






















SESSION 2 9 · 11 AM SAnJRDAY 207 Promise from the Past 

201 Hole in the Sky 
System: Crimefighters III Room 152 on Sat at 12:00 Noon 

Hours : 12 GM: Jeff A. Hatch 
In the shadows between worlds wait dark forces that should not be! You 
are the Avengers. a Team of modem day pulp heros, who are mankind ' s 
only salvation. Var: Original System 

Char/Plyr: I Levels: Provided 

202 Battle Not With Monsters 
System: Dungeon Hero 

Hours: 8 

Room 163 on Sat at 2:00 PM 

GM: Joe DiLellio 
Villages tra~hed, crops burned, with no explanation or reason. This i.~ 
an otherwise quiet province; what' s going on? Knowledge of Hero/ 
AD&D systems required . Var: AD&D vl I Hero hybrid 

Char/Plyr: 1 Levels : 6th-9th 

203 Into Dorastor! 
System: RuneQuest Room 149 on Sat at 2:00 PM 

Hours : 8 GM: Stephen Martin 
Travel into the most dangerous place in the world to locate a long­
missing expedition. What horrors lurk in the ruins of Dorastor? Broos, 
of course' Var: Different disease procedures 

Char/Plyr: l Levels: GM Supplied 

204 Villians and Vermin 
System: GORPS Atomic Horror Room 168 on Sat at 2:00 PM 

Hours: 8 GM: Nathan Hanner 
Disappearances, strange sightings, power outages plague the town of 

System: AD+D Room 145 on Sat at 4:00 PM 

Hours : 10 GM: Michael Jorgensen 
An old friend calls upon you to aid him on a journey through the wilds 
of Athas. Can he bring bac the heroes of old, or did the chance never 
exist? Char. Avail. Var: Darksun World 

Char/Plyr: 1 Levels: 6th-8th 

208 Changeling 
System: AD+D Room 160 on Sat at 4:00 PM 

Hours : 8 GM: Jennifer Karlsson 
The baron' s daughter is missing! No worlds to save.just a nine-year-old 
girl... . Var: None 

Char/Plyr: l Levels: 10th-15th Lvl 

209 A Dark Summoning 
System: Shadowrun Room 381 on Sat at 6:00 PM 

Hours: 12 GM: Dan Shull 
A dragon in the Matrix? You bet, chumpal, and it wants to hire you for 
a job. They say you should never deal with a dragon, but the pay looks 
so good. .. Var: 2nd Ed. and all rules updates 

Char/Plyr: 1 Levels : 130-160 total Karma 

210 Terminate with Extreme Prejudice 
System: Twilight 2000 Room 378 on Sat at 6:00 PM 

Hours : 8 GM: Michael Gutterres 
Basically combat and violence. Test your assault and your defense skills 
in a raid that will make Waco & M.0.V.E. look like a practice session. 

Var: 2nd Ed. / combat sys movement 

Char/Plyr: 1 Levels: NIA 

Los Locos. Looks like another job for the T.S .F. ! Aie you up to the job? 211 Rats in lreflame 's Grave 
Var: Vehicles and Psionics 

Char/Plyr: 1 Levels: GM Supplied 

205 The Pale God 
System: Call of Cthulhu Room 165 on Sat at 4:00 PM 

Hours: 6 GM: Brandon Smart 
It' s raining and the phone rings and so the story starts . No more than 4 
spells per character. Var: None 

Char/Plyr: l Levels: Intermediate 

206 Time of the Apocalypse 
System: Star Trek - The RPG Room 379 on Sat at 4:00 PM 

Hours : 8 GM: Jamie Grimes 
The Imperial Klingon States, High Command, has given a secret mission 
to the Starship Apocalypse . It's mission will change the 
Galaxy .. . Forever! Var: For lingon Characters 

Char/Plyr: 2 Levels: Novice or Experienced 

System: AD+D Room 376 on Sat at 6:00 PM 

Hours: 8 GM: David Matthes 
Take the ailing princess back to her tower prison, dance with ores at their 
blood feast, and return the orb of power to a ghoul's grave? It's not what 
you think... Var: Good-aligned characters only 

Char/Plyr: 1 Levels : 4th-6th 

212 Earth Station One 
System: Champions Room 170 on Sat at 6:00 PM 

Hours: 8 GM: Robin Hayes 
The first Earth orbiting space station is now open for colonization. and 
the heroes are some of the first to sign up. But danger awaits them in 
space. Var: Minor 

Char/Plyr: 1 Levels : 250, lODice 

213 The Second Coming 
System: AD+D Room 166 on Sat at 6:00 PM 

Hours: 6 GM: Robert Wright 
Legends tell of the coming of Chelkaiakh of the Flame Body. The Tower 
of Damnation has appeared, only the souls of heroes are needed. Can 
you stop him? Var: DM'sown,Charactersmustbeokayed by DM. 

Char/Plyr: 1 Levels : 7th-13th Lvl 



214 Children of Luna 
System: Vampire: The Masquerade Room 159 on Sat at 6:00 PM 

Hours: 8 GM: John Collins 
An ancient feud threatens the delicate balance of the masquerade & dark 
secrets shall force the vampires to learn they are not the only children of 
Luna. Var: None 

Char/Plyr: 1 Levels: 8th-13th gen 

215 The Sick Rose 
System: Vampire/Mage Room 153 on Sat at 6:00 PM 

Hours: 8 GM: Martin H. Caplan 
O Rose, thou art sick/the invisible wormlthat flies in the night/in the 
bowling storm/has found thy bed/of crimson joy/and his secret love/ 
does thy life destroy. 
Var: Live Prologue w/ Provided Characters 

Char/Plyr: 1 Levels: 30-50 Exp 

218 The Corners of the World 
System: Cthulhu Now Room 151 on Sat at 6:00 PM 

Hours: 12 GM: Patrick Riley 
From Arkbam to Tehran, Dublin to Hong Kong, ancient traditions 
encroach upon those of the present. The Earth has become both small 
and frightening. BYOC. Var: Magic Rules expanded 

Cbar/Plyr: 1 Levels : Experienced 

304 Menzoberranzan - Fall of Baenre 
System: AD+D Room 161 on Sat at 8:00 PM 

Hours: 8 GM : Kelly Garey 
Matron Baenre is Dead, and the Baenre's clerics poweer bas fled. In 
Menzoberranzan blood will flow red, Iolth will be pleased, enough 
said .. . - Jarlaxle Var: Drow Only 

Char/Plyr: 1 Levels: 10th (Provided) 

305 Assassins Doom 
System: Middle Earth Role Playing Room 162 on Sat at 8:00 PM 

Hours: 8 GM: Mark T. Dailey 
Amid Ruhr Tburasig there stalks an assassin, his lord, the Witch King, 
hopes the death of a council member will cause its unity to crumble into 
chaos. 

Char/Plyr: 1 Levels: 3-6th (Provided) 

308 For bidden Memories 
System: KUL T Room 164 on Sat at 8:00 PM 

Hours: 8 GM: Donna Bashaw 
You have been seeing some mighty strange things at night; like men in 
power armor, two legged cat creatures and aliens? Hallucination, 
nightmare, what? 

Char/Plyr: 1 Levels: GM Supplied 

307 Shadow on the Anduin 

SESSION 3 4:30 · 6:30 PM SAnlRDAJ System: Fantasy Hero Room 377 on Sat at 8:00 PM 

GM: Glenn S. Thain 

301 Black Ops ... 
System: Cyberpunk 2020 Room 147 on Sat at 8:00 PM 

Hours: 8 GM: Robert Calpo 
Play the Corps Elite Security teams, a.k.a. Black Ops teams . You are 
sent on a black op. Purely routine, but something' s wrong. It's up to you 
to find out what. D.0 .A. Var: GM's own Power Armor rules 

Char/Plyr: 1 Levels: High 10 

302 Elizabethan Cthulhu? 
System: Call of Cthulhu Room 156 on Sat at 8:00 PM 

Hours: 12 GM: Whitney Lee Preston 
Oh England! Thy land cries for thee! Tis 1588, and the Armada comes! 
Will God aid us? Are dark magics our only salvation? Saints forgive us! 
Role play a MUST!!! 
Var: 85% Role Play/10% Problem Solving/5% combat 

Char/Plyr: l Levels: GM Supplied 

303 In the Darkness There Is No Choice 
System: The Masquerade - Live Action Vampire 

Room 157 on Sat at 8:00 PM 

Hours: 8 GM: Laurie L. Daugherty 
Mistress Alia, Primogen of San Francisco, has called you to San Ramon, 
among the con posers. What can she want? No mag es, prefer live action 
experience. 

Char/Plyr: 1 Levels: 10th Gen or Higher 

Hours: 10 
Shadows cluster thickly along the banks of the Anduin. Can anyone 
pierce the fog and bring an end to the evil that dwells within? (Not a 
beginner's game.) Var: Magic rules 

Cbar/Plyr: 1 Levels: GM Supplied 

308 SacredGround 
System: AD+D Room 168 on Sat at 10:00 PM 

Hours: 8 GM: Bud J. Cbomnart 
To honour the Blood of the Clans I We dance on Sacred Ground I The 
time has come to reclaim the Land I Horns of Vengence shall resound. 
Var: 2nd Ed 

Char/Plyr: 1 Levels: 1.5-3 Million Exp 

309 Time & Again II, The Return 
System: Freestyle Room 165 on Sat at 10:00 PM 
Hours: 8 GM: Chris Muoio 
Once more an adventure of epic role-play proportions returns for an 
encore. Don't just play your character, live it! Fare ye well for the 
adventure continues. Var: Pure Role-Playing/Live Action 

Char/Plyr: 1 Levels: NIA 

310 Rats in the Walls 
System: Call of Cthulhu Room 163 on Sat at 10:00 PM 

Hours: 6 GM: Dylan Walker 
Henry has invited you to his father's house. It isn't what you think. 

Char/Plyr: 1 Levels: Beginners 



311 Dreams Can Come True 
System: Shadowrun 

Hours: 10 

Room 154 on Sat at 10:00 PM 

GM: Houston A. Midkiff 
How deep into the shadows are you ready to go? How dark are your 
dreams and secret adgendas? Cross the border of safety and step into this 
run of mystery and suspense.Var: 2nd Ed. See Gm for other 

Char/Plyr: 1 Levels: 75-150 Karma total/Chr 

312 Just Another Day 
System: Teenagers From Outer Space 

Room 149 on Sat at 10:00 PM 
Hours: 8 GM: David Bedno 
Just another high school day . What could go wrong? Bonus goodies for 
pictures, props, costumes, etc. Have fun, be wild go crazy, enjoy. 
Char/Plyr: 1 

313 The Delivery 
System: Cyberpunk Room 152 on Sat at 12:00 Mid 

Hours: 8 GM: Tony Barajas 
A fixer calls you up and says, "Hey chompa, got a job for ya. Deliver 
a briefcase to NY. l's easy Euro. Interested? How dangerous can it be?" 
It's only CYBERPUNK! 

Char/Plyr: 1 Levels: 70 Pts 

314 Whitefeather's Riddle 
System: Vampire: The Masquerad Room 160 on Sat at 12:00 Mid 

Hours: 8 GM: Shirin Rutan 
Murder, revenge, mystery, intrigue. A lot can happen in one night...and 
it has! Var: Characters start with 20 exp 

Char/Plyr: 1 

315 Wanted: Recovery Experts 
System: Cyberpunk 2020 Room 166 on Sat at 12:00 Mid 

Hours: 8 GM: Tom Johnson 
Tired of making runs on corporations for faceless employers? Why not 
help recover a stolen art treasure instead. Techs, Netrunners & 
Meatboys needed. 

Char/Plyr: 1 

318 The Black Star-Ruby 
System: AD+D 

Hours: 8 

Room 379 on Sat at 12:00 Mid 

GM: Brian Sullivan 
When Mithralhall is near o' erthrown I Then rescue it with steel and bone 
I But if a dw arven beard be grown I Then wit and wisdom must be shown. 

Var: 2nd Ed 

Char/Plyr: 1 Levels: 10th-12th Dwarves 

317 Canceled 

318 Terror at 5280 Feet 
System: Call of Cthulhu Room 147 on Sun at 6:00 AM 

Hours : 6 GM: Ken Coyote 
You've just boarded the 10: 15-the only way out of Denver. Little do 
you know, you ' re about to enter .. .the sanity loss zone. 
Var: Role-playing emphasis 

Char/Plyr: 1 Levels: GM Supplied 

319 Citadel of Oros 
System: AD+D Room 145 on Sun at 8:00 AM 

Hours: 6 GM: Samuel Pense 
A monster is running amok in the Laughing Moon Forest. Journey to the 
tower of a long-dead seer to uncover the trouble's unlikely source. 
Var: No weapon specialization 

Char/Plyr: 1 Levels : 5th-7th 

320 B.U.M. Syndrome 
System: Mega Traveller Room 151 on Sun at 8:00 AM 

Hours: 6 GM: Scott Walkins 
PC' s uncover an industrial spy in the middle of negotiations and he is not 
happy. As the race begins, time is running out to save the planet. 
Var: 

Char/Plyr: 1 Levels: 20-30 Skill Lvls 

321 Savage God 
System: Call of Cthulhu 1920's Room 160 on Sun at 8:00 AM 

Hours: 8 GM: T . Scott Nordstrom 
The survivors of the 1925 Vera Cruz dig have organized another 
expedition. Pray that you are hunted for fear can save what horror may 
devour. Var: Beginners welcome Roleplaying Emphasized 
Char/Plyr: 1 

322 In Search of the Detorian Relics 
System: GURPStech Room 170 on Sun at 8:00 AM 

Hours: 8 GM: Paul Matthew Zander 
Two lances bid for Mech relics buried in a ruins. Do battle on a 
handmade 8'x8' diorama which is up for sale at $1200. Game winners 
receive a $200 discount. Var: Battletech using GURPS dice 

Char/Plyr: 1 Levels : 200 tonsflance 

323 Awakening 
System: Metaphase Room 381 on Sun at 10:00 AM 
Hours: 8 GM: Chris Hockabout 
Visit a world changed by 200 years of genetic manipulation . Experience 
life under the rule of the Terra Corporation. Strange religions, weird 
genetic mutations, Aeon Flux meets Star Trek. Var: Playtest of new 
game by Prometheus Press 

Char/Plyr: 1 Levels: GM Supplied 



324 Open Mike Nite at the Goth 330 Searching for Sarah Hunter 
System: Storyteller Room 379 on Sun at L0:00 AM System: TORG Room 163 on Sun at 10:00 AM 

GM: Don Tresca Hours: 6 GM: Lori Metheny 
Something weird is happening in SF. Find out what's up and use that to 
your advantage in SF's neutral club for young Awakened beings. Hi 
intrigue. lo combat.Var: Combines Vampire . Werewolf & Mage 
Characters 

Char/Plyr: I Levels: GM Supplied 

325 For Want of a Child 
System: Warhammer FRP Room 378 on Sun at 10:00 AM 

Hours: 10 GM: Crisper Diction 
A young boy is killed. Accident? Murder? Racial prejudice blurs the 
facts and the truth must be learned before hatred and distrust can lead to 

war. Var: GM provided characters 

Char/Plyr: 1 Levels: 2nd Career 

328 Wanted: A Few Good Dwarves 
System: Arduin Room 376 on Sun at 10:00 AM 

Hours: 12 GM: Peter Savoy 
You have the dwarf GM' s hate: too strong, fast tough to play. Object: 
take the Keep, 10: 1. odds. All expenses paid +lOOK GS+ a favor from 
the Dwarven Master Armorer. Var: Will convert from other 
systems 

Char/Plyr: 1 Levels: up to 25th 

327 The Master of Time 
System: AD+D Room 166 on Sun at 10:00 AM 

Hours: 8 GM: Corey Cole 
Your guild leaders detected a rift in the fabric of time. It is your job to 
track it to its source and close the rift. Heavy role-playing and puzzle­
solving. 1st or 2nd Ed. Var: GM-Supplied Char (player ' s by 
approval) 

Char/Plyr: l Levels: approx 5th 

328 Return to Acid.land! 
System: Storyteller Variant Room 165 on Sun at 10:00 AM 

Hours: 8 GM: Johanna Mead 
An evil force threatens the land of punishment and cyberrfraggles! 
Bring any character, any game, I'll convert, and tally ho! weirdness 
awaits... Var: 

Char/Plyr: 1 Levels: N/A 

329 Attention Collectors! 
System: Call of Cthulhu Room 164 on Sun at 10:00 AM 

Hours: 8 GM: Eric Rauscher 
Having a lovely time in Innsmouth STOP Meet me at the train station 
STOP Arriving in Arkham 2 PM STOP Var: Goldberg 

Char/Plyr: 1 Levels: 208 3 Phase 

Hours: 6 
A young girl's been kidnapped! The evidence points to raider 
involvement. No one knows her importance, but you better find out 
before it's too late' Var: 

Char/Plyr: l Levels : 

331 PLC Clearinghouse Sweepstakes 
System: Paranoia Room 162 on Sun at 10:00 AM 

Hours: 6 GM: Robert Boyd 
You have already won one of these great prizes! A trip to CLASSIFIED. 
a brand new CENSORED, or a deluxe DELETED! To claim your prize, 
report to NDR Sector PLC. Var: 

Char/Plyr: 1 Levels: GM Supplied 

332 Necrotere 
System: AD+D Room 161 on Sun at 10:00 AM 

Hours: 8 GM: John Fuhs-Sooter 
Are you tired of the same old game? Is bashing monsters getting boring? 
Are your only other options playing goblins? How about the Undead! 
Experienced players welcome. Var: Undead PC's and much 
more await 

Char/Plyr: 1 Levels: GM Supplied 

333 The Invaders 
System: Vampire, the Masquerade Room 159 on Sun at 10:00 AM 

Hours: 8 GM: Jack Niles 
A man named Michael Vincent has called you and demands you meet 
him. This game is for role players only. Var: New Race 

Char/Plyr: l Levels: Neonate-Ancilla 

334 Eyes of the Blind Night 
System: Middle-earth (RQ3) Room 154 on Sun at 10:00 AM 

Hours: 12 GM: Chris Seeman 
A storm, no mortal flesh can endure it. 
A nightmare, none can escape its eyes. 
A memory, no longer can she be forgotten . 
Now is revealed Gondor ' s darkest secret. 

Char/Plyr: 1 Levels : 50-75% 

335 Highlander 2020 

Var: 

System: Cyberpunk/Cyber Hero Room 153 on Sun at 10:00 AM 

Hours: 8 GM: Philip Cobert 
Immortals are gathering in Night City. So far , three decapitations this 
week. An adventure for solos and street samurai. Bring cyber PC or 
choose a pre-gen. Var: Simplified combat and netrunning 

Char/Plyr: 1 Levels : Minor hero 



336 Slow Death 
System: AD+D 

Hours : 8 

Room 152 on Sun at 10:00 AM 

GM: Carl V. Tuttle 
Some callit The Grandest City in The Realms. But when an old enemy, 
and an ancient evil come for revenge, you may wish you had never come 
to Waterdeep! Var: Critical hits and fumble s 

Char/Plyr: 1 Levels: 5th-7th Lvl 

337 Slogg! A Way of Life 
System: Fantasy Hero Room 149 on Sun at 10:00 AM 

Hours: 8 GM: David Burkart 
Life is good on the frontier - Death is quick, painless and on time. 
Rewrite history in this Human-eat-Ore (Yuck) campaign world - And 
bring a napkin! Var: Bleeding/Knockdown/All 
Champions 

Char/Plyr: 1 Levels: Provided 

SESSION 4 9-11 AM SUNDAY 

401 The Throne of Pikyrayd 
System: Stormbringer Room 147 on Sun at 12:00 Noon 

Hours: 8 GM: Tanith Tyrr 

405 No Night So Dark 
System: Fantasy Hero Room 145 on Sun at 2:00 PM 

Hours: 6 GM: Mark Doherty 
Something evil haunts the night5 of ancient Ilthmar. Both a quick wit 
and a swift blade will be required to lay it to rest. But beware - nothing 
is as it seems. 

Char/Plyr: 1 Levels: 75-125 pts 

406 The Burgled Brolly 
System: Proprietary: Holmes/Nightstaker 
Room 160 on Sun at 4:00 PM 

Hours: 4 GM: Richard Aronson 
Role playing mystery set in Sherlock's England. When Mycroft winds 
up in jail, it's up to the players to catch the culprit. 

Char/Plyr: 1 

407 Were wolf: The Apocolypse 
System: White Wolf Room 162 on Sun at 4:00 PM 

Hours: 6 GM: Evan Wynns 
combat Vampires, Corporations and the Wynn in the dark urban 
wilderness.of downtown San Francisco! 
Var: Vampire & Mage 

Char/Plyr: 1 Levels : GM Supplied 

Assassination and intrigue have always been the power behind the 
throne, but now it's personal. Intense roleplayers only. Costumes 408 To Bag A Tech 
encouraged. Var: Interactive Storytelling System: Cyberpunk 2020 Room 163 on Sun at 4:00 PM 

Char/Plyr: 1 Levels : Moderate 

402 Interface from Hell II 
System: Cyberpunk Room 168 on Sun at 12:00 Noon 

Hours: 6 GM: Steve Sabram 
Remington-Rand has been taken out but what is that now?? How can 
something with the Icon of an old Univac be running and attacking data 
walls on the net?? 
Var: 5 Netrunners and one major Solo - mostly Cyberspace 

Char/Plyr: 1 Levels : Average 

403 The Lover's Mark 
System: Pendragon 

Hours: 6 

Room 377 on Sun at 12:00 Noon 

GM: Peter Corless 

Hours: 8 GM: Michael E. Hole 
Just retrieve a misplaced tech. Sounds easy? He's on an oil rig. In the 
North Sea. It's winter and they know you ' re coming. Still sound easy? 

Var: Minor 

Char/Plyr: 1 Levels : 75 Char pts 

409 Danger in the Desert 
System: Mythus - Dangerous Journeys 
Room 170 on Sun at 4:00 PM 

Hours: 6 GM: Daniel 0. Turner 
Your mission is to "deal with" the forces of evil in this part of Aegypt. 
Player and/or GM created characters . No previous Mythus experience 
required. 

Char/Plyr: 1 Levels: Starting Char 

Adventure in Ireland. Can your group meet the challenge of this 410 Outlander 
adventure based on a traditional Irish legend? System: Diceless roleplaying 
Var: OFFICIAL CHAOSIUM RUN 

Char/Plyr: 1 

404 Bright Lights, Big Kitty 
System: Bureau 13 - Stalking the Night Fantastic 

Room 151 on Sun at 2:00 PM 

Hours: 8 GM: Charles Keith-Stanley 
Slasher murders in Central Park! Police baffled! A team of Bureau 13 
agents find something purr-fectly awful. Game system will be taught, 
Roleplaying emphasized. 

Char/Plyr: 1 Levels: Provided 

Room 381 on Sun at 6:00 PM 

Hours: 8 GM: Peter Christian 
Enter a science-fiction world of exploration and mystery, as you explore 
the Outlander. Take the challenge: control your life. ship and ultimate 
destiny. Var: No previous players please 

Char/Plyr: l Levels : GM Supplied 



4TI Fresh Fish and Ancient Heroes 
System: AD+D 

Hours: 8 

Room 379 on Sun at 6:00 PM 

GM: Allen Cohn 
The fish are dying from some strange pollution. But as you trace the river 
into a dark cave, your path becomes entwined with an ancient prophesy! 
Var: 2nd Ed 

Char/Plyr: 1 Levels: 2nd-4th Lvl 

412 The Key to Paradise 
System: Vampire: The Masquerade Room 168 on Sun at 6:00 PM 

Hours: 8 GM: James Carpio 
Edge City, 2063, playground of the wealthy. Rumor: Golconua is 
reached for a price. Problem: those who have tried have never been 
heard from again . Var: Storytellers HB Combat system 80% roleplay 

Char/Plyr: l Levels: Disc < 5th 

413 "Remember Me?" 
System: AD&D Room 166 on Sun at 6:00 PM 
Hours: 12 GM: Todd Thompson 
"A warrior of Chaos does not even come close to me. I will once again 
reign upon thee." Var: The best of lst & 2nd Edition 

Char/Plyr: l Levels: 6th-12th Lvl 

414 To Catch a Shapechanger 
System: Abantey (New!) Room 165 on Sun at 6:00 PM 

Hours: 6 GM: Rebecca L. Thomas 
Six of the seven Gods have joined forces to catch a Rogue Shapechanger. 
You have been chosen to do the God's bidding. But who are the other 
two in your party? Var: New system - no variations 

Char/Plyr: 1 Levels: GM Supplied 

415 Cry for the Children 
System: Cyberpunk Room 164 on Sun at 6:00 PM 

Hours: 8 GM: Robert E. Johnson 
Hey Juve! There's a cyberevolution going on out there and they want 
you the cyber evolved. So, if you want to live then show up or you can 
become a Dead Guy. Var: Cybergeneration 

Char/Plyr: 1 Levels: 50 CP 

416 Death Stalks by Moonlight 
System: Gamma World Room 161 on Sun at 6:00 PM 

417 The Hunt from Another World Game 
System: Dream Park Room 159 on Sun at 6:00 PM 

Hours: 8 GM: Matt Miller 
Yet another genre-buster for Dream Park! Danny, Kurt, Arnold and Mr. 
Niel need not apply. (I can't drop more major hints than that, it's against 
the rules.) Var: Discussed at game 

Char/Plyr: l 

418 Extermination 
System: AD+D 

Levels: 175-225 pts 

Room 153 on Sun at 6:00 PM 

Hours: 6 GM: Ryan Kent 
Foul creatures have always inhabited the subterranean maze of sewers 
beneath the great metropolis W aymeet. Only now things have gotten 
much worse. May user own chrt. Var: 2nd Ed 

Char/Plyr: l Levels: 3rd-6th Lvl 

419 Please Save My Baby 
System: The World of Darkness Room 152 on Sun at 6:00 PM 

Hours: 8 GM: Peter A. Willis 
A group of Hunters attempt to rescue the missing daughter of a fellow 
Hunter. Characters can be provided if necessary. V a r : 
Hunters only - (Vampire/Werewolf/Mage) 

Char/Plyr: l 

420 Balm of Night 
System: AD+D 

Levels: N/A 

Room 149 on Sun at 6:00 PM 

Hours: 10 GM: Henry Perkins 
Escape from the stressful light and enjoy a nice, dark adventure. 
Balanced role playing/puzzle solving/combat. Evil characters 
welcome; no Chaotics. Var: 2nd Ed, Some magic not as expected 

Char/Plyr: l Levels: 5th-8th 

421 Some Properties of Transcendental 

Irrational Spaces 
System: Champions Room 171 on Sun at 6:00 PM 

Hours : 6 GM: Jesse Matonak 
The players must do battle ( ornot) with an eldritch (or not) slimy horror. 
Game involves investigation.Var: No Mentalists 

Char/Plyr: 1 Levels: 14-1606 

Hours: 8 GM: Bryan Aho SESSION 5 
What secrets are hidden on the ancient disks? You escort an 4:30 · 6:30 PM SUNDAY 
archaeologist to find the answer, but will you survive being a 
restorationist guard? Ongoing. Var: Restorantionists prefered. 
4th Ed 501 Gemquest 94 

Char/Plyr: l Levels: 1st-3rd System: AD+D Room 145 on Sun at 8:00 PM 

Hours: 12 GM: Michael Smith 
Find the gems, complete the quest, get l wish. Standard AD+D 2nd Ed 
characters/magic items only. Role playing and puzzle solving 
emphasized over hack'n ' slash. Var: 2nd Ed - Minor 

Char/Plyr: 1 Levels : 1-2 Million Exp 



502 Oh Captain! My Captain! 
System: Call of Cthulhu 

Hours : 12 

Room 147 on Sun at 8:00 PM 

GM: Brian Johnson 
Since the storm, all has been chaos aboard the Meridian . However, it 
could be worse. The stars could be right for the birth of some mad god. 
Oh sorry. I spoke too soon .. . Var: 

Char/Plyr: 1 Levels: GM Supplied 

503 Prophecy of the Beguiler 
System: AD+D 

Hours: 10 

Room 156 on Sun al 8:00 PM 

GM: Rick Cannon 
Anthrax us is dead . The staff of the Lower Planes is up for grabs, control 
of the Abyss could be yours! Evil PC's welcome. 70% survival rate. 
Var: No Psionics 

Char/Plyr: l Levels: 10th-12th Lvl 

504 Not My Cup of Tea 
System: Reclaimation Project Room 157 on Sun at 8:00 PM 

Hours : 12 GM: Dawn Atkins 
Time travelers from the 27th century take a wrong turn on the way to the 
70's . Instead of disco, they find the American Revolution . How to get 
home? Tea anyone? Var: Heavy Role Playing 

Char/Plyr: 1 Levels: GM Supplied 

SOS The Essence of Despair 
System: Mage/Vampire Room 160 on Sun at 8:00 PM 

Hours : 8 GM: Gareth Storm 
The night is cold and dank, in spite of the summer' s heat. You feel as 
ifFinal Death waits around every corner. Can you lift the dark chill from 
your soul? Var: Players can run a Mage or a Vampire 

Char/Plyr: l Levels : Med. Exp or GM sup. 

506 "I'm a good Grog!" 
System: Ars Magica 3rd Ed Room 377 on Sun at 8:00 PM 

Hours : 8 GM: James Kundert 
Welcome to the Covenant of the Once Oak. Some of our Grogs are 
missing, and we're out of beer! No Magi need apply for this vital Grog­
only job. Sense of Humor required. Var: B.Y.O.G. 

Char/Plyr: 1 Levels : NIA 

507 A Simple Mission 
System: GURPS Fantasy Room 378 on Sun at 8:00 PM 

Hours : 8 GM: Mark Vargus 
You have just arrived in Sanch and you need a job. Perhaps the local 
adventurers guild can help. Good luck. 

Char/Pl yr: l Levels: l OO-l 15pts 

508 Garden of Darkness 
System: AD+D Room 376 on Sun at 10:00 PM 

Hours : 8 GM: David Gay 
Save your village' s crops from blight! Penetrate the garden maze around 
Zgort's tower and force the evil mage to lift his curse! First level 
characters only ! Var: 2nd Ed 

Char/Plyr: l Levels: First 

509 The Hunt 
System: Shadowrun Room 170 on Sun at l 0:00 PM 

Hours: IO GM: John Pack 
Jonathon Remington-Smythe, a very wealthy man, needs a group of 
shadowrunners to hunt something for him. Var: No Deckers 

Char/Plyr: l 

510 The Dark Future Game 
System: Dream Park Room 162 on Sun at 10:00 PM 

Hours: 8 GM: Zoran Korvacich 
"You race drivers think you 're so tough? Let's see how well you do 
sandside. No Flag Girls, no pitstops, and no pit crew tgo wipe your 
bottoms!" Asphalt & Attitude. 
Var: GW's Dark Future adapted for Dream Park 

Char/Plyr: 1 Levels: 20-30 pts 

5TI The Crown of Gil-galad 
System: AD+D 

Hours: 12 

Room 154 on Sun at l 0:00 PM 

GM : Erik Oberlin 
Heros are gathered to help during a time of potential war. They are sent 
in search of an artifact which will either ensure peace or victory. Lots-
o-role-play. Var: 2nd Ed variant 

Char/Plyr: l Levels : GM Supplied 

512 Red Star Rising 
System: Call of Cthulhu Room 151 on Sun at 10:00 PM 

Hours: 8 GM: Tim Innes 
The year is 1936. An Allied scientific research team races to learn the 
secrets Dr. Von Rundstead hides in his mountain top astronomical 
observatory. Var: 3rd Ed, 40% Combat 60% RP 

Char/Plyr: 1 Levels: High or Pre-Genned 

513 What Do You Mean I'm Drafted?!? 
System: Champions Room 159 on Mon at 8:00 AM 

Hours: 8 GM: Jason A Krestoff 
A unique problem has presented itsefl to the government and it needs 
you to volunteer. High tech skills and devices a must. Max Dex 33, Spd 
9, Def 35, Attack 65pts. 

Char/Plyr: 1 Levels : up to 265 pts 



514 The Good Olde Days 
System: AD&D Room 162 on Mon at 8:00 AM 

Hours: 8 GM: Cody E. Hudson 
Remember the good old days. tunnels, monsters, etc. Travel with me to 
an old abandoned castle in a once beautiful land where a truly awesome 
foe await5 thee! Var: 2nd Ed/ DM discretion 

Char/Plyr: 1 Levels: 1st-5th Lvl 

515 Hunter or Hunted? 
System: AD+D Room 163 on Mon at 8:00 AM 

Hours: 8 GM: Andreas Metzger 
You just hate waking up in a room with 9 other coffins; it's going to be 
one of those days. Another wizardly maze-why can't they just hire their 
contestants? Var: 1st Ed 

Char/Plyr: l Levels: 1st-3rd Lvl 

518 The Arachnus Affair 
System: Star Fleet Battles Room 170 on Mon at 8:00 AM 

Hours: 8 GM: Andy Davis 
Strange distortions in Tholian space ... The swift Klingon capture of a 
Tholian Base station ... The mysterious disappearance of the NCL 
Bravado. What can it mean?Var: Commanders rules 

Char/Plyr: l 

517 Star Trek: The Vicksburg Generation 
System: Hero Room 377 on Mon at 8:00 AM 

Hours : 8 GM: Edmund Metheny 
Aliens invading Vicksburg?? Grant a mutant?? Wesley Crusher a VMI 
cadet??? The continuing voages of the CSS Enterprise. Characters 
provided. 

Char/Plyr: I Levels: 150+ 

518 Mists of Malf eitor 
System: AD+D Room 378 on Mon at 8:00 AM 

Hours: 8 GM: Wayne Wallace 
Trapped in a demi-plane by a fiend aspiring to godhood, you must 
recover an alien artifact to stop his prime-planar invasion and escape. 
Challenges and Rewards! Var: No Artifacts, psionics or oriental 

Char/Plyr: 1 Levels: Any 

519 Stop the War 
System: AD+D Room 379 on Mon at 8:00 AM 

Hours : 8 GM: David L. Commerford 
Bohit is preparing forits first war in 300 years! Some concerned citizens 
have a problem with this . They want you to find a way to change the 
prince's mind. Var: No artifacts or relics, Spell points 

Char/Plyr: I Levels: 7th - 11th Lvl 

520 Where's the Plutonium? 
System: Call of Cthulhu Room 381 on Mon at 8:00 AM 

Hours : 8 GM: Eric Rowe 
What happened to the plutonium at Boston's nuclear power plant? 
Cthulhu Now adventure. Var: OFFICIAL CHAOSIUM RUN 

Char/Plyr: 1 Levels : Cthulhu 

521 Quest for the Mystic Rune 
System: Adventure Quest Room 154 on Mon at 10:00 AM 

Hours: 6 GM : Joe Houseworth 
Swords and Sorcery on post-apocalypse Earth. Much death, mayhem, 
and magic. Home Grown system. 

Char/Plyr: I Levels: Created at game 

522 The Ring Of Truth 
System: AD+D Room 153 on Mon at 10:00 AM 

Hours: 6 GM: James W. Tucker 
Heroes gather at the Gate of Creation to find the Ring of Truth, a relic of 
unspeakable power, before the Hand of Darkness covers the world. No 
evils please. 

Char/Plyr: 1 Levels: 9th-11th 

523 Elvis Quest II 
System: Tales from the Floating Vagabond 
Room 168 on Mon at 8:00 AM 

Hours: 8 GM: David Hughes 
Elvis Lives! After rescue from the planet Playtex, the King gives his 
come-back performance at the Floating Vagabond, only .... uh. that 
would ruin it, wouldn't it? Var: Absolutely, in fact, Required 

Char/Plyr: 1 Levels: GM Supplied 

524 Bring Me the Head of Willy W onka 
System: Champions Room 376 on Mon at 10:00 AM 

Hours : 6 GM: Arthur Pruyn 
An arch-villian at Willy Wonka Chocolates is planning to gain a 
monoploy on the production of chocolate. A select team of heros bas 
been chosen to capture him. 
Var: A Really Mixed Bag of Characters and Chocolate. 

Cbar/Plyr: l Levels: GM Supplied 

524 Shades of Crystal 
System: Champions Room 164 on Mon at 10:00 AM 

Hours : 6 GM: Mark Mensch 
The Shadow Master believes be bas found a new city from which to 
control the world. The heroes are about to prove him wrong. 60 active 
point attacks, no VPP' s. 

Char/Plyr: 1 Levels : 275 pts 



SU-Al TIPS 
FOR DUNDRACON 18 

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. 

Health Club and Pool are for the use of registered 
Hotel Guests only. 

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 after the snack bar closes, 
so lay in supplies.) 

Drink a lot. Hotel air is very dry; 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 Marriott, 
and what your 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. Garbage left for someone else to 
pick up is a major social blunder. 

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

Do not smoke in the Dealers Room, Seminar 
rooms, 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 and paintball 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 extinguishers, 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 restaurant ... and tips are expected 
by the staff there! 

ENJOY YDIII STAY IT 
DUNDRAClll 181 
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