



























































of some of his staff.

In truth, the contract has
been placed by the executive
committee of AWS, Inc.
Although the corporation owns
a majority interest in CYCO,
they are not sure about the
abilities of the new CEO and
have devised this rather harsh
test. If he fails, there is no great
loss as he has been on the job
for only a short time. If he
survives the attempt, he will
have proved himself able to
lead a company in the highly
competitive electronics
industry.

The hitter always works
alone and has a long string of
‘iccesses. He is very patient

«nd will walk away from an
attempt if he is not absolutely
sure of his shot. If cornered he
will fight to the death. If
captured, he will not talk.

Archetypes
Mr. Big: See CYCO NPC
Section in Kage Issue 1.
Hitman: Use Elven Hitman,
Shadowrun page 166.

Info/Contacts

Mr. Big is well-connected;
both in the corporate world and
on the street. If the runners
manage to save his life, he will
certainly be willing to help out
when they are in need. Tough,
but honorable, he will skate the
laws, but not openly cross

m.

Mr. Big (Mr. Schaferkotter)
also has access to all of the
equipment at CYCO Circuits.
Although he would never give

the runners any decker
equipment (no matter what
they did), he would be willing
to let some pieces go for a
reduced price. If the runners
want tech, however, Mr. Big's
debt will be considered paid
and they cannot use him as a
contact in the future.

Three

The runners are approached
by a well dressed dwarf. He
wastes little time in offering the
runners a job, in a factory.

Quotes

“A short joke! That's really
great, chummer. You stay up all
night thinking of that one?”

“Time is money. You
interested, or do | have to find
somebody else eager to make
some easy money?”

“Equal Opportunity,
chummer. We hire elves,
dwarves, orks and Trolls. | even
got an Aztech or two on the
floor.”

Notes

A recent random sample of
MPCP chips provided by CYCO
Circuits parent company,
Logitech-Honeywell (ESI), was
discover to be flawed. Instead
of working poorly, however,
the chips activated a trace and
report when in the matrix. Not
only is this very bad for current
business, but every decker in
the country would be out for
revenge if the news got out.
Because of tampered receiving
records, however, it is unclear if
the chips actually came from
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ESI or were switched at CYCO.
In either case this is a definite
inside job.

Mr. Schaferkotter (Mr. Big)
wants the runners to discover
the identity of the inside man
(or men). Until he knows the
name of the saboteur, Mr. Big
will allow the faulty chips to be
used (their serial numbers and
the serial numbers of the decks
which use them are easily
traceable). Nobody but Mr. Big
and the Vice President of
Research know of the
tampering, and Mr. Big plans to
keep it that way.

The chips were actually
switched at CYCO by Gillian
Widborne and two
accomplices. Ever the short-
sighted thinker, Gillian believes
the altered chips will ruin Mr.
Big without taking the
company down with him. The
new chips would be instantly
spotted on the market, making
them useless as a beacon, but
very powerful for embarrassing
Mr. Big. Gillian will eventually
tip his hand and give himself
(and his accomplices) away
unless the runners figure out
what is going on first.

Archetypes

Mr. Big: See CYCO NPC
Section in Kage Issue 1.

Gillian Widborne: See CYCO
NPC Section in Kage Issue 1.

Two Accomplices: Use
Mercenary, Shadowrun, page
40. Remove all cyberwear.

Info/Contacts
Mr. Big always remembers a
favor. If the runners are ever in



4
trouble, they can turn to him.
Although he will only give
them access to reduced-price
equipment if they were
outstandingly successful, he
will attempt to stay in touch
with future job offerings and
information.

Four

The runners are approached
by a confident individual with a
seemingly easy mission. Take a
parcel from Seattle to St. Louis.
Drop off the package in a
designated airport locker and
return on the same day. What
could be easier?

Quotes

“You look like you could
keep the rabble out of the way.
So, what do you say,
chummer?”

“It's easy money. Most of
the time you'll be cruising in
the calm blue yonder.”

“Danger? What do you
mean, danger? I'd take the
package there myself, but my
mom has come down with flu.”

Notes

The package the runners are
to take is actually a worthless
piece of electronic gear (the
motor to a standard blender).
The runners will each receive
10,000¥ (half now, half upon
return) and a first class round
trip plane ticket to St. Louis.
The contact, who works for the
Shipping and Receiving
department of AWS in St. Louis
is hiring several small teams to
take similar packages to

different airports across the
UCAS and CAS as part of a
decoy scheme to slow down
the competition while the real
gear is being transported by
AWS security personnel.

The mission should be fairly
straight forward until the team
touches down in St. Louis.
There the gear is mis-identified
as a bomb component. The
runners will be detained (after
they have been subdued by
airport security if necessary)
until the truth comes out.
Depending on their reactions
and the result of any
confrontation with the security
forces in St. Louis, the runners
may be back on the way to
Seattle or waiting in a cell for a
long, long time.

Archetypes

AWS Contact: Use Fixer,
Shadowrun page 167.

Airport Security: Use Street
Cop, Shadowrun page 171.

Info/Contacts

The AWS contact will look
for the runners after their return
to Seattle if they didn’t
compromise AWS during their
stay in St. Louis. Although he is
only a mid-level personnel
acquirer, he does have contacts
with the security division and
CYCO Circuits. If the team did
well, he could offer them
employment on a future decoy
job (with the runners
knowledge this time), or
introduce them to the senior
members of his division for
more “in-depth” work.
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Five

The runners are in the
middle of a run when they
chance upon a man who
lurches out of an alley at them.
He thrusts a small case into
their hands and slumps to the
wet pavement. Closer
examination reveals he is dead,
the victim of three gunshot
wounds.

Quotes

Bang, bang, bang.

“Hey, are they shooting at
us?”

Notes

The runners have stumbled
upon a former member of the (
AWS security division. The
package he gave the runners
contains a polymer holdout
pistol with a container of
caseless ammunition. The
caseless ammo is not only
more powerful, but it is very
cheap to produce and it can be
stored indefinitely without the
chance for misfire.
Unfortunately for AWS, several
competitors put together a
team of runners to stop the
project and the lone security
agent was the only one to get
away. Now that the inventors
are dead and the lab is ruined,
the only evidence of the project
is the package owned by the
runners.

Hot on the heels of the
agent are the shadowrunners (
sent to kill the armorers and
destroy the lab. Now that the
security agent is dead, the
runners are the only witnesses,



means.

Archetype

Former Company Man:
Shadowrun, page 37.

Ork Mercenary: Shadowrun,

page 41.
Combat Mage: Sprawl/ Sites,

page 98.
Elven Samural: Street
Samurai Catalog, page 104.

Info/Contacts

If any of the runners from
the encounter survive, the
players can look forward to a
few days spent looking over
their shoulders. If they start
passing out the ammo, or

=king too many questions,

..«ey could be visited by a team
from either AWS or the
competition. Maybe both sides
will come calling. If they lay
low for a week or two (at least
keep the ammo out of sight),
the attention will die down.

The ammunition can only be
used by a hold-out pistol
designed to fire caseless
ammunition. It raises the power
level and staging by one. Inside
the package are 25 bullets.
They cannot be reproduced by
an armorer (although the armor
might not tell the runners that
until he has a few of the rounds
for testing). The presses and
chemical process for making
the rounds has been destroyed.

Six

The runners are relaxing at
their favorite watering hole
when a very serious looking
woman enters. After a brief
look around the room, she
heads straight for the team. She
shifts an alloy briefcase to her
left hand and extends her right.
She immediately offers the
team a “Field Test Contract.”

Quotes

“Its a standard FTC. Just sign
the bottom line and be sure to
clearly print the name of your
next-of-kin.”

“Dangerous? Chummer, just
crossing the street in this day
and age is dangerous.”

Notes

Morgaine Kelley is an eager
up-and-coming research
assistant in the weapons
division of AWS, Inc. Her
current project has entered the
prototype testing stage and
although initial test results
were not outstanding, she feels
a “live” test-would greatly
enhance the chance for
additional funding. She offers
the weapon, with ammunition,
and 5,000¥ for a field test.

Normally a dedicated
company woman, she would
never think of hiring
Shadowrunners, but the rather
explosive failure of the first test
has left most of the other
members of the testing
department either incapacitated
or uninterested. She is sure she
can fix any problems, but like
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most techies, she needs more
information.

This is an opportunity for the
game master to introduce his
own weapon system into the
game, either a hand-gun, rifle,
vehicle weapon, or missile. This
can be either a “safe” weapon
or one which packs a nasty
surprise (for the firer). Ms.
Kelley will make the weapon
available in whatever quantity
seems appropriate, providing
the runners a discrete about its
use and provide a full and
detailed report on the
weapon'’s performance.
Although she will not make it
immediately apparent, she will
pay for several reports at the
5,000¥ each. If the weapons
seems to work well in the
campaign, AWS will eventually
go into full production. (So
send Kage the results of the
test so we can publish the
statistics.)

Archetype
Morgaine Kelley: Use

Armorer, Spraw/ Sites, page
105

Info/Contacts

If the runner prove accurate,
dependable and discrete, Ms.
Kelley will seek them out again
for further testing of AWS
products. An excellent armorer,
she will undoubtedly go far at
AWS unless a disgruntled tester
ends her career.



How do average
citizens use money? Are
credsticks the only form
of accepted currency?

There are three primary
financial systems in the world
of Shadowrun. 1) The credstick.
The use (and abuse) of this
credit and ID system is covered
in Sprawl Sites, page 126. 2)
The Certified credstick. These
are effectively like current day
“bearer” bonds. The owner of
the stick can slot it anywhere
and receive the cash, no
questions asked. This form of
currency has, for the most part,
replaced cash. 3) Script. There
are still a few people who cling
to cold, hard cash. Most
corporations pay their
employees with corporate
script (which is good in the
corporate and corporate-
associated stores). Although
billions of nuyen are transferred
via script, it is only a very small
percentage of most economies.

Corporate stock and
corporate issued script is the
standard currency of
Shadowrun. When a runner is
paid via credstick, the “behind-
the-scenes” transaction
involves the transfer of
corporate nuyen from one bank
to another. In most instances, it
is unnecessary for the runner to
know or understand the
process. In actuality, the stock
price of a company will greatly
influence the value of the script
issued. One hundred nuyen

issued on Aztechnology script
might purchase 115¥ of goods
one day, 90¥ of goods another.
It all depends on the current
market conditions. Without a
government to stabilize what
100¥ will buy, the value can
change dramatically (even from
one block to the next). This is
why some runners prefer
payment in gold, gems, and
blue chip stock. The value is
much more stable.

Unless a game master wants
to create and maintain a stock
market on all the major
corporations, keep it simple.
Nuyen on any type of credstick
is stable and will neither go up
or down in value. Script will be
worth a variable amount each
time it is used. Rollad6 = 1-2 -

" 90% of face value, 3-4 - 100%

of face value, 5-6 - 110% of
face value.

2 Do you have to
purchase a concentration
when you take Etiquette
during archetype
creation?

Etiquette requires a
concentration at creation. Once
purchased an additional level is
received for free. If four points
are spent, therefore, in
Etiquette(street), the final level
would be a five. There are no
bonuses for additional
concentrations. If the same
character spent four points for
Etiquette(Media), the final level
would still be a 4.
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3. What is caseless ammo
and how does it work?

Caseless ammo does not use
a brass cartridge to hold the
powder when initially
constructed. The powder is
actually formed into a solid
piece with the bullet on the
end. The entire cartridge is
burned away when the weapon
is fired. The primary advantage
of a caseless round is the light
weight. Since there is no brass,
each round is lighter. Therefore
a soldier can carry more rounds
and use a smaller, lighter
weapon. Caseless ammo will
not fit in a “normal” weapon
there is too much gas leakage
around the receiver and
ejection port. This type of
ammo requires a tight seal in
the firing chamber to focus the
gases (and bullet) forward
which means a specially
designed weapon must be
used.
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Rugged good looks combined with pulse pounding power, this on-road special is designed for the

urban cowboy and those with a nostalgic streak. Classic pickup truck lines conceal a hi-performance
engine which provides more than ample power to get two passengers where they need to be. The

plush cab is armored and provides full passenger protection with an APPS restraint system.

Handling 3/6
Speed 45/140

B/A 3/1

Sig 1

APilot 2

Cost 63,000¥
Seating twin bucket seats
Access 2 standard
Economy 18 km per litre
Fuel IC/150 litres
Cargo 80 CF rear

Standard Accessories
Hi-Performance Engine
APPS
Anti-Theft System - Rating 8
Swivel Mounted Spot-light
Performance Tires

Black Crab Reverse Street Trike

With the two main wheels on the front of the trike, this vehicle looks like it is stuck in reverse, but
don’t let the unusual looks fool you. Designed for city travel, this vehicle has what it takes to make it
on the mean streets. Improved suspension and reinforced seating make sure even the largest
passengers have a smooth safe ride. Too tired to drive? Let the Black Crab take you home. (UCAS
Geological Survey Map Chip of Seattle included at no additional cost!)

Handling 2/4

Speed 35/105

B/A 3/0

Sig 2

APilot 0

Cost 14,200¥
Seating Twin bucket + 1 rear
Economy 50 km per litre
Fuel IC/75 litres
Storage 15/60

“*andard Accessories
Improved Suspension
Autopilot - Rating 1
Reinforced Seating
Runfiat Tires 4
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There is no doubt you can make a statement arriving at the latest Hollywood Sim-sense premier
on your fully-equipped street hog, but will your date be ready to impress after the wind-blown trip?
Play it safe with the Princess Carriage. Installs in minutes and provides complete comfort for the
fairer sex with a mini-bar and overstuffed seat. What's more, the APPS will not even wrinkle her
dress. Pop open the canopy and let the crowd gasp in wonder as you arrive in perfect form.

Sidecar
body 3
Seating single bench
Cost 7,750%
Cargo 7 CFs
Standard Accessories
APPS
Mini-Bar
EnviroSeal

Goodyear-Koch
2X1 -road tires

If you've ever wanted two sets of wheels, but only had the nuyen to purchase one, the 2X1 is the
wheel for you. More than just a set of tires, the 2X1 includes the patented rim, which stores air from
the tire. Need more PSI for on-road travel? Press the wheel stud and the compressed air is forced
into the tire. Want a little less when you're moving into less hospitable terrain? Pull the same stud
and air is released back into the rim. It's that simple. A PSI gauge is even included with every tire. (
Get the tire that provides on, and off, road performance.

2X1 Off-road tires
Cost: 300¥
(set of 4 is only 1,000¥!)

MaxView Safety Helmet

“Got a two-nuyen head? Wear a two-nuyen helmet.”

When you're riding your favorite hog, you need safety and a full field of vision. MaxView offers a
full line of UCAS and CAS DOT approved motorcycle helmets in a wide range of styles. Each is fully
guaranteed to provide complete cranium protection. Wear what the Timberwolves wear. Wear a

MaxView.

Standard Helmet (0/1) 200¥
Greek Warhelm (1/1) 500¥
Roman Warhelm (1/1) 500¥
Viking Warhelm (1/1) 500%
WWI German Helmet (0/1) 250¥%
Options

Digital Music Stereo 150¥
Low-light Option 550¥
*Smartgun Option 3,250¥
Earphone Telephone Option 800¥
Micro-Transceiver Option 2,000% (
Respirator Option 500¥

* requires Smart-Gun Connection

twenty-five



MaxGlide Anti-skid Suit
Ever wonder how Agrippa Bates of the Timberwolves Combat Bike team manages to even stand
after one of his famous “eat my bike” suicide slides? Like all professionals, he is fully prepared. He
wears a MaxGlide anti-skid suit under his uniform. Normal cuts and abrasions are not even a
consideration, let alone a problem.
“Hey | may be reckless, but I'm not stupid. | wear MaxGlide” — Agrippa Bates, leading scorer for
the Timberwolves.

Anti-Skid Suit 200¥

[An anti-skid suit reduces the damage code for any vehicle accident by one, if the wear is thrown
clear. (Deadly damage would become Serious.) For the suit to provide the protection, however, the
wearer must be able to slide with the impact. Slamming into a tree or building, or being thrown
about inside the vehicle itself, negates the bonus of the suit.]

Chandler Capture 100 Shotgun

The number one choice of police forces and security teams across the UCAS is renowned for its
reliability even under the most extreme environments. Chandler's compact size and light weight
make it the only choice for veterans everywhere. Now available with a variable choke*. For distance
targets, add the under barrel grenade launcher at a reduced price. For slightly more, increase your
stopping power with the smartgun variant and adjust the choke on the fly.

Type Conceal Ammo Damage Weight Cost
Capture 100 Shotgun 3 12 (clip) 5M3 3.75 1,500¥
Capture 100/SM Shotgun 2 12 (clip) 5M3 4.0 2,000¥
Grenade Launcher -2 4 (mag) per Gren. +2.0 1,500¥

* Variable choke allows the firer to alter the scatter pattern of the shot as an action. Listed damage
is for wide choke. The shotgun fires with normal effects. With a tight choke, the weapon loses the
potential to damage adjacent targets (the shot will not spread per Shadowrun rules), but the
damage code increases to 6M2. The smartgun can adjust the choke without spending an action.

>>>[Excellent damage when you're up close and personal, but forget the bean shooter
underneath.]J<<< -Kable

>>>[Forget the variable, tighten the choke and let it smokel]<<< -Barracuda
ASW/GL Plus 20 Heavy Pistol

Light weight and heavy stopping power. Until now the two were mutually exclusive, but with
the arrival of the Plus 20 you can have the best of both worlds. Constructed of light weight polymers
and a minimum of alloy parts, the Plus 20 is the lightest weapon in its class. Why get weighed
down? Pack the Plus 20 and travel light.

Type: Conceal Ammo Damage Weight Cost
~"1s 20 Heavy Pistol 5 12(Clip) 4 M2 1.75 600¥

>>>[Ever tried one of these things with Firepower ammo? Talk about a kick!]<<<
-Rodeo .
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Total Eclipse
Rating 3 (out of 5)

This adventure module takes
the runners on a quest to
retrieve the four members of a
band, The Elementals, who
have reportedly broken their
contract with the record
corporation. By the time the
runners catch up with the band
members, they have all gone
their separate ways, requiring
either a multi-pronged attack or
dogged determination to
achieve success.

Once the band has been
rounded up, the runners are
asked to take a second contract
to provide protection for a late
night video shoot in the middle
of Elvish lands. As in all other
Shadowrun adventures, things
are not as they seem, but then
you're not even a little
surprised are you?

Pros

This adventure is designed
for beginning shadowrunners
who are looking for an
assignment which will provide
them some sort of rep. The
writing is clear and concise,
with all of the major points
covered (except one — see the
Con section). Beginning game
masters should have no trouble
running the adventure and
beginning runners will probably
be able to complete it provided
they have a little luck or heavy
firepower.

The characters of the module
are very good. Although the
stats for the band members are

virtually identical, the
personalities and backgrounds
are very diverse, proving stats
DO NOT make the character.
Along the way, the runners
should encounter several
interesting NPCs, who for the
most part want to cut the
runners’ careers short.

The art work is diverse and is
provided in a wide range of
styles. Most of the contributors
will be known by experienced
runners for their distinctive
style. The overall quality of the
work is very good.

Cons

There are only two weak
parts of the adventure. The first
involves the change in tempo
once the band members have
been recovered. The second
contract is offered after the
band members disappear into a
back room with Mr. Johnson for
a brief time and return all
smiles and giggles. Only the
truly foolhardy, naive, or stupid
will believe the band members
could have been fighting so
hard to retain their freedom
one moment and perfectly at
ease the next. It would have
helped (especially if the game
master is inexperienced) to
have some believable
explanation why the band is
willing to cooperate so easily.
(Magic? Naw, it couldn’t be.)

Secondly, the runners will
have to go against some very
experienced opponents.
Capturing the band members
will be the least of their
worries,
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especially when they run up
against Nemesis and have to
stand toe-to-toe in the final
encounter. Tough opponents
are not necessarily a problem,
but these are not people that
rookies should normally have
to fight (unless the game
master is in an especially cruel
mood). Nemesis alone should
be able to take out most of a
party, especially if he manages
to surprise the runners. (By the
way, Nemesis should have a
Quickness of 6. His running
speed is 30.) Once the run is
over, the awarded karma is
very low considering other
adventures which have been
recently published and the |
level of the opponents
involved.

Conclusion

Total Eclipse is a good
product, but refs should take a
look at the two weak points
and consider how they will
handle these problems before
the adventure is run. Either play
the opponents weaker (NOT),
or increase the rewards,
especially if the runners
manage to successfully
complete the entire adventure.
There is still a debate on
whether beings with
regeneration can have
cyberware, but that is up to refs
(for the moment). Assuming
the runners are successful, the
band members and any (
surviving opponents should
make colorful contacts or
adversaries in future campaigns
in the Seattle area.



Nation

Rating 4 (out of five)

NANZ2 follows the same
format of its predecessor,
NANI1, and covers the
Amerindian tribes of the north.
The front fifty pages are
devoted to an adventure, Eye
of the Eagle, and the back half
covers Danchekker’s Primer on
the Native American Nations,
Volume Two. Like NANT,
NANZ2 is part adventure and
part source book. Readers use
both parts of the book to
develop a complete picture of
life in the north.

Pros

In NANT1, | said the
adventure is the weakest link in
the book. In this volume, that is
not the case. The adventure,
which involves eco-terrorism, is
very well done with a good
combination of bad guys to
fight, innocent civilians to save,
and detective work to pursue.
Even if the runners do not want
to spend a good deal of time in
the wilds of what was once
Canada, it would be well worth
their time to accept the
contract which takes them on
the adventure Eye of the Eagle.
Just be sure to bring along the
heavy weapons, you'll have
ample opportunity to use them.

The back half of the book is
very strong. It covers the
Algonkian-Manitoo council,
Athabascan Council, Trans-Polar

Jeut Nation and the Tsimshian

Nation. Each culture is strikingly
different than the others,
proving that just because

people live in the same region,
they don’t necessarily have the
same problems. The shadow-
vox sections of the book are
very well done, with numerous
good comments about life
among the Amerindians and
the many hardships they face.

One of the most striking
things about the book is the
abundance of excellent art.
Readers receive more of Jeff
Laubenstein’s Indian dancers
and Tim Bradstreet’s excellent
character studies than in the
previous volume.

Cons

There are not many cons
with this product. Most of the
problems are minor and should
provide nothing to slow the
action. For instance, what about
a Polar Bear shaman, or Walrus
shaman? My single complaint
is the constant reference to the
state of the environment.
Readers are constantly
reminded the land is an
economic and ecological
nightmare. Most, if not all, of
the conflicts within the Nations
revolves around the use and
ownership of the land. (Astute
readers will note that all conflict
revolves around use and
ownership of something.) In the
north, however, that seems to
be all there is to worry about. |
felt it was a little over-done.

Conclusion

This is a very good product
which deserves to be used in
any campaign. The adventure is
strongly written and gives the
players the chance to get out
into the wilderness to try their

hand at
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life in the cold. The source
section is also very well written
and gives the game master
plenty of information on
running a short campaign in the
north. For us southerners who
know little about the people
most of us have always thought
of as eskimos, this book can be
very enlightening.

Ral Partha
Shadowrun Miniatures

For those of you who did not
know, (because you did not
read the Net Notes) the new
Shadowrun miniatures are now
being produced by Ral Partha.
In a word, the overall quality,
maintenance of scale, and
detail is excellent. Most of the
bases are even detailed with
items such as man hole covers,
brickwork, and concrete lines.
We at Kage suggest you waste
as little time as possible in
purchasing a package (or two)
for your next session. Each
package contains a variable
number of figures, depending
on size, with a standard retail
price of $4.00.

Part Number 20-500,
Shadow Runners (4)
by D. Mize and D. Summers
Rating 3.5 (out of 5)
Figure one is a former
company man. Very good
detail, especially on the
Predator and slouch hat. Figure
two, the best figure in the set,
is an elf with an Ingram. The
detail is excellent, but slight
joint lines on the legs mar a
nearly perfect figure. Figure
three, a female Amerindian
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with staff, is nicely detailed, but
lacks the level of animation
found in the first two
characters. Figure four, a dwarf
with a laser axe, is the weakest
of the set. It just does not have
the level of detail found in the
other three figures.

Part Number 20-501,
Deckers (3)
by D. Mize and T. Meier
Rating 3 (out of 5)
Figure one is a long-haired
male with a deck slung over his
back. The head and hair is very
well done, but the deck itself is
rather non-descript and the feet
suffer from slight flashing.
Figure two is a short haired
male with a deck under one
arm and machine pistol in the
other. The animation is very
good, especially in the face.
The final figure is a female
decker holding her deck. Again
the details are very good (the
cyber eyes are a nice

good reason as the rest of the
figure does not support the
foot's movement. The final
figure looks like Blackwing
rendered in 3-D. The long
haired elf comes complete with
sun glasses (it's never too dark
too wear shades), and more
weapons than most of the other
packages combined. Excellent
movement and detail make this
the best figure of the package.

Part Number 20-503,
Mages (3)
by D. Mize and T. Meier
Rating 3.5 (out of 5)
Figure one is a suited
hermetic mage with sun
glasses, briefcase and staff. The
subtle motion and expression
provides the figure with an
extreme air of confidence.
Figure two is a female mage
(either shaman or hermetic)
striding forward with a staff.
Although the motion is good,

Part Number 20-504,
Meta-Human Street
Samurai (3)

by D. Summers

Rating 4.5 (out of 5)

Figure one is a very large,
cigar-chomping Troll, hip-firing
a belt-fed Panther Assault
Cannon while he holds an
Ingram at the ready. The figure
is superb and will be the
standard by which the other
miniatures of this line are
judged. Figure two is an ork
with an upraised baseball bat in
one hand and a submachine
gun in the other. Figure three is
a heavily armed dwarf.
Although all have excellent
facial detail, only the troll
maintains this high standard
throughout. (

Part Number 20-505,
Elves (4)

by D. Mize

Rating 4 (out of 5)

Figure one is a male

touch), but the legs are
marred by joint lines.

Part Number 20-502,
Human Street Samurai

Troll Street Sam KAiaz'g‘S"& 5.0 (out of 5) decker with Predator. The
ro tree ural - .0 (out o <

Female Elven Runner 20-505 4.5 (out of 5) animation and dFtail are
Male Elven Runner  20-500 4.5 (out of 5) | 800d, but joint lines mar
Former Company Man 20-500 4.0 (out of 5) | the leg and feet. Figure two
o avie 20-503 4.0 (out of 5) | js a female mage with cane

(3) by T. Meier
Rating 3.5 (out of 5)
Figure one comes with heavy
gear - cyber ears, light machine
gun, submachine gun and
grenades. Pitched slightly
forward, the figure carries a
good sense of movement,
especially with the slightly
open long coat. Figure two
comes with CMDT Combat
gun, Katana, and a string of
grenades. The good detail,
however, is spoiled by flash and
joint lines. In addition, the left
foot is raised, seemingly for no

this miniature does not have
the level of detail found in most
of the other figures in the line.
The final figure is a male with a
crop-top hairdo and a host of
weapons and arcane devices.
The figure itself is the largest
human in the line making it an
excellent centerpiece while still
maintaining the correct scale.

twenty-nine

held aloft. The overall design is
good, but the cape is very thick
and there is little animation to
the miniature. Figure three is a
female runner with one hand
holding an Ultra-Power and the
other running her fingers
through her hair. This excellent
miniature is marred by slight
flashing on the gun and inside
of the legs. The final figure is an
Elven Samurai with assault rifid
and katana. The animation and
detail are good, but the entire
miniature is surrounded by a
joint line.



TODAY'S HEADLINES

INTERNATIONAL

Flames Erupt in Devonshire

Fire of an unknown origin
ripped through Devonshire,
England last night, forcing
thousands of residents to fiee their
homes. Thick rolls of oily black
smoke blotted most of the sky
during the morning and had only
begun to clear following the
mammoth efforts of area firemen.
The fire is still under investigation.

Royal Family Visits Fort Lewis
The British royal family paid a
brief and unexpected visit to Fort
Lewis last month to inspect local
ecurity procedures. Local forces
.eported only light casualties.

NATIONAL

Violence Continues in
Dallas/Fort Worth

The fourth straight night of
gang violence rocked the city of
Irving as rival gangs fought to a
bloody stand off. Although the
_ battles appear to be over gang
turf, local officials are unable to
explain the ferocity and duration
of the attacks.

LOCAL
Killing Resumes in Redmond
After a three week lapse,

bodies are again turning up in
Redmond. Sgt. Moon of Lone Star
reported today that the fifth body
was discovered |ast night near the
*icinity of the first four. “Although

is too early to tell, these acts of
violence appear to be the work of
one individual. We have been
unable to determine if this string
of violent acts is in any way

connected to the serial violence of
last month.” Story continues on

page 133.

BUSINESS

Coroner Reports on
Otaka's Death

The coroner’s final report on
the death of Miles Otaka, senior
manager of Lochlann Products,
was released today. Despite
several pieces of startling
evidence, the coroner ruled the
elder Otaka died of natural causes.
Lochlann Products could not be
reached for comment.

CYCO Circuits Announces

New Product

Following aggressive litigation
by Fuchi corporation, Cyco Circuits
has stopped sales of their popular
Cyco-4. A spokesman for the
Seattle-based firm announced the
product would be replaced with a
similar product, the Cyco Beta.
“Our former CEO might have
gotten a little carried away in the
past by provoking Fuchi. Believe
me, that won't happen again.”
Fuchi officials seemed happy with
the results of the court case, but
were clearly surprised by Cyco's
new product announcement.

ENTERTAINMENT

Leo brings down the house

Chaos broke loose at the
Skeleton when Leo knocked loose
one of the lighting supports
during his act, causing the entire
rack of lights to fall onto the stage.
Despite the flames and small
explosions, panic was kept to a
minimum by Leo, who climbed on
top of the wreckage and

thirty

continued the set. Said one
excited fan, “It was a great show.
Stellar on overdrive.” A review of
Leo’s latest CD can be found on

page 113.

SPORTS

‘Wolves Make
Championship Run

Despite mediocre play, the
Timberwolves are again making a
run on the combat bike division
title behind the team’s leading
scorer, Agrippa Bates. Bates has
played like a man possessed
following rumors of his breakup
with sim-sense star Jocasta Peters.
“Any comments | have will be
made on the field, so buzz
chummer.” Peters has been
conspicuously absent from the
local scene for the last three
weeks. Full story on page 69.

Dozer gives Screamers the

Cold Shoulder

Despite news to the contrary, it
appears that Marion “Dozer”
Barnkowski will not play for the
Screamers during the upcoming
Urban Brawl season. Late night
negotiations broke down when
the Screamer’s final offer was
violently rejected. Screamer
management promised to release
a statement as soon as their
negotiator healed enough to talk
(or move). It appears talks broke
down about 3:00 am when the
Screamer negotiator was launched
out of a third story window. Dozer
could not be reached for
comment.
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