














































































































Almost all of this so-called "charity surgery" was done 
outside of SkinTech grounds. Dr. Daley himself has 
had a spotless record, but this change of clients is 
unusual for him. 

Dr. Sheena Watkins has also been doing some 
questionable surgery of late. Most of it is for SINless 
folk, but the fees charged were larger than those for 
SINners (shadowrunners perhaps?). The greater influx 
of cash seems to have kept any complaints by Skin Tech 
upper management to a minimum if at all. Before the 
past year, Dr. Watkins had never operated on a SINless 
client. Watkins has also been sighted with Vincent 
Schneiderman, one of SkinTech's major investors, in 
non-business settings. 

The Party 
The party is being held in the Coast Reef Ballroom 

of the Westin Hotel, right in Downtown Seattle. The 
ballroom itself is fairly large and has a connecting 
kitchen, and entrances into two large, seperate, outdoor 
gardens that overlooks the Seattle skyline. The 
Ballroom is on the 53rd floor. 

Approximately 85 guests will be at the party, 
including the runners and Ms. Montalo. The majority 
of the guests are patients from the previous year (the 
higher paying ones, of course). The other attendees are 
made up of SkinTech staff and several of the corp's 
more prestigous contributors. Most of the contributors 
are philanthopists who are shareholders in numerous 
corps. Some names for the GM to use during the 
adventure are Derrick Montgomery, Caine Johannsen, 
Shelley Brown, and Vincent Schneiderman. 

What's Really Going On . 
SkinTech and even some of it's minor contributors 

are slowly being taken over by Ghouls. Dr. Daley is 
in charge of the Skin Tech takeover effort, but not the 
top ghoul. The top ghoul, named Kamente, is merely 
a guest at the party, who infected Daley a little over a 
year ago. He then had Daley do numerous surgeries on 
other, more stable ghouls, in an effort to integrate them 
into Seattle's upper crusts. This night Daley plans on 
making a big move against Montalo, Dr. Watkins, and 
Vincent Schneiderman, and Kamente is here to oversee 
the operation. 

Daley, and his boss, Kamente, have infiltrated a 
number of ghouls into the party. These ghouls are 
filling roles as guests, dinner servers, and waiters. 

Encounters 
Following are several encounters that should occur 

during the evening. The first two encounters allow the 
runners to gather their suspicions about both Dr.'s 
Watkins and Daley. They may occur in any order. The 
final two encounters should occur in the order 
presented, as the first involves saving Watkins, and the 
second involves saving Montalo herself(and escaping) 
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Besides these specific encounters, the gamemaster 
should have the runners meet many of the guests at the 
party. Most of the guests will know both of the doctors 
and even Ms. Montalo, and will offer what tidbits they 
can about their personal lives that they do know. This 
part of the scenario stresses heavy role-playing. 

Hooks 
There are some general "things" about the party that 

the runners will become aware of. It is important that 
the GM not overemphasize the significance of these 
"things" as it will only raise the players suspicions. 
Indeed, the GM should do all he can to downplay them, 
even after bringing them to the players attention. 

The Ballroom is quite, well... aromatic. As no real 
way has been developed to take care of a ghoul's 
natural putrid odor, the room has been heavily scented 
with perfumes, food odors, flowery incense, and other 
items to distract from the scent of the ghouls present. 
Only upon close examination, can someone detect the 
awful smell of a ghoul, which is often masked with 
more colonge and perfume. This would require a 
Perception (1 0) test, and can only happen in close 
contact with a ghoul. Even if successful, the runner 
may not be able to place the scent. 

Because of ghouls dual nature, Kamente has taken 
care to secure astral space from any suspicious parties. 
Several Astral Static spells have been Anchored to 
various items throughout the ballroom, creating a 
Background Count of 2 in most places. These places 
are not listed specifically, allowing the gamemaster to 
place them wherever it serves 'him best to keep the 
story flowing and interesting (most likely Dr. Daley 
and Kamente will stick by them, so as not to be 
detected). Also in astral space are several Force 3 
Watchers functioning as Attack Dogs. These spirits 
attack any other spirits that appear in the ballroom. 

The GM should also be aware that almost everyone 
in the room has had cosmetic surgery, and so detecting 
a ghoul in the crowd by purely visual means will be 
very difficult. Dr. Daley is one of the top surgeons at 
SkinTech for a reason, he's nova hot, and did some of 
his best work on his ghoul patients (he had to!). 

The runners will also not be able to stay all together 
throughout the evening. They must split up if they will 
ever find any hints of what is going on. If they are 
determined to stick together, have Ms. Montalo come 
over and order them to split up, threatening to fire them 
if they do not do their job properly. 

Of course, it goes without saying that the entire 
evening will be filled with noise, not only from general 
conversation, but from the string orchestra (all ghouls, 
by the way) playing throughout the night. 

Meeting Dr. Daley 
Dr. Daley will always be found around a group of 

people, talking and chatting away. The runners are 
more than welcome to butt in on the converstaion, and 
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it will be up to them to bring up questions about the 
doctor's work. If asked about his "charity surgery" the 
good doctor will be more than happy to tell the runners 
that he had a "religious experience a little over a year 
ago" and "realized that there was more to life than the 
tall towers of Seattle". The doctor will go on to say that 
helping to improve the lower classes has not only 
helped to bring up their self-esteem, but it has filled 
the doctor's heart with joy. The doctor seems quite 
sincere about his work and will go into length about 
particular cases where he helped many disfigured 
patients. 

The doctor may bring up several questions to the 
runners about who they are, why they're here, and why 
would Ms. Montalo need special security? "She has 
absolutely nothing to be afraid of." 

Meeting Dr. Watkins 
Dr. Watkins can be found in almost anyplace within 

the ballroom. She is quite sociable, up until the point 
the characters begin asking the tough questions. If with 
a group of people, Dr. Watkins will excuse herselffrom 
the group and try to leave the situation. If alone, she 
will deny knowledge of the runners accusations and 
their connection to Ms. Montalo. 

In reality, Watkins is gunning for Montalo's job, but 
of course will deny it. This should raise the runners 
suspicions about the wrong person. The runners will 
have a chance to deepen those suspicions later on. If 
the runners really press her, Watkins will eventually 
shoot back, accusing the runners of being spies for 
Montalo. She may even attempt to call security on the 
team (Dr. Daley may intervene in this situation. He 
needs to keep things calm for his later efforts). The 
doctor is happy to talk about anything else. 

Saving Dr. Watkins 
Later in the evening, some (but not all) of the runners 

will notice Dr. Watkins and Vincent Schneiderman out 
in the right garden. They may wish to investigate. 
Allow them to sneak out into the garden unnoticed. 
When they are set up in a good observation spot, read 
the following ... 

You crouch down, behind a thick set of shrubs and 
listen in. It seems like the good doctor and Mr. 
Schneiderman are talking about something other than 
business. By the way ot sounds, they may be in love 
with each other. Pretty sneaky, you think. Using one 
of Skin Tech's major investors to move up in the corp. 
You're about to go find Montalo, when a noise draws 
your attention back to the couple. 

Three figures emerge from the bushes and charge 
both Watkins and Vincent. All three are snarling with 
a gutteral voice and look as though they are out to kill. 
What the frag is going on? 

Ghouls (3) 
B Q S c 

I 
I 
4 

W E R 
7 5x4 6 5 (4.8) 4 

Initiave: 4 + 1 D6 
Powers: Enhanced Senses (Smell, Hearing) 
Weaknesses: Allergy (Sunlight, Moderate) Reduced 

Senses (Blind) 
Attack: 6M Stun 
Threat/Professional Rating: 3/3 
Notes: These ghouls had standard Cybereyes before 

they became ghouls, allowing them to see normally. 
They do not suffer from blindness. Their objective is 
to knock out Dr. Watkins and Vincent Schneiderman, 
but will tum their attention to the runners when they 
make their move. 

Once the runners have eliminated the ghouls and 
saved the couple, they both think it wise to alert Ms. 
Montalo. That however, will lead into the next 
encounter ... 

Saving Montalo 
Not long after the one group of runners goes out to 

investigate Dr. Watkins, the other half of the team will 
notice Montalo and Dr. Daley heading out to the left 
side garden. They are more than welcome to come 
along, although Dr. Daley will protest saying he has 
private matters to discuss. A successful Charisma (5) 
test by Dr. Daley will convince Montalo that the 
runners need not accompany her directly, but can 
remain a distance away. 

Once in the private confines of the garden, Daley 
will discuss his satisfaction with his work and 
congratulate Montalo on her excellent leadership 
skills. He thinks that Skin Tech needs to move in a bold, 
new direction. With that, he will seize Montalo and 
Kamente will come out of the bushes to attack the 
runners. He is not alone, however ... 

Kamente's Thugs (5) 
B Q S C 
7 5x4 6 1 

lnitiave: 4 + 1 D6 

I 
4 

w 
5 

E R 
(4.8) 4 

Powers: Enhanced Senses (Smell, Hearing) 
Weaknesses: Allergy (Sunlight, Moderate) Reduced 

Senses (Blind) 
Attacks: 6M Stun 
Threat/Professional Rating: 3/3 
Notes: These ghouls had standard Cybereyes, 

allowing them to see normally. They do not suffer from 
blindness. 

Kamente's Lieutenant 
B Q S C I W E R Armor 

7(9) 5(10)x4 6(11) 1 4 5(7) (.55) 6(12) 6/4 
Initiave: 12 +2D6 
Powers: Enhanced Senses (Smell , Hearing) 
Weaknesses: Allergy (Sunlight, Moderate) Reduced 
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Senses (Blind) 
Skills: Armed Combat 6, Edged Wpns 8, Firearms 5, 

Unarmed Combat 5 
Gear: Fine Long Blade Knife w/ Dikote (12S 

Damage), Armor Jacket (5/3) 
Threat/Professional Rating: 413 
Cyberware: Bone Lacing (Titanium), Wired 

Reflexes 1, Cybereyes (Low-light, Thermographic, 
Flare Comp) 

Bioware: Muscle Augmentation 3, Adrenal Pump 2 
Body Index: 4.9 
Notes: This lieutentat was a former street samurai 

that was infected by Kamente. He was fortunate 
enough to retain a few shreds of his sanity and now has 
become a deadly killing machine. He will attack with 
his knife primarily, them move to fist attacks if he loses 
his blade. Note that his blows do either physical or stun 
damage (14M) because of the bone lacing. 

Kamente 
B Q S C I W E M R Armor 
6 5x4 6 2 5 5 (5) 7 5 3/3 

Initiave: 5 + 1 D6 
Powers: Enhanced Senses (Smell, Hearing) 
Weaknesses: Allergy (Sunlight, Moderate) Reduced 

Senses (Blind) 
Attacks: Humanoid 
Threat/Professional Rating: 513 
Gear: Armor Clothing (3/3), Colt American L36 

[Light Pistol, 12( c), SA, 6L] 
Skills: Sorcery 6, Unarmed Combat 4, Firearms 4, 

Latin 4 (Centering Skill) 
Spells: Mana Missle 7*, Sleep 5, Sight 3, Invisibility 

4, Treat 4, Astral Static 3, Personal Bullet Barrier 4, 
Influence 3, Personal Spell Barrier 3, Levitate Person 
5, Physical Mask 6 

Initiate Grade: 2 
Note: Every spell listed here, with the exception of 

Mana Missle, are all able to be cast at I force point 
higher, due to Kamente's use of reusable fetishes. 
Kamente wears an ornate necklace with five charms 
attached. Each one is for a different spell. Five rings 
are also on his fingers, one for each remaining spell. 
Also note that Kamente has Quickened Sight and 
Personal Spell Barrier on himself. The Sight spell is a· 
Detection spell that allows Kamente to see in the 
normal light spectrum. (Its stats are unnecessary, so 
they have not been included here.) 

Dr. Haley 
B Q S 
7 5x4 6 

Initiave: 4 + 1 D6 

c 
3 

I 
6 

W E R 
5 (4.8) 5 

Powers: Enhanced Senses (Smell, Hearing) 
Weaknesses: Allergy (Sunlight, Moderate) Reduced 

Senses (Blind) 
Attacks: 6M Stun 
Threat/Professional Rating: 213 

Notes: Dr. Haley, of course, has Cybereyes, allowing 
him to see just fine. 

Katie Montalo 
B Q S 
3 5 3 

Initiave: 5 + 1 D6 

c 
5 

I 
6 

W E 
5 6 

R 
5 

Skills: Unarmed Combat 2, Negotiation 4, Firearms 2 
Threat/Professional Rating: 1/2 

Once the runners attack, Haley will stay out of the 
fight, letting the other ghouls and Kamente finish the 
runners off. Montalo, will also try and get clear. If the 
fight is going against the runners (and it probably 
should be), the GM may allow the other part of the 
team to rush in and be the cavalry. Depending on the 
noise level the fight makes, other guests from outside 
may notice. This is both good and bad. Good, because 
security will be called, forcing the ghouls to flee 
(which they will do directly through the crowd), and 
ending the fight sooner. If this does happen, hotel 
security will arrive in ID6-2 (minimum of I) minutes. 
It is bad, becasue it may attract the attention of more 
ghouls (up to 1 0) who will come to aid their master. 
Use the same stats as Kamente's Thugs. 

Kamente himself will fight until the tide turns too 
far against him. He will then try and flee over the edge 
of the garden. He will of course cast Levitate to save 
himself, and possibly Invisibility to hide his descent 
from the runners. 

Wrapping it Up and Keeping it Going 
Once the dust settles, Ms. Montalo will most 

certainly have who she thinks was after her job. In a 
way, she is right. If the runners performed admirably, 
Montalo may give them a bonus. 

IfKamente escapes, he can make a long time enemy 
for the runners. His spell listing given here is only a 
partial list, and Kamente has many ghoul and non­
ghoul contacts in the city. 

Monta1o may seek out the runners again for future 
work as Skin Tech's profits and prestige rise. This could 
allow the runners to travel and run into all sorts of 
problems with SkinTech's competitors. 

Karma 
This run starts off slow, but picks up fast near the 

end. If the runners pulled it off, without anyone 
important dying, they can earn 2 karma each. 
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The Hermetic Lodge 
by l:hris Hussey 

The area for all that's magic, both of a Shamanic and 
Hermetic nature. 

>>>>>[Welcome all to our little corner of 
ShadowJand. Hope you like the new graphics. The 
boys who spend too much time with their decks rather 
than their magical endeavours made them up for you. 
Anyway, you've got your choice of areas to pursue. 
Just pick up the right grimoire, and you'll be flying ... ] 
<<<<< 

-Henning's Boy (14:34:59/10- J D 
3-56) 

>>You have chosen Illusion .=J __ ....._ 
~;Jls. Do you wish to proceed? J D [ 

>>Y 
>>Do you wish to 

spells, or new? AIN 
>>N 

view all -==:J 
~~~ 

>>Read on, oh great 
powerful magician!!! 

and J ...... -.,'t 
~ 

>>>>>[This spell works! I nailed a trog who thought 
he had me cornered out in the Barrens. Didn't knock 
him out, but dropped him to his knees. Enough time 
to turn myself invisible and get the frag out.]<<<<< 

-Fieeson (22:48:32/12-1 0-56) 

>>>>>[Gee. What other spells do you have in your 
arsenal, you fragging Breeder]<<<<< 

-Proud Trog (23:10:01/12-10-56) 

Reflections 
This spell creates multiple images of 

the caster that mirror the caster's 
actions in every way, including aural. 
The number of images created is equal 
to half the number of successes rolled, 
rounding up. Each image can appear 
up to a number of meters away equal 
to the caster's Magic attribute. The 
number of successes rolled 
indicates the realism of the illusion. 
Each image will remain, even if 
something passes through it. 

Type: Physical Range: LOS 
Target: 6 

>>>>>[Hey all. Got a few new 
spells I pulled from a Snake 
Shaman I tangled with a few 
months back. Tough little 
fragger. Got away too. I hate 
loose ends. Enough bulldrek, 

::::;:~~t-Jfa!E~=:.-,:;:~~ liP--........ Duration: Sustained 

though. Some of these spells may ----, 
already be old news, but others ____l 
are sure to get you thinking. Don't ---,....----•' 
have the formula, but a chummer __j 
of mine was able to reverse­
engineer them in no time flat (so 
he says). Thought I'd post 'em for 
your benefit. And just in time for 
the holidays!]<<<<< 

-Jack Sprat (03:12:11111-22-56) 

Phantom Bolt 
Creates an illusionary bolt of varying color and 

shape that travels from caster to target. On a successful 
Spellcasting Test, the target believes the bolt is 
harmful. The target suffers "damage" and all 
appropriate modifiers for a number of Combat Turns 
equal to the number of boxes of damage inflicted (i.e. 
a Serious Wound would cause such penalties for six 
Turns of suffering from the fake damage). Deadly 
damage knocks the target unconcious for ten Turns. 

Type: Physical Range: LOS Target: Intelligence (R) 
Duration: Instant Drain: [(F/2)+ I ]M 
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Drain: [(F/2)+2]S 

>>>>>[This one 
is great if you need 
to create some 

confusion. The 
images follow your every 

move. It can really confuse folks 
if an image is hit and you act out 
the motions.]<<<<< 

-Shadow Dancer (04:12:57/12-
14-56) 

~~ »>»[Damn straight! This slag 
y hit one of my images with a 

greande, and I (it?) went down. He 
came in to check it out, and then I 
nailed him with a stun bolt. Hey 

Dancer, I think I know you. Didn't I see you 
at the Big Rhino the other night?]<<<<< 
-Angel (15:59:03/12-14-56) 

>>>>>[Well, I was masked as an ork that night, yes.] 
<<<<< 

-Shadow Dancer (02:34:45/12-15-56) 
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>>>>>[Thought so. I was sitting right next to you.] 
<<<<< 

-Angel (10:10:47/12-15-56) 

>>>>>[No you weren't. That seat was empt-- ah, I 
get it! You're good.]<<<<< 

-Shadow Dancer (13:09:36/12-15-56) 

Displacement 
Creates an illusionary double of the caster in every 

way (visual, aural, smell). Caster can displace image 
up to number of meters equal to the caster's Magic 
attribute. The image mirrors every action done by the 
caster. The caster himself turns invisible and is treated 
as if a regular invisibility spell had been cast. The 
number of successes indicates the realism of the 
illusion. 

Type: Physical Range: Touch Target: 6 
Duration: Sustained Drain: [(F/2)+ 1 )]S 

**Note. An advanced version of this spell which 
allows the caster to have the image remain motionless, 
while the caster moves about has a drain code of [(F/ 
2)+3)]S. 

>>>>>[This spell is amazing! If you concentrate 
hard enough, you can create amazing detail. I once 
conducted a negotiation for a run using this spell. 
Johnson never knew what was up.]<<<<< 

-Shadow Dancer (13:15:25/12-15-56) 

>>>>>[He does now.]<<<<< 
-Joe Johnson (17:26: 17/12-20.:56) 

>>>>>[No he doesn't. I was masked at the same 
time.]<<<<< 

-Shadow Dancer (07:46:23/12-22-56) 

Aural Entertainment 
This spell is the same as the Entertainment spell (p. 

156, SRII), except that it is only aural in nature. The 
number of successes indicates the quality and realism 
of the sounds produced. Successes can also be used to 
increase volume. 

Type: Physical Range: LOS Target: 4 
Duration: Sustained Drain: [(F/2)+2]L 

>>>>>[A simple spell. Sure as hell can get you out 
of a large number of scrapes. Like to use it to create 
gunfire when I'm on the run or in a jam. Combine that 
with the regular entertainment, for muzzle flash's sake, 
and you've got yourself instant backup.]<<<<< 

-Shadow Dancer (13:25:26/12-15-56) 
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FASA Info! 
Upcoming Products 

Sourcebooks 

Virtual Realities 2. 0 by Paul Hume is shipping in 
Novemeber 1995 

Awakenings: New Magic by Steve Kenson in 2057 is 
shipping in December 1995 

Austrailia by Corey Swallow is shipping in January 
1996 

Running Short by various authors in February 1996 
Threats by various authors is shipping in April 1996 

Various 

Shadowrun Trading Card Game - mid 1996. 

Novels 
World's Without End by Caroline Spector shipping 

September 1995 
Just Compensation by Robert Charrette shipping 

Novemeber 1995 
Black Madonna by Carl Sargent shipping February 

1996 
Preying for Keeps by Mel Odom shipping April 1995. 

Errata 

Cybertechnology -
p. 90 the 6 Million Nuyen Street Samurai 
The Essesnce should read -0.76. 

!5!5 

P. 89 the Cyber Assassin 
The Adrenal Pump should be deleted and the Body 

should read 4.5. The Adrenal Pump was not calculated 
into the characters stats. 
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Sh 
Unsolicited manuscripts 
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not responsible for 
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Shadow/and Subscriber Special 
Game Books FASA7213 Aztlan 

StkNo DescrigtiQD 18.00 12.00 

Ori& D.i:HO Qll Total FASA7303 Dream Chipper 

FASA7901 Sbadowrun. 2nd Ed Softcover 8.00 5.35 

25.00 16.75 FASA7304 Queen Euphoria 

FASA7902 Sbadowrun 2nd Ed GM Screen 8.00 5.35 

15.00 10.00 FASA7305 Bottled Demon 

FASA7903 crrunorre,2nd~tion 8.00 5.35 

15.00 10.00 FASA7308 Total Eclipse 

FASA7904 Virtual Realities 2.0 8.00 5.35 

18.00 12.00 FASA7309 Imago 

FASA7104 Street Samurai Catalog, 2nd ~tion 8.00 5.35 

12.00 8.00 FASA7311 Ivy and Chrome 

FASA7108 Rigger Black Book 8.00 5.35 

15.00 10.00 FASA7312 One Stage Before 

FASA7109 Sbadowbeat 9.00 6.00 

15.00 10.00 FASA7313 Dark: Angel 

FASA7110 Sbadowtech 8.00 5.35 

15.00 10.00 FASA7314 A Killing Glare 

FASA7111 DMZ-Downtown Militarized Zone 8.00 5.35 

30.00 20.00 FASA7315 Celtic Double Cross 

FASA7112 Paranormal Animals ofEmope 8.00 5.35 

18.00 12.00 FASA7316 EyeWitness 

FASA7113 Corporate Shadowfiles 10.00 7.00 

18.00 12.00 FASA7317 Paradise Lost 

FASA7114 Fields ofFrre 10.00 7.00 

15.00 10.00 FASA7318 Divided Assets 

FASA7115 Lone Star Sourcebook 10.00 7.00 

18.00 12.00 FASA7319 Double Exposure 

FASA7116 Prime Runners 10.00 7.00 

15.00 10.00 FASA7320 Harlequin's Back 

FASA7117 Bug City 15.00 10.00 

18.00 12.00 FASA7401 Sprawl Maps 

FASA7118 Corporate Security Handbook 15.00 10.00 

18.00 12.00 

FASA7119 Cybertechnology Novels 
15.00 10.00 StkNQ DescrigtiQD 

FASA7120 Awakenings: New Magic in 2057 Oric Disc ~ Extended 
15.00 10.00 FASA5078 Never Deal with a Dragon 

FASA7201 Seattle Sourcebook 4.50 3.00 

15.00 10.00 FASA5125 Choose Your Enemy Carefully 

FASA7202 Native American Nations Volume 1 4.50 -3.00 

12.00 8.00 FASA5145 Find Your Own Truth -
FASA7203 London Sourcebook 4.50 3.00 

15.00 10.00 FASA5210 2XS 

FASA7204 Gennany Sourcebook 4.50 3.00 

18.00 12.00 FASA5218 Changeling 

FASA7208 Nco-Anarch's Guide to Real Life 4.50 3.00 
15.00 10.00 FASA5220 Never Trust an Elf 

FASA7211 TirNanOg 4.50 3.00 
18.00 12.00 FASA5302-1 Shadowplay 

FASA7212 Denver 5.00 3.50 

25.00 16.75 



FASA5310 NighfsPawn 

5.00 3.50 

FASA5313 Striper Assassin 

5.00 3.50 

FASA5365 Fade to Black 

5.00 3.50 

FASA5367 Lone Wolf 

5.00 3.50 

FASA5427 Nosferatu 

5.00 3.50 

FASA5445 Burning Bright 

5.00 3.50 

FASA5448 Who Hunts the Hunter 

5.00 3.50 

FASA5495 House of the Sun 

5.00 3.50 

Various 
StkNo Descri11tion Orig Disc ~ 
CHX08029 SRun Dragonskin 5.00 3.50 

KAGI/9 Kage#9 6.00 6.00 

Magazines (by Sword of the Knight) 
StkNQ Descri11tion Orig Qisc Q!y 

SDLOOI Shadowland Vol I 6.00 4.00 

SDL002 Shadowland Vol2 6.00 4.00 

Miniatures (by Ral Partha) 
StkNo Descri{1tion Orig Disc ~ 
RPE20-500 Shadow Runners (4) 6.50 4.35 

RPE20-501 Deckers (3) 5.50 3.70 

RPE20-502 Human Street Samurai (3) 5.50 3.70 

RPE20-503 Magi (3) 5.50 3.70 

RPE20-504 Demi-human Str Sam (3) 5.50 3.70 

RPE20-505 Elves (4) 6.50 4.35 

RPE20-507 Go-Gangers (4 & 2 bikes) 9.25 6.20 

RPE20-508 Riggers and Rockers ( 4) 7.00 4.70 

RPE20-509 Human Street Gang (3) 5.50 3 .70 

RPE20-510 Corp Sec Guards (5) 8.00 5.35 

RPE20-511 Lone Star Street Cops (5) 8.00 5.35 

RPE20-515 Male & Female Vamps 4.00 2.70 

RPE20-516 Meres and Bouncers ( 4) 6.50 4.35 

RPE20-517 Shapshifters ( 4) 8.00 5.35 

RPE20-518 Shadowbeat- Journalists ( 4) 6.50 4.35 

RPE20-519 Tribals (4) 6.50 4.35 

RPE20-520 Yakuza(4) 6.50 4.35 

RPE20-521 Ork:Biker 6.50 4.35 

RPE20-522 Meta-Human Tribals (4) 6.50 4.35 

RPE20-523 Corp Interdict Team ( 4) 6.50 4.35 

RPE20-524 Riggers & Drones (5) 7.75 5.20 

RPE20-525 Strike Force Bravo (4) 6.50 4.35 

RPE20-526 Dwarf Street Gang ( 4) 6.50 4.35 

RPE20-527 Toxic Earth Spirit (I) 8.00 5.35 

RPE20-528 Black Ice Icons (3) 5.50 3.70 

RPE20-529 Wasp Male Spirits (3) 5.50 3.70 
RPE20-530 Wasp Queen & Host (2) 4.00 2.70 

RPE20-531 Combat Mages (3) 5.50 3.70 

RPE20-532 Piasma (Paranormal Bear) 5.00 3.35 

RPE20-533 Dzoo-N<»Qua (Troll) 3.75 2.50 

RPE20-534 Spirits of Man (2) 7.00 4.70 

Extend!<!~ 

Extended 

Extended 

RPE20-535 Spirits ofWmr (2) 7:00 4.70 

RPE20-536 TirTqireSWAT(4) 6.50 4.35 

RP£20-537 Mioo11ur & Satyr (2) 6.00 4.00 

RPE20-538 Bllldcnnatdl & Muticbo£ 4.25 2.85 

RPE20-539 Ceo11ur{l) 3.75 2.50 

RP£20-540 Lone Sw Asslult Squad (4) 8.00 5.35 

RPE20-541 Street Samurai(F) oo Rapier 5.00 3.35 

RPE20-542 Go-Ging Eofon:crs 00 Sc:or 6.00 4.00 

RPE20-543 Ode & Dwuf oo Assl Trike 12.00 8.00 

RPE20-544 Preying Mantises (2) 5.50 3.70 

RPE20-454 Roaches (spirits) (2) 6.50 4.35 

RPE20-560 Meres, Male & Female 4 .00 2.70 

RPE20-561 Street Mages, M & F 4.00 2.70 

RPE20-562 Street Samurai, M & F 4.00 2.70 

RPE20-563 Maria Mercurial & Dyle M 4.00 2.70 

RPE20-564 Harloquin & Ehnn 1be Sa 4.00 2.70 

RPE20-565 Street Shaman, M & F 4.00 2.70 

RPE20-566 Riggers, M & F 4.00 2.70 

RPE20-567 Blldcwing & Alrcesh 4.00 2.70 

RPE20-568 Bodyguuds, M & F 4.00 2.70 

RPE20-569 Combat Mages, M & F 4.00 2.70 

RPE20-570 Declcen, M & F 4.00 2.70 

RPE20-571 Tribespeoplc, M & F 4.00 2.70 

RPE20-572 Elven Declcen, M & F 4.00 2.70 

RPE20-573 Dwarf Meres, M & F 4.00 2.70 

RPE20-574 Shamen,M&F 4.00 2.70 

RPE20-575 Detectives, M & F 4.00 2.70 

RPE20-576 Gang Members, M & F 4.00 2.70 

RPE20-577 S1riper Assassin & Wcretig 5.00 3.35 

RPE20-578 Lone S1u' Combat Magc(2) 4.00 2.70 

RPE20-579 Eliana, 1be Cat Slwnan (1) 2.15 1.45 

RPE20-580 Bounty Hunters, M&F 4.00 2.70 

RPE20-581 Lone Wolf 6.50 4.35 

Subtotal: 
Shipping: __ _ 

Total: 

Payment Method: Visa/MC Check/Money Order 

Credit Card Nwnber: -------------
Expiration Date:. __ _ Signature:. ________ _ 

Nwne:. ________________ _ 
A~:. ________________________ _ 

City/State/Zip:. ____________ _ 
Country:. ______ _ 

Please include $5.00 for all US orders which are shipped via UPS. 
Foreign surface shipping charges (estimate) run $3.00 + 100/o of 
total order value. Foreign airmail shipping charges (estimate) run 
$3.00 + 30% of total order value. Sword of the Knight accepts 

checks or money orders (payable on a US bank) or 
Mastercard/Visa. 

Sword of the Knl&ht Publications 
2820 SunsetLane#116 

Hendenon, KY 42420-2084 USA 
Fu/Voice: 502-826-1218 

Internet: SwrdKn&ht@aoLc:om 



JUST COMPENSATION 

Knowledge can be dangerous. 

Andy, a shadowrunner wannabe, 

and his half-brother, UCAS Army 

Major Tom Rocquette, uncover a 

sinister web of dirty politicians, 

dishonorable officers, misused 

technology, and a conspiracy 

that could dismantle the UCAS 

government! Can they find 

enough evidence to prove It­

and stop It-before the 

nation's capitol Is burled 

THE NEW SHADOWRUN NOVEL BY ROBERT N. CHARRETTE 

AvAILABLE Now FRoM ROC BooKs! 
Shadowrun® is a Registered Trademark of FASA Corporation. Copyright© 1995 FASA Corporation. All Rights Reserved. 






