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Welcome to ShadowCon XVI; The sixteenth edition of the most 

fun, laid-back, coolest Christmas-Party-gone-wild of Duke Sir Kane 

Redfeather and Duchess Ilissa the Nightwatcher! What started 

out as a party for our not-very-little House in the SCA has blos-

somed into ShadowCon.  

We hope you have a great time this weekend and we're always hap-

py to see our friends again -- as well as meeting all you new faces! 

Be safe in your fun. We'll be watching to make sure you're safe, 

but be careful and enjoy!  

Duke Kane and Duchess Ilissa  

(Poppa Kane and MOM 'Lissa)  

<Cliff and Barbara Easley>  

 

 A letter 

from  

Our 

Founders 
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Dach Imports 

Allan Gilbreath 

Back to Earth Creation 

Bad Monkey Press 

Lin Workman Art 

Midnight Screaming 

Reel World 

William Eakin 

Stacy Robinson 

M.R. Willamson 

ALM Graphics  

Imagicopter 

Kerkack Publishing 

Literary Underworld 

  Pulp Ark 

R. Krog 

Sticky Feet 

Two Old Dragons 

James Shands 

Mitch Foust 

Sam's Dot Publishing 

Trek Expo 

Workhorse Merchandising 

Acme Comics 

Castle Perilous 

Thompson Production 

Books, Clothing, Collectibles, Original Art, Gaming 

Materials and More!  Come to the Vendors Room! 

And please visit these vendors in Ballroom E:    

Gamerz Depot   

Greater Memphis Magic Arena 
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House Rules—Yes, ShadowCon actually has some.  No Kidding. 
 

ShadowCon is proud to provide a fun weekend for gaming, social-

izing and general fandom entertainment.  Please become familiar 

with  these policies established for everyone’s safety.   The 

staff of ShadowCon can not allow: 

•    Any behavior that interferes with the convention, daily hotel 

operations or causes discomfort for other hotel guests. 

 

•    Any physical or verbal harassment, stalking, or assault to the 

convention staff, attendees, hotel employees or public. 

 

•    Any behavior that could result in legal risk or potential harm 

to the public, convention staff, hotel staff or property. 

 

•    Sexual misconduct, such as indecent exposure, offensive 

touching, or sexual harassment.  When in doubt, refrain.    

 

•    Any activity prohibited by law. (federal, state, local) 

Any violation of the above conditions (or any additional rules 

posted by ShadowCon or the Hotel) could result in permanent 

removal from the convention without any type of refund.                         

Police or legal au-

thorities will be 

notified of any 

activity that war-

rants such notifi-

cation. 

By following   the-

se policies, every-

one will  enjoy a 

better weekend 

experience .        

THANK YOU 
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ShadowCon Masquerade:   

The Ultimate Costume Contest 
Ballroom C/D    10 PM   Saturday    

Check the ShadowCon Registration area for the sign-up sheets for the 

Costume Contest.  Sign up all day—but note that the last chance to sign 

up is 9:30 pm sharp!  Be sure to make note to Con Staff if you are in 

more than one entry, so we can put space between those entries.   

 
 Costume Entry Table is staffed at 9:00 pm on Saturday.   

 Last chance to turn in your entry form is 9:30 pm  

 Final line-up is at 9:45 pm!!!!    

Categories this year are: 

 

 Historical 

 Juvenile (based on age—not 

behavior) 

 Fantasy 

 Sci– Fi 

 Group 

 And an additional award will 

be given for Best In Show 

 Con staff make a special request this year that entrants write 

very clearly so that our announcer can accurately pro-
nounce the name and description of your entry! 

 Entrants are welcome to enter multiple categories, but please 
note that on your form! 

 Nudity is Not a Costume! 

Pssst!  Check out the MOVIE ROOM—Conference Room 5    

directly across from the Garden Court where both live combat 

and the Saturday Night Feast are being held (but not at the 

same time!) 

Also—visit your complimentary ConSuite, open all day and 

much of each night, for your snack cravings.  Badge Required.   

Room 250 
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Created in 2006 in Memphis TN, Disembrace has existed through many 

members and many styles, but it wasn't until November of 2009 that its 

sound was truly defined. In need of a new vocal-

ist, the hard rock group was introduced to sing-

er/songwriter Carmen LaFevers, whose creative 

melodies and sound lyrics easily won her the posi-

tion of lead singer. Backing her vocals is founding 

member and guitarist Mike Palvado. His passion 

for music has kept the band alive over the years 

and can be heard through his inspired style of 

rock solid riffs. Fast forward to March of 2010. Drummer Cody Hartsfield 

caught the attention of the band with his driving rhythms and technical un-

dertone. With just one audition, his place in the group could not be denied. 

Finally in May of 2011, the lineup was completed with the addition of Gerry 

Gonzalez on bass. He is no stranger to the stage, and his years of touring 

experience continues to shine through. Together these four are taking fe-

male fronted hard rock to the next level … and they've only just scratched 

the surface.      Disembrace Saturday   Ballroom B   Midnite 

Mark Armour - Rhythm Guitar & Lead Vocals 

Jay King - Lead Guitar  & Backing Vocals 

James Gerlach - Bass & Backing Vocals 

Steve Fink - Drums 

  

Failure to Stop   Friday  Ballroom B 10pm 



 

8 

 

Writer Guest of Honor Allan Gilbreath  denies that he 

was raised by wolves, but still enjoys quiet moonlit evenings. He is 

an accomplished skeptic, cook, gardener, computer geek, martial 

artist, and avid student of arcane knowledge.    

 

Allan is also a nationally recognized and award-winning author, 

publisher, speaker, and instructor. He has appeared on television, 

stage, radio, web/podcast, and tours the country in live appear-

ances. He enjoys serving on convention panels and can cover a 

wide range of topics from the serious to the outrageous. In his 

adult vampire novels, Galen and Dark Chances, he links sensual 

fantasy with danger and predation to excellent effect.  

 

His exceptional use of plot tension between the various charac-

ters sets a wonderful stage for the little details that bring it all 

to life. Allan’s Jack Lago supernatural mysteries are known for 

their attention to detail and suspense. His short stories have ap-

peared in numerous anthologies and his latest work, Allan Gil-

breath: A Short Story Collection. 

 

Allan was the fight coordinator for the independent short film 

Swordbearer, a fantasy featuring excellent special effects and a 

dramatic sword fight. Allan also serves as an investigative skeptic 

for paranormal and cryptid research. His stories of investigations 

are not to be missed. In addition, he is no stranger to the kitchen 

and is the host of The Art of Genre Cooking. Catch a cooking pan-

el and learn all about prepping food to match your themed event. 

 
Go out to see him, take a look at the books, and come away laughing! 

Shadowcon is proud to draw attention to the many artists,  

writers and talented professionals in the greater Memphis    

and Mid-South area.    Please take a moment to meet our   

Returning Guests and our Guests of Honor. 
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Lin Workman  - Artist Guest of Honor 

Lin is the creator of the webcomic/geek travel blog Have Geek Will 
Travel, the webcomic Scared Silly and is co-creator of the self-

published comic book series Bushi Tales, with Pencil Neck Studios partner 

Dave Beaty.  He was an artist and screen printer in the t-shirt industry for 

almost 20 years and a graphic artist designing monuments for five years.   

 

He has also contributed his talents to the following comics, novels and card 

sets: 
 Sketch cards for The Empire Strikes Back 3-D and Star Wars Galaxy 

6 trading card series 
  
 Conquest Studio’s Stargodz, with Scott Clark, Dean Zachary and Dave 

Beaty 

 Mid-South Cartoonists’ Association’s anthologies It Came From Be-
neath the Drawing Board and Overdrawn and Underwritten 

 Comic Geek Speak’s CGS: The End 

 MAW Productions’ Jetta: Tales of the Toshigawa 

 Christa Michaels’ Ramblings with Redde: Why Does My Life Seem Like 
a Bad “B” Flick? 

Lin has also painted murals for Pancho’s Restaurant, McDonald’s and Fitz-

gerald’s Casino (Tunica).  In addition, his artwork has also appeared in The 
Memphis Flyer, Commercial Appeal, Airbrush Action Magazine and Amazing 
Figure Modeler.  Lin is the Art Director for the Haunted Web of Horrors, 

a non-profit haunted house that bene-

fits Youth Villages. 

 
Stacey Robinson                        

is a local Memphis area  model 

and actress.  She is well know 

for her appearances at con-

ventions as  Wonder Woman.  

We are proud to have her as 

our ShadowCon                      

Media Guest of Honor. 
 

http://www.havegeekwilltravel.com/
http://www.havegeekwilltravel.com/
http://www.linworkman.com/scared-silly/
http://www.bushitales.com/
http://www.topps.com/ent/brands/Empire3DWeb/ESB3D30_Webpage.html
http://www.deanzacharyart.com/
http://www.davebeaty.com/
http://www.davebeaty.com/
http://www.midsouthcartoonists.com/
http://www.comicgeekspeak.com/
http://www.toshigawa.com/
http://www.hauntedweb.com/
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William Duty  - Gaming Guest of Honor.   

aka Lord Greylond Aston, Kingdom of Ansteorra 

"Greylond" on various gaming websites     Navy Veteran, 

long time Computer and Gaming geek., Will has been playing 

and GameMastering various games for thirty five plus years, 

including Wargames, Boardgames and RPGs.  Formerly a com-

bat archer for the SCA Kingdom of Ansteorra. Also, he is on 

the Board of Directors for GameCon Memphis. Will has 

helped organize game clubs and volunteered in gaming organi-

zations in the many different places where he's lived.  He is 

also a playtester and submitter for Kenzer & Company games. 
 

 

Returning Guests 

 
M. R. Williamson  is a novelist and poet living in Horn Lake, 

Mississippi.  His father, being a gifted storyteller, greatly influ-

enced his life as a writer.  Williamson always been interested 

in straight English folklore without the western slant.  What he  

means by that is the United States has put their slant on English 

folklore.  It's curious that over here we view wizards and witches 

as evil while in England it's just the opposite.  That is not to say 

that like we, they couldn't go to the darker side also.  Tolkien 

showed us in Lord of the Rings how that could happen.   

 

    We all know that there can be no good without evil lerk-

ing somewhere in the shadows for an oppertunity to spoil 

things.  In the Pragamore Chronicles Epic, I try to teach English 

folklore.  You'll not only enjoy a visual about a character, but learn 

a bit about it also.  You'll learn that all faeries are not the same 

size and demeanor as Tinkerbell and dragons are not nearly as evil 

as 'the world of men' would have you believe.  That being said, I 

would like to invite you to read Pragamore, A New Beginning and 

decide for yourself.   
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Returning Guests  c’ntd. 
 

Mazelle Attiya  (SCA persona Maistresse Alysia Gabrielle de 

Fougeres) has always been interested in sewing. She learned to 

sew at the young age of 10 with Barbie clothes and by high school 

was making the costumes for the school plays. In 1987 she joined 

the Society For Creative Anachronism, Inc (SCA, Inc) and quickly 

moved up the ranks in the field of historical costuming.  

 

In 1999 she was inducted into the Order of the Laurel which is 

the SCA’s highest level of expertise in the Arts and Sciences for 

her beautiful Elizabethan clothing and hat making skills. Between 

1996 through 2005, Mazelle had her own custom sewing business 

in Memphis, catering to bridal parties, pageant, dance competition 

and Civil War re-enactors. During this same time period she also 

worked in the Wardrobe department for Opera Memphis.  She 

went back to college and now has an MBA in Accounting so she can 

work to support her hobby of making costume for herself not only 

for the SCA but also for Sci-Fi/Fantasy conventions.  

 

Over the years she has won and judged numerous competitions at 

Costume Con, ShadowCon and MidSouthCon. Mazelle has been the 

Costuming Guest of Honor at ShadowCon for the last two years. 

She currently lives in Memphis, TN.   
 

 

 

 

H. David Blalock has been writing science fiction, fantasy, and 

horror stories for print and the web for over 30 years. An aficio-

nado of science fiction and fantasy from a young age, he is heavily 

influenced by Heinlein, Bradbury, Lovecraft, Tolkien, Machen, 

Bierce, Poe, Asimov, and the like. 

 2000 MSFA Darrell Award for Best Short Story (Other);  

 One of best ten fantasy stories of 2000 at WritersHood.   
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Mitch Foust  was born and raised in Memphis, Tennessee. His 

first artistic influences were TV shows like Batman, Star Trek, and the 

Hanna Barbera superhero cartoons. At the age of seven, his grandfather 

bought him his first comicbook. That book was an issue of the Teen Ti-

tans with Nick Cardy art. He was hopelessly and forever hooked. Mitch 

also played many sports growing up, but football was his passion. Foust 

continued to buy and read comics through high school. When Mitch grad-

uated from Harding Academy, he not only was a starting player on the 

football team, but also was the president of the Art club and socially 

misunderstood D&D role-playing club.  

 At Christmas of his senior year in high school, Foust became a 

professional artist. He was hired as an airbrush artist at a local T-shirt 

store. Having watched Airbrush artists in the Florida panhandle, he was 

sure he could be their equal. He wasn't. Foust spent the next two years 

learning how to airbrush one shirt at a time. At the same time, learning 

how to draw under pressure. Mitch carved a niche for himself in the T-

shirt market by rendering Fantasy and comic images on T-shirts. At the 

same time, Foust was attending Memphis State University full time. 

 In 1983, Laird and Eastman made huge news in the comic world 

by striking it big with The Teenage Mutant Ninja Turtles. A black and 

white book was cheap to produce and profitable. Every Aspiring comic 

artist in America wanted to the next one to make it big. Foust was no 

exception. 

Along with friends Bill Bryer, Dave Bennent, and fellow artist David 

Porch, Foust helped create Black Tie Studios. The first issue of The 

Last Generation was printed in 1984. Though originally planned for twen-

ty five issues, only five were completed. The group decided to cancel the 

book when sales dropped to an unprofitable number. At this time, Foust 

also found cover work for Adventure Comics, and later Malibu comics.  

 Mitch married Kathy Brosius in 1987. It was a good year.  In 

1989, their first child was born, a son named Daniel. Foust finally gradu-

ated college with a degree in Marketing. The recession also hit the econ-

omy. Foust's freelance work dried up. 

 In 1992, with the help of friends A.G. Howard and Lin Workman, 

He opened an airbrush shop called The Wild Hare.  The Foust's second 

child was born in 1993. A daughter named Katie.   In 1995, The name of 

the shop changed to Animated Jack's and screenprinting capability was 

added to the shop. "The original idea was to be able to produce our own 

line of T-shirts, but the custom work quickly became  

 

(continued next page) 
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Mitch Foust, ct’d.   

 
 overwhelming."  By 2001, Foust had had enough. The business was not 

doing as well as he expected. Instead of doing the art wanted to do, he 

was spending his time wearing all the hats an owner of a small business 

must wear. After much deliberation, Mitch closed the shop down. 

 Since then, Foust has been a freelance artist working out of 

his home. Mitch also found ebay, a natural place for him to sell his art 

and expose it to people around the world. " I really enjoy ebay, and the 

people you have the chance to meet. I also enjoy the commission work. 

It is very satisfying to take another's creative thought and translate 

that thought into an image."         http://www.pmkane.com/mitch/ 

Mind Over Memphis—Canned Food Drive to 

Benefit the Memphis Food Bank.              
 

Doctor Harold Toboggans  is committed to promoting 

greed and selfishness and stomping out all forms of  

Do-Goodery in Memphis.    Bring a canned  or shelf-

stable packed 

food item to  do-

nate to the Mem-

phis Food Bank as 

you watch Doctor 

Toboggans put on 

medieval armor 

and literally 

FIGHT to stop Do

-goodery!     
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Schedule of events—Like all good things in life, Subject to 

Change!  Check the PreFunction Area for posted updates. 

FRIDAY 

12 noon —Vendors Room Opens—Ballroom C/D 

2:00 pm— Con Registration opens.  Pre-event Area 

3:00 pm—Various Rooms open for Gaming 

3:00 pm— Impact of E.C.Comics on SciFi  & Fantasy—Panel room A 

3:00 pm—Allan Gilbreath and Stuart Bergman  - Panel Room B 

4:00 pm—Vampires Vampires!  Has this trend crested? - Panel room A 

4 pm—Capes & Skirts, the plight of the female superhero— Panel room B 

4:00 pm—Amptgard in the Garden Court! 

5:00 pm— ConSuite Opens— Room  250 upstairs. 

5:00 pm— Check the Gaming Desk for info on scheduled games, 

pick-up games, newly added & updated games, LARPing info,   

computer games, LAN stuff, and sign-up sheets. 

5:00 pm—Fantasy Gun Control—Why no black powder?  Panel room A 

5:00 pm—Science Fiction and the Theater—Panel room B 

6:00 pm—Men with Beards and Leather—Panel room B 

6:00 pm—Nava Sanctum Performance,  Ballroom B 

6:00 pm—Literary Underground Discussion  - Panel room A 

9:00 pm—Opening Ceremonies,  Ballroom B 

8:00 pm—Vendors Close—shopping restarts  10 am Sat! 

10 pm— Dance the night away with Failure to Stop!  Ballroom B  

2:00 am—Ballroom B closes, but the gaming continues nonstop! 
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More!  More!  More! 

Check out our Prefunction and Garden Court areas for these fab 

clubs and organizations 

 Clockwork Mechanalists                                                 

We're here to show Steampunk is alive and well in Memphis ! Wheth-

er you're established person of steam or new to the genre, we wel-

come you to come and meet us. The Year of Steam starts now!  (Find 

us on Facebook) 

 Amptgard  http://groups.yahoo.com/group/amtgard-in-memphis/   

or   search “Memphis Amtgard” on Facebook 

 MidSouth Buccaneers  www.midsouthbuccaneers.com 

 Griffons Loot     ask Griffon about his stock recommendations 

 Anime Blues Con  Memphis’ Own!   http://animeblues.com/ 

 Dragon Talk Radio                                                  

“Your Convention Connection." Author Jon Klement and the DTR News 

Crew take their audience into the world of sci-fi/fantasy/gaming/

anime-manga/steampunk by hosting guests from the industry and 

broadcasting from conventions. Meet authors, comic/anime creators, 

artists, film makers, steampunk inventors, voice actors, game design-

ers, & more!  

 Memphis Roller Derby                                  

www.memphisrollerderby.com    Join the women of MRD as they 

start their 6th season next weekend.  MRD is composed of three 

intra-league home teams: Women of Mass Destruction, Angels of 

Death, and the PrissKilla Prezleys. Skaters from those teams form 

the interleague travel team, the Memphis Hustlin' Rollers, which 

competes against other roller derby leagues.  New skaters, refs, and 

non-skating officials always needed.  First bout is an intra-league 

mashup featuring Zombies vs Cheerleaders Saturday on January 

14, 2012 at the Mid-South Fairgrounds Pipkin Building.  

 Memphis Food Bank’s CANNED FOOD DRIVE                               

featuring Doctor Harold Tobaggans’ fight to Stop Do-Goodery!       

www.mindovermemphis.com 
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SATURDAY    part I 

10 am—Vendors Room Re-Opens — Ballroom C/D 

10 am— Men with Beards and Leather Panel—Room A 

10 am—The Fermi Paradox —Panel Room B 

11 am—The Whole Cloth  Costume Talk -  Panel Room A  

11 am—Welcome Back to the Fairy Tales—Panel Room B 

12 noon—The Giant SciFi/Fantasy Trivia Challenge—Panel Room A 

12 noon—The 10 minute Pirate  Panel Room B 

1  pm—Fantasy Art:  Is More Skin Better?  Panel Room B 

2  pm —My God!  Holmes is that you?    Panel Room A 

2  pm —The 10 Best SciFi Novels of All Time—Panel Room B 

3   pm  - Nava Sanctum  —Ballroom B 

3 pm— Movies are a Beauty and Beastly Business—Panel Room A 

3 pm—Meet the Royalty—Panel Room B 

Nava Sanctum is a dark tribal fusion bellydance troupe 

formed by Su-Aine. With unique choreographic styles and various 

music, Nava Sanctum brings many new elements to glamour their 

audience. Tribal belly dance is the core foundation for this groups 

movements and is blended into a fusion of Modern, Traditional, 

Robotic, Hip-Hop and Martial Arts Flow. Performances are to an 

eclectic range of music including dubstep, industrial, world, new 

age, gothic, electronic, and rock. 

Schedule of events—Like all good things in life, 

Subject to Change!  Check at the Prefunction Area 

and Gaming Desk for posted updates. 
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Saturday Schedule  part II   

3:00 pm— Movies are a Beauty and Beastly Business—Panel Room A 

3:00 pm—Meet the Royalty—Panel Room B 

4:00 pm—Meet the Clockwork Mechanalists—Panel Room A 

4:00 pm—Gaming in Memphis—Gaming Guest of Honor —Panel Room B 

4:00 pm—Theater of the Mind  - A Live Performance.  Ballroom B 

5:00 pm—Costumes for Cons—Panel Room A 

5:00 pm—The DC Comics reboot—Is this a good idea?  Panel Room B 

6:00 pm— Dinner—Proof of Purchase required— Garden Court 

8:00 pm—Vendors Close— you had your chance!!  Ballroom C/D 

8:00 pm—Kane’s Auction of the Strange and Unusual (come get the 

stuff you really wanted for Christmas)  Ballroom B 

10 pm—Masquerade and Costume Contest—Ballroom C/D 

Midnight—Dance the night away with  Disembrace! Ballroom C/D 

2:00 am— ShadowCon Officially closes.    It’s late—behave yourself. 

Theater of the Mind    Relive  (or discover!)  the 

excitement of old-time radio serials with these    LIVE   
performances of dramas from yesteryear. 

Come join us in Ballroom B  at 4 pm on Saturday for these 

thrilling adventures: 

 Flash Gordon 

 The Shadow 

 Xminas One 
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ShadowCon Fighting 

 

 

Saturday indoors in the Garden Court.  Armor Inspection 10 am  

Instruction in Combat — Duke Sir Seth & Prince Ailgheanan       

of Meridies, followed by PickUps   10:30-ish  ‘til  12 or 1:00–ish 
      

What’s that thunder?  Swords hitting shields!  Come watch as Dukes, 

Kings, Princes, Knights and Squires don armor and display chivalric 

combat—no, this isn’t choreographed stage-play.   Come watch, and 

be amazed by this exciting martial art. 

 

 

SCA style combat 
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Meridian Prince 

Ailgheanan and 

Duke Sir Seth  

Meet The Royalty 
Panel  Room B  
Saturday at 3 pm  

Kingdom of Gleann Abhann  

King Ashikaga Hiromoto and 

Queen Ashikaga Kimiko 

 

Prince Uther & Princess Kenna 
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Pirate Chess 
AKA Rune Chess   AKA Hit and run chess 

 

Pirate Chess is played with a normal chess set with normal piece movement. 

The big difference is the number of pieces you can move after the 1st turn. The 1st 

turn for each side is always played 

by standard chess rules; one move on each side. From there on both sides have the 

option of moving 1 piece twice or 2 pieces once. 

The only stipulations being that: 

All turns after the first must consist of 2 moves . 

(2 pieces: Both move once or 1 moves/1 captures, or both capture) 

All captures must be on a pieces first move. 

No single piece may capture twice in one turn. 

When moving 2 pieces both may capture.   

No piece, if it moves after capturing, may return along the same col-

umn, row (if a castle, king, or queen), or diagonal (if bishop, king or queen), nor 

return to the same square it started (if a knight). Pawns can only go forward. 

If the king is in check, the first move must always resolve the threat.  

All other basic chess rules apply.  

Capturing en passé is allowed, unless pawn gets a second move.  

It’s really simple, especially if you already know how to play chess.  

Variations: 

This is a variant I rarely play. 

Simultaneous Chess – Simply means that both moves for each player take 

place simultaneously. Meaning you may move the king further to get out of check. If 

both moves take place at the same time, the first move does not have to remove the 

check.  

This usually results in much longer games as it is much more forgiving in 

check situations. More pieces are required to pin the king. Although the King is the 

piece this version most affects it may have some situational benefits across the 

board.  

en passé – Rather than simply allowing normal capturing en passé, it may 

be allowed even if the pawn takes a second move,  in all instances similar to normal 

capturing en passé, when a pawn moves twice it becomes more susceptible to the 

capture, allowing for a normal en capture if an opposing pawn would threaten such 

due to a pawns first double move. Moving a second time escapes capture, but places 

the pawn in a similar position if there is an opposing pawn to threaten en passé on the 

second move. Being that the end position is similar to standard en passé. 

I will have at least one chess set available for play! 

Beat me at my own game, If you dare! 
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Friday  3 PM      Carson City 

GM: Mark Smalley 

# of players Min:2 Max: 4 

Carson City is a strategic game. The 

game is played in 4 rounds and in each 

one of them the players choose a 

character (there are 7 available) that 

gives certain advantages, after that 

cowboys are placed on action fields 

on the board to build Carson city. 

Players can claim ground, erect spe-

cial buildings, houses or construct 

roads. When there are several play-

ers on 1 action field, a duel is fought. 

During play, money (to construct) & 

points can be earned. The player who 

earns most points wins the game. 

 

Friday  6 PM       Checkmate! 

GM: Jesse    Savage Worlds 

# of players Min:3 Max: 6 

Before the aliens came, The Chess 

Club was the laughingstock of the 

criminal underworld. Sure, their indi-

vidual powers were potent enough, 

and they were properly wicked, but 

no one could take them seriously be-

cause of their villainous branding. 

Now, with the world's heroes annihi-

lated and it's population enslaved, 

time for the Chess Club to make it's 

move. If they can't conquer the 

world, maybe, just maybe, they can 

save it. 

 

 

Friday 6 PM                     

HackMaster: Learn to Hack                    

GM: Will Duty     HackMaster Basic 

# of players Min:2 Max: 8 

The small village where you live has     

a small problem.   Someone has been 

stealing chickens and they send you, 

the youth of the village milita to in-

vestigate the dark hole that has 

opened behind the chicken coup.    

Play Kenzer & Co.'s newest version of 

HackMaster!    Preg-gens available or 

bring your own HackMaster Charac-

ter. 

 

Friday 6 PM      Learn to play Trav-

eller on projection Game Table 

GM: Brian Olive    Traveller - Mon-

goose                                      # of 

players Min:2 Max: 6 

Come by and learn to play Traveller. 

We will create characters (which is a 

fun game all to itself - You don't al-

ways survive) and then run a short 

adventure I will have three to choose 

from, Players choice. All materials will 

be provided. But if you want to bring 

your lucky dice then you will need 6 

six sided dice. 

 

 

 

 

 

 
 

 



 

23 

Friday 7 PM         Munchkin Basic 

GM: Da Budda          Munchkin 

# of players Min:2 Max: 8 

Munchkin is the mega-hit card game 

about dungeon adventure . . . with 

none of that stupid roleplaying stuff. 

You and your friends compete to kill 

monsters and grab magic items. And 

what magic items! Don the Horny 

Helmet and the Boots of Butt-

Kicking. Wield the Staff of Napalm . . 

. or maybe the Chainsaw of Bloody 

Dismemberment. Start by slaughter-

ing the Potted Plant and the Drooling 

Slime, and work your way up to the 

Plutonium Dragon . . . 

 
Friday 10 PM     The Pirates of Drinax 

Played on a projection Game Table 

GM: Brian Olive    Traveller - Mongoose 

# of players Min:2 Max: 6 

In The Pirates of Drinax, the play-

ers play a band of adventures who 

are entrusted by the King of Drinax 

with a letter of marque, permitting 

them to prey on `illegal' trade with-

in the borders of the vanished king-

dom. The King hopes that this piracy 

will give him the leverage he needs 

to restore Drinax to its former glo-

ry, and intends for the characters 

to win back all the planets lost over 

the last two centuries - but the 

King's plans are just the starting 

point for this campaign. Part 1All 

materials will be provided. But if you 

want to bring your lucky dice then 

you will need 6 six sided dice. Pre-

Gens will be provided but if you al-

ready have a Mongoose Traveller 

character you are welcome to bring 

it. Pending GM approval. 

Saturday 8 AM     Module to be de-

cided 

GM: Brian Olive      Hackmaster 

4th played on Projection Game Ta-

ble 

# of players Min:2 Max: 6 

Come by and play some Hackmaster.  

All materials will be provided., but if 

you want to bring your lucky dice or 

already have a Hackmaster character 

bring it and we will have some fun.   If 

not pregens will be provided. 

 

Saturday 9 AM  

Into The Breach (or others) 

GM: Brandr   

Artemis Spaceship Bridge Simulator 
# of players Min:3 Max: 6 

Best description :  "Star Trek 

through the Rock Band filter" Check-

out this link to see it and maybe play 

the demo: http://

artemis.eochu.com/index.html  This 

is a multi-player computer simulation 

where the players take the roles of a 

bridge crew on a Star Trek/

Battlestar Galactica/Galaxy Quest 

ship.  One person is the captain and 

the others can be Helm Weapons 

Engineering Science  & Communica-

tions.  Each station has unique roles 

and actions and must work together 

to complete various scenarios.  I will 

have everything I need other than 

space and maybe a table or two and 

chairs." 
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Saturday 1 PM       CypherChase! 

GM: Will Duty      

Custom/Homemade  Gaming System 

# of players Min:4 Max: 12 

Do you like ciphers, riddles and solv-

ing puzzles? Do you know the differ-

ence between a Caeser Cipher and a 

Vigenère? CypherChase is a game in 

which teams of two people will solve 

ciphers, and riddles to find designat-

ed people who will ask them a trivia 

question, which will lead them to the 

next cipher. This game will involve 

each team needing to explore the 

entire Con and will test your 

knowledge of the Con, the SCA, 

gaming and general SciFi/Fantasy. 

Will your team be the first team to 

solve  the game! 

 

Saturday 1 PM    Learn to play 

Traveller on Projection Game Table 

GM: Brian Olive                     
Traveller - Mongoose 

# of players Min:2 Max: 6 

Come by and learn to play Traveller. 

We will create characters (which is a 

fun game all to itself - You don't 

always survive) and then run a short 

adventure I will have three to 

choose from, Players choice. All ma-

terials will be provided. But if you 

want to bring your lucky dice then 

you will need 6 six sided dice. 

 

 

 

Saturday 2 PM   Dracula Must Die 

GM: Jesse Dresden Files 
# of players Min:3 Max: 6 

Shortly after Lucy Westenra fell 

victim to a strange wasting disease, 

Mina Harker developed the same 

symptoms. Guided by a family friend, 

Abraham Van Helsing, our heroes 

must face and destroy the most 

wicked of foes before Mina falls to 

darkness forever. For true love to 

survive, Dracula Must Die. 

 
Saturday 6 PM 

Head'em Up and Move'em Out! 

GM: Greylond    Aces&Eights: 

The Shattered Frontier 
# of players Min:2 Max: 8 

Cattle Drive Scenario: A group of 

Cowboys and other seeking to make 

some money are driving a cattle herd 

to market. Pre-gens available or 

bring your own A&8's character to 

play with us. This will be played on a 

projection screen game table. 
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Saturday 7 PM 

Munchkin Zombies Featuring the 

DREADED Munchkinomicon 

GM: Da Budda         Munchkin 

# of players Min:2 Max: 8 

MUNCHKIN ZOMBIESIt's the 

sickest, silliest Munchkin yet! You 

are zombies, kicking down doors 

and eating brains. The "monsters" 

you're attacking are people some 

helpless and some hazardous with 

a few rogue zombies thrown in. 

The armor is whatever you've 

blundered across during your 

lurching search for brains. So 

bravely you'll go forth  with 

mousetraps on your feet and a 

bowling trophy protecting your 

poor rotting head . . . to level up  

or to die.    

 

MUNCHKINOMICONMUNCHKINOMICONMUNCHKINOMICON   

   

It's the ultimate book of spells . . 

. the Munchkinomicon. But be-

ware! If you aren't munchkinly 

enough  the Munchkinomicon will 

slip away and find a more suitable 

host. This set includes the 

Munchkinomicon and 14 of its 

deviously cheesy spells  like Unit-

ed I Stand  Eldritch Cleaver  and 

Unnatural Compulsion." 

 

 

A Special Word  of 

Thanks to  Reel  

World   Games    

for their loan of 

equipment for the 

Console Gaming in 

Conf. Room 8!    
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 ADCP2-2 (P1-P2) - Heart of the 

Desert: Clash of Titans (Living 

Forgotten Realms - D&D 4e)  A 

great race has been called in the 

desert of Calimshan. The genasi and 

humans of Memnon, Calimport and 

Almraiven are competing in a race 

through Calim Desert. That race is 

just one match; another, much more 

dangerous, takes place in the Ele-

mental Chaos. It is a match that 

requires truly powerful and re-

sourceful champions. Are you and 

your companions up to the challenge? 

A Living Forgotten Realms adventure 

set in Calimshan and the Elemental 

Chaos for characters levels 11-17. 

 

AGLA2-3 (H1) Sojourner's Way 

(Living Forgotten Realms - D&D 

4e)  The Tannath Mountains are 

poorly explored and even more poor-

ly mapped. A humble cartographer 

seeks adventuring companions for 

his attempt to blaze a trail through 

these rough, steep spires. What 

would drive a man to undertake such 

a dangerous task? A Living Forgot-

ten Realms adventure set in 

Aglarond for characters levels 1-4 

(H1 level band). This adventure is 

the second part of the Invisible 

Road Major Quest, which began in 

AGLA1-5 Silver Lining. 

 

Are You a Werewolf ? (Custom/

Freeform)   A Game of Deception, 

Paranoia, and Mob Rule. The village 

has come under a blight. Werewolves 

stalk the night, viciously killing a 

villager each night under the light of 

the moon. The village is in a panic 

and must end the slaughter no mat-

ter what the cost and only the seer, 

through dreams, has any insight as 

to who is and is not a werewolf. 

Hopefully they can survive long 

enough to lead the village down the 

right path. 

 

CORE1-15 (P1) - Where Dragons 

Die (Living Forgotten Realms - 

D&D 4e)  Netheril’s influence is ex-

panding alarmingly and the Sil-

verstars of Selûne are becoming 

desperate. The task of recovering a 

weapon suitable for battling this 

expansion has fallen to you and your 

only clues take you to a place where 

mortals dare not tread. A Living For-

gotten Realms adventure set near 

Netheril for characters levels 11-14. 

Third part of the Bane of Shadows 

trilogy. 

 

CORE 2-12 (P3) The Sschindylryn 

Heresy (Living Forgotten Realms - 

D&D 4e)   A death goddess’ relic lies 

shattered across the Realms. The 

drow from Sschindylryn now seek to 

join the fragments and uncover its 

secrets in defiance of the Spider 

Queen. But what they’ll unleash is 

not an ally against Lolth, but a new 

blight on the world. And all it needs 

to awaken is one word. A two-round 

Living Forgotten Realms adventure 

set in the Underdark for characters 

levels 17-20. This adventure con-

cludes the Shattered Secrets se-

ries, which began in CORE2-11 The 

Sign of Four (P3). Playing the two 

adventures in order is strongly en-

couraged. We recommend that you 

allow a minimum of 8 hours of playing 

time to complete this adventure. 

F.O.R.G.E. Game Descriptions 
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CORE3-1 A Vengeful Dream 

(Living Forgotten Realms - D&D 

4e)  By Greg Marks. An eerie tale 

told around a late-night fire leads to 

a mystery of fear, loss, and murder. 

A Living Forgotten Realms adventure 

set in Mossbridges (near Ravens 

Bluff) for characters of the Heroic 

tier (levels 1-10). This adventure 

features additional role-playing op-

portunities for PCs who are mem-

bers of the Knights of the Golden 

Rooster meta-organization, or who 

have related Story Awards from the 

MINI2 series of adventures set in 

Ravens Bluff. This adventure focus-

es on investigation and role-playing, 

and has fewer opportunities for 

combat than most LFR adventures 

 

EAST2-1 (H2) - Ends and Means 

(Living Forgotten Realms - D&D 

4e)  Less than a century has passed 

since the fall of Underhome; by 

dwarven standards, the sting of that 

loss is still fresh. A small but vocal 

group of dwarves actively seeks out 

confrontations with the local drow, 

seeking to drive them back into the 

depths of the Underdark. Vengeance 

is one thing, but at what point does 

it cross the line and become a sense-

less, endless vendetta? A Living For-

gotten Realms adventure set in the 

East Rift for characters levels 4-7. 

 

EPIC3-1 The Glorious Hunt (Living 

Forgotten Realms - D&D 4e) 

Corellon's realm of Arvandor is 

known for more than its majestic 

forests and splendid islands. The 

exalted of Arvandor track down and 

destroy abominations in an eternal 

event known as the Glorious Hunt. 

When Corellon and his exarchs re-

ceive more than they bargained for, 

will you join the hunt? A Living For-

gotten Realms adventure set in Myth 

Drannor and the Astral dominion of 

Arvandor for 21st-level characters. 

This adventure marks the premiere 

of the LFR Epic Campaign. This is a 

three-round continuous-play adven-

ture and is expected to take about 

12-15 hours of play time. 

 

LURU 2-2 (H3) - Shadows of the 

Knights (Living Forgotten Realms - 

D&D 4e)    The Uthgardt Barbarians 

are on the move, but not against 

their longtime enemy orcs. This time 

they are raiding frontier towns and 

merchant caravans. What has caused 

this new aggression? A Living For-

gotten Realms adventure set in Lu-

ruar for characters levels 7 - 10. 

 

nWoD: A Nightmare at Hill Manor 

(Table Top) (World of Darkness) 

There are times when the rational world 

seems, if only for a second, to fall away. 

The leaves rustling in the trees on a still 

day. The movement just past the corner 

of your eye. We are taught to ignore the 

foolish impulse to react. But for those 

who look too long, too closely, there is 

another world pulsing just behind the 

façade of the one we know. Unimaginable 

things skitter by in the darkness, and 

sometimes they intrude on the reasona-

ble, ordered world. They seep from the 

shadows, they rattle their chains and 

they force you to look. If you're lucky--

very, very lucky--you'll survive what you 

see. But you'll never be the same again. 
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PFS Scenario #2-06: The Heresy of 

Man—Part I: The First Heresy 

(Pathfinder Society - Pathfinder 

RPG) Greg A. Vaughan  & Kevin Wright. 

A Pathfinder Society Scenario de-

signed for 5th to 9th level chars. 

(Tiers: 5–6 & 8–9). For more than 2 

millennia, the nation of Rahadoum has 

lived under the Laws of Man that de-

creed "let no man be beholden to a 

god." While this has led to relative 

peace without religious strife, it has 

left the nation devoid of divine healing 

and magical methods to provide succor 

to those ravaged by disease or injury. 

When a new and mysterious plague be-

gins ravaging the coastal villages of 

Rahadoum, you are sent by the Path-

finder Society to escort a cleric of 

Sarenrae into the heart of the plague 

in order to protect a secret Pathfinder 

research project. Getting there means 

smuggling the cleric in as contraband 

and when the Pure Legion, Rahadoum's 

defense against religion, get wind of 

your arrival, you must fight not only to 

protect the cleric, but to keep your-

selves from being executed for violat-

ing the First Heresy. The First Heresy 

is the first scenario in the The Heresy 

of Man campaign arc. Pathfinder Socie-

ty Scenario #2-07: The Heresy of 

Man—Part II: Where Dark Things 

Sleep is the sequel. 

 

PFS Scenario #2-07: The Heresy of 

Man—Part II: Where Dark Things 

Sleep (Pathfinder Society - Path-

finder RPG) 

By Greg A. Vaughan and Kevin Wright. 

A Pathfinder Society Scenario de-

signed for 5th to 9th level characters 

(Tiers: 5–6 and 8–9). When a Pathfind-

er team in the godless nation of Ra-

hadoum disappears, the Pathfinder So-

ciety sends the PCs to investigate. 

Deep beneath the sands of the small 

village of Wadi al-Hesr, a long impris-

oned evil—responsible in part for the 

destruction of an ancient empire—now 

stirs and threatens the entire region 

with a deadly plague. Can the Pathfind-

ers survive a sinister game of cat-and-

mouse and escape with their lives? 

Where Dark Things Sleep is the second 

scenario in the The Heresy of Man 

campaign arc. It is the sequel to Path-

finder Society Scenario #2-06: The 

Heresy of Man—Part I: The First 

Heresy and is followed by Pathfinder 

Society Scenario #2-09: The Heresy 

of Man—Part III: Beneath Forgotten 

Sands. 

 

PFS Scenario #2-09: The Heresy of 

Man—Part III: Beneath Forgotten 

Sands (Pathfinder Society - Path-

finder RPG) 

By Greg A. Vaughan and Kevin Wright. 

As a Pathfinder Society Scenario de-

signed for 5th to 9th level characters 

(Tiers: 5–6 and 8–9). Beneath the deso-

late deserts of godless Rahadoum, the 

Pathfinder Society races against time 

to beat the traitorous Shadow Lodge 

to an ancient Jistkan citadel. But their 

rivals aren't the only obstacle in the 

PCs' way: the long-lost ruins teem with 

terrible outsiders set on manipulation 

and destruction, including a self-

proclaimed avatar of the div god Ahri-

man. Beneath Forgotten Sands brings 

the three-part Heresy of Man series to 

a stunning conclusion. Beneath Forgot-

ten Sands is the third and final scenar-

io in the The Heresy of Man campaign 

arc and is the sequel to Pathfinder So-

ciety Scenario #2-07: The Heresy of 
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Man—Part II: Where Dark Things 

Sleep. 

PFS Scenario #2-18: The Forbid-

den Furnace of Forgotten Koor 

(Pathfinder Society - Pathfinder 

RPG) By Larry Wilhelm. A Pathfinder 

Society Scenario designed for 7th to 

11th level characters (Tiers: 7-8 and 

10-11). When a Qadiran Pathfinder 

known for her knowledge of genie-

kind fails to report back to the 

Katheer Lodge, the PCs are sent into 

the long-abandoned ruins of Koor, a 

former forge city high in the Zho 

Mountains. In their effort to find 

the lost agent, the Pathfinders may 

find themselves facing a foe long 

locked in a secure vault by the city’s 

former occupants—guardians whose 

departure weakened their defenses, 

paving the way for a terrible escape. 

 

PFS Scenario #2-20: Wrath of 

the Accursed (Pathfinder Society - 

Pathfinder RPG) 

By Matt Goodall. A Pathfinder Socie-

ty Scenario designed for 7th to 11th 

level characters (Tiers: 7-8 and 10-

11). When Pathfinders in and around 

the Osirian capital of Sothis don’t 

respond to an emergency summons to 

the Sothis Lodge, you are sent to 

discover their whereabouts. What 

you discover are a series of horrific 

murders all tied to a long-forgotten 

curse from the Society’s past. 

 

PFS Scenario #2-26: The Mantis's 

Prey (Pathfinder Society - Path-

finder RPG) 

By Michael Kortes. A Pathfinder So-

ciety Scenario designed for 7th to 

11th level characters (Tiers: 7-8 and 

10-11). The Red Mantis have a con-

tract to assassinate Grandmaster 

Torch, and the famed Absalom infor-

mation broker calls in a favor from 

the Society to prevent his untimely 

demise. You must locate the Red 

Mantis assassins sent to kill him and 

eliminate the threat before they 

strike. 

PFS Scenario #3-01: The Frostfur 

Captives (Pathfinder Society - 

Pathfinder RPG) 

By Jim Groves. A Pathfinder Society 

Scenario designed for Levels 1–5. 

Tasked with escorting a group of 

goblin prisoners from their camp to 

civilization for interrogation by the 

Pathfinder Society, you must protect 

them not only from the beasts and 

hazards of the wilderness, but them-

selves. 

 

PFS Scenario #3-02: Sewer Drag-

ons of Absalom (Pathfinder Society 

- Pathfinder RPG) 

By Dennis Baker. A Pathfinder Socie-

ty Scenario designed for Levels 3–7. 

Absalom is Golarion’s busiest and 

most populous city, but one of its 

largest populations goes largely unno-

ticed. You must venture into the 

sewers beneath the City at the Cen-

ter of the World to stop the med-

dling dragons within from disrupting 

a vital Pathfinder Society operation. 

 

PFS Scenario #3-07: Echoes of 

the Overwatched (Pathfinder Soci-

ety - Pathfinder RPG)  By James F. 
Mackenzie. A Pathfinder Society 

Scenario designed for Levels 1–5. 

When a Pathfinder agent working in 

the famed Blakros Museum in Absa-
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lom falls victim to a terrible, ancient 

evil, if falls to the PCs to hunt down 

the released terror before it can 

retrieve a relic of the mad astrono-

mer Ralzeros the Overwatched. 

 

PFS Scenario #3-09: The Quest 

for Perfection—Part I: The Edge 

of Heaven (Pathfinder Society - 

Pathfinder RPG)  By Jerall Toi. A 

Pathfinder Society Scenario de-

signed for Levels 1–5. In the distant 

land of Tian Xia, the Pathfinder So-

ciety's Lantern Lodge sends a team 

of agents high into the mountains of 

the Wall of Heaven to an abandoned 

Iroran monastery in search of a 

powerful relic to assist them in en-

sure victory in the upcoming Ruby 

Phoenix Tournament. Though the 

monastery has long laid unused by 

the faithful of the Master of Mas-

ters, it is not completely devoid of 

danger, and the PCs soon discover 

that merely retrieving the ancient 

artifact is but the beginning of a 

much larger quest. The Edge of 

Heaven is the first scenario in the 

three-part The Quest for Perfec-

tion campaign arc. It is followed by 

Pathfinder Society Scenario #3-11: 

The Quest for Perfection—Part II: 

On Hostile Waters and Pathfinder 

Society Scenario #3-13: The Quest 

for Perfection—Part III: Defenders 

of Nesting Swallow. All three chap-

ters are intended to be played in 

order. 

 

PFS Scenario #3-10: The Immor-

tal Conundrum (Pathfinder Society 

- Pathfinder RPG)  By Larry Wil-
helm. A Pathfinder Society Scenario 

designed for Levels 5–9. When the 

Pathfinder Society receives an invi-

tation to a dinner party at the Thu-

vian Embassy, hosted by the guardi-

an of this year's six doses of the 

infamous sun orchid elixir, the De-

cemvirate sends a team of Pathfind-

ers to represent them and uncover 

the nature of the event. Can the PCs 

navigate the complex social land-

scape of Absalom's elite and gain 

access to the mysterious vault 

known as the Conundrum, or will they 

face public ridicule or worse in the 

face of the steepest competition in 

the Inner Sea? 

 

PFS Scenario #3-11: The Quest 

for Perfection—Part II: On Hos-

tile Waters (Pathfinder Society - 

Pathfinder RPG)   By Benjamin 
Bruck. A Pathfinder Society Scenar-

io designed for Levels 1–5. With an 

ancient Iroran relic in hand, the 

Pathfinders must make a long river 

voyage to the inland nation of Sho-

kuro to return it to the only person 

who can reactivate the long-dormant 

artifact. Whether dangers take the 

form of goblinoid menaces on the 

shores of Kaoling to the north or the 

powerful armies of Lingshen to the 

south, the Pathfinders' journey will 

be anything but a pleasure cruise. 

Can the PCs survive hostile waters to 

safely reach their destination, or 

will they fall victim to the perils of 

river travel in Tian Xia? "On Hostile 

Waters" is the second scenario in 

the three-part The Quest for Per-

fection campaign arc. It follows 

Pathfinder Society Scenario #3–09: 

The Quest for Perfection—Part I: 

The Edge of Heaven and is followed 

by Pathfinder Society Scenario #3–
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13: The Quest for Perfection—Part 

III: Defenders of Nesting Swallow. 

All three chapters are intended to 

be played in order. 

 

PFS Scenario #3-12: Wonders in 

the Weave—Part I: The Dog 

Pharaoh's Tomb (Pathfinder Soci-

ety - Pathfinder RPG)  By Jonathan 
H. Keith. A Pathfinder Society Sce-

nario designed for Levels 5–9. On an 

isolated demiplane, the Pathfinders 

explore an Osirian ruin transported 

from Golarion by a powerful sorcer-

er centuries ago. And though the 

Pathfinder Society believes the 

fruits of their delve to be ripe for 

the picking, the unnatural landscape 

surrounding the tomb and a run-in 

with an unexpected guest make get-

ting out with the treasure a tough 

task for the PCs. "The Dog Phar-

aoh's Tomb" is the first scenario in 

the two-part Wonders in the Weave 

campaign arc. The story concludes in 

Pathfinder Society Scenario #3–14: 

Wonders in the Weave—Part II: 

Snakes in the Fold. Both chapters 

are intended to be played in order. 

 

QUES1-1 (H3) - Black Cloaks and 

Bitter Rivalries (Living Force - 

Star Wars d20)  You have haggled 

with the potter, you have given the 

coin to the stranger, and you have 

spared the life of an agent. Now, 

the Zhentarim is offering you a 

chance to join their ranks. Darkhold 

and the secrets of the Black Net-

work await for those clever and 

ruthless enough to infiltrate the 

Zhentarim. A Living Forgotten 

Realms adventure set in the West-

ern Heartlands for characters levels 

7-10. 

 

QUES2-1 (P1) - Stir Not the 

World's Doom (Living Force - Star 

Wars d20)   You've read a moldy 

tome, spoken to one marked by 

flame, and learned when the next 

Conflagration of Souls will be. Now, 

journey to fresh ruins foretold by 

legend: Darkturret. You must dis-

cover the key to your fate before 

someone else does! A Living Forgot-

ten Realms adventure set in Re-

turned Abeir for characters levels 

11-14. 

 

SPEC3-4 Cerulean Dreams 

(Paragon) (Living Forgotten Realms 

- D&D 4e) 

The city of Myth Nantar is the cen-

ter of the sea elves' society. Alt-

hough the city once rested entirely 

beneath the waves of the Sea of 

Fallen Stars, the changes wrought 

by the Spellplague lowered the sea 

level, exposing Myth Nantar's upper 

levels to the air. Now the sea elves 

and the surface races can mingle 

and trade freely here, protected 

from the threat of the Abolethic 

Sovereignty and its Unfettered ser-

vitors by a powerful mythal. Or so 

they believe... A Living Forgotten 

Realms adventure set in Myth Nan-

tar for characters of the Paragon 

tier (levels 11-20). This adventure 

will be of particular interest to 

characters who have played CORE1-

07 Sovereign of the Mines, CORE1-

11 Drawing a Blank, or who have 

gained other Story Awards relating 

to the Abolethic Sovereignty. 
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TYMA2-2 (H2) - The Hand of 

Darkness (Living Forgotten Realms 

- D&D 4e)  The disorganized crea-

tures that periodically menace the 

settled edge of Ruinspoke have re-

cently grown bold. Who or what is 

organizing this force? Lord Tuanek is 

in need of adventurers to investigate 

the impetus behind these attacks and 

remove the threat to Ruinspoke. A 

Living Forgotten Realms adventure 

set in Tymanther for characters lev-

els 4-7. This adventure is the second 

part of the Rising Darkness major 

quest, which began in TYMA2-1 Old 

Enemies Arise and concludes in 

TYMA2-4. 

 

TYMA2-3 (P2) Tying Up Loose Ends 

(Living Forgotten Realms - D&D 4e) 

Evil cults have menaced the residents 

of Tymanther on several past occa-

sions, with threats ranging from Ru-

inspoke to Djerad Thymar to the 

Black Ash Plains. New information 

suggests that now is the time to 

strike at one particular cult's leader-

ship and put an end to its activities in 

the region once and for all. But those 

who supply such valuable secrets of-

ten have their own agendas... A Living 

Forgotten Realms adventure set in 

Tymanther for characters levels 14-

17 (P2 level band).  This adventure is 

a loose sequel to TYMA1-3 Tools of 

the Trade, and a direct sequel to 

TYMA1-6 Troubled Roads; This ad-

venture is a loose sequel to TYMA1-3 

Tools of the Trade, and a direct se-

quel to TYMA1-6 Troubled Roads; it 

wraps up storylines from both of 

those adventures and thus will be of 

interest to characters who participat-

ed in TYMA1-3 and/or TYMA1-6. 

However, play of either or both of the 

previous adventures is neither re-

quired nor assumed.     

 

TYMA2-4 (H3) Stand Against the 

Darkness (Living Forgotten Realms - 

D&D 4e)     Kobolds have been raiding 

the village of Ruinspoke and its outly-

ing farms for months now. Lord Tu-

anek has decided that the time has 

come to teach the kobolds a lesson 

they will not soon forget. And if the 

enigmatic Queen Sisay deigns to make 

an appearance at the head of her so-

called army, Tuanek has a rather 

pointed message he'd like you to deliv-

er to her in person. Will you assist 

Ruinspoke's defenders as they make 

their stand against the rising dark-

ness? A Living Forgotten Realms ad-

venture set in Tymanther for charac-

ters levels 7-10 (H3 level band). This 

adventure is the conclusion of the Rise 

of Darkness Major Quest, which be-

gan in TYMA2-1 and continued in 

TYMA2-2. Play of the previous adven-

tures is recommended, but not re-

quired.   
 

WATE2-4 (H1) Stage Misdirection 

(Living Forgotten Realms - D&D 4e) 

The performing arts have always been 

popular in Waterdeep, but the compe-

tition for best actor has become cut-

throat. Can you make sense of all the 

drama and find the true plot? A Living 

Forgotten Realms adventure set in 

Waterdeep for characters levels 1-4 

(H1 level band). 
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GM Sign-Up opens  May 5th, 2012    

for Shadowcon XVII  (2013)            

For games to be guaranteed to be in the 2013 booklet they 

must be submitted no later than  December 1st, 2012.  

Games submitted after this date all the way up to the week of 

the con are welcome, but may not be included in the booklet.            

                     For more info Contact     

shadowcon_gaming@yahoo.com   

or visit     www.shadowcongaming.org 

mailto:shadowcon_gaming@yahoo.com
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Don’t Forget to sign up for Next Year   

ShadowCon 2013        

www.shadowcon.org 


