

































































Friends in Saturday morning cartoon fun!

622 The Ghost Ship Lament
System: Universe Sun 6 PM in room 376 for 10 hours
GM: William Pace Power Level: Beginner Rules taught
Type: RPG All characters provided by GM
She is the ghost story of the age, and many have witnessed her deadly
appearances since her disappearance 48 years ago withall hands lost. She

is The Lamneraunt, but everyone calls her Lament.

623 Master & Servant: the Reckoning

System: Hunter, White Wolf Sun 6 PM in room 377 for 8 hours
GM: Bryan Hitchcock Power Level: Various
Type: RPG All characters provided by GM
A handful of thieves and innocents stand between humanity and Arma-
geddon. Canthey find the Star Amulet before the Puppeteers of Damna-
tion bring Oblivion?

624 Return to BlackPoint Forest: A Good Omens Production
System: Storyboard Sun 6 PM in room 378 for 8 hours
GM: Priscilla and Richard Taylor Power Level: 25 Traits
Type: RPG All characters provided by GM
(Related to "Cry Little Sister") You've moved onto your life as an adult
and have begun to forget about your childhood. Now, it's called you back.
Are you ready to remember all your old fears?

625 Tigers Between A Rock And A Hard Place

System: GURPS World War II Sun 6 PM in room 379 for 6 hours
GM: Andrew Walters Power Level: 100 pt characters
Type: RPG All characters provided by GM
Discover just a little of the supernatural while field testing new weapons
with the Flying Tigers while trying not to get entangled in China's civil
war. Prizes provided by Steve Jackson Games

626 Aces and Eights: A Good Omen Production

System: Deadlands Sun 6 PM in room 381 for 8 hours
GM: Chad Lynch

Type: RPG All characters provided by GM
Fear has gripped the country side of a quiet community. Can the pose of
brave heroes uncover the dark secrets before they too fall victim? Mature
players strongly suggested.

628 Down in the 3rd

System: Outer Darkness Sun 6 PM in room 143 for 6 hours
GM: Keith Phemister Power Level: Experienced
Variations: Playtest of forthcoming RPG release

Type: RPG All characters provided by GM
The prequel story to "Not to the Swift". In the fighting pits of Mombassa

Colony, your fighter just did the unthinkable... he won.

SESSION 7 - 700 SERIES GAMES

SIGN UP BY SUNDAY 4:30-6:30 PM
For games starting Sunday night & Monday
The form for these games is Yellow

701 White Heaven, White Hell
System: LSR, 1st edition and D20
GM: Wayne Ogle & Brian Isikoff
Variations: post Scorpion Clan Coup
Type: RPG All characters provided by GM
Serving a minor clan has its advantages for a "former" Scorpion. Trav-
elling to Kyoden Kitsuki for Winter Court is not one of them. Particularly
when you receive word of a traitor within.

Sun 8 PM in room 157 for 8 hours
Power Level: 2-3 level

702 Relic Hunter (Part 2): And we Have to Put it Back WHERE?
System: Shadowrun 3rd Ed. Sun 8 PM in room 161 for 10 hours
GM: The Slaughterhouse Power Level: N'A
Type: RPG All characters provided by GM
You've already done the impossible. Your new employer wants youtodo
itagain. You wouldlove tosay "slag off*, but your new employerisawee
bit more powerful then you. Looks like the day just got longer.

703 Grace Under Pressure
System: Call of Cthulhu

GM: Terry Pack and Don Adams
Variations: Modern Day, 2 GMs
Type: RPG Characters can be provided
You and your companions are aboard the RSV Wallaby, a prototype
research vessel. This is its maiden voyage; the attention of the world is
upon you. You are not alone.

Sun 8 PM in room 163 for 6 hours

704 The Swamp Has Eyes part 2

System: BRUTAL (New-Zella game)  Sun 10 PM in room 1359 for 8 hours
GM: Todd Goss Power Level: Any
Variations: 1 st edition

Type: RPG All characters provided by GM
Now you must go deeper in the swamp. Oh NO!!H!1H1t1HH!

705 KULT: Jungle Apocalypse
System: KULT Sun 10 PM in room 166 for 4 hours
GM: Jason Thompson Power Level:
Type: RPG All characters provided by GM
In the green jungles of Honduras, a U.S. Army special ops team must find

two missing persons and bring them back alive.

706 Adventures in Employment
System: AD&D 2nd. Ed

GM: Mark Roger Steiner
Variations: Some Ist ed. Rules used

Type: RPG Bring your own character
A seasoned party needed to guard an items delivery. City/Overland
scenario, designed with an emphasis on roleplaying by a well-rounded
group. No Evils/L-G//Exotic PCs.

Sun 10 PM in room 374 for 8 hours
Power Level: 5th-8th levels

707 Smelly hairy, Go Go
System: Land of OG

GM: Robert Silva

Type: RPG

Sun Midnight in room 143 for 4 hours
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The tribe has chosen you to check out the rocks that sit by the pond with
large waves. Other smelly hairy things, been hanging out.

708 Zithars Claw

System: AD&D Second edition  Mon 8 AM in room 145 for 8 hours
GM: James W. Tucker Power Level: 4th through 7th
Type: RPG Characters can be provided
The farmers of Lowland are quite befuddied, their livestock is disappear-
ing. They look towards the swamp, wondering what lurks in the accursed

mire.

709 Trouble at Daikami High

System: Hero System (anime genre) Mon 8 AM in room 147 for 8 hours
GM: Jim Wyman

Type: RPG All characters provided by GM
The best and brightest of Daikami High have been gathered by the
beautiful new teacher for a special project. Knowledge of Hero preferred,
but not mandatory.

710 The Blood Price
System: 3rd edition D&D
GM: Kenneth Moscardini
Variations: house rules
Type: RPG All characters provided by GM
The Doom will soon rise to place his mark upon the first born son of Lord
Volmar, binding him to the ancient curse. Lord Volmer though has other
plans.

Mon 8 AM in room 149 for 8 hours
Power Level: 8-10 levels

711 Trieste

System: Call of Cthulthu
GM: Amanda Greenvoss
Variations: Near Future :
Type: RPG All characters provided by GM
Inthe underwater research station Trieste you are isolated from the rest of
the world. Unfortunately, you will soon learn that nowhere are you truly
alone.

Mon 8 AM in room 151 for 8 hours

712 The Medium

System: Mage: The Ascension (Revised/3rd)Mon 8 AM in room 154 for
8 hours

GM: Matthew Iskra  Power Level: Disciples and Adepts, no masters
Variations: Traditions magi, technocratics maybe

Type: RPG Characters can be provided
It startsas just another new media blitz ad campaign - atoo successful one.
Stop the Technocracy before they realize what they now have at the
Consumer Motivation Research Center.

713 Heart of the Sun (A Good Omens Production)

System: Exalted Mon 8 AM in room 159 for 8 hours
GM: Greg Eichner Power Level: Starting
Type: RPG All characters provided by GM

You are a Solar Exalted, powerful beyond legend. Yet as the sun can be
eclipsed you are hunted, Anathema to the Dynasts. How can you hide
when you are needed?

714 The Heart of lce

System: D&D 3rd Edition Mon 8 AM in room 160 for 8 hours
GM: Chris Breazeale Power Level: 7th level
Type: RPG All characters provided by GM
There have beenlegends of a large diamondin the lands to the north called

the "The Heart of Ice". If you were to find this object, your names will go

downin history. Plus, there is boundto be plenty of gold to be foundalong
the way.

715 Play time with Happy Jack-Black Hats

System: Cyberpunk Mon 8 AM in room 161 for 8 hours
GM: Brett Lawson Power Level: mid movers
Variations: Extensive house rules, ...if I were writing second
edition... "Saving C-punk"

Type: RPG Characters can be provided
Happy Jack is back, and this time he has an expense account. If sticking
it to the man for funand profit makes you happy too, thisis your gig. Bring
an overactive sense of style, and a talent for mischief over body count.

716 Get Rich Quick - Be an Asteroid Miner

System: Star Hero Mon 8 AM in room 143 for 8 hours
GM: Jim Gettman Power Level: 75+75, XP<11
Variations: Normals for 2025 (std equip. free); custom ship combat rules)
Type: RPG Characters can be provided
BANNER HEADLINES ON EVERY NEWS WEBSITE: The rushis on!
Free transport & equip! Hardy souls can get rich! No XP needed! (see
http://www.lunarlinearlauncher.In)

717 Instrument Of Doom
System: AD&D 2nd

GM: Calvin Vanoni
Variations: Some

Type: RPG  Characters can be provided

Fast paced in your face combat scenario! Good or neutral characters only.

Mon 8 AM in room 162 for 6 hours
Power Level: 8th - 11th Level
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Open Enrollment Role Playing Games

These RPGs are being offered at DunDraCon outside of the
n.ormal Official Games/RPGA blocks. Just show up at the start of
the games to see if you can enter them. Each time listed is for a
seperate instance of the game and not a continuation of an earlier
session.

Sidewinder: Wild West Adventures DEMO

Fri 8 PM on Hallway Table 4 for 4 Hours

Sat 3 PM in Salon B for 4 hours

Sun 10 AM on Hallway Table 3 for 4 Hours

Citizen Games Staff

System: D20

Players: 6

Welcome to Sidewinder, where the historic Wild West comes
alive in d20 style. Sidewinder is designed to be a cinematic take
on the old west with the kind of action you'll find in your favorite
western movies.

Forbidden Kingdom, the Pulp Action Game of Exotic Lands
Demonstration

Sat 9 AM in Salon H for 3 hours

Sun 5 PM on Hallway Table 3 for 3 hours

Mon 10 AM in Salon F for 4 hours

R. Hyrum Savage and Dave Webb

D20 Adventure

Got pulp? We do! Forbidden Kingdoms is Two-Fisted d20 Pulp
action roleplaying in the 1890-1931 time period. Imagine...Jules
Veme meets Doc Savage meets Indiana Jones. The entire game
takes place along an alternate Earth timeline that supposes that
Nikola Tesla's genius had been recognized in his own time. Thus,
Earth is forever changed, the sciences take a radical turn, and
exploration is never quite the same.

GURPS Fantasy Tournament: A Piece of the Action

Sat 8 PM in Salon B for 8 hours

Sun 11AM in Salon B for 8 hours

Mike Wilson and Mark Vennemeyer

Some minor home rules

Players: 8

Characters Provided by GM Power/point levels: 150-175

Is there honor amongst thieves? Let's find out. You, and some of
your peers, have a task ahead of you. Some local Merchant is just
too rich for his own good. Itis time to rob from the rich and give
to you. There will be two winners in each game.

The Longest RPG Session Qualifier

Sat 9 PM in Salon 1 for 24 hours

GAMA Staff

Longest Roleplay Session Qualifier

Who needs sleep?! You certainly don't, you could game for 100
hours straight! Okay, do it. [Alternately, the DunDraCon Com-
mittee suggests you take a nap Saturday afternoon]. Origins 2002
will host The Longest Role-play Session, an event where the
players try to break the record of 101 hours of continuous role-
playing, and you can qualify to be in that event at DunDraCon!
Sign up for this 24 hour-long qualifying RPG session and keep
playing 'till the end. Anyone who does make it for the full 24-hour
session will win a prize, and then those players will vote for one
of the players to get a free trip to Origins 2002 to compete in the
Longest Role-play Session! At Origins, some of the GMs will be
celebrity GMs who will rotate in and out of the session, and the
system will change throughout the contestas well. The contestants
will be the players, and they will continue role-playing with only
short breaks for nature! (Check out www.originsgames.com for
more details.)

TFOS Tournament: Better the detention you know...

Sun 11 AM in Suite 157 for 4 Hours

David Weinstein, Seanan McGuire. et al.

The unthinkable has happened! For reasons Man Was Not Meant
To Know, the schoolbus driver has hijacked the bus and delivered
the student aboard into the clutches of the Nasty Rival School!
Alligators! Classroom rules! Discipline! Can things ever be the
same again? This is the good ol' TFOS game, for the Nth year
running. Even more disturbing, the GM's will be wearing cos-
tumes...

Diomin, the Fantasy Kingdom DEMO

Sun 2 PM on Hallway Table 3 for 3 hours

Mon 10 AM in Salon F for 4 hours

Other Worlds Creations Staff

System D20

Diomin is a dark fantasy D20 setting where the mighty deeds of
heroes, and the terrible atrocities committed by villains, clash
amidst the mysterious machinations of the gods. Players are
immersed ina world where a dark and twisted race attempt to bring
about the total annihilation of life and then offer the world up to
their terror inspiring goddess. Where a once great race, blessed of
their god, fled from their corrupted fellows back to the land of their
ancestors. Itis atime when a people long divided now stands face
to face on the brink of a war that threatens the entire world. Will
your actions be the great and mighty deeds of heroes, or the dark
machinations that bring about the destruction of all creation?




SOCIETY FOR CREATIVE
ANACHRONISM

The SCA will be in the MT. DIABLO ROOM again this
year. The traditional SCA-style and gaming combat
demos will probably be on one of the patios outside the
ballroom foyer — the sheltered end, if it's raining.
They'll have a constant display of armor, weapons (real
and SCA legal), and medieval-style artifacts, with
people there to help you try things out and argue about
the effects on your favorite game system whenever
there's no seminar in progress.

This booklet went to press long before the convention,
so check the sign outside the Mt. Diablo Room for last-
minute changes.

3 pmon

9am
10 am
11 am
1-3 pm
4 pm

5pm
7 pm

9am
10 am

11 am

1-3 pm
4 pm

5:30 pm
7 pm

9 am
11:30 am

Friday
Setup and open discussion

Saturday
Room opens
Seminar: Things That Cut and Smash —
Detailed tour of the steel weapons
collection
Seminar: Near Eastern Arms & Armor
— The other side of the Crusades
COMBAT DEMO (Outside)
Seminar: Archery~What arrows do for
you (and to you) in games and the real
world.
Seminar: To be scheduled
Seminar: To be scheduled

- Sunday
Room opens
Seminar: European Arms and Armor —
What got used when and why
Seminar: Coinage in the Middle Ages
~ How they made money, what was
available, and how they used in in
day-to-day life
COMBAT DEMO (Outside)
Seminar: Women Warriors — Historical
records of women in combat
Seminar: On the Road (and Off the
Road) — Travel in the Middle Ages
Seminar: To be scheduled

Monday
Room opens
COMBXT DEMO (Outside, if
anyone has the strength)

‘Con-Sponsored Games by Systerﬂ

AD&D
507, 518, 601, 706, 708, 717

All Flesh Must Be Eaten 123
Amber Diceless RolePlaying 221
Basic Role Playing 521
Battlefleet Gothic 214
Battletech 611
Big Eyes, Small Mouth 219
Blood of Heroes (MEGS) 612

BRUTAL (New-Zella game) 413, 704
Call of Cthulhu

703,711

Cash Flow 101 602
Castle Falkenstein 605
Compleat Arduin 222
Cyberpunk 715
Cyberpunk2020 2nd ed. 315
D&D 208
D&D 508
D&D3e

710,714
Deadlands 626
Deadlands; Hell on Earth 120 126
Exalted 713
Fantasy D20 System 608
Feng Shui 121, 305
Frag 118
Freestyle

409, 410
FUDGE 516
Full Thrust 515
Gamma World 416
GURPS

625

HarnMaster Core 604
HeartQuest (FUDGE Ruleset)610
HERO SYSTEM
Anime genre
Champions
517, 621
Fantasy Hero
412,

709

215, 224, 309, 316,

102, 109, 202, 205,
213,217,302, 303, 401, 411, 505, 509, 514,

103, 104, 106, 111,
112, 115, 124, 201, 204, 209, 216, 304, 320,
404, 417, 503, 510, 519, 606, 607, 613, 614,

405, 406, 407, 408,

114, 210, 321, 609,

105, 223, 310, 512,

119, 122, 125, 206,



Star Hero 716 Star Trek RPG 619

Western Hero 107 Starguard 306
In Nomine 524 Storyboard 220, 317, 522, 624
Iron Dragon 207 Stupor Powers 620
It Came from the Late Late Show 415 The Secret of Kaer'an 319
KULT 414, 705 Thunderin' Guns 502
Land of OG 603, 707 TOON 101
Legend of the Five Rings 504, 701 TORG 314, 520
Little Fears 218 Traveller 318
Mekton II 110 Underground - HKAT 308
Mekton Zeta 211, 618 Universe 622
Ninja Burger RPG 501 V&V/homebrew system 116,117
Outer Darkness 627 Warhammer FRPG 402
Paranoia 525 WHITE WOLF
Pulp Adventure 313 Fomori 403
Rifts 212 Hunter 623
Robert Jordan's Wheel of Time 311 Mage 513,712
Rolemaster 506 Vampire 108, 203
Runequest 307, 312 Werewolf 525
Shadowrun 3rd ed. 113, 616, 617, 702 Wraith SLl
Space 1889 301

Greater Columbus
Convention Center
400 North High St.

Columbus, Ohio

July 4 - 7, 2002

Origins Features:
Anime Room, Art
Show, RPGs and
LARPS for Star
Wars, Star Trek,
Babylon 5

GAMA and Crigins are trademarks owned by GAMA, the Game Manufacturers Association, a 501C non profit trade association. All Rights Reserved.

Check out the Origins Web site for further information on
Registration, Events, Exhibitors, Special Guests, Hotels and

www.originsgames.com

Special Guests
Kenny Baker,
Carrie Dobro,
g Bill Blair and
more.

;;;;;;

other show details.
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SURVIVAL TIPS
DunDraCon XXVI

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.

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.
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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.

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!

Lost and Found is with the Hotel Front Desk.
DunDraCon Staff will turn in all lost and found
items to the Hotel, so check there.

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

If you move before the next DunDraCon (February
2003), please take a moment to send us your new
address for our mailing list. Mail your change of
acdress to DunDraCon Inc., 1139 Talbot Ave.,
Albany, CA, 94706 or E-mail it to:
conreg @dundracon.com.

Enjoy your stay at
DunDraCon XXVI!
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