




































525 The Tsurugaoka School Strikes Back ManO' War 142 
System: Champions Mutant Chronicles 417 
Mon SAM in room 147 for S hours MythosCCG 412 
Char/Player: l GM: Greg Haslam Over the Edge 144 
Variations: "Wild Martial Arts" Characters supplied by GM Paranoia 211 
Ranma-esque romp through Japan where you play characters from the "rival" Passages (Home-brew) 304 
school. As students of the Tsurugaoka school you embark on a quest to make the 

Plus5 513 lives of the Tennoji students miserable. 
Prime Directive/SFB 414 

526 Black Pearl Pulp Adventure 334 
Pulp Era 117 508 System: AD&D 2nd ed. 
Red Herring Games 424 Mon SAM in room 145 for S hours 

Char/Player: l GM: F. Scott Wilson Rifts 115 523 
Power Level: 10th-15th level, Evil only Robotech 119 
Variations: Spell points, other minor, will be explained RuneQuest 3rd ed. 312 
Blackest hearts , foulestdeedsf Proof that villainy succeedsfVirtue, not wickedness RuneQuest/CoCthulhu 146 
shalt thou shunfand in the end shall remain but one! Shadow Saga 318 

Shadowrun 2nd ed. 137 402 514 
Silent Death 222 
Skyrealms of Jorune 314 

Con-Sponsored games by System Star Trek the RPG 213 
Starguard 140 
Stargrunt II 406 
Storyboard 129 

Abantey 401 Taint 504 
AD&D 106 112 122 125 131 132 Tales /Floating Vagabond 403 

136 138 145 204 205 206 207 221 Teenagers/Outer Space 307 
224 303 310 311 315 316 324 325 The Secret of Kaer' an 423 
326 327 352 353 405 407 410 411 Theatrix 108 
420 422 501 510 511 512 516 517 TOON 110 331 
519 521 522 524 526 Torg 317 

Albedo 120 421 Traveller 4th ed. 126 404 
Alea Futurus 330 White Wolf 
Ars Magica 4th ed. 203 416 World of Darkness 301 
Battlelust/Harnmaster 2 217 Changeling 134 
Battletech 141 329 415 Mage 111 116 
Call of Cthulhu 104 123 130 201 313 320 Vampire 109 209 306 308 

351 Vamp/Were/Mage 333 
Candy land Variant 305 Were/Hunters 210 
Car Wars 2nd ed. 328 Werewolf 215 
Castle Falkenstein 118 408 
Cheapass Games 419 
Compleat Arduin 139 
Cy her generation 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. l 07 506 
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 



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 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 a lot. 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'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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