






































311 Hell City

System: AD&D 2and ed.

Sat 10PM in room 168 for 8 hours
Char/Player: 1

Power Level: 1.5-3,000,000 xp
Sealed and shut are the gates/Upon its walls shadows of darkness play /Doomed are
those who enter/Damned are the inhabitants of Bailinny.

GM: Bud Chomnart

353 Flere-Imsaho, Master of Games

System: AD&D 2nd ed.

Sat Mid in room 171 for 6 hours

Char/Player: 1 GM: Adam Riggs and John Masegian
Power Level: 1,200,000 XP (12th L) Variations: Player’s Option rules
Create characters at game; existing characters w/ GM's approval

The archduke has been alerted to an assassination plot, and you must track the now-
fleeing assassin. No easy task: the villain is a Sorcerer. Don't be late!

312 Face of Lanbril

System: RuneQuest 3rd ed.
Sat mid in room 376 for 8 hours

Char/Player: 1 GM: Bruce Gomes
Power Level: 75% range Variations: Gamemaster variants
Characters provided by GM

A thief has disappeared while doing a sensitive job. Discover what happened
before the cops or the Big Boss get wind of things.

352 Portal of Doom

System: AD&D 2nd ed.

Sat 10PM in room 377 for 6 hours

Char/Player: 1 GM: Jim Smidl
Power Level: 9th-12th level Variations: some home rules
An evil mage is attempting to open a portal to Hades and only you can stop him.
Can you get there before it is too late?

313 Children of an Elder God IV: Now and Then

System: Call of Cthulhu

Sat Mid in room 378 for 8 hours

Char/Player: 1 GM: Charles Keith-Stanley
Variations: Cthulhu Now Characters provided by GM
The Miskatonic University Game Society goes west for a very special event. It
could be the game of their lives... and everybody else's.

314 The Milkstone
System: Skyrealms of Jorune
Sat Mid in room 379 for 6 hours
Char/Player: 1

Characters provided

A new territory opens and the foundations of knowledge may not survive.

GM.: Joe Coleman

351 Mask of the Thin Man (The Zeppelin Caper)

System: Call of Cthuthu (modified)

Sat Mid in room 381 for 8 hours

Char/Player: 1 GM: Alexander Stojanovic
Variations: Dashiell Hammett meets HPL (Violence and Cosmic Evil)
Characters provided by GM

Murder, betrayal and the theft of a priceless manuscript kick off a journey into
terror for the passengers of a luxury zeppelin on her maiden voyage.

315 Saviors of Sentia

System: AD&D 2nd ed.

Sun 8AM in room 143 for 8 hours

Char/Player: 1 GM: Bruce McCreary
Power Level: 7th-9th Level Variations: Combat & Tactics
Your heroes are summoned by the King of Sentia to undertake a most perilous quest
into the Mountains of Despair. If you fail, the kingdom will fall to Feklarr the
Doomlord.

316 Servants of Feklarr the Doomlord
System: AD&D 2nd ed.

Sun 8 AM in room 145 for 8 hours

Char/Player: 1

Power Level: 7th-9th Level

Variations: Combat & Tactics, Neutral and Evil party
As servants of the mighty Necromancer Feklarr the Doomlord, you are called upon
to enter the Mountains of Despair and destroy the only force threatening total
domination of the Kingdom of Sentia.

GM: Carl Grande

317 Into the Forest

System: Torg

Sun 8AM in room 147 for 8 hours
Char/Player: 1

Power Level: Standard

The Guild has received distressing news from Scotland. A band of rebels has been
fighting Dark forces; they need fresh supplies badly, or the tides could turn.

GM: Don M. Tresca Jr.

318 Peering into the Darkness
System: Shadow Saga
Sun 8AM in room 149 for 8 hours

Char/Player: 1 GM: David Mullin
Power Level: Medium Variations: Playtest for a new system
Characters provided by GM

You were sent to secure a library beyond the mountains; you discovered an Evil
from legends and defeated it. Now, as you investigate the library, what terrible
secrets will you uncover...

319 The Way We Were
System: Final Frontier

Sun 8AM in room 151 for 10 hours
Char/Player: 1

All needed materials provided by GM
New Game System! Final Frontier is similar to, but superior to SFB. Start ship
combat in the Star Trek Universe, some roleplaying. All are welcome, Prizes will
be awarded.

GM: Ross Glenn

320 Elizabethan Cthulhu

System: Call of Cthulhu

Sun 8AM in room 152 for 12 hours

Char/Player: 1 GM: Whitney Lee Preston
Variations: Slight, to improve Roleplay Characters provided by GM
1596, Winter in the New World. Vacation? Hardly. Sickness, upset Indians, and the
Wailing Beast are all on your heels. Use your brain and say a prayer. Roleplay!

321 Harbingers

System: Hero 4th ed, Fantasy Hero
Sun 8AM in room 154 for 8 hours
Char/Player: 1

Power Level: 200+ pts

Variations: prefer Analyze, no TK, no sight Invis. Advantage

The Offer: Travel beyond the Plains of Minos to the Abyssal Fortress of the
Betrayer-King to confirm that the seals still stand and record the Great Sigil.

GM: Peter C. Shafer

322 The Black Castle
System: Fantasy Hero

Sun §AM in room 159 for 12 hours
Char/Player: 1

Power Level: see variations
Variations: 150 pts, CV less than 10, 60 Active in spells

Rumors of a giant, maybe magical, gem are all over the caravan trails. Every
freebooter you know is going that way. Oh, and the Dark Cult may be after it, too.

GM: Matthew Buynoski

323 At Death’s Door

System: GURPS Fantasy

Sun 8AM in room 160 for 8 hours

Char/Player: GM: Donna Bashaw

When death comes knocking, who will answer? On the mountain of Arnac
everything is dying and it is spreading rapidly. It must be stopped.



324 Business as Usual
System: AD&D 2nd ed.

Sun 8AM in room 161 for 8 hours
Char/Player: 1

Power Level: S5th

Variations: Combat & tactics, kits, Custom magic, things from Dragon Magazine
Characters provided by GM

The orcs are using Imperial tactics... Strange beasts are eating the livestock (and
a few farmers)... Tarwendale's city watchmen are disappearing... HELP!!!

GM: Bernard A. Ostil

325 The Gallery of Despair
System: AD&D 1st & 2nd ed.

Sun 8AM in room 162 for 12 hours
Char/Player: 1

Power Level: 8th-10th Level

A picture’s worth 1000 words - even though in this gallery all is not as it seems.
Each display, though almost perfect, has some small flaw. Can you feel it? Good!

GM: Jason Singer

326 Case of the Weather Beaten Book
System: AD&D

Sun 8AM in room 163 for 5 hours

Char/Player: 1

Power Level: L.C. character or create at game
Variations: Living City; RPGA members receive standard XP.

There are strange happening at the library of a well-respected historian. Is it
Haunted? Has the magic run amok? The Raven’s Bluff Bureau of Investigation is
called in to investigate the matter.

GM: Mac Chambers

327 Treasure for Freedom
System: AD&D 1st ed.
Sun 8AM in room 165 for 8 hours

Char/Player: 1 GM: Andy Zorio
Power Level: 5th-6th level Variations: Crits, Fumbles
Characters provided by GM

Carthag’s criminals choose to use their skills to avoid jail time. A scavenger hunt
for the Duke’s missing treasure sounds much nicer than hard labor...

328 Pillar Fights!

System: Car Wars 2nd ed.

Sun 8AM in room 166 for 6 hours
Char/Player: 1

Power Level: $25,000

GM can provide vehicles

Players, Start your engines! Come to duel with 7 others in a debris-strewn arena.
Personal designs welcome.

GM: Mark DeVries
Variations: No Tanks, Air or Boat Wars

329 Split Decision

System: Battletech

Sun 8AM in room 168 for 8 hours
Char/Player: 1

Mechs provided by GM

The report comes in that some fellow Mechwarriors are about to be captured by
Clan Jade Falcon. Will your unit go and save them from becoming bondsmen?

GM: Terry Horton

330 Jungle Fever

System: Alea Futurus

Sun 8AM in room 170 for 4 hours
Char/Player: 1

Power Level: Basic/lst

Itis the year 2097 and you are a member of Fox Squadron, an elite battiemech team
sent into the jungles of Southeast Asia to rescue a U.N. ambassador from the
clutches of a local warlord.

GM: Michael Fatem

331 Big Trouble in Little Omelet

System: Toon

Sun 8AM in room 171 for 4 hours

Char/Player: 1 GM: Spike Y Jones
Power Level: 14AP, 30 Skill pts. Variations: Dungeons & Toons rules
The normally-peaceful hamlet of Omelet is being terrorized by a hugetastic
dragon...and the villagers are overjoyed! Rules taught, PCs can be created at the
game.

332 Wrath of Okbor
System: Gamma World, 4th ed.
Sun 10AM in room 332 for 8 hours
Char/Player: 1

Power Level: low to mid
Characters can be provided
Unknown thieves have stolen Okbor’s most powerful artifact. Streetwise
mercenaries are hired to find out why. Grab your 12-gauge autoshotgun and join
the team!

GM: Bo Ahlgren
Variations: Miniatures may be used

333 Adventures of the Awakened

System: Vampire/Werewolf/Mage

Sun 10AM in room 340 for 8 hours

Char/Player: 1 GM: Daniel O. Turner
Power Level: 4 dots/power max Characters can be provided
Variations: Vampires may be active in daylight with penalties

Play a Vampire, Werewolf or Mage. Players choose from several different stories.
White Wolf game experience is not necessary.

334 The Jade Peril!

System: Pulp Adventure

Sun 10AM in room 376 for 8 hours

Char/Player: 1 GM: Jeffery Hatch
Power Level: High Variations: Original System
Hong Kong 1997. In the midst of political chaos, the Avengers must battle an evil
cult to save a woman whose dark secret holds the fate of all mankind.

335 Tales of the Singing Skull Pt. 3
System: Hero System/Danger International
Sun 10AM in room 377 for 8 hours

Char/Player: 1 GM: Michael Blum
Power Level: 75 +75 disads ~ Variations: minor changes (ASMRB house rules)
Characters supplied by GM.

3 NOV 1967, NORTH OF THE PLAIN OF JARS, LAOS. AMERICAN
“AGRICULTURE DEPARTMENT” ADVISORS UNCOVER MYSTERY
AND TERROR IN THE COVERT WAR.

336 Expedition to the Gamma Quadrant
System: Star Hero

Sun 10AM in room 379 for 6 hours

Char/Player: 1

Power Level: 75 pts, equip. given

A Ferengi-organized investigative team is being assembled for a mission in the
Gamma Quadrant. Military experience is a plus.

GM: Andrew Robinson

337 Expedition to the Gamma Quadrant
System: Star Hero

Sun 10AM in room 381 for 6 hours

Char/Player: 1

Power Level: 75 pts, equip. provided

The Vulcan Academy of Alien Sciences is organizing a scientific group for a
survey in the Gamma Quadrant. Any interested parties please submit your
academic resumes for consideration.

400 SERIES GAMES
SIGNUP SUNDAY 9:00-11:00 AM

401 I’'m Melting...

System: Abantey (unpublished)

Sun Noon in room 170 for 8 hours

Char/Player: GM: Becky Thomas Characters provided by GM
Someone’s been melting your relatives. The Temples and Guilds won’t help you.
So, you and your buddies must find the killer(s), justice, and the family jewels. A
teens-only game sponsored by The Roleplay Workshop.

GM: Dave Berge



402 What’s up Doc?
System: Shadowrun 2nd ed.

Sun Noon in room 170 for 8 hours
Char/Player: 1

Characters provided by GM
Communication has been lost with a secret medical research facility off the
Alaskan coast. You have been dispatched to find out what happened and fix the
problem, if you can. A teens-only game sponsored by The Roleplay Workshop.

GM: David Lowe

403 Space Wars Deep Babylon Eight: First Contract

System: Tales from the Floating Vagabond

Sun Noon in room 171 for 8 hours

Char/Player: 1 GM: David Hughes
Power Level: n/a Characters provided by GM
Our heros must prevent planet Dirt from being Ice-emulated by the dreaded Berg!
“Resistance is Silly!” No previous TftFV experience (or any previous experience)
needed!

404 Royal Hunt of the Stars

System: Traveller 4th ed.

Sun Noon in room 378 for 8 hours

Char/Player: 1 GM: Michael Siverling
The Imperial Interstellar Scout Service must confront an alien invasion of massive
proportions.

405 Repossession

System: AD&D

Sun 1PM in room 163 for 5 hours

Char/Player: 1

Power Level: L.C. Character or create at game

Variations: Living City; RPGA members receive standard XP.
Now that they have it, can you help them keep it?

GM: Ken Stewart

406 When It Drops in the Pot

System: Stargrunt II

Sun 2PM in room 166 for 6 hours

Char/Player: GM: John Sullins
Variations: Some house rules and interpretations; about 80% pure

Figures provided

The remnants of a HiTech mercenary unitare trying to get off- planet, but not before
they take a parting shot at an enemy command post.

407 The Eyes of Kalila

System: AD&D 2nd ed.

Sun 4PM in room 143 for 10 hours

Char/Player: 1

Power Level: S5th-10th level

Variations: Core rules only: no kits, no special rules
You are hereby summoned to retrieve an ancient relic. Followers of Good only
need apply. Rewards could be great. The Fate of the world is in your hands.

GM: Thomas L Gardner

408 The Phantom of the Opera
System: Castle Falkenstein

Sun 4PM in room 145 for 8 hours
Char/Player: 1

Power Level: Low

What ghost haunts the Paris Opera House? Find out! Great opera! Bad acting!
Corny romance! Cackling villains! Gratuitous organ music! Enter the music of the
night!

GM: Sam Wallis

409 Tomb of the Legends
System: Earthdawn

Sun 4PM in room 147 for 8 hours
Char/Player: 1

Power Level: 6th-8th circle
Thera threatens, only Barsaive's ancient heros can stop the invasion. Young heros
are needed to find and unseal the tomb of legendary heros before it’s too late!

GM: Michael Simpson

410 Sex, Lies, and Wine
System: AD&D 1st ed.

Sun 4PM in room 149 for 8 hours
Char/Player: 1

Power Level: 1st-3rd Level

The old Morgan Winery is very late in delivering grapes. Your jobis tolean onthem
and get those shipments out, no matter what. Ages 16+ please.

GM: Didi Blake

411 The New Frontier
System: AD&D

Sun 4PM in room 154 for 8 hours
Char/Player: 1

Power Level: 4th-6th Level

The colony of New Moreland needs a survey expedition to chart the area. Rumors
persist of a lost city of gold. Few return from the jungle, and fewer return sane.

GM: James W Tucker

412 Mythos CCG Game

System: Mythos CCG

Sun 4PM in room 160 for 2 hours

Char/Player: GM: Cedric Chin Power Level: non-Tournament decks preferred
Variations: Bring 25-point deck if you have one GM can supply decks
Play Chaosium’s Adventure/Horor CCG based on H.P. Lovecraft's Call of
Cthuthu Mythos. New players are welcome.

413 The Tower

System: Maelstrom RPG

Sun 4PM in room 161 for 8 hours
Char/Player: 1

Power Level: Med

Variations: Playtest

You're in a tower spiraling into the sky. Upwards to the keys to enlightenment,
down to food and safety. Playtest a new RPG from Hubris Games.

GM: Seth Lindberg

414 Klingons, Cardassians and Borg, Oh My!
System: Prime Directive & Star Fleet Battles

Sun 4PM in room 165 for 8 hours

Char/Player: 1

Variations: PD/SFB rules simplified for faster play
Characters Provided

You are all cadets in Starfleet sent out on a training mission gone awry. Emphasis
on role-playing, the Star Trek genre,and Fun.

GM: Sean Sturgeon

415 House Heart, Honor and Heat

System: Battletech

Sun 4PM in room 168 for 8 hours

Char/Player: 1-3 Mechs GM: Mark Steiner
Power Level: varies per side Gm supplied figures and spec sheets
Variations: Slight (simple rule modifications, additions and deletions)
Inner-sphere, Basic play; post Star-League, pre Clan (early 31st Century, Dark
Ages). No 3039 Technology, just old-fashioned House/Family mechs and skill.

416 Gathering at Fudarus
System: Ars Magica 4th ed.

Sun 4PM in room 379 for 6 hours

Char/Player: 1

Power Level: varies...

Characters provided by GM

The magi of House Tytalus gather for their competition. But how do you win a
contest with norules or mutual objective? The Tytalus know! Join the Great Game!

GM: Peter Hentges
Varations: Free form

417 Mutant Chronicles

System: Mutant Chronicles - the Role Playing Game
Sun 4PM in room 381 for 8 hours

Char/Player: 1

Power Level: 1st Level

The Dark Legion is on the move. PCs must stop the forces of Algotroth or else.

GM: John Polack



418 Slavery at Kril Diriul

System: Maelstrom RPG

Sun 6PM in room 151 for 6 hours

Char/Player: 1 GM: Christian Aldridge
Power Level: Low Variations: Playtest
Playtest a new RPG from Hubris Games. A role-play oriented adventure in a world
of Pseudo-science and the Unknown. Leonardan Magic and a different reality.

419 Kill Dr. Lucky/Before 1 kill You
Mr. Bond/Lamarckian Poker

System: Cheapass Games

Sun 6PM in room 160 for 4 hours Char/Player: GM: Cedric Chin
“Beer and Pretzels” meets “outwitting and outguessing” your opponent in these
great “6 bucks or less” games from Cheapass Games. Games played in series.

420 The Spice of Life

System: AD&D

Sun 6PM in room 163 for 5 hours

Char/Player: 1

Power Level: L.C. Character or create at game

Variations: Living City; RPGA members receive standard XP.
A small ingredient is all that is necessary. Can you acquire it before it is too late?

GM: Harry Sun

421 The MORDESSA File
System: Albedo

Sun 6PM in room 332 for 6 hours
Char/Player: 1

Variations: Modified task resolution
Characters must go into enemy space to find out what a courier might be carrying.
This is no time to get into trouble! Based on Steve Gallacci’s Albedo comic.

GM.: Hubert Bartels

422 The Light in the Darkness

System: AD&D 2nd ed.

Sun 6PM in room 340 for 12 hours

Char/Player: 1 GM: Harold D. Hulbert
Power Level: 12th-14th Level Variations: some small changes
Inthe land of Sukur, the great council requests your presence. It seems that they lost
the mark of their power. Will you take the challenge?

423 Dr. Leibach’s Fabulous Machine

System: The Secret of Kaer’an

Sun 6PM in room 376 for 6 hours

Char/Player: 1 GM: Chris Hockabout
Variations: Home system playtest Characters Provided by GM
Dr. Leibach is a genius, a scientist and a madman. He is also your boss. Join him
in his patented Stellar Explorer. Target: the Moon. Experience a different kind of
fantasy world.

424 Fistful of Mana

System: (Original) Red Herring Games (Live action)
Sun 6PM in room 377 for 8 hours
Char/Player: 1

Characters provided by GM
Mages from various orders are gathered to trade spells & components, compete for
honors, and elect new guild leaders. Dynamic, interactive Roleplaying. Modern
Setting.

GM: Shawn Klimek & Mike Steiner

425 Will Work for Oxygen

System: Gurps Space

Sun 10PM in room 160 for 8 hours

Char/Player: GM: Jim Wyman Characters provided by GM
Your life services bill is due in 3 days, and you’re out of koku. On Emerald Station,

you've got just 2 choices: pay your bill or learn to breath vacuum. Knowledge of
L3R and humor helpful.

500 SERIES GAMES
SIGNUP SUNDAY 4:30-6:30 PM

501 The Darkness of Rancikor

System: AD&D

Sun 8PM in room 152 for 6 hours

Char/Player: 1 GM: William Martinez
Power Level: 4th-6th Level Variations: 2nd ed.; Neutral/Good Alignment
An evil force has taken over the lands surrounding Rancikor, and is threatening to
take overthe city as well. The King begs for your assistance in solving this problem,
but what exactly is it?

502 Where have all the (Real) Game(r)s Gone?

System: Gurps

Sun 8PM in room 156 for 8 hours

Char/Player: 1 GM: James Shumaker
Variations: Illuminati, Horror, IOU, and anything else we can think of

50 pt characters provided by GM

Welcome to Manafest 97. It’s bad enough that the CCG’s have taken over the
gaming industry, but now they are going for the con and your friends, too! Why?!?

503 The Road Not Taken
System: Fantasy Hero

Sun 8PM in room 159 for 10 hours
Char/Player: 1

Power Level: 175-200 pts

You’ ve decided to sign up for a caravan. The caravan leader has more in store for
you than just simple guard detail. But you will be rewarded.

GM: Dan Conner

504 No One Goes to the Bank on Tuesday

System: Taint

Sun 8PM in room 162 for 6 hours

Char/Player: 1 GM: Joe Coleman
Your blood test says you have the Taint, but you feel fine. Today's the day to put
your check in the bank, so...

505 Red Sword, Green Sword, Sun Sword, Moon Sword
System: Champions

Sun 8PM in room 166 for 8 hours

Char/Player: 1 GM: Lisa Wong
Power Level: 8-10d6 Variations: Martial artists only
The ancient dragons of old need help in recovering a valuable artifact. Part 2 of last
year's story...

506 Arrow of the Queen
System: Harnmaster 2nd ed.

Sun 8PM in room 170 for 6 hours
Char/Player: 1

Power Level: Starting

A newly-graduated class of Heralds are sent to capture an unusual criminal, aided
by psychic powers and their trusted Companions.

GM: Christopher Upton

507 Playtest: Days of Empire!

System: Days of Empire!

Sun 8PM in room 171 for 4 hours

Char/Player: GM: Leland Erickson

Miniatures provided by GM

Armored warfare in the age of the great tanks and landships! Come and help
playtest a new set of miniatures rules for sci-fi armored warfare with BIG AFVs!

508 She’s Bewitching, You’re Dead
System: Pulp Era

Sun 8PM in room 378 for 8 hours
Char/Player: 1

Variations: Horror

Characters provided by GM

It’s not nice to play with the dead. Black magic and Nazis threaten a young heiress
and 1940’s San Francisco. This malevolent force must be stopped!

GM: Catherine Klikoff



509 Where, ch Where is Valendil ?
System: Gurps (any genre)

Sun 10PM in room 379 for 10 hours
Char/Player: 1

Power Level: 200+disads

Variations: no “non-universal/generic” disads
Perhaps the most enigmatic mortal in the multiverse has gone missing... and his
man-servant wants you to bring back his body(?) ... dead or alive...

GM: Douglas D’ Angelo

510 Oh No! Not Vecna Again!

System: AD&D

Mon 8AM in room 149 for 6 hours

Char/Player: 1

Power Level: 20+ level with hero Status
Variations: No evil characters; Demigods welcome
You are summoned by Odin to destroy the eye and hand of Vecna, along with the
sword of Kas. However, you gotta get them first, then the fun begins.

GM: Ron Wellman

511 2 Nice Old Ladies Down - 3 to Go!
System: AD&D 2nd ed.

Mon 8 AM in room 151 for 6 hours

Char/Player: 1

Power Level: 7th-11th level

Variations: Mature Players, No Artifacts or Relics
Some one/thing is brutally murdering midwives and herbalists around Perlang. The
Mayor needs some talented & tough individuals to find out who/what is doing it,
and stop them/it.

GM: David L. Commerford

512 The Church Bells Aren’t Ringing
System: AD&D 2nd ed.
Mon 8 AM in room 152 for 6 hours

Char/Player: 1 GM: Dino Durando
Power Level: 9th-12thlevel ~ Variations: Combat & Tactics, Skills & Powers
GM can provide characters

Earlier tonight an Evil Priestess took over the Towers of Heaven. The Land is in
great danger and you really have to feel sorry for the priests.

513 The Taint; Invasion
System: Plus5

Mon 8AM in room 154 for 6 hours
Char/Player: 1

Characters provided by GM

This is a present-day Human setting with a mutant and Alien Eco- message twist.
Be prepared to role-play over Killfest. Character development is most important.

GM: Lloyd Wiebe

514 Running the I5 Gauntlet
System: Shadowrun 2nd ed.

Mon 8AM in room 156 for 8 hours
Char/Player: 1

Power Level: 30-50 Good Karma

Mr. Johnson is looking for a few good runners to ride down Interstate 5 and locate
a hidden go-gang stronghold. Recover the stolen goods and you're rich.

GM: Dan Graber

515 The Wrath of Dr. Destruction

System: Champions

Mon 8AM in room 159 for 8 hours

Char/Player: 1

Power Level: 10-12 dice, 25-30 Def

Variations: No pools or Adj powers (except “healing”)
A series of baffling crimes have occurred at government installations in the Bay
Area. Word on the street is: “Dr. Destruction is up to something big.”

GM: Scott Barlow

516 Lord Morgan’s Fate
System: AD&D

Mon 8AM in room 160 for 8 hours
Char/Player: 1

Power Level: 9th-12th Level
Monsters roam the countryside. Local leaders recruit you to find out why and stop
it! (Come Prepared! Experienced only!)

GM: Mark Frankis

517 Wake of the Red Witch

System: AD&D

Mon 8 AM in room 161 for 8 hours

Char/Player: 1

Power Level: 5th-8th level

Variations: 2nd ed. Char. Classes & PC races, no Psionics
My ship Red Witch, the captain says it sank off Pilbar Point. A cargo of magic cures
and gold says to me she was scuttled. Get evidence to hang Captain Morgan.

GM: Geotty Chapple

518 Prime Time

System: Hero System

Mon 8AM in room 162 for 8 hours

Char/Player: 1 GM: Avery Wells
Power Level: 150-200 pts Variations: Dark Champions (non-supers)
Based on the old TV show S.E.A.R.C.H. Subcontracted agents are assigned
to...Jess glamorous missions. Some mature themes.

519 Just Another Day at 15th Level - Part 11
System: AD&D

Mon 8AM in room 163 for 8 hours
Char/Player: 1

Power Level: 2.5 million EP

Variations: [ play fast and loose with the rules
The Archmage Kenjobob is missing and every warlord in the world is flooding into
his valley seeking items of power. And you were just getting comfortable...

GM: Kenneth M Pryde

520 The Unusual Suspects

System: Fantasy Hero

Mon 8AM in room 165 for 8 hours

Char/Player: 1 GM: Derek Hiemforth
Variations: Very minor Characters provided by GM
A beautiful young duchess has been slain under mysterious circumstances at the
height of Winter Court. A high fantasy whodunnit. Heavy roleplay, light combat.

521 Earth Temple of the Elder Elemental God
System: AD&D 2nd ed

Mon 8AM in room 166 for 8 hours

Char/Player: 1

Power Level: 675,000 XP Max.

Variations: Combat & Tactics; No Psionics, Skills & Powers, or 1st ed.

A map from a ravaged viilage, giant foot-prints, and divinations predicting
growing evil all lead to a mountain fortress where dwarven prisoners were taken.

GM: Ed Zeamba

522 The Tomb of Kyuss

System: AD&D 2nd. ed.

Mon 8AM in room 168 for 8 hours

Char/Player: 1 GM: Steven Sauer
Power Level: 8th-11th Level ~ Variations: No Handbooks - PH and DMG only
Lost on another plane, you must brave a dungeon built by a mad demon lord if you
ever hope to return home. Will test your mind as well as your sword arm.

523 No Pain!

System: Rifts

Mon 8AM in room 170 for 8 hours

Char/Player: 1 GM: Topac Quinteros
Power Level: 1st-5th level Variations: Explained at game
The super-tank “Painless”, along with both pilot and gunner, have turned up
missing deep in Coalition Territory and it’s up to the PCs to retrieve them all.
Simple.

524 Toxic Legacy

System: AD&D st ed.

Mon 8AM in room 171 for 8 hours
Char/Player: 1

Power Level: 2nd-4th level

Long after the battles were fought, residual magic tainted the land. Who's gonna
clean up the mess? Why you, of course! Just because no-one else will...

GM: Andreas Metzger



525 The Tsurugaoka School Strikes Back

System: Champions

Mon 8AM in room 147 for 8 hours

Char/Player: 1 GM: Greg Haslam
Variations: “"Wild Martial Arts” Characters supplied by GM
Ranma-esque romp through Japan where you play characters from the “rival”
school. As students of the Tsurugaoka school you embark on a quest to make the
lives of the Tennoji students miserable.

526 Black Pearl

System: AD&D 2nd ed.

Mon 8AM in room 145 for 8 hours

Char/Player: 1

Power Level: 10th-15th level, Evil only

Variations: Spell points, other minor, will be explained
Blackesthearts, foulest deeds/ Proof that villainy succeeds/ Virtue, not wickedness
shalt thou shun/and in the end shall remain but one!

GM: F. Scott Wilson

Con-Sponsored games by System

Abantey 401
AD&D 106 112 122 125 131 132
136 138 145 204 205 206 207 221
224 303 310 311 315 316 324 325
326 327 352 353 405 407 410 411
420 422 501 510 511 512 516 517
519 521 522 524 526
Albedo 120 421
Alea Futurus 330
Ars Magica 4th ed. 203 416
Battlelust/Harnmaster 2~ 217
Battletech 141 329 415
Call of Cthulhu 104 123 130 201 313 320
351
Candyland Variant 305
Car Wars 2nd ed. 328
Castle Falkenstein 118 408
Cheapass Games 419
Compleat Arduin 139
Cybergeneration 127
Cyberpunk 216
Cyberpunk 2020 135 202 219
Days of Empire! 507
Earthdawn 409
Feng Shui 208
Final Frontier 319
Fuzion (Fantasy) 113
Gamma World, 4th ed. 332
GURPS 323 502 509
Cyber/Shadow 309
Fantasy 105
Space 425
Harnmaster 2nd ed. 107 506
Hero Games 212 218 518
Champions 103 128 133 214 220
223 302 505
Sword 515 525
Danger International 335
Fantasy Hero 102 321 322 503 520
Justice Inc. 101
Star Hero 336 337
Last Great Empire 143
Maelstrom RPG 413 418

Man O’ War

Mutant Chronicles
Mythos CCG

Over the Edge
Paranoia

Passages (Home-brew)
Plus5

Prime Directive/SFB
Pulp Adventure

Pulp Era

Red Herring Games
Rifts 115

Robotech

RuneQuest 3rd ed.
RuneQuest/CoCthulhu
Shadow Saga
Shadowrun 2nd ed. 137
Silent Death
Skyrealms of Jorune
Star Trek the RPG
Starguard

Stargrunt I
Storyboard

Taint

Tales /Floating Vagabond

Teenagers/Outer Space
The Secret of Kaer’an
Theatrix
TOON
Torg
Traveller 4th ed.
White Wolf
World of Darkness
Changeling
Mage
Vampire
Vamp/Were/Mage
Were/Hunters
Werewolf

142
417
412
144
211
304
513
414
334
117
424
523
119
312
146
318
402
222
314
213
140
406
129
504
403
307
423
108
110
317
126

301
134
111
109
333
210
215

508

514

331

404

116
209

306 308



SURVIVAL TIPS
DunDraCon 21

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 moming, you’ll probably be too wasted
to play in your Official game at § 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 sugarand
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
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 21!
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