


























Signup Session 3 Sat 4:30 pm - 6:30 pm 

301 A Visit to Milwaukee 
System: Story Teller - Werewolf 
Sat at 8:00 PM in room 149 
Hours: 6-8 Char/Player: 1 
GM: Peter Willis Level: Rank 2 or 3 

A group of Garou are called together from across the 
country by the leaders of the Lake Michigan Protectorate to go 
into the city of Milwaukee. The word is out that the Leeches have 
discovered two powerful Fetishes stolen centuries before from 
the Wendigo and Uktena. 

302 Dark Hood War Part 2 
System: AD&D 2nd ed. 
Sat at 8:00 PM in room 151 
Hours: 8 Char/Player: 1 
GM: William Rumley Jr. Level: 9-12th level 
Variations: Optional Crit. system 

The Baron of North Coast needs you. While the Armies 
of two great cities war, you will determine victory with stealth 
and skill. If you're up to the task, that is. 

303 Prey 
System: Storyteller/Cyberpunk 2020 
Sat at 8:00 PM in room 156 
Hours: 10 Char/Player: 1 
GM: Jerry Lewis & Sean Shaledan Level: GM Supplied 

It's time for predator to become prey. Pure Wetwork! 

304 The Sins of God 
System: AD&D 2nd ed. 
Sat at 8:00 PM in room 160 
Hours: 8 Char/Player: 1 
GM: Bud Chornnart Level: 1.5-3,000,000 Xp 

A beloved priest has been foully murdered by the Cult 
of Azareal. His dark temple must be destroyed! 

305 When the Ancient Awakens 
System: Call of Cthulhu 
Sat at 8:00 PM in room 164 
Hours: 12 Char/Player: 1 
GM: T. Scott Nordstrom Level: Beginning-Intermediate 
Variations: Beginners Welcome 

The Sudan: 1929. A French archaeological team has been 
working in the south. Two days ago the team sent one final radio 
message: "Hell Walks!" 

306 Super Toons! 
System: Champions 
Sat at 8:00 PM in room 378 
Hours: 8 Char/Player: 1 
GM: James Kay Level: lOOpt Active cost 

Are you tired of playing serious Four-Color Heros? 
Then take a load off and zot your next Bad Guys . Make your 
characters Tough, Cool and Hilarious! 

307 Cold Feet 
System: Gurps Fantasy 
Sat at 8:00 PM in room 381 
Hours: 8 Char/Player: 1 
GM: Nathan Hanner Level: GM Supplied 
Variations: Gurps Magic and Grimoire 

One morning, you can't find your slippers, shoes and 
boots . You soon discover all your friends have also had their 
shoes stolen. What's afoot here? 

~()P The Wrath of Cart el 
Sv-.tem : Amaz ing Eng ine: l\fotamorphosis Alpha to O nwga 
S:1t at 10:00 PM in room 143 
Hours: 8 Char/Player: 1 
GM: Larry Adams Level: Beginning-Intermediate 
Variations: Characters GM supplied or approved 

The sky has gone black and the rumblings of the land 
grow frequent. Elders fear that if the Cartel is not pleased all is 
lost. Can you save your world from Doom? 

309 It's Second Period, Where are You? 
System: Teenagers From Outer Space 
Sat at 10:00 PM in room 145 
Hours: 6 Char/Player: 1 
GM: Shannon McGuire 

It's an ordinary day, at an ordinary High School. What 
could go wrong? (Evil laughter ... ) 

310 Crimson Idol 
System: AD&D 1st & 2nd ed. 
Sat at 10:00 PM in room 152 
Hours: 8 Char/Player: 6 
GM: Todd Westerlund Level: 3-6th level 
Variations: all evil alignment 

Blood of a hundred, rushing past thee, crimson river set 
me free. I grant wishes and treasure to those who succeed. 

311 A Race for Life 
System: Call of Cthulhu 
Sat at 10:00 PM in room 162 
Hours: 8 Char/Player: 1 
GM: Rob Montanaro Level: GM Supplied 
Variations: 1001, or as many as I set down in writing 

The investigators are invited to dinner by a prominent 
collector. An offer is made that is too good to be refused .. . 1924 -
Low mythos focus 

312 Shadows in the Surf 
System: Starwars 
Sat at 12:00 Mid in room 154 
Hours: 4 Char/Player: 1 
GM: Erik Benson Level: GM Supplied 

Six heros hurtle through Hyperspace on a secret errand. 
The Rebel High Command knows your mission, but you don' t. 
RPGA Network Points awarded. 

313 Earth for Sale 
System: Champions 4th ed . 
Sat at 12:00 Mid in room 159 
Hours: 6-8 Char/Player: 1 
GM: Michael Smith Level: 250-300 points 
Variations: 75 active points/power max 

World leaders abducted by aliens! Robots conquer the 
world, military helpless! Only <insert your character' s name> 
can save the us now! Film at 11 ! 

314 Waiting out the Storm 
System: Freeform Fantasy 
Sat at 12:00 Mid in room 161 
Hours: 8 Char/Player: 1 
GM: Patrick Riley Level: Competent 
Variations: Bring any Fantasy character; Diceless 

A driving rain, howling wind and hail of glowing 
embers? Luckily, shelter, adventure and mystery await . 
Warning: magic items will be schrooched. 



:n 5 The God Box 
System: Abantey (Original System) 
Sat at 12:00 Mid in room 163 
Hours: 6-8 Char/Player: 1 
GM: Becky Thomas Level: GM Supplied 

Midnight in Tabur, Sakeet hunting dogs howl over the 
God Wall, coming your way. Woman, black silks and chameleon 
cloak, runs towards you, box in her hands ... 

316 St. Bernard Crusaders 
System: Werewolf 
Sat at 12:00 Mid in room 165 
Hours: 6 Char/Player: 1 
GM: Sophie Legace Level: GM Supplied 

Dead or Alive, those poor, misguided White Howlers 
are going to Erebus, Lake of Silver. It's for their own good, and 
the good of Gaia. Someone must help them. 

317 The Society for Mekton Anachronism 
System: Mekton Zeta/Mekton Tech Book 
Sat at 12:00 Mid in room 168 
Hours: 8 Char/Player: 1 
GM: Stephen Douglas Level: Modest 
Variations: 3-D rules, roleplaying 

The SMA is re-creating the One Year War. Historical 
Mektons and their pilots are choosing sides even now, Don't Be 
Late! Characters/Mektons will be provided. 

318 Metaphase: Probable Causality 
System: New Game Playtest 
Sat at 12:00 Mid in room 377 
Hours: 8 Char/Player: 1 
GM: Headgames 
Variations: Make Characters at game 

2257. The evolutionary future of Mankind is now. 
Excitement awaits as one of the New Flesh in a RPG blending 
science, terra corporate conflict and Humanity's future. 

319 Incarnations of the Avatar 
System: Mage/Vampire/Werewolf 
Sat at 12:00 Mid in room 379 
Hours: 12 Char/Player: 1 
GM: Brian Johnson Level: GM Supplied 

An old mage dies with the promise that he will one day 
be reborn. For years later, Doissetep is still awaiting his return, as 
are the Nephandi. 

320 Paradox 
System: Shadowrun 1st ed. 
Sun at 6:00 AM in room 151 
Hours: 8 Char/Player: 1 
GM: Tim Vogel Level: mid 

You know something big is going down when Mr. 
Johnson himself calls. He needs a unique crew for an unusual job, 
pay is good, maybe too good. Mages not advised. 

321 Tempus Lupus 
System: AD&D 2nd ed. 
Sun at 6:00 AM in room 160 
Hours: 8 Char/Player: 1 
GM: Brian Sullivan Level: 7-9th level 

The Wall: a testament to the seclusion demanded by the 
Gods of Walesh. Now Rumors abound concerning a dire threat 
from behind the Wall, and a young king has asked for help 

322 Death in the Shire 
System: AD&D 2nd ed. 
Sun at 6:00 AM in room 165 
Hours: 6 Char/Player: 1 
GM: Mike Thulander Level: Varies 
Variations: Living City campaign 

A village of Halflings has asked YOU to help them with 
several murders! Is it bandits or something more sinister? Living 
City characters welcomed! RPGA Network points awarded! 

323 Where's the Back Door? 
System: AD&D 2nd ed. 
Sun at 6:00 AM in room 171 
Hours: 12 Char/Player: 1 
GM: Jason Windham Level: 6-8th level 
Variations: House Rules 

Needed: eight brave souls to serve King and country, for 
a daring attack on enemy castle. All may not survive, but those 
that don't will die with honor. 

324 Pattern/ell 
System: Amber Diceless Roleplaying 
Sun at 6:00 AM in room 378 
Hours: 12 Char/Player: 1 
GM: Matt Miller 

What is going on here? Is the Universe finally being 
destroyed? Has Chaos won? How can the younger generation 
save all of Shadow from: Pattemfell? 

325 The Black Castle 
System: Fantasy Hero 
Sun at 8:00 AM in room 143 
Hours: 12 Char/Player: 1 
GM: Matthew Buynoski Level: 150 pt Char's 
Variations: minor, Heroic, but not Super-Heroic CV' s should be 
10 or less 

Rumors of a great gem on the caravan trails. The Dark 
Ones maybe afterit,foritmaycontrol the gate to Perdition at the 
Black Castle. Every freebooter you know is heading that way. 

326 Recipe for Disaster 
System: Compleat Arduin 
Sun at 8:00 AM in room 145 
Hours: 12 Char/Player: 1 
GM: Mark Schynert Level: 5-14 
Variations: Most optional variations 

Seventh Annual Dave Hargrave Memorial Run. Cook 
someone's goose with this riddle, or maybe get riddled yourself. 
Psychics OK, dry roasted, lightly salted. 

327 Champions of Freedom! 
System: Hero System/Champions Hardcover 
Sun at 8:00 AM in room 147 
Hours: 7 Char/Player: 1 
GM: Kevin Ryan Level: 250 pts, 10-12DC 
Variations: No Ninja Hero/Dark Champs/Ultimate Martial Arts 

Calling all Heros! Get ready to defend American lives 
and stomp some modern-day Nazi villains into the Highway of 
Democracy. Silver-age slam- bang action n' fun! 

328 Stop the Adventurers! 
System: AD&D 
Sun at 8:00 AM in room 149 
Hours: 8 Char/Player: 1 
GM: Allen Cohn Level: 4-6 

Your party is feared and respected throughout the land. 
But can you flush out an equally feared and motivated party from 
its fortress?! In Part II, you switch positions and try to defend the 
same fortress. Lots of strategic planning. 



329 The Wolves of St. Austell 
System: AD&D 
Sun at 8:00 AM in room 152 
Hours: 6-8 Char/Player: 1 
GM: James Tucker Level: 2-5th level 

Wolves howl at night, a sound not heard on the moors in 
years. Why are they leaving a wake of carnage in their passing ... 
No evil characters 

330 Into the Zone 
System: Hero 
Sun at 8:00 AM in room 154 
Hours: 6 Char/Player: 1 
GM: Andrew Lovett Level: 100 pts 

Join a crack team of explorers on a mission into an eerie 
land hidden in the jungles of New Guinea! Roleplaying and 
teamwork emphasized. Characters Provided 

331 The City of Night 
System: Pulp Adventure (Formerly Crimefighters) 
Sun at 8:00 AM in room 161 
Hours: 12 Char/Player: 1 
GM: Jeff Hatch Level: GM Supplied 

In the Old West, Stormclouds cover the sky over the 
Golden City. They bid ill-omen to the dark events soon to come! 
Can our heros fight an ancient evil? 

332 The Arcane Phantasmagoric Alphabet Game 
System: Dream Park 
Sun at 8:00 AM in room 162 
Hours: 8 Char/Player: 1 
GM: Leon Glover III Level: 100 pts/ 18 BSP 
Variations: No Superpowers; IFGS difficulty 7 of 10 

IFGS Tournament of Players. No superpowers or Future 
Tech. Characters will be provided if needed. If you wish to be the 
Loremaster, show up 10 minutes early. 

333 For God and Country pt. I 
System: Shadow Saga (New System) 
Sun at 8:00 AM in room 163 
Hours: 6 Char/Player: 1 
GM: David Mullin Level: GM Supplied 
Variations: Playtest 

You have volunteered for a special program to help save 
the Citadel from its enemies. Great powers have been given to 
you by the Director and he has sent you after your predecessor, 
his first errant creation. 

334 Search for the Perforated Cup 
System: Paranoia 
Sun at 8:00 AM in room 164 
Hours: 6 Char/Player: 1 
GM: Robert Boyd Level: GM Supplied 

Verily, the Computer, Dread Sovereign of Alphashire, 
sayeth unto its Doughty Troubleshooters, "Goeth ye from hence 
Sector and findeth yon Holy Grail" 

335 Sounds Like a /ob for ... somebody else 
System: Warhammer Fantasy Roleplay and Battle 
Sun at 8:00 AM in room 166 
Hours: 12 Char/ Player: 1 
GM: Erik Jones Level: GM supplied 
Variations: Role-play and Table-top battles combined 

Da Boss is dead and da Holy banner is in da mits of da 
enemy, da stinkin' gits . We gotta get it back before Gork comes 
back for it. Any Volunteers? 

336 Three Rings of Chaos 
System: AD&D 2nd ed . 
Sun at 8:00 AM in room 168 
Hours: 8 Char/Player: 8 
GM: Jim Butler Level: 8-10 
Variations: Planescape 

Lord Batos is going to unleash his Baatezu minions on 
Pandemonium. Only the Three Rings of Chaos can halt his vile 
plan 

337 To Stop the Baron 
System: Champions 
Sun at 8:00 AM in room 168 
Hours: 9 Char/Player: 1 
GM: Brian Stoffey Level: 250-300 pts 
Variations: 5spd=60 Active; 6spd=75 Active 

The Baron of Crime has been defeated. Now you must 
chase him through the city battling an army of agents and super­
powered thugs. He Must Be Stopped. 17+ older 

338 Dorak's Commission #1 
System: AD&D 
Sun at 8:00 AM in room 170 
Hours: 4-6 Char/Player: 1 
GM: Brian Megel Level: 6-lOth level 

Greast gp/xp available for any number of thieves, 
clerics and fighters willing to obtain spell components . Current 
owners are reluctant to give them up. -Dorak 

339 Save the Shoemaker-Levy 9! 
System: Shatterzone 
Sun at 8:00 AM in room 376 
Hours: 6 Char/Player: 1 
GM: Carl Rigney Level: GM Supplied 
Variations: Modern Earth 

Hard0 rocking scientists race against time with the fate of 
an entire world in the balance. Two-fisted roleplaying for the 
quick-thinking. Bring 2010 and your wits . 

340 Jl.fystara 
System: AD&D 2nd ed. 
Sun at 8:00 AM in room 377 
Hours: 6 Char/Player: 1 
GM: Dawn Lee Level: 1st or GM Supplied 

Introduction to AD&D 2nd ed . using the Mystara 
setting. Audio-cd assisted, Characters should reach level 4-6 by 
the end of the game. 

341 Temple of Pocharngo 
System: Runequest 3rd ed. 
Sun at 8:00 AM in room 381 
Hours: 6 Char/Player: 1 
GM: Eric Rowe Level: Initiate 

Who dares defile the temple of the Gorp-god? Who 
dares face the dark knight? Who will live to accept the blessing 
of Pocharngo the Mutator, the god of change' 

Signup Session 4 Sun 9 am -11 am 

401 Return of the Dragon 
System: Cyberpunk 
Sun at 12:00 Noon in room 165 
Hours: 7 Char/Player: 1 
GM: Philip Cobert Level: GM Supplied 
Variations: PC assisted, combat streamlined 

Bruce Lee lives! Is he an Immortal? You must seek the 
truth, Grasshopper. Kung-fu, Cyber-fu, severed heads ... Joe-Bob 
says check it out. 



402 Battle for Orion IV 
System: Star Wars Miniatures Battles 
Sun at 12:00 Noon in room 170 
Hours: 8 Char/Player: 
GM: George Gardea 
Variations: Some 

Alliance and Empire battle for control of the system. 
Will the rebels get away? Will the Imperials stop the evacuation? 
Sign up to play and find out! 

403 The First Prize 
System: AD&D 2nd ed. 
Sun at 12:00 Noon in room 379 
Hours: 8 Char/Player: 1 
GM: Frank Vicari Level: 1-3 (GM Supplied) 

This game is for people who are new to AD&D. Learn 
AD&D the way it was meant to be learned ... by experiencing it! 
Explore Waterdeep and learn its mysteries! 

404 Magic's Tomb 
System: Magic the Gathering Roleplay 
Sun at 2:00 PM in room 151 
Hours: 10 Char/Player: 
GM: Ken Moscardini Level: Bring Tournament Deck 
Variations: GM Special 

Before the final hour is struck, a small band of heros 
must sound the Horn of Remembrance to gain another 1000 years 
of peace. 

405 Curse of the Jade Star Amulet 
System: Theatrix 
Sun at 2:00 PM in room 152 
Hours: 8 Char/Player: 1 
GM: David Berkman Level: n/ a 
Variations: Embrace Tiger - Return to Mountain 

What's the destruction of the Shaolin temple and the 
Resurrection of the Ming dynasty got to do with floods, gods and 
wild martial arts? Pearls before swine. 

406 Return of the Voyager 
System: Hero 
Sun at 2:00 PM in room 154 
Hours: 6-8 Char/Player: 1 
GM: Michael Harris Level: Heroic 
Variations: CyberHero; Pre-gen characters 

An ancient probe returns to the Solar system. 8 space 
jockeys hatch a bold scheme to get this priceless collectable first. 
Lots of roleplaying 

407 Voodoo Island 
System: Hero Games 
Sun at 2:00 PM in room 160 
Hours: 8 Char/Player: 1 
GM: Jock Murphy Level: 100 pts 
Variations: Justice, Inc. 

Dreaming Dragon Prod. presents a "Weird Tales" Pulp 
adventure. Captain Teach and the Voodoo Priests of the 
Caribbean. Multimedia. Graphics, Sounds, 3d sets. 

408 A Corrupted Temple 
System: Dangerous Journeys - Mythus 
Sun at 2:00 PM in room 163 
Hours: 6 (8) Char/Player: 1 
GM: Daniel Turner Level: 50 Steep per skill Max. 

You have discovered a corrupted Aegyptian temple. 
Gather information and remove the evil. GM and/ or player 
created characters. No Mythus experience needed. 

409 Of Death. .. 
System: Werewolf/Mage 
Sun at 2:00 PM in room 164 
Hours: 6 Char/Player: 1 
GM: Evan Wynns Level: 0-2nd rank/ Adept 

The face of the Wyrm is coming, with am~ fiendish 
plot than ever. What can you do to hinder the master of night? Say 
your prayers ... 

410 An Arrival at Verrik 
System: ALBEDO: the Roleplaying Game 
Sun at 2:00 PM in room 376 
Hours: 6 Char/Player: 1 
GM: Hubert Bartels Level: Beginning 
Variations: Modified Injuries, Fatigue 

In the Verrik system as ConFed customs agents, PCs find 
themselves involved with smugglers and murder. Based on S. 
Gallacci's anthropomorphic comic series. 

411 Kistal - Quest for the Staff of Six parts, Part 1 
System: Fourth Age 
Sun at 2:00 PM in room 377 
Hours: 8-12 Char/Player: 1 or 2 
GM: Bob Lacey Level: GM Supplied 

Legends come to life in this desperate search for ultimate 
power. Fourth Age is a new game system with both Fantasy and 
Science Fiction in a unique world and Universe 

412 Welcome to Ars Magica 
System: Ars Magica 
Sun at 2:00 PM in room 381 
Hours: 6 Char/Player: 1 
GM: JD Wiker Level: GM Supplied 

Fantasy Roleplay in Mythic Europe. An introductory 
adventure. 

413 Conquest of the Surreal in the Citadel of Dreams 
System: AD&D 
Sun at 4:00 PM in room 147 
Hours: 8 Char/Player: 1 
GM: David Matthes Level: 4-6 
Variations: Good-aligned characters only 

What lurks within the swirling snow on Mount Solus? 
Icy ruins and wary goblins? Or the blackest nightmare ever 
dreamt? Delve to the heart and you enter the mind 

414 Altar of Fire 
System: AD&D 2nd ed. 
Sun at 4:00 PM in room 149 
Hours: 8 Char/Player: 1 
GM: Thomas Gardner Level: 5-lOth level 
Variations: World of Dragon-web 

An Artifact has been stolen from the ChU!'Ch of Dragon­
Web. Yourjob:find it and the thief. ThisisanadventureforGood­
aligned characters 

415 Sentinel in the Tall Grass 
System: Champions 
Sun at 4:00 PM in room 154 
Hours: 8 Char/Player: 1 
GM: David Rakonitz Level: 10-1206 attk, Max 30 Def 
Variations: minimal 

Paranormals have kidnapped U.S. agent Sentinel. 
Unmask the plot, and bring Sentinel home, if you can. But be " 
warned, danger waits in the tall grass. 



416 BH Adventures presents: 
Black Horizons: Part I Flight into Night 

System: AD&D 1st Ed. 
Sun at 4:00 PM in room 159 
Hours: 8 Char/Player: 1 
GM: Brian Hancock & Sherry O'Neal 
Level: 1st (GM Provided) 

A Group of unwitting heros are forced on the road to 
adventure where they learn of the rise of an ancient evil with plots 
spanning centuries. Mature Gamers only. No hack and slash. 

417 Santa Inc. is Coming to Town 
System: Cyberpunk 2020 
Sun at 4:00 PM in room 162 
Hours: 8 Char/Player: 1 
GM: Tom Johnson 
Variations: W / Cybercarols 

l's X-mas time, and you are a little short on cash. Good 
thing Santa Inc. is looking for a few good solos. Will you ever live 
down that costume? 

418 Flesh, Like Steel 
System: Anime 
Sun at 6:00 PM in room 168 
Hours: 4-6 Char/Player: 1 
GM: Cody Hudson Level: Beginning 
Variations: System Premier 

Welcome to Anime! A world of powerful 
megacorporations, huge Mecha fighting titanic battles, strange 
supersciences, and ominous aliens. It can be yours. 

419 Denver - Too Bad We Can't Stay 
System: Shadowrun 2nd ed. 
Sun at 6:00 PM in room 171 
Hours: 8 Char/Player: 1 
GM: Dan Randall Level: 20-40 Karma 
Variations: No PC Decking 

Welcome to the Free Zone, chummer. Is this your first 
visit? Well, here's a bit of advice: bring a gun! Otherwise, just 
relax and enjoy (yeah, right). 

420 The Deceivers 
System: AD&D 
Sun at 6:00 PM in room 378 
Hours: 10 Char/Player: 1 
GM: Dan Brown Level: 5-8th level 
Variations: 1st and some 2nd ed. 

Strangers are gathered to perform a secret mission, and 
must survive danger and intrigue when least expected. Hack and 
Roleplay characters provided. 

Signup Session 5 Sun 4:30 pm - 6:30 pm 

501 Send in the Klowns 
System: Cyberpunk 2020 
Sun at 8:00 PM in room 143 
Hours: 8 Char/Player: 1 
GM: Steve Kani Level: GM Approved 

Them: Killergreen, a bunch of cut-rate ecoterrorists in 
the Amazon, enjoying a sudden string of success. You: new 
"Employees" of Kosmic Klown Burgers, Inc. 

502 What price for a Crystal Rose? 
System: Vampire 
Sun at 8:00 PM in room 145 
Hours: 10 Char/Player: 1 
GM: Glenn Thain Level: Begining to medium 

A perfect rose, a blue white gem/Kindred it calls, 
toward what end? /Eastward it lies, around the bend/ darkness it 
brings, misery it sends. Experienced players preferred 

503 Seance in a Graveyard 
System: Original murder mystery 
Sun at 8:00 PM in room 156 
Hours: 3-5 Char/Player: -
GM: Richard Silver Level: Gm Provided 
Variations: 100% roleplay, Diceless 

Be it known that you are requested to attend a reading of 
Harrey Scarey' s Last Will and Testament at Gertie's Graveyard 
and All Night Foodstop. 

504 Rite or Wrong 
System: Mage, the Ascension 
Sun at 8:00 PM in room 161 
Hours: 10-12 Char/Player: 1 
GM: Patricia Vogel Level: Low-mid 
Variations: Other White Wolf systems used 

Reality has been rent! Ether pours from the heavens. Mr. 
Wrinkle, the friendly time spirit has paid you a visit. Can you 
right the wrong before it becomes rite? 

505 Book Quest 
System: Palladium RPG 
Sun at 8:00 PM in room 164 
Hours: 8 Char/Player: 1 
GM: Randy Heinrich Level: 2-5 level 

A wizard is searching for a rare book that is located in a 
tower which is occupied by a bandit lord. He pays well. 

506 The Terror of Raven Mountain 
System: DragonQuest 
Sun at 8:00 PM in room 165 
Hours: 6 Char/Player: 1 
GM: Erik Benson Level: GM Supplied 

Travel through the land can be dangerous, even if you 
know the land, but doubly so if you don't. Can you face the terror 
and rescue a traveler, reuniting a friendship? RPGA Network 
Points awarded. 

507 War of the Eibrab 
System: BRP-Miniatures 
Sun at 8:00 PM in room 166 
Hours: 4 Char/Player: 1 
GM: Lisa Cohn, Kerie Campbell Level: Ultimate 
Variations: Yes 

Unique, unusual miniatures-role-playing game. Sense 
of humor required. For Mature Adults. 

508 Death Stalks with a Fiery Blade 
System: Gamma World, 4th ed. 
Sun at 8:00 PM in room 170 
Hours: 8 Char/Player: 1 
GM: Bryan Aho Level: 3-4th Level 

The streets of Sak Tormento are a tough beat for any 
Restorationist guard, but when dead bodies start showing up, 
you better hope that you aren't next. Ongoing. 

509 The Elves are Coming!!! The Elves are Coming!!! 
System: AD&D 2nd ed. 
Sun at 8:00 PM in room 376 
Hours: 4-8 Char/Player: 1 
GM: Dovi Anderson Level: 4-5th Level 

Elves, your most hated enemies, dare to threaten your 
family and home. At Chief Nekkbreaker' s command, you have 
been assigned to one of the glorious Blood Rune tribe's most 
powerful war parties! 



310 From the Pits 
System: Skyrealms of Jorune, 3rd ed. 
Sun at 8:00 PM in room 379 
Hours: 6 Char/Player: 1 
GM: Joseph Coleman Level: n/ a 
Variations: Information from Sholari Companion 

In the frontier town of Auklin the bloodsport of Thike 
fighting has attracted a group of "Business" men who will profit 
if your party doesn't leave town alive. BYO Character or use one 
of the pregenerated characters. 

511 That's not my Luggage 
System: Megatraveller 
Sun at 8:00 PM in room 381 
Hours: 8 Char/Player: 1 
GM: Jim Kelleher Level: Gm Provided 

You arrive at a hotel and you open your cases .. . and it's 
not your luggage. Now you must recover your own! 

512 Shade of a Hero 
System: Variant Original D&D 
Sun at 12:00 Mid in room 162 
Hours: 12 Char/Player: 1 
GM: Mark Kramer Level: -6 
Variations: Spell Points; Hit Locations; Gunpowder; PSI; Non­
std. Monsters 

Its Wolderkhan's festival of the 7 Moons and you can't 
sleep, so why not spend your loot there? But what does that title 
mean? Highly cerebral, role-playing intensive game. 

513 Invasion 
System: Heros Unlimited 
Sun at 12:00 Mid in room 376 
Hours: 8 Char/Player: 1 
GM: Randy Heinrich Level: 4-9 level 

Something strange is going on and we need an 
experienced team to investigate. Guess what - you're it. 

514 Comstar vs. the Clans 
System: Battletech 
Mon at 6:00 AM in room 166 
Hours: 10 Char/Player: 
GM: S. Terry Horton 

You are Comstar, and Clan mechs are heading your 
way. Can your company hold off, or even stop them? Bring your 
own designed mechs, or mechs can be provided. 

515 A Hunter's Moon 
System: Cthulhu by Torchlight 
Mon at 8:00 AM in room 143 
Hours: 8 Char/Player: 
GM: Donna Bashaw Level: GM Supplied 

Havoc rules the countryside. Disappearances, villages 
left empty or burning, and strange lights in the night sky. Your 
King calls for your help 

516 The Broken Caravan 
System: Gurps Fantasy 
Mon at 8:00 AM in room 145 
Hours: 8 Char/ Player: 1 
GM: Mark Vargus Level: 100 pts 

A local merchant is hiring caravan guards for unusually 
high wages . Why? And where is the caravan going? Come join 
and see. 

'il 7 Dea tli i11 Di~11eyNcl 
System: Thea tri x 
Mon at 8:00 AM in room 147 
I lours: 8 Char/Player: 
GM: Travis Eneix 
Variations: Cyberpunk 

There's a madman in the DisneyNet killing the nice 
consumers. Disney wants you to take care of it, or they'll tell the 
authorities about that moving violation. 

518 The Gauntlet of Chaos 
System: AD&D 2nd ed. 
Mon at 8:00 AM in room 151 
Hours: 8 Char/ Player: 1 
GM: Brian Farmer Level: 6-8th Level 
Variations: N to G alignment only 

The Warlord Kora plans to unleash the terrors so long 
ago imprisoned . He has stolen the Gauntlet of Chaos to do this. 
All heros of the realm are summoned . 

519 When Dark Gods Wake 
System: Vampire 
Mon at 8:00 AM in room 154 
Hours: 8 
GM: Charles Keith-Stanley 
Variations: 2nd Ed. 

Char/Player: 1 
Level: GM Supplied 

The Prince is missing under suspicious circumstances, 
but the rivals who want to control your city are the least of your 
problems. Intensive, adult roleplaying. 

520 Star Trek Tall Ships 
System: Hero 
Mon at 8:00 AM in room 159 
Hours: 8 Char/Player: 1 
GM: Edmund Metheny Level: GM Supplied 

The HMS Enterprise is engulfed in a hydrostatic rift. Join 
Jean- Luc Picard and the crew and coolies of the Steam Frigate 
Enterprise ... 

521 Mars Needs Ladies 
System: Hero System 
Mon at 8:00 AM in room 160 
Hours: 8 Char/Player: 1 
GM: Dennis O'Brien Level: 50 + Disads 
Variations: Space 1889 Background 

Englishwomen are being kidnapped from Syrtis Major. 
Brave adventurers are needed to find them. Characters are 
available for new players. 

522 For God and Country, Part II 
System: Shadow Saga (New System) 
Mon at 10:00 AM in room 149 
Hours: 6 Char/Player: 1 
GM: David Mullin Level: GM Supplied 
Variations: Playtest 

You volunteered to save your land, but perhaps they 
didn't tell you everything. Now you've joined forces with your 
supposed adversary to return to demand the truth. But which 
truth ... 

523 Rage Against the Serpent's Endgame 
System: Werewolf the Apocalypse 
Mon at 10:00 AM in room 152 
Hours: 6 Char/Player: 1 
GM: Dave Jones Level: 1st & 2nd Rank 

Once again the Wyrm has reared it's ugly head-this 
time in the form of a game, a card game. The pack must trace this 
evil to the source and destroy it. 



SURVIVAL TIPS 
DunDraCon 19 

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 prob­
ably 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 im­
prove 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. (Alco­
hol 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 con­
vention.) 

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 
whatyourroomnumberis. Give us a number 
where we can reach your family or friends. 

Check the hotel desk and the DunDraCon bulle­
tin 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 weap­
ons 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 consid­
ered to be a Killer layer if you' re wearing this 
stuff. 

No Walkie-Talkies. Sec ·ty requires this. 

Stay out of Killer games! · er 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. Espe­
cially, keep sleeping bags, iceboxes, etc. safely 
stowed away in closets/ drawers. 

No gaming in the restaurant ... and tips are ex­
pected by the staff there! 

Enjoy your stay at 

DunDraCon 19! 
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