






































221 The Ruins of Aeria

System: Hero System

Sat at 6:00 PM in room 379 for 8 hours

Char/Player: 1 GM: Dennis L. O’Brien

Level: 50 pts + 50 Disads
Variations: Space: 1889 background

Char: Characters can be provided

Professor Hunter has located a possible site of ancient Martian

ruins. Brave adventurers needed to explore it.

222 Threat Factor Zero
System: Champions
Sat at 6:00 PM in room 381 for 10 hours
Char/Player: 1 GM: Michael Smith
Level: 300pt max/75 active
Variations: 4th ed.; Be Creative!
Only Earth’s mightiest heros can stop the awesome power
of... Negative Man! If not, the entire city of Seattle gets vaporized. U2.
Bummer dude...

301 Covered with Blood, With Kin until Death
System: Werewolf: the Apocalypse
Sat at 8:00 PM in room 147 for 8 hours
Char/Player: 1 GM: John W. Oliver
Level: Low to Mid.
Char: Characters provided by GM.
Darkness has come across the burning salts, bringing a stifling
humidity to the 1and. In a flash, a pack is gone, and thunder is rolling close
behind.

302 That’s F.A.E.R.I.E You Moron!

System: Gurps (Cyberpunk/Shadowrun)

Sat at 8:00 PM in room 156 for 8 hours

Char/Player: 1 GM: Cassandra L. Kyle

Level: n/a

Variations: Cyberpunk, Magic, Fantasy Folk/ Combat & Maneuvers
Say What? Magic? Elves? What have you been sniffin’, fool?

Watchin’ too much Tridee? Tell you what, you find me an elf or magic

dude an’ maybe we’ll talk.

303 Thylok’s Thunder
System: Warhammer 40K
Sat at 8:00 PM in room 157 for 12 hours
Char/Player: GM: Mark Caballero
Char: Miniatures Provided
Your marines must stop the Ork warlord Grunge Thylok from
completing his new Mega-Gargant!

304 The Dreaming Kings

System: AD&D

Sat at 8:00 PM in room 165 for 8 hours

Char/Player: 1 GM: Bud Chomnart

Level: 1.5-3,000,000 EP
Variations: 2nd ed.

Oh mighty crusaders - so fierce, so proud / Bask in the sun - we

shall rise / Sing your songs - we shall hate / Say your prayers - we shall
destroy!

305 Mage!
System: Mage: The Ascension
Sat at 8:00 PM in room 166 for 8 hours
Char/Player: 1 GM: Shon Davis-Clark
Level: Med, <6 Arete, <5 Sphere

Mages must go through a Seeking in order to increase their
understanding of the Universe. When an oracle undergoes his Seeking,
others get sucked in. This is a player interactive game heavy on role-
playing.

306 A Deed Most Dark, a Murder Most Foul
System: Freestyle
Sat at 8:00 PM in room 378 for 8 hours
Char/Player: GM: Christopher A Muoio
Variations: Live Action Roleplaying
A cast of many parade before the all-knowing fates. How does
the murder of a commoner sway the balance of things to come? A murder
mystery most unusual awaits.

307 Mystery of Ft. McArthur
System: Champions
Sat at 10:00 PM in room 159 for 8 hours
Char/Player: 1 GM: Robert van Peer
Level: 65-90 pts.
Variations: Affects Physical world is +1, Does Body is +1/2
The PC’s are members of Los Angeles’ top Superhero team -
The Stalwarts. They are called in to investigate diversion of top-of-the-
line Military equipment.

308 The Grim Penninsula Easter Game
System: Dream Park
Sat at 10:00 PM in room 160 for 8 hours
Char/Player: 1 GM: Leon C. Glover III
Char: Characters provided by GM
No Historical or Class restrictions. Each PC gets 18 main skill
points and 120 option points. If you wish to be a Loremaster. show up 10
minutes early.

309 The Sapphire Key
System: AD&D
Sat at 10:00 PM in room 163 for 8 hours
Char/Player: 1 GM: Brian Sullivan
Level: 7th-9th level
Variations: 2nd ed.
Hastily summoned from the four comer of the globe, brave
heros are asked to stop the Cult of the Damned from resurrecting their
Liche King.

310 It’s Doomsday, Do You Know Where Your Children Are?
System: Champions
Sat at 10:00 PM in room 171 for 8 hours
Char/Player: 1 GM: David Armstong
Level: 250-300 Pts
Variations: 100 pt Base, Max 150 Disads Some Experience Okay
Char: Characters can be provided.

Kids are being abducted by an unknown Supergroup. Why are
they doing this? Challengers, Inc. wants you to find out.

311 From Lunch Until Eternity
System: Teenagers from Outer Space
Sat at 12:00 Mid in room 145 for 6 hours
Char/Player: 1 GM: Shannon McGuire

High School, the Final Frontier.. right. It's time to cut class,
skip the cafeteria lunch, and maybe save the universe. All before study
period. Silliness abounds.

312 The Salibe
System: Skyrealms of Jorune
Sat at 12:00 Mid in room 149 for 6 hours
Char/Player: 1 GM: Joe Coleman
Variations: Oracle
Lake Dah-ah-deh’s problem with pirates takes a strange twist
from Salibe, the land-locked cousins of the salu mermen.



313 House of Evil
System: Call of Cthulhu
Sat at 12:00 Mid in room 170 for 8 hours
Char/Player: 1 GM: Catherine Klikoff
Char: Characters provided by GM
In the True Spiritof Cthulhu...or, Elis has been Messin’ Where
She Shouldn’t. Now you and your friends must stop the evil before it is
too late.

314 Sword of Time
System: Timelords
Sun at 8:00 AM in room 143 for 8 hours
Char/Player: 1 GM: Michael Siverling
The Time Patrol needs You! The Past you save may very well
be your own. No experience necessary, Cunning preferred.

315 The Black Castle
System: Fantasy Hero
Sun at 8:00 AM in room 145 for 12 hours
Char/Player: 1 GM: Matthew Buynoski
Level: CV 10 or less, 150pts
total
A giant gem; possibly magical, possibly the key to Perdition’s
gate, is rumored to have been found. The Dark Ones may be after it, many
freebooters are...

316 The First Prize
System: AD&D
Sun at 8:00 AM in room 147 for 8 hours
Char/Player: 1 GM: Frank Vicari
Variations: Crits from Arms Law
Char: Characters provided by GM
The best way to learn AD&D...in its second year... This time
around, a child is missing, an ambassador’s child. Help find the child and
stop a war. For Beginners!

317 The Deserts of Aegypt
System: Dangerous Journeys - Mythus
Sun at 8:00 AM in room 149 for 8 hours
Char/Player: 1 GM: Daniel O. Turner
Level: 60 STEEP max.
Char: Characters can be provided
Your mission - find and destroy evil, if you can! No previous
Mythus experience necessary

318 Elizabethan Cthulhu
System: Call of Cthulhu
Sun at 8:00 AM in room 151 for 12 hours
Char/Player: 1 GM: Whitney Lee Preston
Variations: Historical Roleplay
New Albion awaits! Time to set sail for adventure! Can you
colonize an untamed land? But what awaits you there? Roleplay a must!
Elizabethan Cthulhu!

319 The Summons
System: AD&D
Sun at 8:00 AM in room 154 for 12 hours
Char/Player: 1 GM: Dan Brown
Level: 9th-13th Level
Variations: 1st and 2nd ed. Some Tome, Unearthed, kits
The Earth Dragon is escaping! The Oracle has summoned you
to defeat it, but if the legends are true, it might be an honor better passed
bv.

320 The White Rose

System: AD&D

Sun at 8:00 AM in room 159 for 12 hours

Char/Player: 1 GM: Jason Windham

Level: 8th-10th Level

Variations: 1st and 2nd ed.; House rules, no Psi, Good characters only
Marloc requests the pure of heart and soul to prevent a sinister

artifact from falling into the clutches of Evil. “Vanquish the remains of

Vecna”

321 The Black Rose

System: AD&D

Sun at 8:00 AM in room 160 for 12 hours

Char/Player: 1 GM: Todd Westerlund

Level: 8th-10th Level

Variations: 1st and 2nd ed.; House rules, No psi, Evil characters only
Marlok summons the most evil of souls that crave domination

of the weak. “Bring me the hand of Vecna!”

322 Horror in the Library
System: Shadow Saga
Sun at 8:00 AM in room 161 for 6 hours
Char/Player: 1 GM: David Mullin
Level: Medium
Variations: Playtest of new system under development
Char: Characters provided by GM
As the Ikbari, the Lord of Light, foresaw, the great barrier has
collapsed. Now the lands beyond, walled off since time immemorial, are
open to scrutiny. What lies beyond? You have been ordered to be the first
beyond the Barrier Mountains...

323 Forever Moor
System: Ars Magica
Sun at 8:00 AM in room 162 for 8 hours
Char/Player: 1-2  GM: Edmund M. Methany
Level: Beginning
Variations: 3rd ed.; Beginners welcome
In Iberia in 1203 Moorish raids are not uncommon. But when
a powerful Moorish mage begins to terrorize the countryside, your
covenant is asked to track him down.

324 An Ancient Tale
System: Star Wars
Sun at 8:00 AM in room 163 for 10 hours
Char/Player: 1 GM: Dave Sublett
Level: SD-6D
Variations: 2nd ed.
Char: GM can supply Characters
Alright, listen up! this is a standard routine science exploration
mission in the Rim region. Nothing eventful is expected. <skyshhhhhh>
...End Transmission...

325 The Puppet Masters
System: AD&D
Sun at 8:00 AM in room 164 for 8 hours
Char/Player: 1 GM: James L. Burrell
Level: 10th-12th level
Variations: 2nd ed.; Weapon Speed Factors used
Char: Characters provided by GM
In the city of souls, golems are terrorizing the streets. The
Counsel of Priests and Tower of Wizards are desperate. They seek
experienced adventurers for help.



326 The Quality of Mercy
System: Don’t Look Back
Sun at 8:00 AM in room 165 for 6 hours
Char/Player: 1 GM: Lori Metheny
Variations: New System
Char: Characters provided by GM
Something weird is going on at Mercy Med Center.
Disappearing kids, mad doctors, and things that go Bump! in the night.
Sponsored by Mind Ventures. Prizes given.

327 The Old Grey Mage Ain’t Where He Usta Be
System: Compleat Arduin
Sun at 8:00 AM in room 166 for 8 hours
Char/Player: 1 GM: David Shearer
Level: 5-12
The old wizard is dead and his heirs will pay well to have the
contents of his home cataloged. The problem is, he somehow managed to
misplace the door...

328 The Nautiloid Wars - Rumble at the Fish Ponds
System: Starguard
Sun at 8:00 AM in room 168 for 4 hours
Char/Player: GM: Peter Bauer
Variations: 4th ed.
Char: Figures Provided
The Nautiloids have taken over some fish ponds on Nippon2
and are having a feast! The Colonials respond by sending in the Robots
and Necromorph Marines.

329 Dark Side of the Moon
System: Pulp Adventure
Sun at 8:00 AM in room 170 for 6 hours
Char/Player: 1 GM: Chris Seeman
Char: Characters provided by GM
It is the year 2020. The world’s energy supply is threatened by
a madman. UN Secretary-General Schwarzenegger summons a cadre of
licensed vigilantes to make a difference.

330 Engagement in the Beta Quadrant
System: The Final Frontier
Sun at 8:00 AM in room 171 for 10 hours
Char/Player: 1 ShipGM: Gary W. Roe
Variations: Cloaking rules are in effect with modifications
Char: Ships Provided
Klingon Civil War: Be a part of Gowron’s Klingon forces
backed by Federation forces. Defend a vital sector against Duras forces
and their Romulan allies.

331 Engagement in the Beta Quadrant
System: The Final Frontier
Sun at 8:00 AM in room 171 for 10 hours
Char/Player: 1 ship GM: Stuart Thayne
Variations: Cloaking rules are in effect with some modifications
Char: Ships Provided
Klingon civil war: be a part of the Duras’ forces or their
Romulan allies. You will be attacking a vital sector held by Gowron’s and
Federation forces.

332 Broken Traditions
System: AD&D
Sun at 10:00 AM in room 340 for 10 hours
Char/Player: 1 GM: Susanjane C. Ankeney
Level: 3-4th Level
Variations: 2nd ed.; Low Magic, 90% Roleplaying
Char: Characters provided by GM
Something’s wrong in the Temple of Healing,. They're
preaching about the healing power of flame. And charging for services!
What's going on?

333 The Mask of Shadows
System: Champions
Sun at 10:00 AM in room 376 for 8 bours
Char/Player: 1 GM: Dawn Greenlee
Level: 600-750 pts
Shadow Dragon has stolen the great magacal wreasures. You
must retrieve them before his plans to cause techackogy w faal succeed.

334 The Discretion of Piracy
System: Mekton Zeta
Sun at 10:00 AM in room 377 for 8 hours
Char/Player: 1 GM: Patrick Riley
Variations: Cinematic Combat, Beginners Welcome
Char: Characters provided by GM
Action! Intrigue! Romance! Bug-eyed Monsters! Anime
Babes (andStuds) in Spandex! Save the Galaxy from Evil and Tyranny!
(not necessarily in that order).

335 Final Protocol
System: Theatrix; Star Trek NG
Sun at 10:00 AM in room 378 for 8 hours
Char/Player: 1 GM: Sean N. Pagliarulo
Char: Characters provided by GM
Damn the Protocols! With three powers poised to strike,
execution of a Klingon ambassador may plunge the galaxy into conflict!
Avoid war or win it!

336 Children of the Pattern
System: Amber, the Diceless System
Sun at 10:00 AM in room 379 for 10 hours
Char/Player: 1 GM: Chad Lynch
Char: Characters will be created at game.
Many war-torn centuries have passed since the Pattern-fall
War. King Random summons all children of Amber for an unprecedented
meeting.

337 Crisis on Sirius VII
System: Star Wars
Sun at 10:00 AM in room 381 for 8 hours
Char/Player: 1 GM: Doug Peters
Level: Mid
Variations: 2nd ed.; Some home rules
Char: Characters provided by GM
Codename: Nightcloak, the Empire launches it’s deadliest
tactics on Sirius VII, Genocide. Can you stop the Imperial war machine
from achieving the galaxy’s greatest weapon?

338 Don’t get Your Panties in a Twist
System: TRP
Sat at 12:00 Mid in room 154 for 2 hours
Char/Player: GM: Nyakasi Jammeh and Kerie Campbell
You heard about the Barbie Roleplaying Game of last year. so
getready forabigger and better event (This yearis NOT Barbie ). Costume
and persona required...

401 Football Hero
System: Champions
Sun at 12:00 Noon in room 168 for 6 hours
Char/Player: 1 GM: Michael Harris
Level: 250 pts
Variations: Max 25" move
Char: Characters can be provided
The Spaldonians are back and have abducied € of the world’s
best heros and worst villains for amad game of Interg alactic focothall. with
the fate of the world in the balance!



402 Star-Crossed
System: Star Hero
Sun at 2:00 PM in room 161 for 8 hours
Char/Player: 1 GM: Darren Watts
Char: Characters provided by GM
Join the rag-tag crew of an independent merchant ship on the
fringes of human space, where survival depends on sharp wits &
teamwork. Roleplaying intensive.

403 Beyond Voloy

System: AD&D

Sun at 2:00 PM in room 165 for 8 hours

Char/Player: 1 GM: F. Scott Wilson Level: 8th-15th level

Variations: 2nd ed.; Spell points, No Arduin, Monty Haul; No Evils!
Save us! The catacombs hide the path to the mouth of Voloy,

passage to where the Key, Crown and Orb hide! Hasten! Our doom is

upon us! Your wits & might...!

404 Obsessed with Glory
System: Battletech
Sun at 2:00 PM in room 170 for 10 hours
Char: Mechs can be provided GM: S. Terry Horton

6 months ago, the clans left the Inner Sphere. Then why is aclan
dropship landing outside your base? Bring your own custom mechs or
mechs can be provided.

405 Welcome to Gallows Hall
System: Cyberpunk 2020
Sun at 4:00 PM in room 143 for 8 hours
Char/Player: GM: Tim Innes
Variations: Low Cybertech and Supernatural Themes
Dust devils twist in spiral madness as the highway stretches to
infinity. Somewhere between the blazing sun and the melting asphaltis a
signpost that says...

406 Murderer’s Row
System: Call of Cthuthu
Sun at 4:00 PM in room 147 for 6 hours
Char/Player: 1 GM: Marianne Biskup
Variations: 5th ed.; No spells
New York City, 1927. The Yankees have Gerhig & Ruth, the
wits are gathering at the Algonquin, and there’s this new cult in town...

407 The Queen of the Dead
System: Pulp Adventure
Sun at 4:00 PM in room 149 for 12 hours
Char/Player: 1 GM: Jeff Hatch
Variations: Original System
Char: Characters provided by gm
In the shadow of the great pyramids - beneath the shifting
sands, lurk unspeakable evils. Answering the summons of a famous
author - the Avengers face ancient terrors!

408 The Jade Rose and the Sword
System: Ninja Hero
Sun at 4:00 PM in room 162 for 8 hours
Char/Player: 1 GM: Lisa Wong
Level: 8-10d6
Variations: No Ultimate M. A.; House rules, Wild M.A.
It started off as a simple job, consulting for a film; but then the
mysterious events started... Experienced players preferred.

409 Go to Sleep Tommy, There are No Monsters in the Closet
System: Champions
Sun at 4:00 PM in room 164 for 8 hours
Char/Player: 1 GM: Jason A. Krestoff
Level: 250-265 pts.

Children are disappearing from a small, coastal town. Can the
heros discover the sinister menace behind the plot in time to save the
children?

410 Le Petite Empereur/Age of Gunpowder
System: Le Petite Empereur
Sun at 4:00 PM in room 166 for 8 hours
Char/Player: GM: Chip Harrison
Char: Miniatures provided
Historical Miniatures 1500-1815 AD. Suitable for beginners
orkids age 12+. Napoleonic and Renaissance scenarios. 4 different games
run twice!

411 Man Against the Machine
System: Mage: the Ascension
Sun at 6:00 PM in room 163 for 8 hours
Char/Player: 1 GM: Gareth Storm
Level: Starting Characters
Variations: Tradition Mages only
Autocthonia - The Living Machine. Itis coming. It touches this
world. Your work to heal the world is being corrupted as its growth
destroys your lives. Stop it.

412 Terror Treads
System: AD&D
Sun at 6:00 PM in room 168 for 8 hours
Char/Player: 1 GM: Brian Farmer
Level: 7th-9th level
Variations: 1st & 2nd ed.; No evil align, Single class only
An Ancient Tome is transcribed revealing the time of darkness;
Terror destroys & corrupts the heart. Enter the dimension of Culroth &
thwart the devastation.

413 Raven Rock
System: AD&D
Sun at 6:00 PM in room 171 for 8 hours
Char/Player: 1 GM: James W. Tucker
Level: 3rd-5th Level
Marvis the sage has asked you to enter the remains of Castle
Ravenrock and recover an old manuscript. He knows it should be in the
library, and to watch out for spooks.

414 The Great Work - Part the First
System: Runequest
Sun at 6:00 PM in room 376 for 8 hours
Char/Player: 1 GM: Marc Willner
Level: No Rune levels
Variations: 3rd ed.; No Fatigue
It seemed like a simple job: deliver a package to a Sartari exile
in Handra. Why are all these corpses piling up? And why are they so
messy?

415 The Second Gauntlet
System: Ars Magica
Sun at 6:00 PM in room 377 for 6 hours
Char/Player: 1 GM: Paul Meyer
Level: Journeyman
Variations: 3rd ed.; no True Reason
Char: Characters provided by GM
For new players, or experienced players interested in a good
story. Emphasis on story, role-playing and magic.

416 We had to Open that Stupid Box
System: Shadow Run
Sun at 6:00 PM in room 378 for 8 hours
Char/Player: 1 GM: Dan Randall
Level: 20-40 Karma
Variations: 2nd ed.; minor variations
A short and easy little run. Grab a plain o]’ wooden box for
some guy who’s paying the going rate. No muss, no fuss. What could go
wrong?



417 Circle of the Dragon
System: AD&D
Sun at 6:00 PM in room 381 for 8 hours
Char/Player: 1 GM: Jim Smidl
Level: 8th-12th level
Variations: 2nd ed.; Some home rules
Char: Characters provided by GM
Adventure, fun and danger await as you and your companions
travel to the Demon Mountains to retrieve a powerful artifact. Role-
playing.

501 The Case of Raymond’s Oyster Farm
System: AD&D
Sun at 8:00 PM in room 145 for 6 hours
Char/Player: 1 GM: Mike Thulander
Variations: Living City
Char: Bring a L.C. character, or create at game
A missing apprentice and an oyster farm owner. Your
assignment, if you choose to accept it: locate and bring them back. RPGA
Standard XP.

502 Children of an Elder God: Juan Thieu, Tree
System: Call of Cthulhu
Sun at 8:00 PM in room 151 for 8 hours
Char/Player: 1 GM: Charles Keith-Stanley
Variations: Cthulhu Now
Char: Characters provided by Gm
The Miskatonic University Game Society gets caught between
arock and a hard place during the Summer of Grunge. Everybody must
get...stoned? Heavy roleplaying.

503 Teela O’Malley Step Aside
System: Paranoia
Sun at 8:00 PM in room 154 for 6 hours
Char/Player: 1 GM: Ken Coyote
Char: Characters provided by GM
Prepare to become a superstar in the first annual episode of
Alpha Complex’s brand new hit vidprogram—"Real Stories of the
Troubleshooters on Patrol”.

504 When it Rains, it...
System: Cyberpunk
Sun at 8:00 PM in room 156 for 8 hours
Char/Player: 1 GM: Tony Barajas
Level: 70 points
Variations: some
Memo: Division 5, Extract Dr. Jones. First try failed. memo
will be destroyed according to Protocol 5 par. 4. Autho: CEO A.N.
McWellder Unix Chem. Good Luck.

505 The Kodar War

System: AD&D

Sun at 8:00 PM in room 157 for 10 hours

Char/Player: 1 GM: Harold D. Hulbert

Level: 10th-12th Level

Variations: 1st and 2nd ed. Rules; Good or Neutral Good characters only
The time of the Kobuk is at hand in the land of Sukur. The

Prince Regents seeks all those worthy to fight at his side, for evil and

darkness are swallowing up the realm.

506 Hammer and Steel
System: AD&D
Sun at 8:00 PM in room 159 for 8 hours
Char/Player: 1 GM: Philip Cobert
Level: 7-9th level
Variations: 2nd ed.; Combat & Tactics Supplement
Bring your fighters and thieves for some swords vs. sorcery
action on an epic quest in a Viking-style world. No Evil PC’s.

507 Death Stalks for Justice
System: Gamma World
Sun at 8:00 PM in room 160 for 8 hours
Char/Player: 1 GM: Bryan Aho
Level: 2nd-4th
Variations: 4th ed.
Sak Tormento has been deluged with drugs shipped from ~Su
City”. To save the restorationists, you must stop them at the source. 4th
year of an ongoing game.

508 Unraveling the Web
System: Hero
Sun at 8:00 PM in room 340 for 8 hours
Char/Player: 1 GM: Dan Conner
Level: 160 pts
Variations: Cyber, Fantasy and Horror Hero
Char: Characters can be provided
Feel like mixing magic and science, but don’t like the combat
system? Take arun on the Hero side. Good luck finding whose side you’re
on! Experienced Heros only!

509 Welcome to the Shadowlands
System: AD&D ,
Sun at 8:00 PM in room 379 for 10 hours
Char/Player: 1 GM: John R. Gillette
Level: 7-10th level
Variations: Own campaign setting, Good Characters to Neutral
Now where are your characters? They have traveled to a city
suspended hundreds of feet in the sky. What danger awaits in this strange
place? Only the brave know!

510 Murder at the Jazz Club
System: Live-action, Diceless
Sun at 10:00 PM in room 147 for 4 hours
Char/Player: 1 GM: Richard Silver
Level: N/A
Journey to Sharkey’s Jazz Club in 1927—and help solve (or
get away with) “The Baby Doll Murder” 100% Diceless Roleplay.

511 Contest of Champions
System: AD&D
Sun at 10:00 PM in room 161 for 8 hours
Char/Player: 1 GM: John J Hertoss
Level: 9-13th Level
Char: GM Provided
Eight gods in dispute select eight champions to adventure in
their place. The fate of the Prime Material Plane rests in the hands of the
champions.

512 A Shadow in the Dark
System: Wraith: The Oblivion
Sun at 10:00 PM in room 165 for 8 hours
Char/Player: 2 GM: Topac Quinteros
Level: 30 Freebies, no Sorcanos
Variations: Described at game
It’s almost the year 2000, and some people just can’t accept it.
especially adead one! A messenger of Fate enlists the players. butcan they
trust him?

513 You Think You Have Problems!
System: AD&D
Mon at 8:00 AM in room 143 for 8 hours
Char/Player: 1 GM: David L. Commerford
Level: 7th-11th Level
Variations: No Artifacts or Relics
You must deliver the son of the Evil Wizard to the rebels. Hagh
Pay! High Risk! Good aligned characters only.



514 Reluctant Heros
System: Champions
Mon at 8:00 AM in room 145 for 6 hours
Char/Player: 1 GM: Andrew Robinson
Level: 200-300 Pts
Can your Heros rescue the Horsemen? Do they want to?

515 The Shock of Your Life
System: Dark Conspiracy
Mon at 8:00 AM in room 147 for 6 hours
Char/Player: 1 GM: Felipe Morales
Level: Beginning
Variations: Empathic Sourcebook
Char: Characters provided by GM
Investigate the mysterious electrical blackouts, strange lights,
and explosions in a troubled farm town. An introductory scenario to the
darkworld of 2017.

516 Horror Clutched Heart
System: Earthdawn
Mon at 8:00 AM in room 149 for 8 hours
Char/Player: 1 GM: Michael Simpson
Level: 4th-6th Circle
Char: Characters can be provided
Misery and fear have descended on the village of Gont. Only
a group of heros with the stuff to become legends can set the people free!

517 ...A Bad Deal
System: AD&D
Mon at 8:00 AM in room 151 for 8 hours
Char/Player: 1 GM: Andreas Metzger
Level: 1st-3rd Level
Variations: 1st ed.
The Duke got suckered by a demon. Now you have to beat the
demon’s team in the “Challenge of the Lounge”. Fail, and you die, she
dies, and everybody dies

518 And Grant us Thy Peace
System: Mage: The Ascension
Mon at 8:00 AM in room 154 for 6 hours
Char/Player: 1 GM: Anthony Davis
Level: Disciple
Variations: 1st ed; Celestial Chorus only
Char: Characters provided by GM
Celestial Chorus special: Father Timothy, Abbot of your
secluded monastery, has been murdered; slain by the groundskeeper
during a strange Custos revolt. Why?

519 The Castle Curse
System: AD&D
Mon at 8:00 AM in room 156 for 8 hours
Char/Player: 1 GM: Steven Sauer
Level: 5th-8th level
Variations: 2nd ed.; Basic rules only (PHB and DMG)
Char: Characters provided by GM
Locals have always believed the castle on the hill was cursed.
They were right. You have been hired to enter the castle and lift the curse.

520 Dark Hood’s Brew
System: AD&D
Mon at 8:00 AM in room 159 for 8 hours
Char/Player: 1 GM: William A. Rumley, Jr.
Level: 9th-12th Level
Variations: Variant; Most 2nd ed. supplements used
Spies and assassins needed for a cleanup and reconnaissance
mission into the dangers of Dark Hood’s underground. Enter if you're
brave, come if you dare.

521 Gangs, Corporates, Edgerunners, Oh My!
System: Cyberpunk
Mon at 8:00 AM in room 160 for 8 hours
Char/Player: 1 GM: Robert Calpo
Variations: Explosives and mono weapons.
Char: Characters provided by GM
Freelance Merc team is hired to retrieve a Corp’s daughter
from a gang. Are you up to the task?

522 Point of no Return
System: AD&D
Mon at 8:00 AM in room 161 for 8 hours
Char/Player: 1 GM: Winifred Ju
Level: 9th-12th Level
Variations: 2nd ed.
Brothers of the Dark Path take heed! For the violation of the
Assassin’s Creed, Graeson Blademaster must die! Suggested for Mature
Audiences, Lawful-evil only.

523 Back to the Tower
System: AD&D
Mon at 8:00 AM in room 162 for 8 hours
Char/Player: 1 GM: Allen Cohn
Level: 6th-9th Level
Variations: 2nd ed.
You were sent to destroy the giants’ tower — legend says it
forms a magical passage to your town. Now you’re caught behind enemy
lines and it’s your only hope of escape.

524 The Creeps
System: Mage: The Ascension
Mon at 8:00 AM in room 163 for 8 hours
Char/Player: 1 GM: Sophie Legace’
Char: Characters provided by GM
Time is short. The walls have ears. Reality grows more
inflexible each day, and for some reason the whole world seems to be
marshalling against you.

525 TimeStreams
System: Champions
Mon at 8:00 AM in room 164 for 10 hours
Char/Player: 1 GM: Robin Hayes
Level: 60 Active Points
Variations: Some
Things are changing so fast these days: famous art works,
world leaders?! Only you and the other heros are unaffected, how do you
fix it?

526 Betrayal Amongst us
System: AD&D
Mon at 8:00 AM in room 165 for 8 hours
Char/Player: 1-2 GM: Aaron W. Reeves
Level: 75,000 xp (7th L)
Variations: 2nd ed.
There is racial tension between humans and elves. The
human’s side is curious about elves, and sends a scouting party to clarify
the situation (trust no one).

527 Desert Swarm
System: Warhammer 40K
Mon at 8:00 AM in room 166 for 4 hours
Char/Player: GM: Nick Thompkins
Char: Figures and Terrain Provided
The Imperial DesertRaiders & Dark Angels attempt to hold the
last oasis against the ravening Tymranid Swarm. You have to see it to
believe it!



SURVIVAL TIPS
DunDraCon 20

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.

Eatsomething besides potato chips and candy. Your
endurance and concentration will improve amaz-
ingly. (And remember - it’s hard to buy food after
the snack bar closes, so lay in supplies.)

Drink alot. 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’trun in the halls, slide down the
banisters, 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 Dealer’s Room, Seminar rooms, or any other
DunDraCon area.

Leave weapons and masks in your room, if you’ve
brought ’em. (A weapon is, by definition, 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 in-
cluded 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!

Wear your convention Badge!

- Enjoy your stay at
DunDraCon 20!
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