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The Campaign Book is constructed for double-sided printing. This means that some pages may be blank to 
optimize the use of this book. For those people printing on single-sided pages, blank pages can be moved with 
selective printing.  
 
Along with the title page, pages i, ii, 3, 4, 5, 6, 7, 150, 170, and 171 are color pages. They are still viewable as 
grayscale.  
 
Questions regarding the campaign, suggestions for campaign improvement, volunteer offers and suggestion 
requests to get LKoK started in your area can be sent to lkok_questions@kenzerco.com.   
 
Questions regarding specific roles within the campaign can be directed to the appropriate director. See the 
Campaign Rulings and Information in this book for more information regarding the directors.  
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FORWARD 
  
We've come a long way. 
 
 Since the last incarnation of this Campaign Book, published in September of 2003, the world of the 
Living Kingdoms of Kalamar campaign has changed. The war has officially started, and the adventurers of Pekal 
faced down the army not only of Tokis, but of the Vast, and stopped her progress at the gates of Baneta. Intrepid 
patriots have gathered all the pieces they need to free a lich from oblivion and restore it to undeath. A soup 
kitchen has appeared in Old Town. 
 The world outside the campaign has changed as well. Our staff has grown, shrunk, and grown again. 
Our characters have begun to hit eighth level and are continuing to progress swiftly. We've introduced new books 
from both Kenzer and Company and Wizards of the Coast, opening new options to our player base. The guilds, 
churches, and organizations of Pekal have been fully fleshed out. Day Units have long disappeared in favor of the 
Non Adventuring Activity. 
 Much has changed. Happily, the heart of the campaign has remained the same. Our players, some of the 
finest gamers I've ever encountered, are just as loyal as they were at the start of the campaign; through periods of 
slow module production through breathing life back into the campaign, the players have been there, urging the 
staff on, keeping the world alive. 
 When Joe Selby wrote his introduction to the Campaign Book in 2003, he talked about what an amazing 
place Living Kalamar is to be. The plan of the staff at that time was to implement a long term plan with a 
longer-term goal and to make Living Kingdoms of Kalamar the premier role playing game in the RGPA. Our new 
staff, formed in May of 2006, has picked up that ball and has started it rolling again. In order to realize that dream, 
we hope to be releasing more of the adventures that LKoK players have come to love: the type that feature 
interesting and exciting adventures, involving NPCs, intriguing opportunities to explore the world of Tellene, and 
gaming that involves just as much role play as it involves combat. These adventures are more than just play 
opportunities: they are chances for the players to make a difference in the world of the campaign, to take Tellene 
by storm, to shape the future. 
 Of course, the campaign staff can't do this alone. So much of this campaign depends and has always 
depended on the players. Since the beginning of the campaign, trust—in the players, in the judges, and in the 
setting itself—has been our defining feature. The setting inspires us as players and writers, judges and staff, to 
focus on the details that make our characters special. The focus on exploring the role playing aspects of the game 
has brought to the campaign dedicated players who contribute to the world through mailing lists, online play 
opportunities, and volunteer work for the betterment of the campaign. These players demand the best judges, and 
those judges have heeded the call, bringing the setting, fully fleshed, to life through play.  
 What is Living Kalamar all about? I think it's about who we are—people coming together at home or at 
conventions to suspend reality for awhile and enjoy the companionship of fellow adventurers and real friends. We 
sit around a table, sling dice, make clever jokes in and out of character, and shape the world. Some of us gather 
every week, some of us meet only at conventions, and some of us share the world in the ether of cyberspace. 
Together, we are living Kalamar. Thanks for being here. 
 
 
Alana Abbott 
Lead Director 
Living Kingdoms of Kalamar 
May, 2006 
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INTRODUCTION 
 
Here in the introduction, we unravel one of the biggest mysteries of Living Kingdoms of Kalamar:  
 
“What is a Living® campaign?”  
 
A Living® Campaign is an organized role-playing campaign that is played simultaneously worldwide. Kenzer & 
Company, in conjunction with the Role-Playing Gamers Association (RPGA), directs the Living Kingdoms of 
Kalamar campaign. This campaign is played in many locations around the world of Tellene from our home in the 
Principality of Pekal to the southern jungles of the Vohven and the frigid northern wastes of the Wild Lands. Its 
plots, while maintained by the creative staff, are mainly the product of the wonderful imagination and hard work 
of our various authors and players. That's right, you are important to the Living Kingdoms of Kalamar campaign. 
What you do and with whom you talk make a difference in its long-term development. As the campaign 
progresses, more and more of our modules will be written with multiple endings. This means that players need 
not feel restrained from doing what they feel their character would do and what they feel the module expects 
them to. If you refuse to submit to the foreign diplomat’s insults in the middle of peace negotiations, then we 
want you to do what you feel is right. The world is truly Living and you can make the choices you feel appropriate, 
and experience the repercussions of your actions.  
 
 Convention staff and tournament organizers can download scenarios from RPGA Headquarters. 
Kenzer & Company sanctions these scenarios and only sanctioned scenarios (along with the adventure modules 
approved for adaptation, found on the Living Kingdoms of Kalamar page) allow a character to gain experience 
and treasure. So as you’re taking the opportunity to experience our modules to the fullest and influence the 
evolution of Pekal in an extremely tumultuous time, you can gain fame and fortune in the process, as any good 
adventurer should.  
 
 The difference between a Living® campaign and a home campaign is that in a home campaign, it is the 
responsibility of the Dungeon Master (DM) to create his own items and his own scenarios and to award the 
players according to his established guidelines. In a Living® campaign, the creative staff establishes the guidelines 
and awards, acting as the DM for the entire campaign. The many RPGA and Kenzer & Company authors who 
wish to add to the flavor and adventure of the campaign will write the scenarios for Living Kingdoms of Kalamar. 
However, these scenarios are edited and adjusted to fit into the overall campaign guidelines. This way not only are 
we providing a number of exciting adventures each year, but we’re crafting an evolving story that will gradually 
take shape, gaining more and more clarity over the coming years.  
 
 Each player creates his or her own character to play in the campaign using the rules contained in the 
Pekal Gazetteer (a sample of those rules is included in this book). Choose from all the different races contained in 
the D&D core book as well as the Kalamar specific books such as the Kalamar Player’s Guide, Strength and 
Honor: The Mighty Hobgoblins of Tellene, and Dangerous Denizens: The Monsters of Tellene. The player can 
then play these characters in scenarios (RPGA uses the term modules or tournaments) and the results of these 
scenarios affect how the campaign progresses. This is important, as there will be many large-scale plots that could 
be altered or adjusted due to the scenario results. You can have as many characters as you want to create. Just 
remember each scenario can only be played by one of your characters.  
 
 During each scenario, your character may receive rewards and gain experience points as specified in the 
sanctioned scenario. It should not need to be said, but a Living Kingdoms of Kalamar character may gain the 
experience and awards from only sanctioned scenarios. Similarly, most modules come with certificates (certs) that 
show special rewards. There isn’t a cert for every item in the game, but those special items like a token from 
Prince Kafen, Orc Ghunuk, and magic items are worth remembering with a cert. These can be traded or sold to 
other players or used in the game with the various NPCs.  
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While playing scenarios at home, local game shops and conventions, you meet other players and get to 
know their characters. The unique benefit of this system is that you get to share an experience with many people 
and make new friends. To that we end, we try to establish a sense of community. We’re all friends here playing our 
favorite hobby. A Living campaign is based on trust. You are trusted to maintain your character sheet and Events 
Log accurately. The Events Log is used to record which scenarios you play and how much experience and reward 
you gain while playing the events. There is no automatic checking of your records. You are trusted to follow the 
rules and play the game to have fun. Likewise, we trust you to promote the fun of the others at the table and the 
spirit of the campaign itself. There are many Living campaigns out there and Kingdoms of Kalamar is just one of 
them. We, like everyone else, have a very unique flavor, and it’s only by the actions of our players that we can 
maintain that special atmosphere.  
 
 The Living Kalamar campaign is meant to provide a canvas for the authors and players of the campaign 
to color and detail. While the staff at Kenzer & Company and the volunteer campaign staff will maintain the 
major plots of the campaign, it is the stories and actions of the players that will continue to shape the campaign. 
Living Kalamar is a campaign of political intrigue, high fantasy and a dark steamy underworld.  
 
 That is a Living® campaign. That is our Living campaign and we hope to become the standard by which 
other campaigns measure themselves. But we want to be so much more. It’s hard for a Living campaign to equal 
a well-run home campaign. The latter provides an incomparable amount of attention for a specific group of 
recurring characters where the former must account for thousands of constantly intermingling PCs. This means 
we need to standardize the rules, streamline the modules, and make the campaign available to all players. But we 
don’t want to lose the detail that makes a home campaign so much fun. With that in mind, the directors of Living 
Kingdoms of Kalamar hope to bridge the gap between Living play and home play. We’re doing so with this 
campaign book. We hope to show the detail, flavor and atmosphere of the campaign with such clarity that judges 
will have no difficulty understanding life in Pekal outside of what’s contained in our modules. Tellene is a large 
place with countless cultures and the six players at the table all have personal and unique motivations for their 
characters. It’s impossible to plan for everything that may happen during a module. Does this mean that the judge 
should just force the players back onto the pre-established path of the module? Not at all. This is D&D! The DM, 
and by extension the table judge, is a master craftsman of the story. With an understanding of the world, the judge 
may have it react in an appropriate manner to those PCs that think outside the box. Remember that our modules 
are meant to be fair for everyone. Working outside the module isn’t meant to garner more gold, xp, or items. It’s 
meant to allow PCs the chance to explore and discover the rich cultures of Tellene and enjoy the opportunity to 
find new solutions to classic problems.  
 
 So with this mission in mind, this campaign book aims to contain as much flavor about Pekal that is not 
already covered in the printed core books as it does campaign rulings and interpretations. We want to capture the 
mysticism and special qualities that are inherent in a home campaign and bring those feelings closer to Living 
Kalamar. This is part of our trust in the players of the campaign. It’s a wide world: make it yours. But remember 
what we’re trying to accomplish here and work for the betterment of the campaign. Hopefully our sense of 
community will allow us all to succeed.  
 
 Welcome to Living Kingdoms of Kalamar!.  
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