







































































































































































of the weapon as a whole. In the latter, changing stocks
is difficult to impossible (though it can be sawed off,
in most cases), in the former it can often be done
without any more tools than a nail or some other
pointed object.

Bullpups are a special case: in a bullpup weapon, the
trigger is placed further forward than normal, to make
a shorter weapon (the Steyr AUG-CSL on page 53 of
the Street Samurai Catalog is an example of a bullpup
rifle). The clip or magazine is usually behind the
trigger, instead of in front of it. Bullpups are easier to
conceal due to their shorter length, but can still be
placed against the shoulder for accurate firing. Left-
handed characters cannot normally use these weapons,
because empty cartridges tend to be ejected to the right
-- that is, into the face of a left-handed shooter. This
problem does not exist with weapons designed as
bullpups from the outset, nor with caseless weapons.
Generally, only rifles and shotguns can be turned into
bullpup models.

The game effects of the various kinds of stocks are:

* Rigid stock: when adding a rigid stock to a weapon
that normally has a folding one, reduce its
Concealability by 2.

* Folding stock: gives a -2 modifier to Concealability
when folded out, but while folded in the weapon cannot
be fired from the shoulder (+2 target number modifier).
Shock pads are also ineffective as long as the stock is
folded in. It costs a Complex Action to fold a stock in
or out.

* No stock: as for a folding stock that is folded in.

* Bullpup: +2 Concealability. Modifying a weapon
to bullpup configuration requires a specially-made
stock; this is not something that can be done without
the proper parts.

RECOIL

The way a weapon is held determines a lot about how
much the aim suffers from recoil: holding one
submachinegun in each hand and pulling both triggers
is a sure way to make a lot of bullets miss their targets,
while a single SMG held with both hands and braced
against the shoulder can be very deadly.

All weapons have a base recoil of +1 per round,
reduced by recoil compensation. Multiply the final
modifier by a value depending on how the weapon is
held by the firer:

* x1 if the weapon is properly braced, like holding
a pistol with two hands, and longarms (rifles, machine
guns, etc.) with both hands and the butt against the
shoulder.

* x1.5 (round up) for longarms (including SMGs)
fired from the hip but held with both hands.

* x2 for pistols and SMGs fired with one hand
(gamemasters may want to ignore this for hold-outs
and other weapons firing very low-powered ammo).

Making Some Changes

* x3 or even x4 (gamemaster's discretion) for
longarms fired with one hand.

Pistols capable of full-auto or burst fire, heavy
weapons, and shotguns double these multipliers: a
shotgun fired from the hip has a recoil multiplier of x3,
for example.

An example: Big Al the troll merc can hold his Ares
MP LMG with one hand, leaving the other free for his
combat axe. The LMG is equipped with a gas vent 3,
and Al's Strength is 9. He fires 10 rounds on full-auto
at some punks who were trying to steal the hubcaps
from his car: this is +10 recoil, reduced by 3 for the
gas vent, and by another 3 points for Al's strength. This
leaves an uncompensated +4, and the gamemaster
decides to be nice and give only a x3 multiplier for
firing the LMG one-handed (Big Al is one tough troll).
Big Al gets a +12 to his target number, making it 16
and the cause of Al neatly shooting 10 holes in his own
car.

...AND ONE IN THE CHAMBER

To get an extra shot out of your weapon, you can put
an extra round in the chamber. This is generally only
possible for weapons with a clip rather than those using
a cylinder, internal magazine, belt, or break-action,
though shotguns with a magazine can also use this
option. It takes a little more time to load (a Complex
Action, in addition to normal loading time), but the
extra shot may just make the difference in a firefight.

Of course, carrying a gun with a round in the
chamber is not necessarily the safest thing to do in the
world...
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What's Cooking?

by Karen Mason-Richardson

Tell it to Them Straight

It's a god-awful hour to be awake, but whatever Mr.
Johnson wants... Five a.m. at a 'soycafe and grease-
bullet' shop is busier than you thought it would be, with
night shift wage-slaves stopping by on their way to
wherever, and the day shift getting
their startup shot of go-go juice.
Your fixer told you to look for the
person reading an old-style paper
book. Scanning the crowd, you
spot the Johnson in the corner, and
it's Ms. Johnson. As you wind
your way through the close-
packed tables to the corner, Ms.
Johnson lowers her book.
Grabbing the only empty chair
around, you turn it backwards,
straddle it, and speak the code
phrase given by your fixer. "So,
have you read War and Peace?"
With a furtive glance around, the
lady replies "Only the last half".
That was what you were waiting
for...

Prologue

The meet with Ms. Johnson has
been arranged through the PC's
usual fixer, and will take place in
the early morning at a local coffee
shop. Ms. Johnson is a very
attractive  dark-haired  young
woman. She will show the runners
a picture of a rather paunchy
middle-aged man, and quietly
explain that she wants them to
break into an apartment (she will
provide the address), find a trideo
chip of this man with his mistress,
and override the live broadcast of
a weekday afternoon tridshow
with the contents of that chip so
that it is not only broadcast, but seen by the studio
audience as well. Also, she wants the mistress killed
so that it looks like a suicide. She will explain that the
live show in question has a 30 second time delay to
broadcast, so the tape will have to run for at least ten
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seconds after that. Ms Johnson will arrange a suitable
fee for the PCs, and will give them a deposit, with the
majority being held on successful completion. She will
give them a two digit number, informing them that on
completion the remainder of the number will be given
through the fixer, along with the pickup location for

=] X

their pay. The show to be overridden is "Your Family
Really Cooks", which appears on WSET, a local
religion station.
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Hooks

A successful Perception (5) Test will reveal that the
Ms. Johnson is disguised, with the number of successes
detailing how accurately the guess is as to her actual
appearance. If 2 or more successes are made by a
player character with Media Etiquette, an Etiquette,
Media (5) test will be reveal: (1 success = someone in
media, 2 successes = someone from a daytime trideo
show, and 3 successes = the identity of the Johnson.
Also, Media Etiquette (4) Test. 1 success = someone
in media, 2 successes = someone from daytime trid,
and 3 successes = the identity of the man in the picture
as Liam Bonhomme

Backstage

'Your Family Really Cooks" is a family/religious
oriented cooking show that has acquired some
popularity with its target audience (the religious right
/family values set). It is co-hosted by the husband and
wife team of Alicia and Liam Bonhomme. Of late, the
show's popularity has been on the decline. It is
broadcast live, complete with a live studio audience,
at 2:00, Monday to Friday, between the Reverend
Jones Evangelical Hour, and Songs of Praise.

The runners have been hired by Alicia Bonhomme.
Alicia feels that the declining popularity of the show
is her husband's fault. She has petitioned the new
station director to let Liam go and set herself up as the
sole host, but Mr. Wise is not willing to make that kind
of a drastic change. The Bonhomme marriage,
although publicly fine, in actuality is a war zone, and
Alicia desperately wants a divorce, but she is very
apprehensive about how such a scandal will sit with her
audience.

Last week, Alicia discovered that Liam is having an
affair. She found a receipt for rental of an apartment
downtown, and has followed Liam on the sly enough
to have figured out that is where is mistress lives.
Although she at first intended to go public with this
information, after consideration she has figured out a
way to become the sole 'host' of the show, get her
divorce without blame, and garner enough publicity to
help the show regain its popularity. Alicia, through
experience, knows that Liam likes to 'keep souvenirs'
of his amorous encounters, so she will have her hired
shadowrunners find one of the trid chips she knows he
loves to make, steal it, and override the entire show
broadcast with the tape. Of course, her reaction on
camera will be total surprise, shame, humiliation,
grief... anything to get sympathy for herself and disgust
for Liam. She feels this method will make more of an
impact with the news media than the 'just sell the tapes'
method, as well as giving her more of the spotlight.
Also, she thinks that the resulting publicity will result
in higher ratings...

Liam is aware that someone has been following him

lately, and is a bit spooked. He has taken the
precautions of destroying all the trid chips he had made
of their encounters "just in case".

At the Seattle Public Religious channel, WSET, all
is not harmonious either. Six months ago the station
hired a new Director, Leonard Wise, a former
evangelical preacher. The Vice-Director, Albert
Shapiro, has been keeping the station running for years,
and fully expected to be promoted to Director. He was
shattered when the Board of Directors went over his
head to hire 'some outsider'. Shapiro is determined to
get that position he has worked so hard for, and in the
last couple of weeks has begun mailing anonymous
death threats to Wise, trying to scare him enough to
quit. So far this has not worked, and Shapiro is
beginning to think he may actually have to kill Wise
himself. Meanwhile, Wise had begun skimming profit
off the donations to the station, and therefore is
reluctant to call in any kind of law/authority, so has
hired a shadowrunner bodyguard team in response to
the threats.

Crossley Towers, Unit 8B

The address provided to the runners is a 12-storey
middle lifestyle apartment building in south
downtown. One of the Sprawlmap apartments would
work well for this encounter, otherwise, any generic
one-bedroom apartment will be fine. The building
itself is getting long-in-the-tooth (late 20th century),
but appears to be well maintained. The apartment is on
the 8th floor. The building has an old fashioned
intercom buzz in/out system, as well as two security
guards, one of whom patrols the building while the
other maintains a security desk in the lobby. They have
headset radio communications gear. The doors into the
building are equipped with rating 3 maglocks, swipe-
only. Also, the apartment doors also have rating two
swipe-only maglocks. The mistress Desdemona
Carlisle is usually home in the evenings, as she works
the day shift at the Mr. Crunchy in the local mall food
court. On his last visit Liam took and destroyed all the
existing trid chips of their encounters, except for the
one in progress, which is half full and is still in the
trideo camera they use. The camera is kept in a carrying
case under the bed. Desdemona may try to bargain for
her life in exchange for the camera's location. If she
senses that her life is forfeit anyway, she will defend
herself with her Werther Palm Pistol, which she always
keeps concealed in her bra "just in case".

Security Guards (2) Human Male
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Threat/Professional Rating: 2/2
Skills: Firearms 4, Armed Combat 2
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Gear: Secure Vest 2/1, Ares Predator, Club

Desdemona Carlisie (Dwarf Female)
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Skills: Negotiations 3, Firearms 3 (Werther Palm
Pistol)

On Location

WSET is located in a small industrial park. This
independent station, due to the nature of its rather right-
wing content, has fairly good security including five
internal security guards, a fenced compound, and gate
guard who will request proper ID/tickets for entrance.
Members of the studio audience will be subject to a
weapons search. Tickets for this show are generally
available up until a couple of days before the day's
broadcast.

Overriding the broadcast with the trideo chip must
be done from the production booth. It is here that live
camera feed is received, edited if necessary, and sent
to both the broadcast beacon and to the large trids on
either side of the film stage for viewing by the studio
audience. Both Director Wise and Vice-Director
Shapiro help out in the production booth during the
taping of this show. Also present are two to three
technicians, working sound, camera feed, and lighting.
As soon as any of the WSET people see the contents
of the tape, they will make every reasonable effort they
can to shut down, if not the playback unit, then the
entire broadcast system.

The Shadowrunning group acting as bodyguards for
Director Wise contains a Cat Shaman, Scratch, who
will have two Force 4 watchers acting as 'alarms'
patrolling the television studio, with instructions to
report any kind of astral activity to her. The watchers
will appear in astral space like domestic house cats.
Style (Physical Adept) will be with Director Wise at
all times, under Improved Invisibility, sustained by
Scratch. Scratch is dressed as a 'corporate secretary'
and will be with Wise at all times as well. Cracker (Orc
Street Samurai) will be nearby, and is connected to
both Style and Scratch by radio headphones and ready
for immediate action. Cracker will guard Scratch's
body in the event that any astral action is needed.

The Cast
Liam Bonhomme

B QS Chl
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2 3 5 343

Threat/Professional Rating: 1/1
Skills: Armed Combat 2 (Cleavers)
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Alicia Bonhomme

B QS Chl WR

23 .2 35%-3 4

Threat/Professional Rating: 1/1

Skills: Unarmed Combat 2, Acting 4, Disguise 3

Scratch, Female Human Cat Shaman

B QS Chl WME R
4-6 4 5 35 % 6.4

Initiative: 1d6 + 4

Threat/Professional Rating: 3/3

Skills: Armed Combat (External Spurs) 5

Gear: Secure Clothing 2/1

Spells: Mana Missile 4, Levitate Person 3, Fireball 3,
Barrier 4, StunBall 3, Mask 4, Chaos 3

Notes: Scratch has a Force 4 Hearth Spirit 'on call' for
her use, with two services.

Cracker, Male Orc Street Samurai

B QS Chl WE R
98-8 - F -3 A-2T88)

Initiative: 3d6 + 8

Threat/Professional Rating: 3/3

Skills: Firearms 6 (Ares Predator 8), Armed Combat
5 (Retractable Spurs 7), Athletics 4

Gear: Secure Jacket 5/3

Cyberware: Wired Reflexes 2, Retractable Spurs

Style, Male Human Physical Adept (Invisible Way)

B Q
6 6
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Initiative: 2d6 + 5

Threat/Professional Rating: 3/3

Skills: Armed Combat 4, Swords 6, Katana 8, Athletics
6, Stealth 5, Unarmed Combat 6, Thrown Weapons 4
(Knives)

Abilities: Pain Tolerance 4, Killing Hands 58S,
Traceless Walk, Increased Reflexes 1, Counterstrike 1
Gear: Lined Coat 4/2

Leonard Wise, Director, WSET
B O S-Chl WR
s e e il e B ek

Albert Shapiro, Vice-Director, WSET

B Q
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Skills: Firearms 2 (Colt America)
Security Guards (5)

B Qi8S Chals - Wei R Armor
Soilod o3k 4 S 58

Skills: Firearms 5, Unarmed Combat 3, Crowd Control
2
Gear: Secure Jacket, Fichetti 500a

Lights, Camera, Action

Infiltration of WSET could proceed several ways, but
will probably tend to work out to the same conclusion.
The PCs may attempt to acquire tickets to the show,
or find another means of penetration, to gain access to
the production rooms. If the infiltration is detected by
Wise's bodyguards, it will immediately put them on the
defensive, and of course any kind of violent or
suspicious act in the vicinity of their employer will
cause them to take pre-emptive action. Any kind of
firearm use may set off Vice Director Shapiro, who
will use the cover to try to shoot Wise himself. If the
runners are successful in overcoming or avoiding any
unpleasantness, and run the tape, Liam Bonhomme's
immediate reaction will be a fit of panic and rage,
where he will attempt to charge into the production
booth armed with cleavers, with which he is adept.
Alicia Bonhomme will begin her play for sympathy
with the audience, with shock, tears, and a 'collapse'.
Also, any commotion will bring station security.

Cut!

If the job is completed successfully and the PCs

escape station security, their fixer will contact them
with the other half of the number left by Ms. Johnson,
in an envelope detailing that the complete number is
for a secure locker at the Space Needle tube station,
in which the PCs will find a certified credstick with the
remainder of their pay.

Go to Print

There are several potential spin-offs to this particular
adventure. Keeping in mind that the majority of the this
adventure will go down in a television studio, chances
are good that some if not all of the action will be taped.
Also, the entire studio audience will be present, with
their own cameras. There is the potential that the PC's
faces may be made public, raising hell with their
shadow reputations. If any of the PCs have enemies,
this could be a giveaway to their whereabouts. In
addition, many members of right-wing religious
movements will be sure that "Uncle Liam could never
do such things, the whole thing is a set up", and will
want the PCs blood for destroying 'such a good, god-
fearing family man'. Alicia is very ambitious, and if the
runner's work impresses her, she may hire them again
later on for 'career enhancement'.

If the PCs were filmed, they may run into difficulties
picking up the last half of their pay from such a public
place as the Space Needle Tube Station.

This is a short run that should be over in one game
session. If the PCs complete their task successfully,
they get three points of Karma. If they complete it
without being filmed, and without any violence
(unlikely, but possible) give them four points.
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Shadowland Subscriber Special

Game Books
Stk No Description

Orig Disc Qty Total
FASA7901 Shadowrun, 2nd Ed Softcover

25.00 18.75
FASA7902 Shadowrun 2nd Ed GM Screen

15.00 11.00
FASA7903  Grimoire, 2nd Edition

15.00 11.00
FASA7904  Virtual Realities 2.0

18.00 13.00
FASA7905 Shadowrun Companion

15.00 11.00
FASA7100 Shadowrun ist Ed. Soft (Used)

Out of print! Limited Supply! 15.00

FASA7104
FASA7109
Out of print!
FASA7110
FASA7113
FASA7114
FASA7117
FASA7118
FASA7119
FASA7120
FASA7121
FASA7122
FASA7123
FASA7201
FASA7204
FASA7208
FASA7209
FASA7211
FASA7213
FASA7303
FASA7304
FASA7308
FASA7313

FASA7315

FASA7316

Street Samurai Catalog, 2nd Edition

12.00 9.00
Shadowbeat

15.00 15.00
Shadowtech

15.00 11.00
Corporate Shadowfiles

18.00 13.00

Fields of Fire

15.00 11.00

Bug City

18.00 13.00
Corporate Security Handbook
18.00 13.00
Cybertechnology

15.00 11.00
Awakenings: New Magic in 2057
15.00 11.00

Threats

18.00 13.00

Portfolio of a Dragon: Dunkelzahn's Secrets
15.00 11.00

Underworld Sourcebook
15.00 11.00

Seattle Sourcebook
15.00 11.00

Germany Sourcebook
18.00 13.00

Neo-Anarch's Guide to Real Life
15.00 11.00

California Free State
18.00 13.00

Tir Na nOg
18.00 13.00

Aztlan
18.00 13.00

Dream Chipper
8.00 6.00

Queen Euphoria
8.00 6.00

Total Eclipse
8.00 6.00

Dark Angel
8.00 6.00

Celtic Double Cross
8.00 6.00

Eye Witness
10.00 7.50

FASA7317 Paradise Lost

10.00 7.50
FASA7318 Divided Assets

10.00 7.50
FASA7319 Double Exposure

10.00 7.50
FASA7320 Harlequin's Back

15.00 11.00
FASA7322  Super Tuesday

15.00 11.00
FASA7323  Shadows of the Underworld

15.00 11.00
FASA7325 Missions

15.00 11.00
FASA7326 Mob War

12.00 9.00
Novels
Stk No Description

Orig Disc Qty Extended
FASA5145 Find Your Own Truth

4.50 3:35
FASA5210 2XS

4.50 3.35
FASAS5218 Changeling

4.50 3.35
FASA5220 Never Trust an EIf

4.50 3.35
FASAS5302-1 Shadowplay

5.00 B0
FASAS5310 Night's Pawn

5.00 3.75
FASA5313  Striper Assassin

5.00 3.75
FASA5365 Fade to Black

5.00 3.75
FASA5367 Lone Wolf

5.00 el
FASA5427 Nosferatu

5.00 375
FASA5445 Burning Bright

5.00 3775
FASA5448 Who Hunts the Hunter

5.00 s e
FASA5495 House of the Sun

5.00 375
FASA5496 Worlds Without End

5.00 3.75
FASAS5537  Just Compensation

5.00 375
FASA5539 Black Madonna

5.50 4.10
FASA5540 Preying for Keeps

5.99 4.50
FASA5542 Dead Air

5.50 4.10
FASA5594  Lucifer Deck

5.99 4.50
FASA5627  Steel Rain

5.99 4.50




Various

Stk No Description Ori Disc Extended
CHXO08029 SRun Dragonskin 5.00 3.75

FASASRPN Shadowrun Pin  6.00 4.50
Magazines (by Sword of the Knight)

Stk No Description Orig Disc Oty Extended
SDL001  Shadowland Vol 1 6.00 4.00 o
SDL002  Shadowland Vol 2 6.00 4.00 il
SDL003  Shadowland Vol 3 6.50 4.00 R
SDL004  Shadowland Vol 4 6.50 4.00 P
SDL005  Shadowland Vol 5 6.50 4.00 alhon,
SDL006  Shadowland Vol 6 6.50 4.00 o
Miniatures (by Ral Partha)

Stk No Description Orig Disc Qty Extended
RPE10-860  Corporate Dragon 17.95 13.00
RPE20-500 Shadow Runners (4) 6:890 4 85/ W%
RPE20-501  Deckers (3) 550 410 _°
RPE20-502 Human Street Samurai (3) 5.50 4.10 _
RPE20-503 Magi (3) 550 430 o
RPE20-504 Demi-human Str Sam (3) 5.50 4.10 _
RPE20-505  Elves (4) 6.50~-4:85—=""
RPE20-507 Go-Gangers (4 & 2 bikes) 9.25 690
RPE20-508 Riggers and Rockers (4) 700" 525 . Ve
RPE20-509 Human Street Gang (3) 550 4.10 =85
RPE20-510  Corp Sec Guards (5) 800 6.00 _ °
RPE20-511  Lone Star Street Cops (5) 8.00 6.00 _
RPE20-512  Toxic Spirits (2) 825 610 "o
RPE20-513  Angels of Death (4) 6.75. 490, .-
RPE20-516  Mercs and Bouncers (4) 6.50 483 .o .
RPE20-517  Shapshifters (4) 8.00 6.00 _
RPE20-519  Tribals (4) 6.50 485 _
RPE20-520  Yakuza (4) 6.50 485 _
RPE20-521  Ork Biker 6,50 94850 v
RPE20-523  Corp Interdict Team (4) 6150 4.85 L
RPE20-524  Riggers & Drones (5) TI555:80 iy
RPE20-525  Strike Force Bravo (4) 6:50 485 aad
RPE20-526  Dwarf Street Gang (4) 6.50:. 485,
RPE20-528  Black Ice Icons (3) 350 400 e
RPE20-531  Combat Mages (3) 550 410, - "
RPE20-537 Minotaur & Satyr (2) 6.00 450 _
RPE20-539  Centaur (1) SUTYSR0 e
RPE20-540  Lone Star Assault Squad (4) 8.00 6.00 _
RPE20-541  Street Samurai(F) on Rapier 5.00 3.75 _
RPE20-542  Go-Gang Enforcers on Scor 6.00 4.50
RPE20-543  Ork & Dwarf on Assl Trike 12.00 9.00
RPE20-544  Preying Mantises (2) 5.508 400y .00y
RPE20-545  Roaches (spirits) (2) 650 485 Las
RPE20-546  Cerberus Hound (1) 325 240 i,
RPE20-550  Assassins (4) 675 0 = s
RPE20-551  Blood Mages (4) 6h75: 5100, Y-
RPE20-552  Mystic Crusaders (4) 140 el
RPE20-560 Mercs, Male & Female 4.00 3.00 _
RPE20-561  Street Mages, M & F 4.00:3.00 '
RPE20-562  Street Samurai, M & F 4100 3.000 06
RPE20-563  Wolfram's Gang (3) 625505000 netil
RPE20-565  Street Shaman, M & F 4.00 3.00 _
RPE20-566  Riggers, M & F 4.00 3.00 _
RPE20-568 Bodyguards, M & F SO0 300 S o
RPE20-569  Combat Mages, M & F 400300 - 0
RPE20-570  Deckers, M & F 400 3.00 _
RPE20-571  Tribespeople, M & F 400 - 3.00 Y&
RPE20-572  Elven Deckers, M & F 400 3.00 _
RPE20-573 Dwarf Mercs, M & F 400 3.00 _
RPE20-574 Shamen, M & F 400 3.00 _
RPE20-575  Detectives, M & F 400 3.00 _
RPE20-576  Gang Members, M & F 400 300l
RPE20-577  Striper Assassin & Weretig 5.00 3.85 _
RPE20-578  Lone Star Combat Mage(2) 4.00 3.00 _
RPE20-579  Eliana, the Cat Shaman (1) 2.15 1.60 _

RPE20-580  Bounty Hunters, M&F 4.00 3.00
RPE20-581 Lone Wolf 6.50 4.85
RPE20-582 Bandit -Racoon Shaman 425 3.15
RPE20-583  Pug-Dog Shaman & Tot 425 3.15
RPE20-584  Zetana - Wolf Shaman 425 3.15

RPE20-585 Dunklezahn 10.25 7.60
RPE20-586 Nadja Daviar (1) 225 '1.70
RPE20-587  Ann Penchyk (2) d.25 *3.15
RPE20-588  Arthur Vogel (1) 225 1.70
Subtotal:
Shipping:
Total:

Payment Method: Visa/MC  Check/Money Order
Credit Card Number:

Expiration Date: Signature:
Name:
Address:
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 +
15% of total order value. Foreign airmail shipping charges
(estimate) run $3.00 + 40% of total order value. Sword of the
Knight accepts checks or money orders (payable on a US bank)
or Mastercard/Visa. Foreign orders via MC/Visa will be
charged $3.00 + the exact amount of shipping (which generally
runs less than the 15%/40% flat rate). Note that some items may be
used.

Sword of the Knight Publications, 2240 Schuette Lane
Henderson, KY 42420 USA
Fax/Voice: 502-826-1218, Email: SwrdKnght@aol.com
Webpage: http://members.aol.com/swrdknght
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