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HackMaster “FOURTH EDITION”
In 2001, armed with a license to the Advanced

Dungeons and Dragons rules from Wizards of the Coast,
Kenzer and Company released HackMaster 4th Edition
— a ‘parody’ of the AD&D rules that captured the spirit
of the game seen in the comic (Note: there never was a
1st thru 3rd edition of the rules — that was part of the
spoof).

We took the basic AD&D
engine, mashed it with our house
rules from 20 years of play, added
a few new ones and then tacked
on certain aspects of HackMaster
familiar to readers of KODT to
create HM4E. Despite the fact it
was billed as a ‘joke game’ by
those that didn’t actually play it
(or merely flipped through it, or
worse, simply read someone
else’s opinion on the ‘net), there
was a very serious and robust
game beneath the hood. Tens of thousands of
fans who embraced the game figured it out, many
of whom considered HM4E to be what D&D 3e
SHOULD have been – the next iteration of Gygax’s
masterful RPG. And while others could never quite
see past the ‘joke game’ moniker, HackMaster 4E went
on to win Best Game of the Year in 2001 (beating out all
other RPGs, board games, card games and video games).

We heavily supported HackMaster 4E with literally
scores of core books, supplements and adventures
being released (including a full line of original minia-
tures) over a 3-4 year period.  For the first two years our
release schedule rivaled that of WoTC’s D&D 3.0 release
schedule.

In a market crowded with fantasy role-playing games
(not to mention a glut of d20/OGL product), HM4E
became successful beyond our wildest dreams – and
those of our licensor for that matter.  We were all very
pleased with what we did with the product line and we
continue to be very proud of it to this day. We knew
going in, however, that our license for the underpin-
nings of HackMaster 4E (the AD&D rules) would end in

six years.  So a plan was conceived — to develop a
NEW version of HackMaster wholly our own and
redesigned from the ground up after that license
lapsed. 

As much as we loved HM4E, the truth is it was only
as good as the engine it was built on.
Many of the innovations popular
with HM fans (like the honor system,
quirks and flaws, character protégés
etc) weren’t as good as they could
have been (having been tacked on
rather than ingrained into the rules).

GO WEST YOUNG MAN

Near the end of 2004 we began
development of the new
HackMaster game engine.  Though
we still had a couple of years left on
our license to AD&D, we knew we

couldn’t wait to design the new game or we’d have a
product hole on the order of years.  We also needed to
continue to support the HM4E game as 4 years is not
long enough for a product line.  We didn’t want to see
our fans cheated.  So we chose a different path.  While
we continued to release HM4E and Kingdoms of
Kalamar products under our license, we began develop-
ing the new HackMaster rules engine but in the form of
a new genre (for us).  We have always loved the Wild

H
ackMaster began life as a fictitious game played by the characters in a comic
strip, Knights of the Dinner Table. It was a game that initially spoofed AD&D but
eventually took on its own look and feel. One measure of this success was that

readers began asking for a REAL version of the game. That of course occurred a little
over ten years ago as of this writing. Because of HackMaster’s unusual origins and its
colorful history a lot of misconceptions have arisen around it. With the imminent
release of the new HackMaster Player’s Handbook upon us — we thought this would
be a good time to cast a dispel confusion spell over the situation and discuss the game’s
past as well as its future.
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West and universally had
been avid Boot Hill fans
from the early days, so we
settled on the plan to create
a HackMaster modern
game as our first release of
the engine. Thus the idea
for Aces and Eights:
Shattered Frontier was
birthed.  In that game you’ll
find the precursor to the
current incarnation of
HackMaster including such
things as the Honor, Skills

and Count Up systems as well as a test of our new pro-
duction values, printer and pricing model.  We released
Aces and Eights in 2007, three years after we began
work on it.  Like our previous RPG effort (HackMaster
4th Edition), it won Best Role Playing Game (Best Game
overall was no longer a category, sadly – apparently we
broke the mold) and some other awards for production
values and the like.  As an aside, I doubt there’ll be
another western that can hold a candle to Aces and
Eights (and they said we were crazy because no one
buys westerns any more). Now we had a solid product
line to bridge the next couple of years until we could
release the new HackMaster game.

THE HACKMASTER BASIC PRODUCT

We would spend the next five years developing the
rest of the HackMaster engine – we wanted a full-
fledged fantasy RPG with three 400-page rulebooks
backing it up.  However, we realized shortly after the
Aces and Eights release that we’d need a basic book to
bridge both the development gap and also answer one
of the biggest complaints about HackMaster 4E – the
cost to entry (the HM4E game had a $30 PHB, a $30 GMG
and at least one $20 monster book required for play, but
it was erroneously reported around the ‘net by naysayers
that all 10 monster books were required for a $260 total
investment; never mind that such incorrect opinions
were espoused by gamers playing D&D3e and buying
Monster Manuals I through IV plus a Fiend Folio and
several third party d20 monster books, but I digress).  So
in 2009 we decided to release enough rules to get a
gamer started -- HackMaster Basic was born.

HackMaster Basic is a ~200-page book that covers all
the core rules to the new game. Armed with a new spell
system, continuous initiative rules, opposed combat die
rolls among other innovations, HMB was to serve as an
interim product bridging the old HackMaster and the
new while the full rules were being put down in print-
able format.

HackMaster Basic contains all the rules a GM and his
players need to run a campaign for characters 1st
through 5th level, including a 75+ monster bestiary, a
GM section plus rules for the four basic classes (fighter,
mage, cleric, thief) and four basic races (human, elf,
dwarf, halfling).  To be clear, this is not a basic roleplay-
ing game, but rather the basics of HackMaster.  The

game itself carries a rich experience.  While simpler and
smoother-running than the other major games out on
the market, HackMaster can seem daunting because of
its free-form play (you needn’t ever wait for your ‘turn’
again, just like in Aces and Eights) and myriad of com-
bat options and tactics (which mirror real-life situations
and require true decision making and trade-offs in com-
bat).  HM Basic is intended to make learning the main
game easier and bridge the learning gap to the com-
plete Player’s Handbook.  One of the best features is
that we made sure that HMb presented the same rules
as the main HackMaster game – characters are immedi-
ately portable to the more advanced game with no
changes required.

Following on HMb’s heels came Frandor’s Keep -- a
campaign setting designed to take players from 1st
through 5th level as well as an array of adventures: The
Plague of Cosolen, Wrath of the Vohven, White Palette
Ivory Horns, In the Realm of the Elm King, Dusk of the
Dead and The Mysterious
Shrine.  

Additionally, while work
continued behind the
scenes on testing, format-
ting and graphics for the
full HackMaster rules, GMs
and Players have been fed a
steady diet of new rules and
material in the pages of
Knights of the Dinner
Table and HackJournal.
These articles include the rules needed to take the four
basic character classes up to 10th level, new spells, new
monsters, equipment, rules and even new races and
classes. While players devoured and red-lined the HMb
rules and supplementary material in HackJournal and
KODT, work continued in-house on the FULL rules for
the ‘new’ HackMaster (Note: we avoided the tempta-
tion to call the full rules, Advanced HackMaster or
HackMaster 5e as some continue to refer to it).

HACKMASTER (THE “NEW”)
Finally, in fall 2011 – 10 years after we released the ini-

tial HackMaster 4E game --  we released the first book in
the new HackMaster line: The Hacklopedia of Beasts.
This 384 page hardbound, full-color tome encased in
dragon-scale hide introduced the new look and feel for
the game and a hint of what was to come.  Without ques-
tion, the Hacklopedia of Beasts is the finest RPG book
ever produced – including every $100+ special editions
of other games – but for about half the price.  But its
physical beauty isn’t the only thing that sets it apart.
Each monster entry includes a first-hand account of the

HACKMASTER TRIVIA: Before KenzerCo decided to do
HackMaster as a game themselves they entertained
thoughts of licensing the game out to a third party. Both
White Wolf and Palladium Books were among the con-
tenders at one time for the license.
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creature, written by one of
six monster hunters familiar
with it.  Aside from the
usual rules-related material
(attacks, defenses, size,
damage, number appear-
ing, treasure, yield, etc.),
each entry also includes a
visual size chart,
tracks/markings, a sketch
from a naturalist, natural
range where it is most likely
to be encountered and
other useful information.

While no book can be without any typographical errors,
we believe this book sets the industry bar for best in
class in that area as well – it was edited and proofread by
literally hundreds of individuals.

PLAYER’S HANDBOOK

As you read this, the second installment of the three
core books is headed to the printer for a Summer 2012
release.   Boasting the same production values and simi-
lar page count to the Hacklopedia of Beasts (though
with a leathered rather than dragon-scale cover), the
HackMaster Player’s Handbook is a worthy addition to
the product line.  The volume covers all the rules neces-
sary for play through 20th level for about two dozen
character classes and a dozen races.  With hundreds of
spells, skills, talents and proficiencies as well as quirks
and flaws, your characters will always be unique, never
cookie cutter.  Every time you roll a new character, you’ll
be in for a brand new gaming experience.  We made sure
that HackMaster would have enough replay value to
last you the rest of your natural life.  Seriously – we’re not
exaggerating.  

GAMEMASTER’S GUIDE

The final core book rules installment will be the
GameMaster’s Guide (GMG), which we plan to release
in stores in 2013.  This tome will boast similar production
values and size as its two sister books (the Player’s
Handbook and Hacklopedia of Beasts).  Therein you
will find hundreds of brand-new magic items, critical hit
and fumble tables, crucial data on monsters and spells,
details for higher-level play and advancement rules for
formal training, as well as hundreds of miscellaneous
rules for things like traps and unusual situations.  The
GMG also covers Non-Player Characters extensively and
as many miscellaneous rules to cover the most common
campaign situations that we could conceive.  But of
course, in role-playing games, the one constant regard-
less of game or table is that the players will do the unex-
pected.  That’s why we are taking special care to ensure
that this guide is the definitive work on the subject of
GameMastering.  Chapters are devoted to advice on
everything from running the game and handling trou-
blesome players to making props, managing a cam-
paign, building drama, timing encounters, employing
outside resources and so-on.  While the 4th edition
book was brilliant -- clearly best in class for

GameMastering -- we really feel that the new GMG will
leave all past books of this type in the dust.  Yes, includ-
ing our own previous efforts.  This will be one book that
no GM playing any fantasy game should be without.

While the core books are printed and shipped to us,
we will also have a steady diet of both printed and PDF
adventures and supplements headed your way.  Aside

from the ten or so
products already
released, we have a
half-dozen or more
full-length adven-
tures in the works --
including the much-
anticipated Mines of
Chaos sequel to
Frandor’s Keep.

MoC expands on
Frandor’s Keep and
updates it for higher-
level play, taking
characters from 5th
level through 10th

level as well as expanding on recent happenings in the
Keep itself, giving life to the area.  A mega-dungeon and
wilderness adventure, Mines should last your group
months and months of weekly gaming.  We also have
several other full-length adventures in various stages of
editing and completion covering a range of experience
levels (first through tenth, generally).  We have lower-
level adventures set in swamps, cities, developed king-
doms, farming communities and in and around castle
ruins.  Our plan is to release these products every few
months in both electronic and print format with com-
bined offers for those so-inclined.  They will also cover a
range of pricing options so you can game regardless of
the size of your billfold.  Aside from adventures, we also
have two world supplements in the works (a city-state
and a wilderness area) and two more in their infancy
(also city-state and a wilderness area).  Beyond these we
have a steady pipeline of submissions actively being
worked by several highly skilled and dedicated free-
lancers.  Future support is not an issue.

Once the main books are complete, we have a steady
lineup of future supplementary products planned out
and in various stages of completion:

KINGDOMS OF KALAMAR CAMPAIGN SETTING

Every game needs a definitive setting and this is the
one for HackMaster.  While we’ve been playing and
releasing Kalamar products for 20 years, this will be the
first core release for the new HackMaster game.  The
setting will be revamped and updated to include the
new HackMaster races such as Grevans and Grel as well
as re-edited.  New material will be folded in and the book
revamped by the D-team as we’ve envisioned the line.
Whether new to Kalamar or an old fan, this book will be
a must-have.
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Problem solving underpins the play of any roleplaying
game, regardless of genre.  Whether that means overcoming
foes with superior tactics, answering a tough riddle or discov-
ering the secret room concealing fabulous treasure, all involve
overcoming a difficulty with your friends.  Nowadays, a fan-
tasy RPG devotee has many choices in which to indulge

problem solving with his fellow enthusiasts.  The trend over the last decade or so has been leaning toward the
heroic game.  After all, who doesn’t want to roleplay a hero?  Heroes are very good at resolving a crisis, whether
through force of arms, might of magic or otherwise.  Here is where the HackMaster game sets itself apart from
other fantasy roleplaying games.  The HackMaster game is about more than just playing a hero that fixes trou-
blesome predicaments.  Indeed, HackMaster allows for heroic play – play long enough and you will experience
such a game.  But HackMaster includes another element overlooked by the other games – the journey to becom-
ing a hero.

In HackMaster, players begin running characters generally little better than the local commoner.  True, some may
be head-and-shoulders above their fellow man, but this is the exception rather than the rule.  Most HackMaster
characters even have one or more weaknesses that make the road to hero even more difficult.  The challenge of the
game is to overcome difficult situations with a band of allies, none of whom are overly exceptional.  To find a liter-
ary example of this type of story, one need not look far.  Arguably (if not factually) the most popular fantasy story
of all is such a tale.  In Tolkien’s The Hobbit, the main character (as well as his dwarven companions) is a plain every-
day person. One of the reasons we love this story is because we can identify with Bilbo; he’s just like us.  We root
for him as he overcomes the odds on his journey to becoming one of the most storied heroes of Middle Earth.  The
Hobbit is about the journey to becoming a hero.  This is also the essence of HackMaster.

Certainly, playing a roving band of superheroes a la the Justice League has its place, but arguably this is far less
heroic than a commoner rising to the challenge.  True heroism comes from overcoming the odds and risking life
and limb in a perilous situation not the faux valor that comes from defeating supervillains when the chance of
failure is slim or none.  Does our society not love the story of the everyday man that saves a child from a burn-
ing building or rushing river?  In HackMaster, your character will be asked time and time again to display true
heroism, to overcome personal and situational deficiencies and rise to the challenge.  This is not to say that other
games are not fun, but I submit to you, gentle reader, that the journey from hero to superhero is less rewarding
(and therefore less enjoyable) than the journey from average to hero to superhero.  In HackMaster the most atyp-
ical thing about your character vis-à-vis society is his will to strive against the odds and make his mark in the
world.

If problem solving is the essence of roleplaying, then the journey to hero is the ultimate method of play.  The
multiplicity and diversity of available quandaries in HackMaster-type play unquestionably exceeds those of the
‘begin play as hero’ types of game.  Why bother ensuring your character carries enough rope when your party wiz-
ard can simply conjure some?  With every move, from positioning in combat, to how rooms are searched, to
equipping properly and so-on, if your characters begin as everyman, you’ll need to think through each and every
aspect of play.  Your characters will need to work as a team and plan to overcome obstacles.  And when you do
prevail, you will experience a feeling of exhilaration like no other – knowing you succeeded by relying on your
wits and gaming skill rather than the sheer awesome power of your character.  This is what sets this game apart.
Play HackMaster for a few sessions and you will realize that this is the last fantasy roleplaying game you will ever
need.

The world of HackMaster needs heroes like you – steel your nerve, ready your wits and answer the call!

Click here for more information

http://www.kenzerco.com/product_info.php?cPath=25_94&products_id=779
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SPELLSLINGER’S GUIDE
TO WORLD DOMINATION

This is the defini-
tive guide for mage
characters.  This book
will take characters
into the HackClasses
and up through level
thirty.  Packed with
new spells, mage
subclasses and
mage-specific gear
and equipment as
well as various other
celestial and wizardly

topics, this book is a must-have for anyone playing a
mage character and looking to take their game to new
heights.  From survival strategies, advice on roleplaying
to hundreds of new spells and guidelines for magic item
creation, if it’s about arcane magic, this book has it.

GRIFTMASTER’S GUIDE TO LIFE’S WILDEST DREAMS

This is the definitive guide for thief characters.  This
book will take characters into the HackClasses and up
through level thirty.  Packed with new subclasses and
thief-specific gear and equipment as well as various
other underworld topics, this book is a must-have for
anyone playing a criminally-minded character and look-
ing to take their game to new depths.  From survival
strategies, advice on roleplaying to spotting and reliev-
ing marks of their coin, scams to run and navigating the
politics of the three major guild systems (thieves, assas-
sins and beggars), if it’s about the underworld, this is the
place to start.

COMBATANT’S GUIDE TO SLAUGHTERING FOES

This is the definitive guide for the fighter character.
This book will take characters into the HackClasses and
up through level thirty.  Packed with new subclasses and
fighter-specific gear and equipment as well as new com-
bat-related rules, skills and talents, this book is a must-
have for anyone playing a fighter-class character and
looking to wade into melee (or snipe from afar).  From
combat tactics and advice on roleplaying front-liners to
carving out your keep and earning lordship, this is the
book for the serious combatant.

ZEALOT’S GUIDE TO WORLD CONVERSION

This is the definitive guide for cleric characters.  This
book will take characters into the HackClasses and up
through level thirty for all 43 religions.  Packed with
new spells, clergy-specific gear and equipment as well
as various other spiritual and priestly topics, this book
is a must-have for anyone playing a cleric character and
looking to convert the heathens to the straight and
narrow.  From survival strategies, advice on roleplaying
to hundreds of new spells and guidelines for magic
item creation, details on the outer planes and their rela-
tion to the material plane -- if it’s about the divine, this
book has it.

THE HACKLOPEDIA OF BEASTS VOLUME II
Also in the works is a second monster volume.  We

simply couldn’t shoehorn all the creatures we needed
into the first book, so we will release a second on the
coming horizon.  This compendium will wrangle down
coverage of some of the more dangerous denizens of
the monstrous kingdom, to wit Dragons, Demons,
Devils, Daemons, as well as many more mundane crea-
tures.  In all likelihood, we will release new
Hacklopedias on an infrequent basis as demand
requires and inspiration hits.

Of course, the game will also see fairly regular cover-
age in Knights of the Dinner Table and regular support
in HackJournal.  Beyond the above, we have several
world supplements and dozens of adventures in store
for our avid fan base.  

For those who are still on the fence or unconvinced on
the new HackMaster, we’ve put together a short article
to cover the whys and wherefores of the new system rel-
ative to the other systems on the market (current and
past).  If this article doesn’t answer all your questions,
feel free to drop us an email or visit our discussion
boards at www.kenzerco.com.

WHY PLAY HACKMASTER?
Certainly there are many rules systems available out

there, either already on your shelf or tugging at your
pocket book.  While we certainly understand, with all
due respect, if you aren’t playing HackMaster, you’re
missing out on a unique and awesome fantasy role-
playing experience.

HackMaster is all about the journey to becoming a
hero – rather than beginning play as a superhero of
some skill, HackMaster characters begin play hardly
better than peasants (although better equipped to some
extent).  It plays closer to The Hobbit and The Lord of the
Rings than Superman.  Here characters grow into their
heroic feats and beat the odds despite their overwhelm-
ing nature, generally by using wit and teamwork rather
than overpowering weaker opponents through superior
firepower.  If this sounds like the gaming experience you
like, prefer or want to try, we feel pretty strongly that if
you play HackMaster for 3-4 sessions, it will become
your fantasy game of choice.  But don’t take our word for
it – after all, we’re biased since we designed the game.
Below are some comments I found around the ‘net on
what makes HackMaster better than current/former
FRPGs that fans had been playing:

“HackMaster combat uses opposed dice rolls for the
attacker and defender so you always feel like you have a
hand in your fate, and also everyone can potentially move
every second. These two things keep every character con-
tinuously involved in combat. There is no, 'I can't do any-
thing else until my next turn' any longer.”

http://www.kenzerco.com/product_info.php?cPath=25_94&products_id=779
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“HackMaster has half-orcs, gnomes and
several unique character races available in
their core rulebook - but no absurd races
that make play balance extremely difficult
to maintain or challenge your suspension of
disbelief.  There are no half-dragons in
HackMaster.”

“HackMaster has a dynamic combat sys-
tem, but a tremendous amount of the game
is focused on exploration and roleplay.
Story Awards are written into the game as a
way to gain experience points, and players
can sometimes gain more EPs from averting
a fight than they could've gained for trounc-
ing their enemies. Not to mention
HackMaster takes place in a dynamic set-
ting, one that is rich, established and mysterious.”

“HackMaster places an emphasis on magic items being
extremely special.  You won't find minor magical items under
rocks in every village - acquiring a magical item is a real
accomplishment.  HackMaster has made magic special and
wondrous once again, like when I first started playing.”

“In HackMaster, potential Knights begin as ordinary
fighters and must prove their worthiness. Paladins are cho-
sen from the ranks of experienced Knights.”

“In HackMaster, rolling for good ability scores is part of
the challenge. You roll a straight 3d6 and receive in-game
rewards for not swapping them around.  The average stat is
something like ~11ish, but it also increases at every single
level.  The longer you live, the better you get.  Also, by encour-
aging a random distribution of stats, you’ll find smart or
charismatic fighters, for example.  Every character really has
a unique flavor as you find ways to compensate for unusual
deficiencies or strengths.  Coupled with optional quirks and
flaws, every character is completely different even if playing
the same race and class as the last character.”

“HackMaster is easy to GM, the combat system is active
and fun, and the designers create for the love of the game.
A new GM will pick up this game without difficulty. The
Basic book contains everything needed to get started--no
extra charts required.”

“I love the way combat works. I used to hate wait-
ing...waiting for my turn to come up. Waiting for the guys
tougher than me to make their attacks. Waiting to see if
they hit while the GM consulted the charts... This is real-time
and engaged. It has tension. Even a low attack roll can hit if
the defender's roll is weak enough.”

“The D-Team is writing a game that they want to play.
There is no giant toy company looking over their shoulders
while they write. HackMaster is a creative endeavor
inspired by the fun of sitting around a table slinging dice
with friends.”

“HackMaster has saving throws against poisons and
magic, not to mention it uses percentage dice for skill
checks.  The skill system allows for growth in skills but your
growth is not essentially eliminated by the ‘DC’ increase by

the GM – mostly the skills are used competitively against
NPCs and traps allowing for some value in increasing
weaker skills.  I find that both the jack-of-all-trades and spe-
cialists routes have their place.  In my old game you had to
pick skills and follow them forever lest you fall behind and it
becomes useless.”

“HackMaster has the 9-point alignment system, and
also has an honor system which gives in-game rewards to
players who play their characters as rolled.  This includes
their alignment (if you are talented at playing neutral evil, it
is to your benefit) and also the option of quirks and flaws,
for which having and playing also bestows you with further
benefits.  Roleplaying has really been emphasized more
than any game I’ve seen.”

�������

The HackMaster Association, Kenzer & Company's fan
group, was created in 2001 to help improve HackMaster
play. It has run and continues to run new face-to-face
and online HackMaster events and published products
for Kenzer & Company games. If you are ever in need of
pregenerated characters, an adventure, or advice on
how to improve your enjoyment of the game, there is a
large group of devoted fans to help you. The
HackMaster Association is designed so that your
favorite characters that you play with friends are usable
at any other table in the world where that Kenzer &
Company game is played. 

And perhaps most importantly to people who are
nervous about new game systems... HackMaster's
mechanics are unique and dynamic, but they also leave
you feeling extremely comfortable.  If you've played Old
School D&D, you'll feel like you've gone home - albeit to
a place that has been rebuilt and refurbished.  If you've
played New School D&D, you'll find a system that
improves on a lot of the things you've come to love.  But
best of all, the rules are extremely modular.  Use what
you like.  Leave out what you don't.  It won't hurt game-
play one bit.

The Hacklopedia of Beasts set the bar for the
core books to follow in the new HackMaster edition. 

Like Aces and Eights, these are massive tomes with leathered
covers and color throughout that inspires the reader.
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Holding its lonely vigil high in the rocky 
hinterlands, on the furthest reaches of
civilization, sits the military outpost known
as FRANDOR’S KEEP. 
Perhaps you come to the Keep as soldier, 
merchant, bounty hunter or wanderer, or
merely seek payment for a debt owed. 
No matter, for you are here now, in a
wilderness teeming with strange creatures

and fraught with danger   
— the perfect forge for you to hammer your career
upon...

Click here for 
more information

http://www.kenzerco.com/product_info.php?cPath=25_94_99&products_id=684


Two HackMaster adventures available now! Good old print or fancy-schmancy PDF 
(or choose a specially priced bundle with both). The Plague of Cosolen is an urban
adventure for levels 3-4 while Wrath of the Vohven is an epic quest designed for
novice PCs to advance to 4th-5th level by the conclusion. Surf on over to kenzerco.com
for more information.

"The long hours on the road have left you yearning for a good night’s rest
at your favorite way station. Decent food, a clean bed and live entertain-
ment have never sounded so good – especially so with those storm clouds
looming on the horizon, mounting winds and periodic raindrops herald-
ing some fouler weather to come. The warm glow of a fire and a hot meal
will be welcome, but where is the wait staff?”

Dusk of the Dead is a HackMaster adventure featuring a variety of
challenges designed for four to six 5th to 7th level player characters.

Detailing a haunted location off the beaten path, Dusk of the Dead
may be used by itself as a stand-alone one-shot adventure or easily
placed anywhere in the wilderness of an ongoing campaign. Located in
the wilderness near Frandor’s Keep, just off the Borderland Road,
Dusk of the Dead may also be employed as a follow-on for characters
completing the Frandor’s Keep mini-campaign and/or as an add-on or
segue into the Mines of Chaos series of adventures. The adventure
contains a myriad of hooks and ideas for introducing players to the sce-
nario as well as follow-on integration for on-going play with Frandor’s

Keep, the local towns of Vew and Sabden, as well as direct connections to the City-State of P’Bapar.
Like all Kenzer and Company products, Dusk of the Dead was designed with you in mind. The PDF is

designed both for traditional use on a PC or to print out on your own as well as being optimized for tablet use
with internal hyperlinks that allow you to tap on a map and jump right to the description or to follow other
internal references direct to the relevant page! We prepare all the details so you can spend less time flipping pages
(real or virtually) and more time gaming. Gamemastering has never been so easy or so much fun! 

Dusk of the Dead also features maps and illustrations by Knights of the Dinner Table's favorite cartograph-
er Craig Zipse!

http://www.kenzerco.com/product_info.php?cPath=25_94_99&products_id=764
http://www.kenzerco.com/product_info.php?cPath=25_94_99&products_id=764
http://www.kenzerco.com/product_info.php?cPath=25_94_99&products_id=749
http://www.kenzerco.com/product_info.php?cPath=25_94_99&products_id=749
http://www.kenzerco.com/product_info.php?cPath=25_94_99&products_id=788
http://www.kenzerco.com/product_info.php?cPath=25_94_99&products_id=788



