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WW
henever the creative juices start to dry up or when I simply
need to relax and recharge my batteries, I like to pop a
movie into the VCR and veg out for a few hours.  My taste

in movies tend to change from week to week —  depending on the
mood I’m in.  Lately I’ve been leaning toward westerns.

We’ve been working on HACKMASTER THE RPG here at the
office in recent weeks and I suppose this has put me in the frame
of mind that I’m constantly analyzing everything I see in movies
or TV  to figure out how I would put any given situation into
game terms.

For example, last week I was watching a flick where a guy
jumped through an upstairs window. He then rolled off  the roof
dropping 20 feet into a wagon filled with straw. Then the hero
scurried across the street and leapt onto  the back of a horse and
galloped away making good his escape (firing two pistols the entire
time, mind you). Now, I just couldn’t help but wonder what skills
would have been involved if I was trying to recreate that scene in
a table-top role-playing game. Would I have to roll for damage
when jumping through the window? What about hitting the
wagon filled with hay? It can really drive you crazy after a while.

Anyway, I’ve been watching a lot of westerns lately and started
compiling a list of common themes I’ve seen pop up again and
again. If you ever find yourself playing an OLD WEST rpg based
on the westerns of Hollywood, you may want to keep some of
these findings in mind.

1. If you get captured by the Indians and they put you in a tee-
pee (with the intention of burning you alive at the stake in the morn-
ing) you shouldn’t panic. I’ve learned from watching westerns that
Indians aren’t good at tying knots and you can easily slip out of
your bindings. Then you can easily slit the back side of the tee-
pee. (With the knife you keep hidden in your boot. Apparently
Indians don’t pat down their captives for hidden weapons either).
You should be able to steal a horse and escape with no problem
after that. From what I've seen, Indians don’t bother posting
guards so no one will notice you. 

2. Speaking of Indians, if you should find yourself  faced with
10,000 warriors and things look bleak — Don't panic. Here’s
what you do. Challenge their chief to a mano-a-mano fight. From
what I’ve seen they love this kind of stuff and will readily accept.
You should propose that the loser has to leave the field of battle
and the winner goes in peace.  I've seen this a hundred times too
and should you win, the Indians always seem to honor their end
of the agreement.

3. If you’re dealing with anyone who doesn’t speak English, not
to worry.  Apparently if you speak loudly enough and slowly
enough and use your hands a lot they'll understand you. It always
seems to work for the Duke.

4. Watch out for rattlesnakes. This is important. They'll spook
your horse every time and make them rear up and cause you to
fall off.  I must have seen this a thousand times. Fortunately it
seems to be very easy to shoot them in the head with your pistol.
In all the movies I watched no one ever seems to miss.

5. I should point out something about guns. I don’t know why
they call them six-shooters. It’s a little misleading and you should
ignore that little detail. Just keep squeezing the trigger in a gun-
fight. You can get thirty, fifty shots out of one of those things --
easy. File that bit of info away — It could come in handy if you

get into hot water.
6. Stay away from banks, stagecoaches and trains. You’re just

asking for trouble if you get anywhere near one of these. They’re
constantly being robbed by masked bandits with lots of gunplay.
Who needs that?

7. Oh, if you’re a stranger in town, never ever go in a bar.
There’s always some guy looking to pick a fight with strangers. 

8. If you are a stranger, be sure to make friends with a saloon hall
girl or at least the school marm. For some reason they always inter-
vene if someone has it out for you and tries to give you trouble.

9. Don’t get attached to any sidekicks you may have. Trust me
on this one. They’ll either betray you somehow or end up getting
killed. Again, who needs that kind of trouble?

10. If you come to a small town where all the townsfolk are shy
and distant you should keep on riding. It’s a safe bet they’re being
oppressed by some robber baron. If you linger too long you’ll
make friends and they’ll end up asking you to save them.

11. Stay away from mineshafts. No matter how safe they look
if you go into one, sure as hell, it’s going to cave in on you. A
mine could sit for a hundred years and NOTHING. But as soon
as someone sets foot in it - BOOM! Cave in. Nuff said.

12. If a barkeeper says, “I’d be careful Stranger! It’s dangerous
riding this country alone.” You should heed his advice. In fact if
ANYONE should warn you about ANYTHING you should lis-
ten. 

14. If you send for the Cavalry learn not to expect them until
the last possible minute.

15. Same thing for the Marshall. If you wire him for help don’t
expect to see him ‘til AFTER it’s hit the fan and you’re already
knee deep in bad guys.

16. You probably shouldn’t play poker. Most every movie I’ve
seen where this game is involved someone ends up being accused
of cheating and a gunfight erupts. And it’s always about some
extra ACE someone tries to slip into the game.

Well, that’s all I’ve learned so far and I was happy to share it
with you. If there’s anything I missed I’m sure you’ll let me know.

Jolly R. Blackburn
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The Duke may be dead but you can 
STILL learn a few things from him.
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Our Readers Talk Back!

Dear KODT,
At the risk of being a bit of a pedant, I

have to disagree with Rick Kurgas’ transla-
tion on one of BA’s comments from issue
46. The only translation I could get from,
well, I can’t do the characters in ascii, the
text was “banhoff”, not “brothel”, so I'm
assuming not only do dwarves use a differ-
ent alphabet, but they do so with a slight
German accent, hence the interchangeable
“c” and “k”, the “w” and the “v”...

Anyway, not a hard code to break, but
it did make me pause for about ten min-
utes, trying to work out the missing letters
and inconsistent punctuation!  Like Rick,
I had no idea where to start with the drag-
onspeak.

Anyway, good work on the comic --
I’ve been reading it ever since Bob was a
blond and KODT was carried only by
game shops with interesting ordering  pas-
times! 

Adam Hough
via E-mail

Aaaaah, I see that your Decipher-Rune
Skill is very high. Good catch.  Actually, it’s
an understandable mistake. In Garweeze
Wurld I believe the word “banhoff” is dwar-
ven for brothel. No....really.

Jolly

Dear KODT,
I enjoy reading KODT.  When my

brother first started telling me about the
Knights, I used to shoo him away!  Then I
started listening and laughing at some of
the things he would tell me the Knights
were doing.  Then he started showing me
your panel strips from one of his Dragon™

magazines.  Then you came out with your
own comic book!  We just got issue #48.  I
loved it!  (BTW - I ‘m glad that Brian final-
ly got his)

I don’t know if this will help anyone
else but this is how my brother finally got
me to play D&D™.  I’ve always felt that
playing D&D was too boring — for boys
only and very childish (I’m 34 and my
brother is 23).

My brother finally got our older sister
to play and thereby forcing me to play
(since I was sure there would be no way that
she would agree, I thought I was safe).  

After numerous arguments about vari-
ous DM-calls, we finally purchased mon-

sters and figurines.  I even purchased walls
and my sister purchased landscape to make
things more realistic.  It works extremely
well for us!  Both my sister and I maintain
full-time jobs and my sister has a husband,
three children and house to look after.
Even with all this we still want to play
when we get home from work and we play
until about 10 or 11 pm. Then I have to
rush home, get everything ready for work
the next day and try to get sleep.  By this
time its usually around 1 am and I get up
at 6 am.  But the important thing is we
have FUN!

Thanks!  
Willie Mae Jefferson

Dear KODT,
In issue #49 you wax eloquent about

Comedy Central’s “new” show, BattleBots.
Having recently been in the UK on busi-
ness, I caught an episode there of a similar
show called Robot Wars (“the all action
game show in which robotic warriors face a
fight to the death!”).

RoboRally with an attitude!  People
build “robots” (technically, they are Waldos,
not Robots, but I digress) that face each
other in a dangerous arena.  This arena has
pits, flame-geysers, and a trapdoor that
attempts to flip robots over.  The arena
also has resident robots of its own that will
finish off weakened robots.

The show is hosted by Julia Reed and
Craig Charles --the latter of Red Dwarf
fame (he plays David Lister).

I strongly suspect the US show is based
on the UK one since the latter has been
running since 1997.  Robot Wars toys are
now available — Replicas of the house
robots and the more famous contestants...

For details, go to http://www.robot-
wars.co.uk/

Daniel U. Thibault
via E-mail

Dear KODT,
Here’s a picture for you. Hope you like

it.
Gabriele Gentile

via E-mail

Two Bobs?  What a disturbing thought.
Thanks for the picture, Gabriele. It really
gave us chuckle.

Jolly

Dear KODT,
Reading the feminist manifesto sort of

confused me.  In this area, virtually every-
thing the author wanted in a gamestore
had already happened.

There are no dark corners, and no
cheesecake either.  It seems that most of
the manifesto has almost nothing to do
with the gaming community, and more to
do with society at large.  While her com-
plaints about the games themselves have
some merit, I can’t help but wonder why
the author doesn’t take a risk and enter her
own game into the market place, instead
of complaining to entrepreneurs who risk
their own money putting out product. 

Also if she thinks teenage boys are
going to know the difference between
“working” and “nonworking” breasts, she
is living in a fantasy world.  Does this
mean cops should no longer arrest drunks
for public urination because, dammit it’s a
WORKING ------?  

Glen Davis
via E-mail

Dear KODT,
I must say I was stunned to discover

that someone out there felt like I did.
A great big Hoody Hoo for Hilary

Doda!  I have attended GenCon for 11
years now, and have tried to make my
views on the gaming industry known.  In
almost every instance, I was told, “well,
things are so much better now.”

Hello, anyone stroll through the “art”
show at GenCon?  Nude women every-
where!  This is supposed to make me feel
comfortable?  What about the young chil-
dren allowed to wander about (usually with
their not-so-happy parents)? Man, that is
such a good image for the parents to carry
around...

Thank you Hilary Doda for expressing
my feelings (and many of us "gamerchix")
so well.  Thank you KODT, for publish-
ing her wonderful insights!  And last, but
not least, thank you Pegasus Games and
Capital City Comics for allowing me to
shop and collect without feeling like a
freak.

Umbra
via E-mail

Dear KODT,
Interesting rant from Hilary Doda in

KODT #48, but it sure makes me wonder
where these neolithic guy gamers are hid-
ing.  I haven’t met them and I’ve been
gaming, fanatically and incessantly, since
1973.

I began gaming in California back
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when D&D was new (to the west coast), so I had
to be the GM and coerce people into playing if
I was to get any kind of gaming ‘fix’.  Perhaps
when a girl is a screen monkey they lose the
outward sexual characteristics that make guys
act badly.

Of course, part of it may be that I never had
that lost ‘deer in the headlights’ look that I’ve
seen on neo-gamers (male or female) who wan-
der around the game rooms, trying to figure
out what rpgs are, or who try to get into a
game, fearful of being rejected.

There are disadvantages of being a referee,
of course (mainly the gaming luggage one needs to
carry around), but when I claim a table, set out
books, maps and a referee screen, I don’t get
mistaken for a wandering girlfriend.  I’m pretty
obvious setting up to game.  Perhaps I have a
thicker hide than some females and just haven’t
noticed the guys that have plagued Hilary, or it
could be that California gamers are more laid
back.

Barbara Johnson-Haddad
via E-mail

Dear KODT,
I am standing behind the counter of the

local game store finishing reading issue #48 and
a nearly brilliant idea has popped into my head.
The D&D3e Monster Manual and the Sword
and Sorcery Creature Collection are selling like
hotcakes for our store. But neither of these fine
books has Swack Iron Dragons or Vent
Sqwallers or even Mace Wielding Lemurs . And
I want them!!! Yes, I would be one of the many
who would buy a D20 compatible creature
compendium of HackMaster™ monsters. 

Some gamers are just sick that way and I
have no illusions about myself.

Please say you will do it.
Heather Barnhorst

Asst. Manager
Attactix

We can do even better than that, Heather. This
year we will be releasing HackMaster the RPG™

along with the Hacklopedia of Beasts™ which
contains every monster ever mentioned in the
pages of KODT. (Including many others that
haven’t -- 1,600 creatures in all.)

You’ll find full stats and write ups on Man-
Eating Ferrets, Festering Reavers, Trash Ogres,
Spiny Gutter Worms and yes, the Swack Iron
Dragon. More monsters than you can shake a ten-
foot pole at.

How’s that grab you?
Jolly

Dear KODT,
I thought you should know about this one.

I’ve been a gamer for over twenty years now.
Five years ago I married a wonderful lady who’s
only fault was that she was a non-gamer. In fact
her whole feeling about RPGs was pretty  darn
negative, still she let me persist in my eccentric-
ities. 

This all changed when I discovered KODT.
Because I was picking up your comic every
darn month and having conversations with a
close friend revolving around your work my
wife decided to try reading the Knights. Lo'
and behold she began to laugh along, even
though she knew nothing about gaming. She
says that your strip isn’t about gaming so much
as it is about people. I thought  about it and
you know, she's right.

Since then reading the Knights has given her
an interest in learning to game. I’ve started a
small campaign for her in 3rd Ed D&D where
she plays a dwarven ranger. 

Oh the horror, oh the carnage. Who says
women don't like violence in games? Of course
there are little twists like when she hacked her
way through a small tribe of kobolds giving no
quarter. And after killing all the adults she pro-
ceeded to adopt the kobold pups. She hopes to
raise them to have a good alignment.
Unexpected to say the least!

As a side comment: have you noticed that
when men play female characters they feel a
strong need for a high charisma/ comeliness/
what-have-you stat, while women playing a
female are only about as concerned with it as
the average guy is in a male character’s charis-
ma. Are we all projecting our fantasies a  little
here?

Sam Thompson
via E-mail

Dear KODT,
Greetings!  Kudos for another excellent issue

of KODT. Issue #49 was an excellent read.  It
was nice to see the Knights working at a
reduced capacity.  B.A.’s helpful, positive atti-
tude also made for a good change -- giving the
Knights a “fan,” supplying them with limited
resurrection and a friendly troll host (who
Brian, typically, screwed over).

It shows B.A.’s affection for Knuckles, El
Ravager and Teflon Billy -- and Bob, Dave and
Brian -- that he could have offed them for good
but proved very helpful instead.

Considering how long Sara’s been playing
with the Knights, how come she isn’t part of the
Untouchable Trio?  Is it because she plays new
characters, while the “untouchable’ ones keep
getting raised?  Is it latent sexism on the parts of
the Knights? (They were more than happy to
have her seduce the priest -- role-playing it to her
cousin!) Or is it just excessive camaraderie,
since they were playing together long before
Sara showed up?  At any rate, I found it appro-
priately ironic that “the Untouchable Three”
were all dead while the “plus One” was the only
survivor.

I can't wait for issue #50 -- loved the pic of
Bob ready to “par-day” as well!  I look forward
to finding out what the priest wants the Bronze
Conch for, and I hope Brian gets appropriate
payback for killing off his (ridiculously) helpful
troll host.  

After this, will the Knights go on a quest to
retrieve Dave’s Hackmaster +12?  Since it’s such

a rare sword, I’d imagine word of its use would
make its way back to the Knights sooner or
later.

In personal Gaming, it’s a good time.
Rereleases of custom-made Shadowfist™and
Vampire: The Eternal Struggle™ (with a Sabbat
War twist) decks are a great way to catch up
with some near-forgotten CCGs.  The Hills
Rise Wild™ is a lot of fun, and I hope to have a
review of it for ya soon.  And the miniatures
game Mage Knight Rebellion™ is awesome!
It’s relatively inexpensive (less than $2 per
miniature), they come pre-painted (good for the
artistically challenged, like me), damage and
reduced abilities are kept track of on the figure’s
base (eliminating the need for counters or papers),
and the figures themselves are incredibly cool!
(My favorite is the Hierophant, a two-headed
dragon-human creature that's an abomination
of power; fortunately with army construction,
it’s illegal in a 100-point army and is almost
three-fourths of a 200-point army.  I have a co-
worker looking into this (her first “Gaming”
game), I'll be introducing it after the RPG ses-
sions -- very nice!

As a weird footnote, Mage Knight
Rebellion™ has sold out nearly or completely at
most of the Gaming and comic book stores
near me; being in NYC, this is a lot.  However,
the Wizards of the Coast store in a big mall has
tons of it!  Who knew a mall would be some-
where people aren’t looking for a popular
Game?

Keep 'em rolling,
Jim Lynch
via E-mail

Dear KODT,
As a manager of a RPG/CCG/miniatures

store in Miami, Florida, and a long time
KODT reader, I have to say I really enjoy the
Knights and look forward to reading them
every month (including the two spinoffs).  I have
to say that Brian can be a real SOB and wonder
why the others put up with him so much.

As a reader of regular comics, I know that
most of them have titles for their letters’ pages
and was thinking that the Knights should have
one too (I know you use “Our Readers Talk
Back” but I thought something tying in with the
title would have a little more pizzazz).  I have
come up with the following (so far):

Kool Observations while the Dice Tumble
This utilizes the initials K.O.D.T. and ties

the letters page more into the comic.  I hope
you like it and use it but if you don’t that’s okay
too.

A KoDT fan
Joel Fischer

Sunshine Roleplayers

Hey, you’re not the first reader to ask why the
letters' page in KODT doesn’t have a kewl title,
Joel.  The actual title is “Table Talk”(look at the
tab on page 5) but even it has been attacked by
fans. (“Is that the best you can do?”)

We’re open to considering a new name for the
letters page since it’s drawn some fire. Before decid-
ing perhaps we should throw the matter out to our
readership. Any other ideas, gang?

Jolly
❑
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Write to TableTalk
c/o KenzerCo

25667 Hillview Ct.
Mundelein, 

Illinois  60060
or E-mail:

mailbag@
kenzerco.com 
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by jolly blackburnColor Me Blue

✭ GAMEMASTER’S CAMPAIGN LOG: Day 237 GAMEMASTER: B.A. Felton

GAME SESSION SUMMARY: The unbelievable has happened. The Untouchable Trio (plus One) has gone down
— perhaps for the last time.  A dark cloud of uncertainty has settled over the table.  After learning their character prodigies
have  reverted to NPC status, Bob, Dave and Brian are faced with with the sad realization that even if they have their char-
acters raised (Knuckles, El Ravager and Teflon Billy), they will only be a shadow of their former selves. 
They left the table last week unsure of what they wanted to do. Have Justina raise their diminished characters?  Or let them

rest in peace and simply start over from scratch with new characters? Since they seemed reluctant to subject the
Untouchable Trio to the indignation of returning to life as ‘sucky low-level characters’, I fear they will opt to let the dead
stay buried in hopes of preserving their legacy intact.  The damage was not just in hit points, it seems. Pride was a casualty
as well.  While it was my plan to cut the boys down to size and bring them back into the parameters of the campaign  I had
originally envisioned, I honestly had no real desire to ‘off’ their beloved characters.   

Morale is low — as low as I’ve seen it in years. Already, Dave is hinting he may not be able to make “the next couple of
games.” Bob seems unusually catatonic. It’s almost as if he’s in a state of shock.  And Brian?  Brian’s been affected the worst
of all — in his mind he’s to blame for the deaths of his comrades and the tremendous guilt he feels is evident on his face.

I’ve considered back-peddling but I have to believe that in the long term, things will work out for the best. With all the
point whoring and loophole dancing that’s been going down at the table these past few years something’s been lost. The
game has been diminished — reduced to a battle of wits and willpower between the Gamemaster and the Players. 

Perhaps, as painful as it may be, this is what we’ve needed— a fresh, new start. With those thoughts in mind and in the
event the players choose not to raise their characters I close the log on this Campaign.  

Campaign Ends: Five years 237 days.

THIS COPY OF HACKMASTER GM KIT
REGISTERED TO TAMMY S. FELTON

5:47 p.m.

hey guys..... good to see you 

could ALL make it. boy am \ RELIEVED!

some of you seemed NON-COMMITTAL 

about showing up tonight. \ was afraid

you wouldn’t even bother to SHOW.

okay, you’ve

had a WEEK

to think it over. 

have you DECIDED

what you’re 

going to do?

we met over the WEEKEND at BRIAN’S house

and discussed it for HOURS. man oh man!! 

it was TOUGH. it’s not easy LETTING go of

characters you’ve RUN for years and years.

of course, bob. no

one’s likely to DISPUTE

that. certainly not \.

does this mean what \ THINK it

does? you’re throwing in the

TOWEL on your CHARACTERS?

letting go?

oh my.....

it was an EMOTIONALLY

draining experience.

hell no!! wadda

ya take us 

for?  a couple

of QUITTERS?

it’s a little

COMPLICATED.

COMPLICATED??!! oh for the...FIRP!!... \ should have KNOWN!!

here \’ve been feeling SORRY for you all week and the WHOLE

TIME you guys were meeting in SECRET trying to FERRET out 

some kind of LOOPHOLE in the rules to circumvent my RULING?

hey, hey, SIMMER down

there. -- no need to

get yer DICE BAG all

in a WAD. we couldn’t

find an OUT -- okay? 

you happy? -sheesh-

not that we didn’t try. we

must’ve looked through a 

HUNDRED official HACKMASTER

supplements and PERIODICALS.

\’m sorry but

it sounded as

though you...
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actually it was 137 supplements and all 345

issues of HACKJOURNAL. oh, and 64 issues 

of LADIES HACKJOURNAL. -- just in case we

missed something.  ELAINE BOWZER'S been

known to write some HEAVY-HITTING material

in her “SURVIVIN’ THE KRAWL” column.

hell, \ even pulled out those 

HUNGARIAN versions of 

HACKMASTER sara got me as a

GAG GIFT a few years ago.

some really 

interesting LOOP-

HOLES have cropped

up in those books as

the result of bad

translations. --

even so they’re  

STILL considered 

OFFICIAL material.

SADLY it was a complete BUST! we figured it

EVERY way from SUNDAY but no DICE. we couldn’t

find a SINGLE thing to get us out of this PICKLE.

so....you’re actually 

admitting DEFEAT? 

should \ be TAPING this?

too bad HACKMASTER

4th EDITION hasn’t been

RELEASED yet.

\’d bet my EYE TOOTH

that they introduce 

a few more 

LOOPHOLES which 

could have helped us.

brian you’re PATHETIC! are you

LISTENING to yourself? you

spent all weekend SEARCHING

for a loophole to wiggle

around the RULES. don’t you

think that’s a TAD bit sad?

NO WAY! \ like to think

of LOOPHOLES as 

'SPECIAL’ rules for 

those of us willing 

to DELVE for them.

so, no last minute RULE-DODGE then? oh....man, that’s a 

RELIEF. you really had me GOING there for a moment. okay, so

don’t keep me in SUSPENSE -- what’s it going to be? you

going to RAISE your OLD characters or roll up NEW ones?

well... we thought about it

LONG and HARD and here’s

what we’re going to do...

we’re gonna

do BOTH!

DAMMIT DAVE!!! \ thought we

AGREED that | would speak for the

PARTY. for crying out loud. we

weren’t going to just BLURT it

out like that. we were going to 

EASE into this. remember?

oh...er...y-y-yeah.

sorry, dude.

what the...

uh huh, 

\ KNEW it. 

they ARE

up to 

something.

okay, c’mon bob. SPILL IT! what the

hell are you guys up to THIS time? 

well....basically we’re going to

ROLL up new characters and

start over from SCRATCH. 

oh

brother!

if there was a 

WAY, brian

would’ve FOUND it.

now let ME

handle this.

what about

your OLD

characters?
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okay, what’s the CATCH? you guys are

LYING DOWN too easily. you have 

SOMETHING up your sleeve. \’m SURE of it.

losing HALF our 

levels was quite a

SETBACK. besides 

the WHACK to

our HONOR and

PRESTIGE 

was BRUTAL!*

we decided the TRIO

should just go OUT with

their DIGNITY intact. 

if we RETIRE them, b.a. 

can’t SCREW with us.

okay. you TALK a GOOD TALK

but \’m STILL not buying it.

you’re UP to something.

we want SARA to go ahead and pay that PRIEST-DUDE to

have them RAISED. then we’re going to RETIRE them.

y-y-you’re going to RETIRE

them? all of them?

KNUCKLES? EL RAVAGER?

TEFLON BILLY? are you sure?

yeah....

we’re sure.

we just don’t have

the HEART to run

them in their 

DIMINISHED STATE.

there’s no

MYSTERY, sara.

weren’t you

LISTENING?

the WRITING was

on the wall.

we’re not as YOUNG as we used to be either. by the time we CLAW our way back

up that E.P. LADDER we’d be pushing into the VENERABLE category.  when WORD

gets out we’re not in TOP FORM -- and it WILL -- all our OLD ENEMIES 

will be beating a PATH to our door to CUT us down and give us GRIEF.  

it would be as though we had a huge frickin’ TARGET on our foreheads.

for c-c-cryin’

out l-l-loud,

sara!!

you don’t think this is

HARD on us? huh?

why can’t we just DO 

this and get it OVER with

and FREAKIN’ MOVE on?

hey!!  GET OFF HIS BACK, SARA! can’t you see he’s

HURTING? the BIG GUY is takin’ this HARDER than

ANY of us. we had to MUSTER a lot of STRENGTH

to show up here tonight and FACE the music.

b-b-brian...\-\-\’m sorry.

really. \ d-d-didn’t know.

can you just get

us RAISED??

PLEASE??!! the

SOONER \ retire

TEFLON BILLY the

SOONER the 

pain will DULL!!

yes...

of

course.

or do you want

to CONTINUE to

KICK a man when

he’s DOWN?

-sniff-

poor guy! he really

IS taking this hard.

* Losing Experience levels (along with dying and being raised again) results in a severe hit on Individual/Group Honor and Prestige.
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okay, \ guess that does it. your 

characters have been RAISED. \’ll STRIKE them

from the ACTIVE PLAYER CHARACTER 

roster and place them into RETIREMENT. and

since SARA has indicated she’ll be RETIRING

justina as well, she’ll be JOINING you.

guys, look, \ REALIZE there’s a GREAT sense of LOSS here. but are you

absolutely SURE you want to RETIRE your characters? that’s a BIG STEP!

\’m thinking this is NOT a the kind of decision you

want to make when you’re in such an EMOTIONAL

STATE. maybe you should think about this for a....

save yer breath, B.A.!! we

RESOLVED to do this. don’t make

it any HARDER than it ALREADY is.

but....

b.a.'s right, guys. 

why RUSH into this? 

yeah! no TURNING

back NOW.

you don’t understand, SARA. running the TRIO in

such a SUCKY STATE would only INTENSIFY the

ANGUISH. it’s kinda like dating somebody you WORK

with and THEN having it not work out. you might as

well QUIT on the spot and save yourself the 

GRIEF of seeing her FACE day in and day out.

then it’s SETTLED.

we RAISE them --

retire them and roll

up NEW characters.

hey, it’s YOUR call.

\’m just saying....

\ know it’s a SMALL

gesture but \’m going

to allow your 

CHARACTERS

to HEAL to their FULL

hit points before 

changing their STATUS.  

\ wish \ could do MORE but

as a GM my hands are tied.

A WEE BIT LATER....

now that that UNPLEASANT piece of business is out of

the way, how do you feel about CLIMBING back up on

that HORSE and rolling up those NEW charaCters?

actually, \’m not feeling so good. \ think \’m gonna TAKE OFF.

oh.... sure.

\ understand.

yeah, it doesn’t feel 

RIGHT to roll up 

NEW characters just 

yet.  can we put it

off til’ NEXT week?

anyone care to

JOIN me for a 

good stiff DRINK? 

LATER....

wadda ya thinking, CUZ?

\ dunno.... \ just

can’t SHAKE the

feeling that

they’re UP to

something.

you know, \ got

that SAME feeling.

the QUICKER we do

this the QUICKER

we can move on.
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hey guys, before you start rolling up your NEW CHARACTERS \ wanted to give you one LAST chance to

RETHINK retiring your OLD characters.  as you may or may not know, according the H.M.P.A. guidelines

there’s a seven day “COOLING OFF” period when dealing with a VOLUNTARY change of CHARACTER STATUS.

today’s the LAST day. if you want to REACTIVE the TRIO say so now or forever hold your PEACE.

w-w-what?

did you say, 

“NEW OWNERS??!!””

we decided to make the BEST of a very

BAD SITUATION. it was BRIAN’S idea, 

actually. something his GREAT UNCLE 

told him at his PARENTS’ FUNERAL --

“when life gives you 

LEMONS make LEMONADE!” 

what the HELL are you talking about?

what’s this about NEW OWNERS?

we SOLD our

characters on

HACKBAY.

by jolly blackburn
and brian jelke The Color of Money

it’s out of 

our HANDS, b.a.

we might as

well get

STARTED.

besides, it’s up to the NEW

OWNERS whether or not

they choose to ACTIVATE

those characters again.

YOU DID WHAT??!!!

\ done TOLD ya -- we POSTED our characters on HACKBAY and let

‘em go to the HIGHEST BIDDER
1
. we figured with their REPS along

with the fact that they took FIRST PLACE at the HACKMASTER

REGIONALS last year we could make out like BANDITS!

yeah, we really

CLEANED up!
the time was RIPE too.

it’s a SELLER’S 

MARKET out there.

ever since HARD EIGHT

announced that 3RD

EDITION CHARACTERS

will be COMPATIBLE

with the upcoming

HACKMASTER 4TH

EDITION there’s been 

a SCRAMBLE among the

CHARACTER BAGGERS
2

to grab up established

PLAYER CHARACTERS.

highest bidder?

yeah, we’re

LOCKED in.

1. One of the more popular areas of HackBay are the Auction Houses where players trade and sell such things as 
magic items, relics, virtual real estate in Garweeze Wurld and player characters.

2. Character Baggers: a slang term for players who buy up high-level characters only to strip them down of their magic and possessions 
and then slay them in order to reap experience points. Most GM’s have banned the practice in their games.
(See Tales from the Vault Volume Three, page 10 for an example of Bob and Dave as Character Baggers.)

http://www.kenzerco.com/product_info.php?cPath=22_23_27&products_id=832
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can you BELIEVE it?

some IDIOT bid 400

BUCKS for KNUCKLES!

like BRIAN said -- 

it’s a SELLER’S MARKET!! 

you should have seen the

BIDDING FRENZY for 

EL RAVAGER. it was AWESOME!!

GUYS??!!! you SOLD the UNTOUCHABLE TRIO?? 

what on EARTH could have POSSESSED you? 

\ know what yer

thinkin’ sara but

the ‘COLOR OF

MONEY’ can really

take the EDGE off 

a man’s SORROW.

all we gotta do is get you to SIGN

OFF on these PLAYER TRANSFER*
papers b.a. and it’ll all be OFFICIAL.

yeah, \’d like to

FEDEX my PINK SLIP

after the GAME so

there aren’t any

LOOSE ends.

you sold your

characters?

this isn’t

a JOKE?

you got

a PEN

handy?

DAMMIT GUYS!!! don’t you think you should have DISCUSSED this with me?  \ haven’t updated 

your H.M.P.A. CHARACTER DATA FILES in weeks!! \ was waiting to see how this all PANNED out.

FOUR HUNDRED BUCKS??!! obviously whoever BID on KNUCKLES checked the ONLINE DATABASE and

was under the impression KNUCKLES is still 16th LEVEL and ARMED to the gills with MAGIC.

400

bucks?

yeah that’s what CINCHED it for us.

we checked those DATABASES our-

selves and were a bit SURPRISED

you hadn’t updated our records.

in MONTHS. you SLACKER!!! heh heh.

YOU KNEW?

and you did it

ANYWAY?

relax, b.a. we made EXTRA SURE we put the phrase, 

“AS IS - NO REFUNDS!” in the wording on our POSTS.

\ got $875 for TEFLON.

that’s GOTTA be some

kind of NEW record.

well \ got NEWS for ya. there’s no

way in HELL \’m signing off on

those TRANSFER PAPERS!! they 

represent a FRAUDULENT DEAL 

and \’ll have NO part of it. \’m not

risking MY gm credentials for YOU!

your SHAMEFUL

actions reflects

poorly on the

ENTIRE group.

c’mon b.a.!! don’t go MUDDYING up the water. \ NEED this money

to get a new TRANNY in my CHEVETTE! \’ve been TOOLING around

stuck in FIRST GEAR for TWO YEARS now. you got any idea what a

PAIN in the ass it is having to CLIMB out and PUSH my car 

out of a PARKING SPACE every damn time \ go to the MALL?

uh uh, NO DICE! 

it was WRONG for

you to post those 

characters on

HACKBAY and

you KNOW it.

\’m ASHAMED of you brian. how

could you WILLFULLY misrepresent

yourself like that? and taking

ADVANTAGE of a FELLOW gamer?

yer going to

cost us a SALE!
wadda ya 

talkin’ about?

* The HackMaster Players’ Association insists that all player characters are registered on their national database and that those records are kept current. To
avoid corruption and to prevent duplicate records for any given character from popping up on the database, the H.M.P.A. insists that all transfers of ownership
are  validated with the proper paperwork (referred to as ‘pinkslips’ by most gamers). Any sign of impropriety on the part of a player or GM can result in the for-
feiture of the character, loss of membership in the organization and banishment from all sanctioned HackMaster events.
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we didn’t MISREPRESENT 

ourselves.  we simply 

announced our CHARACTERS

were up for sale, “AS IS”.

it’s not OUR fault if no one

took the time to ASK

questions and get the FACTS. 

besides, those IDIOTS thought they were taking ADVANTAGE of us.

what goes around COMES around. that’s what | always say.

four hundred bucks for a 16th level THIEF with a ccrroossssbbooww

ooff  ssllaayyiinngg, a BOLT OF THE MONTH POUCH, and a +4 DAGGER OF

HINDSIGHT? who are we kidding? whoever won that bid was under

the impression he was putting the SCREWS to me. otherwise he

would have been a bit more INQUISITIVE about what he was getting.

heh heh.

the poor

SUCKER!

yeah, maybe he’ll

think TWICE next time.

well thank gawd the H.M.P.A. saw fit to include the

GAMEMASTER in the process of CHARACTER TRANSFERS.

\ can’t do anything about your LACK OF ETHICS but \ sure as

hell can keep a couple of gamers  UNFORTUNATE enough to

CROSS your path from getting SOAKED!!  without 

my SIGNATURE your little DEAL is NULL and VOID.

you make us sound EVIL

or something. sheesh --

we were just trying 

to make a lousy BUCK.

\ KNEW it was too good to

be true. 600 bucks down

the drain. just like that.

you’ve got it ALL figured out don’t

you? you’ve JUSTIFIED it in your

head so your CONSCIENCE doesn’t

NAG you QUITE so much.  it’s all

FINE and DANDY isn’t it? hmmrrfff!

look at it this way, guys. you said you didn’t want to run the TRIO any longer because you wanted to them

“GO OUT WITH THEIR DIGNITY INTACT”. do you HONESTLY want to USE them NOW to BURN some poor 

FELLOW GAMERS out of their HARD EARNED cash?  is THAT the kind of LEGACY you want them to be KNOWN for?

burn a fellow gamer? no

way! now you’re TWISTING

all the FACTS around 

to make us look bad.

no, BOB, \’m just speaking the TRUTH.

YOU’RE the ones TWISTING FACTS in 

a VAIN attempt to JUSTIFY your actions.

for crying out loud.

it was a SIMPLE

transaction. 

“CAVIAR EMPATH!”

you mean this could

reflect BADLY on

TEFLON BILLY? but

he had NOTHING

to do with this.

that’s caveat

emptor 

you idiot!

and it’s not OUR

fault b.a. was

IRRESPONSIBLE

and didn’t update

our RECORDS

every 7 days as

MANDATED by the

H.M.P.A.
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we have absolutely no idea! 

everything gets routed through

HACKBAY so they get their CUT 

of the action. it’s all ANONYMOUS.

well...for YOUR sake \ hope 

this mysterious MISTER

MONEYBAGS has a sense of

FORGIVENESS about him.  

so \’m guessing a couple of EMAILS are in order. just WRITE 

to whomever bought your characters and EXPLAIN the situation. 

be HONEST!! you’ll find it goes a LONG way. they’ll probably be

GRATEFUL they weren’t TAKEN and hopefully that’ll be the END of it.

actually ONE email

should suffice. the

same SUCKER...er,

guy bought

ALL our characters.

he must be RICH! 

he blew almost TWO

GRAND on us.

you’re not just SAYING that because B.A.

threw a WRENCH in the works are you?

okay, okay, that POOR GAMER remark got to me. maybe you

guys are right. \ guess \ just let the prospect of all

that MONEY go to my head.  but in my DEFENSE just let me

say that \ WAS half-tanked when BRIAN talked me into it.

dave’s right. \ guess

we didn’t really think

of it as screwing

over a fellow GAMER.

that’s a little TOO

close to home for me.

wadda ya mean | talked you

into it? you guys practically

dragged me into this 

KICKING and SCREAMING.

good! it sounds like you guys

have come to your SENSES.

now aren’t you glad we

stopped this NONSENSE

before it went TOO far?

yeah...\ guess. \ sure

could’ve used that

money though. oh well...

spoken like a TRUE

convert, brian.

well, DESPITE your temporary

LAPSE of judgement \’m 

really PROUD of you guys.

it takes a lot of CHARACTER

to admit when you’re WRONG.

\ was against it from

the BEGINNING

actually. but \ gave in

to PEER PRESSURE.

yeah, me too.

oh man, that 

new PETROGRAD IV

LOGIC BOARD was

THIS close 

to being in 

my GRASP!!

oh my STARS! and you say it was the SAME person?

who in their RIGHT MIND spends that kind of MONEY on 

PRE-PLAYED CHARACTERS? that’s POSITIVELY INSANE!!

\ should’ve

stuck to my

PRINCIPLES.

TWO GRAND??!!

it’s like \ said.

it’s a SELLER’S

MARKET out there.

high level characters 

are going

for a PREMIUM.
or at

LEAST a 

SENSE of

humor.

peer 

pressure?

* Be sure to read this issue’s installment of Disks of Wondrous Power. In an amazing coincidence, Rick Moscatello talks about how he sold his Asheron’s Call
character on eBay for $600 bucks. The “Color of Money” was written before we received Rick’s article and until we read it, we had no idea that people were
REALLY selling characters (computer rpg characters) for big bucks online.
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SATURDAY AFTERNOON AT THE HARD EIGHT OFFICES.

by jolly blackburn,
brian jelke and steve johanssonGary Jackson Files: A Bid Too Far...

hey, what the hell’s so FUNNY? \ could hear you HOOTIN’ and HOLLERIN’ all the way from

my PARKING SPACE. somebody passin’ around that “YOU KNOW YOU’RE A GAMER IF....” list again?

PETE was tellin’ us the 

FUNNIEST story, sir. you 

should HEAR what he did

to some CHARACTER 

BAGGER the other night.

you’re gonna BUST a gut,

gary. it’s TOTALLY hilarious.

gee, guys. \ don’t think

it’s THAT funny. 

\ was just giving 

some CLOWN a 

hard time. that’s all.

now THAT’S what \ like to see.

you guys HONING your STORY

TELLING skills. that’s GREAT!

\ could use a GOOD LAUGH

after the WEEKEND \ had.

why don’t you try telling it 

to ME, pete. \’m ALL ears here.

you know the HOUSE

RULE -- if you have

to EMBELLISH to

make the story 

worth hearing 

then by all means --

EMBELLISH!!!

whoah! hold on. you said the OTHER night.

what night are we talking about?

huh? oh....it was WEDNESDAY.

\ see. please.....CONTINUE!

\’m in

TEARS

here,

GEE-JAY!

well, sir, \ was monitoring BANDWIDTH USAGE on the

SERVER FARM the other night when \ decided to 

check out the CHARACTER AUCTIONS on HACKBAY. 

well \ noticed someone had put a really SWEET 19th level BATTLEMAGE up on the block. \ mean this guy

had MAGIC ITEMS comin’ out his BUSTER KEATON if you know what \ mean.  he was THAT loaded down. 

\ just KNEW \ had to have him. \ mean with the IN-HOUSE CAGED HACK-FIGHTS coming up an’ all....

what the??

oh no....

NO WAY!! PETE?

well anyway \ placed a BID and what do you think \ should FIND while 

\ was BROWSING the “JUST IN” folder?  a frickin 18th level FIGHTER JOCK

with a +12 HACKMASTER!!! \ mean CRIMINEY!! what are the ODDS two 

characters like that would get POSTED on the SAME day? so naturally 

\ BID on that one as well. course \ KNEW there’d be some competition but

\ figured if \ could slow down the SYSTEM REPONSE TIME for a few hours

by running a “FEW” bogus DAEMONS \ could WARD off 

some of the competition by letting their CONNECTIONS time out. -snicker-
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so \ reply with something

like, “LOOK JERK-WAD!!

how you gonna bid with my

BOOT up yer ASS??!!”

HAR HAR!!! this is the HILARIOUS part,

sir. -snicker- pete created a bunch of

FAKE accounts and FLOODED the 

auction with BOGUS BIDS. -cackle-

the BEST part is that this IDIOT

just kept UPPING the bid -- again

and again. -har har ho ho--

oh man, he must have been FROTHIN’ at the mouth coz a stream

of OBSCENITIES came back like \ ain’t NEVER seen before.

HOO-MAN!! he could even teach YOU a few words, gary.

get this --  \ wrote a little JAVA SCRIPT on the SERVER just

for him. every time this joker entered a BID \ had the SYSTEM

route his EMAIL ADDRESS to over 10,000 PORN SITES. 

it also put him on every SPAM LIST known to man. 

-snicker- he’ll be digging out of his EMAIL for MONTHS!

oh....that’s CLASSIC! best part

of all he’ll have NO IDEA why.

oh, but \ wasn’t

through with him

YET. so then \....

can you imagine

how much frickin’

JUNK EMAIL this

guy is wading

through?

SEVERAL MINUTES LATER AS THE TALE UNFOLDS...

so anyway a few hours later \  check out the

status of my BIDS and wouldn’t you know?

some DORK-WIPE on a T1 LINE outbid me. 

the SAME guy!! BOTH characters!!

so \ OUTBID him. \ barely hit the RETURN

key when the BOZO outbids ME!! AGAIN!!

\’m just PISSED that it was all ANONYMOUS. \ wish

GARY would kick up my SECURITY CLEARANCE on the

SERVERS. \’d LOVE to find out who that guy was. 

\ mean this was really getting PERSONAL.

he was BIG FOOTING my BIDS! so then the

JERK has the nerve to send me an INSTANT

MESSAGE telling me to “BACK OFF!” and

stop bidding ‘cos there was “NO WAY IN

HELL” \ was going to outbid him.

we’re going 

TOE to TOE -- me

and this guy.

a regular 

BIDDING WAR!

so then \

MANUALLY

BOOTED his

ASS off the

SYSTEM. 

-snicker-

but he came

RIGHT BACK!!

just to RUB it in \ emailed him a JPEG IMAGE

of a can of SPAM this morning. -cackle- my

ONLY regret is not being able to SEE his

face when he checks his EMAIL each morning.

-snicker- he messed with the WRONG guy.

oh, man. that’s

just TOO funny.

what a BOOB! 

he spent TWO

GRAND??!!! oh that

hurts!! those 

characters were

worth 850 - TOPS!!

we’re 

LAUGHING at

him and he 

doesn’t 

even KNOW it.
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YOU’RE LOOKIN’ ATHIMYOU IDIOT¡¡

YOUSTILL THINKIT’SSOGAWDAMNFUNNY¿¿¡¡

gaaaa!!!

y-y-y-you?? b-b-butt....

\ was on the new T1 line \ had installed at my

LAKE HOUSE!! there MUST be a god in heaven

‘coz \ PRAYED he’d DELIVER you to me.

g-g-gar...gary, \ didn’t KNOW. 

\ S-S-SWEAR to you \ didn’t k-kknow.

TEN MINUTES LATER...

well...on the BRIGHT side, MR. JACKSON must REALLY LOVE little

TIMMY to spend THAT kind of money on him. it’s COMFORTING to

see that kind of DEVOTION. -gulp- \ hope PETE’s gonna be okay.

oh \’m sure he LOVES the kid, EDMUND. make no 

MISTAKE about that. but, uh,  \ don't think LOVE had

anything to do with it.  first off, gary NEVER breaks a

PROMISE. and secondly, he really, really HATES to LOSE.

PETE¡ YOU¡

ME¡ MY

OFFICE¡¡

bring your

CHECKBOOK 

and a 

TWENTY SIDER!!
\ PROMISED my BOY \’d get those CHARACTERS for his

FRICKIN’ BIRTHDAY!! -- cost me a gawdamn FORTUNE!

say, PETE!! sorry to INTERRUPT your very ENGAGING story and all

but you said you’d like to be able to “SEE THE LOOK ON HIS FACE”? 

this may sound CRAZY but \ think \

might KNOW how to make THAT happen.

oh sure. it’d be a HOOT to see

the EXPRESSION on that MUG.

you serious, gee-jay? you think

you KNOW who this guy is?

as  a matter 

of fact, 

\ think \ do....

not half as much as he

hates being called 

DORK-WIPE and JERK-WAD!!

\ wonder why PETE had to 

take a TWENTY SIDER with him?

oh....right. 

\’d forgotten.

that would be for the

CORPORATE PUNISHMENT

MATRIX!! it’s a d20 table. 
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by jolly blackburnA Path Least Traveled 
apparently the BARKEEP 

didn’t like your ATTITUDE,

bob. he grabs your DWARVEN

THIEF by the THROAT and

DUNKS your head in the 

RINSE TUB behind the bar.

well the JOKE’S on him!! \ pull my DAGGER from the INNER

POCKET of my WAIST COAT and stick him in the KIDNEY!

\’m going to TWIST the blade real slow as \ withdraw the blade.

that’s a fat PLUS TWO to his BLEEDING DAMAGE roll!

maybe you should just

TAKE your LUMPS 

like a man, bob. 

did you forget the 

HALFLING BOUNCERS

at the DOOR?

don’t worry about the

BOUNCERS, bob! \’ll

chuck a CHAIR or two at

‘em to keep them at bay.

REMOTE

GOUGE EYE

CANTRIP

coming on

line here!!

AS THE SMOKE CLEARS...

that’s it!! \’m TOAST!!  that frickin’ GNOME FRY COOK did a real NUMBER on me with

those MEAT-TONGS!  can you hand me down another CHARACTER SHEET, brian? 

\’ve had it about up to HERE with

rolling up NEW CHARACTERS 

every frickin’ FIFTEEN MINUTES!!

guys, you’ve got to stop acting as though

you’re HELLFIRE WITH SPURS ON!! 

we’re playing FIRST LEVEL CHARACTERS here.

it’s going to take a LONG WHILE before 

you can indiscriminately go around THUMPING

on every NPC who crosses your path.

\’m getting

a bad case

of WRITER’S

CRAMP

down here!!

mark off four

points of HONOR

as the other

PATRONS laugh

and point

at you in a 

MOCKING manner.

why should it? we’re STILL playing HACKMASTER aren’t we?

why back when TEFLON BILLY was STILL just a PUP of a character

he threw the MAYOR OF HAGLEYTOWN down a frickin’ WELL just

for LOOKING at him the WRONG way.   \ bet \ didn’t have more than

a HANDFUL of E.P.S under my belt!  ‘member that bob?

\ sure as hell do.

then we dumped 

a MANURE CART

down on

TOP of him for

GOOD MEASURE.

and we held off the CITY

GUARD for SEVEN TURNS

with nothing but a case of

OIL FLASKS and the MAYOR’S

wife as a HUMAN SHIELD!

where there’s a

DIE there’s HOPE,

sara. we just

need a few LUCKY

rolls to make

SECOND LEVEL.

look, all \’m saying is

we could have AVOIDED

that last confrontation

and the death of THREE

player characters. 

telling that BARKEEP you

were going to “cut off his

head and spit down his

throat” if he didn’t bring

you more BEER NUTS 

was UNCALLED for.

he had a

RIGHT to be

OFFENDED.
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\’m glad you brought up the

HACKMASTER REGIONALS,

brian. \’ve been THINKING

about that and \ may have a

SOLUTION to your dilemma.

but..uh, there’s gonna be

some CONDITIONS attached.

uh oh!! \ sure don’t like the sound of this.

when a GM starts to talk about CONDITIONS

it’s like working a DEAL WITH THE DEVIL.

what you got

in mind, b.a.?

bob! PLEASE!!

let’s hear what 

he’s got to say.

UNCALLED FOR??!! look MISSY, if \’m paying a full

GOLD PIECE for a stinkin’ MUG OF ALE \ expect some

frickin’ BEER NUTS, a SANDWICH or SOMETHING! 

he didn’t have to COP an ATTITUDE just because 

\ was INSISTENT on getting GOOD SERVICE!

yeah, just because we’re FIRST LEVEL 

doesn’t mean he can treat us like 

STREET TRASH. \ had good hard STARTING

MONEY to spend in his establishment.

NOBODY dunks

my head in a tub of

RINSE WATER!!

he learned that 

the HARD way.

and what did that LESSON

accomplish, bob? your nude

dead body ended up tied to

the back of a WILD ASS.

look guys, sara’s right. we’re trying TOO hard.

we’ve gone through SIX characters APIECE in one

WEEKEND.  it’s looking pretty BLEAK!

we’ve got the HACKMASTER REGIONALS coming

up in a few months and it doesn’t look like 

we’re going to be able to establish a PARTY

even worthy of ENTERING - let ALONE winning. 

maybe we should

just ACCEPT the 

fact that we’re not 

COMPETING this year.

\ KNOW you’re all bummed out about starting over 

from SCRATCH. and as brian pointed out, the

HACKMASTER REGIONALS are quickly approaching.

obviously any NEW PARTY you form NOW isn’t likely 

to be in FIGHTING SHAPE in time for COMPETITION.

now \’d hate to see the

KNIGHTS OF THE DINNER

TABLE not represented.

-- it’d be the FIRST

HACKTOURNEY this

group has missed

in over TEN YEARS.

so here’s what 

\’m proposing....

\’m thinkin’ of allowing you to use 

the ‘THOMAS ALVA MCGURDY PROVISIONS’

and start off with 4TH LEVEL CHARACTERS!

“TAMP” CHARACTERS? are you

out of your FRICKIN’ MIND??!!

you want us to run 

HACK-START * characters?

FIRP!! you trying to

make us the LAUGHING

STOCKS of HACKCON?
now, now,

let me FINISH!!

* Hack-Start: An optional set of character generation rules devised by former HackJournal editor, Thomas Alva McGurdy. (d. 1976). McGurdy came up with the
rules as a way to raise morale in campaigns where mass player character death had taken place. Such groups often don’t recover from such catastrophes and
soon disband. Soon dubbed “Hack-Start” (obviously in reference to Head Start), McGurdy’s system is seen by most players as a ‘cheat’ - something only a
munchkin would use.
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guys, guys, there’s NOTHING wrong with running a 

HACK-START CHARACTER these days. the STIGMA 

has been totally WIPED AWAY ever since the H.M.P.A.

adopted the “DON’T ASK - DON’T TELL” policy.  

CHARACTER RECORDS no longer have to 

INDICATE whether or not they were

created under the HACK-START PROGRAM. 

yeah, yeah, that’s all WELL

and GOOD, b.a. but you know

how people are. they TALK!

they SAY things.

how do we 

know WORD

of our playing 

HACK-START 

CHARACTERS

won’t get out?
hmmmrrfff!!

well...the ONLY people who have

to know are sitting right here

at this TABLE. and \ SWEAR 

\\ won’t breathe a word of it.

you have my 

solemn KNIGHT’S

PROMISE on that.

okay, you OFFICIALLY have my interest now, b.a. but you said

something about CONDITIONS. what do you have in mind?

all \ ask in 

return is that you 

BROADEN your

HORIZONS and

take the PATH

least travelled.

broaden our horizons? what’s that

supposed to mean? you want us 

to DROP ACID or something?

you’re not talking about

using HOME-BREWED

RULES again are you?

no you IDIOTS!! \’m 

talking about DEPARTING

from your SAME OL’-SAME

OL’ habit of playing

the SAME damn 

CHARACTER CLASS and 

RACE time and time again.

those are my

CONDITIONS!

any PLAYER who agrees to run a CHARACTER CLASS and

RACE he or she hasn’t run in at least FIVE YEARS can use

the HACK-START rules and start off at FOURTH LEVEL!

HUH??!! you mean 

\ can’t  play a DWARF?

\ can’t play a THIEF?

NOPE!!

\ can’t play a FIGHTER or a

RANGER or a even a BERSERKER?

FIVE YEARS??!! but that’s 

not fair! you KNOW \ specialize 

in SPELL-LOBBERS!!! 
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sorry guys. there will be NO negotiating on my 

conditions. \ KNEW this was gonna stick in your CRAW 

but \’m not going to BUDGE. things are going to be 

DIFFERENT around here.  from now on whenever your 

CHARACTER dies your NEXT character has to be a different

CLASS and a different RACE. \ think you’ll find it will 

promote more ROLE-PLAY and a little less HACK. 

oh BRAVO, b.a.!!! what a MARVELOUS

idea. \ wholeheartedly APPROVE!

\ welcome the chance to take on 

new challenges. this is GREAT!

you can’t tell us

what we CAN and

can’t play.

can you?

c’mon b.a.! why are

you doing this?

is this some lame ass

EXERCISE you learned at

GAMEMASTER CAMP?

maybe \ didn’t make myself CLEAR. \’m not ‘MAKING’ you do 

anything. \’m simply giving you an OPTION. play something 

DIFFERENT and you start off at FOURTH LEVEL. insist on

playing the same old COOKIE-CUTTER CHARACTERS you ALWAYS

do and you start off at FIRST LEVEL. the choice is YOURS.

how about a HALF

DWARF ASSASSIN?

would that constitute

something DIFFERENT?

no bob....

it wouldn’t.

hmm.... \ guess a DRUID or CLERIC

wouldn’t be so bad. 

especially if \ MIN-MAXED 

my WISDOM and INTELLIGENCE... 

...and if \ got a few GOOD

rolls \ could opt for

PSIONICS.  OH and if 

\ chose to play a 

PIXIE FAERIE \’d have 

FULL ACCESS to 

FAERIEKIN BATTLE MAGIC!!

OH NO YOU DON’T BRIAN!

if you want to 

HACK-START your 

character \’m 

FORBIDDING you to 

play ANYTHING that

involves the use of

SPELLS or PSIONICS!!

WAIT!! how do you feel about a GNOME 

ACROBAT with some MINOR thieving abilities?

how about an ANTI-PALADIN? 

\ ain’t never played one of those.

TWENTY MINUTES LATER...

no!

NO!!

a DWARVEN MINER

down on his LUCK? \ know! \ could play a LICHE!

now that’s REALLY different!
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A WEE BIT LATER...

okay, here’s what \’ve come up with. BOB, you’ll be playing 

a HUMAN CLERIC. \’ll let YOU choose which GAWD he serves. 

dave, you’re a GNOME MAGIC USER. yes...that should

do NICELY for you. let’s see now....uh, sara, \ got YOU down 

here for a DWARVEN THIEF. --be sure to CHECK with me later.

there are a few minor details \ need to go over with you.

and for BRIAN?  let’s see.... how ‘bout an ELVEN RANGER!

a cleric?

this

BLOWS!

crud! \ HATE gnomes.

take ‘em or leave ‘em, folks! it’s ALL up to you. but you know what you’re giving up should

you DECLINE. \’m CONFIDENT however that you won’t SHY AWAY from a good CHALLENGE.

challenge? hmmrrfff!

\ could play a stinkin’

CLERIC standing on my head.

then SHOW me, bob.

show me you can do it.

you’re on

SCREEN-

GRUNT!

magic user? \ wonder

if there’s a SPELL

that would turn 

me into a FIGHTER?

\ haven’t played a

thief in YEARS!

should be fun.

ELVEN

RANGER?

what the

hell. \’ll

give it a try.

hey brian, can \ borrow your “CHARACTERS OF THE CLOTH” supplement?

\’d like to BONE up on runnin’ a cleric this weekend. OH!!! and your

GAWDS and DEMIGAWDS MANUAL. \ need to pick a PATRON GAWD.

yeah, \ wouldn’t mind looking

through anything you have on

MAGIC-USERS. think you could

give me some POINTERS?

sure. \ can run you through 

my SPELL TACTICALS too. \’ve

spent YEARS refining them.

good idea!!

oh man,

this is going to

be the BEST 

campaign EVER!!

CONTINUED NEXT ISSUE:

“TOMB OF THE

UNKNOWN SORCERER”

okay, \ didn’t want to do it this

way but it’s OBVIOUS you’re not

going to go down that PATH

willingly. looks like \’m going

to have to give you a SHOVE.  

new CONDITION for

ya -- \’m going to

TELL you what kind

of character you

have to play in

order to QUALIFY

for HACK-START.
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by jolly r. blackburn
& steve johansson The sequel to “Lords of Darkness” [Bundle of Trouble Vol.1]

RECAP: having become 

BLOOD THRALLS in the game

‘LORDS OF DARKNESS’, bob and

dave (now respectively known as

BLACK PRINCE OF MUNCIE 

and LORD OF THE HORDE ) 
have entered into a 

‘BOND OF SERVITUDE’ with the

beautiful VAMPIRESS, BRIDGET. 

alarmed at the situation and 

concerned for their FRIENDS, the

rest of the KNIGHTS lured bob

and dave back to the TABLE to try

and talk some SENSE into them.

when that failed, b.a., brian and

sara’s  DARKEST FEARS were

realized - bob and dave

were in over their heads --

they would have to INTERVENE!

*Continued from KODT#50 “Goth to Get Me Some”

Bring ‘Em Back Undead or Alive*

\ can’t IMAGINE what’s keeping sara. any idea

what this ‘EMERGENCY MEETING’ is about?

a PLAN? you guys have a plan? 

and you didn’t INCLUDE me? \ thought

we were doing this TOGETHER.

sorry dude, we KNEW you wouldn’t 

APPROVE so we kept it under WRAPS

until we worked out the KINKS. 

we have a PLAN for saving BOB and DAVE from 

BRIDGET’S evil CLUTCHES. but, uh... \’d prefer to wait

'til she gets here before delving into the details. 

oh for the love of...

\ should have KNOWN you’d 

come up with some HALF BAKED

SCHEME. okay, let’s HEAR it --

what in the HELL have

you talked SARA into?

HOSTILES??!! that’s it - \’m NOT

talking to you anymore. you’re

SCARING me, brian!!  

first with all this SECRECY CRAP 

and then talk of GUNPLAY?? 

surely SARA isn’t going

along with this foolishness.

KNOCK ¡

KNOCK¡

ahhhh, good. that

must be her NOW.

talk sara into...  ME??!!  boy, are you OFF BASE. for your

information “OPERATION: BRING ‘EM BACK UNDEAD OR ALIVE” was

originally SARA’S idea.  of course she was a little SQUEAMISH about

some of the ‘FINER’ embellishments \ brought to the plan but 

EVENTUALLY she came to the same conclusion \ did -- 

that DESPERATE TIMES call for DESPERATE MEASURES.

bring ‘em back undead or....? \ certainly don’t like the

SOUND of that. maybe you should just TELL me what you’re...

don’t worry. you’ll get a FULL

briefing as soon as SARA gets here 

with the DUCT TAPE and STUN GUN.

S-S-STUN GUN??!! did you say stun gun??!!

yeah, SARA’S gonna BORROW one from one of those

LOSER BOYFRIENDS she’s been dating. he’s a

RENT-A-COP or something.  but don’t worry --

it’s just a PRECAUTIONARY measure. according to

APPENDIX L of the HACKMASTER PLAYER’S

HANDBOOK, the BACKBONE of any successful

RESCUE/ EXTRACTION MISSION

is having a BACK-UP PLAN for the UNEXPECTED.

EXTRACTION??!! 

let’s not KID ourselves, b.a.  until BOB and

DAVE are FREE of BRIDGET’S control we

have to consider them HOSTILES.

they aren’t likely to come with us WILLINGLY.

http://www.kenzerco.com/product_info.php?cPath=22_23_24&products_id=214
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it’s not what you think, silly. this OUTFIT

is just part of my PLAN. \’m FINE! really.

improvised? but what

about my OUTLINE?

\ was going to BRIEF b.a.

\ IMPROVISED.

huh? but \ don’t understand. 

we FINALIZED our before \ HUNG

up the phone. \ don't’ remember 

anything about some 

STUPID COSTUME.

brian, don’t get me wrong. \ think the ORIGINAL

idea of CORNERING the guys and FORCING them to

hear us out had SOME merit -- \ REALLY do. 

it was a nice SIMPLE straight-forward approach. 

but from there it BALLOONED

into something....er, well, let’s

just say that SNATCHING the

boys off the STREET and shoving

them in the back of your VAN may

not be the BEST approach..

c’mon sara --

have you gone

SOFT on me?

\ thought we

agreed that...

FRAAAAAAPPP!!!!!!!!!! 

S-S-SARA?? is that YOU??

sorry, \’m LATE guys. my MAKE OVER took a little LONGER than \ ...

oh GAWD!! no! not YOU too!!

PLEASE!!! say it ain’t so.

they’ll PAY for this!!!YEP! in all my DARK-GLORY!! 

\ call my new persona, “LEEZADEATH”

\ S-S-SWEAR by all t-t-that’s -weeeeze- H-H-HOLY 

-weeze-- they’ll -weeeze- P-P-PAY for this!! -weeze-

whoah, WHOAH!! brian,

RELAX!! you poor thing.

you’re HYPERVENTILATING!

d-d-don’t worry, 

s-s-sara.  -weeze-

\’ll get you out of this

-weeze- s-s-somehow.

\ got the idea after \ talked to you LAST

NIGHT -- \ was reading some more of 

those LORDS OF DARKNESS books \ 

borrowed from SHIELA before \ TURNED in.

-weeze- -weeze- h-huh? part

of YOUR -weeze- plan?

u-u-undercover?

shoving ‘em 

in the back 

of a van?

so... what do you THINK?

am \ GOTHENTIC?

w-w-whaat? they GOT to you? those

lousy B-B-BASTARDS! those damn dirty grave

robbin’ GOONS!!! they GOT to you??!!

uh huh! \’m going in

UNDER COVER!
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sure \ do. \ took that into account. that’s

why we’re going to use my BASEMENT to CONFINE

them during the DEPROGRAMMING PHASE 

of the OPERATION. it’s all detailed 

here on page 16 of my OUTLINE.

\’m glad you brought that up. 

when \ asked KEVIN if \ could

borrow his STUN GUN he

FREAKED out! \ ended up

TELLING him why \ wanted it. he

said that what we’re planning

was FELONIOUS KIDNAPPING! 

HALOOOO!! excuse me. have you two gone BONKERS?

kidnapping? confinement? deprogramming?  THIS 

is your plan? GEEZE LOUEEZE! what the hell’s going on here?

did \ go to SLEEP and wake up in BIZZARO WORLD? 

\ guess \ should’ve  EXPECTED something like

this from YOU brian.  but SARA? what the hell?

oh \ came to my senses, b.a. but understand that we were 

DESPERATE to find some way of helping BOB and DAVE. 

\ guess we were CLUTCHING at straws and it got out of hand.

brian, \ really don’t think you realize the

EXTENT of bridget’s POWER over those boys.

WHAT??!! you TOLD him? MISTER

COP-WANNABE buys you LUNCH and 

you start CHATTERING like a 

FRICKIN’ FURBY?? \ thought 

we took a VOW of SILENCE??

besides we’re talking about my two

BEST friends here. \’d TRUDGE through

HAIL or HIGH WATER for those guys.

a couple of HARD

ONES in LOCK UP

is a RISK

\’m willing to 

take if it will 

SAVE them.

well \’m GLAD to hear you 

talking RATIONAL. but what the

hell is up with that OUTFIT?

\t finally OCCURRED to me 

that the ONLY way to get

through to BOB and 

DAVE is to approach 

them on COMMON GROUND.

go into their WORLD??!! you 

mean play LORDS OF DARKNESS?? 

reading those books let me SEE the solution.

LORDS OF DARKNESS is an on-going game! 

it doesn’t END when you leave the table. 

HARDCORE L.O.D. players stay in PERSONA 24-7!

they think of themselves as a FAMILY. that’s

where all the CLANSMANSHIP comes into play.

you're thinking of going “INTO THE NIGHT”? 

as ONE of them? b-b-but that’s CRAZY TALK.

oh no! 

UNACCEPTABLE! 

\’m not going to 

let you do it, sara. 

\’m going to

GO into

THEIR world.



26 —————————————————— Issue #51: One Ring to Fool Them All™

listen to me BRIAN, it says RIGHT 

in the MANUAL OF DARKNESS that 

anyone who doesn’t actively PLAY the

game is to considered an “OUTSIDER”. 

an OUTSIDER in L.O.D is someone who is

SUSPECT and who should be SHUNNED.

yeah, well \’d rather

be an OUTSIDER than

to be way ‘OUT’ there.

you’re not LISTENING to me. bob and dave are 

playing by the RULES. they consider “US” to be

OUTSIDERS. they even CALLED us that last week. REMEMBER?

they’re not about to let us come CLOSE as long as they view

us as a THREAT to their IN-GAME PERSONAE. don’t you see? 

if \ can CONVINCE them \’m ONE of them 

\ just MIGHT be able to get THROUGH to them.

RULES?? hmmrrffff, since

WHEN did bob and dave ever

play by the RULES??

hmmmmm... \ have to

admit. at least THIS

plan seems to have

some LOGIC behind it. 

\ expected you to try and talk me out of this. but it’s no use, b.a. \’ve made my decision and \’m going

through with it.  \ have it ALL figured out. SHIELA used to play and she’s agreed to SPONSOR me. she

asked around and learned that the MISTRESS OF THE HORDE and her BLOOD THRALLS are hosting a

VAMP-RAVE tonight at the OLD FOUNDRY. she’s going to take me. once the guys see that \’m in “THE

FOLD” \ can begin to TALK with them without being perceived as a THREAT. it’ll WORK. \ just KNOW it.

RAVE?? \ dunno sara. is it SAFE? \ hear 

really STRANGE things go on at those parties.

don’t worry CUZ. it’s not THAT kind of RAVE. this is

TOTALLY about the game and more about showing off your

PERSONA and MINGLING with the CLAN than anything else. 

\’m doing this for 

THEM, brian. they’re 

MY friends too.

that’s your PLAN? to go MINGLE with 

these PEOPLE? my GAWD sara, how 

do you think BOB and DAVE got SUCKED in?

OH FOR PETE’S SAKE!! this is ME we’re talking

about, B.A.. when have you EVER known me to go

off the DEEP END when it comes to GAMING?

\ always keep my WITS about me and remind myself it’s

JUST a game. besides, SHEILA’s going with me.  she

KNOWS the DANGER SIGNS.  she knows that at the FIRST

INDICATION of any trouble she should PULL me out.

that’s true. BOB and DAVE

always go to the EXTREME

when it comes to gaming. 

just a game?

now she

REALLY is

talking

CRAZY.

even back in GRADE SCHOOL bob got

SUSPENDED after BODY SLAMMING

little MARY MALLONEY

after she touched his SPINNER 

in CHUTES AND LADDERS.

then there was the

time he PAINTED all

the METAL TOKENS in

his MONOPOLY set

and put the 

PROPERTY CARDS 

in plastic protectors. 

man was THAT weird.

sounds like a badly

AD-LIBED episode of

BUFFY 9900112200 to me.
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THERE!!! YOU SEE??!!!

actually that was MY monopoly set, b.a..  \ sold it to BOB as a form of

PROTEST when they pulled the YORKIE DOG TOKEN from production.

but that’s BESIDES the point. we can’t allow SARA to do this. especially not dressed

like....like THAT!!!  it’s not worth the RISK. it’d be liking sending a LAMB out amongst the WOLVES.

\’m touched by your CONCERN, brian. but you

needn’t worry about me. \’m a BIG GIRL. besides,

after EDUCATING myself on the GAME \ don’t

think it’s as INHERENTLY EVIL as everyone makes

out.  although the THEME is a DARK one, 

\ found it to be strangely BEAUTIFUL and 

COMPELLING. \ can certainly see the ATTRACTION.

compelling?? firp.....

it’s already happening. 

the game is PULLING you in.

you’ve got to

STOP this 

MADNESS sara.

before it’s 

TOO LATE!!

sorry, BIG GUY! \’m meeting SHIELA in 15 minutes.

we’re heading over to the VAMP-RAVE. 

the LEAST you can do is wish me GOOD LUCK.

yer stubborn and sassy, SARA -- just like ME.

FINE!! if \ can’t talk you out of it 

can you at LEAST keep me POSTED? 

call me every HOUR on the HOUR!

sure brian. that’s fair

enough \ suppose.

but you REALLY needn’t

worry. \’ll be fine.

if \ don’t HEAR from

you \’m coming in.

A WEE BIT LATER...

\ hope she KNOWS what she’s doing. \ feel

like \’m in that movie - INVASION OF THE BODY

SNATCHERS.  if \ lose any more PLAYERS to the

HORDE \ might as well take up SOLITAIRE.

not to worry b.a.  you seem to forget.

\ STILL have my RESCUE/ EXTRACTION CONTINGENCY

PLAN in waiting. it’d be a SNAP to modify it for 

THREE EXTRACTIONS rather than TWO.

uh....thanks, brian. that’s 

really REASSURING. -gulp-

\ got a BAD

FEELING 

about this.

CONTINUED NEXT ISSUE:

“THE THRALL IS GONE”

‘course you’d have to STEP

in and fill SARA’S role.

any QUALMS about handling

a roll of DUCT TAPE?



There must have been
a miracle worker
around when it came

time to convince the suits
at Microsoft to let
Crimson Skies be devel-
oped. Except for an old
Amiga game called
Rocket Ranger, there’s
nothing out there that
compares. Here’s the situ-
ation: in the early 1930s,

the United States government collapses, causing North
America to fracture into a host of minor countries (eg,
the Nation of Hollywood and the Republic of Texas), that
don't get along peacefully at all. With such a situation,
railroads are not viable, and massive zeppelins serve as
the primary means of transporting goods and people
across the continent. Alas, the zeppelins make great
targets for air pirates, which likewise hunted down
ruthlessly by the militias of the various sub-countries.

This is where you, the dashing Robin Hood-esque
hero, comes in. You have your own merry band of
pirates, although naturally with a do-good bent. You
travel all through the land, foiling the plans of mus-
tache-twirling villains, flirting with Hollywood vixens,
and teaching humility to overbearing lawmen. I strug-
gle to really classify the game, as it doesn't have a role-
playing aspect to it (beyond building your own personal
aircraft, which follows the basic "bigger is better" rule),
and it certainly doesn't have the puzzle solving skill
requirement of most adventure games.

What Crimson Skies promises is simple fun, with a
solo campaign that is far and away the best I’ve seen in
years. The variety is astounding. Yeah, there are a cou-
ple of the annoying "fight against overwhelming odds"
missions, but there are also rescue, search and destroy,
and stunt flying exploits that really give a heroic feel,
far superior to the "go get my boots" adventures that
pop up in other games. It’s a nice mix, and each mis-
sion has reasonably clear objectives that you at least
know what you need to do, even if it’s beyond your
skill.

Alas, nothing is perfect, and Crimson Skies does
have a glass jar’s worth of bugs in it. The graphics
engine seems to have a hard time when you fly near
certain objects--inevitably things you need to fly near,
like in stunt flying missions. The game has no problem
at all just up and crashing. Your wingmen are bone-
heads, crashing into you for no good reason. As seems
to always be the case, multiplayer is nearly unplayable
thanks to crashes (although the strong point of the game
is the solo campaign, so it’s no great loss). Luckily, if you
fail a mission enough times, you’ll get an option to just
skip it without penalty. This is a nice way to get
around the more devastating bugs, as well as let the less

joystick-inclined gamer still get the full enjoyment of
the game. By the time you read this, a patch will be out
that is sure to fix the bulk of the problems (there
already is a patch for the major issues, like multiplayer)

Crimson Skies is a very good game, more so
because of its uniqueness. Any big time gamer, feeling
a bit of ennui at the thought of yet another real time
strategy/first person shooter/same old same old game,
should definitely check it out, as well as any fans of the
old radio serials (um, are there any such fans left?).

Panzer General III:Scorched Earth, is also a wor-
thy game, except for one detail: I’ve done this already.

Scorched Earth takes place in frigid Eastern front,
with a variety of scenarios that will take you rampag-
ing through all those destined to become Communist
Bloc countries. It’s good stuff, I guess, as major tank
battles are always cool, especially if German tanks are
involved. The game itself is nearly unchanged from
before, with only a fistful of new units being added to
what was already a very respectable collection of forces.
Graphics are certainly upgraded, with gorgeous 3D
renderings and pseudo-digitized black and white pho-

Two New Old Games, 
& the End of an Era

By Rick Moscatello

Continued on page 31...
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CREATURE FEATURES:
The Science Fiction, Fantasy, and Horror Movie Guide
by John Stanley
Berkeley Publishing Group
Trade paperback, 596 pages, $12

“How come you don’t review movies?” I am often
asked.

“Because I’m a book reviewer,” I say.  Patiently.

“Yeah, but you should talk about movies too.  Like,
there was this one I seen –”  

And maybe that’s the reason I
don’t review movies right there.
Everybody talks about movies, good
and bad.  If you want an opinion on
the latest dopey sci-fi flick, you
won’t have to look much farther
than your local paper or the lunch-
room water cooler.  Talk about a sat-
urated market.

But try getting an opinion on the
third volume of that paperback fan-
tasy series you’re considering.
Reviewing may not be the most
richly rewarding career in the world,
but stick with books – especially
fantasy and science fiction books --
and at least you’ll have the satisfac-
tion of providing a rare service
(“rare” is not equivalent to “appreciat-
ed,” but that’s a subject for another column.)

Of course, even the snobbiest of reviewers (excuse
me – literary critics) can’t resist yakking about movies
from time to time, and I personally believe that’s the
chief reason books about movies were invented.
Books like this month’s pick: Creature Features: The
Science Fiction, Fantasy, and Horror Movie Guide,
written and compiled by John Stanley.

John Stanley inherited Bob Wilkins's famous Bay
Area television series “Creature Features,” and was
its host for six years.  Stanley has also covered the SF,
fantasy and horror scene for over three decades for
the San Francisco Chronicle, and is exactly the kind
of guy you’d want riding shotgun on a Friday night
video excursion.

This is the fifth edition of Stanley’s guide, and his
research shows.  Not only does it pack an enormous
catalog of back reviews – from the classics (Star Trek,
The Exorcist, Psycho) to the cheesy (Slumber Party
Massacre I-III, The House on Sorority Row, The
Return of Jafar) -- it also has lengthy entries on flicks
just hitting video, such as Sleepy Hollow, The Blair
Witch Project, and The Sixth Sense.  While it’s dan-
gerous to label anything like this truly comprehen-
sive – there’s always an obscure flick or three missing

– every film I could think to look for had an entry
(although I often had to search under several titles).

Stanley does a good job of providing a lot of inter-
esting and relevant info in each of the entries, too –
including notable first appearances of actors and
directors, amusing anecdotes, and production
details. One thing the book does lack is a compre-
hensive index of actors, directors and such, but there
are plenty of those available – on the Internet and
elsewhere – and the space is better used with lengthy
entries on a huge host of films.

And let’s face it, the real reason one picks up a
book like this isn’t to look up obscure films and pro-
duction details anyway…. it’s to hear an objective,

expert opinion on our own goofy
personal favorites.  Like Return of
the Living Dead (★★★), Mystery
Men (★★) or Tremors (★★★★).

Nobody ever made a movie
guide popular avoiding controver-
sy, and Stanley is obviously aware
of this.  How else can you explain
a system that ranks John
Boorman’s classic Excalibur below
The Ewok Adventure?  Or the tor-
rid B-horror flick Re-animator
above Brazil?  Or equates Blade
Runner with Starship Troopers,
and Star Trek: First Contact with
(shudder) Batman and Robin?

Well, so much for objectivity.
Stanley clearly has a soft spot for
schlock, but it’s an endearing trait

in a way.  He’s quite eloquent, for example, when
describing the “marauding mollusks” of Slugs: The
Movie (1988), or the “tadpole babies” of Return of
the Alien’s Deadly Spawn (1983).  Frankly, I’m not
likely to ever rent these movies, but it’s oddly enter-
taining to read about them.

Creature Features is the kind of book one buys to
set beside the VCR as a late night reference, but like
the best reference books it thoroughly rewards casu-
al reading.  Even if you don’t agree with Stanley’s
scoring system (and it’s not completely clear that you
should), you’ll find plenty to keep you amused on the
sofa on Friday night.  Who knows – you might find
it so entertaining that you skip the movie altogether.

Another victory for reading, and that much more
job satisfaction for the lonely book reviewer.

+++++++++

John O'Neil is the publisher and editor of Black Gate
magazine (www.blackgate.com).  His favorite film is
Gandhi, which isn’t covered in Creature Features, but
he also has a weakness for creepy sci-fi such as Alien,
Forbidden Planet, and Spice World.

Copyright © 2000 by John O'Neil

A Book Review by John O'NeilHHOUSE OF SCH LOCK
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tos omnipresent to keep you in the World War II mood.
Even though everything is done right, I still can’t handle the
game…it really seems like I’ve already played through
Panzer General on an Eastern Front campaign several times
before. Playing it again under the same set of rules, on maps
that are disturbingly familiar, just doesn’t make sense for a
"new" game, even if "the suits" think that’s the best way to
make money.

The (Whatever) General series is a great collection of
games, from the original Panzer General, to the fascinating
Fantasy General, to all the other variants (including World
War III and Warhammer 40k). It’s time to let it die. There’s
nothing really wrong with the latest incarnation, but if
you’re interested in this, you’re better off buying the much
cheaper and just as good older versions. If you already have
the older versions, don’t bother…conquering Poland for the
umpteenth time with graphics that are maybe 20% better
than before just isn’t worth another $60.

Speaking of letting stuff die, it’s finally over. Last
November, I started playing Asheron’s Call, the massively
multiplayer online game through Microsoft. My character,
R, soared to high levels, and I founded the Cult of R, peak-
ing at over 200 cultists. Alas, after nearly a year’s play, I’d
pretty much done everything within reason, but a funny
thing happened to AC: over the course of a year, it no longer
was the game I learned how to play.

The same thing happened to me in Magic: The
Gathering…they changed the rules in that game so much,
that I no longer had a clue how to play, making the three
years I spend mastering the old rules completely wasted. In
“old” Asheron’s Call, my character was pretty cool, although
he had a rough, rough, time starting out. He specialized
Healing (even though specialization was worthless), he had all
the magic skills but War (a boring skill that was only good for
doing damage), and he had a high Focus, making identifying
stuff easy. Alas, they changed the rules to make melee much
more powerful…suddenly R’s spell skills were half as valu-
able. Then they made specialization much more useful…so
much for R’s efficient training of skills (although I was the
3rd best healer in the land, with the #1 and #2 slots held by
characters of much higher level). The economy system more
or less collapsed, and many good quest items were intro-
duced, making R’s ID skills, so useful in the first four
months, completely worthless. With the new melee rules,
“extreme” character types that could not possibly survive
before were now common, with hyper min/maxed abilities
which R couldn’t hope to match. In short, my character was
obsolete, and my year’s development of my character was
nearly as wasted as the years I spent mastering the rules of
Magic. Follow this up with a series of major bugs cropping

up in the game, such as “in the know” players that were
duplicating their precious items into frightening numbers,
and godlike equipment was getting permanently enchanted.
The time for me to blow AC for greener pastures had come.

Nearly all my friends stopped playing, and many of them
sold their characters on E-bay. So, with my enjoyment of
the game gone, I figured selling off on E-bay would be the
ideal closure to the whole thing. I put R up, and within a
few days, had a private offer of $600. I accepted and closed
the auction, although I’ll forever afterward wonder how
much he would have been worth on the open market. Still,
it’s *darn* weird to get real money for a character…I half
expected to be paid in Monopoly money or something.
Anyway, so much for Asheron’s Call. I can’t wait for The
Next Big Thing.❑

Disks of Wondrous Power: Continued from page 28
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MMage Knight is a new collectable miniatures game (CMG) in which every 3D figurine contains all
of the information needed for gameplay. Every game statistic, from attack strength to magical abili-

ties to record keeping, is incorporated right into the base of the character. Pretty kewl, huh?   The designer (Jordan Weisman)
claims this innovation frees the players from the cumbersome rule books, scraps of paper and need  for erasers. which usually
bog down a miniatures game. We’re inclined to agree. 

Eight factions in the Mage Knight world compete for dominance of the human kingdoms using technology, magic and ele-
mental power. The Mage Knight Starter Set gives players ten fully assembled, painted miniatures of heroes, mages and mon-
sters, each with an innovative base that contains all the stats needed for play. Booster Packs will contain five randomly inserted,
fully assembled, painted miniatures. Mage Knight is available wherever fantasy games are sold. ❑

WWarChest is the customizable miniatures
game from the folks at Lance and Laser

that is played on a standard Chess/Checker
board. Two opponents command their war-
riors, sorcerers, monsters and other fantastic
creatures in an attempt to capture the each
other’s war chest.   

Each starter set comes with a paper board, a set of
rules, 6 figures, a war chest and a card tailored
specifically for each figure which lists it’s special abil-
ities and advantages.

Because you build your army using points, no two
games are the same and you’ll find your opponent's
choice of figures will provide a fresh new challenge.
As you acquire more WarChest figures, your own
army will grow, offering you a wider range of tacti-
cal options.

The nice thing about this game is that the folks at Lance and Laser have
posted the rules on their website (www.lanceandlaser.com) so you can look
it over before you buy it. ❑

“you gonna SKIN that HAWG or 

just STAND there and BLEED??!!”

kurt russell as wyatt earp

TOMBSTONE

WWe’ve come to expect good things
from Knuckleduster Publications.

Forrest Harris’ solitaire adventures, 
‘The Devil’s Addition’ and ‘Raining
Hammers: The Ballad of Johnny
MacDonald’ were a breath of fresh air.

Harris’ latest work, The Knuckleduster Firearms Shop is a bit of a depar-
ture from his earlier works.  Firearms Shop is a compendium of weapons
for Western role-playing games. The stats listed are generic in nature but
there are conversion notes in the back to adapt the ratings to Deadlands.

Rather than simply list a broad range of weapons this book goes a bit fur-
ther. The book tries to educate Joe Gamer about the nature of true gun-
fighting as well as enhance the reader’s understanding of how guns work.

For more info check out 
www.knuckleduster.com

ARARM YM YOOUU RRSSEE LLF WF WITHITH
THTH EE KKNN UUCCKKLLEE DDUUSSTETE RR

FF II RREAREARMMSS SSHHOOP!!P!!

Find a Hero. Build an Army. Create an Empire.

GIRD UP

YOUR LOINS!!

HACKMASTER
4

th
EDITION

is coming soon!!



plucked from the vine for your reading enjoyment

GAMER’S EYE ON THE MOVIES/TV
THE

the buffy-chick as

daphne? damn! \ was

hoping for CHRISTINA

APPLEGATE.

• STAR TREK BACK ON NBC?
It’s been reported that NBC has expressed interest to Paramount
TV in developing the ‘next’ Star Trek television series.
• PATRICK STEWART TO STAR IN 10TH STAR TREK MOVIE

The film is still in the early stages of pre-production but Patrick
Stewart is slated to reprise his role as Captain of the Enterprise
in the tenth Star Trek movie. Delays are expected because of the
actor/writer strikes slated for next summer.
• MO’ STAR TREK NEWS

Look for Star Trek reruns (All four series) to pop up on various
cable stations next year. Sci Fi Channel, TNN, TNT, Fox Family
and Odyssey are all said to be interested in acquiring rerun
rights.
• SCOOBY DOO LIVE ACTION MOVIE CASTING

At press time we were told Freddie Prinze Jr. being considered
for the role of Fred in the Scooby Doo movie. (Zoinks!) Sarah
Michelle Gellar is interested in the role of Daphne. There’s also
rumors of Christina Ricci in the role of Velma. 
• SAY IT AIN’T SO —INSPECTOR CLOUSEAU?

MGM is trying to get Michael Myers to play Inspector
Clouseau in The Pink Panther remake. I guess Adam Sandler
was busy that weekend. Sheesh — Sorry, but some movies are
best left alone. Why mess with a classic? 
• FREAKY LINKS GETS THE AXE!!
Thank god they gave this series a quick and merciful death. The
biggest mystery about THIS series is how it got on the air in the
first place. Good riddance!!
• ELECTRA WOMAN REMAKE??
Guess it was bound to happen. Look for Electra Woman and
Dyna Girl to pop back up on the tube next summer.
• BALL AND CHAIN COMING TO TV
Scott Lobdell’s Homage Comics miniseries, Ball and Chain is to
be made into a live-action tv series by FOX. B&C is described
as  “Moonlighting meets The Vampire Slayer” -- a story of a
divorcing couple who gain super powers that only work when
they are together.
• DUNE MESSIAH TO AIR ON SCI-FI CHANNEL

Writer-director John Harrison is to follow up his six-hour
DUNE miniseries in December with Dune Messiah on Sci-Fi.
• SECRET ADVENTURES OF JULES VERNE

Sci-Fi Channel has ordered 22 episodes of Jules Verne - to be
shot in high-definition, wide angle format. The series will blend
sci-fi with romance, horror, drama and a dash of espionage.

The premise of the show is a twist on Verne’s books — that
Jules Verne experienced all the fantastic things he wrote about
first hand.
• JACK AND THE BEAN STOCK

Speaking of ‘twists’ on the classics, Brian Henson is slated to
direct Jack and the Beanstalk for CBS. The story involves a
modern descendant of Jack who is put on trial. The Giant, who
testifies tells much of the story from his point of view.

PARKER POSEY would be

PERFECT for that role.
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NNeed to contact us?? eed to contact us?? 
Our NEW address is:

KENZER AND CKENZER AND COMPOMPANYANY
25667 H25667 Hillview Courillview Courtt
MMundelein, IL 60060 undelein, IL 60060 

fax: (847) 540-8065   phone: (847) 540-0029

yeah, or NIKKY COX!

Kenzer & Company is pleased to announce that it has finalized
the creative team for their first Dungeons and Dragons

comic book.  Jay Donovan has signed on to script the first eight
issues, Tyler Walpole will be the lead interior illustrator and Hung
Mac will provide his outstanding painting talent for the covers.

Chicagoan Jay Donovan’s previous works include writer and
creator of the sci-Fi drama MAVENS for Starving Artist Studios. 
Tyler Walpole is an up-and-coming artist hailing from Des
Moines, IA. His past works include numerous projects for JD
Quest, Lange Games, and Tactical Command Games.  His more
recent works can be found in current products from Palladium
Books, and in the Disk Wars game from Fantasy Flight Games.  

The planned release date for the first issue of Kenzer’s
Dungeons and Dragons: In the Shadow of Dragons comic is
March 2001.  Fans should then expect 24-32 pages every other
month of intriguing stories and fantastic full color art.  This title
will be an eight-issue mini-series.  
Expected cover price is $2.95.  Further plans for additional D&D
mini-series lines are in the works.❑

FLORIDA

3/2/01 – 3/4/01
MEGA CON
Orlando, FL
Comic Books, Gaming, Sci/Fi, and Anime
Visit our website:
www.megaconvention.com

NEVADA

5/25/01 – 5/28/01
Con 2001
Reno, NV
Guests of Honor include: Larry Elmore 
Visit our website:
http://con2001.home.att.net

NORTH CAROLINA

3/16/01 – 3/18/01
STELLARCON 25
Greensboro, NC
Visit our website:
http://www.uncg.edu/student.groups/sf3/s
tellarcon.htm

OHIO

2/18/01 & 2/19/01
Topa Con 2001
Dayton, OH
KODT Live reading, RPGs, Miniatures,
Anime
Visit our website:
www.geocities.com/
bayoubrigh/TopaCon2001.html

SOUTH DAKOTA

5/25/01 – 5/28/01
Mage Con North – 7
Sioux Falls, SD
Guests of Honor include: Jolly Blackburn
Visit our website:
www.mage-page.com

TEXAS

6/1/01 – 6/3/01
PROJECT A:KON XII
Dallas, TX
E-mail us for more info at:
Info@a-kon.com

KKOODDT COT CONVNVEE NTINTIOON CALN CALEE NN DDARAR

Conventions listed in italics are shows that Kenzer and Company will be attending.

To get your convention listed here for free, please e-mail todd@kenzerco.com with the following
information: Show dates, City and State, brief highlight of your show, and contact information
and/or a web page for your show.

CCRREAEATIVTIVEE TEAMTEAM FFOORR
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As the subheading indicates, this is
a 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
GamerGrrl’s Manifesto. The  response
has been overwhelming. Readers wrote
in with some very strong opinions from
both sides of the fence.

__________ 

First off, your comic rocks.  I know
you’ve heard it a million times, so

make this a million and one.  KODT
never fails to make me laugh my a** off,
every single time. Every issue is great.
Congrats on the great work and  keep it
comin’!

Now, the real reason for this note:
Thank you, thank you, THANK YOU
for publishing the Gamergrrl’s
Manifesto in issue 48.  I’d read this
online before, but I’m very happy to see a
respected and well-known book like
yours go out of their way to actually pub-
lish it for a wider audience.  

Hilary Doda has finally put into writ-
ing what many (if not all) female gamers
have felt at one time or another. 

As a female who’s into gaming, it
seems few in the gaming world even
attempt to make us feel at home.  Yeah, I
got into gaming because of my
boyfriend--and believe me, it was an
arduous process, thanks to the negative
attitude gaming systems, gamers and
store-owners have towards us.  (Thank
heavens for White Wolf and their female-
friendly set-up!) 

Yeah, at first I was just the girlfriend
who came along to the store or gaming
sessions with her boyfriend, but now I
initiate the visits as often as he does.
Sadly, little has changed, and the hor-
mone-crazed punks and the lonely adult
males, who seem to think I’m from
another planet, still permeate every cor-
ner of gaming.  

I am glad to see some systems
attempting to make changes--I know it’s
hard to change decades-old stereotypes,
but if everyone is just content  to sit back

and say “oh well, there’s nothing I can do,”
then nothing will ever change.  Change
always starts small.  You sneak it in when
folks aren’t looking and then let it grow as
it will.

I still shy away from playing at cons or
in groups outside my circle, mostly
because as one of the few (or at times the
only) women involved, I feel cornered
and like the oddball.  I also still have a lot
to learn, and unfortunately many of these
groups are like an “Old Boys Club,” ready
to ostracize a woman if she isn’t a rules-
whiz, or doesn’t want to play  the stereo-
typical half-naked sex kitten who has few
attributes aside from her cleavage.

I hope that by books like yours pub-
lishing articles like the Gamergrrl’s
Manifesto, and by including intelligent
female gamer characters, things will start
to change.  Thanks for remembering
we’re out here. (And thanks to the enlight-
ened and sensitive gamer guys out there--
keep doing what you’re doing!)

Keep up the great work!  I look for-
ward to many many more hysterical
issues of KODT.

Sincerely,
Yvette Perez

Let me begin by saying that KODT is
great! Not an issue goes by that I don’t

laugh out loud or am reminded of some-
thing “from the old days.” I always mean
to write and tell you how much I enjoy
the comic. What finally got me to the
keyboard  was  to write in response to
Hilary Doda’s letter in issue #48.

As a female gamer I was pleased to see
the time, attention and seriousness which

you accorded Hillary's letter.  Somewhere
around the third paragraph the quirky
bass line from No Doubt’s “I’m Just A
Girl” cranked up in the back of my mind
and stayed with me through the entire
article. She raises a number of valid and
vital points of which all gamers, shop
owners, and game designers need to be
aware. However,  I do feel that a word or
two does need to be said on behalf of the
“boyeez”.

Up front, let me say that in the twen-
ty-three years that I have been part of the
gaming community, I’ve seen my share of
rude, thoughtless, stupid behavior. Some
of this was indeed aimed in my direction
--condescension, assumption, exclusion,
underestimation and just sheer bad man-
ners lay the foundation for a number of
“No joke -- he really said/did this” stories. 

Most of those who made such errors
learned not to do so again, at least not to
me.

On the other hand, 99% of the guys
that I have played with and stayed with
act like human beings  and treat me as I
wish to be treated. Most of my friends are
male gamers and I have even been mar-
ried to one for over six years. The “boyeez”
that are the majority of the game com-
munity I deal with are over the age of 18,
are gainfully employed at jobs that
denote at least a bit of sense and respon-
sibility, know how to act towards the
opposite sex and  belch the alphabet only
on special occasions.

Most certainly, there are still preju-
diced and rude males (and they have their
female counterparts as well) running loose
in the population. There are without
doubt those who have no sense, tact or

you’se got sumpin’

on yer mind, boy?

bess’ say it and

jes’ get on wid it!
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we FEAR what

we don’t

UNDERSTAND.

so tell me, TANK, you’re a MALE

GAMER. why do you guys give us

GIRLS such a hard time?

interesting TAKE on

the situation, tank.

\’m guessing it’s all

about FEAR, patty.

FEAR?



manners. Even so, on behalf of the good guys
--- They are, in my experience,  the rule
rather than the exception.  The majority of
guys whom I have met at clubs and cons are
some of the nicest and friendliest people that
I have ever met. 

Also, it is with great affection and pride
that I can point any gamers  in my area, male
or female,  to the shop that is at the center of
our growing game community --- Medieval
Starship, in O’Fallon, Il.  The owners, Jay
and Barb LaRosee, have made a welcoming
and pleasant environment where it is a joy  to
game and shop. Female gamers and GMs
have just as much place at the table whether
the game is Traveller, Mechwarrior, or
Shadowrun. 

Their money is just as green and just as
cheerfully accepted.  

Much of what Hilary said was positive
and I applaud and endorse it as such.

Further, I’d like to add a few positive sug-
gestions of my own. 

First and foremost, if you are  aware of
bigoted or rude behavior towards anyone
take the initiative and let that person know
its not acceptable. If this is coming from
someone in your group with social power
and standing, and you don’t think that you
can win as a lone ranger, get backing from
the other good guys/girls in your group. 

Behavior endorsed by silence is assumed
to be acceptable. One good shot of “Dude,
we don’t do that in our tribe” can go a long
way. 

Also in defense of the boyeez, I offer the
following advice: First, do your homework as
soon as you can. Sure, we all stumble across
new things at cons and shops that we have
not studied in detail. No one is expected to
know it all right away, but if you are making
a commitment to a game then learn the
rules, know which dice are used for what,
keep your attention on the game -- heck,
that goes for everybody, not just girls.

Second, don’t fall into the trap of letting
your boyfriend/husband/whatever “pet and
spoil” you in the games he runs. I am just as
disgusted by GM girlfriends who  have “+5
Holy Avenging Vorpal Swords of Wounding”
(not making this one up, folks) as the next
gamerboy. To be painfully honest, I’ve never
seen a female GM fall into this, so guys -- if
your  sweetie is playing, don’t treat her any
differently. In the long run, it just  con-
tributes to stereotypes on both sides of the
table. 

Third, as Hilary mentioned, there are a
number of shops that do not deserve to be
patronized. Voting with your dollars can
have a tremendous impact. However, before
you march away, make sure that they know
what they did wrong.

If you just never come back, the effect is
only  a faint echo of what it could have been.
If a clerk treats you in  a rude or conde-
scending fashion, its a good tactic to just
point out to them what they did. The clerk
who overlooked Hillary's stack of books to
wait on the dice buyer might not have been

aware of what he did, and may have gotten a
valuable lesson in good customer/human
relations, if he’d had a chance. And maybe he
was just a jerk -- but you won’t know if you
just walk away, slink off or storm out with
out telling them why you now feel inspired
to shop at the competition. 

Once such behavior is pointed out, if its
clear that they don’t care, then you are per-
fectly justified in  taking the following steps:
One, go over their heads. Unless they are the
owner (and most owners are not afraid of get-
ting cooties from the money of a female) they
are probably not going to make the boss
happy with such behavior. Two, if you spend
a good deal on gaming material, make sure
that the owner realizes the amount of income
this may cost him today and in the future
(We spend shamelessly at game shops). Third,
let him know that you have no qualms in
making sure that the attitude and behavior
he refuses to correct will be made known to
the gaming community. The other good
guys can vote with dollars as well. 

In any arena where men and women
come into contact, there are some basic
things that need to be realized. Men and
women communicate in different styles. It’s
a fact of life. Duhh. Girls, check out a vol-
ume called “The Male Mind at Work”. Its a
good overview of how males in our culture
see themselves, competition, women, and
what constitutes good team playing.

Guys, look into the “Men are from Mars”
series. No kidding. Its useful info for the
game table and out in the real world. If you
treat a female like “one of the boys”, make sure
she knows that’s what it is, and not anything
else. What may seem like a hazing, harassing
attitude  is often a guy’s way of treating you
like ‘one of the boys’. Moreover, if you show up
at cons in wonderbras and spandex minis,
don’t be shocked if you are looked at closely
and not taken seriously.  Nobody in the real
world is gonna take you seriously in that out-
fit either.

So, how do we open more doors to female
gamers? As was suggested, there’s a lot of
ground that male gamers, shop owners, and
designers can cover. There are also many
things that females can do as well. If you are
a female gamer with some experience and
expertise, consider mentoring other female
gamers, especially younger ones. Your GM’s
girl friend may simply need an alternative set
of social cues. Work with your local game
shop and offer to run sessions  of RPGs or
even those mech/tech/math usin’ games to
girls. 

One of my proudest moments of the last
year was when a 13 year old girl, new to our
game group, and I  learned to play Full
Thrust. We took on the guys and won. “Beat
you like a school girl” has a new meaning in
our circle. We stepped up to the plate, took
a swing, and gained the  respect for it. Our
guys cheered us on and were nothing but
supportive. 

Above all, lets be polite to each other and
not tolerate those who are over the line. And

lest anyone mistake *my* stance, let me say
that I do agree with Hilary that trying to
solve things with silly “s/he” solutions won’t
wash.

Political correctness is no substitute for
thought and some decent manners. If you
would not tolerate rude, crass people in
other portions of your life, why on Earth do
so in your gaming? 

To the good guys out there, many thanks
-- you are part of why I game and you are
appreciated.  To my sister gamers, don’t give
up-- the decent guys out number the crass
and the unthinking can hopefully learn bet-
ter. The only way you can change someone is
to give them a reality that show them other-
wise. We can create that reality. This arena is
ours as well. Roll your dice proudly.

Ruth Moody
St. Louis, Mo.

I’m writing this partly as a response to
Hilary Doda’s “GamerGrrls Manifesto”

and partly to extol my local game shop,
Borderlands.  

First of all, I am deeply sorry that Hilary
has suffered from so much prejudice and
pain.  I am disgusted that there is still so
much of this going on in the world.  I agree
that one should treat a female gamer the
same way one treats a male gamer.  And it
appalls me that she has encountered so much
prejudice in her gaming career.  I consider
myself relatively enlightened.  A little under
half of group is female, and they are treated
the same as everyone else.  They are not
picked on or treated as sex objects, nor do we
“go easy” on them because they are female.
They are part of  the game, same as every one
else.  Thus, I do not believe your comments
are directed at me.  I believe that Ms. Doda
may be overgeneralizing.

As a note on games, I am getting a little
sick of the cheesecake too.  In the race sec-
tion of the new 3E player’s handbook, every
female character has some sort of adapted
fantasy-bra on.  On the other hand, the
coolest pic in the book is Lidda, a fully-
clothed <gasp> female rogue.  The picture of
her wasting an ogre with a crossbow bolt to
the face is truly cool.

Finally, I want to put in a good word for
my local gamestore, Borderlands.

If you are ever in Salem, Oregon, check
this store out.  It stocks a wide variety of
games and movies, and has an area in the
back where you can just plop down and play.
About half the staff is female, and I’ve never
seen any sort of prejudice there.  I hope Ms.
Doda knows that there are good gameshops
as well as bad.

Marc Carpenter
vamberry@teleport.com

Got something to say?
Wanna get it off yer chest?
Go ahead — Unload on us!

E-mail yer BackRoom Fodder to
jolly@kenzerco.com
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WWEEIIRRDDPPEETTEE’’SS BBUULLLLEETTIINNBBOOAARRDD  
is a meeting place where readers may pass along information, barter, trade and gossip.  Readers are invited to place classified ads, announce
group meetings, seek out other players, etc.  Subscribers of KODT may place classified ads free of charge with a limit of one ad per issue and a
maximum of twenty-five words.  Non-Subscribers may place ads at the rate of 50¢ per word with a limit of 25 words.  Companies may place
ads at the following rates: [5.5” x 2” - $160], [2.75” x 2” - $80], [1.5” x 1” - $40].  Non-profit organizations (serving the gaming community)
and Conventions or Seminars may place ads for free.  All ads are placed on a first-come first-served basis with subscribers having priority.

KODTEE

SHIRTS

TWO DESIGNS TO CHOOSE FROM!!!
Available exclusively from Kenzer and Company.
Our mail order address is:  Kenzer&Co, 25667
Hillview Court, Mundelein, IL 60060.

$19.95 
$19.95 + $3 s/h

+ $3 s/h

Style BHands #1
BlackHand Shirt.

(black on grey)
Size: XL

Price: $19.95

Style KODT #2
KODT Shirt
(black on grey)

Size: XL
Price: $19.95

LISEN UP YOU WUSSIES!!
DA GGOOUUGGEEDD EEYYEESS IZ NOT

FINISHED!!
KNOT BYE A wONG SHOT! 
UZE HERE ME?

weez will take on 
uze skaven punk asses 

enytime! enyware! 
jess name da pwace und tyme.

signed DDAA CCOOAACCHH

GAME INVASION
Date: February 24-25, 2001 Special Guest:  Jolly Blackburn

Location: University Center, University of North Florida, Jacksonville, FL
Focus: Roleplaying games, miniatures, trading card games, and board games

Registration Fees: $20 the day of, $16 pre-registered
Contact E-mail: info@gameinvasion.net

Web site: www.gameinvasion.net
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Looking for TORG the RPG.
If you have a copy you want to part

with please e-mail
todd@kenzerco.com

(Attention Amy Berberich!! 
If we find a copy we’ll let you know!!) “A Lion in the Ropes”

& “Galal’s Grave”
New d20 Adventures

from
TROLL LORD GAMES

www.trolllord.com

characters too gullible?  

always getting tricked 

by the NPC in “distress”?

listen to the 

SKEPTIC SOCIETY for tips at:

http://www.mp3.com/SiameseTriplets

KENZERCO 
DEMO-TEAMS

NOW FORMING
Contact 

Todd@kenzerco.com 
for more information.

hey KIDS! these NIFTY

shirts are TEE-LIGHTFUL!!

be a HERO - order TWO

and give one to a FRIEND!!

SEEKING FAME

AND FORTUNE??!!

join the 

HACKMASTER

PLAYERS’ 

ASSOCIATION

it’s a GOOD 

place to start 

e-mail todd@kenzerco.com

-- nudge nudge --

KENZERCO.COM
-- wink wink --

EDG sez “read gaming guardians --
http://gamingguardians.keenspace.com”

to the ALTA LOMA SEVEN!!

happy fifth anniversary.

WE ESCAPED!! THE ONES

WHO GOT AWAY!  HAR!!!

LOOK! I don’t know who this freakin’
squirrel is and why he’s got an attitude

but I’m tired of hearing about it.
He should just get on with it and
DO something already. Sheesh!!

A concerned fan

TO JOLLY, DAVE, STEVE AND BRIAN;
HAPPY 50th. Can’t wait for Issue 100!

Thank you for brightening up our lives.
BLACK DOT 

GAMING SOCIETY

CONCERNED FAN,

YOU WANT SOME OF

ME? HUH? KEEP

RUNNIN’ YER

MOUTH AND SEE

WHAT IT GETS YOU.

----TTHHEE AANNGGRRYY

SSQQUUIIRRRREELL----

HACK THIS!!



To purchase merchandise, send a check or money order 
(made payable to Kenzer and Company) to:______________________

Kenzer and Company: Mail Order Fulfillments
25667 Hillview Court
Mundelein, IL 60060_______________________

or phone in your order to 847.540.0029, fax it in to 847.540.8065
or E-mail kenzerco@aol.com. Include your Visa, MasterCard, American

Express or Discover card number, card type and expiration date.

Monty Python and the Holy Grail™ Card Game

Starter Deck $9.95
Booster Pack $2.50
Taunt You a Second Time Decks $9.95

Fairy Meat $24.88
Fairy Meat Components Pack $9.95
Fairy Meat Miniatures (set of 5) $12.50

KoDT T-Shirts $19.95
KoDT Miniatures $19.95 
KoDT Miniatures: Black Hands $19.95 

Elemental (board game) $9.95

SPECIAL SALE!!
Kingdoms of Kalamar (boxed set) $10.00
(Note: Sourcebook of the Sovereign Lands and Mythos of the Divine and
Worldly are included as part of the Kingdoms of Kalamar boxed set)
Sourcebook of the Sovereign Lands $4.00 
Mythos of the Divine and Worldly $4.00 
Tragedy in the House of Brodeln $4.00 
GameMaster’s Workshop: vol I $4.00 
Kalamar Quests: Unguarded Hoard $2.00 
Kalamar Quests: The Hungry Undead $2.00 
Kalamar Quests: Night of the Rotlord $2.00 
Kalamar Quests: The Scirocco’s Kiss $2.00 
Kalamar Quests: A Foe in Need $2.00 
Kalamar Quests: Sometimes They Come Back $2.00 
Kalamar Quests: In Too Deep $2.00 
Kalamar Quests: The Temple of the Bronze Flame $2.00 

and other

merchandise!

KODT No.#18 - #21, #23 - #25 $2.95 ea
KODT No.#26 “The Mask of El Ravager” $2.95
KODT No.#27 “Hackburger Hill” $2.95
KODT No.#28 “Hoody Freakin’ Hoo!!l” $2.95
KODT No.#29 “Bad Moon Risin’” $2.95
KODT No.#31 “Don’t Fear the Reaper” $2.95
KODT No.#32 “Tales from Hawg Wallers” $2.95
KODT No.#33 “Wild Wild Hack” $2.95
KODT No.#34 “Of Dice and Men” $2.95
KODT No.#35 “Death Awaits” $2.95
KODT No.#36 “HackMaster of Puppets” $2.95
KODT No.#37 “15 Orcs on a Dead Dwarf’s Chest” $2.95
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
KODT No.#41 “99 Gold Doubloons” $2.95
KODT No.#42 “A Hack in Time Slays Nine” $2.95
KODT No.#43 “Wasted Days and Wasted Knights” $2.95
KODT No.#44 “Because I’m the GM” $2.95
KODT No.#45 “Buddy, Can You Spare a Cure?” $2.95
KODT No.#46 “Hack and Roll All Nite” $2.95
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 No.#50 “We’ve Not Yet Begun to Fight” $4.95
KODT - FAANS crossover special $2.95
KODT Tales From The Vault $9.95
KODT Tales From The Vault vol. 2 $9.95
KODT Tales From The Vault vol. 3 $12.95
KODT Bundle of Trouble vol. one $9.95
KODT Bundle of Trouble vol. two $9.95
KODT Bundle of Trouble vol. three $9.95
KODT Bundle of Trouble vol. four $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 $2.951

Issue #2 $2.951

Issue #3 $2.951

Issue #4 $2.951

1 includes an exclusive KoDT story

KODT Illustrated™ Comic Book Series
Issue #1 $2.95
Issue #2 $2.95
Issue #3 $2.95
Issue #4 $2.95

The Travelers™ Comic Book Series
Issue #0 $1.50
Issue #1 $2.25
Issue #2 $2.25
Issue #3 $2.25
Issue #4 $2.951

Issue #5 $2.951

Issue #6 $2.951

Issue #7 $2.951

1 includes an exclusive KoDT story

Avelon #1 The Scrolls of Dyom [1 of 4] $2.95
Avelon #2 The Scrolls of Dyom [2 of 4] $2.95
Avelon #3 The Scrolls of Dyom [3 of 4] $2.95
Avelon #4 The Scrolls of Dyom [4 of 4] $2.95
Avelon #5 The Way of the Wylden $5.95

112 page graphic novel
Avelon #6 The Legacy of Thrain [1 of 5] $2.95
Avelon #7 The Legacy of Thrain [2 of 5] $2.95
Avelon #8 The Legacy of Thrain [3 of 5] $2.95
Avelon #9 The Legacy of Thrain [4 of 5]1 $2.95
Avelon #10 The Legacy of Thrain [5 of 5]2 $2.95
Avelon #11 The Heir of Legend [1 of 3]2 $2.95
1 includes an exclusive 3 page KoDT story
2 includes an exclusive 4 page KoDT story



SPARKS: THE DUNGEONEERS
S. John Ross & Dan Smith
www.io.com/~sjohn/fonts.htm

HHere’s a kewl little game utility you might find useful.
Sparks is a new way of making paper miniatures with

your computer — in the form of a TrueType font!!
Simply install this font and your keyboard is transformed

into a fantasy army generator. In the Dungeoneer set (There
are more sets on the way according to the designers) there
are 26 characters presented in front/back view which can be
scaled to the desired size, printed out on paper and then cut
and folded to make stand-up miniatures for use in your
table-top RPG campaign or miniature battles.

Best of all, you don’t have to worry about them being
ruined by a spilled soda or the rigors of play. They’re dis-
posable. Just throw out the old and print up new ones.

If you have to have photoshop you could even colorize
your armies to drive fear into the heart of your enemies.

A simple, fun utility. What more could you ask for? Just visit the website listed above.
Brian’s Rating: Use ‘em! and Abuse ‘em!

CHRONONAUTS • www.wunderland.com

EEver wonder what you would do with your own personal time machine?  In
Looney Labs new card game Chrononauts, you get a chance to find out.  At

the beginning of the game you lay out the timeline.  This is a 36 card grid,
which has highlights of our past history.  The timeline is composed of two types
of cards: Linchpins and Ripplepoints.  Linchpins are points in the timeline that
you can change as a time traveler.  And the ripplepoints are other areas of his-
tory that might have been effected by your changing of the linchpins.  For
example: the very first card in the timeline is 1865 Lincoln Assassinated.  This
card is a linchpin.  Now lets say that you play the Prevent Assassination card on
the year 1865.  You would flip the 1865 card over and it now reads “1865
Lincoln Wounded”.  The backside of the linchpins also shows what ripplepoints
in the timeline would have been effected by this sudden change in our history.
Back to our example: the second card of the timeline is a ripplepoint, it reads:

" 1868 Andrew Johnson Impeached".  As most of you know: if Lincoln had not been assassinated, then Johnson would not have been the
president, and therefore he could not have been impeached.  This creates what is known as a Paradox.  There are patch cards that can be
played on the paradox cards to fix the paradox.  This works kind of like a band-aid on time.  The patch for 1868 reads: “Abraham Lincoln
Impeached”. We all know that that did not happen, but who is to say, that it might not have happened had Lincoln not been shot.

There are three ways to win the game; each player is randomly given a player identification card, and also a mission card.  The player ID
will list your “home” timeline.  If you can manipulate the timeline, by way of  playing the time inverter cards and patch cards, then you have
found your home timeline and you win.  The mission cards give you a little background story and list 3 Artifacts that you must find in the
timeline.  The final way to win is to fix the time paradoxes.  As a reward for playing a patch, you get to draw a bonus card.  If you can grow
your hand from the starting size of 3 cards to a total of 10 cards you are awarded a victory for your good deeds of fixing the time paradox-
es.  The game rules also have two other games that come with this product.  Artifaxx, is a lighter version of the game, that would be great
for younger players, and Solonauts is a solitaire version of the game.  So the next time your sitting around, wondering what could have been,
grab Chrononauts and you just might find out.

Brian’s Rating: Definitely my kind  of game.

PUBLISHERS!

SEND YER 

REVIEW COPIES TO:

KODT: BRIAN’S PICKS
Kenzer and Company

25667 H25667 Hillview Courillview Courtt
MMundelein, IL 60060 undelein, IL 60060 

MASTER MAZE: CAVERN SET
Dwarven Forge • E-mail: dwarvenforge@cs.com

WW
hat can I say? Dwarven Forge continues to put out quality prod-
uct and once again they’ve made Brian’s Picks with this latest
addition to their modular dungeon design series. The Cavern Set

allows you to create damp, twisty cavern passageways and rooms. Photos
just won’t do justice to the level of beautiful detail of these hand painted
sections. 

The set includes 4 curved wall sections, 3 straight wall sections, 2 com-
plex corner sections, 2 dead end sections, 3 floor sections, 1 corner con-
version section (allowing you to connect the caverns with the dungeons sec-
tions from the other Master Maze sets), 1 twisted conversion section, 2 sta-
lagmites ( I like to think of them as Piercers who missed their target) 1
medium flat rock. 2 small flat rocks, 2 small water ‘tubs’ and fifty ‘bow-
tie’ connectors. Each section even has a felt bottom to protect your play-
ing surfaces (mom’s dining room table). 

I highly recommend this one. It’s surprisingly affordable and the
durable resin should stand up to rigors of play for years and years. I can

hardly wait to see what these guys come up with next. Brian’s Rating: Highest Recommendation!
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1. The random number generator which came in the box
is a spinner, coin or a set of numbered chits.

2. You have to dig through five pages of errata sheets to
get to the rule book.

3. When you call the Customer Support number print-
ed on the side of the box it’s perpetually busy.

4. The manufacturer’s address contains the word
“Apartment” in it. (Or any other similar indication that
the game came out of somebody’s garage or basement such
as suite, PB, etc.)

5.  The credits on the title page looks like the author’s
family tree.

6. There’s no address or contact info for the manufactur-
er listed anywhere on the product.

7. You look at the credit page and apparently no one
wanted to take credit for it.

8. The cover price has been scratched out with a marker
and new, lower price has been penned in.

9. The game is a license of a popular movie, book or TV
show.

10. The blurb “The next D&D” or “Destined to be a clas-
sic” appears on the back cover.

11. The words “Diceless”, “Generic” or “Fun for the whole
family” appears anywhere on the product.

12.  There’s more errata than core rules.

13. Manufacturer’s website contains the words “person-
al”, “AOL” or “Yahoo”.

14. Opening the box is effectively the same as opening a
bag of potato chips. There’s a whoosh of air and you

suddenly realize there’s been considerable ‘settling’ dur-
ing the shipping process as you stare into an half
empty box.

15. The pad of character sheets which came in the box is
thicker than the rulebook.

16. The game came in an envelope, ziploc bag or any
other packaging available at your local grocery store.

17. There’s more whitespace per page than the movie
Fargo.

18. The so called ‘decorative border’ on each page takes up
35% or more of the page. (Which is clearly the design-
er’s attempt to spread his 32 page book over a 120 page
hardback edition.)

19. Where the ‘Art Director’ is normally listed on the
title page the words, “Clipart provided by...” appear.

20. The copyright notice is a list of sequential numbers.
(example: ©1976, 1982,1987,1996, 2000)

21. There’s any hint of future expansions on the back of
the box. Also the words “collectible” and “customizable
could (but not always) be indicators as well.

22. The rules read like a VCR manual.

23. The Customer Support Line listed in the rules is a 1-
900 number.

24. The designer hails from Idaho. Nothing good (as far
as games are concerned) ever came from Idaho.

25. You attempt to return the product and the clerk who
sold it to you pretends not to know or remember you.

GG IVIVEE UUSS YYOOUU RR BBEESSTT “S“SHHOOT”T”
got a parting shots of your own?

send it to Kenzerco@aol.com

Overheard at the TableOverheard at the Table
“That dude’s a freakin’ coward! Let’s slit his throat while he’s asleep”

-----
“I pretend like I’m listening to what he’s saying 

and then I punch him in the face when he isn’t looking.”
-------

“Ten gold pieces? Is that all he had on him? 
Damn,he was hardly worth rolling the dice for.”

oh man, that was 

AWESOME! and to think

\ almost went to my

SISTER’S WEDDING!!! 

\ would’ve COMPLETELY

missed the E.P.S 

for that KILL..



Glitter Fairy

The Fairy Meat Components
Pack is the answer! It is also

available now for $9.95.
CCoommppoonneennttss

PPaacckk

Hunter Fairy

Wild Fairy

Seasoned Fairy

Hardcore Fairy

SSPPIICCEE  UUPP  YYOOUURRSSPPIICCEE  UUPP  YYOOUURR

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

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

Fairy Meat is a bold adventure in miniature gam-
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.

Beautiful yet designed for
rugged gameplay, the five

piece Fairy Meat
Miniatures Set is 

available now for a mere
$12.50.

MMiinniiaattuurreess

© Copyright 2000 Kenzer and Company. All rights reserved.
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