




































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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

Char/Player: 1 
Level: GM Supplied 

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

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

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

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

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

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

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

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

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



SURVIVAL TIPS 
DunDraCon 19 

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

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

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

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

Eat something besides potato chips and candy. 
Your endurance and concentration will im­
prove amazingly. (And remember - it's hard 
to buy food after the snack bar closes, so lay in 
supplies.) 

Drink a lot. Hotel air is very dry; try to avoid 
sugar and alcohol as much as you can. (Alco­
hol is allowed only in the bar and in private 
rooms, and only for those of age. Ignore this 
rule, and you will be asked to leave the con­
vention.) 

Tell people where you are. Make sure your 
family and anyone else who might need to 
reach you know you' re at the Marriott, and 
whatyourroomnumberis. Give us a number 
where we can reach your family or friends. 

Check the hotel desk and the DunDraCon bulle­
tin board for messages a few times a day - it's 
a nightmare to try to find one person among 
the mob filling the hotel. 

Keep your temper. The committee is trying to 
make the Con run as smoothly as possible. If 
something goes wrong, we'll get it fixed faster 
if we can just work on the cure - without 
stopping to swear that we didn't foul things up 
on purpose. 

Watch your step. Don't run in the halls, slide 
down the bannisters, or otherwise endanger 
yourself or others. It's hard to move figures 
when you're in traction. 

Use the trash cans. Garbage left for someone else 
to pick up is a major social blunder. 

Smoke only where allowed - that is, in the hotel 
front lobby, private rooms, and outside. Do 
not smoke in the Dealers Room, Seminar 
rooms, or any other DunDraCon area. 

Leave weapons and masks in your room, if 
you've brought 'em. (A weapon is, by def­
inition, anything the Committee thinks is a 
weapon - please don't argue.) This is for your 
safety (any weapon, real or fake, may startle 
someone into taking action against you) and 
the safety of your companions. You may mean 
no harm, but most things that look like weap­
ons are a real hazard in crowded halls. Even 
the SCA people keep everything in their room 
except en route to and from scheduled demos. 

Masks are a safety hazard too. We want to keep 
everyone recognizable and responsible for 
their own acts. 

Lazertag and paintball guns and equipment are 
included in this; you will probably be consid­
ered to be a Killer layer if you' re wearing this 
stuff. 

No Walkie-Talkies. Sec ·ty requires this. 

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

Don't cook in your rooms! It's a hazard that 
might set off extinguishers, cause fires, or just 
get you thrown out of the hotel .... 

If you choose to go out and get food ( or have it 
delivered) please don't leave the carcasses 
lying around-it annoys the Hotel staff, which 
makes it harder for us to work with them next 
year. 

We cannot page people at the Con, nor can we 
guarantee to reach/ find anyone. You CAN 
leave a note on the message board. 

Please keep your rooms relatively neat. Espe­
cially, keep sleeping bags, iceboxes, etc. safely 
stowed away in closets/ drawers. 

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

Enjoy your stay at 

DunDraCon 19! 
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