





















































607 Run to the Hills: Bagration 1944

System: Command Decision 3rd ed.Sun 2 pm in room 170 for 8 hours
GM: Warwick Young Power Level: N/A
The setting is the destruction of the German Army Group Center in 1944,
Soviet mechanized units flood into the rear of the Axis, striking a hasty
defensive line that protects a river crossing amongst the hills.

608 The Red Flower

System: Mage: The Ascension Sun 4 pm in room 145 for 6 hours

GM: Tony Vargas Power Level: Apprentice-Adept

Variations: Technomancers Only

Characters can be provided by GM

The Union respects only I Mystic Rite - even SOE & VA may join. Prove
loyalty, complete seekings, resolve problems, or gain position by finding
The Red Flower.

609 Eye of the Storm
System: Traveller

GM: Michael Siverling
Characters provided by GM
An independent Trading Team discovers evidence that could change the
future of the Imperium.

Sun 4 pm in room 149 for 8 hours
Power Level: N/A

610 PLN: Closed!

System: AD&D (Living City) Sun 4 pm in room 154 for 4 hours
GM: RPGA Staff Power Level: N/A
Love, Theft, and Politics in the Living City...and it isn't even lunch yet.

611 Return to Apple Lane
System: Hero Wars

GM: Issaries Inc. Staff
Characters provided by GM

A generation later, the absent residents of Apple Lane return home; it is
not as it was. Hero Wars is the new game of Glorantha published by
Issaries, Inc.

Sun 4 pm in room 160 for 4 hours
Power Level: N/A

612 One Way In, No Way Out

System: AD&D Variant Sun 4 pm in room 162 for 12 hours
GM: Chester Kimbley Power Level: 7th-30+ Level
Variations: Oriental Adventures & advanced technology

Characters can be provided by GM

Hope is dying as reality unravels. Now a time traveler says there is no
future. Can things get worse? He says "Yes." Only the most lawful need
apply for suicide.

613 Castle del Mar

System: AD&D - Heavily Modified Sun 4 pm in room 163 for 10 hours
GM: Clint Freeman & Keith Hansen Power Level: 15th+ level
Variations: Spell points; new HP & modified Damage systems
Characters can be provided by GM

A "reverse" dungeon crawl with the fate of all magic in the Realms at
stake! Player Characters MUST be Forgotten Realms natives, and will be
modified to fit in the campaign world.

614 What Would You Do to Save the Now?

System: Storyboard Sun 4 pm in room 165 for 8 hours
GM: Matthew Gaston Power Level: 30 traits
Variations: Earth Eternal/Temporal League

Characters provided by GM

A temporal divergence of galactic proportions is washing down from
5500 years ago. Your Temporal League team has only a few days to save
the Now. New players welcome.

615 Assault on the Bebelith

System: Alternity Sun 4 pm in room 168 for 6 hours
GM: Elliott Belser Power Level: Third Level
Variations: Sol Marine Corps game setting;modified aliens & weapons
Characters provided by GM

A group of mercenaries must destroy the space station Bebelith and the
T.R.S. Nemesis, a Falcon-class corvette. The team will set explosives in
the reactor core and escape in their ship, the Parsec.

616 Cthulhu Las Vegas
System: Call of Cthulhu
GM: David Mitchell
Characters provided by GM
December, 1999. Find a missing friend at The International Paranormal
Convention. Beginners and expérienced investigators welcome.

Sun 4 pm in room 375 for 6 hours
' Power Level: N/A

617 Cults Across America

System: Cults Across America boardgameSun 4 pm in room 378 for 4
hours

GM: Cedric Chin Power Level:
Play the Cthulhoid game of nationwide domination! New players wel-
come.

618 Survive Nine to Five
System: World of Darkness
GM: David Jones

Variations: Mortals only
Characters provided by GM
The daily grind has a whole new meaning in the World of Darkness!

Sun 4 pm in room 379 for 8 hours
Power Level: N/A

619 Demented Dungeon Crawl

System: AD&D 2nd ed. Sun 6 pm in room 161 for 6 hours
GM: Henry A Amado Power Level: 7th-10th Level
Variations: Some house rules

Characters provided by GM

Local Necromancer, wrongfully accused of raising undead hordes, seeks
powerful villains to enter temple fortress and retrieve stolen property from
thieving adventuring party. Stop the Injustice!

620 The Spinning Knife
System: Star Trek RPG (FASA)
GM: Kristian Miller

Variations: The Next Generation supplements

Characters provided by GM .

Betrayal, treachery and a Wesley Crusher character that's fun to play! This
is part of the "Star Trek: Another Twist of the Knife" series that started at
DunDraCon XXII, but will be a new adventure.

Sun 6 pm in room 374 for 6 hours
Power Level: N/A

621 Who Will Buy My Ore?
System: Fantasy Hero

GM: Dan Conner

Characters can be provided by GM
You are being sent to get some ore from a merchant at the Free Market.
How boring, right? But why have you been told not to haggle too much?
And why have you been sent?? And why is there such a large crowd
gathering??

Sun 6 pm in room 376 for 8 hours
Power Level: 150 pts

622 Truth and Beauty

System: Call of Cthulhu Sun 6 pm in room 377 for 8 hours
GM: Patrick Riley Power Level: Any
Begin with a Vermont resort and add snow, skiers, and the supernatural.
Blend in murders, madmen, and mobsters. Mix in scholars, sleuths, and
celebrities until a tangled web mystery forms.



623 Yo Ho A Pirates Life For Me

System: Call of Cthulhu Sun 6 pm in room 381 for 8 hours
GM: Marianne Biskup Power Level: N/A
Variations: Negative Con points/Hit Points

Characters provided by GM

Set sail for Port Royal, Jamaica, ca 1700, a town populated by prostitutes,
pirates and thieves. Many call Port Royal the most evil city in the world,
and they don't know the half of it.

SESSION -7 - 700 SERIES GAMES

SIGNUP SUNDAY 4:30-6:30 PM
For games starting Sunday night & Monday

701 The World of New Adventures

System: Hero Sun 8 pm in room 143 for 8 hours
GM: Erik Oberlin Power Level: 75pts + 75 pts disads
Variations: Based on the Anime series El Hazard

Characters can be provided by GM

This time a new selection of teachers & students will be brought to the
magical world of El Hazard. This adventure will delight anime fans &
roleplayers alike!

702 If the Deal's that Good, Why is the Judge Smiling?
System: Compleat Arduin Sun 8 pm in room 147 for 8 hours
GM: David W, Shearer Power Level: 8th-12th Level
Characters can be provided by GM

At first "community service" sounded a whole Jot better than life as a
galley slave, but now you're not so sure.

703 The Lesser of Two Evils

System: Star Wars Sun 8 pm in room 151 for 8 hours
GM: Matt Berry, Jeff Price, Pete Swenson Power Level: Intermediate
The Rebel Alliance finds anew enemy, and anew friend: the Empire. Both
will find themselves teamed against Slavers -- Abolition begins in a
galaxy far, far away

704 HEX's Funhouse
System: AD&D

GM: Brandon Smart

Variations: Any race, Good only
Characters provided by GM

A normal day at the circus...or is it? Just have a fun day, that's all that
matters.

Sun 8 pm in room 152 for 8 hours
Power Level: 10th-12th Level

705 Total Eclipse
System: AD&D (Living City)
GM: RPGA Staff

Variations: An RPGA-sponsored Living City event

The day started so well -- with a wedding, good food, and gaiety. But as
the city slowly grows dark, you are involved in a race against time, with
the future of Raven's Bluff in the balance.

Sun 8 pm in room 154 for 4 hours
Power Level: N/A

706 Limited Tools, Group A

System: Fantasy Hero/Champions/Petal ThroneSun 8 pm in room 156
for 12 hours

GM: Glenn S. Thain
Variations: FH v2, Champs v5
Characters provided by GM
What matters it to the ant if it is stepped on by a man or adog? The ant must
avoid both without ever comprehending the why. So too, must we view
the gods.

Power Level: N/A

707 Limited Tools, Group B

System: Fantasy Hero/Champions/Petal ThroneSun 8 pm in room 156
for 12 hours

GM: Glenn S. Thain
Variations: FH v2, Champs v5
Characters provided by GM
What matters it to the ant if it is stepped on by a man ora dog? The ant must
avoid both without ever comprehending the wny. So too, must we view
the gods.

Power Level: N/A

708 May the Q be With You?

System: Star Wars 2nd Ed. Sun 8 pm in room 157 for 12 hours
GM: David Sublett Power Level: Moderate
Anancientalien ruin site brings an Entity into the galaxy, but adevastating
menace follows close behind it. Use the Force while resistance is not
Futile...yet!

709 Return to Apple Lane
System: Hero Wars

GM.: Issaries Inc. Staff
Characters provided by GM

A generation later, the absent residents of Apple Lane return home; it is
not as it was. Hero Wars is the new game of Glorantha published by
Issaries, Inc.

Sun 8 pm in room 160 for 4 hours
Power Level: N/A

710 DEAD! OVER AND OVER AGAIN!

System: Call of Cthulhu Sun 8 pm in room 166 for 6 hours
GM: Dave Jurgens Power Level: N/A
Characters provided by GM

It's a typical day in Alaska, until a blue flash of light puts you under a deep
spell of unconsciousness. You awake in a small, cramped space, in the
dark, on your back. That's right, you're in a coffin.

711 Escape the Death Star

System: Star Wars Miniature Battles/Star Warriors Sun 8 pm in room
171 for 6 hours

GM: Kasi Jammeh

All equipment provided
Princess Leia is imprisoned! Release her, and save the Rebel Alliance!
Come rediscover a New Hope, but with a twist. Like the comic _What
If..._, you decide the REAL outcome. Props, displays and movies!

Power Level: N/A

712 In Stranger Eons, Death May Die

System: AD&D Sun 8 pm in room 378 for 6 hours
GM: Scott Barlow Power Level: 18th-26th Level
Something has the power to draw adventurers of your strength to them.
The offer is simple, a favor to each to run a few errands. It can't be THAT
simple.

713 Realization of Sin

System: World of Darkness Sun 10 pm in room 145 for 6 hours
GM: Cassidy Dunning Power Level: 1-4
You've broken the traditions of silence and secrecy between races, now
your elders know Merced's secrets. Shall you laugh at jyhad, obey your
masters? Vampires, Werewolfs, Changelings and Mages welcome.




714 When the Sentinels Rise

System: Marvel Superhero's Saga SystemSun 10 pm in room 159 for 8
hours

GM: John Polack
Characters provided by GM
Sen. Fendal (D. WA) has gotten the ok to release the Sentinels. Mutants
beware; oh, by the way, the X-Men are out of town, the Avengers are in
space and the Defenders are unavailable.

Power Level: N/A

715 War Torn Sorinia
System: AD&D 2nd ed.

GM: Bruce McCreary
Variations: Combat & Tactics
The lands of Sorinia are in flames. Humanoid hordes from the Isle of
Grond attack mercilessly and the Sorenian army is sorely taxed. Now is
the time for Adventurers to seek great fame and fortune

Sun 10 pm in room 168 for 8 hours
Power Level: 2nd-4th level

716 Just Another Adventure

System: AD&D Ist ed. Sun 10 pm in room 170 for 8 hours
GM: Mark Roger Steiner Power Level: 3rd-7th Level
Variations: Unearthed Arcana; modified crits & fumble charts
Characters provided by GM

Elven king seeks outsider help to locate, then return, an ancient item to
its true and rightful owner. Mid-level overland & cities scenario,
emphasis on Roleplaying!

717 Up Lake Country Without a Paddle

System: Call of Cthulhu Sun 10 pm in room 375 for 6 hours
GM: James T. Miller Power Level: medium
Variations: 1990's

Characters provided by GM

4 bodies, 2 with no known cause of death, a mysterious liquid that defies
analysis, and no clues — And you thought the X-Files were eerie.

718 Mobius on the Rocks, With a Twist...

System: Champions 4th ed. Mon 8 am in room 143 for 8 hours
GM: B.J. Goukler Power Level: 250-300 pts
Variations: Spd variant used; Power Pools shot on sight

The Comics Code(tm) has shattered & things are falling apart. Help save
the Universe, that Kitty, and Power Chick's bikini. Inquire Within.
NoShirtNoShoesNoService

719 Where have all the Gnomes Gone?

System: AD&D Mon 8 am in room 145 for 8 hours
GM: David L. Commerford Power Level: 7th-11th Level
Variations: Spell points, no artifacts or relics

The rubies have stopped arriving from Perlang; curious gem merchants
cannot find the gnomish miners. They are hiring a party to investigate.
Come to the Black Dragon Inn to sign up.

720 Rage Against the Machine

System: Mage: The Ascension Mon 8 am in room 147 for 8 hours
GM: Gareth Storm Power Level: Max 30 exp spent
Variations: Experienced players please

Characters can be provided by GM

Normally mages pay little attention to werewolves' frustrations, but when
a shape-changing HIT mark appears, it is time to take notice...and take
action.

721 CS Mission D-10422
System: Rifts

GM: Eric Gruber

Variations: Minor; Coalition Characters only

Characters can be provided by GM

::CLASSIFIED BY ORDER OF THE COALITION STATES::

Mon 8 am in room 149 for 8 hours
Power Level: N/A

722 Young & Foolish ...

System: AD&D 1st Ed. Mon 8 am in room 151 for 8 hours
GM: Andreas Metzger Power Level: 4th-9th Level
At least that's why she said she promised her grandchild to the dragon.
And to win the war, of course. But the dragon is willing to listen to offers...

723 Shakedown

System: Star trek: the Next GenerationMon 8 am inroom 152 for 8 hours
GM: Robert E. Johnson Power Level: N/A
Characters provided by GM

It is my pleasure to inform you that your transfer has been accepted as
shakedown crew for NX-51000 Roswell. Your orders will be given to you
upon arrival. Welcome aboard.

724 Green Option Covert Team

System: Heros Unlimited Mon 8 am in room 154 for 8 hours
GM: Anthony D O'Con Power Level: 5th level or less
Variations: No alien PCs

Characters can be provided by GM

In the 'Powers that Be' campaign world, there are forces 4-color superhe-
roes are unaware of. Be one of them.

725 Ascension

System: Hero 4th Ed./Fuzion Mon 8 am in room 156 for 8 hours
GM: Robert Kwon Power Level: Superheroic
Variations: uses the total Fuzion Superpowers plugin

One of the city’s greatest heroes lies in a coma, and the heroes are called
in to investigate. However, the prime suspect has been dead for weeks...

726 Daughter of Mediore

System: AD&D - Birthright Mon 8 am in room 157 for 8 hours
GM: William Angell / Sean Trundle Power Level: 6th-8th Level
Variations: Spell points & a few others

Characters provided by GM

Lady Enlien, Regent of Mediore, has put out a call to you, the prestigious
adventurers. Your mission, if you choose to accept it, is to track down her
daughter.

727 A Hunting We Will Go

System: Changeling: the DreamingMon 8 am in room 159 for 8 hours
GM: Gregory Mathieson Power Level: Starting
Variations: Some house rules

Characters provided by GM

The Balefire has not arrived at Count Elias's freehold, and it is two days
before the ceremony. You are called to Court to find the problem and get
back the missing Balefire.

728 Return to Apple Lane
System: Hero Wars

GM: Issaries Inc. Staff
Characters provided by GM

A generation later, the absent residents of Apple Lane return home: it is
not as it was. Hero Wars is the new game of Glorantha published by
Issaries, Inc.

Mon 8 am in room 160 for 4 hours
Power Level: N/A



729 Velius's Legacy

System: AD&D 2nd ed. Mon 8 am in room 161 for 8 hours
GM: Brian Sullivan Power Level: 6th-8th level
The monks of Varon believe they have solved the puzzie to destroying the
Stone of Sylus. Your king has asked you to deliver the Stone to their desert
retreat.

730 Somnambulis

System: AD&D variant Mon 8 am in room 162 for 8 hours
GM: Harold D. Jenkins Power Level: 1st-5th Level
Variations: Own rules, similar to AD&D 1st ed.

A world in its earliest stages. Power struggles throughout. Let's get to the
basics...

731 The Village Patrol
System: AD&D

GM: James W. Tucker

Characters can be provided by GM
It's your first assignment in the Royal Militia. Your task, guard the
farming community of Sleepydale. Not the excitement you were looking
for.

Mon 8 am in room 163 for 8 hours
Power Level: 1st-2nd Level

732 Knights of the Atomic Age

System: Champions/Hero 4th Ed. Mon 8 am in room 165 for 6 hours
GM: Jason A. KrestoffPower Level: 60-75 pts attack, 40 pts PD/ED Max
Variations: Power Armor, Cyborg or Robot characters only

Characters can be provided by GM

A call has gone out to all the techno-heroes. Someone or thing is targeting
them. If this menace is not stopped soon, the age of technology shall
clearly end.

733 Refuge of Charts

System: AD&D Mon 8 am in room 166 for 6 hours
GM: Geotty Chappel Power Level: Sth level +
Variations: 1st & 2nd ed., Single Char. class, spell points

Characters can be provided by GM

What is your favorite meal? How will you acquire it anytime after the orcs
finally storm the city, razing it including this miserable inn? Time to go.

734 Hunting the Scavengers
System; Car Wars

GM: Mark DeVries

Variations: Uncle Al's and CWC both Ok

GM can provide pre-made cars.

For those of you who revel in energetic mayhem, this is the competition
for you. Come and enjoy a wild hunt to grab flags and return to your gate
in one piece!

Mon 8 am in room 168 for 6 hours
Power Level: $25,000

735 The Great Rescue

System: Imagination Mon 8 am in room 170 for 6 hours
GM: Carl Rigney Power Level: Clever Toys
Variations: an easy system inspired by the Feng Shui RPG

Characters provided by GM

Little Judy is kidnapped by the Goblin King and her brave toys must
rescue her. If you've ever wanted to roleplay Legos or a model horse,
here's your chance!

736 The Singin-in-the-Rainmaker

System: Paranoia Mon 8 am in room 171 for 4 hours
GM: Harold Ogle Power Level: any
Characters provided by GM

Citizen Boy-O-Wow's treason trial is about to begin! The Computer has
called on you to participate in the New, Improved Commie Court of
Justice(tm)!

751 Hit the Bricks
System: World of Darkness
GM: John Gillette
Variations: Mortal
Characters provided by GM
paranoid players discover more than they really want to know about San
Francisco. Good Luck.

Sun midnight in room 149 for 6 hours
Power Level: N/A




Bay Area Gaming Convention Calendar

DunDraCon is amember of a loose alliance of other San Francisco Bay Area Gaming Conventions. The alliance
is designed to try and help make a more frendly envioroment for gamers. To that end, we are listing here the
conventions that are scheduled to happen in the SF Bay Area over the course of the next year.

Slugathon 20 — March 27, 1999

Located at the Santa Clara Convention Center. An all around one day gaming convention that features board
games, card games, miniatures, and role playing games. $15 atthe door or $12 for pre-registration. Contact AJER
Board of Directors, 3545 Shafer Drive, Santa Clara, CA 95051. Their web site is located at www.slugathon.com.

Celebrate History — April 9-11, 1999

Located at the South San Franciscon Convention Center. Not primarily a gaming convention, however, it
includes gaming under its roof, especially historical miniatures and board games. $50 at the door or $40 for pre-
registration. Contact Dana Lombardy, Director of Marketing, PO Box 70332, Point Richmond, CA 94807. Their
web site is located at www.celebratehistory.com.

GameCon II — May 28-31, 1999

Located at the Oakland Airport Hilton Hotel. An all around gaming convention that features board games, card
games, miniatures, and role playing games. $35 at the door or $30 for pre-registration (through March 1, 1999).
Contact Nick Tompkins, 4817 Massive Park Way, Antioch, CA 94509. (Nick is also a DunDraCon committee
member.) Their web site is located at www.Game-Con.com.

ManaFest '99 — July 9-11, 1999

Located at the South San Francisco Convention Center. An all around gaming convention that features board
games, card games, miniatures, and role playing games, with an emphasis on card games. $35 at the door, $25
(through February 20, 1999) or $30 (through May 10, 1999) for pre-registration. Contact Khalsa Brain Games,
P.O. Box 170436, San Francisco, CA 94117. Their web site is located at www.manafest.com.

ConQuest '99 — September 3-9, 1999

Located at the Clarion Hotel (soon to be the Weston Hotel) in Milbrae. An all around gaming convention that
features board games, card games, miniatures, role playing games, and computer games. $35 at the door or $30
for pre-registration (through August 1, 1999). Contact Alan Marenco, President, 510 Saddle Brook Dr. #93, San

Jose, CA 95136. Their web site is located at www.con-quest.com.

Silicon — November 26 -28, 1999

Located at the The Westin Hotel, Santa Clara Convention Center. A Science Fiction convention that also features
various forms of gaming. $40 at the door, $30 (through September 30, 1999) or $35 (through November 15. 1999)
for pre-registration. Contact A Wrinkle in Time, 1012 Morse Ave. #15, Sunnyvale, CA 94089. Their web site
is www.awit.com/silicon/index.htm.

And don't forget DunDl‘aC on 24— February 11-14, 2000 (DDC 24 is a Y2K compliant convention)



SURVIVAL TIPS
DunDraCon XXIII

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

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

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

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

Eat something besides potato chips and candy. Your
endurance and concentration will improve 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 night-
mare 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 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 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.

Stay out of Killer games! Killer players get bounced
from the Con.

Lazertag and paintball guns and equipment are in-
cludedinthis; you will probably be considered to be
a Killer player if you’re wearing this stuff.

No Walkie-Talkies. Security requires this.

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 or 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 or drawers.

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

Individual selling in the Buyers’ Bazaar only!
Wear your convention Badge!

Enjoy your stay at
DunDraCon XXIII!
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