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Welcome –
Welcome, one and all to the Munchkin’s Guide to Power

Gaming!
What is a munchkin? Well, we’re not referring to the cute

little fellows from The Wizard of Oz (though even they might
be capable of munchkinism after reading this book). We’re
talking about power-gamers, mini-maxers, twinks, gun-bun-
nies, combat-wombats, and purveyors of ultra-violence.
Those guys that demolish your average GM’s intricately
developed plots by killing everything in sight and somehow
jumping straight to the end of your story without passing
through the middle. They’re the ones that you know have to
be cheating with their dice when they claim to have three
maximum stat rolls in a row; then, when you check, they roll

it again. They’re that strange combination of luck, cheek,
and aggression that most people seem to think is the bane of
roleplaying today. 

We’re not here to judge. Most people are munchkins
between the ages of eight and thirteen, but some just don’t
grow out of it. What you hold here in your hands is a guide
to the very nature of the munchkin. What makes them tick?
How do they fake those stupendous die rolls? How do they
come up with a death machine when you’re trying to play
Pixies and Flowers™? How exactly do they make you allow
them to play these characters? These questions, and more,
will be answered inside. Welcome to the bloody, sweaty,
testosterone-laden lair that is the home of the munchkin . . . 

3Introduct ion

INTRODUCTION

DDIISSCCLLAAIIMMEERR
Throughout this book we have used

the male pronoun “he.” This is, 
of course, because we are sexist,
misogynist scumbags who hate
women and wish to insult them.
This book also contains rude
words, references to the occult,
horrible, nasty, violent descrip-
tions of things and general
mickey-taking.

The authors obviously
believe in magic and often sac-
rifice children. And we like to
encourage satanic practices in
others, especially impression-
able young teenagers with a weak
grasp on reality. We exist for no
other purpose than to corrupt your
children to the dark side, and we
know that AD&D spells are both real
and powerful. If you give us any hassle, we

will hex you until you glow, fireball your
house, and Polymorph Other your cat into a

hydra. For those of you of a similar
magical persuasion there is, inscribed

on this book in invisible runes, a
special message just for you.

In addition to forming the
Young Men’s Satanic
Association, we also like to
keep our work extremely
depressing, angsty, and horri-
ble. This is in order to twist
young minds into commit-
ting suicide or murder.
Unlike most writers, we alone
realize the value of wiping out
most of our customer base and

causing the rest to be incarcerat-
ed. Thank you for your attention.
– Grim & Steve

PS. For the terminally brain-
impaired, we are of course teasing.

Except for the hexing bit.

Pointless Stuff They Always
Put at the Beginning of
Roleplaying Books



Aberrant, 97.
AD&D, see D&D.
Aikido, 62, 63.
Aircraft, see Vehicles.
AIs, see Artificial Intelligences.
Aliens, 55-58, 65, 66, 67, 68, 73, 74,

77, 97, 108, 113, 117.
Alignments, 39-41.
Angst, 87-89, 97, 98, 99.
Animals, wild, 66, 81-82; see also Cats,

Rats, Bunnies and Burrows, etc.
Anti-matter, 68, 69.
Ants, cruelty to, 42, 45, 51, 74, 82.
Armor (personal), 7, 9, 29, 30, 35, 42,

44, 48, 50, 62, 66, 67, 69, 71-72, 87,
91, 93, 95, 100, 101, 106, 111, 112,
114-118, 122, 126.

Artifacts, magical, 34-37, 91, 99, 118.
Artificial Intelligences (AIs), 20, 65,

69, 114, 117.
Assassination, 54, 59.
Australia, 5, 83.
Bases, see Secret Bases.
Beams, see Rays.
Beer, 6, 16, 17, 59, 61, 93, 95, 116,

118, 126, 127.
Blood!, 18.
Boiling oil, 44, 45; see also Lard.
Bond, James, 48, 59, 60.
Boo-Tin, 62, 63.
Boxing, 20, 62.
Bribery, 21, 94; Bribing Cthulhu, 122.
Brief History of Time, A, 68, 91.
Bunnies and Burrows, 8.
Call of Cthulhu, 22, 118.
Cannabis, see Marijuana.
Cannibals, 80-81.
Capoeira, 61.
Card games, see Collectable Card

Games.
Cars, see Vehicles.
Castles, 42-45, 125.
Catapults, see Siege Engines.
Cats, 3, 7, 12, 33, 68.
Central Casting, 16.
CCGs, see Collectable Card Games.
Champions, 97.
Chan, Jackie, 18, 61, 113.
Character classes, see Stereotypes.
Character sheets, 8, 13-14, 20.
Chocolate, 6, 13, 14, 17.
Clothes, 9, 34, 38, 39, 48, 50, 71, 87-

89, 93-94, 99; GMs’ taste in, 104;
GM tearing, 105; Players’ taste in,
105-106; see also Armor, Underwear,
Stockings, Tights.

Coffee, 5, 9, 65.
Collectable card games, 5, 9.
Computers, 5, 20, 48, 55, 58, 73, 86,

101, 103, 113, 114, 115, 117, 125;
see also Artificial Intelligence.

Conspiracies, 47, 55, 57-58, 112, 113.
Cops, see Police.
Corporations, 21, 54, 70, 71, 118,

122.
Cosmetics, see Make-Up.
Crack, 5, 9, 97.
Crime, perfect, 53.
Crossbows, 16, 28, 38, 86.

Cushions, 84-85.
Cyberpunk (game), 14, 87, 105.
Cyberpunk (genre), 55, 70-72, 114,

115, 116.
Cyberware, 71, 116.
D&D (including AD&D), 3, 5, 8, 13,

30, 72, 87, 110.
Dice, 3, 5, 8, 11-13, 18, 21, 22, 23,

103-105, 110, 123.
Die, see Dice, Monsters, Munchkin,

NPCs.
Donuts, 116, 122.
Dragons, 29-30, 31, 37, 110, 111.
Dreams, 119-120.
Dripping, see Lard.
Drugs, 16, 53, 54, 89, 97, 98, 106,

116-117; see also Crack, Marijuana,
etc.

Elves, 15, 28, 72.
Experience (points), 5, 20, 42, 103,

116.
Explosives, 7, 47, 50-51, 66, 83, 90.
Familiars, 33.
Fantasy (genre), 25-45, 72, 110-111;

Cloned novels, 4.
Firearms, see Guns.
Feng Shui, 8, 14, 62, 63, 113.
Fish, 18, 35, 83; transforming into coffee

mugs, 104.
Force-fields, 44, 67, 100.
Formica, 93.
France (and the French), 9, 61, 97.
Friends (TV show), 97, 108.
Freeform, see Live-Action, Interactive

Theatre.
French, see France.
Fwackoom (and Fwackooming), 5,

27, 29, 31, 33, 69, 101, 121.
Gangs, 51, 70, 116-117.
Genetic engineering, 15, 108.
Goblins, 40, 110, 111.
God, 34, 73, 108.
Gods, 8, 11, 17, 34, 43, 120; literally

unspeakable names of, 119.
Goths, 79, 87-89, 104-105.
Gun-bunnies, see Munchkins.
Gun-Fu, 20, 47, 63, 71.
Guns, 8, 17, 19, 20, 47-53, 56, 59, 60,

61, 63, 66, 69, 70, 71, 72, 73, 76,
77, 79, 80, 86, 97, 99, 103, 109,
112, 114, 115-116, 118, 121, 124;
rail guns, 69, 71, 115, 125; see also
Gun Fu, Shotguns, and Weapons,
Talking.

GURPS, 16, 97.
Halflings, 15, 30, 35, 36, 37, 38, 41,

45, 111.
Hamsters, 9, 48, 68.
Heroes Unlimited, 97.
Hitler, Adolf, 9, 104.
Horror (genre), 18, 47, 78-91, 118-

121.
Houses, 48, 51, 83-87, 99, 100, 125;

see also Castles, Secret Bases.
Insanity, 91, 108, 114.
Insects, 29, 81, 82; see also Ants, 

cruelty to.
Interactive Theatre, 5, 95; see also

Live-Action.

Joints, see Marijuana.
Judo, 63.
Karate, 62.
Kendo, 62.
Kobolds, 111.
Kult, 105, 118.
Kung Fu, 15, 61, 63.
Lard, 44, 111, 119, 127.
Lasers, 16, 59, 60, 61, 66, 67, 69, 70,

71, 73, 74, 77, 97; sights, 8, 50; see
also Rays.

Live-action (games), 4, 5, 92-95, 109.
Mage (game), 104, 113.
Magic, 11, 15, 22, 26, 28, 30-39, 43-

45, 72, 90, 94, 99, 111, 113, 120,
121; authors’ use of, 3; points, 5.

Magick, see Magic.
Make-up, 4, 5, 88, 105.
Maps, 111.
Marijuana, 6-7, 12, 16, 106.
Martial arts, 16, 47, 61-63, 70, 74, 86,

113; see also individual Arts by name.
Mecha, see Robots, Giant.
Men in Black, 51, 57, 112.
Millennium’s End, 20.
Miniwand, 36.
Modern (genre), 15, 20, 46-63, 112-

114.
Money, 16, 20, 21, 49, 53, 54, 55, 57-

58, 71, 101, 118, 122-123, 125.
Monopoly (game), 4, 9.
Monsters, 29, 31, 36, 37, 42, 79, 80-

83, 84, 86, 87, 110-111, 118-119;
Distracting with halflings, 41; see also
Aliens, Dragons, Goblins, Kobolds,
Munchkins, Orcs, Serial Killers, Spice
Girls, Zombies, etc.

Motorbikes, 118, 127.
Mower of Utter Devastation, 35.
Munchkins, 1-127.
Ninjas, 14, 20, 48, 62, 104; see also

Ninjutsu.
Ninjutsu, 14, 62; see also Ninjas.
NPCs, 5, 15, 24, 33, 48, 70, 81, 104,

110-111, 113, 114-118, 121, 123,
125.

Ogres, 26-27, 31, 42-43.
Orcs, 5, 6, 26, 27, 29, 39, 40, 45, 110,

111.
Outer Horrors, 90-91.
PBEM, 5.
PBM, 5.
Pixies, 3, 72, 109, 111, 126.
Pizza, 14, 21, 55, 57, 68, 69, 86, 91.
Play-by-e-mail, see PBEM.
Play-by-mail, see PBM.
Police, 18, 53, 60, 112, 116, 118, 121,

125.
Politics, 58, 118, 126.
Pot, see Marijuana.
Potions, 35-37, 38, 45.
Pretentiousness, see Interactive

Theatre.
Psionics, 15, 30-33, 56, 69, 73, 100.
Rail guns, see Guns.
Rats, 81.
Rays, 24, 66, 73, 126.
Robots, 73, 116, 121; Giant, 74-77.
Sanity, see Insanity.
Satan, 34.
Savate, 61.
Schwarzenegger, Arnold, 109.
Sci-Fi, 55, 64-77, 115, 116.
Secret bases, 48-49, 55-57, 102, 126;

see also Castles, Houses.
Serial killers, 81, 83, 105, 120.
Sex, 21, 53, 59, 95; Impotence, 17.
SF, see Sci-Fi.

Shadowrun, 13, by implication, 72.
Shotguns, 47, 49-50, 52, 79, 84, 86,

89, 112, 125; see also Guns.
Siege engines, 28, 42, 43, 45; halflings

as ammunition, 41.
SLA Industries, 18.
Spaceships, 56, 58, 65, 66, 67-69, 73,

117, 118, 125; see also UFOs.
Spears, 28, 86.
Spells, see Magic.
Spice Girls, 9, 28, 90, 91, 114, 122.
Spiders, 82.
Spies, 59-61.
Splatterpunk, 79-81, 87, 118-119.
Spliffs, see Marijuana.
Star Trek, 89, 101, 115.
Starships, see Spaceships.
Stereotypes, 38-39, 74-75, 88.
Stockings, 7; see also Tights.
Sumo, 62.
Superheroes (genre), 96-102.
Survival nuts, 52, 79, 112.
Swords, 8, 26-28, 30, 35, 61, 73, 77,

93, 111; Sword of Anything
Substantial Slaying, 35.

Tai Chi Chuan, 63.
Tech levels, 73.
Telekinesis, 31, 32, 69, 100.
Telepathy, 8, 69, 100.
Television and TV sets, 7, 24, 58, 79,

86, 87, 102, 109, 117, 121.
Tights, 88, 96; see also Stockings.
Toon, 87.
Trinity, 97.
Traps, 41, 111, 124; use of teenage cou-

ples as, 81; use of other players to
detect, 106.

Trolls, 15, 29, 39, 45, 72, 111.
TVs, see Television.
Twinks, see Munchkins.
UFOs, 55-58, 112.
Underground (game), 97.
Underwear, 61, 74, 86, 93, 102, 127.
Vampire (game), see Vampires, White

Wolf.
Vampires, 6, 8, 87, 89, 95, 105, 126;

see also White Wolf.
VCRs, 18, 86.
Vehicles, 48, 50, 55, 60, 74, 76, 84,

112, 125; destroying with small
weapons, 51.

Violence, see Munchkins.
Wargames, 9.
Weapons, 17, 18, 20, 26-28, 34, 35,

44, 45, 48-50, 52, 54, 55, 58, 60, 61,
66, 67, 69, 70, 71, 72, 73, 74, 76,
77, 79, 82, 83-87, 90, 93-95, 101,
103, 106, 108, 112, 114, 115, 116,
117, 118, 124, 125, 126; Halflings
as, 41; Substitutes for sexual potency,
17; Talking, 26-27, 35, 99; see also
Guns, Swords, etc.

Whiskey, see Whisky.
Whisky (including Whiskey), 14, 127.
White Wolf, 5, 87, 97, 113.
Wigan, 127.
Wine, 34, 93, 95, 104.
Wing Chun, 63.
Y-Fronts, see Underwear.
Yorkshire, 69.
Zombies, 32, 79, 80, 86, 87, 110, 
119, 125, 126.
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