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Heroes and Dungeons and Dragons;
oh my!
Kenzer and Company is pleased to
announce the latest title in its line of high

quality comic books, Dungeons and
Dragons: In the Shadow of Dragons.

Written by Jay Donovan
Illustrated by Tyler Walpole
Fully painted cover art by Hung Mac

Act now- preorder your copy of
Kenzer and Company’s new
Dungeons and Dragons
comic book today!

Available in fine comic
and game stores

March 2001.
$2.95

Dungeons & Dragons is a registered trademark
owned by Wizards of the Coast, Inc. and is
used by Kenzer and Company under license.
All Rights Reserved.
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NIGHTS OF THE DINNER TABLE™ was accidentally created by Jolly R. Blackburn way back in 1990

as ‘filler’ for his small press magazine, SHADIS™ It was something of a ¢reative burp’and Jolly real-
ly didn't give it much thought. Perhaps that’s why he was just as surprised as anyone that soon
KODT was overshadowing everything else he'd ever done and that the created was
now controlling the creator.  Fortunately, writing and drawing KODT strips isn’t
the lonely job it was in the past. Hundreds of fans have contributed to the beast
over the years and since joining the ranks of KENZER AND COMPANY and the for-
~ | mation of the KODT D-TEaM, the Knights have gone far beyond anything Jolly or
| fellow D-team members, Steve, Dave or Brian ever imagined. It’s been a wild ride
and the D-Team looks forward to seeing where the gang takes them next.

Best Professional
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Editosiol-ob-o-Modmen:

“KoDT is a celebration — not of
gaming but of gamers themselves.”

From the Editorial of Bundles of Trouble Volume I

‘ J; r ell, here we are -- the big Five-O. Hard to believe that I've sat
down over fifty times to write these editorials and (based on the
ever-rising distribution levels) folks are still buying and reading
KODT. In the immortal words of one game manufacturer who stopped by
our booth at GenCon a few years ago, “Who would have thunk?”
Indeed, who would have thunk that a crappy little comic strip in the
back of a small press zine would go so far? Certainly not I (After all I the
guy who tried in vain to kill the strip several years ago. -shudder-) Those crude-
ly drawn characters, however, dragged me screaming down a career path I
really had no intention of taking. Now, in hindsight I thank God they did.
And thank God I crossed paths with Dave Kenzer, Brian Jelke and Steve
Johansson along the way. Not only have they made the journey more enjoy-
able but KODT has greatly benefited from their creative input. Trust me
when I say this — without their involvement KODT would have gone the
way of the Dodo a long, long time ago. (Thanks, guys))
Now, I'm told a fiftieth issue is a really big mile-stone in the world of
comics — a cause for great celebration. It means you're a survivor in a very
tough market. (4 market, [ might add, that finds KODT to be a very strange
animal and not quite sure what to make of. Is it a gaming product or a comic?)
Celebrating sounded like a darn good idea, so we've pulled out all the
stops on this issue. We're doing a double-issue. Twice the normal helping of
KODT-strips. Twice the fun. Twice the work. (And, hopefully, half the
typos)
Besides forty pages of KODT strips you'll find the most up to date and
complete index to the strips ever attempted (Many t/umks by the way to the
s

members of clubs.yahoo.com/clubs/knightsof table for their help with

DAMMIT DAVE!!
WE SHOULD HAVE
ROLLED TO SEE
WHO GOT TO cur
THE CAKE.

HEy

6an
he ﬁrgt 50 TSSUES was a WTILD RIDEL
reminded that YOU, the reader, are the real héroes -- You re

the mosSt |mpor“tant
- what would be the omto

allowed us'to live the

Whats wrong with this picture? World’s worst drawn

strip finds an audience? — Who would have thunk?

the index. If you haven’t checked out this KODT forum yet - do so. We have over
600 members and growing. If you're a fan, you'll be in good company).

Also in this issue, you'll find bios for all those KODT characters we
haven't covered yet in the back of the various volumes of Bundles of
Trouble. You know who I'm talking about — folks like Crutch, Patty and
so on who never had their own listings. You'll also find bios for those char-
acters who have been mentioned but (until now) never scen. (Bridget
Keating, Sheila Horowitz, Whitey Moran...)

Perhaps it’s fitting that the 50th issue of KODT is also the issue where
we make the announcement fans have been waiting to hear ‘officially’ for
years — the release of HackMaster: the RPG. (For more details turn to this
issues installment of GameVine.) 1t's something readers have been demand-
ing for a long time so we know expectations are high. (No pressure, here)

So.....with all thing considered there really is A LOT to celebrate.

By the way, this issue is dedicated to our fans. You guys RULE!!

'\ -.'rh H E,w th by
]olly R. Blackburn

C’MON, 808!/
YOU KNOW THE
FIGHTER ALWAYS
GETS F/RST HACK,

37 SORRY,
i\ oupE. D/BS -
I CALLED.

Ever oQay we re,

Part o€ the KODT eq_uatuon wWithout \ you
(Know what we mean?)

four Sugpor“t‘ and ovcgwhelmmg enthusiasm has

ream .

we owe vou - oQque,

Many, many thanks €rom the KODT D-Teamss

~ 1 - / 7 =

Issue #50: We've Not Yet Begun to Fight™




Good and Evil come 1in many
forms. You‘ll want all 206..__.

STRATEGO" LEGENDS

is the first board game
system You can customize
and collect. Hand pick
your very own army of
Wizards, Dragons,
Skeletons, Vampires and

so much more! Every box

play: 60 of the 206
holographic pawns to
build your army and

4 of the 24 exciting
battleboards in the system.

With Booster Packs you get
15 pawns to customize

|
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contains all you need to :
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|
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~ © 2000 Avalon Hill Games, Inc., a Hasbro affiliate.
¥ Iﬁ Hasbro.
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"DWARVEN  [iosiiing

most unique dice
known to mortal men.
Each die is handcrafted
out of solid rock by
Crgsta' Casles
artisans. Choose from
Obsidian, Snow
Obsidian, Red Jasper,
Unikite, Blue Jasper,
Rose Quartz, Clear
Quartz, or Hematite.
Order yours TODAY!

(888) 322-DICE

www.crystalcaste.com

HEY GUYS, HAVE YOU SEEN I HEARD THEY/RE MADE OF REAL GEMSTONES.
THE GREAT NEW DWARVEN IMAGINE THAT. IT’S LIKE JEWELRY THAT You
STONE DICE SETS FROM CAN PLAY GAMES WITH.
CRYSTAL CASTE DOWN AT
WEIRD PETE’S?

WOW. LOOK AT THOSE NEW A SNOW OBSIDIAN

HEY BOB, I’LL TRADE YoOU

SEEN 'EMP T ALREADY GOT  COLORS. AND THE QUALITY EIGHT SIDER FOR A RED

/44
MYSELF ALL TEN SETS/! LOOKS LIKE THEY HAVE REAL JASPER SIX SIDER,

YOU’RE IN TROUBLE TONIGHT DWARVEN GEMSMITHS I THINK THE RED JASPER

SCREEN MONKEY. YOU AND  pAINSTAKINGLY CRAFTING EACH
ALL YER GRUDGE MONSTERS/ AND EVERY ONE. Iss Tlggﬁé#al%i m&
THESE BEAUT’S ARE JUST
OO0ZING WITH LUCK. : FIREBALLS.




WEIRD PETE

Dear KODT,

I have been eagerly awaiting the sequel
to the game of the year, Baldur's Gate.
Well, BG2 is out and it is QUITE awe-

some.

However, there was something I
noticed during gameplay that had me
rolling out of my chair with laughter...

During the quest you get from Hendak
in Baldur's Gate 2, you can gain access to
a talking sword. This sword has a lot of
funny tﬁings to say, but during a battle
with the slavers later on, the sword pro-
claimed that ‘My brother is a hackmaster
+12!'

I just HAD to tell you about this,
apparently some folks at Black Ile are
reading your comic!

Keep up the great work.

The Biggest KODT Fan,

Ross Watson

via E-mail

Thanks Ross for pointing out this partic-
ular KODT-sighting outside the comic.
About a dozen readers wrote in to tell us
about the “HackMaster +12!” reference in
BG2. How kewl is that? Now.....if we can
just talk the folks at Interplay into doing the
HackMaster edition of Bag'ur’s Gate, our
lives would be complete.

Jolly

Dear KODT,

First, let me grovel by saying that
KODT is the only magazine I ever buy
(well, an occasional Dragon, but I dont
think you mind). Secondﬁet me ask: Fairy
Meat...can [ order it online? And, if |
can't, where can my distributor get it from
you all? There is a little 4 or 5 person cam-
Faign going on in which we have begﬁed
or Fairy Meat, but one store says they
can't get ahold of it while the other store
asks f%r the info on it. So, how can I get

hold of the game?
Your devotee,
Mr. Bucket (*POP*)
Montclair NJ

We obviously underestimated demand for
Fairy Meat. The game was a surprise hit and
the first print run sold out in a matter of
weeks.

By the time you read this the 2nd print-

Our Readers Talk Back!

ing will be available and your local
gameshop(s) should have no problems order-
ing it fr]o)m the game distributors they work
with.

Yes, you can order KenzerCo Apmdmt
online or by calling the home office. As is evi-
denced in most every issue of KODT, we
encourage our fans to support their local
shops. However, we do realize that many
Jolks no longer have a game shop in their area
and that some rerailers, for whatever reason,
may not stock our entire product line.

At any rate, if you want Fairy Meat it
should be readily available by the time this

sees print.
Jolly

Dear KODT,

Oh wow, I dont even know where to
start. My name is Aaron, I have to say [ am
casily Knights Of The Dinner Table’s
biggest fan. T LOVE you guys and all your
work. I know you have a lot of emails to
read and all so I wont bother with a lot of
your time. I just wanted to say I am leav-
ing for the Army soon and will be cut off
from the wonderful comic books you guys
produce. I was wondering if you coul§ do
something sgecial for me beg(])re I leave. if
not, no problem, I'll still be your #1 fan.
Thanks a lot and I love you guys.

Aaron

via E-mail

Don't fret, Aaron. At least two of the devel-
opers (Steve and myself) have served in the

rmy and were //Jrou 10 report that gaming
is alive and well among the ranks. I expect
youll run into a KODT fan or two in no
time. So chin up.

You neglected 1o send a snail-mail addyess
otherwise | would have dropped a signed copy
of KODT in the mail to you. Then it
occurred to me that thats really not that spe-
cial’. Surely we can do better.

I'made a few phone calls and struck pay-
dirt. I talked with Gary Jackson WZD ﬁii
agreed to send you a waiver for 10,000 expe-
rience points to be applied to your next play-
er character.  Just present it to your next
GameMaster (accredited by the HMPA of
course) and you'll be on the hack-track to
gaming splendor again in no time.

Jolly

Dear KODT,

I'm wondering if Jolly will be at the
ames fair in Essen, Germany, this year?
foll , 1 saw you last year, but I was a bit
frightened to speak to a greater god of
humor without permission. (We're not
worthy! we're not worthy!...) but I was very
amused to see you standing there with a
hand full of german paper money without
having a clue, what worth the notes you
have. You gave the women in front of me
less change money back and she asked you
for the rest and when the turn came to me

to pay for the two comics, you gave me too
much exchange so I had to return you
some of it - very funny!

I have never read a better comic series
than the Knights. the simple reduction of
hilarious line art mixed with that some-
times very subtle insider humour is great-
est (my english is not good enough for really
expressing how mutég I love these). The
drawings remind me of the good old days,
when I'was doing my first bick and white
computer illustrations with my AtariST.

I wonder where I can buy that “Hack

Master GM ToolKit” for my Macintosh?
(smile).
The “Sprechen Sie Dwarvish™-strip was
very cool (especially for me as a german).
but I thought it was unfair from B.A., that
Bob and Dave got no experience points for
developing their own language. (7 laughed
my lungs off when they 51'0! the /mgg[zgng).
Tﬁey should be awarded an extra 5000
exps. for that.

I was very pleased to hear your new
games review poli? [ am a very small
games editor here in  Germany
(www. FlyingGames.de) and it’s nice to hear
that there are more people who think that
“mall games” need some support. In the
last few years too many little or medium
sized game companies have died away.
But the good idea always wins! Therefore

best wishes for a glorious future of the
Knights.

Markus Still

Karlsruhe, Germany

Sadly I won't be attending the Essen show
this year, Markus. (Since this issue will hit
the streers well after the Essen-show you'll
already know this.) My schedule wouldn’t
allow me to go last month but I hope to make
it back soon.

Brian Jelke will be representing us this year.
As an engineer he can make change a a little
better than I can. (Converting U% prices to
D- Marks caused me to blow the few cipher-
ing-fuses 1 had left.)

1 did have a great time last year and it was
wonderful to meet our german friends and to
realize we have so muﬁr in common.

Jolly

Dear KODT,

Just thought I'd take a moment and
compliment you on one of the funniest,
most dead-on takes on RPGs and gamers
I've ever seen. KODT never fails to crack
me up, and bring back pleasant memories
of games past.

I especially appreciate watching “Party’s
Perps” take on the education of Crutch in
all things HackMaster. I've been there
many times myself, as a DM or as a play-
er, helping to {)ring new gamers into our
world. Maybe Patty’s group should try
something I've done in the past.

Several years a go, a friend of mine had

\ UR BEGRVE R SR ERFERAL)

Knights of the Dinner Table Magazine™ * December, 2000




asked if he could be included in our weekly
D&D campaign. He was very excited about
playing, but had little or no concept of ‘playing
in character”and what that meant in a high fan-
tasy setting.

To help him, T prepared a “viewing list” (It
would have been a "reading list", but he claimed
he had no time to "do homework"). Over the
course of one snowy weekend, several of us
(including our new recruiz), rented a bunch of
movies we felt were ‘gameresque”. As we
watched, we pointed out character archetypes
that our new player could aspire towards.

It worked wonders, and he began role play-
ing in earnest. (Although there were occasional
out-of-character disasters. His advice to the party
fzﬁer being trounced by a Death Knight - "Guys,

on't tell this dude to "Eat it". He doesn't like
that.")

Some suggested viewing includes (and this
in no way implies that these are good movies) -
Willow, Robin Hood: Prince of Thieves,
Dragonslayer, The Hobbit, Krull, Cutthroat
Island, The Mummy, Legend, and Monster
Squad.

Thanks for your time. You keep writing
them, and I'll keep reading them.

Travis Holyfield
via E-mail

Great idea, Travis. I was surprised, however,
that one movie in_particular wasn' on your list.
Several issues ago 1 asked readers to vote on what
flick they felt was the ultimate gamer movie.

A lot of readers responded to that request. The
hands-down winner?” Excalibur!

ol

Dear KODT,

First of all, my roleplaying group and I are
great fans of your mag. (We sometimes even jok-
ingly refer to ourselves as ‘the Lords of/ the
Suppertable”). Thank you guys for keeping it
fun! You rock big time!

Now I seek your wise council in a very grave
matter. Last week I visited a nice little gaming
store in Gouda (Netherlands) where I found the
miniatures of the Knights of the Dinnertable.
Hoo-di-hoo! Alas, not only was it the last set,
the set was incomplete as well, it contained two
B.A's, and NO DAVE' AAAAAR-
RRRGGHH. I decided to buy Brian, one B.A.,
Sarah and Bob anyway, cause I figured, four
frikkin" Knights is a hell of a lot %etter than
none at all. But here disaster strikes; the minia-
tures turned out to be impossible to get any-
place else in the Netherlands.

Wise and Noble Knights, how do I come by
a single Dave miniature ? Could you send me
one? Pa-leceeeceze? (Of course I am willing to

2 ,‘ m GOT SOMETHING TO SAY?
%eﬁ Write to TableTalk
c/o KenzerCo
25667 Hillview Ct.
Mundelein,
¢ Illinois 60060

or E-mail:

mailbag@

kenzerco.com

cover the expenses involved).

By the way, I've read a lot of the letters that
other gamers have send to you. For reasons
beyond my scope of understanding there seems
to be a lot of prejudice against female roleplay-
ers. This a small attempt to clear things up:

I am a female gamer myself but,

1. Tam not ugly.

2. nor am I a complete sociopath (although I
do own a Magic deck and a bat leth)

3. My characters are not having babies, not
even the female ones.

I hope you can answer my question and
solve my problem.

Best wishes,
Nicole Helwes Tuinman
Zaandam , Netherlands

Thanks [or your letter Nicole. As far as your
problem - 1 a;}mrfx easy. A Dave figure is on its
way to you. Hell probably be hungry when he

arrives 50 be sure to feed him.

As for some folks' attitudes toward female
gamers? 1 have to confess— I'm as confused as you
are by such behavior. Most of the guys I've gamed
with over the years tended to Zdnguisg over the fact
that there aren't ENOUGH females at the gaming
table. As a mater of fuct our idea of the perfect
woman was a girl who games. (I even married a
gamer - making me one of the lucky ones.)

I can't tell you how many married friends I
have who would give their 1{4(@/ ten-sider for a
way 1o kindle a little interest in gaming in their
spouses. So Im afraid I don't have an answer for

Jou.

Since you've touched on the subject, however,
Jou may want to J@ to the Back Room in this
issue. Hillary Dodas article on “Gamer Grrls” in
issue #48 has been drawing a lot of response.

Jly
Dear KODT,

I would like to testify for the prosecution in
the case “Knuckles v. the DM” (in issue number
48: Stoned Again). 1 cannot sit idly by and
watch poor B§ be tricked by bad matiematics,
so I will demonstrate that Bob's charts are
incorrect, and that he did in fact have a very
good chance of seeing the medusa from his van-
tage.

The defendant's chart shows, and Bob’s
own testimony about Knuckles reveal that the
Medusa stands at seven feet tall, and Knuckles
at 3.5 feet. Knuckles' eyes are then approxi-
mately 3.5 feet off of the floor, and the
medusas' eyes are about 7 feet off of the floor.
This establishes a right triangle whose base is 12
feet long, and whose adjacent height is 3.5 feet
(between Knuckles' eyes and the medusa's
eyes). Thus, if we invoke a little basic
trigonometry, and take the ratio of the opposite
over adjacent right triangle lengths, we can
learn the tangent of the angle between
Knuckles' eyes and the medusas. We now take
the inverse tangent of the ratio .29167 and
learn that the angle between Knuckles eyes is in
fact ap roximate%y 16.26 degtees, not 28.75 as
the defendant previously stated.

In conclusion, even a hat with a 3.25 inch
protrusion from the brow would allow a simple
eyeball movement to see the medusa at the shal-
low angle of 16.26 degrees. Bob's poor mathe-
maticsiave tricked BA, there needfs) to be retri-
bution. I 'was suspicious from the outset when
Bob tried to make the 12 feet between

Knuckles seem like a very long distance, “Grand

Canyon” if T recall. If the medusa were some-

what closer, it would have increased the eye-

contact angle and maybe then his argument
would be valid.

Travis Willingham

Physicist in Training

Dear KODT,

We LOVE your game Fairy Meat. We is
me, my daughter (18) and son (16). The kids
have been avid roleplayers (and SCA partici-
pants) since almost day one. They both like S/F
and Fantasy. Especiaﬁ,y comical things.

We purchased the game at a gaming store
(Sorry, I can't remember the name) in Santa Rosa
(CA) Plaza.

I have a question. Will the game be featured
on your we?; site soon? Will there be updates
and added scenarios and weapons? We haven't
had a chance to play much so haven't added
anything to it ourselves. (Not yet, anyway.)

Thanks for a FUN game. We love it.

Mike

via E-mail

The answer to all your questions is a resound-
ing, “VES!” Players began 3emanding more Fairy
Meat supplements from duay one and weve stepped
up to the challenge in a big way.

Official Fairy Meat miniatures will be
released this month as well as the Fairy Meat
Accessory Pack. Several Fairy Meat supplements
are on the way as well.

ClockWork Stomp brings Gnomes-with-an-
attitude to the game. Other supplements include
Wicked Things and Sugar and Vice.

5Z that doesn’t scratch your itch for more Fairy-
Fodder just let us know.

Jolly

Dear KODT,

Hey I was just wondering - How long do
you pén on keeping this up? I mean, its the
greatest comic I've ever read!! But, isn't it hard-
thinking of several strips each issue? So far
you've written around 200 comics (noz counting
the extra ones in the end of the Bundle of
Troubles). Will you be going to 100 issues, or
even farther?

Marguerite Ashley
via E-mail

Good question. We figure once weve beaten this
gig into the ground so far that no one even bothers
showing up to read the next issue, our work here is
done. Our goal is to become the Archie Comics of
gaming.

Okay, Im kidding of course. We love what we
do zma’y were thrilled  KODT has managed to
entertain so many fans for so long.

If you would have asked me five years ago if
the creative-juices would have sustained the comic
(and readership) for fifty issues, my answer would
have been a blunt, “No!” But hey — who knew?

Will we still be here fifty issues from now? I've
stopped guessing. For now we're content to contin-
ue enjoying the ride and trying to entertain as best
we can. We leave it to you, the reader to tell us,
“Enough already!”

Jolly
d

Issue #50: Weve Not Yet Begun to Fight™



Behind the Green Door s e B,

DEEP IN THE DUNGEONS OF 'KREATIN FAARPANG'...

HMMMMMMMM.... COULD YOU BE A LITTLE MORE
SPECIFIC, B.A? WHAT SHADE OF GREEN? IS IT TEAL?

OKAY, AS YOU CAUTIOUSLY A KELLY GREEN? LIME GREEN? TARRAGON?
PEEK AROUND THE CORNER ~ GREEN DOORPZ//
YOU SEE A SHORT PASSAGE WHY GREEN? THAT’S \
WHICH ENDS ABRUPTLY CERTAINLY 0DD! T WONDER
AT A GREEN DOOR. WHAT’S IS IT ACTUALLY PAINTED
BEHIND IT. GREEN OR IS IT
/ MORE LIKE A VERDIGRIS?

AWAY FROM
THE CORNER.

VERY sLowLy!!!

VERDIGRIS?? AFTER LEARNING LAST COLORS HAVE SREAT MEANING N
WEEK WE'D BE GOING INTO '
EXAMPLE IS USED TO PROMOTE

OH....THAT’S THE GREENISH- THE DUNGEONS OF FERTILITY. REDS AND YELLOWS

BLUE PAT/NA CAUSED BY THE ﬁfﬂ’g,?’ﬁ”ﬁ”ﬁ ARE ASSOCIATED WITH
OXIDATION OF BRASS OR 2 e O oF JOY AND SORROW. INDIGO 1S
COPPER. YOU SEE IT ON OLD O & NOeL, SULTAN THOUGHT TO EVOKE THE SPIRITS
1444
STATUTES AND STUFF LIKE... o o ey oty OF THE DEAD. \BUT GREEN!!!

T KNOW WHAT IT IS, T FAIL \
TO SEE THE LOG/C IN YOUR
LINE OF QUESTIONING.  SiMpLE,

REALLY.

THEY HAD A WHOLE SLEW OF
SHADES OF GREEN -- EACH
WITH THEIR OWN MEANING
AND ALL OF THEM B4D.

UH HUH, JUST AS T
THOUGHT! THIS GREEN

ONE THING FOR SURE. WHATEVER LIES DOOR | BAD NEWS!!
BEYOND THAT GREEN DOOR IS BAD NEWS!! /

COLORS?
MEANING? BUT IT’S
JUST A FRICKIN'
DOOR!! JUST ONE
OF 767 DOORS
ON TH/S LEVEL.

I HAD A GUT FEELING

SOMETHING WAS ABOUT
GO DOWN! WE'D BETTER

BE EXTRA CAREFUL!
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TWENTY MINUTES OF \CAUTIOUS DEBATE' LATER...

OKAY, OKAY, BRIAN’S UNSEEN SERVANT, SLOWLY
PUSHES THE DOOR...I MEAN THE “GREEN DOOR”.
AS IT OPENS AN /NNER GALLERY |S REVEALED.

THE ROOM IS BRIGHTLY ILLUMINATED

GET YOUR DICE READY,
FOLKS!/ IT’S ABOUT
TO HIT THE FAN!/

@\ﬁﬁ«m

\ IT’S A VERY LARGE C/RCULAR
) ROOM WITH A SERIES OF
___ FLUTED STONE COLUMNS

- WHICH R/NG THE
y ENTIRE CIRCUMFERENCE.

it j

BY A MYSTERIOUS UNKNOWN SOURCE.

EVERY SQUARE INCH OF THE WALLS IS COVERED WITH
INCREDIBLY INTRICATE BAS REL/IEF SCULPTURES DEPICTING
SCENES OF EPIC BATTLES FROM DAYS OF ANCIENT PAST.

THE HEROES PORTRAYED IN THE SCENES ARE NAMELESS TO
YOU -- YET THEIR GREAT DEEDS SPEAK OUT TO YOU IN
VIVID DETAIL AS YOU STUDY THE SEQUENTIAL ART.

STRANGELY ENOUGH, THE GALLERY ITSELF IS DEVO/D OF ANY FURNISHINGS WITH THE LONE EXCEPT/ON OF A
BEAUTIFULLY ORNATE PEDESTAL CARVED FROM NATIVE BASALT. THE PEDESTAL STANDS IN THE EXACT CENTER
OF THE ROOM AND |S INGENIOUSLY FORMED BY TWO INTERTWINED S/M/AN ARMS WHICH RISE UP OUT OF A
LOTUS PLANT AND END WITH TWO OUTSTRETCHED APE-LIKE PALMS WHICH FORM THE PEDESTAL’S TOP SURFACE.

RESTING ON THE PALMS IS A MAT WOVEN FROM DRIED SEA GRASS UPON WHICH LIES A FINELY CRAFTED '‘BRONZE
CONCH'’ OF INCREDIBLE BEAUTY. YOU SUDDENLY REALIZE THE CONCH |S THE SOURCE OF /LLUMINAT/ION IN THE ROOM.

WHAT A RELIEF! AFTER
THAT AMBUSH WITH THOSE
FECES-FLINGIN' LEMURS

ON LEVEL ONE 1 DIDN'T

THINK WE’D MAKE IT.

A

PTG + 3

HEY DID YOU HEAR THAT? A BRONZE CONCH!/
THAT MUST BE THE QUEST-/TEM WE CAME FOR,

THAT’S THE BRONZE CONCH OF ARRNZ ALRIGHT//
IT’S JUST WHERE THAT ROGUE PRIEST* SAID IT WOULD BE.

LOOKS LIKE HE WAS TELLING

THE TRUTH AFTER ALL.

\

8

THANK GAWD WE FOUND IT/
THAT LITTLE B48Y’S OUR
TICKET TO GETTING OUR FULL
EXPERIENCE LEVELS BACK.

SWEET! LET'S GRAB THE
DAMN THING AND MOVE ON.
I GOT A FEELING THE
DEEPER LEVELS OF THIS
DUNGEON ARE GOING
TO BE CHOKED WITH
MAGIC AND TREASURE.

* See Knights of the Dinner Table issue 49: “Why Didn’t You Say So?” [Justina strikes a deal with a Rogue Priest in order to have her comrades resurrected.
El Ravager, Teflon Billy and Knuckles are restored to life at only half their experience levels. The deal is that once they've retrieved the Bronze Conch of Arrnz

from the Dungeons of Kreatin Faarpang they will be fully restored to their original experience levels.]
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GRAB THE DAMN THING??// WHAT? ARE YOU DEAF?
DIDN’T YOU GUYS HEAR THE TORRENT OF FLAVOR
TEXT COMIN’ OUT OF THIS GUY’S MOUTH?

/

GOOD LORD! -- THIS PLACE JUST REEKS TO
HIGH HEAVEN OF TRAPS. T'M NOT TAKIN’ ANY
CHANCES -- NOBODY GOES INTO THIS ROOM UNTIL
I’VE HAD A CHANCE TO CHECK IT OUT FOR TRAPS,

DAMN/ WHAT WAS
I THINKING ?
YEAH, YOU BETTER
CHECK THINGS OUT.

OH....RIGHT. GOOD
CALL, BOB.

AN

OKAY, I'M KINDA SPOOKED WHAT WITH THAT GREEN DOOR
AND THE EXCESSIVE LENGTH OF THAT ROOM DESCR/PTION.
THIS “"CHECK FOR TRAPS” CALLS FOR THE APPROPRIATE DIE.

\

HMMMMMMM....LET’S SEE. T THINK I’LL GO WITH ONE OF MY
‘SPECIALIZED’ LUCKY TWENTY-SIDERS HERE --
\BENZINE THE BLUE' |S PROBABLY MY BEST CHOICE.

JUST PICK A D/IE AND
ROLL IT, BOB. SHEESH/

YER PULLIN’
out
BENNIE?

BENN/E'S NOT WORTH A DAMN IN
BATTLE - DOESN'T HOLD HIS
LUCK PAST THE FIRST ROLL

BUT HE’S ALWAYS “HOT"
COMING OUT OF THE BAG//

YEAH, YEAH,
THAT’S N/CE.
GO AHEAD AND

MAKE YOUR

GIMME SOME THROWIN' ROOM THERE, DAVE. BENNIE'S
A ‘BOUNCER'. T DON'T WANT ANY /NTERFERENCE.

WOW/ T CAN’T BELIEVE YOU’RE ACTUALLY USIN’
BENNIE! 1 THOUGHT YOU BAN/SHED HIM TO
DICE BAG HELL AFTER HE LOST YOU THAT
BATTLE WAGON TOURNAMENT AT HACKCON AKRON.

WASN'T H/S FALLT.
I PUSHED HIM TOO
FAR THAT DAY.

ONE ROLL LATER...

WHOAH --WHOAH, LITTLE FELLAZ//! HAR HAR!!!! BOY,

WHICH COLOR DO You

HeY, HEY!!!/
£ READ AS HIGH NUMBERS,

BE SURE NOT TO

TOUCH HIM// BOB? RED OR WHITE?
JUST READ ME THE ICAN'TTELL IFIT'S A
RESULT, S/IX OR A SIXTEEN?

UH....ER.... GEE, OFF HAND,
HE /S A BOUNCER ISN'T HE? I’'M NOT RE\ALLY SURE.
IT’S BEEN SO LONG SINCE

S/X?? T THINK IT MIGHT T/VE LI/SED BENNIE...

BE A N/NE. BUT THEN
AGAIN... T CAN’T BE SURE.
IT’S ONE OF THOSE REALLY
CRAPPY TWENTY SIDERS

THAT CAME IN THE

BOXED SET OF 2ND

EDITION HACKMASTER

I THINK T USED TO
CALL THE HIGH COLOR
BEFORE EVER\Y ROLL.

HMMMMMM... LEMME
THINK ON IT FOR A MOMENT...

N\ SAY, WHAT
COLOR'S
SHOWIN'
ANYWAY?
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HOLD ON, SARA!!! DON'T HUH??!! WHY THE HEL

ANSWER THAT QUESTION///

I’M NOT STUPID, BOB. THE
DIFFERENCE BETWEEN

SUCCESS AND FAILURE
RESTS ON WHICH COLOR
REPRESENTS H/GH NUMBERS.
FIRST YOU P/CK WHICH COLOR
IS HIGH AND THEN SARA CAN
ANSWER YOUR QUESTION.

L NOT?

N\

THAT’S NOT
FAIR!!!

THEN I SUGGEST
YOU RE-ROLL THE DIE!

THOSE ARE THE

; ONLY TWO
—— OPTIONS T'M

G/IVING YOU.

RE-ROLL?P?!!! THAT'S TOTALLY WHACKED!!
YOU SAT R/GHT THERE AND HEARD ME SAY
THAT BENNIE'S ONLY HOT ON THE F/RST ROLL//

OH RIGHT/ AND A
FIFTY PERCENT CHANCE
OF FAILURE!! DON'T

DO IT BOB -- HE'S
TRYING TO HOSE You!

FINE! THEN KEEP THE
RESULT YOU ROLLED.
JUST CHOOSE THE
HIGH COLOR. YOU HAVE
A FAT FIFTY PERCENT
CHANCE OF SUCCESS!

_/

B-B-BUT THIS
15 5-6-50

YOU BET 1'M GETTING HOSED!! IT'S REAL
OBVIOUS THERE’S ONE B/TCH OF A TRAP IN THIS
ROOM. WHY ELSE IS B.A, BEING SUCH A HARD
ASS OVER A SIMPLE “CHECK FOR TRAPS"?

BUT GUYS, T DON'T
THINK THAT ROGUE
PRIEST HAD ANY
REASON TO L/E.

HE DESPERATELY

WANTS
THAT COINC//.

I KNEW IT/ T KNEW THIS LITTLE
QUEST WAS A FRICKIN’ SET UP!/
I BET THAT WHOLE STORY ABOUT
THE BRONZE CONCH OF ARRNZ
WAS A COMPLETE FABRICATION.

DAMMIT SARA!/ WE’RE NOT TALKING ABOUT
SOME STUPID NPC/ WE'RE TALKING ABOUT B.4.7/
HAVEN’T YOU NOT/CED WHAT’S BEEN GOING ON? HUH? ARE
YOU BL/ND?? EVER SINCE WE MURDERED LORD FLATAROY*
THINGS HAVE BEEN GOING DOWNH/LL AROUND HERE.

/

B.A.’S OUT TO GET US// HE’S YEAH, HE’S BEEN GETTING
HOLDING A GRUDGE REALLY SNEAKY LATELY.

BECAUSE WE SPOILED HIS

PREC/IOUS LITTLE CAMPAIGN. I THINK 1’6 CALLED

JUST REWARDS,

THE BOTTOM LINE IS IT STOPS HERE!!

I'M TIRED OF BEING WH/TTLED DOWN EACH WEEK --

CHIPPED AWAY. MY GAWD, WE'VE LOST HALF OUR

EXPERIENCE LEVELS/ DAVE’S LOST HIS HACKMASTER.
BRIAN’S LOST ALL HIS MAG/C ITEMS AND SCROLLS.
YOU THINK IT’S JUST A CO/NCIDENCE?? HUH??

HMMMRRPPPHH/// T'M
GOING TO DO WHAT T
GOTTA DO TO GET MY
HACKMASTER BACK//

-SIGH-

\

E

* See Knights of the Dinner Table issue 41: “A PLace oF THeIR OwN” [B.A. has an NPC of high-standing (Lord Flataroy) invite the Untouchable Trio (+1) to visit
his estate with the hopes of inspiring them to give up their lives of hack-n-slash and embrace higher ideals. The plan backfired. After murdering Flataroy and

his staff, the group takes over his manor house and casts Garweeze Wurld into a state of war.]

Issue #50: Weve Not Yet Begun to Fight™

10



HEY, HEY CALM DOWN BOB. THERE’S NO NEED TO GET ALL
‘RED’ IN THE FACE ABOUT THIS THING. JUST BECAUSE B8A4. IS
TREATING YOU LIKE A ‘RED’ HEADED STEP CHILD DOESN'T
MEAN YOU HAVE TO LOSE’ YOUR COOL. KNOW WHAT I MEAN?
GO AHEAD AND CALL ‘H/GH COLOR’ AND TAKE THE RESULT.

BRIAN??!!// WHADDA You \
2
THINK YOUR DOING: HUH? DOING?

I’M JUST TELLING
BOB TO CALM DOWN

B.A.’S SIDE ON THIS? - THAT’S ALL.

WHAT THE.... YOU'RE TAKING \
WHERE DO YOU GET OFF?

DON’T GIVE ME THAT. YOU'RE TRYING TO
FEED BOB CLUES ON WHICH COLOR TO
PICK. IT'S WRONG AND YOU KNOW IT//

HUH? CLUES? WHY T
HAVE NO IDEA WHAT
YOU’RE TALKING ABOUT.

N\

GEE, I'M TURNING

FOR CRYING ouTt
Loup, BRIAN -- IT’S

\RED' WITH
Just
SK”_f C’fggﬁf" EMBARRASSMENT
HERE -- WHY THE
\ VERY THOUGHT!

HEY...WAIT A SECOND. YOU JUST JOGGED MY MEMORY.
OF COURSE --IT'S ALL COMING BACK TO ME. I USED TO
ALWAYS CALL RED WHEN ROLLING BENZINE THE BLUE!!

BUT I THOUGHT YOU ALWAYS
CALLED A DIFFERENT
COLOR FOR EACH ROLL.

/ NO, NO, IT
) WAS RED.
THAT’S THE
COLOR I

OKAY B.A., YOU WIN!/ T'LL DO IT YOUR
WAY. I WANT TO KEEP THE RESULT
AND CALL HIGH COLOR. T CALL...

OH NO YOU DON'T!/
NO WAY. FOR YOUR
INFORMATION BR/IAN

JUST /NVALIDATED THE
RESULTS OF YOUR ROLL.

SAY WHAT?
INVALIDATED?

THAT’S RIGHT/ YOU MIGHT
AS WELL ROLL AGAIN. AND
JUST SO THERE’S NO
CONFUS/ION THIS
TIME, YOU'LL USE RED
AS THE H/IGH COLOR/

-GROAN- IF IT’LL GET US
PAST THIS NONSENSE THEN
THE ANSWER IS “YES/”,

T’LL D/CE YOU FOR IT.

CRIPES ALMIGHTY!/ YOU'RE REALLY OUT FOR
BLOOD AREN'T YOU? FINE!!!! THEN HOW
'‘BOUT WE DO THIS -- T KEEP THE RESULT

I ROLLED BUT WE D/CE FOR THE COLOR.
HIGH ROLLER GETS TO DETERMINE WHAT
THE H/GH COLOR |S. HOW’S THAT SOUND?

BUT SINCE YOU MADE THE
CHALLENGE, -I- GET TO
CHOOSE THE TYPE OF DIE.

SOUNDS GOOD TO ME/
WHAT’S YOUR
POISON?

TWENTY-
S/DERS!
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YOU DON’T STAND A CHANCE IN HELL!
%Z?uy éffﬁf \ WHAT THE.....PP? A ONE//
SAYING? THAT’S THE DIFFERENCE BETWEEN HAHAIII! A 1 ROLLED A FRICKIN' ONEP?//
\ YOU AND ME. T'M USED TO LIVING NINETEEN!!/!
YOU’RE AND DY/NG ACCORDING TO THE 7OSS THINK YOU CAN OH NO/ DUDE
GOING TO OF THE D/E. IT’S IN MY BLOOD! BEAT THAT?? YOU ROLLED
ROLL DICE TO BENNIE BY
DETERMINE THE
TALK IS / MISTAKE/
RESULTS OF ’
CHEAP,
YET ANOTHER BOB/ SHOW
DIE ROLL? :

SECONDS LATER....

DAMMIT!! THAT’S BECAUSE
B8.A. GOT ME ALL WORKED UpP
AND FLUSTERED! 1 NEVER
WOULD’VE MADE THAT KIND
OF STUPID MISTAKE IN THE
HEAT OF BATTLE.

HMMRRPPPPH/ T BET HE
DID IT ON PURPOSE!

I’M GOING TO BE VERY GRAC/OUS BOB AND GO AHEAD
AND SAY THE H/GH COLOR WAS INDEED RED -- HENCE YOUR
CHECK FOR TRAPS SUCCEEDED. AFTER ALL YOUR FINAGLING

AND WH/INING YOU DON’T FIND ANY 7TRAPS IN THE ROOM.

HUH? YOU’RE LETTING ME SUCCEED!!/
WHAT’S UP WITH THAT? YOU GOT SOME
KIND OF ANGLE ON THIS OR SOMETHING?

YOU JusT DON'T GET IT,
BOB -- I'M THE GAMEMASTER.
I'M /MPARTIAL. T'M
NOT OuUT TO GET You.

IT’S SOME KIND OF TR/CK, BOB.

PART OF MY JOB IS TO MAKE
SURE THE GAME IS RUN FA/RLY.
DICE ROLLS ARE SACRED.

I COULDN’T SIT BY AND LET YOU
MAN/IPULATE THE RESULTS.

NOW THAT
THAT'S
SETTLED LET’S
MOVE ON.

|

~—_ AReYOU
TAKING THE
CONCH
OR WHAT?

OH... T GET IT. SO, YOU WANT US TO BELIEVE THERE ARE NO 7R4PS IN THIS
ROOM. THEN WHEN OUR GUARD 1S DOWN -- WHAM!!! WE GET SQUISHED LIKE
SO MUCH ROTTEN FRUIT BY A TEN TON BLOCK OF GRANITE OR SOMETHING.

HO HO!// YOU CALLED IT, BOB.
HE’'S GOT SOMETHING LUP HIS SLEEVE.

‘T Yyou ?
DIDN'T YOU HEAR ME NO DOUBT ABOUT I,

YOUR SK/LL CHECK
SUCCEEDED. THERE ARE
NO TRAPS IN THE ROOM.

YOU'D REALLY
LIKE ME TO
BELIEVE THAT -
WOULDN'T You?

12
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HE MUST THINK I'VE BEEN
FRENCH KISSING A MIND
FLAYER OR SOMETHING.

/

DID YOU HEAR WHAT HE
SAID? YARE YOU TAKING
THE CONCH OR WHAT?”

B8.A. 1S DOING ANYTHI

YEAH, NOW HE’S PRACTICALLY
PRODDING US INTO THAT ROOM.

GUYS, T REALLY DON’T THINK
UNDERHANDED HERE. HONEST//

HMMMMM... SINCE YOU CAN ONLY
MAKE AN AREA ‘CHECK FOR
TRAPS’ ONCE THERE’S ONLY ONE
THING TO DO. ACCORDING TO THE
RULES YOU CAN CHECK A
'SPECIFIC’ ITEM AS
MANY TIMES AS YOU WANT.

NG

SO WHY DON’T YOU DO A

%DFUM SWEEP OF THE ROOM?

FULL SWEEP??!!! C'MON GUYS, THOSE TED/IOUS
THINGS ARE LIKE D/ICE CLEANSINGS -- THEY TAKE
FOREVER. 1'VE ALREADY TOLD YOU THERE
ARE NO TRAPS. YOU CAN TAKE MY WORD FOR IT,

WE CAN’T TAKE THE CHANCE. WE’RE ONLY HALF
OUR NORMAL LEVEL AND YOU’VE PRETTY MUCH
STRIPPED US DOWN OF ALL OUR
HIGH POWERED MAGIC AND WEAPONS.

BUT IT’LL JUST SLOW
DOWN THE GAME.

I'M MAKING A FULL SWEEP AND THAT’S THAT/
I’M CHECKIN’ THE FLOOR, THE WALLS, EACH
COLUMN, THE CEILING, THE PEDESTAL, THE
SEA-GRASS MAT AND THE CONCH. AS A

MATTER OF FACT I’M CHECKIN’ TW/CE.

\

LIKE DAVE SAID. WE CAN'T
AFFORD TO TAKE ANY
CHANCES. THIS DUMP |5
JUST ANOTHER ONE OF YOUR
VERITABLE DEATH TRAPS!

\

TWICE??/// BUT
THAT’S INSANE!!

TWENTY MINUTES OF “CHECKING FOR TRAPS” LATER...

STILL NO TRAPS??// ARE YOU SURE? HOW 'BOUT THAT
DEAD SPIDER HUSK IN THE CORNER? I POKE AT IT WITH
A TEN FOOT POLE-- AGAIN, BEING REAL CAREFUL
NOT TO STAND TOO CLOSE. DOES ANYTHING HAPPEN?

I’M TELLIN’ YA THIS IS THE CLASS/C
SET-UP -- AN EMPTY ROOM WITH
NOTHING BUT A PEDESTAL IN
THE M/DDLE OF IT WITH SOME
\CHARACTER-BAIT' SITTIN’ ON TOP?

BOB, GIVE IT A REST/ WILL YA?
YOU'VE THOROUGHLY
CHECKED EVERY SQUARE INCH OF
THE ROOM. THERE ARE NO TRAPS.

-

SITTING THERE
UNPROTECTED.

T

7 SHYARIGHT/ ‘1
LIKE THE CONCH
18 JusT ~

I TRY TO D/SBELIEVE! |F THAT
DOESN’T WORK T WALK INTO
THE ROOM BACKWARDPS AND

TURN AROUND REAL FAST.

AND THE WAY HE KEEPS
TRYING TO PROD US ALONG
WITH HIS PLOT-STICK AND ALL?
L

' “NO TRAPS”
My Ass/

~N
3
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GUYS, WEREN'T YOU LISTENING? B.4. JUST TOOK OFF
HIS GM’S CAP AND TOLD US THERE ARE “WO TRAPS”.
SO LET'S GRAB THE GOODS AND MOVE ON/

\

NOW YER
I ADMIRE YOUR SAND, SARA BUT JusT

SNIFFING OUT 7RAPS FALLS LINDER MY
JOB TITLE. 1'D THANK YOU NOT BEING S/LLY.
TO TELL ME HOW TO DO MY JOB. \

I'M SURPRISED AT YOU, SARA. ARE YOU FORGETTING

WHAT GARY JACKSON WROTE IN HIS FOREWARD
TO “MAKING EVERY DUNGEON KRAWL A
MAJOR HAUL"? “IT'S ALWAYS THE TRAP THAT
GOES UNDETECTED WHICH ENDS UP DO/NG YOU IN.”

BUT BRIAN, HE WAS SIMPLY
SAYING YOU SHOULD ALWAYS
CHECK FOR TRAPS - REGARDLESS.
WE D/D THAT WITH NO RESULTS.

TSK TSK..

SOMETHING AM/SS ABOUT THIS ROOM
TO TRUST HIS INSTINCTS OVER THE YEARS.

GIVES US THE
— ALL CLEAR?

YOU JUST DON'T GET IT,

YOU NEVER SHRUG OFF THE e o L CAE e || wavs For THINGS To TURN REAL
GUT-FEELING OF A FELLOW e UGLY - REAL FAST

PARTY MEMBER. IF BOB FEELS THERE'S N morD THERE & WEIGHTED PRESSURE SWITCHES,

COLLAPSING CEILINGS, TELEPORT-

THAT’S GOOD ENOUGH FOR ME. T'VE COME
YOU'RE GOING TO MITES, SLIP-FER-SURE FLOOR
\ TAKE B.4. 5 WORD? TILES, CONTACT POISON-RESIN,
af SO WHY DON'T RUNES OF EYEBALL IMPLOSION.....
. WE JUST STEP FOR c;zyme out
/ BACK AND LET LOUD S4RA
THE MAN DO HIS WHEN WILL You OKAY, OKAY,
JOB UNTIL HE EVER LEARN? T GET THE

I CAN THINK OF A THOUSAND

ING-TRAPS, BODY HEAT ACTIVATION
SPELLS, CARNIVOROUS BRAIN

POINT. -SIGH- /

FIFTEEN MINUTES LATER...

OKAY, LET’S DO THIS AGA/N. FIRST

I’M CHECKING THE PEDESTAL FROM

TOP TO BOTTOM. THEN I’M CHECKIN’
THAT SEA GRASS MAT.

AGAIN??!/ FIRK
DING BLAST///
FOR THE LOVE COF...

YOU CAN'T
FOOL ME, B.A.
THERE’S
SOMETHING
HERE AND
I'M GOING
TO FINDIT.

OKAY SMART
Guy!’ you
WANT A 7TRAP
SO BAD... T'LL

YOU ONE.

GEE, BOB. I GUESS YOU’RE JUST
TOO CLEVER FOR ME. T REALLY
THOUGHT I COULD PULL THE
WOOL OVER YOUR EYES.

\

AS IT TURNS
OuT, THERE /S
A PO/ISONED
NEEDLE TRAP
HIDDEN IN
THE SEA
GRASS MAT.

GIVE
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AHHA!!!

\

I KNEW IT// VERY SNEAKY, B.A.
YOU ALMOST HAD ME BEL/IEVIN'
THERE WEREN’T ANY TRAPS//

OH PA-LEEZE!
GIMME A BREAK,

GEEZE LOUEEZE// HE
REALLY WAS TRYING TO
PULL A FAST ONE ON US/

THERE/ YOU SEE, SARA?
IF BOB HAS A GUT-FEELING
YOU BETTER BANK ON IT.
HE’'S SELDOM WRONG.

YEAH-- SURE,
BRIAN. SURE.

THE LITTLE GUY
JUST SAVED
OUR 8uUrrs/

C’MON GUYs, Now
CAN WE CONTINUE
THE ADVENTURE?

YOUR LITTLE g\\\ﬁgﬁ{”{y‘

PARANOIA ¢,
FIT HAS ¥

PUT US !

BEHIND.

NOT SO FAST, SCREEN
MONKEY!!! T'M GRABBIN’
THE CONCH AND....

NO!!! BOB,
wAair’/

HUH?P? WHAT’S
THE PROBLEM?

PLAYED INTO B.4.’S HANDS// YOU FORGOT

ACCKK/// DAMN -
YOU’RE RIGHT//
I AM LOSIN' IT.

DUDE, YOU'RE LOS/N’ IT// YOU ALMOST
TO DISARM THE TRAP YOU DOOFUS!

GOOD CATCH,
BRIAN. IT TOTALLY
SLIPPED BY
ME AS WELL.

NICE TRY, B.A.
LUCKY FOR ME OL’
TEFLON BILLY WAS
WATCHING MY BACK.

HE MANAGES TO WARN ME
JUST IN THE M/CK OF TIME
BEFORE I'M ABLE
TO GRAB THE CONCH.

\
I’LL JUST D/ISARM YOUR
GRUDGE-TRAP AND THEN
GRAB THE CONCH/

A FEW SECONDS LATER...
HEH HEH/// LOOKS LIKE T ROLLED A...

A FEW SECONDS LATER STILL...

FIRK!!! A ONE?P?!! A FRICKIN' ONE?

AS YOU ATTEMPT TO D/SARM THE TRAP YOU HEAR A STRANGE
\THOOSH’ SOUND AS THE NEEDLE SPRINGS FORTH AND
SINKS DEEPLY INTO THE SUPPLE BARE P/INK SKIN OF YOUR

\

I DON'T BELIEVE THIS CRAP/
I FUMBLED -- AGAIN!/

/
o o M PARALYS/S BEGINS TO SWEEP OVER YOUR....
DUDE. You
OH MAN// ROLLED BENNY ITS LIKE T SAID, SARA.
THIS 15 GOING BY MISTAKE. sumapa s, PU%ENou can'T TRUST
TO BE 700 YOU HEAR? you THE GM -- EVER!/
SWEET. SHUT UP!! WER
-SNICKER- o SET UP/
Q

FUMBLING-FINGER. A SEARING PAIN SHOOTS THROUGH
YOUR ARM AS THE PO/SON DOES ITS WORK, YOU TRY TO
CRY OUT FOR HELP BUT YOU CAN ONLY GASP FOR AIR AS
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BY JOLLY BLACKBURN,
? ronze ont o aaaaa 000 BRIAN JELKE AND STEVE JOHANSSON
OKAY SARA, YOU MANAGE TO REVIVE BOB. YOUR MOSS AND HONEY CONCOCTION APPEARS . THE COMMON
TO HAVE NEUTRALIZED THE POISON BUT IT REALLY DID A NUMBER ON KNUCKLES' INTERNAL | | sp/kew mMouse  has
ORGANS. HE HAS ENOUGH STRENGTH TO GET UP AND MOVE ABOUT BUT THAT’S ABOUT IT. 3 HITPOINTS ON

AVERAGE. YOU'RE

\ TWO HIT POINTS/ DUDE YOU PROBABLY THINKING

ARE SO SCREWED. SORRY BOB, OF THE SHREW
BOB, UNTIL YOU GET SOME YOU GOT ABOUT AS I DID MY BEST. ACTUALLY, KLUTCHER WHICH
REALIMEDICAL TREATMENT MANY H/T POINTS / DAVE... ONLY RATES
YOU'RE MAXED OUT AT AS A SHREW MOUSE!/! 7 TO 2 H-PEES/
TWO HIT POINTS! W
Al
o)
“‘,"“:}*\- )

[ o — _:|

&
h

WHOAH/ HOLD ON DUDE. DID YOU SAY,

OKAY THAT’S /T// WE’RE GOING TO “GET OUT OF DODGE"? YOU MEAN LEAVE??

GRAB THE FRICKIN' CONCH AND GET
THE HELL OUT OF DODGE!/
\ AFTER COMING ALL THIS WAY? YOU HEARD BRIAN - THE LOWER

I'VE HAD IT ABOUT UP TO ‘HERE’ WITH LEVELS ARE PROBABLY F/LLED WITH TREASURE AND STUFF,

THIS STINK HOLE OF A DUNGEON.

GEE, ARE YOU SURE YOU
DON’T WANT TO CHECK
FOR TRAPS FOR
ANOTHER HOUR OR SO?

WHO CARES!/?
WE GOT WHAT WE
CAME FOR. NOW LET’S
VAMOOSE! T'M

TURN AROUND AND LEAVE EMPTY

DAMN

JusT GIMME
THE GAWD

CONCH!!

HANGIN’ BY A VERY
THIN THREAD HERE.

TO HELL WITH YOU// T DIDN'T
BATTLE MY WAY THROUGH ALL THOSE
FRICKIN’ LEMURS ON LEVEL ONE TO
HANDED. IT’S NOT OUR FAULT YOU
WENT AND GOT YOURSELF PO/SONED.

NOW THAT'S A

FINE!! DO WHAT YOU WANT. BUT I'M TAKIN’ THE
CONCH AND SKEDADDLING BACK TO THAT ROGUE
PRIEST SO HE CAN RESTORE ME TO FULL LEVEL.
I COULD CARE LESS WHAT THE REST OF YOU DO.

WELL I'M WITH BOB8/ WE
GOT WHAT WE CAME FOR.

FINE ATTITUDE.

TTHOUGHT WE  'onet W o e Hon? OKAY, WE MIGHT AS WELL GO
WERE IN THIS COME BACK LATER KNUCKLES IS THEN. YOU'RE NO GOOD TO
TOGETHER. : US THE WAY YOU ARE.

I WAS UNDER THE IMPRESSION YOU’D ONLY LOST A
FEW HIT POINTS, BOB -- NOT YOUR FRICKIN’ SPINE!/
\

IS THIS WHAT THE
‘UNTOUCHABLE TRIO PLUS ONE’
HAS BEEN REDUCED TO?

\

HURTIN’, MAN --
/ HE'S HURTIN' BAD!
HRRMMMFFFF/

\
GAWD THIS BLows!

Story suggested by Anita Everson
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MOMENTS LATER...

YOU EAS/LY MANAGE TO GRAB THE CONCH WITH THE /CE-TONGS
AND JUMP BACK FROM THE PEDESTAL WITHOUT /NC/DENT.

KEWL BEANS/ AND YOU SAY
THIS THING IS MADE OF
BRONZE? SEEMS LIKE A
LAME METAL FOR SUCH
A HIGHLY-PRIZED /TEM.

EEEWWWW, IT’S DEFINITELY MAG/C.
I WONDER WHAT THE HELL IT DOES?
HOW COME THAT PRIEST

WANTS IT SO BAD?

/

YES BUT IT HAS
AN UNUSUAL
GREENISH

SHEEN TO IT.

GREEN?? CAREFUL, BOB/ IT
COULD BE DESIGNED TO
SUMMON MONSTERS OR

SOMETHING. REMEMBER THAT

HURDY GURDY OF OWL-BEAR

SUMMONING T WON IN THAT

POKER GAME THAT ONE TIME?

DO 1 REMEMBER? HELL YES T REMEMBER/ SARA
INSISTED ON PLAYING “WHAT SHALL WE DO WITH
A DRUNKEN SA/LOR” ON IT 'ROUND THE CAMP FIRE
ONE NIGHT. ALL HELL BROKE LOOSE/

FOR THE LAST TIME! T WAS A BARD. THAT'S
WHAT BARDS DO - THEY PLAY INSTRUMENTS.
HOW WAS I SUPPOSED TO KNOW IT WAS CURSED?

I S7/LL CAN'T LISTEN TO
THAT SONG WITHOUT
GETTING THE SHAKES.

WE WERE LUCKY TO
GET OUT OF THAT
SITUAT/ION ALIVE.

BRIAN BRINGS UP A GOOD POINT. T'M
GOING TO EXAMINE THIS CONCH REAL CLOSE.

IS IT EMBOSSED WITH ANY PREC/OUS STONES?
ARE THERE ANY RUNES OR WRITING ON IT?

AS A MATTER OF FACT
THERE ARE SOME
REALLY FAINT
CHARACTERS ON THE
NECK OF THE CONCH.

N\

OH, OH// T SPIT ON THE
CONCH AND TRY TO BUFF
THE AREA WHERE THE
WRITING IS WITH THE
SLEEVE OF MY TUN/IC!

OKAY, SO READ ME THE 8/LL OF GOODS THERE, B.A. WHAT’S IT SAY?

A WOMAN??!!/ T DRAW MY
HACKMASTER PLUS... CRAP!!/
I DRAW MY SHORT SWORD AND
ASSUME MY BATTLE STANCE!

AS SOON AS YOU BEGIN
RUBBING THE CONCH
IT BEGINS TO GLow

BRIGHTLY// OH MY/ LOOKS LIKE IT MAY BE
SUDDENLY THE SERENE |, > MAG/ICAL AFTER ALL.
VOICE OF A WOMAN  , \/51cg >
BEGINS TO WH/ISPER ’ / SWEET/

INSIDE YOUR HEAD/

"BRAVE WARRIOR, YOU ARE INDEED WOR-

IN A VOICE ONLY 808
CAN HEAR, THE WOMAN SAYS,

THY IF YOU HAVE FOUND THE WHERE-
WITHAL TO CLAIM THIS CONCH!
KNOW YE THAT IT IS A G/FT
FROM THE APE GAWD HIMSELF//
USE IT W/SELY IN YOUR HOUR OF
GREATEST NEED”

AN

FOR THE
PRICE CAN
BE GREAT LEST
YE BE IN
MORTAL
DANGER/!"
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MORTAL DANGER, EH? HMMMMM.... SOUNDS LIKE THIS
THING PACKS SOME MAJOR MO-JO. MAYBE T SHOULD
GIVE IT A FEW 7OOTS AND SEE WHAT HAPPENS,

\

HEY I’'M DOWN TO TWO HITPOINTS
HERE. IF THAT'S NOT MORTAL
DANGER 1'D LIKE TO KNOW WHAT IS,

WHAT? DIDN’T You
HEAR WHAT THE LADY
OF THE CONCH
SAID? IF YOU AREN'T
IN MORTAL DANGER
THE PENALTY
FOR USING THE
CONCH |5 SEVERE.

YEAH/ A COUPLE GOOD MOSQUITO
BITES COULD TAKE You out’/

I REALLY SHOULDN’T BE DO/NG THIS BUT I'M
GOING TO REM/ND YOU THAT THE ROGUE
PRIEST ALSO WARNED YOU NOT TO USE THE
CONCH OR IT WOULD BE WORTHLESS TO
HIM -- IMPLYING IT ONLY HAD ONE CHARGE.

I’M NOT TALKING A FULL BLAST.
JusT A LITTLE TOOT.

You Do As You
LIKE -- I’M JusT
WARN/NG YoU
YOU'RE ABOUT
TO ‘BLowW’ 1T,

DON'T EVEN TH/NK ABOUT BLOWIN’ THAT CONCH, BOB.
I WANT MY LEVELS BACK SO I CAN RESTORE THE GOOD NAME
OF TEFLON B/LLY AND SEE ABOUT GETTING MY STUFF BACK.

BRIAN’S RIGHT, DUDE. BESIDES B.A4. IS
STARTIN’ IN WITH THAT “YOU’VE BEEN WARNED/”
CRAP AGAIN. WE BETTER 7OW THAT LINE.

AND FOR GOOD
REASON, M/STER ONE
HALF HIT-DIE BOY!

OH MAN, HE’S REALLY
GOT YOU TWO RUNNING
SCARED DOESN'T HE?

OKAY, T WON’T BLOW THE DAMN THING. BUT I'M
GOING TO KEEP IT AT THE READY ON THE TRIP
BACK -- JUST IN CASE WE RUN INTO 7ROUBLE.

I DON’T KNOW WHY, BUT B8.4. REALLY
SEEMS TO BE OUWT TO GET ME TONIGHT.

I DUNNO, BOB. MAYBE YOU SHOULD LET
ME HOLD IT. THE TEMPTAT/ON MIGHT
BE TOO GREAT FOR YOU AND ALL.

\

WHATEVER, JUST
TRYING TO HELP.

\

SHYA'RIGHT/ BACK OFF,
JACK/ THAT CONCH-BABE
SPOKE TO ME/! T'M
KEEPER OF THE CONCH!!

-~
L
Ji

G

G UsT BE
CAREFUL™ )

WITH IT.

< 0
<

LATER THAT NIGHT....

I WONDER IF THAT

MERGA-TROLL |S
ANYWHERE AROUND?
HE’S HAD PLENTY OF
TIME TO REGENERATE.

OH MAN, -GULP-
I FORGOT ALL
ABOUT THAT BRIDGE.

AS YOU INCH YOUR WAY ALONG THE NARROW LEDGE ON THE MOUNTAIN’S
FACE, HUGGING THE ROCK AS THOUGH YOUR L/VES DEPENDED ON IT, YOU
COME TO A BEND WHICH BLOCKS YOUR VIEW OF THE TRAIL AHEAD. AFTER
CAUTIOUSLY INCHING YOUR WAY AROUND IT YOU DISCOVER A PRECARIOUS
LOOKING ROPE BRIDGE JUST A FEW HUNDRED YARDS AHEAD. IT’S THE
SAME BRIDGE* YOU CROSSED OVER ON YOUR WAY 7O THE DUNGEON.

WHAT’S WRONG, BRIAN?
AFRAID YOU'LL GET
WHAT’S COMING TO You
FOR SHOVING THAT POOR
CREATURE OFF THE CL/IFF?

HEY OUR F/REPOWER 1S
GREATLY DIMINISHED.
AND WITH KNUCKLES
DOWN TO ONLY TWO

UH....GUYS? HIT-POINTS? IT MAY BE
MAYBE WE W/SE TO AVOID ANY
BETTER FIND TROUBLE WITH THIS GUY.
ANOTHER
ROUTE.

* See Knights of the Dinner Table issue 49: Heavens to Merga-Troll: On the way to the Dungeons of Kreatin Faarpang the party meets a
Merga-Troll who turns out to be an incredibly friendly host who has been assisting travellers on the treacherous mountain trail.
After being fed and entertained by the Troll, Teflon Billy (Brian) shoved the Troll off a cliff commenting, “That just ain’t natural.”
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AS YOU NEAR THE BRIDGE YOU SEE A SHADOWY FIGURE EMERGE FROM
THE 7ROLL’'S LAIR ON THE FAR SIDE. IT'S THE MERGA-TROLL BRIAN
SO RUDELY SHOVED BEFORE. STRANGELY ENOUGH HE LOOKS HAPPY
TO SEE YOU. HE WAVES AT YOU AND HOLLERS, “HA4-LOO00000!//!/"

REALLY? HE’S BRIAN WAS RIGHT/ THESE
NOT PISSED? GUYS JUST AREN’T
NATURAL!! THAT DUDE
SHOULD BE F/T TO BE T/ED.
HE DOESN’T APPEAR TO BE.
NOT IN THE LEAST.

THE TROLL |S ABSOLUTELY G/DDY
WITH DELIGHT. HE MOTIONS FOR
YOU TO COME ON ACROSS.

V[ JUST COOKED
A UP A NEW BATCH
: OF MY GROUSS

— ON/ON STEW!!!"

“OH... AND T HAVE A KEG OF GOOD STOUT ALE!! THE
FIZZY KIND. T’LL SHARE IT WITH YOU. COME INSIDE/
I'D LOVE TO HEAR ALL ABOUT YOUR ADVENTURE!!"

/ MAYBE HE DOESN’T REALIZE BRIAN
PUSHED HIM. LET’S GET OUR STORY
STRAIGHT -- TELL HIM HE SL/PPED ON

OH GAWD? THIS IS A BANANA WORM OR SOMETHING.

SO AWKWARD!!!
HE WANTS US TO I’LL LET YOUW DO
STAY AND V/SIT. THE TALKING. I IT COULD BE A

DON'T THINK T TRICK! EVERYONE
CAN L/ETO HIM. ACT LIKE YOU HAVE
FULL HITPOINTS!

OKAY, SOUNDS LIKE THIS GUY IS CLUELESS.
I COULD USE A LITTLE REST. WHO KNOWS -
- MAYBE HIS STEW HAS SOME KIND OF
MEDICINAL VALUE AND YOU'LL SEE FIT
TO GIVE ME BACK A FEW H/TPOINTS.

STRANGER THINGS

HAVE HAPPENED IN YEAH, LET’S GRAB
THE WORLD OF SOME FREE GRUB AND
HACKMASTER, DRINKS BEFORE

I SUPPOSE. WASTING HIM- AGAIN.

OKAY, WE’LL CROSS THE
BRIDGE AND ACCEPT
HIS /NVITAT/ON.

THE 7ROLL IS STILL WAVING
AND SMI/LING AT YOU.

SNEER.

AS YOU HEAD OUT ACROSS HIS HAND REACHES DOWN TO A LEVER-LIKE DEVICE ON THE SIDE OF ONE OF THE
THE BR/DGE YOU NOTICE BRIDGE’'S SUPPORT-BEAMS. WITH AN AUDIBLE “KA4-KLACK!/!" HE PULLS IT.

SUDDENLY A LARGE SECTION OF THE BR/DGE-PLANKING BENEATH YOUR
\ FEET DROPS AWAY REVEALING THE VALLEY FLOOR NEARLY 7,000 FEET
AS YOU REACH THE BELOW. IT'S A BEAUTIFUL VIEW -- ONE WHICH YOU’LL HAVE PLENTY
\ HALF-WAY POINT, OF TIME TO APPRECIATE ON YOUR CANNONBALL-PLUNGE DOWNWARD.
\\)t%g HOWEVER, HIS /
=) 7 %:‘ DEMEANOR OH MY NOW THAT'S THE
g ;X\{ SUDDENLY AS YOU FALL, THE TROLL YELLS/ GOODNESS/ WAY A TROLL
i ??\‘ ' CHANGES. THE DOWN, “SHOVE ME WILL your?/” - \ SHOULD BEHAVE!
IR IE SMILES TURNS . !
‘-t ~~ TO A MENACING
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B.A., I USE MY SEEKING-GRASPING HANDS
SKILL TO GRAB ONTO SOME PART OF THE BR/IDGE!/

GOOD THINKING, SARA. YOUR BARBARIAN
MANAGES TO CATCH HOLD OF THE ROPE-
LASHING ON ONE OF THE PLANKS WHICH
DROPPED AWAY BUT IS STILL ATTACHED.

I FOLLOW SUIT AND
DO THE SAME THING/

4 /
YOU DON’T HAVE \ WE’RE TOAST!

THAT SK/LL, BOB.

/

i%& T

ANYTHING WILL DO. A FRAYED ROPE, A BIT OF PLANKING.

WADDA WE DO? WADDA WE DO?

I DON’T KNOW. MAYBE WE

SHOULD... UH... DUDE!!! GOOD
THE CONCH!!/ THINKING,
BLOW THE FRICKIN’ CONCH!!! DAVE.

1 BLOW THE CONCH OF ARRNZ!!!

/

IT SHOULDN'T BE A PROBLEM EITHER
SINCE T SPECIFICALLY SAID 1I’D HAVE IT
AT THE READY AT ALL TIMES.

THE CONCH? YOU'RE CALLING
UPON THE CO\/VCH'S POWERS?
WHILE YOU’'RE FALLING?

Ry

THAT'S
Exacry —
WHAT /M B
DOING/

HMMMMM...
THIS SHOULD
CERTAINLY BE
INTERESTING

YOU PUCKER UP AND BLOW
INTO THE BRONZE CONCH. THE
SOUND WHICH REVERBERATES

FROM IT IS ASTOUNDING!!!

\

THE SOUND IS LIKE THUNDER
TO THE EARS. YOU CAN ‘FEEL'
IT POUNDING ON YOUR CHEST.

/

ALMOST IMMEDIATELY THE CONCH BEGINS TO RESONATE IN YOUR HANDS AS IT EMITS A
BRILLIANT WHITE LIGHT FOLLOWED BY AN EERIE S/LENCE. EXCEPT FOR THE WH/STLING OF
THE WIND ON YOUR EARS, AS YOU CONTINUE YOUR PLUMMET DOWNWARDS THERE IS NARY A SOUND.

THEN IT HAPPENS... TWO THOUSAND AND THREE APE-SHAMAN WARR/IORS |SSUE FORTH FROM THE CONCH TO
RESCUE YOU FROM HARM. EACH S/MIAN-WARR/OR 1S FULLY ARMORED, BRANDISHING AN OBS/DIAN BLADE AND
CHATTERING OUT A WAR CRY WHICH WOULD MAKE THE BRAVEST OF MEN QUAKE AT THE KNEES!/

20
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UNFORTUNATELY THE WAR CR/ES ARE
QUICKLY REPLACED WITH TWO THOUSAND
AND THREE SHR/IEKS OF HORROR AS THE
WARR/IORS REALIZE THERE IS NO GROUND
BENEATH THEIR FEET AND THAT THEY ARE,
IN FACT, FALLING TO THEIR DEATHS!!/

g&ﬁ N

~Z&  IN A TANGLED MASS OF
N FLAPPING ARMS AND

' LEGS, YOU AND THE S/M/-
AN ARMY PLUMMET,
EVENTUALLY CREATING

A SMALL CRATER ON THE

VALLEY FLOOR!

OH MAN, THIS IS FREAKIN’ H/LARIOUS!/ CAN YOU V/ISUALIZE IT?
-SNORT- THE LOOK ON THOSE APE WARRIORS’ FACES AS THEY
POURED OUT OF THAT CONCH?? -SNICKER- -CHORT- OH MAN...

ABOUT AS FUNNY AS THE LOOKS
ON YOUR FACES RIGHT NOW...
-HAR--

THIS IS cLAss/c!!!

-GIGGLE- YOU KNOW...
IT /S KIND OF FUNNY WHEN
YOU THINK ABOUT IT.

FUNNY??!! JUST WHOSE S/DE ARE YOU ON?

OH No!!!!
-CHOKE- -CACKLE-

I’M SORRY, BOB. REALLY.
DON’T WORRY. T’LL CLIMB
DOWN AND SORT OUT THE MESS ON TOP OF THAT MASS OF
-CHUCKLE- SOMEHOW.

HEY, AS T WAS FALLING 1
ATTEMPTED TO CL/MB UP

TANGLED BODIES.
DID THEY BREAK MY FALL?

1 ROLLED TO SEE IF THERE WERE ANY W/TNESSES. HA HA!! HO
HO/!/ THERE WERE TWO GOAT-HERDERS, -CACKLE-
AND YOU LANDED ON THEIR HERD!! HAR HAR!!/

OH YOU THINK IT’S REAL FUNNY DON’T YOU// T BET YOU JUST
CAN’T WAIT TO GET TOGETHER WITH ALL YOUR “G.M.
BUDDIES” AND TELL ‘EM HOW YOU BONED US AND TRASHED
OUR CHARACTERS. REAL PROUD OF YOURSELF AREN’T YA?

CAN YOU IMAGINE WHAT THEY WERE THINKING ?
SUDDENLY A BUNCH OF APES FALL FROM THE
SKY AND KA-SQUISH!

[ R ey

YEAH-RIGHT, BOB// LIKE ALL US
GAMEMASTERS GET TOGETHER
AFTER HOURS AND COMPARE
NOTES AND TELL STORIES.

PA-LEEEZZEE!!
Y ——  We Do HAVE REAL

-'_.‘ LIVES YOU KNOW.

TNFank ] tlf_!l
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..OH MAN THAT’S H/LAR/OUS!/ YOU MEAN BOB HOSED
HIMSELF BY ROLLING THE WRONG D/E? TWICE??!/

HE WAS FROTHIN' AT THE MOUTH. I’VE NEVER SEEN HIM SO TORQUED!
BUT WA/T -- YOU HAVEN’T HEARD THE BEST PART. SO THEY TAKE THE
CONCH YOU SEE AND LATER THEY COME TO THIS BRIDGE AND...

YOU MEAN IT GETS BETTER? THAYY N/TRO!/ TELL ‘WIM o
WHATCHA DID TA POOR o
GORDO TAN-IGHT/

GO AHEAD -- TELL 'WIM

- HEY FOLKS/// \

HEY EARL/!! PATTY!!/ ‘BOUT TIME YOU

B.A. WAS JUST TELLING US
TWO SHOWED UP. YOU GET LOST? HOW HE CLEANED HOUSE TONIGHT.

SORRY WE’RE LATE. WE

CALUGHT BOB REALLY GOT HOSED. AND GET
THE MIDNIGHT THIS -- HE DID IT TO HIMSELF.
SHOWING OF AWH MAN/ YOU SHOULD’A
AWK THE SLAYER" SAID SOMETHING/ T LIKE T WAS TELLING
THE 'DIRECTOR’S cuT.”  WANTED TO SEE THAT. T WANT EVERY DETAIL. NITRO HERE.
LEAVE NOTHING OuT// THE GUYS COME TO THIS
/ GREEN DOOR AND...
LO PATTY/ \
DID WE M/SS ANYTHING? HEY, EARL/

| : 4060
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ipe them out.
A“ of them. |

© Lucasfim Ltd. & TM. All rights reserved. Used under authorization.
©2000 Avalon Hill Games, Inc., a Hasbro affiliate.

STAR.
WARS

In the, ultimate battle of good ver- .
_ sus _evil, players \ vié for control ‘of
Theed Palace s

Four dif‘ferent i_)a'ttles are happen-
ing on three different gamebeards ’
at the same time. Choose y_ofjr'

- cards carefully. Allocate resources

_to forge ahead in some battles’
without falling too far behind in
others. Planning, card manage-

- ment and tactlcal positioning are
key. Do you concentrate on the -

- battlefield? The Jedi? Anak|n7 The
Palace? = :
Do you include a little of each?
Where is your opponent gomg to
strike next? -

(www avalonhill.com

Your strategy will help determine
" how this episode ends.

www.starwars.com .



he enigmatic , alien Vau
civilisation was old when mankind
was in its infancy

hey have an ancient prophecy
of war on an untold scale :
that will rend the heavens asunder

Science Fiction Roleplaying

HEY DAVE, WHAT'S OH, IT’S MY NEW VAU MANDARIN OUTFIT.
; TURNS OUT THESE GUYS AREN'T THE /T
WUSSES WE THOUGHT THEY WERE. SO MR, KNOW-ITALL.
\

DAVE’S ERRAND BOY?
THEY JUST NEEDED A LITTLE PUSH IN
THE RIGHT DIRECTION FROM SOMEONE
WHO KNOWS THE INS AND OUTS OF HMMRRRFFF/
I KNEW T SHOULD VAU SOCIETY. I LEARNED ALL ABOUT BEGINNER’S LUCK.
HAVE PAID WEIRD PETE IT IN THE NEW WAR /N THE HEAVENS:

HEGEMONY BOOK.
THAT HUSH MONEY TO HAVE
HIM KEEP THIS NEW RELEASE CAN I BE ON

YOUR SIDE? I'D BETTER GET
A SECRET FOR JUsT . MY HANDS ON THAT
ONE MORE WEEK. . BOOK - QUICK!




TWENTY MINUTES LATER...

..50 HE BLOWS THE FRICKIN’ CONCH AND OUT POUR TWO THOUSAND APE
SHAMAN WARR/ORS WHO OF COURSE PLUMMET TO THEIR DEATHS ALONG WITH

WOULD You LIKE
B08B, DAVE AND BRIAN. YOU SHOULD HAVE SEEN THE LOOKS ON THEIR...

ANOTHER DRINK, PATTY?

CONCH OF AARNZ, HUH?
I THOUGHT GM QUARTERLY

7
A booeian | LISTED TWO THOUSAND AND THREE
YA WARRIORS INSIDE THAT THING.
THANK YOU.

\

I STILL DON’T KNOW
WHY YOU SUBSCRIBE

RIGHT. MY BAD. THAT’S EXACTLY
HOW MANY I 70LD THEM. ANYWAY, TO THAT. T CARRY 1T
SO NEXT SARA CLIMBS DOWN TO...

IN THE SHOP.

I HAVE TO ADMIT, T WAS A LITTLE RATTLED WHEN
BOB SAID SOMETHING ABOUT ME GETTING TOGETHER
WITH MY “GM BUDDIES” AND SHARING STORIES.

WELL YOU DIDN’T LET ON DAT HE
W-W-WHAT??2/// MIGHT BE R/GHT OR
HE SA/D THAT? ANYTHING DID YA? -HIC- You
/ THINK HE SWSPECTS SUMTHUN?

I DENIED IT
OF COURSE.

I DON’T THINK HE REALLY KNOWS ANYTHING,
PETE. IT WAS JUST SOMETHING HE BLURTED OUT.

YOU DON'T “THINK"?
FOR CRYING ouT

IF DA PLAYERS EVER
GOT WIND OF OUR

Loup, B.A./ LITTLE ‘AFTER HOURS’
GET TOGETHERS...

Guys,

WE’RE

KEWL!!

REALLY/ YA WEREN'T
FOLLOWED h
WERE YA?

~

NO, T WASN’T FOLLOWED. EVERYTHING’S F/NE, PETE.
HEY, WHAT’S WRONG WITH SQU/RRELY TONIGHT, ANYWAY?
HE USUALLY HITS THE POOL TABLE PRETTY HARD.

AWWWWW, HE’S JUST POUTING.
HE LOST A CO/N FLIP EARLIER AND
HE’'S MOPIN’ ABOUIT IT.

COIN FLIP?

SAY, DIDN’T I HEAR SOMETHING ABOUT GORDO
WHEN I CAME IN? HE STILL PLAYIN’ A PIXIE-FAIRY?

NAAAA, T GOT THE BOYS PLAYIN’
SPACKHACK FOR A WHILE. I’M LETTIN’ EM
COOL THEIR HEELS AFTER THAT LITTLE
‘SAUNA OF SAP EXPERIENCE LEVELS’
TRAP I THREW ON THEM A FEW WEEKS AGO.

OH, THAT
REMINDS
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THAT WAS HOME-BREWED WASN'T IT? OH PWEEZE! -HIC- LO... -HIC- LOGAN GOT

T WAS WONDERING -- COULD I GET THE SPECS FOR DAT TWAP FROM GRIMOCK'S TWAPS AND
THAT? I’M WORKING ON A LITTLE C/TY ADVENTURE PERWILS -ERP- DAT BOY AIN‘T HAD AN
AND T MIGHT TRY THROWING THAT IN ORWIGINAL THOUGHT IN TEN YEARZZZ -HIC-
TO HELP ROUND THINGS OLIT. \

OH... SURE. TRUTH IS I \ T EVER TELL YOU WHAT DAT
GOT THE ‘RECIPE’ FROM OH BOY... WHEN SUNUVABITCH DID TO ME BACK
LOGAN FOREMAX. T'LL OH, THAT WOULD PETE STARTS IN 852 HUH? DID 12 -HIC-
GIVE YOU HIS E-MAIL. BE GREAT. TALKING LIKE THAT  Wg DOUBLE-ROLLED A TO-HIT

/ IT’S TIME FOR ME AGAINST MY DWARVEN THIEF!
TO HIT THE ROAD. /

\COURSE HE
. DENIED IT. -ERP-
BUT T KNEW!/_

]

HAR HAR!!! THAT DAMN JERRY!// YA KNOW WHAT HE
WANTED TO RUN AS A CHAR-WACTER? HUH?
..O000000H, LEMME TELL YA, BA. DOZE WERE DA A SHAMBLING MOUND!!! CAN YOU BEWIEVE DAT?
DAYS, THEY WERE. THERE WAS ONLY ONE GAME IN TOWN ON A FRICKIN’ WAR HORSE!! HAR HAR!! T TELL YA...
AND EVERYBODY KNEW HOW TO PWAY. -SIGH-
/ UH YEAH, PETE. YOU TOLD ME \
THIS STORY - MANY TIMES.
YOU DON’ BEWIEVE ME? YOU ASK BRIAN! HE KNOWS.
HELL-BELLS// WE USED TA CARRY OUR D/CE BAGS 2
WITH LS EVERY WHERE WE WENT. SHEEEEETTT!! You AN HALAN ELLISON aND TOM CIArCY
NEVER KNEW WHEN A GAME WAS GONNA POP UP. BOUGHT THIS YUGO AND TOOK IT...

LOOK, T GOTTA HEAD OLIT. \
e o aey 20 T WORK TOMORROW.

UH... REALLY?
THAT’S NICE, PETE. GARC/A ON THE YOU LINDERSTAND,
VERY NICE. _ GRATEFUL DEAD e
\gg ROADY BUS/
J',;ﬂ q.:;‘\‘

LD

i

-SIGH- T SCHILL CAN'T BEWEEVE IT, B.A, -BELCH- AFTA’ ALL
DEEZ YEARS YA FINAL-WEE GOT CON-TWOL OF YER CAMPAIGN
BACK. DAT... -HIC- DAT'S GOTTA FEEL PWETTY GOOD. EH?

UH YEAH, IT DOES...
NAAAAAAZ/Z T'M FINE! T CUT OFF SQUIRRELY HOURS AGO.
\ THAT’S WHAT THE CO/N FLIP WAS ALL ABOUT.

\

THE LOSER HAD TO BE
DESIGNATED DRIVER!

SAY ARE YOU ALR/IGHT FOR GETTING HOME?
MAYBE T SHOULD DR/VE YOU.
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A Legacy in Ruins

BY JOLLY R. BLACKBURN

OKAY, SARA MANAGES TO DRAG YOUR CARCASSES BACK TO THE ROGUE PRIEST IN THE GOAT HERDER’S CART
BUT, AS YOU SUSPECTED, THE CONCH IS USELESS TO HIM -- IT’S POWERS HAVING BEEN D/SCHARGED.

DON'T JUST STAND THERE SARA.

MAKE N/CE WITH THE MAN.
%
A DEAL'S A DEAL! GIVE HIM A LITTLE MOT/VAT/ON:!

THE CONCH INTO THE CART

ON TOP OF YOUR BODIES.

THE ROGUE PRIEST INFORMS SARA THAT
SINCE YOU WERE K/LLED ATTEMPTING TO
FULFILL A QUEST ON HIS BEHALF, HE’S

BUT AS FAR AS “THE DEAL” GOES, IT’S OFF/ YOU WERE TO BRING
WILLING TO FOREGO HIS USUAL RATE HIM THE CONCH IN “WORKING ORDER”, BESIDES... I DON'T
AND RA/SE YOU FOR THINK YOU REALIZE THE FULL RAMIFICATIONS OF YOUR DEATHS.
ONLY 73,250 GOLD PIECES EACH.

S S
~~ 2 WE'D LIKE TO GIVE YoU S s EVEN IF HE SHOULD RA/SE
N AN EVEN B/GGER Z
' PRICE BREAK BUT HE L

NLE YOU, YOUR ORIGINAL
Shik EXPERIENCE LEVELS,
HAS TO RECOUP (Y
-

, / WHICH WERE ON
WOLD', ARE NOW
Exfﬁé’iﬁiﬁfﬁ AP A PERMANENTLY LOST.
SURCHARGE AND ALL.

OH SWEET MOTHER OF...

LOSTIIINY \
/N

-CHOKE- IT'S MY FAULT GUYS.

I SHOULD HAVE CAUGHT THAT.
P-P-PERMANENTLY?

WHAT THE HELL ARE
YOU MEAN FOREVER?

YOU TALKIN’ ABOUT?
SORRY GUYS,

TH:‘J'SJQ’E? UH OH// FIRP!! OH LORD!
7,
SAY ABOLIT . \ \ —— IS ALL
DIMINISHED ;
RITES!

MY FAULT//
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B-8-BRIAN??!/
WHAT’S HE
TALKING ABOUT?

IT’S NOT TRUE 1S IT?
HALF OUR EXPERIENCE
LEVELS -- UPIN SMOKE??

SORRY GUYS - WE'RE SCREWED!
WE NEVER SHOULD HAVE AGREED
TO THAT DIMINISHED RITE!!
\
ACCORDING TO THE RULES IF YOU SHOULD

DIE AFTER BEING RAISED WITH A D.R.
BEFORE HAVING YOUR FULL LEVELS
RESTORED... -GULP- THEY'RE LOST//

THIS BLOWS// YOU MEAN T JusT
LOST OVER E/GHT LEVELS OF
EXPERIENCE?? JUST LIKE THAT?

OH MY GAWD!/! HOW WILL T BE
ABLE TO FACE MY FRIENDS??//

2 .
8 °

I’M AFRAID SO, GUYS, THE
RULES ARE VERY CLEAR. THIS IS TERRIBLE! WE
\ WON'T BE ABLE SHOW
OUR FACES AT THE
P-MASTERS™ |CE CREAM

B.A. HAS US SOC/AL NEXT MONTH/
DEAD TO RIGHTS! /

R

<t _gs°®

GUYs??/!// LISTEN TO YOURSELVES//
C’MON, IT’S NOT LIKE YOU'RE DEAD...

|

ER...UH...ACTUALLY T GUESS YOU ARE.

\

WHAT T'M REALLY TRYING TO
SAY IS T CAN GET YOU RA/SED!/

RAISED? BUT IT WOULD TAKE
ALMOST 40,000 GPS TO
RAISE THE THREE OF US.

/

o

=89 " x

EXACTLY// ARE YOU FORGETTING THAT I SEARCHED THE BODIES OF
THOSE APE SHAMAN WARR/ORS WHO POURED OUT OF THE CONCH?

\

B.A INDICATED THAT EACH OF THEM WAS WEARING A JADE
TOTEM NECKLACE! THEY’RE ONLY WORTH 20 G.P.S
EACH BUT I LOADED NEARLY 2,000 OF THEM INTO THE CART/

B8/G WHOOP!!/! WE'RE STILL
ONLY HALF-LEVEL/ DO YOU HAVE
ANY IDEA HOW MANY YEARS IT
TOOK US TO CLAW OUR WAY UP
THAT E.P. LADDER??!/

OH NO... UH UH!!!
THERE’S NOT GOING TO
BE ANY TALK ABOUT
RAISING ANYONE!!

* P-Masters (Player-Masters): A private club associated with the HackMaster Player’s Association (HMPA). Membership is by invitation only
and to qualify, the nominee must have an active (and certified) HackMaster player character of at least 12th level or above.
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JUST STEP AWAY SARA. WE DON’T NEED H/S
SERVICES. YOU CAN JUST TAKE MY BODY BACK TO
GNAT'S FOLLY TO MY FAMILY BURIAL PLOT.

DAMN/ T THINK YOU JUST AH/T THE NA/L RIGHT ON THE
HEAD BIG GUY. T WAS THINKING THE SAME THING.

\

YOU'RE
JOKING... NOT AT ALL. MY PROTEGEE™,
RIGHT? BURGUNDY LOTUS, JUuST MADE

73TH LEVEL LAST MONTH.

\ 1'D SAY THE T/ME TO ACTIVATE
HIM AND BRING HIM INTO

P.C. STATUS HAS COME.

'\COURSE KNUCKLES THE SEVENTH HASN'T FINISHED
HIS ACCELERATED SKI/LL TRAINING BUT HELL, HE’S
JUST A FEW POINTS SHY OF 74TH LEVEL. I COULD
HAVE HIM IN F/GHTING SHAPE IN NO TIME.

THEN IT’S SETTLED.
SARA, IF YOU CAN
RETRIEVE OUR W/LLS
AND TAKE THEM TO
THE PARCHED FROG

UH PLAYING A LOW- WE CAN START
LEVEL HAS-BEEN!  THINGS IN MOT/ON.

/ N \

= H a@a a‘@‘.

=

DITTO! WE MIGHT
AS WELL BRING 'EM
ON LINE. BEATS
THE HELL OUT OF

GUYS?2/// T HATE TO 40D TO YOUR
WOES. 1 REALLY DO. BUT I’M AFRAID
I HAVE A BIT OF BAD NEWS FOR YOU.

YN/  ACCORDING
W/~ T0 HM RULE

N UPDATE

NUMBER 724...

e~ eamarr—

- /

THE MENTOR-PROTEGEE RELATIONSHIP IS ANNULLED
IF AND WHEN THE PROTEGEE’S LEVEL OF EXPERIENCE
EXCEEDS THAT OF HIS MENTOR.

/

WHAT THAT MEANS... AND T CALLED THE
HARD EIGHT HOTLINE TO VERIFY THIS... THE
PROTEGEE RETURNS TO THE GAMEMASTER'S
CONTROL AND GOES BACK INTO THE NPC POOL. UPDATE 12427
/ DO 1 HAVE
NO....NO/!!/ THAT ONE?
T REALLY AM SORRY, I REFUSE TO BELIEVE IT/
GUYS. I DIDN'T WANT s / \
IT TO END THIS WAY.

A
§ .

OF COURSE HE DOES/
HE ALWAYS DOES.

HE’'S WRONG/!!/ RIGHT, BRIAN? YOU'VE GOT SOMETHING
IN YOUR BAG OF TRICKS TO SHUT HIM DOWN?

AAAAH, HERE IT IS... LET’S SEE, MUMBLE
MUMBLE... MENTOR TAKES RESPONSIBILITY
OF... MUMBLE MUMBLE... UNPROGRAMMED
COSTS ASSOCIATED WITH TRAINING...
MUMBLE MUMBLE...

THE DISSOLUTION OF THE MENTOR-

PROTEGEE RELATIONSHIP... MUMBLE

MUMBLE SHOULD THE PROTEGEE
EXCEED THE EXPERIENCE AND...

UMBERHULK,
ECOLOGY OF,
UPDATE 118...

UPDATE 121 (ERATTA)

* Protegees (Character Prepping/Pep-Pool) See Knights of the Dinner Table: Bundle of Trouble, Volume Six: Blood lines.
The Mentor/Protegee system allows players to enter into mentor/protegee relationship with certain NPCs. This allows the player to pump experience points,
treasure and accelerated training into their ‘protegees’. Prep-Pools were proposed by Norman Bowzer so that players wouldn’t have to start over from scratch
when a long-running character dies. The Prep-Pool system has been greatly abused as seen here.
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IT’S TRUE!/ IT'S RIGHT HERE IN BLACK AND
WHITE! 1... 1... T D-D-DON’T KNOW WHAT TO
SAY. HOW IN THE HELL DID T M/SS THIS?

I READ THESE THINGS RELIGIOUSLY!!

DOES THIS MEAN NO MORE LUCKY
CHARMS UP YOUR SLEEVE?

I’M AFRAID SO GUYS.
OUR LEGACY
IS A SHAMBLES!

You MEAN
THIS IS /T?

T-T-THEN IT’S O-O-OVER?
IT’S REALLY, REALLY OVER?

\

-SNIFF- HE DIDN’T EVEN DIE IN
COMBAT. HE WON'T BE ALLOWED TO
ENTER THE HALL OF FALLEN HEROES.

I CAN'T BELIEVE IT.
I DIDN’T GET TO
SAY GOODBYE!

OUR DEM/SE 1S TEFLON
BILLY'S SHAME.

BRIAN... IT WASN'T YOUR FAULT. YOU
MUSTN'T FEEL THAT WAY.

SHE’S RIGHT, BIG GUY.

THE RAV KNEW THE R/SKS.
IT WAS JUST A MATTER OF T/ME
BEFORE OL’ LADY FATE CAUGHT

HIM BY THE SHORT ONES.

NO IT /S MY FAULT. EVER
SINCE T STARTED
PLAYING THAT BLASTED
FOREVERQUEST
COMPUTER GAME
I’VE BEEN LAX ON

MY RULE-RETENTION NOT LET SARA
KNUCKLES’ -FAMILIARIZATION RAISE YOU?
BIRTHDAY WAS EXERCISES. SURELY IT’S BETTER
NEXT MONTH. THAN STARTING —— THAT’S
OVER FROM SOMETHING
SCRATCH? . TOBE
GRATEFUL

MY GAWD!/
WHAT HAVE I
DONE TO THEM?

C’MON Guys/
CHEER UP!! WHY

CAN YOU JUST LEAVE US TO OURSELVES?
AT A TIME LIKE THIS A PLAYER LIKES TO BE ALONE.

IF I COULD TURN
BACK TIME...

WELL... OKAY. SURE.

JUST LET ME KNOW WHAT You
DECIDE. YOU CAN ROLL UP NEW
CHARACTERS OR HAVE YOUR OLD
ONES RAISED AND CONTINUE
THE CAMPA/GN WITH THOSE.

YEAH, THAT’S
GREAT, B.A.
JUST GREAT.

I'M IN THIS W/TH YOU GUYS. IF You
DECIDE TO START OVER FROM SCRATCH
I’LL TRASH JUWST/NA AND ROLL UP A
NEW CHARACTER TOO. OKAY?

YEAH- RIGHT.
THAT’S ALL T NEED. MORE
BLOOD ON MY HANDS,

CONTINUED NEXT ISSUE:
THE COLOR OF MONEY
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BY JOLLY R. BLACKBURN

Based on suggestions
by Gregory Detwiler and Richard <?>"

PEEY An Appetite for Adventure

gt

HEY, B.A.// WHAT CAN I DO FOR YOU?
i OURN

c"#slclm.gncxm
iy EY Si

| BLOW OUT SALE! ™

WEIRD PETE'S

“Take a sexy,

HACKER-SNACKS™

[soLD BY THE GROSS ONLY]

zany time-
) 3raveling romp
through history
and fashion”

HOW YA DOIN’ PETE? DID MY COPY OF
“BUILDING P.C. EMPATHY" COME IN YET?

MATTER OF FACT IT ARRIVED 7H/S MORNING.
I WAS READING IT ON THE JOHN A LI’
BIT AGO. YOU SURE YOU WANNA BRING

THAT HIGH-FALUTIN' MALARKY INTO YOUR

HACKMASTER CAMPAIGN?

ARE YOU KIDDING?
GM QUARTERLY GAVE IT
A FOUR HACK RATING
LAST MONTH. THEY SAY IT
REALLY BRINGS
HACKMASTER TO LIFE.

~

HMRRRFFFF// YEAH...WELLLL,
WHATEVER TURNS YER CRANK.

\

NO SKIN OFF MY NOSE.

\

JUST SEEMS A BIT OUT7 THERE |F
YOU KNOW WHAT I MEAN.

HEY, I SEE IN YOUR W/NDOW THAT YOU’RE
BLOWING OUT YOUR INVENTORY ON HACKER-
SNACKS. WHAT KIND OF DEAL ARE YOU OFFERING ?

OH... YEAH. IT’S A PRETTY SWEET DEAL/
IF YOU BUY A GROSS OF THE VARIETY
SNACK PACKS T THROW IN A

FREE ONE-LEGGED DWARF* KIT.
THAT’S NO DEAL, PETE.

/ YOU’VE BEEN TRYING TO

UNLOAD THOSE DWARF KITS
FOR 78 MONTHS!/ CAN'T YOU
DO BETTER THAN THAT?

THE GUYS WANTED ME TO USE THE LAST
UP SOME SNACKS FOR GAME NIGHT.

OF THE GROUP TREASURY TO PICK

\

WE ONLY HAVE S/XTEEN BUCKS.
CAN’T YOU CUT ME SOME KIND OF
FRIEND RATE? JUST THIS ONCE?

WELL... T DUNNO...

AAAH, WHAT THE HELL.
SURE// WE CAN WORK
SOMETHING oUT,

THANKS, PETE. = |
- I THINK- ,

! Richard, if you are reading this your Compuserve E-mail address bounced all attempts to reach you.

You neglected to include a last name along with your idea. What were you thinking?
See Bundle of Trouble: Volume Five “Return to Sender”
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LATER THAT SAME NIGHT...
HEY... WHAT’S THIS? THAT’S THAT REALLY LAME ‘GAMER
GOOD!! LOOKS LIKE HACKERJACKS??!/ SNACK FOOD’ GARY JACKSON CAME
EVERYONE'S HERE. WHAT ARE THOSE? OUT WITH SEVERAL YEARS AGO.
WE CAN GET STARTED. THEY BOMBED HORR/BLY!!
WHERE ON EARTH
DID YOU FIND THEM, B.A.?
GOOD LORD/ GET A
YOU’LL BE HAPPY TO LOAD OF SOME OF DIDN’T THEY PULL THOSE
o KNOW THAT I HAVE THESE FLAVORS. BECAUSE THEY CAUSED
S é‘iq SOMETHING SPEC/AL “ELVEN RANGER ABDOMINAL CRAMPS ?
?n =% PLANNED FOR TONIGHT. CANDY APPLE"?
o W
woon mousmoy | oL e
\ /{7 KEEP AN OFEN MIND T'LL EXPLAIN SURA ‘\”55 ' DID THAT SARA.
THOSE IN A
P ~ BE L0ADS OF FUN. MINUTE, GUYS. @ )
a ) -% / _ L 7
" Vi
it
i

FIRST T WANT TO TELL YOU WHAT’S UP. WE’RE GOING TO TRY SOMETHING A LITTLE D/FFERENT TONIGHT.
I PICKED UP NORMAN BOWZER’'S NEW BOOK, “BUILDING PLAYER CHARACTER EMPATHY". T'S JUST PACKED
WITH GREAT IDEAS ON HOW HELP PLAYERS MORE /NTIMATELY IDENTIFY WITH THEIR PLAYER CHARACTERS.

HEY... T ATTENDED THAT CRUD/
NORMAN BOWZER? SEMINAR LAST YEAR, I SK/PPED THAT ONE
HEY, IS THIS BASED ON THOSE IT REALLY WAS ENLIGHTENING. SO I COULD MAKE THE
P.C. EMPATHY SEMINARS HE RUNS CAGED RULE
AT GARYCON EVERY YEAR? LAWYER DERBY!

THAT’S RIGHT.
AND HIS BOOK

15 GETTING
~ RAVE REVIEWS.

IT’S REALLY CUTTING EDGE STUFF. WELL, FOR EXAMPLE MY CHARACTER WAS STUNG BY A G/ANT
NORMAN ADVOCATES THE USE OF PROPS AND SCORFP/ION IN HIS ADVENTURE. T WAS TOLD SHE WAS IN AGON/ZING
VARIOUS TECHNIQUES AIMED AT HELPING PAIN AND IN NEED OF TREATMENT. NORMAN TOOK A CLOTHES

THE PLAYER MORE READILY ASSOCIATE WITH PIN AND CLAMPED IT ON MY PINKY. THE DISCOMFORT WAS A
WHAT HIS CHARACTER IS GOING THROUGH. CONSTANT REMINDER OF THE PA/N MY CHARACTER WAS ENDURING.
FUNNY AS IT SOUNDS -- T WAS REALLY IMMERSED IN THE GAME.
/ INTERESTING IDEA. OH MAN, I’M HAVING SOUNDS TO ME LIKE THAT
WHAT’S HIS APPROACH? FLASHBACKS OF NEW AGE FREE-FORM CRAP

MY HAZING DAYS. B/SON HEAD GAMES HAS
BEEN CHURNING OUT.

\

~_NOT AT
ALL/
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IT’S JUST FLUFF -- SOME SIMPLE

I'M TELLIN’ YA -- AFTER TWENTY MINUTES OR SO IT
GIMMICKS \T O ENHANCE THE GAME. REALLY BEGAN CUTTING INTO HER SHOULDER BLADES SO
WHEN MY FRIEND DECIDED SHE WANTED SHE HAD 0 TAKE IT OFF AND PASS IT OVER TO ME TO WEAR
1O UG THIS HUGE STONE TALISMAN I KNOW IT SOUNDS STRANGE BUT IT TOTALLY FELT
BACK FROM THE DUNGEON WITH HER, LIKE OUR CHARACTERS WERE DRAGGING THIS
NORMAN MADE HER WEAR A HUNTING GAWD AWFUL HEAVY THING BACK TO TOWN WITH US.
VEST THAT HAD ALL ITS POUCHES AND
POCKETS FILLED WITH PENNJES.
\ HE REALLY DID THAT? T e o e
IT MUST HAVE WEIGHED I HEARD RUMORS BUT T DIDN'T BUT HERE? AT OUR
THIRTY-FIVE POUNDS!!! THINK THEY WERE TRLE. HOME 7:AB£E >
35 POUNDS? SHE REALLY
THAT'S 4 LOT
atll okt WORE IT2 WOW.

SARA’S RIGHT, GUYS, T ATTENDED A FEW OF NORMAN’S SEMINARS MYSELF. HE’S REALLY 8/G ON
ROLE-IMMERS/ON AND PUSHING THE ENVELOPE TO FIND NEW WAYS OF /IMPROVING THE GAME.
I THOUGHT IT WOULD BE NICE IF WE 7R/ED A FEW OF HIS TECHNIQUES- JUST TO SEE WHAT HAPPENS.

OKAY, OKAY, BUT JUST
FBOB'SIN  T'M DEFINITELY N FOR R
FINE BY ME. AS LONG AS IT —-I'M IN.  /MPROVING OUR GAME, B.A.  USE A FEW OF HIS IEAS.
DOESN'T INTERFERE

OKAY? LET’S NOT
WITH MY HACKING. GO WHOLE HAWG.

3
i e s T
A WEE BIT LATER... MOMENTS LATER...
OKAY, WHEN WE HALTED THE GAME DAMN/ T GUESS T GOOFED. ALL T HAVE IS TWO
LAST WEEK YOU HAD JUST LEFT TOWN DAY’S WORTH OF /RON RATIONS AND HALF A
A FEW DAYS PRIOR AND WERE WELL ON FLASK OF POND WATER. HOW 'BOUT YOU GUYS?
YOUR WAY ACROSS THE SCORCHING
//
SANDS OF THE DESERT OF FLAMAAR!! - I HAVE A THREE DAY RATION
AND A FEW CORN  AND SOME /RON RATIONS AS WELL.
RN Y f/'( DODGERS. HMMMM... THAT’S ABOUT IT.
;1\:\?3,.\_..‘“’//}%‘ " OKAY, SURPRISE AND A BOTTLE
Z 3. PROVISION AUDIT// OF W/NE
z :
OV
NS GIMME ME A QUICK
——  INVENTORY OF WHAT
YOU HAVE ON HAND.
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I GUESS WE’VE BEEN GETTING A
BIT LAX BUYING PROVISIONS, 8.4.
HASN’T AUDITED US IN QUITE A

WHILE. HOW DID YOU COME ouT? TWO DAYS INTO IT. MAYBE WE SHOULD TWRN BACK AND RESUPPLY?
I SAY WE PUSH ON, YOU KNOW -- IF WE WERE TO POOL ALL
UH...ER....-GULP- THE R4V CAN EAT OUR PROVISIONS AND RAT/ON
ALL T'VE GOT SHOE-LEATHER THEM EVENLY, I THINK WE’D HAVE AN

1S A B/scult! IF HE HA4S TO. EXCELLENT CHANCE OF PUSHING

OH MAN, WE'RE TOAST IF B.A. IS GOING TO HOLD US TO WHAT WE HAVE
L/STED ON OUR CHARACTER SHEETS FOR PROV/IS/ONS!
IT’S A TWELVE DAY MARCH ACROSS THE FLAMAAR AND WE’RE ALREADY

THROUGH WHAT DO YOU GUYS THINK?

POOL OUR RATIONS? LEMME GO GRAB A
SCREW THAT// \ SODA AND THINK ABOUT IT.

WHOAH!?!
HOLD ON THERE, BRIAN!/
FOR THE DURAT/ION
OF THE GAME THE K/TCHEN
/S OFF LIMITS -- WITH
CERTAIN EXCEPTIONS.,

WE’RE USING ONE OF NORMAN BOWZER'S TECHNIQUES
TONIGHT. SINCE YOUR FOOD AND WATER |S LIMITED YOU'LL
ONLY BE ALLOWED TO EAT OR DR/INK AT THE TABLE IF YOU
HAVE THE EQUIVALENT ITEM ON YOUR CHARACTER SHEET.

WADDA YA MEAN? WE CAN’T EAT OR DRINK?

IT WORKS SOMETHING LIKE TH/S:
IF YOU HAVE W/NE LISTED ON YOUR SHEET YOU CAN HAVE A SODA.
ONE BOTTLE OF WINE EQUATES TO ONE CAN OF SODA. I'M NOT
LIKEWISE, ONE DA/LY RAT/ON OF WATER EQUALS AGREEING
AN 8 OUNCE CUP OF WATER IN REAL LIFE. TO THIS/

IS THIS
FOR

I’M AFRAID THE PENALTY FOR
EATING OR DRINKING ANYTHING
NOT ON YOUR PROV/ISION
LIST IS SEVERE, BRIAN.

UP TO 75 PERCENT OF
YOUR EXPERIENCE POINTS
PER /NFRACT/ON.

OH, I SEE - SO IT'S T SHOULD POINT OUT THAT EVEN IN THE
HARDBALL EH? WILDERNESS YOU CAN ACQUIRE FOOD AND SUCH.
\ FOR EXAMPLE, IF YOU MANAGE TO KILL SOME
SMALL GAME LIKE A SQUIRREL OR A RABBIT YOU
FINE BY ME/ BUT AS CAN MAKE YOURSELF A BALONGA SANDWICH!
SOON AS WE CLEAR IF YOU KILL A DEER YOU CAN ORDER A PIZZA.
THIS DESERT AND SEE HOW THIS WORKS?
HIT TOWN, I’M BUYING
ME A FEAST FIT HEY// THIS ACTUALLY SOUNDS LIKE FUN!

FOR A KING//

-BUT WHERE DO THE
HACKER SNACKS COME IN?

THEY \

aey,,  REPRESENT
=3 IRON
RATIONS.

34

Issue #50: Weve Not Yet Begun to Fight™



YOU CAN TAKE ONE BAG OF HACKER-JACKS
FOR EACH IRON RATION YOU HAVE.

/

THERE’S ONE LAST TW/NKI/E IN
THE CUPBOARD. YOU CAN USE
THAT TO REPRESENT YOUR BISCUIT,

BUT WHAT ABOUT ME? ALL
I GOT IS A STINKIN” 8/scuUlT!

CHEER UP BRIAN.
T'LL SHARE
WITH You.

I WANT THE
HIGHLANDER
BACON TWISTS!

/

OKAY, LEMME PICK MY
RATIONS. I CALL D/BS
ON THE DWARVEN
CHEESEY CHEDDARS!

WEE BIT LATER...

OKAY S0.. -MUNCH MUNCH-

I’M GOING TO TRY AND TRACK THAT
CAMEL EXPRESS RIDER AND SEE IF HE
LEADS ME -CHOMP CHOMP-

BACK TO HIS CAMP.

THE GLARING SUN BEATS DOWN
ON YOU WITHOUT MERCY!
YOU CAN JUST BARELY MAKE
OUT THE CAMEL’S TRACKS
STRETCHING ouTt
ACROSS THE DUNES.

WHAT THE...
THESE THINGS TASTE FOUL!/

KEWL BEANS!! rr
T'LL DRAW MY SWORD CAAAAAAAA!IIY,
JUST IN.. ~CHOMP-... SON- OF- A-... WHAT THE HELL IS THE
EXPIRATION DATE ON THESE
DAMNED THINGS!!!
EEEEEWWWWWW///

2277/

e o000

MARCH 7™, 1982

DAMN// THAT’S DURING THE
NIXON ADMINISTRATION!

CLOSE, DAVE.
TEN YEARS OFF,
u OSE.
WHAT THE... BUT CLOSE

WADDA YA TRYING TO DO? PO/SON ME??//

HAR HAR/// LOOKS LIKE THAT

1 D-D-DIDN'T FAT MERCHANT IN HAGLEY TOWN
/:ghfgvg;; RIPPED YOU OFF, BOB!/

1 KNOW /RON RATIONS ~ O MY... 1 ATE TWO

. BAGS OF THE
AREN'T EXACTLY BARBARIAN BAGEL
SUPPOSED TO BE s
vEAN CUiSINE BuT TS BITES!!
5 RIDICULOUS!! “
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EVEN LATER STILL... AFTER TWO WEEKS OF BEING ‘LOST’ IN THE DESERT.....

SORRY DUDE. T COULD ONLY MANAGE TO CATCH OH GAWD!! T'M SO PARCHED!!! -GASP-
ONE SAND RAT. THERE'S NOT MUCH MEAT ON ‘EM SARA, CAN T HAVE ANOTHER GLASS OF WATER?
-- ELSE 1'D SHARE.
C’MON DUDE/ T’LL SHARE BRIANP?// YOU B/G-GULPED TWO BUT I'M DYING
SOME OF MY W/NE WITH YOU. GLASSES ALREADY// T THINK MAYBE WE HERE... THAT

SHOULD CONSERVE WHAT WE HAVE LEFT, B8/SCUIT MADE
Me THIRSTY!/

NAAA? WITH RAT T’LL GIVE You
T PREFER A HEARTY FOUR SW/GS OF HEALING
BURGUNDY. POTION FOR A BITE!

DAVE... DUDE!!! LEMME HAVE THAT SODA...
I MEAN THAT BOTTLE OF WINE!!/
T’'LL GIVE YA TWENTY GOLD PIECES FOR IT.

\ BRIAN??!!! WHERE

NO WAY DUDE/ THIS IS A ARE YOU GOING??

FINE VINTAGE! AND IT’S OKAY, OKAY, A HUNDRED
STILL HOLDING ITS CHILL. GOLD! YOU HEAR?
T'LL BE BACK!!
N, 176 4L HUNDRED GOLD! GO AHEAD AND CONTINUE!
BRIAN, IT’S
SORRY DUDE. |\ 'yOUR HEAD/ \

NO SALE/
SALE. \

WHAT ON EARTH HAS
" GOTTEN INTO HIM?

FORTY MINUTES LATER...

OH... -MUNCH- -MUNCH- PAY NO ATTENT/ON TO ME. -CHOMP-
I’M NOT HERE. -CRUNCH- -MUNCH- I JUST BURNED OFF A CHARGE

BRIAN??!// WHAT THE HELL DO FROM MY R/NG OF TELEPORTATION AND Z/PPED BACK TO TOWN.
YOU THINK YOU’RE DO/NG??

ERE HAVE YOU 22 \
WHERE HAVE YOU BEEN PLEASE -- CONTINUE!!

T’LL CATCH UP WITH YA LATER.
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BETRO The Prize Inside

BY JOLLY R. BLACKBURN
BASED ON A SUGGESTION BY RICHARD 77

DUDE!!! \ ~
YECK!! Q p

ARE YOU
ACTUALLY
EATING THOSE

OKAY, SO WHAT DO YOU GUYS THINK WE SHOULD
DO ABOUT THIS DESERT GNOLL CARAVAN?
SHOULD WE ATTACK THESE BASTARDS COR...

YA KNOW, -CHOMP- THEY AIN’T SO BAD IF YOU
WASH ‘EM DOWN WITH A LITTLE SODA. -MUNCH-

\

THERE’S MOLD ON THOSE MoLD??!!
THINGS OLDER THAN NO WAY.
SOME OF MY NEPHEWS. THAT’S JusT
A SPECIAL
SEASONING.

OH GAWD, DAVE. PLEASE JUST THE SMELL
OF THOSE THINGS |S MAKING ME NAUSEOUS!

~_ YOU HAVE ANY
> IDEA THE
\  AMOUNT OF

) PRESERVATIVES
THEY PUT INTO
THOSE THINGS?

THEY KINDA TASTE LIKE THOSE
MEALS-READY-TO-EAT THEY USED
TO GIVE US WHEN T WAS IN R.0.7.C.

THE TRICK IS

YOU’RE ONE STAYING IN

SICK PUPPY, CHARACTER.
you I FIGURE IF THE R4V

KNOW THAT? CAN EAT RAW HORSE
MEAT THEN I CAN

/ EAT THESE.

HEY, THERE WAS SOMETHING /NS/DE
THE BAG. LOOKS LIKE A PRIZE.

HeY, IT /S A PRIZE/Z//

/

IT’S A COUPON GOOD FOR
ONE FREE DOUBLE-
DOUGH PIZZA AT......

/

WELL OF ALL THE ROTTEN LUCK!!!
IT’S NO GOOD ANYMORE. DAMN!

I WONDER IF MY

THAT BLOWS! HACKER-SNACKS
WE NEARLY HAVE ANY

STARVED AT PRIZES IN THEM?
GARYCON /

LAST YEAR.

FREE PRIZES INSIDE,

/

WERE PRETTY KEWL TOO. 55%)220
Ny STUPE Sike OR SOMETHING
®oe MINIATURES AND...... .

JUMPIN' BAJEEMERS!!
«.GARYCON 19827 BUT THAT WAS YEARS AGO. THAT’S RIGHT//
HACKER-SNACKS HAD

SOME OF THE PRIZES

HEY, YOU’RE RIGHT.

I GOT ONE TOO.

\
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OH WOW!!!! UNBELIEVABLE!!! WHOAK!!! HOLD UP GUYS/ ;;2;5 o
B.A. USED THE CLUB TREASURY DEA. BRIAN,
\ TO BUY THESE THINGS. N

I GOT A VOUCHER SIGNED BY WE CAN D/CE TO SEE

GARY JACKSON!!! SAYS [T ononrrrr FOR THE SAKE OF AVOIDING WHO GOES FIRST
AUTOMATICALLY ADDS PLUS

LET’S CHECK ANY ARGUMENTS WE SHOULD AND THEN GO
TWO TO MY NEXT DIE ROLL/// THE REST OF D/vY UP THE AROUND THE TABLE.
/ THE BAGS. UNOPENED BAGS EQUALLY. EQC;AZETJiI%T— -'[I-'AHléis
NO EXPIRY DATE EITHER. GOOD ARE ALL GONE.
FOR ONE USE ONLY BUT ST/LL!!/

THIS ROCK'S ASS/// WHOO-HOO.

; THAT WAY
af

_ THERE WON'T
A BE ANY FIGHTS
OVER THE

sy eeny
(A L e rizes,

[ -

WHAT??2// THIS BAG HAD A “HACK
DARN// T GOT ANOTHER THIS!" TEMPORARY TATOO/
GUMMY CARRION CRAWLER!
HEY, T’LL TRADE YA THIS
GUMMY-BEHOLDER FOR THE
GEEZUS/!!/ MOST OF THESE A CANADIAN CARRION CRAWLER, B.A./!
PRIZES ARE REALLY LAME! NICKLE??! \
I GOT A FRICKIN’ PAPER
CLIP IN THIS BAG. \

WADDA YA SAY? ANY TAKERS??
WELL...THAT WAS THE LAST ONE. BUMMER!/

/
I DIDN’T GET A S/NGLE DECENT PRIZE. LAST CHANCE!!!
AN
ACTUALLY, WE STILL HAVE THIS GOING.....GONG.....
ODD BAG THAT WAS LEFT OVER.
T GUESS T GOT BOB OBV/OUSLY GOT THE
LUCKY WITH THAT “GOOD” PRIZE IN THIS CASE
MAYBE WE SHOULD
\ DICE FORIT TO sge || [T'S ALL YOURS, T'LL PASS/
WHO GETS IT. BRIAN. KNOCK
YOURSELF OUT. /
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OKAY, YOUR LOSS!/

\

WELL WHAT DO YOU KNOW?
IT’S A TWENTY SIDER......

\

OH MY’/ THAT'S SOME DIE.

OH SWEET LORD!!!! T HIT THE MOTHER LODE!!/

THIS ISN’T JusT
ANY DIE, FOLKS...

IT’S AN AUTHENTIC,
“JACK KIPLING
DEE-TWINNY
5000
-PATENT PENDING -

THEY WERE MEANT TO BE A SPECIAL PROMOTIONAL ITEM
FOR A NEW D/CE-LINE GARY WAS WORKING ON,
UNFORTUNATELY THE DES/GNER SKIPPED THE COUNTRY
WITH THE SPEC SHEETS. ONLY FIFTY PRE-RELEASE
DEE-TWINNIES WERE MADE AND THEY ALL WENT INTO
BAGS OF HACKER-SNACKS. AND I GOT ONe//

THEY’RE MADE OF AEROSPACE GRADE LEXAN. THESE

BABIES WERE LASER-CUT, AND THE NUMBERS WERE

PAINSTAKINGLY AC/D-ETCHED! THE ONLY THING THAT
CAN SCRATCH ‘EM |S AN /NDUSTRIAL DIAMOND!

S-5-SAY W-W-WHATP2? \\ /
COURSE T'M SURE.
THAT’S A JACK LOOK AT THOSE

KIPLING?

ARE YOU SURE??!/ LINES! LOOK

AT ITS SHEEN!

OH MAN// WHAT
A BUNCH OF LOSERS!!/

/

THIS LITTLE BEAUTY IS
GOING TO CHANGE MY
ENTIRE GAME!!

\

FIRP!!! FWIP!!!! FRAPPPPP!!!/
NOW JUST A GAWDAMSECUND! YOU DIDN'T
SAY ANY BLASTED THING ABOUT SOME
OF THE FREAKIN' PRIZES BEING DICE!!

SO WHAT? YOU GOT A PROBLEM
WITH ME AND MY JACK KIPLING ?

I'M CRYING FOUL! T NEVER WOULD \ JUST LET IT GO.
HAVE PASSED ON THAT BAG IF T'D

KNOWN THERE WAS THE SLIGHTEST
CHANCE OF GETTING A DIE LIKE THAT.
YOU WITHELD NITAL INFORMATION.

OH YEAH?
WELL DEAL
WITH IT.
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NOW BO8 -- LET’S BE FA/R ABOUT THIS. BRIAN
DID OFFER TO D/CE FOR IT, YOU TURNED IT
DOWN. LET’S BE GOOD SPORTS ABOUT THIS.

B.A.’S RIGHT, DUDE.

YOu D/D PASS
ON IT, BOB.
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LATER....

BRIAN, I'M ASHAMED OF YOU/
LOOK WHAT YOU’VE DONE TO POOR B0B/

ME?2/// WHAT THE HELL DID I DO?

YOU KNOW HOW IMPORTANT D/CE ARE
TO HIM. CAN’T YOU JUST LET HIM HAVE IT?

ANYTHING I CAN HA! AND MAYBE
DO FOR YOU BOB? A MONKEY WILL FLY GEEZE LOUEEZE!! T’LL DICE YOU FOR IT\BOB./

/ OouT OF MY, 8UTT/

\

HUH? DICE -
FOR IT? REALLY? : 0<<A>’. ;

YEAH, YEAH, WHATEVER. HERE ARE THE CONDIT/ONS. SINCE
AWWWWW, THAT  -SNIFF- JUST A STRA/GHT ON THIS IS A VIRGIN DIE - LOW ROLL WINS. AND THE LOSER

IS SO BIG OF DIE ROLL? IS THAT WHAT You AGREES NOT TO WH/NE AND MOAN ABOUT IT -- OKAY?
YOU, BRIAN. HAVE IN MIND? GEE, THANKS, '
IT REALLY IS, BRIAN. THAT’S MORE THAN FAIR. \

AFEWROLLS LATER...

NOW BE A N/CE GENT AND THAT DIE IS GOING
WELL AT LEAST WE SETTLED
HOODY FRICKIN' GO AHEAD AND HAND THAT - ryi5 I\ A C/V/LIZED FASHION. TO STAY RIGHT
HOO/!!! READ IT LITTLE GEM DOWN THIS WAY. HERE WITH WHERE
AND WEEP!! IT BELONGS.
P e GOOD ROLL, BOB/ ACTUALLY, 56 /
i UALLY, BOB...
BEATS YER TWO/ \ 8f

MAYBE IN ALL THE EXC/TEMENT YOU FORGOT BUT YOU GET
A “PLUS TWO” TO YOUR “NEXT” DIE ROLL. REMEMBER??

WELL......
OVER A CERTIFIED
\JACK KIPLING’.
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BY JOLLY BLACKBURN

(O S SIES : School of Hard Knocks ... ....5 ourmcan

HARD E/GHT ENTERPRISES:
THE WEEKLY SESSION OF HACKMASTER...

LISTEN UP FOLKS, 1 TOTALLY
SCREWED UP. T FORGOT IT WAS
- MY WEEKEND TO HAVE THE K/D.

\

BOTTOM LINE -- T
COULDN’T FIND A
SITTER SO TIMMY'S
GOING TO BE
JO/NING US TONIGHT.

OH THAT’S JUST GREAT// IT’S NOT ENOUGH WE
HAVE TO SIT THROUGH T/MMY’S WHACKED SPACE-
HACK CAMPAIGN EVERY THURSDAY BUT NOW HE’S

GOING TO PLAY HACKMASTER WITH US?

DARN IT, GEE-JAY/
THE KID CRAMPS
MY STYLE/ You
KNOW MY HALF-

ORC RANGER
LIKES TO CUSS
AND RA/SE HELL.

CUT ME SOME SLACK
WILL YA? YOU HAVE ANY
IPEA HOW HARD IT IS TO
FIND A GOOD SITTER ON

A MOMENT’'S NOTICE?

QUIT YOUR BELLY ACHIN'. THERE’S NO NEED TO OVER
REACT HERE. LOOK -- THE KID HAS A F/RM BEDTIME OF
NINE O’CLOCK. THAT MEANS HE’LL BE PLAYING WITH US
FOR TWO HOURS -- TOPS!/ YOU HAVE MY WORD.

BUT SIR, WE'RE ON THE BACK-HALF
OF THE DUNGEONS OF DESPAIR
MODULE. HOW ON EARTH ARE YOU

GOING TO WORK HIS CHARACTER IN?

HE WON’'T BE RUNNING A PLAYER
CHARACTER. 1 TALKED HIM INTO SETTLING FOR
RUNNING A FEW ENCOUNTERS FOR ME. IN FACT,
HE THINKS HE’S HELPIN’ HIS OLD MAN OUT.
BESIDES HE’S ALL EXC/TED ABOUT PLAYIN’ WITH
THE 8/G BOYS. IT'LL BE GOOD FOR HIM.

/ ENOUNTERS?
YOU MEAN
MONSTERS?

ROTTEN PLANKS? DID
YOU MENTION THAT SIR?

OH, OH, \

NOW DADEE?

SURE. WHY NOT? I’LL BE ROLLING THE DICE.
THE KID WILL JUST BE ROLE-PLAYING THEM FOR
ME. JUST PLAY ALONG AND PRETEND YOU'RE SCARED
AND STUFF. HE’LL EATIT UP AND YOU'LL BE
HELPING ME SCORE SOME POINTS WITH HIM. OKAY?

-SIGH- AND YOU SAY HIS
BEDTIME 1S N/NE O’CLOCK??

FIRM!!! HE CAN BED
DOWN IN MY OFFICE WHILE
WE CONTINUE PLAYING.

o

A WEE BIT LATER AS THE FIRST ENCOUNTER OF THE EVENING WUNFOLDS...

OKAY EDMUND AS YOU ARE PICKING THE LOCK THERE’S SUDDENLY A TERR/BLE
CRASH AS A SKELETAL ARM PUNCHES THROUGH THE ROTTEN PLANKS OF THE
ANCIENT DOOR AND GRABS YOU BY THE THROAT!/ NEEDLESS TO SAY YOU ARE
TOTALLY SURPRISED AS THE SKELETON THRASHES YOU ABOUT AND...

EEEEEEWWWWW/// A SKELETON!/!/ HOT DAMN// MY CLER/C’S FATHER WAS
KILLED BY A SKELETON. THAT MEANS 1 GET PLUS FIVE AGAINST THIS GUIY.

LIGHTIN’ UP A FLASK OF O/L
HERE. DO I HAVE A CLEAR SHOT?

DADDEE? CAN T PWAY
DA SKEL-WE-TON?

HUH? WHAT’S
THAT? UH...SURE,
TIMMY.
YOU CAN PLAY
THE SKELETON.

JUST DO IT THE \
WAY I SHOWED
YA, OKAY?

LOOK ALERT, FOLKS/ IT’S
TIME TO ROCK AND ROLL!

D \ Sy,

TANKS DADDEE/|
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AAAAAHHHHH, LOOK AT 'IM. YOU WANT SOME OF ME??!!! HUH!!

-SNIFF- THE KID’S A CHIP OFF WELL C’MON BONE-BOY!!/ LET'S RUMBLE!/
THE OL’ BLOCK ALRIGHT.

ARRRRRRRRRRRR!! I PULL OUT MY R/ING OF
UNDEAD-AGGRAVATION OKAY SPREAD OUT EVERYONE.
I WILL DESTWOY YOU/ AND PLACE IT ON MY STANDARD TACTICALS. LET'S

FINGER! MINUS FIVE TO SEE WHAT THIS K/D IS MADE OF.
ALL YOUR ATTACKS!/

I DROP MY SELF-LOADING BOW AND PULL ouT MY
MORNINGSTAR OF GLORY. LET'S SEE HOW YoU
LIKES THE COLD TASTE OF BONE-CRUSHING STEEL/

AS LONG AS HE’S STILL AFLAME
FROM MY FIREBALL, T’LL HEAVE A
FEW MORE FLASKS OF O/L AT ‘IM.

MOMMEEE!!
TURN HIM? NO ~SNORT-
C'MON EDMUND. GIMME WAY. T WANT A
A CHANCE TO TURN HIM. PIECE OF HIM. /I g

A FEW MOMENTS LATER....

WELL... THE EX-W/FE |S ON HER WAY TO PICK HIM UP.

OH YEAH...
THE K/D IS
DEFINITELY

A CHIP OFF THE

oLp BLock

SORRY SIR. T THOUGHT HE COULD
TAKEIT. 1 REALLYDID. GUESS HE
HAS SOME GROW/N’ UP TO DO.

-SIGH- OH YES. HE’'LL TAKE THIS
YOu KNOW T'M AND LEARN FROM IT, SIR. HAS HE STOPPED o
GOING TO CATCH THAT’S HOW I LEARNED. CRYING YET?

HELL FOR THIS °
DON'T YOU?
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SPICE UP YOUR

Wild Fairy Miniatures

Sealt 4 Beautiful yet designed for
\Pealan N rugged gameplay, the five
: / P piece Fairy Meat

(ﬁ;i A _ Miniatures Set will be

M’ 3 g‘ available December 2000
Fairy Meat is a bold adventure in miniature gam- --.5 ? for a mere $12.50.
ing for two or more players. You get to play cute
and cuddly little fairies-- the twist is, they’ve been
warped by evil and now the only thing they care
about is whom their next meal is going to be.

Seasoned Fairy

The Fairy Meat Components
Pack is the answer! It will also
be available December 2000
for $9.95.

Components
Pack

Need more counters for those giant
battles you're staging?

If you get a chance to play or demo this game, do it. Trust me --
you’ll be hooked.
Rich Spangle, wizards.com

full review at http://www.wizards.com/origins/ORG2K/Virtual _FM.asp

© Copyright 2000 Kenzer and Company. All rights reserved.
Legal Notice: Fairy Meat and all prominent characters and likenesses thereof, Kenzer & Company and the Kenzer and Company logo are trademarks of Kenzer and Company.
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fONE-TWO PUNCHES)

OH MAN THAT DRAGON WAS

SUCH A WUSS!/ DID YOU SEE
HOW HE TRIED TO RUN AWAY
WHILE T CLUBBED HIM WITH-
THE BUTT OF MY CROSSBOW?

\

BUT GUYS... IT WAS A KOMODO DRAGON...

YEAH, LIKE IN HE HAD K4-NO-
NO TREASURE// WHAT A RIP/
\ A DRAGON WITH NO HOARD?

I DON’T UNDERSTAND....
DID WE SUCCESSFULLY
SUBDUE HIM OR WHAT?

\

OKAY, LET’S SEE WHAT KIND OF BACKGROUND
YOU HAVE HERE FOR YOUR NEW CHARACTER.......

/

WAAAAAP?!!/! THE SON OF ZEUS?

NOT AS MUCH
AS BA’S

KINDA JUMPS ouT EYES AT THE
AT YA, DOESN'T IT? MOMENT.

...50 THEN HE KICKED ME IN THE GROIN SO
I THROAT PUNCHED THE DUDE. HE KINDA
STAGGERED BACK AND JUST AS HE WAS
ABOUT TO REGAIN HIS SENSES T COLD

COCKED HIM WITH A TWO-B8Y-FOUR. BUT

JUST AS HE WAS GOING OVER THE

RAILING HE MANAGED TO REACH OUT AND

GRAB THE LEGG/NG OF MY PANTS AND...

SORRY, I'M LATE. I SEE BOB IS
TELLING CHARACTER-TALES
AGAIN. WHAT DID T MISS?

OH, THIS ISN'T A GAMING
STORY. SOME GUY CUT IN
FRONT OF BOB IN LINE TO
THE DED MOVIE LAST NIGHT.

\

I HOLD THE SCHOOL MARM'’'S HEAD

UNDER WATER IN THE HORSE TROUGH

UNTIL SHE COUGHS UP THE ARRIVAL
TIME OF THE NOON STAGE.

THAT’S IT. I'M
DRAWING MY
GUN ON B0B.
s

46

Issue #50: Weve Not Yet Begun to Fight™




WHAT'S THIS GUY’S STORY?

Your honor rivals that of a Jedi. No one can ever know this.
You live in a time when the reins of power dance free and many
hands reach to take them. The senate is your battlefield.
Subtlety is your weapon.

The new Star Wars® roleplaying game holds a universe of possibilities
for fans of every era—all of the action and heroism of the classic
trilogy and all-new adventures for Episode |.

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

" The Official Star Wars Web Site

1ArWAre o
»Laf wars.com

Wizards of the Coast Web Site |

STAR.WARY

ROLEPLAYI NG G A ME




Eden Studios presents
= .

Unights of e [
-

The fastesT, easiesT way
1o slaughter helpless NPCs,
sTeal your friend's items,
and have Yyour skin
MelTed off by vicicus Traps.
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KoDT, HackMaster, Knights of the Dinner Table and all prominent characters
and likenesses related thereto are trademarks of Kenzer and Company and are
used here under license. All Rights Reserved. KoDT HACK! © 2000 Eden Studios, Inc.



0 Goth to Get Some!

BY JOLLY R. BLACKBURN
e Red The sequel to “Lords of Darkness” [Kodt #1/Bundle of Trouble Volume One] ¢ STEVE JOI:A{AﬁSSON

RECAP: AFTER ‘CHECKING OUT” A

LOCAL LIVE-ACTION VAMPYRE
GAME, DAVE RETURNS TO THE B.A. THEY OBVIOUSLY AREN’T GOING TO SHOW! WHY DO You

GROUP IN A TRANSFIGURED STATE. /INS/ST ON PUTTING OUT THEIR CHARACTER SHEETS AND
DICE EVERY WEEK? MAYBE YOU SHOULD JUST LET GO.

ALARMED AT HIS BEHAVIOR, BOB
AGREES TO ACCOMPANY DAVE THE

2
FOLLOWING WEEK TO GET THE TGI‘i/fJ1 Eﬁﬁgkg&
FULL STORY. UNFORTUNATELY REGARDLESS OF WHAT’S HAPPENED, SARA, d

WHEN BOB RETURNED HE’D GONE THEY’RE STILL KN/GHTS OF THE DINNER HOLD OF THEM/
JUST AS FAR OFF THE EDGE AS TABLE! UNTIL THEY SAY OTHERWISE . \
DAVE AND WAS PROCLAIMED WE’LL HOLD THEIR SEATS FOR THEM.

“BLACK PRINCE OF MUNCIE".

SEVERAL WEEKS HAVE NOW
PASSED AND DAVE AND BOB HAVE
ABANDONDED HACKMASTER AND
BECOME DARK-THRALLS TO THE

VAMPIRESS - BRIDGET.

THAT GAME HAS ALL THE CLASSIC

OH PA-LEEZE!!! IT'S NOT THE ELEMENTS OF A CULT. IT’S REALLY QUITE MAYBE YOU DIDN'T
GAME. ARE YOU THAT CLUELESS// FRIGHTENING. THERE’S QUITE A BIT OF HEAR ME. T READ
BRAIN WASHING AND INDOCTRINATION IT ON THE /NTERNET//
INVOLVED. AND AN/MAL SACRIFICES!
CLUELESS? I'VE BEEN LOTS OF ANIMAL SACRIFICES!!! HOW COULD IT BE ON
READING UP ON THIS THE /NTERNET IF IT
ON THE /NTERNET/ YOU’RE ACTUALLY WASN'T TRUE, SARA?

BUYING INTO THAT? \

HUH? HOW
DO You
EXPLAIN

THAT?

BRIAN’S GOT A DARN GOOD PO/NT, SARA. T SAW A REPORT ON THIS ON
REGIS AND KATHY JUST LAST MONTH. THERE WAS THIS KID WHO GOT WRAPPED
UP IN THAT GAME AND ENDED UP KNOCK/NG OVER A SEVEN ELEVEN,
LATER HE STOLE A TELEPHONE COMPANY UTILITY TRUCK AND DROVE IT INTO....

R-R-R-REG/IS??

\

FORGET ALL THAT NONSENSE
GUYS! THERE’S ONLY ONE
WELL? REASON AND ONE REASON ONLY
THAT BOB AND DAVE ALONG WITH
MOST EVERY OTHER MALE
GAMER IN MUNC/E BETWEEN THE

. AGES OF 73 AND 35 HAS BEEN
q % FLOCKING TO THAT GAME/

WHAT ARE YOU
DRIVING
AT SARA?
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HER NAME IS
BRIDGET/

=7 THE RPG' REVINAL IN —

BRIDGET? YOU MEAN THAT REALLY NARC/S/STIC G/RL WHO RUNS AROUND
HACKCON IN THE CHAIN MAIL TH..TH..THINGY? SHE SEEMS HARMLESS ENOUGH.

THINGY? -GROAN- T BELIEVE THE WORD YOU ARE .,
LOOKING FOR CUZ |5 THONG!! AND SHE’S ”E?AE‘fN“ \\uzgyp’,',o“
EXACTLY THE PERSON T'M TALKING ABOLIT, Ay

VAMPYRE WAS VIRTUALLY DEAD AS A GAME IN AR el

DELAWARE COUNTY UNTIL SHE STARTED PLAYING. /!

NOW THERE’S A WHOLE
'LORDS OF DARKNESS

THE WORKS,

GET IT, SARA?
UNDEAD......-SNICKER-

SHEILA AND T WERE JUST TALKING ABOUT THIS THE OTHER DAY.
IT’S A MIND GAME FOR BRIDGET. SHE HAS THESE GUYS 7R/PPING OVER
THEMSELVES TO BECOME HER BLOOD-THRALLS AND SERVE HER IN THE GAME.

IN LORDS OF DARKNESS THE MORE UNDERLINGS YOU HAVE
IN YOUR SERVICE THE MORE POWERFUL
YOU ARE. SHE’S JUST US/NG THEM --
AND IT’S NOT EVEN ABOUT THE GAME ANYMORE. GUYS LIKE
B08 AND DAVE HAVE UNKNOWINGLY BECOME HER SLAVES.

SARA...THAT’S CRAZY TALK/!! NO RATIONAL \ _
PERSON COULD POSS/BLY BELIEVE SUCH A THING. >1%

%ﬁkﬁ
‘t:‘“ éﬁ\ ARE YOU ACTUALLY SUGGESTING THAT

st = BRIDGET HAS SOME KIND OF HOLD OVER.....

OH MY GAWD... YOU KNOW WHAT? I SAW SOMETHING -- SOMETHING REALLY
STRANGE THE OTHER DAY. I DIDN'T PUT 7TWO AND TWO TOGETHER UNTIL JUST NOW.

/

THE OTHER DAY I WAS MAKING A DELIVERY FOR MY DAD AND IT
TURNED OUT TO BE AT BR/IDGET'S HOUSE, BOB WAS THERE!
HE WAS MOW/NG HER FRONT YARD AND HAULING SOME TRASH

OUT TO THE CURB. IT SEEMED A BIT ODD BECAUSE HE
WAS IN HIS SU/T AND IT WAS DURING HIS LUNCH HOUR.

/ WHEN HAVE YOU KNOWN

I FIGURED HE BOB TO DO ANYONE A

WAS JusT FAVOR? SOMETHING IS

> DOING HER A TERRIBLY WRONG, B.A.

FAVOR.
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I'VE MOWED BRIDGET’S LAWN NUMEROUS TIMES, SECONDLY,

OH MAN, THAT’S R/CH!/ YOU'RE LAST SPRING T PAINTED HER DECK AND RE-GROUTED THE TILE

BARKIN’ UP THE WRONG TREE IN HER KITCHEN. I EVEN HOOKED HER UP WITH FREE CABLE.
THIS TIME MY FRIENDS. \

ANOTHER TIME I RESHINGLED HER SHED AND THEN THERE WAS THE
WRONG ARE WE? TIME I SPACKLE-COATED HER REC ROOM AND RE-WIRED HER...
THEN WHY DON’T You

EXPLAIN TO US WHY? \

OH REALLY? SO WE'RE

AND YOUR POINT 1S?

GLAD TO. FIRST OF ALL...

»y WHO CARES WHAT THE REAL REASON |5, BRIDGET -- VAMPYRE DOESN’T MATTER/
DUHO BOTTOMLINE HERE IS THAT 7WO OF OUR GOOD FRIENDS SEEM TO BE IN
/ OVER THEIR HEADS. NOW IT SEEMS TO ME LIKE WE SHOULD HELP THEM.

1 D/D ALL THAT AND
I DON'T EVEN PLAY
STUPID LORDS

BUT B.A., £L.0.D. IS DICELESS/ ONCE YOU'VE TRAMPED AROUND IN SUCH
FREE-FORM SYSTEMS IT’S REALLY TOUGH TO GO BACK, THAT'S WHY
I'VE RES/STED THAT 8/G CARROT ALL THESE YEARS. I HATE TO SAY IT,

OF DARKNESS!/ BUT T THINK BOB AND DAVE’S HACKMASTER DAYS ARE OVER.
\ IT’S NOT THEIR STYLE OF GAMING
’ -
of PR THAT BOTHERS ME. I’M CON

= po You
fiz EXPLAIN

BUT HOW DO WE GET THERE’S ONLY ONE THING 7O DO -- WE’VE GOT TO BREAK
THROUGH TO THEM? THEY THE SPELL SHE’S HOLDING OVER THEM. THOSE POOR BL/ND
: 2
WERE SO UPSET WITH OUR FOOLS/! WE'NE GOT TO YANK THEM BACK TO REALITY.

INSISTENCE THAT THEY STOP

PLAYING VAMPYRE... 1 AGREE. WE SHOULD TRY TO /NTERVENE. GET

THEM TO COME OVER AND S/T DOWN WITH US
SO WE CAN TALK SOME SENSE INTO THEM.

THAT’LL GO OVER LIKE A LEAD BALLOON! \
YOU KNOW HOW DEFENSIVE THEY GET
WHENEVER WE BROACH THE SUBJECT.

! We pusHeD
N THEM AWAY.

MAYBE SO BUT IT’S WORTH A TRY.
T’LL SEE WHAT I CAN ARRANGE AND
TRY TO GET THEM TO STOP BY NEXT WEEK.

\
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THE FOLLOWING WEEK...

EVERYTHING’S KEWL/ T KNOW WE SAID WE WOULDN'T BE ABLE TO MAKE /T TONIGHT
BUT IT TURNS OUT THAT AT THE LAST MOMENT, M/STRESS OF THE HORDE WAS

HEY GUYS... ™~
GLAD Yo COLLD MAKE SUMMONED AWAY FOR THE EVENING -- WE WERE LEFT WITH NOTH/NG TO DO,
IT.
ALTHOUGH WE DO HAVE TO
| LEAVE BY 8:45 TO WALK HELLO, SHERPIE? HEY, HOW 1S
UH....HOW ARE THINGS? THE M/STRESS’ BOYS, THAT ADORABLE LITTLE
POMERANIAN, SHERPIE! \ PUP? SHE’S SO CUTE.

YEAH, THAT’S RIGHT. WE CAN’T S7T4Y LONG. IF YOu

WANT US TO GAME WITH YA IT’S GOING TO HAVE TO ACTUALLY GUYS, THE REAL REASON WE’VE ASKED YoU
BE SOMETHING QU/CK. A BOARD GAME MABYE? OVER 1S THAT WE’VE BEEN WANTING TO TALK TO YOU.
/ YEAH, A BOARD GAME! THAT \
WOULD ROCK//! WE HAVEN'T 5 YEAH, WE COULD OH BUT TH/S
PLAYED A GAMED IN WEEKS. TALKD. ABouT HAVE TALKED REQUIRED
WHAT? WE CAME WHEN You A FACE
HAVEN’T GAMED? HERE TO GAME CALLED us.
[ , TO FACE.
HUH? I DON’T OH... WELL, IT’S ALL AND STUFF, \
UNDERSTAND... HUSH HUSH. YEAH, /
WHAT"VE YOU CLAN-STUFF -- we ~ HUSH- /

GUYS BEEN DOING ~ CAN'T TALK ABOUT IT, Hus/H
ALL THIS TIME? \ _

UH OH/ HELL NO! T SEE WHERE THIS IS HEADING. YOU GUYS LURED US OVER HERE SO YoU
COULD HARP ON US ABOUT THE EVILS OF PLAYING LORDS OF DARKNESS AGAN -- |S THAT IT?

WELL SAVE YER BREATH, M/SSY/ T'M \ ;;A;pggpugoigsgugj;
EXCELLING AT THIS GAME AND IT’S MISTRESS WARNED . SECRET CLAN
STARTING TO GET REAL INTERESTING. US You'D TRY ABOUT HER FOR A STUFF?

WHY CAN'T YOU GUYS JUST LET US GAME  gOoMETHING LIKE THIS. MOMENT - SHALL WE?
THE WAY WE WANNA GAME - HUH?

KEWL/

WE'RE A BIT
~. CONCERNED
: > ABOUT
.l = you Guys.

52 Issue #50: Weve Not Yet Begun to Fight™




HISS333393535355535Y

/o

GAAA!!! SHE
SPAKE THE NAME/ HOW KNOWS
7Ty

\ SHE THE NAME?P? /
!-:. -—

INFIDEL!!! HON KNOWEST THOU
THE NAME OF OUR M/STRESS??/

'\COS T SAT BEHIND BR/IDGET IN
GEOMETRY CLASS
IN H/IGH SCHOOL YOU DORK!!

HISSSS/
HISSSS/

AND SHE’S PLAYING YOU TWO THE SAME WAY SHE PLAYED
MR. LANCASTER TO GET AN “A” IN H/S CLASS!/

BRIDGET GOT AN “A” IN
GEOMETRY?? BEAUTIFUL
AND SMART!!

NO, JusT .~
MANIPULATIVE.

THE
NAME!
HISSSS/

HA!! SHOWS HOW MUCH You
KNOW. WE WEREN'T WEEDING, ”%a ”&‘%ﬁ,’”
WE WERE GATHERING SPELL o o
COMPONENTS FOR THE DO THE
MISTRESS’ ‘CHARM OF MAKING’. :

DON’T YOU GUYS GET IT? SHE’S JUST US/NG YOU TO PERFORM ALL OF HER MENI/AL TASKS

& CHORES, C’'MON, LET’S BE REAL -- WHAT KIND OF VAMPYRE HAS TO HAVE HER THRALLS BY THE WAY BOB,
WEED HER BUSHES AND DROP OFF HER DRYCLEANING? AND DO YOU REALLY THINK NEXT TIME YOU SEE
SHE’S AT SOME SUMMONING TONIGHT? SHE’S PROBABLY OUT PARTYING MISTRESS, LET HER

IT UP ON THE TOWN WHILE YOU TWO BOOBS BABYSIT HER DOG/

KNOW THAT SHE’S
GOT A FIFTY DOLLAR
TAB AT MY DAD’S STORE.

WELL YOU D/D DROP IT OFF
AT BA.'S DAD'S STORE!!
OR MAYBE YOU
\ LACKEYS WANNA
TAKE CARE
OF IT FOR HER.
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LACKEYS?!/ OF COURSE IT LOOKS LIKE WERE JUST LACKEYS TO AN UN/INFORMED

OUTS/DER. FOR YER INFORMATION I'M 7H/S CLOSE TO ATTAINING THE

COVETED RANK OF DARK PRINCE OF DELAWARE COUNTY: THIRTY-SECOND DEGREE.

C’MON BOB. DON’T YOU
SEE SHE’S RUNNING
SOME KIND OF LABOR-
FOR-FREE SCAM ON You?

/ YOU SHOULDN'T
TALK ABOUT
SOMETHING .
YOU KNOW _—
NOTHING
Asourt//

NICE TRY, BA. --
M/ISTRESS SAID PEOPLE
WOULD S4Y THINGS LIKE THAT
TO THROW OFF OUR GAME.

GuyYs, ¢’MON!/ You

CAN’T EVEN TH/NK FOR
YOURSELVES ANYMORE?

THIRTY-SECOND
DEGREE? REALLY?
WOW/ YOU GUYS ARE
DOING GOOD - HUH?

WE TALKING

POINT SYSTEM
OR AGGRAGATE

SKILL SET?

HEY, IT'S 8:45 DARK OVERLORD. WE
BETTER BE “WINGING” IT OVER TO
M/STRESS’ TOWNHOU...ER,

WE MUST DEPART
ON THE N/GHT AIR!
DO NOT ATTEMPT

WELL, LOOKS LIKE
THE GAME’S OFF.
CAN YOU GUYS
GIVE ME A RIDE TO....

HISS/ HISS/

GOTHEDRAL AND FEED THE HELL-WOLF. TO FOLLOW US,

ALRIGHT BLACK PRINCE-DUDE BUT
FIRST WE GOTTA GET SOME GAS.
I BE RUNNIN’ THOUST ON FUMES.

HMMRRFFF,
GUESS NOT.

IT COULD BE
DANGEROUS -
BUT IT JUST
MIGHT WORK.

OH LORD! IT'S WORSE THAN I THOUGHT. THAT WOMAN REALLY HAS THEM UNDER
HER SPELL. DID YOU SEE THEM? WE GOTTA DO SOMETHING ABOUT THIS/

/ YEAH, WE COULD PROBABLY GET A
ANY /DEAS?

THREE-MAN GAME OF UNO GOING.

AS A MATTER OF FACT,
I THINK T DO
HAVE AN /DEA.

N

i y ' CONTéNUg A EXZ /SSUE:

UNDEAD OR AL/ VE
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Bob Herzog. Ten years, fifty issues, and 400+ strips later, the cast
: of characters has swelled considerably. (While weve never bothered
i making a detailed list of all the characters mentioned or appearing in
i KODT, at least one rabid-fan puts the number at close to fifty).

i Since the beginning, inquistive readers have wanted to know more
i and more about their favorite characters in the comic. Our answer
i was to begin running short bios on the characters in the back of each
i volume of Bundle of Trouble and Tales From the Vault.

i These “Who's Who” listings (Which are basically short bios for the
¢ Knights themselves, along with members of the Black Hands, Hard Eight
i Enterprises etc.) have proved to be popular with readers and are also

Not much is known about this mysterious fig- } - . L . .
: i invaluable to newbies’ who have just stumbled acrosss an issue of
ure. Many gamers know her by sight even i

though they've never actually met her. i KODT for the first time and need to catch up.

Bridget was introduced to gaming initially i Many fans, however, have been demanding bios for the more obscure
through Spell-Jacked by an ex-boyfriend. She : members of the KODT family. Every day we receive letters from the
later became enthralled with live-action gaming i ¢rious demanding to know everything from, “What’ the story with
such as “Vampyre: Lords of Darkness. :

i B.A5 cat, Prowler? to “Does Dave have a real job?” One reader recent-

The very first KODT strip had two characters —B.A. Felton and

Her costumes have made her :

an icon. “Did you see what'
Bridget was wearing?” is fre-
quently heard at any con she

is attending.

Bundle of Trouble or Tales from the Vault, you can download those bios
KEATING.

ly asked, “Whos the chick on all GaryCon-covers of KODT?”
Okay, Okay, since this special issue of KODT is dedicated to our fans,
we decided to answer a few of these questions and many, many more.
Since the original bios appear elsewhere, we decided not to be redun-
dant and run them here. (For those readers who don’t own an issue of

at www.kenzgerco.com in Adobe Acrobat format.). 1

FELTON :

Pappy Felton is B.A.’s 83- year-
old grandfather. He served

proudly as a ‘Fighting Sea Bee':

during World War II.
His unit was involved with
building airstrips, following the

Marines as they island-hopped :

across the South Pacific.

No one knows the full story,é

but apparently Pappy was left
behind on Tulagi when the

Japanese re-occupied the island

for a short period. Alone for:
weeks, he eluded his would-be

captors. Later, after being res-
cued, he was sent back to the
‘States a hero.

After the war Pappy started a:
chain of dry-cleaning businesses }

in Muncie which he turned over

to his son upon retirement.
Pappy now lives in Kissimee

Florida but returns home fre-

quently to visit his kids and:
grandchildren. It’s said he packs

a ‘mean’ right punch.

Knights of the Dinner Table Magazine™ * December, 2000

Earl Slackmozer is regarded as a kind of ‘local celebrity. Besides
running Tournament level HackMaster events at GaryCon and var-
ious local HackCons, he freelanced for HardEight Enterprises for
several years with four published adventures under his belt (including
the highly acclaimed Module G-7: Gnome Uprising). He moved to
Muncie, Indiana after transferring to Ball State from Saginaw Tech. He immedi-
2 ately started a gaming group (Slacker’s Hackers) and began recruiting players
CR  (who were required to take his HackMaster Basic Knowledge and Experience
test.) He and B.A. Felton butted heads several times but it appears they have
learned to tolerate each other. There is now a begrudging respect between them.

His home-brewed live-action SlamMaster Professional
Wrestling event, “Royal House Rumble” (Held annually by
invitation only) continues to grow in popularity. Earl is
currently writing up the rules and seeking a publisher.

SLACKMOZER

Ty Ferfel is the driving force behind the Gamer Temp Corps. He came
up with the idea when a campaign he was playing in was wrecked because
several regular players dropped out with little notice. Ty and his friends vol-
unteered to fill the occasional ‘empty chair’ for GameMasters who found
themselves in a similar situation. Ty even managed to talk Weird Pete into
becoming a sponsor for the program after the local chapter of the HackMasters Players
Association refused to endorse the Gamer Temp Corps. Ty, who happens to be a nephew of Nitro
Fergueson, was once a Black Hand but was drummed out after a physical altercation with Stevil
van Hostle. (Had he agreed to wear the ‘hubcap of shame’ as punishment he could have stayed.)

tyrone
FERFEL

m Colonel Prowler (also known as “Full Bird”) is B.A. Felton’s cat.

Prowler’s ferocity and propensity to attack without
PROWLER warning has earned him a great deal of fear and respect §
from those around him. =
Anyone who visits the Felton household is wise to \'_;"™
heed the advice, “Best to give him (Prowler) a wide berth.”

It is rumored that Prowler was once a loveable, even affectionate pet but )
after siring hundreds of litters in the neighborhood, B.A. was court-ordered to
have him neutered. It is this event which is believed to have caused Prowler’s sudden
change of temperment. The fifty pound cat has been blamed for the strange disapearances of several neighborhood
dogs (including a Great Dane named Mouther) but no direct proof has ever been presented to support this.

He has a fondness for dice, metal figures and many other items which, once claimed as his own, are tucked away
in his bedding in the corner of the laundry room. It is believed hundreds of ‘lost’ dice are among his horde.

Gt
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extremely heavy course load. As a GM he'’s fairly easy going.

Troy is studying Finance and Media Relations. He’s also active in the

Student Board and Indiana Young Republicans.

John Lee attended BSU for a while but
dropped out because he couldnt decide on a
major. He managed to keep his Student I1.D.,
however so he can still use the campus facili-
ties. He considers himself a ‘ladies man’

and only became involved with gaming
because an old girlfriend played and ﬁ/
introduced him to Troy and his group. :
Troy used worked at Big Big Video & N:
where he met Sara Felton. The two dated for
awhile and John managed to lure Sara away from
the Knights of the Dinner Table as a player and
convince her to joing Troys Boys. Later Sara dis-
covered she was being used, (Troy’s Boys needed

WATSON

Troy became something of a
celebrity when he hosted a talk
show on BSU’s campus radio
station. In Troy’s own words he’s
‘not a gamer.” He refuses to sit in
as a player and enjoys GMing
because it’s the only creative out-
let he can find time for with his

Vincent is attending Ball State on a
soccer scholarship. During his
sophomore year he changed his
major from Business Management
to Marketing. He openly admitts
that one of the main reasons he
likes role-playing is because he can
‘screw around’ with people’s heads
while in character and rattle their
cages.

There was a bit of a scandal
involving Vince a while back which
threatened his scholoarship—
something to do with photographs.

DWYER

TROY S BOYS Troy Watson and his

players don’t really consid-
a.k.a. “THE BOTTOM FEEDERS”

er themselves a gaming
club. They simply dont

i take their weekly game that seriously and rarely participate in
i local conventions or tournaments. (With the exception of an

occasional HackMaster Tournament if a cash prize is involved.)
They consider their style of play to be superior to those of

¢ most other groups and have little interest in socializing or hav-
i ing contact with other gamers who they consider, “weird”.

It is for this reason they are largely invisible from the point of
view of Muncie’s gaming community.
They jokingly refer to themselves as the “Bottom Feeders”

i because during freshman year they pledged several fraternities

a female player for the Hackmaster Tournament)
and the two split up.

i but, with the exception of Troy, were never initiated.

GROGAN

Lanky learned to role-play as a child when he was forced to sit in on his teenage
uncle’s campaigns and play the parts of various NPCs. Perhaps it’s for that rea-
son he often seems bored with the game and distracted. He takes his gaming
even less seriously than the others in the group. He’s been know to excuse him-

self to use the restroom and never return. No one seems to mind though. It’s

just part of his personality and most people accept him as he is.

Lanky is an engineering major considered to be something of a ‘wiz kid” when it comes mathmatics. He
often makes decisions in the game based on his calculations of the odds and percentages involved in any

given situation.

Cody Winkle is a ‘floater’, one of many HackMaster players in Muncie who just can’t seem to find a
group where he fits in. Even the Black Hands (who are known for taking those ‘black sheep’ players no
one else will have) will have him. He played with the Black Hands for a short time before being given
the “big boot” by Weird Pete. (Describing Cody, Weird Pete once said, “Despite the facts staring him right
in the face he thinks very highly of himself -- I find thar annoying”)

Cody is active in community theatre and writes a movie review column for the college newspaper
called “As I Saw It...” Except for a few favorable reviews for his portrayal of Fagin in the stage produc-
tion of Oliver his acting career has been less than remarkable (though to listen to him you would think
otherwise). Cody is a huge role-playing fan and likes to combine his acting skills with the game.

Despite his acting career, most gamers know of him because of a rather bizarre event which happened
at HackCon ‘98. Cody was found bound and gagged in a dumpster behind the Con site. It is suspect-
ed he was the victim of a form of gamer-style justice called “Taking Out the Trash”. Cody refused to
identify his attackers and has largely dropped out of sight - occasionally popping up to fill in an empty
seat. He’s listed on the Gamer Temp Corps database.

WINKLE

Logan is one of the ‘old guard’ Gamemasters of the Muncie area.
His group, “Logan’s Heroes” have won more Regional :
HackMaster Tournaments than any other group. Logan learned :

After rescuing several gamers who became lost in
i the BSU steamtunnels while playing live-action

when he was still GMing. Eventually Brian tired of Logan’s pre-
tentious attitude - the last straw being his adoption of a haughty

begin his own. His style is best described as harsh &
meticulous, brooking no dissent from ‘rules lawyers
(having been trained by the best in the business, he knows all
the tricks of the trade.) His players have become formidi-
ble gaming machines under his “no crap” regime. It’s

FOREMAX ma is |
worth mentioning that Logan is widely despised.
56 Issue #50: Weve Not Yet Begun to Fight™

to Sling-dice’ under the watchful eye of Brian van Hoose back i

faux-british accent - and booted him out. Since no one :
stepped up to adopt him into their group, he was forced to }

 role-playing games like it are inherently evil and
i constitute a threat to young, impressionable minds.) “

i HackMaster, Officer Tandy was sent by his depart-
iment to attend a B.A.H.M. Seminar (Bothered
i About Hack Master - an organization whose members
s are convinced that HackMaster and other fantasy

iHe has taken a pesrsonal interest in various
i Muncie gaming -groups which he feels are
i “breeding grounds” for trouble.

i

TANDY



HAWG,
WALLER'S
KICKSTAND

PALACE.

This seedy bar on Muncie’s west-
side has a reputation for being a
place best avoided’.

It is said that even the Police are !

afraid to enter. (If duty should

require them to do so, they usually
show up in great numbers.)
Strangely enough, the bar has

attracted the attention of several :

amers in the area who have come i :
8 i the weapon but few have any doubt that he }

wouldn’t hesitate to use it — After all, he bears :

to the conclusion that the bar and
its clientle are more ‘bark’ than
bite.

These days, it's not all that :

uncommon to see someone rolling
up a character at a side table or dis-
cussing last night’s game with a few
friends.

To hear him tell it, he
was just a drifter passing
through town until he
won the bar in a game of
poker.

It’s a good story and
Hawg is known for
telling some tall-ones so
it’s anyone’s guess what
the truth really is.

Hawg carries a gun

WALLERS wrestled out of the

hands of a would-be

burglar one night. After pistol whipping the perp
with his own pistol, Hawg let him go.

No one can actually remember Hawg ever using

numerous scars which testify to the fact that he’s
not one to shy away from a fight.
i tomers feel a certain degree of comfort in the fact

of guy. Keep things peaceful and pay your tab and
you'll find he’s easy enough to get along with.

Hawg is the owner of :

the Kickstand Palace. : great heyday of Farm Implement theft rings

Despite his reptutation as a tough guy, most cus- : . .
P p 1 guY, i went to prison. (Including Crutch, who to

i that he runs a tight ship. He’s a no-nonsense type i this day isn't aware that Switch sold him out.)

Crutch is an ex-con. A two-time loser who's been put on

Hawgs.)

notice. If he screws up one more time and finds himself on the
wrong side of the law -- he goes down the river for good.

He’s a permanent fixture at Hawg Wallers (shough according
to the terms of his probation hes forbidden to even step foot inside
a bar. Then again, the police dont exactly do walk-thrus ar

Even with his record, it’s not hard for those who take the time
to get to known him that he basically a good heart. He tends
to be a loyal friend and is definitely the kind of guy youd want

' ' in your corner during a fight.

14

HUMPHRIES

It is this blind loyalty, however, that often gets him in trouble.
Recently Crutch discovered role-playing and something about
Cattlepunk clicked with him. He’s now a member of Patty’s
Perps and struggling to win the approval of the other players.

 racing, horses, craps,
 slots, bear baiting, or
i his favorite - Penny

¢ usually broke.

Switch earned his nickname during the

which were rampant in America’s heartland
during the mid 80’s.
His speciality was ‘switching’ serial num-

¢ bers on combines and thrashers before they
i were loaded onto flatbed trailers destined
i (eventually) for the Ukraine where they

were in hot demand.
Eventually a Department of Agriculture

i special task force got wind of such doings

; . i and threw out its nets. Unfortunately for
which he claims to have : Y

i Switch he was quickly ensared. When the

Feds had enough “dirt” [literally AND fig-
uratively] on Switch they tightened their
noose and convinced him to “squeal”.

¢ Once he started it was hard to shut him up.

To avoid prosecution, Switch became an
all too willing informant. He did his job
well and with great zeal.

Most of his former partners in crime

These days, Switch is just another petty-
thug operating beneath the radar (for the

i most part) of the local police. He manages
i to work just enough ‘jobs’ to keep himself
i in ‘walking around money.

Switch has a weakness for gambling in all
its forms — be it

cock fighting, dog

Pachinko.

This means he’s

[[1d [] A []

Whitey was once a member of Knights of the Dinner
Table. He left shortly after Brian VanHoose hung up
the GM Screen because he didn like B.A. Felton’s
style of play. After drifting from group to group for a
few years he founded the Dorm Troopers and lured
Grover Grundig, Bob Herzog and Brian VanHoose
away from the Knights to join his club.

Although Bob and Brian eventually drifted back to
B.As table, Sheila and Grover stayed on.
Whitey has been censured by the H.M.PA. on four
separate occasions, losing his GM-credentials
twice. He has a reputation for being lax when it
comes to the rules and too easy on his players.

i perhaps best known for having
i run the longest-running character
i in Delaware County (Iron Face

i the entire gaming community was
i shaken with the news.

¢ Tourney.

Grover “Da Crit Man” Grundig is

Willic.)
When Willie was finally killed

Grover dropped out of gaming
for a short time after causing the
Dorm Troopers to be disqualified
from last years HackMaster

THE DORM
TROOPERS

The Dorm Troopers was originally
a splinter-group of the Knights of
the Dinner Table who broke off to
form their own table.

The D.T’s are highly competitive

though in recent months they have

suffered from a drop off in member-

ship.

Sheila was introduced to role-playing by Dave Bozwell who dated her for a
short time. During the relationship, she frequently played with the Knights of
the Dinner Table but was never allowed to officially join. (At the time the
group had a “No Gitls” policy) The relationship cooled after Sheila and B.A.
got into a fist fight in his front yard. (B.A. accused her of cheating). Sheila even-
tually hooked up with the Dorm Troopers. She’s generally accepted as one of
the guys when it comes to gaming. Sheila stirred up a bit of trouble a few years

ago when she tried to run a male character in a regional HackMaster
m Tournament at Gaming Dick's Game Emporium. When Gaming Dick refused
to allow her to enter the tournament she lodged a complaint with the H.M.PA.

HOROWTITZ Her case brought about changes to the Tournament Rules and depending on

your position, made her either a hero or a villian.

Knights of the Dinner Table Magazine™ * December, 2000
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m Patty majored in Elementary Education at BSU and currently teaches a Kindergarten class at

James Whitcomb Riley Elementary. She was an early member of the Black Hands before splin-

G- AUZWIELER tering off to form her own group, “Patty’s Perpetrators” (more commonly referred to simply as

“Pattys Perps”) She has a reputation for bringing ‘positive reinforcement’ and other teaching tools

from her classroom to the gaming table. Patty had a ‘thing’ for Dave Bozwell (who, for a brief
time had a thing for her). The two dated for several months before Dave broke it off.

Mona is a free spirit with plenty of time to game due to the fact that her
i children have grown and she was left a sizeable inheritance by a great uncle.
i With her husband gone too, Mona answers to no one — something she
i openly confesses to being proud of. She speaks her mind and makes no
apologies for doing so. Even so, most people seem to enjoy Mo’s company. _

PATTY’'S
PERPS

Patty’s Perpetrators are one
of the newest sanctioned :
groups to recognized by the }
H.M.PA. in Muncie. i

They've yet to win any tour-
naments but the group has
twice been commended for
demonstrating :

“Good Sportsmanship.”

Eddie Ramirez has been known as “Tank” i
since high school, when he was named League :

Commisoner for the Fantasy Football League. i WERT

He is extremely proud of his unique charac- :
ter - a Frost Giant Thief named Kraven. He fg fereeeeeeeesesessesesssssssssssssinsnennnne
currently ‘tutoring” Crutch on the finer aspects of roleplaying and “playing
well with others”.

Painfully shy as a kid, Tank was bumped from group to group
until he eventually responded to an ad posted on Weird Pete’s bul-
leting board. Patty has been working with him and has slowly
Ramirez coaxed him out of his shell.

Chad is a graduate student at Ball State University majoring in history with an eye toward teach-
ing. To make ends meet he works part time as a disc jockey at fraternity parties and other campus
events. He’s known for being something of a hothead and quick to anger. This has caused him alot
of problems at the gaming table over the years — He spends a lot of time ‘pondering the five points’
in Patty’s time-out corner.

Chad’s an ex-munchkin. He began playing HackMaster at the ripe young age of 13. Like most of
the other Perps, he found he was welcomed at Patty’s table.

When the collectible card game, Spell-Jacked first came out, Chad went out of control and blew
his savings AND his college tuition on booster packs thinking he was ‘investing’ his money. He got

burned during the ‘Card Crash’ of ‘96 and is still dealing with the debt.

Aguilar

Squirrely was one of a dozen chimpanzees who were the subjects of a joint NSA-USAF project which oper-
ated in secrecy at the height of the Cold War. Selected after a rigorous screening process the ‘subjects” were
taught a wide variety of skills of a covert military nature. His exceptional intelligence fast-tracked him even
deeper into the shadows of secrecy. It is suspected he, and a dozen other chimps, were trained to fly modified
U2 long-range reconnaissance aircraft. [Wreckage of a U2 crash recently recovered in Sri Lanka lends credence to
the theory. The remains of a chimpanzee in flight gear was discovered in the fuselage.] The details of the project,
however, and Squirrely’s involvement have never been fully disclosed.
m A freedom of information act search uncovered scant details of his military service save for a directive
! A-00 from President Johnson, commissioning “S.S.#234-56A4-003 into federal service” and “assigned to an undis-
closed southeast Asian” base to begin an “operational role in the conflict.” Other than that, Squirrely dis-
SQUIRRELY appears from the record for the rigext twenfy years. R
With the collapse of the Soviet hegemony in 1989, the project lost funding and was forced to sell its test
subjects at auction. Subject 234-56A-003 was purchased by a P Ashton of Muncie, IN for the sum of $586. (The serial number
is tattooed on an inner lobe of Squirrely’s left ear. Although fluent in lip reading and sign language (English, Russian and
Vietnamese), neither his owner nor anyone who frequents the Games Pit shop are aware of it, nor his incredible background.
Squirrely is content to live in secluded retirement, working as Pete’s assistant and enjoying an occasional burrito.

Over the years, he’s become an icon in the local gaming community - often mistaken for a monkey. At times, it appears he is
employed by Pete, doing odd jobs after hours, unloading product from the back of trucks, mopping the floor, etc. Although appar-
ently more intelligent than the average chimp, he seems to be accident prone. (Once he accidentally got caught in the fanbelt of Pete’s
VW while changing the 0il.)

Unbeknownst to Pete, for years Squirrely had been eating lead figurines (His cage was within arm’s length of the display racks)
resulting in the strange neurological disorder(s) that earned him his name and made him what he is today - an unbeaten, over-
muscled, half-crazed, arm-wrestling, grudge-carrying, lunatic simian.

Weird Pete holds a yearly contest where people attempt to best Squirrely at arm wrestling. Squirrely really seems to enjoy the atten-
tion and is apparently proud of the fact he remains unbeaten.
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Your Name is
Squa Tront...

you are a highly-evolved
sentient cockroach from
the distant future

and you are a
Time Traveler.

However, you have a problem:
Your world no longer exists.

In order to restore your TimeLine and
thus return home, you'll have to change
history. You'll have to bring about World
War 3, by sabotaging the Manhattan
Project and the launch of Sputnik, while
also making sure that the Titanic and the
Lusitania both sink on schedule. Oh, and
you'll need to keep the Hindenburg from
exploding, too.

Zeppelin Factory
Opened ip Seoul
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Too much for your puny
little super-evolved
insectoidal brain

to cope with?

Don't worry...
there are two other
ways you can win.
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edictcion
Compiled by Barbara Blackburn, Jim Blanas, Erik Bouchard,
Brian Clements, Frederick A. Feltman, Kevin Hall, Paul
Hornsby, Stuart McDaniel, Matthew Metcalf, Tom Michael,
Brandon T. Morishita, John Patrick, Genevieve Pratt, Joe
Rizzo, N. Frances Rodgers, and Forrest Wilson

A COMPLETE INDEX TO EVERY KODT STRIP [ISSUES 1 THRU 49 & VAULTS 1 THRU 3]

#1. Not Readﬁf For Syndication

Lairof the Gazebo .. ... ... .. i A case of mistaken identity
A Question of Honor . .....oin it e B.A. accuses Brian of cheating
By the Book . ...t it ittt e e B.A.’s ‘homebrewed dragon’ causes problems
P y g p
¢ Attack of the Rules Lawyer . ....... ... .. i, Brian and B.A. go head-to-head
Let the Dice Fall Where They May . ........ ... ..., ‘Onward and downward’
O The Farmer WArS . . . oot ittt ettt ettt et e e ettt e e The Great Radish Wars!
) The Wonderful GaryCon Adventure . ...........oiiiuiiiuiiiiniiinennenn. The group goes to GaryCon
Diminishing Returns . .. . .. ..ottt i e B.A. wheels out the infamous ‘fireball generator’
E g g
=) #2. Gluttons for Punishment
- FirslmpressionsHr e P Py e T Y T P T T T T P TV TV TPV T T P P TP T PP First appearance of Sara
>° The Cows of War ..ottt et et e et et e Origin of Dave’s Magic Cow
Lords of Darkness . .. ... .ottt e e Dave and Bob play a “Vampyre' LARP
[} Angel of Mercy . ...ttt Sara has the ‘healing’ touch
3 Spell-Jacked . . ... e Card game mania hits the group
) The Great Revolt . ... ...t e i Its a player uprising as the group turns on B.A.
) ATCRIVES .« . ittt e e e e e e reprints of two of the earliest KODT strips
- .
ial| #3. License to Loot
- Dueling GameMaSters . . ... ....ouutuennentenenu et tnean et eneaneneeneaneneens The group plays a game under Nitro
A Critical STUATION . . . . e B.A. purchases the ‘Critical Mass Rules
0 p
Attack of the SnOw Beasts . ........ouiiiiiiiiiit s Brian’s invisible character gets the shaft
) &
v The Sticky Notes of War .. .......ooiuiiuiiiiiiiiii it Sticky notes make B.A.’s job a living hell
o) The Samer it GEts . . ..ottt The group tries SpaceHack
(= The Guest GIM . ..ottt ettt ettt e et e e e e et e e e e e e e e e e e s Weird Pete steps in as GM.
p
=} LT N S A8 B B0 B B0 B B0 B 6 B 60 6 B A 66 B B0 B B B BN 6 B B BB BB AL Brian decides his comrades are expendable
a0) Death By Repetition . . ... ..ottt e Brian and his bag of ‘pebbles’
L GOt a ROCK ..ttt e e Bob finds a rock

Bonus Stl‘iP (appeared in this volume of Bundle of Trouble only)
105850 JEIESE (GATIRE 00 0 00000000000 000000000000000000000000000 Retro-strip showing Dave’s very first exposure to role-playing

#4. Have Dice Will Travel
° The Streets of Muskeegie . .. ........o i i The group tries a game of CattlePunk
B The Old Guard Strikes Back . ...... ... Weird Pete returns
o The Gawd Complex . . . ..ottt i i e Bob's character inherits a major relic
Gary Jackson Files ........... ... o i A look behind the doors at Gary Jackson’s company
v Mt ONTORINEIR I PP Bob steals Brian’s ring
E Uh.WherewasI? ........... ... ... i, Everyone is too busy talkin’ to think about gaming
) AHole Lotof Trouble ......... ... o i The group finds a portal%le hole
—°1 Detour Down Memory Lane . . .........o i The group remembers their old characters
>l #5. Master of the Game
) Spaced Out ... ...t e The group plays SpaceHack, thwarts nuclear device
v Conquer & Deny .. ...ttt e The gang spoofs Risk
el Beatingthe Odds ........... . ... ... .. i i An outbreak of ‘lucky rolls’ brings accusations
2 CantBuyMeLuck ...... .. . Bob suffers an unlucky streak
8 Agentof Evil ...... ... ... ... .. il The group stumbles upon the legendary Hand of Vectra!
E #6. Plays Well With Others
) Luckofthe MaCaw . ...... ... .. . The gang tries a game of HackBeard
CanWe Talk? . ... ooeii i e e B.A. attempts to keep the game moving
‘2 Wherever You Go - There You Are ... ... . i i i it e Dave maps
e Silver Things Upon His Chest . ............ ... i, Brian introduces ‘gamer medals’
[ The Safety Lecture . . .. ...t B.A. urges the gang to be safety conscious
=} The Great Intervention . ......... ... ...t The group confronts Brian about his ‘girlfriend’
R Bonus Stl‘iPS (appeared in this volume of Bundle of Trouble only)
Carvid Marvin .. ..ooiutii i Retro-Strip: Dave gets a ‘big ass’ sword with a very bad attitude
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Bundle of Trouble Volume Three

Bundle of Trouble Volume Four

#7. The Dice Man Cometh

Five Green Towels ....... ... ... i Trouble erupts over the division of treasure
The Lord of Steam ......... i e Nitro GM:s for the Knights
The Boy Could Play ............... . ... ... oovia.. The group remembers former Knight Johnny Kizinski
Brians Challenge .. ....... ... .0 i Brian matches wits with a dragon
Armload of Trouble ... ... ... ... .. . .. Bob and Dave lose valuable body parts
Coward of the County . ................................ Bob and Knobby Foot both show what they’re made of
#8. An Orc Bi Any Other Name
Orcsatthe Gates . ...... ..ottt B.A. invests in the ‘best adventure ever
GameMaster ForaDay .......... ... ... .. i Dave gets a chance to be GameMaster
Balance of Terror ...... ... .. it The gang raises an army of henchmen
April Fools . ... ... Dave’s HackMaster +12 is destroyed! Or is it?
AnOrcTooFar ................... ... .. . . Bob and Dave are obsessed with an orc

#9. Two Dice For Sister Sara

Return to Muskeegie . ......... ... .. o o il A bank robbery goes awry and Brian is a big shot

The Straight and Narrow . ........ ... oo, B.A. attempts to keep the Knights on track

GameMaster of the Realm . ............................. The gang deserts B.A. for famed GM Earl Slackmozer
Bonus Strips (appeared in this volume of Bundle of Trouble only)

eSnackRun ......... ... ..o Retro-Strip: The group has the munchies and the ‘new guy’ has to make the snack run

The Guns of AUGUSt ... o.vviniit it Retro-Strip: Dave learns of the ‘Guns of August Society’

IRTN5Y saccobano00666600000 Retro-Strip: Weird Pete and Brian resolve another turn of their on-going session of The Great War

#10. Let the Dice Fall Where They May

L idie (G Iy & ) Lady7 Mt o oo oo oco o000 co0ooocoooooccooooocooooocooococooac Another Felton as GM
The Spyder Pits of Queen Krawler ............. The Knights experiment with Virtual Reality enhanced HackMaster
The Temp ......ooviiiiinienneennn. Someone must fill Bob's chair after his Dad forbids him to play HackMaster
#11. When In Doubt - Hack!!!
The Empty Chair ............ ... ... ..o A replacement must be found for Bob's consistently vacant seat
AlLitde Help? ... i Say it ain't so...the HackMaster +12 breaks?
LetsMakeaDeal ....... .. i i A post-adventure treasure squabble
Blood Bath at the Games Pit . ........ ... it Squirrely's revenge
The Venus Elixir ... ...t Teflon Billy garners some unwanted attention
#12. The Good, The Bad, and the Unlucky!
i Qi v S B.A. gains an ersatz advantage
Just for the Helmof It . ................... The debut of Lord Gilead or “I'll choose death before serving an NPC”
The Price of Passage . ..........coviiiuniiunniennnn. The Knights discover their very own Dragon Depository
The Good, The Bad, and the Unlucky ............ ... .. ... . .. . oL There’s a new sheriff in town
Bonus Strips (appeared in this volume of Bundle of Trouble only)
De-Meritorious Conduct ............... Retro-Strip: Weird Pete is GMing for the Knights. Bob wants to leave his ‘calling card’
Let Dead Dwarves Lie ...................... Retro-Strip: Bobs dwarf dies and Brian refuses to allow B.A. to have him raised.
Takin’ Out Bobarello Retro-Strip: Sequel to “Let the GM be a Lady Tonight”

Bundle of Trouble Volume Five

#13. Men That Hack

Licenseto Hack ............. ... ... o i, B.A. picks up Hard8’s new conspiracy RPG - HackNoia
The Shake-Down Mission ................ The ‘Agents of the Dinner Table’ have a north of the border experience
Internally Yours ......... ... .. ... ... ... ... and consequently are summoned to a meeting with internal affairs
Prying Eyes . . ..o e Who was the narc?
#14. Fistfull of Dice and a Bad Attitude
i |prwinae? RESEIen o o 000 voooccoooococooococooocooooccoocooooocoocoocoocoocs The NPCs revolt
Go Figure! . ... o and a miniatures battle erupts
The Best Little Warhorse . ......... ... .. ... .. o ... Knuckles obtains a Dwarven Warhorse
JudgementDay . ... Lord Gilead cuts Knuckles down to size
Special Bonus!! . ........... A 16 page GameMaster’s WorkShop pull-out section is contained in this 48 page issue
#15. Mama Told Me Not to Play
Supplyand Demand . ............ ... ... ... ... The Knights petition for a one-legged Dwarf miniature for Bob
The TroublewithBob . .......... ... . ... .. i i, The group’s attempts at helping Bob backfire
The Gary Jackson Files A Sure Thing! ..................... Hard8 Enterprises creates the Sturm Pyre miniature
The Tangled Web . ...... ... ... i i The Knights help Bob deceive his dad
For the Love of Knuckles .......... ... ... ... i ... Bob gets a new miniature for Knuckles
The Gary Jackson Files: Return to Sender ................ Hard8 overestimates the market for one-legged dwarves
Bonus Strips (appeared in this volume of Bundle of Trouble only)
Troll Story ............. Retro-Strip: The party runs into an army of trolls. This strip takes place just after Barringer’s Rebellion
Hazardous Waste ..................oou.. Retro-Strip: The group decides to dispose of their ‘troll meat’ in Barringer’s Bag
Ity RETIHEES] 000 00000 000000000000000000000000000 Retro-Strip: Bob buys a Player Advantage Personal Privacy Shield
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Bundle of Trouble Volume Six
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Bundle of Trouble Volume Eight
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#16. The Dice of Wrath!

e WANSHETE ZGDN? 0 000 00000000000000000000000000000000000000000000000000000c B.A. meets Roget
Where Now Brown Cow? .. ...ttt i Trouble for Chelsie
The Gary Jackson Files: ShipinaBox ........... ... ... i, The SpaceHack line must be saved
ShipofFools . ...... ... A “Dungeon in Space” SpaceHack misadventure
#17. This Sword for Hire
Carry a Big Stick (First Black Hand Strip) . ............. .. ... ...... A peek into the Black Hand gaming society
It'salongWay Home ............ ... ... ... oo iiiiiin Toto, I don't think we're in Kansas anymore
Oiland Water . ... ... e Knuckles goes out with a bang!
Nitro's Revenge . ...... ... ... i M. Fergueson settles the score with Bob
#18. Against All Odds
The After Action Review (Black Hand Story) ............ Nitro chides the Black Hands for their inability to cooperate
‘When Peace comes to Shove ............ A peace conference? With Orcs? Knuckles and El Ravager are not amused
Dewin' Hard Time .................... Knuckles, El Ravager and Teflon Billy are incarcerated in Fangarie Prison
The Day the MagicDied ...................... It’s payback time. Magic items can no longer protect the Knights
The Turn About . ....... ...t B.A. gains the upper hand in a game of SpaceHack
Bonus Strips (appeared in this volume of Bundle of Trouble only)
BagWarFour .................. Retro-Strip: The Treaty is broken and the group finds itself at war with Barringer once again
The Game Audit .................... Retro-Strip: Suspecting foul play, the group asks for an ‘audit’ of B.A.’s campaign notes
The Jackson Document ............cooiiiiiiiiiiiiienn. Retro-Strip: Brian gets his hands on the legendary J-Doc.
Dead Mans Bluff ......... ... . Retro-Strip: It’s a game of bluff and Bob calls
Bloodlines ............coiiiiiiiiiiii Retro-Strip: Is Teflon Billy human or a dwarf? Here lies the answer

#19. Heroes of the HackLeague

Don't GoThere .........iiuiiiineiinneennnnnns The conversation turns to Patty Gauzweiler and [urp] Alexis!
Dances with Pitbulls ........... ... ... .. .. .. ... ..., The Knights' wardogs bite the hands that feed them
GotYer Number .......... ... . ... .. i Bob gets Gary Jackson's home telephone number
A Time for Heroes ......................... There’s something wrong with this Heroes and Zeroes supplement
The Sting (Black Hand Story) ............................. Newt signs up for Stevil’s Group Insurance policy
#20. Hack in Space
ANovelIdea ................ Sara starts a Book Club. Can any author but Gary stand up to the Knight's scrutiny?
The Hang Nail Incident .................. Knuckles wuss-slaps a surly waitress and starts a terrible chain of events
Brian's Eggs ... ..o e Brian develops a freakish avian penchant
Virtual Liabilities . . ........... oo i i Brian gets B.A. to beta test his new computer game
HaveaLittle Faith .. ... ... ... ... .. .. . Can Knuckles save the Knights” hide?
Monday MOUIDING . . ...ttt e Zayre dies
I Write the Songs, I Write the Songs! (Black Hand Story) . ............... Newt's new Bard character annoys Stevil
#21. Home Is Where You Hang Your Dice Bag
e Bl /A TOE WS o oo cogoccaacoocc oo ooococoocogooocoaoooocoooooe Sara becomes evil. And likes it
Outofthe Running ............. ... ... ............ B.A. gets flamed by the guys for blowing off GaryCon
The Incentive Program (Black Hand Strip) ..................... Nitro tries to get the Black Hands to cooperate
The Pilgrimage to GaryCon . ................ Brian, Bob and Dave relate their adventures on the way to GaryCon
Bonus Strips (appeared in this volume of Bundle of Trouble only)
The Bag Raiders: Best Played Plans... ........................ Retro-Strip: The Knights decide to take the war to Barringer
The Bag Raiders: ...Of Diccand Men ............ Retro-Strip: Its the roll of Bob’s career and he pulls out the “Cursed Sisters”
e | e R oS o Retro-Strip: The Sequel to ‘A Time for Heroes

#22. Opportunity Knocks!!

Dawg Daze Afternoon . .............cuuiiiiuniiunnennneenn. The Knights attempt to play DAWG: the RPG
Through Steam-Tunnels Deep . ............. The Black Hands plan a return to Ball State's infamous steam tunnels
The Lost One(s) ........ouuvuienunnnnn. Newt is lost in the steam tunnels and it's up to the Knights to rescue him
Opportunity Knocks (retro-KoDT) .................. The first RETRO-KODT strip featuring Johnny Kizinski
The BassMasters of Muncie (retro-KoDT) ... ... ... .t Gamers will be Gamers
##23. Dice Follies!
MG SEETITIELE 0 0 0 0 0000 00000000000800000000000 Weird Pete goes underground after being hounded by the media
Help Wanted!! .......... ... .. ... ... ... ..... Bob begins moonlighting at the Games Pit after Pete leaves town
The Substitute (Black Hand Strip) ........................ Nitro invites Bob to fill in Weird Pete's empty chair
A Man out Standing in his Field (Black Hand Strip) ............................. The Black Hands Raz Bob
[Eilakestalilihic NSO There's no place like home for good "ol Knuckles
The Unexpected Encounter ...................... B.A. runs into his nemesis, Earl Slackmozer, at the Games Pit
#24. Hackzilla
When Worlds Collide . ............................. B.A. discovers that he and Earl aren't really that different
The Gary Jackson Files: Gulag 17 ........ There’s an uprising in Hard 8’s work camps, er...summer playtester camps
Bleatingto Death ........ ... .. ... i i The elusive 12 point llama strikes
Ultimate Treasure! .. .........iiiuniiunniinneennnennneennnnn The ultimate treasure is knowledge...or is it?

Bonus Stl‘ipS (appeared in this volume of Bundle of Trouble only)
To be determined: BOT#8 to be released in February, 2001
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BRLINO THE BANDIT

By IAN M¢cDONALD

“"PEOPLE (F THE REALM, THE
VIOLENCE PLAGUING OUR
BEAUTIFLL COUNTRY MUST
STOPY i vou po NOT
LEARN TO GET ALONG, |T
WILL COST YOu THAT wHICH
You VALUE MosT: MET"

s
Copyright ©2001 lan McDonald

FOR I AM NOW ON A HUNGER
STRIKE, wHICH [ SHALL STAY oN
UWNTIL THERE IS5 A SIGNIFICANT
DECREASE IN THE MAYHEM....

“TO LENGTHEN MY SUFFER-
ING, I SHALL KEEP MYSELF
GOIME BY CONSUMING ONLY
THE FOORS o' THIS SHORT
LISt "

#25. Secret of the Hackfiles
‘Workin' Class Fool
Operation Skim

Project Projective

#26. The Mask of El Ravager
A Hero's Demise
Holodeck not Needed
A Question of Loyalty
Say Goodnight, Raz! ..............

#27 Hackburger Hill
A Few Good Men
Old Familiar Places
A Reason to Celebrate
A Surprising Situation

#28. Hoody Freakin’ Hoo!
Complications Continue
Should've Been There
The Do-Gooders
A New Beginning
City of the Blind (retro KoDT)

#29. Bad Moon Risin’
The Black Hands: Working for the Man
The Dirty Little Secret
The Deck of Far Too Many Things

........ Can B.A. save his campaign from an onslaught of nuclear armed players?
....................................... Newt finally gets his revenge!

eei.....The boys try to explain to Sara why Thorina is among the naked dead

..... The Knights propose RPGin' through the drive up window at Pizza Go Go
Earl advises B.A. on a way to relieve his players of their ill-gotten booty
Sara "GMs" a little game she brought home from her Psych class

The Knights reminisce about a fallen comrade
The Knights plot to wreak havoc on Garweeze World with their Starship

Knuckles gets the 'Skinny' on some NPC tricks
The Knights revisit Lyrion's Academy
................................. Dave and Brian punch Bob's buttons
Sara's out on a DATE and lets Dave run her character

Sara has a new Beau and it's causing problems at the table

................. The group discovers that no "Good Deed" goes unrewarded
Weird Pete and Stevil introduce their 'new' characters to the Black Hands
It's a case of 'false advertising'

...................... Pete & Stevil find themselves as unwilling henchmen
.The boys confront Sara and demand that she tell her boyfriend that she's a gamer
The group finds a Deck of Wondrous Things and all hell breaks loose

Takin' Care of Business
And One Got Away
Dirty Politics
Clash of the Iron Clads
Simply Irresponsible (Black Hand Strip)

#31. Don’t’ Fear the Reaper
Pleased to Meat You (Black Hand Strip)
Angels of Mercy with Dirty Faces
Missin’ Out Big Time
A Gamer’s Brunch
Only the Lonely

#32 Tales From Hawg Waller’s
Takin’ No Flak (Black Hand Strip)
Then Came Cody
Takin the Point

The Night of Living Dangerously- Part One (Black Hand Strip)

Ceiiieeieie......Sarabails on the Knights and joins another group? Huh?

Sara finds herself fighting boredom instead of monsters in the new group she’s joined

Weird Pete hawks his wares to B.A.

............. The gang plays Race for the White House & it's 'politics' as usual
.......................... Bob & Dave pull out the classic game Battleship
.. Pete & Stevil continue their efforts to shed themselves of their henchman status

.................................. The Black Hands travel to Pixie Meet
................................ Bob, Dave and Brian aid a sickly gnome
........................ Sara misses out on the destruction of Hagley Town
Bob confronts Sara during a friendly game of Battleship
...................... Brian’s Brownie familiar, Hodgy makes a reappearance

Flak Jack Monty is back in town
A new recruit is trying out for Sara’s seat

................... Flak Jack Monty is back in town

I Index continues on page 69
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Beer. Nookie.
Roommates.

Just another Friday night at CHEZ GEEK.

(you CAN'T THROW THEM OUT . . . THEY LIVE HERED

Chez Geek is a fast-paced, satirical

card game for 2-5 players. <I>>
Take it to a party, a bar, or your W E 'Yﬂ
tavorite café. Your friends L4 L} ©
become your roommates as you BORN WINNER

each try to get enough Slack to * Bese amnes *

overcome the stress of your job.

You can get points for sleeping, e T Best Traditional
watching TV, and nookie. Got e - Card Game of 1999
money from home? Buy beer

and CDs, and invite your

friends over to Chez Geek!

$19.95 at your local game
retailer. If he doesn’t have it,
whine! If whining doesn’t work,
try www.warehouse23.com.

Look for the first Chez Geek
expansion deck, coming in x
November! N T

Developed by

Alain H. Dawson
Art by

John Kovalic

[EVZAV| =S

WARNING: B

This game includes
sex, drugs, and rock

& roll. Deal with it! ==

STEVE JACKSON GAI\/IES
WWW. Sjgames.com =

Chez Geek is a trademark of Steve Jackson Games Incorporated. LT 7L TTET T

n
/] [\
--ll'.-ll
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COUER CALLERY

A look at the covers of early issues of KODT.

W g 7
"TCE MAN COMETHN

Issue#7 — May, 1997

WHEN IN DOUBT _HACKII [l The Good, The Bad, and tho Uniucky! WEN THAT HACK

Issue#11 — September, 1997 Issue#12 — October, 1997 Issue#13 — November, 1997



" I,
d %,

_iaelﬁin T¥RGe1”

' DODCT WAKE ME HLET YO DRVE T
HEAR [NE MORE CRACK ABOUT
CHATNMAXL BIKINIS,
LEATHER THONGS. (& -5
HALTER TOPS i conGT0
LEMME GO FUSE v FACE TO THE TABLETOR

“AN ORC BY ANY OTHER NAME~

AFist Full of Dice and a Bad Attitudel!

Issue#14 — December, 1997

“T'wo Dice For Sister Sara”

Issue#9 — July, 1997 Issue#10 — Augu:t, 1997

at the first 14 issues of KODT. Who knew? With the first few issues of

KODT only having a modest print-run of 3,000 or so issues, many fans
have NEVER seen an original issue of KODT #15 or below. This sad situa-
tion is mostly due to the fact that early issues of KODT are hard to find and
going for gold-camp prices. In addition, those fans lucky enough to own them
don’t seem to be interested in selling.

I n celebration of our fiftieth issue we thought it would be fun to take a look

Our jaws literally dropped a few months ago when a copy of issue#l was
auctioned off on E-bay for a whopping $125 smackers. Accckk!!! The much
sought after Issue #1 typically sells for over 80 dollars when they do pop up
— This sort of demand for back-issues earned KODT a spot on Wizard

b}

Magazine’s “Top Ten Hottest Back Issues” list last year.

Although Jolly does all the interior artwork on the strips, over the years the
covers have been ‘farmed out’ to various artists. Jason Holmgren was respon-
stble for Covers 1 thru 4. Chris Adams (of Yamara fame) did the cover for
Ish five. Jolly reluctantly (we held a gun to his head) did the covers for issues
6 thru 8. Then came George Vibanic (and his wonderful wife, Jackie) who
have been doing the covers for KODT from issue 9 to present. 1



, _ . . :_? 1,
JJJEJJJ'J TSl '!JJ':JJJJJZJ‘ @3] Uly
to purchase a copy of the latest issue

- (2 $3.50 incl. s/h), send a check
r v‘}" A J ﬁjR‘qrp (mone;n;rdser)(:-uearée T)gy:tje f;
F EVENIGH KENZER AND COMPANY) to:
0

L

{

Kenzer and Company
Mail Order Fulfillments
25667 Hillview Court

A
KENZER o Mundelein, IL 60060
COMPARY

or fax a valid VISA, MASTERCARD,
AMERICAN EXPRESS or DISCOVER
card number, card type, and expiration
date to us at (847) 540-8065,

or call (847) 540-0029

or e-mail the same information

to us at kenzerco@aol.com

Listen to what loyal KODT
fans are saying about
Hackmasters of Everknight:

I am still laughing: the characters, the
little sight gags of pop culture trivia! The
whole thing was just funl So please keep
this comic coming, it makes being a good
gamer girlfriend so much easierlll!

m?"“"" “”fi“;:mm}wwwmwwzmml I OR’GINAL KODT STR,PS M[ b ’EM

Here's what the critics are saying about
"oh BOY is it priceless!!!

The :
TONY DICEROLANO'S ...for innumerable laughs
— TR N go buy Travelers!"
W7 | -Sidra Roberts,
Collector's Times
"I you like your fantasy "If you like fantasy books such as Battlechasers
sprinkled with a healthy dose and BOOK then you should definitely pick up
of comedy then The Travelers 'The Travelers'. It has the adventure and wit
is IFor )lro?. The Troveleqls' displlc-:llrs that should be in every fantasy book."
a,ievel.or comic Storyleling sid -Eric L. Kent, Comic Exchange

that many "big three" artists would do
well to emulate."
-Creeping Flesh Reviews #6

"The Travelers are wonderfully
diverse and original. From the
Ornery priest to Barbara the
barbarian, they are all characters
I'd like to come back and read
more about...

8 out of 10 soapboxes"

-Brendan McKillip,
Comic Soapbox

The Travelers and all related characters is a copyright & trademark of Anthony M. DiGerolamo reproduced here under license 10 Kenzer and Company all other nghts reserved



I Index continued from page 64

#33 Wild Wild Hack
The Night of Gaming Dangerously- Part Two (Black Hand Strip) ........ There’s never a dull moment at Hawg Waller’s
Murder Most Foul .. ... .. Cody asks too many questions
o\ Y ime Tov IS SaiaEiE o o 00 0 000 0 00000000000 000000000000 00000 0000000000000 Brian is back on the dating scene
Path of the Righteous (Retro KoDT) ........................ Dave plays a Paladin? Surely no good can come of this
#34 Of Dice and Men
Jail House Hack . . ... .. .o e The Black Hands game in the slammer
Of Diceand Men . ... ...ttt Sara leaves Troy’s Boys
Braggin’ Rights . . ... .. . Crutch returns to Hawg Wallers
The Big Surprise . ......... ... ... .. Knights prepare for Sara’s return
Hell Hath No Fury ... ... . .. e Sara returns with a vengeance
#35 Death Awaits
Wager Me This ........ .. ... .. .. . Brian matches wits with a Flat-Footed Ogre
Coal-lateral ......... .. ... .. ... ... i Divine intervention turns Bob into a lump of coal
AHorseisaHorse ...... ... ... . . ... Dave saddles up a different kind of beast
#36 HackMaster of Puppets
Hammer Time . . ... ...ttt et Brian gains the upper hand with a major relic
That's My Wish, and I'm Sticking to it! . ......... ... ... ... ... it WisEes backfire on the Knights
Wishful Thinking .. ... ... . . And the wishes continue
Clause for Celebration .. .......... .. .. ... .. ... .. ... ... The rules lawyer comes out ahead in wish war
#37 Fifteen Orcs on a Dead Dwarf’s Chest
Gary, Gary, Quite Contrary . ................ccuiiuneinn... “Mister Jackson” arrives for Hack-Tourney Regionals
Room to Improve ....... ... ... ... ... ... ....... Sara analyzes Knights' weaknesses as they head to the Finals
ThePep Talk ... ... Nitro gets his team ready for the Finals
The Lame Master . .. .......c.oviiiniinnennnenn.... Timmy Jackson shows up to GM the Knights in Final Round
Not On My Watch! . ....................... Jo Jo Zeke holds the line against Black Hands’ ‘Me-Me-Me’ style of play
Child’ s Play .. ... ... The Knights roll over Timmy to win Finals
The Prize Fighters . . ... ... .. The Knights get their reward
#38 Hack Rogers
Let them Eat Bread! ....... ... .. . . . . . . Hard Eight goes code yellow
Overcoming Disabilities .............. . ... ... ... ... ... ........... B.A. “picks” on Bob’s disabled character
Los Caballeros del Comedor ... ... .. ... .. The Knights go bilingual
#39 The Game Must Go On
Talkin® Trash . .. ... The Knights avenge Sara
IntheBlack ...... ... ... ... ... . ... Weird Pete finds a way to turn adversity into cash
Trading Places ...... ... ... .. . ... . . . . ... Nitro is forced out from behind the screen
Has Anybody Seen My Old Friend, Johnny? ........ .. ... ... ... ... i, Johnny’s back in town
#40 Hack in the Saddle Again
Virtual Calamity .......... ... . ... ... Weird Pete takes another crack at virtual reality
The Chosen Few .. ... . ... .. i Weird Pete hand picks Stevil for new project
AHardSale ........ .. . . Carnivorous fairies?
APoundof Flesh . ........ ... ... ... ... ... .. ... Playtesters learn the finer points of Fairy Meat
Hack in the Saddle Again . .. ......... ... ... ... . . . i Crutch and Johnny team up
#41 Ninety-Nine Gold Doubloons
Backinthe Fold . . ... ... .. . . Johnny rolls dice again
The Lesson Plan .. ... .. ... . B.A. schemes to keep the Knights in line
APlace of Their Own .. ... ... ..ttt The Knights take Lord Flataroy’s manor
The Trophy Hunters .. ...... ... ... . e Fantasy big game safari?
FumbleintheJungle ...... ... . ... ... . .. ... . . . The Knights' big game hunt goes awry
The GM Wanna-be . . ......... ... ... ... ... ... ...... A retro KODT where Johnny jumps behind the screen
#42 A Hack in Time Slays Nine
The Kryton Principle . . ......................... Weird Pete helps B.A. plot revenge on Knights for Flataroy’s death
A Very ‘Delegate’ Situation . ...............c.ouuuiiieieeiiio.. The Knights remodel, put power ploys in motion
Return to Fading Realms .. ........................ Black Hands prepare to enter the Temple of Horrendous Doom
The Temple of Horrendous Doom .. ......... ... ... The Black Hands enter the Temple
#43 Wasted Days and Wasted Knights
AWinningHand . ... ... . .. .. Brian gets heavy-handed playing Risque
OneForAll ..... ... ... ... ... ... ..... The Black Hands are required to work together to survive deadly Temple
The Power Play . .. ... Stevil gains valuable information
Soul Man . ... Stevil’s pixie liche gets down and dirty
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#44 Because I'm the GM

Between a Rockanda Hard Place ............................. Bob gets into trouble trying to walk through walls
The Horrorinthe Wall ....... ... ... ... ... ... .. ... ... ... ... Something grabs Dave’s Hackmaster +12
Pawn takes King .. ... ... ... . . Pete tries to make a deal with Stevil
Dead Men Tell No Tales . ............ ... ... ... The Black Hands beat the Temple, but can’t tell anybody
Formula for Disaster . . ......... ... ... ... ... ..o, The Knights turn a racing game into a bloodbath
#45 Buddy, Can You Spare a Cure?
The Vacancy .. ... ... i B.A. tries to find group for Crutch
The INtErVIEW . . o oottt e e e Crutch meets Patty Gauzweiler
The Perp’ Walk . . . ... Crutch meets Patty’s Perpetrators
Five Points to Ponder ............ . ... ... .. ... ... . ... Patty lays down the law to keep group in line
Command Inspection . ............ .. ...ouuiiiuniinennn.. Bob pulls a surprise inspection of the Gnome soldiers
#46 Hack and Roll All Nite
Final Deliberation . . . ...... ... .. ... ... i The Perps decide whether Crutch stays or goes
Hack and Roll All Night ......... ... ... ... .. ... .. ... ..., The Knights patronize The Bloodied Fist
Erik of the Twelve Scars . ........ ... ... ... ... .. ... ... Bob comes out on the bad end of a challenge
Relinquishing the Screen . .. ....... ... ... ... . oL il Pete reluctantly hands GM screen back to Nitro
Sprechen Sie Dwarvish? . . ... ... . ... ... L The Knights delve into fantasy languages
#47 Hooked on Psionics
Uninvited Guests . .................. The Knights are forced underground when the Dragon Committee comes calling
AGnomeintheDark ....... ... ... ... ... .. .. The gang befriends Pewter, the half-gnome living under the manor
Made YouLook .......................... The Knights try to squirm out from under the gaze of a Greater Medusa
Hackmaster 101 .. ... .. ... ... ... .. i, Eddie tries to teach Crutch the finer points of roleplaying
#48 Apoc yc}l)se Drow
Stoned Again .......... . ... Brian “turns the tables” as Teflon Billy is turned to stone
The Stone Menagerie ........................ The gang is betrayed, face army of Medusa’s victims come back to life
One Ring to Fool Them All ...... ... .. ... ... . .. .. ... . .. ... B.A. finally gets the upper hand
Got You Under My Spell .................. In a retro-KODT Sara finds out the awful truth behind a hireling’s loyalty
#49 The Six Million Hit-Point Man
Til Death Do Us Part ................ As the sole--surviving party member, Sara must find a way to raise her comrades
My Grubby Little Friend . .. ..................... Dave opts to have El Ravager reincarnated in order to escape death
Why Didn't You Say So? ......................... A Rouge-Priest turns out to be a big fan of the Untouchable Trio
Heavens to Merga-Troll .......... ... ... ................. The group encounters a Troll who just ‘ain’t natural’

TALES FROM THE VAULT VOLUME I

Payback . ... ... Bob owes B.A. money
2 Quitea Character . .............iiii Dave brings a special character to the table
Z o Tam the DM Lottt B.A. lays down the law
3 Collateral Damage . ...t Brian’s fireball hits Dave
S Players’ UnION . ...ttt The players unite
S Hackn-Whine . ... ..ot The players throw a fit
o Divine LIMItations . .. . ..ottt ettt e e e e e e e e e Luvia falls short
S Dangerous Characters . .......... ... ... i i There’s trouble between the Knights
2 Memoriesof the Fallen .......... ... ... ... .. i i Memories aren't all they're cracked up to be
S Pink Frosting . ............ ... Player Advantage Codes come in handy
= Dice Trouble ... ...t Someone touches Bob’s dice
@ OnBorrowed Time ... ... ... ... ... .. . i Dave lets the guys play El Ravager
N ANewGirlin Town ... ... e Sara joins the Knights
2%’ Spelljacked . .. ... The guys play cards
> RealGaming ........ ... ... .. ... ... i B.A. tries some disastrous home-brewed rules
8 Thor-Dude .. ... The guys taunt Thor
©  IWannaRoll Some Dice ............................ .. ... ... B.A. tries to talk the guys into diceless gaming
= Scream of Kuchooloo . ........ ... ... The Knights take on creeping horror
e R e G B.A. tries to use a computerized Game Master program
= TheFace Off: PartOne ......... ... ... ... .. Weird Pete guest GMs, he and Sara face off
S The Face Off: Part TWO .. . oo oottt ettt e e e e e e e e Sara refuses to back down to Pete
S Vote of NO-Confidence . . . . ... ...ttt Bob deposes B.A. as GM

Happy Anniversary . . . ........ouuitttii B.A. celebrates by rerunning his first adventure
 Princess Kristina—-Ribbit! .......... ... .. .. ... ... ... ... ... ... The Knights meet a girl in frog’s clothing
S Bucketsof Dice ..................... ... ....... B.A. tries aversion therapy to cure the guys of their dice obsession
= Brians Folly ... ... .. Brian lays out Player Proposition 151
§ The Quality of Mercy . . ................... An old man and Knobby Foot fall victim to the Knights’ version of mercy
o Relentless ........ .. ... The guys are bent on robbing a bank in Cattlepunk
5 PRt el oo 0couo00coo00uo00u0000000000000000000000 Brian uses a puppet to role-play Hodgy, his familiar
o GreatReward? ............ ... ... ... The Knights fall into a trap as they prepare to be honored
= Nuclear Peace . .. ... ... The guys playtest Johnny's new game
£ The Slap Heard ‘Round the World ... .............. Nitro’s famous slap of Gary Jackson becomes a topic of discussion
S Random Encounters .................. ... .. 0o The gang racks up an unusual body count
£ GMin the House . . .. ..ottt Bob GMs, bases dungeon on his house
= TheZine . ... ... .. B.A. wants to start a gaming magazine
S The Gary Jackson Files -- Garycon 25 . .. ...... ... Gary’s on the spot at Garycon 25
= The Gary Jackson Files -- Nitrosonthe Lam . ............................ The Antignano Brothers are after Nitro
£ The Gary Jackson Files -- Emergency Meeting . ............. Edmund Finley sells Gary on Abe, Babes and Rollerblades
g The Gary Jackson Files -- G.J. Pulls out the BigOne ...................... Gary plots to pull Hard 8 out of disaster

The Lost Episodes . .. ... .. ... Rare KODT strips from various places

70 Issue #50: We've Not Yet Begun to Fight™




TALES FROM THE VAULT VOLUME 2

Let the Dead Rest in (one) Piece ............................. Knuckles dies and Bob finds it difficult to accept?
_ ToArms! ToArms! ... .. ... . ... ... Bob and Dave lose limbs in nasty trap
S TheWine Test ..........oo i, Brian and OI’ Rot Gut battle it out in wine-tasting contest
& Outof Alignment . ... ...t Alignment violations end in bloodshed
o Random Dungeons ............ ... ... ... i The Knights don’t take a dead end at face value
%  The Temple of Kazaar-Freem .............. A run-in with the Gawd of Peace and Tranquility ends in monkey business
o W o The gang makes up characters for Heroes and Zeroes
= Tamthe STRONGEST! .. ... . .. i The guys fight over who's toughest
= A CharacterwithNoName . ......................... Dave rolls up a new character and refuses to give him a name
S TheNew(t) Guy ... Newt Forager sits in with the Knights
& MostWanted ............ ... .. . L The gang competes to have the biggest reward on their heads in Cattlepunk
=  Dunn Reportsand Dragons . .. ....................... . ...... The Knigﬁts meet a dragon with a wicked portfolio
S Henchmen WOes . . ..ottt The Knights get fed up with a henchman
= How Much? ... ... El Ravager becomes a gnome
< The Most Dangerous (small) Game . . ......... ... ... ... ... Bob runs into one tough squirrel
S Small Town Charm ............ ... ... .. ... ... ... The Knights find a nice little town to settle down in
DESPAIA .« . oottt Dave GMs, leads Knights down bizarre path
_ TheRoseof Blightdale ....... .. ... ... ... . . . . ... . . i Sara gets a special rose
No More Nukes! . . ... ..o The group play Grunge Warriors
Boxed In . ... Bob GMs, harasses the group with a shoe box
g EEEslHee o oo oo The guys have trouble getting past some wily guards
£% AdventureisintheBag ............. ... ... ... ....... Mysterious portal results in guys wearing bags on their heads
=& Sweeping Humiliation ......... ... ... ... ... .. .. ... Bob gets on the wrong side of some tough chimney sweeps
§2 Looking Out for Number One ............ Bob, Dave and Sara look for revenge after Brian leaves them holding the bag
5% Runand Fight Another Day ............. ... ... .. Bob is the only survivor of a dragon attack
5= Various KODT panels . ... ... oottt A selection of promotional strips
©  No Act of Kindness Goes Unpunished .. ................... Sara and Brian learn that sometimes kindness doesn’t pay
GetWell ................................... The Knights wish a hospitalized Kenzer employee a speedy recovery
Selected panels ... ... ... ... KODT odds and ends
TALES FROM THE VAULT VOLUME 3
Bar Room Blitz . . ... ... . The Knights get in a little altercation
S Clearance Sale . ...... ... ... . .. Brian holds a player character auction
S WordPerfect . ... B.A. turns the tables on rules’ lawyerying
= AReallyBig Belt .. ..ot A kobold wuss slaps Dave
2 RoyalRipoff . ... The group steals the goblets right from under a king’s nose
g Scary Monsters . .............ouuiiiiininainaa.. The Knights are in danger from a Festering Reaver, and eac% other
—> Fiery Negotiations ... ..........iiiiuunne i Brian’s haggling skills are too hot to handle
'S OntheWaytoCastleLonely .......... ... ... ... ... ... ... .... The guys destroy Sara, the GMs, adventure
= e ior Dimsa o Dave does a little fine tuning of a spaceship
= Caveat Emptor (Let the Buyer Beware) . . .......... ... ... ... ..., Bob shops for a healing potion
S HerdInstinct ...... ... .. .. The Knights find new uses for farm animals
= LawofSurvival ... ... ... Brian pulls out all the stops to beat B.A.
S Doors of Opportunity . ......... ...ttt The gang must choose which door to go through
S Blam! Blam! Blam! .. ... ... .. The guys play Crime Nation the RPG
_ RualeStompRumble ..... ... ... .. Bob objects to Brian’s rules’ lawyerying
o SilentPartner ........... . ... Brian takes desperate measures to protect his secret deal
=8 TheGatesof Valhalla . ............................. Knuckles can’t resist the solid gold gates of Odin’s home plane
S5 MaidtoOrder ... Brian’s tinkering with robots has hilarious results
o ATumnip Events . ... ... .. . . .. Bob’s character is taken out by a turnip
& TheBigStick Policy .......... . ... . ... . Brian gets heavy-handed playing Risque
AND THE REST..... [The following KODT strips appeared in the back of the indicated KenzerCo Publication]
HACKMASTERS OF EVERKNIGHT
A Heated Situation (HackMaster #1) . ... ... ot A Gelatinous Cube spells doom for Bob
First Taste of Magic (HackMaster #2) . .............................. Dave gets his ‘first taste” of magic and freaks
An Ounce of Prevention (HackMaster #3) ... .There’s a bad moon risin’ and the Knights are having a ‘howling’ good time
Pound of Cure (Hackmaster #4) ............ The Knights come up with the bright idea -- willingly get bit by a werewolf
Recipe For Disaster (Hackmaster #4) ......... Bob’s a Were-Dwolf (a dwarven were-wolf) and a new hunger stirs in him

THE TRAVELERS

AVELON

The DeathMaster (The Travelers #4) ................... A retro-KODT. A mule, a wish spell, and some age penalties
It’s a Gusher (The Travelers #5) .................... Brian’s ‘rapid approximation of room geometry’ literally backfires
Catching Lightning (The Travelers #6) ...................... The group attempt to steal Zeus’ thunder...er, lightning
Five Shall be Called (Avelon #9) ...... ... ... i It must be prophesy
One Shall be Chosen (Avelon #10) ... ... .ttt A Crown of Power -- who shall claim it?
You Are What You Drink (Avelon #11) . ................ Sara does a little sleight of hand to bolster Dave’s confidence.
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OH MY GAWD!/ LOOK AT ALL THE
STR/PS ON THIS FRICKIN’ L/ST//
THERE MUST BE HUNDREDS OF ‘EM.

1 WAS THERE, DUDE! 1 LIVED
EACH AND EVERY ONE OF ‘EM.

Adventureisinthe Bag: ................. ... ... ThRV#2 City of the Blind (retro KoDT): ................. Issue 28
After Action Review, The: (Black Hands): . . .. Issue 18/Bot#6 Clash of theIron Clads: ....................... Issue 30
Agentof Evil: ....... ... ... ... ... ..., Issue 5/Bot#2 i Clause for Celebration: ........................ Issue 36
An Ounce of Prevention ............ HackMaster #3 | Clearance Sale ...............................ThV#3
AnOrcTooFar: ........................ Issue 8/Bot#3 | Coallateral: ................................ Issue 35
An Overbearing Situation: ................ Issue 12/Bot#4 Collateral Damage: .............. ... TfeV#1
And One Got Away : ............ccoiveninn.. Issue 30 i Command Inspection: ......................... Issue 45
Angelof Mercy: .. ...t Issue 2/Bot#1 i Complications Continue: ...................... Issue 28
Angels of Mercy with Dirty Faces: ............... Issue 31 { Conquer & Deny: ...............oovvnn.. [ssue 5/Bot#2
April Fools: ......... .. ...t Issue 8/Bot#3 Coward of the County: ................... Issue 7/Bot#3
Armload of Trouble: ..................... Issue 7/Bot#3 i Cows of War, The: ...................... Issue 2/Bot#1
Attack of the Rules Lawyer: ................ Issue 1/Bot#l : Critical Situation, A: ..................... Issue 3/Bot#1
Attack of the Snow Beasts: ................. Issue 3/Bot#1 i Dances with Pitbulls: . ................... Issue 19/Bot#7
BackintheFold: ................ ... ........ Issue 41 Dangerous Characters: . ........................ TfeV#1
Bag Raiders: Best Played Plans., The: (retro-KoDT) . .. . .. .. Bot#7 i Dark Knight Returns, The: (rezr0-KoDT) ............... Bot#7
Bag Raiders: ...Of Dice and Men The: (retro-KoDT) ....... Bot#7 | Dave’s First Game: (retro-KODT) . ................. Bot#1
Bag War Four: (retr0-KoDT) .........coooiiiiiiinn.. Bow#6 i Dawg Daze Afternoon: .................. Issue 22/Bot#8
Balance of Terror: . ............covuuiin.. [ssue 8/Bot#3 Day the Magic Died, The: ................ Issue 18/Bot#6
BarRoomBlitz .............................. TfeV#3 Dead Man’s Bluff: (retr0-KoDT) . ....ocoovviiiininninn. Bot#6
Barringer Rebellion, The: ................ Issue 14/Bot#5 i Dead Men Tell No Tales: (Black Hands) . ........... Issue 44
BassMasters of Muncie, The (retro-KoDT): . . . . Issue 22/Bot#8  Death By Repetition: ... .................. Issue 3/Bot#1
Beating the Odds: ....................... Issue 5/Bot#2 i DeathMaster, The .............ccou... The Travelers #4
Best Little Warhorse, The: . ............... Issue 14/Bot#5 Deck of Far Too Many Things, The: ............. Issue 29
Between a Rock and a Hard Place: ............... Issue 44 : De-Meritorious Conduct: (7etr0-KODT) ................ Bot#4
Big Stick Policy:, The ......................... THVE3Z | Despariar . ... oovvvit e TfeV#2
Big Surprise, The: . .......... ... ... . L. Issue 34 Detour Down Memory Lane: .............. Issue 4/Bot#2
Blam! Blam! Blam!: ........ ... ... ... ... ...... TfeV#3 | Dewin' Hard Time: .. ... ovovovennnnn. Issue 18/Bot#6
Bleating to Death: ...................... Issue 24/Bot#8 Dice Trouble: ................ ... .ccovin.... TfV#1
Blood Bath at the Games Pit: ............. Issue 11/Bot#4 i Diminishing Returns: .................... Issue 1/Bot#1
Bloodlines: (7et70-KoDT) «..ovvvviiiinniininnanns Bot#6 | Dirty Little Secret, The: ....................... Issue 29
Boxed In: .. ..o TiV#2 | Dirty Politics: .. ........ccoveiieiiii.... Issue 30
Boy Could Play, The: .................... Issue 7/Bot#3 Divine Limitations: ........................... TfeV#1
Braggin’ Rights: ............................. Issue 34 Do-Gooders, The: . .......................... Tssue 28
Brian’s Challenge: ....................... Issue 7/Bot#3 i Don't Go There: ....................... Issue 19/Bot#7
Brians Eggs: .............. ... ... ..... Issue 20/Bot#7 : Doors of Opportunity: .. ....................... TfV#3
Brians Folly: ......... ... .. ... o i ThV#1 Dueling GameMasters: . .................. Issue 3/Bot#1
Buckets of Dice: . . ... TftV#1 i Dunn Reports and Dragons: .................... TfeV#2
By the Book: .......... .. ... ...l Issue 1/Bot#1 i Empty Chair, The:...................... Issue 11/Bot#4
CanWe Talk: .......................... Issue 6/Bot#2 i Erik of the Twelve Scars: ... .........covvvuv.... Issue 46
Can't BuyMe Luck: ...................... Issue 5/Bot#2 Evil Among Us, The: .................... Issue 21/Bot#7
Carry a Big Stick (First Black Hand Swip): ... .. . .. Issue 17/Bot#6 Farmer Wars, The: .. ..................... Issue 1/Bot#1
Carvin’ Marvin: (retro-KODT) .................... Bot#2 i Few Good Men, A: ...........cooivienininnn.. [ssue 27
Catching Lightning .................... The Travelers #6 | Fiery Negotiations: . . ... ...........o.vurunoi... TfV#3
Caveat Emptor (Lez the Buyer Beware) : . ............ TV#3 Final Deliberation: ........................... Issue 46
Character with No Name:, A .. .................. TfV#2 First Impressions: ....................... Issue 2/Bot#1
ChildsPlay: ..., Issue 37 i First Taste of Magic .................... HackMaster #2
Chosen Few, The: (Black Hands) ................. Issue 40 i Five Green Towels: . .........oovvuieo... Issue 7/Bot#3
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Five Points to Ponder: ......................... Issue 45

: Jackson Document, The: (retro-KoDT) ......ccoovuvn.n. Bot#6

Five Shallbe Called ........................ Avelon #9 | Jail House Hack: (Black Hands) . ................. Issue 34
For the Love of Knuckles: ................ Issue 15/Bot#5 | Judgement Day: .................cccovn. Issue 14/Bot#5
Formula for Disaster: ......................... Issue 44 Just for the Helm of Tt: .................. Issue 12/Bot#4
Fumble in the Jungle: ......................... Issue 41 i Kryton Principle, The: ........................ Issue 42
Game Audit, The: (retro-KoDT) .....oovvvviiiiinn... Bot#6 i Lair of the Gazebo: ...................... Issue 1/Bot#1
GameMaster ForaDay: . .................. Issue 8/Bot#3 Lame Master, The: . ........ ... ... ... ....... Issue 37
GameMaster of the Realm: ................ Issue 9/Bot#3 | Lawof Survival: ... ..o oovo e, TfeV#3
Gamer’s Brunch, A: ......... ... ... ... ... ... .. Issue 31 Lesson Plan, The: .. ........ ... ... ... ... ...... Issue 41
Gary Jackson File: ....................... Issue 4/Bot#2 | Let Dead Dwarves Lie: (7etr0-KODT) ....ooouunn.. .. Bot#4
Gary, Gary, Quite Contrary: .................... Issue 37 | Let the Dead Rest in (one) Piece: ................ TfeV#2
Gates of Valhalla:, The . ........................ TftV#3 | Let the Dice Fall Where They May: ... ....... Issue 1/Bot#1
Gawd Complex, The: .................... Issue 4/Bot#2 Let the GM be a Lady Tonight: ............ Issue 10/Bot#4
GMinthe House: .....................co..... TfeV#1 | Letthem EatBread!: ......................... Issue 38
GM Whanna-be, The: .......................... Issue 41 Let's MakeaDeal: ...................... Issue 11/Bot#4
Gnome in the Dark, A: ............ ... .. ....... Issue 47 License to Hack: ....................... Issue 13/Bot#5
GoFigure!: .......... .. ... ...l Issue 14 Little Help? , A: ... ..o Issue 11/Bot#4
Good, The Bad, and the Unlucky, The: . ... .. Issue 12/Bot#4 Looking Out for Number One: .................. ThV#2
Got Yer Number: ....................... Issue 19/Bot#7 | Lord of Steam: ...................... Issue, The 7/Bot#3
Got You Under My Spell: ...................... Issue 48 : Lords of Darkness: .. ..................... Issue 2/Bot#1
Great Intervention, The: .................. Issue 6/Bot#2 Los Caballeros del Comedor: .. .................. Issue 38
Great Revolt, The: . ...................... Issue 2/Bot#1 Lost One(s), The: ...................... Issue 22/Bot#8
GreatReward?: .............................. TfeV#1 | Luckof the MaCaw: ..................... Issue 6/Bot#2
Guest GM, The: .........c .. Issue 3/Bot#1 i Made You Look: ..........c.oviiiiiiiiannn. Issue 47
Gulag 17 (Gary Jackson Files): . ............. Issue 24/Bot#8 | Maid to Order: ...................c.cc.ooo... THV#3
Guns of August, The: (retr0-KODT) ................... Bot#3 i Man out Standing in his Field, A (Black Hands) . . Issue 23/Bot#8
Hack and Roll All Night: ...................... Issue 46 Memories of the Fallen: ....................... TfV#1
Hack in the Saddle Again: ...................... Issue 40 i Missin’ Out Big Time: ........................ Issue 31
Hackmaster 101: .. .................ooia... Issue 47 ¢ Monday Mourning: ..................... Issue 20/Bot#7
Hack-n-Whine ............ ... .o : TfcV#1 | Most Dangerous (small) Game:, The .............. THV#2
Half Heroes: ............. .. ... i, TFVE2 & MostWanted: .. ..ovvvoreee e THV#2
Hammer Time: .. .....................c0.o.... Issue 36 Murder Most Foul: . .......................... Issue 33
Hang Nail Incident, The: ................ Issue 20/Bot#7 i My Grubby Little Friend: ...................... Issue 49
Happy Anniversary: ........................... TfiV#1 i New Beginning, A: ..........ooviniuiniinin... Issue 28
Hard Sale, A: (Black Hands) . .................... Issue 40 i New Girl in Town:, A . o.ovveeiinenean... TfV#1
Has Anybody Seen My Old Friend, Johnny? : ....... Issue 39 New(t) Guy:, The ............ ... ... ........ TfeV#2
Have a Little Faith: ..................... Issue 20/Bot#7 | Night of Gaming Dangerously, The: (1):(Black Hands) . . . Issue 32
Hazardous Waste: (7etr0-KODT) .....oovvvviiiinnn... Bot#5 i Night of Gaming Dangerously, The: ( II) (Black Hands) . . Issue 33
Heated Situation, A .................... HackMaster #1 Nitro's Revenge: ....................... Issue 17/Bot#6
Heavens to Merga-Troll: ....................... Issue 49 i No More Nukes! : .......vveriiiiinen... ThV#2
Hell Hath No Fury: .......................... Issue 34 Not On My Watch! : ... ..o Issue 37
Help Wanted!!: ........................ Issue 23/Bot#8 Novel Idea, A: . ........ ... ... it Issue 20/Bot#7
Henchmen Woes: ............................. Tfev#2 | Nuclear Peace ............................... TfeV#1
Herd Instinct: .........ooviiiiiiiiiinnn... Tfiv#3 | OfDiceand Men: . ..............ooivevnen... Issue 34
Hero's Demise, A: . ..o oo Issue 26 OilandWater: . ............o ... Issue 17/Bot#6
Hole Lot of Trouble, A: ................... Issue 4/Bot#2 i Old Familiar Places: .......................... Issue 27
Holodeck not Needed: . ....................... Issue 26 Old Guard Strikes Back, The: .............. Issue 4/Bot#2
Horror in the Wall, The: . ...................... Issue 44 On Borrowed Time: ..............cccuuuo... TfeV#1
Horseisa Horse, A ..., Issue 35  On the Way to Castle Lonely: ................... TfeV#3
HowMuch?: ........ .. ... ... .. .. TfeV#2 One For All: (Black Hands) . .................... Issue 43
Tamthe DM!!l: ... i TfctV#1 { One Ring to Fool Them All: .................... Issue 48
Iam the STRONGEST!: ...................... TfeV#2 | One Shallbe Chosen ... .......oovvuvnen... Avelon #10
IGotaRock: .......................... Issue 3/Bot#1 i Only the Lonely: ..............ccovviien.... Issue 31
I Wanna Roll Some Dice: ...................... TV#1 | Operation Skim: . ...............c...ccoovn... Issue 25
I Write the Songs, I Write the Songs!: (Black Hands): . Issue 20/Bot#7 Opportunity Knocks (retro-KoDT): ......... Issue 22/Bot#8
In the Black: (Black Hands) ..................... Issue 39 i Orcsatthe Gates: ....................... Issue 8/Bot#3
Incentive Program, The: (Black Hands): ... .. Issue 21/Bot#7 | Out of Alignment: .............coovvriinenn... THV#2
Internally Yours: ....................... Issue 13/Bot#5 | Out of the Running: .................... Issue 21/Bot#7
Interview, The: .. .. .. ... .. . . Issue 45 Overcoming Disabilities: . ...................... Issue 38
It Takesa Thief: .................... ... Issue 23/Bot#8 | PapersPlease: ............................... TheV#2
ItsaGusher ............c.oooiiiiet, The Travelers #5 i Path of the Righteous [Retro KoDT]: . ............ Issue 33
It'sa Long Way Home: .................. Issue 17/Bot#6 i Pawn takes King: (Black Hands) ... ............... Issue 44
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Payback: ........ ... ... .. il TfeV#1 : Steam-Tunnels Deep: .................... Issue 22/Bot#8
Pep Talk, The: (Black Hands) . .................. Issue 37 Sticky Notes of War, The: ................. Issue 3/Bot#1
Perp’ Walk, The: ...t Issue 45 Sting, The (Black Hands): ................ Issue 19/Bot#7
Pilgrimage to GaryCon, The: ............. Issue 21/Bot#7 | Stone Menagerie:, The ........................ Issue 48
Pink Frosting: .............. ... .. ... ... ... TfV#L | Stoned Again: ... Issue 48
Place of Their Own, A: .. ... .o Issue 41 | Straight and Narrow, The: ................. Issue 9/Bot#3
Players Union: .............ccoiiiiiennn.. TfeV#1 Streets of Muskeegie, The: . ................ Issue 4/Bot#2
Pleased to Meat You (Black Hands): .............. Issue 31 | Substitute, The (Black Hands): ............. [ssue 23/Bot#8
Poundof Cure ................ccounn.. Hackmaster #4 Supply and Demand: .................... Issue 15/Bot#5
Pound of Flesh, A: (Black Hands) . ................ Issue 40 Sure Thing! , A: (Gary Jackson Files): . . .. .. .. Issue 15/Bot#5
Power of the GM:,The .. ....................... TfiV#1 | Surprising Situation, A: ....................... Issue 27
Power Play. The: (Black Hands) . ................. Issue 43 | Sweeping Humiliation: ........................ TfeV#2
Pressing Engagement, A: ................. ... .. Issue 33 ¢ Takin® Care of Business: .. ..................... Issue 30
Price of Passage, The: ................... Issue 12/Bot#4 Takin’ No Flak: .......... ... ... ... ... ....... Issue 32
Princess Kristina--Ribbit! : ...................... TfeV#1 | Takin’ Out Bobarello: (retro-KODT) ................... Bot#4
Privacy Required: (retro-KODT) ...........cccooenn. Bot#5 | Takin’ the Point: ..............ccovvnivonenn... Issue 32
Prize Fighters, The: ........................... Issue 37 ¢ Talkin’ Trash: ...............0oiviiiinin .. Issue 39
Project Projective: ............c.oiiiiiiiii. Issue 25 © Tangled Web, The: ..................... Issue 15/Bot#5
PryingEyes: ........................... Issue 13/Bot#5 Temp, The: .................. ..., Issue 10/Bot#4
PuppetHell: ............. .. ... ... ...... TfeV#1 | Template for Disaster: ......................... TfeV#3
Quality of Mercy:, The ........................ TfeV#1 Temple of Horrendous Doom, The: (Black Hands) . . Issue 42
Question of Honor:, A .. .................. Issue 1/Bot#1 Temple of Kazaar:, The ........................ TfeV#2
Question of Loyalty, A: ....................... Issue 26 | Temptation of the Ring: .................. Issue 4/Bot#2
Quite a Character: ........................... TfeV#1 That's My Wish, and I'm Sticking to it! : ........... Issue 36
Random Dungeons: ...t TfeV#2 i Then Came Cody: ........................... Issue 32
Random Encounters: .......................... TfeV#L | Thor-Dude: .. ..ovovvti i TfV#1
Real Gaming: . .............. ... .. ... ... TfeV#1 | TilDeathDo UsPart:......................... Issue 49
Really Big Belt:, A . ... TFV#3 | Time for Heroes, A: ... ..ooovueeenin.. Issue 19/Bot#7
Reason to Celebrate, A: . ...................... Issue 27 ToArms! ToArms!: . ........ ... ... ... ... TfeV#2
Recipe For Disaster .................... Hackmaster #4 Tough Noogies: ......................... Issue 3/Bot#1
Relentless: ............ ... .0 iiiiiiia... TfeV#1 | Trading Places: (Black Hands) ................... Issue 39
Relinquishing the Screen: ...................... Issue 46 i Troll Story: (7etr0-KODT) .....ooovuiinieiiiinnnnnn. Bot#5
Return to Fading Realms: (Black Hands) ........... Issue 42 | Trophy Hunters, The: . ...............oooiu... Issue 41
Return to Muskeegie: . . ................... Issue 9/Bot#3 | Trouble with Bob, The: .. ................ Issue 15/Bot#5
Return to Sender (Gary Jackson Files): . . . ... .. Issue 15/Bot#5 Turn 54: (retro-KODT) ..o Bot#3
Room to Improve: . .........ooiviieiineennn... Issue 37 Turn About, The: ...................... Issue 18/Bot#6
Rose of Blightdale:, The ... ..................... TfeV#2 | Turnip Bvents;, A .. oot ThV#3
Royal Ripoff: ........ ... .. ... .. ... ... .. TfeV#3 | Uh..WherewasI2: ...................... Issue 4/Bot#2
Rule Stomp Rumble: .......................... TfeV#3 | Ultimate Treasure! : ... .................. Issue 24/Bot#8
Run and Fight Another Day: .................... TfeV#2 Unexpected Encounter, The: .............. Issue 23/Bot#8
Safety Lecture, The: . ..................... Issue 6/Bot#2 Uninvited GUESES: . . .. oo vt Issue 47
Samer it Gets, The: ...................... Issue 3/Bot#1l i Vacancy, The: ..........oooviiiiiiiian... Issue 45
Say Goodnight, Raz! (Black Hand Strip) ........... Issue 26 Venus Elixir, The: ...................... Issue 11/Bot#4
Scapegoat, The: ..................... ... Issue 23/Bot#8 i Very ‘Delegate’ Situation, A: .................... Issue 42
Scary Monsters: . ..., TFV#3 | Virtual Calamity: ............................ Issue 40
Scream of Kuchooloo: ......................... TfeV#1 Virtual Liabilities: ...................... Issue 20/Bot#7
Shake-Down Mission, The: ............... Issue 13/Bot#5 | Vote of No-Confidence: ........................ TfV#1
Ship in a Box (Gary Jackson Files): .. ......... Issue 16/Bot#6 | Wager Me This: . ......o.vvirininninian.... Issue 35
Ship of Fools: ................ ... .. Issue 16/Bot#6  When Peace comes to Shove: .............. Issue 18/Bot#6
Should’ve Been There: ........................ Issue 28 When Worlds Collide: . .................. Issue 24/Bot#8
Silent Partner: .............. ... .. ... . ... ... THV#3 Where Now Brown Cow? : ............... Issue 16/Bot#6
Silver Things Upon His Chest: ............. Issue 6/Bot#2 : Wherever You Go - There You Are: .......... Issue 6/Bot#2
Simply Irresponsible (Black Hand Strip): .......... Issue 30 i Whistling Zephyr, The: .................. Issue 16/Bot#6
Slap Heard ‘Round the World:, The . .............. TfeV#1 { Why Didn't You Say So?: ......oovviineinnn... Issue 49
Small Town Charm: . .......................... TfeV#2 Wine Test:, The .. ........ ... i, TfeV#2
Snack Run, The: (retro-KODT) ....................... Bot#3 Winning Hand, A: ....................... ... Issue 43
Soul Man: (Black Hands) . ...................... Issue 43 i Wishful Thinking: ........................... Issue 36
Spaced Out: . ... Issue 5/Bot#2 i Wonderful GaryCon Adventure, The: ........ Issue 1/Bot#1
Spell-Jacked: ......... ... ... .. Ll Issue 2/Bot#1 | Word Perfect: .. ............cocovviiiiiin... ThV#3
Spelljacked: ......... ... .. ... . L TfeV#1 i Workin' Class Fool: .......................... Issue 25
Sprechen Sie Dwarvish? : ................. ... ... Issuc 46 | Working for the Man (Black Hands): . . ............ Issue 29
Spyder Pits of Queen Krawler, The: ......... Issue 10/Bot#4 : You Are What You Drink .. ......oovuevrn.. Avelon #11
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'master’s dream tool. It (and its add-ons) give GMs the

ability to create professional-quality maps of their
worlds, detail every last nook and cranny of their favorite
cities, and create expansive dungeons.

And all this comes at the mere price of $79.95 (more for
the extras) and whatever sanity you once had. Yes, while
CC2 and its expansion sets City Designer and Dungeon
Designer, are great and powerful tools, none of them are
particularly easy to learn and use. Fortunately the net is
populated with hundreds of CC2 junkies eager to draw
you further into the depths of their addiction.

ProFantasy’s Campaign Cartographer 2 is a game

PROFANTASY’S WEB SITE

A first-visit for any soon-to-be CC2 addict is
ProFantasy’s Web site, which is one of the few company
Web site’s I've found that’s actually worth visiting. The
downloads section holds a veritable horde of goodies from
completed CC2 maps, to new icon and graphic sets, to
free CC2 viewers. There’s a TSR/Wizards of the Coast-
specific map area, and Greyhawk fans absolutely must
grab the full-size wall map of the Flanaess. Venturing over
to the Resources area uncovers tutorials, tips and tricks,
and links to CC2 Web sites.

CC2 E-maALL LisT

The ProFantasy’s Web site also links to the CC2 E-mail
List, which is a must-join for anyone serious about work-
ing with the program. The list is frequented by ProFantasy
designers and programmers as well as experienced users
and just-beginning amateurs. All of them love this pro-
gram, and go out of their way to help folks solve their CC2
problems. Be warned though -- this is a high volume list,
and those who join should expect regular blizzards of e-
mail to arrive in their in-boxes.

CC2 WEBRING

Like most of its kin, the CC2 Webring offers a mixed
bag of Web sites, ranging from so-so to the very good. The
site has more than 35 member sites, most of which include
CC2 maps to one extent or another. The remainder pro-
vides links to computerized gaming aids.

BREMINOR

Breminor is a well-done campaign Web site dedicated
to a home-grown fantasy kingdom of the same name. It
shows what a difference good maps can make both online
and off. It details several lands and cities within the realm,
and provides neophyte CC2 designers with a source of
inspiration. My only complaint is that the site’s authors
didn’t include any notes about how they created their
excellent maps; a short page with a few insights into map
design would be a welcome addition.

THE MORDENT CARTOGRAPHIC SOCIETY

While not as nice-looking as Breminor, The Mordent
Cartographic Society is still an great site, and a must-visit
for Ravenloft fans. The site’s creators — dedicated cartog-
raphers all -- have drafted dozens of beautiful CC2 maps
of the Domain of Dread. It has land maps, city maps,
dungeon maps — if you can map it, they’ve archived it. The
site is blessed with frequent updates, and it includes an
extensive write-up on the fictional version of the society.

HARTING THE DiFricuLr WATERS
OF CAMPAIGN CARTOGRAPHER

by Kenneth Newquist

o BB\ g w0

TOPOGRAPHICAL MAPPING FOR CC2 USERS

Those bored with the challenge of mapping nations the
old-fashioned way can check out Andy Staple’s
Topographical Mapping for CC2 Users site. It offers a
detailed tutorial on how to create topo maps from real-

world satellite data.

o o% o
X2 XY

If you know of a helpful CC2 Web site, or have other
RPG sites that youd like to see featured in this column,
please e-mail me at knewquist@nuketown.com.

PROFANTASY
http://www.profantasy.com/

CC2 E-MAIL LisT
http://www.profantasy.
com/maillist.html

CC2 WEeB RING
http://nav.webring.yahoo.
com/hub?id=28&ring=cc2ring&list

BREMINOR
http://www.breminor.com

THE MORDENT CARTOGRAPHIC SOCIETY
http://www.gryphonhill.com

TOPOGRAPHICAL MAPPING FOR CC2 USERS
http://www.minarsas.demon.
co.uk/maps/index.htm

RRAFAAD SEFTMNOC WINNSY,
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ttention gamers: Stop playing StarCraft —
Aplay AOEII: The Conquerors, its a vastly

uperior game. Oops, maybe I should put
that in munchkin-speak (@lso known as idiot-speak):
“Hey [33t dOOdz, StarCraft suXXors to th3 maXXor,
yO0z shOOd playz AOEIL: The Conquerors, it
rOxQOrs!”

When StarCraft hit the market, gamers bought it
by the caseload, since it was from Blizzard. It was a
fine game, without the bugs that plague the typical
product, but I never really got into it. The solitaire
scenarios were all of the “build up your forces until
you have an overwhelming majority, and attack” vari-
ety, and I lost interest quickly. I tried multiplayer for
a while, but the games were all of the “build up your
forces until you have an overwhelming majoriry, and
attack”. 1 know, some people out there claim
StarCraft is a strategy game, but I've yet to find
someone who can rationally explain a significant dif-
ference (beyond the completely obvious) between
building an overwhelming force of one unit over
another, and you only have one way to build up your
forces. Attacking is very simple minded, and, despite
the futuristic setting, none of the races have invent-
ed the “wall”, an amazingly effective way to defend
an area, so defense is pretty limited, too. I'll buy the
real time aspect of StarCraft, as there’s a buttload of
clicking going on, especially when it comes time to
build things--in the far flung future, military bases
won't be able to count higher than five, making
building up that overwhelming force a micromanag-
ing nightmare.

Of course, saying anything negative about
StarCraft in a ‘Net message board immediately gets
me shouted down by munchkins, who call me all
sorts of unpleasant things, using a special language
(like the above) to cover any native illiteracy. Even
though it’s been out for years, StarCraft is still pop-
ular, insanely so in Korea, which is to the detriment
of several games that are greatly superior. The
Conquerors, an expansion to AOEIL, is such a game.

For those still in the dark, the Age of Empires
takes combat back to ancient times. Age of Empires
II covered warfare post the Roman era, and this lat-
est expansion loosely covers the great civilizations up
to about the 16th century. Now, realism takes a back
seat to the fun factor here, as an @rmy” in the game
is rarely greater than 50 dudes, hardly an army for
the real world. Little details such as the comparative
lethality and protection of stone vs steel weapons are
also ignored (5o the steel wielding Spanish can’t triv-
ially defeat the Aztecs and Mayans in the game, unlike
real life).

While the expansion introduces five new civi-
lizations, all the ‘“/d” civilizations get some new

Real Time Strategy,
Munchkins & Age of

Empires II: The Conquerors

By Rick Moscatello

technologies (and some ger new units) to play with,
adding greatly to the value of the game. Still, it’s the
new civs that attract the attention, or at least should.
The Aztecs and Mayans are the New World addi-
tions, and (7 one of the new nods to realism), they are
the only cultures that don’t use horses. Luckily, they
get special infantry that move as fast as horses (50
much for the nod!), and a few technologies to give
their foot soldiers the fighting power of the more
modernized cultures. The Spanish are a very gold-
intensive culture, and generate it directly and indi-
rectly in several ways; they also are a bit gunpowder
happy, with special mounted flintlock wielding “con-
quistador” units and super effective cannon galleons.
The Huns don’t have to worry about housing (2
major factor in the super high populations of online
games), and the Koreans get lumbering war wagons
and turtle ships. Cool stuff, all.

So, I play the game a bit, and have fun with the
historical scenarios (the El Cid scenario is particular-
ly good, even if; like me, you HATE most game scenar-
ios, you'll find this one fascinating and only a bir less
frustrating than usual). 1 then play some heavy duty
“random games”, and go online to test my skills
against the gaming public.

And I get my buttoXX kiXXord to the maXXor
by kewl doodz with skillz. I'd lose repeatedly, and
they'd tell me I suXXored. Heck, even when I'd win
one of those early games, theyd tell me I suXXored,
but that’s just the munchkin way.

Looking carefully at my losses, I saw that the skills
I learned against the computer are irrelevant online.
Against the computer, you need walls as soon as pos-
sible, since the computer will organize an excursion
fairly quickly in the game. Online, walls are of lim-
ited use, since the precious moments and resources
used to build them are better spent in setting up
amazing production expansion. Anyone who spends
the time putting together a major defensive network
will be so horrifically outproduced that the walls will
do no good. Against the computer, towers are fairly
useful as defensive tools, as the low population lim-
its make it hard to put together a force capable of
handling towers without sacrificing production.
Online, population maximum is set to a staggering
200, allowing you to easily build an army which no
static defenses can inhibit, while still keeping a pop-
ulation of villagers large enough to keep up the all-
important production.

Ah, production, that’s the key to the game, and
that’s where I was screwing up. Against the comput-
er, I didn’t start building an army until I had 35 vil-
lagers (i.e., half of the unit maximum). Online, you
need 80 villagers at all times, and you should try to

Continued on 79....
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TACTICALSPACEICOMB AR ¥ S T Eiv

IN STORES IN NOVEMBER
O
e | ~ oD EDITION

Lightning Strike is a game of tactical fleet combat set in the universe of the Jovian
Chronicles, simulating the numerous space battles fought between the solar powers in
the early 23rd century. Players take the part of fleet commanders in the conflict, viewing
the battle from above and giving orders to the participating units.

THIS BOOK CONTAINS:

- “Quick Start” rules to start playing immediately;

- Full rules and datacards for fielding exo-suits, exo-armors, fighters and warships;

- Advanced rules for aces, boarding actions, electronic warfare, low orbit

battles, minefields, space stations, stealth systems and autonomous combat drones;
- Extensive campaign rules - Miniature and scenery painting guide.

LIGHTNING STRIKE 2"® EDITION, Stock#DP9-322; SRP$19.95 US
96 B&W pages + 4 color pages and 1 counter sheet

MINIRTURES.

NEW RELEASES
_ EVERY MONTH

LANCER WRAITH POSEIDON
DP9-409 " DP9-410 DP9-408
(2 PER PACK) (2 PER PACK)

 HACHIMAN

VINDICATOR ~ *  CERBERUS WYVERN

PATHFINDER
DP9-401 DP9-405 DP9-406 DP9-402
Pewter mini not rec ded for children under 6 years of age due to small parts.
Madels supplied unpainted and smbled. Glue, paints & scenery not included.

Available in all fine gaming and comic stores or directly from Dream Pod 9.

CHECK US OUT ON THE INTERNET AT: HTTP://WWW.DP9.COM
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© 1996, 1997, 1998, 1999 Dream Pod 9, Inc. All Rights Reserved.
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02378

KING HARBROMM
AXEHELM

02343
DRAKE WHITERAVEN

HEROIC WIZARD

MINIATURES=

Sculpted in 25mm Heroic Scaleg

02348
KRITSA, RITTERLICH
WAR MAIDEN

02371

NORD KEGBREAKER

Wyvern Games LLC
688 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 MichaelsMagic.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 80014
www.attactix.com
CO (303) 699-3349

Cave Comics

57 Church Hill Road
Newtown, CT 08470
WWW.CBVECOMICS.com
CT (203) 4264346

Book and Game Emporium Galatic Games

311 NW Racetrack Rd

516 N Main Street

Ft. Walton Beach, FL. 32547 Crown Point, IN 46307

FL. (850) 863-7964

War Dogs Game Center

2580 Atlantic Blvd.
Jacksonville, FL 32207
FL (904) 399-1975

The War Room

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

Caught You Looking!
Your Store Here!
Lewisville, TX 75028
reapemini.com

TX (972) 434-3088

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

Dragon’s Sanctum
3213 23rd Avenue
Moaline, IL 61265

IL (309) 762-5577
Fax (309) 762-8692

www.gamesforthebrain.com

IN (219) 661-1938

Rusty Scabbard

820 Lane Allen Rd. # 12
Lexington, KY 40504
www.rustyscabbard.com
KY (606) 278-6634

Little Wars

3036 College Drive
Baton Rouge, LA 70808
www littlewars.com

LA (504) 926-4556

Grandmaster Games
31 Faunce Comer Road
Dartmouth, MA 02747
MA {508) 994-5474

heyou@grandmastergames.com
Changing Hands Book Shop

528 5. Virginia Ave
Joplin, MO. 64801
greyfox@ipa net
MO (417) 623-6699

Hobby Shop

5840 Hamplon

St Louis, MO, 63109
MO (314) 351-4818

Jester's Playhouse
218 5. Main St# B
Cape May Crt Hse, NJ. 08210
www jestersplayhouse.com
NJ (609) 463-8644

Jester's Playhouse
2408 New Road
Morthfield, NJ 0B225

www jestersplayhouse com

NJ (609) 677-9088

Gamers Realm

2025 Oid Trenton Rd
West Windsor, NJ 08550
www.gamersrealm.com
NJ (609) 426-9338

Caught You Looking!
Your Store Here!
Lewisville, TX 75029
reaparmmini.com

TX (972) 434-3088

Fantastic Planet

24 Dak St

Plattsburgh, NY 12901
NY (518) 563-2946

Weolf's Lair Games

33 E High St

Springfield, OH 45502
www.wolfslairgames.com
OH (888) 333-WOLF

The Original Game Shop

6524 E 51st 5t

In the Farm

Tulsa, OK 74145
OK (888) 525-8647

Texas Game Company
B03 E Main Street
Allen, TX 75002

TX (972) 390-9467

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

TX (972) 434-3088

Lone Star Comics

504 E Abram

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

King's Hobby

BE10 N Lamar
Austin, TX TB7S3
www kingshobby.com
TX (512) 836-7388

Dragons Lair Comics
4810 Bumett Road
Austin, TX 78756

TX (512) 454-2399

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 C Lee Hwy
Fairfax, VA 22030
fabet@aol com

VA (703) 352-9222

Roanoke Hobbies
5842 Hollins
Roancke, VA, 24019
VA (540) 777-4856

Le Valet D'Coeur

4408 St-Denis
Montreal, Quebec, CAN
H2J 211

www levalet.com

CAN (888) 499-5389

FOR A FREE CATALOG CALL (272) 434-3088 - WWW.REAPERMINI.COM



Disks of Wondrous Power: Continued from page 76

get to 100 as soon as possible. The big secret to my oppo-
nent’s insanely fast growth was the building of town cen-
ters (which let you build more villagers), lots of them.
Everywhere. You need to press to the “Castle Age” (when
you can build Town Centers) as fast as possible, so you can
get to the explosive growth period. Luckily you can set
town centers up so that the villagers they make will
instantly gather resources, a major timesaving tool. There
are also hotkeys for selecting center/build villagers (7 press
“hee’, i.e. select center/build two villagers”, 40 times a game
at least), another great timesaver.

Armed with the new skillz—I kid you not, I practiced
typing “hcc” mindlessly dozens of times before taking it to
the online world—I go online. Against people without
the precious skills, I saw the same thing here that I saw in
StarCraft--combat strategy was irrelevant, since econom-
ic superiority meant that my opponent could not possibly
do anything to stop the onslaught. Against people with
the same skills, a world of strategy opened up. Your forces
automatically go into formations when you order them to
go somewhere. Archers take the middle, melee guys in
front, siege equipment in the rear, and you can set other
formations if desired, and the cavalry will slow down to
keep the army together. Thus, it makes sense to build a
variety of units, as it really is possible, in the heat of com-
bat, for each type of unit to do what it does best. You can
build powerful cavalry, but theyre expensive, and an
opponent can build spear/halberd wielding troops cheap-
ly to stop them. Of course, such troops are nearly worth-
less for any other purpose, so you can build archers or

diers, and your opponent might build onagers and bal-
lista, which destroy such forces quickly--unless he has
cavalry, which can penetrate your lines and destroy this
equipment easily.

And that’s just on land. At sea, naval engagements
are simpler, but still have enough of the ol
‘rocklpaper/scissors” factor to them to keep things interest-
ing. This one game, I was attacked on two sides. On land,
my Hun enemy was assaulting me with light cavalry and
spear users, while my coast was nearly encircled by galleys
from my British foe. I quickly built a handful of men-at-
arms to smash the spear guys, and some knights and cav-
alry archers to support them. Meanwhile, my docks con-
structed a great navy of fire ships (¢he counter to galleys),
while my villagers constructed some coastal defenses to
protect my docks. Soon, my counter-strategies beat my
enemies back...even though together they were easily
outproducing me (although not by much, thanks to my skil-
Iz), superior strategy made the difference.

Now that I'm not a “rookie”, I find myself being
invited to join clans online. These are little collections of
kewl doodz who get together and brag about their amaz-
ing skillz and stuff. So far, I haven’t accepted....during
my newbie days, far too often I was invited to a pickup
game, where me and my random teammates would be
forced to play (and get slaughtered) by a team of clansmen
who would soundly trounce us, sometimes hurtling abu-
sives at us like “pathetic” and the like.

So, if you're looking for a game great enough to
open whole new worlds of gaming for you, check out Age
of Empires II, and the expansion. You won’t be disap-
pointed.

infantry to hack them down. Rely too heavily on foot sol- Q
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Another Fine Mess g A
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Your master has gotten himself into yet another fine mess, captured by ﬁ _
an evil sorcerer! What can you - his animals — do about it? Shadow the cat i\ A
knows where the Master was captured. Reek the ferret is a contortionist.

Penny the falcon is fearless; while Midnight, the Master’s steed, has :{, Q
strength and speed aplenty. Isabelle the bloodhound can track a scent any- _

where. Barney is a strong, loyal mutt for whom most obstacles prove mere | %3 iy Tn'{;:"‘:ﬁ'“f";'w‘ %>
annoyances. Bandit the "coon is clever with his paws. And Anaxagoras the

owl is in training to be a wizard!

This Animal Companions adventure is for 3-8 characters. It’s ready to run with “All the Rules You Need
to Know” and pre-generated characters. (Recommended but not included: percentile dice or Fudge dice.)
By Ann Dupuis, 32 pages, GGG3001, $7.95.

Also Available: Fudge Expanded Edition Customizable Roleplaying Game. GGG1010, $19.95.

e ) Available at The Gamer’s Realm
| quel.-s Reflgm (www.gamersrealm.com or 877-658-8754)
Where the Gamer 12 and Other Fine Game Stores!
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Kenzer and Company
to Release
Long-Awaited
HackMaster
4th Edition

Spring 2001
FOR IMMEDIATE RELEASE

November 5th, 2000. Mundelein, IL —
Today, after years of heavy secret negotia-
tion, Kenzer and Company and Hard
Eight Enterprises in conjunction with

Gary Jackson, Inc. announced that Kenzer }

and Company would manufacture and
distribute the long-awaited HackMaster
4th edition on behalf of Hard Eight
Enterprises.

"We are pleased to be able to offload the

low-margin manufacturing and distribu-
tion burdens of HackMaster onto

KenzerCo so I can focus more on creativi- *

ty," explained Gary Jackson, GawdFather
of Hack. "Me and my crack Hard Eight

team will be focused on cranking out

modules, source material and HackMaster : Jj

rules supplements while our partners at
KenzerCo take on the administrative
responsibilities and deal with the cus-
tomers."

"Waco" Bob Forsey added, "We were
able to cut staff by 82% with this little
move and due to the outlandish licensing
fees we're able to keep revenue at almost
64% of past years!"

Mr. Jackson’s choice of such a small
industry player comes as quite a shock to
most industry insiders. "We're obviously
pleased with the arrangement," said an
excited David S. Kenzer, President of
Kenzer and Company. "The terms were a
tad expensive, but we feel we can provide
a higher level of customer service and
thereby increase Mr. Jackson’s overall pro-
ductivity. We also take comfort that per
Subsection 14.6 (e) of the licensing con-
tract no more than 6.4% of the material
may be submitted by Timmy."

While all releases and scheduling are
currently tentative, KenzerCo has provid-
ed some insight into their plans. The first
4th Edition product will be the
HackMaster Players Handbook. It is cur-
rently scheduled for release in April 2001.
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kay, we have some good news.....and some bad news. Bad news first. Shortly after GenCon

2000, Aaron Williams, who drew the first three issues of K.ILL (Knights of the Dinner
Table: lllustrated) called us to say that after great soul-searching’he'd come to the conclusion that

“Something had to give!” — it was becoming a real strain to meet the production schedules, he
explained, of both K.ILL and his own projects. (W immediately suggested mega-doses of caffeine
tablets and getting his priovities straight’ by cutting out sleep, showering, eating, etc. along with any
other time-burning activities but he decided not to take our advice. - piry).
So, that's where the bad news part comes in. Aaron’ last issue was K.ILL 3 (although he did do
the Ist transitional page of KILL 4)

With great reluctance Aaron's shackles were removed and he was wished the best of luck on
his other endeavors and given an “Intern bag lunch” for the road. (which consisted of the stan-
dard juice-pouch, apple (half) and macaroni and cheese cup with pork rinds) He claims someone
patted him on the butt as he was putting on his yak-hide poncho before hitting the road butno
one will ‘fess up.

Now for the good news — After beating the bushes for someone to fill Aaron’s talented shoes
(literally — Aaron wore +4 Shoes of Drawing) we eventually found our man....er...men.
Brendon and Brian Fraim, who cut their teeth working on such comics as The Fix, The :
Travelers, and The Waiting Place, will take up the series where Aaron left off.

They've already completed work on their first issue (K.ILL #4) and have slipped into K.ILL
like a comfortable pair of shoes. O H

> 4 \
I SIMPLY MUST GET
INJURED MORE OFTEN.

increase in HMPA dues, KenzerCo plans to
revive the Player Character Memorial. Kenzer
and Company will also handle official GM
status and membership cards, the GM and
Player Worldwide HackMaster Rankings
System, and HackMaster Club and

Tournament Registration.

Estimated suggested retail is $24.95 to
$29.95. The Hacklopedia of Beasts, Volumes
I-VIII will be priced at about $19.95 each and
will be released every-other week throughout
the late spring and summer of 2001. The
entire Hacklopedia is rumored to hold over
1600 bloodthirsty foes and is the largest bes-
tiary of its kind. Mid to late summer will see

the release of the HackMaster GM’s Guide,
the HackMaster GM’s Screen and two full-
length adventure modules written by Gary
himself!

Kenzer and Company has separately
acquired full rights and control over the
HackMaster Player’s Association. Summer
2001 should see a revamp in the HMPA
including revised membership rights, a revised
and unified HMPA Player’s Code of Conduct
and revised tournament rules and home play
behavioral guidelines. Along with a small

THIS IS NOT A JOKE (AT LEAST NOT
THE 5th PARAGRAPH). KENZERCO
FULLY ANTICIPATES THE HACKMAS-
TER LINE TO BE THE SMASH HIT OF
SPRING AND SUMMER 2001.

© Copyright 2000, Kenzer and Company, All Rights
Reserved.

Kenzer and Company, Gary Jackson, hard Eight
Enterprises, Waco Bob Forsey, Gawdfather of Hack,
HackMaster, HMPA, Player Character Memorial,
Hacklopedia of Beasts are trademarks of Kenzer and
Company.
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plucked from the vine for your reading enjoyment

KINGDOMS OF KALAMAR CAMPAIGN
: SETTING BECOMES OFFICIAL
DUNGEONS & DRAGONS WORLD

November, 1 2000 - (Mundelein, ) ~Wizards of the Coast
makers of the Dungeons & Dragons adventure game and Kenzer
i and Company creators of the astoundingly hilarious Knights of
i the Dinner Table magazine are proud to announce the latest
addition to the official Dungeons & Dragons family: the
Kingdoms of Kalamar campaign setting. The two companies
i have reached agreement on licensing terms for new releases of

the Kingdoms of Kalamar campaign setting, related supplements
i and adventures as official third edition Dungeons & Dragons
i products. The terms of the deal remain undisclosed.

i "The Kingdoms of Kalamar fantasy world joins the Forgotten
Realms and Greyhawk fantasy settings as the first three OFFI-

i CIAL Dungeons & Dragons worlds," says Cindi Rice,

¢ Dungeons & Dragons Brand Manager for Wizards of the Coast.

i While the Kingdoms of Kalamar setting’s first two editions were
i generic settings made for use with any rules system, this edition
¢ will be based strictly on third edition Dungeons & Dragons.

i "We are obviously thrilled with this opportunity to be a part of

¢ the Dungeons & Dragons community,” said David Kenzer,

i President of Kenzer and Company. "We have always believed
that the Kalamar world was the finest fantasy setting ever created
for an RPG and now it is matched with the finest RPG ever cre-
ated: Dungeons & Dragons."

"This is not just a basic D20 license!" adds Brian Jelke, Vice
President of Kenzer and Company. "The new Kalamar products
i will feature the Dungeons & Dragons logo on the covers.”

¢ Additionally, the Kingdoms of Kalamar product will have a new
look. Rather than a boxed set with multiple books, the new edi-
tion will be released as a trade hardcover. The new Kalamar

¢ hardcover will contain approximately 250-300 pages as well as

¢ full-color maps included as an insert. Kenzer and Company is

¢ aiming for an early spring 2001 release for this product.

T

Other scheduled products available spring 2001 include: the Kalamar
world atlas, and four full-length world supplements and adventures.
Summer 2001 releases for the Kalamar line will be announced in

December.

The Kingdoms of Kalamar, Kalamar and Knights of the Dinner Table
are trademarks of Kenzer and Company.

Forgotten Realms, Greyhawk, Dungeons & Dragons and D&D are
trademarks of Wizards of the Coast.

Wizards of the Coast, a subsidiary of Hasbro Inc. (NYSE:HAS), is the
worldwide market share leader in the trading card game and tabletop
role-playing game categories. Wizards of the Coast is a leading devel-
oper and publisher of game-based entertainment products as well as the
owner and operator of one of the nation’s largest specialty game retail
chains. The company holds an exclusive patent on the play mechanics
of trading card games (TCGs) and produces the world’s best-selling
Magic: The Gathering and Pokémon™* TCGs. Wizards of the Coast
is also one of the world’s leading fantasy and science fiction book pub-
lishers and is a publisher of adventure games such as the classic
Dungeons & Dragons® games, family card and board games and elec-
tronic media products. Headquartered near Seattle, Washington,
Wizards of the Coast has international offices in Antwerp, Paris, Milan,
London and Beijing. For more information on Wizards of the Coast,
visit the company’s website and electronic retail store at
www.wizards.com.

*©1995, 1996 and 1998 Nintendo, Creatures, GAMEFREAK. Pokémon is a trademark of
Nintendo.

WIZARDS OF THE COAST, Magic: The Gathering and THE GAME KEEPER are regis-
tered trademarks of Wizards of the Coast Inc. TSR, D&D, Dungeons & Dragons and Gen
Con are registered trademarks of TSR Inc. TSR Inc. is a subsidiary of Wizards of the Coast
Inc.

©2000 Wizards of the Coast Inc.

KENZERCO MOVES TO NEW OFFICES

Well....it finally happened. Dave Kenzer and his wife finally threw us out of their basement.
[The final nail was when Brian took the last diet Grape Faygo from the fridge without
telling anyone.] The good news is that by early November, KenzerCo completed the move
into the new office/warhouse complex and everyone is back at their desks.

With so many new bodies and several new product lines coming down the pipe we needed to
acquire extra space, so we suspect that Brian was actually set up and ‘baited” with that Faygo.

Need to contact us??
Our NEW address is:
KENZER AND COMPANY
25667 Hillview Court
Mundelein, IL 60060
fax: (847) 540-8065 phone: (847) 540-0029

Knights of the Dinner Table Magazine™ ® December, 2000
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s the subbeading indicates, this is
Aa sounding board where gamers

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

Last issue we ran Hillary Doda’s
GamerGrrls Manifesto. The  response
has been overwhelming. Readers wrote
in with some very strong opinions from

both sides of the fence.

A few credits were inadvertently left
out from the article “A GamerGrrl's
Manifesto,” in issue #48.

'BESM' refers to 'Big Eyes, Small
Mouth," an anime-genre roleplaying
game created by Guardians of Order.

The “World of Darkness” belongs to
White Wolf Game Studio, Inc.

“Macho Women With Guns” is a cre-
ation of BTRC. All rights belong to their

respcctive creators.

Thanks!
Hilary Doda

l am an avid reader of the Knights, and
love the comic to death, so it disturbs
me that I have to make my first letter to
you guys one that is not giving you the
praise that you so deserve. I am writing
in response to Hilary Dodas “A
GamerGrrl's  Manifesto.”  which
appeared in issue 48.

First and foremost, flat out, I am a
girl. Second, I am also the girlfriend of a
gamer, and an avid, if fairly new, gamer
myself. (1 have only been RPGing for a lit-
tle over a year, now, though I have played
the CCG's for a number of years)

Hilary, I do not know where you live,
or, and no offense is meant here, if you
are a person extremely devoted to femi-
nine rights, but if things are as you say in
your manifesto, then, quite frankly,
where you live sucks.

Perhaps it is just where I live, or per-
haps it is just where you live, and maybe
it’s just me, I don't know, but I have never
once experienced any of the things you
mentioned. And, quite frankly, neither

82

YOU’SE GOT SUMPIN’
ON YER MIND, BOY?
BESS’ SAY IT AND
JES’ GET ON WID IT/

\

UH OH 8/G
Guy. you
SHOULD
NEVER HAVE
~—~ GONE THERE.

£y 4

SN AN Opinion"Arena‘and Open‘Forum

OH, AS A MATTER OF FACT T WOULD LIKE YOU
TO EXPLAIN TO ME WHY THE RULES STATE A
FEMALE CHARACTER SHOULD GET A -5 MODIFIER
TO HER STRENGTH ROLL. PLEASE, BY ALL
MEANS -- WHY DON’T YOU EXPLAIN THAT TO ME.

UH...ER...UH....

[

has anyone else I know.

To start off with, the male gamers I
know down here in Florida, and all the
ones I met at this year’s DragonCon in
Adanta, GA, have been the nicest people
I have ever met. From my experience,
they tend to take an almost protective
attitude towards us female gamers,
because there are so few of us.

The saying about ‘protecting our own”
has certainly been in abundance as far as
I have seen. They readily help when any-
one is having trouble, be they male or
female, and generally, as a rule, consider
each of us female gamers as “one of the
guys,” while still recognizing that we are
female. I have never met a male gamer
who demonstrated the stereotypical 9-
year old boy ‘girls can't do what we do,
cuz they are girls, and they suck” attitude. 1
have also never seen a male gamer trying
to harass a female gamer, physically or
verbally, when it was not “in-character” or
just all in good fun between friends, or
the two members of a couple.

As for the atmosphere of the game
stores... well, I have never run into any
kind of situation like the ones you
describe. The store owners are usually
gamers themselves, and so are friendly
and helpful. I have never had to be afraid
of ‘dark corners,” the staff, or any of the
other customers, and neither has anyone
else I know.

And as for the pictures of women in
clothing that is just shy of being illegal,
I'm sorry to have to say the obvious, we
live in a male-dominated society. Yes, we

as women have more rights and ‘equality”

here than a lot of other places, but the
human race has been largely male-domi-
nated since, well, since recorded history
at the very least. Things cant change
overnight, but we here in the U.S. have
made tremendous progress. I have to

agree with you in that T wouldn’t mind
seeing some beefcake up on the walls,
BUT T can also look at the pictures of
women and NOT take it to heart, the
way you seem to have, in that I realize
that’s what most guys like, and that it is
predominantly a male market. I also
know of several games that do not
restrict how a female character is created.
Just because there are pictures of women
in little to no clothing, that doesn’t mean
that you can't make a female character in
practical, full armor, or that it isn't a
good game. What you are describing
seems to me to be along the lines of prob-
lems in the attitudes of the male gamers
in your area, and not the games them-
selves. Yes, I am sure that a number of
games have pictures of women in hardly
anything in their books, however, I'm
sorry, but no matter what kind of pic-
tures are in the books, you can't take that
to heart and pass up a great game just
because you don't like the look of it.
Does the phrase ou can't judge a book by
its cover” ring a bell?

Now, as for the atmosphere and atti-
tudes of the male gamers, if they make
you uncomfortable, don't just sit there
and complain and wait for the MALES
to make the change. Fudge that. If you
are that unhappy about it, and they want
to be asses and say you can't play, or say
that you have to play a certain character,
or certain type of character, just say “Piss
off” and take your own gaming group
and start gaming in the same store, or
wherever, where the guys play, and at the
same times. Show the males, instead of
just fussing at them, that girls can play
just as good as they can. Again, another
good phrase comes into play here: A pic-
ture (you starting your own group and
whatnot) is worth a thousand words.”

Translation: Don't just complain, do
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something about it, and the males seeing you
and your friends gaming, and doing a good
job, are more apt to begin to realize that you
can, indeed, play, and can play any kind of
character you wish, and start to at least give
you a chance, than if you just fuss and com-
plain about it, whereupon they just learn to
tune you out.

I sincerely hope that these problems that
you are having with the male gamers are iso-
lated to your area, because all the ones I have
met have been the nicest, most considerate
people T have ever met. And if the males
gamers in your area are as you describe
(harassing you and whatnot) then they arent
worth associating with, and it’s time for you
to quit being pissed off at them and find
“real” gamers that aren't like that. As for the
games with, and pictures of, women in “brass
bikinis,” get over them and stop taking them
so much to heart.I have yet to find a game
that, even though it may have pictures of
women in small scraps of clothing, restricts
the making of female characters to fit such
images. There are PLENTY of games that do
not have pictures like that, or that at least
have the pictures like that to a minimum, so
stop finding all the bad things and start find-
ing the good things, like the game itself, and
not the pictures in its book. I hate to have to
break it to you, but the pictures and cover do
NOT make the game, Okay?

The whole point is, don't just assume that
all (or most) male gamers have that kind of
childish bad attitude towards girls, and dont
be such a feminist that you miss out on a
really cool game just because you don't like
the pictures in the book.

DragonMystic
via E-mail

Hilary wrote a great article about how to
get more women gaming. As a woman,
I agree with 99% of it. The only thing that
she lost me on was when she mentioned...
“Breastfeeding at the game”.

At this point I have to say, Hold on,
Hilary--please. Why are you bringing your
baby to the game? Many mothers who
breastfeed store up some milk for the baby
when they have to be away for a few hours.
Saying that they are “working breasts, not sex
breasts” means nothing at all to the people
who are going to get that flash of nipple”.

That Vampirella poster isn't real--but your
breasts are, and you're asking people to “just
look away” if they dont want to watch you
breastfeed. T really think you are being
inconsiderate of your fellow gamers, male or
female. Why is it necessary for gamer par-
ents to bring a child to a game anyway?
Have babysitters become an extinct species
these days? Are kids now so frail that they
cant endure a few hours away from their
mother? Where is Daddy? If he’s a gamer
too, then the babysitter (or doting relatives) is
the answer, not bringing the kids to the
game.

I'm not saying kids are nasty. I'm saying
that they are distracting. It’s easy for the par-
ent to tune them out, but everybody else isn't

used to doing that, plus you are asking the
store (or the person whose home the game is at)
to worry about whether your kids are going
to hurt themselves, get into something, or
otherwise be a problem. If you are spending
your time making sure that doesn’t happen,
you aren’t giving your attention to the game.

The ONLY exception would be if the
game host were also a parent and the kids
were put into a room to play with the host
children, with instructions NOT to bother
Mom and Dad unless its serious. If the host
doesn't have children, this option is off, of
course.

Before you get insulted, let me say that if
my baby were sick, or if my baby needed me
right there with him, T would be there. I
wouldn’t expect to bring him to a game, sick
or well, any more than I would bring my
cats.

On game night, find either a loving rela-
tive or a responsible teenager to look after
your baby. Bring the cellphone and call
home every half hour if you want—I might
do that myself. But please, parents—don't
bring your kids to the game!

Kettir
via-Email

I'd like to respond to Ms. Doda’s manifesto
printed in the Back Room. Her general-
izations and scatter-gun accusations are both
startling and offensive to me. I don’t know
who she games with, where, or what, but
from the number of times she lists being
assaulted, insulted, bitten, groped, grabbed,
leered at, and made the target of basically
everything punishable under sexual harass-
ment laws--I'd recommend she find a new
group.

I am male, and like many others, have
been gaming since Chainmail came out.

In that time, I have never, ever, seen any
female assaulted. What cons do she go to? 1
have seen occasional fights, usually over dice-
touching and undue taunting. Let me also
say, before my views are dismissed because I
am male (wouldnt that be ironic?), that my
then girlfriend now wife, and several of my
best friends, all female, were equally sur-
prised with her views. There ARE jerks
around, we all know it. However, I haven’
noticed the percentage any higher among
gamers than non-gamers. In fact, I've found
it to be lower, on average. To attribute sexist
behavior to the gaming community specifi-
cally based on the actions of a few makes lit-
tle sense.

How many people were at GenCon?
Surely they weren't all leering at her. T was
too busy playing the KenzerCo team at the
FairyMeat table to eat, let alone leer
(although I did squint in a dangerous fashion a
couple of times when my fairy was getting wal-
loped.)

I work as a retailer in a comic and game
store. I have seen women be ignored by
retail staff--in my store, in malls, in depart-
ment stores, etc.

Assuming that everyone in that facility
share world-views is simplistic and insulting.
It is the individual doing the ignoring, not
everyone in the store. As for making game
stores more ‘woman friendly.” 1 looked
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around the store after reading her views.
There were women on the covers of some of
the books. There were men. There were
even more other-worldly things munching
on both men and women. I checked the
Previews catalog. I couldn’t find one gaming
book cover of a woman with massive breasts.
(Now, there were plenty of comics and posters
with that theme — Can'’t argue with that.)

However, I can say that I know just as
many women as men who buy them. I think
it is deplorable that a gaming professional
would refuse to peruse a new game or sup-
plement simply due to the cover.

Ms. Doda says she “gets it” that girls are
good-looking (her generalization, not mine.)

She goes on to say, “Girls are something of
a mystery to a lot of you, or so says the stereo-
mype.” Isnt her point to quit treating people
in stereotypical fashion? Perhaps she should
do the same. I know that some gamers are
not socially skilled, but T've run into just as
many non-gamers with the same problem.
Here’s a newsflash for you, Ms. Doda—guys
don't like the blunders of socially inept men
and women any more than anyone else. Its
embarrassing, and whats more, its bad for
business. Although to be fair, I would like to
point out that at GenCon 2000, the only
annoying people I found were those gleeful-
ly yelling “WAAAAAGGGH” for obvious
reasons at the game they were playing.

Reading through Ms. Doda’s manifesto, it
appeared to me that she had some legitimate
points, but I was very distracted from them
by the large amount of apparently biased
thoughts. I would expect a game profession-
al to be wiser than to say “Tve only been gam-
ing for longer than some of you little punks have
been alive...”

Very nice.

Overall, it seems Ms. Doda is quick to
take offense, and quick to drop games who
are played by people she doesn't like. I found
this the most shocking of all. Drop a game
because some people who play it annoyed
you?

Guess driving is out of the question, then.
And eating in diners. And going to movies.
And any other function involving more than
one person. She has obviously felt mistreat-
ed by other gamers—TId be willing to bet it
wasn't all because she was female. Many
males, T am sure, can remember being made
to feel unwelcome in a group, store, or other
gaming event. Mandating that everyone like
us equally makes no sense. Nor does asking
artists to paint what they don’t want to.

Gaming is diverse and in the end, just a
way for people to get together and have fun
in a defined setting, like a book club on
speed. My family and I have enjoyed them
for years, and I hope she too one day dis-
covers the bright side of gaming.

Ray
via E-mail

a

Got something to say?
Wanna get it off yer chest?
Go ahead — Unload on us!

Email yer BackRoom Fodder to
f(r)llyRB@aol.com
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CHARACTERS TOO GULLlBLE’
Looking to play ALWAYS GETTING TRICKED
Harn/HarnMaster or Ars Magica BY THE NPC IN “DISTRESS"?
Please contact Normat LISTEN TO THE
underhillhancock@earthlink.net SKEPTIC SOCIETY FOR TIPS AT:

Have D s o \Will Travel http://www.mp3.com/ SlameseTrlplets

S o

Agrlpa Hate to see you go. The table W|II.not be the same W|th0ut you
Dude you were robed.
Baltron ( Big B ), Chance and Rupert

GAME INVASION ¥
Date: February 24-25, 2001 Special Guest: Jolly Blackburn

x| Location: University Center, University of North Florida, Jacksonville, FL

H| Focus: Roleplaying games, miniatures, trading card games, and board games E

Registration Fees: $20 the day of, $16 pre-registered 5

Contact E-mail: info@gameinvasion.net E

Web site: Www.gameinvasion.net 4

*: TWO DESIGNS TO CHOOSE FROM!!!
| Available exclusively from Kenzer and Company. |
25667 |

(o aWd Our mail order address is:  KenzererCo,
3 Hillview Court, Mundelein, IL 60060.

= =y
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: S much nice to he
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¢l Thank you very *

Style BHands #1

~+"| | BlackHand Shirt.
v (black on grey)

Premieres its new line of

D20 Adventures

™ Size: XL wwwi.trolllord.com | much. Seeing you _
: a Price: $19. | Seen- Happy Tsaog;‘a h{
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; Style KODT #2 | |, SEEKING FAME
KODT Shirt | 4 AND FORTUNE?7?!! |
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oY HEY K/DS! THESE NIFTY 1 N ASSOC/AT/ON T
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% -~ BEAHERO - ORDER TWO [ e PLACE TO START
) AND GIVE ONE TO A FRIEND!! 1 65k EMAIL TODDGKENZERCO.COM |
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o TAKE THE BULL |} ;
g BY THE HORNS |, i
Z AND HANG ON [\ ARE Y@M A '
b FOR DEAR LIFE! | - :
R nudge nudge —— o P oY K@@F FAN 2 0}
i y
KENZER(O (OM b /- Then come join us!!! "

— wWinkK wink —— ; ( Good Company
‘ — Good Conversation y
The “PUMP HOUSE GANG’ haIIucmates A Good Place 1o Be 1
devastates, dies and comes A clubs. ya/}oo com/clubs//enngtsoﬁhedmnermble
back from the dead — Frequently! F S
If you're out there, contact Kree-Akrore at: | KECNZER%%%EMO -TEAMS NOW FORMING §
sarkodyne@hotmail.com : ontact To enzerco.com for more information. ]
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WEIRD PITI‘S BUI.I.E'I'IN BOARD

2 is a meeting place where readers may pass along information, barter, trade and gossip. Readers are invited to place classified ads, announce
: group meetings, seek out other players, etc. Subscribers of KODT may place classified ads free of charge with a limit of one ad per issue and a
| maximum of twenty-five words. Non-Subscribers may place ads at the rate of 50¢ per word with a limit of 25 words. Companies may place |
[ - ads at the following rates: [5.5” x2” - $160], [2.75” x 2” - $80], [1.5” x 1” - $40]. Non-profit organizations (serving the gaming community) f
5 and Conventions or Seminars may place ads for free. All ads are placed on a first-come ﬁrst—served basis with subscribers iaving priority.
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JOIN THERANKS OF
THE KNIGHTS OF THE DINNER TABLE!!!!

-THIS IS NOT A JOKE-

KENZERCO HAS OPENINGS AVAILABLE AND IT’S LIKE A NEVER-ENDING PARTY OF FUN WORKIN’ HERE/

JOIN THE RANKS OF ONE OF THE MOST POPULAR AND FASTEST GROWING GAMES COMPANIES
IN THE ADVENTURE GAMES INDUSTRY.

WE ARE LOOKING FOR TALENTED AND EXPERIENCED INDUSTRY PROFESSIONALS TO DO A VARIETY OF TASKS.
BENEFITS INCLUDE FULL MEDICAL INSURANCE, 407(K) PLAN (WITH MATCHING), PAID VACATION, BONUSES,
PROFIT SHARING PLAN, STOCK OPTIONS AND VERY COMPETITIVE SALARIES. ALL POSITIONS LOCATED
AT OUR MUNDELEIN, ILLINOIS OFFICE (LOCATED AT GILMER AND MIDLOTHIAN ROADS).

WE ALSO HAVE A LIMITED NUMBER OF PAID INTERNSHIPS AVAILABLE FOR LESS EXPERIENCED
INDIVIDUALS THAT ARE LOOKING FOR A MORE INDENTURED SERVITUDE KIND OF ROLE.

PLEASE E-MAIL RESUME TO BRIAN@KENZERCO.COM, OR FAX IT TO 847-540-8065.

SO BOB, IS THE NEW JOB OVER AT KENZER & COMPANY WORKING OUT OK?

WORKING oUT? |IT ROCKS/ TODAY I GOT TO ROLL UP AND EQUIP A
CHARACTER (A DWARVEN PROTECTOR WITH AN 78 CON/) FOR BR/IAN’S NEW
DED CAMPAIGN, THEN I SHIPPED SOME ORDERS, PID SOME WORK ON THE

NEW HACKMASTER PLAYER'S HANDBOOK, GOT TO HANG WITH JOLLY

AND STEVE DURING LUNCH (THEY EVEN LET ME TALK ONCE/)
TOMORROW I HOPE TO GET A GLIMPSE OF MR. KENZER.
I TELL YA, IT’S LIKE A NEVER-ENDING FEST/VAL OF GAMER JOY OVER
THERE/ I EVEN GET DEEP D/ISCOUNTS ON KENZERCO PRODUCT/

YOU SAW THE NEW

DUDE, YOU RULE! HACKMASTER FOURTH
WILL YOU BLESS MY EDIT/ION?2?? YOU LUCKY
SOUNDS LIKE A D/CE BEFORE WE START ST/IFF/// DO THEY HAVE
GREAT JOB, BOB. TONIGHT? ANY OTHER OPENINGS?PP?
YOU’LL BE FAMOUS / , \
IN MUNCIE/ .

=\ 4 r—=
KODT 18-24
BACK /SSUES?
WE RAN OUT,
NOW THEY’RE BACK IN

K- WHAT’S THE DEAL?

— T '

THESE ISSUES WERE OUT ON
CONSIGNMENT BUT WERE
RETURNED VERY RECENTLY. YOU
CAN NOW BUY KODT 718-24 AT
FACE VALUE DIRECTLY FROM US.
STOCK IS LIMITED, SO ORDERS
WILL BE FILLED IN THE ORDER
RECEIVED.

AL L LR -

=)

1© Copyright 2000, Kenzer and Company. Al rights reserved. Kenzer & Company’ Iggb, e
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/ BRIAN'S SMALL PRESS PICKS)

NEMOREN’S VAULT

Fiery Dragon Productions
www.fierydragon.com

s«

announced it's “open game license”. The floodgates are
open and many companies both large and small scrambled to
rework old books (and new) over to the d20 system.
And so it was I anxiously waited for the first third-party d20
system product to arrive in our mailbox for review.
Interestingly enough the first one to arrive hailed from
Toronto, Canada. The first thing to hit me when T pulled
Nemoren’s Vault from the envelope was that it looked and felt
like one of those old AD&D Ist edition modules from the late
70’s carly 80’s. Whether or not this was intentional — I don’t
know. But it did score big points with me. It was like slipping

WOtC opened Pandora’s box a few months ago when it

PUBLISHERS! into my favorite pair of slippers. In truth, this 32 page adven-

REV/Esf’NCDO;IE’Eé 70: ture is heads and tails better than most of those original TSR

I, TS TS adventures. T wish I could say more about this one but, being an adventure, I don't want to give away any
Kenzer and Company secrets. Suffice it to say this one is worthy of any AD&D 3E game.

25667 Hillview Court ) L . .
Mundelein, IL 60060 Brian’s Rating: Brian’s Rating: Hack Worthy!!

SOVEREIGN STONE GAME SYSTEM

Corsair Publishing ® www.sovstone.com

overeign Stone s a fantasy role-playing game whose credits read like a who's

who of some of the best creative miinds in the games industry. With creative

forces behind it such as Larry Elmore, Margaret Weis, Tracy Hickman, Don
Perrin, Lester Smith, Douglas Nilés... How can it lose?

Set in the world of Loerem, a mysterious place created by Larry Elmore, Sovereign
Stone offers a uniquely rich roleplaying environment, with magic portals, fast and [
furious combat and champions known as Dominion Lords. Ak
The world is populated by six human races, as well as other races such as the short, FiE
peaceful Pecwae, Elves, Dwarves and Orks. If you think some of these races scem £
familiar, you might want to think again. For example, there are the nomadic, hunter-
gatherer Clan Dwarves, and their outcast bretheren, the Unhorsed Dwarves who are
traders and skilled in many types of handiwork.

One of the most unique features of the game is that there are no character class-
es. The game is designed to help players create characters who are set apart from
every other character. Key to this are racial traits, advantages and disadvantages and §
skills.

The Sovereign Stone Game System is designed for high action. When a character’s
proposed action is not specifically opposed by another character or situation, the
Game Master determines the success or failure by comparing the player’s dice roll result to a Difficulty Number. When an action is
specifically opposed by another character, both players roll dice. The high roller wins, pure and simple. The same thing occurs when
a player character is opposed by a GM-controlled character or monster.

So far it’s well supported. Besides the core-rule book there are already two adventure supplements; The Tann and Old Vinnengael:
City of Sorrows. I certainly hope this game finds an audience. With WotC’s Dungeons and Dragons 3E and the flood of d20
System open-license products on the shelf itd be a shame for such a promising game to get lost in the shuffle.

Brian’s Rating: Grab your dice bags and play!

EMPIRE: Reallty Games ¢ www.alternaterealitygames.com

mpire — Make history on your living room floor. This exciting board game is

all about world domination and puts me in mind of Risk. However this game
goes a couple of steps further by adding a timeline and technology tree. Kewl stuff.

The game starts sometime in the 1800’s . During his/her turn each player gets
to play cards that represent either scientific or historical events as the time line
progresses. In the 1800’s a player’s Empire might discover the machine gun or
maybe the pony express. As the game movies into the 1900’s a player might devel-
op an Air Force to ‘bomb’ his enemies or perhaps use television to subdue others
with junk-television. In the final stage of the game players move into the mod-
ern/future era. Some options here include space shuttles, and alien invasions
(which you can play on an enemy empire). There are 100 different cards in the
game, so each game plays out differently. Battle in Empire is resolved by rolling
1d10s. (For both attacks and defense) Each die represents one unit. Best attacker
roll is compared with the defender’s best -- lowest side loses a unit. Up to three dice may be rolled at the same time as long as the player has
units to match. Some of the cards inthe game modify die-rolls and sometimes even allow re-rolls or otherwise effect combat.
Bottom line, if you enjoy Risk you'll like Empire. This is one game not likely to collect dust on your shelf.

Brian’s Rating: Definitely my kind of game.
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ADVENTURE:‘ IN FANTAJ‘Y LITERATURE
VoL 1, No. 1 - SPRING, 2001

On Sale Now

Featuring | the start of “The Java ]omt” =

‘A Brand New Knights of the Dinner Table strlp

by Jolly Blackburn, Brian Jelke and Steve Johansson e _: =
Plus Michael Mq_prcock, Charles de Lint, Jeffrey Ford & more

240 pages/$7.99 " Quarterly www.BIackGaté.cOm.f { :




PARTING SHOTS)

special 1s[ing of single, out-of-print items Pete found
A locked away in his game store attic. Limited time offer only-

when they're gone, they're gone! Don't come whining to me
about having to pay your rent or eat this week- no items held!!

--CASH ONLY - NO RETURNS--

This month featuring these hard-to-find SCREAM OF
KUCHOOLOO Supplements.

THE MASQUE OF NARLYTWOSTEP

Adventurers crash a cultist costume party and face a neverending,
though simple and boring, dance of death. Good Condition—
$65.00

THE SHADE OF YUK-SHAGOFF

Player characters must determine the powers of the ancient win-
dow covering of doom and what mysterious, disgusting substance
is splattered upon it. Mint Condition—$45.00

PATH OF SETHAQUA

Kuchooloo investigators stumble onto a horrid secret in Towa con-
cerning Amish farmers and their horse troughs of terror. Not for
the squeamish! Near mint condition with a few spots or residue
simian feces on the cover—$57.25

THE FUNGUY FROM YAKOF

The heroes must save innocent citizens attending a stand-up com-
edy festival hosted by a has-been Russian comedian whose comic
attempts just won't die.

Missing 4 pages inside of maps- but will photocopy any other four
pages of maps from any other Scream of Kuchooloo product for
free and include with purchase.—$55.00

A LOAN AGAINST A WINNEBAGO

(Little known independent work by Gary Jackson before Hard 8
Enterprises produced Hackmaster)

While enjoying a northern Canadian vacation, Kuchooloo adven-
turers become snowbound and run the risk of missing a bank pay-
ment on their motor home. Horror encounters include many
never again used in Scream of Kuchooloo products; such as Frigid
Foxbats, Arctic Aardvarks, Tundra Tearers, Chilly Chinchillas,
Glacial Gefilte Gobblers, Icy Id-suckers, and Pucker-mouthed
Polar Pythons. Features a Gary Jackson signature facsimile.
Slightly torn front cover repaired inside with masking tape, spine
super-reinforced with duct tape to assure modules durability. —
$478.00

THE DONEWITCH WHORE

Adventurers run into various nightmarish, one-night encounters
from their past who now, having turned to the black arts, attempt
to exact revenge for unpaid previous services. Inside illustra-

tions have been blacked out with magic
marker.—$65.00

THE SEED OF ASATHOUGHT
Only 32 shipped! The rest of the run was
destroyed after the publisher discovered
the writer (who also edited the book)
included material inappropriate for any-
one under 65. Ask Pete for details. Will
be sold in brown paper wrapper. Adults
only! Never been opened'—$315.00

88

By Kim Eastland

STORIES OF THE MUSKETONYX VALE

One-time, short run publication of this 500 page tome almost
sunk the publisher. Features 143 different stories which all happen
to occur in a quaint New England county with more sites of
supernatural unholiness than all of Europe had over six centuries
combined. Wooden cover warped years ago, giving an authentic
antique look to book, making it far more desirable than if it were
new.—$200.00

MUSKETONYX COLLEGE

This is the special Ist Edition print, not the later abridged version.
Features the fully detailed Musketonyx College for the completist
Asylum Master, including such later deleted locations as the
Broom Closet of Ecaayuk, the Reading Room of Real’aciou, the
Drinking Fountain of Eternal Wetness, the Off-Campus Housing
of the Free Ones, the Endless Clothes Closets of Mustiness, the
Storeroom of Everboxes, and many, many more. Fair condition-
some fire damage—$70.00

THE “HE-WHO-MUST-NOT-BE-NAMED” HANDBOOK

A handy, digest-sized periodical featuring over 1001 different ref-
erences for "you-know-who", such as: "THE GawD wiTH No-
NaMe", "The Unknown Blob", "Whodat", and
"Shutchurmowf". Fair condition, but comes with a "Kiss Me If
You Love Hastur" button—$60.00

THE SHRUB-KNEEGROWTH CYCLE

Three adventures combined into one great package, all featuring
ambulatory bushes intent on world domination. This product
introduced the popular Kuchooloo campaign featuring lifeless
plants taking over America- Gorey Bush Attacks!

Mint condition—$12.00

SCREAM OF KUCHOOLOO ASYLUM MASTER SCREEN

This amazing special Asylum Master’s wrap-around gaming screen
features every usable table, and a few not so usable ones, found in
the game. An 8 foot curved, 5-mil laminated, 16 color, photo
quality cyclorama, it completely encloses the Asylum Master from
prying eyes and assures his mysteriousness while offering low
angle security from polyhedral projectiles cast by those losing their
sanity.

Outer finish slightly marred with dice scratches, otherwise mint.

Retailed at $65.00, now only $62.50

KucHO0LOO “SQUIRTING” ACTION FIGURE

Gaming was never so fun! Now you can “slime” your player char-
acter miniatures with this 3 foot high action figure of Kuchooloo
itself. As the directions say, "Simply fill Kuchooloo’s torso with
official Kuchooloogoo, snap the head back on, and squeeze! Puce
slime squirts out from all of Kuchooloo’s orifices and tentacles,
covering the playing surface with authentic, sticky ooze which
traps other action figures so Kuchooloo can dominate, degrade,
and devour them." Kuchooloo-goo banned by passage of the

1972 Toxic Toy Act.

We suggest using thick, safe liquid instead such
; as oatmeal, maple syrup, or paint stripper.—
$32.000
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I've got yer BACK ISSUES

=t right here bub!!
MERCHANDISE/ g Ly
KODT No.#18 - #24 $2.95 ea To purchase merchandise, send a check or money order
KODT No.#25 “Secrets of the HackFiles” $2.95 (made payable to Kenzer and Company) to:
E88$ mgzgg “ngk'\gjrs; e(:fHI?IIPRavager %2 gg Kenzer and Company: Mail Order Fulfillments
KODT No.#28 “Hoody Freakin’ Hoo!ll $2.95 25667 Hilliew Court
KODT No.#29 “Bad Moon Risin” $2.95 Mundelein, IL 60060
KODT No.#31 “Don’t Fear the Reaper” $2.95 ~
KODT No.#32 “Tales from Hawg Wallers” $2.95 VISA™ | (UG ] ‘m
KODT No.#33 “Wild Wild Hack” $2.95 - -
KODT No.#34 “Of Dice and Men” $2.95 or phone in your order to 847.540.0029, fax it in to 847.540.8065
KODT No.#35 “Death Awaits” $2.95 or E-mail kenzerco@aol.com. Include your Visa, MasterCard, American
KODT No.#36 “HackMaster of Puppets” $2.95 Express or Discover card number, card type and expiration date.
KODT No.#37 “15 Orcs on a Dead Dwarf’s Chest” $2.95 Plcase add shipping and handling charges a5 follows:
KODT No.#38 “Hack Rogers” $2.95
KODT No.#39 “The Game Must Go On’ $2.95
KODT No.#40 “Hack in the Saddle Again” $2.95 S = — =
KODT No.#41 “99 Gold Doubloons” $2.95 TR T = 3 ™ B
KODT No.#42 “A Hack in Time Slays Nine” $2.95 1001 - 360.00 %6 5 S12 515
KODT No.#43 “Wasted Days and Wasted Knights” $2.95 56001+ 58 $12 $13 320
KODT No.#44 “Because I'm the GM” $2.95 o
KODT No.#45 “Buddy, Can You Spare a Cure?”  $2.95 Domestie (US onders will be sentvia U.S. mil - First cass or Piorty.
KODT N0#46 “HaCk and RO” A” Nl.teu $2 95 Canadian and International orders will be sent via AIRMAIL.
KODT No.#47 “Hooked on Psionics” $2.95
KODT No.#48 “Apocalypse Drow” $2.95
KODT No.#49 “The Six Million Hit Point Man” $2.95
KODT - FAANS  crossover special $2.95 i
KODT Tales From The Vault $9.95 \HJ\I‘. PYTHON AND THE IIUM GRAIL CARD LHI}
KODT Tales From The Vault vol. 2 $9.95
KODT Tales From The Vault vol. 3 $1 2.95 Monty Python and the Holy Grail™ Card Game
KODT Bundle of Trouble vol. one $9.95
KODT Bundle of Trouble vol. two $9.95 Starter Deck $9.95
KODT Bundle of Trouble vol. three $9.95 Booster Pack $2.50
KODT Bundle of Trouble vol. four $9.95 Taunt You a Second Time Decks $9.95
KODT Bundle of Trouble vol. five $9.95
KODT Bundle of Trouble vol. six $9.95
KODT Bundle of Trouble vol. seven $9.95
HackMasters™ Comic Book Series
Issue #1 $2.95'
Issue #2 $2.95'
Issue #3 $2.95' Fairy Meat $24.88
Issue #4 $2.95'
"includes an exclusive KoDT story KoDT T-Shil’tS $1 9.95
KODT lllustrated™ Comic Book Series KoDT Miniatures $19.95
Issue #1 $2.95 KoDT Miniatures: Black Hands $19.95
Issue #2 $2.95
Issue #3 $2.95 Elemental (board game) $9.95
Issue #4 $2.95 SPECIAL SALE!!
The Travelers™ Comic Book Series Kingdoms of Kalamar (boxed set) $10.00
:zgﬂg ﬁ? %;gg (Note: Sourcebook of the Sovereign Lands and Mythos of the Divine and
Issue #2 $2: 25 Worldly are included as part of the Kingdoms of Kalamar boxed set)
Issue #3 $2.25 Sourcebook of the Sovereign Lands $4.00
Issue #4 $2.95' Mythos of the Divine and Worldly $4.00
::233 ﬁg %g'gg Tragedy in the House of Brodeln $4.00
lssue #7 $2.95 Secret Temple of Adajy $4.00
"includes an exclusive KoDT story GameMaster’s WOI’kShOpZ vol | $4.00
ﬁve:on x; me gcro”s 0} Byom {12 0} ﬂ %ggg ﬁa:amar guests: _lI_Jr?gLﬁarded I—Ejoac;'d g 3388
velon & Scrolls of Dyom 12 o : alamar Quests: The Hungry Undeal .
Avelon T ol ot iomls o4 5255 Kalamar Quests: Night of the Rotlord  $2.00
Avelon #5 e Bhicrovel $5.95 Kalamar Quests: The Scirocco’s Kiss $2.00
Avelon #6 The Legacy of Thrain [1 of 5] $2.95 Kalamar Quests: A Foe in Need $2'00
332!32% ?ﬁg ESSSS; % Hg:ﬂ % % E} §§§§ Kalamar Quests: Sometimes They Come Back $2.00
Avelon #10 The Logacy of Thrain {5 of 5{ $2.95 Kalamar Quests: In Too Deep $2.00
Avelon #11 The Heir of Legend [1 of 3] $2.95 Kalamar Quests: The Temple of the Bronze Flame $2.00
Includes an exclusive 3 page KoDT story
2includes an exclusive 4 page KoDT story




Star Crusade

#239

Star Crusade 2:

Lost Worlds
Heavens: Lifeweb

War in the
#235

{ Screen

#203

Hazat Fiefs

Hawkwood Fiefs
#241

#236

TN O e e .

| FS Players Companion #229/We es #227/ The Dark Between
| the Stars #230/ Merchants of the Jumpweb #231/Children of the
| Gods #232/ Sinners & Saints #233/ Sinful Stars: fiction #234/
~ | Legions of the Empire #237/ Byzantium Secundus #275
Coming Soon:
War in the Heavens: Hegemony #244 (November]

Fossio Li Halan Fiefs #245 (Winter)
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