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ITELCOME TO

DUNDRACON V !

Five years ago a group of peopl-e
who had becorne hooked on FRP
ganing gathered together to enjoy
each other's compahy and the
thrills of new adventures in r.ur-
knovm dungeons.

9Ve rve gro\'yn considera.bly since I

DDC I, and since last year as I
weLl. This yearrs program in- I
cludes tJ:e best seminars, Dl{s and games from previous
years, and a lot more besides.

Ttre DrnDraCon Corflrittee (identifiable by their red
arm-bands) will be happy to answer any question you
may have or to direct you to the person witJ: ttre in-
formation you seek. We urge you to look on this con-
vention as we do: an opportunity to make new friends,
discover new games and encounter new opponents.

Above all, ours in a convention for enjoying
yourselves, so--have fun!

FEEDBACK

Folded into this booklet is a questionnaire. Let us
have your cornments, criticisms and suggestions about
the convention so we can nake ttre next one better.
INCENTMT For each completed questionnaire--one
quarter. One questionnaire (ancl quarter) per person.

ttDlnDraConrtt ttDrnDraCon Vrr and the ttDunDraCon dragontt
are proprietary trad.e'narks of DunDraCon, Inc. Entire
content,s G, 1980 by DrnDraCon, Inc., Oakland, Callfornla
94618.



FOR YOUR

INFORMATION

ttre villa Hotel Coffee
Shop is open 24 hours
a day. The meals are
substantial, the coffee
excellent.

For those who live on soft drinks, there is a steady
supply available. The Terrace Bar, on the lower level
outside the Dealers Room' will be open from 9:00 a'm'
to 6:00 p.m. (3:00 p.m. on uonday) with a wide variety
of soft drinks for sale.

WARNING !

It is regrettable, but true, that some individuals
attend a convention with larceny in their hearts'
If you have anything you value and you want to put
it down, do so where you know it wilt be safe'
The Management and Staff of the Villa HoteL and xhe
DunDraCon V Committee assume no tespnsibiTitg fot
articTes 7ost, sttaged or stoTen!

NOBODY'S PEFRECT, er. . .

Like avis, we trj/ harder, but things happen' lttis
program went to ttre printers over a week before
ttre convention began, so there nay have been some

changes in the schedule. Greck ttre board by the
Adventr:re Registration Desk; we donrt want you to
miss something you've been waiting for.

OPEN GAMING

There are three (count 'em, three!) open gaming rooms'
I'leey're open 'round the clock. Ctreck the map in the
center of the booklet for their locations'

SMOKING. Smoking is not permitted in the
Dealers room or ttre film room.

FOOD AND BE\ERAGES. These may not be taken
into ttre dealers room (unless yourre a hr:ngry
dealer) or the film room.

WEAPONS. If you are carrying a real or
simrrlated weapon it must be sheathed or holstered
at all tines. Angone brandishing or othetwise
carelesslg handJing ang weapon wi77 be ejected
from the premises.

TRASU. thefe are large garbage bags at strategic
locations. Please see how fast you can fill then.
Remember: CLEANLINESS IS NEXT TO WINNING!

IdCIIEY. Players ln ttre Open caning roons may not
eharge others to playl Persons doing so will be
ejected from ttre convention.

TIIOSE
INEVITABLE

NO-NOs

Into every convention
some sour grapes must
faIl. The Management
and Staff of ttre ViLla
Hotel and the DrnDra0on
V Comnittee ask ttrat
you pl-ease read and
comply with the
follovring restrictions .

ALCOHOL. alcohotic
beverages may not be
consurned in any public
place except ttre bar
and the coffee shop. A
"pr:blic place" neans the
room and all open gaming
this very necessary rule
and may not be permitted

Dealers room, the fikn
areas. Ttrose igmoring
will be asked to leave
to returrr.
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DunDraCon V

Offical Adventures

As we go to Press there are over 70 offical Adven-
tures in a wide variety of gaming systerns. For de-
tails on tlle Adventure Masters and ttreir ca'utpaigns '
read the trnsted descriPtions-

In order to minimize the disappointrnent of not get-
ting the run you wanted, please read tJ:e following
instructions and do what theg sag!

You will be given three different signup sheets'
Sheet A is for ttrose adventures beginning between
10:OO a.m. and 6r0O p.m- on Saturday.
Sheet B is for adventures beginning 8:00 p.m' Sat-
urday through 1O:OO a.m- SundaY-
Sheet C is for the rernaining adventures on Sunday
and lbnday.

You rnay choose as nnny as three adventures on each
sbeet (a total of nine) - For each sheet you turn
in you mr:st pay a $2.O0 registration fee'

(continued on Page 7)

She.et A mr:st be turned into the Adventure Reg-
istration Desk by 12:30 p.m. on Saturday except
for ttrose Adventures which begin at 10:0Q a.m. We

must have ttrose in our hands by 9:30 a.m. at the
latest!
Sheet B must be turned in by 4:00 p.m. Saturday.
Sheet C must be tr:rned in by L2:00 noon on Sunday.

Ihe names of ttre players in the various adventures
wiLl be posted as soon as possible after the closing
times. If there are any r:nfiLled slots in an ad-
venture, they will be fiLleil on a first-come' first-
senred basis at the Adventure Registration Desk' bttt
don't shove, damnit!

If you didnrt get into any of the adventures you put
dorrm forr you wiLl get a refr:nd. Refunds for the
Saturday rr:ns will- be made at tJ:e Adventure Reg-
istration Desk after 1:00 p.m. on Sunday. AIl other
refr:nds witl be made at ttre Convention Registration
Desk between 1I:00 a.m. and 1:30 p.m. on Monday. If
you canrt, pick up your refund in person, give a
wtitten authorization to a friend; we wonrt take any-
one's word on ttre matter--no exceptions.

Ffr:nds not pickeil up by 2:00 p.n. l'londay are for-
feitecl.

If you dontt shor,r up for a gane after you were picked
for it, you forfel,t your registration fee.

Warning: Ure tines lLstecl in ttre schedule are the
tines the games will start. Adventure I'tasters are
under no obligation to let you in late, so be on
time t

A partial list of the Offical Adventures begins on
the next pagei all of ttrem wiLl be posted, so donrt
depend on this list, or t*re schedule, for all the
lislings.

-6-

-7-



Dungeons and Dragons

Anatevkaville
Stre hrk Rea1m
A Gate to HelL
ltre HoId of Chornaya Gora
1frre Jesters Palace
The Iost Colonists
l"lission: IMPOSSIBLE!
Mistigar
Rescue tl:e Paladin
Search for the Hobbit Holes
Son of the Demon EmPire
Stop ttre Raiders !

Trapped in Time
the Village of Fear

Advanced D&D

Ttre Citadel lltrat Time Forgot
Exploration of the UndercitY
@blin Hold Assault
Ileart of Darkness
f'he House of ttre Oount of Or1ac
Slsiztree and Stone G1ade

Arduin System

Briarcastle
Falloh1m
Oaktree Castle
welcome to Skull Tlower

RuneQuest

Adventures of ttre Artifact
Adventures of the Lunar Dream
A Beginners Scenario (easic nP)
Cast1e Cleaning

(continued on page
-8-

Elmore
Birkes & reese
Narberes
schmiilt
Powers
Plana
Ray
!{hite
Smitlt
Rr:sse11
O. Hannifen
Mueller
Birks & Wiese
Vincent

Mayeau
Cohen
Cady
Cohen
Bovrley
Ditil-1io

Schlmert
schultz
Schlmert & Winzer
Hargarve

B. Swenson
A. Swenson
Kahn
Green

70)

TWO SCA DEMOS !

Weather permitting,
the Society for
Creative Anachronism
wiLl demonstrate how
to kiII an opponent
in st1rle on both
Saturday and Sunday.

1ftre demonstrations
will be held in the
parking lot behind
the French Room at
2:30 p.m. each day.

If yourre uncertain
about just what you can and canrt do in a lO-foot
corridor with a poJ-eaxe or two-handed sword' cone
and learn. You might be surPrised!

AD&D/RuneQuest

The Demonts Realm Oliver
The Tower of Exile Paulsen

The FantasyFactory...
The Universal Fantasv

Sup$lement
Encount er C ards

*NEW!*
DEEP DELVE

AND COM IN G SOON. - .

frt@ts @@,fr78s"1[@rc

COTJP!
#legtDDo to frlortgarten

The Fantasy Factory- - -

not the largest--- but one of the best!



(Offical Adventutes; continued

l[?re Cave of the North Wind
Homestone
Quest for the llhiefly Scrolls
Quest of the Ginna Jar
RuneQuest $ournament
Search for t]le Abornination
Slarre Rescue
$eaching Scenario (easic ng)
Ttre Tenple of the Iost Ones
the Village of Chaos

Melee/lVizard

Zackmerrs Swrerd Finders
llack and Slash t

Traveller

Breakout from the BeIt
The Lucerne Transfer
the Uad Conputer of ltloughas

Quest for ttre Apocalypse

fron page 8.)

Jackson
Dewey
K. Shapero
l4onroe
1?re Chaosiun
Shaw
l,tartin
Kahn
Land
l"treyer

wetzlich
Dirche

Berndt
@rrett
Yee
Chalmers

Runes in Space

E:ploration Trip N. ShaPero

Space Quest

UCS QUESIOR: Deep Space Explorer Orton

Adventures in Fantasy

Adventures in Fantasy (Premiere
excursion) Arneson

Boot Hill

Gr:nfight! Stadtner
6 : l-O to Fort Iaramie wells

(continued on Page 28)

COIIE VISITOURBOO'TH

,.,and af ter the convention' see us

for all your wargaming needs'

4fi i g\t TA figah p 
-jll 

u bbi v s
349.l Hi I I sborough Dri ve

Concord, California 94520
(415) 689-0732

f-liEr
tSt"l l'{iAt

D*g*lTooth

Tom l,olxrch

-L0-
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Glrlnl - COt$
SCIENCE FICTION & FANTASY GAMING CONVENTIOiI

MAY 23,24,25,26, 1980
ROLE.PLAYING & BOARD GAMES, FULL.SCALE
MINIATURES, PRI ZE TOURNAMENTS, SEMINARS
WITH TOP GAME MASTERS & GAME
DESIGNERS, ALL.N IGHT GAMING, HUCKSTER
ROOM, MICRO-COMPUTERS, PLUS: A
SELECTION OF FILMS THAT WILL ASTOUND!

FoR MORE INFORMATION,
SEE THE MULTIVERSAL TRADING CO. TABLE

OR WRITE:

GRIM CON
1749 SONOMA AVE.

BERKELEY, CA.94707

PRESENTED BY
MULTIVERSAL TRADING CO.

AND GRIMOIRE GAMES

Seminars

the following seminars and panels will be held at
various times cluring ttre convention. Ctreck ttre
daily schedule for times and locations- Warning:
sore of the seminars are liable to be crowded. Cone
early for a good seat.

Subject

Advanced Figure Painting
Adventures in Fantasy
Basic Figure Painting

Speaker

Dlrggan
Arneson
Shelly

Basic Herald:ryr for Figure Painting Keyes

(continued on next page)
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Seninars (cont.)

Subject

CastLes Barhart, Green
Celtic lviythology
City Builrring for the eanl'aign

Oriental- weapons and Conbat
Playing Your Charac€er

Poisons, Venoms and llealing
Rr:neQr:estions
Science Fiction Games
Survival in an FRP World
I?aveller Problems and Questions
Wither Glorantha
World Building

Porter
Clint & Janet

Bigglestone
Voorhees
Perrin, I\rrney &c.
Pinper
Hargrave
Yee
Stafforit & Krank
Stafford & white

Speaker

and l[onson
Abbot
Swensons

Oomputers and ble Playing Pimper and Cady
Conputer Gane Design Autornated Simulations
Finding the Holes in the Rules Keyes
trlrture !{ar Jackson
Handling PJ-ayers Po\,ters
Medieval- warfare Jackson
!,ledieval Weapons Use Society for Creative

Anachronism

* Special Notice *

Dave Arneson (yes, that Dave Arnesont) is
DrnDraCon V to introduce his new FRP game

the tdb6 ol Cnd may be snlered tor llo.m
whach iDclud6 lhe lirsl lhree turns. a rule booklel,
and all n4essary malerial (except relurn Fslage).
Thereafler. turm are $2.fi each. ll dissalisfid afle.
lhe lfst lurn, you may relurn the malerials lor a
lull retund. A rule booklel may be purchasod
separalely for 33.s.here at

Adventures
in Fantasy. He will be giving a seminar and. rrmning
at Least one adventure using ttre new system.

A Video Feast!

Owen and Eclare llannifen have brought their VIIS
system to the con. Beginning at 5:00 p.m. on
Saturday and Sunday they wiLl be showing tapes of
all sorts of strange and e:<otic filns in the
llillsdale Room. we suggest you have a Look.

i-;il;li'""
P O Box 214848.
Sacramento. CA 9s2t

Ciry-stare-zip-

THE TNEES

F CnnnE
You, lask chrel ol the Leopara! people wandering

tibe ol Ctane, sil in yout great wagon awaittng
news lrom yout swill searchrng oultalets.
Sualdenlly hool beals apptoach The oulridets leap
hom lhei nounls to you wagon llushed wtlh
excitemenl lo, lhey know lull well lhe meaning ol
theit news. gul one seclot lo lhe Noilh the great
merchanl caravan ol the lmpala people has been
spolled. The order ts given "fo ams . . . lo armst
You snap your otcle6, Galhet my captains ol
hundrcds. Let all know the tacilc wtll be enlilade
nght. Now my arms. my mounl. You heatd lhat
Kale, chiel ol lhe lmpala people, has chosen a
sland and delend laclic twtce belore) will he
agatn, you know also lhal lhe lmpala people are
line waniots as ate all lhe people ol lhe many
lribes. This will be no Gtd ol lhe stong on lhe
weak, but Bthet a mtghty clash ol lhe fAIBES OF
CRANE-...

The Trib€s ol Crane is a unique correspondence
game. allowing lor inleraclion belween players
and the lantasy world ot Crane and each olher
throuqh a conlrnuous eame lhat may be enlered al
any lime

As a new player you will slan as lhe chiel ol one
ol lhe many wanctering lribes ol Crane Perhaps
your lrabe wrll be of the Sea people or Caravan
merchanls

As chiet you wall know many secrels ol your
people and lheir lands, bul lhere will be much you
have slill lo learn of lhe losl secrels of Crane lt
wrll be you who decide il your people wrll rpmarn rn
their lamiliar homeland or beqin a journey lo new
lands as you slrive lo increase your herds. lrain
warriors. and learn of lhe ancienl lost secrets that
can move your Fople toward prospenly and
dominance.

The land of Crane is a complete tantasy world
with a full range of geography kom the p€rmanenl
ice ol the polar regions. to lhe deseds. and lropicat
lorcsls ol lhequalor.

Cilies dot the conlinenls ot Crane providrng
cenlers ol lrade and homes lor lhe powerlul
Shamansand Kin0 Lords

The crealures ot Crane are as varied as ils
g€ography. Caille goals and lhe carabou are the
mainstay of lhe tribes, depending on the geogra-
phy. Bul horses and lhe greal mancaryrng war
hawks are imponanl lo the fierce warriors. Many
undomesticaled crealures also inhabrl Crane such
as the €upa*eria, a hugh bipedal lizard thal teeds
on cattle in lhe grasslands ol Crane

lnleraclion belween players rs very common
Allance. lrade. and combal are always possrble
Coqrbal rs delermrned rn parl by a companson ol
tactlcs used by the antaqonrsls the rplatrve
number ot warriors. and lhe geography

The games objecljve is lo increase lhe relalrve
strength and prosperity ol your lribe which rs
measured'by ditterenl cfileria. depending upon lhe
lype ol lribe. and thus oblarn poinls. Players try lo
oblarn high average poinls per lurn lhus placing
new players on a par wilh those who have been
playing longer

-L4- -15-
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PRESENT THIS COUPON AT OUR TABLE AND RECEIVE
Iry^ OFF OF YOUR TOTAL ruRCHASE.

T0o/o te n

B@@UZY and bhe BETFEIIZS
AN ILLUSTRATED VOLUME OF LAND SEA AND AIR MONSTERS,

DEMONS, ROBOTS, PARASITES, AND MAGICAL AND TECHNO

TREASURES, PLUS TABLES AND CHARTS TO AID WITH PLAY.

TUle nGCRof0)cRm
A BOOK CONTAINING NEW AND USEFULL SPELLS

IST . I2TH LEVEL , PLUS MANY NEV'DEA^ONS FOR

coNJURATION ARE |NCLUDED, AS WELL A5 CHARTS
AND TABLES TO CREATIYOUR OWN DEMONS.

MINI DUNGEON GEOMORPHS
CREATE YOUR DUNGEONS QUICKELY WITH THIS II\IVALUABLE
PLAYING AlD. INCLUDED ARE: TEMPLEtSHIFTING ROOMS,
CAVERNS, ETC...

MAGICAL AND
TECHNOLOGICAL ITEM CARDS

THESE BEAUTIFULLY ILLUSTRATED CARDS WItL LEND A VISUAL
DIMENSION TO YOUR CAMPAIGN. INCLUDED ARE: SWORDS,
STAFFS, RINGS. AMULETS, WEAPONS OF ALL SORTS, AND
MANY TECHNOLOGICAL $/EAPONS AND GADCETS.

YOU'LL FIND THESE FINE PRODUCTS AND MORE AT OUR BOOTH V'E'ER

FflI-JTASY NRT N-ITtrRPRIStrS

Have a good time at DunDraCon!

lltre following filns will be shown during the con-
vention. Check the schedule for tines.

CHUSCHINGUM Corrylete and uncut, the classic saga
of ttre 47 ronin and their revenge. An excellent
study 6g 3-n6n-guropean nedieval culture.

EL CID Charleton Eeston is the Cid, ttre "perfect
warrior" of Spanish legend in this film of the
reconquista of llcorish Spain.

FIRST SPACESHIP 0N VENUS For
buffs, herers a good look at a

alI you Traveller
totally alien world.

5000 FINGERS 0F DR. T You want a mad doctor, a fair
maiden in periI, a weird dungeon, a strange castle
with odd goings-on? lltrLs is the film for youl

THE THIEF 0F BAGHDAD salu stars in ttris tale from
the ftrousancl Nights and A Night. A rarely-seen
film wittr many excellent special effects, including
a 100-foot taL1 genie.

VASEBALL Ttrere's more than one way to have a
strange encounter in ttre l,Iarble l,buntains, as you'lI
see in this animated filn.

Also, as part of the seni.nar schedule, we will be
shorring two SCA fighting filns ("SLotl !{otion
Slaughterr" courtesy of Hal Heydt, and "llhe Pennsic
lilarr" courtesy of Henric Olsgaard) ancl TO FLY AIID TO

FIGIIT (courtesy USAF 4440 TFTG) with e:rtensive
shots of rcdern air-to-air combat, includi:rg a drag-
racl-ng 8-521

vwqR -L7-
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Saturday, Feb. 16

8:00 a.m.
Doors open, registration begins.

9:00 a.m.
Dealers Room opens.

9:30 a.m.
List A for 1.0:00 a.m. Adventures must be in.

1.0 :00 a. m.
SEMI MR : "Medi eval Warfare, " Terry Jackson ,

Room 203.
SEMINAR: "Advanced Figure Painting," Brian

Duggan, Room 204.
ADVENTURE: (Melee/Wizard) "Zackmer's Sword

Finders," Mike Wetzlich, Room 205.
ADVENTURE: (Superhero 2044) "Adventure at

Amusement tlorld," Charlie Luce, Room 206.
ADVENTURE: (Empire of the Petal Throne) "The

Castle of Tarion the Silver," Bill Monroe,
Room 207.

-20- -2L-

(Saturday, 10:00 d.m. r cont. )

ADVENTURE: (Boot HiII) "Gunfight!" Barre Stadtner
Room 208.

ADVENTURE: (RuneQuest) "Quest for the Thiefly
Scrolls," Kay Shapero, Room 209.

ADVENTURE: (Bushido) "The Land of the Rising
Sunr" Steve Van Epps, Room 210.

ADVENTURE: (Traveller) "Breakout from the Be]t,"
Steve Berndt, Room 211.

ADVENTURE: (AD&D/RQ) "The Demon's Realm," Bill
0liver, Room 212.

ADVENTURE: (RQ) "Teaching Scenario," Sherman
Kahn, Room 221.

ADVENTURE: (D&D) "Anatevkaville," Chris Elmore,
Room 223.

1.2:00 noon
SEMINAR: "City Building for the Campaign,"

Anders and Barbara Swenson, Room 203.
SEMINAR: "Poisons' Venoms and Healingr" Dr.

Wi l'l iam Voorhees.
SEMINAR: "Celtic MythologY," Stephen Abbot,

Hillsdale Room.
SEMINAR: To Be Announced, Serra Room.

12:30 p.m.
ALL List A sheets must be turned in for

the afternoon Adventures.

1:00 p.m.
SEMINAR: "Medieval Weapons Use," The Society

for Craative Anachronism, Serra Room.
l,lAR! "Fantasy Miniatures Fight for Ghazni,"

Bil'l Voorhees and T.0. Green (playtest of
Megiddo to Mortgarten rules), French Room.

2:00 p.m.
SEMINAR: "TravelIer Problems and Questions,"

Shelton Yee, Room 203.
SEMINAR: "Whither Glorantha," Greg Stafford

and Charlie Krank, Room 204.



(Saturday , 2:00 p.fi. , cont. )

SEMINAR: "An Introduction to Adventures in
Fantasy, " Dave Arneson, HTTiEE'Td-m6fr'.

nDVfnTURE: [oA0) "Trapped in Time," Birks
and Weese, Room 205.

ADVENTURE: (Boot Hill) "6:1.0 to Fort
Laramie," Pat Wel]s, Room 208.

ADVENTURE: (RQ) "Adventure of the Lunar
Dreamr" Anders Swenson, Room 22L.

ADVENTURE: (Traveller) "Quest for the
Apocalypse," Chris Chalmers, Room 223.

2:30 p.m.
(l^leather permitting) SCA Fighting Demonstration,

Courtyard.

3:00 p . m.
SEMINAR: "Survival in an FRP World," Dave

Hargrave, Senna Room.

4:00 p.m.
FILI\6: VASEBALL, THE THIEF OF BAGHDAD, FiIm

room, downstairs.
SEMINAR: "Basic Heraldry for Figure Painting,"

Bill Keyes, Room 203.
SEMINAR: "Basic Figure Painting," Margaret

Shelly, Room 204.
ADVENTURE: (D&D) "Mistigar," Deanna Sue White,

Room, 209.
ADVENTURE: (RQ) "Adventure of the Artifact,"

Barbara Swenson, Room 21.1..
TURN IN ALL LIST B SHEETS FOR EVENING AND SUN-

DAY MORNING ADVENTURES! !

5:00 p.m.
Registration closes.
Dealers Room closes.
FILMS: "Science fiction and fantasy films,

cartoons and oddirnents via VHSr" 0wen
and Eclare Hannifen, Hillsdale Room.

ADVENTURE: (Arduin) "Fallohyr," Carolyn
Schultz, Sema Room.

-22-
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(Saturday, cont. )

6:00 p.m.
ADVENTURE: (RQ) "RuneQuest Tournament

The Chaosium, Room 206.
ADVENTURE: (RQ) "RuneQuest lournament

The Chaosium, Room 207.
ADVENTURE: (Arduin) "lr{elcome to Skull

1-Ar"

1-B, "

Tower, "
Dave Hargrave, Room 210.

ADVENTURE: (RQ) "The Village of Chaos,"
Michael Meyer, Room 212.

ADVENTURE: (RQ) "RuneQuest Tournament l-C,"
The Chaosium, Room 221.

7 :00 p.m.
FILMS: CHUSCHINGUM, part I. Film room,

downstai rs .

8:00 p.m.
ADVENTURE: (0AO) "Stop the Raiders!" Carl

Mueller, Room 205.
ADVENTURE (Villains and Vigilantes) "Re-

cover the Axe," Bi'll Keyes, Roort 208.
ADVENTURE: (D&D) "The Jesters Palace," Hillary

Powers, Room 211.
ADVENTURE: "Adventures in Fantasy," Dave

Arneson, Room 223.

9:1.5 p.m.
FILMS : CHUSCHINGUM, part I I. Fi lm room,

downstai rs .

10:00 p.m.
ADVENTURE: (D&D) "Mission: IMPOSSIBLE!" Jason

Ray, Room 203.
ADVENTURE: (Runes in Space) "Exploration Trip,"

Nicolai Shapero, Room 204.
ADVENTURE: (AD&D) "Exploration of the Under-

city," Howard Cohen, Room 206.
ADVENTURE: (AD&D) "The Citadel That Time For-

got," Michael Mayeau, Room 207.
ADVENTURE: (D&D) "The Hold of Chornaya Gora,"

Andy Schmidt, Room 221.
ADVENTURE: (Traveller) "The Lucerne Transfer,"

Doug Garrett, Hillsdale Room.



(Schedule, cont. )

W
8:00 a.m.

ADVENTURE: (040) "The Village of Fear," Tom Vincent,
Room 206.

9:00 a.m.
Doors open, registration begins.
Dealers Room open.

10:00 a.m.
SEMINAR: "Finding the Holes in the Rules," Bill

Keyes, Room 203.
SEMINAR: "Playing Your Character," Clint and Janet

Bigglestone, Room 204.
T0URNAMENT: Cgs![ic Encounters, Hil]sdale Room.
T0URNAMENT: ffim.
ADVENTURE: (D&D) "The Lost Colonists," Gary plana,

Room 207.
ADVENTURE: (Traveller) "Breakout from the Belt,"

Steve Berndt, Room 208.
ADVENTURE: (RQ) "Quest of the Ginna Jar,,' Bill

Monroe, Room 209.
ADVENTURE: (Arduin) "Briarcastle, " Mark Schynert,

Room 210.
ADVENTURE: (Melee/Wizard) "Hack and Slash," David

Dyche, Room 211.
ADVENTURE: (RQ) "Homestone," Al Dewey, Room 21.2.
ADVENTURE: (l'lelee/Wizard) "Zackmer's Sword Finders,"

Mike Wetzlich, Room 221.
ADVENTURE: (Traveller) "The Mad Computer of

Moughas," Shelton Yee, Room 223.

12:00 noon
LIST C must be turned in--RIGHT NOtl!!
SEMINAR: "Castlesr" Richard Barnhart,

Shelly Monson, Room 203.
SEMINAR: "Computers and Role-Playing,

and Chuck Cady, Room 204.

(Continued on page 28)

T.0. Green,

" Jeff Pimper
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iBun'titsft B(trff, hat:
DunDraCon VI is only 12 months away!

Even now wefre working to bring you a bigger,
better and more enjoyable convention thanrver before. There'lI be...

DI'NGEONS
SEMINARS

IOURNAI\@NTS
FILIvIS

DEALERS
DEMOS

FTTN
ENJOYMENT

We're accepting pre-registration signups on
Sunday and Monday on1y. Ilurry and take
advantage of the DDC V-only low rate of
$Z.SO for all three days of DunDraCon VI--
and werl1 see you again in 1981!



Miniatures Contest

DnDra@n is proud to present what we hope will
becoure an annr:al event--a contest for the best
miniatures painting. Itrere are several categories
and a wide variety of interpretations. Prizes
will be awarded on Sr:nday evening, and the figr:res
will be on display in ttre Eealers Room ttrroughout
the convention.

If you are interested in participating in the
contest, we are accepting entries up untiL 3:O0
p.m. on Sr:nday. Entry forms are available at
ttre Oonvention Registration Desk.

Door Prizes

Dra\'rings for door prizes will be held each day
at L:00 p.m. l*re convention registration nunibers
will be used, and you need not be present to win.

Game Tournaments

Check ttre schedule for ttre starting times of
the tournarnents and sign up at ttre Adventure
Registration Desk if you wish to play. llhis
yearrs tournaments are :

Cosmic Encounters
Dungeon

eAA Bla Q{/1fif, S'sAr\l FR.AJ{C,I3C.O . BER|(Ehf6 FoR- rHr alA$trd -27-

Dealers

tle wish to ttrank the many individual-s and conrpanies
who have contributed their preaence and products to
D:nDracon V.

Archive Miniatures
Automated Simulations
The Bookstore That Time Forgot
The Chaosium
Chaotic Strategies
Cybernautic s
DeI Enterprises
DunDraCon Products
Excalibre Games
Fantasy Art Enterprises
The Fantasy Factory
FJ.ying Buf f alo, Inc.
Gamemasters Hobbies
J. Tibbetts & Son
Kit & Caboodle
Light Brigade Hobbies
Nova Graphics
The Pewter Canvas
Shubel & Son
Space Station II
Wee Warriors



(Offical Adventuresi continued from page 70)

Bushi-do

tre Iand of the Rising Sun Van Epps

Empire of the Petal Throne

ltre Castle of Tarion the Silver l,lonroe

Metamorphosis Alpha

Ttre Swamp of Death Davis

Superhero 2044

Adventure at Amusement World Luce

(Continued from page 24.)

Sunday (cont. )

1:00 p,m.
SEMINAR: "Medieval Weapons Use," The Society for

Creative Anachronism' Serra Room.

T0URNAMENT: ST0MP! The Chaosium, Hillsdale Room.

2:00 p.m.
SEMINAR: "Basic Figure Painting," Margaret Shelly,

Room 203.
SEMTNAR: "Science Fiction Games," Jeff Pimper, Room

204.
ADVENTURE: (AD&D) "skytree and Stone G'lade," Larry

Ditillio, Room 205.
ADVENTURE: (RQ) "search for the Abomination," Wayne

Shaw, Room 206.
ADVENTURE: (RQ) "Castle Cleaning," T.0. Green, Room

2TI.
ADVENTURE: (Arduin) "The Tower of Exile," Stephen

Paulsen, Room 221.
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(Sunday, cont. )

2:30 p.m.
(i^leather permitting) SCA Fighting Demonstration,

CourtYard.

3:00 p.m.
SEMINAR: "World Building," Greg Stafford and

Deanna Sue White, Serra Room.

4:00 p.m.
FiLMs: EL cID, Film room, downstairs.
SEMINAR: "Oriental Weapons and Combat," Paul

Porter, Room 203.
ADVENTURE: (RQ) "The Temple of the Lost Ones,"

Roger Land, Room 208.
ADVENTURE: (Boot Hill) "6:10 to Fort

Laramie," Pat l^lells' Room 210.
ADVENTURE: (D&D) "Anatevkaville," Chris

Elmore, Room 223.

5 :00 p.m.
Registration desk closes.
Dealers Room closes.
FILMS: "Science fiction and fantasy films,

cartoons and oddiments via VHS," 0wen and
Eclare Hannifen, Hillsdale Room-

ADVENTURE: (Arduin) "Fallohyr," Carolyn
Schultz, Serra Room.

6:00 p.m.
RbVEnfunE: (RQ) "RuneQuest Tournament Finals,"

The Chaosiurn, Room 207.
ADVENTURE: (Spacequest) "UCS QUEST0R: Deep Space

Explorer," Lee 0rton, Room 209.
ADVENTUiIE: (RQ) "The Cave of the North wind,"

Tery Jackson, Room 21.2.

8:00 p.m.
RbvrnruRE: (Arduin) "0ak Tree Castle, Schynert

and Winzer, Room 2l'1.
ADVENTURE, (OaOl "The Search for the Hobbit

Holesr" Tim Russell, Room 221'
ADVENTURE: (D&D) "A Gate to Hell, Bob Narberes'

Room 223.



(Sunday, cont. )

8:15 p.m.
FILMS: 5000 FINGERS 0F DR. T, Film room

downstai rs.

9:45 p.m.
FILMS: FIRST SPACESHIP 0N VENUS, Fihn room,

downstai rs.

10 :00 p.m.
ADVENTURE: (RQ) "S'lave Rescue," Cary Martin,

Room 203.
ADVENTURE: (Metamorphosis Alpha) "The Swamps

of Death," Skip Davis, Room 204.
ADVENTURE: (D&D) "Stop the Raiders!" Carl

Mueller, Room 205.
ADVENTURE: (AD&D) "The Heart of Darkness,"

Howard Cohen, Room 206.
ADVENTURE: (Vortex) "Lost City of the Ancients,"
Bill Monroe, Room 210.
ADVENTURE: (Arena) "Win the Stasis Box," Paul

Ritchie and Errol 0tis, Serra Room.

t2:00 midnight
ADVENTURE: (AD&D) "The House of the Count of

0rlec," Bob Bowley, Room 208.

Monday, Feb. 18

8:00 a.m.
ADVENTURE: (Arduin) "Fallohyr," Carolyn' Schultz, Room 207.

9:00 a.m.
Registration desk open.
Dealers Room open.

10:00 a.m.
SEMINAR: "RuneQuestions,' Steve Perrin, Ray

Turney, others, Room 203.
SEMINAR: "Handling P'layers," Hillary Powers,

Room 204.

(Continued on page 34)
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A ITORD OF IHANKS. . .

A convention is put on by a J-ot of people. SorE
of them are obvious, many are not. If we
acknowledged everyone individuall_y, this woul_d be
a book, not a booklet. But we do want to say...

THANKS !

Tto Jennie Fields and the Villa Hotel
llanagement and Staff ;

To I'tajor Roger Curtis and the 444}1Jt. Tactical
Fighter Training Group (,'Red Flag");

To the Society for Creative Anachronism;
To HaI lleydt;
To Officer Bob Sola and the DaJ.y City

PoLice Cadets;
Tlo Ovlen and Eclare Hannifen:
Tlo Henric Olsgaard;
To llL our overvrorked, under-appreciated

gofers.

Thanks, one and all !

WHY
IS THIS MAN

ANGR
Becouse he
poid more
for comics
insleod of
going to:

SPACESTATION II
Science Fiction Fonlosy Store

Comrcs Gornes, Books. Mogozrnes
983 S. Bogcom Ave Son Jose 99g.4547

WE BUY COMICS !

THE DUNDRACON COMMITTEE

Clint Biggl-estone. . . . . .Chairman
Janet Bigglestone. . . . . .Secretary
Jean Adans-tr\r11er. ilbmbershiPs
T.O. C'reen.... ....Miniatures Warfare
Steve Henderson ...Serninars & Tburnanpnts
Terry JacJrson. ....Program Booklet
Bill Keyes.... ....SecuritY
Jonathan King. ....Gofers
C'ordon ldonson. ....Tbeasurer
Steve Pemin. .....Adventures
Jeff Pimper ..Film Prograrn
Ili11arry Povers. ...SCA Lj-ason
Idargaret She11ey. .Painting Contest
Jeff fibbetts... ..Dealer Liason
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(Continued from Page 30)

Monday, L0 :00 a.m. (cont. )

ADVENTURE: (AD&D) "Goblin Hold Assault,"
Chuck CadY, Roorn 206.

ADVENTURE: (OA0) "The Dark Realm," Birks
and Weese, Room 208.

ADVENTURE: (OaD) "Son of the Demon Empire,"
0wen Hannifen, Room 209.

ADVENTURE: "RuneQuest Beginners Scenario,"
Sherman Kahn, Room 210.

ADVENTURE: (040) "Rescue the Paladin,"
Hamy Smith, Room 211.

11:00 a.m.
FILMS: "The Pennsic War" (SCA fighting

films, narrated by film maker
Henric 0lsgaard), Serra Room.

1.2:00 noon
SEMINAR: "Computer Game Designr" Automated

Simulations, Room 203.
FILMS: "Slow Motion Slaughter" (SCA

fighting films, narrated by film maker
Hal Heydt), Serra Room.

ADVENTURE: (l'blee/Wizard) "Hack and Slash,"
David Dyche, Room 205.

L :00 p.m.
SEMINAR: "Future War," (featuring T0 FLY

AND T0 FIGHT, courtesy USAF 4440 TATC),
Terry Jackson, Serra Room.

4:00 p.m.
t,lIND IT ALL UP AND GO HOME 'TILL NEXT YEAR!
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WE DO MORE ITIAN

PUT ON CONVENTIONS !

We publistr booklets on FRP gaming a^s rrell
a.s other gAming aids. IVtren you visit ttre
Dealers Room, look for...
:r' DITNGEON GEOI{ORPIIS ... designed by
Clint Bigglestone. Bodrs galore to stoeh
wittr treasure, inhabit wittr npnsters and
rnke perilous with traps and miles of
corridors to etra^se (and be drased) in!
* CITY BUILDING ... by brry Jacl<son.
A guide to do-it-yotrself cities and towns

for all types of caryaigr p1ay.

* OBJECT/ARTIFACT CARDS ...by Kate
Wadey. Can you find the scabbard for
the magic srrcrd? tre other half of the
treasure map? The..,.

* CIIY MODS ... by Tbrry Jackson. Lots
of }arge buildings, snall horrels and really
MEAI{ stneets!

(Authore and illustrators: if you've got
rcnething to say about ItsP ganing, dnop r:.s
a line. Werne looking for rnterial to fit
all FHP formats. )

@mm@ffi@e@m'
386 ALCATRAZ AVENUE
oAKLANq CALIF. 946|A

4ne.


