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merchandise!
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IF \ STAND 

PERFECTLY STILL

THEY WON’T 

SEE ME.



EEditorditorial of a Mial of a Madmanadman
“Stump me if you can, Mister Game-Stumper!”
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sorry bob, as soon as you BEND DOWN to pick up the

COPPER PIECE, the SWACK IRON DRAGON swallows you

WHOLE!  you’re TOTALLY caught off guard!

awh dude, he SET you up with the ol’

‘DROPPED COIN’ trick. that’s BOGUS!!

SWALLOWS ME??!! dammit! well,

\ ain’t going down with out a

fight. \ pull out my MATCHED

daggers and perform a little

TRACHEOTOMY from the INSIDE!

\ knew we were in trouble when

WEIRD PETE told me B.A. picked up a

used copy of SPROCKET TOOTH’S

BOOK OF TRAPS the other day.

\’ll make a

nice pair of

CUFF LINKS

out of his

GUT STONES
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A few years ago, I was cleaning out a closet when I discovered
a stray cardboard counter which had apparently fallen out
of one of the many games in my collection. Trouble was, I

was stumped!  Although the counter looked vaguely familiar, I just
couldn’t figure out which game it was from. Eventually, (after going
through a half-dozen wargames from my collection,  I identified
the beast as a Fire-for-Effect marker from my Squad Leader™ set. (a
game which, sadly, I hadn’t found the time to play in fifteen years)

At the time, it occurred to me that a semi-regular feature in
KODT could be based on such a dilemma. Present the reader with
various game components and challenger him or her to identify
which games they had come from. The idea was jotted on a piece
of paper, tucked away, and forgotten.

Well, a few days ago I stumbled across that same piece of paper
with the words, “Game Stumper” scrawled on it and a brief
description of how it worked.  So here’s a preview.  Pictured on this
page are fifteen images of counters, cards and other images taken
from various games. Can you identify them? You’ll find the answers
at the bottom of page 8.  If you aren’t familiar with some of the
games represented here — maybe you should consider going down
to your local gameshop and checking them out (er...the ones still in
print that is.)  Good luck!

Jolly R. Blackburn
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Our Readers Talk Back!
Dear KODT,

You've captured exactly what it is about gaming that is fun. Me
and a group of friends have been roleplaying together for along
time. We mainly played D&D, but every once in a while would
stray to GURPS, Hol (which is a hilarious book to read), and one
other one that I can’t remember the name because we always called
it Cowpone, which was a western kind of game where a friend of
mine had a four barrel shotgun.  

Our group was much like the group of KODT, we had the
GM and one of my friends always arguing about rules, neither one
would ever admit the other was right. One of my friends would
almost always be late when we were playing, and then he would
proceed to fall asleep at the table, we would wake him up when he
needed to roll, and it seemed like he rolled twenties all the time.
Also our GM had a die that we all grew to fear, we called it the
KURPLE DIE, it would roll the worst numbers when we needed
it to help us, and then against us it always rolled exactly what we
didn’t want. It seemed as if all our adventures would start out "OK,
you are in a bar." From there we would begin with the pick pock-
eting our own party, picking a fight with the biggest guy in the
room, burning down the bar, and one time dropping an anvil on
the bartenders head. We had a lot of crazy adventures and did
some crazy things too, one time we made up a table to see how
well endowed our characters were.  

Its great to read about stuff like that, stuff we can relate to.
Keep up the good work.

Randy
via E-mail

Kurple Die??!!  Named after the infamous Rex Kurple of El Paso
fame no doubt - a killer GM if there ever was one. But then again,
there was a Ruby Kurple out of Des Moines who used to throw a mean
twenty-sider.

Jolly
Dear KODT,

Issue #34 was a great issue!  I am so glad to see Sara rejoin the
Knights.  On the other hand, who would have guessed that Troy's
Boys would be such slugs? Hopefully, both the Knights and the
Black Hands will beat them at the big tournament.  

With regard to the Black Hands, I enjoy reading about their
exploits, even if I have no desire to join Nitro’s campaign.  

Stevil is, of course, a human hyena. All talk. Perfectly willing to
attack the weak but afraid of anything near his size.  

Weird Pete, of course, is inconsistent. Sometimes a target for
Stevil, sometimes a follower, sometimes an instigator.  

Newt is a relatively new player who is going to end up like
Stevil, if he is not careful.  I remember when he was first intro-
duced to the Knights and used a flurry of charm spells to grab
magic items from the team. The Black Hands will never win a
tournament because they are too busy cutting (figuratively) each
other up. In short, I want to keep seeing the adventures of the
Black Hands, but the Knights are still better.

A major difference between the Knights and the Black Hands
is that you get the impression that the Knights basically like each
other. The Black Hands have Stevil, who basically dislikes every-
one.

I hope that some day you will publish B.A.’s oath of loyalty and
let’s see more magic items from Garweeze's Wurld..

It would be interesting if you showed all three groups going
through the same dungeon module and their different reactions.

Keep up the good work.
David Rak
via E-mail

Rest assured, we’ll be running more magic items from Garweeze
Wurld in a future issue. Including the HackMaster +12 (revision
four). As for B.A.’s “Oath of Loyalty” (which he forced his players to
re-take in KODT# 9 ) we’ve been trying to get a copy of it but nobody
here knows the combination to the lock on Brian’s briefcase.

Jolly

Dear KODT,
Just wanted to say thanks, you guys have put out the best prod-

ucts for gaming (whether it is the comic or your Kalamar stuff )
that I have seen in . . . well, the last decade really.  

I was starting to get a little depressed for the gaming industry
these last few years, but you guys are a breath of fresh air . . . keep
on going!

Emperor Dave
via E-mail

Dear KODT,
Well, KODT #34 was one of the all time best issues.  Not a bad

story in the lot, all well above average.
Of Dice and Men cries out for a sequel. The Knights of the

Dinner Table and the Black Hands Gaming Society must unite
and destroy Troy's Boys. Preferably at the HackMaster
Tournament.  (Show that Lanky is not a woman for starters.)

By the way, I met way too many of the “Top 35 Signs That You
Are A KODT Fanatic.” Oh well, at least my girlfriend under-
stands, even if she is not a gamer.

Sean A. Veira
via E-mail

Dear KODT,
Just thought I would write in and give you my thoughts on

your latest issue. It rocked! I was laughing out loud as Sara went
berserk, with the Knights in eager tow, and destroyed an entire
campaign setting. Not that I blame her, not one bit. "Troy's Boy's"
would get a five second head start from me before I'd kick their
asses every which way but loose. (To quote an earlier issue I believe.)
I strongly suggest you plan a story for Sara (Or the Knights in her
name) to take revenge on those jerks. (Start should be reporting their
activities to the Gaming Board so they can't even get close to that prize.
Second, have Dave offer to gamemaster when Vince gets mysteriously
ill... oh boy, that's cruel.)

Crutch's love of gaming is hilarious too, I was hoping we'd see
him join the Black Hands! Might have to scrunch him in there a
bit, I think it would be cool if you could somehow fit all the mem-
bers in there, but I'm guessing you have to drop one to do it.
(Monty probably gets called back into service.)
Finally, I hope you'll take the new canvas of stories coming up and
introduce more female gamers, such as Shelia Horowitz and Patty
Gauzweller. I think we're about to the point where we'd all like to
see gaming from a different perspective again, perhaps an all girl
gaming group? Or, perhaps one could join the Knights. Obviously
some caution is called for, don't want to fix what's not broken and
all, and character balance is important, but wherever they go, I
think more women in the comic would be greatly welcomed.
Keep up the good work!

Adam Haase
via E-mail

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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Hammer Time by jolly r. blackburn

as you break out of THE THICKET you find yourselves back on the main road.  the WERE GOAT growls in

protest and breaks off the chase.   as you stand on the roadside, catching your breath, the warmth of the

SUN feels good on your faces again though it takes several minutes for your eyes to readjust to the light.

THANK GAWD! 

‘SHORT CUT’ my ass.

remind me to CHOP DOWN

that frickin’ ROAD MARKER

next time we pass it.

\ TOLD you guys not to listen to him. JUSTINA

pegged that MARKER as a MISCHIEVOUS-

NEUTRAL straight off! he’s just a TROUBLE

MAKER - placed there to mislead the GULLIBLE.

that’s the FIFTH time

that STUPID “MAGIC

MOUTH” has given 

us BAD information. 

hey, he DID give

me a good tip 

on where

\ could buy a 

+4 BEDWARMER

OF RESTFUL

SLEEP that 

one time.

CHANCE LANDING?

hey, that’s where we were

sentenced to FIVE YEARS

hard labor working

the BORAX MINES! 

GEEZE

LOUEEZE!

how the hell

did we get so

far north?

that

really

Sucked!

HARD LABOR? what would YOU know

about hard labor? MISTER 1188//110000!!!!

STRENGTH.   \ only had a 14 strength

and was STILL required to MINE the

same QUOTA as the rest of you DORKS.

make quota?  YOU? don’t make me laugh.

after convincing b.a. your PICK-POCKET

skills could be used to LIFT borax from

OUR baskets,  we kept coming up short

and taking the WHIP for it.

well DUH! \’m a

thief, BRAINIAC!

figure it out.

now that we have some TERRAIN FEATURES to lock

onto \’ll use my BRACERS OF MAPSENSE to get

ourselves oriented again.  where the hell are we?

looks like you’re about

two hundred miles north

of FANGAERIE and about

seventy-five miles south 

of CHANCE LANDING.

dude, CHILL OUT!  it was TEN GAME-YEARS ago.  

\ don’t see why you’re still so HOPPED up about it. 

how ‘bout \ FIGURE out

how much DAMAGE my

fist does to your...

maybe ‘cos \ took 138 frickin’ points of 

DISFIGUREMENT DAMAGE from the continual

floggings \ received for for SHORT QUOTA! 

just drop it bob.  those old

wounds still run DEEP.

guys, please.

let’s move on.

don’t forget you still

have a BOUNTY on your

heads in CHANCE

LANDING for, uh, what 

did you call it? 

“SETTLING THE SCORE”

after being released

from the mines?

guys,

please.
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BOUNTY? cripes, \ forgot

about that.  maybe we

should just bypass

CHANCE LANDING and

avoid it all together.

how ‘bout we head north

to LAKE TAGNOMI? 

we might actually find

some HORSES up there.

good idea, bob. if my hunch is right,

the HORSE PLAGUE* spread along

the main trade routes.  the TAGNOMI

SETTLEMENTS are relatively REMOTE!

there’s a good chance HORSES in

that area weren’t affected.

bypass the city?  NO

WAY!  \ GOTTA stop in

CHANCE LANDING and

sell my MATTOCK OF

OGRE KIND! it’ll go for

a higher price there.

\ don’t need a horse. \ think

RUDY† is going to work out fine.

* See KODT#35: A Horse is a Horse [The group discovers that all the horses within 500 miles of Hagley Town were wiped out by a plague.]
† See same issue: [After being losing their horses in a wager, Dave hires the centaur, Rudy, to serve as his mount.]

\ hope you’re not forgetting

that MATTOCK is considered

PARTY TREASURE! 

little FLASH BACK for ya.

that FLAT-FOOTED OGRE was an

‘UNASSISTED KILL’  you guys were

lollygaggin’ when you should’ve

been hackin’.  that means \ earned

SOLE looting-rights over 

any items taken from his body.

hold on guys. \’ll settle this little argument

RIGHT NOW. \ NEVER said that was a

“MATTOCK OF OGRE KIND” the FLAT-FOOTER

was brandishing.  you just ASSUMED it was.

brian was so QUICK to SQUIRREL it away, he

didn’t even bother asking me to describe it.  

if he HAD he

would have

learned that it

was an 

ordinary, albeit

OGRE-SIZED,

mining tool!

THAT’S RIGHT! anything

you get for it will be

split FOUR WAYS!

PARTY TREASURE?

split four ways? 

shya’ right.

YOU WISH!

\’m afraid he’s right guys. after all, he did SACRIFICE a level

casting the spell which killed the OGRE.  it’s only fair that he....

fair my ass!  the GLORY-HOUND point-whored us.  he

raked in enough E.P.s not only to gain back that lost

level but to gain an ADDITIONAL LEVEL on top of that.

he  didn’t even CUE us that he

was going to attack. the BIG OAF

robbed us of those E.P.’s.

tough kitty

toenails!

you snooze

- you lose.

it really SADDENS me to see that you guys

STILL haven’t learned NOT to ASSUME!  and

with the HACKMASTER REGIONALS only a WEEK

away?  -sigh- we don’t stand a chance.

ordinary, eh? what’s the book price on that?

about FIVE SILVER?? HA HA!! SNORT!! \ guess

the BIG OAF can have his CHUMP CHANGE!

yeah! he can use it

to buy a BEER so

he can CRY in it.

uh....excuse

me, but...

and YOU guys

earned the

right to call

yourself

LOSERS.

http://www.kenzerco.com/product_info.php?cPath=22_23_24&products_id=229
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ANSWER TO GAME STUMPERS FROM PAGE 2 
1. Acquire™ (Avalon Hill)
2. Axis and Allies™ (Milton Bradley)
3. Heroes of Asfar™ (Artistically Inclined)
4, Dragonmaster™ (Lowe/Milton Bradley)
5. Talisman™ (Games Workshop)

6. Government Funded Robot Assassins from  
Hell™ (Propaganda Press)

7. Starship Troopers™ (Avalon Hill)
8. Wiz War™ (Tom Jolly Games)
9.  Landlords™ (Abacus Spiele)
10. Kill Doctor Lucky™ (Cheapass Games)

11. Spammers™ (Atlas Games)
12.  Wizard™ (Metagaming)
13. Settlers of Cataan™ (Mayfair Games)
14. Monopoly™ (Parker Brothers)
15. Plague & Pestilence™ (Hillary’s Toy Box)

TWENTYMINUTES LATER≥≥≥

c’mon, b.a.! quit stallin’.  the very LEAST you can do is re-roll on the FLAT-FOOTER 

OGRE treasure table. it’s the only FAIR way to settle the matter.  do THAT 

and we’ll  promise to agree to live by the results. you got our NO-FLAK promise.

a NO-FLAK? really?

\ got your word on

that? EVEN BRIAN’S?

you agree to re-roll and you

have my SOLEMN word.

just do it already!

sheesh! \’d like 

to actually GAME

tonight

A FEWSECONDSLATER≥≥≥

FINE!

SHOOKA
SHOOKA

sooooo, you want me to re-roll? sure, \’ll re-roll.  but

ONLY on the SERIES “J” WEAPON  category.  there’s no way

in hell \’m rolling on those SERIES “E” GEM TABLES.  that

flat-footer was STRAPPED for cash and down on his luck.

you gonna shake

those dice all night?

c’mon! roll ‘em. and

don’t be SHY about

showing the results.

this is SO kewl. you know last fall

EDDIE RAMIREZ killed a VENT-SQUAWLER

and got to roll on the “J” tables.  the

lucky stiff walked away with an AXE OF

RAPID-WHACKS.  can you imagine?

ONEDIERESULT LATER≥≥≥

well, well, so it looks like 

\ rolled an 88! seems  our

poor dead OGRE-FRIEND was

carrying a BIRCH LIMB as a

makeshift CLUB!  worth just

about the same as ‘fair to

middling’ grade KINDLING on

the price charts.

geeze loueeze! that

was certainly a WASH!

NOW can

we game?

\ hate to question your CALL, b.a., but \ find it very strange that the supreme gawd, LUVIA would BESTOW

the LAST LIVING flatfooter with his personal protection only to allow the poor thing to wander the face of 

GARWEEZE WURLD with nothing but an ORDINARY tool as a weapon to defend himself with.   and consider the

fact that when we encountered this creature he was apparently laying claim to a MAJOR road and bullying

TOLLS and TRIBUTE out of anyone he caught travelling on it.  SURELY such a role would require MORE

than an ORDINARY weapon to back up his threats.  \ mean it just seems SILLY really.   don’t you think?

give it

up, b.a.!

she’s

right

hey that MATTOCK can do 2d4 damage EASY!

nothing to sneeze at. and with his OGRE

STRENGTH modifiers that would put it up at...

\’ll roll ‘em

when \’m ready.
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not so fast, b.a.  \ do believe the MODIFIED result is a sweet NINETY-EIGHT! 

you’re gonna have move down that WEAPON TABLE a few more rows.

??!!

ninety-eight? brian, you’re

whacked! \ saw the result

myself. he rolled an 88.
you’re not 

listening.

\ said 

“MODIFIED”

result.

you did your best, big guy.  at least

you forced him to re-roll. that, in

itself, was TOTALLY awesome.

that FLAT-FOOTER

should have gotten a

+10 MODIFIER to his

WEAPON roll.

you can just take my

word for it or you can

look it up. page 96, col-

umn two, paragraph six.

you don’t have to CITE rules to ME, brian.  \ happen to

KNOW the rules - thank you, very much.  and \’m familiar

with the MODIFIER you’re referring to.  unfortunately,

you’ve MISINTERPRETED it.  that modifier is for ROGUE-

OGRES only.  which doesn’t apply to this situation.

damn! for a second \ thought you were going to do

some BRIAN-MAGIC again and pull it off.  too bad.

let it go, brian.

like, \ said. you

did your best.

a VALIANT

effort, brian.

oh but it DOES apply here. if you check

the HACKLOPEDIA OF BEASTS you’ll find

that “ROGUE” status applies to ANY

FLAT-FOOTED OGRE who operates OUTSIDE

the SOCIAL STRUCTURE of the TRIBE and

doesn’t PARTICIPATE in the day-t0-day life

of his people. since our ENDANGERED-

FRIEND was the SOLE remaining survivor

of his race and no such TRIBE exists,

then it stands to reason, that, like it or

not, he falls under ROGUE-OGRE status.

how does

he do it?

\ dunno. it scares

me sometimes.

okay, \ suppose you’re right.  he was

TECHNICALLY a ROGUE-OGRE. it goes

against my GRAIN but \’m going to

allow the modifier. so the new result is

a NINETY-EIGHT. just let me check the

TREASURE TABLE again for the......

A FEWSECONDSLATER≥≥≥

check it out you guys.

you’re going to  LOVE this. 

okay, looks like..like 

ROLL ON MAJOR

RELIC TABLE A5??

AFTERTHEGAME≥≥≥

this ROCKS ASS!  \’ve always wanted “GUDRUN’S

HAMMER OF THE CRIPPLED MAGE.” besides having

SPELL AMPLIFICATION and STORAGE capabilities, it

can learn to MIMIC-CASTER so eventually

\ can SIMULCAST my spells.  shoot, if THIS doesn’t

expedite my INITIATION PACKET with the CIRCLE OF

THE SEQUESTERED MAGICKS, \ don’t know what will.

sweet!

were you serious

about giving up

the game, b.a.? can

\ have your dice?

whimper

brian, you KNOW that

relic is RENOWNED for

unbalancing campaigns. 

and they say 

there are no 

winners in RPGS!
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That’s My Wish, and I’m Sticking to it! by jolly r. blackburn & steve johansson
with michael r. patanude

as KNUCKLES throws another log on the campfire, a HUGE shower of sparks rises up from the flames

followed by a small cloud of billowing purple smoke.  an eerie silence sweeps over the CAMP SITE. 

before EL RAVAGER can douse the flames, a

FLURRY of sounds which resemble a 

crescendo of crackling paper fills the

night air.  SUDDENLY a portal appears just

over the flickering flames - like a great

yawning mouth, it stretches wide, pushing

back the smoke, revealing a tapestry of

stars and swirling lights from within.

looks like \ picked a BAD TIME

to strip down to my skivvies to

repair my LEATHER ARMOR.

\ douse the flames

with water. purple smoke?

\ pull out my POISONED DAGGER OF

HIVES from my FANNY PACK OF HOLDING!

\’m assuming my

BATTLE STANCE

and drawing my

sword in CONAN

FASHION! 

huh? purple

robe??!! no!

guys!! WAIT!!

\ draw my SHORT SWORD!

a tall purple-robed individual with a flowing

long grey beard steps out.  even though he

wears a hood and his face is obscured, TEFLON

BILLY immediately recognizes him for who he is.

it’s my mentor, DRAX! he’s

my contact with the CIRCLE

OF SEQUESTERED MAGICK.

DRAX greets you with a warm embrace.  he reports that COSM* has

reviewed TEFLON BILLY’S application for membership and has checked

all the rings he submitted.† “congratulations!” he says. he then

hands you your PLEDGE RING and gives you a pat on the back and

demonstrates how to do the SECRET HANDSHAKE. 

* COSM: Acronym for ‘Circle of Sequestered Magick’. Pronounced kaus-sum.
† See KODT#4: Temptation of the Ring. One of the prerequisites for applying for membership to COSM is an offering consisting of items 
collected by the wanna-be member. COSM assigns a list of specific items that must be collected. In Teflon Billy’s case the list included EVERY
magic ring listed in the 1st Edition HackMaster Tome of Magic. It took Brian years of game time to complete his collection.

\ haven’t 

seen this dude

in years!

criminy! it’s been over two freakin’ years since \ turned in

my packet.  two years, three months and 12 days of game

time to be exact.  \ was beginning to think DRAX scammed

me and made off with the rings to keep for himself.

http://www.kenzerco.com/product_info.php?cPath=22_23_24&products_id=613
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he explains that since

you have no permanent

mailing address it’s been

difficult reaching you.

oh c’mon! \ must have listed a HALF-DOZEN courier-drops in my packet.  

indeed you did. those addresses included hagley town,

fern grove, badger falls and hang nail. strangely

enough, ALL of those towns have been BURNED and RAZED.

in fact, they couldn’t even find HAGLEY TOWN on the map.

that’s LAME, b.a.! my FAME and NOTORIETY factors are

through the roof. they could have tracked me down.

he apologizes

for the delay.

as DRAX turns to leave, he pauses as if suddenly remembering something.  “oh yes, as is the tradition for

all new pledges of the COSM,  you get a SCROLL inscribed with a SPELL.   you may CHOOSE the spell of

YOUR choice from any of the spell tables - providing of course, that you are of sufficient level to cast the

chosen spell.  it’s just our small way of contributing to your never-ending pursuit of SPELL MASTERY!”

who is this guy? the SPELL

FAIRY? you give those clowns a

bazillion gold pieces worth of

magic items and ALL they give you

is some stinkin’ scroll?

dude, you got

burned. BIG TIME!

guys, joining the CIRCLE is the highest

honor a mage can achieve. this is a

PROUD moment for TEFLON BILLY!

excuse me! COME

AGAIN? \ get a scroll?

DRAX tells you to continue your studies. when you feel you are ready to appear before the CIRCLE

for your FINAL CHALLENGE use your pledge ring. it will act as a RING OF TELEPORTATION. but be

forewarned - you will have only ONE opportunity to take the CHALLENGE. so don’t WASTE it. 

ring of teleportation?

he doesn’t get E.P.’s

for that does he?

\ wouldn’t

worry about

it bob. it

doesn’t 

concern you.

hey, \’m sizing up this DRAX

dude. does my character feel

he could take him down?

heed his warning, brian. you’ve

come TOO far to throw it all

away. make sure you’re prepared.

don’t worry, sara.

\’m going to wait.
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that’s right. a scroll with the spell of

your choice. but you have to choose it

NOW. otherwise the offer is rescinded.

and you say \ can choose ANY spell from the SPELL

TABLES?? so long as \’m able to cast it?  THAT ROCKS!!

easy brian! he’s

trying to rush

you so you’ll

mess up.

correct. but you’d better hurry. DRAX says

he has a pressing engagement elsewhere.

you must decide which spell you want.

choose a TACTICAL SPELL!

those always come in handy.

\’ve already decided.

it’s NO contest.

there’s really only ONE spell \’ve been chomping at

the bit to have in my SPELL BOOK.  \ thank DRAX 

from the bottom of my heart and take my WISH

SCROLL. \ assure him that it will be put to GOOD use.

what the...??!!!! WISH

SCROLL? what the hell

are you talking about?

you aren’t high enough

level to choose that spell. 

hello? earth to b.a.! did you

forget signing off on my

CHARACTER SHEET last week

when \ gained an extra level?

JUMPIN’ BAJEEMERS!!

\ TOTALLY forgot he

gained an extra level

when \ planned this

adventure.

|’M

SCREWED!!

HOODY HOO!

now hold on, brian. \ don’t think DRAX would just HAND you a WISH SPELL. his offer was probably

based on the LEVEL OF MASTERY you indicated on your MEMBERSHIP PACKET - NOT your current level.

so he SCREWED up! \ don’t think he’d renege on a DEAL with a PLEDGE - especially

since it’s TRADITION.  that wish spell is mine!  and by the way,  when \ cast the

WISH onto GUDRUN’S HAMMER it is AMPLIFIED!  1d4 wishes are granted.

OUTSTANDING!  looks like \ rolled a four.  WISHES FOR EVERYBODY!

ROLL
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alright bbrriiaann, you got me on that one. \ forgot to

update my adventure to reflect your NEW level. \’ll

bite the bullet THIS time.  \’m not even going to bother

to argue it out. besides, you guys always screw up

your wishes anyway.  just remember - no tapbacks.

well there’s 

certainly no need

to get UGLY

about it. sheesh! 

yeah, b.a. you shouldn’t 

take the game so PERSONALLY.

okay guys, listen

up. here’s the deal.

\’m feeling generous today so

\’m only going to charge

1100,,000000 ggoolldd  ppiieecceess per wish. 

ANY TAKERS?

oh now THAT’S low! even for an ol’ SHYSTER

like you. TEN GEES? are you serious?

some nerve! and after | shared my LIP BALM

with you when we were lost in THE THICKET.

suit yourselves. a wish at that price

is a BARGAIN. maybe \’ll just rescind

the offer and use them myself.

wait, brian. that IS a bargain. i’ll gladly pay

you the money. that is, if you’ll let me pay

5,000 now and trust me to pay the other 5,000

out of my future share of party treasure.

well, okay, but TEFLON BILLY

has a firm loan policy. \’ll

have to charge you twelve

and quarter percent interest.

uh, sure.

okay.

compounded

daily, of

course.

c’mon guys. where are you going to be able to

BUY a WISH? even at ten grand, it’s a deal. \

mean, it’s not like you couldn’t WISH for twenty

grand and walk away with a handsome profit.

okay, \’m in. but \’m paying in with the

EQUIVALENT amount in SILVER PIECES. if he’s

making THAT much money off me \ want to at

LEAST screw up his ENCUMBRANCE ratios.

okay, \

guess

\’m in.

good,

this

will be

fun.
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A FEWMINUTES LATER...

okay, \ think \’m ready. who wants to state their WISH first?  bob??!!

damn! he’s got a freakin LIBRARY back there behind the screen.  a THESAURUS,

a DICTIONARY, even JO JO ZEKE’S “LAYMAN”S GUIDE TO INTERPRETING WISHES”.

oh, \ see. so THAT’S your game, eh?

gonna try to screw us over on the

WORDING of our wishes, huh?

you got

THAT right.

give ‘em hell, bobby

boy! you can do it!

HA! well |’M not playing THAT Game.

\’m going to play it safe and WISH

for something simple which you

can’t USE against me.  \ wish for

ONE MILLION EXPERIENCE points! 

a million e.p.s? is that

your wish? are you sure?

that’s my WISH and

\’m sticking to it.

consider

your wish

GRANTED!

BOB!! WAIT!! uh...er.... -sigh- never mind.

you can wish for EXPERIENCE POINTS?

isn’t that kind of dangerous?

DANGEROUS? of course

not you DOOFUS! these

are UNLIMITED wishes.

well this should be ENTERTAINING!

giving bob a WISH 

is like giving a LOADED

GUN to a MONKEY.

hmmmm...that might be

entertaining as well.

okay bob, GGUUDDRRUUNN’’SS  hhaammmmeerr glows an eerie blue as an

arc of electrical energy strikes you square in the 

FOREHEAD. you have just gained a million points worth

of life experiences. that unfortunately results in your

aging 227733 YEARS instantaneously.

damn!on the plus side, 

you can add plus one to your

wisdom and intelligence. plus,

of course, fond memories of

your misspent youth.
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NEXT??!!

\ paid ten thousand FREAKIN’ gold pieces for THAT??!!

oh man! that was brutal.

\’m not so sure \ wanna

make a WISH now.

you might as well

do it, DAVE, ‘cos 

\’m not REFUNDING

your money.

you see? you should wish for

something NOBLE! that’s the BEST

insurance when dealing with WISHES.

something noble.....something noble.

let’s see now.....hmmmmmmm......

here’s something

NOBLE for ya. WISH

that MY wish never 

happened. ERASE IT!

sssshhhh! \’m

trying to think.

what’s it

gonna be,

dave?

SECONDS LATER.≥≥≥

\ got it! what could be NOBLER than my SWORD? 

\ WISH that the “SCABBARD OF THE AGES”, 

the companion-relic to my HACKMASTER +12 was

RIGHT HERE!

uh oh!

awh man! what a schmuck! you

couldn’t even help a FRIEND in need?

are you SURE

that’s your

wish, dave?

am \ sure? uh.....

what do you think, guys? am \ asking

for TOO much? how was my wording?

actually, dave, \ think you should...

you did GREAT, dave! direct and to

the point. not a bad choice either.

that scabbard gives your sword

two additional languages and the

wielder gets REGENERATION and

VAMPIRE DRAIN with every hit.

don’t forget, that SELF-POLISHING feature! it will

keep my hackmaster brightly polished and finely

honed at all times, even in inclement weather.

oh, \ can see why you

simply MUST have it.

run with it,

dave. \ think

you’ve got a

GOOD chance.
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okay b.a.,  that’s

my wish and \’m

STICKING to it!

the arch demon, KALEB bursts out

of the ground with the scabbard

around his waist. he looks very

annoyed. apparently, he’s the  

CURRENT OWNER  of the relic.   

he SNEERS at you and roars, 

“WHO DARES TO SUMMON

ME FROM THE 

PLANE OF INFERNAL FLAMES?” 

YOUR WISH 

IS GRANTED!!

you notice a small IMP is standing on the DEMON’S shoulder. the imp has an iron band riveted about

one ankle which is affixed to a golden chain. the OTHER end of the chain is attached to an EARRING on

KALEB’S left ear lobe.  the IMP eyes EL RAVAGER and grins a WICKED grin as he whispers SECRET

THINGS into the ear of his MASTER.  kaleb begins to BELLY LAUGH as his gaze turns to you, DAVE.   

“LET’S

RUMBLE!!”

“you want my SCABBARD OF THE AGES? is that it?”

he roars with laughter. “what a COINCIDENCE foolish mortal. 

| have been seeking the HACKMASTER BLADE 

which goes in it for over a THOUSAND YEARS”

but why should YOU want the scabbard? UNLESS.......

his gaze lowers and settles on your sword as his thin lips curl

into a smile. “aaaahhh, and what have we here?”

IMP? holy cow,

that must be 

PENSTER. he was

one of KALEB’s

BATTLELORDS.

kaleb made him a

SLAVE after his

armies were

defeated in the

SECOND PLANES

WAR.

KALEB gasps with astonishment to

learn that the SWORD he’s been

searching so desperately for is

FINALLY within ARMS reach.
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Wishful Thinking by jolly r. blackburn & steve johansson
with michael r. patanude

KALEB pulls out his FLAMING SWORD OF SOUL DEVOURING.  you want my scabbard, PUNK? come get it!

SOUL DEVOURING?

but...but....uh...er..

firp....sputter..

don’t worry, dude.

\’ll back you up. 

\ readying my cross

bow with a BOLT OF

DEMON SLAYING

oh BAD NEWS, man. he even TOUCHES you with that

thing and you have ZERO chance of EVER being raised.

\’m sorry bob, your STAGE THREE

arthritis prevents you from

cocking your CROSSBOW. the

pain is EXCRUCIATINg and \’m

afraid OLD AGE has diminished

your THRESHOLD for pain. 

to hell with the pain.  \ choke it down

like CHUNKY PEANUT BUTTER SANDWICH

and race to my COMRADE’S aid.

race? sorry,

it’s more like

a slow but

determined,

SHUFFLE.

dave. KALEB concludes you are RELUCTANT to fight him since

you keep running in circles and refuse to ENGAGE him. he

offers you an ALTERNATIVE. toss him your HACKMASTER +12
and he’ll let you live and return to his HOME PLANE.

A FEWMINUTES LATER...

who’s reluctant? \’m not running in circles.

\’m just trying to earn those -4 modifiers

for being a MOVING TARGET. that’s all.

\’m putting some

HORSE LINIMENT on my

wrists. does it help

alleviate the pain?

dave, try a TUCK AND

TUMBLE! that’s worth

another -1 on his to-hit.

TWENTYMINUTES LATER.≥≥≥

KALEB waves the HACKMASTER +12 over his head and laughs with GLEE as he kicks EL RAVAGER’S

head around like a SOCCER BALL. meanwhile, PENSTER the imp has finished stringing the slain

fighter’s EARS on a piece of string and is placing the TROPHY around his master’s neck.

hmmrrfff! if \ was FIFTY

YEARS younger, \’d give him

something to LAUGH about.

you can be SURE of that.

\...uh...er...

\ disbelieve?

brace yourself, dave. KALEB has

been known to ritualistically

DISEMBOWEL his victims.
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well, should we use one

of the remaining WISHES

to cancel out DAVE’S?

hey, \ don’t care WHAT you

do with yours. it’s YOUR

money - you’re payin’ for it.

but \ got PLANS for mine.

great.

since SARA burned her WISH in an attempt to save the LIFE of

a FALLEN friend her WISH is GRANTED without any attempt on

the part of the FATES to twist the outcome. KALEB is ripped

from the PRIME WORLD and sent back to his home plane. the

HACKMASTER SWORD lies on the ground where he had been

standing and EL RAVAGER’S head has been re-attached to his

body. he’s STILL dead, however. you’ll have to take his body

and make arrangements to have him raised later.

ONEWISH LATER≥≥≥

what a waste of a wish.  if she had WISHED for

my youth back, \ could’ve DEALT with that guy.

this ain’t over.  \’m tellin’ ya.  

that KALEB’S ASS is MINE! 

+5 BOOTS OF GROIN KICKING?

that ain’t right! \ thought it was

going to be a fair fight.

what are YOU whining

about?  at least YOU

have your HEALTH!

now KALEB will know

why he’s afraid of the

DARK!  \’m gonna be

on his ass like STINK

on a MONKEY!

\’d let

it go,

dave.

\’d like to THANK you, sara. it’s nice to know who

your REAL friends are when the chips are down.

if there’s any way \ can repay you, just let me know.

actually, maybe you’d be willing to pay BRIAN the

balance of 5,000 g.p.s \ still owe him for that wish.

huh? pay brian?

\’m a little COIN-

SHY at the moment.

looks like |’M

up to bat. 

okay, brian. you care

to give it a try?

just give me a second to find what \’m looking for. man

o’ man! \’ve been waiting for this moment since i can’t

remember. let’s see - \ know it’s in here somewhere.

??!!

ahhhh, 

there she be.
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here sara. if you’d be kind

enough to pass this down to B.A.

sure. what is it?

just a 15-page transcript

of a WISH \ prepared. \’ve

been waiting THREE YEARS

to use this baby.

wha...what the hell? a FIFTEEN PAGE

WISH? you got to be kidding. there’s

NO WAY \’m letting this fly.  you can’t

prepare a WISH beforehand.

geeze loueeze! look at this

thing. it’s got more LEGALESE

than an NFL CONTRACT.

it may be a slightly long RUN-ON SENTENCE but it IS a single sentence. according to CHRIS CARVER

Vs. HACKCON MEMPHIS (hackmaster players’ association case number 940415a) a player may read

his wish from a PREPARED STATEMENT so long as it’s contained within a SINGLE sentence.

okay wiseguy. \’ll dance your dance. all

you did by going with fifteen pages was

to give me JUST that much more rope to

hang you with. \’m going over this thing

with a FINE TOOTH COMB!

FINE TOOTH COMB? kewl. that’s EXACTLY

what \ told my LAWYER to do.

hey \ remember 

when that

PLAYER

GRIEVANCE

was filed.

lawyer?

yeah, it cost me FIFTY BUCKS but it was

worth it.  at least \ know it’s AIR TIGHT.

let’s see B.A. try to twist this one.

so you’re too cheap to pay

for CABLE TELEVISION but

perfectly willing to lay

down 50 bucks to have an

attorney tighten up a WISH?

well, to be honest, he

wasn’t REALLY a lawyer.

he’s a PARALEGAL. he

did some work for bob’s

dad down at the HOE

AND HARNESS. they said

he’s very GOOD!

whoah! hold on PERRY MASON! \ didn’t say he

was GOOD - \ said he was CHEAP! he’s flunked

the BAR EXAM four times. \ TOLD you that.

hey, the guy did alright by me. he wrote a

NASTY letter to that RENT-2-OWN 

outfit and got me out of that contract 

\ signed last fall. saved me from having

to pay 39 bucks a month for that DVD

PLAYER that broke a week after i got it.

what \ forgot to mention is that the

guy used to GAME in law school.

that

explains

a lot.
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okay brian, \’m ready to begin when you are. after you’ve read...er...stated your wish, \’m going to

call a RECESS so \ can properly interpret your WISH. and since you sought OUTSIDE COUNCIL on

the preparation of your WISH, \’m going to do the same while trying to CRACK it. understood?

sar’right by me. but don’t get your hopes up. you ain’t gonna CRACK this baby. it’s ROCK SOLID!

uh huh. well, that

remains to be seen.

PROCEED!

good luck,

brian!

take your time.

READ SLOW!

you can

do it,

brian.

TWENTYMINUTES LATER≥≥≥..

...blah blah blah in the event that blah blah the WISHEE will be

granted blah blah blah unless the WISHOR determines that blah

blah blah in which case the FATES shall be held accountable

for blah blah blah including, but not limited to acts of gawds,

random events outside the control of the WISHEE blah blah

blah and should blah blah the resulting outcome endanger blah

blah blah the health and welfare of the wishee blah blah...

held accountable? what

does that mean? outside

the control of the wishee?

what the hell is

he wishing for?

...blah blah unless it is ascertained

that the WISHOR was.,..blah blah the

WISHEE shall be notified by DIVINE

AGENT or SPECIAL COURIER of the

results of any such blah blah blah...

FIVEMINUTES LATER≥≥≥..

AND FINALLY≥≥≥..

and that concludes the STATING of my wish.  the ball is back

in your court, b.a. that’s my wish and \’m sticking to it!

okay, why don’t you guys

grab a soda and some fresh

air. this may take a while.

what the hell did you wish for

brian? it went clean over my head.

oh, nothing much. just a 

HEAPING-HELPING of

IMMORTALITY!  TEFLON BILLY

just wished to be DEIFIED!

mine too!



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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UNFURNISHED

ROOM

FOR RENT

hold on, B.A.! read that

LAST part back to me again.

ARMARM WRESTLEWRESTLE
THETHE MONKEY!!MONKEY!!
A BUCKA BUCK AA TRY!TRY!OPEN

A Clause for Celebration by jolly r. blackburn & steve johansson
with michael r. patanude

JUST SEVEN DAYS TIL
HACK-TOURNEY ‘99

all entries must be in by FRIDAY!

hey guys. what’s up? trying

to get a game together?

we got a GAMEMASTER

with a potential 

CAMPAIGN-BUSTING

situation on his hands.

we’re trying to talk

him through it.
we’ve been at it

for FOUR HOURS!

one of B.A.’S players

dropped a BOMB on

him tonight.  

he WISHED for 

IMMORTALITY for 

his character.

what the hell happened?

usually something of

this nature isn’t a

problem.  any GM

worthy of the title can

turn a WISH like this

against the player.

after a FRANTIC phone call from B.A. for ASSISTANCE, WEIRD

PETE calls an EMERGENCY MEETING of all available

GAMEMASTERS in the area.  EARL SLACKMOZER and NITRO

FUERGESON are the only ones to answer the SUMMONS.

ssshh! can’t talk now

CRUTCH. we got an

EMERGENCY here.

okay, b.a. what

was that again?

What do you want to Hack today?™
Hard 8 Enterprises ®

®
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but this situation is UNIQUE. apparently the player had PREPARED

his WISH ahead of time and had a LAWYER go over it to check for

LOOPHOLES and such. so far we haven’t been able to CRACK it.

\ just don’t get it.  first B.A. lets him get hold of

GUDRUN’S HAMMER. and then he lets FOUR WISHES slip into

the game? the guy needs to get control of his GAME back.

\ just hope

\ draw the

KNIGHTS in the

TOURNAMENT 

and get to a

chance to run

them through 

their paces.

QUICK! somebody look up

agglutinate in the DICTIONARY.

and TOSS me that copy of

“THORPE’S LEGAL LEXICON”

AGGLUTINATE you said?

that’s a mass or group

formed by the UNION of

SEPARATE elements.

uh huh, \’m still here. what’s that? are

there any DEITY GRIEVANCES against BRIAN?

well HELL yes. why JUST last week he.....

AN HOUR LATER....

what’s that?  oh...... you know \ 

didn’t think of that.  \ think it JUST

might work. \’ll give it a shot. 

oh don’t worry. \’ll let

you know what happens.

hey, THANK the guys for

me. \ OWE them - BIG TIME!

IT’S SHOW TIME!

\ can’t wait to

see the look on

BRIAN’S face.

-snicker-

it’ll almost be

worth the HELL

he’s put me

through

tonight.

A FEW MINUTES LATER....

well, BRIAN, congratulations. \ CRY UNCLE. we gave it our BEST shot and it

looks like your WISH was IRON CLAD.  quite an accomplishment.  consider your

wish GRANTED!!  it looks like TEFLON BILLY is now officially IMMORTAL. 

immortal? you mean

you’re ACTUALLY going to

let him get away with it?

DAMN! \’m going to have to get 

a copy of that CONTRACT. maybe 

\ can use it as a BOILER PLATE.

sure you can DAVE. for a

SMALL fee of course. \ can

give it to you in PDF format.
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don’t worry, guys. TEFLON knows who his friends are - even if they ARE mere

mortals. \’d like to think that he’ll remember his ROOTS and keep in touch.

okay BRIAN, since this is likely to

affect the entire scope of the

CAMPAIGN, how ‘bout giving me

some kind of idea on your plans.

we should

call GARY

and tell him

about this.

yes, tell us brian.

what ARE your plans?
\ still can’t

believe he

pulled it off.

oh, \ think \’ll start by

spreading the word

among the OTHER immor-

tals that there’s a NEW

kid among the ranks.

then \’ll be checking to see if any of the

GAWDS are in need of a NEW AGENT to help

PERPETUATE their will on GARWEEZE WURLD.

of course \’ll be

playing them

AGAINST each

other to LEVERAGE

the BEST possible

deal for myself.

THIS ROCKS! according to the rules for EVERY

major relic an IMMORTAL holds in his possession he

gets to to ROLL on the DIVINE ATTRIBUTE TABLE. by

LAST COUNT \ have 32  major relics and 15 minor

ones. that means \ stand to gain over THIRTY divine

powers. HAR HAR!! that’s TWELVE more than even

ODIN has.  course \ can only roll once per month on

the table so it’ll take a few years of game time

before \ make my MOVE against him.

as you are all STANDING around

BASKING in the glory of TEFLON

BILLY’S new STATUS as an IMMOR-

TAL you hear the DISTANT crack of

LIGHTNING followed by the the

BOOMING of a THUNDER STORM.

upon hearing of your ‘IMMORTAL STATUS’ the gawd

LUVIA cant come down from the heavens fast enough.

in fact, he transcends the laws of the physical 

universe and arrives FASTER than the SPEED OF LIGHT. 

LUVIA? what the

hell? no way! 
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sorry brian, “THE WUSS GAWD”, as you are found of calling him,

strikes you down in a FURIOUS barrage of FIRE and BRIMSTONE!!

while he CAN’T interfere in the affairs of MORTALS, he has NO

problem dealing with IMMORTALS.  for your role in the BURNING

of his temple in HAGLEY TOWN, and for SLAYING the LAST flat foot

ogre, a creature under his personal protection, LUVIA lets loose

his VENGEANCE upon you and LITERALLY wipes you out of 

EXISTENCE! TEFLON BILLY is NO MORE!!

DAAAMMMMMNNNN!!! talk about

SWIFT justice.

easy big guy! \f you’re gonna

go flippin’ tables and so forth

let me get out of HARM’S WAY!

shoot! DEAD huh? oh

well. one WISH down the

drain. that really blows.

brian? you

okay?
oh, sure. \’ll

survive.

uh, brian. maybe you didn’t hear what \ said. you DO realize

that TEFLON BILLY is DEAD? right? as in FOREVER DEAD?

actually b.a., if you check page 12 of my WISH STATEMENT

you’ll see that it clearly states that if ANY harm comes

to my character as a DIRECT or INDIRECT result of my

WISH the said ‘wish’ is immediately rescinded and TIME is

shifted back to JUST prior to the ACTUAL stating of the

wish. of course, as stated on page 14, paragraph four,

evoking that clause means \ must FORFEIT my wish. 

but at LEAST \’m alive and happy.

oh \ 

ain’t

believin’

this.

nothin’ sticks

to TEFLON.

what the hell are you talking

about? page 12 you say? we’ll just

see what it has to say about....

...and in the event that any

HARM comes to the...WHAT??!!

how the hell did we miss that??

don’t take it so hard, B.A. at LEAST

you foiled his plans on becoming the

HEAD GAWD of GARWEEZE WURLD.  

GROOAAN!

you got GREEDY brian. you WASTED a wish. should’ve aimed

lower. you might have WALKED away with something.

\ DID walk away with something.

according to page 15, paragraph

3, \ get a 1155,,000000 GOLD PIECE

CONSOLATION PRIZE in the event

my WISH is forfeited.

can you run me on a SOLO

adventure this weekend, b.a.? 

\ wanna go after that DRAX-

DUDE and get that SCABBARD.



Knights of the Dinner Table Magazine™ • October, 1999 ———————————— 29



30 ———————————————————— Issue #36: HackMaster of Puppets™



Knights of the Dinner Table Magazine™ • October, 1999 ———————————— 31



D
IS

K
S

O
F

W
O

N
D

R
O

U
S

PO
W

ER
D

IS
K

S
O

F
W

O
N

D
R

O
U

S
PO

W
ER

32 ———————————————————— Issue #36: HackMaster of Puppets™

Nowadays, every game has an online component.
But, I know for a fact there are still a great num-
ber of gamers out there that are afraid to play

online, or just don’t know what’s worth the trouble.  Let’s
take a look at three good choices for online amusement
for the novice computer gamer:

My first recommendation is Quake 3: The Arena.
Now, there’s nothing wrong with Quake 2; it’s a solid
game, but too many people are grandmasters at it, and
Quake 3 has features that make it more attractive to the
new player.

First, when you die in Quake 2, you are reborn (rather,
"respawned") all soft and squishy, with no armor, and a
feeble weapon. This just sets you up to get killed again,
very quickly, while desperately running around looking
for a decent weapon. While blasting squishies is fun for
veterans, it’s no fun for the squishy.  In Quake 3, you start
with a half-decent weapon, and a short term life boost,
which greatly increases your chances of living long enough
to get armor and superior weaponry. As an added bonus,
the timing and damage of the weapons of Quake 3 are
somewhat different than in the predecessor.  This gives a
bit of an edge to the new player, who doesn’t have the
refined reflexes to know exactly when to click the mouse
to get the maximum firepower out of the “older” weapons.

Another nice thing about Quake 3 is the most popular
deathmatch level, "The Edge", has weapons spread all over
the place, and very few walls. New players spend almost
no time finding a better weapon, and there’s none of the
"is anybody else playing?" feeling that you can get when
wandering empty hallways, looking for something to kill.
On the bad side, The Edge lacks floors as well as walls,
making it a bit too easy to fall off and die; again, veterans
are just as susceptible as newbies. There are other death-
match levels, and they are also rather small and loaded
with fun and interesting ways to kill your opponents.

When you do get to play, here’s the ultimate tip for sur-
vival:  JUMP! While it may not be realistic to hop around
like a bunny on crack, it is an excellent way to avoid get-
ting blasted at regular intervals. Even when not jumping,
it’s a good idea to avoid running in straight lines--take it
from a vet, there’s nothing more enjoyable than nailing a
target who runs a predictable path. About the only other
trick to the game involves the rocket launcher: fire at the
feet. Since rockets damage everything nearby when they
hit, it makes sense to aim at the ground near your target,
and hurt him with collateral damage.  

Quake 3 is a great, mindless, bloodbath that you can
literally play 8 hours at a stretch. If you’re looking for
online gaming, with less "twitch" and more strategy, Total
Annihilation: Kingdoms (TAK) is a great choice.

Much like Quake 3, TAK is a new game, so there aren’t

that many players who know all the cool secrets.  While
some strategy games have complicated build trees, odd
technologies to research, or special ways to use units that
can take time to learn, most of what goes on in TAK is
fairly intuitive.  

Your king (the big guy you start the game with) has three
spells: little blast-the-crap, medium blast-the-crap, and big
blast-the-crap. That’s the rule for almost all pieces with
special abilities. Building units is a snap--in a matter of
seconds, you can give orders to build as much of any type
of unit you can build (even "infinite" is possible with one
stroke).  And what a unit or  building can build is onscreen
in big boxes, instantly.  All told, TAK is a simple strategy
game to learn in a matter of minutes. There’s even a stan-
dard option to have the map revealed, so that a new play-
er doesn’t have to contend with the disadvantage of not
even knowing what the map looks like.

All this simplicity doesn’t mean you’ll get bored quick-
ly.  There are four unique sides (each loosely associated with
Earth, Air, Fire, and Water), and each side can build a host
of different units.  

Aramon units are mostly of the "medieval knight"
theme, and they have really cool cavalry, great archers, and
nice siege weapons. While their wizards are weak, and
they have no air power beyond the dragon (yep, everybody
can build a dragon), these guys are easiest for a beginner to
learn. 

Veruna plays much like Aramon, except with much
more naval power. They are bit more theologically
inclined, with fanatical berserkers (as fast as cavalry) froth-
ing around the battlefield, and they have the ability to
construct sacred fires, which heal friendly units in a large
radius. Veruna also has a Dirigible, a flying unit that looks
like a blimp, but with no tendency whatsoever to explode.  

Zhon forces are comprised of mythical beasts, from
Goblins to Harpies to Griffons to Stone Giants. The "wild
animal" theme means Zhon doesn’t have much in the way
of buildings, but they do have a lot of flying units, and
watching a pack of Basilisks turn an invading army into a
collection of statuary is a world of fun! Zhon do have
some vulnerabilities, since they have to use animal "train-
ers" to create units (instead of the typical buildings that are
common to most games), so might not be a good race for a
beginner to start with.

The final race is Taros, the master of the demonic and
underworld forces. Their army rates very high on the
“cool” scale, with firebreathing demons, skeletal archers,
mounted Black Knights, four different kinds of wizards,
and dragon riders. Most Taros units are rather expensive,
and are much more powerful after they’ve gained experi-
ence (yep, there’s an actual experience point system, making
units with more kills more valuable on the battlefield).  Play

Rick’s Rants
By Rick Moscatello
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as Taros requires a bit more micromanagement than the other
races, as you must preserve the lives of your more valuable units.

The big tip for success in TAK is control of the sacred stones
(the source of mana, the only resource in the game). No matter
what race you start with, capture a site, then put up your first
building, and then send your monarch out to capture a fair
number of the remaining sites. Constantly raid your opponent’s
sites, and focus on keeping control of your own, and eventually
you can hope to outproduce your way to victory, or at least hon-
orable defeat.

TAK might have a few minor flaws, but Cavedog (the mak-
ers of the game) gives their game much support, even releasing,
for free, new units on their website. Most recently, they gave out
a Pegasus to the Aramon forces, and a better “anti-air” unit for
Taros. This constant changing of the game is another advantage
to new players, since veteran players are less likely to use the
"new toys" that might well offer an advantage on the battlefield.

Now, you might be reluctant to play Quake 3 or TAK because
you don’t know anything about “the game world,” but, just
about every gamer on the planet knows about Battletech.
MechWarrior3 has a bit less strategy than TAK, but way more
than Quake 3. It also has less of a twitch factor than Quake 3
(and, again, more than in TAK).  It also has one thing that the
other two games can’t even touch: eye candy.

Dudes, I’m telling you, this game just SO looks great. I mean,
you get this big honkin' mech, load it up with the ridiculously
short-ranged, comically underpowered and psychedelically inac-
curate weapons of the Battletech universe, and slug it out in the
wasteland of your choice against a bunch of other oversized
clodhopping robots. It has all the grace of the WWF, with more
explosions. How can that not look good?

One aspect of this game that comes across just a bit stronger
than in the other games is teamwork. While you can have

alliances and teams in the other two games, somehow it just isn’t
on the same level as in MechWarrior3, where organizing the
entire team into systematically smashing one enemy mech at a
time is a load of fun.  And, even when you get blown up, most
games last but 10 minutes or so, giving you a chance to re-earn
your teammates’ respect in no time at all.

If you are familiar with the tabletop system, you’ll find that
MechWarrior 3 has all the joys of customizing your mech that
you’ve come to love, with a lot less erasing of pencil marks.
Changing mech configurations is one of the best parts of the
whole system, and you can even use the higher tech (and interi-
or space using) stuff that the Clan mechs are famous for.

Naturally, victory in MechWarrior 3 is about not becoming
the center of attention. The first mech seen is usually the first
mech blasted. Never be the center of attention, and you can at
least avoid being the first robot sent to the big recycling center
in the sky. 

If you’re looking to become a good player, there’s only one
trick that really helps: seek out better players. There’s nothing
like enduring the frustration of trying to hit a Quake 3 master
for learning how to avoid being hit (I've had them just jump
around in front of me until I ran out of shots…). Sit back and
watch how a TAK overlord sets up his forces and organizes an
assault to get a feel for what it takes to control an enemy mana
site. After you get melted by an opposing mech, ask the guy who
blasted you how he piled on the firepower so quickly without
overheating.

And, of course, the best way to be an online gaming god is
to practice. So stop reading and start playing! ❑

Elemental™ is an exciting new
strategy board game that will have
you and up to three of your friends
at each other’s throats for hours.

You and each of your opponents represent one of the four basic elements:  earth, water, air, or fire.  Blast your opponents’
pieces with Fireballs and Volcanos, convert them to your element with Winds of Change, annihilate them with a Tidal Wave
or Erosion or solidify your position by building impenetrable Mountains.  Take their pieces, control the board, dominate the
elements, win the game.  Are you up to it?

Elemental has no set up time and you can teach a friend the rules of  play in just 10 minutes (in fact, all the moves are 
printed right on the board).  Like all great games, the rules are simple but the complex strategies are limited only by your 
creativity and resourcefulness.

ONLY $995

Available now at better game and hobby shops or directly from Kenzer and Company.
© Copyright 1999 Kenzer and Company. All rights reserved. Elemental is a trademark of Kenzer and Company.
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HEY KIDS!!
Be a KODT 
GameVine Cub

Reporter!!
Send your news items to

gamevine@aol.com

NEED A KODT-FIX?
CHECK OUT THESE KODT FAN SITES

Several KODT fans took the initiative to launch an ‘unofficial’ fan club on Yahoo! Clubs. The
site features a photo gallery, chat room, message board, links to other KODT-sites, etc. It’s a great
place to start your search. Go to; http://www.clubs.yahoo.com/clubs/knightsofthedinnertable

“A FEW OF OUR FAVORITE KODT SITES”

http://safco1.com/kc/kodt/

The official KODT homepage.

_____

http://www.hoodyhoo.com

Here, you’ll find some kewl animated KODT cartoons.

____

http://pages.infinit.net/kodt/kodt.htm

A KODT web site with lot of stuff to see

____

http://members.tripod.com/~mythical_ventures/kodt

A Dedicated Weird Pete Fan Page

____

http://safco1.com/kc/kodt/jol777.htm

"Orcs at the Gates" RPG from JollyRGames

IRON CROWN ENTERPRISES
FILES FOR CHAPTER 11 

BANKRUPTCY  PROTECTION
Iron Crown Enterprises (“ICE”) has filed for Chapter 11.  According to a

press release, the action was  “a prelude to the revitalization of the company”.  ICE
has been in business since 1980 and has produced some critically acclaimed
games including the Middle Earth series.

According to Pete Fenlon, president of ICE, the company bears a very large
debt load attributed to a bad licensing deal and the recent failures of several top
domestic and international distributors. “Our overall restructuring will take some
time. ICE will not be healthy until this reorganization is complete,” says Mr. Fenlon
in a company statement. “This filing is therefore in the best interests of both ICE
and its creditors, for it affords us the time and protection necessary for us to stabilize
and develop a long-term plan that will address both our debts and our future. It is
undoubtedly the best course of action.”

The staff of KODT joins the countless fans who have been entertained by the
creative staff of ICE for almost a decade in sending our best wishes. We hope
you’ll be around for a long time to come. ❑

THINK BIG!
BE PART OF
THE ADVENTURE

You think it’s all fun and
games around here? Shya’
Right! It ain’t easy getting any
REAL work done around
here. And now that KODT
Magazine is expanding its
page count so we can bring
you even more fun and
excitement each month.,
we’re SWAMPED! That
means we need new material
to fill those pages. You can
write can’t you? Got ideas for
things like cartoons, articles
on gaming, adventures,
industry news, reviews, etc.?   

Well, quit playing with
those dice  and  drop an e-
mail for our guidelines to :

KenzerCo@aol.com. ❑
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from the vine for your reading enjoyment

SSUUPPPPOORRTT
YYOOUURR
LLOOCCAALL

GGAAMMEE SSHHOOPP!!!!

WANTED

$100.00 REWARD

The owner of a game shop in Muncie, Indiana was recently
slapped with a five million dollar lawsuit after a loyal customer
nearly choked to death on a four sided die which had appar-
ently been introduced into the bottle during the brewing
process.

“Weird” Pete Ashton, who has been home-brewing his own
beer for years, began selling his ‘surplus’ under the label “Weird
Pete’s Wicked Ale” last summer to friends and associates in the
gaming industry.  According to Mr. Ashton, he chose a ‘wide-
mouth’ bottle for his ale so that he could randomly place vari-
ous types of FREE polyhedrons into the bottles as a marketing
gimmick. 

The ale-stained dice have been popular in gaming circles for
their distinctive and desirable patinas.

A judge has ordered that Mr. Ashton cease distributing the ale along with its sis-
ter product, Hack Daniel’s Whiskey, which also includes a free die in every bottle. ❑

WEIRD PETE FACES LAWSUIT!

FOR INFORMATION LEADING TO 
THE RECOVERY OF KENZERCO 

DISPLAY BANNERS

After GENCON ‘99 the Kenzer and Company banners
pictured above mysteriously vanished. Okay, so they’re
kewl as all get out, but c’mon! We need them. Besides they
cost hundreds of dollars and are original pieces of artwork.
If any of our readers know where they ended up - please
let us know. 

E-mail kenzerco@aol.com or call (847) 540-1970.

A Seventh Knight?
Brian ‘the Sixth Knight’ Jelke and his

wife, Alissa recently announced the birth
of their new son. (and there was much
rejoicing!)

On 8/19/99 at 2:31 am, Brandon
Otto Jelke  (wt: 8 lbs 13 oz. ht: 20.5
inches) finished the character generation
process and was granted zero-level status
by the KenzerCo board of directors.

After delivery, the doctor said, "This
kid's got the potential for some great
stats.  I'd say a couple of 16s at least.
Probably even a 17 or an 18."  No word
yet on what class he'll choose.

Despite rumors to the contrary,
Brandon was NOT named after Brian
van Hoose's fifth level gnome magic user,
Otto the Wise. ❑

KICKIN’ ORC BUTT!!
The winner of the 1999 Orcs at the

Gates Tourney (which ran both at
Origins and GenCon) was the incredible
Sir Jonathan Gillett.

Jim Dietz of Jolly Roger Games was
heard to say, “Geeze-Loueeze! This dude
was unstoppable! He kicked some mega orc
butt!”
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BY THE

RULES

SPACE WAR!
Inner City Games Designs

No, this isn’t a game about starships
bristling with energy weapons pounding
it out in the vacuum of space. This game
is about trying to drive your car in Los
Angeles, finding a parking spot close to
your apartment and managing to SUR-
VIVE the process.
Space War™ is a game for two to six play-

ers and brings all the thrills and chills of
Urban Road Rage right into your living
room. I knew I was going to love this
game as soon as I read the phrase, “Ram
or Attack” in the rules.

That’s basically what this game is about
ramming and attacking your fellow play-
ers with your vehicle. Not only do you have to worry about being attacked, but you
must keep track of your fuel, worry about law suits from other players, collecting
your salary from your office, stocking up on ammo and fire arms at the gun shop.
And that’s not all. With all that damage piling up on your jalopy you’ll quickly find
you need to visit the auto repair shop. And speaking of lawsuits, if a player sues you
and you can’t make it to court in time to argue your side - he automatically wins a
judgement against you. Need I say more? This game rocks!
Brian’s Rating: Ask for it now!

ZOON
West End Games
RR3 Box 2345, Honesdale, PA 18431
Cost: $5 a deck

With tribes like Boarix, characters like Kombo Bongo, and special Trump cards
like Coco Boom and Binary Shock, you could say Zoon is more fun than a barrel
full of Monkus. Each box of cards comes with two mutant tribes inside ready to do
battle, and the nice thing about Zoon is even the kids can join in and have a blast.

The object of any Zoon game is to be the first player to eliminate his or her oppo-
nent’s Emblem. You do this by moving your tribe members across a battlefield and
engaging in combat. Uniquely, the strength of any one warrior can change from turn
to turn, literally, with just the touch of a finger, as a player selects his combat power
with a turn of his card. And, each tribe has special trump cards and special effects to
make the game more interesting. All in all, the game is easy to learn and it looks good
too. Brian’s Rating: That’s classified mister!  Just buy the game.

life’s a game!

PLAY!!

PUBLISHERS!!

GET YOUR GAME SPOT-

LIGHTED HERE!

SEND YOUR REVIEW COPIES

TO:  KODT: BRIAN’S PICKS

1003 MONROE PIKE

MARION, IN 46953

BEER: the card game
Stupendous Games
www.stupendousgames.com 

A card game about drinking beer?
Several people at Origins, recently told
me about this new game and urged me to
go check it out. A game about beer?

Eventually I made it over to the
Stupendous Games booth and asked for a
demo. Three minutes into the game I was pulling out my wallet. I had to own a copy of this game.

Basically you and your friends are trying to see who can buy the most beers before running out of money
(and more important before the ‘Last Call’ card is turned up.) There are two kinds of cards. Bar Cards and
Action Cards. Bar cards are laid out in front of all the players (5 cards face up in a line). These represent var-
ious micro-brewed beers and challenges to games of pool or darts. You can buy up to two beers per from the
bar each turn (Unless you have a special action card like Chug-A-Lug). You can also challenge another player
to a game of pool and force him to buy you a beer if you win. (To determine if you’ve won a game of pool/darts
you flip a coin). If you’re looking for a good beer-n-pretzel game (literally) this may be for you.
Brian’s Rating: I love you man! Buy me a beer?
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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.

KODTEE

SHIRTS

THREE DESIGNS TO CHOOSE FROM!!!
Available exclusively from Kenzer and Company.
Our mail order address is:  Kenzer&Co, 830 W.
Main St., PMB 114, Lake Zurich, IL 60047

$19.95 
$19.95 + $3 s/h

+ $3 s/h

FIREBREATHER
Play-by-Mail/Play-by-E-Mail 

game of heroic fantasy.
Horizon Games
PO Box 581434

Minneapolis, MN 55458-1434
Free setup/rules

freesetup@firebreather.org
www.firebreather.org

To the gang at Palladium Books,
Thanks for the wedding present! It’s being put to good use.

Jolly & Barb
-chomp- -chomp- hey,

this  BREADMAKER

rocks ass! this is

the BEST pizza dough

\’ve ever eaten!

yeah, that LEMON-POPPY mix

ain’t too shabby. -munch-

mmmmm, so moist

and tasty!

Style BHands #1
BlackHand Shirt.

(black on grey)
Size: XL

Price: $19.95

Style BHANDS #2
KODT Shirt
(black on grey)

Size: XL
Price: $19.95

Style KODT #1
KODT Shirt
(white on black)

Size: XL
Price: $19.95

Matrix,

When you cast off ridiculous technology & embrace

Nature, I'll accept you as my ignorant pupil.    

Meanwhile, enjoy Gandhi Mouse waves.

Your rival,

Druid

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

GAME WANTED!
I'm looking for copies of the card game "King's Court."
Please let me know if you have a copy for sale. Contact

Solomon at: sdavido@bgnet.bgsu.edu

Hey Hack Jockies, So you want to work in the game business?
Kenzer & Company is looking for a good intern for 10-20
hours/week.  YOU MUST LIVE IN THE LAKE ZURICH, ILLI-
NOIS AREA!  Here are a few of the benefits we offer:  employee
discount on merchandise, invitation to the KenzerCo Holiday
Party, air conditioned work place, low tax bracket, opportunity for
travel to game conventions, all expense paid trip to GENCON*.

Motivated self starters will be on the "Hacktrack" in no time.
Send resume to 830 W. Main Street, PMB 114, Lake Zurich, IL
60047 or inquire at (847) 540-1970.

*restrictions apply

D -

One plus one is one and two,
gilt circles bind them together.

As cords to rope their strength increases,
the end is the beginning.

- P
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you’se got sumpin’

on yer mind, boy?

bess’ say it and

jes’ get on wid it!

As the subheading indicates, this is  a sound-
ing board where gamers can give their two-
cents’ worth on whatever seems to rile them.

So pull back the curtain and come on in the Back
Room. You can leave that thin-skin at the door but
be sure to bring your opinions with you.

__________

I’ve been playing since 1987, in every imaginable
setting with every imaginable set of game

mechanics (and for my money the best set of game
mechanics ever is a homebrewed system out of
Oklahoma City, hands down, bar none), and I’ve
seen a heck of a lot go on in the gaming commu-
nity. In addition, I am a history and philosophy
buff, with a serious focus on politics. I hope you
and your readers can see that I just might know
what I’m talking about when I make the following
statements in answer to the individual who insult-
ed you and every other honest capitalist so dread-
fully in issue #33.

You deserve every single dollar (and then some!)
that you can squeeze out of KODT. You are under
no obligation to produce a superior product, just
as we are under no obligation to buy crap. There
is no shame whatsoever in being a capitalist who
produces a product for a willing, paying customer.
Without capitalists, in fact, there would be no
gaming industry. That capitalism has made possi-
ble a society in which not only roleplaying games
but comics about roleplaying games are possible
should be self evident to anyone with two brain
cells to rub together.  Seriously, lets compare pre-
capitalism days and capitalism days for roleplaying
potential.

Pre-capitalism: Sixteen to eighteen hour work-
days, enforced labor (what do roleplayers think serfs
and peasants were?), absolutely crummy food,
(would you like maggots with your gruel, serf?) very
poor housing conditions, and the opportunity to
eat meat, what, four times a year? Lets not forget
the joys of the yearly bath, farm animals living in
the houses with the owners, roofs with holes so
bad that someone invented the four poster bed
with canopy just so they could sleep, and of
course, the marvelous life expectancy of about 45
years, if you weren’t lucky enough to die off in a
war, famine, or plague, as most did every sixty
years or so. And someone wants to do what?
Roleplay? When do they think they'll have the
time?

Capitalism: Eight to ten, maybe twelve hour

workdays. Freedom to choose your livelihood.
Freedom to choose which restaurant you’ll eat at.
Best Western, La Quinta, your own house, etc.
Daily baths. Four poster beds for, ahem, other
purposes. Life expectancy of 75+ years. More role-
playing games than you could get to in ten life-
times. And of course, the final nail in the coffin of
bad logic: KODT.

Seriously guys, you must never pass up a chance
to vigorously defend what you do. I’m proud as
hell of you, I enjoy your strip immensely, and I’m
proud as hell to be a Capitalist Swine in a
Capitalist Country!

Sincerely oinking yours,
John Bowen

via E-mail

Okay, I've decided I do have one beef with
KODT. How come there are no married

gamers in the strips?
It just doesn’t seem realistic based on the per-

centage of gamers who are married and game, and
just ignores the problems of us married gamers.

Now, you may think that being a married gamer
wouldn’t cause any problems, especially when
you’re married to another gamer, but trust me, any
married person will be more than happy to inform
you of the problems their mate causes.

I play in 2 games, and the majority of gamers in
both games are married, some even with children.
Yet, in KODT none of the characters is married, it
makes me wonder how the population of Muncie
grows at all.

Oh well, us married guys are used to suffering
in silence...so, I’ll shut up, but know this, Jolly,
someday your time will come, and you'll see just
how weird being a married gamer can be.

Mike
KODT Forum/AOL

Actually, Mike, I recently remarried my high
school sweetheart, Barbara. We gamed together for
many years as a married couple. (In fact, Barb was
largely the inspiration for Sara).

As far as characters in the strip, it’s interesting to
note that both Weird Pete, Stevil and Gary Jackson
have mentioned ex-wives. On the bright side, Nitro
Furgueson is rumored to be happily married to a
non-gamer who seems to tolerate his hobby.

As far as children, have you forgotten Timmy
Jackson and Ty Ferfel?

Jolly
❑
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Awhile ago I encountered an anonymous list of  'Spells Not Worth  Memorizing' which
was being passed around on the usenet.   This list included such favorites as:

Detect Self Charm Undead Charm
Friends Clear Audience Serten's 

Smell Immunity Turn Dead Turn Friends
Turn Friends Into Dead Turn Friends Into Enemies Protection From Friends Protection From Self

Charm Self Magic Missal Protection From Normal Missals Deny Reality
Anger Deity Silence (15' Radius,Centered On Self ) Detect Lightning Bolts (5' Radius) Know Own Alignment 

Maybe you’ve encountered this list.  Anyway, I was bored one day and thought of some ways in which these spells might
actually be  worth memorizing.   

SPELLS NOT WORTH MEMORIZING?  THINK AGAIN!
By Sir Ted

Pesando

Detect Self: Useful when you suspect that you've been pos-
sessed by something, like maybe another player.

Charm Undead: Assuming it works, it could get you out of
some tight spots, and it is also useful to all you VAMPIRE™

fans who are real nec’romancers’....

Charm Friends: When you’re hanging around Chaotic
Neutral characters who you just can’t trust.

Magic Missal: Throw a fire glyph or something into an evil
cleric’s prayer book.

Impress Plants: When trying to gain the help of smart
plants like Treants or Quickwoods.

Detect Lightning Bolts, (5' Radius):  Say you were shrunk
down REEEEEAAAAAAALLLLLLLY small.

Protection From Normal Missals: Again, say you were
shrunk down REEEEEEEEEAAAAAAAAAAAALLLLLLLY
small.

Clear Audience: The Spice Girls have left the building. You
can all go home....NOW!!

Protection From Self: For those battles in your character’s
subconscious between their good and  evil sides that every GM
(okay, maybe just me) always makes you have.

Charm Self: Why can’t you just get along? (See above)

Turn Dead: For battles so big that the corpses slow your
movement rate.

Serten's Smell Immunity: Helps protect you from Stinking
Clouds. Also useful in the above case.

Silence, (15' Radius, Centered On Self ): Wait ‘til it’s the last
spell you have left, cast it, then engage enemy spellcasters in
melee.

Deny Reality: Cast it when you’re sure something is an illu-
sion but when you’re also sure  that your character will fail their
saving throw against it (no more 'I jump out of the way while
attempting to disbelieve’ calls!).

Know Own Alignment: When your character’s in a cam-
paign with a very opinionated GM (such as myself ), and needs
to know when they’ve changed alignment before it becomes
potentially lethal.

Turn Friends, Turn Friends Into Enemies, Protection From
Friends, Turn Friends Into Dead: Quick experience points for
evil player characters.,

Anger Deity: Quick experience points for really high-level
player characters.

okay, okay, so you wanna play GAMES? we can do that.  give me a few minutes and

\’ll introduce you to my LITTLE FRIEND -  TOMMY BLADE THE MAGE KILLER!  \’m putting

this 18 \ rolled toward dexterity. that should FIX your ass.  yeah, we can play games.

THE “MY CHARACTER IS DEAD COS | SCREWED WITH THE WRONG GUY” GAME!! 

darn it bob, this isn’t

EXACTLY what \ meant

when \ said you could use

the DESIGN-YOUR-OWN

CHARACTER CLASS rules.

you really gonna do it?

you’re gonna TAKE OUT

teflon billy? DAAAMMMNN!!

imagine that. a MAGE-

SLAYER character class.

uh...yeah.

imagine that.

this character was BORN

for just ONE purpose!



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!
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