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“The only thing that can kick a
man’s vocal cords up to the ‘shrill’
level.....is pants-wetting fear!”

Brian van Hoose to Stevil (KODT #40)

made the mistake way back in the editorial of issue #42 of mention-
Iing in passing that I was once almost $nake bif' during one of my
exploratory forays into the Diablo Platean which lies east of El Paso,
Texas. Based on the letters I've received, my comment that it was a ‘story
for another day”was taken by many readers as a promise that I would come
back and tell the full story in a future editorial.

Okay, let me be perfectly honest here. I never really had any intention
of telling my ‘attlesnake encounter story. The reason being, it’s a bit
embarrassing (as you will soon learn). But since so many of you wrote in
to press me for details I now feel a bit obligated (i.e. guilted) in telling it
— even if it marks me as the geeky coward I truly am. Oh well, anything
to fill up a blank page when theres a press deadline on my back.

To set up the story, I first need to tell you about Lewis Linscott -- one
of the first friends I made when I reported to my first duty station in the
Army (Fort Bliss, Texas). That's him in the photo above on the right.

Lewis and I hit it off right from the start when we learned we had a
few common interests. We were both from the midwest (he from Ohio -
myself from Indiana) and we both loved exploring our surroundings. This
pretty much meant getting as far as possible from civilization and finding
ways of getting adrenaline rushes. This mutual interest led to us explor-
ing miles and miles of tank trails and missile ranges on Fort Bliss and
nearby White Sands, New Mexico. These areas comprised some really
remote (and wild) desert regions -- unfortunately much of it was also
restricted for security reasons. This forced us to eventually move our
weekend excursions further east into the aptly named Diablo Platean.

This rocky area, filled with mine shafts and caves, just screamed out for
exploring. Never mind that such dark foreboding places are havens for poi-
sonous snakes, scorpions and spiders. We always knew there was a ‘chance’
of encountering such nasties but that just added to the the rush. Besides,
after months of weekend forays into the desert we had seen neither hide nor
hair of anything worse than a few fire ant hills and an occasional vulture.
So our motto, “No fear!” had never really been put to the test.

So we were feeling rather confident on that December afternoon in
1983 as we drove down what amounted to two ruts in the sand winding
between several mesas. Suddenly, Lewis told me to halt the car. Pointing
toward a rising wall of red stone a few hundred yards away he cried out,
“Over there! A mine shaft!”

Soon with flashlights in hand we were making our way up the slope
toward the base of the rock wall. As we drew closer our excitement grew. It
was obvious from the amount of excavated rock debris piled up outside the
mine’s entrance that this was a deep one. (Many of the mines we had dis-
covered turned out to be exploratory in nature. Perhaps being mined ten or
twenty feet deep before being abandoned.)

I entered the mine first (Zaking the point’ as we called it. Borrowing the
phrase from our D&D campaign) and was delighted to see the beam of my
flashlight disappear into the darkness well beyond. After crying out,
“Hoody Hoo!” to let Lewis know we had struck paydirt I took several steps
and was just about to turn to high five him when it happened. The most
blood curdling sound I've ever heard resounded off the walls of the mine-
shaft — a terribly LOUD “Hissssssssss”. The hiss was immediately followed
by a flash of white about the size of a fist arching out from a small rocky
ledge to my left at about shoulder height. It cut through the beam of light
from my flashlight only to stop short of my startled face by a few terriffy-
ingly few inches. I had just been surprised and lost initiative.

Lewis managed to yell the obvioius, “Snake!” just before turning in his
tracks, exiting the mine and running down the rocky slope we had just
climbed. What happened next is a blur. All T know is that I managed to
pass Lewis and cover a distance of 50 meters over cactus and broken rock
in the space of a few seconds. I was also aware of the fact that I was scream-

Jolly and Lewis Linscott — the Snake Slayers (December, 1983)

ing like a schoolgirl. You know the kind — a long sustained shrill scream.

Finally, my throat hoarse with screaming, I stopped gasping for breath
and turned to size up the situation, almost expecting to see the snake chas-
ing me in hot pursuit. Instead I saw Lewis who ran past me almost bowl-
ing me over (screaming like a schoolgirl of course) and continuing down the
slope of the mesa toward the car. For a moment I thought he was going to
jump in, lock the doors and speed off without me. (Now I know what those
‘broken unit’ rules in Squad Leader are all about.)

It took about five minutes to regain our composure. Slowly the panti-
ng and gasping from fear and hysteria was replaced with laughter.

“Oh man!” \aughed Lewis, “That snake almost bit you in the face! I swear
10 god, he came ‘that’ close to getting you.”

I looked at the span of distance Lewis was indicating with his narrow-
ly spaced palms and felt a bit ill. What the hell were we thinking?

To make a long story short, we eventually rallied our nerve and decid-
ed that the snake had to die. Our plan? To stand in the entrance of the
mine shaft and chuck large rocks at it from a safe distance. To this day
Lewis and I disagree as to who actually struck the killing blow that ‘took
down’ the rattle snake. By the time we were finished, the snake was literal-
ly buried in a small mound of rocks. If you look real close at the photo
above you'll see how smashed the snake is - nearly in two. Looking at the
photo we snapped that day I really have to laugh. What a couple of certi-
fied dorks. Youd think we had taken down a grizzly bear with our bare
hands. T can almost hear Beavis and Butthead in the background muter-
ing, “Heh Heh -- k-k-kewl! We killed ir.”

Looking back, I now understand the snake was just minding its own
business and we killed it because it scared the snot out of us. And before
anyone writes in to flame me for gratuitously killing an ‘innocent’ animal
let me just say I was much younger then. If T had it to do over again......
Aaaaaah, who am I fooling? If T had it to do over again Id waste that ugly
brute with a sharpened bungee stick and roast him over an open fire. I just
wouldn't be foolish enough to take a picture of it.

I usually manage to tie these stories into gaming and this time is no dif-
ferent. A few days later when I finally climbed behind the DM screen and
was running my players through my latest dungeon-crawl, I couldn’t help
thinking of that snake and the pants-wetting fear I had experienced during
my real life ‘random monster’ surprise encounter. Was I really that much of
a coward? To a character in D&D such an encounter would hardly cause
ablip on the radar. Such horrible monstrosities as stirges, ear-seekers, giant
scorpions, et cetera are dealt with fearless impunity. Your 5th level fighter
certainly doesnt run away from them screaming.

Then it dawned on me. I wasn't the problem — the rules were some-
how screwed up. I can now say that as a GM, I can role-play a snake
encounter better than anyone I know. I've also changed the stats for snakes
in my books so they ALL exude an aura of Extreme Fear. Characters who
fail their saving throw must drop their weapons and flee in fear (screaming
like schoolgirls of course.)

Jolly R. Blackburn

Issue #47: Hooked on Psionics™
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Dear KODT,

It has been said many times before —
the Knights Rock!!

I started reading them late last year but
I still enjoy all the great stuff you guys do,
Keep it up. Congrats on #44, it’s getting
better all the time.

I live in Juneau, Alaska which is a place
that lacks anything interesting to do for
someone in their late teens, such as myself.
KODT and the various RPGs have given
me a great way to cope with such bore-
dom. Thanks a bunch.

Darren Williams
via E-mail

Your letter touched us deeply Darren. We
are sending our intern, Noah, up to Juneau
with an arm load of games and a ruck sack
filled with snacks to keep you company for a
while. Just be sure to let him win at Risk
every now and then. He has a bit of a tem-
per.

Jolly

Dear KODT,

If you put out that Fairy Meat ad as a
poster I would buy it. Preferably with a lit-
tle less text.

And as long as I'm writing I suppose I
must heap on the mandatory praise. You
guys put me in stitches again and again!!!
Whenever I meet some poor fool who has-
n't learned of the wonder that is KODT 1
rush to lend them some Bundles of
Trouble to catch them up. I'm so generous.

Joyceleen
via E-mail
Dear Jolly,
I read your “Games Day” idea in your
editorial for KODT #44.

Have to tell ya, I'm inspired!! I've got
some friends I've been meaning to get
together with for a while now to play
games. Great idea this Games Day thing.

And just cause you asked, “THANKS
JOLLY!P

Sincerely,
Yamil Gonzalez,
Reading, PA

Our Readers Talk Back!

Dear KODT,

As a long-time reader and fan of
KODT, I was somewhat surprised when I
picked up one of the most recent issues
(“Because I'm the GM”) and noticed the
use of our company name (Ground Zero
Games) in one of the strips.

GZG was used in relation to an ‘unli-
censed third party add-on” to the game of
Formula Day being played by the Knights,
which, though completely fictional and
bearing no relation to our real products,
doesn’t really portray our name in a good
light.

Now, I know from past issues that you
normally tend to use made-up company
names for the strips, for obvious reasons,
so I am left wondering what has happened
in this case - did you simply not realize
that we exist?

GZG is a small UK-based company,
but we have been in business for nearly six-
teen years now and we do have a reason-
able penetration into the US market
through our US licensee/distributor,

GeoHex.

In case you don’t know of us, we pub-
lish the very popular Full Thrust space
combat rules, as well as other SF minia-
tures systems such as Dirtside and
Stargrunt, and we have what is probably
one of the most extensive SF miniatures
lines in the industry.

Regards,

Jon Tuffley
Ground Zero Games)

GROUND ZERD GAMES _-

';’_ _____ }

Wow, with products with names like
Dirtside and Stargrunt we're surprised we
hadn’t heard of your company, Jon. We apol-
ogize for stepping on your toes and want all
our readers to know that strip had nothing to
do with your company. Readers interested in
checking out GZG's product line can check
out www.geg.com. U.S. retailers can contact
GeoHex, Portland, Oregon. (Web: www.geo-
hex.com).

Jolly

Dear KODT,

Just had to write in and tell you that the
Games Day piece really struck a chord
with me. For several years my friends and
I have talked about getting together and
doing a litdle gaming but nothing ever
came of it. That is until I read issue 44.

We just had our very first Games Day

last week. Nothing earth shattering. Just a
few games of Axis and Allies and a litde
MTG. But it was enough to get the juices
flowing again.

My friend Frank has pulled out his
GURPS books and by the time you read
this we should be knee deep in dice again.

Thanks!! You guys rule.
Jeff Berry
St. Louis, MO

Dear KODT,

I'am a long time lover of comic books,
twenty years and counting, and this is the
first time I've ever felt compelled to write
aletter to the publisher. A little while back
I stumbled upon Hack Rogers (issue 38)
at a small comic book store and figured
KODT might be worth a couple of chuck-
les. It turned out it was worth a whole lot
more.

Its the first comic that T've reread in
neatly ten years! You've locked onto a great
slice-of-(fantasy)-life with your strips and
I've spent the last few weeks passing the
word along to friends that it’s a must read
for anyone who has role-played.

My experience as a role-player doesn't
go back all that far, but I love it just the
same. Its been nearly impossible to get
together with friends in recent years to
thump a few orcs, but I've found a very
acceptable substitute that I'd like to share.

I teach at a sixth grade school, and each
year the staff is asked to provide some
after-school activities for the students. I
traditionally offer a computer and basket-
ball club for the students, which are two
things I really enjoy, but I also wanted to
try something new. So, for the past three
years, I've conducted Hams & Heroes -a
role-playing club using the D&D system.

Its really been a blast introducing so
many young and excitable individuals to
the gaming world. They learn the rules
quickly and show a lot of ingenuity when
playing. What's even more rewarding is
seeing how some of the students make
arrangements to continue gaming after the
school year is complete. Looking toward
this coming year, I've decided to mix in a
little from the “Parting Shots” portion of
KODT.

I'm going to insist that each of the play-
er-students review, know, and use the
“interesting interjections” from KODT #41
and the “Forty Things to do With a Dead
Follower” from KODT #39. It should be
fun. Hoody-hoo!

Finally, I do have a suggestion for you
and your company to consider. How
about knighting some of your loyal read-
ers? Each year [ present a short unit on

\ ORI SEXTRVERY) SRR ERG AL
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heraldry and ask the students to apply what
they learn in making a family shield. Those that
make the most clever shield representing the
best about themselves and their family are

knighted.

They are given the title of “Sir” or
“Madame” before their name for the remainder
of the year. It’s really kewl to see how those who
are knighted often try to live up to the ideals of
knighthood. Anyway, I think it would add yet
another layer of flavor and kewlness to your
great publication if you picked one or two read-
ers for knighthood each year and maybe listed
them in a KODT hall of fame or worked their
comic likeness into a short stint at the gaming
table. Just an idea.

Sir Galahad

lagana23snet.net

Great idea. We have granted Honorary
Knights of the Dinner Table status on certain
individuals over the years. (Kevin and Mary Ann
Seimbeida of Palladium Books being the first
inductees back in 1995). With so many devoted
fans helping the cause weve been hoping to revive
the idea and, as you suggested, publish the names
each year in KODT.

T was glad to hear from an educator who has
managed to use role-playing as a teaching aid. You
may be interested in knowing that GAMA (Game
Manufacturers Association) has a division devoted
to  educators You can check  out
hitp:/lwww.gama.org/ GAMA/programs.html for

more information.

Dear KODT,
I saw KODT #44! Thank you for the

announcement of the sequel! (f0 the movie
GameMaster GameMaster What Have You
Done!) I was surprised how eye catching the bit
in Game Vine was with Boglin’s gaping hel-
meted face yellin at ya. Awesome!

The struggle continues with the sequel.
Being from all parts of New England makes it
hard to pull the cast together, but today is one
of those rare days we've seemed to do it. We
were up last night until 4 working on props for
what we will hopefully shoot all today. Its
gonna be freakin hilarious!

By the way, I have to compliment you on

De-oy
KOOT

your "’Tomb of Horrors spoofiparody! I've
been following it for the past few issues. I kept
thinking “T want to be playing this adventure”.
It was just such a great story from start to fin-
ish. The spirit thing is something I may borrow
for games in the future. It’s too good to let lie.
Again, thanks for everything! Andrew and
Jen are also here and they are shouting their
thanks as well. On... to Dungeon Rubber!
Brian
Breakfast of Demons

Good luck on the shoot, Brian. I look forward
1o seeing the results. In the meantime I'm stockin’

up on popcorn and Junior Mints.
Jolly

Dear KODT,

Wow, I didn't think about OTHER gamers
having game days...our group gets together
every 2 or 3 months or so, usually for a week-
end. Many games are played, much snacks and
soda (and beer; depending on the person) is con-
sumed, and little sleep is gotten.

We tend to call it "Scott-Con" because it’s
usually at his place. We have another one in a
couple of weeks, Scott isnt able to go to
GenCon this year (poor guy, but thats what he
gets for running for office!)

I have run some of them thru Orcs at the
Gates, I am 2-0 as GM against them (just like
the gang in KODT, they go after each other
instead of the orcs...)

Another great issue!

Dave Stern
via E-mail
Dear KODT,

I was in attendance at the Origins Award
ceremony in Columbus a few days ago. My
friend, Keith and I were commenting on how
Sertous’ folks were taking the awards this year
when they suddenly announced that Knights
of the Dinner Table had won as Best Games
Magazine. (Congrats by the way)

When Dave Kenzer began to #hank’ every-
one who made the award possible and began
reading each and every subscriber from his list I
neatly fell off my chair. That was hilarious.

But the topper was having your intern
accept the award for Kenzer and Company. That
was a class act. Folks were talking about that all
weekend. And the big flowery bowties? You
guys rock. My only wish is that Jolly, Steve and
Brian had said a few words as well. Oh
well....maybe next year.

Anyway, 1 wanted to thank you for the
laughs and for reminding folks to “Keep it Fun!”

Rich Saunders
via E-mail

SOMETHING
ON YOUR MIND?

SOMETHING YOU WANT TO
TELL US OR SHARE WITH
YOUR FELLOW READERS?
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Squirting Bow-Ties! Heh Heh — Funny

Thanks Rich. Glad you appreciated our
attempt at “Keeping it fun” When word went out
the event was to be ‘black tie this year we attempt-
ed to find powder blue tuxes but failed in that
mission.

As a last dirched effort we secured the large
clown squirting-bowties. As one fan told us at the
ceremony, “Well, we really wouldn’t have expected
anything less from the guys who put out KODT.”

Next year we plan on doing the fish dance. (If
you're a Monty Python Fan you might have a an
idea of what I'm talking abour.)

Seriously, many, many thanks to all the readers
who took the time to vote. As always, the competi-
tion was very stiff this year and its always a thrill
to learn the hard work is appreciated.

Jolly

Dear KODT,

Okay so Fairy Meat wasn' a joke. All T can
say is, “You guys RULE!” Just about the funni-
est (and funnest) damn game I've picked up in
a long while. I certainly hope there is more to
come. (Rules for the other wee folk would be nice
for example.)

Kenzer and Company really seems to be hit-
ting on all cylinders and I look forward to what
you guys come up with next.

Phil Eaton

via E-mail

Dear KODT,

I was wondering if you guys are planning
to do a review in Brian’s Picks of the Tenchi
Muyo! Roleplaying, which is by Guardians of
Order and uses the TriStat system. If this
counts for anything, I give it my personal rec-
ommendation!

Lancelot Takeda

via E-mail

Sure wed love to run it in Brian’s Picks but we
havent seen a review copy yet. BTW, with the
upcoming debut  of ~Critical Mass (See
KODT#44) readers can now rate and review
their favorite games. Just go to www.kenzgerco.com
10 download the review form.

As a reminder, Manufacturers who would like
to see their product reviewed in KODT can send
review copies to the Lake Zurich, IL address listed
below.

Jolly

DROP US A LETTER!/
e-mail jollyrb@aol.com

or write to KODT,
830 W. Main Street, PMB 114
Lake Zurich, IL 60047
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Uninvited Guests

BY JOLLY R. BLACKBURN

O HackMaster GM ToalKit B S S =
ADVENTURE MAKER & File Edit View Insert Format Font Tools Table Window Work Help 11:45 p.m.
necoaueey D@ H SRV L BRI o-0- QW EEEE S B Yoo -
MONSTER GALLERY | 4 GAMEMASTER’S CAMPAIGN LOG: Day 184 GAMEMASTER: B A. Felton: [=

LA TS Game Session Summary: Garweeze Wurld has been cast into a world war. First the Knights learned that

HACK STATS Gilead’s recent hasty withdrawal was not the strategic victory it first appeared to be. Teflon Billy’s Gnome Titan

DICE ANALYZER ||| scouts soon reported that the Southern Ore League (under the rule of Ahk Tang) had entered the war as Fangaerie’s

PLOT CHECKER | ally. The Fangaerian Army, it turns out, had mer@ly pulled back to redeploy further to the sou_th where Gilead quick-
—| + ly seized control of the Mountain passes thus cutting off any chance of the Gnome army escaping back to their home-

RULES CHECK || Jands or receiving reinforcements.
Campaign Journai While Chancellor Teflon frantically poured over his maps to come up with a plan to meet this new challenge, more

DICE BAG bad news arrived — Ahk Tang and his Orkin Hordes had executed a bold all out charge across the Fargruss River

in the dark of night. The ill-prepared Seventh Gnome Contingent was caught off guard by the warrior-priest’s attack
MAP BUNLDER |1 and quickly disintigrated. With the road to Flataroy Manor now opened, the Orcs pressed home the attack.

WEATHER ' As the other Gnome Titan units redeployed forward to fill the hole and to halt the enemy, yet another uninvited
RANDOM MOMNSTERS | guest arrived on the field of battle - The Dwarven Clans of Praxte. Hated enemies of the Southern Orc League, the
GARWEEZE WURLD dwarves abandoned their century-long position of neutrality and entered the war on the side of their distant cousins,

the Gnomes. The result was four days of carnage as sword and shield clashed. Then, on the fifth day, the battle cries! |}

IDEA GENERATOR |\ fe]| silent. More uninvited guests had arrived. This time, emissaries from the Council of Dragons and the Circle of' []
CLUB TREASURY ||| Sequestered Magick announced they were intervening and demanded an audience with Lord Flataroy. I
HARD EIGHT HOTLINE ASensing the “Jig is up!”, Teflon Billy and his comrades have retreated to back to their Manor House hoping to buy *-0-—‘
ARCHIVES time by sending an endless array of couriers to the emissaries with hopes of stalling them. =
How could they know that even MORE unpleasant surprises awaited them? ki

BATTLE MASTER e

DAMMIT/ T KNEW

WITH ORCS * WOULD END UP BEING A THORN IN

OUR 8UTTS/
NONSENSE IN THE BUD FROM THE G/T-GO.

I WAS UNDER THE IMPRESSION WE D/D/ THIS TOTALLY
BLOWS/ NOW, WE GOT ORCS UP THE Y/ING YANG/

BREATHING DOWN OUR NECKS -- NOT
TO MENT/ON THE C/RCLE OF

SEQUESTERED MAG/ICK WHO ARE

WE SHOULD’VE N/PPED THAT

FLATAROY. 1 DON’T THINK THEY’RE
GOING TO BE TO THRILLED TO

WELL, AS T SEE IT
THEY'RE THE LEAST
OF OUR PROBLEMS.

‘WE’ MURDERED HIM? HEY,
YOoUu HAVE BLOOD ON YOUR
HANDS SAME AS US, M/SSY/

DEMANDING AN AUD/ENCE WITH LORD

DISCOVER YOU GUYS MURDERED HIM.

DON’T GO ACTI
WE’RE 44L IN

YEAH, IF ONE OF
FRIES WE ALLF

MIGHTY /NNOCENT ON US, NOW.

NG ALL HIGH AND TO BE FA/R -- 1 ONLY
PARTICIPATED
IN THE CRIME AFTER
YOU GUYS K/LLED THE
MAN. BUT YOU’RE

RIGHT, I’M IN THIS TOO.

\

THIS TOGETHER.

s AT ‘EM FOR TOO MUCH LONGER
u
RY.
OUR
EXCUSES
ROCKED/

WADDA YA
MEAN, LAME?

I JUST WANT TO POINT OUT THAT
THESE EM/SSAR/ES AREN’T GOING
TO TOLERATE THE LAME STALLING

TACTICS WE’VE BEEN THROWING

* See KODT #18 “When Peace Comes to Shove” [When Lord Gilead attempts to hold a Peace Conference with Orcs, the Knights (who
were invited to participate) turn it into a royal Hack Fest!.]
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1 BEL/EVE SHE’S TALKING ABOUT YOUR ENDLESS STREAM OF

EXCUSES AS TO WHY LORD FLATAROY WON'T RECE/IVE
THE EM/SSARIES. LIKE HAVING A URINARY TRACT

INFECT/ON FOR EXAMPLE. THAT ONE REALLY TOOK THE CAKE.

YOU REALLY SHOULD L/STEN TO SARA.
THESE GUYS AREN’T GOING TO BE
PUT OFF MUCH LONGER. IN CASE YOU
HAVEN’T NOTICED YOUR
“LITTLE WAR” 1S THREATENING THE
STAB/LITY OF THE ENT/RE WORLD.

WHAT ARE YOU
TALKING ABOUT?
THAT'S A GREAT

EXCUSE. IT GOT ME OUT
OF TAKING PHYS-ED IN
HIGH SCHOOL FOR
SIX MONTHS - EASY!

IT’S STILL A
LAME

EXCUSE.
THEY’/RE NOT
BUYING IT.

IT’S PERFECTLY
PLAUS/BLE. BESIDES,
WHO WOULD L/E ABOUT
SOMETHING LIKE THAT?

YOU EVEN HAVE THE DRAGON
COMMITTEE INVOLVED. THEY STAND TO
LOSE A LOT OF PROFITS IF THEY
DON’T PROTECT THEIR /NVESTMENTS.

/ OH BOO HOO! GEESH!
I STILL DON‘T WE GOT THE

SEE WHY THEY HAD WHOLE

TO STICK FRICKIN
THEIR SNOUTS WORLD ON
INTO OUR OUR BACKS.

BUSINESS ANYWAY. /

IT’S OBV/IOUS THESE GUYS AREN’T GOING TO GO
AWAY. SO WHY DON’T YOU JUST SIT DOWN AND 7ALK
WITH THEM, BR/IAN? YOU WERE ABLE TO FOOL THE
GNOME TITANS INTO THINKING YOU’RE THE
LEGITIMATE HEIR TO LORD FLATAROY. IT MIGHT
WORK AGAIN, LET THEM TALK PEACE TERMS AND
PRETEND YOU'RE COOPERATING. IT COULD BUY US
ENOUGH TIME TO COME UP WITH A BETTER PLAN.

TALK WITH THEM? ME?

YEAH. YOU
ARE YOU NUTS?
T?XEKAD%%QD I DON’T WANT THE COSM
‘ ’ KNOWING .I’M INVOLVED,

\

THIS ISN’T SOME NE/GHBORHOOD WELCOMING
COMMI/TTEE WE'RE DEALING WITH HERE. THESE GUYS
PACK SOME HELLAC/OUS MO-JO/ YOU THINK
SOME TWO-B/T POLYMORPH POTION* IS GOING TO
FOOL THESE GUYS? THEY'D SEE R/GHT THROUGH
ME AND I'D BE EXPOSED AS THE FRAUD 1 AM.

\

uNDERS;'QOED,
BUT WE'R ,
RUNNING SHORT c AIRZO%TEY
OF OPTIONS. E,
CAN'T LEARN
MY TRUE
/DENTITY. 1'D
BE RUINED/

HEADS UP, GUYS/ AS You
ARE DEBAT/ING WHAT TO DO
A SENTRY BURSTS IN
THROUGH THE MA/N DOORS
TO ANNOUNCE THAT THE
ORCS ARE ON THE MARCH
AGAIN WITH THE
FULL SUPPORT
OF ROT GUT AND THE
DRAGON COMMITTEE!

S/DED AGAINST

APPARENTLY AFTER

THE ORCS IT WAS

SURPR/ISED TO
LEARN THAT A

il EY'RE
STARTING TO
ENCIRCLE
THE MANOR
GROUNDS!

GAAA// WHAT THE.....
THEY'RE SURROUNDING US?
AND THE D.C. HAS

INTERROGAT/ING ONE

OF THE GNOME TITAN
OFF/CERS CAPTURED BY
LEARNED THAT LORD
'LONG LOST NEPHEW’

HAD CLAIMED HIS T/TLE.

FLATAROY |S DEAD.
THEY WERE A LITTLE

WHY SHOULD THEY BE SURPRISED?
LOT’S OF PEOPLE HAVE
NEPHEWS LURKING IN THE

2
us: SHADOWS NOBODY KNOWS ABOUT.

YEAH BUT
FLATAROY’S ONLY OH C’MON,
S/BLING DIED B.A. -- LIKE
CHILDLESS AND THESE GUYS
HIS WIFE WAS AN WOULD KNOW

SUCH TR/VIAL
FACTS ABOUT
FLATAROY.

ONLY CHILD.
THAT BLOWS YOUR
NEPHEW STORY
OUT OF THE WATER.

* See KODT #42 “A Very Delegate Situation” [After the group murders Lord Flataroy, Teflon Billy polymorphs himself into a Gnome and

assumes the identity of Flataroy’s ‘long lost nephew’.]

Issue #47: Hooked on Psionics™

8


http://www.kenzerco.com/product_info.php?cPath=22_23_24&products_id=222

AS A MATTER OF FACT THEY WOULD.
THE D.C. FINANCED MANY OF FLATAROY'S
BUILDING PROJECTS' AND WERE
INTIMATELY FAMILIAR WITH HIS AFFAIRS.

\

OH MY STARS/ HE’S RIGHT. THAT'S WHY FLATAROY WAS
SO ANGU/ISHED OVER THE DEATH OF HIS SON IN
L/IBAT/IONS TO THE DEAD. REMEMBER WHAT HE SAID
OVER HIS GRAVE? “THE FLATAROY LEGACY ENDS HERE/”

LET’S JusTt

TELL THEM

DAMN/ WE’RE BACKED

IN FACT, OL’ ROT
GUT HIMSELF HAD
BEEN APPOINTED
EXECUTOR OF
FLATAROY'S
ESTATE SHOULD
ANYTHING EVER
HAPPEN TO HIM.
FLATAROY TOOK
SUCH STEPS
BECAUSE

HE HAD NO
- LIVING RELATIVES.

TEFLON |S THE
BASTARD K/D

HE WAS ALWAYS
ASHAMED OF.

\

INTO A CORNER HERE.
IF THE GNOME TITANS
GET HOLD OF THIS
INFO WE’RE SUNK!/
THEY’LL TURN ON US,

I'M WITH KNUCKLES!
IF TH/S IS THE END LET’S
GIVE A GOOD ACCOUNTING
OF OURSELVES.
WHOAH, HOLD
\ , ON, GUYS....

MY DWARVEN ELDERS TAUGHT ME ONE THING. “THERE’S NO LOS/NG THE
BATTLE IF YOU GRAB DEATH BY THE BALLS AND GO DOWN SWINGING!"
IF THERE’S GOING TO BE A F/GHT LET’S GO OUT AND STAR/NG IT IN THE FACE/

IT’LL BE AN HONOR TO FI/GHT THIS
DAY WITH SUCH BRAVE COMRADES ON
EITHER SIDE OF ME. HACK ON, BOYS/

I’'M GLAD TO SEE YOU’RE
SO GUNG HO ON DYING
AND ALL BUT WE DO
HAVE OTHER
OPT/ONS HERE.

DYING? WHOSE
TALKING
ABOUT DYING?

I STILL HAVE ONE MORE CHARGE IN MY R/NG OF TELEPORTAT/ON.
I FIGURE WHEN THINGS START TO LOOK REALLY GRIM, T CAN JusT
TELEPORT OVER TO THE OTHER S/DE AND POLYMORPH MYSELF
BACK TO MY NORMAL DWARVEN-SELF. IT’LL LOOK LIKE T ENTERED
THE F/ELD OF BATTLE LATE AND CAME TO THE AID OF MY COSM
BROTHERS. MAYBE EVEN EARN MYSELF A FEW PO/NTS WITH THEM.

WHAT 221/ , \
WHY You YOU’'D ABANDON OH DON'T LOOK AT

NO GOOD, YOUR FRIENDS? ME LIKE THAT. I’D
;\IOVS—(;!ALNG JUST LIKE THAT? JUST BE B/DING MY

TIME UNTIL T COULD
RETRIEVE YOUR
BOD/ES AND HAVE
YOU RAISED.

you scumy \

SARA? YOU SAID SOMETHING ABOUT
OTHER OPT/ONS. |F YOU GOT ANY IDEAS
NOW IS THE TIME TO VOICE ‘EM.
OTHERWISE I'M TH/S CLOSE TO
PEPPERING M/STER SPELL-HAPPY OVER
THERE WITH A FEW BOLTS OF SLAYING.

WELL, THERE /S AN ESCAPE
ROUTE WE HAVEN’T CONSIDERED.
WHAT ABOUT THE DUNGEON
COMPLEX ® WE DISCOVERED
BENEATH THE MANOR?

HEY, I'D FORGOTTEN \
ABOUT THAT.

' See KODT #34 [The Dragon Committee]

2 See KODT #46 “Hack and Roll All Night” [While searching the ‘hidden chamber’ in the cellar of Flataroy’s Manor, the Knights discover
that it is linked to a sprawling dungeon network.]
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OF COURSE/ SARA, THAT’S ABSOLUTELY BR/ILLIANT!/ WE SHOULD
BLOW THIS DUMP AND LEAVE ALL OUR WORRI/ES BEHIND US.

R AL UNFORTUNATELY WE NEVER MANAGED TO
/ FINISH MAPPING OUT THE COMPLEX BUT

THIS SETTLING
DOWN BLSINESS IT HAS TO LEAD SOMEWHERE. R/GHT?

IS FOR THE B/RDS! \

I THINK YOU’RE ON TO
SOMETHING S4RA/

OF COURSE IT'S A DAMN
SHAME TO LEAVE THIS ALL
BEHIND., WE SUNK A
FORTUNE INTO THIS JOINT.

\

NOT TO MENTION ALL
THE WORK I PUT INTO MY
SPELL RESEARCH LAB
AND HERBAL GARDEN.

I AGREE. WE CAN’T LET THOSE FRICKIN’ ORCS LOOT AND PLUNDER OUR
PLUSH DIGS. I SAY WE MOVE WHAT WE CAN INTO THE ACCESS
TUNNEL WE DUG AND THEN 7ORCH THE JOINT BEFORE SEAL/NG IT OFF.

OH, THAT’S GOOD/ WITH A LITTLE LUCK THEY’LL ,
ASSUME WE BURNED UP IN THE CONFLAGRATION THEN IT’S
AND NOT EVEN BOTHER LOOK/NG FOR US. IT WOULD AGREED. BUT

6 COVER OU " LET’S HURRY.
BE THE PERFECT WAY TO COVER OUR ESCAPE.  LET'S HURRY.

MUCH TIME.

SOUNDS LIKE A
PLAN. LET’S DO IT.

HEY, I JUST THOUGHT OF
SOMETHING. MAYBE WE’LL
FINALLY TRACK DOWN
THAT JOKER WHO STOLE
MY HACKMASTER SWORD
AND TEF'S BAG OF HEFTY
CAPACITY!

OH, I
CERTAINLY
HOPE sO.

AN HOUR OR SO LATER...

OKAY B.A. WITH THE LAST OF THE FOOD FROM THE STORE HOUSE MOVED
INTO THE TUNNEL T CAST STONE SPHERE ON THE ENTRANCE AND SEAL IT
OFF. MY DELAYED-ACT/ON DAISY-CHAINED FIREBALLS SHOULD GO OFF IN
THE MANOR HOUSE IN ABOUT FOUR ROUNDS. SHOULD BE QUITE A SHOW.

GREAT/ S0.....YOU’RE NOW TRAPPED? YoU \
EFFECTIVELY TRAPPED IN MEAN CUT OFF GULP- WELL
THE DUNGEON - RIGHT? THIS FROM DANGER A /
SHOULD BE /NTERESTING/ DON‘T You? Tl'lTﬁleNﬁ‘ GNO

BACK NOW,

UH OH/
28 I CERTAINLY
: DON’T
LIKE THAT —

LIKE RATS IN A
MAZE -- IT'S
ABOUT TO
HIT THE FAN!
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A Gnome in the Dark

\

ABOVE CAN BE HEARD THE

THUNDEROUS REPORT OF

EXPLOSIONS FROM BR/AN’'S
DELAYED FIREBALLS. EVEN WITH

BETWEEN YOU AND THE UPPER
LEVEL OF THE MANOR, YOU
CAN FEEL THE TREMORS SHAKE
THE TUNNEL WALLS AROUND YOU,

T/PPY OUR TORCH BEARER.

HEY, YOU’RE R/GHT/ AND
I FORGOT TO GET RUDY
OUT OF THE STABLE.

THIRTY FEET OF SOL/D STONE WHO CARES? \

BY JOLLY BLACKBURN
OKAY, WITH A LOUD “SHOONK/" BRIAN'S STONE
SPHERE SPELL SEALS OFF THE ENTRANCE TO THE OH DEAR/ I KNEW WE WERE FORGETTING
DUNGEON AND YOU FIND YOURSELVES STANDING SOMETHING. WE FORGOT TO ROUND UP
IN 707AL DARKNESS! THE SUDDEN DIFFERENCE IN OLR HENCHMEN BEFORE ENTERING
AIR PRESSURE CAUSES YOUR EARS TO POP. THE DUNGEON/ WE DON’T EVEN HAVE

THIS |S PERFECT! WHEN G/LEAD DISCOVERS OUR BEREAVED
HIRELINGS AND HENCHMEN STILL WANDERING AROUND THE ESTATE
HE’LL BE CONVINCED WE PER/SHED IN THE FIRE! WE'RE GOLDEN!

EVEN SO, I FEEL KINDA B4D HMMRRRFFF/ WELL GOOD
ABOUT LEAVING RUDY TO FEND R/DDANCE! WHO EVER
FOR HIMSELF. THE DUDE WAS LIKE HEARD OF A CENTAUR

A BROTHER TO EL RAVAGER. MOUNT ANYWAY? IT WAS

EMBARRASS/ING. BESIDES
HE COULDN’T HAVE
NEGOT/ATED THESE

HE’LL BE OKAY,
DAVE. T'M DUNGEON CORRIDORS,

SURE OF IT. \

b

BOB’S ABSOLUTELY RIGHT.
THIS HAS ACTUALLY WORKED
OUT FOR THE BEST.

I’LL SAY IT HAS. I DIDN’T FULLY REAL/IZE HOW MUCH

KNUCKLES VAS MISSED DUNGEON CRAWLING. JUST T o XEoE SET AN EOURSE PR
THE THOUGHT OF USING MY THIEVING SK/LLS AGAIN BETWEEN OURSELVES AND THE TROUBLE
HAS ME BUZZ/NG WITH EXCITEMENT. I THINK LIFE IN BREWING OVER OUR HEADS? WHICH WAY S4RA?

THE 8/G HOUSE WAS BEGINNING TO SMOTHER ME/

AMEN, BOB/ THIS IS THE WELL, THE CORRIDOR ONLY
Y?JL& s";‘?mﬁmgs tﬁb; FeORE;L\JTsZ/ %%EVR{%%%T,O RUNS ONE WAY FROM HERE SO
R / ’
THE S Tt/ ] IT’S REALLY A NO BRA/INER.
\ T COULDN'T
. AGR\EE MORE/
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SORRY DAVE, LOOKS LIKE You

WELL, SOMEBODY IS GOING TO HAVE TO ACT AS TORCH
BEARER. 1’0 VOLUNTEER BUT 1'M DES/GNATED MAPPER. KEep CLOSE T ME 50 T HAVE
ENOUGH Z/GHT TO WORK ON MY
WELL T SURE AS
WELL DON’T LOOK AT ME. I'M THE , ;
HELL AIN‘T FILLIN' IN
THIEF OF THE PARTY. T HAFTA TAKE
FOR SOME LAME ASS AWW MAN, THIS
POINT. BESIDES, MY JNERAVISION HIRELING. T NEED TO SUCKS! THE RAV
- KEEP My HANDS DOING AN NPC’S JOB?
FREE S0 I CAN
CAST SPELLS!

OKAY B.A., WE DO THE BEST WE CAN TO H/DE WHAT PROV/S/ONS WE CAN’T TAKE WITH US IN ANY
NOOK AND CRANNY WE CAN FIND. THEY’LL SERVE AS EMERGENCY RAT/ONS JUST IN CASE
THIS YESCAPE ROUTE” DOESN’T PAN OUT. WE’LL THEN MOVE SOUWTH DOWN THE DUNGEON

PASSAGEWAY. 1 HAVE MY CROSSBOW OF SLAYING COCKED AND LOADED FOR BEAR/

I’LL BE EXERCISING MY HASTY MAP

GOOD ENOUGH. YOUR MAKE A NOTE, B.A.Z T’LL BE
o e | AW TR Sabe  omamme AL 2 iowe e
YOU THERE 1S A SL/IGHT I PULL OUT PAIN GIVER ONLY A 70% MARGIN OF ERROR.

INCLINE TO THE PASSAGEWAY AND HAVE HER AT THE READY.
AND YOUR ROUTE |S SLOWLY
TAKING YOU DEEPER!

WELL WHAT DO YOU MAKE OF THAT? ANOTHER SCROLL

A WEE BIT LATER....
FRAGMENT SOMEBODY’S USED AS A W/PE. YOU THINK

R R MR A g THIS COULD BE SOME KIND OF IMPORTANT CLUE?

AN /NTERSECT/ON. ON THE FLOOR
IS A BIT OF CRUMPLED UP PIECE

OF SCROLL. |IT LOOKS JUST LIKE YEAH, IT’S A CLUE ALL RIGHT. OKAY, MY CUR/IOSITY
THE OTHER ONES YOU’VE FOUND. A CLUE SOMEBODY HAS THE HAS GOTTEN THE BEST
HERSHEY SQUIRTS! THIS IS OF ME. B.A.,, I TAKE A

THE UMPTEENTH PIECE OF ST/ICK AND TRY TO
DISCARDED W/PE-PAPER SPREAD OUT THE PIECE
WE’VE COME ACROSS. OF SCROLL. |S THERE

ANY WR/TING ON IT?

OH GAWD/
SARA, DON'T
MESS WITH IT.

THIS IS D/ISGUSTING.
WHY CAN’T PEOPLE PICK
UP AFTER THEMSELVES?
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éczlzéblgLf/As%ﬂgﬂ,ﬁﬁz MAGICAL RUNES? ARE YOU TRYING TO TELL ME SOMEBODY TORE UP

WRITTEN ON THE SCROLL A PERFECTLY GOOD MAG/C SCROLL TO USE AS TO/LET PAPER?

FRAGMENT. YOU CAN'T
READ IT BUT You

RECOGNIZE IT TO BE SOUNDS LIKE WE’RE NOT ALONE AFTER ALL.
MAG/ICAL RUNES/ YOU THINK IT COULD BE OUR MYSTER/OUS INTRUDER?

FIRP! THIS BETTER NOT BE ONE OF THE SCROLLS FROM
MY SCROLL CASE THE BASTARD STOLE FROM ME.

- i 3 F ] =ik

A WEE BIT LATER ST/LL....
STAND BACK, GUYS, THIS IS
WHERE THE 7AH/EF EARNS HIS

SHARES. DAVE, HOLD THAT

THE COUGHING-SOUND SEEMS TO BE COMING FROM THE OTHER
SIDE OF A WOODEN DOOR ON TRE EAST SIDE OF THE PASSAGEWAY. TORCH LF HIGH WHILE T FICK
LUCK WE JUST MIGHT GET
FREAKIN' FANTASTIC!!! |F THAT DOOR LEADS THE JUMP ON THIS JOKER.
TO A ROOM WE MIGHT VERY WELL HAVE OLR /
LITTLE FRIEND TRAPPED. I'M GOING TO TAKE A

POUND OF FLESH FOR EACH SCROLL HE
DESTROYED. IT’S NOT GOING TO BE PRETTY. —

I EXAM/NE THE DOOR.
DOES IT APPEAR
TO BE LOCKED?

NO SWEAT, BOB., YOU EAS/LY PICK THE RATHER

SIMPLE LOCK. YOU CAN STILL HEAR A HACKING AS YOU KICK THE DOOR, IT
COUGH COMING FROM WITHIN THE ROOM. WHOEVER SHATTERS INTO A DOZEN PIECES.
15 MAKING THE NOISE SEEMS TO BE VERY SICK. THE ROTTEN WOOD DROPS AWAY
TO REVEAL A SMALL ROOM ABOUT
RIGHT BEHIND YoU EIGHT FEET BY EIGHT FEET.
HE DOESN'T know 1T gut BOB/ T’LL BE
HE’S ABOUT TO HIS SWINGING OVER
MAKER. 1 KICK THE DOOR IN YOUR HEAD. \ )
AND READY MY CROSSBOW! /

a5,
R

CAGH s
SeEa
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THE ROOM 1S EMPTY EXCEPT FOR THE SOUTHEAST CORNER IN WHICH LIES A SMALL PILE OF STRAW AND BITS OF
TATTERED RAGS. AT FIRST THE /MPROV/ISED BED APPEARS TO BE EMPTY EXCEPT FOR A SMALL CLUMP OF
GREASY CLOTH, BUT THEN YOU NOTICE THE CLOTH IS TREMBLING EVER SO SLIGHTLY. SUDDENLY YOU HEAR A

PATHETIC COUGH AND NOTICE MORE MOVEMENT. YOU ARE AMAZED AT WHAT YOU SEE NEXT. THE VERY, SMALL FACE
OF A VERY SMALL PERSON PEERS OUT FROM UNDER THE GREASY CLOTH AND STAMMERS, “W-W-WHO’S T-T-THERE?

A HALF-GNOME? UH OH,
CAREFUL GUYS! LOOKS

THE POOR THING. HE SEEMS

SMALL PERSON? DEATHLY ILL OR SOMETHING.

WHAT ARE WE LIKE ANOTHER ONE OF 8.4.’S
DEALING WITH? \ SYMPATHY TRAPS.
A DWARF? A

GNOME? WHAT?

S ‘ ’
C’g)“‘ IT APPEARS TO

(M BE A MALE
-l enomeLiner+

B.A, IN A CALM,
REASSURING VOICE
I TELL THE POOR

OH NO, YOU DON’T/ DON’T EVEN THINK ABOUT
IT, SARA/ YOU’'RE NOT GETTING /NVOLVED.

PUT THE HEALING JU/CE DOWN AND STEP AWAY.

AND JUST WHY NOT?

CREATURE WE MEAN
IT NO HARM. T TAKE
OUuT MY HEALING
POT/ON AND.....

THIS LITTLE
SHRIMP COULD
BE THE /NTRUDER/
THE JERK WHO’S
BEEN CUTTING MY
THROAT NIGHT
AFTER NIGHT/

GUYS, I’'M JUST PLAYING MY
CHARACTER. JUSTIN/IA HAS SWORN
AN OATH TO AID ALL THOSE SHE IS
CAPABLE OF HELPING.

WELL YOU CAN’T
HELP 7TAH/S ONE.

/ OH PA-L\EEZE/

<8 & °

DIDN’T YOU HEAR WHAT 8.4., SAID? THE POOR THING IS A
GNOMELING! A SICKLY GNOMELING. DO YOU REALLY BELIEVE
THIS PATHETIC LITTLE HALF-HIT D/E CREATURE COULD POSS/BLY BE
THE /NTRUDER WHO’S BEEN OUTSMARTING US FOR MONTHS?

I HATE TO DO THIS GUYS BUT
JUSTINIA DRAWS HER SWORD AND
STEPS BETWEEN YOUW AND THE
GNOMELING. T CLUTCH THE
SYMBOL OF MY PATRON GAWD
AND SWEAR AN OATH BEFORE YOU.

OKAY, SO MAYBE BET/ AND HE PROBABLY

YOU HAVE AEPO//VT z’VEEAl;,OAA%’/B;Eg KNOWS THE AN
BUT I’D BET MY WHEREABOUTS OF I WILL DEFEND THIS HELPLESS
eo&p&oﬁoorgrge's HMJGH%D Tl;fEAD 2 Efjg;zgorzos”/ CREATURE WITH MY VERY LIFE
WAool INTRUDER. ! AGAINST ANY HARM.
/ \ OH FOR CRYING OUT \
LOUD., C’MON SA4RA/ CARE

DON’T DO THIS. TO TEST
.‘ ME?
YOU'RE

8L UFF//VG/

* See HackMasters of EverKnight #1: Gnomeling (Half-Gnome). Not a true race in itself, Gnomelings are the result of
gnome-halfling cross breeding. There are more of these shy creatures than most people would prefer to admit.
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MIGHT AS WELL FORGET IT GUYS. YOU KNOW HOW SA4RA4 IS
ONCE SHE’S TAKEN AN APC UNDER HER WING AND SWORN AN
OATH OF PROTECT/ON OVER HIM --THERE’S NO SWAYING HER.

ARE YOU SERIOUS? YOU’RE NOT GOING \
TO GIVE ME ANY TROUBLE OVER THIS?
WHAT IF WE JUST

SUT A DEALZ We
, SARA NURS
LT HeR WIN THIS GUY BACK
YOU GONE SOFT, ON THIS. TO HEALTH....
ON US BIG GUY?

/

i S-e@

...AND IN EXCHANGE SHE
AGREES TO PROD HIM FOR
INFORMAT/ION ABOUT THE

WHEREABOUTS OF THE
/NTRUDER, AND
FLATAROY'S TREASURE.

TWENTY MINUTES LATER...

THE HEAL/ING POT/ON SEEMS TO BE HAVING AN /NCRED/BLE
EFFECT ON THE GNOMELING, SARA. HIS CHEEKS ARE ACTUALLY
ROSY NOW AND FLUSH WITH COLOR. HE’S SITTING UP
NOW AND ACTUALLY TAKES THE BOWL OF STEW FROM YOUR
HANDS AND SEEMS STRONG ENOUGH TO FEED HIMSELF.

HIM TO THE DUNGEON

YEAH, WITH ALL OKAY, T GENTLY ASK HIM WHAT HIS FOR SAFETY AND LEFT HIM.

TWO OF HIS NAME 15 AND HOW HE CAME TO BE HERE? \
HITPOINTS BACK

T BET HE'S

SCREW THAT/ HE’S BEEN
?Fgl#agv?g{z{gp \ ASK HIM ABOUT ALONE EVER
: THE TREASURE! 28 SINCE TRYING

HE SMILES WARMLY AT You
AND TELLS YOU HIS NAME IS
PEWTER! HE WAS LORD
FLATAROY’'S STABLE BOY. HE
TELLS YOU SOMETHING
TERR/BLE HAPPENED IN
THE MANOR HOUSE * AND THE
STABLE MASTER BROUGHT

SN TO SURVIVE
5@\ ON HIS OWN.
1%

AH HA/ NOW WE’RE GETTIN’ SOMEWHERE.

HAD LOTS OF
BEAUTIFUL THINGS | HACGKMASTER +12
STORED ON IT. o prou

I BET THIS STABLE MASTER |S THE IT’S OKAY, SARA. PEWTER |S EXTREMELY
INTRUDER. WHAT ABO(EJT THE 525454/95? GRATEFUL FOR EVERYONE’S K/NDNESS AND IS
DOES HE KNOW WHERE IT’S H/DDEN? VERY EAGER TO HELP YOU IN ANYWAY HE CAN. HE
SEEMS TO ENJOY ANSWERING YOUR QUESTIONS.
HEY? T THOUGHT
WELL, WHILE HE
WAS WANDERING I WAS ASKING THE HEY, MAYBE THIS HALF-PINT HAS
AROUND HE D/D QUESTIONS HERE? SOME SAND AFTER ALL. I LIKE THAT.
L e HE DIDN'T SHOW UB THE WY, THERE MAY BE A
IC u , R B
A AL HAPPEN TO SEE A FEW COPPER PIECES IN IT FOR HIM.

HELL, I’LL GIVE 'IM A
S/LVER |F HE AGREES TO
BE OUR 7TORCH BEARER.

* See KODT #41 “A Place of Their Own” [Pewter is undoubtedly referring to the night Lord Flataroy and his household were murdered by

the Knights.]
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PEWTER ACCEPTS YOUR OFFER. “NO NEED TO PAY ME,
GOOD SIRS.” HE SAYS, “YOUR ACT OF K/NDNESS |S
MORE THAN ENOUGH PAYMENT FOR MY SERVICES.”

AND AFTER A4LL HE’S
BEEN THROUGH, TOO.

WHOAH/ SO POLITE AND
CORDI/AL TO BOOT. THAT’S
REALLY RARE FOR AN NPC.

LOOKS LIKE WE MADE A NEW FRIEND. NOW
AREN’T YOU GLAD WE DIDN'T “WASTE” HIM?

YEAH....POOR LITTLE GUY.
I WONDER IF HE’D BE
INTERESTED IN TRAINING AS
MY NEW SCROLL CADDY?

HEY, B.A. WHAT’S THE
LITTLE FELLA WEARING AS FAR
AS CLOTHING AND ARMOR?

MAYBE I HAVE SOMETHING IN MY

BACKPACK T COULD FIT HIM WITH,

OH...UH...ACTUALLY THAT GREASY CLOTH HE WAS LYING UNDER IS A
SET OF HUMAN-S/ZED ROBES. THEY/RE WAAAAAAY TOO BIG AND BAGGY
ON HIM. STILL, HE CLUTCHES THE ROBES™* AROUND HIM TIGHTLY
WHEN YOU SUGGEST GIVING HIM NEW DUDS, “NO SIR/ PLEASE SIR/
THESE ROBES BELONGED TO MY MASTER. THEY BRING MUCH COMFORT
TO ME.” HE BEGINS TO TREMBLE AND LOOKS LIKE HE’S GOING TO CRY.

OH MY. HE REALLY HAS BEEN
THROUGH A TERRIBLE ORDEAL,
HASN’T HE? CAN YOU IMAGINE
BEING TRAPPED ALONE IN THE
DARK FOR ALL THOSE MONTHS ?

YOU’RE NOT
ALONE ANYMORE
LITTLE GuY/

WHOAH/ EASY THERE
HALF-PINT! NO
ONE’S GOING TO
TAKE AWAY YOUR

SECURITY BLANKET.
THERE, THERE, \

\ PEWTER.

HEY, I JUST REMEMBERED. I HAVE SOME SALT WATER TAFFY IN MY RUCK
SACK. T’LL PULL OFF A PIECE FOR HIM. MAYBE IT’LL BOOST HIS SPIRITS.

AAAAAAAH, BOB. THAT’S REALLY SWEET. I’M SURE HE’D LIKE THAT.

OH MAN/ T CAN'T
BELIEVE IT. THEY
FELL FOR IT. HE’S

R/IGHT UNDER THEIR
NOSES AND THEY
FELL FOR IT.

WHEN I THINK OF THAT STAB8LE
MASTER LEAVING THE POOR K/D
ALL ALONE TO FEND FOR HIMSELF...
I HOPE I GET MY HANDS ON HIM.

IF HE’S STILL S/ICK
HE COULD RIDE UP
ON MY SHOULDERS.
I DON’T MIND.

* See KODT #42 “The Kryton Principle” (page 8)
Spoiler -- if you want a glimpse into B.A.’s deviousness you can turn to this reference for some insight.
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Mad? vou I.OOk BY JOLLY BLACKBURN & JOHN W. NOWAK

AS YOU K/CK IN THE DOOR PEWTER LED YOU TO, YOU DISCOVER YET ANOTHER ROOM CHOKED WITH STATUES.
A MYR/IAD OF SUBJECT MATTER IS REPRESENTED HERE IN VARIOUS POSES. 1 JUST CAN'T CONVEY TO You
HOW BEAUTIFULLY THE MASTER ART/ST WHO CARVED THEM CAPTURED THE FLUIDITY OF MOT/ON AND...

BRIAN DO You
WELL PEWTER SAID THERE WERE REMEMBER ANYTHING
sh?%i Egg/ggllgg \BEAUTIFUL THINGS’ ON THIS LEVEL, ABOUT FLATAROY
TS SRS, \ ; COLLECTING RARE ART?
THIS ISN‘T

FLATAROY'S
ey
TROVE.  —

CAN’T SAY THAT I DO. THERE B.A., I TAKE A CLOSER LOOK AT THESE STATUES TO
CERTAINLY WASN’T ANYTHING IN DETERMINE HOW MUCH THEY’D BE WORTH ON THE OPEN
THE NOVELS TO SUGGEST SUCH A MARKET. 1 BELIEVE THE VALUE |S DETERMINED BY TAKING
THING. COURSE, FLATAROY WAS A THE WE/GHT /N POUNDS AND MULTIPLYING IT BY 70 GOLD
VERY CULTURED INDIVIDUAL, IT'S PIECES PER LEVEL OF MASTERY OF THE ART/SAN.
POSSIBLE 8.4. IS TAKING A LITTLE WHAT’S THE LEVEL OF THE SCULPTOR IN THIS CASE?

CREATIVE LICENSE AND PUTTING
HIS OWN SP/N ON THINGS.

WELL YOU CERTAINLY KNOW YOUR ART APPRAISAL
RULES, BRIAN BUT I’M AFRAID TEFLON B/LLY 1S NOT AN
EXPERT IN DETERMINING THE SK/LL OF AN ART/ST. YOU’D

HAVE TO AT LEAST HAVE THE ART APPRECIAT/ION

SK/LL: SUBSET- SCULPTURE TO EVEN
APPROXIMATE THE LEVEL WITH ANY REMOTE ACCURACY.

’ YOU'RE
HEY! T THINK T HAVE THAT SKILL. (oL RE
’ RIGHT?
SAY WHAT?

A FEW MOMENTS OF SEARCHING LATER....
OH....T THOUGHT IT MIGHT HELP

I WAS RIGHT! HERE IT 1S. DAMN! T NEVER
THOUGHT EL RAVAGER WOULD EVER USE THIS SKILL. EL RAVAGER PICK UP CHICKS.

SO THE R4V 1S DAVE, DON’T GET ME WRONG -SIGH-
SOME KIND OF BUT WHAT POSSESSED YOU TO FORGET I ASKED.
ART EXPERT IN PICK SUCH AN ODD SKILL?

ADDITION TO
BEING A HACK- \

FIGHTER?
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YEAH, YOU’RE RIGHT. IT’D BE JUST LIKE
B.A. TO PLACE A FORTUNE WITHIN OUR
GRASP THAT WE’D HAVE TO LEAVE BEHIND.

/

I’M NOT SURE T WANNA KNOW HOW MUCH THESE THINGS

ARE WORTH. WITH OUR LUCK THEY’RE WORTH A FORTUNE.

IT’S NOT LIKE WE CAN CARRY THEM OUT OF HERE. WE GOT
NO ST/NK/N’ HIRELINGS TO DO THE GRUNT WORK.

WHAT DO YOU MEAN BRIAN?

WE CAN ALWAYS
CHOP A FEW
STATUES UP AND
D/IV/IDE THE
WEIGHT EVENLY
AMONG Us,

UH, NOT
NECESSARILY,
Guys.

\

OH RIGHT, WE CAN JUST SMASH THEM TO PIECES
THEREBY RUINING ANY VALUE AS A WORK OF ART
THEY MAY HAVE. IS THAT YOUR PLAN?

ACTUALLY THE RULES
DON'T SAY ANYTHING
ABOUT A STATUE

ITIS A
HAVING TO
FI;?T,EALTYBLR‘;KJE REMAIN /NTACT TO

RETAIN ITS VALUE.

A LITLE SPACKLING
COMPOUND AND
NOBODY’S THE W/SER.

AND T’M NOT TALKING
ABOUT SMASHING THEM.
I COuLD Use MY ‘SPLIT
STONE’ RING TO BREAK

INTO SEGMENTS WHICH YOUR RULE
. HOW DO
COULD BE REASSEMBLED
YOU COME up
LATER. I COULD THEN L COME |
USE A MEND SPELL TO T T

FUSE THE SEGMENTS

BACK TOGETHER.
WHAT DO

you MEAN?

/

OKAY, B.A,, T PICK OUT A STATUE AT
RANDOM AND LOOK IT OVER REAL
GOOD. I USE MY ART APPREC/IAT/ON
SK/LL TO APPROXIMATE ITS VALUE.
WHAT DO I COME UP WITH?

YOU PICK OUT A STATUE OF A
DWARVEN CLER/C. THE
CRAFTSMANSHIP 1S OFF THE
CHART. YOU'VE NEVER SEEN
SUCH BEAUTIFUL WORK.
THE SCULPTOR WAS 20TH
LEVEL AT LEAST. YOU GUESS THE
STATUE MUST WEIGH ABOUT
800 POUNDS OR SO....

AACKKK!!!

AN

e

MY GAWD! W-W-WHY T-T-THAT’S OVER
160,000 GOLD P/ECES. AND THAT’S JUST ONE
STATUE// THIS PLACE IS A VIRTUAL FORT KNOX!/

WE'RE STINKIN' FILTHY RICH!!
THINK OF THE EXPERIENCE POINTS!/

WE MUST HAVE OKAY,

IT CAN'T BE PASSED
THAT EASY. HUNDREDS OF  LET'S NOT
CAN IT? NO THESE STATUES. SCReEW
TRAPS? NO WHO KNEW? THIS UP.
GUARDIAN
MONS}’ERS?

18
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A BIT LATER...
THESE STATUES AREN’T GOING ANYWHERE. LET’S CHOP
UP THE ONE DAVE JUST APPRA/SED AND TAKE IT WITH
US, ONCE WE’VE FOUND A WAY OUT OF THIS PLACE WE
CAN USE IT TO BANKROLL AN EXPEDIT/ON TO RETURN

WELL, THAT’S THAT. WE EACH TAKE A P/ECE
AND RETR/EVE THE REST OF THE STATUES.

OF THE STATUE AND SHOVE IT IN OUR BACK
PACKS. WE'LL TAKE ONE MORE LOOK
I LIKE THE WAY AROUND THE ROOM BEFORE MOVING ON.
_You THINK,
LET’S NOT TA
AGREED.
ANY GHANCES. LET'S DO I, OKAY, YOU ARE JUST I BET HE WANTS
/ , TO RIDE ON MY
ABOUT TO LEAVE SHOULDER AGAIN
WHEN PEWTER TUGS :

AT YOUR PANT LEG.

ACTUALLY, HE WANTS TO GOOD LORD/ WE’VE BEEN AWAY
POINT OUT THAT You FROM THE DUNGEON FAR ,
M/SSED SOMETHING TOO LONG. WE’RE SLIPPING. OKAY, B.A. T’LL CHECK FOR ANY

IN THE ROOM. HOW’D WE M/SS THAT? TRAPS ON THE DOOR AND THEN

OVER IN THE CORNER, SEE ABOUT PICKING THE LOCK.
BEHIND A PAIR OF GOOD THING PEWTER

STATUES WHICH WERE HAS SHARP EYES. |F WE

BLOCKING YOUR VIEW, IS A FIND ANYTHING BEHIND
LARGE STEEL DOOR/

THAT DOOR WE SHOULD
CUT HIM IN ON A SHARE.

YEAH, WELL LET’S
NOT GO OVER-
BOARD. HE'S

CUTE AND ALL BUT
LET’S BE REAL.

P o {1
OKAY, BEFORE KNUCKLES OPENS THE DOOR T NEED
TO KNOW EXACTLY WHAT EACH OF THE REST OF YOU I'M GUESSING WHATEVER IS
ARE DOING. TELL ME WHAT YOUR ACT/ONS ARE. BEHIND THAT DOOR IS FAIRLY
TOUGH. 1'M BRINGING A
PAIR OF SHOW-NO-MERCY
JUST AS T T HAVE MY SWORD READY TO ATTACK FIREBALLS ONLINE
THOLSHT. T KNEW ANYTHING ON THE OTHERSIDE.
THERE COULDN’T
BE TH/S MUCH YOU KNOW WHAT? I'M
TREASURE WITH- COVERING OUR REAR.
OUT SOME NASTY T SUSPECT AN AMBUSH.
LURKING NEARBY.
I K/CK OPEN THE SINCE WHEN HAS
DOOR AND RAISE ANYTHING LIVING
MY CROSSBOW.

BEEN LEFT BEH/IND US?
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WITH KNUCKLE'S SWIFT KICK
THE DOOR SW/NGS OPEN TO
REVEAL A BRIGHTLY LIT
ROOM. IN THE CENTER OF
THE ROOM YOU SEE A
GREATER MEDUSA
LOOKING R/GHT AT YOU//

GREATER MEDUSA?P?!/
. N\
T AVERT MY EYES/ I DIONT SEE

ANYTHING. T WAS
READING FROM MY
SPELL BOOK.

ILOOK AWAY!

NICE TRY, GUYS, BUT HOW DID YOU
KNOW IT WAS A MEDUSA AND TO AVERT
YOUR EYES IF YOU DIDN’T SEE IT?

N\

T GAVE YOU EACH
; A CHANCE TO
=%...  STATE YOUR
=" ACT/ONS AND You
%,  ALL INDICATED
"\ YOUR FOCUS WAS
ON WHATEVER WAS
BEH/ND THE DOOR.

B-B-BRIAN? ANY IDEAS? HOW CAN WE BEAT THIS?

SORRY GUYS. I’M AFRAID ACCORDING TO THE RULES
ANYONE LOOKING AT A GREATER MEDUSA TURNS
TO STONE. NO SAVING THROW. WE’RE SCREWED.

NO WAY/ THERE MUST BE SOME-
THING IN YOUR BAG OF TRICKS.

THERE IS ONE THING THAT COMES
TO MIND. IT WON’T SAVE ALL OF US
BUT IT MIGHT SAVE A FEW OF US.
IN THE 4.M.P.A. DISPUTE INVOLVING
HOOPLE VS. SLACKMOZER, 1997
IT WAS RULED ANY CHARACTER
WHO SEES ANOTHER CHARACTER
PETRIFY SHOULD BE AFFORDED AN
OPPORTUNITY TO /NTERPRET THAT
PETRIFICATION AS SUFF/CIENT
WARNING THAT A BAS/LISK 1S
PRESENT AND EYES SHOULD BE
AVERTED ELSEWHERE.

P oL I\suswr

(o i
(sl . 5 M TO
4 VU7 T AS WELL.

20

H-H-HEY B.A., WERE YOU L/STEN/NG? BRIAN’S SAYING
THERE’S A CHANCE ONLY ONE OF US BITES THE B/G ONE.

WHADDA YA SAY, DUDE?
HOW ‘BOUT GIVING US A
FIGHTING CHANCE HERE?

C’MON B.A. THERE’S
PRECEDENT HERE TO
CONSIDER. ALL WE’RE ASKING
FOR IS A FA/IR SHAKE.

FIGHTING CHANCE?
WHAT ABOUT ALL
THOSE STATUES?
DON’T YOou
THINK THAT WAS
A B/IG CLUE?

I’'M WILLING TO
L/IVE OR D/E BY
YOUR RULING, B.A.
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THAT’S EASY. T WAS
FOCUSING ON MY
8007 TO MAKE SURE
I DIDN'T SCUFF
IT ON THE DOOR.

OKAY, I'M GOING TO ACCEPT YOUR ARGUMENT. ONLY ONE OF YOU IS

PETRIFIED BY THE MEDUSA. JUST TO REVIEW, WHY DON’T EACH OF You
TELL ME WHERE YOU WERE LOOK/NG WHEN BOB KICKED IN THE DOOR? £ You RECA A

IT WILL HELP ME MAKE MY DEC/S/ON AS TO WHO THE UNLUCKY VICTIM IS, IF_YOU RECALL, B.A.

I SPEC/IFICALLY SAID
I WAS LOOKING

, OH, AND T WAS LOOKING BACK AT TOWARD OUR REAR.
TEFLON BILLY SO I COULD DUCK WHEN /
HE RELEASED THOSE F/REBALLS.

AND T WAS
/ READING. T WAS
DEF/INITELY READING.

GIVE ME A BREAK! EXCEPT
FOR SARA EACH OF You
CHANGED YOUR STORY.

I CAN'T BEL/IEVE THIS.

IF THAT WAS A CHEST
BEYOND THAT DOOR
INSTEAD OF A MEDUSA
YOoUu GUYS WOULD HAVE
TR/PPED OVER YOUR-
SELVES TRYING TO SEE
WHO COULD GRAB IT FIRST.

SARA WAS MOST DEF/NITELY NOT LOOKING TOWARD THE
MEDUSA. SO SHE OBV/OUSLY CAN’'T BE THE ONE TO PETRIFY.

OH, T SEE WE'RE oL o, B TS
RIDING THAT y NOT THAT HARD TO
COUSIN-EXPRESS "I It Bo FIGURE OLIT. THE
TO IMMUNITY-VILLE FIRST GUY IN THE
AGAIN -- EH, SARA? ROOM GOT ZAPPED!

THAT WOULD CLEARLY
BE KNUCKLES.

YOU FAT BASTARD!
I WAS PICK/ING THE
LOCK, YOU’RE THE
MORON WHO WAS
LOOK/NG FOR A
TARGET FOR YOUR
FRICKIN’ FIREBALLS!

\

NOW SHUT UP AND QUIT
TRYING TO CONFUSE B.A.

GUYS22// WILL YOU PLEASE SIMMER DOWN? I’M GOING TO DETERMINE THIS AS
FAIRLY AS T KNOW HOW. TORPEDO/NG EACH OTHER ISN’T HELPING MATTERS.

I JUST WANT TO EMPHAS/ZE THAT EL RAVAGER'S
MENTOR THE GREAT CHUNG HU CHEK TAUGHT HIM TO
ALWAYS FOCUS ON THE END OF HIS SWORD WHEN
ATTACKING AND NOT TO LOOK AT HIS OPPONENT.

| s
RE TO B .
ARE YOU EVEN LISTENING  \1is p MARTIAL  [T'5 NOT NICE TO MAKE
YOU WERE TAUGHT TO ARTS THING. FUN OF SOMEONE WITH A
FIGHT BY NOT LOOKING AT \ GLANDULAR PROBLEM.
WHAT YOU’RE ATTACKING ?
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ONE-TWO PUNCHES)

THEN HIS
BUDDIES JUMPED
ME. THAT’S THE
LAST T REMEMBER.

BACKED YOU UP, DUDE,

SO THEN THE 8/G K/D PUSHES ME, YA SEE, AND I FALL BACK OVER PETE’S COUNTER AND
CRASH INTO THE D/CE B/N. YOU SHOULD’A SEEN IT. 'HEDRONS SCATTERED EVERY WHERE!
SO I LEAP UP AND GRAB A MOP WHICH HAPPENED TO BE LEANING AGAINST THE WALL AND
I THROAT-POKE THE KID -- RIGHT IN THE ADAM’S APPLE. HE DIDN’T EVEN FLINCH!

/ DAAAMMMNN/Z/ WISH 1’D
BEEN THERE. I WOULD’VE

BOB, T REALLY WISH You
WOULD STOP PICKING FIGHTS
WITH THE POKE'MUNCHKINS.

/

HEY STEEVO, 1’LL GIVE YA FOUR SW/GS
FROM MY WATERSKIN OF DAZE AND
CONFUS/ON |F YOU LET ME FIRE OFF

A CHARGE FROM YOUR R/ING OF
WICKED KICKS AT NEWT OVER THERE.

UH....NO THANKS, LAST TIME I
DRANK FROM YOUR WATERSKIN
I WOKE UP IN THE BACK OF A
SLAVE CART WITH MY EYEL/IDS
SEWN SHUT AND A YAK HUNTER
SITTING IN MY LAP.

HEY, WHAT
EVER HAPPENED
TO THAT YAk
HUNTER? You
GUYS USED
TO BE T/GHT.

DAVE, 1T KNOW THAT REDUC/NG YOUR
INTELLIGENCE BY 6 PO/INTS CAN
RA/ISE YOUR STRENGTH FROM 75 TO 718.
BUT YOU DO REALIZE THAT BY DROFPPING
YOUR INTELLIGENCE TO THREE, YouU
CAN ONLY COMMUNICATE
WITH GRUNTS AND NO/SES? RIGHT?

WHO CARES? +6 7O
DAMAGE AT FIRST
LEVEL ROCKS ASS/

\

YEAH, LUCKY FOR YOU. TOO BAD HE
ASSUMED THE OTHERS WERE GUILTY
AND TOOK OUT HIS WRATH ON THEM.
BY THE WAY, YOU MIGHT WANT TO
THINK OF H/DING IN SHADOWS AGAIN
--BUT THIS TIME FOR REAL.

GOOD LORD, B.A./ THAT WAS JUST ABOUT THE KEWLEST ADVENTURE YOU'VE
EVER RUN. WHEN THAT AH/LL GIANT ‘CAMEL DRIVER’ ASKED “WHO THREW THAT
ROCK?" T THOUGHT I WAS GOING TO PEE MY PANTS. GOOD THING MY H/DE IN
SHADOWS SKILL CAME THROUGH FOR ME. I THOUGHT I WAS A GONER/

FOR REAL? WHAT
THE HELL You
TALKING ABOUT?

/ HIDE IN SHADOWS?

FIRST I'LL DE-PANTS
HIM AND TIE HIM TO THE
ROOF OF MY VAN. NEXT T’LL DRIVE
DOWN MAIN STREET REALLY SLOWLY.
THEN OFF TO THE CAR WASH
FOR A HOT wAX!
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Aliens Seek

Intergalactic Colomization.

In this classic game of
colonization, negotiation;

and concihation, players each
take on the role of an alien,
primed to colonize the galaxy.
" Through the use of force,
will,'guile and a bit of tricky |
~ card play, be the first to
complete 5 colonies outside
your home system. Your *
special power enables you to
bend, mutilate or bréak one .
rule of the game.

-But beware. Each opponent-
has their own special powers -
foo. With 20 different alien
powers, no two games are
ever alike.

Highly detailed colonization .
vessels, stunning graphics and
image-rich cards add depth
and presence to the game.

Start Colonizing.

AVALON HILI

L 7

www.avalonhill.com




On July 12th through 15th the KODT D-Team travelled to Columbus, Obhio to
attend Origins 2000. Here’s a glimpse at just some of the mayhem they got into.

Above: Bitter Steve
Johansson shortly
after arriving at
the KenzerCo booth.
Needless to say, he
was NOT impressed
with the Ohio
highway system

Above: Super-Summer
Intern Noah eagerly
consumes his
daily rations at
the KenzerCo booth.

Right: Dave Kenzer
demos a game of ‘Taunt
You a Second Time'

Above: Phil of Agents
of Gaming shows off
his latest product’.

' =7

Proving that the fan-boy’ in them is still alive, Steve, Jolly, Dave and Brian force
J.D. Webster (Second from the left) of Finieous Fingers fame to pose for a photo.

AE2AY Y ARMIOR
One of the highlights of Origins 2000 for the staff of KenzerCo was having a

chance to demo their much touted 1:1 scale modern-era wargame, Heavy Armor.

1. Dave Kenzer gets a line-of-sight on 2. Here Dave argues with Game
bis opponent’s Main Battle Tank. Official Steve Johansson over a
disputed movement allowance.

3. With the movement dispute resolved, Dave
prepares to move his Stinger-equipped APC. 4. Another argument.
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HackMaster 101

BY JOLLY R. BLACKBURN

LAST ISSUE, PATTY'S PERPS
VOTED TO ALLOW CRUTCH
TO JOIN THEIR GROLP.

NOW THEN, THE NEXT
KNOW ABOUT PLAYING A

THERE WAS ONE CONDITION,

HE HAD TO AGREE TO
TAKE A CRASH COURSE

CHARACTER,
UH...NO, I £S5 o COYOTE RED HAD
IN HACKMASTER AND - DYOOT.I THEE;%K & CARDSHARK AS
BASIC ROLE-PLAYING WHAT T SAID. L A b
SKILLS FROM EDDIE. y

AFTER MEETING AT
HAWGWALLERS AND FINDING

IMPORTANT ABILITY YOU SHOULD
CLERIC |S ‘LAYING OF HANDS'.

PLAYING HANDS? WELL NOW
YOU’RE TALKIN’/ SO MY CHARACTER
IS GOOD AT PLAYING POKER EH?

MY CATTLEPUNK

A QUIET TABLE IN THE CORNER
THE LESSON HAS BEGLUN...

I SAID LAYING OF HANDS - NOT PLAYING. YOU
SEE AS A CLER/C YOUR CHARACTER CAN
LAY HANDS ON OTHER CHARACTERS AND....

WHOAH THERE HOSS. LAY
HANDS ON OTHER CHARACTERS?
WHAT’S THAT ALL ABOUT?

\

IT’S ONE

OF YOUR SPECIAL

SPECIAL ABILITY?
- ABILITIES.

i Al
ot

Sl

YEAH. LET’S SAY I TOOK AN
ARROW IN COMBAT. YOU COULD
ACTUALLY LAY HANDS ON ME AND,

DEPENDING ON YOUR LEVEL
RESTORE PART OR ALL OF MY

......

H-H-HUH? MY CHARACTER LAYIN’ HIS HANDS ON YOURS?
I-I-1 DONT T-T-TH/NK SO. NO OFFENSE, BUB BUT MY
CHARACTER ISN’T L/KE THAT, FRIAR SWAYZEE TOOK AN OATH OF
CELIBACY. WE ROLLED THAT ON MY BACKGROUND - REMEMBER?

\

I DON’T WANNA HEAR ABOUT
IT. MY CHARACTER ISN'T

AGAIN YOU’'VE M/SUNDERSTOOD
ME. YOU SEE YOU’RE A
CLERIC. LAYING OF HANDS

IS SOMETHING THEY DO TO.... P you GUCHY FEELY \ean.

N

BN

-SIGH- OKAY, LET’S MOVE ON
THEN. T WANNA TURN OUR
ATTENTION BACK TO
ALIGNMENT AND
ALIGNMENT ADHERENCE.

YOU ST7/LL SEEM TO BE
HAVING PROBLEMS
GRASPING THE CONCEPT.

I DUNNO ABOUT THAT BUT
IT SURE DOES CONFUSE
THE HELL OUTTA ME.
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IT’S REALLY S/MPLE. YOUR CHOSEN ALIGNMENT DEFINES
THE PARAMETERS OF YOUR CHARACTER’S ACT/ONS. IT
REPRESENTS HOW HE V/EWS LIFE AND THOSE AROUND HIM.
YOU’RE CHAOT/C GOOD. WHILE YOU DON’T NECESSARILY
CONFORM TO A R/G/D SET OF RULES YOU DO PLACE GREAT
VALUE ON L/FE AND ON THE WELFARE OF THE /ND/IVIDUAL.

I SEE YA MOVIN’ YER LIPS, HOSS
BUT I'M NOT RECE/VING. CAN YOU
JUST SPEAK IN PLAIN ENGLISH?

o
RSN

AN

OKAY LET ME GIVE YOU AN EXAMPLE. A
FEW WEEKS AGO WHEN YOU BASHED
ME IN THE FACE WITH YOUR MACE
WITHOUT PROVOCAT/ON -- THAT WAS
WRONG FOR YOUR CHARACTER. THAT’S
WHY PATTY PENALIZED You
WITH THE BROWN MEM.

YOU’RE STARTIN’ TO SOUND
LIKE MY PAROLE OFF/CER.

LET'S
LOOK AT IT
ANOTHER
WAY.

HERE WE ARE 7TWO GUYS SITTING IN A BAR
HAVING A FEW BEERS AND SOME GOOD
CONVERSATION. YOU SEEM LIKE A N/CE ENOUGH
GUY IN REAL L/IFE. T FIGURE YOU’RE PRETTY MUCH

MY POINT IS YOU WOULDN'T JUST HAUL
OFF AND SMASH ME IN THE FACE OUT OF
THE BLUE LIKE FRIAR SWAYZEE DID TO
KRAVEN STURMHALGER WOULD You?

A CHAOTIC GOOD - MAYBE A CHAOTIC NEUTRAL.

NOBODY EVER SAID THAT ABOUT
ME. THE D.A. SAID T WAS A
HABITUAL OFFENDER.

WELL.... IF’IN
I THOUGHT You
HAD A MAG/C
R/NG AND You
WERE WORTH A

THOUSAND

EXPERIENCE —
POINTS I MIGHT.

UH....YOU KNOW WHAT? I THINK IT
JUST H/T ME WHAT THE PROBLEM
HERE |S. YOUR ENJOYMENT OF
THE GAME COMES FROM
GARNERING POINTS AND ITEMS.
FAIRLY COMMON
AMONG NEW PLAYERS.
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BUT YOU’RE ONLY EXPERIENCING A SMALL FRACTION OF
WHAT TRUE ROLE-PLAYING HAS TO OFFER, CRUTCH. YOU
NEED TO EMBRACE YOUR CHARACTER. STEP INTO HIS SHOES.

WADDA YA MEAN?

/

YOU HAVE TO LET GO OF YOURSELF
AND TRY TO BECOME YOUR
CHARACTER. WHEN FACED WITH A
DEC/S/ON YOU SHOULDN’T BE
ASKING, “WHAT SHOULD I DO.”
RATHER YOU SHOULD BE THINKING,
“WHAT WOULD MY CHARACTER DO?”

\

YOUR CHARACTER IS A MAN OF
GOD. HE’S DEVOTED TO
DOING GOOD WORKS AND
FURTHERING THE CAUSE OF
HIS PATRON GAWD.

I HEAR
WHAT

YER
/ SAYIN

BEFORE ACT/ING
SIMPLY ASK YOURSELF
IF IT IS SOMETHING
YOUR CHARACTER
WOULD REALLY DO.

OKAY YOU’RE STARTIN’ TO MAKE
SOME SENSE TO ME BUT I'M STILL
CONFUSED ABOUT ONE THING.

WHEN I ATTACKED YOU, PATTY
SLAPPED A BROWN MEM ON ME
FOR VIOLATING MY AL/IGNMENT.
BUT WHEN I R/PPED THAT TRASH
OGRE A NEW ONE SHE
AWARDED ME FOR FOLLOWING
MY ALIGNMENT. WHAT GIVES?

OH, THAT’S EASY TO EXPLAIN. YOU SEE I POSED NO THREAT TO
YOURSELF OR TO THE WELFARE OF OTHERS AS FAR AS YOU
KNEW. YOU COULDN’T JUST/IFY ATTACKING ME. ON THE OTHER

HAND THAT 7TRASH OGRE TRIED TO SHAKE US DOWN FOR A TOLL
AND THREATENED US WITH BOD/LY HARM. YOUR CHARACTER

WOULD HAVE SEEN IT AS HIS DUTY TO VANQU/ISH SUCH A FOE

SINCE HE POSED A THREAT TO YOURSELF AS WELL AS TO OTHERS.

\ HEY, T THINK
_ IT JusT

N
UNDERSTAND
WHAT YOU’VE
BEEN SAYING.

THANK GAWD/ NOW THEN, HOW
‘BOUT WE GO OVER CALLIN'
DIBS PROTOCOL AGAIN?

I WAS HOPING You
COULD EXPLAIN
ONCE AGAIN WHY
I CAN’T USE AN
EDGED WEAPON.

MAYBE WE SHOULD
SAVE THAT ONE FOR
OUR NEXT LESSON.
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LATER THAT NIGHT AT THE GAME...

SHOW YOU WHERE YOU’VE BEEN GOING WRONG,

WELL? HOW’D THE FIRST LESSON GO? WAS EDD/E ABLE TO

GEE, THANKS, MO. T'M
KINDA LOOKING FORWARD
TO GETT/ING INTO
MY CHARACTER NOW.
CRUTCH?

WELL WHAT ARE

BOY, D/D HE. HE REALLY OPENED
MY EYES. I LEARNED 4 LOT/

WE WAITING FOR?
LET’S GET THIS

e
I'LL BELIEVE IT AND
WHEN I SEEIT. WILLING PUPIL.

GAME GOING.
GOOD/ GLAD
TO HEAR IT.

I HAD FAITH IN
You CRUTCH.

YO, PATTY, BEFORE WE GET STARTED THERE’S
A LITTLE BUS/INESS T WANT TO TAKE CARE OF.

N\

MY CHARACTER’S
CONSC/ENCE HAS
BEEN BOTHERING HIM.
HE WANTS TO DO THE
RIGHT THING/

UH..SURE. OKAY.
WHAT DO You
HAVE IN MIND?

OH, THAT’S GOOD, CRUTCH/
THAT’S THE WAY TO THINK,

ALL RIGHT MO, BETTER ROLL FOR
INITIATIVE COZ I'M COMING AT YA/

GAAA//! W-WHAT THE....
ME? WHAT ON EARTH FOR?

YOU’RE A FUGITIVE FROM JUSTICE -
REMEMBER? YOU’RE A THREAT TO THE
WELFARE OF OTHERS. IT'S MY DUTY
TO TAKE YOU DOWN AND COLLECT
THAT BOUNTY ON YOUR HEAD.*

NOTHING PERSONAL BUT
THAT BOUNTY WILL HELP
ME DO MY GOOD WORK.

JUST EXACTLY
WHAT D/D
YOU TEACH

HIM, EDDIE?

LATER, AFTER THE GAME...

HE’'S WORSE THAN BEFORE. NOW HE CAN BACK UP
HIS ACTIONS WITH SOME LAME- ASS RAT/IONALE.

SORRY, GUYS, I GUESS
I SHOULD HAVE MOVED
\PLAYING WELL WITH
OTHERS’ UP SOONER
IN MY LESSON PLAN.

* See KODT #45 “The Perp Walk” [Mo’s halfling-fighter Zarwanda is wanted in Finklesworth by a ‘one-horse King’ who is offering a

5,000 gold piece bounty.

30

Issue #47: Hooked on Psionics™



http://www.kenzerco.com/product_info.php?cPath=22_23_24&products_id=219

SOUND HACK

by Brandon K.

that game, Brian’s Picks)) set about 50 years into the future. My i

group makes use of a variety of downloaded music files from video *slightly* on the greedy side when it came to getting treasure for his characters)

Irun a Big Eyes, Small Mouth campaign (thank you for showing me

games or TV shows to play in the background during fights and such.
You all know how whenever the hero comes onscreen and is about to
waste the bad guy, a certain tune plays? After my players used a given

ditty as their “hero song” several times, I decided the bad guys would :
catch on. The next time the party crashed into the megacorp’s head- §
quarters to confront the evil boss dude and his (rather weak) mecha,

they insisted I put on their song since they knew they could whip him.
As soon as it began playing, the villain cried, “Holy *¢&1%, that’ ass-kick-

ing music! Get the hell out of here boys!” The players found that very :
amusing,..it works in reverse too. Whenever I put on my favorite piece,
they get a pale look on their faces because they know I'm in a PC killing

mood. “Cue the soundtrack” has an entirely different meaning now. [J

HOT LEAD

ve had a nice Ral Partha collection worth about $100 for several
years. I never painted of them until recently when I got the itch to
do so. I spent about $40 on acrylic paints and I got a can of enam-

el primer, since the store was out of any other primer. 1 don't like i “Krxspltlckely” or something like that with no vowels at all except for the “y
enamel, it takes too long to dry. So I primed 90% of my collection and

put them in the oven at 200 degrees to dry. Apparently “Ralidium”

melts at a lower temp than lead, or my oven’s dial is incorrect. I now
have the new edition of Ral Partha that adventured through the apoc-

alypse stone module. Iam left with two wererats, a ghost, a viking, and

the set that came with my Star Wars Monopoly set. ]

For WHoM THE BaiL ToLLs

by Briatan

cach owned a fair portion of the board, but Jack was in dire

straits. He was down to his last hundred bucks while Tom had a
crapload of money.

Anyway, Jack landed on GO TO JAIL. He quickly realized the

cash. So Jack decided not to pay to get out, and declined the option of
trying to roll doubles to get out.

There was one problem, however. Since we were in New York, §
house rules went according to New York state law. According to New
York state law, anyone can post your bail for you. Tom remembered :

this and generously paid the $50 to get Jack out of jail, immediately
after which he landed on one of Tom’s motels and went bankrupt.[]

YOU HAVE A PAIR OF WHAT?

his happened back when I was gaming in the military.
A new player had just joined our D&D group and was pressing

the GM to allow him to run a high-level character hed been run-

ning in a campaign at his last

duty

ally asked, “Is everything this guy owns standard D&D items?”
The newbie quickly sounded off with, “Definitely!”

Cha]r;?b:;avl:]; :r io;f ::rrey gsile(;:dlag;rat}gdngggzv; eIn}tlZl';C} lils :i(l)lrriig:rzg asked why he had attacked his character, Bob looked at him sternly and said,
. : Y ., & “Sorry. My ch: il berserk.”
the party to withdraw from the room when our newbie-friend said, : orry. My character temporarty Went berser

“Don’t worry! I have Chuck Norris Num-Chucks of Dragon Slaying!” ] that ‘blood matches’are NOT a spectator sport. [

by Tom Weaver :

assignment.
The GM took his character sheet and was looking it over when he casu-

QuEeN oF THE Lizarp PEOPLE

by Glazier John
Probably one of the funniest things that ever happened to our adventuring group

involved a Ring of Delusion. It was treasure division time at the end of
a particular part of a dungeon. My roommate Brad (who was just

was running a dwarven fighter named Galthum Gildewar. Anyway,
Galthum almost came to blows with the rest of the party to get a magical
ring from the treasure we'd recovered. Our DM Bill was a little at a loss on
how to handle the ID of this item since he’s never dealt with a Ring of
Delusion before and it can present some real problems to DM a bunch of
suspicious players. So when Brad’s dwarf starts through the standard ring
ID techniques, Bill asks “Well what type of ring would you like it to be?”

‘A Ring of THREE WISHESF!” cried out Brad.

“Well congratulations, that’s exactly what it is!”

Well then the fun begins. The first “wish” is for dwarven plate +5.

“Well, you remember seeing some dwarven plate a few rooms back.”
Hot dog! The character was deluded into thinking this by the ring and the
player was so caught up in his find that he never even bothered to imagine
that this wasn't magical dwarven plate mail. Couldn’t have worked better if
the DM wanted it to.

The next wish was for a dwarven throwing hammer, several pluses and

i able to return to the caster when a command word was uttered.

by Sam Joseph :

Now this one presented a problem, what to do about the command
word and the fact that it didn't work? On the side, one of the other players
in the group came up with the idea that the command word should be fair-
ly unpronounceable to help cover the non-magical nature of the hammer.
So the DM informs the deluded PC that the command word is
at the end.

Gawd, it was memorable watching this dwarf go into battle. First,
launch his hammer and say the “command word”.

DM: “Well, you hit the enemy for 4 points of damage.”

PC: “Only 4 points!?! Does the hammer come back to me?”

DM: “Well....it bounces back about 2 feet or so. I guess you didn’t say
the command word quite right.”

And then hed charge into melee to recover his hammer and start getting
pummeled, even with his “magical” armor. This went on for several adven-
tures, I'll tell ya, it was tough keeping a straight face through these battles.

¢ Bill letall the other players in the group in on it so we could enjoy the show.

r I Yhis one isnit about RPG, but I thought you might want to hear it.

Itall came to an end in an unexpected and altruistic way. We always fig-

¢ ured Brad was saving up the last wish to resurrect his character or to wish for

Jack and Tom were playing Monopoly in the dorm lounge. They :

the Axe of the Dwarven Lords or something outrageous like that.

Well, things hadn't gone well for the party in one of the later battles and
he actually spent his last wish to try to bring back one of his fallen comrades.
Didn't work of course but the thought was there. Galthum finally figured

advantage of his situation--as long as he was in jail, he couldn’t land on out why i stuff never worked very well and he gota few thousand exira

Tom’s hotels and go bankrupt. Meanwhile, he could just sit back fora £
few, watch Tom land on his motels, and rake in some much-needed :

experience points for his trials and for doing the right thing at the end.
Ah, the good old days....[]

SPECTATOR DORK
by Jim Hall
nacampaign [ was running a few years ago, Bob one of the players (who was run-

ning a fighter) was challenged to a ‘blood match’ by the village bully
Bob was genuinely afraid of this bully and for good reason. They estimated his level

i of experience to be about twice that of the party and he was known to be a dirty fight-
¢ er whose marches usually ended in the death of his opponent.

The rest of the party was quite thrilled at the prospect of Bob taking on
this guy. Someone struck upon the idea of buying snacks and a keg of ale
and setting up a table and watching the fight to cheer on their comrade. I
had a group of town merchants approach the party about placing side bets
and soon some heavy betting was going on. One of the players even asked
Bob if hed be willing to ‘take a dive’ so they could clean up.

Anyway, as the fight was about to start Bob learned that one of the other
party members (Eric) was betting against him. Just as the whistle was blown
and the fight began Bob turned and proclaimed he was “lunging’ at Eric’s
character with a dagger. Bob quickly killed Eric’s character. When Eric

Bob went on to lose the match (and his head) but now everyone knows

NSV ISIH BN O IRS TV 1Y),
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PIXIES

by Scott Leaton

a while. Fairies, for instance, grew a bit vicious after an

unpleasant change in diet. The usually peaceful brownies, on
the other hand, have simply embraced a more belligerent lifestyle as
a means of survival. And gnomes... well, we can say for now that
gnomes just need girlfriends — Badly.

The first pixie, however, was born with a dagger in his hand and
a belly full of mean beans.

Pixies are slight, wiry creatures, with big child-like heads, enor-
mous grins, and little beady black eyes. They usually sport dirty,
raggy pants, striped caps or gnomic bucket-helmets, and little com-
bat boots. Typical pixie interests include punk rock and eating
bugs, and they never brush their teeth.

Don't let the big, goofy smile distract you from those black, mur-
derous eyes: today’s pixie is the product of countless generations of
sharp-toothed, back-stabbing, cuss-tossing bastards. Newborn pix-
ies are blessed with an instinctual knowledge of over two hundred
ancient and blood-boiling insults. Only one or two infants survive
each eight-baby litter, the rest being mocked to death during the
birthing cries.

Pixie history does not include any ‘good o/’ days”, and they never
fell from some wide-eyed innocence; in fact, their family histories
read like rough drafts of Titus Andronicus. And today, after all
these years of aimless delinquency and wanton throat-cutting, pix-
ies have recently found something approaching legitimate employ-
ment: they operate as roaming freelance assassins!

Pixies IN FAIRY MEAT

We don't know what pixies accept as payment, and a survey of
what they don't care about should tell you that we probably don't
want to. Suffice to say that a single pixie (they usually work alone)
will work for any side in any conflict. Any player may employ a
pixie, as long as the points cost is paid. The cost of a pixie is sim-
ply to hire him, and includes all of his weapons. It does not, how-
ever, include any therapy which might be needed after spending a
day listening to one. A pixie assassin costs 17 points.

Pixie “gangs” are not unheard of, and so a force consisting of only
pixies may be chosen. Such a gang cannot employ any non-pixies,
including thralls.

How Pixies Work

Pixies, in spite of their vicious demeanor, are really rather frail. A
pixie has one live point and one kill point. Further, pixies are not
related to fairies, and get nothing from eating meat, except for some
very luminous farts a few hours later. Likewise, they arent at all
magical, and eating a pixie’s foul-tasting flesh doesn’t help a fairy at

all.

Movement

Pixies can't fly, instead skipping up to six inches along the ground
per turn. A pixie may bound over any obstacle which measures less
than two inches tall. They can pounce, but only six inches high
instead of the usual twelve.

Weapons

A pixie is armed with a Stabber (the traditional toothed meral dag-
ger of the pixies), but may be armed with any non-ranged fairy
weapon for the additional cost. Pixies are fine fighters but terrible
shots.

T he Wee Folk, it seems, have always been wont to go sour after
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They are, however, masters of the put-down! A simple cupping
of the hands around the mouth, and they can spew a verbal jet of
concentrated nastiness that could curdle cheese. Ear plugs don't
even work; even living cells can recognize these pure vulgarities,
and many simply give up and die upon hearing them. Such Sharp
Words act as weapons in their own right, but have a rather short
range of effectiveness.

STABBER
Kill Mod  Live Mod  Attacks Special
+2 ) 1 poisoned
SHARP WORDS
Strength Range  Live mod. Special
1 12 -1 -—-

SpeciaL RuLes

Sneaky: Pixies have an uncanny ability to evade detection, which
helps them do things like steal baby mice (for soccer games) or clip
the wings of mommy sparrows (for the hell of it). It also comes in
handy for murder, an honored pixie pastime!

A pixie may begin the game Sneaking. To Sneak, replace the pixie
figure with a “Sneak” counter. This counter moves just like a pixie
does, but may not attack or be attacked, nor may a spell be cast
upon it, until it has been Spotted.

The Sneak counter doesn't really reflect where the pixie is; it’s
the general location of the prowling pixie, which enemies inaccu-
rately guess at with hearing or instinct.

If an enemy figure can see the Sneak counter (remember, a figures
field of vision is its front 90-degree arc), she can Spot the pixie instead
of attacking. When the pixie is Spotted, place the pixie figure any-
where within 6" of the Sneak counter, and then remove the counter.
Now everyone knows where the pixie is, and it’s open season!

A pixie may reveal himself at any time during his turn. To spot
another pixie, a pixie must emerge from Sneaking as described
above. A pixie may also go back into Sneak mode instead of attack-
ing, but only if he’s not in an enemy’s field of vision at the time.

Poison: Pixies anoint their precious Stab Knives with a nasty poi-
son, extracted and distilled from rare spider-guts. Any figure
stabbed with this poison (affer a successful hit) is at a -1 penalty to
Live and Kill draws for the rest of the game! (No, this effect is not
cumulative after subsequent stabbings. Psycho.)

Backstabbing: If a pixie manages to get close enough, he may
emerge from Sneaking and make a special surprise attack from
behind!
The enemy figure must first be within 6" of the Sneak counter.
Place the pixie figure directly behind the enemy, and remove the
counter. The pixie may then make a back-stabbing attack!
Against this attack the defending figure only gets one card (this
includes figures subject to the One Card Rule). This attack does
not work with swords, nor with Sharp Words. Besides, any pixie
worth his snot would use his trusty Stabber for the job! []

Fairy Meat is KenzerCo’s
new miniature wargame
of happy-go-lucky
homicidal fairies. This
new hit is available at
gameshops everywhere.
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Not all games are created equal...

You’ve seen it in your favorite movie. You’ve read it in your favorite book.
Now you can actually do it in a game.

Introducing the Imagine Role Playing System™, a new level of fantasy role playing

Visual, common-sense combat for the warrior in all of us.
Spell slinging to make any mage’s mouth water.
Oh, and did we mention the skills...?

www.role-playing.com
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by Kenneth Newquist

REMEMBERING THE FORGOTTEN REALMS ONLINE

izards of the Coasts’ Forgotten Realms is the
Wbiggest campaign setting in Dungeons and
Dragons, and probably one of the most
detailed of any in the RPG genre. The Realms are a
high-powered land where gods walk the earth, enig-
matic wizards change the fate of nations, and even
common beggars seem to be bristling with magic items.
It's one of the most detailed settings I've ever seen,
with everything from nations to plant life having been
documented by creator Ed Greenwood and his fellow
Realms enthusiasts. That level of detail, combined with
its high fantasy, late Renaissance feel, has attracted
legions of loyal followers. But even those who run low-
powered games in other worlds can find information of
value in the Realms books, and this holds true on the
Net as well.

OrricIAL FORGOTTEN REALMS SITE

The Wizards of the Coasts official Forgotten
Realms site may not be as flashy as some of its fan-
peers, but it’s got one thing that those other sites don’t:
official free stuff. The site offers out-of-print campaign

supplements for download (like The North, which I
snagged to supplement my Greyhawk D&D cam-
paign), an extensive timeline covering the Realms’
7,000-year, 240-book history, a Realms column called
“Elminster Speaks”, and an art gallery. There’s also a
smattering of news about upcoming product releases.

Best of the Forgotten Realms Mailing List
This site skimmed the créeme that rose to the surface
of the FR-L (Forgotten Realms List), and repackaged it
in an easy-to-use, searchable site. Its content--which
draws upon canon and non-canon material compiled
by fans-—-is divided into five major sections: faiths,
lands, magic, people, lore and general. There’s also an
area detailing the rules of the list, and how to join.
Unfortunately, while the content here is good, the site
has languished without an update since February 1999.

Candlekeep

An even more extensive archive of Realmslore can be
found in the online version of that venerable library,
Candlekeep. Fans can happily lose themselves in its
stacks while paging through the Forgotten Realm
Notebooks, treasures such as The Book of Weeping
Eyes (a tome that details beholders), official- and fan-
generated artwork, and more than a dozen campaign
journals. Of course most of the material on this site is
Realms-related, but wandering GMs like myself can
find quite a lot to transport into their own campaigns.
Aside from the impressive array of materials, there’s also
a nice, downloadable selection of fonts and computer
helper programs.

Forgotten Realms Web Ring

There are more Forgotten Realms fan sites than can
be listed in one column (or even twenty), but those
looking for a comprehensive list should check out the
Forgotten Realms Web Ring. The 103 sites comprising

v i irisdworid

the ring aren’t rated or reviewed, but they do have a
brief entry describing them, and if you're feeling lucky
you can always try the ‘random’ link.

One site that has to be seen to be believed is
Grimspear, City of Wonder.

The first thought that crossed my mind when the
site loaded was “wow”. The second was “Hey, do these
people have day jobs?” The sepia-toned artwork is done
in the style of old faerie tales, and will make visitors
drool.

The city of Grimspear, located air-born island float-
ing off of the Sword Coast, is documented with well-
written chapters covering its history, laws, and present
operation. The site’s not as content rich as Candlekeep,
but it is a wonder to explore, and should inspire DMs
to tidy up their own web sites.

If you know of a cool Realms site, or have a subject
youd like to see covered in this column, please e-mail
it to me at knewquist@nuketown.com

OFFICIAL FORGOTTEN REALMS WEB SITE
http://www.wizards.com/forgottenrealm
s/Welcomex.asp

THE BEST OF THE FORGOTTEN REALMS

MAILING LisT
http://sefton.tradepage.co.za/Realms/

CANDLEKEEP
http://www.candlekeep.com/

FORGOTTEN REALMS WEBRING
http://www.dragonlance.com/forgottenr
ealms/

GRIMSPEAR, CITY OF WONDER
http://grimspear.com/
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story. I'm also a sucker for a good

superhero comic (though they seem
to be a little thin on the ground these
days). T've read a lot in both genres...
and just a bit too much of one pre-
tending to be the other.

Ilove a skillfully written detective

But I've never read anything like
Image Comic’s new series Powers, and
I suspect you haven't either.

Powers begins with Detective
Christian Walker, called to the scene
of a hostage situation in an unnamed
metropolis. Walker is a decent cop,
good under fine and with plenty of
experience, but he’s sometimes ham-
pered by poor information. He has
no idea, for example, why the nut
holding a gun and a scared little girl is
asking for him by name.

Powers reads like a polished crime
drama, with sure-fire dialog, beauti-
fully noir artwork, and all the police
procedural details right where they're
supposed to be. In the opening pages
Walker is thrown into a tense, realistic
hostage drama that calls for a cool
head and a calm voice, not retractable
metal claws and spandex shorts.

All of that changes when the perp
blows a hole in the ceiling and
escapes, jet-packing into the upper
atmosphere (“He couldn’t do that three
hours ago?” complains one of the offers.
“I missed the game.”) When he even-

tually crashes back to earth and is
hauled into custody, Walker demands
to know why Jetpack man asked for
him personally. I heard you were
soft... soft on guys with powers,” the
gunman confesses.

Christian Walker is an honest cop
in a town ruled by superheroes. Like
Marvel Comic’s groundbreaking series
Marvels, this is a tale of men and
women who only rarely interact with
the god-like creatures flying overhead,
and who witness their cosmic clashes
in clips on the six o’clock news. But
who, perhaps, if we believe the clues
dropped by the creators, occasionally
can peek behind the mysterious veil to
reveal the dark secrets of the super-
elite.

Immediately after being assigned a
new partner — the no-nonsense
Detective Deena Pilgrim, a young pro
unimpressed both by superpowers and
"the cosmic nonsense” that usually
accompanies them — Walker gets a call
about a homicide. A young woman’s
broken body lies on the grounds of an
elementary school. A woman who
turns out to be one of the most popu-
lar, and powerful, superheroes in the
city. This time Walker finds his sus-
pect list includes some of the most
dangerous people in the city — and
realizes that following the clues may
just bring his own dark secret into the

public light.

While admittedly it takes a
moment to adjust to the collision of
these two disparate genres -- the grim
noir of the hardboiled detective and
the spandex-laden world of the sculpt-
ed superhero - the result is surpris-
ingly effective, the ultimate your-
peanut-butter-in-my-chocolate mix.
The setting, an urban jungle whose
inhabitants are used to both repeated
cosmic threats and last-minute heroics
from inscrutable saviors, is absolutely
ideal for this kind of off-kilter mys-

tery.

It wouldn’t work, of course, with-
out believable characters, and this is
where Powers — and in particular
writer Brian Michael Bendis -- really
shines.  Bendis is also extremely
skilled at the use of irony, especially
when he plays the expectations of one
genre off against the other, usually to
marvelous effect. One such scene is in
the bowels of police headquarters, as a
crew of police and forensic experts

by John O'Neill
talk shop over the body of Retro Girl

— while trying (without success) to cut
the body open with a blowtorch.

Bendis made a name for himself
with his noir comic collections Jinx,
Goldfish, and Fire, all of which he
wrote and illustrated (hes also recently
been contracted by Todd McFarlane to
write  two  Spawn-related  series,
HELLSPAWN and Sam And Twitch,
and by Marvel for their Ultimate
Spiderman comic).  But with artist
Oeming (Ship Of Fools, Foot Soldiers)
he’s really found the perfect collabora-
tor. The layout is both dynamic and
tight, and the character rendition is
spot-on. Best of all, Oeming really
knows how to create and enhance
mood, and he’s done that to wonder-

ful effect here.

Powers compares well to Alan
Moore and Dave Gibbon’s DC Comics
novel The Watchmen — which also
featured the murder of a superhero,
and the relentless efforts of a detective
to crack the case -- and in some ways
reads even better than the 80’s classic.
For one thing, it takes less time to
build and, so far, the characters have
been both more believable and more
sympathetic.

Still, all we’re running on at the
moment is the prelude, and it remains
to be seen if the creators can wrap up
the story as brilliantly as theyve
begun it. So far Image Comics has
published only the first three issues.
Although the comic has already begun
to grab a significant amount of atten-
tion in the fan press, at print time all
three issues were still in stock at both
comic shops I frequent.

That won't last long. Do yourself a
favor and check out Powers. Before
you have to have some superpowers of
your own just to find a copy.

bttt

John O'Neill is the founder of the
SF Site (wwuw.sfsite.com) and Black
Gate magazine. He has several thou-
sand comics in plastic bags in his
basement, betting on an inevitable
mylar shortage and making a killing
in re-cycled plastic. He can be

reached at john@blackgate.com.

Copyright © 2000 by John O'Neill
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7 DISES OF WONPLROUS FOWER

elp, after years of waiting, Diablo II
is out. Yeah, I know you can read about
D2 in every other magazine, but I've a

few things to say that just don’t seem to be getting
said anywhere else. Sit back and listen to the
thoughts of a future Weird Pete.

Before I could even get the cellophane wrapping
off my box, the 'Net was flooded with comments
from enraged gamers. “The graphics SUCK”, “I
waited three years for THIS?”, and “I've only had the
game two days and I'm already 20th level!”, are just
a few of the rants I've seen on the boards.

D2 is hardly the first game to get this sort of
treatment, it seems like whenever a game comes
out after a long delay, there is a large minority of
gamers just waiting to pounce down and shred it,
for not being the Second Coming of gaming. While
D2 does have some problems, there’s nothing here
that should be greeted with rage.

First off, the graphics. What is it with people
that are perpetually expecting more and more and
better and better graphics? There really is a limit
to just how pretty a picture can be. Your character
fairly accurately represents the weapons and armor
he’s wearing (especially the unique equipment), the
monsters are all distinct with a good level of
detail, the spells all have nice pyrotechnics, and
everything looks just like it should. Yes, the graph-
ics aren’t fifty times as good as in ‘0/d” Diablo, but
before you get upset over it, go and load up
Diablo and compare to D2. Side by side, anyone
can see theyre better, much better, and that
should be enough for anyone.

As for the people that are upset over a three year
wait, there’s not much to say but “Ger a Life”.
StarCraft (also by Blizzard) was delayed many
times, so it really shouldn’t be a surprise the D2
was much delayed. D2 has a deeper character
advancement system involving skills, and unlike a
tabletop RPG, fixing a massively broken set of
rules once the game has shipped is pretty much
impossible. Yeah, after three years of refining,
there are still many skills that nobody uses, but
even D&D has a few hundred character proficien-
cies that nobody uses; as long as the useful skills
don’t utterly dominate the game, then the wait
was worth it.

Finally we come to the people who complain
that they’re going up levels too quickly. Again, the
main response to this is, “GET A LIFE!!!” 1 don't
understand this whole “What’s your level?” fascina-
tion. I started telling people I was playing D2, and
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DIABLO 1I

AND THE SECOND

COMING SYNDROME

By Rick Moscatello

immediately they ask me what my level is.
Nobody seemed to ask about the game, just my
level. And I honestly couldnt answer exactly,
although I at least knew the current class of my
character. Heck, it’s probably killing some of you
readers right now that 'm not saying. In D&D,
advancing to 20th level could easily take years of
game play. In EverQuest, hitting 20th level takes
about a month. In Asheron’s Call, 20th level can
be reached in a week of casual play. In D2, 20th
level takes 2 days. Ok, I guess it does seem like
the more recent the game, the easier to level, but
it really is ridiculous to compare levels from one
game to the next. If you've hit 20th level in D&D,
you can cast pretty much every spell in the game
(if you're a wizard), or hit darn near anything if
you roll a “2” or better on a twenty sider. In
Asheron’s Call, 20th level is practically nothing; a
well designed wizard at that level can cast maybe
60% of the spells in the game, and most monsters
are far too tough for such characters to casually
defeat. D2 is about the same way, your character
has plenty of room for development at level 20,
although it is remotely possible to slay Diablo
himself at that level. Besides, D2 has 5 different
character classes, with many different ways to
develop each character. It’s a good thing that you
can “Jevel up” quickly, so you can see what the
other classes have to offer. Computer games really
have changed the “evel” attitude. At the risk of
sounding like a geezer, it seems like gamers used to
brag about their characters’ exploits and special
traits, but no more. With the advent of comput-
ers, everybody is doing pretty much the same
thing with the same characters and same equip-
ment, so I guess there is nothing else to talk about
except the level of your character. Diablo 2 is
especially vulnerable to this, as you play the same
quests in every game, and, naturally, everyone kills
poor Diablo at the end, repeatedly. While the
original Diablo was essentially a massive monster
bashfest, and D2 is no different, I do seem to note
a disturbing rise of “‘munchkin” gaming. I posted a
question on a board asking about how to better
keep the NPCs alive in D2. I received more than
a few responses in the form “Who cares if the NPCs
die? They don’t deal out much damage!” Somehow
I’'m not so sure that D2 can be called an RPG,
when you've got Paladins running around saying
stuff like that.

While those initial criticisms are unfair, there

Continued on 39....
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The Great Equalizer
Specifically for Biguns

P.O. Box 293175 Lewisville, TX 75029 - (972) 434-3088 Vox (972) 221-2481 Fax
www.reapermini.com

t These Fine Retailers To Find Our

ew Boxed Sets!

Wyvern Games LLC
698 Commerce Ct, Ste A
Prattville, AL. 36066
(334) 358-2422 Fax

AL (334) 358-2422

Michael's Magic

3617 E. Southern Ave #8
Meza, AZ 85206
www.MichasisMagic.com
AZ (480) 325-7485

Adventurer's Guild

of Riverside

3320 Mary Street
Riverside, CA 92506
(909) 682-0750 Fax

CA (909) 682-1199 Voice

Attactix

15107 E. Hampden
Aurora, CO BOD14
www. attactix com
CO (303) 699-3349

Cave Comics

57 Church Hill Road
MNewtown, CT 06470
WWW.CAVEComICcS.com
CT (203) 426-4346

FOR A FREE CA

Book and Game Emporium Table Top Game & Hobby

311 NW Racetrack Rd 7797 Quivera Rd.

Ft. Walton Beach, FL. 32547 Lenexa, KS 66216

FL. (850) 863-7964 (913) 962-GAMA Fax
KS (913) 962-GAME

Rusty Scabbard
820 Lane Allen Rd. #12
Lexington, KY 40504

War Dogs Game Center
2580 Atlantic Bivd.
Jacksonville, FL 32207

FL (904) 399-1975 www. rustyscabbard.com
KY (606) 278-6634
The War Room Little Wars

3036 College Drive
Baton Rouge, LA 70808
www ittlewars.com
LA (504) 926-4556

2055 F Beaver Run Rd
Norcross, GA 30093
www thewarroom.com
GA, (770) 729-9588

Acme Comics and
Collectibles, Inc.
1788 Hamilton Bivd
Sioux City, 14 51103
www.acmefirst.com
1A (712) 258-6171

528 5. Virginia Ave
Joplin, MO. 84801
greyfox@ipa.net
MO (417) 623-6699

Hobby Shop

5840 Hampton

St Louis, MO. 63108
MO (314) 351-4818

Dragon's Sanctum
3213 23rd Avenue
Maline, IL 61265

IL (309) 762-8692

Changing Hands Book Shop

Jester's Playhouse
2195 Main St#B

Cape May Crt Hse, NJ. 08210

www jestersplayhouse.com
NJ (609) 463-8644

Jester's Playhouse

2408 New Road

Morthfield, NJ 08225
www. jestersplayhouse.com
NJ (609) 677-9088

Gamers Realm

2025 Old Trenton Rd
West Windsor, MJ 08550
www.gamersrealm.com
NJ (609) 426-9339

Fantastic Planet

24 Oak St

Plattsburgh, NY 12901
NY (518) 563-2946

Woelf's Lair Games
33 E High St
Springfield, OH 45502

The Criginal Game Shop

6524 E 51st St

In the Farm

Tulsa, OK 74145
OK (888) 525-8647

Texas Game Company
803 E Main Street
Allen, TX 75002

TX (972) 390-9467

Lone Star Comics

504 E Abram

Arington, TX 76010
www.mycomicshop.com
TX (817) 860-STAR

King's Hobby

8810 N Lamar
Austin, TX 78753
www kingshobby.com
TX (512) 836-7388

Caught You Looking!
Your Store Here!
Lewisville, TX 75029

W, g X
OH (888) 333-WOLF

LOG CALL (972) 434-3088

com
TX (972) 434-3088

Fantasy and Sci-Fi
Games

2220 Marsh Lane # 107
Carroliton, TX 75006
TX (972) 418-5409

Dibble's Hobbies

1028 Donaldson Ave
San Antonio, TX 78228
dibbles@satx.net

TX (210) 735-7721

Little Wars

11213 K Lee Hwy
Fairfax, VA 22030
fabet@aol.com

VA (703) 352-9222

Roanoke Hobbies
7629 Williamson Rd
Suite #2

Roanoke, VA, 24019
VA (540) 777-4856

LE VALET D'COEUR
4408 St-Denis
Montreal, Quebec, CAN
H2J 2L1

www levalet.com

CAN (888) 499-5389

- WWW.REAPERMINI.COM



ASS BACK TO ST. Louls/

HEY WEIRD PETE. THAT’S A WANKER IDEA/ NOW
I’VE GOT A GREAT |DEA/ WANNABES... SCOOT YOUR GOOFY-LOOKING

WHAT IS IT PSYCHO SAM?

A CANNED FOOD DRIVE
FOR CHARITY//

HEH HEH!!
GAMIN’ DICK, I’VE GOT

A GREAT |DEA FOR
UNLOADING ALL THOSE
— ONE-LEGGED DWARVES
I’M STUCK WITH/

OFPICIm. Hac.KMASTIP.
TOvENEY 3ITE

' CHaei‘r'( F0oD -DRIVE

SPECIAL GUEST

NE—LEGGEDM
SPELL-TACK pAcks Jackson

ifmas Toomioih

THIS |S GREAT!/ I'M HOSED T TELL YA/ THE FOOD
NOW I CAN MAKE MY DEPOSITORY WON'T PICK UP THESE
ONE-LEGGED BEARDED PYGMY CANS. T’M GONNA HAVE TO RENT A

SPACE MARAUDER ARMY FOR __ TRUCK TO GET RID OF THESE THINGS/
SPACEHACK! =

11404dNON — LN3IIN3SILHIAAV alvd

WIZARDS WAGON game store is having a canned food drive for charity.
Bring in cans of food for discounts on merchandise, autographed products
and tournament admissions.

When: October 6-8th. 10 am — 9:30 pm [FRI, SAT] and 11 am — 6 pm [SUN]
Where: Wizard’s Wagon, 1302 Midrivers Mall, St. Peters, MO 63376

Call (636) 970-4263 or E-mail wizardswagon @ crosswinds.net for more info.



Disks of Wondrous Power: Continued from page 36

are nevertheless some legitimate problems. First off,
and this is a biggie, you can’t save when you wish.
When you save, you exit the game. When you come
back, no matter where you saved, you're back in town,
and all the monsters you've killed have respawned.
While this is great for those who like bashing the same
monsters repeatedly, if youre the kind of player who
usually doesn’t have more than an hour to play, you’ll
find D2 is tough to finish. Even worse, D2 suffers from
numerous crashes (even after the second patch). There is
some sort of “@utomatic” save so you can keep much of
your experience when it crashes, but slogging through
a mess of monsters just to get back to where you were
before the crash can be a chore.

Another big problem concerns equipment. A big
part of the fun of Diablo was finding kewl stuff. There
wasn't any place to keep it, of course, so most players
just dropped it on the ground. Alas, when you leave the
game (or when it crashes), stuff on the ground vanishes.
There is a “stash” where you can store a tiny amount of
extra equipment beyond what you're carrying, but it is
SMALL. Adding to the space problems are the new
rules for gems and magic equipment. You can make
your own magic items by inserting gems in socketed

items. Better gems get you better items, of course, and
you can fuse small gems into better gems. Alas, due to
a quirk in the inventory system, 6 chipped rubies, for
example, take up as much space as a suit of plate mail.
Since you'll save every little gem you find, you darn
near won't have room to save equipment. But, you'll
want to do that, too, since there is a new kind of super
rare equipment that is “samed” and comes in several
pieces. If you find all the pieces, and wear them all,
you'll get bonus abilities. So, you’ll need to save gems
and the special named equipment, and there’s a few
other things that you'll need to save, too. But there’s no
room. The only option you have is to create several
“mule” characters for storing extra stuff, and it’s an
incredible pain to use them, since you need a friend to
run a game while you're using your mules (or a separate
computer system...its embarrassing how many people I
know that have a “home LAN” for this sort of thing). Ok,
maybe this is a bit greedy, but youd think the folks at
Blizzard would realize that people want to save more
than three pieces of equipment.

So, Diablo II isn't the Second Coming of computer
games. I¢s still plenty of fun, so just overlook the small
problems, and realize that a game doesn’t have to be
utterly without flaw to be enjoyable. []

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

2

il

-

Nominated for 1999 Origins
Award: Outstanding Achievement
in Abstract Board Game Design

ONLY $9%

II Elem

T3

T4 P DB 19 D5 b3 19 19 19 b0 b
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o GAME COMPONENTS

| 11 x 11 inch Full Color Game Board
-4 Full Color Reference cands

* Scads of double-sided full color
playing picces

* Rules of Play Card

* Storage Bag

Elemental Game Board. (Actual size is 11 x 11 inches)

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.

Available now at better game and hobby shops or directly from Kenzer and Company.

© Copyright 2000 Kenzer and Company. All rights reserved. Elemental is a trademark of Kenzer and Company.
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SEND YOUR NEWS
ITEMS TO
GAMEVINE@AOL.COM

ik

SUPPORT
YOUR

LOCAL GAME
SHOP!/!

ongratulations to Jolly Roger
Games for winning an
Origins Award for Orcs at the
Gates board game. Hoody Hoo!
We've also like to congratulate
the winners of this year’'s OAG
tournament held at Origins.

Bob: Sean McAfee

Dave: Dale Nielson

Sara: Trisha Tomsa

Brian: Robert Reed

B.A.: Kyle Mathis

Opverall Winner: Trisha Tomsa

News, Rumors and Industry Buzz

ORIGIN AWARDS 1999 WINNERS!!

The annual Origin Award winners were announced at Origins 2000 on Julyl5 in Columbus,

Ohio. The event was bigger and better than ever this year. And the winners are....

Outstanding Achievement in Abstract Board Game Design:
BUTTON MEN (Cheapass Games)

Outstanding Achievement in Historical Board Game Design:
GREAT WAR AT SEA, VOL. IV (Avalanche Press, Ltd.)

Outstanding Achievement in Science Fiction or Fantasy Board Game Design:
ORCS AT THE GATES (Jolly Roger Games)

Outstanding Achievement in Graphic Presentation of a Card Game or Expansion:
7TH SEA: NO QUARTER! (Alderac Entertainment Group)

Outstanding Achievement in Trading Card Game Design:
7TH SEA: NO QUARTER! (Alderac Entertainment Group)

Outstanding Achievement in Traditional Card Game Design:
CHEZ GEEK (Steve Jackson Games)

Outstanding Achievement in Card Game Expansion or Supplement Design:
7TH SEA: STRANGE VISTAS (Alderac Entertainment Group)

Outstanding Achievement in Action Computer Game Design:
MECHWARRIOR IIT (Microprose, Inc.)

Outstanding Achievement in Strategy Computer Game Design:
SID MEIER’S ALPHA CENTAURI

Outstanding Game Related Novel:
DELTA GREEN: THE RULES OF ENGAGEMENT (Pagan Publishing)

Outstanding Game Related Short Work:
JUsT A TAD BEYOND INNSMOUTH (from Tales Out of Innsmouth; Chaosium, Inc.)

Outstanding Achievement in Historical Miniatures Rules Design:
ARMIES OF ANTIQUITY (Warhammer Historical Wargames)

Outstanding Achievement in Science Fiction or Fantasy Miniatures Rules Design:
DISKWARS (Fantasy Flight Games)

Outstanding Achievement in Historical Miniature Figure Series Design:
GERMAN ASSAULT SQUAD (Easy Eight Enterprises)

Outstanding Achievement in Science Fiction or Fantasy Figure Miniature Design:
ToGasHI YOKUNI: DRAGON CLAN CHAMPION (Alderac Entertainment Group)

Outstanding Achievement in Vehicle Miniature Design:
BABYLON 5 STATION (Agents of Gaming)

Outstanding Amateur Game Magazine:
ALARUMS & EXCURSIONS (Lee Gold, publisher)

Outstanding Professional Game Magazine:
KNIGHTS OF THE DINNER TABLE (Kenzer & Company)

Outstanding Achievement in Ongoing Play-By-Mail Design:
MIDDLE EARTH PLAY-BY-MAIL: FOURTH AGE, CIRCA 1000 (Game Systems, Inc.)

Outstanding Achievement in Graphic Presentation of a
Role-Playing Game, Adventure or Supplement Design:
DARK MATTER (Wizards of the Coast)

Outstanding Achievement in Role-Playing Game Adventure Design:
BEYOND THE MOUNTAINS OF MADNESS (Chaosium, Inc.)

Outstanding Achievement in Role-Playing Game Supplement Design:
DELTA GREEN: COUNTDOWN (Pagan Publishing)

Outstanding Achievement in Role-Playing Game Design:
7th Sea (Alderac Entertainment Group)
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plucked from the vine for your reading enjoyment

“Survivor” to

become a

Board Game?!
has

1'D SETTLE attel
FoR TO/L,ET Mlicensed the

gaming rights to
Survivor, and plans
to release a board
game based on the
CBS  series  this
November.  The
. game has players

; drawing “Our Wir,”

H ‘OutP/zzy, and “OmLm cards, while completmg challenges
¢ and trying not to get voted out of the game. Let’s just hope they
i don't pick up the option for Big Brother.

htep://www.mattel.com or http://www.cbs.com

DAMN/ WE
SHOULD HAVE
HELD OUT FOR

TOY AND GAME

RIGHTS O

* MARY J. BLIGE - SUPERHERO
i Mary J. Blige has signed a partnership agreement with Stan Lee
i Media to create and launch “an original Stan Lee Hip Hop
i Super Heroine.” The franchise will launch this fall with a series
¢ of animated webisodes voiced by Mary, and is envisioned to
i grow into offline projects like TV, film, and print. Blige’s super
i heroine alter ego is described by Stan Lee as “a cross between
i Cleopatra Jones and Barbarella ... an inspirational character and
i self-described "Protector of the Hood'.” http://www.stanlee.net

* NEW MALE LEAD FOR X-FILES
i Chris Carter is believed to be eyeing Bruce Campbell (Evi
i Dead), Robert Patrick (72), Lou Diamond Phillips (Lz Bamba),
¢ and Hart Bochner (Anywhere But Here) for the new male lead on
i X-Files next season. http://www.fox.com
i« ESCAPE FROM NEW YORK TO BE SYNDICATED

Kurt Russell, John Carpenter, and Debra Hill will executive pro-
i duce an Escape from New York syndicated series for Tribune
i Entertainment. Additionally, a third Escape film, (Let's hope
i it’s better than the second one), Escape from Earth, may follow

the planned 2001 launch of the series.

*RACE AROUND THE WORLD
i Hoping to cash in on the a reality-based gameshow genre, Fox
¢ Television is to launch a new show in which two families will
i travel to 25 countries over 40 days, competing in challenges

along the way. http://www.foxfamilychannel.com

* FREAKS AND GEEKS SAVED!

Fox Family Channel has announced it has picked up the

cancelled NBC series Freaks and Geeks. (Incidentally
i the characters in the show frequently play D&D)
¢ heep:/fwww.foxfamilychannel.com

or http://www.freaksandgeeks.com

esPeend YEAH, T HEARD IS
gaa i ABOUT GAMING IN

THE OLDEN DAYS.

/

ROCKS Ass/

\

THE

GAMER’S EYE ON THE MOVIES/TV

Kenzer and Company has several full and part-time positions available. All
i candidates must live in the Chicago metropolitan area or be willing to relo-
cate. We offer competitive salaries and benefits, including comprehen-
sive health insurance, 401(k), and profit sharing plans with matching
available, stock options and significant bonuses possible.

Graphic Designer: This person must have extensive computer layout &
¢ design experience. Proficiency in QuarkXPress and Photoshop a MUST.
We are looking for someone with advertising layout experience who is also
a creative, innovative self starter. HTML/web design a plus. Please submit
i design portfolio with resume.

Writers: We are looking for several experienced creative writers for our
i fantasy role-playing products. Must be willing to write to spec and take
direction. Please submit a published writing sample along with your
resume for consideration. Amateur/non-published writers need-not-apply,
i but please visit our website [www.kenzerco.com] for submission guide-
i lines for freelancers.

Internships Available: We are looking for part-time interns to perform a
: wide variety of duties. Must be willing to perform manual labor. Computer
literacy and own transportation a must.

H

PI.AY WITH YOUR PE1!

U.S. Games has released its |
PEZ Card Game, the first
game ever based on the col-
lectible candy dispensers.
(Were not making this up).

The game, made for ages 8
and up, comes with 100
Flavor cards (grape, strawber-
1, lemon, orange), 20 |
Dispenser cards, and a Play
Mat, and a total 200 different Dlspenscr cards can be collected by pur-
chasing Booster packs.

In the PEZ Card Game, players try to accumulate points while match-
ing Flavor cards in the order they appear on the Dispenser cards.
For more information you can go to http://www.usgamesinc.com or
http:/fwww.pez.com []

8pcaking of PEZ did you know the makers experimented with dif-
ferent flavors over the years? We're still trying to figure out what
Flower Flavor must have tasted like.

Chlorophyll (1953) Lime (1955)

Lemon (1953) Wild Cherry (1955)
Peppermint (1953) Grape (1958)

Anise (1954) Choco (1959)

Orange (1954) Mulc.EL -
Menthol (1954) e
Coffee (1955) Hot Cinnamon (1964)
Eucalyptus (1955) Strawberry (1966)
Licorice (1955) Flower Flavor (1968)

HELP WANTED!

Kenzer and Company
Human Resources

830 W. Main Street, PMB 114
Lake Zurich, IL 60047

fax: (847) 540-1970 E-mail: jobs@kenzerco.com
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s the subbeading indicates,
this is a sounding board

where gamers can give their
two-cents’ worth on whatever seems
to rile them. So pull back the cur-
tain and come on in the Back
Room. You can leave that thin-skin
at the door bur be sure ro bring
your opinions with you.

ve really enjoyed Weird Pete’s Back

Room and I'm really glad there is a
forum for gamers to discuss issues and
voice their opinions. Something has been
really bugging me the past few weeks and
I thought it was high time I got off the pot
and said something about it.

Last month my local Weird Pete (game
shop) closed its doors. It happened rather
suddenly and there was very little warning.
Well, perhaps that’s not quite true...

When Eric (the proprietor) quit his day
job at Chrysler back in ‘92 and opened
his very own gameshop, he was just about
the happiest (and luckiest) guy I knew. He
was living every gamer’s dream. Running
his own shop. Surrounded by gamers (and
games) day to day. How great is that?

Recently, however, Eric wasnt his old
self. It was obvious something was bugging
him. He seemed depressed. Even sad. We
all saw it but we never thought to ask him
what was wrong. We figured it was his
business and none of our own. Why pry?
We were content to play games in his back
room on Saturday night, hang out around
his counter and talk about games and
complain about the rising price of Swiss
mochas at the StarBucks in the strip mall
across the street.

It never dawned on us that Eric was
struggling to keep food on the table and
that the dream was about to end.

You see, I feel a bit guilty because for
the past year or so I've been buying my
games on eBay or other venues on the
great Information Highway. 1 even had the
gall to bring my purchases to Eric’s back-
room on Saturdays and brag about what
great prices 1 had obtained them for.
(Thereby encouraging other gamers to follow
my example). 1 tell ya, T felt really small

YOU’SE GOT SUMPIN’
ON YER MIND, BOY?
BESS’ SAY IT AND

LIKE ONE OF THE GUWYS?
YOUR CHARACTER SUDDENLY
HEARS A RUSTLING
IN. THE UNDERBRUSH.
ROLL FOR INITIATIVE.

AWWWWWH, C’MON PATTY/ WHEN I SAID G/RL GAMERS WERE LAME
I WASN’T REFERRING TO YOUW/ YOU’RE JUST LIKE ONE OF THE GUYS.

-MUNCH- -MUNCH- CAREFUL
CHAD. YOU'RE DIGGING THAT
HOLE DEEPER AND DEEPER,

when [ saw that “Out of Business” sign on
the door to Eric’s shop.

Now I'm not baggin’ on those of you
who may be buying their games on the
internet. If you don't have a gameshop in
your neighborhood it’s a great way to find
those games you've only heard or read
about in KODT and other mags. But if
there’s a gameshop in your neck of the
hood, you may want to think of spending
your dollars there.

Every issue, KODT runs that little pic-
ture of Pete with the blurb, “Support Your
Local Game Shop!” You've seen it. I never
really understood what Jolly and the others
were trying to say. I even thought it was
annoying. “Why don’t they pull that thing
and run something else? It getting a bit old.”

But now, I've seen the light. As of June
6th we no longer have a gameshop in my
town. Saving a few bucks online on the lat-
est HackMaster supplement is great but
it's a far cry from having a place to hang
out with my friends and game on Saturday
afternoon.

I miss Eric and I miss the aisles filled
with product and familiar faces. I really,
really wish I had heeded the call and sup-
ported Eric instead of some invisible,
anonymous person on eBay who probably
didn't need my money as badly as Eric did.

Josh Dejong

E-mail

Unlike the dude who shared his
expetience with female gamers in a

issue of KODT,

recent

I've found gaming with women to be a lot

of fun.
I'm a Grandmaster in the RPGA & have
been playing and DMing since 1977, so
I've a lot of gaming experience.

Some of my best times at a table have
been due to the quality of roleplaying or
GMing by a woman. If you ever get a
chance to play with Patricia Jackson
(whether she’s playing or DMing) or to play
under Claire Hoffman running a Living
Death event, then do whatever it takes to
make it happen. You will not be disap-
pointed. My experience has been that the
average female gamer is a better role play-
er than the average male player —
Although I've played with great & lousy
role players of both genders.

As for having babies in character, I've 2
solutions. 1 - have the time line jump for-
ward 20 years, since this can mess up plot
lines... 2 - go to the Hotel.

The Hotel is located at a nexus of the
planes (as of 1984 when it was created by
Tim Joslin) they can put you in a wing of
the Hotel where time runs very fast so that
1 week of game time later, you return to
the game 18 to 25 years older (youth spells
cost extra.) and a new title, “Mom”.

David

udging by the letters of Simonne Grant
and Bonnie Bane, I didnt write clearly
enough in the last paragraph of my letter to
you (See Table Talk, KODT# 41). I meant

that passage to relate a funny event that
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befell me -- not to demonstrate misogyny or
sexism.

I certainly do not dismiss gamers on the
basis of their gender, nor do I kill off charac-
ters to drive off players. When I wrote “Two
attractive women in the same game can break
down” I meant “can” or “might,” not “will”
and not “must.”

Contrary to S.G.s assertion, I did not insist
this will happen. When I wrote “a female play-
er who has long enjoyed a monopoly of male
attention” I meant enjoyed in the sense of tak-
ing pleasure in that focus.

The event I alluded to took place near the
middle of a long-running Delta Green game.
I was GM, and my open-chair policy had
brought three new players to the game: Bob
(male), Will (male), Chris (Vegan's wife). In
addition, the following six regulars attended:
Dawn (female), Quinn (male), Becky (female),
Dean (male), and Stan (male.)

Just as I wrote in my previous letter, Becky
and Chris began to compete for the attention
of the male players. Their behavior hurt the
game, and [ eventually took them to task for
it. 1 did this with as much malice as I would
for any player acting distuptively. I don't allow
people to play Magic at the game table either.

I agree with S.G.. The game table is no
place for a beauty pageant and real gamers
know this. Chris had never role-played before,
and Becky was also a new player. Both attend-

ed more for the game’s social aspect than out
of any real interest in the story. Dawn, the
other female player and just as attractive as
Chris or Becky, had played before and plays
still. She also did not participate in that con-
test.

Instead, she paid attention to the story like
a real gamer.

I do not hold the opinion that role-playing
isa ‘man’s game.” On the contrary, I actively
recruit females. They often bring depth to
role-playing and tend to enjoy non-combat
role-playing more than males do. I hope most
gamers welcome one another, regardless of age
or gender or race. I might not invite someone
to play if she dislikes the genre or if he lacks
maturity needed for its themes, but I will not
turn anyone away.

S.G. called my letter “sexist,” “in every way
offensive,” and “blatantly misogynistic.” I find
that opinion ill-considered. Did she read any-
thing other than the final paragraph?

Still, her response, along with your [Jolly’s]
reply admitting hesitation about running my
letter, (along with Jolly’s wife’s comment) all
prove I did not express myself clearly.

Being misunderstood makes me feel angry
and frustrated. Yet I can only blame myself for
it. To make certain this letter is well and truly
known, let me repeat the main points. The
event I described really happened to me. I met
it with dismay and disappointment. It seems

funny in retrospect. Only a potential player’s
interest in role-playing matters to me.

I hate to think you published my earlier
note as flame-bait. I didn’t write it as such.
Nonetheless, I will defend my earlier missive.
You have permission to distribute my address
to anyone who asks for it. BTW, I still voted
for you on my Origins ballot. No hard feel-
ings.

Jay Dugger
via E-mail

YOU WANT SOME??!!
GOT SOMETHING T0 $4Y??

between)

optional!)

.

Fudge Expanded Edition

* Easy to play (the word-based system and simple
game mechanic to resolve actions make it easy to
concentrate on the story rather than the rules)

+ Skill-driven (choose broadly defined skill groups
or detailed individual skills — or anything in

* Flexible (create any character in any genre; play
any style from gritty realism to legendary heroics)
* Customizable (choose your own attributes,
skills, gifts, faults, and more; every rule is =

Available at The Gamer’s Realm
(www.gamersrealm.com or 877-658-8754)
and Other Fine Game Stores!

...Any Character 6&-:.;

| Samer's Realm’

th,.c the Cmmcr is i__urd
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@ SHORECON 2000 @i’ ]olly, Dave, Steve and Brian,

Come join the fun. .\ Congrats on the Three-peat win on
The Northeast's S P . o9y |
Largest Convention! | “Best Professional Games Magazine

September 28th thru >

Your frzends at yaboo.kodtclub
October 1st, 2000

LIAT O T U T
Cherry Hill Hilton - Cherry Hill, NJ @
Y i YR Know ye -7  MOLF'S
www.gameconvention.com L.
§ R all that Raven [ MBAR
Guests include: Jolly Blackburn C %] o
’ restwallow has | EAMES
John Kovalic, James Ernest and more.. ’ ) 1/? Nio Tt where you live
stoppea running y. we are your friendly |-
with the pﬂL'k. 4] neighborhood game shop.
Mourn ye klingers .\:; We stock mleplaying games,
& card games, board games, 15
of the nngt. o oo gaimes, dioe, Bebegy. BN
T OIS miniatures, paints, brushes, [%

accessories, novels, magazines,
anime, ceramics, t-shirts,
glassware, jewelry and more.
We take special orders
and advance orders gladly,

TOLL FREE
1-888-333-WOLF
We ship anywhere.

Store Location
36 W. High Street
Springfield, Ohio 45503
Call for our weekly specials
937-325-0059
Fax 937-325-1315
VISA/MC/AMEX/DISC
are all accepted gladly

b AT

At

! _":.

TWO DESIGNS TO CHOOSE FROM!!!

: szz/ab/e exc/uszz/e/ from Kenzer and_Company.
| Our mail order ady dress is:  KenzererCo, 830

Main St., PMB 114, Lake Zurich, IL 60047

: Sages’ Guild [,

New & Used :
Games

TR

P

CER

sagesguild.com |0

¥
;

On the web since

BT

Style BHands #1
BlackHand Shirt.

(black on grey)
Size: XL
Price: $19.%

| Hell’s Throat is going to sweep the
| league! You tell that to the ‘boys’.

i '.-alf"; A

1 .| Blood will flow ankle deep upon the field. ",
» Eye Gouger, Coach|
An Old West Gun

g Compendmm'

R

For any RPG.
Features Illustrations,
anecdotes, and ratings for the

&

Style KODT #2
KODT Shirt

g

o (black on grey) Old West's most notorious arms.

{. Size: XL

Price: $19.%

3 . ' WWW. }muckleduster com

Jf L “Q.?_ TR ,_':__:]:__. T, '.'-..- --..\_ {:{ . p‘. 3 "\ag u’g- > = J: '.'.- p

T R ‘ NG
S ¥ ARG s:w W &

WEIRD PITE‘S BULLETIN BOARD
2| is a meeting place where readers may pass along information, barter, trade and gossip. Readers are invited to place classified ads, announce
l; 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” - $160], [2.75” x 2” - $80], [1.5” x 1” - $40]. Non-profit organizations (serving the gaming commumty) !
+4 and Conventions or Seminars may place ads for free. All ads are placed on a first-come ﬁrst served basis with subscribers having priority.
—= s A Tl Dt L . A . . 0T 0, TS = S R L BT T I S
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WHAT'S THIS GUY’S STORY?

You belong to the Empire. You have been trained to crush the Rebellion.
You will keep order. Even if it kills someone.

Sleek and streamlined, the new Star Wars roleplaying game holds a
universe of possibilities for fans of every era. The D20 system captures
all of the action and heroism of the classic trilogy and paves
the way for new adventures set in Episode I.

More depth. More skills and feats.
More Force powers. More Star Wars.

= R WARS

RBE CErE AN B G AME

The Official Star Wars Web Site

| www.starwars.com

[ Wizards of the Coast Web Site

K www.wizards.com/starwars




RINALDI: Supplement for IRON CLAW

Sanguine Productions Ltd. ® jason@ironclaw.gs

Ri’:aldi is the first supplement for the furry ani-

al’ 1pg, Iron Claw, created by Jason Holmgren.
(Readers may recognize Jason as the cover artist for the
Sfirst three issues of KODT as well as the Joe Genero
strip from the now defunct Shadis magazine.)

Based on the activity at the Sanguine booth at
Origins, Jason has filled an rpg niche long over-
looked by game designers. Even though I've never
S X had much interest in ‘furry animal’ comics, T have to

S confess this supplement could well make a convert

PUBLISHERS! of me. It largely centers around the political arena in

GET YOUR GAME the city of Calabria where Guild Masters wrestle for

SPOTLIGHTED HERE! control and play the Noble Houses against each

SEND YOUR REVIEW COPIES other. There are also new rules for mounted combat.
70: KODT: BRIAN'S PICKS This is definitely one RPG line I'll be keeping my eye on.

27797 CREEKSIDE DRIVE Brian’s Rating: Brian’s Rating: Highly Recommended
LAKE ZURICH, ILLINOIS 60047

/ BRIAN'S SMALL PRESS PICKS)

FLEET ACTION: Fleet Level Combat in the B5 Universe
Agents of Gaming ® 7672 McEwen Road ® Dayton, OH 45459

must admit that I am not a Babylon 5 fan. To put things into perspective, the last time
I saw the television show, there was still peace among the races. But despite my limited
knowledge of the series, I found Fleet Action to be a very enjoyable miniatures game. Each
player creates and commands a task group worth a certain number of points from one of f
four races in the Babylon 5 universe. The fleets compete to fulfill various objectives as dic-
tated by the scenario. The result is a fantastic battle in space.

The most impressive aspect of the game was its simple, yet complete, rules. Players of
Babylon 5 Wars will see that a single fighter is no longer your concern; you have an entire
fleet to command. As a result, the rules for movement and shooting have been simplified,
yet they still cover all the complex aspects of starship combat. In addition, I thought the
rules did a very good job of incorporating the uncertainty of combat into the rules. For
example, all movement decisions must be made before the turn commences. Each player
maps out the path of each of their squads before secing what their opponent does. Each
turn is then divided into three pulses, and weapons can be fired after each pulse of movement. This makes combat feel much
more realistic, something that other miniatures games do not always achieve.

The book itself is quite colorful and very complete. The back of the rule book has four sections, each devoted to a different
race from the Babylon 5 universe. Each section details the race’s ships, their military organization and background, and their spe-
cial rules and technology. The last section of the book gives datacards for all the ships including points cost and vital statistics.
These can be photocopied and used to track your fleet during the battle. The end result is a simple, yet complete rules system for
large scale battles.

Brian’s Rating: If you are a Babylon 5 fan, get your flect in action and buy this game.

FORMULA C-MINUS ¢ Placebo Press * www.placebopress.com

few days afer KODT#44 hit the streets (The issue with the “Formula Day” strip) we received a
eview copy of Formula C-Minus in the mail. Talk about great...er...warped minds thinking a like.
The similarities, s it turns out are only superficial. There are no weapons or violence in this game
(unless you consider the “Fez Dispenser” a weapon). Just a lot of beer-n-pretzels mayhem and a game guar-
anteed to be worth the price of admission.
FC-M isn' a game of high-performance formula racing. Rather this game is for 2 to 6 players about
a Shryner Go-Cart Squad who have gathered at the local Golf n’ Games to quench their need for speed.
Wiearing fezzes, red velvet vests and reeking of liquor and refried beans these low-performance racers
are sure to be crowd pleasers. Their credo? “On the track there are no friends, and he who wins drinks
or freel”
i V]?/hat sets this game apart from most racing games is the inclusion of Option Cards. These include
Power Up (add extra abilities to your go-cart), One Shots (one time advantages), Whammy (played on
other players - usually with bad resulss), and The Pits (play on another player to force them to the pits).
Other cards include Beer Goggles, Offroad Suspension (lezs you take shortcuts across the infield), Taco
Fart (you don't want to know).

E Uh...did I say there was no violence in this game? Players can attack each other as they are racing,

With pamc season st around the comae,
tha Shryners go-cart squad gatherod a1 a ks
wire 10id, cid parada glaries wate rel

Visions of Ben Hur will flash through your mind as you Fez-Bash your opponent on the straight-away.
If you win an attack you immediately get another turn.
Brian’s Rating: Today is a good day to drive!!

PREODE
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Fﬂulnﬁ sgnﬁ Known Worlders

_ Painted Miniatures

vau
mandarin

J-"!

)

AY,

Mercenary

adventurer

T :
srother Battle (f) VOrogy

priest

available in August

www.holistic-design.com

,
O ARIES bone_ | BRIAN, THIS /S WOW BRIAN/ HOW DID YOU GET
A
u 7
DETAIL ON THIs \ R

FIRK DING?!!
I’VE HAD TO STAY
UP FOR THREE NIGHTS
STRAIGHT AND RESORT
TO THE SLOP-N-GO
TECHNIQUE TO MAKE
SURE 1'D BE READY
FOR THE
BIG BATTLE.

THANK You
HOLISTIC DESIGN
FOR THE
PAINTED FIGURES/

I’M SORRY BUT
THAT’S PROPRIETARY
INFORMATION.




I PARTING SHOTS)

VINCENT VAN GoGH's = THE GAMER’S LAMENT
I.ESSER KNoWN RE'_A'"VES (Sung to the tune of Janis Joplins “Mercedes Benz”)

After much careful research it has been discovered that the artist A 20-sided dice is a good chance to win

Vincent Van Gogh had many relatives. Among them were: I hate when I try to bluff and I do it with a grin

His obnoxious brother. .................... Please Gogh I need to get my character some ex-perience,
¢ Cause I can run 50 miles but I can’t jump the fence.

His dizzyaunt . ...........oooii Verti Gogh
The brother who ate prunes. ................ Gotta Gogh I hate when the guys hide their dice in a box,
The brother who worked at a Seven Eleven . . . .. Stopn Gogh They always say they “got it,”
The grandfather from Yugoslavia ................ U Gogh they could be rolling rocks.
The brother who bleached his clothes white . . . . .. Hue Gogh I need to tell the GM a secret or two,
The cousin from Illinois ................... Chica Gogh But he twists it so his girlfriend
) o ) H will always find the clue.
His magicianuncle .................. Wherediddy Gogh
His Hispanic cousin . ...................... Amee Gogh I hate when the guys play the same ol’ game,
The Hispanic cousin’s American half brother .. ..Grin Gogh They say without D&D life is not the same.
The nephew who drove a stage coach ... ... Wellsfar Gogh I'need to tell them off and cry out “you're lame,”
The constipated uncle . . .................... Cant Gogh BuF Ehen I'won't come back,
) : and itll be me that they frame.

The ballroom dancing aunt .................. Tan Gogh :
The bird lover uncle ... Flamin Gogh Some advice if you don’t want to botch and get killed,
His nephew psychoanalyst ..................... E Gogh Stay out of the puzzles if you don't have the skills.
The fruit loving cousin ..................... Man Gogh Don't battle with your party and
An aunt who taught positive thinking ........ Wayto Gogh : don't trust .the new friend,

. And the girls play the best
The little nephew. ... Poe Gogh if they're not dating the GM.
Asister who loved disco ................... Ahgo Gogh
His niece who livesinavan ............. Winnie B. Gogh Yurimi Grigsby
His Monopoly loving uncle ............ Donot Stop Gogh Memphis, Tn

QUOTE OF THE MONTH

“You should hire me away from [company X] because I do
good work and wed work well together. Also because
my company is going down the crapper as we speak.”

GIVE US YOUR BEST “SHOT”

got a parting shots of your own?
send it to Kenzerco@aol.com

Anonymous Game Designer to Jolly at Origins 2000

OKAY, MY LITTLE DICE MONKEYS, LISTEN UP | IS THIS ABOUT MY CASTRATING

"HACK TOURNEY 2000" IS COMING UP IN TWO NEWTS' CHARACTER, STRINGING

MONTHS AND, THIS SORRY LITTLE GROUP OF HIM UP BY HIS HEELS AND

TEN-THUMBED SOCIOPATHS HAS GOT ZERO, LEAVING HIM FOR THAT PACK OF
THAT'S ZERO, CHANCE OF MAKING ITTOTHE ~ RABID DIRE WOLVES ?! THE KID

FINALS, MUCH LESS WINNING, IF You DROVE ME TO IT Il HIS KENDER
WEASELS DON'T STOP BACKSTABBING EACH WOULDN'T sTOP "BORROWING"
A T
OTHER AND WORK LIKE A TEAM 1 MY SPELLBOOKS Il THE KID'S GOTTA LEARN.

This ‘home-brewed’ Black Hands strip was submitted by Albert McCune
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Available
Now from

r - \f-. :
- “j : - “‘1‘.4 al . f
s | tIf you get a chance to play or demo this game, do it.
\ "."‘};;: s Trust me -- you'll be hooked.

PTN?FHG‘ Rich Spangle, wizards.com ¢
; I’ﬂh‘il’ﬂm‘ \ full review at http //WWW wizards. com/or/g/ns/ORGZK/V/rtua/ FM. asp [




Imperial Survey vol.3: 1 t
Hazat Fiefs e Za

?

- @' &t":r"ﬂi ' | : | Y " N b 4

~ 4
Hazat ships:
miniatures

=
Add the deadly
warships of House
Hazat to your
Noble Armada
fleet actions

stalker explorer

The third report to the Emperor on the state } -
scorpion frigate
of the realm reveals the Hazat worlds.

FromIe palace intrigues of Aragon to the
i ities of Sutek and mTIltary academies
of Vera Cruz, the hotq‘{zloded noble lords wage

campaigns on ba‘le s and polltlcal courts.

Also revealed is the state of thegvar for Hira

plus the
xerxes galliot

I SURRENDER TO SARA. THE HAZAT BATTLE SQUADRON SHE’S COMMANDING
IS UNSTOPPABLE. EVEN MY LUCKY TWENTY-SIDER WON’T SAVE ME TONIGHT.

OK, I’LL INFORM DUTCHESS DE SUTEK
OF YOUR UNCONDITIONAL SURRENDER AND

ASK HER TO BRING THE FRIGATES LOBO T CAN'T BELIEVE IT.
YOU CAN'T SURRENDER TO AND 7/GRE INTO POSITION TO FINISH OFF SARA WIPED ME
HER YET BOB. SHE HASN'T DAVE'S MEAGER FORCES! OFF THE MAP/

EVEN ATTACKED YOU.

MUST __
BE
STOPPED.

IT’S NEVER
) TOO

EARLY TO
SURRENDER,
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