
HACK!
The Knights of the

Dinner Table Card Game

Welcome to HACK!, the fast-
paced, hilarious game of dungeon-
crawling doom! If you’re familiar
with the magazine/comic strip
Knights Of The Dinner Table (KODT),
you’ll recognize all the elements of
HACK! If you’ve never heard of
KODT, then we’re happy and
amazed that someone pinned under
a rock, deep in a cave, on a lost
desert island could get a copy of our
game! We hope you enjoy playing it
with your fellow castaways.

Your goal in HACK! is to survive
the dreaded Tomb of Vectra. You’ll
have to fight monsters, negotiate
with NPCs, and disarm traps to find
the exit. Death lurks around every
corner, so expect to die early and
often! The rooms and corridors of the
dungeon are played from your hand
of cards, so the dungeon will be dif-
ferent every time you play.

What You Need
To Play

Each player needs a HACK! Deck.
They come in five flavors: B.A. (The
GameMaster), Bob (Knuckles the
Thief), Dave (El Ravager), Sara
(Thorina), and Brian (Teflon Billy).
We recommend that you and your
friends all use d i f f e r e n t d e c k s ,
although you can play two or more
of the same deck if you insist (it’s
just not as much fun). 

Each player needs one six-sided
die, referred to as "1d6". You may, of
course, bring all the dice you own to
the table if you feel insecure without
them. We understand. You may find
that your friends are especially
impressed if you brag about your
old Gamma World dice or your orig-
inal D&D dice with the crayon still
marking the numbers. And, of
course, if you have one of those cool
round d6s that never stop rolling,
use it. Everybody loves those.

Getting Started
Search through your deck and

take out your Character card. That’s
the one with the picture of the char-
acter and four stats listed along the
bottom. Put that card in front of you.

Next, search for your Entrance
card. One player places an Entrance
card in the center of the table. The
other players don’t need their
entrance card (put them under your
Character card). There’s nothing
special about using your Entrance
instead of someone else’s. It doesn’t
give you any bonuses to your initia-
tive, or your mapping skill. If you
get your ass handed to you early in
the game, and you get all bitter and
pissed off, you can’t take your
Entrance and go home just to teach
those other numb-dice a lesson.
They all have their own Entrance
they can use if they have to. So there.

Next, find your Counter card
(the one with stand-up representa-
tions of the characters) -- cut and
fold as necessary to create a won-
derful and moveable playing piece!
You also might want to use your
favorite metal miniature instead
but, if it’s lead, please don’t suck on
it during the game. Or better yet,
head down to your hobby store and
pick up a set of those really kewl
KODT miniatures. 

Place your counter at the
Entrance. Shuffle your deck (absent
the Character, Entrance and Counter
card) to create a draw deck. Roll 1d6.
High die goes first, reroll ties, play
proceeds clockwise.

Victory
The first player to end an action

on an Exit wins. Other players are
allowed to react to this movement
onto the Exit card by playing one
Encounter or any number of appli-
cable Events cards. 

Additionally, the four dungeon-
crawling characters (not B.A.) have
the Legendary Hand of Vectra card
in their decks. This Item is played
after any Encounter, just like any
other Item. It can be used only in the
Inner Chamber of Vectra. Note that
you do not discard the Hand when
you die normally, only if you die as a
result of attempting to use the Hand. 

B.A., the GameMaster, has his own
victory conditions. Take a gander at
the GameMaster section later.

Cards Triumphant!
If a card effect specifically contra-

dicts the rules presented here, the
card takes precedent.

Onward and Downward
Once everyone has gathered at

the Entrance and figured out who
goes first, each player should draw
five cards. The player going first is
the current player. For the most part,
we refer to the current player as
"you" in the remainder of these
rules. 

Your turn consists of three
actions. Each of the following things
counts as an action.

•Playing a Rule card
•Removing a Rule card
•Discarding X cards to draw X

cards
•Passing
•Playing a Room
•Moving into a Room

These may be done in any order
or combination. You may play a
Room, move, and play another
Room; play a Rule, move into a
Room, and discard/draw three
cards; etc. Note that playing an
Event does not use an action. 

Any time you play a card, draw a
card immediately after the effects
of the played card have taken place.
Thus, if you play an Encounter you
must wait until the dice are rolled,
the character wins or dies, or the
other effects of that Encounter are
resolved before you draw a new
card. If you play an Event, you must
wait until the effects of the Event are
resolved before you draw a new
card.

P l a y ing a Rule Card
A Rule card changes the game in

favor of the player who played it.
You may, as an action, play a Rule
card from your hand, placing it face
up in front of you. The effects take
place immediately, but you may not
be able to use the Rule right away.
For example, a rule that allows you
to do something "at the beginning of
your turn" cannot be used the turn it
is played. 

Removing a Rule
Card

As an action, you may try to
remove another player’s Rule. To do
so, you and the other player both roll
1d6. You add the result to your Rules-
Lawyering skill; the player in control
of the rule adds his result to the
Difficulty number of the Rule. If your
result is higher, you may remove the
offensive Rule. If your result is lower,
nothing happens -- apart from wast-
ing an action and looking like an idiot.

Discarding &
Drawing Cards

You may, as an action, discard
any number of cards from your
hand, and redraw exactly that num-
ber of cards. When you draw the

last card of your draw deck, reshuf-
fle your discard pile and make a
new draw deck.

Passing

If you like the cards in your hand,
and don’t have anything in particu-
lar that you want or can do, you may
pass as an action.

Playing Rooms
All Rooms have doors or door-

ways. You can only play a new
Room a d j a c e n t to the Room your
character is in. 

Each Room can be played in any
orientation, so long as the doors or
doorways line up with those of a
Room already played. You cannot
play a Room on top of any portion of
another Room. Unless you are play-
ing an Exit, you cannot play a Room
if it would "close" the dungeon and
leave no available open doors.

If another Room from another
part of the dungeon blocks a Room
with an available door or doorway,
the blocked passage is no longer
usable or open. You’ve no doubt
heard of (or even played through)
those great nonsensical dungeons
with diagonal walls, dead ends and
doors the go nowhere. HACK! is just
as likely to have dungeons that
would drive any right-thinking
architect mad.

Playing the Exit
There can be any number of Exits

from Vectra’s Tomb. You have two
Exits in your deck (unless you are
playing B.A.’s deck; he doesn’t want
anyone to leave -- alive, that is). The
Exit may not be placed unless at
least three other Rooms are between
it and the Entrance.

Moving
You may, as an action, move your

character into an adjacent Room.
Immediately upon doing so, you
may search the room. After search-
ing, the other players get the oppor-
tunity to react by playing
Encounters. If you enter a room via
any method other than moving into
it as an action from an adjacent
room, you may not search and your
opponents may not play Encounters
or Events on you (but you may have
to face a face-down GM Encounter,
see the GM rules below).

Searching
Any time you move into any

room, you may search the room for
treasure left by previous vict . . . er,
adventurers. You can opt to skip this
for any reason (such as having no
Items -- you pitiful soul). Your target
number is 1 + the number of rooms
that you are away from the Entrance.
So, when searching in one of the
rooms adjacent to the Entrance, your
target number is 2. If you’re in the
second room away from the Entrance
(not counting the Entrance), your tar-
get number is 3. If you are in the
Entrance, it’s 1. And so on.

If you roll this target number or
lower on 1d6, you may immediately
play an Item from your hand. The
Item is played face up in front of you
and you immediately gain its bene-
fits. This may seem like generosity on
our part, but we assure you this is not
the case. The adventurers who went
before you found some Items too, and
look how much good it did them. 

Playing Encounters
After you move into and search

the Room, the other players may
react by playing Encounters. Starting
with the player on your left, each
player may play a Monster, NPC, or
Trap on you. These, and only these,
are considered Encounters. Only one
Encounter may be played per move-
ment action. If all players pass, you
may continue with your next action. 

To resolve an Encounter, roll 1d6
and add the result to your relevant
stat. The relevant stats are:

•Combat for Monsters
•Thieving for Traps
•Negotiation for NPCs

The player who played the
Encounter also rolls 1d6, adding the
result to the Difficulty number listed
on the Encounter card.

If your result is higher than the
Encounter’s result, you beat it --
trashed the Monster, defused the
Trap, out-smarted the NPC.
Traditionally, this is the point in the
game where you talk smack. The
Encounter card is discarded and you
may take your reward. If you have
an item in your hand, you may play
it. The Item is played face up in front
of you and you immediately gain its
benefits. 

If the Encounter’s result is higher
than yours, you die (see Dying
below). That sucks. Be prepared for
the inevitable verbal abuse from
your "friends." The Encounter card
is discarded.

Some Encounters are nastier if
you run into them deeper in the dun-
geon. Those Encounters are marked
"+X Difficulty per Room from the
Entrance." Count the number of
rooms from the Entrance to the room
in which the Encounter was played
in, and add that number to the
Difficulty number. Use the shortest
distance between the Entrance and
the Encounter room, and don’t count
the Entrance. No sense making it any
bloodier than necessary.

Dying
If you die for any reason, you lose

one Item and the rest of your turn.
You must relocate your counter to
the Entrance.

The following sentence is for our
anal, rules-lawyer players (whom
we love dearly, bless 'em): "dying" is
the same as "being killed." 

Not Dying
A few cards can be used after

something (maybe an Encounter or
an Event; it’s specified on the card)
has killed you to prevent you from
dying. These cards are played after
the result of the Encounter is known
(hint: you lost). The Encounter is dis-
carded. Unless the card that saved
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you specifically instructs you to
relocate yourself, discard some-
thing, whatever . . . . you stay in the
Room you were in, don’t lose an
Item, and don’t lose the rest of your
turn. You have not defeated the
Encounter, though, so don’t crow
too much. You cannot play an Item.

Playing Events
Each Event tells you when it can

be played. Any time this condition is
met, you may play the card. Yes, this
means you can, and often will, play
Events when it’s not your turn. 

The Event’s effects resolve imme-
diately. If more than one player wants
to play an Event at the same time, go
in clockwise order starting with the
current player. Events are always
played from your hand. If an Event
has an effect that requires it to be in
play in front of a player, that player
gains or suffers the effects of that
Event, but may not then pick it up and
play it as though it were in his hand.

Events that are played "after any
action" are used after all effects of an
action have resolved. In the case of a
movement action, this means after
searching, after the other players
have played Encounters, after the
Encounter has been resolved, and
after an Item (if any) has been
played. Note that those Events
which save a player from dying are
not played "after any action," and
thus need not wait for the end of an
action. These may be played as soon
as the outcome of the encounter is
known (after dice are rolled).

Ties
Any time you and another player

roll and get a tie result (after all
modifiers are applied), both players
re-roll. Continue to re-roll until you
don’t tie. Take all night if you need
to. The other players love this.

Losing An Action/Turn
Some card effects cause you to

lose your "next" action. If this occurs
after, or as a result of your last action
in a turn, you lose the first action of
your next turn.

If something forces you to lose a
turn, you always lose your next turn.
And yes, it is possible to lose your
next turn, but still have actions
remaining in your current turn.

"You"
Players usually speak in first per-

son, even though it freaks out the
straights. We do the same thing. "You"
and "Your character" are synonymous.
We usually only specify "your charac-
ter" when we mean "the chit you use
to represent yourself on the map."

Whenever an Encounter says
"you" it means "you who are facing
this Encounter," not "you who
played it." 

Rooms occasionally refer to
"you." In that case, they mean "you
who are in this Room." 

Rules, Events, and Items that say
"you" mean "you who played this
card," or "you who are equipped
with this Item."

Stealing and
Discarding Items

Whenever a game effect causes
you to discard, or allows you to steal
an Item, it always means "an Item
that someone has played." You can’t
steal Items or force people to discard
Items from their hand unless the
effect specifically states this.

Nothing Happens
Occasionally cards will instruct

you to do something impossible, like
discard an Item when you don’t
have one. In these instances, nothing
happens. 

The GameMaster
The GameMaster makes life more

difficult by playing Encounters on
characters and revealing new,
unpleasant Rooms. Indeed, he takes
a certain glee in slicing characters
into tiny little bits. This is one of the
perks of the job and is encouraged at
all levels of play.

The GameMaster gets a turn just
like everyone else. Each of the follow-
ing counts as one of his three actions.

•Playing a Rule card
•Removing a Rule card
•Discarding/drawing Xcards
•Passing
•Playing a Room card adjacent to

any Room that has a character in it.
•Playing an Encounter face down

in an empty Room.

The first five actions are pretty self-
explanatory. The last one is special.

The GameMaster may, as an
action, play an Encounter card face-
down in an empty Room anywhere
in the Tomb. Any player entering
this Room immediately turns the
card face-up and encounters it just
as though it had been played on
him. This Encounter counts as the
only one allowed for that character’s
movement action. If it defeats the
character, it counts toward the
GameMaster’s victory total. In sum,
the GameMaster gets to leave nasty
little surprises around the Tomb,
just for characters to stumble into.
Just like in real life.

The GameMaster can play an
Item after killing a character with
one of his Encounters. If the
GameMaster loses an Encounter, he
must discard one Item of his choice. 

The GameMaster wins if his
Encounters cause one death, plus one
for each player (we have provided
handy tombstones in B.A.’s deck to
help mark each tragic demise). Thus,
in a four-player game (the GM and
three characters), the GameMaster
must kill a total of five characters to
win. The GameMaster doesn’t get
kills for deaths that occur as a result
of Events, or Rules. It doesn’t matter
how the GameMaster’s kills are
divided up. If playing, for instance,
against Bob and Dave, B.A. must get
four kills. This could be two Bob
deaths and two Dave deaths, all four
Dave deaths, or some other combina-
tion of carnage.

You’ll notice the GameMaster has
only one stat -- Rules-Lawyering.
This is because he doesn’t move
through the dungeon, or face
encounters. Still, he can try to get rid
of other player’s Rules. Just like a
GameMaster to pull something like
that, eh?

Any cards that specifically affect
the GameMaster may be played on
any player if the B.A. deck is not in
play. Otherwise, they must be
played on B.A. If you play a card on
B.A. that would "kill" a normal char-
acter, B.A. loses his next turn.

Two-Player Games
with the GameMaster

In two-player games, your best
bet will be two of the character
decks. Using the GameMaster deck
in a two-player game twists things a
bit. In that case, use the following
additional rules.

You may draw a card you can’t
ever play. In that case, discard the
card and draw another. 

Remember that B.A. is easy to
frustrate and confuse. When some-
one is playing B.A. in a two-player
game, the other player gains the
ability "Befuddle B.A." When B.A.
plays an Encounter on you, you may
respond by playing an Encounter
from your hand in an attempt to
confuse him. You and B.A. both roll,
adding your individual Rules-
Lawyering skills to the result. If

your Encounter has a higher
Difficulty than B.A.’s Encounter,
you gain +1 to your roll. If your
Encounter is the same type as B.A.’s
Encounter (i.e., you both play
Traps), you also gain a +1 to your
roll. If your total is higher, the
Encounter is canceled. No one dies,
and no one can play Items.

Finally, its possible that someone
gets the crazy idea of playing a two-
player game with two GM decks.
We can’t stop you -- far be it from us
to publicly question the sanity of
any customer. Instead, we’ll point
out that it’ll just be the two of you,
sitting there arguing, with no one
moving, dying or getting one wit
closer to victory. This is an excellent
simulation of what happens when
two GMs really do hang out, but it
doesn’t make for a fun game. We
suggest that, in these instances, you
two just arm wrestle.
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