


















2 1 6 Death Comes Ripping 
System: AD&D Var: heavy crit & fumble nasties 

Everybody knowa you can't tell a lich to go to hell 'cauae it 
probably will. And watch out when it returns. All right, the ultimate 
evil ia back ... again. Hours: 10 
GM: Darren Layne Venue: 18:00, 2/16, in F 
Char/Plyr: 1 Levels: 6-9 

21 7 Shot in the DART 
System: Champions Var: new ed. 

Welcome to 2013. You are part of DART, en elite assassination 
group that does not officially exist (you don't either). Surprise 
ending; no vampires: hablo espai\ol. Hours: 8 
GM: Lon White & Jason Moore Venue: 18:00, 2/16, in H 
Char/Plyr: 1 Levels: 2.50-300; 10d6 max at 

3 o 1 The Beast with a Million Eyes 
System: Call of Cthulhu Var: Modem day 

The Xanadu Resort is the most expensive in the world. But you 
are trapped there by the same creature that is killing guests in a 
horrible manner! Hours: 8 
GM: Tiffany Whysong Venue: 20:00, 2/16, in D 
Char/Plyr: 1 Levels: GM-supplied 

3 o 2 Just When Life gets Boring ... 
System: AD&D Var: Mysterious Stranger. (no evils) 

I need a job done.Steal back what belongs to my Lord. Reward 
flexible.Hours: 8 
GM: David Springer Venue: 20:00, 2/16, in E 
Char/Plyr: 2d Ed.; no spell memorization Levels: 1 

3 o 3 Dead Sound 
System: Shadowrun Var: none 

My contact said it'd be a walk in da park. a nature hike! Tell me 
another one, chummer. You're going to another type of jungle, so 
bring hiking boots. Can you save the sound? Hours: 10 
GM: Ron Dugdale & Phil Pehler Venue: 20:00, 2/16, in I 
Char/Plyr: 1 Levels: moderate-advanced 

3 o 4 Secret Dreams 
System: Cthulhu Now! Var: none 

What is it like to be part of a government cover-up? Play the part 
of a CIA agent and find out! Your mission calls for wise, quiet 
action. Avoid newsmen! Hours: 12 
GM: Whitney Lee Preston Venue: 20:00, 2/16, in L 
Char/Plyr: 1 Levels: n/a 

3 o 5 Video Mania 
System: Champions Var: house rules 

People report seeing monsters. It seems to be overactive 
imaginations-until you start seeing them tool Hours: 8 
GM: Lisa Wong Venue: 20:00, 2/16, in P 
Char/Plyr: 1 Levels: 10-12 dice 

306 NewDawn 
System: Original System-Sci Fi Var: Play test 

Simple and intuitive rule system, within a classic universe. 
Hours: 8 
GM: Anthony Baratta 
Char/Plyr: 1 

Venue: 20:00, 2/16, in Atherton 
Levels: n/a 

3 O 7 The List [and] Commies: The Sequel 
System: Paranoia Var: Classified Ultra-Violet 

Double Feature: Santa-R has a list of every traitor in Alpha 
Complex. Can you deliver that list? Are you on it? Plus, go with 
Riply-R-Mem to kill commies. Hours: 8 
GM: John Perring Venue: 20:00, 2/16, in Atherton 
Char/Plyr: 18 Levels: Red-Blue 

308 Wydie Boyz-or Live & Let Them Die? 
System: City Streets Var: n/a 

You're meres working for the Wydie Boyz posse. You have to 
watch a cybercorp R&D lab. That's easy-the hard part is living. 
Hours: 8 
GM: Robert Wright 
Char/Plyr: 1 

Venue: 20:00, 2/16, in Richmond 
Levels: GM-supplied 

3 o 9 Know Thy Demon 
System: AD&D Var: 1st & 2d Eds.; spell points 

The once-peaceful land of Aras is being destroyed by an army of 
dark, homed men(?). Are they a new type of demon? GM & players 
create the characters. Hours: 10 
GM: Michael Scott Venue: 22:00, 2/16, in B 
Char/Plyr: 1 Levels: 1,000,000 exp 

3 1 O The Charm of uMaking" 
System: AD&D Var: 1st & 2d ed. compatible 

The Numerian king's son has stolen his sacred amulet. Since the 
theft, famine & civil war are feared. Bring back the relic & the son 
before the king dies. Hours: 12 
GM: Alex Holtman Venue: 22:00, 2/16, in O 
Char/Plyr: 1 Levels: 1-8 

3 1 1 It Came from Up There! 
System: Real Life Var: Isn't there always? 

It started as an innocent gamng convention and ended as a 
bouncing ride through space, only to face the most feared foe in the 
universe. Hours: 8 
GM: Marcus R. Leona Venue: 22:00, 2/16, in Richmond 
Char/Plyr: 1 Levels: unknown 

3 1 2 In the Forest of the Bear King 
System: GURPS Swashbucklers Var: none 

The Dauphin has disappeared while hunting. Find and rescue 
him. Hours: 8 
GM: Edward Joesting 
Char/Plyr: 1 

3 1 3 Edge of Armageddon 

Venue: 23:59, 2/16, in G 
Levels: 125 pts. 

System: AD&D Var: official rules only 
Can your character create the ultimate weapon to stop the 

overlord of darkness who possesses the time glass, before time runs 
out and the world dies! Hours: 8 
GM: Jamie Grimes Venue: 23:59, 2/16, in I 
Char/Plyr: 1 Levels: 5-10 

314 Soul of the Holy Warrior 
System: Original System-Fantasy Var: none 

Travel to a sur-reality, to find the lair of the holy queen. Horror, 
philosophy & a strong female point of view. For mature gamers. 
Hours: 8 
GM: Donald Bowles Venue: 23:59, 2/16, in K 
Char/Plyr: 1 Levels: in reason 



3 1 s Out of Phase 
System: Hero Var: 3WA-Dirty Pair Universe 

Junior 3WA agents must capture Phase, the interstellar thief, and 
return what she has stolen. A definite Comedy of Justice! Hours: 8 
GM: Craig Sparks Venue: 23:59, 2/16, in M 
Char/Plyr: 1 Levels: 250 pts. 

316 A'Maze'ing Challenge 
System: Cyberpunk Var: none 

Metal in your head, a gun in your hand-you think you're good. 
Want to bet your life on it? Face THE MAZE. You could win big 
money ... or die horribly. Hours: 6 
GM: Leo Normington Jr. Venue: 23:59, 2/16, in N 
Char/Plyr: 1 Levels: 100 IP max. 

3 1 7 Silver Mount 
System: AD&D Var: 1st Ed.; crit tables 

Your party will accompany a mage on his quest to the legendary 
Silver Mount. What perils and treasures await? Only risk-takers will 
find out. Hours: 8 
GM: Joseph A. Lozano Venue: 23:59, 2/16, in Q 
Char/Plyr: 1 Levels: 4-7 

3 1 8 The Happy Holy Heros' Hell 
System: AD&D Var: none 

A party of 9 holy paladins. All want the Helmet of Heroism so 
they can get the kingdom. Get a God, play a paladin. Hours: 6 
GM: Luke Weisman Venue: 23:59, 2/16, in R 
Char/Plyr: 1 Levels: 14-17 

3 40 What's Your Operating Number 
System: Star Wars Var: use Rules Companion 

Top rebel spies have been captured; the Alliance meant to send 
their best team to the rescue. So why did they call on you? A 
thinking man's adventure. Hours: 8 
GM: Matt Miller Venue: 2:00, 2/17, in A 
Char/Plyr: 1 Levels: Low-Medium 

3 1 9 Gutsquisher Goes to College 
System: Albedo Var: silliness 

Gutsquisher has made his last movie. Now he wants to improve 
his mind. "I coulda' bin a contenda' ." Hours: 6 
GM: Brion Lienhart Venue: 2:00, 2/17, in H 
Char/Plyr: 1 Levels: GM-supplied 

3 2 o Terminate: Project Greenfist 
System: Cyberpunk Var: 2d Ed. 

Project Greenfist eco-terrorists are hitting Exotic Metals 
facilities. ExoMet wants you to terminate these attacks-with 
extreme prejudice. Hcurs: 8 
GM: Jim Schreiber Venue: 8:00, 2/17, in B 
Char/Plyr: 1 Levels: n/a 

3 2 1 Knock, Knock, Who's There? 
System: Champions Var: very little combat; beginners welcome 

A wildcard adventure! You awaken to find yourself not only in 
prison but in the wrong body. Someone has taken your life and you 
want it back! Hours: 8 
GM: Curtis Whysong Venue: 8:00, 2/17, in C 
Char/Plyr: 1 Levels: GM's; 250 pts. 

322 Challenge of the Watery Demense 
System: AD&D Var: 20% modified. 100% underwater. 

Your island home is paralyzed by something stealing your ships. 
An intelligent group must stop it now! 25% combat, 45% puzzle, 
30% role-play. Hours: 8 
GM: John Paiva & Peggy Trueman Venue: 8:00, 2/17, in E 
Char/Plyr: 1 Levels: 8-10 

3 2 3 Headfirst in the Net 
System: Cyberpunk 2020 Var: none 

All-netrunner scenario. Leave the turtles behind and fly.Hours: 3 
GM: Mike Pondsmith Venue: 8:00, 2/17, in G 
Char/Plyr: 1 Levels: any 

324 To Skull Rock 
System: Warlock Var: AD&D, house rules 

Travel through harsh terrain. Cross treacherous encounters. Enter 
Skull Rock. Now the challenge begins. Hours: 12 
GM: Russell McMillin Venue: 8 :00, 2/17, in J 
Char/Plyr: 2 Levels: 7+ 

3 2 5 Thieves of Baghdad, the Next Generation 
System: AD&D Var: 1st & 2d Ed.; variations discussed 

You've heard the legends of Aladdin, Ali Baba, Sinbad. Now 
follow in their path. Find a magic lamp! Ride a flying carpet! 
Rescue a princess! Make your own legend! Hours: 8 
GM: Steven Rarnmel Venue: 8:00, 2/17, in L 
Char/Plyr: 1 Levels: 6-8 

3 2 6 Al-Rashid, Part 3: The Legacy 
System: AD&D Var: Non-weapon proficiencies req. 

The Lion of the Desert lives! His evil is spreading and you are 
the cause. Will the Prophecy of Al-Rashid guide you to his defeat 
this time? Puzzle oriented. Hours: 12 
GM: Lew & Catherine Middaugh Venue: 8:00, 2/17, in M 
Char/Plyr: 1 Levels: 9-11 

3 2 7 The Official Chaosium Stormbringer 
Adventure 
System: Stormbringer Var: none 

A great adventure by a noted game designer, and the only 
Stormbringer game scheduled. Hours: 6 
GM: Sam Shirley Venue: 8:00, 2/17, in P 
Char/Plyr: 1 Levels: experienced 

3 2 e Body Count '90 
System: Cthulhu Now! Var: game set in present day 

IPI Pittsburgh: 400 people reported dead in the state's worst 
medical accident ... a Marine squad must enter the government 
research center to save survivors. Hours: 8 
GM: Dwayne P. Fox Venue: 8:00, 2/17, in Q 
Char/Plyr: 2 Levels: n/a 

3 2 9 To Save the Future 
System: Palladium Var: Rifts, Beyond the Supernatural 

A demon is going back to the past to kill Professor Laslo. You 
are chosen to protect Laslo. Enjoy the trip. Hours: 8 
GM: Randy Heinrich Venue: 8:00, 2/17, in R 
Char/Plyr: 1 Levels: n/a 



3 3 o Let Me Take You on a Sea Cruise 
System: Modified Chaosium Var: pulp action adventure 

Fog shrouds the ocean liner u a grinding jolt brings you to your 
knees. You are aground. Houri: 10 
OM: Roderick Robertson Venue: 10:00, 2/17, in A 
Char/Plyr: 1 Levels: OM's: 504-704 

3 31 Black Daggers 
System: AD&D Var: 2d Ed.; crits/fumbles, limited char info 

A kidnap in Aberdalel All evidence points to the fabled Black 
Daggers. Are the players up to such a dangerous tuk? Not for 
beginners or hack/slash types. Hours: 10 
GM: Bruce Cummins Venue: 10:00, 2/17, in D 
Char/Plyr: 1 Levels: GM-supplied 

3 3 2 The Quest for Durin' s Legacy 
System: AD&D Var: 1st Ed.; crits/fumbles 

The Dwarves of Khazad-Diim-in-Exile will hire a stout party of 
adventurers to retrieve Durin's Legacy. Do you dare? Only the 
intelligent will survive? Hours: 8 
GM: Ken Mayer Venue: 10:00, 2/17, in F 
Char/Plyr: 2 Levels: 8+ 

3 3 3 [Untitled] 
System: AD&D Var: 1st Ed.; some 2d Ed. & unearthed 

Mature roleplayers & reasonable characters-good characters to 
defend against evil coalition. As much as 60% mortality. No Monte 
Haul!!! Hours: 10 
GM: Michael McCarthy 
Char/Plyr: 1 

3 3 4 [Untitled] 

Venue: 10:00, 2/17, in H 
Levels: 10-13 

System: GURPS Var: MERP converted to GURPS 
Ores are massing in Southern Mirkwood, under a shaodw of evil. 

You are the only one daring (or stupid) enough to save your friends 
and way of life. Hours: 8 
GM: Scott A. Kosarich Venue: 10:00, 2/17, in I 
Char/Plyr: 2 Levels: 100-150 pts. 

3 3 5 Tomb of Death 
System: AD&D Var: 2d Ed. 

aka Dept. of Redundancy Dept. Whsl. Slaughterhouse: Ancient 
catacombs, nasty monsters, tricks & traps, lots of bodies, & a lich at 
the bottom. Party time! Hours: 8 
GM: David Christensen Venue: 10:00, 2/17, in K 
Char/Plyr: 1 Levels: 10-20 

3 3 6 Battling Bars 
System: T &T Var: none 

Players compete in 2 groups running a pair of taverns. Each team 
will decide how to run its tavern. Lots of role-play; no need to know 
T&T. Hours: 6 
GM: Kevin Crossman 
Char/Plyr: 1 

40 1 Random Behavior 

Venue: 10:00, 2/17, inN 
Levels: 1-6 

System: Teens from Outer Space Var: none 
After running 50 people in a game on a sidewallc, what's left? 

51! Don't sign up-show up. Hours: 3 
GM: Colin Fisk Venue: 11 :00, 2/17, in G 
Char/Plyr: 1 Levels: any 

402 Scourge of the War Dogs 
System: Mekton Il Var: mainly to combat 

Join the Space Legion! No experience required. Pilot giant war 
machines. Live for adventure. Mercon II wants Legion protection. 
Free medical and dental care. Houri: 8 
OM: David Wainio Venue: 12:00, 2/17, inO 
Char/Plyr: 1 Levels: low 

40 3 Aaiiieeeee/ 
System: Call of Cthulhu 

An Official Chaosium adventure. 
GM: Chaosium Staff 

Char/Plyr: 1 

Var: none 
Hours: 6 

Venue: 14:00, 2/17, in P 

Levels: n/a 

40 4 Phantom of the Auditorium 
System: GURPS Fantasy Var: TSR 's Spelljammer worlds 

Map the edge of the Space Sargasso, provided the Neogi don't 
get you and you can entertain the Phantom of the Auditorium with a 
song. Hours: 6 
GM: John Sullivan 
Char/Plyr: 1 

Venue: 14:00, 2/17, in G 
Levels: 100+45 disad. 

405 To Ragnorroc or Not ... ? 
System: Call of Cthulhu Var: Modem day; all too real 

Something is afoot! All over the Bay Area, cultists, radicals, the 
military, students, nukes, earthquakes, all awry ... sounds like 
normal ... or is it? Hours: 8 
GM: Mark Newcomb Venue: 16:00, 2/17, inB 
Char/Plyr: 1 Levels: average 

406 Judith Stone's Birthday Party 
System: Cypunk/Intrlock/Cthlhu Var: none 

You are hired to act as house security for Judith Stone's birthday 
party, but the party next door gets out of hand. Characters provided 
or GM-approved. Hours: 6 
GM: StevenKani Venue: 16:00, 2/17, inC 
Char/Plyr: 1 Levels: n/a 

40 7 Mystery Mountain 
System: AD&D Var: none 

Find out who or what has been using the deserted castle, and 
discover the source of the mysterious light at the top of the moun-
tain. Hours: 8 
GM: Armando Martinez 
Char/Plyr: 1 

408 AAAAAAARRRGGG! 

Venue: 16:00, 2/1 7, in E 
Levels: 5-9 

System: Paranoia Var: Pre-crash adventure 
A zany chase through Bot Sector in search of a wild & crazy 

Scrubot on the loose, including encounters with the dreaded chaos 
beings (school kids). Big fights. Hours: 4 
GM: Ehren Coleman Venue: 16:00, 2/17, in L 
Char/Plyr: 1 Levels: R-0 

40 9 The Shatterer of Worlds 
System: Champions Var: he thought, disconnecting from the net. 
"What a fascinating world you have shown me, my little robot. I 
shall now succeed where you have failed." 

Hmm, 
GM: Joe Di Lellio 
Char/Plyr: none 

Hours: 8 
Venue: 16:00, 2/17, in N 

Levels: 1 



41 o The Lights Go Down in the City 
System: Champions Var: superpowers uncommon & society 
adapted 

Based in San Francisco: The heroes must stop Viper & its villain 
team, Elemental Devastation. Monte Haul types need not apply. 
Hours: 8 
GM: Russell Davidson 
Char/Plyr: 1 

41 1 Cyberknighters 
System: Cyberpunk 

Yes, folks, this one is a mystery! 
GM: Robert E. Johnson 
Char/Plyr: 1 

41 2 Elf Grave 

Venue: 16:00, 2/17, in Q 
Levels: 250 

Var: Road Striker II 
Hours: 8 

Venue: 16:00, 2/17, in R 
Levels: unknown 

System: Runequest Var: non-Glorantha; heavy role-play 
The high elves abandoned Elf Grave hundreds of years ago: 

why? Is a wizard still working his spell in the center of the city? 
There is much loot & danger Hours: 8 
GM: Bear Black Venue: 18:00, 2/17, in F 
Char/Plyr: 1 Levels: 50-90 

413 Who'sMurphy? 
System: AD&D/Arduin Var: Will alter any character to fit 

Trust not the laws of science, nature, magic or gravity. Trust 
only in the law of Murphy. Anything that can go wrong may go 
wrong! Bring characters you are willing to lose. Hours: 12 
GM: Neil&MarkDavis Venue: 18:00,2/17,inl 
Char/Plyr: 1 Levels: any 

41 4 Dutharic Falls 
System: AD&D Var: other new races 

The brave trouble-shooting task force of High Retroformu, a 
world rich in magic, has been asked to investigate strange happen­
ings. Hours: 8 
GM: Stefan Ardinger 
Char/Plyr: 1 

5 o 1 Time Trap in Tunguska 

Venue: 18:00, 2/17, in K 
Levels: 2 

System: Reclamation Project Var: original 
Meteorite, black hole or nuclear explosion? Time travellers must 

discover if the Siberia 1908 phenomena is connected to aliens 
destroying United Colonies outposts. Hours: 12 
GM: Dawn Atkins & Troy McKee Venue: 20:00, 2/17, in A 
Char/Plyr: 1 Levels: n/a 

5 o 2 Multi-Dimensional Jump-Skip Tracers 
System: AD&D Var: Cthulhu, etc. chars on GM OK 

Brought to you by the producers of "Chasing George" & "Pieces 
of Paladin." Accent on fun & wholesale slaughter of the characters. 
High variant. Hours: 12 
GM: Rainsford Venue: 20:00, 2/17, in D 
Char/Plyr: 1 Levels: 8-13 

5 o 3 The Suns of Revan 
System: AD&D Var: role-play oriented 

I am Arvad. I died for my lord under the suns of Revan, but my 
honor demanded that I return. Help me storm the gates of Hellswrath 
to avenge my lord... Hours: 8 
GM: Tanith Tyr Venue: 20:00, 2/17, in G 
Char/Plyr: 1 Levels: 3-6 

5 o 4 The J~adine Covenant 
System: AD&D Var: none 

The god Jerradine has sworn to destroy the elven race. Elf­
friends & champions are called to fight his minions & stop the 
killing. Is there any hope? Hours: 8 
GM: Bud T. Chomnart Venue: 20:00, 2/17, in J 
Char/Plyr: 1 Levels: 2 to 3 million exp. 

5 O 5 The Graveyard of Dreams 
System: Mechwarrior Var: new skills & abilities 

A Jump Ship crew comes back after finding the remains of an 
incredible space battle. You are sent to figure out what happened. 
Pre-clans. Hours: 8 
GM: Stefan Melin-Dempsey Venue: 20:00, 2/17, in L 
Char/Plyr: 1 Levels: GM's: veteran 

5 o 6 Who Did What? 
System: AD&D/Arduin Var: my own system 

Thr President is missing and the elves are in an uproar. Even the 
bikers are laying low. Hours: 8 
GM: Donna Bashaw Venue: 20:00, 2/17, in M 
Char/Plyr: 1 Levels: GM approval 

5 o 7 Clash of the Heroes 
System: Warharnmer FantasyVar: 1 char & 1 unit/troops per player 

High Elves v. Chaos: Advanced level characters lead massed 
armies to war in this table-top strategy battle with some role-playing 
elements. Novices welcome. Hours: 8 
GM: Mike Hall Venue: 20:00, 2/17, in O 
Char/Plyr: 1 Levels: GM's: 10-25 

5 41 Alaira 's Sacrifice 
System: AD&D Var: 1st & 2d Ed.; initiative system 

Emphasis on role-play. Looking for players who will create an 
atmosphere like a good fantasy novel. No Monte Hauls! Hours: 8 
GM: Brian Shay Venue: 20:00, 2/17, in P 
Char/Plyr: 1 Levels: 7-9 

508 To Where Your Scattered Bodies Go 
System: Stalking Night Fantastic Var: none 

12 heads found in UPS disappear. Doctor mum. Police puzzled. 
Bureau 13 is there. What sinister plot brews? Will any dare wear the 
exploding underwear? Hours: 8 
GM: Morgan Hua Venue: 20:00, 2/17, in Atherton 
Char/Plyr: 1 Levels: any 

5 O 9 Remove Your Curse 
System: SAGA/AD&D Var: original game system 

Bring your character with that pesky curse or permanent 
disability and have it removed. Only, some of the forces of evil will 
try to stop you. Hours: 12 
GM: Jeffrey Walker Venue: 20:00, 2/17, in Atherton 
Char/Plyr: 1 Levels: 12-17 

5 1 o Trial of the Demonlord' s Keep 
System: AD&D Var: No technology 

Contend with several puzzling tricks, in a place where magic 
feeds entropy, and attempt to steal an artifact from a fortfied 
demonlord keep. Hours: 10 
GM: Mark Stelljes Venue: 20:00, 2/17, in Richmond 
Char/Plyr: 2 Levels: 11-18 



s 1 1 Seige at Hope's Fortress 
System: Star Wars Var: Star Warriors (mod.)&. miniatures 

A massive space fortress is under Imperial attack. Get inside 
alive-the survival of the rebellion is in your hands. Hours: 8 
GM: David Sublett Venue: 20:00, 2/17, in Richmond 
Char/Plyr: 1 Levels: 3-100 skills max 

s 1 2 The Incident on Nimbus III 
System: Worlds Beyond Var: none 

When a corp. exec. cuts you a deal, first check your wallet, then 
count your relatives. Nice of him to give you mineral rights on 
Nimbus ill... Hours: 8 
GM: Justin Garey Venue: 22:00, 2/17, in C 
Char/Plyr: 1 Levels: GM-supplied 

5 1 3 Dead of Winter 
System: AD&D Var: 2d ed.; D&D Principalities of Glantri 

Terror & Murder at a snowbound chateau. Schoolgirl called 
home to house of death &. destruction. Can you save her from the 
horror that awaits? Hours: 8 
GM: Ron Mcinnis Venue: 22:00, 2/17, in H 
Char/Plyr: 1 Levels: GM's: 14-16 

5 1 4 Midnight Hour 
System: Champions Var: updated rules 

An entire city block in S.F. is vaporized. Just a small show of 
Thantos' power. He holds the city hostage. Only a few hours remain. 
The deadline is midnight! Hours: 8 
GM: Mike Wilson Venue: 23:59, 2/17, inB 
Char/Plyr: 1 Levels: 10-1206; GM OK 

5 1 5 Return to Pasaal 
System: AD&D Var: no cavaliers; characteristic rolls 

Adventuring in Pasaal can be rewarding, but don't annoy the 
mages ... Sex, fighting, magic and just a touch of whimsy wine! 
Intelligent players please. Hours: 8 
GM: Gareth Storm Venue: 23:59, 2/17, in E 
Char/Plyr: 1 Levels: 6-10 

516 I Want a Ghoul Just Like the Ghoul ... 
System: Cthulhu by Gaslight Var: Gothic Horror-no Cthulhu 
mythos/monsters 

... that buried dear old Dad. In your dreams, your dead mother 
cries out for vengeance on the fiends who desecrated her grave--or 
was it a dream? Hours: 10 
GM: Cassandra Kyle Venue: 23:59, 2/17, in N 
Char/Plyr: 1 Levels: mid-level 

5 1 7 Hunt for Red Wizard 
System: AD&D Var: 2d ed.; Forgotten Reahns Adventurers 

Wizards disappear, villagers terrorized. The village of Asbravn 
hires you to solve the mystery. One magic item per player.Hours: 8 
GM: Thomas L. Gardner Venue: 23:59, 2/17, in Q 
Char/Plyr: 1 Levels: 5-10 

51 e Drako's Insane Invention 
System: AD&D Var: 2d ed.; psionics; Battlesytem rules 

Zorr, the famous archmage of the Flanaess, calls upon you to lay 
seige to Drako's insane invention. No experience with Battlesystem 
needed. Hours: 8 
GM: Tim Karlstrand 
Char/Plyr: 1 

Venue: 23:59,2/17,inR 
Levels: 6-9 

s 40 To Go Where Mere Mortals Cannot 
System: AD&D Var: any reasonble character okay 

Thi• is a game to use those old retired or Monty Haul characters 
against a real challenge. Be forewarned that this is no hack & slash. 
Bring all character info. Hours: 12 
OM: Michael Schievelbein Venue: 2:00, 2/18, in K 
Char/Plyr: 1 Level1: unlimited 

S 1 9 Trouble on the Road 
System: AD&D Var: 2d ed.; minimal 

Raids on caravans! Local merchants offer a reward but the locals 
aren't interested. When you get to town. you hear rumor of a dragon 
behind it all. Hours: 8 
GM: Matthew Buynoski Venue: 8:00, 2/18, in A 
Char/Plyr: 1 Levels: 10-13 

520 Cut Wood ... Carry Water 
System: Champions Var: hit locations 

A "mad" Kendok&-old masters-the touch of death-mystical 
politics-technological magic. No slashers, killers or wolverines. 
Role-play a premium. Thought required. Hours: 8 
GM: Mark C. Ross Venue: 8:00, 2/18, in B 
Char/Plyr: 1 Levels: mentalists only 

5 2 1 Crossroads 
System: AD&D Var: 1st & 2d Ed.; spell pts. & initiative 

Lead the refugees to safety. Crossroads is next on the map. 
Didn't a wealthy animal breeder once live there? Better scout it fust. 
Creative monsters. Hours: 8 
GM: Nicholas Seyle Venue: 8:00, 2/18, in C 
Char/Plyr: 1 Levels: 1-9 

5 2 2 Ghost Trouble 
System: Lords of Creation Var: none 

New York is being invaded by ghosts! Can you solve the 
mystery behind them? Don't trust what you see. Bring a character 
from any time period-a wild run! Hours: 8 
GM: Josh Flachsbart Venue: 8:00, 2/18, in D 
Char/Plyr: 1 Levels: 1-2 

5 2 3 Anywhere He WANTS to 
System: Shadowrun Var: minor 

King Kobra Kola is guaranteed to raise your libido, your 
expectations, and your karma. Of course, 1 in 5 consumers die. This 
is bad PR. You had a friend who drank the stuff... Hours: 8 
GM: Hilary Ayer Venue: 8:00, 2/18, in E 
Char/Plyr: 1 Levels: n/a 

s 2 4 Highway to Hell 
System: Crime Pays Var: none 

A simple run. L.A. to San Francisco, six hours, $2001{, no 
problem. Easy money. Piece of cake. Sure ... Original system-no 
experience required. Hours: 8 
GM: Ken Goudey II Venue: 8:00, 2/18, in F 
Char/Plyr: 1 Levels: GM-supplied 



5 2 5 Vortex of Shadows 
System: The Crimefighters Var: original creation 

Magazine staff investigate an apparently cursed Aztec archeolog­
ical site. Is it Aztec ghosts, hostile Indians or something else? 
Serious Roleplayers. Hours: 8 
GM: Glen L. Mitchell Venue: 8:00, 2/18, in G 
Char/Plyr: 1 Levels: GM-supplied 

s 2 6 Once upon a Time in the Mideast 
System: Call ofCthulhu Var: Enigma 

Well, the baby should be about two weeks old now, so hopefully 
all will go well with the party. Hours: 8 
GM: Eric Rauscher Venue: 8:00, 2/18, in H 
Char/Plyr: 1 Levels: n/a 

5 2 7 When Ice Tums to Steam 
System: Cyberpunk/WarhammerVar: WFRP adapted to Cyberpunk 

A routine raid on AltMorph Biolab's data banks, which should 
be like shooting an iceberg with a rail gun, is disrupted by a storm of 
ICE-which shouldn't exist... Hours: 8 
GM: Tom Wylie Venue: 8:00, 2/18, in I 
Char/Plyr: 1 Levels: 2nd career 

5 2 8 Into the Labyrinth 
System: Champions Var: tba 

Paranormals storm oil rig whose control computer has nm 
amuck. Who is involved. what's going on, and why does everyone 
want the black bird? Hours: 8 
GM: Michael House Venue: 8:00, 2/18, in J 
Char/Plyr: 2 Levels: 12-16d6 

5 3 o Once Bad, Always Bad? 
System: Twerps Var: Modem Era 

Beginner's scenario of the world's simplest combat system. In a 
parallel universe, altruistic deadbeats clean up the streets. Beware of 
treachery. Hours: 6 
GM: Tom Burke Venue: 8:00, 2/18, in L 
Char/Plyr: 1 Levels: beginning 

5 3 1 Attack of the Killer Carrots? 
System: AD&D Var: 1st ed. 

The renowned botanist U. R. Aveg finds an alternative universe 
in his kitchen. Help explore it. The perfect Monday game for anyone 
feeling like part of the plant kingdom. Hours: 8 
GM: Andreas Metzger Venue: 8:00, 2/18, in M 
Char/Plyr: 1 Levels: 1-3 

5 3 3 A Dark Night for Vengeance 
System: Warhammer FantasyVar: Roleplay, Battle Rules & Realms 
of Chaos 

Ruins lie smouldering in the distance. A few survivors huddle in 
fear that the ravening Choas Army will return. An emissary from the 
god of justice & revenge offers you the means to retaliate.Hours: 8 
GM: Peter Grose Venue: 8:00, 2/18, in O 
Char/Plyr: 1 Levels: varies 

s 3 4 Nightshift 
System: Champions Var: minor 

Join Prof Phantasm & his students of the paranormal as they 
delve into the world of the supernatural. Occult backgrounds & 
investigative skills needed. Hours: 8 
GM: Zoran Kovacich Venue: 8:00, 2/18, in P 
Char/Plyr: 1 Levels: 250-300 pts. 

5 3 5 The Baron is Looking for a Few Good Men 
System: AD&D Var: no artifacts or relics 

Spell-using bugs (?) are attacking remote villages & caravans. 
The Baron's army is busy elsewhere. Hours: 8 
GM: David Commerford Venue: 8:00, 2/18, in Q 
Char/Plyr: 1 Levels: 7-11 

5 3 6 Prince of the Blood Royale 
System: En Garde! Var: improved combat & quicker turns 

Roleplaying in 17th Century France. Hours: 8 
GM: Franklin Johnson Venue: 8:00, 2/18, in R 
Char/Plyr: 1 Levels: n/a 

537 A Hero's Quest 
System: Runequest Var: Edition III 

You're caught in the web of a sorceror's machinations. But the 
gods are still smiling. Carry an extra banana & don't forget to tip the 
bartender. Hours: 6 
GM: Chris Dahl Venue: 10:00, 2/18, inN 
Char/Plyr: 1 Levels: Very High 

Food Service 
The Criterion will be serving food in the Alameda as 

usual. Try there for a quick meal or drinks. 

A more sustaining meal can be had in the Poppy's 
coffee shop from 6 am till about midnight. 

The classiest (and the highest priced) food in the 
hotel is in the Ducks & Co restaurant. 
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SURVIVAL TIPS 
for DunDraCon XV 

Read all this stuff. You really do want to know 
most of what's in it. 

Follow the few rules we've got. Chaos is no fun 
when you can't leave the table. 

Sleep some of the time. Your body needs rest, 
even with non-stop distractions. If you start 
another run at 2 in the morning, you'll 
probably be too wasted to play in your Official 
game at 8 am next day. 

Eat something besides potato chips and candy. 
Your endurance and concentration will 
improve amazingly. (And remember - it's 
hard to buy food in the middle of the night, 
so lay in supplies.) 

Drink a lot. Hotel air is very dry; but try to avoid 
sugar and alcohol as much as you can. 
(Alcohol is allowed only in the bar and in 
private rooms, and only for those of age. 
Ignore this rule, and you will be asked to 
leave the convention.) 

Tell people where you are. Make sure your 
family and anyone else who might need to 
reach you know you're at the Clarion, 
and what you room number is. Give us a 
number where we can reach your family or 
friends. 

Check the hotel desk and the DunDraCon bulletin 
board for messages a few times a day - it's 
a nightmare to try to find one person among 
the mob filling the hotel. 

Keep your temper. The committee is trying to 
make the Con run as smoothly as possible. 
If something goes wrong, we'll get it fixed 
faster if we can just work on the cure - without 
stopping to swear that we didn't foul things up 
on purpose. 

Watch your step. Don't run in the halls, slide 
down the bannisters, or otherwise endanger 
yourself or others. It's hard to move figures 
when you're in traction. 

Use the trash cans. 

Smoke only where allowed - that is, in the 
hotel lobby, private rooms, and outside. 

Do not smoke in the Dealers Room, Seminar 
rooms, the Video Lounge, or any other 

DunDraCon area. 
Leave weapons and masks in your room, if 

you've brought 'em. (A weapon is, by def­
inition, anything the Committee thinks is a 
weapon - please don't argue.) This is for your 
safety (any weapon, real or fake, may startle 
someone into taking action against you ) and 
the safety of your companions. You may mean 
no harm, but most things that look like 
weapons are a real hazard in crowded halls. 
Even the SCA people keep everything in their 
room except en route to and from scheduled 
demos. 
Masks are a safety hazard too. We want to 
keep everyone recognizable and responsible 
for their own acts. 
Lazertag-type guns and equipment are 
included in this; you will probably be 
considered to be a Killer player if you're 
wearing this stuff. 

No Walkie-Talkies. Security requires this. 
Stay out of Killer games! Killer players get 

bounced from the Con. 
Don't cook in your rooms! It's a hazard that 

might set off extinquishers, cause fires, or just 
get you thrown out of the hotel. .. 

If you choose to go out and get food ( or have it 
delivered) please don't leave the carcasses 
lying around - it annoys the Hotel staff, which 
makes it harder for us to work with them next 
year. 

We cannot page people at the Con, nor can we 
guarantee to reach/find anyone. You CAN 
leave a note on the message board. 

Please keep your rooms relatively neat. 
Especially, keep sleeping bags, iceboxes, etc. 
safely stowed away in closets/drawers. 

No gaming in the coffee shop ... and tips are expected 
by the staff there! 

Enjoy your stay at 
DunDraCon XV! 
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