


Warning! 
Violence and the Supernatural 

This book may be inappropriate for young readers. 

TM 

The fantastic World of Heroes Unlimited is violen t, deadly and filled with diabolical villains, aliens, mad-
men , magic and monsters. Other dimensional beings, godl ings, mutants , demons , psychic powers , super abili
ties, magic , insanity , combat , death , and heroic advent ure are all elements of this book. 

Some parent s may find the violence and supernatural elements inappropriate for young readers/players. We 
suggest parental discretion. 

TM 

Please note that Aliens Unlimited is a work of fiction! NONE of the alien s, monste rs, super power s or depic-
Lions are real. None of us at Palladium Book s condone nor encourage the occult, the practice of magic, the use of 
drugs, or violence. 

A supple ment for the Heroes Unlimited .. RPG. 
Compatib le with the entire Palladium Books ® Megaverse ® 
and includes notes for use in Rifts® and 
Rifts(lpDimension Book Two: Phase World ™! 
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Running a Galactic Campaign 
fl is likely tha1 every Heroes Unlimi ted campaign has had at 

lea!>l one adventure tha1 involved or revolved around an alien 
visitor or villain. However, aliens are comparative ly uncommon 
in an Eanh setting and in adventures in the outer reaches of 
space. even less common. Aliens Unlimited opens up new hori
zons for super hero and science fic1ion adventures. This book 
shou ld spark countless ideas. 

Space adveniures are an exciting and refreshing change of 
pace from nonnal Eanh-based routines. Getting super hero char
ac1ers involved with alien beings and space adventures is easy 
100. Established charac1ers can be kidnapped as prizes or slaves 
for some powerful otherworldly fo rce, emperor, or madman. As 
unwilling champions ("Figh 1 for our cause or we do not return 
you!" Or "We'll kill you." etc.), our heroes may find themselves 
caught in an interstellar war or scheme for conquest. They may 
be forced to play along (or innocents may suffer) until they can 
find a way out or a plan to defeat their captor/enslaver. This can 
lead to all kinds of sub-p lots and political intrigue that cou ld last 
year s. 

Perhaps they are approached by desperate aliens who have 
turned to them, Earth's greatest heroes, to help save them from, 
fill in the blank. How can any elf-respec1ing hero 1um down 

such an impassioned (and nattering) plea for help? And there are 
a zillion other ways to get off-world and friendly with aliens: 
getting zapped by an enemy's 1ransdimensional energy beam or 
caught in an experimental dimension spanning machine or alien 
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device, magic, freak dimensional anomaly, a dimensional Rift, 
cosmic disturbance, or accidently or deliberately stow away on 
an alien spacecraft they were investigating. Th ose who work for 
the governme nt or a large corporation can volunteer or be or
dered to participate in space missions. Established heroes may 
even have allies from outer space who ask them for help every 
now and then. And so on. 

Mea nwhile back on Earth, alien charac ters can be fun and 
exci ting heroes and villains who have come to Earth as explor
ers. refugees, interstellar police, bounty hunters (good or evil; 
pursuing alien crimina ls or refugees who are hiding on Earth or 
whom they believe are hiding on Earth), space pirates, childish 
pranksters, alien experimenters (good or evil: making mutants, 
monsters and/or super-powered heroes or villains), spies, crimi 
nals, predators, monsters, or world co nquerors. They can be pit
ted against heroes as villains, misunderstood heroes against 
heroes, join the player characters as fellow heroes, appeal to 
them for help, fight the authorities (and our heroes because they 
are misunderstood or overreact or are pursued by a dark force ). 
have been rocketed to Earth as infants, and .... well, I think you 
ge1 the picture. 

The Future Earth Alternative: One easy way to handle a 
campaign set in space is to make advanced space .ravel accessi
ble 10 humans. This can be done by advancing the campaign set
ting to a future date, like 2070. By such a da1e, 1he technology of 
a Heroes Unlimit ed type Earth is likely to have reached 1he 



level of the other races presented here. Such an achievement will 
probably allow humans to have access to the benefi ts o f shared 

informatfon and interactio n with the ga lactic co mmunity . In this 
case, the equip ment and weapo ns presented here will be readily 
availab le to most characte rs. Other than any social and technical 
adjustments for the time advancement that affects the setting, 
lhere will be little changes from the average Heroes Unlimited 
campaign. The only real chan ges in game mechanics will be the 
addition of new skills for the space environment. 

The Alternate Earth Alternativ e: It is also possible for the 
charac ters to be from a parallel dimension of our own present or 
future Earth. In this reality , I.he people and heroes of Earth may 
be very similar or extremely different. 

Exclusive ly Alien Worlds Alternative: Th e G.M. and play
ers can forget about Earth entirely and play alien s in a far flung 
galaxy. In this option , Earth might exis t, but our fledgling space 

p rogram would rest rict human space exploration and negate par
ticipation in the ga lactic com munit y. Thus, the adventures would 
take place in space and on other worlds away from our solar sys
tem. Players would play any of 80+ alien playe r cha racters and 
have their hand s full with the Atorian Empire , space pirates, 
monsters, exploration and more. 

The possibilit ies are unlimited! Hence the name for this book, 
which exp lores just some of those possibilities and hopefully in
spires thousands more. Aliens Unlimited is designed to give the 
Game Master and I.he player s enough information to go in any 
directio n they migh t want. Heck, with the data in this book, a 
Game Master could tum his entire Heroes Unlimited campaign 
into a cosmic adventure that takes place entirely in outer space 
and that could last decades! But the main idea is to have fun. So 
enjoy. 

Kevin Siembieda and Wayne Breaux Jr. 

Creating a Character By Kevin Siembieda & Wayne Breaux 

Following the step-by-step procedure of the basic book , the 
generatio n of alien characters has bee n expanded. New ideas and 
options are avai lable, as weU as Optional Character Genera
tion Tab les that provide players with a fully developed alien 
race with only a few dice rolls. Player s can make their own alien 
through random creation, or pick or randomly roll for one of the 
84 s pecific alien races presented in this book. 

Step 1: The Eight Attributes 

Some Notes About Attributes 

None of the attri butes are changed. They are I.Q., M.E., 
M.A .. P.S., P.P .. P.E .. P.B. , and Spd. Attribute generation is also 
unchanged , unless the Optio nal Character Ge neration Sys tem is 
used. See that sec tion for details. 

Physica l Beauty & AJien Appearances 
The majority of the aliens presented in the Catalog of Aliens 

sec tion are of non-human origin and appearance. Over the years, 
seve ral of my players have aske d how animal-appeari ng aliens 
tand D-Bees in Rifts) can have high Physical Beauty (P.B.) rat
ings? Well , first of all, the P.B. attrib ute rating is based on the 
l111mcm perception of what is beau ti ful, and what is ugly or alien. 
It is safe to assume that an alien with a high Physica l Beau ty is 
attractive to humans. Even if they look like a bird, fe line, canine 
or other animal. the alien may have a high physical beauty and 
be attractive to humans. People often look at anima ls and com
ment on their beauty, cute appea rance or power. 

Second, finding an alien, animal or object "attractive, " that is 
to say, pleas ing 10 the eye, is not the same a5 sexual attrac tion. 
Somebody or something can be attractive, beau tiful , charmin g or 
impress ive without being sexy. The human psyc hology is such 
that a character's comfo rt level will be dramatically higher with 
being s that are perceived as fami liar, normal or beau ti ful. Thu s, 
it is safe to assume that the more human or beautiful. by human 
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standard s. the more comfortable Earth human s will be around 
aliens. Remember. beauty is in the eye of the beholder. Among 
aliens. hum ans may be see n as hideous mon sters and the feature s 
humans see as ugly may be perceived as beautiful. 

Third , remember beau ty is only skin deep. Inhuman and even 
monstrou s aliens may have a quality or aspect about them that 
makes them somehow appeali ng or sympa thetic. That quality 
can be cuteness, lovab ility, kindnes s. courage, boldness/confi
dence , intelligence , nobility , regal stat ure , sincerity and other in
tangibles that make up the character/personality of all people . 
The characte r Vincent, from the telev ision series Beauty and 
the Beast, is a good examp le of an inhuman/non-human looking 
cha racter who had that romantic qualit y that women jus t adored. 
He may be a mon ster who look s half -man and half -lion. but he 
sti ll mak es women swoon. 

Ugly, frightening and truly alien lookin g beings might 
have a heart of go ld and be living sa ints. but humans are likely 
to judge them by their appearance. The less attractive. bestial or 
monstrous an alien may be by human standards, the more likely 
the player characters and people in general will view them with 
sus picion, fear and hatred. For this reason most aliens are given 
a Horror Factor. All supernatural monsters have a horror factor , 
as well as many non-hum an al iens and super villains. It repre
sents the hideous appearance of the crea ture or its overwhelming 
aura of evi l or power , or a combi nation of all three. The higher 
the horror fac tor, the more horri fic the character. 

To save vs Horror Factor (HF) the player must roll a 20-
sided die. Just like a parry , the character's roll must be equal or 
highe r than the horror factor. A failed roll means that the charac 
ter is so overwhel med by the horror that he or she is temporarily 
stunned. The horrified person loses initiative (don't even roll for 
it), loses one melee attack/action for that round, and is the last 
person to attack/take action. Furth enn ore, the character cannot 
eve n defend him self aga inst the first melee attack from the 
source of the horror. Fortunately, the character quickly recover s 
his wits and can jo in the comba t that same melee round. By the 



second and subsequent melee rounds, the character has com
pletely regained his senses and functions as normal. Horror Fac
tor is only applicab le to the initial appearance of the fiend. 

Highly intelligent aliens may be perceived as a threat, or as 
being superior to humans. This perception of superiority may 
lead some humans to see the charac ter as a potential enemy, en
slaver or conquero r, whether the alien shares such sentiments or 
not. The same response is true of extra-terrestrials who possess 
psionic abilities or super powers. 

Step 2: Hit Points & S.D.C. ----
The determination of hit points is unchanged unless stated 

otherwise under the alien' s description: P.E. plus I D6 per level. 
The determination of S.D.C. is also the standard 20 plus phys i
ology, alien environment/features. super ability bonuses and 
skill bonuses unless stated otherwise . S.D.C. bonuses and modi
fication are much more common than hit point bonuses or ad
jus tments. Each description of an alien race wilJ indicate specific 
S.D.C. conside ratio ns and bonuse s where applicab le. 

The Optional Character Generation System for random char
acter creatio n predetermines the alien's base S.D.C. with the 
above factors all figured in. See the appropriate sect ion for de
tails. 

Natural Armor Rating: Many aliens who have adapted to 
harsh environments or who are composed of inorganic material 
may have a natural armor from t0ugh or scaly skin to natural 
plate armor like a rhinoceros or armadillo. This works the same 
as always: see Heroes Unlimited , page I 0. 
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Rifts Mega-Dama ge Conversions: Ordinary human s or su
perheroes and aliens who are roughly equivalent to humans re
main S.D.C . and hit point based life-forms. Thi s means in a 
mega-damage environ ment they will need to acquire M.D. 
weapon s and M.D.C. body armor and/or vehicles for mega-dam
age protec tion and firepowe r. They can acquire these items 
through trade, purchase s, theft. defeated opponents. as reward s 
and so on. Of course, until they can get them, they are terribly 
vulnerable to mega-damage attacks, even if they possess super 
abilit ies or psionic powers that set them apan from normal hu
mans . 

Aliens with high technology and spac e travel capabilitie s are 
likely to be able to create mega-damage armor and weapons. ln 
the Heroes Unlimited/ Aliens Unlimited univer se, these things 

would remain S.D.C. items. However, if the characters are 
brough t into the Rifts Megaverse (espec ially as a major force), 
one can assume that the weapons and armor are mega-damage 
items. Simply view the S.D.C. points listed here as M.D.C. 
points in the Rifts setting. Thi s makes for quick , easy conversion 
and instant integrat ion. Thus, if body armor has an A.R. 18 and 
180 S.D.C., it would have an M.D.C. of 180 (A.R. is not applica
ble) in Rjfts. Similarly, an energy weapon that inflicts 3D6 
S.D.C. would now inflic t 3D6 M.D. Of course, the Game Master 
can keep the alien' s S.D.C. technology as such and make him 
acquire mega-damage items just as any human does. Ultimately, 
the deci sion is left up to the Game Master. Player s should accept 
the GM 's views as to whichever direction he or she takes and 
work together to make a fun playing experience. 

The super abilities of the character can also remain S.D.C., 
or be converted to mega-damage as the Game Master deems ap
propriate. Along these lines, alien characters with great mass, 
natural armor , or the power of invulnerability are likely candi
dates for becoming mega-damage creatures. Their norr.,al 
S.D.C. number can be changed to the same number of M.D.C . or 
modified as the GM (Game Master ) deems necessary. 

Game Master's Note: The most important things to do are. 
I ) be cons istent and fair in your conversions, and 2) be careful 
not to imbalance your Rifts campaign with superhum an charac
ters that are too powerful. Most of the alien descriptions will 
suggest some possible integration consideration into Rifts. Also 
see Rifts Conversion Book One for specific super power con
versions, the supernatural P.S. into mega-damage. culture shock 
and other elements. 

Also remember that most aliens, dimen sional travelers and 
eve n human looking characters who exhibit unusual power s will 
be seen as dangero us mutants or D-bees. They will be feared, 
hunted and destroyed by human supremacists like the Coalition 
States and the NGR. 

Arriving on Rifts Earth can be the result of a dimensional 
anomaly/rif t, plunging into a black hole. dimen sional experi
mentatio n, magic, or as a slave or refugee. The Splugorth and 
other slave rs are always on the lookout for superbein gs and 
psionic characters as slaves. The alien 's level of technology may 
also make them attractive to the Splugorth and other transdimen 
sional or intergalactic traders , including the Cibolans and Naruni 
Enterprises. If set in the Rifts: Phase World environment, the 
scenario of slave, explorer , mercenary, or space adventurer 
works fine. Some are good guys and others may be villains. 



Step 3: Determining Super Abilities 
The ·pecific alien race s presented in this book will indicate 

what powers. range of power s. or available selections of powers 
are available. The player can select or randomly roll a powe r 
catego ry , depending on what the game master allows. 

Random Super Power Category Table 

0l-10 Alien Mutant: Design as usual, but keep in mind that the 
charac ter is an alien. See Heroes Unlimited , page 109 and 
111. 

11--'0 Super Abilit ies: Select one major and one minor super 
ability, or four minor powers. or roll on lhe Random Ability 
Table. The e are likely to be abilities commo n to all members 
of that alien race. 

4l-50 Hardware or Physical Training: Crea te as usual, but 
1
keep in mind the alien ;s background, orientation and motives. 

51-60 Psionics: See psionic s section on page 127 of Heroes Un
limited for details and abilities . 

61-70 Experiment: Select two minor super abilities and one 
major or four minor powers or roll on Table C in Heroes Un
limited . page 69 (rolling on tables A. 8. D. E. and Fare op • 
1ional). 

71-80 Bionic: Design as usual, only made through alien technol
ogy and with unEarthly materials. 

81-90 Alien Mystic: Wizard and spell magic only. 
91-00 Robot: Design as usual. only made with alien technology. 

Random Number (and type) 
of Super Abilities Table 

0 J-15 One major super ability and three minor. 
16-32 Four minor super abilities (no major powers). 
33-50 One major super abilit y and one minor abi lity. 
51-69 One major super abi li1y and two minor abilities. 
70-86 Five minor super abilities (no major powers). 
87-00 Two major super abilities (no minor powers). 

New Random Super Ability Tables 
The following lists include super abilities found in Heroes 

Unlimited , Villains Unlimit ed and Aliens Unlimited . New 
powers, magic, psionics. and bionics are described e lsewhere in 
chis book. As usual, players and Game Masters can either roll 
percentile dice for random determination of abi lities or pick spe
cific powers. depending on what 1he GM allows. Thi s table can 
also be used for the creation of new , randomly genera ted aliens 
or speci fically designed characters. Roll percentile dice to make 
determination~. 

Random Minor Super Abilities Table 
01-03 Super Vision: Advanced Sight 
04-06 Manipulate Kinetic Energy 
07-09 Bend Light 
10- 12 Flight: Glide 
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13- 15 Heightened Sense of Taste 
16-18 Energy Expulsion: Fire 
19-2 1 Super Vision: Night vision 
22-24 Power Cha nneling 
25-27 Radar 
28-31 Flight: Wingles s 
32-34 Heightened Sense of Hearing 
35-37 MentaJ Stun 
38-40 Nightstalking 
41-43 Energy Expulsion: Electrici ty 
44-47 Adhesion 
48-50 Flight: Winged 
51-54 Healing Factor 
55-57 Super Vision: X-ray 
58-60 Alter Physical Body 
61-64 Energy Expulsion: Energy 
65-67 Heightened Sense of Smell 
68-70 Extraordinary Attribu 1es (roll on sub- cable) 
7 1-73 Imperviou s to Fire and Heal 
74-76 Energy Expulsion: Electrical Field 
77-80 Underwater 
81-84 Energy Resistance 
85-87 Heightened Sense of Touch 
88-90 Super Vision: Ultraviolet and In frared 
91-94 Energy Expulsion: Light 
95-96 Horror Factor 
97-98 Body Weapon s 
99-00 Multiple Limbs 

Ext raordinar y Attribute Sub-table -- -- --
01-16 Extraordinary Mental Affinity 
17-27 Extraordinary Phy sical Strength 
28-43 Extraordinary Speed 
44-59 Extraordinary Physical Endurance 
60-74 Extraordinary Mental Endurance 
75-89 Extraordinary Phy sica l Beauty 
90-00 Extraordinary Phy sical Prowes s 

Random Major Super Abilities Table -----
01-02 Animal Metamorphosis 
03-04 Chame leon 
05-07 Clock Manipulation 
08-09 Spin at Extraordinary Speed 
10-11 Invisibility 
I 2-13 Energy Absorbtion 
14 -16 Item Reduction 
17-19 Shapechange 
20 -22 Darknes s Control 
23-24 Gravity Manipulation 
25-27 Alter and Control Super Abilities (roll on sub-table) 
28-30 Intangibility 
31-32 Growth 
33-35 Create Force Field 
36-38 Multiple Live s 
39-41 Animal Abilities 
42-43 Sonic Speed 
44--46 Negate Super Power s 
47-48 Magne tism 
49-50 Stretching 
5 1-52 lnvulnerabili1y 
53-54 Force Aura 



55-56 Divine Aura 
57-59 Bio Ghost 
60-62 Sonic Flight 
63-64 Telepon 
65-67 Gem Powers 
68-70 Disruptive Touch 
71-73 Holographic Memory Projectio n 
74-75 Mcchano-Link 
76-78 Multiple Beings/Selves 
79-81 Mimic 
82-83 Karmic Power 
84--86 Sonic Power 
87-89 Vibratio n 
90-92 Shrink 
93-95 Plant Control 
96-98 Transferal/Possession 
99 Weight Manipulation 
00 lmm onality 

Alter Physical Structure & Control Sub-Table-
o 1-09 Control Others 
10-1~ Control Elemental Force: Water 
19-27 Alter Physica l Structure: Stone 
28-36 Control Radiation 
3742 Aller Phys ica l Structure: Ice 
43--48 Control Elemen tal Force: Air 
49-55 Alter Physical Struct ure: Fire 
56-64 Control Insects and Arachnids 
65-69 Control Static Electricity 
70-76 Control Elemental Force: Fire 
77-83 Alter Facial Features and Physica l Stature 
84-87 Alter Physical Structure: Electricity 
88-90 Alter Metabolism 
91-93 Control Elemental Force: Earth 
94-96 Alter Physical Structure: Liquid 
97-00 Alter Physical Structure: Metal 

Step 4: Determining 
Education & Skills ----- - --

The specific alien races presented in this book will indicate 
what skills or range of skills are available to them. The follow
ing table is provided for players and G.M.s creating new alien 
races. Randomly roll for skill range or pick one. depending on 
what the GM allows. 

01-14 General Studies: Select two skills from science, pilot and 
communications. plus se lect I I secondary skills. Skill Bonus: 
+5% to all skills, including seco ndary. 

15-28 Pilot: Select four piloting skills (any). three pilot related 
skills and two skills from communications and mechanical, as 
well a!. basic and advanced mathematics , computer operation, 
and four secondary skills. Skill Bonus is + 15% on all piloting 
and pilot related skills,+ I 0% on all others. 

29-42 Military Specialist: Select five from espionage/ military , 
three from physica l, plus one hand-to-hand combat skill, four 
weapon proficiencies and select four secondary skills. Skill 
Bonus: + 15%, except on secondary skills. 

43-55 Science Specia lists: Select three skills from science, two 
from medical, two from physical, two from communi cations, 

11 

plus computer operation, basic math, and read sensory instru
ments. Also select five secondary skills. Skill Bonus: +20 %, 
excep t on secondary skills. 

56-71 Combat Specialists : Select four physical skills plus one 
hand to hand of choice. six weapon proficiencie s (any), one 
pilot, plus first aid and six secondary skills. Skill Bonus is 
+ I 0% except on secondary skills. 

72-85 Rogue/Smuggler: Select five skills from espionage and 
two from communications, weapon proficiencies, mechani
ca l, physical, plus computer operatio n, and four secondary 
skills. SkilJ bonus: 15% to all skills excep t secondary skills. 

86-00 Engineer: Select six skills from the combined categories 
of electronics. mechanical , one from science and communica
tions, plus computer operat ion, and basic and advanced 
mathematics. Also select five secondary skills. Skill Bonus is 
+25% except on secondary skills. 

Special Note: All aliens can learn three additional secondary 
Eanh skills, but only if taught by a friendly human. Most aliens 
who have studied Eanh can speak two languages or have a lan
guage translator. 

New Skills 
Several new skills for use in a galactic campaign can be 

added to the exis ting skill list. Game Master s can also add any 
appropriate ski lls from Rifts or Robotech that may not be found 
in Heroes Unlimited . The re is a long list of specific space skills 
and descrip tions for rhem in Mutants in Orbit and Rifts Phase 
World. 

Mechanical 
Spacecraft Mechanics 

Pilot, advanced 
Space Fighter 

(includes Combat Craft) 
Space Transport and Cargo Craft 
Medium Class Military Vessels 
Large Military Vessels 

Base Skill: 45%+6% per level. 

Base skill: 70%+5% per level. 
Base skill: 75%+5% per level. 
Base skill: 65%+6% per level. 
Base skill: 60%+8% per level. 

Step 5: Rounding 
Out One's Character 

Alignments: Most specific alien races presented in this book 
will indicate moral leanings and norms. Most random creations 
or new races created by the Game Master or players can be of 
any alignment. Of course heroes and anti-heroe s are usually of a 
good or selfish alignment. 

Hand-to-Hand Combat: Combat skills are not automatic, 
and must be selected as a learned skill. 

Attacks Per Melee (Hand-to-Hand ): As with all heroes, the 
alien character automatically gets two anacks per melee. Addi
tional attacks must be gained from hand-to-hand combat, and 
other physical skills. 

Weapons and Armor: Except for the ones already deter
mined by the Special Weapo ns Table that follows, only conven
tional weaponry, body armor, and equipment of Earth 



manufacture will be avai lable. If a special protectiv e suit is 
needed, the alien character automatically gets one suit and a sin
gle spare (see the Equipment Sectio n under Environmental Suits 
for prices). Any additional suits will have to be specially built or 
acquired. Repairs will be possible only from high-tech scientists, 
high-tech armor manufacturers , hardware characters and fellow 
aliens. 

Spacecraft: It is best to assume that most alien player charac
ters do not have a spacec raft at their dispo sal for Earth -based 
campaigns. Space campaig ns are a different story . See the Ga
lactic Campaigns section for infonnation on running Heroes 
Unlimited campaign s in space. 

The Expanded Alien Generatio n Tab le that follows pro
vides tables and ideas regarding the alien ·s appearance, enviro n
ment, familiarity with Earth. motive s and others. These are 
optional tables designed to allow G.M.' s and players to crea te 
their own alien races. They are gu idelines that can be adjusted or 
modified as necessary. Just be careful to maintain playing bal
ante and some reasonable level of plausibility. 

Expanded Alien 
Character Generation 
By Kevin Sie mbieda with additional text by Wayne Brea ux 

Alien Appearance & Bonuses 
Descriptions of new alien appearance s are presented in the 

same fonnat as in the Heroes Unlimit ed rule book. Other de
scriptions from the basic game are rep rinted for the reader's con
venience. 

01-20 Human-like: Can easily pass for being human. 
21-44 Humanoid: Resem bles Earthlings closely, are bipedal, 

have two legs and arms, one head. eyes . nose and ears, but 
have some distinguishing alien physica l characteristic(s) . Roll 
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I D4 times on the following Unusual Characteristics Table: 

0 1- 16 Large or Pointy Ears 
17-39 Odd Skin Color 

01-10 Yellow 
l I-20 Green 
21-30 Red 
31-40 Grey 
41-50 Light Blue 
51-60 Stark White 
61-70 Dark Blue 
71-80 Coal Black 
81-90 Purple 
91-00 Orange 

40-43 Ambidextrou s: These characters can use the right and 
left hand with equal skill and dex terity. Bonu ses: Adds one 
attack per melee , + I to parry , +10% to climb. +5% to escape 
artist. pick locks, mechanical and electr ica l repair ski lls. 
44-48 Odd Hair Color: 

01-10 Green 
11-20 Light Blue 
21-30 White Streaked 
3 1-40 Flame Red 
41-50 Stark White 
51-60 Bright Yellow 
61-70 Metallic Silver 
7 1-80 Dark Blue 
81-90 Purple 
91-00 Orange 

49-53 Double Jointed : See page I 09 of Heroes Unlimited for 
full details. Can attempt to escape from bonds once per melee 
with the folJowing chance for success: Hands and/or feet tied 
with rope. handcuffed or chained: 79% likelihood of escap
ing. Hands, arms, legs and body bound with rope, chains, 
straps, or straight jacket: 46% likelihood of escape. The dou
ble-jointed alien can contort his body to be half its normal 
width or thickne ss. Note: The average shou lder width of a 
muscular, 6 foot ( 1.8 m) male human is about 42 inches (I. I 
m). Bonu ses: +2 to roll with fall or impact. 
54-58 Unusua l Eyes: 

01-17 Very small (half the size of a normal human) 
18-34 Round 
35-55 Very Large (twice the size of a normal human) 
56-75 Odd Color (Ro ll on Odd Skin Tab le above 10 deter
mine co lor) 
76-89 Very Elliptical 
90-00 Glowi ng Eyes 

59-64 Extreme Amount of Body Hair: 
01-20 Very bushy, full head of hair. 
2 1-40 3x the normal amoun t of hair covers the body. 
4 1-60 6x normal body hair. So thick, it resembles fur. 
61-80 Short , half -inch ( 1.3 cm) fur cove rs the body except 
for the face, feet, and hand s. 
81-00 ID4 inches ( ID I0 cm) of fur covers the body ex
cept for the face. feet. and hands. 

65-68 Prehensile Feet/Toes: See page 110 of Heroes Unlim
ited for full detai ls. -6 to strike when throwing objec ts with 
feet. +30 % to climb rope when barefoot (Base of 30% if the 
characte r has no climbi ng skill). + I to dodge. 
69-72 Scaly Skin: A tough , smooth , reptilian skin with small 
scales covers the character' s entire body . Adds 30 5 .D.C. 



73-76 No body hair at all! 
77-79 Small Homs: 1D4 inches (1D10 cm) long, protrude 
from forehead. 
80-84 Tough, Lumpy Skin: Adds 30 S.D.C. 
85-89 Prehensile Tail : See page 110 of Heroes Unlimited for 
a full description. Bonus: + I to strike and parry with the tail. 
+20% to c limbing when tail is used. Can support character ' s 
weight when hanging and carry one-third of his weight. 
Length: 3D4 feet (0.9m to 3.7m). 
90-94 Retractable Claws: Small , catlike claws. Damage 2D4 
plus P.S. bonus per swipe. Adds a bonus of +10% to climb
ing. 
95-00 Stocky: Twice as broad as normal. Bonuses: Add 50 
pounds (23 kg) to weight. + 1D4 to P.S. and +4D4 to S.D.C. 

45-51 Amorphous Appearance: Little or no fac ial features, a 
slit or two for a nose. long, smooth featureless limbs, 1D4+ 1 
fingers and toes, genera lly a non-human appearan ce. These 
aliens may a lso have a large head. eyes. and pale complexion . 

'This appearance can range from the alien ilJustrated on page 
58 of Heroes Unlimited to the traditional almond eyed, spin
dly aliens reported by victims of alien abduction. Bonuses: +2 
to P.P. and +l to M.E. 

52-56 Humanoid Skeletal: Sunken eyes and cheeks, very thin, 
long limbs. thin waist, and bony hands and body. No body 
hair. but some may have hair on their heads. Bonuses: +2 to 
P.P. and a +5 to Speed. 

57-61 Humanoid Amphibian: Soft, smooth skin, webbed hands 
and feet, semi-aquatic. Bonuses: Can hold breath for 20 min
utes. the swimming skill is automati c at 90% proficiency and 
swimmi ng speed is six times greater than the alien 's normal 
running speed. 

62-64 Vegetatio n: Composed of the same essence as Earth plant 
life. Bonuses: +40 S.D.C. The plant being does not register 
on heat or infrared sensors. Plant beings also heal twice as 
fast as humans. 

65-66 Humanoid Pig: Husky build with a large, wide pig nose 
and mouth, small eyes, and large ears. Can be smooth and 
pink with thin hair , or coarse and boar-like . Bonuses: + I to 
both P.E. and P.S., and a + 15 to S.D.C. 

67-70 Humanoid Atroxian: Tall . serpent-like alien with flat, 
wide head, round eyes, large mouth , prominent fangs ( 1 D6 or 
2D4 bite damage), long, thin neck and limbs, and a slim, pli
able body. 80% are double jointed. Able to slip out of hand
cuffs or bound ankles 65%, and 45% likelihood of escaping 
from bound limbs, straight ja cket or prison sell with bars (can 
try to escape once per melee round/every 15 seconds) . Bo
nuses: + I D6 to speed, +IO to S.D.C. , +2 to save vs poison 
and drugs, natural thermal imaging sense (range 50 feet/15 
m). 

71-73 Humanoi d Reptilian: Lizard-like feature s, leathery or 
scaly skjn, little or no body hair , long clawed fingers. Bo
nuses: +30 to S.D.C. , +2 to P.P. and + I D4 to damage from 
claws. 

74-76 Humanoid Canine : Dog-like features, muzzle, ears, body 
fur or extreme body hair, round dark eyes. Bonuse s: + I D4 to 
P.S. and a +2D4 to Spd and+ IO to S.D.C. 

77-79 Humanoid Avian: Bird-like features with large, round 
eyes, c lawed feet and hands, and feather s for hair. Only I 0% 
have large wings, capable of flying . Most bird humanoid s 
have no wings or they are small/stunted and incapable of 
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flight. Bonuses: + 1 D6 damage from claws. most (80%) are 
ambidextrou s and have keen hearing and sight twice as good 
as humans. 

80-82 Humanoid Mineral: Rocky or crystalline appearance. 
Bonu ses: Natural body armor: A.R. 14, +180 S.D.C. 

83-85 Humanoid Feline: Cat-like feature s; bright oval eyes. fur 
covered body. poi my ears, and small fangs (+I D4 damage 
from bite). Bonuses: +2 to both P.P. and Spd, + I 0% to climb, 
+IO S.D.C. and 50% will have retractable claws ( + 1 D6 dam
age from claws). 

86-88 Humanoid Ape: Resembles an ape (no tail); long arms, 
fur covered or extreme body hair . Bonuses: + I to 1.Q and 
M.A ., + I D6 to P.S., and +20 to S.D.C. 

89-90 Humanoid Elephant: Large body, short limbs, thick, 
wrinkled skin (A.R. 7), wide head with long nose, large ears. 
small eyes, and may have tusks ( 45% chance; inflict I D8 
dama ge). Bonuses: + 1D4 to P.S., P.E. and Spd attributes, +30 
to S.D.C. Add 4D6 inches (8D8 cm) to height. Weighs twice 
as much as a human of comparabl e size. 

91-92 Humanoid Bison: Wide, low forehead, wide nose. huge 
shoulders, may have horns ( 1D6 damage ), and long hair or 
fur. Bonuses: +2 to P.S. and P.E. and +20 to S.D.C. 

93-94 Humanoid Rhinoceros: Large. powerful body. thick skin 
(A.R. 10), little or no hair , wide hands and feet, long. wide 
face with high ears , and a small mouth low on the face . May 
or may not have one or two horns (45% chance) above the 
nose. If so, it does either 2D4 (1-75%) or 2D6 (76-00%) dam
age. Bonuses : +1D4 to P.S. , P.E. and Spd, and +40 S.D.C. 
Add ID4xl0 lbs to weight (4.5 to 18 kgs). 

95-97 Demonic Appearance: Either devilishly handsome with 
small horns and red or bronze skin. or monstrous. with large 
horns or spines (especially on the head , forearm. elbow or 
shoulders ), pointed teeth or large fangs. claws ( I D6 damage) . 
unusual skin color and texture (lumpy, scaly, slimy. etc.). A 
tail (only prehensile 33% of the time) or an extra pair of 
limbs (add one melee attack). Bonuses: +2 to P.S., +I on in
itiative , +2 to save vs horror factor , and a +20 to S.D.C. 

98-99 Humanoid Robot: These aliens are some son of robot. 
They can be advanced androids that look human. and can 
hardly be considered machines. or mechanical creatures with 
an organic intelligence/brain , or sophisticated artificial intelli
gences. Typical robot attributes and armor. 

00 Humanoid Aquatic: Fish or mammal (dolphin , whale. seal, 
etc.), webbed feet and hands, smooth or sca ly skin, blow-hole 
or gills, no body hair. dull grey to brightly colored. Bonuses: 
Swimming ability is equal to the swimmin g skill at 98%, 
swimming speed is 2D4x10 , running speed is rare ly higher 
than I 0 , can hold breath underwat er for 3D6 minutes (indefi
nitely for gills). +20 to S.D.C. 

Alien Physiolo gical Modifications 
Due To Unearthl y Environments 

All bonuses are applicabl e when on Earth or an Earth-like en
vironment. 

01-10 High Gravity: The gravitational force of the a lien's 
homeworld was considerably greater 1i1an Earth 's . This give:; 



the alien greate r mass and physical end urance. and he is 
much faster and lighter on our planet than on his homeworld. 
Height: 5 feet plus I D6 inches ( 1.5 to 1.7 m). 
S.D.C. Bonus: 3D4xl0 
P.S. Bonus: Add 2D4 to the P.S. auribu te. 
Speed Bonus: Increase normal speed by three times. 

11-20 Low Gravity: The alien's homeworld had a much lighter 
gravity than Earth's. This has made the alien much taller than 
a typical human . Although the increased gravitational pull of 
Earth -;lows the alien down, it also provides him with some
what greater mass . 
Height: 5 feet, 5 inches plus I D6 additional feet (2.0 to 3.5 
m) 
Weight: Add I04 x l.00 pound s ( l D4x45 kg). 
S.D.C. Bonus: I D4x I 0 
P.P. Bonus: Add 1D4 to the P.P. auribute. 
Speed: Reduce normal speed by half. 

2 1-30 High Radiation: Imperviou s to radiation that is normally 
,deadly to human s. The character can also see ultraviolet light. 
The alien radiat es low leve ls of radiation that will begin to 
hann human ~ exposed to him for more than a few weeks. Lf 
the alien does not wear a radiation shielded survival suit (see 
equipment section ), those around him will contract radiation 
poisoning on a result of 1-30%; roll once per each week of 
ex posure. 
Note: The symptoms and effects of radiation poisoning are 
g iven in Villains Unlimited under the Control Radiation ma
jor super ability , page 27. 
Height: 6 feet plus I D6 inches ( 1.8 to 2.0 m). 
Weight: 190 plus I D6 pounds (87 to 89 kg). 
S.D.C. Bonus: I D4x I 0 

31-40 Frozen World: Extremely low temperatures are the nor
mal condition on this planet. Temperatures will range from 
freezing 10 hundreds of degrees below zero. The alien can 
come from areas that experience some warmth, up to +30 de
grees Fahrenheit (0 C), or constant sub-zero temperatures as 
low as -200 degree s Fahrenheit (-130 C). 
Height: 5 feet plus 3D6 inches ( 1.6 to 2.0 m). 
Weight: 120 plus 2D6x l0 pounds (63 tO 109 kg). 
The following table detennines the exact temperature range a 
character come s from. All aliens from frozen worlds must 
wear refrigerated envi ronmenta l sui ts to surv ive outside of 
their comfortable temperature ranges. 
01-39 Tropical Lo temperate latitudes. Average temperatures 
are in the teens with highs near 25 degrees Fahrenheit (ave r
age 7 to IO C, high near 4 C). Alien will become very uncom
fortable at temperatures above 45-50 degrees Fahrenheit (7 to 
10 C). Heat will begin to take its toll at 60 degrees Fahrenheit 
( 16 C) or higher. Bonuses: +4 to save vs cold-based anacks or 
condition s, and does half damage if the roll to save fails. Add 
15 S.D.C. 
40-64 Cold, upper latitudes. Temperatures stay at or near 20 
degrees below zero (-29 C) most of the year. The alien begins 
to suffer heat effects at 30-40 degrees Fahrenheit (0 to 4 C). 
Aliens from these conditions must wear some fonn of light 
refrigeration suit to keep them comfortable in an Earth-like 
en vironment (see equipment sectio n for survival sui t informa
tion). Bonuses: Automatically takes half damage from any 
cold-based attack or conditions and is +6 to save from cold
based attacks. S.D.C. bonus is +25. 
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65-00 Arctic pole areas. Temperatures hover around 40 de
grees below zero (-40 C) most of the year but can drop much 
lower. Heat damage begins to affect the alien at 20 degrees 
Fahrenheit (-7 C). These aliens are impervious to even deadly 
cold, no damage, but they must wear heavy refrigeration suits 
to survive in Earth-like environments. Bonuses: +40 to 
S.D.C. 
Note: Any alien exposed to temperatures beyond his tolera
tion level will begin to suffer from exposu re which will 
slowly kill the character. ln game terms, it has the following 
effects: A penalty of minus two (-2) on P.S. and P.P., minus 
eight (-8) on S.D.C., and a reduction of speed by one-third 
( 1/3) is applied for every ten hours of exposure. These penal
ties are cumulative for each 10 hour period. After the S.D.C. 
is gone, damage continues to be done and hit points drop at 
the same rate. The alien is slowly dying and needs to be put 
into a refrigerated suit. and/or into freezing environment to 
change that. 

41-50 Tox ic Atmosphere: The alien's homeworld has an atmos
phere that is poisonous by Eanh standards. ft is either a 
chemica l soup of pollution, or made up of gases different than 
those found in Earth's atmosphere. As a result, the alien can
not breathe the air on Earth. He will have to wea r a breathing 
apparatus to survive here. The alien can also be from a planet 
with little or no atmosphere and doesn ' t need to breathe at all. 
However. the character will not have a sense of smell or taste. 
In e ither case, the alien is immune to the effects of gases, 
odors and many toxic airborne substances. but strong liquid 
poisons and acids will st ill harm him. 
Height: 6 feet plus I D6 inches ( 1.8 to 2.0 m). 
Weight: 180 plus 2D6 pounds (82 to 87 kg). 
S.D.C. Bonus: Add 2D4x I 0 

51-60 Vegeta tion World: The alien's home planet is a ferti le 
garden of greenery. The land masses are covered with im
mense growths of brush and huge plants. The trunks of giant 
vines are used as thoroughfares and massive trees are hol
lowed out for homes. The aliens spend much of their time 
climbing throu gh the dense foliage and may develop body 
parts to help them get around: roll on the following table: 
0 l-15 Prehensi le feet and tail. 
16-30 Prehensile tail only. 
31-50 Prehensile feet only. 
51-60 + I 0% on climb skill and +2 to roll with fall or impact. 
61-00 No special developments. 
Height: 5 feet plus I D4 feet ( 1.8 to 2.7 m). 
Weight: 150 lbs plus 2D LO lbs per extra foot (68 kg plus 0.9 
to 9.1 kg per extra 0.3 m). 
Spec ial Bonu s: Acroba tics: These aliens automatically have 
the acrobatics skill at+ I 0%. 
S.D.C. Bonus: Add IO S.D.C. 

61-70 Thermo Wor ld: This planet is the exact opposite of the 
frozen world. Temperatures will range from 95 degrees Fah r
en heit (35 C) to highs of nearly 300 degrees Fahrenheit ( 150 
C). The alien can come from a variety of areas on the planet 
with varying tempera tures. All al iens must wear enviro n
mental suits with a heating unit to survive in places other than 
the tropics or a desert. 

01-39 Cold, upper latitudes. Temperatures stay at or near 110 
Fahrenheit (43 C) most of the year. The alien begins to suffer 
co ld exposure at 75 degrees Fahrenheit (24 C). Bonuses: +4 



to save vs. heat attacks or environments. Subtract four points 
of damage from any heat-based attack.+ 15 S.D.C. 
40-64 Temperate, middle latitude s. Average temperatures are 
130 to 145 degrees Fahrenheit (54 to 63 C). The alien will be
come very uncomfortable at temperature s below I 00 degree s 
F (38 C) and will suffe r cold expo sure at 85 degrees Fahren 
heit (29 C). Aliens from these condition s must wear some 
form of wrvival suit 10 keep them alive and comfortable in an 
Earth-like envi ronme nt. Bonuses: Half damage from any 
heat-based attack or conditions. +25 S.D.C. 
65-00 Tropical, near the eq uator. Temperatures regularly 
reach 200 degrees Fahrenheit (93 C). The alien has a high tol
erance to heal and will freeze in the co ld environment of 
Earth - 99 degrees Fahrenheit (37 C) or colder. These aliens 
are impervious to even scalhing heat. They take no damage. 
but must wear an environmental suit to survive in an Earth 
like em ironment. with its wide range of temperatures. Bo
nuses: +40 to S.D.C. 

1 An alien exposed to temperatures beyond his toleration level 
will be adversely affected by those temperatures. Use lhe 
same deb1li1a1ing exposure penalties listed under the frozen 
planet. 
Height: 5 feet plus 4D6 inches ( l.6 to 2.1 m). 
Weight: 100 plus 2D6xl0 pounds (45 plus 2D6x4.5 kg). 

7 1-80 Twilight World: An ex tremely dark, night-like world, 
which makes lhe alien highly sensi tive to light and dark. 
While the al ien can see well in near total darkne ss. light more 
than 60 walls is considered bright, and a 100 watts or more is 
blinding. The alien must wea1 a protective photo -sensitive vi
sor. gogg les, or simi lar eye shields to see in daylight, olhe r
wise he is -8 to strike, parry, and dodge from being blind. 
Height: 4 feet plus I 04 feet ( 1.5 co 2.4 m). 
Weight: JOO plus 2D4xl0 pounds (45 plus 2D4x4.5 kg). 
S.D.C. Bonus: Add 10 S.D.C. 
Special Bonuses: Nightvision 600 feet ( I 83 m). Sen sitive 
hearing; about 20 decibels beyond lhe human range, +I on in
itiative. 

81-90 Aquatic world: The alien comes from a civilization that 
never lefl the ocea n to walk on dry land , or has returned to 
the water where they have nouri shed. These aliens do not 
have to be fish-like in appearance. They swim with 80% pro
ficiency with a speed equal to 2D4xl0 (running speed is typi
cally 70% slowe r). Aliens with aquatic for their appea rance 
are already assumed to come from an aquatic planet and may 
be allowed to re-roll their homeworld if this is lhe resu lt. 
Height: 6 feet plus 4D6 inches ( 1.8 to 2.4 m). 
Weight: 190 plus 4D6 pound s (86 plus 2D6 kg). 
P.S. Bonus: + I above water; + I D4 below water. Thi s is a 
one time bonus that remains constant each time they enter the 
water. 
S.D.C. Bonus: +IO above water and an addi tional +20 below. 
Other Bonuses : +2 to dodge underwater, can hold breath for 
1D6xJO minutes (or may have gills, and can only breathe air 
for ID6xl0 minutes). 

91-00 Abrasive Atmosphere: High, scathing winds or a corro
sive atmos phere is this alien' s natural environment. The being 
has developed a tough, thick skin or leathery plating like lhe 
Earth ·s rhinoceros. 
Height: 4 feet plus I 06 feet ( 1.5 to 3.0 m). 
Weight: 200 plus 4D6xl0 pounds (90 plus 4D6x4.5 kg). 
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A.R.: 12. This is a natural armor rating; results below 12 may 
hit, but they do no damage. 
S.D.C. Bonus: Add 3D6xl 0 S.D.C. 

Reason for Coming to Earth ----
01-19 Last of a race of people. Has come to Earth because: 

01-25 Eanh rem inds him of home . 
26-50 It's a nice place; he/she just likes this planet. 
51-75 To save mankind from itself. 
76-00 Crash-landed. stuck here with no hope to salvage 
spaceship. 

20-38 Crash-landed! Trapped on Earth, but will try to make the 
best of things; spaceship is destroyed. Feelings about Earth 
are: 
01-20 It's an unplea sant world filled with barbarians. 
21-40 It's a nice place; he/she likes it here. 
41-60 Reminds him of home. 
61-80 It 's okay. but a bit primitive for his taste. 
81-00 Undecided; has no place else to go. 

39-55 Outcast! A fugitive from his own world for political, so
cial. racial, religiou s or criminal reasons. There is a 01-50 % 
chance that the alien is being hunted/pursued by his persecu
tors, bounty hunters or the law. He/she has selec ted Earth as a 
new home becau se: 
01-20 It's more primitive and life should be easie r. 
21-40 To be free of his world's prejudice and/or persecution. 
41 -60 It 's a nice place and he/she likes it here. 
61-80 To hide from his people , who might seek him out for 
punishment or retribution. 
81-00 Lost , this seemed as good a planet as any to settJe on. 

56-70 Intergalactic Champion of Justice. The alien has come 
to protect Earth because: 
01-20 Ea.rth needs guidan ce and direction if it is to blossom 
into a productive member of the intergalactic commu nity. 
2 1 -40 It caught his eye and seemed like a worthy cause; likes 
Earth and its people. 
41-60 Chose Earth because he/she likes the planet and its 
people, but tends to be very paternal and overprotective about 
this adop ted world. 
61-80 Assig ned to Earth. Finds human s to be very interesting, 
but has not yet decided if he likes them or not. Tour of duty 
on Earth is at least 4D4 years. 
81-00 Assigned to Earth. Finds its people primitive. aggres
sive, unfriend ly, crude, and generally beneath him. The alien 
tends to be rude, arrogan t, and condescendi ng toward most 
"inferio r" humans, but he does his job the best he can 
(whelhe r the people want his help or not). Assigned for 4D4 
years. 

71-85 Glory hound who chose Earth to get fame and fortune. 
Since Earth is a bit more primitive than the alien's home 
world, it seemed like an ideal and easy opport unity. While the 
alien views Earth as " inferior ," it does not mean he dislikes 
Earth. On the contrary , he likes it very much. It 's just that he 
and his world are superior. This characte r is friendly, sincere, 
and gung-ho, but also a condesce nding, arrogant braggart and 
show-o ff. 

86-00 Came to study Earth and could n 't help getting emot ion
ally involved. The alien likes the people of Earth very much, 
and strives to become a champion. protector or mentor to its 
people. 



Familiarity with Earth 
01-20 No familiarity with Earth 's culture, science, or laws. 

However. he can understand, speak, and write one Earth lan
guage quite well; 80% skill proficiency (a quick study ). The 
GM can also allow a universal language translator at 88% 
proficiency. 

21-60 Some Familiarity with Earth, its major nations , cultures, 
and laws. Can speak , read, and write three or four Earth lan
guage~ at 90% skill proficiency . 

61-00 Has studied Earth extensively and is as knowledgeable 
about the planet as a well-infonned native human. The alien 
can speak, read, and write five or six different Earth lan
guages fluently (98% skill proficiency). 

Money 
The alien visitors with NO familiarity with Earth are likely to 

have equiva lent money in preciou s metals or stones. Those who 
have some familiarity with Earth may have half in real Earth 
cufrency (acquired from a previous visit). While those who have 
studied Earth extensively may actually have a variety of com
mon Earth currency. Roll percentile dice to determine the 
amount of ··money'' availab le to the alien: 

01-14 2D4x $ l ,000 
15-29 3D6x$ l ,OOO 
30-44 4D6x$ 1.000 
45-59 5D6x$ I ,000 
60-74 6D6x$ 1,000 
75-88 2D4x$5,000 
89-00 2D6x$ 10,000 

Aliens may also sell or trade a weapon , alien artifact, infor
mation , technology or service to acquire Earth currency. How
ever, whether they get a fair price or exchange will depend on 
who they are deali ng with and how desperate a situation they 
may be in. Such trades or sales can be with Earth co rporation s, 
individuals. scientists, a gove rnment, criminal organization, su
per hero(es) or super villain(s). 

Random Equipment ---

Earth Clothes/D isguise s 
01-40 None 
41-60 Several suits of acceptable fashion (from name brand ten

nis shoes to designer jeans ). 
61-74 Several suits of everyday apparel (generic labels). 
75-00 Severa l suits of old or outdated clothes (work clothes or 

fad clothes from a past decade ). 

Special Alien Weapons 
There are now two tables for special weapons. One is for 

high-tech ranged weapons, and the other is for special melee 
weapons. The player should choose which table he/she wishes to 
roll on for his character's special weapon. Roll on only one of 
the tables. 

Special ·Ranged Weapons 
01-08 Laser Rifle: Range: 1400 feet (427 m), damage 60 6, 20 

shot energy clip. 
09-16 Laser Pistol: Range: 200 feet (61 m), damage 4D6, 12 

sho t energy clip. 
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17-24 Stun Pistol: Range: 135 feet (4 1 m). Damag e co nervous 
system dazes victim: -8 to strike , parry , dodge, no initiative, 
and reduce attacks per melee by half. Duration: I D4 melees. 
LO shot energy clip. 

25-32 Ion Blaster (Pistol or Rod): Range: 100 feet (30.5 m), 
damage 5D6, 20 shot energy clip. 

33-40 Alien Submachine Gun: Range: 600 feet ( 183 m). Dam
age 4D6, 30 round magazine. 

41-48 Mini-Lase r: SmaJI rod the size of a flashlight. Range: 80 
feet (24.4 m). Damage 2D6. 8 shot energy clip. 

49-56 Sonic Blaster: The sonic blaster generates shock blasts. 
The vibrations that cause the damage tend to jolt someone, 
eve n when they impact against body armor. On a roll below 
the armor rating , a sonic blas ter does half dama ge to the ar
mor. Half of any sonic damage carr ies through the armor and 
hits the person inside. Range: 65 feet (20 m), damage 3D6, 
20 shot energy clip. 

57-64 Sonic Disrupter: Similar to the stun gun, these weapons 
cause disorientation and loss of consciousness by using high 
frequency sound. Range: I 50 feet ( 46 m). Physica l damage is 
only one ( I) point, but there is a chance that a person shot by 
the blast is rendered unconscious for I 04 melee rounds (vic
tims must roll a 14 or higher to save, P.E. bonus applicable; 
+4 to save if wearing protective armor), otherwise they lose 
one me lee action and is -4 to strike, parry and dodge. IO shot 
energy clip. 

65-71 Microwave Gun: Thi s can be either a pistol (l-60%) or 
rifle (6 1-00%) . The ene rgy from these weapons concentrate 
within a target as they pass through it and generate heat. The 
nature of the energy is such that it penetrates/bypas ses all 
forms or natural body armor, Kevlar , ceramic, plastic. and 
other types of armor which are not made of metal. Micro
waves are reflected by all types of metal , including material 
as frail as tin foil. Range: pistol: 120 feet (36 m), rifle: 1000 
feet (305 m). Damage: pistol: 206, rifle: 3D6. 15 shot energy 
clip for pistols and 20 shot for rifles. 

72-80 Energy Weapon of player 's choice. This is an advanced 
projectile weapon that fires beams of energy instead of slugs 
or shafts. It can be anything from an energy bow to laser 
shuriken s as described elsewhere in this book . 

81-85 Mini-Smoke Grenades: The size of a golf ball. Throwin g 
range: 90 feet (27 m). Damage: smoke covers a 20x20 foot 
area (6. I m x 6.1 m). People inside the smoke cloud are -8 to 
srrike, parry and dodge. The character has 2D6+2 smoke gre
nades. 

86-90 Mini-Energy Wrist Blasters or Gauntlets: This weapon 
is typica lly a high intensity laser or ion blaster. Range: 200 
feet (61 m). Damage: 3D6 per single blast, 6D6 per double 
blast (both ann s are pointed at the same target and fired si
multaneou sly; counts as one attack). Payload: 20 blasts each 
per hour; self-regene rating. 

91-95 Mini-Explosive Grenades: The size of a go lf ball. 
Range: 90 feet (27 m). Damage: lD4xJO. Effective casualty 
radius is 12 feet (3.7 m). The character has 2D4+2 grenades. 

96-00 Plasma Ejector or Particle Beam Rifle: An ove r-sized 
rifle or bazooka -type weapon that fires devastating blasts of 
energy. Range: 1200 feet (366 m). Damage: 6D6+20. 10 shot 
energy clip. 



Additional Ammunition 
Energy clips and magazines: I D6. Recharging on Earth 

costs $5,000 a clip if a proper facility can be found (some thing 
can usually be jury-rigged). In a space campaign, recharging 
only cos ts I 00 10 200 credi ts and facilities are readily available. 

Grenades: 2D6. Special grenades like these cost 10 to 20 
times their normal cost on Earth, and someone to make them 
must still be found (demolition s roll at 35% to make them). In 
space, they can be found as easily as normal grenades on Earth 
and cost the same. IO to 30 credits eac h. 

Special Melee Weapons 
The term "melee'' weapon refers 10 ancient sry les of weapons 

such as knives, swords, axes. spears, clubs, staves, and similar. 
All spedaf melee weapons are single-ha nded weapons. The use 
of two handl> add& +2 10 the damage plus any P.S. bonus. 

Vibro weapon), have their damaging edge surrounded by a 
hfgh-frequency field that greatly increases their damage capacity 
(in Rifts they inflict equivalent mega-damage). 

Energy weapons are hilts, shafts or rods with ene rgy field 
generators that form their blades from concent rated light or other 
damagmg energie~ tin Rifts they inflict equivalent mega-dam
age). 

Kisentite weapons are forged from a dense meteorite metal 
that has an amazing hardness. and keeps a sharp edge when 
made into a blade. These blades are a deep blue/black color (in 
Rifts they inflict M.D. that is equal to one-third the S.D.C. dam
age listed here; i.e. 3D6 = ID6 M.D. , 2D6 = !04 M.D., and so 
on). 

01-10 Vibro-Swo rd: A sta ndard-looking long swo rd. The gen
erator i:, in the handle. Average length : 3 feet (0.9 m). Aver
age weight: 4.2 pounds ( 1.9 kg). Typical Damage: 4D6. 

11-20 Energy Axe: This large. axe -shaped weapon has no blade 
until the power is turned on and the laser blade springs forth. 
Average length: 2.5 10 2.75 feet (.8 m). Average weight: 2.3 
to 2.8 pounds ( 1.0 to 1.3 kg). Damage: 5D6. 

21-30 Vibro-Axe: A standard axe with a handle generator like 
the sword. Average length: 2.25 feel (0.7 m). Average 
weight: 4.5 pounds (2.0 kg). Damage: 3D6. 

31-39 Kisentite Sword: Typically a long, slim. blade anchored 
in an elaborately etched hilt and cross guard. Average length: 
3 feet (0. 9 111). Average weight: 3.5 pounds ( 1.6 kg). Damage: 

2D6+3. 
40-46 Kisentite Axe: A finely crafted and deco rated double 

headed weapon. Average length: 2.75 feet (0.8 111). Average 
weight: 4.6 pounds (2.J kg). Damage: 3D6. 

47-55 Energy Knife: A glowing blade spring s from the small 
handle generator of the knife. Average length: 0.75 feet (0.2 
m). Average weight: 0.5 pounds (0.23 kg). Damage: 3D6. 

56-66 Vibro-Kn ife: Same as the sword and axe. Average 
length: 12 inches (30 cm). Average weight: 1 pound (0.45 
kg). Damage: 2D6+ I. 

67-75 Kisentite Knife: A broad. double-edged blade nestled in a 
wide. ornate cross g uard and hilt. Average length: 1.5 feet 
(0.45 m). Average weight: I pound (0.45 kg). Damage: 2D4. 

76-88 Energy or Vibro-Clubs: A clubbing weapon surrounded 
by either an energy or high-frequency field for increa~ed 
damage. Average length: 2.25 feet (0.8 m). Average weight: 
3 pound~ ( 1.4 kg). Damage: 3D6. 
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89-94 Neuro or Stun Clubs: Special energy clubs that overload 
the nervous system to daze the victim. Average length: 2.5 
feet (0.8 m). Average weight 2. 7 pounds ( 1.2 kg). Damage: 
I D6 S.D .C. plus it stuns the victim who is now at 4 to strike, 
parry, and dodge. reduce spee d by half and has no initiative 
for 2D4 melees. 

95-00 Energy Sword : A long ( 12 inches/30 cm) hilt, with or 
without cross guard, hold s the powerful ene rgy generator for 
th is weapon. The balance and length of the sword give it + l 
to strike and parry. Average length: 3.5 feet (I.I m). Average 
weight: 1.5 pound s (0.7 kg). Damage: 5D6. 

Weapon Notes: Anyone who successfully parries one of 
these special weapons with a conventiona l one will have that 
normal weapon suffer minor damage. If a long sword is used to 
parry an energy sword, the laser beam will scorch and pit the 
metal of the sword. Only a kisentite or magic weapon can parry 
a vibro or energy weapon and not suffer some sort of damage. 
Physical Strength bonuse s are added to the damage done by me
lee weapons. 

See page 39 of Heroes Unlimited for conventional S.D.C. 
Earth weapons. Also see the Compendium of Contemporary 
Weapons for over 400 different weapons, including pistols, ri
ne s. machineguns, bazookas, laws, and mortars, plus hand gre
nades, scopes. riot control items. body armor, and a se lection of 
tanks. arn,ored cars. optional hit location tables and rules for 

shock and blood loss. 

Special Vehicles 
01-08 One-Man Fan Jet: A small aircraft with a single seat. A 

pa~senger may sit in the pilot's lap, but all pilot rolls are 
made at I 0% and he suffer s a penalty of -2 on initiative. Can 
fly as low as 20 feet (6. 1 m) above the ground. Maximum 
speed: 300 mph (480 kmph). S.D.C.: 275. Range: 500 miles 
(800 km) before needing to refuel. The alien must have the 
piloting ski ll: airplane 10 fly this craft. 

09-15 One-Ma n Hover Car: Maximum speed : 200 mph (321.8 
kmph). S.D.C. 180. Hovers 3 10 l2 feet (.9 to 3.65 m) above 
the ground. The piloting skill of automob ile - 10%. or pilot 
hover vehicle must be known to the driver. 

16-24 Two-Man Hover Car: Maximum speed : 200 mp h (32 1 
kmph) . S.D.C.: 240. Hovers 3 10 I 2 feet (0.9 to 3.65 m) above 
the ground. The piloting skill of automobile • I 0%, or pilot 
hover vehicle must be known 10 the driver. 

25-33 Hover Cy cle: Can be a two- or four-person model. Maxi
mum speed: 160 mph (256 kmph ). S.D.C.: 150. Hovers 3 to 
20 feet (0.9 10 6.1 m) above the ground. The piloting skill of 
motorcycle - 15%, or pilot hover cycle must be known to the 
driver. 

34-42 Micro-Jet Hover Boots: A pair of rigid boo ts similar to 
ski boots with severa l small thru sters. Maximum speed: 65 
mph ( I 05 kmph) and is + I to dodge while airborne. S.D.C.: 
50. Maximum altitude is 600 feet ( 183 m) . The character 
must have the jet pack piloting ski 11. 

43-50 Hover Platform: A round or square platforn1 4x4 feet 
( l.2 x 1.2 m) in diameter. that comfortably supports two peo
ple (can hold up io four). Maximum speed: 90 mph ( 145 
kmph). S.D.C.: 130. Hovers 3 to 300 feet (0.9 to 91 m) above 
the gro und. The character must have the pilo t hover vehicle 

skill. 



51-60 Detachable Jet Pack: Straps onto the person 's back. 
Maximum speed: 90 mph (145 kmph) and is +2 to dodge 
while airborne. S.D.C.: 80. Maximum altirude is 600 feet 
( 183 m) above the ground. The character must have the jet 
pack piloting skill. 

61-68 Antigrav ity Disk: Can attach to feet, back. or chest. Ma
neuvered by simple hand controls. or a voice-activated com
puter. They are about the size of a dinner plate. Maximum 
speed: 160 mph (256 kmph). S.D.C.: 40 per disk. Maximum 
altitude is unlimited and can carry the character into outer 
space. Maximum weight allowance: IOOO pounds (450 kg). 

69-77 Antigravity Ring or Medal lion: Creates an antigravity 
field around the wearer. Maximum speed: I 00 mph ( 160 
kmph). S.D.C.: 8. Maximum altitude is unlimited and can 
carry the character into outer space. Maximum weight allow
ance: 500 pound s (225 kgs). 

78-87 A.T.V. Hove r Vehicle : Large sedan-styled hover vehicle 
that can hold five passengers and the pilot comfortably. 
Maximum speed: 180 mph (288 kmph}. S.D.C.: 440. Hovers 
3 to 12 feet (0.9 to 3.65 m) above the ground. Space and un
derwater flight is also possible , but the vehicle cannot fly into 
space under its own power. 

88-95 Antigravity Suit.: A c lose-fitting body suit that creates an 
antigravity field around the wearer. Maximum speed: 300 
mph (482 kmph). S.D.C.: 45. (provides no A.R. and minimal 
armor protection). Maximum altitude is unlimited and can 
carry the characte r into outer space. Maximum weight allow
ance: 500 pounds (225 kgs). 
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96-00 One-Man Gyro-copter (VTOL): A i.mall. single seat ro
torcraft. There is usually no canopy. just a seat. motor. land
ing gear. and tail. Maximum speed: I 80 mph (290 kmph): 
cruising speed: 145 mph ( I 33 kmph) and is + 1 to dodge. 
S.D.C.: 300. 

Optional Alien 
Generation Tables 

There are over 80 spec ific alien races presented in this book 
for the Game Master' s and player charac ters easy use. The fol
lowing Alien Generation Tabl es provide randomly genera ted 
quick-roll villains, non-playe r characters or player characters. 
For random purposes. simply follow the steps given in this sec
tion. This generation sys tem cuts out many of the steps and dice 
roll s of the original and expanded generation systems. 

These tables are optional and are presented to help speed up 
the creation of characters and non-pla yer characters. At the 
Game Master 's discretion, players can simply pick the race they 
wish to play. Each specific race has a general description else
where in this sourcebook. 

STEP ONE: Determination of Alien Race 
This first step replaces nearly all of the eight steps of the 

original character generation sys tem. The number of dice rolled 
for the eight attributes, S.D.C.. appearance. physiological modi
fications, familiarit y with Earth. special weapons, special vehi
cles. and alignment suggestions are all found under the speci fic 
alien descriptions in the Catalog of Aliens sect ion. Roll on the 
tables below. then find the appropriate race by name. 

Many of the specific alien races roll more than three dice to 

determine some of their attributes. This is a result of their physi
ology, special powers , appearance and homeworld environment. 
Any attribute roll with a result of 16. 17, or 18 gets the standard 
bonus die added to it, but results of 19 or higher do not get a bo
nus die roll added to them. 

01-70 Roll on Table A 

71-00 Roll on Table B 

TABLE A 
01-02 Trogolo (Ape, frozen world) 
03-04 Timneh (Avian, thermal wor ld) 
05-06 Vulpe s (Canine. high radiation) 
07-08 Hatha (Human -like, thermal world ) 
09-10 Altaica (Feline, U1ermal world) 
11-12 Kisent (Vegetation. thermal world) 
13-14 Xippus (Insect. twilight world) 
15- 16 Da raka (Humanoid, high radiation ) 
17-19 Aurovax (Reptile. high radiation) 
20-22 Chiana (Vegetation , twilight world ) 
23-24 Baccarus (Rep tile, them1al world) 
25-27 Felias (Fe line, twilighc world) 
28-30 Pyralis CTnsect, frozen world) 
3 1-32 Silison (Human-like, high radiation ) 
33-34 Thro po (Ape. high radiation) 
35-36 Thresk (Avian, twilight world) 



37-38 Wulf (Canine, twilight world) 
39-40 Lupis (Canine, frozen world) 
41-42 Caecil (Amph ibian, high radiation) 
43-44 Cheiron (Aqua tic, thennal world) 
45-46 Arismal (Human -like, twilight world) 
47-48 Lachinelia (Vegeta tion, high radiation) 
49-51 Giris (Feline, frozen world) 
52-54 Kassa (Humanoid, twilight world) 
55-56 Panthera (Feline. high radiation) 
57-58 Toyoc (Canine. thennal world) 
59-61 Lixila (lnsect. thennal world) 
62-64 Errasa (Aquatic. twilight world) 
65-66 lnnen si (Aquatic. high radiation) 
67-68 Deuryca (Amphibian, thermal world) 
69-70 Klikita (Human-like, frozen world ) 
71-72 Sorinam (Amphibian , frozen world) 
73-74 Aluta (Humanoid, frozen world) 
75-76 Tagon ica (Avian. frozen world) 
77E79 Photin (fnsect, high radiation ) 
80-82 Dytee (Ape, thennal world) 
83-85 Erritima (Reptile. frozen world) 
86-88 Mantella (Amphibian, twilight world) 
89-90 Erythro (Vegetation , frozen world) 
91-92 Thissera (Reptile, twilight world) 
93-94 Tinali s (Aquatic. frozen world) 
95-96 Gallopa (Avia n, high radiation) 
97-98 Maeus (Ape, twilight world) 
99-00 Shissa (Humanoid. thennal world) 

TABLEB 
01-02 Arreri (Humanoid. abrasive atmosphere) 
03-04 Basanite (Mineral , high radiation ) 
05-06 Concol (Feline. low gravity) 
07-08 Narerreri (Aquatic, abrasive atmosphere) 
09-10 Liru. (Feline, high gravity) 
11- 12 Capuci tApe , high gravity) 
13-14 Dergin (Canine, abrasive atmosphere) 
15-16 Raldeme (Mineral, low gravity) 
17-18 Salvelins (Aquatic. high gravity) 
19-20 Re logo (Insect. low gravity) 
21-22 Struthio (Avian, high gravity ) 
23-25 Sprekalia (Vegetation , abrasive atmos phere) 
26-28 Xenopus (Amp hibian , abrasive atmosphere) 
29-32 Naiden (Human-like, high gravity) 
33-35 Liconia (Mineral , thennal world) 
36-38 Tedeschia (Vege tation, low gravity) 
39-40 Jenjora (Reptile, high gravity) 
41-43 St0an (Mineral. high gravity) 
44-47 Manarr (Human-like. low gravi ty) 
48-50 Cebus (Ape, low gravity) 
51-52 Elecian (Avia n, low gravity) 
53-54 Salar (Aquatic. low gravity) 
55-56 Lassinike (Mineral, frozen world) 
57-59 Axolotl (Amphibian, low gravity) 
60-62 Canis (Canine, low gravity) 
63-65 Titon (Humanoid, low gravity) 
66-68 Camlea (Vegetation, high gravity) 
69 -71 Nithia (Reptile, abrasive atmosphere) 
72-74 Pume (Feline , abrasive atmosphere) 
75-76 Danaus (Insect, high gravity) 
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77-78 Rotharr (Human-like, abrasive atmosphere ) 
79-8 I Qua-Trau (Reptile, low gravity) 
82-84 Micean (Mineral. twilight world) 
85-86 Swip (Humanoid, high gravity) 
87-89 Cameroon (Amphibian, high gravity) 
90-92 Anubio (Ape, abrasive atmosphere) 
93-94 Mantis (Lnsect, abrasive atmosp here) 
95-96 Fredulians (Mineral, abrasive atmosphere) 
97-98 Gymoy (Avian, abrasive atmosphere) 
99-00 Latran (Canine, high gravity) 

STEP TWO: Determining Super Abilities 
The alien descriptions mention the more prominent types of 

super abilities exhibited by that race. ln general, most of the Su
per Power Categories as found in Heroes Unlimited are avail
able to an alien race, unless spec ifically stated otherwise. 
Whether a character can posses s powers not norma lly available 
to that race is up 10 the Game Master. The power category of a 
character may be picked from those stated in the alien descrip
tion or the player can roll on the Determinin g Super Abilities ta
ble under Step Three of the Revised Character Generation 
Sectio n. 

STEP THREE: Determining Education and Skills 
Players and Game Masters can make a choice here based on 

the suggestions given in each alien entry, or they can roll on the 
Determining Education & Skills table under Step Four in the Re
vised Characte r Genera tion section. 

STEP FOUR: Reasons for Coming to Earth 
These remain unchanged; roll as usual on the tab le above. 

Other Stuff 

Weapons and Armor: Specific alien races will indicate the 
general types of weapon, annor and equipment common to that 
race or type character. The equipment, weapons. and armor men
tioned in each entry are the usual issue or preferred types com
mon to that race or frequently used for field duty. The G.M. can 
give the characte r the full range of items, selections from typical 
equipment or add conve ntion al or com mon items to it. If a spe
cial protective suit is needed, the alien will have one suit and a 
sing le spare. 

Structura l Damage Capacity (S.D.C.): The base S.D.C. for 
each of the 80+ aliens described will include the typical S.D.C., 
appearance and physiological bonuses. 

The typical alignment or al ignment range are provided to 
help players and Game Masters better understand the motiva
tions and outlooks of the featured aliens. Game Masters can use 
them as guidelines, but should always keep in mind that every 
soc iety is composed of individuals and they will exhibit any and 
all of the alignments unless they are robots. There are rogues, 
traitors and villains among all people - hence the never ending 
battle of good versus evil. 



New Rules and Abilities by Super Power Category 

Bionics 
Note: Available to humans unless stated otherwise. 

Bio-Comp self-monitoring system: Nano-implanis tied into a 
tiny compu ter system monitor, measu re and transm it funda
mental physiologic information about the person it is im
planted in. The data is typically displayed on a wristwatch or 
bracelet style monitor. but can also be displayed and recorded 
on a computer. portable bio-scan or portable laboratory via a 
fingerjack or headjack. 

Data includes pulse rate, blood pressure. body tempera
ture. blood sugar level , respiratory rate, breathing difficultie s, 
and the presence of foreign element s in the bloodstream (indi
cating the presence of drugs or poison). Cost: $15,000 for ali
ens. Thb technology is not currently available to humans . 
Any experimental prototypes will cost a human 3D4x100,000 
dollars. 

Energy Melee Weapons: Vibro-blades and energy versions of 
melee weapons are available as retrac1able or concealed 
weapons. A single swo rd-like vibro-blade will do 2D6 dam
age, a pair of double claw blades do 4D6 damage and 6D6 for 
triple blades! 

A smgle sword like energy blade will do 3D6 damage. a 
pair of double claw blades 6D6 damage and ID6xl0 for tri
ple blade~. bu1 an energy hip or backpack is required to 
power the weapon. The generator pack has 55 S.D.C. and at
tackers must make a called shot at -3 to strike to hit it. If the 
pack is destroyed, the claws do ordinary damage. Cost: 
$100,000 for aliens. This techno logy is not currently avail 
able to humans. Any experimental prototypes will cost a hu
man 2D4xl00.000 dollars. 

Extendible Hydraulic Hands/Arm: Typically only one limb 
will have an extendible. hydraulic hand. The control mecha
ni!..m can be designed to respond to mental or verbal com
mands with 1he speed and flexibility of a normal am1. The 
arm's reach is typically increased by three 10 six feet (0.9 to 
1.8 m). The extendible hand/arm enables the charac ter to 
reach into narrow places like storm drain~, ventilator shafts, 
and so on, as well as places normally out of reach, like a high 
shelf or window ledge. A typical arm has a P.S. of 10 to 20. 
Cost: $150.000. 

Finger Camera: A tiny still camera fits inside the tip of one fin
ger. The camera shoots 48 photos on microfilm. and is de
signed to automatically adjust for low or high light exposures. 
Cost: $1200. 

Gill-to-Lung Switching Mechanism: Aquatic aliens do not 
have to get rid of their giJls LO breathe air, they can get bionic 
lung implants. This imp lant allows a water-breathing alien to 
switc h back and forth between the two types of respira tion for 
unrestricted activity both above and be low the water. Cost: 
$ 125.000. 

Gills: An alien with lungs can have gills implanted in order to 
breathe underwater without an air tank. This allows for ex
tended activities underwater. Bionic gills will be implanted in 
the neck or between the ribs. Note that the latter position for 
gills will prohibit the use of chest armor or cloth ing when 
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breathing underwater. The gills need an unrestricted passage 
of water to breathe. Cost: $500,000 and includes a gill-to
lung switching mechanism. 

lot ernal Comp-Calculator: A tiny computerized calculator 
connected to a head or ear implant or artificial eye. The com
puter respond s to spoken, radio or computer transmitted 
mathematical equations. The answer is transm itted to the 
character in I D4 seconds. depending on the complexity of the 
equation. Cost: Basic math (addition, subtraction. multiplica
tion. division and fractions at 98%): $10,000; advanced math 
(algebra, geometry, and calculus at 96%): $ I 5,000. 

Language Translator: This built-in computer system can rec
ognize and monitor up to three different voices and two dif
ferent languages or dialects. Level of accuracy is 98.7% for 
known languages (i.e. al iens who have studied Eanh). but 
only 30% for a completely unknown language. The translator 
can be programmed with a total of 16 differen t languages . 
The re is a three second delay/pause between the time of the 
spoken word and the translation. Cost: $ I 5,000 for aliens. 
This technology is not currently avajlable to humans. Any ex
perimental prototypes will cost a human 3O4x100,000 dol
lars. 

Palm Laser Torch: An '"immediate'' range laser torch built into 
the base of the palm and wrist of cyborgs (or robots ). The de
vice has the very short range of one foot (0.3 m), because it is 
intended as a high intensity laser torch tool to cut through ar
mor, locks. and 01her tough materials. It can also be used for 
soldering metal and sealing bulkheads. It inflicts 3D6 damage 
per single blast or 606 per double blast (both hands com
bined). Range: One foot (0.3 m). Payload: Effectively unlim
ited; most tap into the cyborg's energy system. Cost: 
$300,000 

Psionic Electro-Magnetic Dampers: Brain implant s that distort 
and fog telepathic and other psion ic probes. Psychic oppo
nents find it difficu lt to read the thoughts and emotions of 
characters with the psionic dampers . Bonuse s: + I 10 save vs 
al l psionic anacks, +2 to save vs possession, and + I 10 save 
vs magic illusions and mind control. Cost: $350,000 for ali
ens. This technology is not currently available to humans. 
Any experimental prototypes will cost a human 3D6 million 
do llars. 

Th ird eye: This is a cybernetic eye that is implanted either 
above a rea l eye or in the center of the forehead. The me
chanical eye can have any of the avai lable bionic eye optics 
or weapons. Cost: $150,000. Penalty: Reduce the character's 
beauty by 20%. 

Other Options: See the equipment section in this book for other 
handheld weapons, body armor and equipment that can also 
be used by bionic characters. 

Experiments--- ----- -- -
At iens who fall under the experiment power category roll for 

permane nt side effects like humans . unless stated otherwise. 
Only a few races have taken their experimental programs be-



yond the hit and miss stage and can consistent ly induce the de
sired super abilitie s without side effects (or with only one or two 
consistent side effec ts rather than a random plethora of side ef
fects). It up to the G.M. or the specific alien description as to 
whether or not there are side effect s. 

Magic------------
The magic system remains unchang ed for aliens. The follow

ing new c;pells are availab le to aliens and human s alike. 

Alphabetical List of New Spells 
Breathable Air 
Cold Wall 
Create Gravity Well (3) 

Energy Fist (2) 

Ice Blast 
Magic Armor 

Re1ist Cold 
Resist Fire 

Note: Some of the more powerful spe lls require more time 
and study. If one of these is selected. it will coun t as 2 or 3 spe lls 
(indicated m parentheses above) and will limit the total number 
of spell!) known. 

Breathable Air 
Range: Self or othe rs by touch. 
Duration: One hour per level of experie nce. 
Saving Throw: None 

ote: Can be cast on se lf or others. 

This spe ll will allow an alien from a toxic atmosphere or un
derwater lO breathe in an atmosphere that is nom1ally harmful or 
unbreathab le. The magic of the spell does not cance l nom1al 
breathing systems. but magica lly turn s the air into something 
breathable. The aqua tic alien can return to his nonnal atmos
phere at any time without difficulty. Likewise. the spell will 
magically tum any atmosp here into breathable air. eve n those 
~uddenly polluted by toxin s or gases. 

Cold Wall 
Range: 90 feet (29 m) 
Duration: 10 melees per leve l. 
Saving Throw: None 

The spell will create a stati onary wave of freezi ng cold that is 
10 feet high by 15 feet long by 5 feet deep (3 .0x4.5xl.5 m) per 
each level of the cas ter. Anyone who tou ches or moves through 
the wall takes 406 points of damage for eac h five feet ( 1.5 m) of 
depth (Alien~ from thermal worlds take ID4XI0 damag e) . Ob
ject~ within the area of affect will begin 10 freeze. 

Create Gravity Well 
Range: Half a mile (0.8 km ) per leve l 
Duration: Lasts one melee per leve l of the caster. or until used . 
Saving Throw: None 
Note: Counts as three spe ll se lec tions. 

This powerf ul spe ll is used fo r advanced spac e travel. It can 
either create a temporary. artifi c ial gravit y well (that functions 
jus t like a real one for point-to-point travel ). open an exi sting 
well. or ac tivate a gatewa y structure. The Space Trave l sec tion 
has more details on point-Lo-point and gateway sys tems. Using 
this spe ll has some limitation s. though. An activated gateway o r 
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exi sting gravit y well function s nonnally, but a magic-made well 
is only large enough to allow passage of a ship weighing 50 tons 
(45 metri c tons) per level o f the caster, or less. Secondly, the 
chance of emerging throu gh the desired gravity well is based on 
the same chance of success as the Teleport spell (See page I 00 
of Heroes Unlimited for the table). 

Energy Fist 
Range: Self 
Duration: 4 mele es/o ne minut e per level of experience. 
Saving Throw: Dodge or parry with weapon. 
Note: Co unt s as two !>pell se lections. 

The spe ll c reates a glowing energy field around the hand /fist 
of the spel l ca~ter, turning his fist into a powerful energy 
weapon. Punches inflict 3 D6 damage (3D6 M.D. if used in 
Rifts. cos ts 20 P.P.E. and is considered a 7th level spell). The 
energy fist can be used to grab or parry vibro-b lades . energy 
weapons, objec ts that are on lire, live electrical cables, magic 
naming swo rds and even energy blasts without suffering damage 
(-4 lo parry energy blasts because they are extremely fast)! Char
acters who try to parry or hold the energy fist with their unpro
tected hand s will suffer I 06 damage. even if their parry is 
successfu l. 

The spe ll affects o nly one hand. To tum both hand s (or more 
for some aliens) into an energy list requir es a seco nd spell LO be 
cas t. Also note that while the energy sheathed hand s may be in
vu lnera ble to energy. the rest of the characte r's body is not, so 
caution is wise. A laser blast or lightning bolt that hits the upper 
arm. leg. chest or head inflicts full damage. 

Ice Blast 
Range: 90 feet (27 m) 

Duration : Instant 
Savi ng Throw: Dod ge 

A co ne-s haped blast of intense co ld beginning with the caster 
and cover~ a range out to 90 feet (27 m). Lt is 5 feet ( I .5 m) at 
the base of the co ne when it strikes the target. and it inflict s I D6 
points of dama ge per level of the caster (double damage against 
aliens from the m1al worlds). A dodge roll mus t be made to avoid 
damage from the co ne. but the victim mu st know it is coming 
and must roll an 18 or higher.ju st as with a fireball. 

Magic Armor 
Range: Self 
Duration: 5 me lees per leve l of the cas ter 
Saving Throw: None 

Thi s spell is presemed because players have asked for a 
"c heape r"' magica l armor spe ll. The spell is similar to the Annor 
of lthan spe ll exce pt it offers less protection: A.R. 13, S.D.C . 

110. 

Resist Cold 
Range: Self or others by touch 
Duration: IO mele es per leve l 
Savi ng Throw: None 
Note: Can be cas t on self or others. 

Thi s spell provid es protection from co ld. Thu s. it can be used 
by alien s from a 1he m1al world to move about without an envi
ronmental suit in tem pera tures below their tolerance level. Fur
thennore. cold and cold-base d magic doe s half damage. 



Resist Fire and Heat 
Range: Self or others 
Duration : 20 melees per level 
Sav ing Throw : None 
Note: Can be cast on self or others. 

Thi~ spell is the same resist fire except that it also includes 
prmection from heat. Thus, it can be used by aliens from a fro
zen world to move about without an environmemal suit in tem
peratures above their tolerance level. Funhermore, fire does half 
damage. 

Mutants --------- - --
Alien planet~ can have mutant life fonns similar Lo those on 

Eanh. Use the tables found in the Mutant section of Heroes Un
limited to create alien mutants. 

Due to the animal appearance of many of the aliens in the 
Catalog of Aliens. intelligent mutant animals will fit in perfectly. 
Tlile Teenage Mutant inja Turtles game and its supplements 
are amazingly compatible with the alien setting. especially for 
space campaigns. Mutant animals and other mutants can be the 
product of experiments in genetic engineering, environmen tal 
conditions, space anomalies or magic. They can be free citizens. 
second-clas~ citizens or slaves. Just use the old imagination. 

Physical Training ---- --- -
Aliens. like Eanhlings. can elect to build their bodies through 

physical training. The only difference is the creature ·s physical 
attributes. and other physiological and environmental differences 
which may provide bonuses or penalties. 

Psionics ------ - ----- --
n1e following psi-powers can be added to those found in He

roes Unlimited , page 128. 

Electrokinesis (major power) 
Range: Special 
Dura tion: Special 
I.S.P.: Special 
Saving Throw: A-,, Dodge Only 

Electrokinesis is the ability to mentally control and generate 
electricity. 

Electr ical Resis tance: The psionic character can mentally 
make his body extremely resistant to electricity. The character 
takes no damage from electrical currents up to 60,000 volts. Cur
rents of greater voltage, lightning, magical electricity, and elec
tricity generated by super abilities inflict half damage. Range: 
Self. Duration: 3 minutes per level of experience. I.S.P.: 4. 

Electrica l Discharge: The psionic also has impressive elec
trical generating abilities. The character can create a strong static 
jolt (mostly to surprise someone) or generate a field of static. 
Both of these can either be a small annoyance (hair standing on 
end) or they can be more powerful and damaging ( I D6 damage 
per melee round). The field covers a 6 foot ( 1.8 m) area per level 
of experience. There is no save except to dodge the jolt or leave 
the field once it is created. Range: Touch or within field. Dura
tion: Instant. I.S.P.: 2 per discharge or 2 per melee for the field. 
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Electric Bolt: The most powerful of the psionic·s electrical 
discharge powers is the electric bolt. Range: 90 feet ('27 m). Du-

ration: Instant. l. S.P.: 6. Damag e: 4D6. Bonuses: +2 to strike. 
Sav ing Throw: Dodge. Attacks Per Melee: Two (2). 

Manipulate Electrica l Devices: By generating and manipu
lating the electricity needed to run them, the psionic can exen 
limited control over small or minor electrical devices like light 
switches. compute~. television~. radios. blenders. microwave 
ovens. flashlights. toys (both battery and plug types). windshield 
wipers. and others that are electrically powered. II is also within 
this power to control the functions of a device. such as volume. 
channel selection. JUners, speakers. speed. light dimmers. and so 
on. The items do not have to be seen by the character. If they are 
within range. he can sense their presence and affect them. Up to 
a maximum or eight (8) functions can be manipulated per melee 
round. Turning a device on is one function and off i~ another 
(which leaves six other functions that round). Robots. turbines 
and other similar devices cannot be affected. Note that most new 
vehicles have extensive electrica l systems and can be started. 
locked/unlocked, cruise control engaged. the radio turned on, 
and similar with this ability. Range: 20 feet (6.1 m) plui, 5 feet 
(1.5 m) per level of expe rience. Duration: 2 minutes per level. 
l. S.P.: 6. 

Sense Electricity: The psionic can ~cnse the location of all 
electrica l sources (outlets. batteries, wires. etc.). Range: 40 feet 
(12 m) plus 5 feet (1.5 m) per level of experience. Duration: 2 
minutes. I.S.P.: 2 for every two minutes. Base Skill: 55% plus 
5% per level of experience to pinpoint exact source. A failed roll 
means the sense is unclear. try again. 

Resist Heat (Secondary Ability) 
Range: Self 
Duration: 4 hours 
I.S.P.: 2 or more 
Saving Throw : None 

This is a mind-over-maner discipline that allows the psionic 
to endure prolonged exposure to hot conditions with no ill ef
fects. Two I.S.P. are required for every 12 degrees Fahrenheit (7 
C) above I 00 degrees Fahrenheit (38 C), except for frozen world 
aliens who must spend two I.S.P. for every IO degrees (6 C) 
above their minimum exposure temperature. 

Resist Cold 
Range : Self 
Durati on: 4 hours 
I.S.P.: 2 or more 
Savi ng Throw: None 

This power remains the same as described in Heroes Unlim
ited. Aliens from thermal planets will have 10 expend 2 I.S.P. for 
every 12 degrees F (7 C) below their maximum tolerable expo
sure temperatures . 

Robotics -------- ----
create alien robots basically the same as those described in 

Heroes Unlimited, page 136. The only real differences will be 
alien designs and alien metal alloys. but most should be roughly 
equivalent to human robots. 

Energy Melee Weapons : Vibro-blades and energy versions 
of melee weapons are available as retractable or concealed 



weapons. Giant-sized weapons are typica lly twice as big and in
tlicl an add itional I D6 or 2D6 dama ge. Ot herwi se, these items 
are fundamentally the same as the bionic ones. 

Pressurized ca bins are complet e environmental system s that 
contain the alien's home atmosphere. ~ealed, cleaned and recir
cula ted into the vehicle or suit. Thi ~ is likely to be something 
other than normal Eanh atmosphere and may include 
water/fluid. radiation. or air that is toxic to humans. Loss of 75% 
of an exoskeleton's body. or a vehic le·., or robot pilot" s compar1-
me111 means cabin integri ty i~ breached and loss o f atmosphere 
will begin . Within 2D4+4 melees ( I to 3 minutes), the atmos
phere will be gone and the pilot will stan 10 suffoca te unless 
other breathing apparatuses are available. A spare tank with a 
mouthpi ece-fi lled hol.e i), a good backup (cos t of $500). 

Robotic armor ratings work the same way ai, vehicle armo r 
and natural annor. Any roll!, Lo '!trike that are below the armor 
rating simp ly bounce off the robot. while those that are above it 
do,damage to the robot\ S.D.C. (not the pilot). The pilot is not 
in danger until the robot's entire S.D.C. is depleted. 

New Super Abilities 
The specific alien desc riptions will indica te whe ther there are 

any limitations to the availabil ity of super abiliti es. Some can se
lect any, some are limited 10 certain ones, othe rs have only one 
or two powers constan t among their race and some don ' t have 
super abili ties at all. but can c rea te characte rs under other super 
catego ries such as Hardwa re, Bionics and so on. 

See the new updated table s that include the new minor and 
major super abi lities from Aliens Unlimit ed and Villains Un
limited under Step Three in the Creation Section. 

New Minor Super Ability Descriptions: 
b_ist of New Minor Super Abilities 

Body Weapon s 
Multiple Limbs 
Power Channe ling 

Body Weapons (minor ) 
This power allows the character to alter the shape and struc 

ture of his ex trem ities to form weapons. The weapons formed 
can range from se rrated blade s to den se. club-like stump s. The 
shapes are limited to traditi onal melee weapon styles; nothing 
long range or that can be thrown. Keys and other items ca nnot 
be made , but the character ca n attempt to pick a lock by formi ng 
a long, thin pick-like blade (- 10% skill penalty). Afte r 3rd level, 
the forehead may be lined with blades. horn s. or lumps . Sharp 
horns. blades or protru sions can also be grown along the fore
arm, at the e lbow, should er and knuck les. 

Creation of blade arms cannot excee d arm length by more 
than 50%. about 17 inches (43 cm), for a total forearm blade 
length of 34 to 36 inches (86-9 1 cm). Damage is 1D4 for a sin
gle knife- like blade . Each finger can be a knife, creating claws 
that do 4D4 damage. The same applie s to knuckle blades , horns 
or spikes. 
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An arm can be molded into a c lub. mace. morning star or 
hammer that does 2D6 damage , or a swo rd, axe, glaive or simi
lar blade weapon that does 3D6 damage. All P.P .. P.S .. and W.P. 
skill bonu ses to strike and parry are app licable . The weapon arm 
is as hard as steel and has a base S.D.C. of2D4x l0. 

Power Channeling (minor) 
Character s with this power have an awesome ability to gener

ate and channel kinetic energy for very spec ific purpo ses . The 
character create s a kineti c surge within him self when he attacks 
someone with his bare hand s, feet , or tail, and releases this en
ergy on contact. The se super punche s delive r as much dama g ing 
energy as any of the energy expulsion powers. but they can not 
be used at range, only in hand to hand rnelee combat . These 
characters can even dama ge metal , concrete. or armored target s 
with punches, kicks. head butts or nying tackle s. Damage in
creases with level and all bonuses are applicab le, except for the 
character' s normal P.S. damage bonus. 

Body tackle damage - I D6 plus I D4 per leve l of experi
ence. 

Head butt damage - I D6 plus ID6 every two leve ls (3, 5, 
7,9 , II , 13,and 15). 

Punching damag e - I D6 plu~ I D6 per eac h leve l of ex peri
ence. 

Power Punch - 6D6x2 but uses up four melee attacks/ac
tions. 

Kicking damage - 2D6 plus 1 D6 per level of experience. 

Jump Kick - The above kick damage x2! But it uses up 
ALL melee attacks/actions and must be the first attack of the 
melee round. 

Multiple Limbs (minor ) 
A character with this ability has an extra pair of limbs, ei ther 

arn1s or legs. The limbs can be either identical to those of the 
character or somehow different: i.e., both the natural and extra 
legs can be horse- like. making the character a centaur . Or the 
character might have two human -like arn1s and hands p lus two 
tentacl es or two crab-like claw s, or an ex tra pair of norma l arms 
and so on. The abilitie s of the ext ra arms will depend on what 
they are. Tentacl es for example. may be prehensile but won ·1 of
fer the same degre e of cont rol and versatility provided by fingers 
and hands . 

Bonuses from extra arms (and hands): One additional at
tack/action per melee round. +2 to parry. pai red weapons. + 15% 
to c limb, +5% to pick pocke ts, pick locks. palming and other 
sleigh t of hand skills. 

Bonuses from extra legs (and feet): Characters who possess 
an extra pai r of legs ca n have them in any arrangement or ap
peara nce (horse, crab, insect. etc.). Bonuse s from an extra pair of 
legs increases the speed attribute by I D6x 10 points, can leap I 0 
feet (3 m) lengthwise from a stand still or 20 feet (6 m) from a 
running start, +4 to dodge, kick with two legs does 3D6 damage , 
+20 % to maintain ba lance, and +20 to S.D.C. 

Note: This is the only super ability that can be taken twice . If 
this is done, the charac ter wi ll have one extra set of arms and 
one ex tra set of legs for a total of eight limbs. A character cannot 
have more than this. 



Major Super Ability Descriptions 
List of Major Super Abilitie s 

Copy Physical Structure 
Force Aura 
Immortality 
Item Reduction 
Negative Matter 

Copy Physical Structure (major ) 
Unlike the Alter Physical Structure abilities that allow the 

character to change himself into a specifi c substance , this ability 
lets the character mimic the properties of any substance he is in 
physical contact with. The armor rating and structural damage 
capacity (S.O.C.) received is noticeably less than those of the 
true Alter Phy~ical Structure abilities. To co py the properties of 
a substance. the character must touch the material with his bare 
skin for at least 15 second!./one melee round. 

' Duration: Th e character can maintain his inhuman phys ical 
form for 5 minutes per level of experience. 

Limitations: He can change hi~ physical fom1 as often as 
once every five minutes but no more than six time s per hour. 

atura l Body Ar mor & S.D.C.: Like any natural body ar
mor, any attack rolb below the A.R. inflict no damage. Rolls 
above the A.R. inflic t full damage to the S.D.C. and then hit 
points. 

Traits of the physical form : The character also has lhe trait s 
of the materia l he has become. Thi s mean s wood , cloth, ice, rub
ber and plastic will noat on water. but suffer ~ double damage 
from fire and heal. Metals. stone/concrete. and din/clay sink like 
the proverbial stone in water. triple s the character's normal hu
man weig ht/mass and reduces their speed by half. but fire and 
heat attacks and bullets do half damage (energy atracks and all 
other, do fu ll damage): plus punche s and kick s do an additional 
I 06 damage. 

Substance Copied A.R. S.D.C. Bonus 
Ceramic or Kevlar 15 200 
Cloth/Fabri c or Paddin g 8 60 
Glass* 11/6 80 
Metals: Soft (A luminum, copper) 14 270 
Metal s: Hard (Titanium. steel ) 16 400 
Rubber. Pla stic or Jee 13 150 
Stone, Concrete . or Brick 15 300 
Wood. Dirt or Clay 13 180 

* Glass has an A.R. of 11 against unarmed hand to hand at

tacks, but only a 6 when up agains t metal, stone or energy weap
on~. Furthermore, impacts from blunt metal weapons, g uns. 
exp lol,iVeli and falls have a O 1-36% cha nce of shattering a body 
part. provided 1he A.R. is penetrated and at least one point of 
damage is inflicted. A shattered character can reform and tum 
back to normal but it will take 3D4 minutes to tum comp letely 
back 10 normal (304 hours if the shattered partS are sha tte red). 

Force Aura (major) 
Th e body of a character that possesses this abi lity is ~ur

rounded by a powerful energy field that augment s physical 
strength, and protect s like armor to shield him from harm. When 
the force aura is activated, the character is surro unded by a pale, 
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glowing aura that radja1es one or two feet (0.3 to 0.6 m) around 
the body. At fourth , eighth and 12th level of experience. the 
charac ter can extend the force aura around one addi1ional per
son, but none of them ca n move from where they stand. They 
can still defend them selve s or attack, but are rooted to that spol. 

Bonuses: 
+4 roll with punch , fall , or impact. 
+10 to P.S. 
+4 to P.E. 
A.R. 14 

+200 S.O.C. (The field works as a natural am1or rating) 

Limitations: While the aura is active. the character cannot 
phy sica lly touch anyone with his hand s/skin. because of the 
force aura. However. he can still punch or kick, but it is the force 
field that hit!. his opponent. He ca n also strike with a weapon 
that he held in his hand prior 10 activating the aura. It must be 
dropped to move when multiple people are protect ed, to touch 
anything, to perform most skills, or to pick up and use weapons 
or tools. 

Immortality (major) 
The character who possesses this ability does not age and is 

immune 10 disease and sickne ss. Although he can still be killed 
by weapons and violence. he will not die a natural death. Once 
he reaches physical maturity (fo r human s that 's roughly 20 years 
o ld), 1he body stop s aging and will retain its youthful appearance 
and phys ical attribute s forever. No wrinkle:, will appear. no loss 
of muscle tone. no hardening of the arteries. no heart auacks. 
etc. Nothing associated with aging. illness , or natural dea1h will 
eve r affect the character. 

Bonu ses & Ab iliti es: 
• Immun e to all di seases and sicknes s. 
• Natural toxic gases and poisons do only one-third the normal 

damage. and effects last only one-third as long. Man -made 
poisons. drugs. chemical s and toxin s are half as effective and 
damaging . 

• Heals twice as fast without sca rring. Limb s and appendages 
that are ampu tated do not regenerate. 
+3 to save vs horror factor. 
+2O4xl0 to S .O.C. 
+1 O6 to P.8 . 
+1O4 to M.E. 
+1D4 to P.E. 

Item Reduction (major) 
Thi s super ability allow s the character to reduce inanimat e. 

non-living objects to a fraction of their normal size and 
weight/ma ss. The chara cter simply touches an object. and if it is 
within his we ight limit, it will instantly shrink to a fraction of its 
true size. Items reduced this way remain small until the charac
ter. or someone e lse with thi!> powe r, returns them 10 the ir nor 
mal size. Reduced objects abo reduce in ma s~ proportional to 
their size. Thi s will make them very light and can be carri ed in 
pockets or pur ses. 

Two charact ers with this power can work togeth e r to reduc e a 
large or heavy object that would normally be beyond their range 
of power, but two characters may also be neces sary 10 enlarge ii. 

Range: Touch. or one foot (0 .3 m) per leve l of experience. 

Limitati ons: The maximum weight a character can have re-



duced at any one time is 150 pounds (68 kg) per level of experi
ence. This means a character would have to be fourth level to 
reduce a motorcycle (approximately 580 pounds/263 kg) or any 
other uem that weighed 600 pounds or less. 

The shrink ing power can only be used twice per melee round 
when shrinki ng large, and heavy items, or four times per me lee 
tf each object weighs less than 30 pounds ( l 3.6 kg). Each use of 
the <;hrinking power counts as one melee attack/action. 

Important 'ote: A vehicle. exo-skeleton, body armor, 
~pace-suit, clothing, and similar cannot be shrunk if there are 
people inside, or if a person is physically or menta lly linked/at 
tached to it. This also applies Lo bionic limbs. weapons and im
plant~. However, ilems held in someone·s hands can be shrunk. 

Random Reduction: There is a random clement to this 
power which means an object is not reduced at the same level 
every time. Roll on this random tabl e for each reduction. Both 
size and weight are reduced by the percentage indicated. 

6t-25 Reduced by 85% 
26-50 Reduced by 90% 
51-75 Reduced by 95% 
76-00 Reduced by 98% 

Listed here are so me general weights for reference: Most 
weapons and equipment descriptions will list weight {if not , fake 
it). 

Motorcycles: 

Street bikes: 500-600 pounds (225-270 kg). 
Hover cycles: 650-900 pounds (290-405 kg). 
Hogs: 700-1,000 pounds (315-450 kg). 

Cars: 

Small spo rts and compact cars: 1.600-2 .750 pounds (720-
1240 kg). 
Two-man hover car~: 1,500- 1,750 pounds {675-790 kg). 
Mid-~1Le cars and sma ll truck s: 2.800-3.500 pounds ( 1260-
1575 kgl. 
Six per<:on A.T.Y. hover car: 3.500-4.000 pounds ( 1575- 1800 
kg). 
Full-sized lrucks: 3,000-4,000 pounds ( 1350- 1800 kg). 
Cargo trucks or I 0-wheeled cabs: I 0.000-18.000 pounds 
(4500-8100 kg). 

One-man gyro-copters: 1,700-2,200 pounds (765-990 kg). 

Exo-skeleton: 250-400 pounds ( 113-180 kg). 

Negative Matter (major) 
Negative mailer is different from both positive and negatively 

charged matter (mailer/anti-mailer). Negative matter exerts a 
son of negative xra1•iry that repels all fom1s of mailer. both posi 
tive and negative energy. Bodies of positive matter and negative 
mauer of the same weight will move away from each other be
cau~e of gravi tational repulsion. Connecting 1he two wi ll result 
in continuous movement in the direction of the positive matter, 
because the negative matter will push away the positive. This re
action. in tum. a11racts the negaLive. This push-pull reaction is 
constant and results in acceleration and movement. 

A character with this power is able to charge his body with 
negative matter. Thil> results in repulsion of positive matter that 
is equal to, or less Lhan the character's body weight/mass. Bul
lets and other projectiles cannot touch him and suddenly swerve 
around him (01-50) or ricochet back in the direction from which 
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they were fired (5 1-00). This also means that punches and kicks 
thrown in his direction are pushed back like a sli ng-s lot - the 
attacker swings at the character. but as his fist rushes near his 
face or body the momentum is turned against him and slings his 
arm backward (may hit people standing behind. or next to him). 

Negative mailer only repels weight equal to, or less than it
self. A negative matter character can affect an amount of weigh! 
equal 10 less than his own body weight. This means people try
ing to approach him arc pushed away unless they weigh signifi
cantly more that the negative character. Those who weigh less 
than the character will find it absolutely impossible to approach 
or reach the person as long as he is tran sfo m1ed imo negative 
mailer. 

The person (or object) that weighs as much as the negative 
mailer being or within 20 pounds (9 kg; more or less) are slow ly 
pushed away and cannot approach any closer than 3D4 feet. 

People and objects that weight half as much a!. the character 
are pushed away to about twenty feet (6.1 m) and cannot get any 
closer. 

All small, light objects 0y away from the negative matter be
ing - repelled by the negative force. This means when such a 
characte r enters a room, all light items within a 50 foot ( 15.2 m) 
radius of the character will fly away from him/her with danger
ous results. Likewise. doors will fling open. and table ~ and 
chairs will skitter across the room. 

Items weighing less than five pounds (2.3 kg) 0y away at 
bullet -like speed up 10 600 feet ( 183 m) and inflict random. 
unaimed damage like a scatLer shotgun blast. h ems weighing six 
10 15 pounds (2.7 to 7.3 kg) are flung about 300 feet (91 m). 
Items weighing 20 to 50 pounds (9 to 22.6 kg) are flung abo ut 
100 feet (30.5 m). 

Note: Only characters (or objects) who are 50 pounds (22.6 
kg) or heavier can resi st the force, but even 1hey see their "peed 
reduced by half. Only characters who are 200 pounds (90 kg) 
heavier or greater than the negative matter being are not affec ted 
and can attack without restriction. The character also has no de
fense against energy allacks. magic or psionic s. 

As an offensive weapon. the d1aracter can tightly hold an 
item like a knife or bullet and tum himself into negative matter. 
Thi!> will make the knife wam to ny away. out of the charac 1er's 
grasp. When 1he knife or bullet (marb le. newspaper. dinner 
plate. etc.) is released, it will shoot out of his hand and away 
from him at ext reme velocity. Item:-, will do damage relative to 
their mass. A newspaper. paper clip, plastic cup. rubber ball. 
comp uter disk. pencil , pen, remote control and similar items will 
inflict no more 1han one or two points of damage. A rock the 
size of a golf ball, metal ball bearing, spike, dart , fork, butter 
knife, xacto-k nife. scalpel. bullet cartridge and similar items will 
inflict 2D6 damage. A large item like an ax, sword, spear and so 
on will innict their normal damage +2D6 additional point!.. 

Duration: The character can maintain hi~ negative matter 
form for 5 minutes per level of experience. 



Alien Watch 
Groups 
By Wayne Breaux & Kevin Siembieda 

Earth Organizations 

and Individuals of Note 
Since the nmeteen-fonies, there has been a significant in

crease of reports regarding UFO sightings and abductions 
ar9und the world. Fearful and expectant. people have been 
watching the skies and looking for an wer:,. From average civi l
iarn, and professional a:,tronomers to religiou:, cult ists and world 
government!>, human!> have been waiting for proof that intelli 
gent alien being:, have been visiting our planet. However, the an
swer to that question only creates new ones. Who are they? 
What do they want? Are they frie nds or foes? A nd so on. As a 
result, numerous organizations have been establi shed to get the 
answers to these questions, and/or to protect Eanh from the alien 
threat. Each of these groupi, has its own goals and agendas. 
Whether they are friend or foe to the ali en visitor is often hard to 
determine. Many of them are operated by zealots and fanatics. 

Note: In the comic book world of superheroes. strange hu
manoid mutants, super beings. robots, cyborgs, dim ensional 
travelers. and time travelers. alien visitors are common. Many 
are maniacal vill ain:,. destroyers and world conquerors. Conse
quently. in the context of the Heroes Unl imi ted, Aliens Unlim 
ited and comic books in general. the question is not, " Is there 
intelligent life out there?" but " How many of them are out there? 
What do 1hey want? A nd who wi ll protect us from them?" The 
answers: Thousands! T hey want all kind s of things. And , of 
course. super heroes w ill protect us. 

Remember. the organizations presented in this book are those 
of a fic t ional Earth where super beings are an everyday occur
ance and aliens are real. They are not meant to refl ect any true
to-life government agencies, organiz.ati ons or sentiments. 

Government 
Agencies 
Project Tyche 

Project Tyc he is the current incarnation of the Air Force's 
UFO investigation operations. The name comes from an old 
goddess of good fortune who was supposedly beautiful , yet an 
outsider in her own pantheon. ft was chosen because the govern
ment considers aliens to be potential godsends of good fortun e, 
but most are definit ely mysterious outsiders with unknow n or 
questionable motive s. 
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To the general publi c, Projec1 T yche is a high profil e en
deavor by the US milita ry to keep the people safe from hostil e 
aliens. Thi s is partl y true. II is the responsibilit y of Proj ect mem
bers to actively work at keeping al iens away from USA citi zens, 
but they do so not only to protect them. but 10 acquire coveted 
UFO technology and LO protect national security. 

Whether the ali ens are fri endly or hostil e. they are hunted 
down , captured, impri soned. examined and interrogated. A gents 
from Project Tyche are frequentl y so eager 10 secure alien sub
j ects that 1hey have littl e regard for civi l ian laws. property or the 
people they are supposed to be protect ing. Many of these opera
tives are superspies or superhumans who frequentl y step outside 
the boundaries of the law to get their jo b done. These extreme 
measures are usually all owed under the blanket of ··national se
curit y." However, the publi c image of the projec t is one of pro
tecting innocent humans from marauding ali en monsters. 

A great deal of the organizati on ·s time is spent on research 
and collatin g data. A low profil e segment of Project Tyche qui 
etly collects reports about UFO sightings, abducti ons, and 
strange phenomena (especiall y concerning strange animal s and 
so-called mutants and super beings) from newspapers, maga
zines, computer nets, wire servicei,, and milit ary and FBI reports. 
They also monitor rumor s, all egationi., and underground activi
ties across the country . as well as comments and criti cisms about 
Project Tyche and who said them (perhaps they are ali ens or 
alien sympathizers try ing to discredi t or distract them). 



The public relat ions ollice of Project Tyche i!> very visib le 
and always prepared with a comforting or helpful commentary. 
eva luation, suuement or cover story. It is largely a public rela
tions front that is cxpe11 in cover-up~. misdirection and misinfor 
mation. They handle all press and public ,tatements for Project 
Tyche. including press announcements, conferences, and details 
regarding current investigatiorn,. military involvement/actions. 
alleged :sighting'>. the reliability of witnes!>e!>, and genera l secu
rit). The actual agent~ arc highly sf...illed inve!>tigators and re
searcher,. many ol whom have a background in the military. 
FBI. CIA or law enforcement. They have gotten additional train-
111g in p'>ychology. parap,ycholog}, surveillance and sociology 
10 help them deal \\-1th both people and alien,. G.M. Note: For 
p.1ycl11c im·,,sugmon. purnp.n·clwlogists and different types of 
p:,)c.·hic ~harnctcr'>. taf...e a look at the character,. psi-powe rs. 
magic. sis.ills and setting~ 111 Beyond the Supernatural. Some of 
the spic!,, g11moteen, and other characters in Ninjas & Super
sp~es m.t) also be useful. 

Mm,I inve'>tigaror!> and personnel. e-.,pecially tho~e working 
with the public. will wear cri~p unifom1s and -.,how courtesy. re
,pcct and coorerat1on when deal111g with eyewitnesses. viccims 
of alien att.icb. the pn.:ss. and other government agencies. How
ever, out of 1he public eye they are extremely aggre:-.sive. force
tul. ,ecreuve and worl-.. outside of the law. 

Most "real" field agcnli. arc rarely seen in public and ~eldom 
mal-..e public statements. Some aren ·1 even recogniLcd by the 
agenc) a:-. official 111vestigator-,. This 1s especially true of those 
with "special" abili11es, whether they are :superspies. superhu 
man\ or aliens themselves . They Lend to use force and s1rong
am1 tactics to intimidate. persuade, and get results. Their 
unifonns reflect their assignmenh and needs. Thus, they can 
wear nondescript civilian auire. Air Force unifonnl. or high-tech 

body am1or They are the detectives and special investigators as
'>igned to tracl-.. down and "neutralize" alien invaders. predat0rs 
and threats. Unfortunately. they exercise extreme prejudice, use 
deadly force and tend to jump to conclusions. Most. but 1101 all. 
ascribe lo the philosophy of contain or eliminate the potential 
danger (e.g. shoot first and ask 4uestions latu). These secret op
eratives also monitor and secure areas of alleged UFO landings. 
cra, hes. and alien activity. a<, well as securing (conceal from the 
public) physical evidence of alien life fonns . their spacecraft, 
technology and 1heir activities. They may work as independent 
Project Tyche investigators or in coopera tion with the FBI. Na
tional Security Agency (NSA) or the military. 

In addition. Project Tyches secret operatives are charged with 
ferreting our any signs of aliens hiding in socie ty. A task 1hey 
execu te with extreme diligence and near fanaticism. This search, 
sei,e and "neutralization" procedure is the extent of Projec1 Ty
che's responsibilities. Once an alien or evidence of an alien is 
acquired. it is turned over to Project Sernre, the NSA, the mili
tary or other top secret government agencies. 

Special Agent Fores - Head of Project Tyche 
Project Tyche is currently headed by Director Amold Fores. 

Fores follows the old ·•us-and-them·· approach 10 alien-human 
interaction. While he is intelligem and professional enough to 
acknowledge the benefit of aliens and their technologies . he still 
believes that they are not 10 be trusted. His reservations and 
prejudice makes him callous in his dealings with aliens. and hu-
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mans who protect or hide them. Although he rarely interferes di
rectly with any inve!,tigation or handling of alien ev idence. he 
does feel it i:. his duty to keep the Project moving ahead and pro
ducing results. If. for any rea on. he feel:, a case is proceeding 
100 slowly, he will apply pressure to speed things up. This often 
leads 10 mi:.take~. breaking the law. (living or dead) mistreat
ment of art ifact~ and specimens. 

Alignme nt: Diabolic 
Attributes: 1.Q. 14. M.E. 11, M.A. 13. P.S. 19. P.P. 10. P.E. 14. 
P.8. 8. Spd 12 

...... ,~~~"'' 

Age: 54 
Hit Points: 82. S.D.C.: 36 
Eq uiva lent Leve l of Ex pe rience: 10th level Military Specialist 

(espionage/Specia l Forces), 9th level administrator. 
Educational Backgro und : Military/combat. espionage. and ad

ministrative. Skills of note include hand lO hand: assassin. 
sniper, intelligence. interrogation, surveillance systems. palm
ing. picl-.. locks. W.P. automatic pistol. W.P. automatic rifle. 
W.P. bolt-action rifle and W.P. knife. 

Project Tyche 
The following ra1ings and agency details are developed from 

the organizations section found in Villain s Unlimit ed. II is a 
representation of the resources that have been allocated to Pro
ject Tyche and is in no way meant to encompass the statistics of 
the US Air Force as a whole. Resources and funding are divided 
into two catego ries. The statistics for the public relations sect ion 
or Project Tyche is the first number and de!>cription. The econd 
number and data given after the slash are for the covert. alien 
hunting opera tions. Both can be considered separate organiza
tions under the same umbrella title and which work together. 

Project Tyche is a military operation sponsored and operated 
by the United States governme nt. Total Points: 259 for the pub
lic relations "front" agency and 480 for the covert arm of this or
ganization. 



A. Outfits: #2 Utility Outfits (Unifom1s): 2 po111ts / #5 Gimmick 
Clothing: 30 points 

B. Equipment: #4 Electronic Supplies: 10 point s/ #6 Unlimited 
Equipment: 50 points. 

C. Weapons: #3 Anned Agents: 5 point s/ #6 Unlimited Weap
ons: 50 points. 

D. Bionics & Robotics: #2 Bai.ic Sy,1eml.: IO points/ #3 Cyber 
Agent~: 25 points: but considering building a robot arsenal 
LOO. 

E. Vehicles: #5 Specialty Vehicles, including a 0eet of ground 
vehicles and aircraft: 40 point'>/ Same. 

F. Communications: #4 Comp uteriLed: 15 point~/ #5 Satellite 
Network (mili tary ): 30 pointi.. 

G. Offices, Hideouu, ,_ & Distributi on: #3 National: I 5 poinh / 
Same. 

H. Mil ital) Power: #3 Mil11ia: 15 points/ #5 Strike Force: -W 
points: includes psychic:,, cyborgs and ~upersp1es. 

I. Super Power ed Operatives: #2 Freelance: 10 pt)lnh / #4 Super 
'St rike Force: 40 points; eight ~uper powered heings (may be 

divided into smaller teams ol four). 
J . Sponsor.,h1p: #2 Military: 4 point-./ #4 Govemmem: 10 poi ms . 
K. Special Budget: #4 Large Loans: 25 points/ #5 Big Bucb: 

35 points. 
L. Adminiwa1ive Comrol: #3 Free Hand: 15 point!>/ #5 Li

censed to Kill: 35 point s. 
M. lntemal Sec urity: #3 Tight: JO po111ts / #5 Paran o id: 25 

points. 

N. External lnfiltra11on: #2 Rare M111orTraitor: 5 points/ #3 ln
fonnauon Source: IO point s 

0. Resea rch and lnforn1a 1ion Gathering: #4 Exce llen t Connec
tions: 20 point!./ Same. 

P. Agency Credentials: #5 Recogni1.ed: 30 poi ms /# .. , Faceless; 
5 points 

Q. Agency Salary: #4 Good: 20 po1111s / Same. 

Project Secure 
This is a special government agency loosely affiliated with 

the NSA and FBI. and clo!>ely affiliated v. ith Project Tyche. The 
agency pick s up whe re Project Tyche or other agencies leave 
off. 

When the Air Force or Project Tyche has identified, located 
and contained or '"neutrali7ed'. personnel or situations dealing 
with aliens or alien technology. Project Secure is brought in to 
take over. The site!> of alien involvement are sealed using PS 
agents and anned government agent s or soldiers. The only peo 
ple allowed to examine and remove physical evi dence or alien 
captives are Project Secure·s own. 

Under Project Secure·s supervision. all physical evidence is 
meticulously cataloged, photographed, removed and transported 
LO a .. secured·· (and secret) government research and quarantine 
facility: among them. Area 5 I. Aliens and artifacts are quaran 
tined for decontamination and top medical and l>Cientitic person
nel are brought in to investigate. analyze and interrogmc. Again, 
these doctors, chemisb, physicists, pathologists. engineers. inter-
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rogators and other operatives are government agents, or people 
working for the government and ~creened and amhorized by 
Project Secure. Specime ns are subjected to countless tests to de
tennine as much as possible a!> quickly as possible. Linguists. 
cryptographers. and scientist:. attempt LO translate instructions 
and the function of alien mechanisms under controlled condi
tions and the ever watchful eye of PS agents. Functioning items 
are subjected to intense scrutiny with an eye toward copying the 
technology for integration into military weapons and defensive 
sys tems . These items are sometimes given to Project s Tyche and 
Secure ror field testing. 

Live alien:- are usually handled with care and kindnes s by 
Project Secure. Scienti sts usually try w detennine whether or not 
the alien will be i>table and strong enough to survive physica l 
and psychological test:, and examinations. They are treated hu
manely and given modest but nice living quarters. However, 
pressure from the top brass <;ometimes lead~ 10 rushed and 
botched research as well as occasional mi~treatment. death or es
ca pe. 

Gelling live subject s is a rarity. Director Fores and the folks 
at Project Tyche have a nasty habit of '"neutrali;,.ing" (e.g. 1enni
na1ing) aliens which are w,ually determined 10 be hostile. requir
ing deadly force. However. Project Secure has acquired over a 
doLe n ''live" alien ~ubjects over the last two decades. 

If the alien doe~ not speak or understand a known Eanh lan
guage, translator s will w,e computers and psychics 10 establish 
communication. The next step is to establish the alien·~ inten
tion~ on Eanh and whether they threaten national (or global) se
curity. Ideally. they want to build a relationship with friendly 
aliens in hopes of exchanging technology. infonna tion and serv
ices . 

Depending on the alienness of the cluu·actcr·., appearance, his 
natural and superhuman abilities, personality and leve l of coop
eration. the being may be allowed 10 work for the government 
for the rest of his life. A few may even he allowed into human 
society, but will always be under government '-Crutiny. The 
Alien Acclim atio n Prog ra m (some would -;ay indoctrination) 
and the surve illance of alien operative~ the responsibility of 
Project Secure. Project Tyche may also engage in 1111a111hnri::ed 
surveillance of the AAP and may intervene if an alien goes awol 
or ··turns bad:· This often turns into a race between the two 
agencie s to see who can find the alien lir"t. Project Secure will 
capture. question and try to ··acclimate'" the alien 10 the benefit 
of the nation and national security. Project Tyche typically per
ceive s the alien as a dangerou s mon ster or traitor that must be 
"neutralized .. before "it" kills, or threaten!> national security. Ac
cording to Director Fore s. once an alien turns. it is no longer re
liable and should be tenninated. 

The typical Alien Acclimation Program (AAP) lasts one 10 
four years before it is determined whether the alien can be al
lowed 10 function in human society, even under strict mil itary 
rules and observation. The period is governed by the friendlin ess 
and cooperation of the alien and how quick the being become!> 
acclimated to Earth society, civilization and the law. Those that 
succel.sfully complete the AAP process are encouraged to join 
S.C.R.E.T. (Superbeing Con trol, Retrieval & Elimination 
Teams: see Villains Unlimited for details), Agee. Project Se 
cure, Project Tyche, the FBI. NSA. CIA. military or other gov
ernmen t agency. Many will accept the offers s imply 10 live a 



reasonably free life. Those who refuse 10 cooperate. exhibiL hos
tility or treachery , or simply cannot acclimate to human society 
are imprboned at secret bases and periodically studied. 

So far. no Earth governments have been approached by repre
sentatives from another world with a reque st to join an interstel
lar federation or to engage in any sort of trade. The aliens who 
have been cap tured are independent opera tives, explorers. refu
gees. would-be heroes. criminab, madmen. monsters and would
be world conquero rs. Sadly. dangerous aliens have far 
outweighed the number of friendly, peaceful alien visitors. 
which fueh the names of paranoia and gives Project Tyche more 
polttical clout and credibility than Project Secure, under the ad
minbtration of Director Sinder. 

Game Master's ote: The vast variety of skilled personnel 
involved in the alien investiga tion and processing procedures un
der both Project Tyche and ProJect Secure provides a great envi
ronment to get a group of player characters together, human and 
ali~n. !>Uperspy and !>Uper powered. The conllicts between agen
cies Tyche and Secure are al!,o excellent vehicles for sub-plots, 
espionage. intrigue. treachery and baule. Likewise. player 
groups who have an alien, or suspected alien may be placed un
der surveillance by one or both groups. At some point, Project 
Tyche or Project Secure may question the characters. arrest/cap
ture the suspected alien(s), ask him or her to undergo AAP, 
maI.,.e them work for them, or be "neutralized:' Any heroes who 
try to protect or hide the alien threat, especia lly mutant,, other 
aliens. and vigilantes. will be regarded as criminals, traitors, 
~pies or a threat to national security. They may be hunted. at
tacked. placed under arreM, imprisoned. interrogated. indoctri
nated and/or ··neutralized!" 

Heck. these two agencies can give a Game Master the basis 
for an entire campaign . Our heroes could be hounded by them, 
designated as dangerous criminab or subversives. work for them 
as project opera tors or freelance superheroes or secretly drawn 
mto conflicts involving alien . If nothing else, the agencies can 
he a reoccurring story element and <;ub-plot: friend. enemy. or 
both. 

If Lhe Game Master wishes the player characters to work for 
ProJect Secure or Tyche (the latter would agree in order to keep 
a close eye on supposed ly '"acclimated'' alien agents). the corre
sponding agency and its director would be in control of their as
signments, jurisdiction and activities. Director Sinder would be 
open. understanding and offer as much freedom as he reasonably 
could. Director Fore~. would be suspicious. restrictive and tend 
to play favorites. He will appreciate AAP aliens and other char
acters who enjoy hunting and killing aliens on the loose, which 
may be appealing 10 evil characters, and other aliens. 

Special Agent Sinder - Head of Project Secu re 
Director Michael Sinder is the devoted head of Project Se

cure. He feels it is his duty to oversee the safe and humane han
dling of alien specimens and captives so the government. and 
country can benefit from them (or be protected from them). He 
is less aggressive. hostile and fanatical than Director Fores of 
Project Tyche. He believes that people from other worlds can 
become friends and allies and help bring Earth to a new age of 
cultural and technological advancement. To Director Sinder. this 
dream a of a new prosperity is more imponant than playing on 
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people ·s fears. eliminatin g potential alien threats. or engaging in 
agency politics. He and his agents are quietly dedicated to their 
work and far less vocal or visible than Project Tyche. They 
avoid public scrutiny and even avoid the attention of Lhe NSA 
and other government agencies. They have a job to do. and they 
do it. Consequemly. it is the high profile. vocal and aggressive 
Director Fores at Project Tyche who has the ear of the military 
and highly placed officials who share his paranoia about national 
security and sanction his extreme cond uct and use of deadly 
force. This actually gives Project Tyche and Agent Fores greater 
freedom, and sometimes greater authority over alien investiga
tions. recovery and ··neutralization·· than Project Secure. which 
is supposed to be its superior parent agency. 

These differing views including Agent Fores' unofficial pol
icy of terminating aliens at the slightest provocation. often re
sults in frequent clashes between the two agencies over methods, 
procedures and results. Director Sinder despises Fores and hates 
it when "alien threats" have been ·•neutralized·· by PT agent.. A 
corpse cannot provide information about alien technology or 
worlds and work with humankind to make Earth a better place. 
The two agencies and their directors represent the two extremes 
of power (good and evil). 

Alignment: Scrupulous 

Attributes : I.Q. 17. M.E. 14. M.A. 12. P.S. 15. P.P. 11. P.E. 12, 
P.B. 14, Spd. 9 

Age: 41 

Hit Points: 78, S.D.C. : 20 

Equivalent Leve l of Experienc e: 6th level soldier, 10th level 
administrator. 

Educational Background: Miliiary/combat. research and ad
ministrative. Skills of note include hand to hand: ex pen, intel
ligence. interrogation, surveillance systems. land navigation. 
comp uter operations, compu ter programming. W.P. automat
ic pistol and W.P. automatic rine. 



Project Secure 
Project Secure is a government agency. Total Point s: 540, in

cluding 40 points for modification s. 

A. Outfits: #4 Specialty Clothing: 10 points 
B. Equipment: #6 Unlimited Equipment: 50 points 
C. Weapons: #5 The Arsenal: 30 points 
D. Bionics & Robotic s: #5 Bionic Arsenal: 50 points 
E. Vehicles: #6 Unlimi ted Vehicles: 60 points 
F. Communications: #5 Satellite Network: 30 points 
G. Offices. Hideouts, & Distribution: #4 Regional: 25 points 
H. Military Power: #4 Private Anny: 30 points 
I. Super Powered Operatives: #5 Super Anny: 50 points 
J. Sponsorship: #4 Government: 10 points 
K. Special Budget: #5 Big Bucks: JS points 
L. Administrative Control: #4 Agency Protection: 25 points 
M. lnternal Security: #5 Paranoid: 30 points 
N. External Infiltration: #4 General Infiltration: 25 points (this 
; includes moles inside of Project Tyche, the FBI, NSA and 

Congress). 
0. Research and Information Gathering: #6 Unlimited Connec

tions: 50 points 
P. Agency Credentials: #3 Faceless (to the public, but aurhori

!Ies will treat them as #5 Recognized): 15 points 
Q. Agency Salary: #5 Excellent: 30 points 

Lock Down Teams 

Project Secure Super Agents 

Lock Down is the code name for Project Secure·s Super Re
'>ponse Teams (SRT). These agents are specia lly recruited and 
trained for the capture, restraint, and if nece ssary. tennination of 
alien fugitives, mutants and monsters. Lock Down is dispatched 
after any alien who exhibits extreme destructive, anti-social or 
psychopathic behavior. Likewise, they pursue escapees from 
Project Secure and subjec ts who represent a serious danger 10 in
nocent lives or national sec urity. They may also face human s, 
foreign operatives. superhuman s and super villains suspec ted of 
protecting. harboring, kidnapping or working with alien terror
ists, crimi nals and other dangerous rogue s. The primary goal of 
Lock Down is to capture the alien and sec ure the situation. Its 
secondary goal is to protect civilians. property. national security 
and the lives of Lock Down agents. Their third directive is to 
protect and preserve alien visitors and their technology. In most 
cases, Lock Down can use lethal force at their discretion, unless 
direct orders demand otherwise. Lock Down teams are seldom 
sen t on seek and destroy missions. but they are authorized to kill 
an alien if it proves to be highly destructive or murderou s. 

There are currently four active Lock Down teams . As the 
number of qualified recruit s grows, new team s may be added. 
Current teams are designa ted Alpha , Beta, Delta, and Epsilon. 
Abbreviated references are LDA, LDB LDD and LOE on. Al
pha team is stationed in New Jer sey, just west of New York. 
Beta is located in California near Death Valley. Delta membe rs 
are stationed in southern Arkansas close to Texarkana, and Epsi
lon is found in Bismark, North Dakota. All of them are quar 
tered in secret safe house s on or near an Air Poree base or 
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airfield where they wait for a ca ll to action. They spend much of 
their active duty time investigating repo rts of UFO landings and 
abductions, tracking down and cap turing suspected alieni,. mu
tant s and monsters, and assisting Project Secure in any way nec
essary. They are generally ready to go on a moment·s notice. 

Lock Down Alpha --------
Lock Down Alpha is the oldest of the teams. They have the 

most expe rience, highe st clearance, and greate st skill and rank. 
The four NPCs presented below are the core members of Lock 
Down Alpha. One to four new agents may be temp orari ly ro
tated into Alpha for field experience and trainin g. The four core 
agents have an excellent rapport with Director Sinder and share 
his views about alien life and how Proj ect Secure should oper
ate. Team Alpha has had many clashes with Director Fores and 
his operatives from Projec t Tyche. There i!. no love between 
them and Project Tyche. 

Ego 
Based on drawings by Eric Breaux. 

Samantha Bolin is as confident, namboyant and proud as her 
code-name , Ego. sugges ts. Born to a wealthy corpo rate family. 
the young Samantha had everything hand ed 10 her on a silver 
platter. In addition. she was a natural beauty with brains. agility 
and grace. She went Lo co llege. but had no real aspirations. Life 
was dull and her future see med no brighter. One night. on her 
way back to her campus donnitory , she was attacked by a man 
with a knife. Her martial art classes and gymna stics flashed into 

her mind. She respo nded with reflex-like motions that seemed 
natural and easy. First she slipped out of his grasp and used his 
own momentum to sw ing him in front of her. A series of swift 
kicks to the groin and head sent her assailant reeling. A simple 
arm hold kept him pinned until the police could be called. 

The adrenaline rush gave her an unexpected thrill. Suddenly 
she knew wha t she wanted - excitement. Samantha began 
working out more extensively and took classes in criminology 
and law. After she acquired her degree, she applied with the FBI 
in hopes of becoming a field agent. During training . her superior 
reflexe s, agi lity and uncanny luck were noticed by a recruiter for 
Project Secure. He convinc ed Samantha 10 try a few tests for an 
eli te project called Lock Down. She breezed through one of the 
toughest training exercises ever devised and the project coordi
nator offered her a position with Lock Down Alpha. She's been 
with the team ever since. 

Still accustomed lo being rich. Samantha enjoy~ the high pay
ing job and distin ction of being one of the youngest and best in 
an "elite'' secret government force . Furthem1ore. she thrives on 
the excitement. challenges and intrigue her profession brings. 
Samantha (or Ego, she hate s being called "Sam .. ) gets along 
well with the rest of the group and is a steadfa st and loyal team 
player who doesn't hesitate to dive into the thick of things , but is 
rarely reckless or foolhardy. She likes Wa~hington 's seriousness 
and intelligence, although he is rather distant and somet imes 
weird. Tinker is a friendly genius who Samantha likes very 
much, even when he grumbles and curses. Komodo still intimi
dates her: he is a nine foot (2.7 m) tall powerhouse but his quie t, 
gentle nature has allowed her lo accept him as a person not a 
mo nster. She considers her teammate s to be her su1TOgate family 



am.I 1reab most of them better than she does her true relatives. 
Her rea l family cannot understand v. hy she wanl). to risk her life 

doing ~uch dangerous work with '·freah." 

Code Name: Ego 
Real I\Jame: Samamha Bolin 

Rank: Capta in 
Alignment: Scrupulous 

Hit Points: 49 
S.D.C.: 74 
Weight: I 27 pounds (57 kg) 
Height: 5 feet. 6 inches ( 1.7 m) 

Age: 29 
Attribute!>: 1.Q. 19. M.E. 14. M .A. 22. P.S. 16. P.P. 23. P.E. 15. 

P.B. 27. Spd. 19 
Disposition: Samamha i1, the proud daughter of parents who dis

approve of her profession as an FBI agent (they don ' t know 
everything about her work. although the y do know she works 
f llh super powered beings/freaks). She tends to think of her 
,ell a, supe rior lO others. but over the ye ar s this anitude has 
heen tempered with experie nce. Ego know s the limits of her 
abtli11e~ and charm and uses them lo their maximum effec-
11venes,. Although she ~eems to flaunt her wealth. beauty , 

and unparalleled luck. she doesn't ofte n do so deliberately 
and seldom undere!-.timates her teammate s or opponents. She 
is a good per~on who sincerely cares ahoul her teammate s, 

ProJect Secure and peop le in general (aliens included). 

E:\perience Level: Eighth 
Power Catego ry: Mutant 
Unusua l Cha racte rist ics: None 

Super Power Catego ry: Super Abilitie s 
Major Super Abili ty: Kam1ic Power: see Heroes Unlimired. 

page 185. 
Minor Super Abilities: Extraordinary physical beauty. ex traor -

dinary physical prowess, and memal stu n. 
Combat Skills: Hand -to-Hand: Martial Arts. 

Attacks Per Melee: Five 
Bonu~e~: +2 on initiative. +7 strike , +12 parry, +14 dodge. +2 

damage. + IO roll with punch or impact. Cri tical on a natural 
18. 19 or 20, karate style kick does ID8 damage, jump kick 
(cr itical strike ). leap auack (critica l stri ke). entangle , and 

paired weapon~. 
Other Bonuses: +6 save vs poi so ns/toxins/gas. +6 vs psionics. 

+4 vs magic. +20% vs coma/death and +10 % to all <;kills . At
tack, from her enemies: Death blows do not kill her - only 

stun~. critical damage attacks against her only do nonnal 
damage. she is knocked out only by a natural 20. Note : Op
ponents get no bonuses to stri ke. parry. or dodge the karmic 
character. Straight, unmodified dice rolls only. 

Education Leve l: Bachelor 's Degree in Criminal Science. 
Skills of ote (includes all applicable bon uses): Cryptography 

85'n . lase r communica tion s 95 %, optic sys tem s 98 %, radio: 
ba-..ic 98%. radio: sc rambler s 95 %. radio: satelli te re lay 80%. 
T V,/video 95%, read sensory equ ipmem 95 %. co mputer op
eration 98%. intelligence 91 %. photography 98%, writing 
(journalistic) 83%. language: Russian 98%. language : Span 
ish 98% and W.P. automatic pistol, W.P . chain and W.P. 

\taff. 
Secondary Sk ills: Dance 86%, basic electronics 70%, athletics, 

prowl 98%. swi mming 98 %. pilot: automobile 98%. pilot: 

motor cycle 84%, pilot boats: sai l 84%. pilot boats: mot0r 
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72%. language: Japane se 85%. languag e: Gennan 85%. first 
aid 65%, wilderness survival 45%. and an 44 %. 

Appea rance: Samantha is a beautiful woman with long red hair 
tha t falls in tight curls. She nonnally dresses in expensive and 
fashionable clo thes. Often the attire is tight lilting, but her re
spec table background usually keep s her clothes from being 
too revealing. Her costume is a black and violet body suit 
with dark boots and loose s leeves. 

Occ upati on: Government agent. 
Weapons and Equipm en t: Typically she carries no weapons 

other than a pair of nunchaku concealed in her boots. How
ever . she is trained in the use of the automatic pis tol. staff and 
chain weapons. Ego prefers to rely on her physical abilities 

and ancient oriental weapons. Equipment is nomia lly mini
mal and includes a sma ll head set receiver/transmiuer. her 

nunchaku (two pair) and two pairs of titanium handcuffs. 
Vehicle: Her personal vehicle is a Shelby Cobra. On mi ssions, 

the group is issued or assigned vehicles or transpor tation. 
Body Armor: Her costume/body suit is a fonn of experime ntal 

Ffexi -Steef annor (A.R. 14, S.D.C. 100). Ego refu ses 10 use 

heavy suits of armor. 

Komodo 
Based on draw ings by Eric Breau x. 

Komodo is a successful recruit from Director Sinder's Alien 
Acclimation Program. He was found by Project Secure. quaran
tined. questioned, befriended and eventually became a member 
of Project Secure as a spec ial operative. He fee ls a sense of debt 
to the program for allowing him to stay on Eanh despite the at
mosphere of distrust and fear rega rding non-human s He is de
voted to "rescuing" (not capturing) and helping other aliens, 
mutants and so -called mon ster s to find a place in the world 
through Project Secure. He is a vocal opponem of Director Fores 

and those in Project Tyche who promo te fear, prejudice and 
murder in the name or national security. 

Komodo' s real name is Tiloch Tark. He was a member of a 
failed co up to oust a military dictatorship on his homeworld and 
had to flee with a group of his comrades. Their spacecraft began 
to have trouble near Jupiter and wa s forced to land on Eanh . The 
whole vessel broke up as it entered the atmosphere. Tiloch is the 
only known survivor. The four bodies of his companions were 

never recovered . 

He fee ls very pro tective of the Alpha team member s, Director 
Sinder and the Project. Ti loch was trained as an inte ll igence offi
cer and spe nt a decade as a dutiful so ldier. watching as the mili
tary took over his people. He sees disturbingly similar trend s 
within the structure of Project Tyche and other factions wi thin 
the Earth's world governments. TI1is time he p lans t0 make a dif

ference. 

Code Name: Komodo 
Rea l Name: Tiloch Tark 
Rank : Investigating Agent (roughly equal to a lieutenam ) 

Alignment: Prin cipled 
Hit Points: 57 
S.D.C.: 432, A.R. : 12 
Weight: 375 pounds ( 169 kg ) 
Height: 9 feet. 2 inches (2.8 m) 

Age : 195 



Komodo 

Ego 



Attributes: 1.Q. 15, M.E. 19, M.A. 10, P.S. 30, P.P. 20. P.E. 20. 
P.B. 10, Spd. 23 
Dispos ition: Tiloch is a quiet, reserved powe rhouse. He cal mly 

observes all that he sees and remembers it. He has stro ng 
feelings for the other members of Alpha team and will do his 
best 10 protect them. Although he rarely allows himself to 
i.mile. Ti loch's favorite teammate is the good-natured Tinker. 

Experience Level: Seventh 
Natural Abilities: Natural armor rating. 
Super Power Catego ry: Alien expe riment (Super Soldier). 
Super Soldier Modifications: Invulnerability, increased agility, 

dextenty, and S.D.C. 
Major Supe r Ability: Invuln erabi lity: impervious to co ld, fire. 

heat. electricity, most energ y blasts, buUets and most S.D.C. 
a11acb. See Heroes Unlimited. page 185, for complete de

tails. 
Minor Super Abi lities: Energy expulsion: electrici ty 9 D6 dam -

age (or I D6x LO for a quicker damage roll). 
Combat Skills: Hand-to-Hand: Expen and Wre stling. 
Attacks Per Melee: Five 
Bonuses : +5 strike. +7 with ancien t W.P., +5 with aimed shots, 

+6 to parry. +8 to parry with ancient W.P ., +6 dodge (+8 un
der.vate r), + 15 damage, +6 roll with punch and fall. critical 
strike on an unmodified 18, 19. o r 20, paired weapons, and 
enta ngle. 

Originat ing Alien Enviro nment: Abrasive Atmosphere 
Education Level: Milita ry Specialist 
Skills of ote (includes bonuses): Detect ambush 85%, detect 

conceal ment 75%, intelligence 81 %, interrogation 85%. 
tracking 75%, swimming: advanced 95%, archery. W.P. 
knife. W.P. swo rd. W.P. energy pistol, W.P. energy rifle. lan
guage: English 90%, and language: Span ish 90%. 

Secondary Skills: Navigation 90 %, read sensory instruments 
70'¼-. first aid 80%, W.P. automatic pistol , W.P. semi and 
fully automa tic rifle , W.P . submachine gun, climbing 74%, 
swim 98%, pilot motorcycle 64 %, and pilot truck 64%. 

Appearance: Tiloch could have modeled for an ancient samu
rai 'i, batt le mask. His face has a demonic. scowling expres
l,ion. and his skin is a dark reddish grey. He often wear s only 
panti.. Komodo 's costume is a stylized version of the anc ient 
samu rai arn1or, complete with helmet. 

Occupation: Government agent 
Wea pons and Equipment: Komodo' s personal treasure is his 

vibro-ka tana (5D6 plus P.S. damage). It is a family heirloom 
that is more than 400 years old, and is the only sentimen tal 
keepsake he has from his homeworld. He also carries a pair 
of Earth knive s and a high quality katana . His modem weap 
ons usually include two IO mm auto pistols (4D6 damage per 
bullet) and , when necessary, heavy assault rifles. Besides his 
headset receiver/transmiuer. Komodo carries compac t climb
ing gear. 

Vehicle: A powerful hover cycle designed 10 carry Tiloch's 
mass. It is identical to a stand ard hover cycle, but it has 300 
S.D.C. On missions, the group is issued or assigned vehicle s 
or trnnsportation. 

Body Armor: Normall y Komodo wears none. but he does have 
a full hard armor suit of his stylized armor (A.R. 16. S.D.C. 
250) for the most dangerous heavy combat situation s. 
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Tinker 
Based on drawings by Eric Breaux 

Michael Da x is the quintessential gizmoteer. Since he was old 
enough 10 sit up, he has had a knack for taking thing s apart and 
pulling 1hem back together again perfectly. As he reached his 
teens. he was able to make significant improvement s on the 
o riginal design s and fix just about anything. Michael had trou
bles in high school becau se his mind was always working on 
ideas and modification s for his "tinker ings." He dropped out of 
school halfway through his junior year and earned mon ey as a 
mechanic on the racing circuit. A tour in Vietnam in 1968 turned 
his intere st to weapons and combat vehicles. His work on heli 
copters during the war ca ught the attention of his superiors. 
When he returned States ide. the government was waiting. He 
was recruited 10 build vehicles for various government agencie s, 
including some work on the initial S.C.R.E.T. equipment. When 
Project Secure needed a highly sk illed mechanic 10 examine and 
rebuild alien artifact s. Michael was the log ica l choice. He 
jumped at the chance and later joined Lock Down Alpha as code 
name Tinker . 

Michael is a good-natured. old veteran whose humor is o ften 
of the adult variety. He likes to tell stories and jokes. often 10 no 
one in particular (he ' II talk to human s and 10 his machine s). He 
is meticulous , but only to the point of function . His creatio ns do 
not have 10 look good. they just have 10 work. However. he 
doe sn ·1 mind when he is required 10 "pret1y ·em up·· and he has 
a good eye for aesthetic design. His skill as an artist with vehi
cle s and weapon s is unequalled. 

Tinker likes the big alien. Komodo. and feels he need s 10 
keep an eye out for Ego. bu1 Washington is too secretive for his 
taste. He is loyal 10 his teammate s and the cause. 

Code Name: Tinker 
Real Name: Michael Dax 
Rank: Inves tigating Agent (roughly equal to a Captain ) 
Alignment : Scrup ulous 
Hit Points: 46 
S.D.C.: 44 
Weight: 110 pound s (50 kg) 
Height: 4 feet, IO inche s ( 1.4 m) 
Age: 45 
Attributes: 1.Q. 20. M.E. 12, M.A. 12, P.S. 17, P.P. 14. P.E. 11. 
P.B. 12, Spd. 15 
Disposition: Michael often plays the gruff. old veteran to the 

hilt (dirty joke s and all). He is mostly dissatisfied with the 
state of the world, especially bureaucracy, but is surprisingly 
idealistic and hopeful. He keeps himself from becoming cyni
ca l or depre ssed through his humor and wo rk with Project Se
cure. 

Experience Level: Tenth 
Super Power Category: Hardware 
Hardware Category: Mechanical and Weapon s. 
Combat Skills: Hand-to- Hand : Expert and Boxing. 
Attacks Per Melee: Five 
Bonuses : +2 to strike. +5 to strike with ancient W.P .. +7 to 

strike aimed shots. +5 10 parry. +8 to parry wi1h ancient W.P .• 
+5 to dodge, +3 damag e, +4 roll wi1h punch or fall, critical 



strike on 18. 19. or 20. knockout ( I D6 melee rounds) on a 
natural 20, paired weapons. entangle, and judo-styled body 
flip ( I D6). 

Education Level: Trade School 
Skills of Note (includes all bonuses): Mechanical engineering 

98~. automotive mechanics 98%, aircraft mechanics 98%. 
locksmith 98%. read sensory im,truments 98%, weapon sys
tems 98%. mathematics: advanced 98%. basic electronics 
98t;i. demolition 98%. demolition disposal 98%. pilot tank 
and APC 98%, build super vehicles 98%, recognize vehicle 
quality 76/95<'/c, W.P. blunt. W.P. chain. W.P. automatic pis
tol, W.P. rifle, W.P. semi and fully automatic rifle. W.P. 
heavy. ~ntper (+2 strike with rifle). make and modify weap
ons 9891. and recognize weapon quality 76/98%. 

Secondary Skills: Computer operation 98%. running. pilot: 
automobile 98%, pilot: cruck 98%. pilot: helicopter 98%, pi
lot: airplane 98%. pilot: race car 98%, pilot: truck 83%. pilot: 
motorcycle 95'¼:. and pilot boats: motor 75%. 

A-ppearance: Michael 1s physically small but he has gone 
through great pa111s IO keep himself in shape. He is hardly 
ever ~een out of his overa lls, and even frequently wears them 
on missions. A red baseball cap stained with oil and grease 
rarely leave!> hi~ head. Stubble always covers his rugged face. 

Occupatio n: Governmen t Agent 
Weapons and Equipment: Michael\ persona l weapon of 

choice is a Berreta 9 mm (he is +9 to strike with an aimed 
shot). He often carries a large .SO calibre handgun (identical 
Lo the Korimyr in the equipment section of this book) and al
way, has his own version of the explosive strap gun (also in 
this book's equipment section). Michael (and all Hardware: 
Weapons characters) can make any of Lhe special ammunition 
and build any of the advanced firearms presented in this book 
and Heroes Unlimited . 

Vehicle: Miniature Jet Pack that is highly concealed and litS un
der his equ ipment backpack (stats identical to the jet pack on 
page 219 or Heroes Unlimited). 

Hi. personal transportation is a BMW 850i with concealed 
medium am10r (A.R. 16, 700 S.D.C.). and twenty 2.75 inch 
(70 mm) rocket tubes in the trunk on a pop-up launcher, ad
vanced radar targeting computer, smoke screen, vehicle cal
trops, engine readout package, searchlight. winch and cable, 
theft alarm, and theft proof locks. Maximum speed is 270 
mph (432 km)! I-le is always ••tinkering" with his souped-up 
car and is considering giving it flight capabilities. This vehi
cle is often used on Team Alpha missions. 

Per sonal Body Armor: A special ceramic and metal body suit 
of his own design: A.R. 16, S.D.C. 140, with detachab le jet 
pack. 

Washington 
Based on drawing s by Eric Breaux. 

Brian Martin is the leader of Lock Down Alpha. He is a wiz
ard whose code name is Washington. As a child, he was always 
athletic, but a sharp intelligence and curiosity lurked within the 
young man, <;o he excelled in both high school athletics and aca
demics. When he graduated. Brian was a smart, strong and well 
rounded teen with a bright future. Wanting to learn all he could, 
he accepted an athletic scholarship to put him through college. 
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While making his way through hi:-ma<;ter·s degree, Brian met an 
interesting professor of hisLOry who would change his life. The 
wily old man was an arcanist who introduced Brian to the won
ders of spell casting. By the time he graduated. Brian was well 
on his way to mastering the mystical arts. 

He took a government grant sponsored by rhe military to re
search geomancy and ley lines. During this period. his forte in 
magic became known and he was contacted by the recniite r for 
the FBl's Super Agent Program (SAP). Brian declined his offer. 
A week later. the man returned with infom1a1ion dossiers on 
Project Secure and plans for the Lock Down teams. This caught 
his auention and innamed his natural curios ity. Adveniure, 
studying alien life forms and their technology . 10 unlock the 
mysteries of the universe. It wm, an incredible opportunity. He 
wasted no rime jo ining. 

Brian/Washington. has been with Lock Down Alpha longer 
than anybody. 10 years. and currently functions a~ team leader. 
He doesn ·1 have a military background. but training in basic 
military procedure, strategy and tactics. plus years of experience 
have turned him into an excellent leader. He feels responsible 
for each of 1he team members and considers himself lucky that 
only one agent under his direct command has ever died. The last 
two years he has been plagued by troubling nightmares that he 
fears may be visions of the future. They reveal a great magical 
catastrophe that will rock the planet. The visions offer no detaib, 
only impressions. so he can' t tell when it will happen or how 
dramatically it will affect the world. He wonders if it is a natural 
disaster or whether aliens are involved. He keeps his fears and 
nightmares to himself and takes special interest in other practi
tioners of magic, alien magic and psychics. hoping they may 
shed some light on his vision. These dreams have made him a bit 
moody and he has become increasingly quiet and secretive. 

Washington is a competent and caring leader who is re
spected by his teammates. However, other members of Project 
Secure find the scholarly magic user to be aloof and a bit 
spooky. so they tend 10 avoid him after hours. 

Code Name: Washington 
Rea l Name: Brian Martin 
Rank: Field Commander Agent (roughly equal to a Colonel) 
Alignment: Scrupulous 
Hit Points: 60 
S.D.C.: 74 
Weight: 210 pound~ (95 kg) 
Height: 6 feet. 2 inches ( 1.9 m) 
Age: 36 
Attributes: 1.Q. 17. M.E. 19. M.A. 12, P.S. 18, P.P. IS, P.E. 23. 
P.B. 14, Spd. 13 
Disposition : Brian is a calm. clear thinking man of obvious in

telligence and education. He is very analytical and calculat
ing. but not to the point of excluding emotions or 
compassion. He genuinely likes and cares for the people un
der his command. but he feels it is imponant to distance him
self from them as their leader. His visions of doom have 
troubled and distracted him, but he will not allow those dis
tractions to jeopardize any missions. 

Experience Level: 9th 
Super Power Catego ry: Magic/Wizard 
Magic Combat and Abilities: Recognize enchantment 95% and 

sense magic 59%. Can cast 14 spells per day at a rate of S 



., 

spells per melee round. Spell ~trength is l S. Magic Bonuses: 
+2 save vs spell magic and +2 save vs circle magic. 

Spells: Blind, breathe without air, decipher magic, dispel magic 
barriers (2), negate magic, eyes of the wolf, ny as the eagle, 
globe of c;ilence, ice blast (N EW ), levitate, magic armor 
(N EW). magic net, mystic shield, paralysi bolt. see the invis
ible, and tongues. 

Combat Skills: Hand-to-hand: manial ans. boxing, and wres-
tling. 

Attacks Per Melee: Seven 
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Bonuses: +I on initialive, +2 lO strike, +5 to strike with aimed 
sho ts. +5 to parry, +5 10 dodge, +5 to damage, +10 roll with 
punch or fall, jump kick (c ritical), entangle , critical on un 
modified 18, 19, or 20, pair ed weapons, lea p attack (cr itica l), 
KO on natural 20 when pun ching , pin/ incapac itate on un
modified 18. 19. or 20 (i f decla red). and body block/tackle. 

Education Level: Doctorate/Ph.D. 
Skills of Note (includes all bonuses): Cri minal scie nce and fo

rensics. paramedic. pathology, medical docior , biology , 
chemistry: analytical, computer ope ration, botany, astrop hys
ic!>, boxing. wrestling, fencing, gymnastics (all perce ntages at 
98%), lore: demon!. and mon sters, lore: ghos ts and faeries, 
lore: geomancy and lines of power, all at 98% proficiency. 

Seco ndary Skills: Advanced mat hematics 98%. hand to hand: 
martial am, read sensory instruments 83%, basic mechanics 
75%. basic electronics 83%, art 75%, writing 69%, photogra
phy 93%. W.P. revolver, W.P. au toma tic pistol, wi lderness 
~urv1val 53/if, climbing 69%. pilot automobi le 83%, and pilot 

1 airplane 70%. 

Appearance: Brian is a tall, well-built and reaso nably hand 
some man who look s mo re like he is entering hi s thirtie s than 
his forties . His hair is kept short. He prefer s to wear comfort

ab le clo thes (often jeans and buuon-up shirts). H is cos tum e as 
Washington is a grey or navy blue jumpsuit with black 
gloves, boot s and trim. 

Occupation: Government age nt under the juri sdiction of Proje ct 
Sec ure, with a background in sc ience. medi c ine , research and 
lore. 

Weapons and Equipment: Carries both a revolver and an auto 
pi sto l and the iss ued head se t receiver/tran smitter when work
ing. He always has a pair of optic s in the fonn of nightvision 
(ambi e nt light amplification ) gogg les. 

Vehicle: Persona l vehicle is a Lotus Elan . 
Body Armor: Wa shington 's cost ume has concealed annor 

(A. R. 10, S.D .C. 50) in it, but he relie s heavily on his magic 
for prot ect ion. 

Civilian Organizations 

Triton Industries 
By Kevin Siembieda & Wayne Breaux 

Triton Indu stries is a developer and manufacturer of military , 
law enforcement and civilian weapons, ammuni tion, body annor 
and surv ival equipme nt. It is a growing corporat ion with its 
headquarters in Elco, Nevada. The corpora tio n has a presence 
throughout the United States, Canada and Mexico. Thi s is a lso 
the location of their main proving area and testing ground s. 

Triton Industrie s has been a major innova tor in the area of en
ergy weapons and advanced body annor for the last seven years. 
Before that. it was the struggli ng child of its founder. Anh ur 
/larding. The company was saved by an unexpe cted break
through in laser weapon technology. 

Research and deve lopmen t has ex panded into improvements 
and advancements of exis ting weapons, ammuniti on. and body 
armor. They have most rece ntly developed an All-W ea ther , All
Environment Exo-Ske leton Suit that has won them their seco nd 
military cont ract. Their first contra ct is connec ted wi th Proje ct 
Tyche (and 10 a lesse r degree. Proj ec t Secure) and involv es the 
identificatio n and initial analysis of alien artifact s. Arthur Hard
ing and his spec ial resea rch team have shown an amazing pro
pensity for identifying and understandin g alien tec hnology. They 
have also shown the sa me kind of fanatici sm abou t protec ting 
US citilens from hostile aliens and dan gero us weapons as Pro 
ject Tychc has (or so it would see m). Thi s has crea ted a strong 
bond between Tyche ' s Directo r and Hardin g. Dire ctor Fore s has 
become increasi ngly reliant on Harding and has arranged to 
make him and Triton Indu strie s spec ial advisors and agents con
nected with the Proj ect; thi s includes Arthur Hardin g, Brittany 
Shale, and a team of Trit on specia lists (TST operatives) hand 
picked by Hardin g. 
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The Secret Behind Triton Industries 
Many people have been puz zled about Trit on Industries' 

amazing deve lopm en t of advanced laser technology whic h sa ved 
the strug g ling weapons manufacturer from the brink of bank 
ruptcy . The truth behind Triton Indu st ries' ach ievements doe s 
not res t with the genius of Arthur Hard ing or his research teams . 
but with the appearance of Brittany Shale, a visitor from ano ther 
world. 

Eight years ago , an alien spacecraft crashed in the backyard 
of Trit on Indu stries. Hardin g and his peopl e were the fir st on the 
site and helped the governme nt, including Proj ect Tyche agents, 
with securing the area and collec ting the remnant s. The crashed 
vesse l was appar en tly a life boat jetti soned from a larger alien 
vesse l in distre ss . Th e large vesse l exploded high abov e the 
Earth and 98% of the debris is believed to have burn ed up in 
Earth 's atmo sphere . No remnan ts are known to have reac hed 
Eanh. Unfortunat ely, the alien life boat didn 't survi ve e ither and 
crashed in Nevada with a titanic explosio n. Th e occupants were 
ki lled and burnt beyond recognition from the resultin g crash, ex
plo sion and fire . The government seize d what was lef t o f the 
vesse l and the co rpses o f an estim ated 47 occupants. 

Unknown 10 the gove rnm ent. there was one survivor. A 
woman was rescued and hidden by Arthur Hardin g. The owne r 
o f Triton Indu stries kept his "guest" a sec ret even from his clos
est assoc iate s. He was ab le to gain the alien ·s trust and, with 
time , her love and devotion . By stud ying her laser pistol side
arm, he was ab le to copy it and develop a working prototype to 
gain inve stor s and attract the milit ary. Onc e the necessary 
money was acq uired, Triton Indu strie s' skilled sc ienti sts, under 
Harding's superv ision, were ab le to deve lop nume rous advanc ed 
laser weapons and devices and win a gove rnm ent contract. 

After his initial breakthrou ghs dupli ca ting the ali en techno l
ogy, Hardin g rea lized what a beau tiful sys tem thi s was. If he 
could acquire additional alien technology, he could study and 



duplicate them (well, many of them ) and make a fortune. To this 
end, he has encouraged ties with Project Tyche. Through this 
connection he has learned that for the last 60 years (perhap s for 
centuries), Earth had been visited by aliens from other worlds. 
By ceme nting his ties with Project Tyche, he could be among the 
first 10 rescue (steal and/or study) these items before they are 
taken by Project Secure or other agencies. By playing on the 
paranoia and animosi ty between Project Tyche and Project Se
cure. he has been able to co nvince Director Fores to let his peo
ple help in the "neutra lizatio n" of alien invaders, and prevent 
their dangerous weapons and technology from falling into the 
wrong hands: like super villains, foreign governme nts, Project 
Secure and othe r foolish liberals. 

Harding and his trusted compani on, Brittany Shale (the sur
viving alien), are caref ul to play the role o f psychotic zealots. 
which has convi nced Fores that they are kindred spi rits. They 
never take foolish chances. and qu ickly tum alien artifacts over 
10 Project Tyche or Secure operatives, but usually not before 
H;rding ha~ had a chance to examine them with his mutant pow
ers and/or a detailed video documentat ion has been made. With 
the ~ecret support and blessing of Director Fores. Harding has 
organized a half dozen squads of agents to investigate suspected 
aliens. UFO sighting s and to "co llect" equi pment from alien 
visitors on Earth. 

These squads are very similar in make-up and tact ics to Pro
ject Secures Lock Down reams. These Triton Strike Teams 
(TST) are always on call and ready 10 respond at a moment 's no
uce. They are freque ntly deployed to investigate situation s that 
Project Tyche is unable to explore , ei the r because the lead is 100 

nimsy. or beca use the investigation ha s been turned over to an
other agency. like Project Secure. ln this way , Director Fores has 
his fingers in the investigation (or so he thinks) throu gh the TS'f 
(their true nature and ties to Triton industries are concealed). 
These teams are also sent out to investigate lead s of their own. 
Triton Industries employs several civilian wire services and 
UFO watch groups to keep them apprised of alleged sightings 
and stra nge occurrences. Once there is a solid lead, the Triton 
Strike Teams go into action and tries to beat the government at 
finding aliens, and seizing their tec hnology. Captured aliens are 
a rarity. TST opera tives tend to kill these presumably hostile in
vaders and collect their weapons and equipment to be brought 
back to Triton Industries' sec ret fortress. The occasiona l a lien 
captive may also be brought back to base where they are offered 
deals for information , coo peration and their equip ment/tec hnol 
ogy. Deals are typica lly something like, "Give us what we want 
or we'll kill you," or, "we ' ll turn you over to the government 
(namely Project Tyche)." Those who refuse to coope rate are ter
minated and their bodies cremated or they are killed and their 
bodies turned over to Project Tyche . Occasionally they are 
turned over to Project Tyche alive. But in most cases, the iden
tity of Lhe alien's interrogat ors and the location of its confine
ment are kept a secret to avoid incriminating Harding or Triton 
Industries. 

A standard TST field team will be a six to eight man squad 
divided equally into two teams who engage in coo rdinat ed in
vestigations and attacks. At least 75% of the team members wiJI 
possess super abilities . and fall into the catego ries of alien, ex
periment, mutant, or psionic. 
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TST teams without super powered operatives will include 
agents from the Super Power Categories of bionics. physical 
trainin g and hardwa re, or be non-superhum an ex-soldiers or es
pionage agents clad in experimenta l exo-ske letons. Typical 
bionic operatives will have amplified hearin g, some form of vi
sion enhancement, radar , surveillance "bug " detectors, wide 
band radio receivers and transmitters, in addition to their bionic 
augmentation and I D4 bionic weapon systems. Other operatives 
will be equipped with exo-skeleton/body armor and laser weap
ons. 

A fortress-like complex a few miles south of Trit on Indus
tries' headquarter s is the Deve lopment Center and Testing Facil
ity for sec ret military projects and experimental prototype s. It is 
protec ted by of Tl's weapon systems and elite guards (TST 
agents). Only Arthur Harding and a hand picked personnel have 
access to the facility. Ninety percent of the people at the main 
office never get past the front gate. let alone the front door. 

This facility is the secret base and home for TST operations 
and agents, as well as for the studying , copying and storage of 
alien technology and artifacts. Within its inner sanctum are dar
clon advisors, cells for alien captive s and places for dark experi
ments. Other than Brittany Shale and Harding, there are only a 
tiny handful of people who are allowed into the inner sanctum or 
who know about the darclon. 

Arthur Harding 
Head of Triton Industries 

Arthur Hardin g is a brilliant desi gner due largely to his mu
tant super power s of holographic memory projection and 
mechano-link. These power s are especialJy useful in under 
standing, duplicating and improvin g new (alien) technolog y, as 

well as "knocking off ' competitor s' product s. Unfortunat e ly, 
many alien items are beyond Earth 's manufa cturing capabilitie s 
and require advancement s that are beyond any Earth manufa c-



Lurer. Although he has many high-tech weapons and designs in 
his head from studying Shatter's and Dardon equipment, he will 
have 10 wail until 01her areas of manufacturing catch-up to make 
their reproduc1ion feasible. 

Harding is the true brains and motivator behind the Triton 
~uccess story. The majority of his technical staff and researchers 
are merely developers and aides who carry through on his de
signs. 

Publicly, he plays the role of the busy C.E.O. and tries to pre
serve his anonymity. Hi!. role as weapon' s developer and UFO 
investigmor are closely guarded secrets. He has tasted Lhe good 
life, and he wants more. His ambition has driven him to create 
the TST teaml., LO continue his secret campaign to pirate alien 
technology. and his dealings with the darclon aliens for his own 
personal gain. He has become increasingly calculating, ruthless, 
and maniacal. Although he is self-serving and evil , he has his 
own twisted code. This includes not purposely hanning innocent 
bystanders. protecting children, and not undennining the govem
m~m. authorities or the law (it's one thing for .. him'' and his 
agenL~ to cirrnm1·e111 the law for Lheir gain, but not for other ali
ens. criminals, or super villains to <.lo). In his own way, Harding 
is a patriot who will do wha1 he can to defend and protect the 
United States of America and the human race. He would be hor
rified to learn of the darclons' schemes and would tum against 
them 111 a heanbeat. Shauer shares similar views. 
Alignment: Aberrant 
Hit Points: 33 
S.D.C.: 65 
Weight: 184 pounds (83 kg) 
Height: 5 feet, 11 inches ( 1.8 m) 
Age: 33 
Attributes: 1.Q. 20. M.E. 15, M.A. 17, P.S. 12, P.P. 14, P.E. 10, 
P.B. 15. Spd. 13 
Experience Level: 6th level 
Super Power Category: Mutant 
Unusual Character istic: Double-jointed 
Super Powers: Mechano-link and holographic memory projec-

tion. 
Combat Skills: Hand-to-hand: basic 
Attacks Per Melee: Five 
Bonuses: + I to strike, +2 to parry and dodge. critical on un

modified 19 or 20. 
Education Level: Four years of college. 
Scholastic Skills (includes all bonuses): Electrical engineer 

98%. surveillance systems 98%, computer repair 98%, robot 
electronics 55%, mechanical engineer 98%, locksmith 95%, 
aircraft repair 80%, robot mechanics 55%, navigation: space 
98%, navigation (air, land, water) 98%, read sensory equip
ment 98%, weapon systems 98%, pilot: jet fighter 98%. and 
pilot: space shutLle 98%. 

Secondary Skills: Computer operation 98%, hand to hand: ba
sic, athletics (general), pilot: automobile 98%. pilot: airplane 
98%. advanced mathematics 84%, languages: Spanish, 
French. Russian, and Gennan, all al 80%; pilot: sailboats 
98%, W.P. revolver, writing Uoumalistic) 38%, and pilot: 
motorboats 84%. 

Occupation: Founder and C.E.O. of Triton lndusLries; a multi
millionaire and weapons developer. 

Appearance: Harding is a suave. debonair and handsome man 
in his early 30's. He always wears expensive business suits 
and has an air of always being in control. 38 

Shatter 
Shatter (aka Brittany Shale) is the sole survivor from the 

space lifeboat that crashed in Nevada. Her vessel had been i~
vaded by some sort of alien predators that appeared after their 
ship had gotten caught in a space and Lime anomaly. The dimen
sional anomaly warped them from their solar system into 
Earth's. They came to Earth because it was the nearest planet 
with intelligent, and as fate would have it, human life (Shatter 
and her people are human). However, the dead ly invaders 
proved too dangerous and the ensuing battles caused the ship to 
explode in Earth orbit. She and 47 others were ordered into a life 
boat. but only she survived the crash. 

The alien woman appears completely human although she 
possess some superhuman abilities. She has always viewed Ar
thur Harding as her rescuer and the two quickly fell in love. The 
two have been inseparable for the last seven years. As Briflany 
Shale, she is Director of Security for Triton IndusLries. Under 
her Shatter persona, she is known as Tl's top super powered op
erative. Only a few people know Shatter and Britlany are one 
and the same. Of course. this means she has access to all Tl 
weapon systems. vehicles and facilities. She is also privy to Tri
ton Industries· and Arthur Harding 's secrets. including TST op
erations, their ties with Project Tyche and the presence of the 
darclons. 

Brittany does not trust the darclons. They have no honor and 
she suspects them of having ulterior motives. She has expressed 
her concerns to Arthur, but he has assured her that they are his 
pawns and there is nothing to fear. Brittany isn't convinced of 
this, but keeps her suspicions to herself and an eye on the dar
clons. 

As Shauer. she is considered an unknown vigilante associated 
with an unknown group (TST) who hunts down and fights ali
ens, mutants and super villains. Authorities consider Shatter and 
her teammates to be low priority because the group keeps a low 
profile, does not engage in robbery or endanger civilians. and, in 
fact, have assisted or defended authorities against alien and/or 
super villains on several occasions. The ·•official" investigation 
of Shatter and cohorts has been acquired by Project Tyche (who 
know she is an agent of Anhur Harding, so they have killed the 
investigation. At least for the moment, Shaner and the TST can 
operate with minimal fear of government intervention). 

Earth Identity: Brittany Shale; a.k.a. Shatter 
Real Name: Britonshael 
Alignment: Aberrant 
Species: Humanoid, looks complete ly human. 
Hit Points: 57 
S.D.C.: 212 
Weight: 154 pounds (69 kg) 
Height: 5 feet, 6 inches ( 1.65 m) 
Age: Unknown, looks to be in her late twenties. 
Attributes: 1.Q. 15, M.E. I I. M.A. 13, P.S. 27, P.P. 23, P.E. 20, 
P.B. 14, Spd. 66 
Experience Level: 9th level 
Super Power Category: Alien 
Home Planet: High Gravity 
Major Super Abilities: Vibration (Shock wave quick roll dam-

age ID6x IO+ 12). . . 
Minor Super Abilities: Healing factor and flight: wmgless. 
Combat Skills: Hand-to-hand: martial arts, wrestling, and box

ing. 
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Attacks Per Melee: Seven 
Bonuses: +I on initiative, +6 strike, +8 strike with ancient W.P., 

+6 strike with aimed shot. +9 parry , +11 parry with ancient 
W.P.s, +9 dodge,+ IO roll with punch or fall. jump kick (criti
ca l), entangle, critical on unmodified 18. 19. or 20, paired 
weapons, leap attack (critical). 

Educa tion Level: Alien Combat Specialist 
Scholastic Skills (bonuses included ): Martial arts, first aid 

98%, boxing, S.C.U. B.A. 98%, wrestling, gymnastics 98%, 
language s: Eng lish. Gennan. French. Russian, Spanish, and 
Italian. all at 98%: W.P. swo rd. W.P. knife, W.P. paired, W.P. 
energy pistol, W.P. sub-machinegun, W.P. auto pistol. and 
archery 

Seco ndary Skills: Prowl 98%, pilot: motorcycle 98%. pilot: 
automobile 92%, pilot: hel icopter 60%, basic mechanics 
52%, basic electronics 70%, read sensory equipment 95%, 
computer operation 98%, cook 98%, wilderness survival 
95%, and W.P . blunt. 

Equipmen t: As Head of Security at Triton Industries her usual 
complemem of weapons inc ludes a pair of throwing knives 
( I 06 damage), two automa tic pistols (one loaded with am1or 
piercing rounds), two stakeout style shotg uns (one loaded 
with flechette rounds), one sub-machinegun firing needle 
rounds, or Triton Industries TKO rounds. 

As Shatte r: In addition to her powers and superhuman 
S.D.C .. Shaner is always well armed with virtually any weap
ons and equipments she or her teammates (TST) need. Typi
cal weapons include TI laser weapons. plasma ejectors or 
rocket launchers. 

Briuany has a personal bank account with I D4 million 
dollar s. 

Note: Only Harding and two of his most trusted scientists (both 
highly paid and 100% loyal) , know that Brittany/Shatter is an 
alien. 

Darclon s 
The darclons are a race of evil aliens from another dimen sion. 

They have struck a deal with Harding to provide technological 
information and items in the areas of laser and energy weapons , 
body annor and exo-skeletons/power armor in exchange for in
formation about Earth , the solar system and alien visitors. 

History: The darclon s were once powerful intergalactic arn1s 
dea lers and slavers, until the Splugorth and Naruni appeared in 
their dimension. Their new, ruthles s transdirnensional competi
tors literally destroyed the darclons to eliminate the competition. 
Within 50 years. the darclons had been extinguished as a force in 
their universe. Those who weren't slain, or put out of business 
were captured and enslaved. Although tens of thousands sur
vived as free people (there had been billions ), they were forced 
into hiding and live a quiet ex istence. In an attempt to escape the 
Splugorth and Naruni Enterpri ses, the aliens turned their dwin
dling resources toward developing dimensional travel. 

It took nearly a thousand years, but they have begun to master 
traversing the Megave rse. Their link to ilie Earth of Heroes Un
limited is one of their more promising doorways to another real
ity. One faction of darclons is considering abandoning their 
nat ive dimension Lo nee to another one not yet dominated by the 
Splugortl1 or other transdirnensional menaces and conquerors. 
They are sizing up Earth and its universe as a possible candidate 



for such an exodus. The people of Earth, and even many of the 
more advanced "alien" races who inhabit the so lar system, are 
comparatively primitive and cou ld provide a rich environment 
for business. growth. and conquest. 

The Darclons & Tr iton Industries: The darclons are using 
Triton Industries as a pawn for their own schemes. It was Hard 
mg ·s darclon "friends'' and advisors who suggeste d the forma
tion of the TST to study other aliens and to capture their 
technology (all the easier for them to learn about their potential 
opposition). The darclon are also fascinated by the phenomenon 
of the ··super hero/super being" in this dimension. They see such 
powers as a new marketing and military opponunity. This has 
led them 10 develop experiments with the intention of instilling 
super abilities in normal human s - so far none have been suc
cessf ul. Unknown to Hardin g, they are also experimenting with 
genetic engineering on animals. human s and aliens, for the pur
pose of creating an army (or slave force) of super beings to con
quer this new universe and reclaim their own. Earth is just a 
potential stepping stone in this campaign. 

Unknown to Harding and Shauer, it was the darclons who at
tacked Briuany' s spacecraf t (she never actually saw the invad
ers). It was through this encounter that they discovere d Earth 
and were able to track Brittany to Triton Industries. The darclon s 
were able 10 open a dimensional Rift near TI and send spec ial 
agent<; to make a bargain with Anhur Harding. Thankfully, it is 
extremely difficult for the darclons to create the dimensiona l 
opening Lo begin with (only I D4 times an Eanh year) and can 
seldom hold it open for more than a few minute s. 

40 

There are five darclon "advisors" at the Tl Development Cen
ter and Testing Facility/Fortress. These five creatures help Hard
ing develop new energy weapon s. body armor and 
exo-skeletons, help identify alien artifact s. One. a diabolic witch 
named Dreeja, is the leader of one of the Triton Strike Teams. 
Another pair of darclons not affiliated with Triton Industries are 
conducting their own exploration of Earth and plan on recruiting 
a group of super villains (and perhaps conduct experiments on 
mutants and super humans to unlock the secre ts of their power s 
and replicate them). 

Alignment: Any, but usua lly selfish or evil. 
Attributes: 1.Q. 306, M.E. 406, M.A. 2D6+1, P.S. 406. P.P. 
3D6, P.E. 4D6, P.B. I D6, Spd 3D6 
Hit Points: Standard, P.E. plus I D6 per level of experience 
S.D.C.: 4D6xl0 
Natu ral Body Armor: A.R. 14 
Height: 5 feet plus 3D6 inches ( L.6 to 2.0 m). 
Weight: 100+2D4xl0 pounds (54 to 82 kgs). 
Average Life Span: 240 years 
Race: Humanoid 
Super Abilities: All darclons posse ss immense psionic powers. 

Select four major psi-power s and six minor ones. I.S.P. is 
M.E.xl0 plus 10 points per level of experience. 

Natural Abilities: +5 to save vs horror factor, +2 to save vs dis
ease, resistant to normal fire (half damage; but suffe rs full 
damage from magic , plasma or mega-damage flame) and +2 
on init iative. They are also ambidextrous, which adds one at
tack/action per melee round, +I to parry , +10% to climbing 
skill, +5% to escape artist, pick locks, mechanical repair. and 
electricaJ repair. 

Spec ial Weapons: Short- and long-range energy weapons are 
favorites. 

Specia l Vehicles: Jet packs and hover vehicles. 
Special Armor: They have a half a dozen different types of 

power armor and giant combat robots back in their home di
mension, but none have been brought to Earth. 

Familiarit y with Earth: Equal to "Has stud ied Earth " result on 
the Famrnarity with Earth table. 

Darclons in Rifts: As a Rifts character, a darclon is a mega
damage mind melter with the following psychic powers: All 
physical powers, speed reading , total recaJI, telepathy , te le
mechanics, bio-regeneration (super), electrokinesis, pyrokine 
sis, telekinesis, group mind block, mind bolt, mind bond, 
psi-shield. and psi-swo rd. J.S.P.: M.E.xl0 plus 10 per level 
of experie nce. 

They are mega-damage creatures with 4D6xl0 M.D.C. 
and technology level roughly equivalent to the Coalition 
State s. In rhe Rifts World , their energy weapons inflict mega 
damage and the armor of their bots, body armor and vehicles 
are also M.D.C. structures. 

The darclons are foul, merciless creatures who view hu
mans and most other humanoid life forms as their inferiors; 
after all, they were used to being king-of-the-hill in their own 
dimen sion for eons before the Splugorth and Naruni Enter
prises appeared and changed everything. During thei r reign as 
intergalactic arms dealers and slavers, they were only slightly 
bet.ter than the Splugonh in regard ro their treatment of other 
life forms. In many ways , it is befitting that they suffer at the 
hands of the Splugonh as they did to countless others. To this 
day, there are thousand s of darclon slaves who serve will-



ingly and by force as Minion s of Splugonh , but not amon g 
the minions of Lord Sp lynncryth of Atlanti s (remember. there 
are many Sp lugo rth who dom inate different part s of the 
Megaverse). The Naruni and a fe w others also hav e some dar
clon slaves, althou gh only one-te nth of the number ow ned by 
the Spl ugonh. The occas ional darclon slave, refu gee or free 
man ca n find his/her way to Rifts Earth. All darclon s despise 
the Splugonh and dream of the day they can ex tract reve nge 
(not likely). They also dislike Naruni Enterp rises. 

They have tackled the problem of dime nsional travel from 
a scientific point of view and. although they draw on P.P.E. to 
crea te dimensional Rifts, they do not understand or practice 
magic. 

Dardon player characters may be a rare alien of compa s
sion and good alignment, but may be cons idered an outcas t 
by others of his race; most are anarchis t or evil. 

Triton Industries 
Triton Indu stries (Tl) is a new mega-corporation in the area 

of advanced weapo ns, armor development and manufa cturin g. ll 
has a total of 325 points. It is loosely associa ted with the US 
governme nt and Proje ct Tyche, as well as secret ly associa ted 
with the darclon aliens. 

A. Outfits: #4 Spec ialty C lothin g: IO points 
B. Equipment: #4 Electronic S uppli es: 10 points 
C. Weapo ns: #5 The Arsenal: 30 points 
D. Bionics and Robo tics: #3 Cybe r age nts: 25 points 
E. Vehicles: #4 Specialty Vehicles: 40 points 
F. Commu nica tion s: #4 Computerized: 15 points 
G. Offices. Hideou ts. Distributi on: #4 Nation al: 15 poi nts 
H. Military Power: #4 Priva te Army: 30 point s 
I. Supe r Powered Ope rat ives: #3 A Few Regulars : 20 point s 
J. Sponsorship: #3 Private Indu stry: 6 point s 
K. Special Budget: #5 Big Bucks: 35 point s 
L. Administrative Co ntrol: #2 Loose Laws: 5 points 
M . Internal Security: #4 Iron Clad: 25 points 
N. External lnfiltra tion: #3 ln fonnation Source: IO point s 
0. Research and Information Gath ering : #5 Super ior Connec

tions: 30 poi nts 
P. Agency Credentials: #4 Known : IO points 
Q. Agency Salary: #5 Exce llent: 30 point s 

TI Armor & Weapons of Note 
Trito n Indu stries has deve lope d a numb er of advanced energy 

weapons and high-tech amm uniti on, body armor and equipm ent. 
The items are "knock -o ffs" from al ien so urces. As a result, dam
age and data are often referred to as alien equ iva lents found in 
the equipment sectio n of this book or items foun d in Heroes Un
limited. 

Body Armor 
TI Riot Body Armors: Tri ton produces armors identi ca l to 

those in Heroes Unlimi ted. but because of alien tech nology, all 
have an anno r rating one higher {+I) and an additional 10% 
S.O.C. than those listed. Cost is 25% higher too. 

All Weather Armored Environmenta l Suit (A.W.A.E.S. ): 
Identical to the H.E.A.S. except it ha s an A.R. of 13 and S.D.C . 
of 300. Cos t: $25,000 . 
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Fanning Recoil Dimini sher Exo-skeleton MK-Ill (FRDE 
a.k.a. Freddie ): Thi s powe r anno r is a combination of a hydrau
lic leve ling and recoi l abso rbin g sys tem built into a suit of pro
tec tive body armor. Th e ove rall effec t of the syste m is the near 
nega tion of recoil from automatic weapons. It also pro vides the 
wea rer with +2 to P.S. and Spd. as we ll as basic body armor pro
tection with A.R.: 14 and 160 S.D.C. point s. Other Bonuses: +2 
to strike whe n bu rst firing and + I to strike when sprayi ng/firi ng 
w ild (See Mode m Weapon Proficiency sec tion ). Weight: 100 
pou nds (45 kg) plus weapon and eq uipm ent weight. Cos1: 
$50 ,000 and up for a human -size d Freddi e; doubl e for giant 
characters. 

The FRDE is c urrently a very hot comm od ity in the sec urity 
and mercenary fie lds. Costs are high due to hi gh demand and 
moderat e production. 

FRDE MK-IV-Super (a.k.a. Super Freddi e) : Thi s is an ad
vanced suit of power armor with the same sys tem s as the MK
III . but has en hanced robotic augmentation, laser targeting (4000 
ft/ 1200 m range). lase r wrist blasters (3D6 damage. 2000 ft/610 
m range). A.R.: 15, S.D.C.: 200 . Bonuses : +4 to P.S. and +10 to 
Spd., can leap IO feet (3 m) leng1hwise or up . + I to dodge. + I on 
initiative. +3 to strike with lase rs. +2 to strik e when firing bursts 
and + I to strike when sprayin g/ firin g wi ld. Penalties: - 15% to 
prowl. Weight: 200 pound s (90 kg) plus weapo n and eq uipment 
weight. Note : Thi s suit is not an EV A syste m . Cost: $500.000 
and up for a human -sized Fr eddie; double for giant chara cters. 
Thi s is an expe rimental prototype. 

BSEVA-1: An aU-envir onment su it based on designs of the 
suit Shatte r/Bri ttany wore when she was first discovered. Th is 
suit has NOT been made avai lable on the open market or to the 
military. An alien suit of riot annor: A.R.: 15. S.D.C.: 230. Fea
tures : Built -in oxyge n/S .C. U.B .A. appara tus. gas filters. air 
p urge and ci rculation sys te m (ca n breathe the same air for 2 D4 
day s befo re it goes stale ), long -range radio. lase r targeting. ra
diation detec to r, and jet pac k (90 mph / 144 km). Br iuany will 
wear one of these when involved in clandestine or defense op
erations. Weight: 30 lbs ( 13.6 kg). Cost: $350,000 . 

Weapons & Ammunition-- ----- ---

Needle Ammunition: Th e Triton industries needle and armor 
pierci ng am munit ion are identical to those presented in the 
Weapon s sec tion. Cost: $350 per 100 for need le amm uniti on. 

Armor Piercing Ammunition: $275 per 100. 

Flechette Ammuniti,m: Th ese rounds are compo sed of hun
dreds of small , razor-sharp blades. Their penetration value is low 
(add +2 to targe t's A. R.), but dama ge is high (6 D6). They can 
on ly be used in shotguns. $ 150 per I 00. 

Shotgun Sabot Ammunition: The se are adv anced slugs for 
shotgun s. The ir des ign do ubles the nonnal range for shotgun 
slugs . Cost: $80 per I 00. 

TKO .SO Calibre: Identical to the Korim yr. 

TI Riproar: Iden tica l to the Ridelly .560. 

Tl .S0ACE: Thi s hand gun is basica lly a .45 calibre with 
ACE mod ifica tion (5 D6 damage per round). 

Tl Multi-Cal Rifle: Triton Industries· triumph in assa ult rifl e 
techno logy is the Multi-Cal rifl e. It is a dual purpose wea pon de
signed for S.W.A .T. and other tactica l uses. The rifle has an 
over- under dual ba rrel assemb ly. The top barre l can fire a vari-



ety of rifle canridges, including the 7 mm, 7.5 mm, 7.62 and 
7 .65 mm. The bollom is a 12 gauge shotgun. Both barrels are fed 
by clips. The 7.62 mm is fully automatic, whi le the shotgun is 
semi-auto matic (it can fire single aimed shots or rapid-fire short 
bursts). Weight: 12.8 pounds (5.8 kg). Damage: 4D6 or 5D6 
per round depending on the cart ridge; shotgun: 4D6 per round 
(5D6 i,lugs), Rate of fir e : Aimed, burst, and wild; see Modem 
Weapon Proficiencies. Effect ive Range: Rifle: 1300 feet (396 
m) or shotgun 100 feet (30.5 m). Payload: Rifle: 25 round clip; 
~hotgun: 6 round clip, Cost: $5,500. 

Tl Energy Weapons: Triton Industrie s makes a mini -laser 
tool. laser pistol. laser rifle, and heavy laser with back pack that 
are fundamentally the same as those found in Heroes Unlim
ited, page 208 and 209, and compa rably priced. 

Tl Laser Wrist Band or Gauntlets: A pair of lightweight 
laser weapons worn on the arms or hands. Weight: I pound 
(0.45 kg) plus a 10 lb (4.5 kg) hip or backpack generator, Dam
a_gf 3D6, Rate of fire: Single or two-handed ),hot only, Effec
tive Range: 300 feet (91.5 m), Payload: Two shot~ per each 
wrist band or gauntlet per melee round (15 seco nds), se lf-regen 
erating energy pack. Cost: $500,000. 

TI Plasma Ejector: One of the only Earth companies capa
ble of producing a plasma weapon is Triton Indu stries. Weight: 
l 5 pounds (6.8 kg) plus a 20 lb (9 kg) backpack generator. Dam
age: 5D6+ 10, Rate of fire: Single shot onJy, Effect ive Range: 
1000 feet (305 m), Payload: 10 shot energy clip, Cost: 
$500,000. Plasma clips cost $25.000. 

Reach Up 
Reach Up is a civilia n group of alien watchers. They come 

from all walks of life and have a common drive to see that aliens 
are given a fair chance on Earth. Most of them believe the gov
ernment is a menacing organ ization that grabs up aliens and spir
its them away 10 be dissected and studied. The members of 
Reach Up intend to do their best to keep alien visitors out of the 
hands of the FBI (not that they have ever had the opportunity to 
help any real alien visitors). They use the telephone , computer 
networks. delivery serv ices, clipping services and firsthand re
ports collected by field agents to gather and distribute informa
tion to its members. Communication is mainly done via the 
telephone, computers and the occasional ham radio operator. Im
portant/sec ret infom1ation may be delivered by hand from one 
member to another. 

Most participa nts of Reach Up have never met each other and 
only a dozen serve as field agents who go out to cond uct physi
cal investigations. Few can afford to jump on a plane to cross the 
coun try, so they call each other until someone in the area of the 
alien or UFO sighting can respond. If an alien is ever rescued, 
they have plans for a sort of alien underground composed of vol
unteer s who will help hide, house, feed, care for and transport 
the extraterrestrial. These people have little access to equipment 
or resources, but they make up for it with determination and 
courage. 
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Reach Up 
Thi s is a civilian organization dedicated to unraveling the 

mystery of UFOs and report s of alien visitors. Total points: 86 

A. Outfits: None 
8. Equipment: #2 Cheap Gear: 2 points 
C. Weapons: None: operatives must purchase their own weap-

ons. 
D. Bionics & Robotic s: None 
E. Vehicles: None; only what each membe r has of his own. 
F. Communications: #2 Basic Service (including public com

puter nerworks): 2 points 
0. Office s. Hideout s, & Distribution: #4 Regional: 25 points 

(peo ple 's homes ) 
H. Military Power: None 
I. Super Powered Operatives: None 
J. Sponsorship: #6 Agent Sponsored : 50 point s 
K. Special Budget: Nickel and Dime: 5 point s 
L. Admini strative Control: Rigid Laws: No point s 
M. lntemal Security: None 
N. External Infiltration: #2 Rare Minor Trait or: 5 points (mem

bers that work for the government and news agencies). 
0. Resea rch and Information Gathering: Cheap Resources: 2 

points 

P.Agency Credentials: #3 Faceless: 5 point s 

Q.Agency Salary: None: all are volunteers. 

S.H.O.C.K. 

Super Human Observation & Control Knights 
By Wayne Breaux & Kevin Siembieda 

The Super Human Observation and Cont rol Knights 
(S.H.O.C.K.) are a fanatic army of human purists who operate as 
a political organization. They believe anyone who is not fully 
human, including mutant s, cyborgs. people with psionics, and 
those with super abilities. are a potential threat to "natura l man." 
Thr ough the use of high technology they have established an or
ganization to monitor. categorize, and act upon any threat posed 
by "unnatural men .. to natural men. To them, science (robotics), 
nature (physical and special training), and knowledge (spell and 
illusion magic) are meant to exist. for they in no way ''remove 
the hum an from the man." Alien s are not human to start with, no 
matter what they look like. Other super powered people have to 
be altered or mutated in some way to possess "unnatura l pow
ers" and are thus not ··natural." Androids who think and act as 
androids are accepted as non-human machines. but those who 
either think they are human. or pretend 10 be are added to the 
enemies of S.H.O.C.K. 

What S.H.O.C.K. calls its "Campaigns of Purity " are actually 
trails of terrori sm and genocide. Their standa rd tactic is to locate 
and identify an "ab normal" person and make an appearance in 
their imposing armor. A warning shot is fired very close (within 
inches/centimeters) of the target. A camera in the armor records 
the shot to prove that was not an auack. To the target, it will ap
pear very much like an auack. If the target subject reta liates us
ing 11nnat11raf powers. S.H.O.C.K. a11acks with deadly force, 



claimin g that the person was a violent ly dangerow,, non-human 
villain . If the targe1 of 1he assault does no1 auack. he is told he 
won ·1 be kill ed if he come s with them peacefu lly. If the person 
agrees to go. he 'II be brainwashe d into forgetting he has unnatu
ral powe rs (S.H.O .C.K . has mage s with spell s specifically de
sig ned for this task). An implanted sugge stion will make the 
perso n ca ll S.H.O.C.K. for help if he ever accidentally finds his 
powers again (greai story idea, huh?) . 

The orga niza1ion has had amazin g success in elic iting public 
support. Th is is in pan due to an excellent public relation s cam 
paign and impeccable timing . The organization immediately 
seizes every opportunit y to preach hate and confuse the fact s 
whenever superhuman s or mutant s are respon sible for trouble 
and mayhem. Durin g quieter momen tS, they preach subtle ver 
sions of the ir beliefs. publi sh propaganda , condu ct charitie s and 
make po litica l contacts (politi cians lookin g to score point s with 
com,tituents frightened by powerful villain s and non-human s are 
es~cially attracted Lo S.H.O .C.K.). The S.H.O.C.K. organiza 
tion has deve loped an almo st "a bove the law" status as a peo 
ple's militia ready tu protect humanit y against monsters and 
mutant~ whi le the government stand s by idly. The illusion that 
11s members are careful 10 make certain a suspecr is not human 
before they take ac1ion, and that they only kill in self defen se 
only add!> to the ir reputation as heroe s and prote ctors. 

Most S.H.O.C. K. agent s appear to try to cooperate with the 
law. They neve r res ist arre st, never endanger law enforcemenl 
office rs or innocent (human ) bystander s and , unlike many so
ca lled super he roes and vig ilanle s, gladly remove any disguise s, 
helmets, or masks to proudly reveal who they are. A definite im

provement over tho se my steriou s super vigilante s and lawless 
mu1ants. Of course. S. H.O.C.K . agents flagrantly disregard the 
law and civil right s to "get " super-freaks and unnaturals when
ever the media 's eyes are not focu sed upon them. Like most fa
natics. the typical S.H.O.C.K. activist knows 1he law well and 
twis ts ii to protect himself and further their cau se. 

Many people fall right in10 the ''non-human" phobia 
S.H.O.C. K. propagate s, and the organization benefits from that 
by way of financial , emotional and political support. lt has sup
porters and agent s who have many differen1 educational back
grounds among its ranks : doctor s. lawyers, government 
personnel, member s of the military and police, media people, ce
lebrities , the wealthy , teachers , clergy. farmers, factory workers, 
laborers, familie s and other s. Nearly anyone can be an active or 
supporting member of S.H.O.C.K. The former are the militant 
and visible member s involved in fighting "unna1ural men," re
forming laws. demonstrating and "making a stand for their chil
dre n." Supporting member s tend to be the silent majority, 
quietly sending in donations, information and words of support. 
They are also the least informed about the extreme activ ities and 
measures the organization is willing to take to preserve the 
rig hts, liberty and life of natural men. 

S.H.O.C. K. is by no means a widespread underground soci
ety, bu1 it is gaining "grass root" support at an alarming rate. The 
organization claim s to have the support of millions of Ameri
cans. To hear them 1alk, it seem that 80% of the nation is behind 
them. In reality. they have approximately 60,000 supportin g 
members across the country and about 400 active core member s. 
These ac1ive member s are the most fanatica l and vio lent. Their 
devotion 10 the cau se fuels the fires of hate and motivates them 
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to do the work of 4000. They can cover a surpri sing amount of 
ground. The founders and leader s have built a strong and stable 
organization that seems 10 be gathering support as more and 
more mutants, aliens and unnatur al super being s seem to spring 
up every day. They are calculating. purposeful. driven and pre
pared. They do no1 usually make snap judgeme nts, or 1ake ac
tions that wilJ hurt the cause. 

The surveillance of one target can, and usually does. take 
weeks. Before any move is made , as much information as possi
ble is gathered on a subjec1(s) and its (their ) abilitie s. Included in 
the observations are notes about the character' s strength s. weak 
nesses, habit s. public statement s, friend s, allie s and association s. 
Many times a docile target will not be auacked but pa1iently 
monitored and held in reserve. Th is "unna tural man" will be put 
under regular surveillance to determine his/her/their threat level 
and capabi lities until a point in time when more dang erous tar
get s are scarce, or when the threat level of the surveillance sub
ject( s) increases or can be set-up to further the cause. 
S.H.O.C. K. has become quite masterful at framing "unnatural 
men· · for crime s they do not commit , arranging threatening situ
ations for super beings to look more dangerou s than they really 
are, as well as provo king super beings into action and into the 
public spotlight to make S.H.O.C.K. look good or super being s 
in gene ral to look bad. 

One of S.H.O.C.K.' s driving goa ls is to have legi slation 
passed to monitor. control and imprison people with super abili
ties. 1f they can get this done , their status as licen sed government 
opera1ives is nearly assured (or so they believe). If it should ever 
happen, they will become advocates of legal genocide. Game 

Master Notes: The operatives and organizers at S.H.O.C.K. are 
veterans at capturing people with supe r abilities. Player charac 
ters, especia lly those in 1he public eye, or who are disfigured or 
obviously inhuman, will be high on thei r "hi1" list. Alternately, 
secret operatives may man ipulate the c harac1ers into situation s 
that will discredit them or even get them to fighl other super be
ings (good or evil). S.H.O.C.K. agents are becoming increas
ingly notorious for arranging super heroes to fight super villain s 
and vice versa. 

S.H.O.C.K. does not have robotic s capabilitie s, but they do 
have several technical people and manufacturers associated with 
the organization. Non-co mbat membe rs of S.H.O.C.K. field 
teams are typically researchers. observer s (with still or video 
cameras in hand) , surveillance or communications personnel and 
general assistants. They frequently ope rate out of large vans or 
trucks filled with electro nic scanne rs, surveillance devices , 
tracking systems , communications and recording equipment. 
Combat field operative s have military or other combat training. 
including the super categories of physical 1raining, hardware and 
magic. Those sent to neutralize a super being may use disguises, 
to look like an ordinary person or law enforcement officer or use 
a custo mized suit of Class Four Hard Armor with jet pack s. The 
following sec tion details some of that equipment. 

The supporting and active members of S.H.O.C.K. are not 
necessarily evil people (al though a good percentage are, or have 
become evil as a result of their fears and fanaticism). Most hon
estly believe in their cause and feel their efforts are making a 
better world- all the greater the tragedy. 



S.H.O.C.K. 
The Super Human Observation and Control Knights 
(S.H.O.C.K.) is an organization of militant human suprema
cists who have created a son of terrorist anti-super being net
work: Total points: 270 

A. Outfits: #I None: 0 point s 
B. ~ent: #5 Gimmicked Equipment: 30 point s (includes 

their armor). 
C. Weapons: #5 The Arsenal (except for energy weapons): 30 

points 
D. Bionics & Robotics: #2 Basic Systems: 10 points 
E. Vehicles: #4 Spy Cars: 25 points 
F. Communications: #4 Computerized: 15 points 
G. Offices. Hideouts. & Distribution:# 3 National: 15 points 
H. Military Power: #3 Militia (Armed members): 15 points 
l. Super Powered OperaLives: #I None: 0 points 
J. Sponso rship: #6 Agent Sponsored: 50 points 
K. Special Budget: #2 Nickels and Dimes: 5 points 
L/Administrative ContTol: #3 Free Hand : 15 points 
M.lntemal Security: #5 Paranoid: 30 points 
N. External Infiltration : #2 Rare Minor Traitor: 5 points 
0. Research and information Gathering: #4 Excellent Connec

tions: 20 points 
P. Agency Credentia ls: #3 Faceless: 5 points 
Q. Agency Salary: # I None (These fanatics do it for the good of 

mankind.): 0 points 

Ander Michaels 

Founder & Leader of S.H.O.C.K. 

Ander Michae ls was the kind of kid that was scared of every
thing. He worried about monsters under his bed and big kids at 
school. Ander grew up to be a sca red man. He was not bothered 
by people of other races, they were still human after al l. but An
der came 10 believe that there were real monste rs out there. Ali
ens, mutants, psychics. cyborgs. evil super beings. and even 
some who pretended 10 be super heroe s. 

One day as he left a shopping mall, he noticed a large crowd 
gathered in the parki ng 101. A sudden exp losive crash sent the 
onlookers running. The disturbance was in the area of his car, so 
Ander went to see what had happened. He found the remains of 
his Buick wrapped arou nd a lamp post The cu lprit was a very 
big. angry, alien or mutant. As the creat ure bore down on him, 
Ander wet his pants and fainted. When he awoke, a handsome 
young man in armo r with a large rifle knelt over him. A super 
hero. The hero complimented Ander for his bravery and paraded 
him in front of television news cameras like a monkey on string . 
Anders, in soi led clothes. was mortified. confused and angry. 
These super beings had se ized contro l of his life and he wanted 
it back. He vowed to himself that he wou ld take control of his 
life and free himself from these ... these ... things who weren 't 
even human. That day the seeds of war were planted. 

Over the next few years he began to speak out and ga ther 
supporters. A mid-west industria list and eq ually fervent human 
supremacist created S.H.O.C.K. armor and supplied two dozen 
units of these power armo r suits and weapons to the organiza
tion. Since then, funds have been raised lo create over 100 ar
mored suits. 

Ander is a paranoid xenophobe. He thinks aliens and super 
powered monsters lurk everywhere, mostly disguised, as hu-
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mans. He feels safe and powerful now that he has become the 
mast er of his own fate and has surro unded himself with like
minded people. With each passing day, he becomes more of 
megalomanic, who believes his own hype and is honestly con
vinced of the dangers poised by non-humans and super beings. 
Th e sad thing is that he is conv incing others of his beliefs and 
creating a dangerous world. 

Real Name: Ander Michaels 
Alignment: Effectively aberrant. His fears and righteou sness 

blinds him from the truth, fuels his hatred and destroy s his ca
pacity for compass ion in regards to non-hum ans and mutant s. 
However, he believes what he says and has his own twisted 
view of the law and reality. Unfortunat ely. he believes the 
ends justifies the mean s. 

Hit Points: 20 
S.D.C.: 30 
Weight : 185 pounds (83 kg) 
Height: 5 feet. IO inches ( 1.8 m) 
Age: 29 
Attributes : 1.Q. 11, M.E. 9. M.A. 20. P.S. 8. P.P. 13. P.E. 10, 
P.B. 10, Spd. 18 
Disposition: Ander thinks he is doing the right thing. He is dedi

cated to the organization and ultim ately the erad ication of 
non-human s. He is no longer the frightened liule man he once 
was, he is empowered by the truth and is willing to be a mar
tyr to the cause . 

Exper ience Leve l: Third 
Super Power Category: None, comp letely hum an 
Combat Skills: Hand -to-hand: basic 
Attacks Per Melee: Four 
Bonuses: +2 to parry and dodge, +2 to roll with punch and fall. 



Educatio n Level: High School 
Occupatio n: Office assistant/clerk. 
Skills of Note: AJI skills are domestic or work related (unskilled 

labor); Ande r has had a rather boring and simple life.Secon
dary skills of note include W.P. pistol and W.P . sub-ma
chineg un. 

Appearance: Ander is an average joe with thick brown hair, 
glasses and an intense, almost pained express ion. 

Weapons and Equipme nt : Typi cal ly carries .44 caliber auto 
mag pistol (5D6 damage) and a 9 mm mini-uzi (2D6 damage ) 
on his person. A multi-optics helmet, shotgun. sap glove s, 
nightstick. 200 rounds of ammunition for both guns, two pair s 
of handcuffs and two smoke grenades are in the trunk of his 
car . 

Vehicle: A new Jaguar sports car with cellular phone and anti
theft alarm and kill swi tch. 

Body Armor: Concealed bullet-proof vest worn under his suit 
coat: A.R. 10, 50 S.D.C. 

Special S.H.O.C .K. Equipment 

S.H.O.C.K. Mobile Headquarters 
Two-ton ( 1800 kg) moving vans are the usual choices for 

these mobile HQs. The S.H.O.C.K. Prime is their elite unit that 
uses an eig hteen-w hee l semi with box trailer for its Mobile 
Headquarters. The trucks are all armored. Each headquarter s is 
manned by 2-4 technicians and equipped with surveillance , film
ing. recording and communication s equipm ent. 

A.R.: 10 
S.D.C.: 400 for vans. 950 for semi -truck and trailer combi ned. 
Speed: Maximum speed: 120 mph ( 192 km), cruising speed: 40 

mph (64 km). 
Weapon Syste ms: Typically none , but the occupants of the ve

hicle may be armed, and one is usually clad in S.H.O.C.K. 
Armor to protect the vehicle and its agents. 

Other Systems: 
l. Advanced Audio Surveillance Syste m: Range 600 to 800 

feet ( 183 to 244 m). Includes shotgun and contact micro
phones (turns one wall of the van into an eight by ten fool 
(2.4 by 3.0 m) so unding board for recording and eavesdrop
ping, and high and low frequency receivers. 

2. Wide Band Radio Receivers and Transmitters: Range 60 
miles (96 km). Can pick up and send out on nearly any wave 
length, including ci tizen and police bands. Has a built-in 
scram bler system. 

3. Multi-Media Recording Capabilitie s: Include s audio, video , 
laser disc, tape, and CD. 

4. Sound Analyzing, Sorting, and Filing Programs: Part of the 
mainframe compu ter , this system is used to categorize voice s, 
vehicle sounds, a specific individual 's ene rgy powers being 
used. and for hundreds of other purposes . 

5. Advanced Opt ic System: Includes color and black and whjte 
lilming, as well as low-light and starlight opt ics, infrared , ul
traviolet, and thermo-imaging capabi lities. Sensor extend s 
above the van and has 360 degree rotation. 

6. Mot ion Detec tors: A last line of defense against those super 
powered entities who can slide past the other sensor s. Range: 
75 feet (23 m). 
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7. Other Sensors: All of the truck 's senso ry. optica l data , com
munications and other audio-visual transmissio ns can be sent 
10 any suit of S.H .O.C.K. Armor within four miles (6.4 km). 
These are all real-time signals with no lag time. 

8. Medical: Most Mobile Headquart ers also have medical equip
ment equal to a paramedi c . 

9. Optional: 150 S.D.C. worth of armor can be added to vans 
and small truck s or 400 S.D.C. to a semi and trailer, but 
maximum speed is reduced by 10 mph (16 kmph } and han
dling is reduced (-10% on piloting skills ). 

The S.H.O.C.K. Prime - Mobile Headquart ers 
A rolling bunker with all necessary items for 2 month s o f 

field duty. 

A.R.: 15 
S.D.C.: 1.500 (truck and armor combined ) 
Spee d: Maximum speed: 95 mph (152 km), cruising speed: 55 

mph (88 km). 

Mobile HQ Special Systems: 
1-7: All are identical to number s I to 7 above. but extend ranges 

by 10%. 
8. S.H.O.C .K. Prime MHQ has full medical facilities and a 

medical doctor on board. He can perform surgery and any 
other necessary medicine in the field. 

9. Holding Cell: S.H.O.C.K. Prime MHQ has a ce ll whose bars 
are specially designed ion/particle beam s that separat e the 
particles of anything that passes throu gh them. Yes. the sys
tem is highly experimental and was stolen. Each time a beam 
is disrupted. the object that break s the beam takes 2D4x l0 
dama ge, and the beam has a 40% chance of shutting down 
and takjng the whole bar system with it. The beam will eve n 
separate the cells of an invulnerable characte r. 

10. Two to four soldiers in S.H.O.C.K. Armor are always in 
the truck to protect it. Additionall y, it has two concealed gun 
turret s, each has a 7.62 mm machinegun with enough ammo 
for two full minutes of continuou s fire ( IO full melee bursts). 
Damage: 5D6 per round 
Range: 2000 feet (610 m) 
Rate of Fire: Aimed , burst. or wild. See Modem Weapon 
Proficiencie s under machin eg un. 
Payload: Approximately 1500 rounds each. 

S.H.O.C.K. Armor ----------- - --
Designed to be imposing yet functional, the S.H.O.C.K. ar

mor is a suit of full environm ental, Class 4 Hard Armor with a 
detachable jet pack. advanced targeting system and sensor array 
integrated into it. It has se veral built -in weapon systems and can 
fully link up with the Mobile Headquarters (MHQ) to share its 
more powerful systems. The armor must be within range of the 
HQ' s signals for the infonnation feed to be success ful (See the 
MHQ for details ). 

Ty pe: Heavil y Modified Body Armor & Exo-Skeleton 
Model: S.H.O.C.K. A4 
A.R.: 17 
S.D.C. : 300 
Spee d: Running: Same as the wearer 's natural speed. Flying: 85 

mph ( 136 km) for up to 45 minute s. Maximum altitude: I 000 
fee t (305 m). 



Jet Pack S.D.C.: 1 OO w . . 
eight: Entire suit · I 00 

Bonuses: + I o . . . . . pound s (45 kg) 
n m1t1a11ve + I • 

~eapons ), + I to parry a:,d d lo slnke_ (+2 with long -range 

S impact or fall. Punch damag/~~6 (+2 m flight), +2 roll with 
enso rs: Infrared ( 1600 f . plus P.S. bonus eet/488 m) h . · , t enno- 1mager ( 1600 

fe~t/488 m), targeting miles/3.2 km) sight , telescopic optics (up to 2 

Cost: $140 ,000 · 

Weapons Systems: 
l. Gas dispensers (lefl arm)· T 46 . ear gas for crowd dispersement 



and disorientation. Targets are -6 to strike, parry, and dodge. 
No saving throw. See page 2 10 of Heroes Unlimi ted or riot 
control gases and grenades in the Compendium of Contem
porary Wea pons. 

2. 40 mm grena de launcher (left ar m): Used for anti-vehicle 
and anti-structu re purposes, it is also used to knock invulner
able people off their feet (88% cha nce). Range: I, I 00 feet 
(335 m), Damage: 1D4x LOO. Blast Radiu s: 20 feet (6.1 m), 
Feed: Single shot. Payload: 4 grenades (takes 2 actions to re
load a smgle shell). 

3. Automatic 9 mm SMG type mount (right arm): Damage 
2D6 or by special bullet. Range: 550 feet ( 168 m), ammo: 30 
round box magazine, Two extra clips are usually carried . 

4. Dart Launcher (right arm): Range: 110 fee t (34 m), Dam
age: Save vs non-lethal toxins or be rendered unconscious for 
3D4 minutes. Payload: 4 darts (can fire up to two per round). 

5. Stun Blast (left arm): Range 100 feet (30 m), Rate of fire: 
Up to five per melee, Damage: Save vs non-lethal toxins or -6 
to strike, parry, dodge for 2D4 melees, Payload: IO charges. 

6. Opti onal Hand Held Wea pons: The character can also 
have/u se a conventional sidearm. pistol, rifle. hand grenades 
or energy weapon (the latter is a rarity for armored 
S.H.O.C.K. trope rs). 

A Catalog of Aliens By Wayne Brea ux & 
Kevin Siembieda 

This sect ion can be u~ed as a rogues' gallery of villains, non
player characters (NPCs), or player characters. They have been 
written to provide an idea of the types of alien characters that 
can be created and as an eas ily accessible trove of non-player or 
player characters for both the Game Master and player charac
ter-. It 1s by no means a definitive cata loging of all aliens avail
able to the Heroes Unlimited universe. 

The alien descriptions are brief, but should present enough 
detail and possibilities to give the reader a fair idea of the char
acter's homeworld, environmental conditions, life styles, social 
and political sentimenlS, tech-level, motive s, ideals and alien 
character statistics. Of course, motivation s and goals will vary 
from individual to individual and the player character or G.M. 
can digress from the general sen timent s of that race. The infor
mation presented only represents a general portion of those peo
ple's belie fs. 

Galactic Organizations 
For Game Masters who wish to run a galactic campaign, 

there arc end less Non-Player Character s (NPCs), player charac
ters and villains that can be created. Large organizations and ri
val governments form a good basis for a coherent, believable 
campaign setting that offers a lot of versatility and plot options. 
The galaxy has thousands of races and each has unto itself hun
dreds of governme nts. organizations. movements, cults, clubs 
and factions. It would be impossible to document them all, so we 
have presented only a few major forces and brief mentions in 
Aliens Unlimited. The Game Master should feel free to build on 
these, or to develop his or her own intergalactic community. 
Note: A supplement is in the works that will expand on some of 
these alien forces. 

The Atorian Empire 
The Atorian Empire is the single most powerful and influen

tial force in the Milky Way galaxy! Nearly 1,000 years ago, the 
humanoid Fehran s began to explore outer space and colonize 
other worlds. The most influential of the Fehran c lans were the 
atorians. They quickly forged alliances and developed new tech
nologies that made them a galactic powerhou se. This head start 
and aggressive adaptation to space explo ration enabled them to 
monopolize the resources and space technology of their solar 
system. Thus, the Atorian Empire was born. 

Ator ian women quickly moved into positions of power, and 
as atorian contro l solidified, the culture became a gynarchy. To 
this day , women hold the reins of power in the Atorian Empire. 
As a planet is absorbed into the Empire , either by invasion or al
liance, an Atorian Duchess or Lady is given it as a holding . She 
runs the planet and leads the native government. A large contin
gent of soldiers is also placed at her disposal, eve n on allied 
planets. 

The Atorian Empire is currently ruled by the six Atorian Em
presses. Each has control over one sector of the Empire, but they 
commu nicate frequently to determine imperial policies. Witl1in 
their sectors, each Empres s has a planet she has chosen as her 
throne wor ld. These planets are all well within the Empire and 
protected by a vast amount of spacecraft and soldiers. This has 
been their way for the past 400 years. 

The Atorian Empire has access to the best technology in their 
galaxy. With the enormous amount of resources, planets. and 
personnel at its disposal, they make equipment, weapons. vehi
cles, and spacecraft of higher quality in less time. and at lower 
cost than any other race. Most atorian spacecraft will have 20% 
more S.D.C., 10% greater speed, and iLS weapons inflict 10% 
more damage than their competi tors'. Their robots have maxi 
mum S.D.C. and A.R. ratings. 

They look exactly like Earth humans, except their hair is al
ways white, grey or silvery, and grows in a strange pattern. A 
line of hair grows down the midd le of the head (like a mohawk) 
and on the base of the head in the back between the ears. Clan 
tattoos are also common and often fill in the bald spots above the 
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Federation of Allied Races (FAR) 
The members of the Federation are frightened people who 

have banded together to crea te an atmosphere of securi ty. It is 
largely a political entity designed and constructed to oppose ex
pansion by the Atorian Empire. It makes a big show of flexing 
us diplomatic muscle s by sending envoys, criticism and threats 
to the Atorian Empire. Howeve r, its only line of defense is a bar
rier of warships stationed in space between the Federation and 
the Empire. 

Cri tics of the Federation are skep tical as to whether or not 
those defenses would do anything other than slow the ator ians 
down. Cnucs also contend that the Federation represents nothing 
more than empty threats and the atorians know it. They cite the 
Federation's practice of refusing membership to ''high risk" 
planets clo'>e to the Atorian imperial Borders. slow response to 
any threah from the Empire. and the fact that they have never 
tat.en a hard line against them other than vocal chastisement. 
Tht; Federation is prepared to go to war. but they will do every
thing possible to avoid 11, even ~elling other planets out if the 
compromise protect, the majority. 

Members of the Federation of Allied Races include the 
Maeus. Salvclinus, Silisons, Darakans. Kassans, Shissans. 
Caecils. Sorinams. Elicians. and a few others. 

The Niamese Coalition 
The Niamcse Coalition is a more active oppo nent of the Ato

rian Empire . Founded and led by the naterreri race (described in 
the Catalog of Aliens). this organiza tion operates as a sort of ex
pansive underground for guerrilla fighters and political p~wers 
who directly oppose the Empire. They are current ly waging a 
poliucal campaign against the Empire. not an all-out war. Not 
yet. They talk to representatives of planets not yet allied with the 
Empire to convince them not to join them. This is done by show
ing evidence of Atorian Empire treachery , atrocities, and ma
nipulation ehewhere, making alliances and trade agreeme nts and 
offering limited military and moral suppo rt. The NC is also in
volved in smuggling Empire slaves to safety. sabotaging enemy 
operations. ferretjng out spies. encouraging pirates to raid ato
nan ves~cls and generally causing as much trouble for the Ato
rian Empire as possible. 

The Niamese Coalition has done no serious damage to the 
atorians. so they have not yet been targe ted for eradication . The 
Empire is curren tly treating the rebelliou s attac ks as minor oc
currences. but they are becoming an annoyance. Standard impe
rial piracy countermeasures are being employed agains t the 
small. surgical strike, launched by NC guerrillas and pirates. 

The nature of the multiracial Niamese Coalition means that 
all equipment has to be personally provided or salvaged. The 
sweet irony is that most o f their salvage comes from the Empire . 
Tangible, but secret aid also comes from certain governments 
within the Federation of Alljed Races and elsewhe re (the TGE is 
not among them). Fully loaded supply craft will be totally lost or 
mysteriously reported as "crashed" within the ope rating areas of 
the NC. Thi s silent support is quietly applauded by members of 
FAR although it is publicly chastised for political reaso ns. The 
Federation plays .. ,ippy-10e-around-the-Empire," but they do not 
mind if someo ne else opposes them. As long as the NC doesn' t 
provoke the Atoria n Empire to attack the Federa tion, FAR won 't 
do anything to stop the NC. 
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Over the last 20 years, the Niamese Coali tion has managed to 
assemble a space fleet of nearly 500 spacecraft , including cargo 
and combat vesse ls, a pair of destroyers , a trio of assault craft, 
two deployers, a battleship. and over 275 fighting frigates. The 
NC has also established loose ties with the Raidi ng Clan pirates, 
Sorinams, Darakan s, Xenopus and a few others. 

Tagoniglomerate (TG E) 
The galaxy's sing le, largest company is the Tagoniglomerat e, 

or TGE . It produces nearly 9% of the galaxy's mass market tech 
nical goods and is a politica l entity unto itself. It is owned and 
run by Tagon ican al iens and employs almos t 65% of that race, as 
well as millions of aliens from other worlds. TGE produces liter
ally every thing from laser pistols and exos keletons to hover cars 
and co mputer ch ips. 

TGE space stations are found in nearly every ection of the 
galaxy, where intelligent life or natural resources are fou~d. ~e 
pair, med ical and trade facilities are located at each. Their m_m
ing and production plant s are equa lly abunda nt, employmg 
aliens of the local races to tum out goods of all kinds. They 
domi nate in the manufacturing of spacec raft. weapo n systems 
for spaceships and the metals and shielding used in their con
struct ion by others. The TGE has factories. production facilities 
and mining operatio ns on several worlds and even has its own 
moon purchased from the Tagonican gove rnment. The densely 
populated moon is the loca tion of the TGE Intergalactic Head
quarters . 

The company maintain, a security force larger than the armed 
forces of the most individual planet,. including it, own ~pace 
with thousands of ca rgo vesse ls. transports, passe nger liners, 
various scout and assault crafts. destroyers and a half dozen gi
ant battJeships. If war were to develop. the TGE space fleet 
would repre sent a powerful anned force with scores of allies. As 
of this time, howe ver, the TGE maintain s an unshakably neutral 
and completely non-agg ressive mil itary presence . The TGE se
curity forces opera te strictly as a defense force that helps to po
lice the spaceways, escon TGE spacesh ips. and defend TGE 
property from pirates, and other hostile forces. They occasion
ally gel involved in the apprehension of pirate s and criminals 
who have plundered their ships or properties. So far. they have 
NEVER provided mil itary assistance to any nation, world or cor
poration. Howeve r, their eco nomic power and the threat of a 
boycott is often sufficient to influence politica l entities. 

Years ago. the Atoria n Empi re gave several key con tracts to 
the Strut hios race (including the matter/anti-matter research that 
ultimately destroyed them). The Tagonicans who wanted 1hose 
contract s badly, felt cheated and were very bitter when they 
went elsew here. As a result, the TGE has boycotted the Atorian 
Empi re for gene ratio ns. Thi s has served to escalate their rivalry 
and contempt for each other over the years. Conseq uently, there 
is no love between these two superpowers and some believe a 
deadly co nni ct is inevi table. 

Thissera-Micean Cooperative (TMC) 
The Thissera-Micea n Cooperative, or TM C, is a galactic po

lice force created by the reptile-like Thisseras and the roct.-like 
Mice ans (both are described in the Ca talog of Aliens). The y 
have permission from each planet in their jurisdiction to patrol 
and enforce that planet's laws and to protect the surroundin g 



spaceways from pirates, crim inals. and invaders. The laws they 
enforce govern a multitude of crimes, including murde r, as
saults. theft. smuggling, confidence games/scams, kidnapping , 
extort.ion. sabotage , destructive or life threatening vandali sm, pi
racy, terrorism, conspiracy, mining cla im infringements and 
other crimes. 

Their training. organization, and operations are similar to the 
vanous specialized Earth government agencies suc h as the ClA, 
FBI, DEA , ATF, and so on. Their training , tactics and equipment 
include a variety of combat/mil itary skills, weapons, explosives, 
espionage. steahh. and teamwork. Each branch or division is 
trained in a specialized field and agents from different divisions 
wor"- cases together in an attempt 10 combine that expertise. 
Agents must also have a sol id understand ing of the laws and 
customs of the planets and people within their assigned secto r of 
space . 

Although the TMC was originally founded by the thisseras 
and miceans, who still head its operations, scores of other races 
are represented in its ranks, especially those not directly allied 
w11h the Atorian Empire (sti ll, 17% of its agents are thisseras 
and 20% are miceans). Manpower. weapons, equipment and 
some financing are provided by each of the planets that contract 
work with the TMC. This means the organization has an incred
ible range of weapons. equipment and resources at its disposal. 
Some of their more common equipment includes body armor, 
pulse laser rifles, ion pulse pistols, and other ene rgy weapons, 
fast spaceships, jet packs, two-man hover cars with light vehicle 
weapons. six-man A.T. V .s with heavy vehicle weapons, and 
one-man hover cycles for use in boarding spacecraft. 

Space Pirates-- ----- ---
Pirates are brigands who raid other spaceships and stea l their 

cargo and somet imes the crew and ship. A group can turn to pi
racy for many different reasons. Some are simp ly cr iminals and 
villains who steal for a living. These evil brutes are also likely to 
kill indiscrimi11ately, murder for pleasure, torture, rape, pillage 
and sell captives into slavery. Others may be discriminating pi
rates who only plunder the ships of rival or enemy races, corpo
rations, competitor s, and other pirates. This type of pirate can be 
a cutthroa t, a crook with some scruples or code of honor, a love
able. swas hbuckling Robin Hood. or a fighter for freedom, jus
tice or revenge. Other pirates can also be mercenaries hired by 
corpora tions or governme nts to attack/p lunder the ir enemies. 
Still others may be refugees, nomadic tribes or castaways who 
have resorted to piracy to survive. Like many other pirates, these 
scavengers may be discriminating and take only what they need 
while trying to do as little hann as possible. or they can be cruel 
and murderous fiends. 

Presented here are three major types (plunderers. murder ers, 
and nice guys) of pirates that represent some of the largest and 
most infamous of the organized pirate conclaves in the Milky 
Way galaxy. 

Dark Breeze 
Dark Breeze is the chosen name for a pirate raiding fleet of 

Riathenor aliens (see the lassinike aliens entry and Monster sec
tion for more details about the riathenors). Dark Breeze is a 200 
ship fleet that spreads across the gaJaxy, looking for victims and 
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plunder. These murdero us aliens kill their victims without hesi
tation or provocation. They find it much easier to rob the dead 
than to deal with the living. They enjoy murder. torture. sell cap
tives into slavery and eat humanoids. which makes the dead vic
tims part of the plunder. 

Hauling off. manning and drivi ng away, or stripping a full
size transport craft is difficult. and time consuming, opening 
oneself to captu re and trouble . They'd rather strike, plunder and 
run, leaving the vessel behind. They prefer to hit small cargo 
ships, passenger liners, and private yachts. Such vessels are usu
ally easy to capture and plunder , even if it has a coup le of fight
ers escorting it. In these cases. they may steal the vessel as well, 
provided it is in good condition and doesn't require more than a 
dozen men to pilot it. 

The cruelty of the Dark Breeze pirates is such that they will 
often raid luxury transports for the sport of terrorizing or killing 
its hundreds of passe ngers. ln such a case. about 50% will be 
killed and left on the drifting vessel. The other half will be taken 
prisoner to be so ld as slaves. or 10 be eaten. The heart.less riathe
nors rarely waste their time with torture or questions. If you do 
not answer, they kill you, although they sometimes torture peo
ple just for fun. 

Their favorite boarding strategy is to have all raiding mem
bers enchanted with the spells breathe witho11r air. j7y as the 
eagle, and Armor of lrha11 in order to fly through the vacuum of 
space without need for a clumsy vacuum suit, power armor or 
grappling cables (and man-sized target s are difficult 10 strike, -5 
from ship cannons). l11l'lll11erahility. resi.w cold and other spell 
magic can be added to the mix. The squad co mmander , who is 
typically 9th to 11th level and who commands six vessels. typi
ca lly uses a mystic portal on the hull of a ship. away from the 
airlock s, 10 penetrate the vessel without blasting. While the ves
sel 's defenders hurry 10 sec ure and defend the airlocks from hos
tile boarders, the Dark Breeze pirates can gain access to virtually 
any area of the ship and attack. The bridge or communications is 
typically the first target. Killing the command crew and seizing 
control of the spacecraft usually results in a short fight. Few sur
vive a riathenor attack of this nature. Magic can be a powerful 
weapon in space. 

Diatome 
Diatome is the name adopted by a naterreri led pirate group 

that is an unofficial pan of the Niamese Coalition. The 95 mem
ber crew uses six comba t crafts LO sweep the edges of Empire 
territories in search of appropriate victims. Plunder from these 
raids help to fund the Coalition and help suppon needy commu
nities of the pirate's choice. 

Wealthy Empire transports and cargo craft are not the only 
targets of the Diatome. They have successful ly raided atorian 
fighters, spy ships, and other military vessels. Their success 
seems to lie with the element of surprise - most military vehi
cles do not expect Lo be targeted by pirate s. Much needed weap
ons and equipment. and in some instances. the vessel itself. are 
co nfiscated for use by both Diatomc and to the Niamese Coal i
tion to continue their opera tions. All crew members of captured 
crafts are placed on lifeboats and sent adrift toward the neares t 
space station. In some cases, the Diatome will send an anony
mous message to authorities telling them where to find cast
aways and crippled spacecraf t. 



These Robin Hoods of outer-space have earned the respect of 
the Raiding Clans through feats of daring. courage, kindness and 
acts of chivalry. The Clans have declared the Diatome to be their 
allies and unofficial members of the Raiding Clans (a full mem
bership would be official if the crews were of one race). The 
Diatome have graciously accepted this great honor, but try not 10 
involve the clans in their private war. 

Raidin g Clans 
The infamous Raiding Clans are composed of close-kni t fam

ily clam, of ,everal different races. Like spacefaring gypsies, 
they tr.ivel the spaceways plundering and enjoying total free
dom. They are in con,tan t trouble with the Atorian Empire and 
the TMC. Both forces are the frequent targets of the pirates. 
which has dnven them to offer bounties with a large. outstand
ing reward for key members. Most bounties are for dead or alive 
but pos111ve 1dentifica11on 1s a must! 

Although the clan members are bold and conniving thieves, 
s~uggler, and bandits who are a constant thorn tn the side of the 
Atonan Fmp1re and TMC, they do not kill ind1scrimately. attack 
vessels 'wllh women and children, or engage in torture or the 
,lave trade. Their numbers are expanding through the birth of 
their own children and by recruiting new clam, 10 join them. If a 
group of people prove themselves to be honorable. loyal raiders . 
and the maJonty of the band (90%-) are all related, or at least the 
same race. they may be allowed 10 join the Raiding Clans as a 
new Clan Most Clan members will be selfish in alignment. 
Wanton acts of cruelty and murder are not tolerated and the per
petrator, are tried and executed or driven from the clan. Like
wise, Raiden, are never 10 steal from, betray. abandon or harm 
other members of the clan. There is some measure of honor and 
loyalt) among this band of thieves and that is what keeps the 
Raiding Clans strong. 

It is rumored that there are other Raiding Clans scattered 
acro,s the galaxy. The rumors also suggest that there is a home
world that the original Raiders came from. possibly a huge moon 
outfitted like their planetoids. but no one can agree on what race 
the original Raiding Clans were. If the Clans know, they aren't 
saying. 

All Clan spacecraft use microwave sails combined with anti
gravity engines and stealth coatings to make them nearly invis
ible (75% equivalent prowl based on the pilot's skill. See 
prowling in spacecraft under the Space Combat section and 
stealth coating in the Equipment ,;ection for details). 

Their main base of operation and residence is a SO mile (80 
km) long planetoid with two other nearby planetoids half that 
size also used by some of the other clansmen. Each of these 
planetoid,; is outfitted with massive nuclear drives that can move 
them through space at 20% the speed of light. Normally, they 
are accelerated to a certain speed, then the drives are shut down 
and the great rocks allowed to drift in a particular direction. This 
gives them the appearance of being unmanned (the drive cones 
are concealed). Hidden amid the rocky surfaces of the planetoids 
are a variety of long range, heavy weapons, some of them battle
ship class. 
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Alien Amphibian Races 
Frogs. toads, newts and salamanders all belong 10 the am

phibian family on Earth. Alien amphibians have an evolutionary 
cycle similar 10 their Eanh animal cousins. Many of their physi
cal traits and requirements are also similar. 

Amphibians begin their life cycle a<, aquatic organisms. They 
reach maturity quickly. usually within a year·s time. At physical 
maturity, the amphibian expe riences great changes. like a tad
pole changing into a frog. Consequently, in some cases the adult 
body is dramatically different (and more powerful and versatile) 
than their juvenile fom,. In other instances. lil,.e the newt. the 
change is minimal and the adult is mainly a larger version of the 
juve nile. In most cases. the young amphibian ha!> gills and lives 
primarily. even exclw,ively. in the water. Upon reaching adult
hood. their gills tum into lungs and the creature develops the 
ability to live in both water and on dry land. The limited skills 
and abilities they learned when young remain for life. 

Alien amphibians are an aquatic race who can live both on 
land and in water. Their ,oft. moist :,1,.ms need moisture to l,.eep 
them from becoming 100 dry and cracl,.ing or blistering. Their in
digenous habitation is generally very humid with an abundance 
of fresh water. Even the toad-like aliens with comparatively 
tough. lumpy or textured skin have to keep them\elves mo1'>t. 
When away from their homeland. most will need to take a long 
bath (30 minutes to an hour) once or twice a day. They are natu
ral and instinctive swimmers who love the water and can -,pend 
all of their time in it without ill effects. The typical amphibian 
alien can automatically swim al 80~ l>l,.ill proficiency +I% per 
level of experience and can hold its breath for IO to 20 minutes. 
Many have a thin. tran,parent eyelid that can cover and shield 
their eyes underwater and enables them 10 sec through murl,.) 
water. ote: Despite their aquatic nature. amphibians have no 
gills and will drown if they remain submersed in water beyond 
their lung ·s capac ity to hold air. 

Amphibian skin can be as soft a!> a baby"s or a-. lumpy a-, a 
toad·s hide. The softer 1he nesh, the more often the creature will 
need to immerse itself in water. These more delicate beings will 
die within I D4+ I days without water. while those with tougher 
skin like the toad can live on dry land and without water for 
t D6+4 days. Most also heal twice as fast in the water. 

Amphibian coloration can be as vibrant and brilliant as that 
of an exotic bird, or as drab as that of an elephant. Skin colors 
range from dull grays. black. browns and green!. 10 bright greens. 
yellows, oranges, reds and blues. The skin is usually covered 
with spots or stripes that help the creatures to camounage them
selves in nature and underwater. 

The races detailed here represent a range of amphibian:.. and 
include frog-like. toad-like, and salamander-like humanoids. 

Axolotl------ - -----
The planet Lolia is a calm. green world with plenty of water 

(80% of the planet is water). In the gentle pull of It~ low gravity, 
a race of amphibians known as the axolotls have evolved. They 
are a tall people with a ,light build and smooth. ~upple skin that 



varies in color from a creamy tan to pale pink. Axolotls have 
rounded heads and soft, smooth features. Th eir noses are bare ly 
detectable slits and the mouth is wide and nae. Their head s are 
framed by seve ral stalk-lik e appendages that are normally a 
bright pink or red. Th ese appendages once formed the gi ll struc
tures of their ancestors and juvenile bodies. 

They are an advanced civi liza tion who have taken it upon 
themselves to help and protect other races in the galaxy. Their 
intervention as se lf-appointed galactic police and/o r protectors 
can be welcomed by other beings or sternly rejec ted . Many peo 
ple want to take care of their own affa irs and don't appreciate 
the interference of the well meaning, but sometimes pushy and 
arrogant amphibians. 

The axolotl peacekeeper is expected 10 do everyt hing in his 
power 10 help the native populace to which he or she has been 
assigned. This can range from providing knowledge of bui lding, 
agriculture. medicine and science, or words of peace and advice 
or actively fighting and destroyin g monsters, invaders and ene
mi~s. Generally. the axolotl peacekeeper restricts combat to 
"out side·· threats and supernat11ral!.mperhuma11 forces such as 
other aliens. super powered madmen and vi llains, and tyrant s 
bent on destruction, genocide or wide pread inhumanity. Like 
interstellar knights. the axo lotl peacekeepe rs are sent throughout 
rhe universe righting wro ngs and protecting the weak and inno
cent. Some axolo tl peacekeepers take back seats and quietly 
mon11or a people's progress and subtly help and encourage the 
indigenous people. Howeve r, most are flamboyant and righteo us 
heroe s who fly into actio n with the subtlety of a nuclear bomb. 

Typical peacekeeping operati ves are issued a mini -laser , anti
gravity medallion. survival gear for their assigned planet , and 
are educated to some extent on the soc iety they will be dealing 
with. Stan dard field assignments la<;t five years but can be re
newed repeatedly and last deca des. Both technical (science , ad
visory. medical. and simila r) and military (defensive; the axo lot l 
are rarely the aggressors. they typica lly respond to acts of vio
lence perpetra ted by others) assignments are issued to qualified 
personnel for any given planet. 

Not all axolotl peacekeepers are kind -heaned knig hts. Some 
are evil or o f anarchis t alignmen t and willing to se ll their serv
ices as mercenaries or joi n forces with ev il tyrant s, enslavers, 
crimi nal kingp ins. monsters and other dark forces for their own 
per onnel profit. powe r or amusement. The Axolot l Dury Coun 
ci l forbids such activities and will have rogue operat ives re
moved from serv ice, by force if necessa ry. 

The axolotl's sense of duty in helping and protecting the 
weaker and less fonunate entice s many young axolo tls to join 
the Thissera- Micean Cooperative as galactic police officers in 
large numbers (see the TMC entry for more deta ils). The TMC is 
more orga nized and respected than other inter-galact ic 
peacekeeping forces. 

Axolotl (pronou nced ax-o-lotel) 
Alignme nt: Any. but the majori ty of axo lotl are principled or 
scrupul ous. with a high rega rd for life and high personal moral
ity. 
Attribute s: 1.Q. 3D6+2, M.E. 3D6, M.A. 3D6, P.S. 3 D6, P.P. 
4D6 , P.E. 3D6, P.B. 3D6 . Spd. land: 3D6x2; water/swi mming 
speed is 3O6x6 . 
Hit Points: Standard, P.E. plus I 06 per leve l of expe rience. 
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S.D.C.: I O4xl0 plu s 20; thick. compara tively tough skin. 
Height.: 7 feet plu s 3D6 inche s (2 .2 to 2.6 m). 
Weight: 100 plu s 4010 pound s (47 to 63 kgs) . 
Average Life Span: 65 years. 
Super Abiliti es : Any power category is available, but bionic s 

are the most common, follow ed by roboti cs, then super abili
ties via genetic engineering and mutation; less than 10% of 
all axolot l have natural psioni c or super powers. See the ap
propriate category in Heroes U11/imired for spec ific bionic 
features or powe rs. 

Special Weapons: Other than weapons indigeno us to the ir as
signed planet , axolotls are give n mini-la sers (range: I 00 
feet/30.S m, dama ge: 206 S.O.C.. 10 shot energy c lip). 

Special Vehicles: Anti-gravity medalli ons are issued. but o pera
tives are suppo sed to use them only when nativ e tran spo rta
tion is inappropriate. Anti -gravity medallion: Maximum 
speed 40 mph (64 km ). S.O.C. 8. Hover s 3 to 600 feet (.9 to 
183 m) above the gro und. Maximum we ight allowan ce 500 
pound s (225 kgs). 

Preferred Armor: Bioni c or robot pow er armor. Alternative 
type s will have to be purcha sed from the native s. On primi
tive planet s, armored vests (A. R. 13, S.D.C. 70) wi ll be is
sued. 

Familiarity With Earth: The axolotls have no knowled ge of 
Earth . Should the y discove r it and come to inves tigare or be 
assigned here , their language will be the equivalent. of Eng
lish. 



Rifts Notes: If used in the Rifts RPG sening. the amphibians 
will be seen as D-bees and shunned or destroyed by human su
premacists like those in the Coalition States. Most are likely to 
be lone adventurer or a small group brought to Earth via a di
mensional anomaly and not because they were assigned to keep 
the peace. 

If set in the Rifts: Phase World environment , they are just 
one of many alien life forms. alLhough they are likely to be 
viewed as meddlin g do-gooder s or troublemakers. 

In both cases, the axolotl s are S.D.C. life-forms who need 
mega-damage weapon:-. and armor or bionics or super abilities 
for mega-damage protection and firepower. Quickie Conversion: 
Technology/ weapons/armor can be simply switched from S.D.C. 
to M.D.C. fo r quick. easy conven,ion and integration. Thus, if 
the body am10r had an A.R. 13 and 70 S.D.C .. it would now 
have an M.D.C. of 70 (A.R. not applicable ). Similarly , the mini
lasers would inOic t 2D6 M.D. rather than S.D.C. Or the Game 
Master can kee p the alien·s S.D.C. technology and make the 
ct<aracter acquir e mega-dama ge items ju st as any human does. 

Caecil 
Caecils have long. rounded faces and thin limbs. Their eyes 

are small. black. and round. They have no body hair. and their 
l>kin is very soft and smooth. Skin colors range from dark blue to 
a pale bluish-grey. Their home planet has an abundance of radio
active mineral!. and all Caecils absorb and store the radiation. 
This has resulted in the appearance of people with super powers 
and psychic abilitie s. For thousands of years , people born with 
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super abilities were believed to be of noble heritage and natural 
leaders. Thus, they were taken to palaces, educated and raised as 
the aristocrats and leaders of the nation. Unfortunately, the super 
powered leaders felt superior to their subjects and treated the 
masses poorly. Many considered themselves to be gods and 
looked upon their people with cold indifference, or as worship
pers, rather than offering them guidance and helping them to 
survive. The average person barely had enough Lo eat. while the 
super beings lived in luxury . Eleven years ago, a successful re
volt toppled the caecil nobles from their seats of power. The war 
was long and bloody, but in the end, all the super beings were 
slain or ex iled to outer space. 

The caecil civilization has limited space capabili ties that in
clude faster-than-light drives, but most other levels of technol
ogy are considerably less advanced, roughly equal to 20th and 
early 2 I st Century Earth. They are particularly backward in the 
areas of genetic engineering, medicine, cybernetics. and space 
colonization/exploitation and development (the faster than light 
drive systems were created by a gro up of super caecils who had 
a desire to visit the stars). These limited capabilities and the apa
thy of their past leaders has kept the caecils as only minor par
ticipants in the galactic commu nity. 

The pendulum of public sentimen t has swung to the other ex
treme regarding people with superhuman powers. Instead of be
ing revered as gods, they are loathed. Those who exhibit 
insignificant powers are shunned or ridiculed and some are even 
beaten and killed. The authorit ies try to apprehend super pow
ered citizens for observation and ·•reconditioning." This involves 
the use of hypnotism/brainwashing. drugs and occasionally, sur
gery (lobotomy) to suppress the use of super abil ities to allow 
the person to live a ·'nonnal life." Those who resist or reject re
condi tioning or who turn to a life of crime or vigilantism, are 
hunted, captured and exiled off-planet. Those who return are 
conside red enemies of the people, and are hunted down and 
slain! 

Many of the former nobles of caecil society now survive as 
mercenaries, bounty hunters, bodyguards and other professions 
off-world. Others have travelled to worlds where they are again 
worshipped as gods by primitive peoples. Others have become 
pirates, crim inals and super villains. A larger majority seek re
venge agai nst their people and plot against them. Many are ac
tively working to block caeci l efforts to acquire better 
technologies and join the galactic community. Meanwhile, one 
faction of super villains is gathering strength and allies for an in
vasion that will restore their place as godling rulers. 

Caeci l (pronounced kay-sill ) 
Alignment: Any, but most are selfish. 
Attributes: 1.Q. 3D6. M.E. 3D6. M.A. 3D6+2, P.S. 3D6. P.P. 
3D6, P.E. 3D6. P.B. 3D6. Spd. 3D6 
Hit Points: Standard. P.E. plus LD6 per level of expe rience. 
S.D.C.: I D4x I 0 
Height: 6 feet plus ID6 inches ( 1.8 to 2.0 m). 
Weight: 190 plus I D6 pounds (87 to 89 kg). 
Average Life Span: 60 years. 
Super Abilities: Any Super Power category is available to the 

caeci l race, including primitive bionics, hardware and physi
cal trainin g. 

All exiled nobles and people considered to be "super " be
ings represen t l 0% of the overall population and make selec-



tions or random rolls on the Super Abilities Tables found 
under S,ep Three of the Character Crea,ion section or from 
the Psionic power category. 

Natural Abilities: The radioactive background of planet Silia 
means all caecils are immune to radiation that would be 
deadly to humans. However, their bodies give off low levels 
of radiation. If the character does not wear a protective suit, 
anyone exposed to him for more than two weeks will begin to 
suffer from radiation sickness (see the High Radiation home
world description for details). Caecils can see into the infra
red spectrum of light. 

Special Weapon s: Sub-machinegun: Range: 600 feet ( 183 m). 
Damage: 4D6. 50 shot clip. They are trying to develop energy 
weapons. 

Special Vehicles: A.T.V. hover car: Maximum speed 140 mph 
(225 km). S.D.C. 440. Hover 3 to 12 feet (0.9 LO 3.7 m) above 
the ground. Can carry a pilot and five passengers comfort
ably. 

Preferred Armor: Nearly any fom1 of am1or will be worn. The 
type and protective value will vary with the character and oc
cupation. 

Familiaril y With Earth: None. 

Rifts otes: Same as the axolotls. These creatures are likel 
to be S.D.C. beings with S.D.C. technology. 

Cameroon 
The cameroom, are unique, even among the multitudes of ali

en~ in the galaxy. All members of this amphibian race are able to 
reduce their height to one inch. They take full advantage of their 
size-reducing powers in the construction of their cities, road
ways. and <;pacecraf t. The first encounter with a 20 foot (6.1 111) 
long Cameroon battleship with a 350 man crew is impossible to 
believe. let alone forget. The cities are even more amazing; al
most 200.000 people can live in an area smaller than a half a 
mile. The amphibians can also reduce the size of objects. More 
memorable than their spacecraft is the sight of its crew as they 
leave it. The inch-tall (2.5 cm) people step out and, as soon as 
they arc clear of the ship. return to their full five foot ( 1.5 m) 
height, equipment and all. 

The reduced cameroons all retain their mass as inch-tall (2.5 
cm) people. Consequently, their cities and spaceships are con
structed of very strong and dense materials. An Eanh elephant 
could walk on top of one and only break windows and radio an
tennas. Funhermore, the fact that a one inch tall cameroon may 
weigh a I 00 or more pounds means that they are not blown away 
by strong winds or ground vibrations. nor can they be snatched 
up by a human-sized invader or animal. With the dense metals 
found on the planet Cameroa, the aliens have made an an out of 
the science of miniaturization. An amazing situation! 

While the majority of spacecraft and cities are constructed on 
a ~mall scale, much of the equipment inside them is manufac
tured at human-size and reduced. This is especially true of hand 
weapons, armor, clothing and other things. Items that are made 
human-sized and reduced can be enlarged and used by the 
Cameroon in both their tiny and large sizes. Items created as 
miniatures to begin with cannot be enlarged later. Likewise, it is 
difficult LO entenain other large life forms when one is the size 
of an insect. Consequently, the cameroons have built a small 
fleet of full-siLed spaceships and a few human-sized cities (with 
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tiny ones nearby or underground). Note: Shrunken weapons 
have one-tenth the range and damage they possess when human
sized. 

Most cameroon space operatives are military personnel, but 
all have different educational backgrounds and skills in addition 
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LO their basic combat trammg. The powers of the cameroon 
make them ideal for espionage. reconnaissance and spying. Sol
diers are usually deployed in standard units that are broken down 
to groups as small as pairs. However. a typical ream is four or 
five characters and a standard squad is eight or ten. Standard 
weapons are stun pistols, and each pair of -;oldiers is issued a 
shrunken two-man hover car. Two fourth level or one eighth 
level Cameroon can unshrink it (weighs about 1.200 pounds/544 
kg). 

The Darkith 
Although most Cameroons will not u~c their abilities for per

sonal gain, others are not so restrained. The Darkitb are one of 
the most notorious criminal organizations in !he galaxy. It is led 
by a renegade space pilot, by the name of Cap,ai11 Jordo11 
Rithrop and a group of cameroon criminals, assassins and ex
soldiers turned mercenaries. Al firs! they engaged only in piracy. 
but the prosperow, organization quickly expanded to include ru.
sassination. murder. extonion. espionage. sabotage. bounty hunt
ing, military assistance, and smuggling in addition to piracy. 
robbery and other criminal ac1ivities. One might consider them a 
nedgling cosmic Mafia that offers their services for hire as mer-



cenaries and spies . Criminals and super vi llains of all races and 
temperament have become part of the Darkith , but it is the thou 
sand or so ca meroons who hold most of the power and dominate 
the organization. Those who wish to join must prove themselves 
clever enough, powerful and trustworthy, a process that ca n take 
years. 

Nobody knows exac tly how la rge the Darkith has become. 
but all agree that the organizat ion is becoming a wealthy and 
dangerous power. with spies and co nnections on most major 
worlds and important outposts . Even the Atorian Empire has 
been known to hire darkith spies and assassi ns. There are hun
dreds of warrani s and bountie s offered by dozens of planets, na
tions and corporation s for members of the darkith. The 
cameroons have tried to capture Rithrop themselves and break 
up the organ ization but to no ava il. They continue to offer re
wards for information regarding the whereabouts of Ca ptain 
Rithrop and darkith activities in their sec tor of space. 

The notoriety of the darkith has give n the cameroon people a 
' bad reputation chat has led to distrust. fear and apprehens ion 

when dealing with some rnces. businesses and organiza tions. 

Cameroon (pronounced cam-er-oon) 
Alignme nt: Any, but the majority are princip led, scrupulous or 
unprincipled. 
Attrib utes: 1.Q. 3D6, M.E. 3D6. M.A. 3D6. P.S. 406. P.P. 306. 
P.E. 3D6. P.B. 306. Spd. 3O6X3 
Hit Points: Standard, P.E. plus ID6 per leve l of experie nce. 
S.D.C.: 3O4xl0 
Height: 5 feet plus I 0 6 inches ( 1.5 to 1.6 m). 
Weight: 120 plus I O6x l0 pounds (59 to 82 kg). 
Average Life Spa n: 75 years. 
Appea rance: The cameroo ns are short by human standards , 

even when full size. Skin co lors are rich reddish brown s on 
the face and back with lighte r tan or crea m co lored chests, 
bellies and undersides . The eyes are large with equally large . 
protective brows that form bony ridges. 

Super Abilities: All ca meroo ns have the major abilities of 
shrink and item reduction (see new super abilities for the lat
ter). None have psionics or any other supe r powe rs. 

Spec ial Weapo ns: Cameroon Stun Pistol: Range: 135 feet (4 1 
m). Damage: Daz es victim for 2D4 melee round s, during 
which time the victim has no initiative, is -8 to strike, parry , 
and dodge, and loses half of his spee d and artacks pe r melee 
round. Effects may vary with different races and a sav ing 
throw of 16 or bener means one 's opponent has shaken the 
blast and only loses initiativ e and one melee action for that 
melee round. Payload: 8 shot energy clip. 

Cameroo n Partic le Beam Pistol: Range: 200 feet (61 m). 
Damage: I D4x I 0, rate of fire: eq ua l to hand to hand attacks 
per melee. payload: 8 shot energy clip. 

Cameroo n Particle Beam Rifle: Range: 1600 feet (488 m). 
Damage: I D6x I 0 , rate of fire: equal to hand to hand attacks 
per melee, payload: 12 shot energy clip. 

Cameroo n Laser Pulse Rifle : Range : 2200 feet (670 m). 
Damage: 2D6 per single blast or 6D6 per triple pulse, rate of 
fire: equal to hand to hand attacks per melee, payload : 20 shot 
energy c lip. 

Weapon Note: Most cameroon weapons will fire 20% far
ther than the common versions on the market. The se people 
have a fondness for charged particle acceleration weapons 
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like the P-bea ms listed above. Full- sized camcroon agent s 
may ca rry an arsenal of reduced weapons in their pocket~, 
pouches or concea led anywhere on the body (the item reduc
tion power reduces the object's weight). 

Special Vehicles: Two -man hover car: Maximum speed 160 
mph (260 km). S.D.C. 350. Hover 2 to 12 feet (0.6 to 3.7 m) 
above the g round. A spare hover cycle or two (san1e basic 
stats, only it weighs 800 to 1200 pound s/360 to 540 kg at full 
size) may be co ncea led in the glove compartm ent. trunk or 
carried in a pocket or pouch. 

Prefe rred Armor: Low leve l so ldiers will wear light armor 
(A.R. 10. S.D.C.: 60 ) while more expe rienced so ldiers will 
wear heavier armor (typically A.R. 16, S.D.C.: 120 ro 200). 

Familiarity With Ea rth: The Cameroons have no knowledge of 
Earth. 

Rifts Notes: If used in the Rifts RPG selling. the cameroons 
wi ll be rega rded as suspic ious D-bees. The Splugonh. and mili
tary forces around the world. would love to get their hands on 
these creatures for use as spies and assassins. The Splugonh wi ll 
find the darkith espec ially attractive and may purchase their 
services and invite them into the fold as one of their minions or 
allies, like the sunaj. If the darkith refuses. they may be viewed 
as potential co mpet itors and e liminated or enslaved. Other races . 
slavers, mercenaries and adventurers should be glad to add a 
couple of cameroo ns to their forces. The Coa lition State .~ wi ll 
see them as a threat to national security and probably launch a 
ca mpaign of death and terrori sm again st all amphibian and Ii lard 
man races in the States. 

If set in the Rifts: Pha<;e World environme nt, they are just 
one of the many alien life forms who visit that world. The 
darkith may have some connec tion and inlluenc e wi1h the forces 
on Phase World (G.M.'~ decision). 

In Rifts, the cameroons would definitely have mega-damage 
weapo ns, armor and tec hnology at level s equal to Triax or the 
Ki11ani. Standa rd S.D.C. or M.D.C. conver sions as -;uggested 
e lsew here in this book. 

Deurycans ------------
The deurycans are a humanoid race from the therm al world 

Ry . They resemble Earth 's newts in appearance. with long, tlat 
heads and small mouth s. The eyes are large and round. Their 
lightly textur ed skin range s from orange to a golden yellow. All 
member s of this race have fire-projecting powers. nightvision, 
and amazing healing propertie s. Their ancestors crawl ed from 
the hot pool s o f boiling mud lakes thou sands of years ago. They 
are born explorers who are intensely curious about everyt hing 
and hungry for knowledge. Juveniles live in the hot pools, but as 
soon as they are matu re, most leave Ry to explo re the galaxy. 

They are also natural engineers. which when combined with 
thei r curious nature, has resulted in amazing techno logica l ad
vancements. As soon as one developm ent is perfec ted, another 
project or mission is begun. The amphibia ns are always search
ing for new challenges and adventure. It doesn 't matter whether 
that endea vor is of paramount importan ce or trivial, philo sophi
cal or scientific, once it catches a deury can's attention it be
comes importan t. They have highly advanced space capabilitie s, 
hover vehicle technology, energy weapon sys tems and a host of 
other achievements. 
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Nearly all de urycans feel an irresistible drive 10 experience as 
much as they can. To them, the universe is a vast and wonderful 
place filled with infinite mysteries waiting 10 be uncovered. 
Their government has organized study tours for its young, ad 
venturous people. A typica l deurycan spends 3D4 years exp lor
ing or deve loping one LO several planets for co lonization. Many 
go on to explore uncha ned worlds or engage in othe r area s of 
space explora tion or d iplomacy (they love to study and interact 
with othe r races). This second tour can last I D4x10 years befor e 
most deurycans return 10 Ry to seule down, mate and bear off
spring. Some neve r feel the need to return and spend the ir lives 
wander ing the cos mos. 

Deurycans are well liked and respected by many races. Thei r 
good nature, sharp mind s and gentle dispositions have resulted 
in their being invited as ambassadors, diplomat s and repre 
sentatives for scores o f people, businesses and governme nts. 

Deurycan (pronounced due-rye-can) 
AJignment: Deurycan s are instinctively friendly. peacefu l be

ings who se ldom show (or feel) aggression or hostility toward 
others. Most don't generall y suffer from feelings of anger, 
hate, envy, or revenge eve n unde r the most extreme situ
ations. Th ey may become confused or frustrated but are 
rare ly vio lent. This trait make s them ideal explorers, dip lo
mats and goodw ill amba ssadors. Most are principled. scrupu
lous or unprincipled in alignment. Anarchist and evil 
characte rs are a rarity. 

Attributes: 1.Q. 3D6+3. M.E. 3D6+3. M.A. 5D6, P.S. 3D6+3. 
P.P. 3D6, P.E. 4D6, P.B. 2D6. Spd. 3D6 
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Hit. Points: Standard , P.E. plus I D6 per leve l of expe rience. 
S.D.C.: 2D4x!O 
Height: 5 feet plus 4D6 inche s ( 1.6 to 2. 1 m). 
Weight: 100 pl.us 2D6xl0 pound s (54 to 100 kg). 

Average Life Span: 85 yea rs . 
Super Abilities: All Deury cans have the following super abili

ties: Energy expulsion: fire. hea ling factor. and nightvision . 
Roughl y 6% have one additional random minor super ability. 
All bonuses from these power s are factored into the character 
stats. 

Additional Bonuses: +20% 10 save vs coma/death . +3 10 save 
vs magic, psionics, and tox ins (this is in addition to P.E. bo
nuses): hea t and fire do half damage (includes magic fire balls 
and plasma energy). 

Penalties: Being accustomed to the heat of their homewo rld 
means that the alien s begin to suffer from co ld expos ure at 75 
deg rees Fahrenheit (24 C). If they are in co ld or chilly envi
ronments for an extended period. they will need a light sur
vival suit with a temperature controll ed heating system (see 
illust ration). See the frozen world description for ex posure 
rules. 

Special Weapons: Deuryca n lase r pistols: Ran ge: 500 feet ( I 52 
m). Dama ge : 4D6, 15 shot energy clip. Their laser rifle does 
the same damage but has a range of 3000 feet (9 14 m) and a 
30 shot energy clip. Th e amphibians frequently use a medium 
stun pistol or rifle. Note, that while the deurycans have a 
number of advanced energy weapons, they arc not aggressive 
or hostile, and use them only in self defense. 

Special Vehicles: A detachable jet pack is thei r favorite: Maxi
mum speed: 140 mph (224 km). S.D.C.: 60. maximum alti
tude: 4000 feet ( 1200 m). + I to dodge, and can be used for 
six hours of continuous use without overheating. 

Special Armor: Favorit e is a light, 1hem1al environmental suit: 
A.R. 15, 75 S.D.C. with exce llent mobi lity (no prowl pen
alty). 

Familiarity With Earlh: Through the ir study programs, the 
deurycan s have information on Eanh equ al to the ·'Some Fa
miliarity " result on the Familiarity With Earth table. 

Rifts Notes: If used in the Rifts RPG c;ening , the amphibians 
will be seen as D-bees. Most slaver s and militarie s will see li111e 
value in these peace- loving beings, except as mechanics, inven
tors, doctor s and diplomat s. Th eir desc ription for use in Aliens 
Unlimited would be applicable 10 the Phase World environ
ment. 

In Rifts, the deurycans would definitely have mega-dama ge 
weapons. armor and technology at leve ls eq ual to Triax or the 
Kittani. Standard S.D.C. 10 M.D.C. conversions as sugges ted 
elsew here in this book . 

Mantella --- -- -- --- --
The mantel la are a warrior race who have beco me close allies 

with the Atorian Empi re (some would say their lackeys or lap 
dogs) . They thrive on war and enjoy the freedom and power 
their allianc e with the Empire has given them. II was the deci
sion of the mantella to invade and eradicate the xenopu s (de
scription follows); of course the atorians supported and profited 
from the campaign. The se predatory amphibians are not a par
ticularly evil race. they are ju st incredibly aggressive. blood 
thirsty and ruthle ss. They also tend to be arrogant and cruel , 



ignoring the rights of others and ga lactic laws to do as they 
please. One might think of these people as high -tech barbarian 
warriors (supplied and encouraged by the Atorian Empire). The 
man te lla believe that they de serve whatever they can take. This 
means co nquered people are their propen y to be slain , tortured. 
enslaved or sold; whatever the warrior s desire. lf a few lives are 
lo).t in a campaign for the advancement of their peop le, then so 
be it. Such is the way of war . 

Mantella are ruled by a Cou ncil of the Learned. Th e Counc il 
is actually a political upper -cla ss that com prises I 0% of the 
populaiion. Each clan elects representative s to the Council of the 
Learned, a., does each branch o f the military. many of whom are 
military engineerr,, strategists and tacticians. 

As natives of a twilight world . they have large, prominent 
eyes and must wear dark gogg les to protect them from bright 
light. As amp hibian s. they have wide, tlat heads , large mouths 
and \mooth. soft \kin. Their eyes are a bright red and reflec t 
li~ht eerily. Skin colors are normall y some shade of green, from 
pale and <lull to bright and vibrant. Although most people don't 
think of amphibians as predators. even the com mon Eanh frog 
stalk~ and feeds on insects. small rodents, fish and snakes. Like 
their animal !...in. the mantella are meat-eating predator s with a 
hunter's nature and a taste for blood. 

Mantella (pronounced man-tell-ah ) 
Alignment: Any. but most are se lfish and evil. 
Attributes: I.Q. 3D6. M.E. 3D6. M.A. 2D6 . P.S. 4D6. P.P. 3D6. 

P.E. 5D6. P.B. 3D6. Spd. 6D6 (x2 swimming) 
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Hit Points: P.E. plus 2D6 pe r level of experience. 
S.D.C.: 1D4xl0 
Height: 6 feet plus 3D6 inches ( 1.9 to 2.3 m). 
Weight: 100 plus 2D4x l0 pounds (54 to 82 kg). 
Average Life Span: 80 years 
Super Abilitie s: The Mantella population is divided between the 

following Super Power Categorie s: Hardware. physical train
ing, bionics (typically partial convers ions) and psionic s. Less 
than 4% are mutants with random superpower s. 

Natural Abilities : Nightvi sion 600 feet ( 183 m), see infrared 
and heat radiation (roughly equal to short-range Lhenno-im
agers). sensitive hearing , 20 decibels beyond nom1al human 
ranges, and can hold their breath for 3D4 minute s. 

Special Weapon s & Vehicles of Note: Virtually any type of 
weapon or vehicles includi ng Atorian and Kisenlite items. 

Preferred Armor: Typically heavy armor and plate half suits: 
A.R. 16, S.D .C. 260. with a detachable jet pack. 

Fa miliarit y With Earth: The mantella have information equal 
to the ''Some familiarity with Earth" result on the Famili arity 
With Eanh table. h is very similar to their homeworld. but 
much too bright. Although they have researched the planet. 
no plans have been made to invade or tamp er with it. 

Rifts Notes: If used in the Rifts RPG setting, the mantella 
will be regarded as dangerou s and aggressive D-bees. Military 
forces around the world who accep t D-bees wil l find the violent 
and mercile ss man tella to be exce llent fighter s. The Coal ition 
States will see them as just another rampaging monster to be liq
uidated. 

If set in the Rifts: Phase World enviro nment , they are just 
one of many alien life forms who visit that world. 

In Rifts the mantella (and atorian s) definit e ly have mega
damage weapon s, armor and technology at leve ls equal to the 
Coalition States or the Kittani. Standard S.D.C. to M.D.C. con
version s as suggested elsewhe re in this book. 

Sorinam -------------
sorinam s are short. frog-lik e amphibians with vibrant yellow 

skin accented by thick black stripe s. They make their homes in 
the gian t freshwater oceans of an arctic planet known as Namia. 
Surface temperature s on Namia are regularly below freezing . 
However, in the deep underwater caves and cities where the sor
inams live, there are river s and seas of warm water from lava 
that seeps from geothermic fissures on the ocean floor. 11 is in 
these warm waters that the amphibian s build their vast underwa 
ter cities and tend their vast algae and fish farms. Although their 
cities are underwater and the sorinam are aquati c being s, the in
teriors of thei r cities are warm and dry with an Earth -like oxygen 
atmosphere. Sorinam technology is slight ly more advanc ed than 
that of Earth. Their bionic and robotic s program s are still experi
mental. but as succe ssful as Earth cybernetics and far more com
mon. These aliens also study spell casti ng magic, and have a 
rudimentary understanding of ley lines. 

The amphibian s do not have an advanced space program or 
spaceships, but have sent numerou s space probe s and satellites 
deep into their galaxy . Through these device s. they have estab
lished communication s with other races and have earned a place 
in the ga lactic community. They have joi ned the Federation of 
Allied Races (FAR) and constantly push for a stronge r posture 
again st the aggressive Atorian Empire . As active member s of 
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FAR. they a.re required to send operatives to designated member 
planets or to man a portion of the space neet and assist in the ad
vancement and defense of the FAR collective. 

Sorinam space operatives are frequently military personnel. 
but include people from many other occupatio ns. Half are volun
teers who want to see the galaxy (they are picked up in space
craft sen t by FAR members). The typical volunteer is energetic, 
eager to learn , wants to see other worlds and help people . They 
are given some flimsy knowledge about the cultures, laws, and 
custom~ of the people in their sec tor of space. bur most sorinam s 
will take it upon themselves to learn much more. They are well
liked and respected in the FAR and among many non-allied 
races. Common t0urs of duty last 3D4 years. 

Sorinam (pronounced sore-ih-nam) 
Alignment: Any, but most tend to be good or unprincipled. 
Attributes: 1.Q. 3D6+2, M.E. 3D6, M.A. 3D6+2, P.S. 3D6, P.P. 
3D6. P.E. 4D6. P.B. 3D6. Spd. 5D6 (x 10 swimming) 
Hit Points: Standard. P.E. plus I D6 points per level of experi-

ence. 
S.D.C.: 40+2D6 
Height: 5 feet plus 2D6 inches ( 1.6 to 1.8 m). 
Weight: JOO plus 2D4x l0 pounds (54 to 82 kg). 
Average Life Span: 95 years 
Super Abil ities: Limited to phys ical training. hardware, bionics 

and magic. 
Natu ral Abilities: Keen, polarized vision, sensitive hearing, I 0 

decibels above the nom,al human ranges. swim at !Ox nonnal 
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running speed, and can hold their breath for I D6x 10 minutes. 
Specia l Weapons and Vehicles: Virtually any weapons and 

equipment available to members of the FAR collective, as 
well as bionics. water vehicles (surface and underwater ) and 
sonic weaponry of their own design. 

Preferred Armor: Issued armor will be similar to that worn by 
the assigned planet's natives. In the case of Earth. a point
blank vest will be the likely cho ice (A.R. 10. S.D.C. 70). 

Fami liarity With Earth: Equal to the "Some familiarity with 
Earth" result on the Fami liarity With Earth table. 

Rifts Notes: If used in the Rirts RPG setting, the sorinam 
will be regarded as D-bees. The Coalition States will see them as 
dangerous beings because they are educated. promote learning 
and interracial cooperation and some even practice magic. 

Tf set in the Rifts: Phase World environment. they are just 
one of the less advanced and curious aliens who visit that world. 

In Rifts the sorinams can be considered to have S.D.C . or 
primitive M.D.C. technology depending on the view of the G.M. 
These aliens will be fascinated by dimensional travel and other 
fom,s of magic. 

Xenopus - -- -- --- --- --
Oria is a mid-sized planet on the edge of the llta quadrant (the 

same quadrant as our Eanh). It was a dry but humid world with 
an abundance of minerals and ores. It was inhabited by a race of 
beings call xenopus. who resembled giant humanoid horn toads. 
The future for these people seemed brigh t until the mantella dis
covered lhe quality of Oria's ore. Without asking pennission, a 
mantella strike force landed in a remote area and began to build 
a mining co mplex . The xenopus contested the mantella 's activi
ties and demanded they leave their world immediat e ly. 11,e ali
ens respo nded by sending an invasion fleet of mantella and 
atorian vessels to obliterate them. The invasion quickly turned 
into genocide. Millions of xenopus were slaughtered and mil
lions more were taken prisoner and sold into slavery in the Ato
rian Empire and other pans of the galaxy. A comparatively 
minuscule percentage of the xenopus race, forced from their 
homeworld, have accepted a life as slaves, pirates. mercenaries. 
space explorers. vagabonds and refugees. 

Many of the survivor s were peaceful civilians with no combat 
skills. but their natural toughne ss makes them valuable slaves 
and laborers. Tragically , many of these once peaceful people 
have become embittered. vengefu l and hate tilled. Many have 
learned to fight and have become ruthles s pirates. privateers and 
mercenaries who victimize the mantella and Atorian Empire 
whenever they can. The tough -skinned amphibians have lumpy. 
tan hides with tripe s of darker brown or grey as natural camou
flage. They love vibro-blades. energy blade s, and heavy weap
onry. 

Xenopu s (pronounced zee-no-puss) 
Alignment: Any 
Attr ibutes: I.Q. 3D6, M.E. 3D6+1. M.A. 3D6. P.S. 4D6, P.P. 
3D6, P.E. 5D6. P.B. 2D6+2, Spd. 4D6 (x2 sw imming ). 
Hit Points: P.E. plus 2D4 per level of experience 
S.D.C.: 2D4xl0 plus 2D6 
Height: 7 feet plus 4D6 inches (2.2 to 2.7 m). 
Weight: 300 plus 2O6xl0 pounds ( 145 to 190 kg). 
Average Life Span: 120 years. 



Super Abilities: None, bu1 all xenopus have tough hides. high 
phy~ical strength, endurance and special natural abilities. Of 
course. they can pursue 1he Super Power Categories of bion
ics (a rarity among xenopus). hardware. physical training, and 
magic, plus 7% have psionic powers. 

atural Abilities: Keen vision and sense of smell, instinctive 
swimmers (+20%), climbers (+10%), can hold breath for2O4 
minu1es, can leap 10 feet (3 m) from a stand still and are +2 
to save vs poisons. drugs and disease. All xenopus are natural 
and instinctive digger~/burrowers and have the following mu
tant animal powers: digging. tunneling and excavation (see 
Heroes Unlimited, page 115). 

Special Weapons and Vehicles: Virtually any weapons and 
equipment available 10 members of the FAR collective. pi
rates and other intergalactic travellers. 

Preferred Armor: Any, but tend to prefer heavy body armor 
and exoskeletons/power armor. 

Familiarity With Earth: Equal to 1he "Some familiarity with 
Earth" result on the Familiarity With Earth table. 

Rirts Notes: If used in the Rifts RPG setting, the xenopus 
will be regarded as dangerous O-bees. The Coalition States will 
see them as dangerous beings because they are big, monstrous
looking and aggressive. and some have psionic powers (typically 
major or master psionics). They can be considered to be S.D.C. 
or mega-damage creatures with natural armor/tough hides. Their 
technology can also be one or the other depending on the view 
of the G.M. 

If set in the Rifts: Phase World environment, most xenopus 
will be slaves or mercenaries. 

58 

Aquatic Aliens 
These humanoid aliens have evolved from aquatic life forms 

and live in a water environment. They can resemble fish, sharks, 
mammals (dolphin. whale, sea lion. etc.) or other aquatic ani
mals. They all have webbed feet and hands for ease of move
ment underwater and may have fins, 1entacles or tails. De
pending on their origin, fish or mammal. their skin is either thick 
and smooth or scaly. Assuming all game a1lributes are based on 
human nonns and perceptions, aliens of fish origin who have a 
high Physical Beauty score have scales so fine 1ha1 1hey are un
noticeable. Aquatic aliens have no body hair. Bright body colors 
are common among the fish-like aliens, while the shark and 
mammal types are more subdued shades of grey, 1an. brown and 
white. 

Most fish-like aliens who have gills cannot breathe in an at
mosphere for more than 20 minutes and even then 1heir breath
ing will be labored (reduce speed by 1/3. -2 on ini1iative, -1 
attack per melee, -2 10 dodge or roll with impacl and -6 to save 
vs gas attacks, even smoke will make lhem gag and choke). 
These aliens must have an atmospheric breathing appara1us to 
function in an atmosphere or remain constantly within the water. 
Such breathing apparatuses can be a helmet. environmental sui1 
(filled wilh water). bionic lung implant. genetically engineered 
lung (as well as gills) or via magic; see the equipment section for 
data regarding environmental suits. Aquatic aliens will feel most 
at home in the water. 

Characters who are aquatic mammals will have lungs. a nose 
or blow hole, and breathe air. These aliens will have no prob
lems breathing in an atmosphere. but they will not be able to 
breathe water like a fish; they hold 1heir brea1h and mus1 come 
up for air at regular intervals. Most aqualic mammals can hold 
their breath underwater for 20 minutes. H forced under for a 
longer period they will drown. Surgical removal of the webbing 
is unappealing to the aliens and will reduce swimming speed and 
underwater bonuses by half. 

Note: Swimming abilities are often remarkable. Swimming 
speed for most aquatic races is their running speed muhiplied by 
ten, and lhey have a natural swimming skill of 95%. unless 
stated otherwise. 

Cherion ------ --- ---
Chee is a planet with 90% water. Within its vast oceans. the 

cheiron people have evolved. They have an advanced techno
logical sociely, and are masters of robo1ics. bionics. and space 
travel, with weapons, LOols, and devices beyond Earth's current 
capabi lities. Although they are an advanced society, their at
tempts to augment themselves through chemica l experiments 
and genetic engineering have crea1ed generations of cherions 
with unpredictable side-effects and super powered mutants. 

All Cherions are required to enter into the Cherion Explora
LOry Militia (CEM), the space division of their armed forces. 
While this keeps the people active and working. it also creates 
some protest. Many cherions feel they have no place among 1he 
stars, and should concenrrate on the needs and defenses of their 
own homeworld . This is largely the result of threats and trouble 
with other races in the galactic community. Furthermore, the 



percentage rate for desertion is a whopping 16%! Many critics of 
the space program insist they are losing the resource s of their 
yo uth and scientists to other world s. 

Any Cherion explorer s assigned to a tour in a specific sector 
of the galaxy will be taught the name s. language s. and general 
cultures of the major inhabited planets in that sector. A deserting 
exp lorer is likely to be able to read. speak, and write one or more 
languages of the planet he is deserting 10. Only deserter s respon 
~ible for serious crimes are pursued with vigor. Desertion is high 
because Lhe vast majority of CEM career soldiers and officers 
are \trict. mean, cold hearted and some are downright evil. 

Cherion explorers witho ut super abilities are nearly always 
outlined with environmen1al body armor and/o r bartle robots or 
A TV exploration robot vehicles. As a res ult. Lhey rarely need 
any type of handhelll weapons. but they are issued laser rifles or 
~onic weapons as a precaution. 

Cherion (pronounced chare-eye-on) 
Alignment: Any. The cherion gove rnment and the CEM com
manders and are frequently anarchist. miscrea nt or aberrant. 
Attribut es: 1.Q. 3D6. M.E. 3D6+2, M.A . 3D6, P.S. 4D6. P.P. 
4D6. P.E. 3D6, P.B. 2D6, Spd. 2D6 (Swimming Speed is 
Spdxl2). 
Hil Points: P.E. plu\ I D6 per level of experience. 
S.D.C.: 2D4x l0 
Heigh!: 5 feet. 6 inches plus 3D6 inches ( 1.7 10 2.1 m). 
Weight: 130 plm, 2D6x J0 pounds (68 to I 13 kg). 
Average Life Span: 70 years. 
Appeara nce: The y have large eyes, thick sca les. and a promi 

nen1 mouth. Spiny fins protrude from their forearms and 
along their spine. The hands are large, with prominent web
bing. The ir feet and legs resemble those of a frog. 

Super Abililies: These aquatic aliens can select any of the Super 
Power Catego ries. but 45% have superhuman powers as a re
sult of chemica l mutation or genetic experimentation (roll un
der the mutant or experiment categories in Heroes 
Unlimited ), and I 5% are bioni c (wi th artificial lungs) . 33% 
of those who serve in the CE M pilot power armor suits or 
large one- 10 four-man robot All-Terrain Vehicle s (ATV). 

Natural Abilities: Swim 12x faster than running/land speed, 
swim at 95% skill. have gi lls. can sense e lectroma gnetic en
ergy and ley lines. and are +2 to strike, parry, and dodge un
derwater. 

Special Weapo ns: Sonic. missiles/projec tiles and laser weap
ons . 

Specia l Vehicles: A variety of underwater vessels and advanced 
spacesh ips. 

Special Armor: Full envi ronmental suit for surface movement 
and space exploration: A.R. 16, S.D.C.: 250. 

Familiarity with Earth : Soldiers and exp lorer s in the Iha quad
ram where Earth is located have knowledge about Earth equa l 
to "So me familiarity.'' 

Rifts Notes: If used in the Rifts RPG setting, the cherion will 
be regarded as mon strous D-bee s. The Coalition States will see 
them as dangero us beings because of their inhuman appearance, 
super powers and tech-level. The CS is likely to extem1inate 
them whenever they are encountered. These aquatic aliens will 
!ind the Great Lakes and Earth ·s ocean s and seas inviting places 
to live. They can be considered to be S.D.C. or mega-da mage 
creatures. Th eir technology can also be one or the other depend-
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ing on the view of the G.M .. but is probably mega -damage tech
nology. 

If set in the Rifts: Phase World environme111, most cherion 
will be adventurers, mercenarie s or slaves. 

Errasa 
Long ago. the planet Er was very much like Earth. Its waters 

were a deep, ultramarin e blue. and full of life. The people known 
as the errasa fled to the stars when the ecology of the ir home 
world collapsed and Er went through dramatic and deadly 
changes. Million s perished before the titanic space exod us could 
be launched. 80 % of the planet's surviving population took to 
the sta rs. Of those who stayed behind, half have perished while 
the others struggle to adapt. An estimated 122 million space 
refugees have scatte red 10 the four corners of the ga laxy and 
have yet to find a place to call home. Note : They are not invad
ers ,and won ' 1 even consider conquering an inhabited world. 

They have developed technology to a step just above that of 
Earth. They are able to create robots, have mastered space travel, 
and dabble with robotics and bionics, both of which are still very 
new and experimental for them. Hover technology is a new skill 
they have learned, and many of them prefer it for above and be
low water travel. Errasa weapon technology is influenced by 
their underwater heritage , and many of their ranged weapons are 
based on condensed sonic discharge s. 



The errasa vary widely in stature from less than live feet ( 1.5 
m) to nearly nine feet (2.7 m) tall. They are thin, lightly-built ali
ens because of their high protein. low fat diet. Their scales are 
thick and close-fitting. with colors ranging from light grey with 
blad. accents to blue with yellow accents. Their eyes are small, 
round and dark. 

Errasa (pronounced er-rass-ah) 
Alignments: Any. but many tend to be good or selfish. 
Attributes: 1.Q. 3D6. M.E. 3D6, M.A. 3D6, P.S. 4D6, P.P. 3D6, 
P.E. 3D6. P.B. 2D6+2. Spd. 406 (Swimming Speed is Spdx6). 
Hil Points: Standard. P.E. plus 1 D6 per level of experience. 
S.D.C.: 3D4xl0 
Height : 5 feet plus I D4 feet ( 1.5 to 2.4 m). 
Weight: I 00 plus 2D4x IO pounds (54 to 82 kg). 
Average Life Span: 85 year~ 
Super Abilities: Super Power Categories are limited 10 bionics 

(rare and experimental). hardware. physical training, psionics 
, and magic (none currently use magic but they may discover 

the mystic arts from other aliens). 
Natural Abilities: Like the lung fish on Eanh. the errasa have 

naturally developed both gill~ and lungs. They can stay un
derwater indefinitely, or on dry land for 24 hours before 
needing to immerse themselves in water (needs LO be in water 
for at least three hours per every 48 hour period). They also 
have keen vision and hearing, and swim at 90% skill profi
ciency. 

Specia l Weapon s : Sonic Blaster Rifle: Range: 70 feet (2 1 m: 
140 feet/43 m underwater). Damage: 5D6 per blast. 20 shot 
E-clip. Damage is 6D6 when used against targets with some 
fonn of heightened or advanced hearing, including other er
rasas. 

Vehicles: They use a variety of different vehicles but the hover 
platfonn is one of their favorites above water. It can hold up 
to four large people. Maximum speed: 120 mph ( I 92 km). 
S.D.C.: 120. Maximum altitude: up to 300 feet (9 1 m) above 
the ground. 

Preferr ed Armor: In combat situations. special forces-style, 
full suit body annor of their own design: A.R. 15, S.D.C. 180. 

Fam iliarity with Eart h: None. If one of them should arrive 
here. hi~ language will sound very much like Chinese. 

Rifts Note s: If used in the Rifts RPG setting. the errasa will 
be regarded as D-bees. but of no special interest to the Coalition. 
These aquatic aliens will find the Great Lakes. rivers and Earth's 
oceans LO be comfonable places to live. However . they would 
never consider invading the Eanh or any inhabited world where 
they were not welcomed. 

They can be considered 10 be S.D.C. or mega-damage crea
tures. Their technology can also be one or the other depending 
on the view of the G.M., but i probably S.D.C. technology. 

l f set in the Rifts: Phase Wor ld environment, they will be 
explorers. adventurers, mercenaries or refugees looking for a 
new homeworld. 

Inennsi 

Many centuries ago. Nen was a beautiful planet, not unlike 
Earth. Then the Atorian Empire arrived (see the Atorian Empire 
en1ry in the Galactic Organi1.:ation section). Nen was converted 
to an energy world for the Empire. Enom1ous. sprawling. power 
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plants and factories the size of cities covered the face of the 
planet to chum out nuclear energy and to manufacture weapons 
and equipment. The atmosphere is choked with fumes and 
chemicals and the water has been transformed into a toxic soup. 

The inennsi and other inhabitants of Nen lried to fight the in
vaders when they first arrived but tens of thousands were slain. 
They have since tried to reclaim their world several times, but 
the Empire is too powerful. Of the four different people who 
once called Nen home, only Lhe innensi remain. Sadly. rheir race 
has been devastated, with millions killed. millions of others en
slaved and taken off-world. and frightened survivors hiding in 
the ocean depths. lnnensi slaves living in the Atorian Empire 
outnumber those living on Nen and as refugees spread across the 
galaxy combined. 

The innensi are of average size and weight by human stand
ards. The toxic environment in which they are forced to live has 
destroyed the pigment in their skin (they are albinos). and causes 
their scales to fall out. sickness and mutation. Exposure to ra
dioactive materials and chemicals has made the innensi who sur
vived and adapted resistant to the effects of different radiation 
and toxic chemicals. Those who live on Nen are so saturated 
with radiation that they themselves give off constant low levels 
of radiation. Mutants with psionic or super abilitie. are increas
ingly common, as is brain damage. cancer and stillbirths. 

The innensi have little or no technology of their own, only 
simple weapons and tools. They rely on their special abilities to 
defend themselves. All the higher technology possessed by in-



nensi refugees have been s1olen, sa lvaged , or purcha sed. P lenty 
of it will be Atorian Empire standard issue gear stolen from 
guards and soldiers. 

lnennsi (pronounced in-nen-sea) 
Alignment: Any, many are good. 

Attributes: J.Q. 2D6 +3, M.E. 306 , M.A. 2D6. P.S. 3D6 (+ 10 
underwater). P.P. 306. P .E. 3D6. P.B. 2D6. Spd. 3D6 (Sw im
ming Speed is Spdx ! 0). 
Hit Points : Standard. P.E. plus ! 06 per level of experience. 
S.D.C.: 1D6xl0 
Height : 6 feet plus I D6 inches ( 1.6 10 2.0 m). 
Weight: 190+ I D6 pounds (87 to 89 kg). 
Average Life Span: Off-world slave s: 75 years, those born and 

raised on Nen (even for the first 18 years of their lives): 50 
years. 

Appearance: White skin with smooth fea1ures and large, pale 
pink eyes. Their mou1hs are large and filled wi1h two rows of 
tiny sharp 1eeth. Their heads are crowned with 2D4+2 short 
spiJ...es. 

Super Abilities: Super Power Categories are limited to mutants 
and psionics. Approxima1ely 56% of those living on Nen 
have mutant super powers and 16% have psionic s. The rest 
have no special abilities. 

Off-world, only 35% of the slaves have super abilities and 
12% have psionic powers. Slaves and freemen off-world 
without super abili1ies may learn magic , physical training, 
hardware or get bionics. 

atural Abilities: Swim !Ox faster than running/land speed, 
swim a1 95% sk ill, have gills (can breathe air for 206+20 
minute s). can see the ultravio let spec trum of light, and are +3 
10 save vs poison and drugs. Underwater they are +2 on in
itiative, +2 to strike, and +4 to parry and dodge (not applica
ble above water). 

Special Weapons, Armor and Vehicles: Whatever they can ac
quire from the Atorian Empire 10 FAR items. The luckies ! 
will have an a1orian an1igravi1y ring. 

Familiar ity with Eart h: None for most inne nsi. Some refugees 
and atorian slaves may have "Some Familiarily ... 

Note: Th e inennsi are a desperate people in slavery . who would 
leap at the chance to be free. Those who do escape the 
clutches of the Atorian Empire often become explorers, free
booters or mercenaries. Many innensi remember, through 
songs and stories, how g reen and blue Nen was long ago. 
Some hope they may find a world like 1hat again and senle 
down there. Ironica lly, once 1hey are free, mosl never sett le 
down and wander 1he universe. A small group of inenn si are 
membe rs of the Raider Clans and another is part of a pirate 
band who plunder only mantel la and atorian vesse ls. 

Rifts Notes: If used in the Rifts RPG setting. the inennsi will 
be regarded as monstrous D-bees. Th e Coalition States will see 
1hem as dangerou s beings because of their inhum an appeara nce 
and super powers. They arc likely to exterminate them whenever 
1hey are found. These aquatic aliens will find the Earth's lakes. 
rivers. seas and oceans wonderful places lO live. Th ey are S.D.C. 
creatures who must acquire mega-damage weapons and equip
ment. The items they may have sto len can be S.D.C. or M.D . 

If set in 1he Rifts: Phase World env ironme111, mos1 inennsi 
will be adventurers. mercenaries or slaves. 
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Nattereri s ------------
The nattereris live and thri ve within 1he vio lent oceans of 

Noth. They have developed thick. heavy sca les and bony ridges 
to protect them from their hostile environment and monstrous 
predators. Their eyes are prominent, but sunken behind bony 

ridges . Th eir wide mouths are fil led with rows of razor sharp 
teeth like Earth sharks. The co lor of their sca les is silvery-grey 
on their backs and salmo n color to red on their fronts and sides. 
Instead of wide tins for maneuvering, the Nattereris have hard, 
keel-like bones on 1he head, back, forearms and lower legs. 

They are a proud warrior race, but 1he wars that ravaged 1heir 
plane 1 are long over. The nallereris con tinue to hold on to their 
ancestors' traditions and beliefs as a sacred creed of the warrior. 
They adhere to a tradition of martia l combat. physical training 
and self-discip line of bo1h the mind and body. Like the samurai 
of Earth. they view honor and skil l as goals o f personal perfec 
tion. 

The nattereris are the leaders of the Naimese Coal ition. This 
sec re1 galactic movement opposes many of 1he more oppre ssive 
ventures slarted by the Atorian Empire. The Nartereris are 1he 
only factor 1hat holds many of the Coa lition members together. 
The confidence, streng 1h. and honor of these being s are the ma
jor force behind the Naimese movement. Noth ha:. been un
touched by war for a century. but 1hat would change if 1he 
Atorian Empir e discovers just how important they are to 1he 
Naimese Coali tion. 

Na1tereri ope ratives are s1a1ioned on and around numerous 
plane 1s across 1he galaxy to protect 1hem from al l kinds of dan
gers. as well as 10 co llect information about 1he Atorian Empire. 
They also have diplomats (and spies) among the Federation of 
Allied Races. In fact, is was contact by members of FAR that 
brought the nattereri into the space age and helped them to de
velop space technology. 

The nattereri warriors feel it is their duty to help other~. They 
see the Atorian Empire as an evil force and a wo11hy opponent. 
Many of the wa rriors long for an opportuni1y to engage the Ato
rians and have won many skim1ishes against the mantella. How
ever, 1hese clever and disciplined warriors realize 1hey mus1 gain 
more knowledge. weapon s and power befo re 1hey face 1he evil 
Empire one on one. Until that day. they engage in subtle guer
rilla warfare, sabo tage, espionage and politic s (see the Naimese 
Coalition described in the galaxy organizations section). They 
are a grow ing force in the galaxy, both technologically and spiri
tually. 

Nattereri (pronounced nat-tare-er-ee) 
Alignments: Any. bu1 the grea 1 majori ty are principled. scrupu 

lous or unprin cipled. Many nattereri rogues. pirate:. and vil
lains will be abem mt or anarchist. bu1 other evi l alignment:.. 
are possible. especia lly if Lhe charac1er ha~ been unable IO 

master his or her self-control and aggressive, predatory na
ture. These misanthropes are given 10 rages. self-indulgence 
and ex 1reme acts of cruelty. 

Attribut es: 1.Q. 3D6, M.E. 4D6, M.A. 4D6. P.S. 5D6 (+6 un
derwa1er), P.P. 3D6+2, P.E. 3D6+2, P.B. 2D6. Spd. 30 6 (Swim
ming Speed is Spdx I 0). 
Hit Points: Standard, P.E. plus I D6 per level of experience. 
S.D.C.: 2D6x IO plus 6 per level of experience/age. 
Natural A.R.: 15 



Horror Factor / A we: 14 
Height: 6 feet plus 1 D4 feet (2. l to 3.0 m). 
Weight: 200 plus 4D6xl0 pounds (109 to 200 kg). 
Average Life Span: 110 years 

Super abilities : All naltereri warriors can make se lection s from 
1he Super Power Categories of bio nics (usually partial reco n
struction or bion ic lungs and minor implants), hardware. or 
phys ical training. Magic is unknown 10 these people but it 
could be learned from others. 

In addition, all warriors get the follow ing from thei r years 
of special martial arts training: +2 on initiativ e. +2 W.P . 
skills, the equivalent of healing facto r and any o ne "ex traordi
nary" power listed under minor super abilities. 

Optio nal: The warr ior can se lect the following abil ities 
from injas & Superspies: Three powe rs from body harden
in~. two powers from :enjoriki. 1wo powers from the arts of 
invisibility and one menli (see N&S. page 114). Plus he/s he 
gets the "quickie'" form ofTae Kwon Do karate (page 84). 

Natural Abilities (evo lved from a predator): Swim !Ox faster 
than runn ing/land speed, swim at 95% skill. have gills (can 
normally breathe air for 20 minut e), exce llent vision and 
hea ring, a supe rior sense of smell (equal to advanced smell ). 
can smell b lood underw ater up to three miles (4.8 km) away. 
On dry land and in the air they can track blood sce nt 65% 
skill proficie ncy. recognize the sce nt of a spec ific race 55%, 
of a spec ific person 40% +2 % per level of expe rience (a ll are 
+10 % underwa te r). The character's bite does 3D6 damage 
( + ID6 i r 8 ft/2.4 or taller ) and the bony fins on the arms and 
head can be used to parry melee weapons such as sword s and 
clubs. Underwater the characters are +2 o n initiative , and +2 
to strike, parry and dodge (not applicable above wate r). 
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Special Weapon s: Ion rifles: Range: 400 feet (122 m). Damage: 
5D6 pe r blast. 20 shot E-clip. Th ey are designed for use in 
turbul ent unde rwater combat (double range when in an at
mosphere). They also use sonic weapons and like heavy en
ergy weapons and explosives. How ever, their favorite form of 
combat is hand to hand fisticuffs or with melee weapons. 

Special Vehicles: Hover cyc le (two-man ): Maximum speed 200 
mph (320 km ). S.D.C. 120. Hove r up to 45 feet ( 13.7 m) 
above the ground . +2 to dodge. They use a variety of items 
and are skilled in man y weapon s. 

Preferred Armor: The res ilience of the nauereri·s natural body 
armor mean s man y warriors don't use anificial armor exce pt 
environme ntal suits for space tra vel and planetary expedi
tions. Vast numbers or the na11ere ri have gotten gills to lung 
bioni c co nversions and I D6 minor implant s. 

Familiarit y with Earth: Th ey have detailed knowledge on 
many planets includin g Earth . An Eanh operative will know 
information equal 10 the "Has sLUdied Eanh '' result on the Fa
miliarity with Earth table . Most others only have a passing 
knowledge . 

Rifts Notes: Jf used in the Rifts RPG se tting, the natereri 
will be rega rded as mon strou s D-bees. The Coali tion States will 
see them as dan gerous beings because of thei r inhuman appear
ance, size, abilities and because they promot e peace and unity 
among other D-bees. They are likely to exterminate them when
ever they are found. These warriors will find the turmoil and vil
lainy on Rifts Eanh to be a challenge. They will trave l 1he land 
like cyber-kni ghts righring wrongs and prote cting the innocent. 

They are definitel y mega-dama ge creat ures in the Rift s envi
ronment. Their weapon s and equipment are also like ly to be 
mega-damage item s. 



If set in the Rifts: Phase World environment , the basic set
ting described for Heroes Unlimited is applicable. Most wi ll be 
good hearted adventurer s. exp lorers. freedom fighters or merce
narie~. 

Salar ------------
Lyns is a planet 1ha1 is approxima tely 60% water . Beca use of 

the great si,e of the planet. its ocea ns are vast and deep. but they 
exen less than normal Eanh pressure at the g reat depth s because 
of a lighter gravitatio nal pull. Within these ocea ns, tall , e legant 
building~ cling 10 the faces of underwater cliffs . They are the 
homes of the salars. 

The ,alars are tall and thin. and covered with gray scales on 
their backs that change to a bright pink on their sides, and white 
nn their head~ and palms. Fins are commo nly located at the base 
of the head and upper back. as well as on the calves and fore
arms. They have large eyes ~et into squared heads above a wide 
mouth Hand-. and feet are webbed. Lacking advanc ed techno l
ogy, the salar<. generally rely upon their natural abil ities and 
magic . 

The salar leaders are mysterious mystics (1hese NPC charac
ters get the major power common to all sa lars in addi tion to spell 
cas ting ability). Most seldom leave their homeworld , but some 
do travel. and may occa~ionally be encountered on political or 
exploratOI) assignmen ts in the field. They are very rese rved and 
sometimes downrigh t weird. They often speak in riddle s or an-
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swe r questions with que stions, and wrap them selves in robes of 
sec recy. Howeve r. their advice and leadership is usually sound 
and they are reve red by nonnal salars. The mystics operate a net
work of dimen sional ponab on their homeworld that are used to 
trave l to and trade with other planet s. Having lillle 10 offer more 
advanced peoples in the way of goods. they have done well by 
offering their services as soldier s/defender s. mercenari es. advi
sors and mystics. 

The mystic ponal s and presence of magic have made it so the 
salars did not need to develop space technology or high-tech 
manufa cturing. However. they are pan of the ga lactic commu
nity and have traded for num erous material s and items , including 
energy weapon s, hover vehicles. limited bion ics and so on. 
Some sa lars have also taken to the spaceway s to make fonun es 
as mercenaries, merchants or adventurers. 

Salar (pronounced sah-lar) 
Aljgnment: Any, but the typical outlook of the sa lars would besl 

be described as unprincip led. 
Attributes: 1.Q. 3D6, M.E. 3D6. M.A. 3D6. P.S. 3D6. P.P. 4D6. 
P.E. 30 6, P.B. 2D6, Spd. 6D6 (Sw immin g Speed is Spdx 10). 
Hit Points: Standard. P.E. plus I D6 per leve l of experience. 
S.D.C.: 1D4x l0+20 
Heighl : 8 feet. 2 inches plus 2D6 inches (2.5 to 2.8 m). 
Weight: 1D4x l00 pound ~ (541 0 181/ 108 10 362 kg). (Double in 

water form). 
Horror Factor: 10. a resul t of thei r extremely inhum an appear

ance. 
Average Life Span: 75 years 
Super Abilities: All salars have the major super ability of alter 

physical structure: liquid. Transformed alars in their water 
form are invisible to heat and infrared sensors. Other abilities 
are as listed in Heroes Unlimited: water boll, wate r behe 
moth, water merge , manipu late shape, and limited invulne r
ability. 70% also have one minor abili ty se lected from the 
category of energy expulsion (pick one). Only their NPC 
mystic leaders study spell casting (and po nal making ) magic. 

Natural Abilities : Swim I Ox faster than running/land speed. 
swim at 95% skiJI, have gills (can breathe air for 20 minute s), 
have sharp vision and keen sense of smel l. Underwater they 
are +2 on initiative , + I to strike , and +2 to parry and dodg e 
(not applicable above water). 

Standard Weapons and Vehicles: A variety of items from 
around the galaxy and beyond (could inc lude Phase World 
and other Palladium worlds). They like jet packs. speedboat s. 
hover vehicles and vehicles that go fast. 

Armor: Specially designed environmenta l am1or keeps the char
acters moist and breathing on dry land for indefinite periods 
of time . A.R. 15, S.D.C. 180. 

Familiarity with Ea rth: The salars have had exten sive dealings 
with many races in the megaver se. As they work with or for 
peop le who have studied or been to Ean h. knowl edge of the 
planet begins 10 spread to the rest of the salars. Most of the 
field operative s, mystics and explorers have "Some familiar
ity" with Earth as detailed in the Famil iarity with Eanh table. 

Rifts Notes : If used in the Rifts RPG setting , the salars will 
be regarded as mon strous O-bee s. The Coalition State s will see 
them as dangerou s beings because of thei r inhuman appearance 
and super powers. They are likely 10 exterminate them whenever 
they are encountered. These aqua tic aliens will find the Eanh ·s 
lakes, rivers, seas and ocean s an acceptable place ro live. 



lf set in the Rifts: Phase World enviro nment, most will be 
adventurers or mercenaries. 

Salars are S.D.C. creatures who must acq uire mega-damage 
weapons and equipmen t. however. their supe r powers may in
flict mega-damage. The salar mystic can be played in Rift s as a 
dimension travelling practitioner of magic that is an eq ual to the 
ley line walker O.C.C. or temporal wizard O.C.C. These chara c
ters may have links 10 Phase World. Naruni Enterprises , Cibo la , 
the Splugonh (not likely ). techno-witards (they love magic of all 
kind~) and others. 

Salve linus 
Salva is a planet of oceans with a high water density and a 

strong gravitational pull. The salve linus live in large cities built 
on the bottom of sha llow oceans. two to three hundred feet be
low the waves . They are short, powerfully buil t humanoids cov
ered with blue scales that are often decorated by bright red. pink . 
yellow. or orange spots on their backs. Fins are loca ted at the 
base of the head, foreanns and ca lves of the legs. 

Although not light yea rs ahead of Eanh. the salve linus have 
slightly more advanced tec hnology. They have developed the ir 
robotics and space travel beyond Earth levels and have begun 
extensive experimentation in the area of genet ic augmen tation 
and bionic~. This includes gi lls LO lungs cyberne tics and power 
am,or suitable for ~pace exp lora tion and surface dwellin g. Their 
experiments have instilled a variety of super abil ities in many 
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test subjects with minimal dangero us side -effects. but magic and 
psionics are vinu ally unheard of on Salva. 

The salve linus space program offe rs many types of study pro
grams, from soc iology to the sciences and survival. To protect 
the study groups, co mbat special ists with powerful spear guns 
are assigned as escons and advisors. Most study group members 
receive light armor or enviro nmenta l suits. The combat specia l
ists have heavy armor. 

Salvelinus (pronounced sal-veil-lih-nus) 

Alignment: Any, but the majorit y seem to be selfish. 
Attribut es: 1.Q. 3D6, M.E. 3D6. M.A. 3D6, P.S. 4D6. P.P. 3D6, 
P.E. 3D6, P.B. 2D6, Spd. 6D6 (Sw immin g Speed is Spdx 10). 
Hit Points : Standard, P .E. plus I D6 per leve l of experience. 
S.D.C.: 1D6x l0+10 
Height: 5 feet plus 2D6 inches ( 1.5 to l .8 m). 
Weight : 150 plus l D4x 10 pounds (72 to 86 kg). 
Average Life Span: 70 years 
Super Abilities: Super Power Categories are limited to mutants 

and expe riment s for super powered beings. Approximately 
35% have undergone partial bionic reconstructions. Others 
can be nonnal, or select from the power categories of hard
ware or physical training. Psionics and magic are 1101 avai l
able. 

Natural Abilities: Swim I Ox faster than running/land speed. 
swim at 95% ski ll, have gills (can breathe air for 20 minutes), 
have sharp vision and keen sense of smel l. Underwater they 
are + 1 on initiative, + I 10 strike, and +2 to parry and dodge 
(not applicable above water). 

Special Weapon s : Salvelinus spear-g un (ri fle): Damage: barb
tipped 4D6 damage. Exp losive I D4x 10. Range (underwater 
or in the air): 200 feet (6 1 m). Typica l co mbination of spea r!> 
is 10+4D6 barb -tipped and 2D6 explosive tipped. 

Spear-gun (pistol): Damage: 2D6 barbed. 4D6 exp losive. 
Range: 60 feet ( 18 m). Of co urse they can also use other 
types of weapons, although they seem to be panicularly fond 
of explosives. 

Special Vehicles: Vary with the need and the environment. 
Preferred Armor: Combat specialists wear riot gear. full envi

ronmental annor: A.R. 14. S.D.C. I 50. light body am1or: 
A.R. I I. S.D.C. 70. 

Familiarity with Earth: The salve linus have visited many plan
ets. They sympathize stron gly with the plight of planets that 
are polluting their oceans. A typica l aid and study program 
will last for six years. with only dire emergency contact with 
Salva penniued. The sa lvelin us have on ly recently begun 
their study trips to Earth, and they have liule familiarity with 
its cultur es or laws, a lthough they have learned one or two 
languages (at 50% profic iency). 

Rifts Notes: If used in rhe Rifts RPG selling, they will be re
garded as monstrou s D-bee s. The Coa lition States will see them 
as dangero us being s because of their inhuman appeara nce and 
super abilities . Slavers may find them a11ract ive for underwater 
exp loration and slave labor. Sa lvelinus are definitely S.D .C. 
crea tures even in the Rifts enviro nment, although their super 
powers, weapo ns and annor may be mega-damage items . 

If set in the Rifts: Phase World environment. the basic set
ting described for Heroe s Unlimited is applicable. Most will be 
adventurers, explorer s, sciemists or mercenaries. 



Tinalis 
Tina! is an icy, dimly lit planet far from its sun. Below the ice 

are cold, still oceans where the tinalis make their homes. The 
frigid liquid of Tinal is thicker than Earth water and can reac h 
temperatures of one -hundred degrees below zero (-73C) without 
turning solid. The tinalis have smooth, rounded features, tiny 
scales and are pale blue in co lor. An insulatin g layer of fat helps 
to keep them warm. On average, they are slig htly sho rter tha n 
humans and a bit heavier. Their head and eyes are smalle r than 
other aquatic species. 

The tinalis have an advanced society and tech nology that ex
ceeds that of Earth. Besides their starships and nuclear power, 
they have deve loped bion ics and robot vehicles. New develop
ments in robotics have the tinalis developing life-like androids. 
Robots perform much of the difficult and dangerous labo r. 

The tinalis have good relations with other alien socie ties in 
thf galactic community and perform man y services for their al
lies. including space exploration, hauling freight, transportation, 
making artificial intelligences, and manufac turin g components 
for robots and cyborgs. Tinalis Exploratory Team s (TETs) are 
typically a combina tion o f scie ntists , military specialists and ro
bots/androids hired out to other governments for scie ntific ex
ploration, rescue miss ions and reco nnaissance. They may also 
agree to mercenary work to defend, or guard property , space
ships or outposts. It is rumored that certain freelancers will per
form seek-and-des troy missions. sabotage and assassi nat ions. 

Tinalis {pronounced tin-al-iss) 
Alignment: Any, but the majority of Tinalis are scrupu lous or 

principled. 
Att ribut es: I.Q. 3D6 , M.E. 3D6. M.A. 3D6, P.S. 3D6+2 (+6 un

derwater), P.P. 3D6. P.E. 4D6 , P .B. 2D6, Spd. 3D6 (Sw im
ming Speed is Spdx I 0). 

Hit Points: Standard. 
S.D.C.: 80 
Height: 5 feet plus 3D6 inches ( 1.5 to 2.0 m). 
Wejght: 120 plus 2D6xl0 pounds (54 to 100 kg). 
Ave rage Life Span : 75 years. 
Super Abilities : Super Power Categor ies are limited to bionics, 

robotics, and hardware! Psionics, magic and super powers are 
not availab le. 

Natural Abilities: Swim I Ox faste r than running/land speed , 
swim at 95% skill, have gills (ca n breathe ai r for 15 minut es), 
have sharp vision, can see in murk y water and throu gh 
smoke. keen sense of sme ll (eq ual to the mutant animal 
power of advanced sme ll) and are impervious to cold and 
cold-based magic (heat and fire does double dama ge). Under
water they are+ I on initiative , + I to strike and parry, and +2 
to dodge (not applicab le above wate r). 

Special Weapons: Sonic and laser weapons with 20 shot energy 
clips. Sonic blaster range is 70ft (2 1.3 m). does 5D6 per blast, 
or 6D6 when used agai nst ta rgets with some form of he ight
ened or advanced hearing. Laser rifle range is 2200 ft (488 
m), and does 2D6 per shot. 

Special Vehicles: Varies with needs. A favorite is an A.T.V. 
hover vehicle with a maxi mu m speed of 140 mph (225 km), 
S.D.C.: 440. Hover up to 12 feet (3.7 m) above the gro und . 
Space and underwater operations are possible. 
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Preferred Armor: Research per sonne l arc issued concea led ar
mor: A.R. 10, S.D.C.: SO. Military personnel are issued ar
mored environmental su its: A.R. 12. S.D.C.: 120. 

Familiarity with Earth: The tinali s believe Earth has the poten
tial to becom e a productive member of the pace-faring com
munity, and are co nsidering giving EartJ1lings a guid ing hand 
to that end. Thu s, they have "Some Fami liarity" with Earth 
and plan to visit soon. 

0 

Rifts Notes : The tinalis will be regarded as monstrous D
bees. The Coalition States will see them as dangerous beings be
cause of their inhuman appearance and knowledge of scie nce 
and weaponry. They are likely to extermina te them whenever 
they are encountered. 

They are likely to possess mega-damage technology. but that 
decision is le ft to the Game Master. 

If set in the Rifts : Phase Wor ld environment, the basic set
ting describ ed for Hero es Unlimit ed is applicable. Most will be 
good hearted adventurers. explorers. scientists or mcrcenarie~. 



Ape Aliens 
The humanoid ape races have many thing s in common with 

their Earth counte rpart s. Man y resemble gorillas, baboons , chim
panzee s, orangutans, or any other species of apes. All are fully 
bipedal with human -like, upright posture . A layer of short hair or 
fur typically cove rs the head and back, and sometime s the entire 
body. Eyes are usually small and round, the nose is flat , and the 
mouth is large and can have large flat teeth or sharp canine s. 
These aliens do not have tails (monke ys have tails, nor apes) and 
may not climb trees. Of all the alien races with a non-human ap
pearance. the ape races are most likely to have a human appear 
ance. The ape races seem to be among some of the most violent 
and war- like. Some sc ientists have sugge sted that aggression and 
war 1s something in 1he evo lution of the ape, perhap s even ge
netic. 

j 

Anubios 
The abrasive, battering conditions of the planet Norima have 

pounded the Anubio mountain people into tough , hardy warrior s. 
These beings resemble giant, lanky Earth baboons, with long 
snouts, sharp teeth , and close-set eyes. Their bodies are covered 
in a tough hairless hide with hard plate s coveri ng parts of their 
head , neck, shoulders , and hips. They normally stand about eight 
feet (2.3 m) tall. The se people love physical and mental chal-
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lenges almost as much as the sense of accomplishment they get 
when they meet a cha llenge. Anubios express this need for chal
lenge and adventure by ph ysical con tests that test their rugged 
bodie s and combat skills. 

For thou sands of years the anubios were divid ed into warring 
tribe s that seemed to fight an endless series of skirmishes. When 
they weren 't fighting eac h other, they were fighting other natives 
or exploring the ir world (and conqueri ng lands) . If a war was too 
easy. the anubios warriors would become bored and call it off. 
claiming victory and seizing booty or land. The losers were con
sidered pathetic and weak, but allowed to live. If the "losers" 
per sisted in fighting, rather than acce pt the declaration of their 
defea t, the anubios wou ld figh t with renewed vigor slaughtering 
man, woman and chi ld until every las i one was slain , or they 
begged for mercy and conceded defeat. Peop le who can ' t or 
won't figh1 are cons idered cowa rds or weaklings. Tho se who put 
up a valia nt fight. or can figh t them to a sta lemate will be 
deemed equals and heroic warriors. In man y cases . a stalemate 
will result in peacetime, because the anubios respec t their oppo
nent and are wil ling to discuss matters and make concession 
with an eq ual. Any race who can get the better of an anubio 
army (they seldom admit defeat) will be considered an honored 
opponent, a superna tural force, or their greates t enemy (of whom 
vengeance must be soug ht). 

Individual anubi os are boisterous glory hounds qui ck to ar 
gue, wrestle, fight, or lea p into action - the more challenging 
the situation s the better. Brawling is a favorite pastjme; there is 
great pride for the anubios who is the last one standing. In true 
combat situati ons. they are smart. relentless opponents capable 
of almos t an ything. from the daring to the sublim e. They use 
whatever weapon s are at hand or nece ssary for the job whether it 
be energy weapons, vibro -blades, explosives or tooth and claw. 
Bioni c augmentation may also be considered . although most 

anubio s prefer to rely on their god-g iven abilities. skill and cun
ning rather than rely on machine s. 

The anub ios have joined the fraternity of space folk over 500 
years ago whe n they were discovered by alien visitors who were 
impre ssed by their fightin g ski lls and agi lity. They impressed the 
savage tribe s with their powerful weapons and war machines, so 
when they offe red the warriors the opportunity to fight their 
wars for them , the anubio s accepted (after all it was a great new 
challenge). Even now, the anubios are primarily warrior s hired 
by other races as mercenarie s. They know how to operat e com
puters , pilot spaceships and robot vehicles. and use energy weap
ons, but most know little about sc ience or manufacturing. They 
are famou s for being superior fighter pilot s, robot pilot s and spe 
cial force s operatives (espec iall y seek and destroy). 

Anubios (An new boys) 
Alignment: Any , but most are anarchist. 
Attribut es: 1.Q. 3D6, M.E. 3D6, M.A . 2D6, P.S. 3D6+6 . P.P. 
4D6+ I , P.E. 3D6+ 3, P.B. 2 D6, Spd. 6D6 
Hit Points: P.E. plus 206 per leve l of experience. 
S.D.C.: 3 D6xl0+ 20 
Natural A.R.: 12 
Height: 7 feet 6 inches plu s 3 D6 inches (2.4 to 2.7 m). 
Weight : 300 plu s 3D6x !0 pound s ( 150 to 217 kg). 
Ave rage Life Span : 75 years 
Super Abili ties: Avai lable Super Power Categories are hard

ware, phy sica l trainin g, and robotics (giant robot combat ve-



hides and power armor/exoskeletons). Less than 6% have 
undergone bionic reconstruction and fewer than 2% have 
psionic powers or practice magic. Only the rare mutant or ex
periment has super ab ilities (abo ut I%). 

Natural Abilities: +2 on initiative , +3 to save vs horror factor, 
+2 to roll wi th impact or fall , +5% to climb, gym nastics and 
swim sk ills, can leap 15 feet (4. 6 m) high or lengthwise, ex
ce llent sense of smell and keen vis ion. 

Favorite Weapons: Anubio warriors love plasma, energy and 
vibro-blades/melee weapons. 

Favorite Vehicles : Giant comba t robots, jet pack s and hover ve
hicles. 

Preferred Armor: None, if they can avoid it. Even robot vehi 
cles which they are so good at piloti ng take away some of the 
excitement and challenge that is present in one on one hand 
to hand combat. However, the anubios are far from foolish 
and will wear armo r and use wha tever is nece ssary to win a 

1
fight. 

Familiarity with Earth: Their data sys tems hold informat ion on 
Eanh equal to the "Some Familiarity" result on the Fami liar
ity with Eanh table. 

Rjfts Notes: lf used in the Rirts RPG setting, the anubios 
will be regarded as monstrous D-bees. The Coali tion State s wi ll 
see them as dangerous beings, but if the aliens show loyalty and 
respect for the CS, the powers that be may be able to conv ince 
themselves that the alie ns are mutant animals and hire them as 
mercenaries for missio ns outsi de of the Coa lition States territo
ries (like Tolkeen and the Pecos Emp ire). The anub ios wilJ be 
impressed by the CS troop s, as well as cybe r-knights, crazies, 
juicers, dragons and other superio r warriors. They don't think 
much of magic. The Sp lugorth will also be intere sted in these 
warriors for gladiatorial games, hirelings and slave stock . Tlte 
anubios mercenaries will find plenty of jobs and oppo rtunitie s in 
the tumultuous and war-rac ked world of Rif ts Earth . Available 
Rifts O.C.C.s for anub ios characters include robot comba t pilot 
(equal to an NGR power armor commando or robot comba t pi-
lot, or CS RPA, or Veritech pilot) , headhunter , borg, mercenary 
(any), mili tary (any; CS, NG R and mos t other s). Most will avoid 
juicer or crazy augmenta tion. 

They are definitely mega -damage crea tures in the Rift s envi 
ronme nt. Their weapo ns and eq uipme nt are also likely to be 
mega-damage items. 

If set in the Rifts: Phase World env ironment , the basic set
ting described for Heroes Unlimited is app lica ble . Mo st will be 
tough mercenaries, pirat es and adventurers. 

Capucis - ------- -----
The capucis are a tall, thin race of apeish humanoid s with a 

keen intellect and psionic powe rs. Th eir fur tend s ta be long like 
the Earth orang utan and grows in a long mane on the top and 
sides of their heads. Their arm s and legs are long and delicat e, 
ending in hands with six long slende r fingers. Their go lden eyes 
are large with rippling streak s of black instead of the norma l hu 
man pupil. The ca pucis have evolved from a race of peace ful 
vegetarians and one of the least war-like of the ape races. 

Most have well developed psio nic abilities, while a sma ll pe r
centage exhibit se lect super abilities. Tho se with psionic abi litie s 
such as telemechanics, total reca ll, speed reading and mechano 
link are part of the upp er class, and work as scie ntists and engi -
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neers. Those wi th other abilities are also honored members of 
society and find work that best suits their abilities. The cap uci 's 
can be of any educatio nal bac kground, but they are strongly 
urged to enter fields where their special abilities would mosr 
benefit the cap uci people. This matchin g of superhuman abilities 
to the best area for their application and the apes na tural high in
telligence and inquisitive nat.ure have enabled them co develop 
some of the most advanced technology , lethal weapons and fin
est products in the galaxy, especially in regards to robotics and 
bionics. 

The capucis have a small militar y presen ce in space. They 
spend most of their time in the areas of manufa ctu ring and de
velopme nt. The search for ot her areas of knowledge, technology, 
and inspiration are prime motive s for their space programs. 
How eve r, when one look s at their superior tech-level and re
sources. it is obvious that the capucis are not working to their 
fu ll potential in the area of space exp loration and co lonization. 
Th ey are timid and reserved, making few overtures to other life 
forms. Th ey se ldom step out in the fore front of interga lactic 
po litics and tend to have an isolationist attitude, especially re
gardi ng vis itors to their homeworld, which is highly restricted. 
Co nseque ntly, they are often ove rlooked among the galactic 
communit y and never considered a mi litary power (which is 
how they want it) . Some people have taken this cond uct to mean 
that the ca puci s think they are belt.er than anybody else. Th is is 
not true, the capucis, des pite their great achievemen ts, are timid 
and reclusive by nature. The level of their current involvement 
was a difficult and frightening step for them. 



Capucis (pronounced Cah pew see) 

Alignment: Any, but the vast majority are timid anarchist or un
princip led, about 25% are good and 15% are evil. 

Attributes: I.Q. 3D6+6, M.E. 2D6, M.A. 2D6+2, P.S. 3D6, P.P. 
4D6, P.E. 3D6, P.B. 2D6+2, Spd. 5D6 

Hit Points: Standard, P.E. plus l D6 per level of experience. 

S.D.C.: 5D6 plus skill bonuses 

Height: 8 feet plus 6D6 inches (2.6 to 3.4 m). 

Weight: 1D6xl00 plus 500 pounds (272 to 498 kg). 

Average Life Span: 100 years 

Super Abilities: Capucis are limited to the Super Power Catego
ries of psionics, robotics and bionics (cyborg and robot char
acters lose their psi-powers immediately after bionic/robot 
conversion). Only 4% of all capucis exhibit "super abilities" 

1
and those are always limited to either the minor powers of 
heightened senses (player's choice of two) and radar sense, 
or the major powers of mechano-link or control others (pick 
one). 

The Game Master may allow the character to choose his 
educa rion based on the power category and abilities gener
ated, or he may assign an app ropriate educational background 
and career. 

Natural Abilities: None other than those already described . 

Special Weapons, Vehicle & Equipment: Capuci weapons, ro
bots and space technology are as advanced as the atorians and 
better than most of the other races in their galaxy (and equal 
or slightly superior to the Kittani or Naruni from Rifts Earth). 
Typical energy weapons will inllict 1D6 more damage than 
average and have a 33% greater range and payload per clip. 
Most will be 1 D4xl0 % lighter and of sleek design. Vehicle s, 
including spaceships, will be 25% faster and more responsive 
to the pilot (+2 to dodge, +5% on piloting skill and the per
formance of special moves) and can have up to 10% more ar
mor. 

Preferred Armor: Capucis use body armors on ly when neces
sary. These can be anything from light vests to environmental 
armor and robot vehicles. 

Familiarity with Earth: The capucis have no familiarity or in
terest with Earth. However, they are experimenting with warp 
drives and dimensional travel. 

Rifts Notes: lf used in the Rift s RPG setting, the aliens will 
be regarded as O-bees. The Coali tion States will see them as 
dangerous only if they exhibit their scientific knowledge (which 
is greater than the CS) or psionic powers. On Rifts Earth , most 
capucis will be a mind melter, or a master psionic with one of 
these O.C.C.s: operator, rogue scientist, cyber-doc, body fixer, or 
robot pilot (equal to an NGR power armor commando or robot 
combat pilot or CS RPA). Given the opportunity, some may 
study magic. 

If set in the Rifts: Phase World environment, the basic sce
nario in this book is appropriate . Most will tend to be scientists 
and the same types of characters as they are on Rifts Earth. They 
are likely to associate or trade with Naruni Enterprises, Phase 
World and other advanced civilizations, but not the Splugorth. 
They defmitely would posses mega-damage techno logy. 

68 

Cebus 
The cebus are an example of the ultimate sad ness of war and 

the final folly of a war-like race. The cebus entered into a war_ 
with the Atorian Empire over planeto id mining and salvage 
rights in an asteroid field near their home planet. The atorians al
lowed the war to go on just long enoug h to draw the attention of 
other worlds and nations, and used the cebus as a show of their 
incredible power by shattering a world. 

Anti-matter technology is rare, dangerous to manufacture and 
hideou sly expensive even for the at0rians but they used one of 
their AM bombs on the cebus while the galaxy watched. The 
planet ruptured and broke into massive pieces. Billions were 
killed in a matter of seco nds. The atorians and their mantella 
lackeys scattered or destroyed the ceb us spac.e craft and the war 
ended. 

The Atorian Empi re sold the mining rights to both the con
tested astero id belt and the shattered debris of the cebus home
world. The display of unprecedented power and cruelty gained 
the Empire many new allies and quieted scores of other disputes 
that had been brewing - despite rumors that the atorians have 
been unable to duplicate more than one additional anti-matter 
bomb since that terrifying day nearly 100 years ago. 

Meanwhile , the cebus survivors struggled with the nightmare 
that had befallen their people. Many survivors gave into sorrow 
and despair and killed themselves on suicide runs against the 
forces of the Atorian Empire, or took their own lives. Those who 
managed to cope and endu re went on 10 join other forces against 



the atorians, or wandered off to build new lives elsewhe re. 
Fewer than ten thousand cebus are believed to exist scattered 
throughout the galaxy. More than a hundred are seldom found 
together at any one place . 

These ape-men are powerfully built and courageous warriors. 
Their fur is norma lly short and cove rs most of their body, much 
like chimpanzees on Earth. The only excepting is the fine black 
hair on their heads which they grow long and wear in a pony
tail. The educational backgrounds of the cebus are varied, but 
1he large majority are military special ists and all too many are 
bent on seeking retribution against the Atorian Empire - many 
have become mercenaries, pirates and terrorists. Some have 
learned a powerful lesson from their experience and now roam 
the galaxy as protectors of the weak and preach of peace and co
operation. Their hatred of the atorians has awakened a disdain 
for war and anyone who abuses power. They are roving paladins 
who hope to bring some light into the lives of others. 

C'ebus (pronounced seh bus) 
Alignment: Any. Those who have become paladin s tend to be 
of a good alignments. Pirates are typically selfish and evil. Ter
rorists wiU be anarchist or evil, depending on their targets, goals, 
and tactics. 
Attributes: l.Q. 3D6, M.E. 3D6, M.A. 3D6, P.S. 5D6, P.P. 3D6, 
P.E. 3D6, P.B. 2D6+3, Spd. 6D6 
Hit Points: P.E. x2 plus 1 D6 per leve l of experie nce . 
S.D.C.: 2D4x!0 
Height: 5 feet plus 1D6 inches (1.5 to 1.6 m). 
Weight: 150 plus I D4xl 0 pounds (72 to 86 kg). 
Average Life Span: 80 years 
Super Abilities: Cebus are typically limited to the Super Power 

Categories of bionic s, hardware , physical training, and robot 
ics. Less than I% have superpower s as a result of mutation or 
genetic experime nts, and even fewer have pursued the mystic 
arts. 

Special Weapons and Vehicles: Anything that will do the job 
including atorian, capuci and other items. They also have a 
great fondness for Kisentite swords and axes; the weapons 

that survived the Great Holocaust have been passed down as 
family heirlooms for generations. 

Preferred Armor: Cebus Paladin Class Environmental Battle 
Armor (CPCE BA): A.R. 17, S.D.C.: 200 with detachab le jet 
pack, retractable twin Kisentite forearm blades (or vibro
blades: 3D6 damage) and laser forearm blaster (2D6+2 dam
age, 500 foot/153 m range, and unlimited payload - tied to 
the armor's nuclear power supply). 

Familiarity with Earth: The cebus have no familia rity with 
Earth. Our planet is very much like their destroyed home 
world. except for a lighter gravi ty. Survivors would be happy 
on Earth. 

Rifts Notes: These aliens will be regarded as D-bees and the 
Coalition States will see them as dange rous on ly if they exhib it 
their scientific knowledge , combat expertise or it they challenge 
the CS tyranny against other D-bees. On Rifts Earth , most cebus 
cyber-knights, headhunters , wilderne ss scouts, mercenarie s 
(any). military (any) operato rs, rogue scientists or robot pilots 
(equal to an NGR power armor commando or robot combat pilot 
or CS RPA). Given the opportunity, some may study magic. Any 
weapons, armor, vehicles, bots and equip ment they bring to Rifts 
Earth or Phase World will be mega -damage equivalents . 
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ff set in the Rifts: Phase World environment. the basic sce
nario as for this book is appropriate. Most will dislike outfits and 
monsters such as Naruni Enterprises, Cibolans. Sunaj, vampires 
and the Splugorth. 

Dyteen s 
The north polar region of the planet Sbia is the home of the 

Dyteens. Compared to the 2 10 degree Fahrenheit (99 C) tem
perature s found on the majority of the planet. the 110 degrees 
(43 C) polar reg ion is a cool respite. Furthem1ore. the dyteens 
live in the only, tiny region blessed with a rain and a regular sup
ply of water. There is no ice at the poles, but it rains regularly 
and a lush rain forest thrives there. 

The dyteens have built a prosperous civilization. They are 
technologically adva nced , have a young space program and util
ize robots and limited cybernetics. IL was only after they 
launched their space program 79 years ago that they d iscovered 
the humanoid race known as the shissans living on Shial This 
was a surprise since the shissans claim to be indigenous to the 
planet and yet, the dyteens bad never discovered them in 1heir 
entire 4500 years history of civiliza tion! Scholars and scientist's 
hypothesis that it '•is'" possible they never discovered the shis
sans, but highly unlikely. 97% of the planet is a blazing desert 
with temperatures that are deadly to dyteens, which has pre
vented exp loration. However. the ape-men have mapped the 
planet reasonably well via satellite and have sent several dozen 
manned and unmanned robots to probe certain areas of the boil
ing wastelands of their giant homeworld. The odds that the shis
sans could have been missed are one in 50 million. especially 



since 1hey claim to have developed space tec hnolog y inde
pendently. Most dyteens believe the shissians are aJien refugees 
who only arrived on Shia 80 to I 00 years ago. Since the shissans 
are masters of the mystic arts, some have suggested that they 
used magic to travel from their world , or perhaps a differen t di
mension entirely, to Shia. Considering their repu tation through
out the ga laxy as intergalact ic con-arti sts, smugg lers and 
criminals. the dyteens are probably right. 

Since the appearance of the manipulative and treacherous 
:,hissans. the dyteens mus t be consta mly on their toes to avoid 
getting drawn into one of their sche mes or conflicts with people 
and governme nts they have cheated. In fact, the shissans have 
made them wary and distrustful of other humanoids, especially 
practitioners of magic. Many dyteens go into the ga laxy as 
champ ions of justice, often defending people from or warning 
them about the shissans and their profit generating ventures 
(profitable on ly for them). 

IThe two races are not mortal enemies, but some dytee ns have 
taken it upon themselves to personally dis rupt the underhanded 
games of the shissans and villains like them. Most shissans don't 
take this interference personally and find the whole situation 
amusing. Heck, some even ge nuinely like the dyteen s and would 
come 10 their aid if they needed it. or feel badly if one of their 
scams go1 1hem into trouble . 

The hairy humanoids maintain a reasonable military force for 
their nation. but their entire population only number s approxi
mately 54 million. and their domain is only the size of the 
United States of America, represen ting less than 2% of the entire 
planet's surface. Comba t training is pretty basic and primarily 
defensive, but dyteens are capab le fighters and don't take threats 
or misconduct lightly. They stand up for themselves and their~ 
liefs. which are freedom, democracy and the pursuit of knowl
edge and happiness. Their space program is designed to learn 
more about their ga laxy and the other life forms in it. They have 
heard of the Atorian Empire and have recently con tacted the 
Federation of Al (jed Races. Their venture into space is a learning 
and growing expe rience that makes most dyteens better peopl e . 

Dyteen (pronounced dye-teen) 
Alignment : Any. but most are good, unprincip led or ana rchist. 
Attr ibutes: l.Q. 3D6, M.E. 4D6, M.A. 4D6, P.S. 4D6, P .P. 
3D6+2, P.E. 3D6, P.B. 2D6+2. Spd. 3D6 
Hit Points: Standard, P.E. plus 1D6 per level of expe rience. 
S.O.C.:40 
Height: 5 feet plus 4D6 inches ( 1.6 to 2. 1 m). 
Weight: 100 plus 2D6x l0 pound s (54 to 100 kg). 
Average Life Span : 85 years 
Appearance: The dyteens are about the same size as humans 

and resemb le Earth chimpanzee s. Their bodie s are covere d in 
a light fur that ranges in co lor from white to silver to black. 

Super Abilities : Most dyteens are not super heroe s nor possess 
super powers or psionics. Many are scienti sts, soldiers and or
dinary people trying to explore the universe. Player charac
ters and NPCs can be any one of the following Super Power 
Categories: bionics (very limited), robotic s, hardware or 
physical training. Until recently , dyteen s have never pursued 
magic, but thanks to their shissan co- inhabitant s a few (about 
2%) are beginning to practice the mystic arts. 

Specia l Weapon s and Vehicles: Basically the full range of 
weapons and vehicles available. 
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Prefe rred Armor : Lightly armored environmental body armor: 
A.R. 14, S.D.C. 70. 

Familiarity with Earth: No familiarity 

Rifts Notes: If used in the Rifts RPG selling, the characte rs 
will be seen as a mutant s or D-bees. These character s are S.D.C. 
life-fo rms but their weapons and eq uipment are likely to be 
mega-damage items in the Rift setting. Arrival on Rifts Earth is 
likely via a dimen sional anomaly. magic or as a slave or refugee. 

If set in the Rifts: Phase World environmen t, the scenario of 
slave. explorer, mercenary, or space adventurer works tine. 
Some are good guys and other s may be villains. 

Maeus 
The maeus once shared their dark homeworld of Ropo ra with 

the Mantella (see their entry in the amphibian section). The mili
tary-oriented maeu s c lashed and battled with the mantella for 
hundreds of years. until the amphibians formed an alliance with 
1l1e Atorian Empire. Realizi ng they would be crushed by the evi l 
Empire, the maeus poured all of their resources into bui lding a 
fleet of spacecraft to take their people off the planet and away 
from their enemies. 

Their mission has been successful at least in part. Approxi
mately, 30% of their people have been welcomed on other 
peacefu l worlds. An additio nal 15% have found a sma ll planet to 
share with the successful with the primi tive but friendly indige
nous population. However . most continue to search for a new 
homeland. As strange as it may seem. many maeu s are content 



with their life of wandering (its been nearly 150 years since they 
fled their homeworld) . As they swept through the Atoria n empire 
as a great fleet of a million ships, they acted as a liberating army 
dealing out justice , and opposi ng the Atorian Empire whenever 
they could. They quickly earned a reputatio n as an army of pala
dins and redeemers. It is reputation that the maeus enjoyed and 
have co ntinued to maintain , even though the great fleet has been 
reduced by people who have settled on other worlds and divided 
into seve ral smaller units. Still the legendary Maeu s Paladins 
numbers have remained surpri singly high by attracting and ac
cepting other people with similar values and a desi re to help oth
ers. Among their numbers are nearly a thousand cebus (the large 
gathering in the univer se}, thousands of innen si, nattereri, axo
lotl, deurycans, sorinams. human s and many other champions of 
j ustice, good ness and freedom. in many regard s, the maeus fleet 
represents a mobile nation of free people from many worlds , and 
may eventually become an artificial world where those who be
lieve in justice and freedom can escape the many injustices and 

I 
horrors that plague the galaxy. 

The smaller splinter groups share the main fleet 's sentiments , 
goals and disciplines but are able to focus on smaller trouble s 
and the pligh ts of people who might be otherwise missed. The se 
groups can be as small as a dozen vessels or number into the 
hundreds, com plete with battle ships and destroyers . 

Both the large and smaJI fleet s engage in humanitarian relief. 
Critics and allies of the Atorian Empire call them pirates , free
booters and mercenaries. ln some ways they are mercenaries, be
cause they are willing to work for those in need of a smal l (or 
large) military force for a good cause. Furthermore, some of the 
smalle r groups have been known to pilot gunships or serve as es
corts for pirates, smuggler s and enemies of the atorians who raid 
mantella or atorian vessels and outposts, or operate illegally in 
their territory. Having a battleship on you r side can be a big 
benefit , especially in small skirm ishes. If the cause is a good 
one, these champions will charge only enoug h to bolster their 
supplies and make repair s before they move on. ln many in
stances, they don 't charge anything at all. 

A large collection of maeu s military spacec raft are found in 
the service of the Federation of Allied Races (FAR). These war
ships have joined the protective line that defines the demarcation 
zone between the Atorian Empire , FAR and other free peoples 
(see the Federation of Allied Races for additional informatio n). 

The Maeus have a wizened appearance very much like that of 
an orangutan . They have sma ll twinkling eyes, flat noses, and 
prominent muzzles. Their fur is brightly colored in range s from 
bright red to a vibrant mahogany brown. They always seem to 
look at the positive side of things and have a pleasant, comfort
ing disposi tion. 

Maeus (pronounced mowz) 
Alignment: Any, but the vast majority are good. 
Attributes: I.Q. 3D6+2, M.E. 3D6, M.A. 4D6+6, P.S. 4D6, P.P. 
3D6, P.E . 3D6, P.B. 3D6, Spd. 4D6 
Hit Points: Standard, P.E. plus I D6 per level of experience. 
S.D.C.: 50 
Height: 5 feet plus 3D6 inches ( 1.5 to 2.0 m). 
Weight: 100 plus 2D4xl0 pounds (54 to 82 kg). 
Average Life Span: 135 years 
Super Abilities: They can be from any Super Power Category; 

10% are psionic and 10% have super abi lities via experimen
tation or mutation. 7l 

Natural Abilities: +2 on initiative. +2 to roll with fall or impact, 
+2 to save vs horror factor. 

Special Weapons and Vehicles: A vast array of every kind of 
energy weapon , body armor , vehicle, and space craft. 
Rough ly equal to the current standard of the universe but not 
as advanced as the Atorian Empire or ca pucis. 

Preferred Armor: Maeus environmental body am1or: A.R. I 6, 
S.D.C.: 180. 

Familiarity with Earth: The wanderings of the maeus have 
brought them into close proximit y with Earth severa l times. 
As a result of recording s tapped from satellites and radio 
transmissions, their computer s hold knowled ge equal to the 
"Some familiarity " result on the Familiarity with Earth table. 

Rifts Notes: If used in the Rifts RPG setting, the maeu s will 
be regarded as D-bees. The Coa lition States will see them as 
dangerou s beings because of their alien technology, abilities and 
because they promote peace and unity among other D-bees . The 
maeus with their paladin way will almost certainly clash with the 
CS and other despot rulers sooner or later. The se warriors will 
find the injustice and villain y on Rifts Earth to be a sign that 
they are needed there. They will travel the land like cyber
knights righting wrongs and protecting the innocent. 

Maeus weapons and technology is likely to be mega-damage 
items eq ual to the Coalition. 

lf set in the Rifts: Phase World environment. the basic set
ting described for Heroes Unlimited is applicabl e. Most will be 
good hearted heroe s fighting villainy and injustice . 

Thropo 
Based on ideas by Cathy Breaux 

The thropo s are a race of aberrant. combat-orient ed apes that 
resemb le gorillas. Their soc iety is a tightly structured , almost 
feudal system with a twisted code of honor and system of birth- -
rights. The homeworld of the thropo s is an irradiat ed nightmare 
of their own making . Their civilization was built without regard 
for the environmental. That combined with war has made the 
planet a polluted industrial nightmare covered in IOxic wastes, 
dead forests and bathed in acid rain. The thropo s have adapted as 
they gradually polluted their home and are immune 10 many of 
its dangers. 

The y arc another strong and steadfas t member or the Atoria n 
Empire. As such, they maintain a large standing army, skilled in 
many forms of combat, strateg ies and tactics. Soldier s are 
trained in the use of energy weapon s. battle suits and combat ve
hicles. Elite thropo troops and military spec ialists are used for 
important missions of destruction, assassinmion, smuggling and 
espionage. There are those Thropos who do not agree with the 
policies of their people and their alliance with the Atorian s. 
These are usua lly characters of a good alignment with a strong 
sense of honor and a high regard for life. Of course, those who 
display such sentiments or speak against the Empire are outcasts. 
Some have joined the military just to get into space (and a posi
tion to desert to the maeu s or FAR). The term for warrior s who 
abandon the Atorian Empire and their people is "Ronin.'' it is 
said that the first and most skilled of the apes to abandon his evil 
people took this title from some back water planet at the edge of 
the galaxy (Earth). 



Th ropo,. especially Ronins. have an affini1y for quality 
bladed weapons, especia lly Kisentile, vibro and energy blades. 
Long, thin swords are favorites and many Ronins have adopted 
the kalana (the first Ronin and his adoption of ancient Japanese 
Earth culture started the Thropo- Ronin movement and has been 
a great influence on the people). All Th ropos use kisentite weap
onry. Despite their love for melee weapons, they do use a large 
variety of modem energy weapons and other high-tech weapo ns 
of destruction, including power armor and robo t vehic les. 

Their civilization is only slightly more advanced than that of 
Earth. but as Empi re members, they have access to some of the 
most advanced equipment in the galaxy, especia lly weaponry. 

Alignment: Any, but most are anarchist or miscrea nt. 
Att ribu tes: I.Q. 3D6, M.E. 3D6, M.A. 2D6, P.S. 5D6+6, P.P. 
3D6, P.E. 4D6, P.B. 2D6, Spd. 5D6 
Hit Points: Standard. 
S.D.C.: 1D4x10 plus 40 
Height: 6 feet plus I D6 inches ( 1.8 to 2.0 m). 
Weight: I 90 plus ID6 pounds (87 to 89 kg) . 
Average Life Span : 60 years. 
Super Abilities: 40% of al l thropos possess the minor super 

abili ties of radar and heightened sense of hearing (providing 
the following bonuses: + 1 additional attack, +IO initiat ive, + 3 
strike, +3 parry, and +5 dodge). 
24 % are mutants with other random powers. 10% hardwa re 
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and I 0% bionic. All have great physical strength, a lust for 
blood and are trained high-tec h soldiers. 

Natural Abilities: Thropos are immune to the effects and dam
age of radiation, but they give off low levels of it themselves. 
This radiation will begin to harm those exposed LO it for Lwo 
weeks or more unless a protective suit is worn. They are also 
+2 to save vs poisons and drugs and a +6 to save vs horror 
factor. 

Special Weapons and Vehicl es: Anything at the disposal of the 
Acorian Empire. 

Preferred Armor : Heavy environmental body armor: A.R. 17, 
S.D.C.: 280. Many Ronins prefer environmental armor styled 
like the old samurai armor of Eanh: A.R. 16, S.D.C. 240. 

Familiarit y with Earth: Equal Lo Lhe ·•some familiarity'' with 
Earth result on the FamiliariLy with Earth table. 

Rift Notes : Basically the same as the anubios. 

Trogolo ------------

These blonde chimpanzee-like aliens have the usual ape fea
tures along with a coat of four to six inch fur that helps protect 
them from the cold Lemperatures on Bomima , their homeworld. 
The trogolo civilization, society and technology is advanced to a 
poin t about equal to Earth of the 1960's, but they haven't even 
considered space exploration and haven ·1 discovered nuclear en
ergy. The average temperature around the equator is 40 degrees 
Fahrenheit. Th is is where the cities and population centers are 
found. The colder areas to the north and south can plummet to 
40 degrees below zero. Social outcasts and criminals are ban
ished there, rather than be executed. If they can survive, they are 
al lowed to eke oul an existence in the wilderness. Hundreds of 
revolutio naries, poli tical ex iles, and criminals have been sent by 
the trogolo to the northern wastes; less than 40 % survive. 

ToLally unknown to the authorities and citizens, some of the -
exiles have found technological artifacts under the depths of the 
ice from an ear lier civilization, or alien visitors. The initially dis
covers it believed it to be a lost city beneath the ice. but their de
scendants and other outcasts who have continued the 
excavations realize that it is a large spacecraft entombed in the 
ice. 

The vessel is designed for human/trogolo-sized humanoids, 
but li11le else is known about it. The mystery of the craft is be
com ing deeper and deeper as tJ1e exiles explore its interior. One 
mystery is that the food supply is fresh and appears to magically 
replenish its reserves providing a potentially endless amount of 
food. Another is Lhe unshakable feeling that craft is eerily alive 
and may be studying them! Occasionally, crew members will 
disappear, never to be seen again!! No bodies of the crew or 
written records have ever been found. The language used on la
bels is undecipherable and 90 % of its computers and other sys
tems remain inoperable (whether they are destroyed or simple 
shut off is not yel known. Note: The authori ties don't know any
thing about this vessel. The outcasts keep it a closely guarded se
cret. The question is what exactly is this spaceship and what 
kind of power may fall into the hands of the criminals and radi
cals who have uncove red it. 



Trogolo (pronounce d trow go low) 

Alignment: Any 
Attributes: I.Q. 3D6, M.E. 3D6, M.A. 2D6, P.S. 3D6, P.P. 3D6, 
P.E. 4D6, P.B. 2D6 , Spd. 3D6 
Hit Points: P.E. plus 2D4 per level of experience. 
S.D.C.: ID6x10 
Height: 5 feet plus 3D6 inches ( 1.6 to 2.0 m). 
Weight: 120 plus 2D6xl0 pounds (63 to 109 kg). 
Average Life Span: 70 years. 
Super Abilities: 80% of the population doesn't have any super 

powers, but 12% are mutant s and 8% have psionic powers. 
Approximately 65% of the criminals and exiles have powers 
from one of these categories. 

Natura l Abilities: Resistant to cold (half damage). +4 to save vs 
any cold-based attack or condition. 

Special Wea pon s or Ve hicles : Nothing note worthy. 
Preferred Armor: Standard bullet proof vests. The alien space

craft contains two dozen envi ronmental armors: A.R. 17, 
S.D.C. 220.; and some energy weapons. 

Fami liarity with Earth: None. In fact, they don' t know about 
any other intelligent life forms. 

Rifts Notes: Rough ly the same as the anubios. 
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Avian Races 
These alien s are from planets where birds have evolved into 

intelligent humanoids. In order to develop an advanced civ iliza
tion , they would need hands . Thi s is generally true of all avian 
humanoids, other than the rare exception where the evolutionary 
process included the growt h of an add itional pair of limbs. None 
of those listed here have wings. All of the avian races have 
feathers and most will have light bone struc tures. Their fingers 
tend to be long and delicate, or strong and thick, with sharp tal
ons. Their feet are often large and clawed, but only 40% are pre
hensile. Feather coloration can range from blacks and grays to 
bright and iridesce nt colors of all kinds. 

Elecians - ------ ----- -
Th e elecians are a technologically advanced race, proud of its 

achieve ments. They do not consider themselves galactic mer
chants, but provide advanced technology to the resident s of a 
half dozen worlds, and they have become a rich people by sell
ing their goods. Many of their production facilities are located 
on some of these planets to take advantage of cheaper labor or to 
avoid space tran sportation cos ts. All things considered, the 
elecians have mastered the art of big business. Some of these 
worlds have become so dependent on them that they would suf
fer greatly if the elecia ns should ever abandon them. 

Private and govern ment indu stry and scientifi c com munities 
co-exist and often work together , but also work independent of 
each other. The military is strong but not oppress ive or domi
neering. 

The elecians' achievements include advanced communica 
tions, medicine , manufacturing, space travel, weapo ns, bionics, 
robotics , and experime ntal programs in many different area s, in
cluding genetics, time travel and magic. The on ly things the
elecians do not sell to others are weapons and weapon man ufac
turing technology. However, while they may promote peace and 
refuse to sell weapons to others, they have developed a wide 
range of items for their own defense (they are one of the very 
few races to have microwave guns). This is a general practice 
observed by scrupulou s bus iness- men and enforced by law. 
Some weapons do make it onto the black market and are sold to 
other planets, pirates and mercenarie s. Small merchan t ope ra
tions can leak a few at a time into the market and get away with 
it. However, large shipments are very difficult to pull off and il
legal arms dealers face stiff crim inal charges (treason for one), 
and can be imprisoned for life , or even executed! 

Their society is similar to Earth's, with a democratic republic 
and relative freedom of speech and expression. There is the 
wealthy, the middle class, laborers and the poor. However, while 
there are those of lower income, there is little poverty and mini
mal cri me. Th e socie ty is pretty open-minded. As a result, even 
areas of study avoided or forbidden on other wor lds, such as 
magic, flour ish. The very stable civilization is dull and boring to 
many of the avians. Many jo in the military or space merchant 
marines in search of adventu re and glory. Th ey tend to be proud, 
arrogant, and condescending characters, but the majo rity of them 
wil l be of good alignme nt, spirit, and intention s. 



As avian humanoids, their bodies are covered in feathers that 
can be pure white or lighter shades of brown. Because of low 

gravity homeworld, they are tall and thin , with long, delicate fin
gers and limbs. Their heads are short and rounded, but the beak 
is long and tapering. 

Elecians (pronounced Eh-lee-see- uns) 
Alignmen t: Any. but most are good or se lfish. 
Attributes: 1.Q. 306+ I , M.E. 2D6+4 , M.A. 2D6+2, P.S. 3D6, 
P.P . 406, P.E. 3D6, P.B. 3D6. Spd. 5D6. 
Hit Points: Standard, P.E. plus I 0 6 per leve l of experience . 
S.D.C.: I D4xl0. 
Height: 6 feet plus 4D6 inches ( 1.9 to 2.3 m). 
Weight: 120 plus 2D6x l 0 pound s (54 to 100 kg). 
Average Lire Span: 80 years. 
Super Abilit ies: Any power category is ava ilable to elecians. 

Roughly 25% have undergone partial or full bionic reco n
struction , 15% pilot comba t-style robots or exoskeletons 
{large and small), 15% are hardwar e, 15% are the produc t of 
super power experiments or mutation , and 5% are practitio
ners of mag ic and the rest are other. 

Special Weapons: Microwave guns and laser pulse rifles { I 0% 
greater range than others). See weapons section for examples. 

Special Vehicles: Antigravity disks that attach to the back or 
chest. Double the typical speed and weight allowance of oth
ers. 

Preferred Armor: Elecian enviro nmental suit: A.R. 17, S.D.C. 
250, 25% lighter than most, with only a -5% prowl penalty. 
They also use a variety of others as well as robot and bionic 
systems. 
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Fami liarity with Eart h: The elec ians have studied Earth to de
cide if it would be worth selling technology to, but they de
cided that the humans are not ready to join the galactic 
comm unity , and are dangerous to work with at their current 
level of c ivilization . Their knowledge of Earth is equal to the 
"So me familiarity" result on the Familiarity with Earth table. 

Rifts Notes: If used in the Rifts RPG setting, the elecians 
will be regarded as inhuman D-bees. They can be dimensional 
travele rs acciden tly brought to the Rifts Megaver se or they can 
be an active race within the Megaverse. If the latter, they trade 
with Naruni Enterprises and possibly other s and are likely to 
reach Earth via a break.through in their own dimension travelling 
research or via Phase World. The Coalition States will see them 
as dangerous beings because they are educated, promote learn
ing and interracial coope ration and possess advanced alien tech
nology and mystic or superhuman powers. The CS may even 
launch a campaign of extermination or post a bounty on their 
heads. 

In the Rifts setting , the weapons , armor and technology of 
these avians will be mega-damage. 

Gallopas - --- --- -- --
For eons the gallopa s had thrived under the sl ightly radioac 

tive skies of their homeworld Gagine . Every hundred years, the 
people were witnesses to an incredible cosmic anomaly that lit 
up the midnight sky with a display of swirling lights, culminat 
ing six hours later with a fiery glow that made it seem as if the 
atmosphere were on fire. The centennial phenomenon was a sa
cred Gallopa holy day, a once in a lifetime event that signaled a 
week of ce lebration . GalJopas everywhere gathered for the 
event . In addition , millions of other people arrived in spaceships 
from all comers of the galaxy to watch and record the legendary 
even t and join in the celebratio n as they had for the lase 300 
years. One exception would be the crew of the batt leship Ba
bella , who went on a mission to aid a space stat ion besieged by 
pirates. 

On Gagine, the people prepared themselves for the coming 
spectacle. Celebration s and parties were in full swing as the hour 
approached. At midnight the sky exploded with dazzling lights 
and began to glow with a fiery brilliance , but then somet hing 
went terribly wrong. When the Babella battle.ship arrived the 
next day, all the people of Gagin e were gone! All magnetic re
cords and computers were wiped clean as if the planet had been 
bombarded with powerful electromagnetic waves or solar flares. 
Other than some isolated fires, there was no sign of foul play or 
invasion. The 3.6 million visitor s who had come to watch the 
spectacle from orbit around the planet were also gone, ships and 
all! 

Sixty years later, nobody has any idea what happened. The 
crew of the Sabella and approximately 80,000 other gallopas 
off-world were the only survivor s. About half have returned to 
Gagine to rebuild , but the place is a gigant ic ghost town used by 
pirates , mercenaries and refugees. However. most people avoid 
the planet , terrified that they will suffer the same bizarre fate as 
the gallopas. 

The crew of the Babella and their descendants have spent 
decade s search ing for some answers. They are convinced that 
their people are alive somewhe re. The most popular theory is 



that they were so mehow sucked through a dimensional vonex 
and exis t in another dimension, or were flung backward or for
ward in time , but nobody really has any idea. 

Gallopas have a rough. lumpy appeara nce to their skin , but it 
is actually so ft and nexible. with colors ranging from white to 
bright reds and blues. De spi te their avian origins. they have little 

or no feathers. and mo st are co mpl etely bald. Th eir heads are 
short and rounded. tapering to a pointed beak. Most tend to be 

thin. but their bone structure is not as delicate as in most avians. 

Many of the survivors are bitter. cynica l and disillusioned 
people. They have seen the worst i,ide of the univer se and it has 
crushed their spirits and driven some 10 the brink of madness. 
Man y are loner,. hermits, prospectors, wilderness scouts or 
vagabonds. Others are adventu rer s or recons tructionists who 

cling to life and are dedicated 10 rebuilding. Many have started 
religious cult~. turning 10 mysticism, the supe rnatural and the oc
cuh ru, means to cope or in search of answers. 

, The largest cult is the Children of Anarchy, who believe that 
the universe is a place of constant violent change and that noth
ing is absolute. They insi5.l that all intelligent life forms are ju st 
tiny, insignificant specks whose actions and accomplis hments 
have no meaning in the greater scheme of the cosmos. 50% are 
mystics. 30% psychics and the rest. a conglomeratio n of many 
beliefs and occupations. Most are of an anarchist or evil al ign
ment who ignore the laws of all people. do as they please and 
engage in violent. decadent. murderous and self-se rving activi
ties. 20% are insane or teetering o n the brink. T he cu lt is grow 
ing and factioni. have cropped up throughout the ga laxy, usually 

among evi l and se lfish groups. 
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Gallopas {pronounced gal-oh-paw s) 

Alignment: Any, although cultists tend to be anar chi st or ev il. 

Attributes: I.Q. 3D6, M.E. 3D6. M.A. 3D6, P.S. 3D6 , P.P . 3D6, 
P.E. 3 D6, P.B. 2D6, Spd . 6D6 
Hit Points: P.E. x2 plus 1D6 per leve l of experience. 

S.D.C.: ID4xl0 
Height: 6 feet plus I D6 inch es ( 1.8 to 2.0 m). 
Weight: 190 plus 1 D6 pound s (87 to 89 kg ). 
Average Life Span : 75 yea rs 
Super AbiJities: Of the survivor s, 50% pracLice ma gic, 30% 

possess psio nic s and the rest can be any of the Super Pow er 

Categories found in Heroes Unlimited. or be normal folks. 
Among the origina l gallopas, student s of magic repre 

se nted only 25% of the popu lation and 10% had super abili

ties. 
Natural Abilities: Resistant 10 radiation: +6 to save, keen hawk

like vision equal to the minor super power advanced sight , 

and+ I on initiative. 
Special Weapons & Vehicles: The full range of advanced 

weaponry, vehicles, spaceships and equipment. 
Preferred Armor: Gallopas environmental body armor: A.R. 

15, S.D.C. 110; go od mobility . 

Familiarit y with Earth: None. 

Rifts Notes: Pretty much the same as the elecia ns. T he big 
qu es tion is, where did they van ish to? Was iL 10 Phase World or 
another dimen sion? Did the Splugonh use tbe strange dimension 
warping phenomenon , brimming with mystic energy, to zap the 
the en tire planet 's popu lation onto one of Lheir s lave worlds or to 
a loca tion where they could be captured and enslaved (o r per
haps it was some other alien inte lligence , god or power)? Was 
the phenomenon complete ly natural ? Were the peopl e sca ttered 
randomly throughout the Megaverse where so me peri shed , oth
ers thrived , and still others were enslaved? Did the peopl e get 
pushed backward or forward in time? Are they safe but trapped 
in a dimensional or temporal limbo? Were other aliens involv0d? 

We leave the an swe r to these and other poss ibilities 10 the imagi
nation of the Game Master. 

In the Phase World setting, they may be alien visito rs, ex
plorers, adventurer s, mercenarie s, s laves or victims of a dimen 
sional anomaly. They may be enlisted by high -tech forces or 
become a new competitor for Naruni Enterpri ses and the Splu 

gorth. 

Gymoy ----------- -
In the abrasive atmosphe re of Mawon, only the strongest and 

toughest survive. All of the planet 's native life forms have devel

oped some form of protect ion against the toxic , scathing atmos
phe re. The gymoys are the most prominent of the pla net's 
intelligent native s. Th ey have long, oval-shaped head s covered 
in a tough ski n and bony casi ng. Their protective hide s are cov
ered with hard, bone -like plate s as we ll as so fter, leathery plating 
and thic k patches of tough, water resi stant feathers. Their promi 
nent , white to pale grey, bony feature s, protective plat es and 
scragg ly black feathers give them a skele tal or demonic appear

ance. 

From the beg inning of their history, the gymoys have been 
ru led and led by their " G ifted ," people who developed super 
abi lities, ps ionic powers or who wielded powerful magic . For 



thousands of years. these avians were primitive, predatory sav
ages that survived by hunting and gathering food. The strong 
ruled over the weak and the hostile enviro nment ruled over 
them. Then, one day, a gymoy wizard develo ped (discove red ) 
elementa l magic to co ntrol and block the pulverizing storm s and 
toxic atmosphere. I-le taught the magic to pupil s and formed alli 
ances with other mages. Eventually, this sma ll gathering of wiz 
ard~ was able to carve themselves a better life in a less hostile 
environment. They built lodgin gs outside of the caves that had 
shehe red their people for centurie s. They were ab le to farm and 
raise animals. Evemuall y, the other gymoys left their caves and 
went lo live in wizard country. After a long period of conflict 
and antagonism between the different tribe s, espec ially among 
the Gifted, the majority of people learned to live in a more or
ganized and comp lex socie ty. The wizards became soci al leader s 
and the developers of civi lization. while the Gif ted would con
trol the military and defenses of their peop le. The gymoy mili 
tary is run by officers with super abi lities, and many of their 
troops have psionic power s. cast magic or possess super abilities. 
This combination of super abilities, psionics and magic, com
bined with their natural am10r and ab ilities make them a very ef
fective and powerful fighting force. h has bee n this way for 
more than a thousand years. 

Tn the last cen tury. they have begun 10 exp lore the Megave rse 
through mystic portals and dimensional Rift s. They have beg un 
to hire themselves out as mercenarie s and have discovered other 
races and high-tech weapons. They are especia lly fond of lasers 
and hover vehicles/platfonns. They are descenda nts of birds of 
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prey and are natural predators who enjoy combat and conque st. 
As they become more familiar with dimen sional travel and other 
world s, they may become conqueror s or at least dimensional 
raider s. 

Gymoy (pronounced jim-moy ) 
Alignment: Any , but most gravitate toward selfish and ev il. 
Attributes: l.Q. 3D6, M.E. 3D6, M.A. 2D6 , P.S. 4D6, P.P. 
3D6+1, P.E. 3D6+ 2, P.B. 106+1 , Spd. 2D4x10 
IDt Points: Standard , P.E. plus I 06 per level of experi ence. 
S.D.C.: 4D4x10+20 
Natural A.R.: 15 
Horror Factor: 12 for average gymoys, 15 for those with magic 

or super abili ties. 
Height: 7 feet plus 3D6 inche s (2 .2 to 2.6 m). 
Weight: 200 plu s 2D6xl0 pound s ( 100 to 145 kg). 
Average Life Span: 95 years 
Super Abilities: Gifted gymoys are limited to three Super 

Power Categories: Magi c (65%), psionic ( 15%) and mutanL 
super beings (20%) . 

The typical gymoy is fast, strong and deadl y. More and 
more gymoys are learning magic to the extent that 29% of the 
overall population are spell caste rs of some kind and 8% are 
psionic or super empowered. 

Natural Abilities: Visio n and sense of smell eq ual to the minor 
super powers: advanced sight and heightened sense of smell. 
Furthermore . they are +2 on initiative , ambidextrou s, + I at
tack per melee round , +4 to save vs horror factor and have 
nightvi sion (can see 600 feet/18 3 m in the dark ). 

Specia l Weapons: Magi c and laser weapon s. 
Specia l Vehicles: Magi c and hover vehicle s, the faster the bet

ter. 
Preferred Armor: None; most rely on their own natural armo r 

and magic for protection . 
Familiarity with Earth: None. 

Rifts Notes: ff used in the Rifts RPG se tting , they will be re
garded as nightmarish D-bee monsters . The Coalition State s will 
see them as a serious danger because of their inhuman appear
ance, natural mega -damage armor , magic and super powe rs. 
They may even put a bounty on their head s, or launch a cam 
paign of extermination . 

ln the Rifts setting , the gymoys are mega-dama ge creatures 
(4D4xl0+20 M.D.C. ) with mega-damage power s. Available 
O.C.C.s will include the mind melter, mystic , shifter , and any 
practitioner of magic . They can also become wilderne ss scouts 
and mercenaries. 

The Splugorth , Naruni and other dimensional merchants and 
raiders will look at the gymoys with great interest as far as add
ing them to their legions of slave rs and fighting forc es. In the 
Rifts: Phase World environme nt , most will be adventurer s, 
mercenarie s, mage s or slaves. 

Struthios -- - ------- -
The struthios are short beings with a completely bird-lik e 

head and bodies cove red in soft white or pink feathers. The eyes 
are large and inquis itive , the beaks are hooked and their voices 
are grave lly and high pitched like that of a parrot. 

These avian s are natural engineers. Their dexterity and me
chanical aptitude are apparent even whi le they are in their in-



fancy. Few races can equal their mechanical aptitude and love 
for research and development. Even their personal equipment is 
customized and built 10 their personaJ specification s. They enjoy 
having unique equipment and will tinker with everythi ng, in
cluding brand new items. A favorite weapon customization for 
s1ru1hios is 10 take some form of archaic weapon , like a bow or 
crossbow. and modi fy it to use modem energy or explo sives. 
Their reputation as technical geniuses has spread across the gal
axy, making struthio scientists, engineers and technician s valu
able and cove ted resources (and gamers them outrageo us 
salanes). 

The struthios are eve n respected by the Atorian Empir e, 
which is where disas ter befell them. The atorians gave the me
chan ical wizards an impon ant contract to resea rch and deve lop 
matter/anti-ma uer systems that would be smaller and more ver
satile than the clunky giant engines that were a half mile (0.8 
km) wide and could stretch for a mile or more in length . The 
avian technicians welcomed the challenge and went to work . No 
o~e knows exact ly what went wrong, but one day the struthios 
bomeworld faltered in its orbit and the planet began to slow in 
its rotation. The atmosphere was tom away and the surface was 
shanered by ean hquakes and terrible storms. That day the planet 
died. 

Presumab ly the djsas ter was the result of an anti-mailer or 
anti-gravi ty experime nt gone terribly wrong. The galactic com
munity wa~ horrified. Even the Atorian Empire mourned the 
death of the struth io people and did everythin g it could for the 
millions of survivors off-world. To this day, about half the 
struthio population, an estimated 18 million, are counted among 
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the elite scientist s and engineer s of the Empire. The rest are scat
tered throughout the ga laxy. Their genius is so coveted that some 
groups of struthios can be found among the ranks of the most ad
vanced worlds and space traveling corporat ions and organiza 
tions, includmg the Niamese Coalition. 

Struthios (pronounced strooth-eye-ohs) 
Alignment: Any 
Attributes: 1.Q. 4D6, M.E. 3D6, M.A. 406, P.S. 306 , P.P. 406, 
P.E. 3D6, P.B. 3D6 , Spd. 3D6x3 
Hit Points: Standard. 
S.D.C.: 3D4x10 plus 20 
Height: 5 feet plus I 06 inches ( 1.5 to 1.6 m). 
Weight: 160 plus 104xl0 pounds (77 to 91 kg). 
Average Life Span: 120 years 
Super Abilities: All Struthios have the major super ability: 

Mechano-link , with the following bonuses: +20% to all pilot
ing skjl\s , +20% to all pilot related skills , +20 % to computer , 
electrical and mechanical skills, +2 to strike with modem and 
energy weapons (but not ancient melee types), and a 60% 
base skill to understand and opera te unknown or alien ma
chines. See the super ability description in Heroes Unl.im
ited, page J 87, for full details. 

Natural Abilities: Excellent vision and hearing; ambidextrou s 
and double joi nted; add one attack per melee round, but these 
avians tend to avoid combat and war. 

Special Weapons: Customized energy weapons, including bows 
and crossbow s that fire energy beams , energy shurikens , and 
just about anything else. The typicaJ struthio weapon will in
flict LD6 additional damage and have an increased range of 
25%. Typical ene rgy clips may also hold five additional 
charges. 

Special Vehicles: Lightweight jet packs (50% faster and lighter 
with double the altitude and flight time) and microjet hover 
boots are favorite s. Jet boots: Speed: 160 mph (256 km), 
maximum altitude: IOOO feet (305 m). +2 to dodge and ma
neuver , S.D.C. :7 80. 

Preferred Armor: Struthios environmental armor: A.R . 11. 
S.D.C . 70, but with a detachab le force field generator: A.R. 
19, S.O.C. 100. When the S.D.C. of the field is depleted , it 
takes two hours to recharge . Jet boots and packs cannot be 
used while the force field is engaged. 

Familiarity with Earth: The Struthios have captured at least 
one Earth satellite or space probe for study purposes and have 
information on Earth equal to ··some Familiarity ." 

Rifts Note: lf used in the Rifts RPG setting , they will be re
garded as inhuman O-bees and the CS will fear and hunt them 
because of their inhuman appearance and superior technology 
(equal to Triax). They can appear on Rifts Earth as the result of a 
dimensional experiment , strange anomaly or magic. They can be 
the equivalent of the operator , cyber-doc or rogue scientist 
O.C.C. with the special power of mechano-link. Their abilitie s 
will be especially appreciated among high-tech manufacturer s 
such as Northern Gun, Naruni Enterpri ses, etc. , as well as by 
struggling kingdoms and merce naries operati ng outside of CS 
terri tory. l n the Rifts setting, struthio weapons , armor and tech
nology will be mega-damage. 

In the Phase World setting, they may be alien visitors. ex
plorers , adventurers or mercenarie s. Or they may be a new com
petitor for Naruni Enterprise s and the Splugorth . 



Tagonicans 
The Tago nicans are a squat people from the Lropical latitude s 

of an olherwise co ld planet called Agika. Their bodie s are cov
ered in tiny feathe rs that cling closely to Lhe body. From a dis
tance they cannot eve n be recog nized as feathers. The co lors of 
the plumage ranges from light blue LO blue- grey, with white on 
the alien's front/underside. Their heads are rounded with thin , ta
pering beaks. Their bodies are muscular, and their hands and fin
gers are thick and stubby. 

The Tagonicans are an advanc ed civ ilization with a limited 
space program. The only galactic travels these avian s underta ke 
are for trade , diplomacy, and resea rch. Of the three, resea rch is 
the primary factor for the tagonican space progra ms. The major 
ity of the avia ns are scie ntists and engi neers. Their interest in 
these fields has brought the Tagoni ca ns to a high leve l of techni 
cal achieve ment that include s adva nced space travel and robot 
ics. They provide man y planet s in their quadrant with proce ssed 
metals, microc hips, mechanical and scie ntific goods. To this end , 
they have one of the galaxy's largest orbita l space stati ons. Its 
size is mostly att ributed to its vast factory and manufacturing fa
cilities. 

Tagonican s are a inquisitive people who find other beings , es
pecially mo re primitiv e people , very interes ting. They some
times conside r these other, primitive life form s to be lesser 
beings and conduct grueso me or inhum ane expe riments on them , 
mainly in the area of bio nic augmentati on and genetic engineer
ing. These cruel or villainou s tagonican experimenters/tormen
tors will be of an anarchist or ev il a lignme nt. The y conduct such 
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expe riment s for their own personal gain, or in the name of sc i
ence, without regard to others. One particular villain, Octanlio , 
had made incredible advancement s and was able to mutat e hu
manoid s and select animals into more powerful creatures. ln hu
mans and ape s, he was able to instill major super abilitie s and at 
one point , created a small army of super villains to engage in 
criminal activity under his control. His secret base was disco v
ered and destroyed. He is presumed dead , but the body of Octan 
lio and some of his super-powered henchmen were never found. 

Tagonicans (pronounc ed tag-on-ih-can s) 
Alignment: Any, but frequently selfi sh or evil. 
Attribut es: I.Q. 3D6+6, M.E. 3D6, M.A . 2D6, P.S. 3D6, P.P. 
3D6 , P.E. 3D6 , P.B. 2D6, Spd. 3D6 
Hit Points: Standard, P.E. plus 1 D6 per level of experience. 
S.D.C.: 30 
Height: 5 feet plus 3D6 inches ( 1.6 to 2.0 m). 
Weight: 120 plu s 2 D6x l0 pounds (63 to 109 kg). 
Average Life Span: 75 years 
Super Abilities: The average Tagonican does not have super 

abil ities. However , playe r character s and NPC villa ins can be 
created from any of the Super Power Categorie s found in He
roes Unlimited. As noted in the description, some unscrupu
lous or evil tagonican sc ientists experiment on other 
intelligent life forms and tum them into super-powe red slaves 
and henchmen. 

Natural Abilities: None of note . 
Special Weapons, Armor and Vehicles: Virtually any of the 

item s in the equipment and weapon section , except anti
gravity device s. 

Familiarity with Earth: The Tagonican s have sent at least one 
study expedition to Earth and have "Som e Farniliariry ·· of the 
planet. 

Rifts Notes: Basically the same as the elecians. 

Threskians -- --- ---- --
The threskian s are a race of avian humanoid s from the planet 

Ther. It is a dark planet under perpetual cloud cover and frequent 
fog. Th ey ave rage six feet in height and have small , round head s 
with large, curved, go lden beaks. Feathers are nonnally white or 
light yellow, or a mix of the two , and located on the shoulders 
and back. The head and the rest of the body are featherles s. 
Technolog ically, they are on a par with most of the civilizations 
in the Federatio n of Allied Races and have a reasonably large 
space program . 

The threskians strive for peace but have been caught in one 
conflict or another for decades. Up to a decad e ago , the 
threskians were at war with the linx (see fel ine aliens ). The con
flict had lasted for 50 years before an uneasy peace was attained. 
During the decade of the war the threskians decided to find and 
train tho se with psionics and super abilitie s and add them to the 
military. They even had some success creati ng supe r beings 
through expe rimentati on. These elite soldiers were then used as 
special forces operatives, for sabotage and spear heading surg ical 
strikes. In the end, the linx finally accepted defeat and retreated 
to lick their wounds and conc entrate on less steadfast opponent s. 
Unfortunately , the turmoil of the Linx War did not end there. 

The norma l threskian population was now deathly afraid of 
the super powerf ul soldiers who walked among them. To make 



matter s worse, there were severa l incident s involving super hu
man veterans 1hat put all of them in a bad light. Lobbies began to 
fom1 against them and incidents of violence increa sed to the 
point that mo st super so ldiers were eve ntu ally stationed off
world. Unhappy with this situation, the so ldier s launc hed their 
own protests. Frustrated and angry. some of the less stab le warri
ors began to fight amongst them se lves or went on rampages. 
Others went AWOL 10 become mercenaries, pirates or super vil
lains. Thi1> promp ted the government to declare a ll super so ldiers 
a threat. discharge them from military serv ice and ex ile them 
permanently off-world. The public was torn and the debate on 
this issue was fierce. but in the end. the anti-super so ldier move 
ment won and the patnou. who had fought to keep Ther free 
were forever exiled. Special arrangements were made to unit e 
those loved ones who wanted LO join the exiles. which d isplaced 
thousands of normal threskians as well. 

All of the exiled warriors are combat veterans. Many were 
trained as spies. saboteurs, terrorists and assassins. This training 
combined with the rejection of their own people, has made many 
very bitter. vengeful and cruel. Very few of them are of good 
alignment. Among the exiles. the incidence of ev il alignments 
and insanities is much higher than normal. 

Ther now has a rigidly conditio ned civil defense army that is 
made up of threskians. Those with super abilities or psionics are 
constantly monitored and literally brainwashed into obed ient 
fighting machines that never disobey an order (or think for them
se lves). Meanwhile. the exiles make their living as mercenarie s, 
bounty hunters, pirates and assassins. 
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Threskians (pronounced thres-keye -ans) 
Alignment: Any 
Attribut es :? I.Q . 3D6, M .E. 3D6, M.A. 3D6. P.S. 3D6, P.P. 
3D6, P.E. 3D6, P.B. 2D6, Spd. 4D6 
Hit Points: Standard, P.E . plus I D6 per level of expe rience. 

S.D.C.: 30 
Height: 6 feet plus 3D6 inches (2.0 to 2.3 m). 
Weight: 100 plus 3D4x l0 pounds (59 to 100 kg). 
A verge Life Span: 75 years. 
Super Abilities: All exiled thre sk ian veteran s have either super 

abilities or psionics. and all have had ex ten sive combat , es
pionage and military traini ng. Half are the product s o f gov
ern ment experim ents. Magic is not known by these people . 
11 % of all threskian s are born with supe r abili ties and 9% 

with psionic powers. 
Natural Abilities: Nightvision is an impr essive 1000 feet (305 

m), they can also see infrared light. and have natural thermo 
imaging ab ilities (range: 500 feet/46 m) and thei r hearing is 
twice as acute as norrna l human s (eq ual to the minor super 
abi lity heighten ed hearing ). 

Spec ial Weapons & Vehicles: Both the norrnal and super-pow
ered threskians have access to most standard high-t ech weap
ons and vehicle s. The super so ldiers wi ll tend to have the best 
and more lethal items . 

Prefer red Armor: Thre skian envi ronmental batt le ann or: Light : 
A.R. 13, S.D.C.: 55 or heavy: A.R. 18, S.D.C. 200. Both 
types have a helmet with deta chable spikes that can be used 
as throwing spik es or parrying wea pon s. 

Familiar ity with Ea rth: "So me Familiarity ." 

Rifts Notes: Basically the same as the gymoy. 

Timneh ------------
Timneh s are nomadi c glory hound s who travel the galaxy 

looking for exc itement and attentio n. The more onlookers and 
praise they can receive from their actions the better. The ir con
tinual searc h for situation s in which they can show off makes 
them annoy ing . Most people tire of timneh qu ickly and the 
swagge ring braggart s mov e on when they are no longe r the he
roes of the day. 

Despite this, they can be friendly , soc ial people . They are 
very smart. resourcefu l, and darin g and can make steadfa st and 
loyal com panion s. Timneh will not speak abo ut thei r home
wor ld. They ins ist that they were born among the stars and are 
destined 10 roam among them. Thi s coc ky statement probabl y 
cove rs the fact that these noma ds don ' 1 know the planet of their 
origin - they've been interga lactic nomad s for at least IOOO 
years. 

Timn ehs can be from any ed ucatio nal background and will 
show off the ir skill s and expertise whenever an opportunity pre
sents itse lf. Likewise, they are quick to point out the faili ngs of 
other s, commentin g on how they would have done such and 
such diff erentl y (and correctly or better ). Tho se with a back
ground in comba t will seem especi ally arroga nt and cocky. The 
general ali gnment of the timneh wi ll determin e the seriou sness, 
recklessne ss and brutality of the warrior 's actfon s. 

All timnehs hav e light grey feathers with dark er grey edges 
and accents. Their head s are large and resembl e giant parrot s. 
The ir arm s, legs and fingers are thin and delica te, and their eyes 



always have ru1 intelligent, evaluatin g look to them. They are 

creatures of magic and many (60%) are spe ll cas ters. Perhap s the 
magical nature of these av ians is why they shroud their orig ins 
in sec recy and draw attention to their action s instead of their 
mystic powers. Magic is the one thing they don't brag about or 
flamboyantly disp lay. 

Timnehs (pronounced tim-neigh ) 
Alignment: Any 
Attribut es: 1.Q. 3D6+ I. M.E. 3D6, M.A. 3D6 , P.S. 3D6, P.P. 
3D6+3. P.E. 3D6+3, P.B. 3D6. Spd. 4 D6 
Hit Points: Standard. P.E. plus I D6 per level of experie nce. 
S.D.C.: 45 
Height: 5 feet plus 4D6 inches (1.6 to 2.1 m). 
Weight: 100 plus 2O6xl0 pounds (54 to 100 kg). 
Average Life Span: 125 years 
Super Abilities: All 1imnehs can cast the followi ng magi c 

spells: Magic armor, chameleon, fly as the eagle, tongues, 
globe of day-ligh t and mystic portal. 

They can cast these spells in any comb ination and can cas t 
a total of four spells plus one per level of experie nce per 24 
hour period. Spell strengt h is equal to a first level wizard 
(Rifts: P.P.E. is P.E. x3 plus I 06 per level of experience ). 
Timneh who do not pursue the mystic artS can se lect any edu
cational background (Rifts: Any O.C.C. except borg or bot). 

Those who go on to s1Udy and pra ctice magic can se lect an 
additional I D6+6 spells and have the same magic abi lities as 
the w,:ard described in Heroes Unlimited . page 92 (Rifts : 
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Gets an additional 2O4xl0 P.P.E. , 206 P .P.E . for eac h addi 
tional level of experience, se lects I 06+6 additio nal spells, 
and must choose one of the Rifts magic O.C.C. s; mo st are ley 
line walker s or mystics) . 

Special Weapons & Vehicles: The y have acce ss to most high
tech weapon s and items. 

Armor : Most timnehs rely on magical armor like the Armor of 
Ithan spell (A.R. 18, S.D.C. 200 ) and the my stic armor spe ll 
(A.R. 14, S.D.C. 120). Many also wear light armor and vests: 
A.R. lO, S.D.C. 40. 

Familiarity with Earth: The Timneh s have access to inform a
tion on Earth equa l to the "Has studied Earth " result on the 
Fam iliarity with Earth table . 

Rifts Notes: If used in the Rifts RPG setting, the timneh will 
be rega rded as D-bee my stics and can be any of the magic 
O.C.C.s found in the Rifts RPG line . How ever. mo st will be ley 
line walkers and mystics. The Coalition States will seek to de
stroy them, while the Federation of Magic and Tolkeen may try 
to recruit them. 

If set in the Rifts: Phase World environment, they can be 
practitioners of magi c, mercenarie s, pirate s or bounty hunte rs. 

They are S. D.C. creatures who use mega-damag e weapon s, 
armor, vehic les and magi c . The se aliens will be fascinated by di 
mension - spannin g magic - an area of magic they are not fa
miliar with. 

Canine Aliens 
The ca nine races vary in build from thin with tight mu scula

ture like a greyhound to bulky , wide bod ies similar to pit bull s. 
Their height also varies, as does the shape of the head, tail , and 
the length, thickness and color of fur. On the Earth of Heroes 
Unlimit ed they may be mistaken for mutant animals. On Rifts 
Eart h they may be mistaken for Dog Boys or wolfen . 

Canis --- -------- ----
The can is are tall. thin humanoid canine s that resemble 

Earth's grey hounds. Their homeworld is Rath . a planet very 
similar to Earth , but with a lighter gravitational pull. Th e native 
animal s and plants grow tall and elegant in its co mfortabl e, clean 
atmosphere . For some reason, the color of the ir fur will indicate 
the ir innate abi lities. White canis are born with magical abili
ties. They are the mystic leaders of the canine socie ty. Black 
canis will develop super abilities and are typically urged into 
mil itary or police dutie s. Brown ca nis are psionic . Grey are nor
mal , non-powered citizens. Each of the four types were divid ed 
almost eve nly, approximately 25 % each. 

For thousands of yea rs, the brown canis , known as Psia11i11es 
(pronounced sigh-aye- nines) , were disliked becau se of their fur 
colo r and mental power s. The grey canis, because they didn 't 
possess any power s were considered inferior . Both the brown 
and grey canis were treated as seco nd-cla ss citizens, bullied and 
mistreated by the white and black canis. They co uld not ho ld po
sition s of power, pol itical office. or business. Th e grays, in par 
ticular, served as the beleaguered working class to a leve l 



bordering on slavery . Feeling overpowered and inferior, they ac
cepted their fate. 

In early Cani s history. brown babie s were killed at birth. 
Later. they we re allowed to live and served as manual laborers 
and slaves. The brown psianine s frequently rebelled and used 
thei r abilities to light back. The se constant battles were often 
bloody and l.eem ed only to make things worse. Up to 200 years 
ago. they were slowly gaining right s and freedoms, but a brown 
canis named Rirhom instigated a revolu tion that rocked canis 
civilization . [n the end, the revolution was crushed . 61% of the 
brown canis population was eradicated , Rithom was executed. 
and the other conspirator s banished along with ALL psianines! 
At first. they were relegated to their own slum-like cities away 
from the other Cani s. but the fires of hate still burned and trouble 
continued. The Canis Tribunal of Mystic s decided to banish all 
psianines from Rath once and for all. A massive space ark was 
constructed in orbit. and the entire brown cani s population was 
placed on it and rocketed into outer space. Those who refused 
were exec uted as dangerou s rebels. Some of the psionic canis 
went on the ark willingly. They were able to boost the morale of 
their fellows with talk of freedom and a new life. However, the 
people of Rath had one last, foul scheme to play upon their 
psionic cousins. The ark was secretly programmed 10 plunge into 
a black ho le. Before the ark could reach its destination. it acci
dentall y slipped into a dimensional syphon (see space travel sec
tion for details). The craft survived and the exiles found a 
wonderful world to colonize. Luckily. the psianines landed on 
the first habitable planet they found (which also reminded them 
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of Rath ). If they had travelled much farther. the Atorian Empi re 
would surely have detected the craft and they would have been 
slaves again. A large psianine colony now exists on the planet, 
Noth. 

Approxima tely 200 yea rs have passed since the psianine refu
gee were launched into space and estab lished a colony on Noth. 
The can is on their homeworld have since perfected their space 
program and are beinning to use gravity wells to travel deeper 
into the galaxy. This means, one day the brown can is of Noth 
may be visited by bionic grey canis soldiers and super powered 
canis explorers. The psianines are willing to forget the past but 
there will be great animosi ty between the brown canis and their 
Rath brothers. If the canis of Rath try to subjugate them in any 
way, there will be a bloody bat1le, only this time the psionic 
cani s have technological equality and larger numbers. Note: The 
brown cani s have not ventured deep into the stars. They have 
been too busy building a world for themselve s. There are about 
64 milli on psianine cani s (there are eight times as many Rath 
canis). 

Canis (pronounced cane-iss) 
Alignment: Any. The brown canis tend to lean toward good, 
while the others tend to lean toward selfish and evil. 
Att ributes: l.Q. 3D6 , M.E. 3D6. M.A. 3D6. P.S. 3D6+3. P.P. 
4D6. P.E. 3D6+3 , P.B. 3D6, Spd . 6D6+10 
Hit Points: Standard, P.E. plus 1 D6 per level of experience. 
S.D.C.: 1D4xl0+20 
Height: 9 feet, 5 inche s plus 4D6 inches (3.0 to 3.5 m). 
Weight: 300 plus 3D6 x l0 pounds (149 ro 217 kg). 
Average Life Span: 65 year s; 75 years for the brown psianines. 
Super Abilities: 

White canis are limited to the Super Power Category of 
magic (typically a spell casting wizard: in Rifts, the character 
would be a mystic). 

Black canis have 1wo minor super abilities and one major. 
or two major abilities. 

Brown canis are master psionics. 
Grey canis have no super powers. but can include charac

ters from the categories of bionics. hardware or physical 
training. Grey canis are typically lower class citizens, mili tary 
grunts, indentured servants and slaves. 

Natura l Abilities (all canis ): In addition to their attribut es, they 
are alert, have keen co lor vision (can see abo ut 30% farther 
than humans) and have excellent hearing; + I on initiative, + 1 
to dodge,+ I to roll with impact or fall. They ca n also leap 10 
feet (3 m) high or lengthwise from a standing still position 
(doub le if running near full speed). 

Specia l Wea pons and Vehicles: The equivalent 10 most energy 
type weapons, hover vehicles and spacecraf t. They like fast 
vehicles! Consequently. most Rath vehicles can travel at 
speeds 1 D4x I 0% faster than nonnal ( · I 0% on piloting skills 
at high speeds). 

Preferred Armor: Light riot annor A.R. 13, S.D.C . 60 (no 
prowl penalties) or heavy, full environmental annor A.R. 16, 
S.D.C. 220 (-10 % on prowl. swim. gym nastics and acrobatics 
skill). 

Familiarit y with Earth: None for both the psianines of Noth 
and canis of Rath. 

Rifts Notes: If used in the Rifts RPG setting, the canis will 
be regarded as D-bees or mistaken for CS Dog Boys. The Coali-



lion States may mis1ake them as rene gade Dog Boys or see them 
as potential O-bee recruits for Dog Pack squad s in wilderne ss 
and hos1ile terri tories. This is especially true of the grey and 
brown canis. The CS will destroy white and black canis as dan
gerous mystics or super-powe red mutant s. 

If set in the Rifts: Phase World environment, they are just 
one of the less advanced and curious aliens who visi t that world. 
It is also possible that some canis , particularly grey and brown 
are slaves. Others may be bounty hunters, meres or adventure rs. 

In Rifts, the canis are S.D.C. crea tures who may posses 
S.D.C. or primitive M.D.C. technology depe nding on the view 
of the G.M. These aliens will be fascinated by dimensional 
travel and magic. 

Dergins 
The dergins are natives of a planet they call Reginia. Early 

defgin society evolved from canine packs or tribes of nomadic 
hunters. These were family clan co mmunitie s that were led by 
the strongest warriors. Conse quently, those with superhuman 
powers were usually the leaders and warlords. With time they 
developed an advanced c ivilization . 

Those who served in the military were warriors known as 
Wardions. They were highly respected even in times of peace, 
and their super-po wered leade rs held great influence over the 
peop le. All wardions were conside red ju st and noble defenders 
and became a subculture in dergin soc iery that symbo lized 
strength, spirit, freedom, justice and nobility. The general s and 
warlords were considered almost saintly champi ons of the peo
ple. In fact. the benevolent military was so popular and accepted 
that vinually one third of the population was counted among its 
ranks. 

As the nomadic and warrior ways of the people changed , the 
warriors became part of an organized and powerful military. Po
litical factions began to fear that the influence of the Wardion s 
would undermine their power, even though the canin e warrior s 
had never spoken or acted agains t the gove rnm ent. Dergin soci
ety was very comm unal - like a giant dog pack. Although there 
were minor squabbles and jockeying for positions of pow er and 
leadership within the soc iety, the warrio rs/military had always 
worked toward the good of the whole rather than the individual. 
Still, the power moguls looked upon the power and respect he ld 
by the military and cove ted it for themselves. To usurp that 
power, it was they who began to subtly unde rmine the people' s 
faith and respect for the military . 

Over the years, the warrior dergin s grew to dislike and dis
trust the policies and decisions of the government. Ve rbal con
frontations between the two factions increased dramatically and 
often became very publi c. Meanwhile , the political machine dis
credited the military at every opportunit y. The politician s and 
power brokers posed questions asking, why the military clung so 
fiercely to their powe r if they had only the welfare of the people 
in mind? If they served the people, and the peopl e wanted them 
to down-size, even disband , why did the military resist? Wha t 
were the ir motives? The se and similar questfons cast a pall over 
the heroes and evoked feeling s of confusion and distru st. The 
people questio ned the need for such a large military considering 
peace had reigned for over 300 years. They had been manipu
lated to believe the military represented archaic ideal s, dogm a 
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and unnece ssary ex penditur es. They demanded reduct ions of 
troops, arms and military authority. 

The Wardion s considered taking military action against the 
government which they now viewed as a dangerous and self-de
structive enemy, but a coup wou ld only seem to prove their ac
cusations and cause bloodshed. The mighty Wardions recognized 
that they had lost a politica l war because they had failed to re
spond to ii until it was too late. Against. their better judgement, 
the Wardion s agreed to compromises, arm s and troop reductions 
and alliances they felt were unsound . In the face of the govern 
ment 's now overt propaganda campaign s they fell they had little 
recourse but to comply. 

A few years later, while the dergin s were making advances in 
their space program , they were contacted by the Atorian Empire. 
The Empire had extended its border s by 20 light years and 
Reginia was well within that radiu s. The Empir e sent diplomats 
and made exciting offers to the peopl e of Reginia . The gove rn
ment saw much opportunity and began to cater to the atorians. 
The military was suspiciou s of the Atorian Empire and insisted 
on extreme caution, but their warning s were ignored. Frustrated 
by the bureaucrats , the Wardions launched an extensive, sec ret, 
intelligence campaign against the Empire. Their spies gathered 
convincing data that suggested the Atorian Empire was manipu 
latin g the government to become willing pawns in the exploita
tion of their planet's people and resources. Dergin s would see 
little benefit and with time , the people would become little more 
than slaves to the dark Empire - at best , seco nd-class citizens 
in an intergalactic web of tyrann y. 



The Ward ions· intelligence and conclusions were presented in 
private to government officials who were outraged by their 
audacity at spying on their new allies. The information was bur
ied. In a last ditch anempt to prevent disaster, the military went 
public with their findings and formally protested any alliance 
with the Atorian Empire. They called upon the people to rise up 
and reject the alliance. Sadly, the situation was turned against the 
Wardions to make them look like rebelliou s extremists and the 
alliance was overwhelm ingly approved. 

Things went from bad to worse. The Wardions had lost much 
of their credibility. Many old leaders resigned (several had mys
terious accidents) and were replaced by young warriors who 
shared the government'i, view of the future and who regarded the 
Atorian Empire as a valuable ally. Those Wardions who refused 
to retire and continued to express suspic ions about the atorians 
were isolated and sent to distant command posts. The alliance re
quired military suppon and defense of the Atorian Empire. Con
sequently. millions of Wardions were sent offworld Lo defend 
disl"ant outposts and alien borders. The Wardions realized their 
position was a no win situation and decided to obey. To do other
wise meant certain retaliation by the evil Empire, not against 
them. but at their people. The dergins fell to the Atorian Empire, 
not through military invasion and conquest, but were instead 
sold out by their own people. 

One particularly defiant branch of the military was assigned 
to an operation in a dangerous part of the Atorian Empire. The 
troops had no delusion that this assignment was meant to elimi
nate them. Two nights before their scheduled departure, the 
Wardion armies boarded and captured the Atorian Defense Sta
tion orbiting Reginia with only 1,200 losses . The warriors threat
ened to use the space station 's formidable weapons against their 
homeworld unless they were allowed to have their familjes and 
loved ones join them on the giant space station. Wanting to avoid 
bloodshed, and figuring they'd get all the rebels at one time , the 
government allowe d the families to join the rebels. Meanw hile 
four Atorians bauleships were rushing to the scene to blow them 
out of the heavens. 

However, the Wardions had their own plans. When the battle
ships emerged from the space ga teway , the Wardions , utilizing 
intelligence data and secre t codes they had acquired through 
covert means, quickly sl ipped past the emerging ships and 
plunged into the gateway themselves . and disappeared. The 
Wardions had stolen the Atorian Defen se Station (the first and 
only time such a feat has eve r been accomplished; the atorians 
still can't exp lain exactly how it was accomplished). The Atorian 
Empire was furious, but could do little about it. Their only re
course was to put a massive bounty out for infom1ation on the 
station's whereabou ts (one million er) or for its safe return (50 
million er). They have avoided capture for nearly ten years now. 

The Wardions have done extensive modification work on the 
space station to the point that it is nearly unrecognizable as an 
atorian construct. Only the design of the main weapon systems 
and some of the interior deck plans gives it away. The space sta
tion is currently disguised as a planetoid with a blow-away rock 
cover. The canine warriors have formed an al liance with a sma ll 
pirate enclave and count a large number of Thropo Ronins 
among their soldiers. They live the old ways as hunters and war
riors. preying on evil beings, such as cutthroat pirate s, smug
glers, mercenaries, slavers and members of the Atorian Empire. 
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There are approximately 90,000 Wardions/warriors and roughly 
280,000 dergin civilains, mostly family members , living on the 
space station. An additiona l I 0,000 or so heroes/warriors from 
other world s are also counted among their ranks . A smaJI fleet of 
about 30 medium -sized space cruisers and 120 one- to four-man 
fighters are part of the group . 

Back on their homeworld, the dergins are quick ly falling in 
line under their atorian masters. The military has been taken over 
and sent offworld by the atorians to defend its possess ions and 
borders. This situation has left Reginia virtually defenseless. 
Many of the older Wardions are unhappy and see themselves as 
a conquered people. They long for the old days and would sup
port rebellion/liberation if it ever came. However, many of the 
young warriors are finding fulfillment and opportun ity as sol
diers for the Ato rian Empire. Tn fact, the Wardion s have distin 
guished themselves so many times in combat that they are 
quickly becoming the atorians ' favorite troops . An elite corp of 
young, loyal Wardions is being establ ished to serve the Empire 
as military specialists, espionage agents and shock troops . 

The lavish favoritism is causing bad blood between the der
gins and the mantella. The latter have been the atorians' favorite 
minions for generations and they don 't like losing even a little of 
their "favored status." 

Ironically, it will be the dergin military who reaps any real 
benefits from the alliance. Unde r the aggressive military of the 
Atorian Empire , the warriors have regruned their place as re
spected warlords. Sadly, the atorians are evil tyran ts who con
quer worlds they cannot win through political maneuvering, 
subterfuge or threats. Thus, within a few generations, the once 
noble , Wardion heroes will become the elite strike force of a 
conquering army devoid of compassion, honor or nobility. The 
other people of Reginia will never become more than second
class citizens of a backwa ter world in the Atorian Empire's outer 

edges. For the moment, the ruling body still enjoys a certain 
amount of autonomy, but they are clearly a tiny cog in a much 
larger machine. 

Dergins (pronounced der-gins); Wardions is the 
warrior class (pronounced war-die-ons ) 
Alignment: Any. Most rebel Wardions are of a good or selfish 
alignment and continue to be warrior champions. Many of those 
under the Atorian regime are becoming selfish or evil and ambi
tious. 
Attributes: 1.Q. 3D6, M.E. 3D6+2, M.A. 3D6, P.S. 5D6, P.P. 
3D6+4, P.E. 4D6, P.B. 3D6, Spd. 4D6 
Hit Points: P.E. x2 plus I D6 per level of experie nce. 
S.D.C.: 4D4xl0+30 
Natural A.R.: 13 
Height: 8 feet plus 4D6 inches (2.5 to 3.0 m). 
Weight: 340 plus 4D6x IO pounds ( 172 to 263 kg). 
Average Life Span: 80 years 
Super Abilities: The typical dergin does not have super abili

ties, although I 0% have psionics , and 20% can select abilities 
and/or training from the categories of bionics, robotics. hard
ware or physical training. They do not know the mystic ans 
but that is a new possibility with exposure to other races. 

All Wardions have the following Super Abilities:7 En
ergy expulsion: light or energy (choose one) and heightened 
sense of hearing (+ I to parry, +2 to dodge, +6 on initiative). 



One in a hundred will also have 1wo additional minor abi lities 
or one major super ability (mak e a random roll or selection). 

Natura l Abilities: Refl ected in their attributes and natural ar
mor. 

Specia l Weapons and Vehicles: The equivalent to mo st types 
of weapons. hover vehicles and spacecraft. Favorites include 
energy swords, heavy e nergy weapons/rifles and explosives. 

Preferred Armor: Most dergins, including the Wardions , rely 
on their natural armored hides for protection. Of course in 
outer space , additional protection is required. Light environ
mental suit A.R. 10, S.D.C.7 40. Full environmental armor 
A.R . 17. S.D.C. 180 (- 10% on prowl, swi m, gymna stics and 
acrobati cs skill). 

Familiarity with Earth: Neither the dergins o r the ex iled 
Wardions have any familiarity with Eart h. 

Rifts Notes: If used in the Rifts RPG selling, the dergins will 
be regarded as D-bee s or mutant CS Dog Boys. The Coalition 
State s may mistake them as renegade Dog Boys or see them as 
p&tcntial D-bee recruit s for Dog Pack squads in wilde rne ss and 
hostile territories (never in the cit ies or at military installation s). 

If set in the Rifts: Phase World environment, they are just 
one of the less advanced and curious aliens who visi t that world. 
It is also possible that some are slaves. bounty hunter s. merce
narie s. pirates or adventurers. 

In Rifts, the natural body armor of the dergins make them 
mega-damage creature s (4D4xl0+30). They are also likely to 
have super abilities that inflict mega-damage. In this setting they 
possess M.D .C. technology equal to the Coa lition States. These 
aliens will be fascina ted by dimensional travel and magi c. 

Latran ---
The latra ns are a race that eems to have litera lly walked out 

of the page s of human myth. They are shape shifting humanoid s 
who can tum into giant, four- legged wo lves! In their natural 
fom1s, they are short, powerfully built humanoid s with the head 
of a wolf. Long fur covers their head, shoulders, and back. 

While in wolf form their senses are acute and possess a sav
age ins tinct to <;urvive. As a wolf, their intellige nce is reduced by 
half, but their instincts take over and they become cunning and 
deadly warrior on a more bestial and predatory leve l. A latran 
will not shif t for the fun of it , to frighten others or to show off. 
They believe the power comes from the sp irit s of their ancesto rs 
that dwell within them and make the tran sformation poss ible in 
11mes of need. They are insulted by sugges tion s that the power 
may be an innate racial abil ity without any supernatural connec
tion to the dead. 

Most believe their ancestors will leave them if they abuse 
their .. gift:· so the power is used with di sc retion . It is also 
warned that latrans who shapes hift frequently or who enjoy the 
savage power of their animal spi rit will tum " feral. " Feral latrans 
are usually selfish or ev il villain s who prefer their anima l form 
and change into humanoids on ly when necessary (us ually to dis
guise themselves). These feral monsters typi call y disregard the 
law and prey on others, including other latran s. Many of them 
enjoy murder and torture for the sheer sport and plea sure of it. 

Most of these ca nine humanoid s are honorable, gentle and 
spiritual people with an air of nobility around them . The y are 
friend ly toward outside rs and have a genuine cu riosity about 
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other races, dim ensio nal trave l and magi c. They elect their lead 
ers from among the most ca pabl e of their eldest females. Most 
warriors prefe r mele e weapons and close combat. By following 
the "o ld ways·' of combat , they be lieve they honor their ances
tor s. All duel s are fought using melee weapons or tooth and claw 
(in humanoid or wolf form). Mos t so ldiers are accomplished at 
prowling and intelligence skill s, but not all latran s are combat 
trained. However, even the most feeble chara cter become s dan 
gerous when tran sfo m1ed into a wolf. Military personnel and 
fighter s frequen tly hav e thei r claws capp ed with Kisentite fin
gernails or even small blad es which adds I D6 damage 10 claw 
a1tacks. 

Their home planet is a lush, gree n world named Goreal. It has 
a higher gravitational pull that produces heavy metal s similar to 
Ki se ntite . The latran 's honor the spirit s of the land and live in 
relative peac e with the other races and animals that inhabit their 
world. Latran s feel sorry for other races who are not in touch 
with their own spirit s. let alone their ancestors·. They have de
veloped space and computer technology roughl y equal to most 
member s of the Federation of Allied Race s (FAR) and are new 
member s in the galactic community. Many trave l the galaxy 
workin g as gurus, my stics, bodyguards and bounty hunter s, but 
despite their chosen profe ssio n, most try to help peopl e, espe 
cially tho se that need direction in their lives. Many have joined 
forces like FAR. the Wardion s and others that oppose the Atorian 
Empir e (the Empire does not know anything about these ca
nines ). 



Latran (pronounc ed lah-tran ) 

Alignment : Any. Most are good or unprincipled, with the occa
sional se lfish or evil character. Aberrant Latrans are extreme ly 
honorable and protective, but those they find unworthy can face 
a cruel and merciless opponent. Only "feral" latrans are com
pletely anarch ist, diabolic or miscreant. They are extremely dan
gerous, have no honor, and are often employed by shady forces 
as a~sassin~. 

Attributes: 1.Q. 3D6. M.E. 3D6, M.A. 3D6, P.S. 4D6, P.P. 3D6, 
P.E. 4D6, P.B. 306. Spd. 4D6x3 
Hit Points: Standard. P.E. plus I D6 per level of experience. 
S.D.C.: 2D4x I 0; also see the transformation. 
Height: 5 feet plus 106 inches (1.5 10 1.7 m). 
Weight: 160 plus 4010 pounds (74 10 91 kg). 
Average Life Span: 90 years 
Super Abilities: Special! Their bonuses when humanoid are 

listed separately from their stats a~ a wolf. 
Bonusel:i _(Humanoid ): All are in addition to attribute bo

nuse s. Minor super abilitie& of healing factor and heightened 
sense of hearing: + I to parry, +2 to dodge, +6 on initiative. 
+20 % 10 save vs coma/death. +3 to save vs magic, psio nics , 
and wxins: other details are found under the description of 
the two powers on page 166 or Heroes Unlimited . 

Bonu\es from the Wolf Transformation: Shapechange into 
a giant. monstrous wolf. six feet ( 1.8) long and four feet ( 1.2 
m) tall at the shoulde rs. This ability is similar 10 animal mera
morplwJis · canine (wolf). but even more incredible. All bo 
nuses and abilities are in addition to attribute bonuses and the 
humanoid powers and bonuses above. 

Double speed, can leap 20 feet (6 m) high or lengthwise 
from a standing position (add IO feet/3.0 m for a runnin.g 
~tart), add one additional attack per melee round, add 200 lo 
S.D.C.. increase P.S . by 6 points, +2 10 save vs poison and 
disease, +2 to save vs magic. +8 10 save vs horror factor, bite 
a11ack does 3D6 damage. claws do 204 damage plus P.S. bo
nus. extraordi nary se nse of smell ( track by smell: 50%+4 % 
per level and recogn ize a speci fic sce nt: 56%). Nore: Other 
changes while in wolf form are not so positive: reduce I.Q. 
and M.A . by half (return s when humanoid) and the wolf is 
very aggressive, likes the taste of blood and raw meat, and is 
easily provoked to fight. Th ey often lose themselve s in batt le, 
lighting until their foe is slain or unconscious. 

Occupa tional Note: Latran can pursue any occupation. 
Spec ial Weapons and Vehicles: The eq uivalent of most types 

of weapons, hover vehicles and spacecraft. Favorites include 
energy swo rds, Kisentite weapons and vib ro-b lades. 

Preferred Armor: Light ce remonial or decorative armor is nor
mally all that is worn. Heavier types of arn1or or restrictive 
suits prevent the tran sformation (must be removed first). 
Ceremonial armor will be A.R. 10 with 30 S.D.C. and is spe
cially designed not 10 hinder or damage a shapechanging la
tran (Cost: 375 dollars). Otherwi se . any rype of humanoid 
body arn1or or environmenta l suit can be worn when in hu 
manoid form. 

Familiarity with Earth: None. 

Rifts Notes: 1f used in the Rifts RPG selling, the latran will 
be regarded as dange rous O-bee s or mistaken for CS Dog Boys . 
The Coalition States may mistake them as renegade Dog Boys 
when in humanoid form but will never knowingly recruit these 
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shap echanging monster. The CS will destroy every latran they 
can identify. How eve r, the Splugonh. werebeasts, wolfen, de
mons and other mon sters races will find them intriguing and in
vite them into the fold (demons and evi l folk may ens lave them). 
Rifts latran can be any O.C.C., but avoid bionic s, M.O.M. im
plants. Juice r enha nceme nts and similar physical augmentation 
because they prevent shapechanging. 

Jf set in the Rifts: Phase World environment. the basic Ali
ens Unlimited setting is applicable. Technology is likely to be 
primitive M.O.C .. but the latran are S.D.C. crea tures when in hu
manoid from. However, in wolf form they become mega-dam
age creatures (2D6xlO+IOO M.O.C.) and their bites and claws 
do 206 and I 06 M.D. respectively. They can be considered 
creatures of magic (4 D6xl0 P.P.E.) although the latran rarely 
pursue the mystic arts. These aliens will be fascinated by di
mensional travel and magic , and love to use magic weapons. 
rune weapons. bio-w izardry and techno-wizard items. 
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Lupis 
The lupis are anothe r species of humanoid canines. They 

have a heavy build with a thick layer of fur that insulates them 
from the frigid temperatures of their native world, Nystum. The 
co lor of their fur is white or a light grey. 

Although the lupis are capab le of advanced space travel, they 
rarely travel far from Nystum. They prefer 10 maintain a policy 
of isolationism and mind their own business. They have refused 
membership with FAR and the Atorian Empire and. so far. have 
successf ully kept themse lves out of galactic politics. They are 



especially concerned about interplanetary war and want to avo id 
involvement in the squabble s of others at all costs. Thu s, they re
serve deep space travel as a tool for commerce and research. A 
large ponion of the space program focuses on space stations. 
There are over three dozen space station s that func tion as re
search and development centers. trade centers, manufacturing fa
cili ties and defen se statio ns around Nystum. 

The lupis have perfected many robot system s and regularly 
use exoske letons, robot vehicles and drone s for heavy labor , 
manufacturing, exploration, and combat. The bulk of their mili
tary might is in the form of robot technology . Security officers 
outfitted in exoskele tons/po wer armor are normall y sent on 
space missions and are found on space srations as a security 
force. They are typicaJly suppon ed by a squad of lupis with su
per abilities. The canines have success ful super ability expe ri
mentation prog rams used spec ifica lly to create super-so ldier s. 

Lupis (pronounced lew-p iss) 
Alignment: Any, but many lean toward selfish . 
Attributes: l.Q. 3D6 , M.E . 3D6, M.A. 306, P.S. 4D6. P.P. 3D6, 
P.E. 3D6, P.B. 30 6, Spd. 4D6 
Hit Points: Standard , P.E. plus I D6 per level of expe rience. 
S.D.C.: 70 
Height: 5 feet plus 306 inches ( 1.6 10 2.4 m) . 
Weight: 120 plus 2O6xl0 pounds (63 to 109 kg). 
Average Life Span: 85 years 
Super Abil ities: Lupis characters can make se lect ions from the 

followi ng Super Power Categories : bionic (5%), robo ts 
(30%), hardware ( 10%), physical training (5%), and experi
ment (5%) . The remai ning 45 % have no special abilities, 
gimmick s or expe rtise, but can pursue any occupation. 

Natural Abilities: Resistant to cold (half damage) , keen vision 
and are instinctive swimmers (80%) . · 

Special Weapo ns and Vehicles : The equivalen t of most types 
of weapo ns, hover vehicles and spacecraft. Favorites include 
lasers and robot exos keleto ns. 

Preferred Armor: Standard Secu rity Team powe r armor (SST
@: A.R.: 18, S.D .C.:7 300, with full environme ntal capabili
ties, long-range radio, radar , sonar, multi -optics sys tem, je t 
pack (maximum speed in an atmosphere is I 00 mph/160 km 
with a maximum altitude of 600 feet/183 m). Armor weapon 
systems: Right arm: concealed laser (4D6 damage and a 
range of 1600 feet/488 meter s, effective ly unlimited pay
load). Laser finger blaster (2D6 damage , 100 foot/30.5 m 
range). Left arm: retractab le vibro-btade (306 damage). Elec
tromagnetic boots for c lamping onto the hull and floors of 
meta l ships. All other types of armor and space suits can also 
be used. 

Familiarity with Earth: Equal to the "Has studied Earth " result 
from the Familiarity with Earth table, but has no plans to 
make contact. 

Rifts Notes: Basically the same as the canis . 

Toyoc ------ --- -----
Toyocs are the survivor s of a nuclear war that has turned their 

once warm planet into an icy wasteland. 

One fateful evening, as the ca nines sat enjoying the ir eve
ning , the emergency broadcast sys tems interrupted the ir rout ines 
with grave news. Nuclear missiles had been launched and a full-
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scale thermo -nuclea r war was underway! Time seemed to tick by 
slowly until massive fireball s filled the sky, incinerating cities 
and sending fiery winds lashing through the co untryside. Bil
lions died , but the worst was yet to come for the survivo rs. Their 
planet was much hotter and drier than Earth . When the missile s 
detonated. thousand s upon thou sands of tons of dust, debri s and 
pulverized cities were thrown into the air. The result was a nu
clear winter effect. The planet ·s inhabitant s began to freeze in 
the unprecedent ed cold. 

Million s died from the dramati c shift in 1he climate and radia 
tion poisoning. Plagues swept the land and the coyocs were 
plunged into dark age. Only 11 % of the population survived . 

A hund red years has passed since the terribl e war. The skele
tons of ancient cities still mar the land scape and claw at the sky. 
The toyoc survivo rs have not ye1 recapt ured the tec hnology of 
the ir ancestor s. Their soc iety is mode st by compari son and after 
their expe rience s, most toyocs try to avoid war and do not toler
ate people who use great destructive power . The typical tech 
level is roughly equal to that of 18th to 19th century Earth with a 
few pockets of deve lopment that are equal to the 1930's. No 
toyoc possesses space technolo gy, or know s anything about life 
on othe r planets. 

The most primitiv e people live in small village s or tribes and 
reject all modem technolo gy. Some wilderness communities are 
reportedly practici ng mag ic. Man y of those who co nsciously re
jec t technolo gy are peopl e who possess superhuman , psionic or 
myst ic power s. Some of these group s are so fanatical that they 
destroy machine s whenever they are found and punish , even 



slay. any who use them. These people will regard alien visi tors 
who are robots, androids, cyborgs (even partial), use power ar
mor/exoskeletons, or energy weapons as demons to be feared 
and destroyed. A soc iety known as Technoc rats are the most ad
vanced , roughly equa l to 1930"s Eanh, and live in a cluster of 
towns and small cit ies. The anti-machine tribes view them as 
heretic s who will bring disaster to their world. It is only a matter 
of 1ime before these two factions clash. 

One of the side-effect s of the war and subsequent radiation 
has been the manifestation of mutant super abilities and psionic 
powers among the toyoc. The traditional toyocs were roughly 
human-sized , with long snouts, thick manes of hair and light rust 
colored fur. but there are many new and unusual traits an1ong the 
mutant s. 

A few hundred toyoc s managed to leave the planet on space
craft that survived the holocaust. but nobody knows what may 
have become of them . 

f 

Toyoc (pronounced toy-abk ) 
Alignment: Any 
Attributes: 1.Q. 3D6 , M.E. 3D6, M.A. 2D6+2, P.S. 4D6, P.P. 
3D6 , P.E. 3D6. P.B. 3D6, Spd. 5D6 
Hit Points: Standard, P.E. plus I D6 per level of experience. 
S.D.C.: 45 
Height : 5 feet plus 4D6 inches ( 1.6 to 2.7 m). 
Weight: 100 plus 2D6xl0 pounds (54 to 100 kg). 
Average Life Span: 75 years. 
Super Abilities: Limi ted to magic (10%), physical trammg 

t I 0% ), psionics (20%) and mutants (35%: definitely roll once 
or twice on the unusual cha racteris tics table). The remaining 
25% are normal and do not possess any specia l abilities other 
lhan the natural abilities listed below. 

Natural Abilities: Heightened sense of sme ll equal to the minor 
super power and nightvision (600 ft/183 range). 

Special Weapons: The level of technology varies from clubs 
and swords to automatic weapons salvaged from the ruins of 
ancient cites. The TC- 7 Sub-machi negun is I.he most ad
vanced weapon among surviving technocrats: Range: 600 
feet ( 183 m), Dama ge: 4D6. with a 15, 30 or 60 round cl ip. 

Specia l Vehicles: Land rovers and motorcycles to riding ani
mals. Aircraft and military vehicle s are a rarity . 

Preferred Armor: Mainly primitive types of body armor, in
cluding padded, leather, chai n mail and plate armor. The 
technocrats manufacture and use seve ral different types of 
pre-holocaust combat armor. Th e most advanced is a metal 
plate and ceramic suit of hard armor: A.R. 14, S.D.C. 75. 

Famil iarity with Earth: None 

Rifts Notes: Fundamentally the same as the latran. A more 
advanced, evil civi lization such as the Splugorth (or Aroria n Em
pire) might ens lave these people or conq uer this wor ld. 

Vulpese - -------- ---
The vulpese civilization on Ter is technologically advanced 

and very peaceful. Through the use of psionic and mystica l 
means, they have virtually eliminated viole nce in their soc iety. 
There have been no wars in hundreds of years, and what crime 
exists is rarely violent. By mechanical, mental, and mystical 
means, the vulpese gove rning counc il keeps a watchful eye on 
the people. There is literally no privacy for these can ines due to 
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constant government sweeps searching for troublemakers, con
traband and illicit activity. Psychics and mages working with 

technologica l support teams are on constant alert for any signs of 
anarchist behavior. 

Virtual reality duels are allowed as a way to setl le arguments. 
Duels between public officials and celebritie s have become 
spectator sports sanctioned by the govern ment Lo satisfy the 
more base desire s of its people. Due ls are a way of venting vio
lent feelings among the populace without actually inflicting 
physical injury or destruction. However, despite the pop ularity 
of dueling , the participant s are by no mean s ski lled combatant s. 
Fighting skills of any kind are outlawed on Ter, as well as the 
use of weapon s. 

Any citizen caught studying or practicing fighting skills or in 
possession of weapons (ancient, automatic or energy) must un
der go extensive psycho logical therapy and are placed under 
strict po lice surve illance. The ca nines believe that anyon e who 
wou ld be inclined to practice the arts of war is naturally inclined 
to violence and rehabilitation is a must. Repeat offende rs may 
find them selves subjected to psionic mind wipes or behavioral 
modification through chemicals. Despite the laws against it, 
there is a sizeab le underground soc iety that practices martial arts 
for physical and mental discipline . The meditation techniques 
and mental disciplines they develop have allowed them to go un
detected by the government's anarchy sweeps. The movement is 
non-vio lent and seeks only to remain undetected , but if the gov
ernment we re to discover them , it would begin a campaig n of 
extreme meas ures to erad icate these dissidents. 



The most violent or those considered to be incapab le of reha
bilitation are placed in cryosrasis, put on a small spacecraft and 
flown throug h a nearby space gateway. The passenger is awak
ened when it approac hes a space station or inhabited planet. The 
craft's compute rs are programmed with basic information about 
the planets in the area closest to the exi t ga teway. [f the vulpese 
inside the spacecraft survive (80% likeJjhood), they must make a 
new life away from their homeworld. Many become mercenaries 
and adventurers, and others joi n the space programs or arm ies of 
other worlds. Sadly, about 40% of these exi les are intercepted by 
brigands who engage in the slave trade. 

The vulpese have no standing military in a conventional 
sense. The defense of Ter is handled by a network of weapon 
platforms orbiting the planet. Each is controlled by an artificial 
intelligence. The sheer number and firepower of these platforms 
is believed 10 be more than a match for any invader. lf an alien 
invader should penetrate the orbital defense netwo rk, the vulpese 
are confident that their large civi l police corp of psionics and 
niages would be able to fend off landing parties. Since Ter has 
never been invaded, the viability of thi system has not been 
tested. 

Vulpese (pronou nced vul-peas} 
Alignment: Any 
Attributes: 1.Q. 3D6. M.E. 4D6, M.A. 3D6, P.S. 3D6, P.P. 306 , 
P.E. 3D6, P.8. 3D6, Spd. 40 6 
Hit Points: Standard, P.E. plus I D6 per level of experience. 
S.D.C.: I D4x I 0 
Height: 6 feet plus I D6 inches ( 1.9 to 2.0 m). 

them as potential D-bee recruits for Dog Pack squads in wilder
ness and hostile territorie s. This is especially true of those with 
fighting abi lities and minor psionic abilities. The CS will destroy 
those with major psionic or super powers and those who wield 
magic. 

If set in the Rifts : Phase World environment, they are an
other race of alien beings who trade on that world. It is also pos
sible that some are slaves, bounty hunter s, mercenaries or 
adventure rs. 

In Rifts the vulpese are S.D.C. creatures who may posses 
S.D.C. or basic M.D .C. technology depending on the view of the 
G.M . Rift s O.C.C.s can include any of the psionic , magic and 
non-vio lent ones. 

Weight: 190 plus I D6 pounds (87 to 89 kg). , 
Ave rage Life Spa n: 65 years ~ 
Appearance: Humanoids with a can ine head that resembles an ~ ~ 

Earth German shepard. fox or wol f. Their fur is thin and >-< ~ 
grows close to the body, but is thick and shaggy on the head ~ 
and neck. Fur colors can be any range from strawberry blonde ~, , 
and light orange 10 copper and red. ~ 0 

Super Abi lities: 35% are minor psionic s (M.E. x2 plus 1D4x l0 "I 
l.S.P. and select I D4+ I secondary psi-powers), 30% are ~ 
natural psionics (see Heroes Unlimit ed, page 127), 25% are 
wizards or illusionists and I 0% are mutant s with super pow
ers. Hand LO hand CC'lmbat is limited to two attacks/actions per 
melee round or four via psionics or three via magic. Hand to 
hand combat, physical and espio nage skills are not known to 
most of these peop le. 

Rebels can be any of the above. but a lso study and practi ce 
hand to hand combat (selec t one of choice) and other physical 
skills like boxing, wrestling , general athletics, gymnastics, 
etc. (select four). and espionage (se lect two). 

Natura l Abilities: Keen senses o f vision. smell and hearing , +2 
on initiative. +2 to dodge. + I to roll with impact, +2 to save 
vs horror factor. and +3 10 save vs radiation poisoning. 

Spec ial Weapons and Vehicles: The equival ent of most types 
of hover vehicles and spacec raft. Weapons and armor are ille
gal. Only the law enforcement agencies use weapons and 
those are restric ted to stun weapons and billy clubs. 

Preferred Armor: Police only: A.R. 11, S.D.C. 30. 
Familiarity with Earth: None. 

Rifts Notes: lf used in the Rifts RPG setting , the vulpese 
will be rega rded as D-bees or mistaken for CS Dog Boys. The 
Coalition States may mistake them as renegade Dog Boys or see 
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Wulf 
The wulfs are a race of psionic can ines that come from the 

twilight homeworld of Omilla. Their society is structured in a 
modem feudal system of Lord s, Dukes. and Kings. The y are of 
average humanoid height and build , with dull g rey or black fur 
that grows thickl y on the head and shoulder s. Their head s are 
wide , with powerful jaws and eerie green eyes. All Wulfs have 
the major psionic power of pyrokine sis and rely on it in combat. 
Their natural fiery abilitie s and temper have earned them the 
nickname of "Hellhound s." 

Despite a high level of technology that include s self aware 
computers and advanced space program s, the wulfs have not de
veloped, and most will not use, long-range weaponry - at least 
not on their homeworld. The se psychic warriors live by an un-



usual code of combat that insists that opponents must face each 
other in close combat. They feel if one is to kill, it should be 
done close and personal, and that such a code actually reduces 
callous and casual murder. As a result firearms and energy weap

ons are uncommon on Omilla and used mainly off-world against 
aliens who have no "code.'' A wulf in combat will carry one to 
four different melee weapons , as well as rely on his natural 
psionic powers. The sword becomes an object of pride and can 
only be taken from the fighter when he is dead. Wulf melee 
weapons are of superior quality. 

Planet.ary defenses and spacec raft weaponry may also rely on 
psionic abilities as well as missiles or lasers. The canines have 
developed a wide range of psionic amplifiers that extend the 
range and damage of their abilities so that they are on the same 
scale as anificial weapons. All of these amplifie rs are very large 
and can only be mounted in buildings or on spacecraf t. A psionic 
amplifier weapon is roughly the same size as the heavy weapon 
it replaces and has effectively the same range and damage. Most 
an! plasma/fire. laser and force (telekinesis). These amplifier 
weapons make the Wulf spacecraft panicularly feared because 
the weapons do not fire in the traditional sense and utilize psy
chic energy instead of conventional power systems. The Wulfs 
have a strong military presence in space . but have remained neu
tral in the power srruggles between vario us factions. All Wulf s 
serve mandatory tours in the military for a minimum of three 
years. Many former and retired military personnel work as mili
tary advisors, mercenaries and bounty hunters. 

Wulf (pronounced woolf) 
Alignme nt: Any. but tend to be principled, anarchist and aber
rant. 
Attributes: LQ. 306. M.E. 406, M.A. 306, P.S. 406, P.P. 306 , 
P.E. 3D6, P.B. 206+3, Spd. 506. 
Hit Points: P.E. plus 206 per level of experience 
S.D.C.: 50 
Height: 7 feet plus 2D6 inches (2.2 to 2.4 m). 
Weight: 200 plus 2D4xl 0 pounds ( I 00 to 127 kg). 
Average Life Span: 80 years 
Super Abilities: All wulfs are nawral psionics with the power 

of pyrokinesis in addition to the usual abilities available to 
such characte rs. 

Natural AbiJities: Nightvision 600 feet ( 183 m) and sensit ive 
hearing 20 decibels beyond human range: +2 on initiative , + I 
to pull punch, + I to roll with impact and + 3 to save vs horror 
factor. 

Preferred Armor: Most Wulf s will wear full suits of environ
mental plate armor: A.R. 17. S.O.C. 200. 

Familiarity with Earth: The Wulfs have access to information 
on Earth equal to the "Has studied Eanh" result on the Fa
miliarity with Earth table. 

Special Weapons and Vehicles: The equiva lent to most type s 
of weapons. hover vehicles and spacecraft. Favorites include 
energy melee weapons. vi bro-blades and other types of pow 
erful melee weapons. 

Rifts Otes: Basically the same as the vulpese. 
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Feline Alien Races 
All feline aliens have cat- like features that include oval eyes 

and wide noses. Some look extremely human. while others look 
more feline. Fur usually covers their entire body and varies con
siderabl y in both length and colo r. Man y have retractable claws. 
fangs and superior physica l dexterity and balance. 

Altaican s 
The altaicans are natives of the thermal world, Thissia. Their 

number s are mostly located in the tropica l latitudes where tem
peratures hover just below 200 degrees Fahrenheit (93 C). They 
are a tall , powerfully built race with features similar to the lions 
of Eanh, although their mane s are not quite as prominent and are 
shaped differently. The fur is long and thick on their head and 
upper back but barely an inch long over the remainder of their 
bodie s. Colors range from tan to grey. 

Each altaican city is governed by a shaman-l ike mystic called 
a Wisam. Each city has one Wisam who keeps a counci l of my s
tic advisors. Of this co uncil , one member is elected to represent 
their city at the nation's capital. The capital and many major cit
ies are located on ancient sites with magical significa nce. They 
are called The Gathering Places. At The Gathering Places. the 
mystics are able to commune with their ancestors and the spirits 
of the planet for help and guidance. The spirits do not condemn 
or forbid the development of science because it is seen as pan of 



the natural evolu tion of the race. However, the misuse of tech
nology or magic will be judged against the offende r. 

With the blessings o f the spirits, the altaicans have made ad
vances in space travel and other high-tech areas. They have de
veloped bionic programs that are highly successful. and their 
space related achievements include moon colonies and deep 
space exploratio n. One area forbidden by the spirits is experi
mentation 10 develop super abilities or psionic power s. 

Most altaicans have a strong sense of justice, and feel a re
sponsibility to help the weak and less fo rtunate . Many of those 
who leave Thissia to travel to the stars, bring their personal 
sense of jus tice and honor with them. They are effecrively 
knights-errant who correct injustice and defend the innocent 
wherever they go. As the felines roam the galaxy, they may 
choose one planet or people to protect or avenge. Many will re
main on that world or with those people for decades, sometimes 
till the day lhey die. Some. especial ly the young. will swea r an 
o~Lh to right or avenge a particular wrong or engage in a specific 
noble quesr. The altaicans· term for a noble quest is a "Soul 
Find." Alta1cans on a Soul Find are often of se lfish alignments 
because they do not yet know what they want from life or from 
themselves. Eventually, most become scrup ulou s as they engage 
in a lifetime of helping others. However, there are evil and self
ish altaicans. Some become engrossed in war and cruelty. Other s 
seek glory and power at the cost of other people . 

The altaicans would be prime candidates for opposition to the 
Atorian Emp ire. but their homeworld is light years away from 
the Empire's nearest border on the outer edge of the Milky Way. 
Thu~. they know little about the Atorian Empi re and have neve r 
faced them in any conflict. However, as the felines make inroads 
into the outer rea~hes of the galaxy. they are begi nning to meet 

other intelligent life forms and have begun to hear stories about 
Lhe Empire, FAR (Federation of Allied Races) and other worlds. 

Altaicans (pronoun ced al-tay-can s) 
Alignme nt: Any, but you ng adventurers are often unprincip led 
or ana rchist, while older characters will generally be good or 
evil. 

Attri butes: I.Q. 3D6, M.E. 3D6, M.A. 4D6, P.S. 4D6, P.P. 
3D6+2, P.E. 3D6+2 , P.B. 3D6, Spd. 4D6 
Hit Points: Standard, P.E. plus I D6 per level of experience. 
S.D.C.: 1D6xl0+10 
Height: 5 feet plus 4D6 inches ( 1.6 to 2. l m). 
Weight: I 00 plus 2 D6x10 pounds (54 to 100 kg). 
Average Life Span: 70 years 
Super AbiJities: The following Super Power Catego ries are 

available to altaican characters: bionics, hardware, magic, 
mutants with super powers, and physical training. No altai
cans have psionic powers. 

Natural Abilities : As a native of a thermal world the charac ter 
is immune to the effects of heat and resistant to fLre (half 
damage). However, any temperatures below 98 degrees Fahr
enheit (37 C) is freezing to them and the alien wi ll su ffer ex
posure as detailed under the frozen wor ld descri ption unless 
they are in a heated survival suit. Also + I on initiative, +2 to 
roll with impact. 

Sped al Weapons and Vehicles : The full range of weapo ns and 
vehicles is available, except for antigravity dev ices. Sonic 
disruptors are a favori te weapon and two-man hove r cycles 
and jet packs are favo rite vehicles. 
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Preferred Armor: Will depend on the occupation of the Altai 
can. Most will u ·e the annors of their adopted planet because 
they are repairable and replaceable . Depending on the alien's 
perso nal tastes, this can be any th ing from a vest (A.R. I 0, 
S.D.C. 50) to Class Fou r Hard Armor (A.R. 17, S.D.C. 280). 

Familiarit y with Earth: Equal to the "Some familiarity" result 
on the Familia rity with Earth table . 

Rifts Notes : lf used in the Rifts RPG setting, the felines will 
be regarded as D-bees. The Coalition States and other human su
premacist s will see them as dangerous beings because they are 
inhuman, educated, and they promote learning and interracial 
cooperation. as well as practice magi c. 

l f set in the Rifts: Phase World environment, the basic set
ting p resented above for this book is satisfactory. The character 
will be an S.D.C. creature, like humans. who posse sses mega
damage weapons and technology. 

Concol 
Co l is a planet of low gravity surrounded by perpetual cloud 

cove r. As a result , the planet is a dark and g loomy twi light 
wor ld. The native life forms, including the concols, have devel
oped nightvis ion to allow them to function within this dark envi
ronme nt. The concols are a race of tall feline alie ns with rathe r 
drab grey or dark brown fur. T heir eyes are a vibrant ye llow and 
the ears are ta ll and poi nted. 



As they evo lved over the ages, other natural abili ties began to 
manifest that would change the outlook of the people and give 
them new direction. About 400 years ago. the people suddenly 
exhibited the ability to fly without wings or device s, and to pro
ject light from their bodies. Presumabl y, these abilities had al
ways existed. but had remained latent. What triggered them to 
suddenly appear when they d id remains a mystery. The concols 
took it as a sign that they should venture beyo nd their darkne ss 
and into a new golden age of technological, philosophical and 
sociological advancement. Within 200 years, their scientists and 
engineers had created vehicles to carry them above the clouds 
and to the stars. They want to see it all. 

New vistas have been opened to the concols. They exp lore 
and adventure just to see what will present itself next. Although 
many of them leave their homeworld never to return, most do 
not stay away for more than a few decade s, and frequently visit 
their world to regenerate their spirits. The felines who do not 
have the driving need to explore the universe stay on their home
wo'rld to explore other horizons in regard to literature , music, 
painting, all the arts and the mind. Most accept all people and 
cultures on their face value. Although they love to share and ex
change ideas, the concol never try to force their views on others. 
They revel in the experience of life and seek to unrave l its mys
teries. The felines are sometimes called the "philosop her 's cat" 
and are regarded as gentle, curious beings. However, while most 
concol would like to think this is true, they do not allow them
selves to be mistreated or caged. Now that they have been set 
free from the darkne ss that once caged them, they will never be 
imprisoned by the dark again . whether it is the darkness of their 
world. the darkne ss of the mind or the darkne ss of the soul. 

Concol (pronounced con-coal) 
Alignment: Any, but most tend to be good or unprincipl ed. 
Attributes: I.Q. 30 6, M.E . 306, M.A. 4D6, P.S. 4D6, P.P. 4D6 , 
P.E. 3D6. P.B. 4D6, Spd. 6D6+10 (x3 when flying) 
Hit Points : P.E. x3 plus I 06 per leve l of expe rience. 
S.D.C.: 2D4xl0 
Height: 9 feet, 6 inches plus 3D6 inches (3.0 to 3.8 m). 
Weight: 300 plus 3D4xl O pounds ( 149 to 190 kg). 
Average Life Span: 95 years 
Super Abi lities: All Conco ls have the following super abilities: 

Flight: wingless, super-vis ion: night vision, energy expu lsion: 
light and one other minor super ability of choice! 

Bonuses (In Flight): One additional attack per melee , +2 to 
strike , +2 to parry. +4 to dodge when hovering, +6 to dodge 
at 90 mph (144 km) and faster. and +4 damage for every 20 
mph (32 km) of flight speed. 

Natural abilities: Keen senses of hearing, smell and vision (+2 
on initiative and + I to ro ll with impact or fall). Their power
ful bodies also give them great speed and they can leap 12 
feet (3.6 m) high or lengthwise from a standing still position; 
double from a running start! The y are also + I 0% to climb, 
prowl and maintain balance. 

Spec ial Weapo ns & Vehicles: The concols have an affin ity for 
laser weapons and technology, but can use all types of weap
ons, vehicles and equipment. Their tech-level is high, but 
they don 't have antigravity systems. 

Preferred Armo r: Most Conco ls will not wear annor except for 
combat or when an environmental suit is necessary for explo
ration and space travel (A.R. 17, S.D.C. 150). Other types of 
armor can be used as well. 
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Familiarit y with Earth: The Concols study other planets that 
are less advanced than themselves to decide if they should 
help them along. Their data on Earth is equal to the "So me fa
miliarit y." For the moment , they, like many others, have de
cided to leave Earth alone . 

Rifts Notes: The conco l try to stay out of the affair s of others, 
but they fmd it difficult to tolerate beings who imprison and en
slave othe rs. Still they will try to stay uninvolved unless they are 
imprisoned or attacked themselves. If they feel threatened they 
can be deadly foes who will carry on the battle until the enslav
ing darkne ss is destroyed. Thi s means they are natural enemies 
to the likes of the Splugorth, vampires, demons and tyrants. 
Even the Coalition States will be seen as an enslaver of the mind 
and spirit that will entice the felines to free those enslaved 
through lack of knowledge and se lf-esteem. The CS will try to 
destroy them. 

In the Phase World setting, they will be regarded as heroes 
or meddler s depending on the person and their outlook on life. 

For Rift s settings, the concol can be S.D.C. creatures as de
scribed above or mega-damage crea tures with 2D4x l0 M.O.C. 
plus I D6 per level of experience . They possess mega-da mage 
weapons, armor and technology equal to the Coalition States. 
Optional Rifts Sub-pl ot: Unknown to the concol, they are an 
aborted experiment of the infamou s gene-spli cers. It was 
through genetic reconstruction at the hands of these insane gen
iuses that the felines developed not only super abil ities, but hu
man form and intelligence! 

Felias -------- -----
The felias are indjgenous to the planet Leine. They are a race 

of rail, black furred , feline humanoids that specia lize in collect
ing, collating and distributin g information. For hundreds of years 
these aliens have used their natural psionic and super abilities to 
sweep the galaxy in search of usable information. They co llect 
volumes of knowledge that includes names, places, dates, peo
ple, politics, governmen ts, planets, military bases . weapons, 
spacecraft, stars, weather , production facilities, technologie s, 
wars, assassinations , bounties, and scores of other subjects both 
mundane and impressive . Thi s information is stored and so ld to 
clients across the galaxy. For the felias, knowled ge is their most 
valuable commodity. 

All the felias are knowledge broker s. Many operate as 
spies/espionage agents, exto rtionists, negoti ators, researchers, 
historians, smugglers and mercenarie s. They make masterfu l use 
of their speed reading and total recall abiUties to remember and 
disseminate information. They can also make prediction s on 
probable outcomes based on hundreds of factors. Prized as advi
sors and historian s, felias agents are a presence in many places 
of power throughout the ga laxy, includi ng the Atorian Empire 
and the Federation of Allied Races (FAR). The felias are also 
one of the wealthie st races in the galaxy. 

Felias who respect the laws , mores and secrets of other 
worlds are respected and welcomed everywhere . However , this 
is seldom the case and many worlds have come to fear the pres
ence of a felia, terrified that embarrassing secret s or damagin g 
information may fall into their hands and be used against them. 
Some worlds and space stations have banned the felines from 
their territories. 



The entire Felias Information Network (FIN ) is regulated 
and directed by their governing body, known simply as the 
Board of Direction. which runs the entire society like a mon 
strous mega-corporation. Both collection and dispensing agents 
operate under their government's jurisdiction. Only freelancers 
and rogues don't have to answer to the Board, but they cannot 
gain legal access 10 FTN. Payments for information co llec ted by 
active agents are given Lo the Board. The money is used for nor
mal government maintenance and activities, plus each operative 
is paid a handsome sa lary. Freelance co llector s and brokers are 
not sanctioned or tolerated by the Board or other operatives . and 
bounties for lhese rogue agents are frequently issued to have 
them returned to the homeworld for a prison sentence or exec u
tion - the felias are extremely competitive. 

All infom1ation brokers are psionics. They collect informa
tion from the FlN (which co ntrol s a galaxy-wide informatio n 
network) and several sanc tioned collec tors that work for them in 
refiona l space. Collectors will almost always have super abili
ties, especially those involving heightened senses and stealth, 
such as invisibility and nightstalking. The felias' military , police, 
and enfo rcers are heavily armed and intolerant of alien law
breakers. Many are robots, androids or bionic so ldiers. others 
possess super abilities and psionics. Most collectors will have 
military educatio ns with plenty of espionage and surveillance 
training, while brokers commonly have espionage and communi
cations skills or a background in engineering or sc ience. 

Felias (pronounced fee-lee-ahs) 
Alignment: Any, but most are anarchist or aberrant. 
Attributes : J.Q. 3D6 (3D6+2 for brokers ), M.E. 3D6 . M.A. 
3D6, P.S. 4D6, P.P. 3D6+3, P.E. 3D6, P.B. 3D6. Spd. 4D6 
Hit Points: Standard, P.E. plus I D6 per level of experience. 
S.D.C.: 2D4xl0 
Height : 6 feet plus 3D6 inches ( 1.9 to 2.7 m). 
Weight: 120 plus 2D4xl0 pound s (63 to 91 kg). 
Average Life Span: 80 years 
Super Abilities: All felias have a minimum l.S.P. equal to their 

M.E. x2 plus I D6 points per level of experience and have the 
psi-abilities of speed reading, total recall and mind block. The 
average, non-super-powered character can select one addi
tional secondary (minor ) psi-ability and can pursue any occu
pation. 

All infom1ation brokers. gatherers and spies are natural 
psionics and can se lect a number of psionic powers (see the 
psionic descrip tion in Heroes Unlimited , page 127). 

Felias collectors can be from the Super Power Categories 
of bionic. robot, hardware or super-powe red mutant (the vast 
majority are the Jailer). Super feli?.s select two minor powers 
and one major ability or two major powers from the follow
ing se lection: Minor Abilities: Super vision: x-ray or ad
vanced sight. heightened sense of hearing, nightstalking, 
adhesion, or flight: glide or wingless . Major Super Abilities: 
Chameleon, invisibility, shape change. darkness control, in
tangibility, holographic memory projection. multiple be
ings/selves. mechano-link, or shrin k. 

Soldiers will either be bionic, robot, hardware , a muta nt or 
experiment with super abilities. Although they have collected 
data on magic, no felias practice the mystic arts. 

Natural Abilities: Keen senses, reflexes and powerful muscles. 
Specia l Weapons & Vehicle s : The felias have access to all 
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types of weapon s, annor, vehicles and technology, including 
Atorian Empire equipment. 

Preferred Armor: Most operatives will have plain cloth armor 
(A. R.: 14, S.D.C.: 50) and a suit of environmental body ar
mor (A.R.: 18, S.D.C.: 200). 

Familiarit y with Earth: Recently, the Felias ' Board of Direc 
tion has found the time to send sec ret FIN operatives to Eanh . 
They have no knowledge of Earth, as of yet. but that will 
change quickly. 

Rirts Notes: In the Rifts setting, the felia s will be co nsidered 
D-bees, spies and criminals. The character can select any of the 
mercenary. scho lar and adventurer O.C.C.s. as well as borg, 
headhunter , military specialist, RPA Elite/power annor pilot and 
techno-wizard. Many wi ll deal with the most unsavory charac
ters and may establish ties with the Coalition States, Naruni En
terpri ses, the Splugo rth , Cibolans, New Dragcona. the Black 
Market, crime lords, gangs and others. They may also engage in 
the cap ture and sale of slaves. The CS will try 10 use those they 
can manipu late and control and destroy those they cannot. 

The sett ing presented in the description for Aliens Unlimited 
as spies and infom1ation brokers is applicable for Phase World . 
The felias are not trusted and are likely to have loo se ties as op
eratives for Naruni Enterprises. 

For Rifts settings, the felias are S.D.C. creatures who use 
mega-damage weapons, am1or and technology. Tho se with 
psionic powers are either master psionics or mind melters! 



Giris - ------ -- -----
The giris are a race of feline humanoids native to the frozen 

planet Alora. Large sections of the upper layers of its crust are 
compo:,ed of crystal and other precious stones. Immense veins of 
gemstones and crystals fill the glaciers and frozen rock. The 
sheer volume of precious Mones i unimaginable. These fonna
tions are very important 10 the giris as a means of making 
money. The crystal and gems are sold off-world for industrial 
use in lasers and as gems for jewe lry and art. However, the 
stones have even greater value as a focus for power and a means 
of defense. because all gins have the ability 10 draw amazing 
powers from the gem!.. The!.e powers and wealth have made the 
giris arrogant and cold-hearted. 

After the giris discovered the first few spacefaring people. 
they became incredibly curious about other worlds with intelli
gent life and kept a watchful eye on many planets. both ad
vanced and primitive. Many g1ris happily volunteer to be 
mevibers of ,;tudy expeditions for extended periods of time. 
They do so not with thought!, of conquest, but with thoughts of 
finding new markets and new resources for gems. 

The :.tudy teams are usually government anctioned, but are 
typically sponsored by private industry. This means there is a 
certain amount of autonomy and self-interest among each group. 
The structure and motivation of these study groups vary greatly. 
Some are serious scientific expeditions, others are in search of 
new geological resources or people to exploit. Many are more 
like a bunch of rich people going on vacation 10 see how other 
people live. Many of these expeditions exploit the people and 
planetary resources of ocher worlds. because the giris tend to 
have little regard for other people. 

Giris (pronounced gir-iss) 

Alignment: Any, but tend to be selfish, arrogant and self-serv
ing. 
Attributes: 1.Q. 3D6, M.E. 3D6, M.A . 2D6, P.S. 3D6. P.P. 
3D6+3, P.E. 3D6, P.B. 206 + 1, Spd. 306+ 2 
Hit Points: Standard, P.E. plus I D6 per level of experience. 
S.D.C.: 45 
Height: 5 feet plus 3D6 inche ( 1.6 to 2.4 m). 
Weight: 100 plus 2D6xl0 pounds (54 10 100 kg). 
Average Life Span: 75 years 
Super Abilities: All giris have the narural super ability known 

as gPm power (see Villa ins Unli mited, page 29), which en
ables the character to release energy, bend light. bio-regener
ate and unleash many other powers. Furthermore, all giris 
have one additional major power of the player's choice. 

Natural Abilities: As natives of a frozen planet, the giris are ex
tremely resb 1an1 to the effects and damage of cold. They ge1 
a bonu!. of +4 to save v:. cold based magic and suffer half 
damage from cold. They will suffer from exposure as detailed 
under the frozen world description when temperatures rise 
above 55 degrees Fahrenheit ( 13 C). unless they are wearing 
a protective !.uit 10 keep them cool. 

Special Weapo ns & Vehicle s: The giris people are reasonably 
advanced, but their real knowledge and manufacturing abili
ties are limited to low-end items of fair quality. However, 
they buy whatever they need from others, which means they 
can acquire virtually any type of superior weapon, armor, ve
hicle or equipment they want. Many giris rely on their natural 
'>Uper abilities more than their technology. 
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Preferred Armor: Specific armor designs will vary depending 
on the individual's occupation. wealth and personal taste. but 
stylish am1or and environmental suits with family crests, gold 
trim, and gems are common. A typical environmental suit of
fering maximum comfort, movement and style will have an 
A.R. 14, S.D.C. 60. A heavy combat suit will have an A.R. 
18, S.O.C. 120+2D4xl0. 

Familiarity with Ear th: Several giris study teams have been 10 
Earth and have collected infonnation equal to the "Has stud
ied" result on the Familiarity with Earth table. 
Rif ts Notes : The giris will be considered dangerous. super

powered D-bees by the Coalition States. and dangerous. self
serving rogues by most others. It is the rare giris who as umes 
the role of a hero, protector or mentor. Most are self-serving op
portunists who will work as thieves, smugglers. assassins, spies, 
or criminals. Others will become advisors to those in power or 
try to ruJe over those less capable as a king or even a god. A giris 
character can be ANY of the mercenary O.C.C.s (see Rifts Mer
cenar ies). Many will have ties with the Black Market. criminals. 
evil forces and other unsavory characters. 

In Phase World, they will act as cosmic opportunists like the 
Naruni, except they are more laid back and hate to really work 
hard at anything. They will associate with the Naruni, Splugonh 
and anybody who can help them get what they want. They are 
not highly respected in the space community. 

Although super-powered. the giris are S.D.C. creatures and 
must use mega-damage technology for mega-damage protection 
and fire power. However. some of their super abilities may be 
mega-damage equivalents (see Rifts Convers ion Book One for 
M.O. super power conversions and adjustments). 



Linx 

The linx are an advanced, militaristic people from the planet 
Hista. who have engaged in galactic conquest, slave trade and 
strong-arm tact ics to build the ir power base. The avians known 
as threskians did not take kindly to the feline's encroachment on 
their space and a war erupted. The linx gladly accepted the chal
lenge and leapt into a war that would rage for half a century. The 
battle was hard fought, with devas tating casualties on both sides. 
The threskians held a slim advantage in the area of super-pow
ered operatives which successfully countered the linx 's more tra
ditional armored military, espec ially in regards to espionage. 

During the later course of the war, operatives of each race be
gan to appea r on their enemy's homeworld to destroy key targets 
and assassi nate leaders. These seek-and-destroy teams became 
increasing ly important to winning the war. Again , it was the 
threskians who were able to se ize the greatest opportunitie s 
through their super-agents. Super soldiers worked their way into 
positions to strike crippling blows to the linx 's military and po
litical infrastructure. They success fully removed severa l key 
leaders and replaced them with shape-changed impostors! These 
impostors infiltrated military operations, causing sabotage and 
sending their people information about the I inx 's strategies and 
battle plans. This enabled the avians to launch several preemp
tive attacks that devastated their feline enemy. The greatest blow 
to the linx was the impostor' s ability to instigate civil war that 
tore their people apart. This civil war on the linx homeworld led 
off-world colonies to also erupt into violence as many tried to 

94 

win the ir freedom while the linx were weak. Others became the 
targets of pirates and other enemies. 

Ultimately the linx were forced to withdraw troops to address 
crises on their homeworld. and dangers threatening their galactic 
possess ions. An uneasy peace agreement was signed by both 
parties and has been in force for about a decade. The linx never 
did uncover the full scope of the threskians' treachery or in
volvement in the civil crisis. The avians have covered their 
tracks well and it is likely the linx will never know how close to 
destruction they had come. If the threskians were more aggres
sive or evi l the linx would now be a thresk ian possession. 

The linx are still in the process of rebuilding. Some civ il un
rest continues both on their homeworld and on off-wo rld posses
sions. The military is omnipresent and martial law is in place at 
many locations. There have also been disturbing incidents with 
linx soldiers who have undergone experimental treatments to 
turn them into superbeings (an attempt to counter the 1hreskian 
agents). Many have gone AWOL to become mercenaries. crimi
nals and super villains. In the long run, the linx should survive 
the turmoil and remain a power to be reckoned with. 

There is great resentment toward the threskians and a pro
longed peace is not likely. Currently. the two galactic powers 
won't have anything to do with each other. The linx encourages 
pirates, freebooters and other troublemakers to plunder threskian 
ships and outposts by offering them limited (usually unofficial) 
protection in space under their jurisdic tion, to fence stolen goods 
(inc luding spacecraft), sell them supplies . and even provide them 
with helpful strategic information . 

Ironica lly, the threskians have had their own civil war con
cerning super-powered soldiers and are not the power they were 
during the 50 Year War. A second war would almost certainly be 
short and end with the linx as the victors (the felines don't rea l
ize this yet). 

Hista is a planet with a high gravity which has made the linx 
a short. powerful race. Their fur is long and shaggy, their eyes 
are a dark emerald green. Many have undergone bionic recon
struction , or are empowered by exoskeletons/power armor and 
most, male and female, have extensive combat training. 

Linx (pronounced links) 
Alignment: Any. NPCs will tend to be rough, gruff and aggres
sive characters of se lfish or evil alignment. 
Attributes: I.Q. 3D6. M.E. 3D6. M.A. 3D6. P.S. 4D6. P.P. 
3D6+6, P.E. 3D6, P.B. 3D6, Spd. 3D6x3 
Hit Points: P.E. x2, plus I D6 per level of experience. 
S.D.C.: 4D4x I 0 
Height: 5 feet plus I D6 inches ( 1.5 to 1.8 m). 
Weight: 100 plus 2D6xl0 pounds (5410 100 kg). 
Average Life Span: 90 years 
Super Abilities: Linx characters can select the followi ng Super 

Power Categorie s: Bionics (30%), robots ( 15%), hardware 
(20%), physica l training (20%), psionics (5%). or super sol
dier as a result of experimentation ( 10%). None practice 
magic. 

Natural Abilities: Keen hearing and sight equal to the minor su
per abilities of heigh1ened sense of hearing and advanced 
sigh1; + I on initiative , + I to roll with impact, +2 to save vs 
horror factor. 

Special Weapon s & Vehicles: Their tech-level is high. They 
prefer bionics, heavy weapons and explosives, but can use all 



rypes of weapons, vehicles and equipment, except antigravi ty 
systems. 

Armor: Riot annor: A.R. 14. S.D.C. I 10. Hard annor environ
mental suit: A.R. 18, S.D.C. 260. Standard Linx Combat 
Power Annor: A.R. 18, S.D.C. 400, +6 to P.S., double run
ning speed, can leap 20 feet (6 m) up or lengthwise, fly up to 
200 mph (320 km), maximum altitude 10,000 feet (3048 m). 
Weapon systems include ion wrist blasters (one on each ann, 
does 4D6 damage per single blast or ID6xl0 per double 
blast, range 600 feei/183 m), plus 2D4 hand grenades, energy 
rifle (typically plasma or particle beam) and sideann. 

Familiarity with Earth: None. 

Rifts Notes: Linx are aggressive warriors so they spell 
trouble for the Coali1ion and most others. Most will be merce
naries (any), borgs, headhunters, soldiers (any) or power ar
mor/robot pilots (any). The Coal ition States will destroy them 
because they are monstrous humanoid animals who possess bi
onics, robots, and high-technology - besides, they are most 
Ukely to be recruited as mercenaries by enem ies of the CS. 

The setting described for Aliens Unlimited is also applicable 
for Phase World. 

The linx possess mega-damage weapons and technology. It is 
up to the G.M. whether they are mega-damage creatures because 
they come from a planet with a strong gravity. If so, they will 
have4D4xl0 M.D.C. 

Pantherans---- -------
The pantherans are menacing looking creatures because of 

their sleek, jet black fur and blank, white eyes (actually the pupil 
and iris are such a pale blue and green that the eyes appear to be 
completely white). 

Always in search of knowledge and adventure, they were 
thrilled when they were contacted by beings from other worlds. 
Consequen tly. afte r a display of impressive generosity and kind
ness by the Atorian Empire, the pantherans made an alliance 
wi1h them. The deal was to 1um Seriv into an Energy Core planet 
for the Empire in excha nge for knowledge regarding advanced 
technology, particularly in the areas of manufacturing , microni
zation, compu1ers and space travel. Thi s meant turning the planet 
into an enonnous industrial facility with sprawling power plants 
and factories the size of cities. Luckily for the pantherans , their 
world was radioactive to begin with and they had adapted to the 
harsh environment eons ago, thus the levels of radiation and ad
ditional air pollution had no effect on them. In additfon, a battal
ion of Thropo warriors (see the ape entry) would be stationed at 
key faci)jties to defend them and to help teach the people in their 
operation. A space station would be built to give the felines their 
first step into the cosmos. The people of Seriv were delighted. 

Forty-five years have passed and the pantherans are becom
ing dissatisfied with their dealings with the Atorian Empire. The 
energy facilities have become larger and more extensive than 
originally described; to the point that they claim one-third of the 
planet's surface (with no signs of stopping there). Entire cities 
have been leveled and the people are forced to live at the gargan
tuan power plant or industrial city that replaced it. The number 
of thropo forces has grown at an alarming rate. In many cases, 
the apish soldiers have placed cities under martial Jaw and have 
become the ruling force. The space station is nearing completion 
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but it will serve as a military base for the small mantella and 
troppo fleet that "protects" the planet. When it is completely op
erational it will be manned by 10,000 rroops and accommodates 
a fleet of a hundred fighters and six battleships. 

As one might suspect, the Atorian Empire has been slow on 
its promise to provide the pantherans with useful information 
and the means for technological advancement. The government 
protests and petition s the Empire about the situation and breach 
of their agreement, but they are ignored. The only response they 
get is to cooperate and relax. Atorian djplomat s insist the prob
lem is only a matter of "adjustment" through a period of transi
tion. With time , everythi ng will work out fine. 

Without the promised technology, the pantherans are in no 
position to make demands or to force the Atorian Empire off 
their wor ld. However, they are fast learners and are quietly 
watching, learrung and upgrading their knowledge , weapons and 
equipment. Talk of revolution is in the air, but even the most 
militant pantherans must admit that they are no match for the 
combat troops and resources of the Atorian Empire . They would 
be hard pressed to repel even the current occupation force which 
is small compared to many Atorian Empire operations. 

The pantherans have always been a people geared toward 
learning and developing knowledge . Before the Empire ex
panded to include Seriv among its interstellar territorie s, the fe
lines were advancing quickly in the technologica l arena and 
were at a level roughly equivale nt to Earth of the I 950's. There 
was also a large number of mystics among them. Their pursuit of 
knowledge was not prejudiced or d ivided between science and 
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the supernatu ral. Many of these mystics have been lured into the 
service of the Atorian Empire as explore rs, specialists and body
guards off-world. As a result, there are very few mystics on 
Seriv, although a large number of young adepts (currently , most 
are first level or fledgling students) are turning to magic as a 
means to expel the Empire from their world. 

Despite the Empire's insistence that everyt hing will work out 
fine, revolution and war are on the horizon. lf the opportu nity 
should arise, the pantherans will join forces with enemies of the 
Empire . In fact, several thousand are in the service of the Atorian 
Empire's military and labor force. as well as a handful of adven
turers and free agents who are in space gathering information 
about the atorians, the galaxy , technology, weapons, space travel 
and the enemies (potentia l allies) of the evil Empire. 

Pantherans (pronounced pan-th-a ir-ans) 
Alignment: Any, but most lean toward good. 
Attributes: 1.Q. 3D6+3. M.E. 4D6, M.A. 3D6, P.S. 406, P.P. 
3b6+2, P.E. 4D6, P.B. 3D6. Spd. 3D6x2 
Hit Points: Standard, P.E. plus I 06 per level of experience. 
S.D.C.: I D4x I 0+20 
Height: 6 feet plus I 06 inches ( 1.8 to 2.0 m). 
Weight: 190 plus I D6 pounds (87 to 89 kg). 
Average Life Span: 70 years 
Super Abilities: A character can be built from any of the Super 

Power Categories described in Heroes Unlimited, but the 
majority will be magic. physical training and hardware. 

Natural Abilities: +6 to save vs radiation poisoning and suffe rs 
half damage, +2 to save vs toxins, pollution and disease, +I 
on initiative. can leap 15 feet ( 4.6 m) high or lengthwise, are 
natural climbers (80%(70%) and swimmers (65%), and can 
see into the ultraviolet spectrum of light. The pantherans 
themselves are slightly radioactive. Anyone exposed to them 
for a period of two weeks or more will run the risk of suffer
ing radiation poisoning (see high radiation world description 
for details). 

Special Weapons and Vehicles: Limited availability, especia lly 
on their homeworld, but those in space can acquire just about 
anything if they can afford it. Vibro-blade weapons and de
tachable jet packs have become a favorite among rebels. 

Preferred Armor: Again, availability is limited, especially to 
those trapped on their homeworld - their atorian masters 
don't want a disgruntled people 10 have too many military re
sources. Ln space and under Atorian Empire military service, 
the pantherans are eq uipped with atorian weapons and armor. 
PAE-2 enviro nmental suitS provide an A.R. of JO. and 45 
S.O.C.; they also contain the radiation. PAE-6 environmental 
power armor has and A.R.: 17, S.O.C.: 200, and a detachable 
jet pack . 

Familiarit y with Earth: None. 

Rifts Notes: The pantherans will be considered feline D-bees 
on Rifts Earth. They can be escaped slaves, explorers, adventur
ers or freedom fighters who have co me to Earth via magic. Free
dom fighters will be looking for weapons, technology and allies 
to use against the Atorian Empire. If they stay out of the way of 
the Coalition States lhey will not be sing led out for destructio n. 

On Phase World, the setting presented in thei r description 
here will be applicable. Some may be mercenaries, adventurers, 
or slaves. 
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The se cha racters are S.D.C. beings, like humans, who must 
acquire mega-damage weapons and equipment. 
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Pume 
The planet Gorthia is surrounded by a toxic armosphere, but 

there are life forms that have managed to thrive in its inhospita
ble environment. The most prominent of these life forms is a 
race of intelligent, humanoid felines called the purne (pro
nounced "poo-may"). These tall, feline humanoids resemble 
Earth tigers. They are physically powerful and possess psionic 
powers. Most live in an almost mystical culture of meditation 
and soul searching for inner peace. They are self-disciplined. 
alert and sensitive. 

The pume believe that as creatures of free will and thought, 
they are chaotic by nature. The multitud e of choices a person has 
to make is a constant storm inside each individual. It is each per
son's respon sibility to keep that storm as cairn and restrained as 
possible. To help themselves understand and control the chaos 
within themse lves, the Pume regularly study other people. Most 
of the felines use observations as a way to insight about others 
and themselves. 

About one third of the population practice an ancient philoso
phy known as Subjugation. The idea is that one cannot truly un
derstand himself or the world around him, unless he has first 
hand experience. Thus, those who practice Subjugation perform 
actions, good and evil. in order LO gain first hand experience of 
them. In this way. the person will be better prepared to suppress 
that action or emotion in the future. Pume who follow this path 



may even com mit murder. tortur e, arson and other crime, but the 
idea is to do so only once or twice as a learning experience and 
never again. Furthermore, most do not inflict their heinou s 
crimes on innocent people. Thu s, it is not uncommon to hear a 
pume to say something like , ··J tried murder once. I didn ' t like it 
(or it was too chaotic) and I cry 10 avoid it now. So please do not 
tempt me to do otherwise.'" Surprisingly, this approach does give 
the pume an inner peace and understanding of life and enabl es 
the 10 control their emotions! 

There are, however. a number of people who choose Subjuga
tion and are not able to control the storm inside themselves once 
they let it loose. Sometimes they like the horrible things they do 
and the emotions they feel, and con tinue to do them out of self
gratification. The se villainous rogues are call "Chaos Riders" or 
the '"Children of Chaos." Purne given over 10 chaos are almost 
always anarchist, miscreant or diabolic in alignment and are 
likely to develop insanities (particu larly obsessions) as a result 
of their life-style and beliefs. 

Most young pume (teen to 50) are on the quest to discover 
themselves and find inner peace. These characters can be amaz
ingly chaot ic and may even seem schizophrenic as they change 
emotions from quiet, soft-spo ken reserve to boisterous outbursts 
and sudden acts of aggression. Th ey tend to take wild chanc es 
and try to experience everythi ng they can. Elder pume, by com
parison, are usuaJiy demure, soft-spoken and friendly. However, 
even they can perform sudden acts of strength and aggress ion. 

The pume are technological ly advanced and have integrated 
the sciences. technology, art and philosophy of man y alien cul
tures into their own. They love to exp lore the univer se and to ob
serve and interact with others as much as possib le. They make a 
temporary alliance or assoc iate with a parti cular group or race 
for decades. but are just as likely to disappear one day. To expe
rience life they will join other people's causes and fight their 
wars, but it is likely that there will be just as many pume on the 
opposing side! 

Pume (pronounced poo-may ) 
Alignment: Any, but most yo ung are anarchist, while older 
more experienced characters will be good or evi l. 
Attribute s: 1.Q. 3D6 . M.E. 3D6, M.A. 3D6+2, P.S. 5D6, P.P . 
4D6, P.E. 3D6, P.8. 4D6, Spd. 6D6 
Hit Points: P.E. x3, plus I D6 per leve l of expe rience. 
S.D .C.: 2D4xl0 
Height: 9 feet plus 2D6 inches (2.8 to 3.0 m). 
Weight: 400 plus I D6x IO pounds ( 186 to 208 kg). 
Average Life Span: l 00 yea rs 
Super Abilities: All pume are master psionics and ca n select 

two major psionic powers and I D4+ I seco ndar y (minor ) 
abil ities. I.S.P. is M.E .x2 +IO and an addi tional 206 point s 
per level of expe rience; plus the character has the martial arts 
and gymnast ics ski ll as found in Heroes Unlimited , and can 
pursue any occupat ion. 

Special Option (see Ninjas & Superspies): Those who 
study the ways of Subjugation are similar to the Chinese mys
tics of Earth. They know martial ans combat equa l to Com
mando (agent; quickie Jujit su, page 83 of N&S), plus the 
follow ing martial arts powers: Select two atemi abilities or 
body hardening exercises. select two chi mastery or zenjoriki 
ahilities. and selec t two martial arts techniques or special 
kmas. HOWEVER. the character loses all but one minor 
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psioni c ability (powers manifest themselves as the spec ial 
martial arts abilities listed here ). 

Specia l Weapons and Vehicles: Any, including antigravi ty 
items. Many pume , especially those who practice Subj uga
tion , prefe r ancient types of me lee weap ons. alt hough they 
may be high-tech versions like vibro-blades and energy 
shuriken s. A pume energy shuriken: Range: Thrown, abo ut 
200 feet (6 1 m). Damage: 4D6 each. 

Preferred Armor : Lightwei ght, fiber suit that looks like silk but 
is as tough as stee l: A.R. 15, S.D.C. 42: no prowl or move
ment penalties. Full environmental Hard Am1or: A.R. 17, 
S.D.C. 280, - 15% 10 prowl. climb or perform acrobatics and 
gymnastics. Other co mmon suits and armor may be avai lable. 

Fam iliari ty with Earth: Some knowledge. 

Rifts Notes: In a Rifts setting, the pume can be a mystic. 
mind bleeder, mind melter, wilderness scou t (with master psion
ics) or rogue scholar (wit h martial ans training or master psion
ics). Th ey will be cons idered feline D-bees on Rifts Earth. They 
can be escaped Splugorth or Naruni slaves, or exp lorers, adven
turers or mercenaries and freedom fighters who have come to 
Earth via magic or a dimensional anomaly in space. lf they stay 
out of tbe way of the Coa lition States they will not be sing led 
out for destruction. 

Th e setting described for Aliens Unlimit ed is also app licable 
for Phase World . 

The pume possess advanced mega-dam age weapons and 
technology. but is an S.D.C. being, although :,ome of their pow
ers may inflict mega-damage. 



Humans & Humanoid Alien Races 

Humans are ... well, human. Stran ge ly enough, human being s 
j ust like those on Earth are found sca ttered throughout the uni
verse. Some have minor physical d ifferences (and attribut es) but 
if they are true human s, they ca n mate and bear offsp ring with 
Earthlings. 

The human-like alien races resemb le Earth humans so close ly 
that they can walk among them unnoticed . A varia nce in their 
physical statu re, build or dens ity may ident ify them as diffe rent , 
but not necessarily alien. Many of them are identical to human s, 
right down to their ce llular structure. Since the Earth peop le of 
Heroes Unlimited have not developed planet spanning space 
technology. they are not typically a major participant in galact ic 
travel. exploration or colo nization without extraordinary means 
(super powers. magic, dimensional rifts, etc.) or alien interven
tion. Whether or not the humans from other worlds are related to 
those on Earth in any way (which is likely) will probably remain 
a my~tery. Except for some modification s resulting from adapta 
tion to other environ ments, treat these aliens as adva nced human 
beings. 

Humanoid aliens in the context of Heroes Unlimited , are 
ones that close ly resemble hum ans, but have one or more physi
cal traits that set them dramatically apart . These being s are a dif
ferent species and cannot bear offspring with human s, no matter 
how simila r they may appear. The sub- table given under step 
two of the Expanded Character Generation section gives 
quite a few options, but it does not begin to explore all the possi
bilities. Minor charac teris tics can range from six finger s on a 
hand to fangs or an unusual growth pattern for hair . Major char
acteristics could be oddly -shaped head s, longer proportion s, two 
hearts and so on. The following are ju st a few exa mples. 

Aluta ----- ------
The planet Rizza is the home of two distinct human -like 

races. In the upper latitudes of the southern pole , half a world 
away from the klikita , the aluta make their homes on the glacial 
ice of the frozen planet They are a race o f humanoid s very simi
lar to Earth humans. Their most st riking physical difference is a 
pair of large, pointed ears which give them an "elf-like" appear
ance. Most have long, black or brown flowing hair , fair skin and 
grey eyes . All aJutas are gifte d with psionic abilities that mani 
fest around the time of puberty. 

The aluta carve and shape cave cities out of the glacial ice us
ing psionic abilities such as hydro kine sis, pyroki nesis, and tele 
kines is to cut, me lt, and move large sec tions of ice . They also 
have an adva nced civilization with sciences, engi neering and 
space capabi lities . They've even perfected antigravity vehicles. 
As one might expect , they rely heavily on their natural abi lities 
and often prefe r to use them instead of machine s or equipment. 
In fact, there is a small, rad ical movement among the aluta to 
abandon their dependence on machines and rely entire ly (or 
mostly) on their psionic powers . Th ese radicals also suggest that 
alutas are superior to most other races and should conque r them , 
starting with the k.likita. 
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Gene rally speaking, the vast majority of aluta are sym pathetic 
toward s other races , and are famou s for helping and advising 
civilization s that are less deve loped or successful than they. Ex
cept for the occasional radical , they are never condesce nding 
and are genuinely concerned and helpful. This is a gene ral point 
of argument between the haugh ty k.lik.ita. The alutas will se ll the 
services of their military to peop le or plane ts in need of aid, but 
it must be a worthy, humanitarian ca use. Tho se who use their 
gifts for mercenary purpo ses or to cause dissensio n and unrest 
are considered psionic leeches . The most extreme are cast out 
from alut a soc iety. 

Aluta space program s are designed to explore space, make 
contact with other life forms and establi sh an amicable relation
ship for their mutual growth , development , trade and defe nse. 
They never push themse lves on others, and leave if the indige
nous people don ' t want them there , or are frigh tened by their 
presence. 

Alignments: Any , but most alutas are generally good. Radicals 
of the small mi.litant supremaci st movement are typica lly selfish 
or evil. 
Attributes: I.Q. 306 , M.E. 306+6, M.A. 406 , P.S. 3D6, P.P. 
3D6 , P .E. 3D6, P.B. 3D6+2, Spd. 306 
Hit Points: Standard, P.E. plus I D6 per level of experie nce. 
S.D.C.: 45 
Height: 5 feet, 8 inche s plus ID10 inches ( 1.7 to 2.0 m). 
Weight: 150 plus ID6xJ0 pound s (72 to 95 kgs). 
Average Life Span: 170 years . 
Race: Aluta humanoid s 
Super Abilities: All alutas belong to the power category of 

Psionic s only. As natural psionic s, they can select three major 
powers and six secondary psi-powers. I.S.P . is M.E.><2 plus 
the roll of a 20-sided die. 

An aluta can be a full or partial cybo rg, usually the result 
of gr ievous physical damage to his body , but loses most of 
his or her psionic powers. All tha t remains is 10 4 minor 
abilitie s. 

Natural Abilities : Resistant to cold, suffers half damage from 
any cold-based attack or environment. In heat above 60 de
grees Fahrenheit ( 15 C), they suffer from heat exha ustion and 
expos ure (see the exposure rules unde r the Frozen World de
scriptio n). Th eir environme ntal space suits protec t them from 
the heat and radiation of other worlds. 

Special Weapon s: Most alutas rely upon psionics for attack and 
defense purposes. Tho se that have no offe nsive powe rs de
pend on energy weapon s and TK force field gene rators. 

Special Vehicles: Antigrav ity Disk: A.R. 18, S.O.C. 45 , maxi
mum speed is 100 mph (160 km), or can hover stationary, 
maxim um altitude is unlimited. Maximu m weig ht allowance 
is 1,000 pounds (450 kgs). They also have antigrav ity flying 
disks (look like flying saucers ) that come in sizes that can ac
commodate five peop le , 20, 50 or 150! 

Special Armor : Mos tly light , padded enviro nmenta l suits 
/spaces uits: A.R. 10, S.O.C. 55 (weig hs 14 pounds/6.4 kg) 
and/o r teleki netic force field generator. Th e latter is generated 



via a special psionic boosting helmet. headband or brain im
plant. 

The TK force field is artificially induced, and is in addi
tion LO natural psionic powers. To activate, it costs IO T.S.P. 
and has an A.R. of 20 and 50 S.D.C.: duration is 20 minutes. 
When the duration time elapses or the S.D.C. is destroyed. 
the psionic can raise a new force field l D4 seconds after rhe 
previous one vanishe!->. Characters who have natural telekine
sis get a bonu\ 25 S.D.C. and double duration of their force 
lield for the same I.S.P. cost. 

Familiarit} with Earth: They have collected a wealth of infor
mation on a multitude of planets from their numerow, deal
ing~ with other races. Included in this data is information 
ahout Eanh equal to the "Some Familiarity" result on the Fa
mil1amy With Eanh table. 

Rifts Notes: If used in the Rifts RPG selling, the character 
will he ,ecn a, a mutant human. elf or treacherous D-bee who is 
feared or hunted (and de,1royed1 by human supremacists like 
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those of the Coalition State~. Arrival on Rifts Eanh is likely via 
a d1mens1onal anomaly. black hole. dimensional experiment. 
magic or as a \lave or refugee. The Splugonh and Olher s lavers 
are alway,; on the lookout for ~uperbeings and psionic characters 
as slave\. Their level of technology will al<;o make them appeal
ing. 

If set in the Rifts: Phase World environment. the scenario of 
slave. explorer. mercenary. or space adventurer works fine. Most 
are good guy-,. but other~ may be villain~. 
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These characters are S.O.C. life-forms who need mega-dam
age weapons and armor for mega-damage protection and fire
power. Quickie Conversion: Technology/weapons/armor can be 
simply switched from S.D.C. to M.D.C. for quick conversion 
and integration. Thus, if the body am1or had an A.R. 13 and 70 
S.D.C., it would now have an M.D.C. of 70 (A.R. not applica
ble). Similarly, an energy weapon that inflicts 3D6 S.D.C. would 
now inflict M.D. instead. Or the Game Master can keep the 
alien's S.D.C. technology and make the character acquire mega
damage items just as any human does. The super abilities of the 
character would inflict the equivalent in mega-damage (see Rifts 
Conversion Book One for specific super power conversions). 

Arerri 
The arerri are a race of tall humanoids from a turbulent planet 

named Arora. The almosphere of Arora is filled with debris and 
particles lhat lash about in perpetual wind storms. To survive in 
this environment, the Arerri have evolved a tough. lumpy. ar
mored hide. Skin colors range from a peachy flesh to a multitude 
of browns and grays. Despite their large. coarse appearance. the 
Arerri are an intelligent race who have achieved many technical 
advancements. 

Their scientists have perfected superpower inducing experi
mentation, bionic augmentation. and robotics technology. Their 
technological achievements include full sensory holograms, tele
portation devices, light speed travel, panicl e beam weaponry, 
fully automated robots suitable for virtually every task. and they 
are currently experimenting with warping space. and dimen
sional travel. The arerri pursue all facets of knowledge, includ
ing magic. and have developed a nearly utopian society. but they 
have to guard it carefully. Jf other races were to learn of their 
achievements, half of the galaxy would be banging on their door 
and the arerri do not want that. Despite their successes and ad
vancements, the arerri have none of the arrogance of the kassans. 
klitika and olher races. There has nOl been a war on Arora for 
300 years and the people want 10 keep it that way. 

The planet is dotted with huge domed structure that stretch 
for miles in diameter and are hundreds of feet high. Inside these 
armored shells are the cities. It is necessary 10 shield their homes 
from the constant storms which wreak havoc outside of the 
domes. The Arerri also use the domes 10 help hide their cities 
from prying eyes. They rarely permit other races 10 land on their 
planet, and most people avoid it because the atmosphere il> so 
uninviting . 

Arerri spacecraft are intentionally outfitted with technology 
roughly equal 10 any other advanced race. so that if a ship should 
happen to be captured, teleponers and other highly advanced 
items will not be found on it. Such items are few and rigged to 
self-destruct in the event of capture by hostile forces. These tac
tics have worked for over 250 years. 

Alignments: Any, but the majority are good. 
Attributes: I.Q. 4D6, M.E. 3D6, M.A. 2D6+2. P.S. 3D6. P.P. 
3D6. P.E. 30 6+2. P.B. 2D6. Spd. 3D6 
Hit Points: P.E. plus 2D6 per level of experience. 
Natural A.R.: 14 
S.D.C.: 4D6x IO plus 25 
Height: 6 feet plus 4D6 inches (2.0 10 2.4 m}. 
Weight: 200 plus 4D6xl0 pounds (109 to 200 kgs). 



\, l'r.tgl' Life Span: 95 year. 
\upcr ab ililie~: \rem Lan bt: an) of the :..upcr power catcgorie:-. 

Hind 111 lleroe, Lnlimited . ~o ~t are I lardware , Phy:..ical 
I r.1111IH!,!. or Rnho1,. On!) a hamJI ul are Experiments. Magic. 
\lut,1111'. nr P,w111c,. the} tend to avoid h10111cs and really 
do11·1 m:t:J annor ht:c.iu,..: 111 their natural S.D.C armor . 

Rohol d1araL1er, can he a tran,terred arerri inte lligence. an 
.1rt:rri \H'~1rin/,! an t'\o-, l,.c le1011/pov.cr am1or ,ui1 or riloting a 
rnhot ,cim;le. I lowe,er. 1he mhot character i:,, ju\l a, lil,.ely to 
he a ,oph1,11catcd artllicial intelligence - a 1rue robot cre
ated h, the arcrri for exrlora 11on. rc:..carch or defcn:..e/protcc-
111111 ftyp1rnl hudgl't !alb mto the 10 to I::! mill1011 catcgoncq , 

\atural \hili tie,: Can hreathe t0\I C fume, and pollu11on wi1h
•ul 111 l'llci.:1. +" to ,a,l' , , d,,ea,e. drug, and 1701,on,. re...iv 
.1111 10 fire. h\!at. and cold (doe, hair damage) . 

,pel'ial Weapo n~: I. Sonic Bl:Ner (J21'lol m ,mall rod): Range: 
6'i ke1 120 m). damage 1D6 S.D.C. .u1d half of that damage 
"di t!O righl through hod, annor 10 affecl the per-,011 irn,ide 
!dot:, nut J)l'lll'tratc annored veh1cle::,l. Payload: I:?. :..hot en
erg, , lip 

_ \ontL Ba1ooka: Range: 500 rec1 1152 m). damage 
1 l>Ci:, lll \J) C. and hJ!i' goe, through the am,or. bionic 
,h1clding or , ch 1l'lc and affect-. the per,on or people 111,1de ! 
1';1) 111,1d: 12 ,1101 cneig) clip. 

'- P:1rticlt: Beam Pi,tol. Range: 100 feet (}0.5 111). damage 
61)6 S.D ( .. payloaJ: IO ,ho 1 energy clip. 

-+. P.1rt 1cle Beam RI fk : Range: 1600 feet r 488 ml. damage 
oD6+ 12 S.D.C.. ra) load: 20 ,ho1 cnerg) cilr. 
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They also have acces~ 10 all common energy weapons. 
computers. armor and vehicle~. 

Special Ve hicles : Micro-jct hover booh: Maximum speed 60 
mph (96 J..m). can hover 3 to 100 feet (0.9 to J0 .5 m) above 
the ground. maximum altitude is 1000 feet (305 m). S.D.C. 
40 per boo1. A jet pack that goe:, twice as fast and high ( I 00 
S.O.C., A.R. 14) i~ also available . 

Special Arm or: The arerri tend IO rely on their own protective 
hides. but abo use robot exo-l>kele1ons and protective ~pace
suits. 

Fa milia rity w ith Earth: Equal to the "Some Familiarny" result 
on the Fam1hanty With Earth table. 
Rifts oles: Character~ who arri.,,c on Rifls Earth will be 

~een a~ dangerou:- D-bee:.. to be feared. hunted and destroyed by 
human ~upremac1s1s. Arn val on Rtlb Earth 1s likely via a climen
..,1onal anomaly, d1mens1onal experiment. magic or as a ~lave. 
The '>plugorth. cibolans. narum and other slaver~ will lind the 
arerri 10 be very auractive for gladiatorial games and slave labor. 
They v. ill aho covet 1heir ~t:ien111ic i,.nowl..:dgc and weapon~ for 
military exploitation. 

If set in the Rifts: Phase World environmenl. the ,cenario of 
<,lave. explorer, mercenary. or space adventurer \\Ork, line. 
Some are good guy:, and other~ are villains. 

The arcm are mega-damage crea1ures in Rifts em ironments. 
If the character ha:,, 190 S.D.C .. it becomes 190 M.D.C.: the 
same is true of their rohots. space,hips and equipment. The su
per abilitiei, or the char:ll·ter are also likely to innict the equiva
lent in mega-damage (see Rifts Co nversion Book O ne for 
specific super power conver:,ion:,l. 

Arismal ---
The arismal are a race ol human-like aliens originally from a 

planet of the !>ame name. The planet Ari~mal orbited a dari,. ,un 
which emitted more heat radiation than ii did light. rnai,.ing it a 
dark but wam1 planet. The ,ociety and civilization of it:-. natives 
advanced to rival those of other galactic races. Their military 
spacecraft patrolled local space and mcrchan1 craf1 from Olher 
races came 10 trade with them. Then. one fateful day. a convoy 
of military craft. u:-ing "point-to-point'· travel. mistakenly locked 
onto Arismal's gravity field (see the Space Travel section for de
tail-,), :,,ending 10 massive space:.hips colliding into the planet al 
the speed of light. The col lision literally cracked 1he planet in 
half, killing billions. Only a few thou:.and Arismab on military 
duty off-planet survived the destruction . 

The arismal survi,or:,, were all pan of the milit.lf) !>pace pro
gram. Just like any military organintion. 1hey repre!>c111 many 
educational backgrounds . including scientists. docwr,. engi
neers. pilo1s. and combat personnel. Under strong military lead
ership. the arismal have stayed together as a m1litanstic 
organization, liv111g on their ba1tleships while ,ear ching for a 
new home. The officer., do not want their people to be Jivided or 
lured away. so it i, very difficult lor per,onnel to get parnission 
LO leave a ves:..el,. or have direct co111ac1 wi1h other life fom1s. 
fapecially when mhiting a planet or doci,.ing a1 a ,pal.'c station to 
acquire supplies. or make repairs. It i:-. not imrossiblc. however. 
and several hundred soldier~ have de:,,encd/c:,,capcd to begin new 
lives. 



A.II ,nld1cr, have mm1-la,cr-, and amigra\ ity \Uit~. Specia l 
force, urnh mdudc rohot per,nnnel. hion,c ,oldier~, and thme 
\\ 11h ,upr1 abil1l1l~'-or p,iorn c pov.cr-,. Thc,e ,pecia l operat ives 
arc u,uall) u1mha 1 ,pcciali,1,.and arc ,,,ucd kisentlle knive, . 1n
,1l•:td of 111111 l,i\c r, . and hover c yclc, for trnn,portal 1011. 

\lil!nmcnl : \10,1 arn,mal arc ,crupulm" and principled . aber-
ra1 I I lhl' 1111,,1 n11111rn,n nf the evil aligmncnt,. Other align 
ll1l'lll, .ire pu,,1bk. c,peuall} among rogue, and dc,crter~ . 
\n,rn.11 ,,! l11gh rank trl' 1, ptrnll~ rurhle,, and dcterm111cd 10 

h11ld 1,11111 thL'II pn\H'r ,II an~ Uhl 

.\ltnhu h',: I() \llfl. \I I ;J)(l \1. \ H)6 P.S 1D6. P.P 1D6. 
PI 11>1,. PH ,llti, 'ipd 11>1, 
Hit Poinh : 'i1,11,dard I' I plu, I l><i Pl'f k\d ,11 c:,pcnc11ec 
",.I> < .: ill 

Heieht : " kel plu, .11 >ti 111d1e, 1 I !l to I :-; m J 
V\ 1:ighl: 11111 plu, 2))-1-< Ill pound, l "i-1-111 :·C kg,i. 
\ H•ral!l' I ifr Span : 1HI \e,ir, 
Ran um,111 
'iupl ·r \hiliti~, : 011 I .illh the 111,qorll) nl hum 111, arl' .tvcrage 

1,· ,pie .ind mm ,1 ,111.1ol 111111ont) h,t\ l' ,uper ah1ht1L'' .\mong 
thl .m,m;tl ,11u,111"n ,, 1nc1'l:d. :'\l•,irh c,cl)·une ha, "line 
,upct ,1h1ht\ ,llld 111)1\ ,I IC\\ dll 1101 tOl 10'',) n,c ;J\erage 
111 '--1', 1 .111,m,tl It.a-., 11nc rn t\lll mmor ,upc r ahil111c,, trc 

'-llletlll\ .111 cxtraunlmar~ a11nhu1c \ ,m. 1ller percentage (5'i-
71J' \1 II h:i1e high!~ de\el11pc<l .1110 , .1ncd , uper abrliuc~ 
(t1u11111111,r ,llld ,111L' 111,qor. 11r 1110 ni.iJor po\\cr, \11th no 1m
nw J1tl\1e1, ,111d ,1>11\L' 111.11111\.',1 111lr,•d1hk po\\er, (80- 0()r't 

h.1\t l\\11111:111,r ,111d I D-1 • I 111111m po"L'r,. or three maJnr ,u
per .1hili11l•,. or ,c1c11 p,11miL pm1er,1 

Jiu,,.-"ithout ,u 1x-r abtl1t1c, can rccc1n· biomc 1111planb 
or 1ra1mng 111 pilu11ng rohot po\1er annor and/or 1clm:le,. 

'\atur.il \hi li lic,: Thl' \n,mal arc al home\\ llhout light. S1x1y 
, :11 , , 1 lt)!hl ,, co11,1dcrcd c ,1remel } bnghl. To move about 

111 tht' cq111\ ak111 111 Earth ,u11l1ghl. the) mu,1 either wear 
d,uh ph11111,1•11,1111,• goggle,. or other pro1cc1ivc cove ring or 
,tre hhmit'cl 1--l on in1t1a111,•. X 11, ,1nkc. pmT) . and dodge) . 
On the up ,iLk they h.,ve n1glm iwm to a range of 600 reel 
( IS~ 1111 and ,e 1h 1111i: hL·,11i11g 120 decihcl~ beyond nom1al htt-
111.111 range 1 

Spcl'i a l \\ capon,: \II ,old1cr, are 1,,ued m1111-la,er, (range: XO 
ll'el/2-lA 111 damage 21)6 '-;.D.C.. 10 ,hot c:ncrgy chpl. ex
c.-pt lrn ,peLial lorcc, mcmhcr, \\ Im reee1vc ki,entirc knivc~ 
, kngth 1, 111che,(\X un. \\l.~1gh1 I 2 pound, 10.5 kg). damage 
20<,+~ \.DC 1 

Special \. chid e!>: Antigra\ It) ,u11' are ,randard i,sue (maxi
mum ,peed 90 mph/ I-IS km. S.D.C. JO. can hover from ()ne 
10 I .200 lt:l'l/0 1 to 166 m J. Maxunum weight a llowance 1s 
,:iuo p,ntnd, 1225 kg, J. but the ,pecial forces 1en<l lO prefer 
h<ner l\'lk, (trn\\imum ,peed 120 mph/ 190 km. S.D.C. f 10. 
.md \.°a11 howr Imm , w 20 rcct/(J.9 LO Ii. I m above the 
gmumlJ. 

Preferred \rmo r : :\ri,ma1'. are i"ucd nomrnl half ,;uit:,, of .ir
mur t \ R 11. S.D.C SO 10 751. For comba t mis,ion:,. appro
pnah: hi:a\\ or lull hod) armor will he i,succl. Thi, will 
pmhabl) he hard a1rnor J\.R. 15 10 17 "11h an S.D.C 150 to 
~(){) 

Familiaril_, \;\ ilh Earth: Although the planet An,mal w:h 
.tlrn,, thr g,tl.1x) Imm Eanh, it, rcop le have nearly identical 
cu llurc,. hcl1ch. language,. ,111d value ,y,tcm,. The An,mtll 
\\\lltld ,ure l) he intt:n.:,tcJ in Earth if they learn about 11. hut 
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a, or ye1. the) have 11111. The) ha\ e tht· ClJLII\ ,tll.'nt o l the " I la, 
~tudie<l Ea11h" 1e,u lt on the ramiharit) \\ ith Earth rahlc 

Rifts '\ olc, : If u,cd 111 the Rith RP( ; ,e11111g. the d1ara~ter, 
\\ill be seen a, human mutanh or treacherous D he,·, anti kared 
or hunred (and destro)etl) h) human ,uprcm,l<.:i,h like the Coa 
liuon Srate~. Mi.ht arc likely to he lone advcnturcr, or part nl a 
,mall g roup. i\rri val on Rifi:, Eanh 1s like!) \ ,a a d1111t•ri-.,iomtl 
,1110111aly, hlac.:k hole. d1111en,mnal e,pc nmenr. magu.: o r a, a 
,la\'e ,1r rdugee. rhe Splugonh and other ,l,I\ er, arc al'A ay, on 
the lnokou1 lor ,upcrhcmg, . 

II ,ct 111 the Rift!>: Pha-,e World cm 1ron111en1. the ,ccn,uw t>f 
, l,1vc. e,plorer. 111er\.°enal} . or ,pace ad\cnturc1 \\Oil, rim~. 
Some Jre good gu), and orhcr, are\ tlli.1111,. 

The,c character .. arc '-,,0 .C. h le-ronn, \I ho nectl mega dam
age wcapnm, and am1or lor mcg,1-dama gl' pn>1,•c1111n a11tl lire 
power . Quickie: Convcr-.ion: rcchnolog) {\1capt>n,/anm ir L·an be 
i,impl) ~witl'hed rrom S.D.C. to 1\1.D.C lor l)Ulck crnher,11)11 
and i111egratmn. Tl111,. ir th<' hoJ:,-a1111nr had an ,\ R. I, and 70 
S.D.C .. 11 would n0'A have an M.D.C of 70 (,\ .R. 11111 applica
ble ). Similar!}. an energ, \\capon that mtlich .106 S.IJ.C. ...,ould 
now 111ll1cl M.IJ. mslcad. Or lh<' Gami: l'vh!,tcr c111 keep the 
alien·, S.D.C. 1cchnolog) anti make the charnc 1er acqutrl' mega
damage 11cm, .1u,1 a, an) human doc,. The ,upe1 abiht1l'' nf the 
charae1cr..., ()UIJ inllic 1 the cqu1valcnt 111 mega-damage (,ce Rift, 
Conn ir sion Rook On e lor ,pcc1f1L ,uper p<mcr c:n11\·.-r,11H1,). 
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Atorians 
l"h•· ,11on.1n, appear 10 ~ human~ The only ohviou~ physical 

J1I l.::r.::nu~ 1, tl1L µrm\ th path:m, of 1hc1r hair which only grows 
111 <.:l'rl J111 patlem,. 1101 over the11 elllirc head like Eanhlings. The 
prL•d111nm,1111 gnm th pa11cm ha, .1 ,mglc path down the middle 
ol lh•· head lt,illed a moha\,\ I.. on L:arth) and ma1ch111g ~trip pat
t••m, 1111 ca-:h ,ilk 111 the head . J'he halt.I areas between them are 
olten I II led \\ uh ti.in 1a11011,. lh C') arc originally from a high 
g1a\llY world hut thc11 phy,111l11gy Jifter, (llll) ,lightly from 
tither human, Male, are ,lwrt and the l.::maks are tall. Male!> 
de\clnp lame hut!d, \\ 11h powerful mthclcs. while the females 
,trc tall and ,Impel). \,llh well d11,ellcd muscle, but not what 
onl' 1111gh1 L ,11l mu,de-ho11nd. 

I lw atonan •·1\ illlatmn pro .. pert'd. the) developed !.pace 
tr.I\ d and l'\ cntualh \\ cnt on to l'>.plore their ,olar \)'stern. Thal 
\\a , ,1 long t1111c ago 

,\, the) ,preaJ out into the g..ila\y on explorawry mission!>. 
1h.: ,1tonan, began IU em.:ounter other ran:~. At first. they devoted 
then1'chc, to helprng 1hc less aLh ann:d people they encounte red 
1\ 11h 111torn1.11ton and gu1dam:e. ,\ le\~ lool..ed 10 them for leader 
,l11p and 1h..:) ,uJ<lenl, !tiund them,dvc, wi1h people and entire 
worlLb ,1, their rn"c,,1un, . Th" chain of event, would ulti
matel} change their\ icw of life aml they began to coloniLe and 
,·la1111 man, world, a, pan of their e111111re! 

-\, the Awnan Lmpire gre\\, the aiorram, become more arro
gant and ruthle,,. They hcgan to ,ec themselves as an unstoppa 
hle ,u(X'r power that wa, ,upcrror to mo,t other life fom1s, at 
lea,1 in 1hc .irea ol tetlmology. rohot1c,. weapons and space 
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travel. They have since conquered score, or wor lds. often with 
force and the employment of warrior races as their storm troop
cn, and minions. For the lm,1 1000 years the) have been regarded 
as an evil Empire that gobbles up worlds to increase its holdings, 
power and for other diabolical purpose!>. The evil empire rarely 
has the welfare of any people in mind and does whatever it takes 
to win a baule . make a profit and to expand in power. Profits and 
power arc all 1hat ,eems to mauer anymore. 

The A1orians' :,ociety is gynarchal -woman ruled. The male~ 
have been relegated to ,ervant~ and !,lave!, used for manual la
bor. entertamment. and reproducuon. Full details on the Atorian 
Empire. 11\ allies. equipment, and other a!.pects will be given in a 
future ~upplement. 

Atorians (a.k.a. Fehrans) 
Attributes: I.Q. JD6, M.E. JD6. M.A. 3D6, P.S. 4D6. P.P. 
3D6. P.E. 306 . P.B. 3D6. Spd. 3O6x3 
flit Points: Standard. P.E. plus I 06 per level ol experrence. 
t.i.D.C.: 2O4x 10 plu~ phy,ical trarning. 
Height: 5 feet + I D6 inches for males. 5 feet, 6 111che!> +2D4 

mches for female,. 
Weight: 150+ 2D10 lbs. 
Average Life Spa n: 140 years 
Super Abilities: Atorian!> are almost never born with super 

abihtie,. Any female who does have exceptional powers will 
he given su11u., and trai111ng from birth to best utilize her abili-
11e, for the Empire. A male who exhibits ,uper abilities will 
commaml a very high price at auc11on because of hi!> genetic 
,tructure and breed111g poten1ial. Th11> lacl.. of naturally occur
ring -,uper abilitie, doe~ not mean that they do not exist in the 
Empire. Their advanced technological capabi lities include ge
netic and other experimental programs that instill psionics 
and super abilities. 

The following Super Power Catcgorres are available 10 
atorian-,: Bionic (20% ), robot (20'¼-}. hardware (20%). physi
cal training (9%). p'>ionics (10%). experiments (10%). mu
tants (9%) and magic (2'¼ ). 

Special Weapons. Vehicles and Equipment: They possess 
some of the most advanced weapons and technology in the 
galaxy. including all the weapon systems and armor listed in 
the weapon section. Most weapon~ and vehicle1> will have 
20% greater range and payload. The y also master (and guard 
the secrets of) antigravity system!>. 

Familiarity With Earth: None. They are not currently aware of 
the Earth. If it should ever come 10 their attention. it is un
likely they would have any immediate interest. given its dis
tance from the Empire and the Earthlings· comparatively low 
technology. 

Rift s Notes: The atorian people would be accep1ed a!> Earth 
humans unle!.'> they revealed that they came from another planet. 
They can be any of the Rifts O.C.C.s available to humans, al
though most avoid magic in favor of technology. Many. espe
cially atorian female~. will relate to the Coalition States and 
Tnax and are likely to try to become a power within these ad
vanced societies. 

In the Rifts setting. they are S.D.C . beings like Eanh humans. 
who have advanced technology and possess and manufacture 
mega-damage weapons. vehicle.,, armor and technology superior 
to Tnax! 



In the Phase World ,e11111g. thL ha,1L 'L'tllng prL''L'nted 111 thi, 
hool,. a, hewg aggn:,,1H' comp1.·11tor, both 111 hu,111e". trade and 
Clll1lllle,is 111 \\llrld, 1, applil,thk .111d i.:nuld k,ld to co111l1e1, he
tween thl'IT1 (a, ncv., rJ\al,) and othe 1 powl.'r, lil,.e the Splugorth 
,md '\ ,111m1 l:ntcrpn,c,. I lo\\e,er. lhL \1nna11 r:mp1rL' doc, not 
k1tm\ ,1hnu1 d1111e11,1c111al travl.'I .1ml l annot l0 mpetc on that 
k, e' 

Darakan 
1 he gala\) contain, man~ planet, h"-e Earth. \Hal green and 

blue orh, lull of life. The planet Dara"-a ",uch .1 thriving Eanh
like planet E\en it, ,un 1, ,1mtlar although the hnghtne" and 
level, ol radiation are , trn11ger than on Earth. Thi, i, \1 hy the 
darnkan, ha\l! charcoul hlac"- ,kin. white: h,tir and ,ma ll dark 
eye,. Their bod1e, can al,o tolerate level, ol radiation that would 
kilt nomial human, ;ind the) h,1,c.: n,11ural polarited vl'-ion which 
means the) ean ,ee 111 light that would nonnally blind a human. 
Note: l::anh human, would need to wear a rnd1ation ,u11 and 
~ungla"e' to , u1v1\e 1111 the planet for ,rn) kng.th of tune beyond 
a day l>r two. 
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The thtrak,ms have man) lom1, ol govcmmL'llh. rcl1g1on,, 
Lullure,. and lc\cl, of ,ocicty. hut their technology 1, more ad
vanced than Earth and 111cludc~ ,pace travel and exp loration. The 
dara"-an race i:-. one or the mo~t active within the "pace commu
nuy. ma"-mg. their ,paccsh1ps and people a common ,1gh1 in their 
pan ot the u111vcr:-,c. All a:-.pccu, of .space travel are wl-.cn advan
tage ol. includtng military. rn1rnng. manuf.tctunng. -.,c1cncc. re
-.carch. exploration and colon11atH111. 

Alignment: All\ 
Attribute s: I.Q. H)6+J. M.E. 3D6+3. M.A . . m6+3. P.S 3D6. 
P.P. 306. PI::.. 306. P 8 . 306+, Spd. -H)6 
Hit Points: Standard. P.E. plu, I D6 perk\ cl nl experience 
S.D.C: I D..J.x IO plus 20 
Height: 6 feet ptu, I 06 111che, ( 1.8 to 2.0 Ill! . 

Wei!!hl : 190 + I D6 pound, t87 to 89 k.g,). 
A, erage Life Span: 130 year,. 
Ra<.·e: HumanrnJ 
Super ahilitie:-.: hirt) percent ol the Jara!,.;an, arc 11c1111ra/ /J\UIII· 

/I'.\ and another JO'.", pos't.:,, ,uper power ... (:-.elect four minor 
power, or one m111or and one maJor power) . J'he n:mai111ng 
1()<1,-can be from the ,upcr categone, ol B10111c,. Robots. 
I larJ warc. Mutant,. or Ph) ,1eal Tra111111g. 

Nalural Abilities: Becau,e ol their ,un·, radiatl()n, the darak.an, 
arc: immune to radiation. hut give oft lov., level, ol it them
,c lve~. Unle,., the) wear a protecti\C "uit, humun, and other 
a111mals suffer lrom radiation poi,on111g. after a few wecb of 
cxpo~urc (see the High Rad1a11nn world dc ... cnptionl. They 
c.:an abo ,cc into the ultra\1ole1 and 111lrared range:-. of light. 
,ce a large -.peetrum of color and have polari,ed ""ion. 

Specia l Weapon!>: Darakan ,old1er, arc 1,-,ucd -,or1c ,1unner-,. 
and man) civi lian, carry them for protection. 11 doe, one 
po1111 of damage and imptN!'> the followmg pen~1ltie": Victims 
lo,e ini1ia11ve. reduce -,peed by 25%. and arc --1 lo ~trike. 
pan-y. and dodge for 2D-1 melee'>. Range: ISO feet (46 m), 

payload : 15 shot energy clip. 
Special Vehicles: Detachable .1e1 pacl-.,: A. R. 12. S.D.C. 50, 

maximum :-,peed 1, 90 mph ( 145 km). or 11 can hover ,u111011-
ary or reach an altitude or 600 feel ( 183 m) above the ground. 

Specia l Armor: Light, radiat1tm prool. environmen tal :-.uit: A.R. 
IO. S.D.C. 50. Militar) am1ored ,ui t: A.R. 15. S.D.C. 140. 
Both have an air purilication and temperature control -,ystcm. 

Familiarity with Earth: None. 

Rifts Noles: Same a, the arem . ahove . 

Hatha --
The parched ,urface ol hatha ha, no ocean., and receive~ ve11 

l111le ratnfall. Even m the poles. 1cc 1, m1111mal. All surface water 
1s trapped within the rnol depth, of 11:-. rocky ,urface . For 1h1s 
reastrn. the only source ol water 1, found 111 caves where the 
natural aquifer, seep from the rock,. A, a re,ult. the majority of 
animal and plant life tlll hatha li\CS underground. Temperatures 
within the cave~ remain at I 00 degree'.'> Fahrenheit (37 CJ nearly 
the entm: year. Compared to the 200 degree Fahrenheit (93 C) 
surface temperature,. the cave., arc coo l. S11II the pre~ence of 
water is minimal and. by itself. could not ~uppon much ltfe. 

During the evo lution of the hathm,. the people developed the 
power to bring water to the -.urfacc. Through evolution, all 
hathas have the ability 10 control water. On their native planet. 
this power 1s generally limited 10 drawing water to the surface in 



thL· trn III ot a ,mall tnd,lc . On other world,. where wma ,, in an 
ahundanec. their power 1, mud1 more 1mpre~..,1ve. 

rtw1t· Mt· ,nme hath.I'> \,ho li\e nn the ,con:hcu -,u,tace. de
,pttt· the cool ,helter of the ca,e, lhe ,haman~ h,l\ e control 
me, \.·knwnh ol the atmmphcre. and 11 ,.., e,cn ~aid that the, can 
L,tll t1lf1h r,u11 I he\ 111c upon the , urta cc to "kcer their tout:h 
\1 tth 1110.. ,!,. , m<l the rnnnn, ... I lm~e1-er tmht who ,trugglc upon 
I lw ,1111.1u• 111 1101 do ,o b) t h111tc !'he) an: the crimina l" anli 
p11lllll,1l c,ilc, b,1111,lwd th,:re 101 tT1111e, and dangernu, bel1eh. 
I he ,mla,l' l 111cll111!!, h.111t.1, .m.' ,1 1111x ot ne1, 1:,lle, and lht' de
,,t·nd.1n1, "' !Pili? llllll.' ,urt.1n: 111h,1h1tanh. The\ ll11urhh 111 tlw 
b.tl,111•• lw.,t du,· m,,-11) t,, tont.ttt 111th ,pacc 11';1\ele1, ,1h11 haH· 
11,11LC! 1111 th..-pl,11wt \l,ttl) ol th,· ,·\lied ,urla1.c h,11h.1 ''!!11 nn 
\\ 1th thl' \ ,1t111g .1lit·11, .111d ll',l\e thl.'lf h11me1,nrld l01 ,tdVt!lltUIC 
,llld I rl'l .i .. , II 

H.11h.1 tl\1!11;111,111 ,, ,111: p111111lt\t', c,pt·t·i.dl) 111 lht· 1.a1e Lll
,e, 1d11i.l ,111· .1b,,u1 L:l)Ulll 111 tt'lhtt11I"!!) 111 h111h ol the 1930..,, 
l1,me1e1 the e\lk-, ,111 1'1,• ,111tace h.1,e rl'Ll'llnl ,omc 1<td111nl
og) .111d h11,1\\ICd!.!c from ,pau• 11.1\e!er,. lhL') po">e,, ,1hn,
\\t:ap1111, a111l oth<·r, np1;1l 1<1 ,q1pn1,1111a10:I) tlw l:anh ol lhl· late 
1•11J<1, llw11 111.1111 d1<mt• IPr tra11,port.1111111 I\ .1 ,m,111. ...ingk or 
,h,uhk '><'.II l') 1,, 1.1,1111·r. lt ha, .1 ,pL·u:.il 1111111 de,1gn th.it cool, 
the a11 ,1, II fh..:, .. 1 1.11,· ltl\llf') tur 111,1111 llt'V. exile, 

rt•ow ha1h,1, 1\110 le.t\l' the plant·! ,, 11h alien\ hllnr, u,uall: 
d,1 "' •" \q1rl..t·1, 111 1111kntured t1pera1111.', Thl.'1r ,,tluc drnma11 
t,111\ 11h.rt".1,t•, \\ht'II tilt') Mt' e,po,t·d 10 a 1,atcr-nd1 e111 iron 
111,·nt "" I the tull , ,1l·n1 ol 1he1r \1 att:r-talhng pn\,er, hecoml.', 
.1ppart·11t It " ,111 .1ma11nµ ··,11~al..en1nc. · and the hatha u,uall} 
hL'tt>lllt'' :i 111.'a,ured 11pera111e or a prdenl.'d ,hive. Tho,c \\ho 

.,re 1111.ihk to hu) or earn their trecdom e,capc and are vcn oltcn 
Lha,ed h, hou11t) hunte r, f·n:e hatha, ma) -;ta)' v.-11h 1hc1r cur
rent r•"11111nftx.Lupa11011. or move on to het:ome imerg.alaeliL e, 
ph11t•r, lllt'11. hanh ,oldn:r,. merecnane,. or handih. 

\10,1 ~11rl.1te hatha, are thl' de,Lend:uw, of ex1k·,. fh1, mean, 
thur J11tc,1<1"· lt.llrt·d, and hi:111:I-.. v.ill e11hcr he torgm1en tor m 
il:,1,1 ,1g111t1i.:a111I: le" e1'1remei .• ind the) hold httll.' hard kcl-
111g, tor tho: ,·.1\e t11,l.'ller,. nr tht·\ 1\III he ang1'). aggrc,,ive. ho, 
llk p<.:npk 11 hu d,·,p1,1.· 1he11 .:.ivl' d1H:lhng brother, and '"1cr, 
.1h111..: :di 1•thn, \II ,ur1,Ke dweller, .ire ,1 hardened peop le a1.·
Lu,10111l'd 111 ad\l'r'1t\. ,truggle and p.tlll 

\hJ!nllll'nh: \ny. Ca1c d\,ellcr, Lend to he more peaceful .ind 
t1l .1 µnod rn ,e11,,h al1!_!nrncn1. :1.1an~ ,urfacc dweller, are h1uer. 
a11d h,I\L .1 ,ell1,h m e1 ii al1g111110:nt. 1\lorc 1han a fev., nf the 
1.:11111111,11, .,nd ta11.111t·, e,licd to the ,u rlaee arc p,ychopa thit: or 
,utlcr 1mm ,umc 01he1 111,an11~ (ma\ he a erat) hcro/v1llain or 
haH ,ome nl the,c llrnrae ter elcme nt, l. 

CaH' D,\cllc r ,\ttrihut c~: I.Q. 3D6. 1\,1.E. 1D6+2. M .\ :106. 
I''> ~[)6 PP mo. P.E. ..JD6. P.B 11)6, <:,pd. mo 
Surfon'. l)\,c ller Attribut e~: IQ . :1D6. \1 !::.. ·m6+1. M.A. 
~I)()+ I'\. m6+3. P.P . :ID6. P.L 5D6. P.B. 3D6. Spu .. mo 

Hil Point,: Standa rd: PE. plu, I D6 per level ol experience. 
Cave lh,ellcr S.D.C.: -+5. re,1,tan1 to ltre and heal (halt dam
age, 
'-iurfaec l>\\eller S.l).C.: 611. 1mperviou" to ltre and heat! 
H eight: 'i leet plu, 'il)Cl 1nehe, ( I .Cl 10 2.J 111). 

\\cighi : Ill() plu, 21)6,<fO pound, (5..J w 100 l..gl. 
\1crng c Life Spa n : 70 vear, (90 ltl 100 if 1hey leave Hatha ). 
Han:: I luman 

Super A biliti es: Surt·aee hatha are immune 10 the dki.:h of he.it 
and lire: no damage . Cai e hatlia, tal--e half damage . In tem
perature~ 1.:oldcr than 90 Jegree!> Fahrenheit (32 C). the -.ur
facc dweller~ mu!st wear a hca1). thermal ,urv1val ~ui1: ca,e 
h.itha t:an use l1gh1 ,u1h. Without them. I.hey ,uffer from pro
longed expo!>urc 10 the cold. Sec the tro1en world de!>cription 
for the effect, of cx plh ure on an alten. 

Cai e hat ha~ ro~~es, the ma,1or ,uper ahtlll ) of Con trol 
Elemen1al Force: Water Thi.., i, hov. the} hnng. the deeply 
hilidcn water, to the ..,urface. The 0\ er.ill lad. of water i~ the 
rea,(m that on l} u tnd.lc of ii i, i:reated al nne time. hut on 
other planeh. like 1:-.arth. v.,hcre water 1, abundant. thl') wield 
grea t powc,. 

Surlace hutha, po,~c" the m,qor ,uper ahtl1t)-of C..ontrol 
Elemental Fort:e: Air or Fire qnd. one 1. 

The hatha ,haman, ha,e the ahtlll) 10 Control Elemental 
l·oret· Water and either Control Element.i i hm :c .... Air. Earth 
or l"-irl' (pie:!-. one). 

Specia l \.\-eapons: Tilt' surfat:e hathm, have 1radl.'d ,en ice,. and 
... ometimc!> their 1·ef} lives to alien visitor,. 10 e..,t:apl.' the rig
or, o f l1k on 1.hc ,urfacc. B)- comparison. fow cave dweller, 
have lclt 1he1r homeworld. hut these ma ... tcrs of wata have 
al-,o JOll1Cd 1hc 1111crgalac11e crnnrnun11y. They arc especially 
wvct.::d lor finding underground water re,erve!> on planet.., 
\\ here water 1, ..,Laree Tho,e \\ ho have 1:1ke 10 ,pace ean po<,
,c,s a number ol h1gh-1cch v. capon..,. ammr and lic1 ice.., -
ltrnllcli h) their wealth, or v. hat ,.., prm ided h:,-1he1r master if 
a ~lave or indemureJ ,enanl. Man)- '-Urface dwdl er~ have I i-
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bro-1..mvc, and ,word, pa,~ed on from gcncrauon to genera-
11on, hut a ,mauenng of ki!-.ent11e weaponry can al<;o be 
ft•und. Yihm \word<;: Length J reet (0.9 ml. Weight 3.5 
pound-.. t J.o l..gq, Damage 2D8+2 (or 3D6 S.D.C.). 

"pecial Vehicles: Off-v.orltl hatha-.. can ac4uirc nearly anything 
that ,u11\ their fan9 Mo,1 hl..t: gym-copter,. jct pacl.., and 
hovc1 ndc,. 

Preferred \rmor: Hatha, 11,e am101 ha,cd on occupation and 
1hL ,11u,111<in at hand. :-..Jo gL·ncral prelcrcncc ha, been noted 

Familiarit\ Wilh l· arth: 1 latha, v.ho wander the galax) haw a 
!11ndnL ,, 101 tnip1L :11 planch \111h lu,h vcgct:uwn and/or an 
ah11nda1Kt' l•I wall'r The, 1111d ,m:h planet, fanta,trc v1,1011, 
·" 11 tn•m .1 dream A, ,ud1. the) tend Ill lc.irn all the) crn 
.,bout e.1d1 In the L\t,,· ol Earth. 1hi, can ht· a~ HHkpth ,1, the 
"Ha, ,tmhcd 1-.anh '' re,ult on the ··ramlliant) With h1r1h" ta 
hh: nr no l..nm1 led!!<' <11 .ill dt'pcnding nn the t:haracter·, 
had,gniund anti a!l1ancL'' \to,t hate Jt·,ert, . 

Rift<, \iote, : It 11,ed in 1he Rifh RP<, ,t·ttmg. the ~haralta, 
11 Ill he ,ecn ,,, human mutant, 11r treachcrou, D hee, ,111d h:ared 
or hulllcd ( .rnd de,troyl'd l h\ hum.in ,uprcmaci:..t-. ltkl' of the 
Cual111on S1atl',. \lost :tlL' Iii.el) to he lone ,1dvcn111rer, or .i 
,mall group hrought tn f arth , 1a a d1men,mnal ,momaly. blacl.. 
hok . d11t1t'n,ional expl'nml'nt. mag1L or ,1, .i ,lave. 1 he ~plu 
~H>rth. L' 1h11lan, anti till' naru111 arc Iii.ch, to fmd hatha, a " ontler
lul ,l;l\t' ,toLI... In la\'l. the ,plllgo rth an<l c1hold1h may even 
rnn,1tll'r t1ndmg their home,1,orld and conqueri ng it <o make ih 
people onl' 11111' regular ,la,e commo<l111e, 

II ,t't 111 the Rirt,: Pha,;e \.\orld emmm ment. the ,ccnario o l 
,l,1\L' ,·\plorcr. tnt:rcenar) 11r ,pace .idvcntun:r a, prc:-,ented 
uhove ,vorl.., fine. Some are good guy, and mher, are villain:-.. 

In an) ca,e. the hutha:-. arc S.D C ltle-forrn, ,1,ho net:d mega 
dam tgL w,:apon, and ammr for mega-dama ge pro1ec11on and 
f1tqumer (.)u1cl..il' Con,·cr,11m· ·1 l'Chnology/wc,1pon,/am1or ca n 
hl' c;i,il) ,,1 itched from S.l) C to M D.C for 4uid co nver,ion 
,md 111tl')!rat11m. ·nm,. ii the hocly am1or had an A.R. 11 and 70 
SD ( 11 11oul<l 11011 haw ,rn M.D.C' of 70 CA.R. not appllca
hk 1 \1milarly. a v1hro-hlade that 111!11ch 1D6 S.D C would 11011, 
1ntl1tt \1.D 111,tcatl Or the (,ame Ma, tcr can keep the alien·, 
S,D.C tcLhnol1lg) and mal..e the t:haracter ac4u1rc mega -damage 
IIL'm, Ju,1 a, any human doe,. The alien·, ,upcrpower, would in
\11<:t thl' L'qui,a lenl tn mega-damage (sCL' Rift s Conver,;icm 
Rool.. One for ,pecitic -,uper p1rn er comer, iom,). 

Kassans 
fh c 1..u-.-,rn, arc a tonunmc people. Their homev.orld of Kl\

,1a. though perpetually 111 1wil1gh1. 1, fertile and abounds with 
l1k It, air 1-. clean and relatively free of p(>llutant'>. Their ,oe1cty 
ha, not had a major war 111 over 125 year<,. and relation, het11 ccn 
lhl'11 n,1111111, are amicable. All ka,,an, de,elnp ,uper ahilitic, or 
[NOllll ' '· an<l their e,p lorat1on of ,pace 1, at 11\ peak. 

Thh 1, all !cs, than cn,1oyahlc tor other races that co me 111 
rnntaLl v. 1th them. The pro,pcnl) on Ki,.,,a over the la,t cenluf) 
ha, gonl' 10 the inhahitant-,' head,. mal..111g lhe once friendly ka-,
,an, nhno,iou~. arrogant hraggan-, w11h a blaiantl) conclt!
,ccnd111g attitude 1011 ard nHhl other-... The average ka:.~an 
behe\l', he 1, hlc,~ed and ,omehO\\ hetter than le-,., advanced or 
··ungd 1ed" race,. The) v. ill not he~itate to tell ,omeone that a 
ptCL'C of c4u1pmcnt. a weapon. or the way they are tlomg ,ume 
thmg 1, 1nlenor 111 4ual11: or e,ec uuon . They arc con,tantly 
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n111ci1ing other-. and prnn1111g out their I.wit, ("11111~ loo long. 
,loppv. poor c1 alr...ma1hh1p, ,ecn heller , m"tal..L. el<.. ... I. 1111, 
haught) ,lllllUde at,n tl'ncl, 10 mal..e them undere,11111atl' the tr op

pont-•ni:, and to take 10011,h chant·e, 'woN . 1he\ ar~· d1tl1n1lt to 
tolerate in ,oc1al ,11uatinn., and mut e argunwnr.... hr.ml, :1nd 
hard Jceling, . /\, a re,ult. man) race, a, ,,id cnmar t I\ ith arro
g:1111 ,111d t·ompctiti\C ~a\\an, . rill ' ,hi,,,111- are one nl th~· l't'\\ 
who deal w11h thl'm regular!) and l'll.JCl: C\plni1111g tlwir arro
gance 111 their fovor. 

Scienrc ..ind engrncenng are prirm1r) l'il'ld, of cd11l'at111n tor 
many l..a,san,. Serondal') 11eld, 1ncl11dc 1he m1\11ar). h1,tnr). ,111 
and other technical area,. This t•mrha,i:- rn1 tlw '-L'il'l1ll''-.111d 

technology I!-> another clcml'nt Ill their tcclm g ol ,uperiont:, hc
cau:-e the) arc so ,l..rllcd 111 1hc higher lornh ul ,c1l'nce. Their 
level o l technology 1:,, 'l' advanced that 1hey con , 1dcr 1t thc h1gh
e,t 4uali1y in tht' galax) l heir ach1cvcmc1w, mcluJc ath a11L·cd 
,1n1ce travel. space t·nlon11a1mn. l'nerg) 11·eaprnh. and mtl'rn

hover technolo gy Their ,palecral1, homes. dnthL's. and peN11wl 
item, are ,hm,). hul 1101 nece,,an I) gaud) 

Alignment: An). hut man: are ,c\l'ish. 
Attributes: 1.Q. 3D6+4 \1 .E. 3 D6. M .. \ 206+2. P.'i 1D6. P.P . 
1D6. P.E. 3D6. P.B . 3D6+'2. Spd. 3D6 
Hit Points: Standard, P.E. plu, I Do peril', l'I of t-"1.pencnl'l' 
S. D.C.: 10 
Height: 5 feet plu, JD6 111che, I 1.6 tn 2.0 ml. 
Weight: 100+2D4 x IO poumh (54 to 82 1..g, I. 
A \'erage Life Spa n: I •Hl) car,. 
Race: Humanrnd 



Super i\bilities: 1\11 J...a"an, po,,c~, c11hcr ps1onic\ or limlled 
,upcr po"cr,. 

P~ionics· Seh:ct two major p,1-powcr, and four m1no1 one~. 
I 'i P 1, M.E.x2 plu, the roll of an eight-~idcd die and an ad
J111onal 10 point, per le\el of experience. 

",uper PO\\C r s· The po\1-Cr\ of the J...a,~an~ arc hmitccl to two mi-
1111r ,1hll1t1c, ,elcc1ed from energ) cxpubion or heightened 
,c1N:, .mtl one ma.1or ahtlll) ,c!ec1cJ f mm the lollow111g: 
Dari-. ne,s cont ml i;ra\ It\ marn pu l,11 ion. magnet 1-..m. mcchano 
!1111-.. or tckport 

'-atural \hilitic~ l 1\ 111g III the darl-.l·ncd en\ 1ro111ncn1 nf a 1wi
l1gh1 \11,rld h,1, 111.uk' 1lw ka....,,111, · C)C' c\lrcmd) ,cn,itiH' to 

light Ii .11'0 g1\l', tlwm 111gh1v1,1on w11h ,1 range ot 600 fret 
I IS< 1111. hut d:1'hdll "'II hl111d tlwm l-X ,tnJ...c. parn. dodge> 
unk" ,pcc1af ph1>11"L·n,1l1\c goq:lc, rn gla,,e, arc \1-0111 
1 hl'\ .1rt· ;ll,o ,1111h1de,1r11u, \I h1ch add, 1lllC atr,1Ll-../au1nn per 
mcl,·t• .-.,und. + I III p.1rr) +Ill', 11, 1. l1mh111g. ,l..111 ;-<;<4 10 c,
tap .. ~ 1r11,1. p1d, ln,I,.,, medi.1n1c.1l 1ep.11r and dt·dm:al n:
p,11r 

l.ipt.>ual \\ t.>apon,: 1-ill'I'!!\ '" 11rd, ,He t.1\11111c, among man) 
h.,1,,.111,. I L'lli!lh' I ll'CI I I 2 rn). \\Ctght: 1.5 rounJ, ( 7 kg). 
lama~" ~l)(H · 

l.ipl'cial \ t.>h1de~: Jct rxu:b ,t11d hme1 l vcle, 
",pedal \rmur: \ hghl\\Cll,!ht L'll\ 1rnnmL·ntal ,utt w11h an \.R. 

12 and .., D ( 'iO. I\H:1gh1 1-1 pound,/6.J J...gsl. plu, a light 
llllLt' field gc1wrat11r Thi: hm:c held ha, an ,\ R. ol IX and 60 
S D (. c >me 11 1, tkplctcd 11 rl'L harges ,ll a rate of l O S.D.C. 
prn111, 1 t·r. hour. 

huniliarit~ \\ ith l'~~irth : l·.4ual lo "Ha, c;1udietl F-.ai1h .. rt•sult on 
the h1m1l1anty W11h l:anh" table. The kas,an, havt-' studied 
Earth. hut the) heheH: 1h people are h1g. dumb ape:. who arc 
progre,,mg at an urduou'>ly ~!cm pace. 

Klikita 

I hl' kl1J..11a ,ire J ra~e of human !11-.e alien, "ho inhahll the 
11rper lat1tmJe, ol a lro,en 1torld named Ri,1.a (located on the 
L'dgc ol tht· llta quadraml n,c 1,1111d-s1tep1 1cc field:. of R11.1a 
m,1y ,eem rather hh.-aJ.. and har,h to other race~. but the 1-.likita 
are ,II home thl're. Frec11ng temperatures hy Earth qamlards. "a 
ht-'at wavt-' tor the,c alien,. rhe temperatures at R1ua·s cqua1or 
1111uh1 reach -W degree, F-ahrenhell !➔ C). but 1n the northern lat1-
1udes \..,here the J..!1k11a live, tt'mperature, average a frigitl ten de 
gree, helo1t ,cro (-23 C ). 

lhc J..likita look vcr) much like Earth humans. They have 
thKJ.. hlonJe hair that is usually ,houlder length or longer. Their 
am1,. leg, and hod1es arc qu11e hail). Facial hair and the hair cm 
their head grow-. three 11mc;, fa,1er than Eanh human~. Generally 
spcaJ..ing. 1hey arc a JO\ 1al. noble, .ind peaceful people. hut cx
h1b11 a certain degree or arrogance and intolerance toward other. 
,o-u,lled .. ,ofter·· race'>. which mclude.., ju..,, about everybody. 
The ld1J...11a Jrc , ery outgoing and advcnturow,. They take oppor
tumt1c, to hrag and ,ho\1-off whenever po,...rble and ~pend hour~ 
cxchangm!! wrvi\·al or auvc111ure ,;tone'> ....,llh anyone who ha~ 
had ,11111lar experiences or 1, 1t1lling to h,tcn. 

i\ ~l1J..11a·, pn1ed po~~c,,10n is the energy knife each 1s g iven 
at maturity. Male, and female, are con,idercd c4ual and they 
,hare u matunty nte and celebration at age 16. Each knife 1s 
umque and 1, a, much ,ymbohc a, 11 is practical. The laser 
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blade, arc ideal for c,1n mg tlw dc1hr n11a11 1cc and fnr opening 
the hca, ily 111'ulatt-'d hide, of 11' n:111\c ammak 

The) ha,e hi!,!hl~ dt·,clopL'd tel'hnolog) that mLludc, e,o
,kcletom,. rnh11t1c, and ,pace 11~1\id I h1, tcd11111log) i, U\ed 
most!) 111 indu,tnal nr co11,1ru1.·t1011 roll', 111-.c the l'\La,ation of 
the tunnel c111c, 111 R111a·, glac1c1 ,111l.1cc. :111d fond pr0t:t·,,ing. 
Mlhl ,pace opcrau, ... .., al,<, ha, c robot, and au, :111ccd e4u1p
menl. much ol ,, h,ch 1, 111il11ar) grade anti LhCtl tor dclcn~c and 
,ecuri1y. \ \mall L11111 of 1.omhat '-Pt'L 1ali,h 1, ,il,o lound on moq 
m.::n:hant ,pace1.rnft. The J..lik.1w haH' a rc.1,1111ahl~ l;trgc !leet of 
\\arship'>. cargo .inti 111crLha111 ,pa1.c ,c"cl' and .111• .,cti,elj en
gaged 111 ,pac<: .... ,pl(1rat11111. 111111111g. ,Lic111il1c c,pcnmcntation. 
and h11111cd trad<: \1llh 01hc1 \1orld,. 

lhl.:y .ire aggre"1,·L• anti mild!) pa1,m111d of 01her ral'c,. /1." a 
rc,ult. tht') h:l\e ,1rnng dcfc11,e, and !11cpm1er on R111,1. Thi\ 
allitude ha, led lht'm 11110 the .ir.:-a nr human augmentation and 
they have tTeall·d the 111e<111, 10 in,1111 ,uper ahd111c~ into their 
people . This 1, .i recent arc;1 111 1111cn,c rc,can.:h anti develop-
111c111. 

"lute: The klil-..1ta ,h,1rc R111a \\ ith another ran: nl humanoicJ<; 
known a~ lhc aluta \!though the) L'll!!agc in limited trade and 
re.source,. the:,, ic" the aluta a, rl\al, and \\1th a cenatn amount 
ofcnntempl and ,u,ptnon. lkmcver. 1her.:-ha\L' never heen any 
bloody \1-ar, hetween the 1wo. 

Alignment: An) 
Attributes: I.Q. 306. M.1-:. JD(). \L\. 306. P.S. JD6. P.P. 306. 
P.c. 306. P.B. '.106. Spd. 106 
Hit Point<;: Standard. P.L. plu, I D6 per le, cl n! c,pcnence. 



S.D.C.: 45 
Height: 5 feet. 6 inche» plm, 2D6 inches! 1.7 to 2.0 ml. 
Weight: 120 plus 2D6xl0 pound'> (63 to 109 1-.g,). 
Average Life Span: 65 years. 
Race: Human 
"llatural Abilities: Klil-.ita are resistant to cold and take hair 

damage from any mid-based a11ac l-.. but in heat above 60 de
gree, Fahrenheit I 15 Cl. they suffer from heat exhaw,tion and 
e'\posure 1sec the exposure rules under the Fro1en World de
s<.-r1p110111 

Super Abilitie~: .\ l-.l1l-.11a d1arac1er can be crea ted from almm1 
an:, nt thl.' super ahil11, ~ategone, lound 111 Heroes Unlim
ited. 1ndud1ng I l,1rdv. are Mutant Physical Tra111111g. Rohoh 
JOU B11101L ,. Le,, than ""', h,I\ e p'1onit power, and magic 1s 
not pract11:ed h) them Ho'Ac1,cr. a full 25<f are thl.' product or 
Jug.menta11on cxpenmenh thJt 111,1111 111pe, ahi/,11e.1 (l,ut 
don t roll for side effcLh u,uall\ av,ocrnted with expen 
ment,, The,e ,uper power, 1re4uentl, rocu,c on Lold phv'1-
L"al enuuranLe. alter phv,1Lal ,tnJC1ure. l1gh1 anu energy ba,ed 
ah1ht1c, llowe,er. there 1, ;i)v.,a), a random element and the 
best kll~1w ,L·1en11,1s can hope for in duplu:ating a ,peciliL 
power 1, +Fi 

",pecial Weapons: Laser 1-.nik length 22 mches ( "n cm) from 
the hutt nf the handle 10 the blade tip. Weight one pound 
t0.45 J...gJ and 111flicb 2D8+3 S.D.C. damage. 

~pecial Vehicle!>: 4x..\ loot t 1 2xl 2 m) hover platfom1 (holds 
rwo 10 lour pcopkJ. Maximum speed 90 mph ( 145 km 1. 
\ D ( I 20. hover, ~ to 300 lee1 10 9 to 91 ml above the 
ground. 

Preferred Armor: Klilrna generally prefer ,on. half ,uit\ (A.R. 
12. with an S.D.C. 50 10 90) of armor. 

Familiarity With Earth: Rizza i~ rather close I( ) Earth. 30 light 
year, away. and many khkita have heard of the blue and 
green orb. Their computer networks contain information 
about Eanh and other neighboring planets that 1s equal lO the 
"'>nme r-amihanty" result on the Familtanty With Earth table . 
Rifts :--lotes: Same ru. the am,mal alien1,. 

Manarr 
The manarr are a dying race Le,-. than a thousand are h<.'

l1eved to e>.1\t 

It all began over one hundred year, ago when a mysterious 
plague ravaged the populatio n. Their doctors and sc1entisL-. 
toilt:d for twenty years before rinding a cure. but by then. the 
plague had killed more than 70% of the people. The exhaustive 
effom, or the re~earchen, and their expo1,ure to the afnicted 
eventually cost many of them their live~. The survivors rejoiced 
and began 10 rebuild their lives. but. unknown to them. the 
dead ly l-.11ler was not gone. A decade later. a strain of the plague 
resurfaced and devastated the planet. The complex malady had 
mutated and become a part of the manarr s' genetic structure, so 
that all manarr were born with the dormant killer gene waitmg to 
awaken and bring death . 

For fifty years. scientists searched for the invisible disease . Its 
symptoms confu~ed their conclusions and eventually they per
ished m its grip. All manarr will die within five years of the 
awakening or the killer chromosomes . The average manarr is 
~tricken during the early teen years and most are dead by the age 
of eighteen. The last few thousand manarr s fled their planet in 
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space!-.hip, v. 1th the hope that thC) rnuld \.',cape IIIL' plague The) 
were v. rong and mm only an estimated ,()(I In 900 nf tht•m re
main, hut thc~e ~ur.no r, arc free ol the plague' 

Unl-.nown 10 the manan,;. a 1111y pcrl't'llla)!l' nl 11lei1 ra<:c i, 
immune to th<' plague. In addition. lho,e "hn pn,-...-~, ,u1~r 
abilitie~ have either radically dilkr<'nl !,!<!lit' ,1111Lllire, which 
aren't affected, or have ,upe rhuman metahnl!,m, that an: 1mper
v1ou~ 10. or repair/cure the plague chrorrn1-ome,. t--1.inarr, who 
have ma_1or h1on1~ re<:on,1ruc1mn arc al,n re,1,tant w the illness 
lromcally. mo,t rnanan, don't J...11(1\1 tlm, and the~ bel1e,e 1hc1r 
death, are imminent. h1rthernlllre. 1110,;1 ha,l' lku dt•d lhl.'rc• 1, nn 
cure .mu have ,1nppeu lonl-.mg. ,o tilt') ma) never karn 1ha1 the 
,mal l number, of ,uni,or, .ire llln.',l'I lrc'l' nl 1lw pl.1gut' .md 
can rehulld their race 

Instead. death 11<1' h.:u,mc ,1 tnn,tanl n1111panmn mal-.ing 
them 111,anel) hold. dar111g and loolharJ) Tlwy li,e lor adn·n
ture thrill, and e,li tcmcn1 heron: the) d1L'. l he) !car l111le and 
respect and value Ilk ahme all <.'l,c. Thi, ha, made man) v.an
dcnng manarr ,pace 1-.nights. hero,•, and \lgilantc:-. dell'nllined to 
hi.:lp other, and pre,c.:nc Ide. r-.10,t wc,ir ,1-.eleral aml(lr to rc
m111d themsdve, of 1he1r monalll) and to ,velcome de,nh. The 
helmet, are ,culpted 11110 a ,1-.ull mold and the armored plate, re
semble bo111.>s. Som.: ma) carr) cncrg~ ,1cl-.le, and ,L') the, ii!-. 
weapon, and u,e hidden antigral'il) disk, to further enhance 
1he1r Grim Reaper appearance. Their dea1h-1111age armor .ind tall. 
thm physical ~1a1ure help give the ma11:11T. an aura nr men.ice and 
forehod111g. The ,1ght ol a manarr 111 lull ha11le arn1or. lloating 
forward ,~nh ,id.le 111 hand. 1, 11nner1·1ng. 10 nearl) an) (lfll'. 



"l;nte: Fach 111a11arr ha, a ,l1ghtl) d1ffcrcn1 ,1~ h1a1wn 10 ht, or 
IH:r ;1rmn1 ma1'111g each pcr-,onal and u111quc. 

\lignmcnl: \n). hut mo,t art! prim:1pled. ,crupulou-, nr unprin 
< 1pkd I , ,I and/or murdcroth manan .11c ,cen a, traitor, to both 
th<' m.1na1r rau· and l1k ihl•ll 
\llrihute,: I(). 1[)r 1, ~I.E. 1()r,_ \1 ,\. 'Do. P.S. ,oc,. P.I' -m6. 
I' I . 'Dll I' B 'Dll. Spll "l)h 

Hi1 1'111111': \1.111danl. P !· plw, I Dfi flt'r k,cl 111 c,pcril!ncc. 
",.IU IH lflpl11,21l 

Jleighl: f1 r..:, I " 111d1t.:, pl11, IDh ,l(ld11111nal 111d1e, 12 () lo 2 .. 'i 
111• 

\\ l'ight: 'I) I~ ll>ll fl<Hlll(b l 15 Ill IS I I--g,1. 

\H·ntl!l" I ifr 'ipan: f hc11 JJ,ltural Ilk ,p.111 1, IJ(l ;Can,. hu1 
, 1.1 d1, ~1oll'lll 1k.11II', .11,1111ud1 l'arllcr .1µe. 
Kan:: 1111111.111 
',11p1•r \h1lilil·,: \h,a11 ,.;;,, h,t\l' ll11e,' 111111111 ,up,·r .thil111e,. 

:::.ur h,t\C '"" 111,ljllf \ll)lll Jlll\\eh , ._,; h.11,· lllll' 11111111r .ind 
1ll't' 111,tJ,•r p111,er I "I~, ,1rt· h1on1, ,md tht r,•111;1111,kr :irl' 1111 
lllllllL t,1 tht· pl.1µ11<' ,ind I.di 11110 the L0 ,1ll'!.!<>n<'' lll l'h;,ieal 
I r.11n1111:. ',p,·, 1,11 I r.11111'1!.! 111 I l,inl\,.ire 

'\,llural \h1ht1l',: \ 111!011?.:h h;1,1c.tlh hum.in. the11 c,pt·r 1cncc, 
.,rid r<·,ohl• 1h11u1 111,, .u1d de.uh ha, 111.1tl,· llw 111an;11T, 1,·a1 
k,, +I 1111 1111u.1111c. +:--. 1,1 ,.i,<· ,, h,irror l,lll<H and +2 111 
,,1\L 1, 111111d ,tlll' flll!,! drug, ,md 111111d c11111rnl. lhl') art· c1e11 

unirl'Jlll''-l'd \\ llh llll' ,urw1 ,thilll) "' di\ 11\l" ,llll:t. J hc,1.· Ill' 
r11;;, d11 11111 lie,11.11,• 111 lhl'lr tlcc1,1n11,. \\ hid1 l·an ,tl,o get 
them 1111!1 rr,,uhlt• ,ind 111,ti..e 1hcm rell--lc". 1\II the m,nwrr ,ur 
, I\ 11, JIC I r 'L ,1 tht: plaglll' 

Spl'd.il \\t•apon,: \l an.irr a1he111111,·r, r1111111111nl: hJh' ,tun pt, 
tnl, 01 ,11111 crenade, tear ga, l ap,uk,. anJ a , anct:, of l'll· 
erg, "eap1m, .11 1ht.!1r d1,po,al 

lh,•11 la11111u, cncrg:, ,1cl,.le, tan u11 1hrnu!?h metal like 
., h11t l,.111k through huuer. 111!111:1111g 606 ~DC. per ,1riJ..e. 
I Ii ,,1 cve1. th<' 111,,narr u,uall) u,e lh1' ~capon lo cut through 
111111, .111d h.11Llrna-'. ,111J Lo d1,.1hle C)hnrg, Jnd de,MO) n, 
111 •h I lw ,1, l--k or ,c) 1l1t' can al,o I ire a ,hon range hla,1 1h:it 
1111l1l1, 111)(1 \.DC ar ;1 range· 11I JOO lect ( 10.S 111) lh pa)
f.,ad 1, 11111111.:d Ill X hla,h hctnre 1cquir111g au10111at1l rcd1arg -
111g ( r,·d1arg<'' one hla,1 J1l'f h11ur 1. 

Built 111111 till' ,·ml (II the ,1:) the" a ,tun hl.1,tcr 1h;11 tt·mpo 
ranl) ,hon l'in.:uih the ncrn,u, ')\ll'lll ol an opponent V1t 
11111, gt'I 111 mah a ,av11H! 1hrm-\ I 1-t or higher mean, 1he\ 
,a,e: rlll penalt1e,> and charaucr-. who arc 111, ulncrahle. 
h1umc 01 rohou, an.: 1101 affectcd. S1ttn11eJ ch.mll·ter, Jre 
dated· reducc ,pccd and the number ol a1tacb per mclce by 
half. plu, the \1Ct1111 " X 111 qnkc. parr:. and dodge lor 
I IJ-l➔ I rnL·lcc rn11nd ... ; multipk ,tun hla,1, rna) e,tend 1he du-
1.1111,n ol llll' ,tun dfci.:t hut not 1he penaltil'"· Range i, h11111ed 
111 135 kL·t t ➔ I 111 J and the pa) load i, 12 ,hoh ( 11 rcgcncrate, 
orte hl.1,1 -:v,'I') ,o m111u1c::--J. 

2. l:ncrg:, ,huril--t.!11,/thnmrng d1,c,: Thl(ming 1a11gc: 120 
kl·t 1.,h.S 111 L The::, don ·1 actuall: cul hut cau,c an 1mpaLl 
,, hl'll lhl': ,tnl--e that rnlliu, 2D6 S.D.C and ha, a I-XO',

lih·l1h11od ol 1'noc1'111g th \ill't1111 oil h" lel!t' Not applil,1hle 
111 hem)!, ,,ho "c1gh 500 lh, m more (225 kg> 17,c l-.110c1'
d1111111111pat:1 l"au,e, lh ,1ct1m 10 !o,e init1a11,l' and lllll' mdcc 
au1011/a11ad l'ud1 11111c he i, 1--noeked 11fl h1, lic-t't. 

Tlw .t\CJ.l)!l' manarr ha, 'D4 cncrg: ,hunl--c:11' and one 
,1c1'lt• or \L\ thl'. grirn rc:aper hod) am,or and a portable _1et 
pal·!,.. a, ,,ell a, uthc , \\capon, and equ1p1ncnt. 

Special Vehicles: I Im cr Ul',1', nn the had,. hidden umler Lloab: 
Max1111um ,peed 90 mph ( 1-l5 J..m). 'i.D ( -m Hmcr I to 
1,200 feet(.~ 10 366 rn) ahO\c 1he ground. r---1.1\lmum \Vl!ight 
allowant ·e: 1.000 pound, H50 1--g,). 

Special Armor : The grim reaper armor 1, a ltght l':\o-... J..clcton 
with the lolkm1ng feature~: A.R. 19. S.D.C. 160, P.S. 2-1. 
double, the wearer·, nawral ,peed. leap, up to 12 lcet (3.6 m> 
high or IX leet (5.5 1111 leng1lrn1,c. and l111111cd f11ght \la de
iachahlc Jct bad .. pac.:1' (50 mph/XO 1--m <ll lm1er ,t.111onar): 
ma>. ,mum alt11ude is l 000 feel/.,05 111 l. l1111g-r~111!!t' 1 ad11, ( 1.50 

milc<,/2-lO km). enhanced optic,: '>l!l' 111111 1he 111h.1rcd and ul
tr.l\ tokl ,pcctrurm (600 J'oot/ 181111 rang<'), huilt-111 languag,' 
tran,lawr . full em rronrnental hotl~ annor 111th 1ndcpcndcnt 
ll\)'gcn ,uppl}. ,ur punlka11on and ururla1wn ,hlcm. :111 111-
Lemal c.:oolmg ,y,1cm and 11111,t ol 1he lcature, common to en 
v1ro11111cntal hod) am10r. 

La,erheam, L,111 be fired Imm 1hc l'~c,. IIJ6 S IJ.t. lrom 
rnw C)C beam. 2D6 Imm hnth: range 200 lcel lh l mJ. 

Familiarit~ With Earth: ll1c rnanarr haH· ex1c1h1\e inlim11,1 
111111 on man) k,,-uth a need planct ,. Tht!) ha, c at·t·e,, tl> 111-

f'onna1 ion abou1 I.:anh 1ha1 r, the l!l)LII\ akn1 of the .. ~omc 
l'amil1ari1_\ .. result on the h11111lrant) \\'11h bmh iab lc. 1 he 
Manarr, larry 1111crocomp111er, 111 rcmlorcl'd hal'kpacb to 
,1ore lhl!ir collci.:tcd rnformat1011 

Rifts "lotei.: The munarr \\jlJ he ,een a, human rnulilnh or 
1reacherol1', D-becs, learcd and hunted h~ human ,uprcmac"''· 
Mo::-t an: ltl,.el) to he lone ad, cn111rcr, or pan ol " ,m.tll gro up. 
Am,al to Rill', Eanh 1, po,,ihle 11a a d1111en"onal anomal:. 
hlacl-- hole. J1111c11,1011al e,penllll'lll magtl. ,h ,1 ,la, e or rdu 
gee. or by ,paccship. In the la1ter c.1,e, lhe ,h,p ,, 111--t'I~ 10 ha,e 
becn d.imaged or de,1royed h) the nrh rial tlelen,l' \\l!h ,1111 in 
opcratmn urounll lht' plm1ct. thu, trapping the 111a11arr nn Earth. 
The manarr and ,uch being, a, the Splugnnh. , arnpirc, and 
ntha supernatural mon,ter, art· natural ene1111c,. hecau,t · ol the ir 
diametrically oppo~111g vie", t1)\\ an.I life and ,!aver: . 

If ,c, 111 1he Riftc;: Phase World cm ironment. 1hc ,ct·n.ino ol 
explorer. mercen:11"). hcro. or ,pace ad\C~nturer ,1 ork, finl' . Mo,1 
:ire good gu) s. 

Mo,1 of 1he,e charac1cr, ,ire :-i. D.C lilc -fnnn, 11 ho need 
mcga-c.Jamagc weapon, and am10r fnr mega -danwgl' protection 
and fircp<1" er. Qun:1'1e C-on,er,icm: T cchnolog: /\1 eapo11,/am10r 
can he ea:--il) ,w11ched from S.D.C. w ~ t.D.C. lrn q111t1' corl\er
s1on and integ.ra11on. Their encq.!} \1 capon, art• rough I) cqtm a
l cm to the Kitta111 plasma blade,. If an) ntl'c ha, mcga-damagt' 
weapon,; II\ the manarr . Sec Rift <; Con\'er~iun Boot- On e lnr 
specitic ,upcr pOI\Cr con1·er\lon, and other de1ail, 

Naiden 
Based on Ideas and Drawing s h~· Eric Brea u, . 

The planet nadine ,~ a green and blue globe 1ha1 ,uppo11' a 
vast variety of lile. The mo~t ad, ·,111ced nl 11' 111d1geno11, ,pcc1e, 
is a race of human, called the na1den, . l:vo lu1mn 111 nachnc·, 
powerful grav ity has ,hapcd thc narJcn, 1t110 a ,hon. ,trong pee, 
pie. The) weigh more 1han an .t\er:tgc human Ju, · lo 1he1r den,c 
mu,;clc t r..sue and ma,,. Othcrn i,c 1he) 111111' lil--e I anh human,. 
"i th licry red hair (occ.isionally orange 01 rcddr..h hrn" n 1. 

Then naidcm· 111:1111 area, ol ,1nlc are mer-popula11011 and 

limned l1v1ng ,p,1cc. Nadme·, gra, ity ,, ,o hca, y that 11 1, d1lli-

I08 



u11l 10 build upward,. ,o 1110-.1 of the planet " covered by low. 
,pra11 ling c11ie, and va-.t underground ci11c,. The 111ability to 

hulfd up 11110 the ... t...1e-. reduce-. the number ol people per ... quare 
mile 12.54 ,quarc t...m) and has cau,ed overcrowd ing.. war and 

109 

unrc~t. War over real c,tatr frequent!) al,o ,enc, 111 keep the 
,welling population under control 

The Ahorea arc an dite Lia,, ol na1tlcn nperall\e, 1rametl ,1, 
warrior, and tacti<·ian, H> command lhl' regul:1r 1roop,. The) can 
com<! from an) ,ocia! nr cu>nomic bad .. ground. The 1hing that 
:-.ch them apan from other naiden, i, their ,uprrhunwn ahil111c, 
and a tauoo placed over 1hc lei! eye a, a '>1!!111>I rant.... ,\II ahorc.1 
arc lct'l-handed !though nnt a ll left-handed na1dcn arc ahorea) 
and po'>'c,, ,uperhuman power, u,cd tor war and l;I\\ cn lmce-

The men: pre,cncc of an a bore a 111.tl...L'' n1lwr 11.1ukn, ncn nu, 
and aln11d. The ahorea .ire prnuicall) pan.ih, amnng 1hc1r own 
pcopk hl:Lau,e nf their rcputallom, a, rut hit',, ,ind 11<:adl) \1 arn
or, \,ho ,l:w ghtcr thou,and ... during Cl\ ii 1m1e,1 and 1\,11. Th 1, 
fear anti tlt,tru,t among 1he1r O\\ n people 1.au-.,6 ,om..- ,thorca to 
hen11nL· I ru,trateJ ,tnd angr~. ,omc11111c, grn ng bc1 ,crt... ,111d l:t:,h
mg 0111 1, uh murdcniu, rage or 111 dl'1 a,1a1111g. temper t,11111 un1'. 
\110,1 are 1nl\llera111 of 1he cnntemptuou,. 11cal..c1 and 1nknor 
miidcn, Thi, onl\ atl1h to the ,tr,t1n hct1\een th~·,l' t1.\n rclatetl 
race, fhe": ,enumenh olten c1111cc member, ol 1hc ahorca to 
kaH! their hornC\\orld to c,plnrc the t·1is11111, ,ir to find .i pl.ice 
whe,c they Lan mat...c a diffcrcrn.:e and he rc,pcctcd. Otlwr, he
come I illa111, m madmen. hut 1110,1 ri:main ln;-al ddc11dcr, of 

their people 
Dc,plle then a<h an~·cd 1e1.h11olog). thl' 11a1dcn, and c,pl'

c:tull) the ahnrca. have a 101c nl ard1a11.:-,t) led \\Capon,. Thc 
I\Ja1Jen, arc con"dercd ,ome nf tlw hc-,1 mcki: comhatanh 111 the 
gala:--:, rhc1r weapo11', arc maJc uf a ,.:r) rugged me1al I...t1m\t1 

,I\ (/11/l'O \/eel 1\h1d1 ,, nearl) 1ntl..-,truct1hlc and can c1 en pa~ 
energ) hl,1do v. 1thout hl 'll1)! damaged. 

Alignment: An:, 
Attributes: 1.Q. 3Dfl. ME . 1Dfl. \L\ . 2D6. P.S .. H)(1 t+ I[)(, lor 
AborcuJ. P.P. 1D6 t+2 lor Aborcal. P.E. 3D6+2. P.B. 11)(). Spd. 
1D6x1 
Hit Points: <;1andard. P.E. plu, I D6 p..-r ll·, cl ol e-.rcnence. 
SJ). ('.: ,Dfix IO plu, 60 lnr the A bore a. 
Natural A.R.: I 0: tough. hard ,l..111 
Height: 5 feet ptu, I Do 1m:hc, t 1.5 to 1.o 1111. 
Weight: 200 plu, -1D6 pound, 11>0 10 1()(1 t...g,1 
A,e ragc Life Span: X'.i )t'al"'.. 

Race: I lumanrnd 
Super Abilities: The average na1dc11, arc panial 1ir 11111 ton,t·r

<,ion C:}'borg,. Magic -u,111g na1den, arc unheard of .ind tho,c 
with [)\!Ontl pm1er, or who po"C'-' ,uper ,1bil1111:, arc ahorca. 

P,ionit: 1\horca: Choo,c p) rol..ine"' and tL·kt...1nc, 1, nr h) 
drot...inesi, a, 1he ch:1rnc:ter", ma1or p,10111c p<m er and ,l'l .. ·ll 
four minor pm1cr~. I.S.P. j.., l'vl.E.:>.2 pfu, 20. 

Ahcm:a with super ahili11es: Ha1e OOl' m,1Jnr ,upn ahlf11~ 
ol c:hoicc or random dcten11111a1Inn < 1110-.1 selcL t .in of fcn,I\ l' 

power) and one m111or ubilll) lrum the ca1cg11r~ ol cnl'rg:, c, 
puhion or super\ 1,mn. In add1t1011. the ;ihorca h:nc rntl' add1 
tiona l a11acl.. per mt:leL' round and a +5 Ill ,a1 c , , hnrror 

factor 
Sp ecial \.Veapon s : l\lmt 11,11den, prcter .irch,111 111l'lcl' \1capo11, 

such as ),\\llrds I hi... im.lude-. r,•trauahlc rorearm hladc, 101 
bionic drnracter,. ·\hml'ae ,·an "ith 11 hi,·h 1111·, 11'L'c11,· ., hn
nu, of + I to ,tril..c and parry ~fan) n:iidcn, .• 1ml ,111 ahnrca 



u,e wl!apon, of anira '>!eel (v. hich ,~ the equiva lent of Ki,cn
ll!e v. eapo nry l. Tht: chLiractcr get, a k. 1'Clllitc eq uiv I lent 
\\t:apon of his t:hou.:c 

~pec.:ial \ chides: Mo-,t ,olu1cr, arc 1,,ucu 1wo-man ho\ er Jeep, 
t ma,1111um ,peed 160 mph/260 km. S.D.C. 280. hover, 1 to 
12 kl'l/0 lJ to 3 .65 m aho\'C thc ground 1. but 1he ahorea prckr 
1111t• man ho\'e1 Lyc.:lc, t ma x11num ,pcetl 200 mph/321 l..m, 
\ D.( 200. hmer, 110 ,o kcr/.9 to 9 I 111 ahow the grnunJJ. 

Prel'crrt'd \rmor: '-,11dc11, ""car hall ,111h ol annor· A.R. 12. 
S.l> ( )(1 \hon .. ;1 v.,1mnr, \\car lull nr h~ill ,u 1h ot pla,t1l.. 
.111d LCrL11111L rlall' \\ 1th ,HI \ R 1-1 and SD C lJ(l or hard ar
n II ll ,\ I< J7 'i l> l 2:'i l 

Familiaril\ \\ ith Earth: :-.on.:. It the~ ,lmu ld lint! them,che, 
tlll're 1lw11 hm!!u,1g,· ,,,11Jld ht• \Cf~ 111uli1 Iii...: lhL· Ln!dl'h 111 
l'..1rth 

Rift, \otc, : < harJLlcr, ,,hu am,L' ,111 Rl11, l:arth \\tll he 
,t·cn " J.1111 ·rou, D hcL'' to lw l<.',,rl•,!. hunted ,ind dt',trnj cJ n~ 
human ,upr.:m, ,u,i-. \rrl\,11 tn R111, I..1t1h 1, 111..l'I~ ,1a .1 d11ncn 
,1011,tl .11111111,il). hl,1d, h11lc d111ll·n,1011al c,pc n111c11t. ma!!ll or a, 
,t ,l,I\C Ille '-;plul!,11rlh .md l'thcr ,J.1\cr, ,lrl' al""":' 1111 tht· 1011~ 
ou1 lor ,11pcrht·1n~, 

II ,c1 111 lhL Rift, : Phaw V. orld 11\ 1ron111c111. lhl' ,LcnJnn of 
,I 1,,. c,plorcr mcrn·nar~ or ,pJi.:t' ,111\cnlllrcr \~orl.., 1111c 
\ol'lL ' .Ut' !!Ood gu), and olht'r, arc\ 111,un, 

I hL' 11a1tkn, and ahnrt:a, .ire mcl!a-uamage Ln:alurc, on R1fh 
l:arth .111d l'h,t-.L' World. II the LharaLll'r ha, 160 SD.( 11 he 
c11111c, I h(J \1 IJ.( lht' ,<1111c 1, 1rue 111 na1Jt·n L) horg., !he ,u
pc, ,1htlll1t·, 111 1hc harallt·r \.\,Oulu al,o 111tlu.:1 tht• cqu 1\ ale111 m 
me~J dL1111agl' 1,cc Rift -, Con,er,ion Book One !or ,penfLL ,u
pcn power i.:011\'cr,mn, l 

Rotharr 
n,c ro1huir, arc ,1 pu""crlull} built race ol g1a1m nallvc 10 a 

pla11c1 i.L1tlctl < ,1rr. h ,pm, 4llld,l:r upon th axis. churning the a1-
rno,phcre 1111u a \\ 111d-ha11crcd. 111ho,p11,1hle e11\'lron111e111. Du,1 
and ,.11uhtom1, ,1rc i.:nntmuou, and the ,urfacc of Carri, ground 
,111001'1 lrom t'>.po,urc. Thi! na11vc lifr fom,, have deve loped 
l1ard no,l-..t'lcton pla1e, to protcu them from 1hi, abra~ive at
mm,pherc. The rotharr, ""ould appear human it 1101 for their 
n,11ural hea\) plat mg and large ,11.c. 

llO 

lhe ro1harr, ,m: .111 aLh ann:tl. ,p.tct·-t-.1p.ihl.: c1, il11a111>n and 
ha\ c been dahblmg \\ 11h roboui.:, and h1on1c,. but the,e an: , 11!1 
relegated 10 cxpcri111et11allon 11ht'1r na1ural hody annnr al,o 
mal..e, h1onll.. .iug111cn1,t111111 k" llL'LL'">,11~ (If appcalmg). 
Weapon lt't:hnol11g) ,, app1 o\1111.11cl~ e4ual 111 .2 ht C'cnlllry 
Earth. 1m:ludin)! \ 1hrn-\\Capo11,. ,ail gun,. la,cr, a11d 11111 bl,h-
1cr-.. 

I\.Jud1 nl 1hc Rn1harr uillurc 1, hutlt around .1 ,1r11 .. 1 1111htan,1ir 
,ouel). i\11 nitha11,. mak, and lcm.1k,. ML rc4uir.:d to ,pend at 
lc,hl ,uw ,1,-)car l11L11 111 1h1: ,inned lmcc,. Tho,L· 1h.11 dn 11111 en
h,1 h) lhl·11 J\\l'III~ -tir,t h111hd,1, ar.: lorccd i1110 ,crnrc. and dc
,cnt'r, .11t· .1rrc,1cd. Tilt' ,tm t L'11dc, ol 1he Ro1harr 111il11al) ha~ 
al,o ,~·111 111am ,nldi.:r, 10 pn,011 althouµh pu111,hn1L·111 i, gcner
.tl I~ 1u,1 ,t1HI I a1 r. 

·\lignmcnl: l\lo,t nithan, ,1111 h.: prnllipiL•tl. ,Lrnpulou,. unprin
upkd 111 1hcrran1 .\11arl'h1,1. 1111,trt·anl and d1ah,1lil character~ 
,, ill probahh ,1x.11d t1111c 111 and oul ol pn,on for , ariou, nf
fe11'e, and 111;1~ h.:u>lllL' ,tL·llar p11atc, or 1111cr);!al.1c11c cnmrn ab . 
\llrihute,: I() \IJ6. \I.I. ,D/,. \1. \. 'D<1. I'S -1D6+-I. P.P. 
'H)6. I' I: 'Dh f' B ,[)<,. \pd Cif)h 
Hit Point": Sta11d,1rd PI plu, I De, po111h pe1 lnel 111 experi-
1.'ncc. 
'1atural \.R .: 1-! a11d lllil) ,, ca, ,tddi1ional an nor or pilot power 
.mnor 
S.O.C. (natural bod) armor I: 51)(), 10 plu, cl(] 

Height : lJ tect plu,-IDh 1111.:h.:, (.2_!-. to, -I 1111 
Wt'ight: ,'ill plu, ~D6xl!I pnund, < )Ill--10 .213 k.g,1. 
A,eragc Lil'e ~1>an: Ml ~L·ar,. 
Rare: I luma111111l 
Super -\hililic !>: m1h.11r, L',111 hl' nl .1111 "upcr P1me1 C'atcg01;. 

hut m11,1 1,tll 11110 1h.: I t11d1H1rl' 11r Ph~ ,n:,d l'raming ca1egn
ric,. Le,, 1IM11 20'1 ha\C ,upcr ahil111t·, and nnl) anorh.:r 20% 
ha\L' p,10111c,. Bi11111t, 1, a rnnl): lMl,tll) lound 111 military 
c,penmcnh. 



Natural Racial Abi lities: Giant size. super mength. and natural 
body armor;+ I on 1m11a11ve. + I lo ,ave v, magic. +2 to ~ave 
v, poi-,on/disea:,c and drug'>. and +2 to save vs horror factor. 

Special Weapons: Yibro-axe:,: Length 2.5 feet (.8 m). weigh 
five p<>und!> (2.3 kg:.). and innict 4D6 S.D.C. damage plu~ 
PS attribute bonw,. 

Special \, ehicles: A.1. V hO\ er vehicle !can comfortably hold 
the pilot and five passenger,). S.D.C. -l40. maximum ,peed 
140 mph (225 km). can hmer from 3 10 12 feet (0.9 10 3.65 
m l ,1hove the ground It al-.o ha-. ,pace and under>water capa
bil111e, They also u,e Jet pad., 

Preferred \rmor: rotharr, tlo not nom1all) wear annor ot any 
kmd Thev relv nn 1he1r natural an1111r pla11ng tor pro1ec11on. 
although the, ma" atld metal and ceram11.: shoulder. am, and 
kg plate, for add111onal protection ltvp1call\ adcb about 50 
S.D C and @e point 10 the AR 1 

Familiarit) \-\-ith Earth: The Rotharr mil11ar, i:.ompuicr, haH: 
mtom1at1on 1n them that 1, equal to a ··\nmc lam11lant) .. re
,ull on thl· f·amih,ml) With F.inh tahtc . 

Rift, '\ote,: Character, v.hn .1m,c ,111 Ritts Earth \\Ill he 
,een ,1., dangemu, D hec, 111 he ll'ared, hunted and de,tmyed by 
human ,upremaL1,1, \m\a) on Rllh f:arth" likely via a d1men 
,10nal anomal) . black holt!. d1men\lonal experiment, magic or a, 
a ,la, e The ~plugonh and other '>I aver, will !ind rotharr'> 10 he 
vel} at1ract1,e for gladiatorial game-. and ,lave labor. 

II ,et in the Rifti,: Phase World environment. the ,cenano ol 
,tan.· , explorer mercenal). or ,pace adventurer works tine 
~ome Jrt· good guj, and other-, are villam, . 

·1ne rotham are mega-damage creawre!, on Rill!. Eanh and 
Pha,e World, If the character ha, 190 S.D.C. 11 hecome, 190 

M.D.C : the ,ame 1, true of rotharr ,pace,hips and equipment. 
The wper abil 11ie-. of the character would also 111n1c1 the equiva
lent m mega-damage hee Rifts Co m ers ion Book One for ,pe
c1fa •;uper power conver:.ionsl. 

Shissans --- - --
Sh1a 1s a planet of du.,1 and heat. The 210 degree Fahrenheit 

(99 C) surface temperature c1t the equator limits the amount of 
water, precipitation. and life on the hot planet. Despite the inhos
pitable conditions. there i:, life on Shia and at leai.t one form i-. 
intelligent. The shissans have managed to adapt to the torturow, 
conditions and they thnve there. Their population 1s low. but that 
1s because the available amounts of food and wa1er to sustain 
them:.elve,; are minimal and they must rely on foods grown from 
hydroponic gardens on space sta tions orbiting the planet. They 
are active in the galactic: community and are avid explorers. 
Shi,san '>ettlements are found on many thennal (and ocher) plan
et:,. This ha:, led many to 1,pecula1e that the '>hissans are not in
digenous 10 Shia and are actually the descendants of ancient 
space refugees. 

Shissam, look quite human, except for their light red or ruM 
complexion. flaming red hair and a pair of small horn'> < I D4+2 
inches long! on their foreheads. 

The planet. Shia. is a magic-rich environme nt very much like 
that or Rifts Earth. In this mystic environment. the shissa ns have 
developed an attunement to magic and practice a variety of mys
tic ans. Many use their magic to operate as con men. smuggler s. 
forgers. mercenaries and spies/espionage agents. Many arc self-

111 

-,i:r1 ing and are al\\a), in ,<.'arch of .:-a,j opror1uni11i:,. or get 
rich quick -,cherm.·, ,\, ,uch. they a1'l' inlanmu, l,ir tnLk1ng 
pnm11ivc pcoplo.: 11110 belie, 1ng thl·~ ;.iri: )!_od,. c.kmigod,. tknHln, 
or supernatural hc111g,. to get them to \\ or,hip and ohe) them. 
,bower them wi1h nchc,.11r help them ach1cH: ,omc other goal. 
There ,ire more '>Lrupult1u, memhcr, ol the race \\Im t.'arn their 
mone) by pcrfom1ing lcg1tima1i: ,en 1c.:e,. hut they an.> a ,mall 
percentage of the "hole. Mo,1 ,111,,an, oper,1ll' a, lonl' lr.:-1!1-
ancers or in ,mall group,. 

Alignment: An). hur 1he , a,-1 ma1om~ arc anard1l'L m 1111\CTe

anl. 
Attr ibutes: 1.Q. 3D6+1. M.E. -1D6 1'vl.A. -W6. P.S. m<i. P.P. 
3D6. P.E .. :106. P.B. 306. Spd . 3Dti 
Hit Points : Standard. P.E. plu, I D6 per le\ cl ot c,pl'rn:nct' 
S.D.C.: 60 
Height: 5 feel plu, -lDo inc:he, C 1.6 to 2.1 ml 

Weight: 100 plu, 2D6xl0 pound, !"-I to l(l() kg,>. 
Average Life Span : 160 ye,ir, 
Super Abilities: All shi-.,an, :.irl' ahl'n my,tic, "Im fall under 

the Heroes Unlimit ed rower catcgor) of r-.lag,c: tMiall~ w11.
ardry or illus10111s1. They arc tnum:d rrom a , cry young age 
and ,tan with 1wn add1t1onal ,pt'II, t 16 total l. 

Na tural Abilities: Shi,,arv, arc tntally immune to thi: effct:1' of 
heat and fire (no uamage). but If expo,ed to tempernture, le~, 
than 98 dcgrei:, Fahrenhi:it t 17 C !. the diaractl'r, will begin 
to ~uffcr from e,po,url' (,ee .:-,po,ure l'ITcct, um.lcr the Fro-
1.en World entry ror detail\ on e,powrc ). Mo,1 ,, i:ar hod) 
~uits while adventuring that rcgulat.:-, temperature at a mce. 
comfortable 1-W to I XO degree, Fahrenhl'll. 



Special \.\eapo n~: Shi ,, an weapon, are ide1111cal to k1,cn1i1c 
\\ Cap,11b 

"ipedal \ chicle!.: An11gra, lly ring, or 111cdall1on, : Maximum 
,pccd Ml mph (96 l-.1111: S.f).C. 8 . r-..fox1mum all1tudc 1, u11lim-
11cd \l ,l\lmum wc1gh1 ,illnwance 1, 'i()ll pouml, (225 h.g\). 

Prl'fl'rrcd \rmo r: '-ih1,,an, pre fer magical prn1cc11on mer con
,e1111111111 h111 \\di u,L w hale \'t' r 1, nCLt''' ••r) 10 gel the Joh 
,ll,nc 01 that ,tnk c, their lanL \ 1 rad1Lmnal explrn,:1 ga, 
me,11, ,He ., hc 11cd hod) ,u11 L'Ollct•;dcd 1111dc1 ,1 lno, c fit I 111g 
,h111 pa11h ,11111 .1 ho,idcd clna k. \ .R. I 'l \ .D ( "!11. 

Familhir il\ \1i1h Earth: 1:qu;tl lo " Ila, \tud 1ed Lanh ". mm,t ot 
I 11:1r d.11,1 ,, 1r11rn llwir k.a", ,n ,1ll1e, 

',oil- : l he ,t11",m' lii-c the l-..1,,,111 .111tl lrl'qllt'llli~ ,, nrl... a,, oci
lft• 1111.l tr.1o1, ,, th them 

Rifh '\ott ·, It 11,l'd tll the Rilh RI'(, ,dt111c. the char,llt c1 
,, 111 ht• ,l;'t 1 1 ,1 mul,mt hum.in II I l ht·l , Hlt·rcr ,1 ho i , !eared 
.1ml h·1nt,d h, 1111111.111 ,uprt•m,1c:1,h ltkl' llt<"t' ,11 il k' ( ,i.11111011 
\t,IIL'' I 1i~.,, L,111 lw ,111, ol till' 111.i!.!tl t > < C , 1,1111111111 th, Rilh 
,,n,, 1ml11dlllf tt'Lh1111 \\Jt,1111,. 1c111po1al ,q1,11d,, 11t•n 11111,111 
1..c1, ,111d h11•m lfllt'r , [ hc, h•H' 11111c 111,,gi. ,111d lhL· 11, t· nl para 
\Ile, ,11\d , , 111,111tll 1ug.1'lhll1, 

\rtl\al 011 R11h 1:.inlt 1, l1J..cl: , 1,1 .1 d1rn,·11'111ri:il .1110111al). 
ma~••l 1n ,1, .1 ,i;i\l' "r 1, 111ec .. I it'-') l-.m1\1 ah11ut lht ,plu gonh 
hu1 pH·ll·r 111 tr:idl..' and \\o rl-. ,111h 1ht•1r fl\ a l,. lhc , 1hola11, and 
'\ ir11111 I 111erpr11,c, 

II ,u II till' l{ifh : Pha,c \\orld ell\ 1ron111t·111 llw ,L·,·nan o ,11 
,l,1\l explotl'f . llll'rlt' ll,11~ Ill ,p .it·l' ,tthentur t' r work, 1ml' . 
\,11111· JIC go11d µu), .1ml ,11ht·r, 111;1\ hL, 1lla1m, 

lhc,e th,11:ictn , arc \ .D ( '. Ilic lonn, who nl..'t·d 10 ,tL'quirc 
111cg.t-damagc wcap1111, .1111.J ,innor Int mcgJ-dama ge proleLlloll 
and tire p11,H·1. \la gtl' , pt:11, ,tnd ahi1111c, will hc c4ual W 1111\cr, 
1111111d 1111 R 11 h birth and \ 1 lil ha, l' flll '_L!.i damagt~ ellc ch 

Silison 

I cr.il11111 1, ,1 ,,· rd.1111 ,111rld p,1pu[;t1ed h) human -ltkL alien-, 
l-.110\\11 .1 the ,t11"11" 1"11,· , 1111 th.11 \\; trr11, thi, v.orld al,11 ,end, 
uul pc,1,crlul radi.i11on tl1,t1 ,1.:-i:l'kra1l', the prod11t1ion or ngid 
L,1il 111111 d,·p11,1h. di,t•.i,c and m111.i1i11n. 1-nr 1h.: ,tli,nn, 10 ,ur 
, t\l' tho, ._. 1111t1a1cd 11rga11,. h1111t·, and l1mh, 11111,1 be replaced 
\I 11h an tfic 1al ,inc,. 1 n 1111, ,·net. thl'~ hm l' pcrtcc1cd rhe ,c1c11t-e 
ol h1nni, r,•torh lntLIIOn and cyhcnt l'IIL' 1111plan1,. l"hl' rad1a11on 

.it,11 prt•, cnh thcir hmhL'' from gnm 111g h,ur In fou. an) foL'1al 
11r he.id l1a11 ,irt' ,1n1f1,·1,d 1111planh. Snual -,1atu, and rank arc 
oltt·n ,h cl\111 h) the add11mn ol h,m and heard,. rile) al,o 
karut·d ho11 lo mal..c native plant l11l'. rad1,1t1on rc,1stanl. 

I ht• 111a_111nt) of ,tli,011, prclcr 111 ha\l· rcali,llt anilic1ul ,kin 
pl,ILcd 11,1.·1 their .m1ricial limh, ,md appendage\. e,pcciall) on 
till' head \ 1,111) loo!.. i:o111plc1cl, human althotr[!h the1 arc 90'k 
111ad 11111.· l"hl· older a ,tli,011 gch. 1hc more hod) pa11, that have 
111 hL· tl'pl,ll·nl. Tht: cider ,ti ,,on, become L'old anti mcc:haniGtl 
,1, thl'i 1 I lc,h .111d bone, arc cxchangcd lor maL·h111er). Many be
f 111 1,1 ,tum l'' II al1g11111cnh. and ,omc lnr,Ae L'mcnng lhl'ir 
111cd1.1111L·,tl hnd) ,~ 1th ,kin or l'iothc,. Elder,. mall) rank.ing 
111tl11.1r) 11!!1ccr, and the 11Nine. ma) rl'plaL't.' 1hci1 face/head wi1h 
a dc1111,111, 01 otltc r111w lrtghtl'ntng, 1,age 

I 111,...,· ,11,,.,.,11, ,~h11 q11al1t), for ,p;ic,, dul) u,ually dn ,o . Ten 
year, :ma~ 11nm the ir ,un ollcn ,top, thc gnmth 111 pa111ful cal 
uum d,·po,1h ,111d r,h~sKal dctenorat11H1. I IO\l't'1er. thl' radiation 

112 

damage that rc;.ult, from l1l'i11g on theu homcworld ,,ill cflect 
and impair the ,jlJo;ons for their l'nttre live,. 

Alignment: Any. but a, fru,trat1on and h11tcmc,, 1l',1er. many 
older. bionic sili,on, becomc cruel. ,elfoh and c, ii. ln;.an111e;. 
are abo common w11h age heca11-,c rhe brain ma.:, hcgm to cal 
c1 ly or dctenorate due to the radiatton . 
Attrihut es: 1.Q. "\06+2. M.h . 3D6. \I..'\ . 106 . P.S ' D(l, P.P. 
1Do. P.E. 3D6. P.B 1D6. Sptl. 1D6 or by h10111L'\ . 
Hi1 Point s: Siandard. P.E. numher plu, I D6 per lc,cl ol npen 
ence . 
S.D.l'.: I D4x IO plu, 20 or h) h11m1e rl'co11qm~·11011/corl\ er,1011. 
Tho,c v..ho urc lull c\hoq?, "ill 1:-,p1call) have an S.D.C'. ol -HJO 
to 'i()O v. ith an A .R . of 15 nr 16. 

Height: 6 teer plu, I D6 1nchc, ( I X 111 2 111 l. 

Weig ht: !l)O plu~ 1D6 pnund, 186 to X9 kg,i . .1dd111011al lll'1g.h1 
1~ ill he ,1ddcd Imm hmntc, . 
1\\erage Life Span: Roughly "i."i )Car, tor 1l11i..1.· "ho ,1a) on the 
plant't Tho,e \\hO lc,1,c hut arl' prnnanl~ hmnil' can Ii,,, for 200 
) t.:ar, 
Race: Human 
Super Ab iliti e~: t\,onc. othcr th.111 h10111c,. \II ,d"rn" "di re

ceive ,nmc fonn nl b111111c, unle,, the) l.:a,•e h ·radu1c before 
they are ten year, old (e,cn then the::, ma::, rc4u1r.: correc11v.:: 
,urger) and/or minor L'yheme11c n.'.ccm,trul·t1011 I The 1yp1L'al 
,11t,011 ,~ di ha, c onc or 1w o h1n111L' ,1m1, and lwnd,. rcin
forced ,pine ,tnd ,houlder, . anilic1al lung-, ,tnd , ari11u, other 
internal organ" and pm,;,ihl) h10111t leg, 1-h age JO. nuht 



have undergone comp lete bionic recom,truction. with only the 
brain and a handful of living body part,. 

l\ atural Abilities: Re-.1"tant to radia tion poi\o n (half damage 
and penalties. +3 J.O :-.ave) and they can see into the ullraviolet 
,1:>eun11n ol light. Many ,111,o ns; also radiate low level!. of ra
d1at1on 

Edutalion: \1\ht \lh,on, arc ,h.Jlled 111 the areas ot mechcine. 
,ncntt mccha111cal engmeenng/h1omcs/robouc,. research/ 
inw-.11c,1t111n ,pale ..:,ploration and combat. Many will fall 
nt" th\.' ~t 1u1ct.' "ipc\.1;t11,1 Fdul ,11 mn C ategor:,,. 

\ pccial \\ eapom,: In 1dd11mn to bionic weapons, manv ,t!i,on 
l..'\ph11t'1 ;1ml mJ111ary pcr"lllnt·l .ire 1,-,ued plasma t:JeC!llr n
tk, \ra!H,L' 121)() kct/,60 m. 606+20 damagc. 11110 20 ,hots 
flL I Uh.'n,. di{ 

"',pecial \ 1:hide<,. < >11L·-111a11 Ian Jl·t,. Jl'l pa.:h.s and ,p,Kclfalt. 
Prefl'rred \rmtir- n10111c hod) .im11,1 \ R 11 w IX. \.D.C 

2'iO tt lJll() 

Familiaril\ \\i th Earth: J'hl" ,t11,,11,-., ha\\.' 110 1..rmv.ledgc nl 
f.anh I lh<'~ 1rT1\ L'd tlwrc 11 \\ ould he h;- au. 1dcnt 

:'\ott>: 'i11J,011 , r,11,t.'d lr11111 1111:int·~ av.a~ lrom their hume
\,nrld arc tree ol 111,1,1111 tht' ph),10l0!:'.llal problem, a,,onated 
\\ 11h lhl' hPme\\ orl<l .md 11101-. quill' human A. fcv. ,mall cnlonic, 
h,I\L' been c,tabl1,hed on nther v.orkh. hut finding lrnb1table 
"orld, 1 ,1 mon: dtlticult 1a-.l.. than om: migh1 thml.. 

Rift, \1111:,: S,tllll" ,,, the rothHrr,. 

Swip 
rt1,· ,w1p, ,tr\.' 1nhah11anh of a lu-,h Eanh-lah.c planet called 

Tith Thl' gra, 11y ol Tnh 1, man} 11111c, ,tronger than that of 
Earth. ,<1 11-. nat,..,L' life fonm ,in: ,tout. powerfully hu11l uea-
1ur ... , l"he ,v.1p, arc human 111 appearance. except for their ~hort 
,t,1tun: ,and cll1ptilal c1c, All have an in,atiahle cuno ... 11y. a dc
,1n· lor 11111..cnni: and a natural inclination for bui lding . and the 
!llt.'lha111t,tl and clec111cal ,c1ence,. They have to figure out hov. 
wm,'lhrng ,,orl.., and enJO) mah.mg 1rnprovemenh on the crea-
111111, "' 11th.:r,. \II type, of mach111es, allract their intcrc, t Due 
to lhl'lf cncrgt:tiL nature. their 1q1rl.. tend-. 10 be more function 
1h,11 lnm1. f-1..'v. fe..:I lhl' need to wa,11.' time nor do mo,t have the 
pa11t>nll.' 1t1 make ,omcthtng lonl.. g1iod. If II worh.,. it worh.s. 

'\ot all "' ,p.., art: a, ab,orhe<l an tcchnolog). Nor arc th1.:y all 
,111glc-mi11dcd fhc,;: are more 1111 .. lmcd 10 figure out hov. people 
\,nrl.. ,llld hcrnme poli1H.:1an,. ,peal.er, and leader,. Hnv.evcr. a ll 
art· adrenaline junl..ic, v.ho looi-. for a<henture and fun. Many 
\\ 111 part1Lipa1c 111 combat and phy,,ca l ac1ivi1ie, regard le,, or 
per"111al gain. The} en1oy game, ol chance. racing. running.. 
\qc-.thng. f1gh11ng. c,p loring, m l.. takmg and cha llenge).. Their 
mall) ialc, of adventure ma) '>Ound lih.e fi, h , 1one~. hut mo~ I are 
tru, .and not overly emhclli..,hed. <,\\ 1p, are 100 reek le~, and 
proud 11, ,•,aggc ra1e 

PcNmal ,l..ill and danng pl.t)" a large part 111 the !>Wip), · fee l
mg nl c,n1emcn1 and accnmpla..,hmcnt. Man) prefer to use man
mtl control, to pilot \ eh1<.:le, and robot-.. and en.1oy test;. of the ir 
1111n<l, 11r phy,1cal hod) a, mut:h ti'> anything e lse. Their weap
on,. gimm1rh., .ind am1nr are u\ ually to ncea led beneath long. 
du,ter-,ty led coat'>. Widc-hrimmed hah. hooh. and leather chap~ 
arc al,o common choice.., for travelling. 

Alignm ent: Any 
Atlr ihu lc).: I.(). JDn+--i. f\l. F.. mo. M.A. J Df,, P.S. 5Do. P.P. 
JD6. PE. rn6. P.B. JDn. Spd. mnx1. 

IU 

Hit Points : P.E. x2 plu, I D6 p,·1 lc\c l nl l''-Pl'fil'nn·. 
S.D.C. : .m-lx 10 
Height: 'i fi.:cl plu, 11)6 ind1e, ( 1.5 lo 1.6 ml. 
Weight: 200 plu, 2D6x I() pou11d, 1 IJ! l lo I ,W l..g I. 
A vcragc Life Span: 80 _\ car, 
Super Abililies : Availabk c,11,•gom•, .ire l1m11ed 10 llardware. 

Phy\lcal Tra1n111g. Rohn11,·, ,ir BH111K, till' lau,·r ,., rard) 
w,ed on thcm,c lvc,. 

Specia l Weapon,: l\lcur:il hola, 1ha1 d1,L11,irgl' ,111d P\,·rload the 
nervou, ,y..,tem. Th1, dall.", tilt' \ 1L11m. \\ llll \\ ill 111,t.' 1nitia-
1ivc and he at 4 10 ,tril..c. parn and dodl!L" lor I 1)6 mdec 
rciuntk On a .. ,o h11" mil ol ll-.. 11/. or 20. thc bola, \\ ill t.'n
tang le the \ 1c11m. 

Othenv1,c. they u,c all h.111d, Lll \I capon, tnd cqu1pmcn1 
and ea\ Jl)' adapt 10 all typ,·, of tcdrnolo!:'.\ (+ IW, ll• id,·ntity 
and u~i: a lien 1edmolog)) 

Special Vehicle<,: ,\\ip-, l1J..e 1n mlc 1t,h11t ,tn1mal, \\1th all-ter
rain capuhilatie,· \1:111-.. run. kap. ho\L"I. 11). etc. thu,111) me
chanical hmer horse-. u111lfll'' and ld11lL''-. II lhl' ,harnc1er is 

sl..1lled 111 1he rohn11c, pm~er category. he may \\ 1,h IP ,p.:nd 
,ome of ha, hudget on modal) 111g 11" "mou111" to 1nclutk con
cealed \\Capon,. e,1ra a1111m. and ,o on. 

The ha,ic ,wndard robot ,111imal. \.R. 1-1. ~-D.C. ~20. 
max1111u111 ru1111111!! ,p_.ed XO mph ( 12X l-.111 l. ma\lmum 11) ing 
speed 2-10 mph ( WO l..1111 and ,·an hnH·r ,1,111t1nar;-. ma,imum 
alt1111de ,, typical!) 60(1 fL•cJ I ll(\ 1111 ahll\L' 1hc ground. Mu.-.1-
mum additional wei)!ht i, l1mllL'd Ill')()() pound, (22'i J..g,l. It 
b +2 10 dodge. Speual pilot ,1..111 111.'t:tkd l<l1 htl\L'r .11111nab. 
Tho\\.' w11hou1 11 c~111 dclau l1 to hmcr c;,L'lc or ndl' hor,i: at 



I !l'f 11r lllCllClfC)'l'lc al -20', 
Prefern•d \rmor: ,\II J...111tl, '-''rl'c1,tll\' pn" l'r ammr anti e'in

,J...ell'1111h. 
I· amiliaril .1 \\ it h Ear l h: r-..cmc 

Rilh '\olc!>: Same a, the rotharrs 

/, 

Titon 
I he 111nn, Ml" ,1 rnn~ 111 g1,t111 \\ arru,r, \\ ti,, roam till' gala.x) 

hdp111g nlhl'r, and \\n1J...111g \\ 11h 1h1hl' 111 nc,d Their homc\\orld 
ts a glonou, planl.:I ol ,oaring g11ldi:n h11lld111_l!'-and gli11cring 
cry,1al OlhL'r rm:c, n1uld ca,11), 1111,1.iJ...c '" ,h11nmenng towcn, 
,111d grt:c11 gan.Jc11, rm 1hc homc ol thi: ,!!otl,. or ,nmi: c4uall1 
hc,I\ cnly pl acc. Thl' 111011, arc ,l n,ihlc peuple v. hu ha\t: , 1s1tcd 
m,111) plani:h 111 lhcn quc,1 to 11npron: thl' galax) _ 1--.arth wa, \ ,.,_ 
lied h) them ,cveral huntlred )Car, ago. \t1c1 help111g the na
liH·, and po1111111g 1hi:111 111 IIR· nghl d1rcctmn. the 111011, lcfl. 
The) ha, l' 111-der1h J...nowlcdgc Pl 111,111y plam:h Imm ,uch vi,ii.... 
The kg.end, ol ··T11:11i...·· on man) planer-. arc IIJ..cl) a recounting 
11I lhL' 1111111, · , 1,i1 ,ind 1111crac1m11 v.11h the11 v.orld. 

l IK- 11111n, arc powcrtull) hut It g1anh w11h hroatl ,houlder~ 
and 111u,rula1 hod1c,. They u,t: a1111gravi1) dL·,·1ce-. huilt 111to 
their bod) ,,nnnr ;111d , chicle,. "1111.:h give, them lhl' power nl 
n,glu and l'nh.im:l'-. the 1llu\lon that 1lw:, arc )!Otllmg, in 1hc eyes 
of pnnllll\l' pl·ork,. The l!iani... hl'11e.e 1hb mi,rnm :eption i, 
ea,1er for prim11,.c peoph:: w umll'Nand .ind ~icccpt. rather than 
If) lo c,plam h1gh.:r technuloµ:, to them. It al,o enhance, thcir 
acc.:ptah1hl} among the pcopli.: 
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Ti1on, lra\'el the spaceway, in glcam,ng. la,er-resi~tant !>pace
cral1 that arc 1rul) 1\orks of an. ou1 1he spire~. pinnacle~. and 
-.me, 1ha1 give the crafh their oeauty al,o ~crve 10 conceal their 
defemc,. M~my of the ,mall to m1d-~iLed craft have tram,at
mo~pheric capahil11ie~. ~o they can cmcr atmospheres and land 
on planet,. Many al\o have a1111gra, II)' ')'item,. A, these 
seulp1ed craf1 , lowly land upon a planc1. 1he1 appear very much 
like a castle or city de-.cending from 1hc cloud,. Thi, "gh1 also 
lend, credence IO the image of god, dest·cnding from 1he heav
en,. 

Alignment: Any. hu1 mo,1 tllon, arc of good alignment,. wi1h a 
high ,tandarcl ol moraht) and se1N~ nfju,1ice. 
Attribute.~: IQ . 1Do+I. M.E. 1Do+2. M.A. 3D6+.l P.S. 
1D6+20. P.P. -tDli. P.l:. 3D6+-t P.B 306. Spd. mo x4 
Hit Points: P.E.'< 2 plus 206 rer le\cl nl e.xpencnce. 
S.l).C.: I D6x I Cl plu, 40 

Height: 8 leet plu, I D-t add111onal feet I 2.-t to 3 6 m I. 
Weighl: I D-txl!Kl plu, XO pound~ 168 to 216 kg,). 
\, erage Life Span: 250 year, 
"'uper Powers/Abilities: All 1110m are ol 1he Super Ability 

power ca1ego11. Select one minor super abilit) fmm the Ex
tra11nli11un categol") and one from 1he hei.11.hte11ecl senses or 
VII/II'! \'l.\1011 category. In a<ld11ion. the titon can select or ran
domly roll to de1en111ne one ma.1or ,upcr abillly 

Special Weapons: 111011, will u,e all type, ol weapon~ but have 
a londne" for energ) olade wear<m-. and magic weapons. 

Special Vehicles: An11gra\ II} \}'\tcm for am1or and ,;mall vehi
dcs: Ma.x,mum ,peed 90 mph ( 145 J..m): S.D.C. 50. maxi
mum al111uJe is unlimi1c<l. Maximum weight allowance i~ 
1.000 pound, (-150 kg,) . The l,pecd and weight allowance for 
larger vehicle~ I\ dramaticall) higher. 

Preferred Armor: Most wear ~pec1al1) made ,u11s of giant 
cha in or plate annor Each 1s ,t,lcd to ih owner·, taste and 
cons:tructcd or rc111forced ceranrn: t·ompo~11c, (even the chain 
lmJ...,). 111011 Chain Mail Armor: A.R. IJ . S.D.C. 120. titon 
Plate Am1or: A.R. 17. S.D.C. 250. Bmh arc de,,gned 10 en
do,e or 111corpora1e an envirnnmental l,Uit. 

Familiarit) wilh Earth: Very familiar wi1h Eanh culture. lan
guages. rdigions. and cu\10111, equal lo the "Has Studied 
Earth" re,ult on the Familiarit) With l::anh table. 

Rifts Notes: Same a~ the rotharrs. 

Insect Humanoid Races 

lnsectoicl aliens have a humanoid ,hape ou1 resemble giant 
in~eet\. complete w11h a chitin 1ype of cxoi.J..eleton/body armor. 
compound eye~. amennaes and superhuman ~trength. The exo
-.keleton colora11om, can vary from a tlat or glossy blacJ.... brown, 
green or red to a sh1111111enng. indescem rainbow of colors. Some 
will al~o ha\e mull1plc limb,. leg,. horn,. ,p1J...es. enhanced heal
mg and regenera11ve power, , 



Superhu1nan Insect Abilities 
BJ l\.r, in °'iemhieda 

1111..' li•llowrng Ml' ahi1111e, .111d l<.'alurc, Lt1ll11m111101110.11 in
,1..'< t111d r,tl·e,. 

S.I).( . damage from t~ pica I insed aliens & mutants 

Pund1· 21)..1 r tu, I'\ hn1111, 
Po,h'r l'u1 d1 -H>1 \ J>.C. flounh .1, 11\<1 nwh:l' .111ad.,/at11011,, 
Bl)th \l,1111 H)<, '> 1' C 

"i, k "Ph pi 11, I'', h, lfllf', 
Allt: lrom ,m,ill 111,111dihk, Pt mouth ltkl' 1ha1 ol ,I ll! or hl'c : 
}[)..1 

Bile tn1111111,:d1um m,1mhhk, ' L>h \ D.< ·. 
Aue lrn111 lail!t' 111,111d1hk, like tho,e nt ;1 IH:l'llc: ,-H)h S L>.C. 

Rift, \l.D.C'. -
Damage h,, in"ecl ,upernatural P.~. 

p s I 'i or le,, 

PS ) (, Ill 20 

PS 21 LO 2'i 

p~ 2h IP 'O: 

P S. , I to .,S: 

P.S '(l In "41) 

PS ll IP .:;i,, 

l'"i "1 loM) : 

-ll)h "i DC tor., lull ,1n.:nglh punch nr ku.:k. 
11)(, '1.D llir ,I J)PIAl:.'I ru11d1. 

I >h \ID . lnr ,t lull ,1rt·ng1h pund1 m kith 
21><, \1 I> lnr ., J)O\\l!I runch , 
2l>h I\\ 0 Im ;i 11111 ,tr,:ngth punth or kKk, 

-l[)/1 \1.D tor J ptl\\Cr punch. 
'Dh r-..1 D tor a tull ,1rl'ng1h punll1 or kick. 

(106 \1 I) lor ,1 p1l\At'f rumh 
-lDn M.D for ..1 tull ,trcnglh punch or k,d. 
I D-lxlO 'vl.l) tor a pcm er punch. 
51)6 vi D. fnr J t'ull ,trcngth punch or kick 
t l)6x I (l v1. D. t'or a pcl\\ er punch. 
6D6 M .D. tor a lull ,trcnl!lh punch or kick. 
2[)-lx Ill \1. D for u power punch. 
I D6xl0 ~I I) tor a lull ,trcng1h punch/k1ck. 

2D6xl0 \1 .D lor ..1 ptmcr punch. 

'\ote: Bue,: \mall 111ancl1hk, mllill I D6 M.D while large 
nl11cl JD6 mcg,1-t.l,1111..igc Bod) hloc:k,/ram, 1nl11ct 2D6 M.D. 

.111d have a 'i:'i14 chance 01 "-nockmg dov. n the v1c11111 of the hit 
Victim lo,c, one meke atl:tLk and 1111tia11,c. 

Im,ect Exoskeleton Body Armor 

I ij!hl Armor: Cockroache,. earn 1g,. cridch. and hutter
tlle,. Mam hotly: 100 S.D.C and A.R. I, /or I ,o M.D.C). 

\1edium Armor: File,. hec,. wa..,p,. a111,. gr:1"hopper,. 
Mam hod, 200 S.D.C and A.R. 16 (or 240 M .D.C'.). 

I-lea\) \rmor: Bcl!th:s. pray 111g manti\. and ,ome anh. Mam 
hod) "l!Kl+ mox IO S.D.C.. A.R I K !or -100 M.D.C. l. 

Rifts '\ote: All in,ct·101d~ v..111 he mega-damage creatu re~ 
v. ith natural M .D. body annor. 
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Compound Eye 

ln,ccl vi,Hlll "crude. olll.'ring. ,hape,. ,liadtl\\,. and l11nited 
color range Jn..,eu, l'annot read or ,ec dl'la 1k L 11111ted color v1-
,ion. li"-e a huma11 lookmg through a 11g.htl) wnvL'l1 ,cn:en w1n
dm,. The follow111g li:ature, are avail.,hlc: 

Typical Im.eel E.~e & Speci al Fcaturl.'<,: 

I . 180 degree area of sight .1nd + I In dodge. 
2. l llt nn iolel vision: Can ,cc 1h,1t ,pcctrum nl light. 
J. Polari1.ed !light: Can 1ell dirl'clH>11 (95', J h) 1lw pll,ition or 
the ,un and h.\ thl' direl'tJOn ol -..unlight. '\01 ad\ er,,' I} allel't..:d 
hy hnght light and glare. 
4. Hard e)e: 50 ~.D.C tor ,o Ml) C.1. 
5. Oplic<; honu-,; +2 1111 111111a1i,·c amt+ I 10 ,111~e and 1h1dge. 

Antenna 

Antennae, tu111.11on like :irn1, and h.tnch that can hl.'.ir and 
,mdl. rh1: ,e11'1111·e antennae, t".111 tee! 111011011. \\ 111d. change, 111 

1cn1pcra1urc. ,111d touch ohJCl'h In 1h1, rnp..1c1t}, an1cnn:1 can he 
u,cd to lt:el around tn darknc" and Ill 1dcnt1I} lood. lnends :111d 
enemies. Thl' typil ·,11 ,111tenn:1 I\ cmc,cd in 1h1w,ands of tin) 1u
hcrcb, and sccnt-,cl1'111\e hair,. makill!! ii ,upl..'r-,en,11i, c to 

mlor~. The m,ect L'an ,mell and 1tlcnt1ty a range cit ,mdl, tv..1cc 
a, great a, the he,t hun11ng dog. alt\\ ice the range' 

Note: Son it· ,111d , ihra11011 \\l':tp<Hh and ,upcr pcm er, 111tlict 
an addi11onal I D6 damagl' and tcmpnrari I~ knod nllt .111 nt the 
alien\ ,pccial antenna ah1t111c, tor 1D-1 mdl.'e round, per hta,1. 

Antenna: Smelling Pcrner~: 
I. Track and maneu\ r r h) -.mell alo ne: 7.:;i 1 .: roll llnce tor 

ever) 1000 tcc1 ( ,OS ml. Dnuhle rnngc to tollcm the chemical 
~ecrction, of that ,pen..:,. and four mile, ((1.4 kml for ,1111.'lling 
the chemical alarm nt thal ,penc, t au10111a11c.tll) recngni,es 
alarm chen111:ab) A tailed roll me.in, 1hc scent tra il i~ temporar
ily 10~1: tv.o ,ucce"tul roll, Olli nt three mean, lhc 11:111 has been 

rcdi-,covered . 

2. Jdentif ) common. knO\Hl ~melh. and im,etl t·hcmical 
sme lls: 9()(1,. Range: l 200 feet I J65 ml. 

3. Re memb er and identif) a sped lk unu .!iual ,cent: sor1;. 
Range: 1200 lel't ( 365 m). 

4. Smell the comin g of rain and large lire-;: 6W,. 1wo miles 
(3.2 km} range. 

Antenna: Touch Po\., ers: 
1. Accuratel., · idenlif ) cnmmnn. hmm n nbJcc1,/,ulNance,: 

10'¼ +5% per level or expcriencl' ( 10Ci ii" uncommon) 

2. Identify temperature ( \\ ithin l D6 deg ree-,): :'iO',~ +5'1t 
per level of e,periencc: indu<lci. air 1cmpcra1urc 

3. Accurate!)· identif y wind direction: JO'" +Yf rcr h:vel 
of experience. 

Antenna: Hearing/\ ibration/motion sensing 
abilities: 

Track hy sound alone: J011c +JC;, per k\CI ol e,pencnce. 
The charnctcr!, ca11 locate human pre) b}' folio\\ ing the , ihr:ition 



nl a runn111g L'Jr or a rnhnl eng111e. voice,. no1,e from movemen t. 
or lhl.' ,1ud10 1r.11Nt11\\I01h 111 a rad1l1. Range · IO(X) f.:c1 (105 m). 

~lotion detection and track b) motion detection alone: 
'i!\',, Can fnllov. and lon11e pre) h:,, following the air vihrauon, 
1..:w,L·d h~ mmc mcnt Cno1 ,nund per ,e. bu1 air movement). 
K.1111!1.' )0/l ICl.'I ( I 52 m l. 

F('t'i lhe , ibration, of an .1pprnachi11g ground vchidc(, l. gi
,lllt 11111, hnd 111 mammal,. ,,ml giant an1mab. up tn ,1, mile, (Q.6 

f..1111,1,,,1\ Ru11n111g or \.\,tlf..ing human, 2000 fcet (365 m) away. 
l·h tni.: ,d11dl 11 ,1111111.d ~1100 lt:t·t ( 122 1111 av. a, 

Hear ullra,11n1l' ,ouncl,: ,uper keen hearing: ,l\\'erage 
nlll_l!C 21)11(1 kc·t ~h'i 11 

Con111111nirnle ,, ith II l1ra,unic ,ound: •\ \ cragL' range 2000 
IL-ct 11t1'i 1111 <".111 ,1I" pr(ldUt<' and 11111111un1t·att· u,ing. !-.OUmb 
.111i11hlt· 10 hum.m, . 

I lw 111,l.'ll 1..,111 ,,·uclt .1 , ,in.:1, 111 dwn11t·al, 1ha1 ,end a 
,, ,1m111L! "l.'111 111 othL'I mcml~,, nt 11, 'P'-'t IL'' nr "' 1 mc,111, of 
11a1urnl ddt·tht' , \tan~. hut nu1 all. 111,l.'cl, can havl.' 1>ne or two of 
tlw tolltl\\ 1111.! t'hl.'mlt.tl ,pra, ,1hi1111e,. Tho"' v. 11h a d1cm1cal 
,, ,1i:111 "· 111 h.i, ,. thl' rhemica/ alarm and onl.' adtl111011al (player 
or Ci\1', ch<,1LL' l \...,,urn~ the ,pectl'IL ahl.'n t·haracter, 1h:11 lol-
1011 do nol 11,ne a ..:llcmu.:al ahtl11, unle" ii,, ,pt::l 1f1l·af1) ,1ated 

( 'hcmkal \I arm: l h t! 1, ,1r11111g ,ci:nh mcl udc danger. allack. 
111d dl.',llh 1111 1he ,ende1 l The ,t·cm can he -.111<::lled a d1,1anu! of 

.1ho111 lour m1k, 10.-l f..111) rill' ,ten! 1.::111 onl} he ,mellcd h} 
111he1 in,l.'L'lotd, o f 1ha1 ,.11111.' ,pet It!'>. and charauer, with ad
' ,11Ked/,11pt-ri11r ,l.'n,e 111 ,rnell ( 1nclud111g dog tio) ,, 

( ' hcmiral I rai l: !'he alten ,ccrelt'' a l'11enltl:al 1hat 1, let1 on 
tht· gn1u11d .md on lol1;1ge 1ha11he in,eu tr,nel, . al lov.mg other, 
111 11, ,pt'L 1<·, 10 loll,1\.\ h1, tr.11I. ~111 a,adahle to llying in,eci.... 

Chemical .\ !lack: ,\ crnTmt\l' acid ,pra) can he ,qumcd 
tri1111 1h'-• 111,ctto1d\ mouth. hand, nr ,pt'c1al gland, tu,ually lo
c.11t.'d 1111 tlll.' lwad. necf.. m ,h11ulder,1 and 11cc,i'111nally. 1he abdo 
mi:n. 1'11.: range 1, l11111tcd and lhl' the nlll:al i, 1yp1cally u,cd 10 
1111l1cl more damage In ,, oundcd pre~ Common among anh. 
Range 20 k-1.'1 16 1111 D.imag.:: -lD6 S D.C to r 2D6 M.D.C.l. 
B1111u,e, C11u111, a, ont• add111onal auad pt't mt::lcc. +2 to ~tnf..e 
v. II h ,pr,l\ allaL"f... 

Chemical Death : When the ,11ten 1, f..illl.'d or lo,e, 80% of hi!-. 
111a111 hod) <.; DC or v1.D C. it rl.'lea,c, a ,1rnng. chemical 1hat 
"'-''-'"' of 1h:a1h. Th,, warn, other, of 1h f..ind 1ha1 one of 1he1r 
member, ha, .1u,1 hcl.'n, mkntl) ,lam. ,1gna ll111g danger 

Chcmieal LoH•: ,\ chemical aroma 1, rclea),cd 1ha1 can he 
,melk·d h, .1dul1 mak, nl lht• ,amt' ,pec,e, for up to four mile\ 
1(1.-l f..1111. \tall.', arc 1rre,i,1ihl: dra""n to 1he area and are be
v.11d1ed 11' 1lw kmalc,' aroma of love: mu,t roll an 18 or higher 
lo ,avl.' "'thl.' 111,ccl love chemical - no honu,e, 10 ,ave arc ap
pltcahlc 

lhc 1111c1\lt'ated male 1, dhtraued and docile. 1hinf..111g only of 
ma1111g anJ 1gnnring all cbc c.,cept ,ell detcn,e . Pcnalt1e,: Re
duce tht· char.ic 1e1 \ 11u111ber nt ml.'lce a11ack, O) half . -6 on in
t11alt\C, , 111 ,1nf..c. pall) and dodge . Plu, the lovc-,1ck bug will 
rw1 leav..: thl' ,1de of the lemale. e,·l.'n 11 under .mack. u111il he has 
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mated. Note 1ha1 onl) kmale, can ,ene1e lhi, chemical and 1he 
love ,cent affect, onl) memher, of tha1 ,pl.'ntic ,pecie, of rn
!.Cct. Automatic for all beetle,. moth,. and hllltl.'rf11c,. 

Danaus (Atorian E1npire) 
The planet Danudt· 1, the learning and kmm kdgc n:nter of 

1hc Alor ian Empire It ,, a high gravit) plam:1 cm ned 111 green 
gra,,. vege1ation. ,parkling ocean,. and hluc ,ktl.', loc,111.'d deep 
wt1hin the Empire. about 23 light )l.'ar, from the 1111111.,.uil rorr• 
Sn1e111 The Altman Emprl.'". Ph1ha. ha, hl.'r palacl.' and ,eat of 
power for the Founh Imperial Sector llll Danude. Scholar, of 
pro111111cnce lrnm aero...-. the 1:mpire rc,1dt' or I re411cn1 '" hhrar 
ie, and place, or lcammg. "hilc nrnn) rrom 1rn1,1Jc pa~ hand
,ome p11ce!-. for the pm 1lcgc nt u,1ng hm11cd laLil1111.', . .Some nf 
1hc greate,1 mimh 111 the gala\) ga1lwr hen:. hut the ,chnlar, that 
originally fountletl thi, mecca ol lcarnmg. do 1101 ,hare in it, 
glory. The Danau~ no long~·r call Danude home . 

The plane! Danutk v. a, caught 111 111L' ,eu111tl ,, an• of !he :\IO
rian e,pan,inn campa ign, ,01111.' 600 year, .1gn Al that 11me. the 
Atorian Empire wa, 1101 the owrv.hdmmg force 11 "wda) . ,o 
!heir prc,encc in !hat ,ector ol ,pacl.' did not call for 1mmcd1atc 
alarm. Whl.'n lhe atonan llccl ,urroundi:tl lht· plani:l and de 
manded it\ people, ,urrl.'nder. 1hl.' danau, relU!-1.'d. nw ma1ont) 
ol lhe population were ,dml .1r,. ,c1cnl1'1, and pl.'npk nl peace. 
They were 1101 prep.ired lor !ht· ,avagc1) n l tht· awn,111, · on
,Jaughl. The) valianll) dl.'ll.'111.kd their lihrane,. colkge,. antl 



data ha,e, 1n th,· he,1 or their abili ties, bu1 in 1he end 1hey fell 10 
a wpennr pov.er. The hall le la!-ted longer than ii wou ld have bc
,·au,e the invader , ,ought to preserve the wealth of knowledge 
,md interf!alac l1L lrn,lm). Th" also made the people suffer more 
at the h,md, ot the cruel atornm 11wader,. Though hundreds or 
m1lh1111, \\erl' rnn4uered and en, la\eJ. the noble and honnrahle 
d.111au, rcfu,eJ to coop,:ratt' and prm.la1mcd that 1hey'tl rather 
dll' 1ha11 hdp the \ lie ,\1onan Empm· conq uer other peop le. 
I hl'II ,mgr) l•lllljlll"mr, ga,,· th1:m their ,~i,h and ,laughtered 
111allt,H1,. Whc11 1he f:mprl'"' lllrnll\ put an end to the ma,,acre 
n111 Tll<lrt' th.tn ,I\ 11111111111 d.in,,u, n.:ma1111.:d. Only a tc\\ thou,and 
rel UCl'Cs had 111,111,,~L·d to e,.:-:qll' 111!0 ,pace Lht rcm,urnng ,urv 1-
, or, wen: c11,la,L'U ,rnd ,l-.mcred 1hroughnu1 the Atorran l rnpirc. 

I ht 111,tJttfll\ 111 tilt' rdu!!cc, found .1 d1men...ional wphon and 
c,,·ap<:d 111 ,111111h,·1 "'lar ,~,11:111 !here the~ found the planet 
\;or-., ,dlllh ,,a, 1c111ir11,Lc111 ol 1hc1r h11111,·,1.orld a111.J ha,·e ,el 
tied 1lwre ,., hu1ld lll''' liH'' lhc11 dt·,1rl' tn ree,tahli,h them 
,el\e, ,,, .1 "'lilt.: 1 I l,:a1111ng ,t·r11 thl' 111,cl'h h,1lk 11110 ,pace 
,111d dm, e 1hc111 to 111tc11,.:-rc,eart h 111 .m un·wnulalmn ol i,,,nov. I 
l'd!!l' \, ;1 rt·,ult ni tht·11 d1lt)!l·nt t'tforh. the d,111au, remain per 
f"ll'tll,tl ,tud<·nh .111d kl'l'fll'I' ol h1,1or:,, ,uL'llt:t·. 1hi: arh. magtL 
and kiln\\ kd~<· nl .di l-111,k An arll'l<'nt danau, ,a\ rng "· "The 
i,,,e~ tn tht.: ,\ ke,1, t"r,e " through knov, ledge. With knn\.\ ledge . 
. di or 11' ,eu,•1, can he unlocked !heir numbers ha,e grown 
ll\<'I 1lw cl'111t1nl', 10 appro\lmatelv , 7 1111111011. Man} nf them 
tr:l\cl 1h,• g,tla,, 111 th,•1r nt·,er <'mltng ,ean.h tor higher kn<ml
edgc ,me! i:11lk·,t .mucnt or alien item .... anilach. and magic. for 
tht• ,11 rt'ad, c ,t,·n,I\ l I 1h1 ane, on '\Jor, Fx piorer,/re'.'>carchcr, an: 
oftl·n l1111e1, ,111d live aml ,1ork v.11h penpll' Imm other world\ 

\n e,11111ated 4X 1111!11011 danau,. mo,1 o l \\horn (99c.:f) have 
hccn horn in rap t" 11\. ,crve 1hc Atonan Empire a\ ,lave!>. Yet 
<:H:11 though the,,· people have heen ..,Jave, for nc:arly 600 yea r,. 
the) h,1\l· !,.'.T"l'at ,p1r11 anu do li11le tn help their <!m,laver, to hun 
,1r en,l.1,c n1her, The} arc taught danau~ hi~tory and exh1h1t the 
,.unc dn, 111µ curio-..ity and crav 111g tor know ledge that they al
" ;I\, ha,<'. In the l;1,1 'iO vcar,. a \t:cre1 111fom1a11011 under
ground ha, heen Je,1.'IPp.:u. linkmg ahou1 64q or the danaw, 
,la,<'' lo ,h.irl' llh,l.'na 11011, and 1111nm1a11on. II' 1hc orportunit} 
,in,c,. lht·~ \\ d i help 1hc l.'11.:rn1e, of the Empire 10 rret• other 
,la, e,. hut the~ 1, Ill ,ta.' 10 heir 1he1r p.:ople and to ohservc 

Danaus (pronounced dan-ouse) 
\lig nmenl: .'\n) . hut 1110,1 ,ire ..,crupulou,. unprin cipled or anar 
h1,1 \ trul; <'' ii danau, ,, a rant) . 

\!tri but e\: l.Q. 3D6+4. 1\,1.f-.. 406. M .A. -1D6. P.S. 4D6. P.P. 
mfi. PF.. 11)6_ P.R. I Dfi. Spd. 3D6xJ 
Hil Po int s: Standard. P.l: phi', I D6 per leve l or experience 
\ tedi u m \rm or Exoske le ton : 1\ .R. lfi. 200 S.D.C. 
Ho r ror Fac tor: 11 
Heig ht : 'i kc t plu, I D6 incl1c, < 1.5 10 1.7 ml. 
\\e ight: lllO ptu, 2D4x l0 pou11tl, 15-+ In 82 1,,,g.). 
\,erage Life Span: 80 )Car, 
Super Ah iliti ec;: In addition to 1he1r na1ural in~c:ctoid power)>. 

1V,, ol them arc p,10111c. with the lollowi ng abil11ie!>: Death 
trance. 1<11al rcntll. ,recd n:ading and enher two add itional 
"-'l'ondar) t 1111110n p,i-powcr~ or one maror power. l.S.P. 
1\11 , ' plu, I D6 po1nh per lc\cl or experience. The ,;chol
.,rl~ in,cc10 1J, .:an he any o.:cupauon bul mos t are re
,carLl1,:r,. ,cholar,. an,,1, and h1,torians. I 2'k a re 
pr:tlllllOller, ol magic. 
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Natural Ahilili c).: \II 1111.' k,11u1i:, 111 lht· l'lnnp111111d ,·ye .ind an
tenna ; no d1em1cal \l'lrt·t1011 

Spetial Weapon). and \ 'chid c\: flw <'qu1\',d.:111 ol 1110,1 ty p.:s 
ol wl.'apon~. hm er vch1cl.:, ,1nd ,p.tcccral I a, c ,I\ .11lahlc. 1\10-.1 
will tr} Ill ll\C mn1-k1lt,d \\c'apo11' ,d1.:ne,,·r possible 

Preferr ed /\ rmor: Dul' 111 1ht: h1ghh pnllt'l.'.tl\ l' 11a1u1c of 1heir 
e\o,kcll'ltin ,. 11111,t Danau, do 11111 ,1,-.1r armor Io hrt·athc 111 
inhos p1tJbll' ,111110,pherc,. thl', ,1111 \\car .1 llt'illll'I or I are 
111,1,I,, with an air pu11f1l,ll111n ,~ , 1,•111 ,t11d/1•r .111 ,uppl) 

Familiar it~ \l ith Earth: Th111u_!!h thl.'11 ,·,tt·n,i,I.' <lllk LIIIHt of 
know lc<lg.: and 111lonn:11111n. the danau, h:I\ L' 111torma11011 m1 

l:.anh .:qu.il 111 the ·S11111L· ta111i11ant, .. rc,ult on the l·;11111l1arll) 
v.11h l:.allh rahlc ·1 hl'll l1hra 11,·, u1111;11n 111.111~ ,nlumc, on a 
number ol d1lkrcnt pl;111L·t, 1,111d ,11.,,,. ,111 '-nr, lll<'ludc, data 
about 01lw1 d1mcn,1n11, I 

Rifb \iotr: Thl' dan,n1, ol \,1r ha, l' dl\ul\ crcd th.II there arc 
111a11) dt111L'll"1Clll' l.1,c1l'd Ollt' 1111 1np ol the ulhl'l' tu l'l'C,111.' a 
myrrad of rcal1t1L'' rhL') h,11 l' ma,tt·r,·d ,ome ul th, 'l'Ue1, nf 
111.1g1, .ind J1111\.'11,1011,tl lr:l\l'I , 1.1 R1lh ;t11d 111,1g1l Tlwy .1re 
av.arL' of the Splugorth. temporal 1.11,kr,. ,111d ,11pl.'111a111r;il 1111111-

,tcr,. hut han· 111a111tamcd .1 qut<'I pr<'"L'lll..L 111 1lw \k g,l\cr,e tn 
avrnd anothl'1 llll 1de11t l1k,· 1ha1 "1th the :\11111.111 hnp111.'. Thu,. 
lht'} tend 10 he q111l't. unoh tnt,I\ l pl'11pll.' h L'll ,.,.1, dan.tLh are 
countl.'d among thl' sla,c, 111 tlw Spl11!,!.nrth ,111d othl·t p1rn,:1ful 
force, 111 th.: Meµa,cr,c In lhl' R1t1, ,e11rng. mn,1 da11,1t1' v.dl he 

tem pora l ,v11;1rd,. ,hl!tcr,. k) lim· ,1 alkt•r,. 111y,1 ll''· ,d1olar,. 
hod) fl\l'r, ,md opt· i .11111, 

The C'oalt11011 \Wt\'' ;111d 11tltn ht1111,111 ,up 1..-111,1cl\h "ill con

, tdcr the gentle danau, 10 tw hnrr1hk- 1111111,tl'I, and 1k, 1rm 1he111 
,1 hcne,cr lhl'y arL' e11cou111,:rl.'d \lo,t l111man, .111d I> bL·,·, may 
shun them .1, 1111111,tl'r, The da11.11"· 111hu111a11 .1ppea1.11Kl' 111,l) 

cau,c human, .md I) l'll't'' 111 111i,1,1h.t 1lw111 1111 dt·1111111, :111d nther 
lrighte11111g 1111111,ti:1,. 

In the Pha.,c \.\orld ,e11111L. till''< 111,n1111d, ,1111111 lht· -...111w 
ha"IL ,etting a, dc,t:nh,•d lor A lien, t'n limitt•d I h<': \\dl ,l\oiJ 
the Spl11g11rth ,111d ,ire ,·arl•ful III thl'II Lkalt11~, "1th 1he \ aru111 
and other un.,a, ol') peopk .111d lm LI.'' 

Lixilas 
The 11,ila, ,ll'l a 1ac.:c llt'\\ 111 hH1~-1.111ge ,p;1L·,· 1rn,,:I Their 

,ociet) \ 1ech11nlog.1i:.1I 11.'vl'I " highly ,1d1 .1ncl·d. hLll tlK') haw 
ueve lopcd ,pact.:craft \\ llh a propul,wn ,~ ,1e111 that "ould e,
cccd the ,peed ol light lllll: \\lllii11 the l.1,1 dt:lade Nm1 1ha1 
1he) ha,e acl11e,l'd 1l11,. other ,ace, arc 11dn1111111g rlwm 11110 the 
galac.:11c co111mun1t) . 1h1, ha., gl\·e11 1lw111 thl 11pp,1rt11111t) 111 l'\
periencc other peopl e and uill11rc, and 111 11adt· l1•r 1L·chnolt1g) 
even more atln llll'l'd tha11 thc.:1r ll\\11. l lw 11\1l,1, tr<' 11trilll.'d h) 
the~c developmcnh and arc , 11nl.'111I~ \l'I'~ 1k, 11ll.'d 111 dipl11111atil' 
relation, with the numl.'rou, 111he1 r,K'l''· l'lll') ;111.• ,1!,11 \l.'I) i11ter
e,1cd 111 explorin g. the lar rcali1e, nl ,pall.' and ,\.'<:!Ilg all the 
wonders ol thl' LIii i\ cr,c. 

Their home plant·t i, .1 tht'rm,tl ,wild. J..11<1,1 ;1, '\ ii \111,1 l1\
ila., 111hab11 the ,c11rch111g 1111p1l',tl la111ude, "ht·11.· 1e111pc.:ra1urc:, 
ca11 reach 200 deg 1cl', l·ahrcnhe n f(); C1. hut thl''t.' .irea, art' 
CO\•ered b) rain lor.:,t, and !rel', th,11 to\\l'I .is high ·" 800 lcc1 
(24--t 111 ). The heal nl till' pl.met l :tll,l'' prl.'"llrt', 10 build lll 1h 
~urface. and the ore, 1h1:rt• ,lll' ~rt•,111\ n1111p11.·..,...cd. 1m r,·." tng 
their dcn-.11:- Thi.' 11\ila,· rna111 ha11t·1111g d11p 1111 .1th .1nc,•d ll'Lh 



1, th1, dcn,L. "1, c11111c 111-.c 11rc. Man~ " ' thc 1n,cc 1rnd,· 1rad1-
111,nal wc,1p11n, ,ire , \, on l, . ,pL'at, and pokam1, 111adc lrnm tlll', 
metal lht·,c ,an,c touµh mt'tal, ,ltt' u,t·d 111 1hc1r robot, and 
h1,d) armor. tit hough 1lw1r k, cl ol .111' amt·111c111 lt'lJU,tl or ,upc
r111r 111 mn,t J 1, a l:111,cl~ gu,mkd ,t'llt'I l ht•t r r11hoh art· nc, er 
L'\p11ncd Pr ,olJ Tht'\ ,trt' ht·hl 111 rt·,t'I\ c ,1, ,I m1•a_11, ol do.:lcn,c 
1··.111 ,t,l' 111 tlw hnlt' ·· ,11111 ,pt·aJ.. l 

I ht 11,tl,1, h.1,t• a ht\;ll\.'r than 11<11111,tl 11i.·11k111:1.: !ctr lht ma111 
ll•,1,,111,r1 (II ,upc1 .1hil111c, 11 nil ,1b11111 .::!X', 111 tlw l'"rul,1111111 t•, 
h1h11111g 1ht·11 111 ,0111e dt).!rct' I ltn,1· "11h ,Jlt't 1.tl p1\\1t.'r, "tit ht· 
fl'trlllll' I ,111d 1..111,t•d 1111,1 an 111tup.111,111 \\h1·1t· litt'\ GIii ht· put 111 
h1·,1 IN' \10,1 111d11 uh .11, tit.it d11 t',1111 ,upt't ,1h1ltt11..•, 1·,11111111 rt' 
,1,1 the nl 1t·r-, nf illt'•t mrl1t,111, ,p,ltC pn•e 1.1111 :ind t•,pcd111011, 111 
11the1 \\ nrld, 

\I• {'•"1111111, 111 .1.ith11·111 111 till' li\tl ,, "'L 1t·t1 ..re h1·ld h~ tlw 
tcm,ilt', \II l,1111111J..u-, •oH'lll111•'rl11•IIK1,1I, .• 11,d 111ilt1,tr~ nlli-
1..·1•1-.. trt• lt•n.,k, \llho wh thr, dnt, 111111111 ,Ill ll1't't t "JL'tal 
,tmtttirc ro ,1mlt' e,l\.'lll rht· l•\II 1, ire In 1w lll\.'an, ,1 h1\e ,nl1-
c11 I ht· 111tll\ 1d11.il 1, 111p11n,m1 md thl'\ l'lllll) 111a11) lonn, ,,t 
.111 ,111d pi:r",n,tl l \llll''''"n \ mal..: <,tn ,llhlc\ t' ,, "•t 1;tl ,1a111, ,,r 
r.,n~ ,1, hr~•h , tll\ lt'lll tll' hu1 lht') 111H,1 \111rl,. I\\ ll't' a, hard 
,111d loil'I 11c ,1•, 11:11 prL· 1ud ll I! 

Li~ila, (pronounced lid..-il-la,, 
\hl!llllll'lll . \111 
\llnhuk, : I <J \IJt>. \11: 1IJ!1. \I .\ l!Jti. I' .s -ID/1 I' I' IDll 
I' I H )! • I' B I 1)1, \ pd I I >r1 

llir 1'11inh I' I plu, I LY1 p,1 k\\.'I 111 t'\l)<'llt'lltL' 
\h •dium \rrnor l .,11,kclcton: \ .R. l!i. 21111 'i I) ( 
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Horror Factor : I 2 
Heigh I: 5 feet plu, -iD6 rnchc, r 1.6 to 2. 1 ml. 

Weight: 100 plu, 2D<ixl0 pound, <5-1-to 1001-.g). 
Average Life Span: 75 year, 

Sup er Abilitie s: Lixtla, character, t.:an be l"reatcd from an) of 
rhe Super Power Ca1egorie, lnund 111 Heroes Cnlimiled. ex
cept magic and ph) ,;real 1ra111111g. 

Natural Abilitie s: /\II 1he l'eawre, of 1hc compound eye and an
tenna: no cl1cmKal ,ecretinn l hey are al,ll 111,1111c11ve climb
er, 9W4 /XW1r. ,w 11nmcr, XO'i and are rL',i,rant to heat and 
I ire (hall damage 1. 

Special Weapon ~ and \' ehid e,: The cqui, alent of 1110,1 type:, 
ol \~eapnn,. hm er ,eh1de, and ,pact'natt are a1 ai lahlt>. 

Prefe rred Armo r: Due to thc h1g.hl) protective nature of their 
n,o,11.elcton,. mo,1 do not "ear annor. Io brt'atht' 111 inhospi
table atmo,phere, the) v. Ill wear a helmet or face 111,1.~k with 
an air puritrcatinn ,;y,tem and/or air ,uppl) . A full environ
mental e,u ,1-.elewn that lool-., .1u,1 like the li:,.ila, i~ u,ed by 
the 111t111ar~ and ,ome c,plorer, A.R. IX. S.D.C.· :?50. adds 6 
po1111s w the v. earer·, P.S. and I:? to hi, ,peed. It come, with 
a detachable .1e1 parl-.. retracwhle foreann hla<le'> (20 6 da m
age each) and a ,econd pair ol robot ann'> ( add nnt: anack pe r 
melce>. 

Familiaril)' with Earth: Thc L1xila, are cager 10 help other 
raLe, that are on the brinl-. ot reat·h1ng the ,tar,. and they co l
lect 111fom1a110n on ,uch pl,met,. 111dud1ng Earth. Their cur
rent 1-.nov. ledg.e or Eanh 1, equ,11 111 lhc ··Has ,1ud1ed" rc, ult 
on rhc Familiarity\\ irh Earrh tabk . 

Rifts Notes : In 1he Rifti, RPG ,e11111g. the 11,ila, will he re
ganled , l\ mnn,trou~ D-he..:,. The Coalit111n State, and other hu
man ,upn:macist, will see them a, dangcrou, hc1ngs hecau:-.e of 
their inhuman appearanct'. technolo g) and power,. The} may 
also he mistal-.en lor monsters and demons. 

If ,et in the Rift-.: Pha~e World em ironmenl. the) are j ust 
one of the le,, advanced and curiou, alit>n'> v. ho vi..ir tha t wor ld. 
The,e in,ertoid, will tit rhe ,ame ha..ic ,e111ng a, de,cribed for 
A liens Unlimited . They can he explorer,. adventurer, or merce
naries . 

Manteze --
The manteze are an 1mpch111g race ot 111,ec101d wamor mys

lit:'>. They arc a very hardy people w11h ..:xo,1-.clcton, , 1rcng 1h
ened and polished h) the ahra,i\\: atmosphe re of 1heir 
homcworld Fil-.tia. Their rcsilr..:nt cxo~J....:h.-tons are a , mooth. 
glo,,y hlac J.. and tht:ir cye, a ,parl-.ling green Thc plate, of their 
natural annor are as ,1rong a<, ,ome tanl-.s! Comb111cd wirh their 
magical abi l111e, and combat tra111111g. this mal-.e~ them ex
treme!) fom11clable opponems. Young mantc,e are raised on Fik
tia aud trained by the elders 111 the arts ol co mba1. self-awa reness 
and magic. Warriors. both male and female. are taught to re ly 
mo-.1ly on their w1h, natural ahil111e, and mag1t:al powen,. They 
may use other. ,o -called "techno log1call) advanced" weapons, 
bur are taught never to become rnmpktel:r reliant on them like 
humans and so man) others. Ahn as part of their comba t train
ing. each i:.. schooled 111 tacun, and the combat applica tions of 
their spells. 

Upon reaching ph),ica l maturity ar the ripe old age often. the 
newly recognized adul t, are sent imo space a\ pan of their rite of 
pa"age into adulthood. They must wander the galaxy for at least 



211 ye.tr, to hutld character. LO learn aboul hie and to lind a dircc 
llon tor them,el\c,. Most r72', J c,entuall) return to Fiklta to 
male, h:I\ c d11IJren. become elders. and Leach the young. 

1'11t· dd..:r, on hl-.11t1 ire 11111 nece,,anl:, lht' ,)ldc,t or 1he race. 
The) arc adults \\.Im ha\t' lnund tht:m,elve, anti 1e1urned to the 
h11111ewortd to hl'lp tlw ~ nun[.! cont 1nuc the cycle. The planet 1, 
home Ill m1l11nn, of elder, ant! 1111111011, more young The Queen 
H11ther 1, the ,up1..:mc.. 1uk1 t1I th, 1,1LC. \h..: 1, \Cr) old and 
po\1erlul 111 the \l;I\, lll 111ag1c , t11+2D4 k·,d nl t'\pt: 11enn•). 
\lw u,t:, het un1wr,ilkkd 111~,t1c..al ,1htl111c•, 10 guide ,tnd rule her 
pcnpk \llhllugh the Quet·n \lothcr ,, 1he ult1111,11c leader. 111ale, 
.md lemale, c..an a11,11n ..:qual po,111n11, .ind st.till, \1i1hi11 the man
ic /C ,11L'lel). 

Manteze ( pronoun ced ma n-tee ze) 
Alignment: Any. w11h leaning, to"ard good and sclli,h. 
Attribute,: 1.Q. '\Do. M.E. 300. 'vi./\. 106. P.S. 506. P.P. 3D6. 
P.f: m6+ l P.B. 204. Spd. 406 
Hil Point~: ~tantl,ml. P.E. plu, I Do per level nf e,perience. 
Heav~ \rmor E , oskeleton : A.R. 18. 300+3D6xl0 S.D.C. 
Horror Factor: I 0 
Height: 5 lcct plu, I D-1 t'ect 1 1.8 10 2.7 m ). 
Weight: 200 plu, 4D6xl0 pound, < I 09 to 199 1-.g). 
A"eragc Life Span: 90 year, 
Super Abilitie<,; All mante1c havt' natural magic abilities: see 

the w11anl or 1llu'lrnmt 111 Hcroc1> l nlimited. 
'latural .\bil ili es: All the lcaturc, of the compound eye and an

tennu. and chemical ,ecrett<Hh: warning. chemiLal trail. and 
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chemical auad. They :il,o h:l\c 1h.: ahilil) Ill climb \\all, and 
ceilings equal lO 1hc minor ~upt:1 ahtht) adltnum. aml are i11-
qi11c1ive swimmer~ (75' ,, I. Spcual combat traming hor1u,c;. 
g1\C them +2 on in111a11vc. +2 to pull punch. +2 lo roll w11h 
1mpaL·1 or lall. +3 10 san· , , horror factor and + I lO ''" c ,., 
magic. 

Pr efe rr ed Ar mor : Due 10 lhL' a111a11ng ,1reng1h uf their c,;o
sl-.eletnn,, 1he) never \\Cat atlt1111on:1I am1<11. To hrcalhe 111 in
hosp1t:1hle atmm-phere, the) \\ ill \\C:tt a helmet or lace 11wsk 
w11h an airpunltL'atwn ,)stern and/or air supply or u-.e magic. 
Tht:) can al,o UM: magtL to communicate. 

Familiarity with Earth: Through tr:1vcl, and m~ st1cal mean~. 
1he Ma111c1e ha, e L'OllcueJ 111lon11.1111m on E.tnh 1ha1 ,, equal 
10 1he ··1 la, ,wdu:d"' re,ull un the l·amil1ant) w11h l:.tnh table. 

Rift!'. 11\lotcs: FJa,,cally the 'it1ne a, 1hc h\lla,. 111 Rifts the) 
can he an) ol the m:tgtL' O.C.C.,. mcludmg temporal wi1ard. 
temporal "amor. h1omanccr anJ ncL rnmam:cr! 

Photin s 

The pholin, v.cre om:t· the ehlt: ,hod, tn>Of1' of the /\mrian 
Empire. The) were 1mprc:-.:-.1ve. mcn::icmg ,oldtcrs "1th natural. 
black ch 11111 e,n,1-.clctotl'>. tour ..111m. and large. 111,ect lil-.e 
wmg\. rhey were tough. cunning. re,nurcclul and mercile,s ,ol
dier, who were hard-10-l-.tll and could n: under 1ht·1r own power. 
The tr homewnrld ha, long hcen torgollen. but 11 \\ as .1 high ra
diation planet. The pho1in,· natural n:si,tancc 10 radiation al
lowed them 10 b.: ,cm 111 lor deanup nper.ttion, right after a 
nuclear ,1ril-.e. and the: ,H·re not u,cd cxdu\lvel) a~ ,hoc!-. 
troop,. J\ble to use the darkness to hule thcmsch es. thi:-photin~ 
also made lcar,ome a,,a"m,. ,ahoteur, and spit:s Like hon 1ble 
annnatcd shadow,. the) appe,m.:u ,ee1111ngl) Imm nowhere (a 

tree. the ceiling. the ,I-.)) to -.laugh1e1 their enem1e, . 

For -HlO year, the photllh were the l,l\ored \,amor, ot the 
awrian,. It wa, through their cllon, that tht· ;-mmg 1-:mpire made 
,ncredihle inrnau:-. during thcir legend.tr: ,ccond \\ ave or e\pan
sion. The aggre~,ivc m1li1iH) rnn4ue,1 01· entire world,. onc after 
another h: the Atorian Empire. meant centunc, 111 combat. A\ 
the atorians gathered alf,c,, 111 1hc1r c,p,111,ion. the) quicl-.cncd 
their cl ton ., 10 expand. Some photm, ol great ,1-.ill ,H reputation 
were given pos111on, a, premier ope1a11,e~. but the ma.1c>rll) of 
the tm,ccts rcma111cd on the I ront hne. rtw 111,t111ctively prc·da
tor) photm\ lov1;:d war. bu1 1hc1r number, dv.mdled \\llh each 
nc,\ t·onque,1. The baule tor '1-al-.,n. 200 )ear-, ago. wnuld end 
the pho1i11\ · reign a~ 1hc cl11c ,h11el-. troop~ ol the Atorian Empire 
Intelligence had been fault) and ,l·nt 250 1111llion photin \\arnor, 
to their doom. Although nu111umbcretl '"ent:, 10 llne. the incred 
ible in;,cctrnd;, held all but tv.o ,trategK p11sitHm~ until reinfnrce
mcnh amvcd. Yak1n fell to the F.mrire hut 1he price \\a~ 100 
high. or the :!50 rrnllwn troop, ,enl lo ,al-.111 Olli) 37 llltllton 
~urv1ved Jnd 4(l'J ol them woultl pl'mh 111 other bat tle, acros.~ 
the galax:i-. 

Toda) an e!>ti111aled 16-1111tllton phnt1ns arc scattered through
out the Atonan Empire. Surprismgl). the wamor, did not blame 
the Atorian Empire for the near tle,1ruc11on ol 1hc1r race. Violent 
death i~ the end ol an) warrior. l he) \\.ere ,11npl) proud that 
they held 1he1r po~,-.. when the planet kl!. and lhal lhl' Atorian 
Empire wrott' ,ong,. and ,1orie, and matle tdm, about 1heir cou-



ragl'<ll&, la,1 ,1jnd. :1nJ prahe 1he111 Ill 1h1, da) a, heme, of the 
lm1w11,il Rl·al111 On!\ a 1l'11 rogue, oppo,e 1he Empire and hate 
lhl· 111111,111, 11,1 l..111111!! 1hc11 peoph.>. 

h,1 th.: l.1,1 l\\11 i.:cnll&rll', the \tonan Empare pho1111, have 
tiec1111,ld ·" ,pc1.1,1I el11e opera111e,. 111.11111)' lore,p1onage. ,eek 
and 1k.',1n1) 1111"mn, ,111d a,,a"m,111011. From 11111c 111 11me. an 
e11111e t1dd ,&nll) "111 he dmppl.'d ,mo 1rouhle ,one, to erad11.:a1e 
'-''P'-'l'&,ill~ d&lllluh nr ,1uhhorn prnhh:m, . An e,1imated 6 10 10 
t11ill11111 11011 ,11111:d pholllh 1n1.111) arc men:enane, and pirate,) 
.ire hel1c1ccl In li1c and v,orl.. 111 olhcr pan, nl 1he g:tl~1xy. 

Photins (pronounc ed foe-tin s) 
\lignment: \n~. hul mn,t lend to hl' a11an.:h1,1 or t.:v&I The phol-
111, arr murderou, preda1or, \\ ho lnve lO hunl and 1-.ill more than 
an) 1h1ng 111 1he uni, cr,e rhe) al,(1 engage in tnnure and ac1, of 
l'>ru1,tl1t1. 
,\ttrihutl''i: 1.Q. ,D6. ME . 'H)6, M.A. i.06. P.S . ..J06. P.P . 1,06. 

Pl: ,Do. P.B. 1D4.Spd.606+10runmng. 
Hit Point,: \tandard PE. plu, I 06 per level ol cxpcricm:c. 
\tedium \rm or Exo'ikeleto n: A.R. 16. 200 S.D.C. 
Horror Factor: 1 'i 
Heigh!: h teet plu, I D6 im:he, ( 1.8 10 2.0 mJ. 
\\ eiia:h t: 11)" pl u, I 0(1 poumh I XlJ 10 91 1-.gJ. 
,\\erage Life Span : 75 year, 
"iuper \bil ities: All pho1111, ha1c the follo\\-ing \uper abilities: 

Control ra<laation. mu l11plc lamb\ !ne\.\: four am1~ and hand,. 
add, one adtl1tional at tac I.. per me Ice round). flight: wmged 
(1tN~r1: actually a natural abiill) >. adhesion (nawral). nigh1vi
,1n11 1 n;11ural ). and 111ghi..1alk1ng. 
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Natural Abilitie:-: All the feawrc, of the antenna and t·hcnlll:al 
trail. The) are abo amh1dextrou), tone addi1&0nal allack per 
melce round). Pho1111, arc na11vc, nl a high radiation plane, 
whil'h al~o makes them immune u, 1he dlet'h and damage 
from radia11on. They abo gi,c oil l(m lc1t·I, of rad1a1mn 1ha1 
can be harmful 10 1ho~e e:-.pmed to 1hcrn ror I\\O \\eek, or 
more. See 1he ll igh Rad1a1inn hnme1H1rld descnptmn for de
ia&I,. 

Spetial comba t 1ra111111g honu,c,: +, on 111111a11ve. +2 lO 

pul l punch. +2 to mll with impact or fall. paare<l weapon:,. +o 
to ,ave v, homir fac1nr and + I 10 ,a, c 1, poi,on am) Ji,easc. 

Flight Bonu,c, When 111 flight. the,e \\amor, gel an add1-
1ional auacl.. per melec round. are +2 111 ,1rike. +2 l(l parry. 
and +4 LO dodge al ,peed, bdo\\- 80 mph ( 128 1-.m J. +h "hen 
llymg t,htcr than 90 mph c l+l l..ml. Sec 1hc appropna1c ,uper 
ab&luy dc,cnpllon, lor lull dcta1h. 

~penal: Advani:ed Eye: Tlw, in),ec1 e~e 1, ,mailer. about 
t1.1,ice the ,11e a, a human ,·ye. h.i, mammal-lake Vl'-&Oll capa
ble 11f ,eeing color and ,mall detail, and " i:rn1,itlered equal 
to the minor ,uper ah&lit) 111hw11 ed ,1gft1. 

Spel·ial. lloni... A pair of hon) horns prouudc rrnm 1he 
wlc ul the head. Tht')' infl1l't 2D-+ damage Imm head hu11, 
and lan be used IO parr) auacb. 

Special Weapons: Ail,),. usuall) a 1:1nc1: ol a1rn1an de"gn. 
Special Vehicles: A1111gra111) ~kdall1011: ma,111111111 ,peed: 100 

mph t Ion f...m). '-i.D.C X. all11ude ,, unli1111ted M,1\111111111 
\\eight al11manl.'e: 100(1 pound, 1450 kgl 

Preferred Armor: Due ro the pro1ei:1io11 or their e,o,kelewn,. 
the) ,eldom l'ea, armor. To breathe in inho,p1tahle a1111m
phere, they "ill 11-ear ,t helmet nr fa1.·e ma,I.. 1111h an air puri
firnt ion 'Y s1e111 and/or a1 r ,uppl). 

Familiarit ., with Earlh: None. 

Rifl1- Notes: Ba,icall) the ,m11e as the ll\&la,. rhl'~ maf...c 
fahulmt, thieves. ,pies ant.I ,1',a,,111, (can l'>e an) nterct:nal') 
O.C C. l. They \\ di he i:oveted a, agrnh and 1111r11on'-ot 1he Splu
gonh. Soul Worm,. SunaJ. \:arun1. the Gargn: le Emp11c. Blacl.. 
Marketeers. warlord, and mher crun,nal or evil tnri:e,. M<"l ot 
1hc,e hlack-heanctl predator, ,1 all a"1K"1ate w11h :111yhody. in
cluding tlemon,, g.ene-,plil'er, and I amp1re,. 11 the 1\ork 1, good 
anti the) are created 11ell. 

Pyralis 
Pyrala, arc variou-, ,hade, ol pale green or blue "11h ycllcm 

eyes. Their hod1c, are i:mered 111 proleLllll' plate, that give them 
one ot 1he ,1ronge,1 e\1hf...cle1on, 1111hc unl\er,t· 

Approxima tely one hundred year, ago. th..:11 planet. Lnha, he
came a target ol the Atonan Lmpirc. The P) rnl1, 1-.new the: 
l.'ouldn 't fighr the a1ori,111 111va"on llcr1 ,n the) tnthh:red all ol 
their ,pal.'euart into a rag-rag fleet. rnllcued all the peoplc 1hc) 
could and blasted into outer ,pace. The Empire all11wed them to 
leave and took 1he plane, wi1hou1 rnnte,1 The remaining pyrali, 
population surrendered and look their .:hancc, under the d1cta-
1or,hip of 1he A1orian Empire. 

,\, the moving llei:t or rd·ugec, st.:an:he<l ltir another planet 10 
call home. the} found man~ people in the galax) 1ha1 ,uffered 
from inju,1it·es ~im1lar to their,. Th,, included c111e, ruled h) 
pclly I ) ranh, na1ion, controlled hy cruel dictator,. and other 
races 1ha1 had been 01'>l11eratcd or en~lan:tl hy the 1\tonnn Em
pire. The p) ralis tlccided to do "ha1 rhc) could tor 1hn,e le,, 



tortuna1e than thcm,elvc,. c,rc1.·1:.illy !ht: more pnm111vc socie -
1,,.., "'here 1he1r int en emmn l"Ould have a profound impact. Op 
era11.,,c, arc ,cn1 10 heir a, ,oon a, a troubk spot •~ toumJ. They 
com11111nh h,I\ c hllle or no knou-ledge ot the planet or people 
the: lwlp. hut they reall) don·, care The only pmhlem 1\ th,11 
lhc,c 111,cllrnd, are ,o tlc1er111111ed to help othcr, 1ha1 they can 
ullen lx- 1mkcd or m,1111pula1cd 11110 hclpmg nime lord,. tyrant,. 
,muggier,. p11alL'' .ind othcr, I lime, t'r the) g_enerall) do more 
!?und 1h.111 had 

P~ rali, I pronnunc:cd pic-ral-i"i) 
,\lign rncnt: \ r , nu tend 111 Ix· goud 
\llrihutt, : I !) 2I>ti+, \I I· 21)(h2. \1 i\. -11)6 P \ 6D6 PP . 
,l)fi. I' I 1)11 I' B 21 )II Spd -IIJ<1 
Hit Point,. I' I , , plu _1)<11w1 k·,d 111 l',pcrtcn.:L 
Hc;t\, \rmor I• ,o,hdeton : \ R I~- ,110+-l l)()x I() ':i.D.t. 
Horror I· actor: 
l·kight , I LI pJu, 1( H1 1nd1c, t 1 11 to :!.I I 1111 
\-h•ighl : l.~/J plu, .'[ ><1 • I I I p111111d, th, 111 l{)•l kg 1. 
\\cragt· 1.il"l· ~pan : )s'i \l',1rs 
'-ut>l·r \h1litil0

,: l'\l,tl1, ,.,,11m•h/d1.imp11111, ,tr<' l)p1t·,tll) ,111t· 111 
tit' 1,,11,,,, Ill);! '>11pc1 l'111,e1 ( ,11..-.i;,111l·,· \l:igic (\;ii~ t ,u pc r
p11\, crcd 111111:1111 1 ,5', l. l"\lk'nntl·nt l:'-',, t. phy,ical 1ra1ning 
I )(t(, t 01 harch, ,lrl" I 15', 1. 

rl1e u1ld lt1111lt111111' of l.i1h,1 h,t,c 111aLk thl· l'~ral" ex
ll"l°llll'I\ loler.1111 111 lrl°L'/111g u1nd111011,, I hc) arL" +-I w ,ave 
"lt1ld h,I\L0 d ,1ll,td., 111 l1111J1111111, ,111d ,uh tral I lnur pn1111, of 

d,1111,1• ln,111 th,: ,,HIit' ,11ua111111, 1"11t'! heg1n lo ,u ll er heat 
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cxpo<,ure at 50 degree, F ( 10 C) Sci.' 1h.- fro1,:11 ,,orltl tle
'>t:ription for e-ffeet!-. and tlamagc from c,po,un.'. Rdrigera1ed 
,urvival ,u1t.. found 111 the equipment ,cc11on ,trl' necc,,ar: IO 

avoid expo,ure. 
Natural Abilities: All the lc:11ure, of the compound l'ye and an

tenna 1110 chemi<.al ,ecre11onJ. 11npen mu, 111 cold Ce\l:n 1.·old
based magic doe, half damage). and arc +2 011 mi1ia1ive. +~ 
10 pull punch. +I to roll 11,,11h impact or ta ll.+ '.:! 111 ,an:"' hor 
ror facwr and + I lo ,a, e , , magi c 

Special Weapon ~: f hl") can u,.- any. hut sci:'m 10 prl'ler hand
held me lee weapo1h . e,pec1all~ energ! ,,Hmb and duh,. 

Special Vehicle~: Any except an11grav11!. 
Preferred Armor : Their e,o,keleton, are ,n pn,,ertul 1ha1 1he) 

,cldom wear add11mnal ammr 111 hrea1hc 111 tnhthpitahh: at
mmphere, the~ ,, ill wear a helm et or I.ice ma,k \\-llh an air 
purification ')'rem anti/or air ,uppl) or u,c nrng1c. The} lan 
al,o u,e mag il to communicate 

Familiarit_\ ~ ith Earth : The Pyralt, have 1111 ta1111ltanl)' \\llh 
Earth. Rift-, Note!>: Ba,K·ally the ,amc ,.._ 1h,: lt-..1l:l'-. In Rifts 
they can he an)' of the magic O.C C.,. including my,11L". le) 
line walker -..hilh.:r. tcchno-\, 11ard. necromanc er ;md pne,1. 

Relogians - -

Rclogian ,o e ,cty i-.. \llllle\\ hat Ill\ c-l1ke II ,, gn \"emc d h) 1l1e 
cldc-..1, mo,1 colllpe11.:111 tcmak, . Youngi:r female, l an occupy 
other posllHm, or power and autlmnl) hdo" the !wads of ,1a1e. 
but the higher offo:e, are rc,cr\cd for 1hc eldc,1. Mo, t kmale, 
arc ,cholars . ,c1ent1s1s. healer,. cnginea,/hullder,. and leaLlcr, 
in every branch nl -..ocict). 1nclud1ng 1he malc du111111aied mil 1-
tar) . Male, are L"onsidaed hcneath !email'., and u>mpn,e thc l.i
hor force and lllilll,H}. It i, d1lfiLuh ror m.tle, l\l ,1d11e,e any 
rc,pcciahle ,tatu, 111 levd of pm~cr and 11 1, near!) 1111po"1hle 
for a male 111 ,uccecd 111 the poltt teal arena. 

The homcworltl of the Rel11g1an, ,, .:ailed Reio It 1, a beautt · 
ful. Earth -like plane! covered \\ 11h h1rc,h and jungle, Ii.. lo\.\ 
gravit) doc, li11le to impede th,: ,k) "aid grlJ\\ rh of trL·e, .ind 
plants. ,o 1110,1 native l1le-lnn11' .tre tall . elegant. and gracelul. 
The maJllfll~ 11f rclogian c 111e, are hu1lt 111 the lrl"L'' 111 g1,1111. ,ky
,craper-1 i kc pillar, rem i 11 I\Cen1 111 1cm1 Ill' mound, 

The rclogiam, bclie\ e the pla1t<'l 1s nu11u1l'd h) 1he godtlc,.., 
Ar-..ta. The i11,cch have g1ea1 l:111h 111 1heir dell) and hl'lit:\C the~ 
arc Ar,ia·, cho,en pcople. and :tl'l' de,1111ed for gn:aine" Th" 
belicl ,1cm, Imm 1he fat·t that rel1,g ian, nw~ ,ec111 111 "'dtt•·· man) 
1ime,. hut arc miraculml\ly re,nirl"d or rc,urrl'l'IL'd lwlorl' finally 
cea~tng 10 CXI\I. The man) ll\e, uf thl· relogian, makl· them de
voted 10 Ar-,ta. No one kno\.\, if the,e 111ult1ple II\<'' ,Ill' !Ill' re
-;ult of di\ ine mtervt:ntwn. or ,ome1h111g cntircl) different. hut 
changi ng the mind of a relog1an '"tll h,: 1111po,\Jhk 

The 111,el.·toid, con!>tder II their dul) to ,1id ,llld dcl.-ml le,~ ad
vancl'd culture, . They tr) to help fll"np le 10 .1,111d th~· danger, 
and pitfall~ the) nw) be 1.rea11ng tor tlicm~eh c,. Relngi,111!, ,1 ho 
choose 10 d1amp1on thl'~e cau,c::-.. can aet on their ll \\ n 01 ac1.ept 
a government a,,ignment on a planet 111 need ol .1._...1,tanc..-. 
Many wander 1hc u111.,,er~e like krnght,-errant 01 sage!~ ad, i,or,. 
When on a,"gnment. the 111,cc101d, nom1al1) e111plo~ ea,il) lllll
den ant ig.ravity '>LIit, and earr) ,tun·l) re encrg.) club, and p1,-
1ob. J\ llhough man) tr") 10 avoid , tnlem:c and hur11ng nthcr,. 
they can u~c-any 1ype o l weapon .ind are capahlc I igtuer,. 



Rdogmn, v. ho n:icu Ar\l:t aml tum 1owartl evil. .:.in ,ecm Ill 

hL ., ii 1neam,11c TllL''l' .ire lrcqueml) mak, v. ho lrn, c diet! ,e, -
c:r,11 IHtll''· ,1111~ 10 n.:rnrn 111 lite ,, 11hnut an: grc.11 rcvl'la11on or 
111,1cill .1, lo then fate lhe, cng,tg1. ,~ bruwl act~ nf murder. 
rare. t1111urc .ind Jc,truLt1nn. fhc: can he pirate, . mcrcenanc,. 
.,,,a,"11,, LT1111e lord,. ,upcr v1lla111, llr de,1101 ruler, ol weaker 
pc,1pk ,, ho '"JI re,011 to am tl11ng to ~cl ,, hat they want. Man> 
,m: <.Jlllh? mad . 

Relogiam (pro nounred reh-lO\\•g uy-a ns) 
\lignmenl: I he !,ttl.'at maiont) of rclogi.11h ,, ill he of good nr 

,clri,h ,tlignmenh. E, ii ,tl1gnment, ,trc rare in the y11ung. and arc 
more L·ommnn amnn)! tht1't' ,, ho h,1,c died and n:tumcd :-cveral 
timc, . 1 hc,c 111Jl\ ,dual, heg,n tu lose their gnp un reality aml 
hc..:omL· .mgr) and hiller. 'vlan: hccomc heretic, who believe 
that the godde,, 1, a chaot ll' en1 II) "ho "-ccr, bringing 1hem 
haL"-to lik to do She-only-"-nov.,-,\hat 
\t1rihu1cs: I.Q. 1D6, M.F. mo. M.A mo. P.S. 506. P.P. 4D6. 
P I . Wh P R I D-L Sptl. ol)6 
Hil Point,: P.E. Y.3 plu, I D6 per k\cl of c,periclll:t'. 
'\ledium \rrnor E'<O'>l-.cleton: A.R. 16. 200 S.D.C. 
Horror Fal'lor: 1--l 
Height: X feel 8 ,nchc, rtu, 3Dh 1m:hc, (2.7 to 3.1 ml. 
\'.eight: 2.'iO p1L1, 3D..\xl0pound~1127 to 168 i,.g) . 

•\\ erage Life Span: 125 year, 
Super ·\b ilities: A 11 regolian, ha, c 1hc following ,uper .ibilities: 

v\ultirle live, (see Villain ... Unlimited). adhesion. hea ling fac
tor. ,111d rntlar. 

Natural \ bilities: All 1he fea1ure, ol the rnmpound cyc and an
tennae, (1hc twn largt>. hom-li"-e protru,ion arc ib antenna). 
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and chem teal ,ccre111m· \\ aming and death file) arc also 111-

,1inc1ivL' Llimber, (X5/T5°, ). acrohah (70/q I and ,wimmer~ 
(6'i' itl Srccial honu,c:, : +I on 111111a1i,c. +I 10 pu ll punch. +2 
to mil with impac1 or fall 

Spcl'ial Weapon: Can lhC any. hut 1hc energ) ,1un-dub 1, a fa
vorite: Lcng1h: 2 . .'i feel /0.X 111 ). Weigh1: 2. 7 pounds ( 1.2 "-gl. 
Damage· I 06 plu, the \ 1c11111 mu,1 ,ave v, 11un-k1hal po1~un 
or he ,111111wd 10 1hc cffcn of lo,111g 11111ia11vt• and i~ ~ 10 

,1n"-e. parry. :ind dodge !or I D(1 meke round,. 
Special \ 'ehidt",: Can Lhe .111~. hu1 a la\\mle 1, 1hc a11t1gra\'llY 

,u11 Ma,1111um "recd l::?.l> mph (ll/2 "-ml. S.D.C 60. m,r._i
mum al111udt' unl111111cd. 11ia\lmu111 \\L·1gh1 allowance. 800 
pm111d, \ ~60 "-!! l 

Preferre d •\rrnor: Due 10 1hc rro1L·c11011 ol their exrn,"-eletons. 
1hc, ,ddom wc:ar annor. fo hrca1he 111 111ho,p11able :11mo~
phcrc, thn \\Ill \\t·a1 a helmet or lace 111a,"-\\llh an air puri
f1Lat1on ,, ,1em a11d/or .111 ,upph. 

Familiarit) \\ilh Earth: The Rclog1an, haw ,cnl champions IO 

I anh helorL· A, a n:,ull 1h.-, po,,e" 111tnm1a11un on Earth 
L'qual 10 tlw ··-;omL' lami11anl) ·· rc:-..ull on 1hc Fmniliant) w11h 
Fanh lahk. 

Rifr... 'llote,: Ba,1Lall) lht· ,.amc a, 1lw 11,ila,. They can be 
any ol the ,dl\llar nr ,tlhcnnirc O L' C.,. dnmf, or pne\l\. None 
po"e,, p,m111, ahi1111c, 11r prm:11ce 111ag1L In thc la11er ca,e. it 
would ,cL·m v. rong In rel::, on I m.1giL) )lO\\ cr, 1101 prm idcd h) 

their goddc,,,, 

Xippus 
1 he ''flfll" arc lro111 a JarL l\1 i11gh1 planet t·alled Minllcka. 

They are ,1 tall race ol 1n,cu humanu1d, "1th Jar"- bro,\ n. g.lis
tcning cxm"-ckton, and large cnmpnund C) c,. Their ~oc1el) 1, 
very hive -11"-e in ,c,cral rt',j1t'Lh. ,\ queen pre,idc, over each 
Lity. All 01her po,1111H1, ol ptlller .ire held h) fema le,. anti the 
malc, fune11rn1 a, lhl' v.or~L·r, ,llld warrior,. rhc lem:ile~ in a 
cil) are limi1cd to cer1a1n number,. l\.1ak., mmnall) ,hare com
munal living quarter,. wh1k female, own hou,e, or large e,tate,. 
Perhap, 1he 1110,t dr,amat1c hive characteristic found 111 the x1p
pu~ ,one1y 1, 1he cxpul\mn or nwmhcr, who arc detnmental 10 
-..ociety. Thi, nomiall::, 111dudc, 1hc old. wca"-. crippled . ...ick. and 
dying. hut lhc x1ppu, tend to Larr::, i1 Ill c,iremt>,. They exile 
anyone v. ho i, dllkrcnt. nr 1101 "pure:· Thi-.. incluuc, rhose with 
deformi11c,, mutalll rca1urc,. r,ionic power, nr ,upcr ahili1ie:.. 
Even thost' ,~ ith dillercnt cnlonng, arc ":-111 awa::,. Onl} 1he 
queen!> are allowed to ha,e p,mnic or super abilit,c,. and only 
female!> are tak.en can: ol \\ hen lhl') ge1 old or ,1cld). Any insec
loid who re,1,1, expul-..wn or who a11ac"-, or hann, a "pure .. :dp
rus i, slain on 1he ,pot. 

Tim, revul:-mn mcati... lhc:, are al,o fa1rl) 1n1olcran1 nl 01her 
race,. rhe) eonsrdc1 mm,I mammal, and amph1b1a1v, a, 111fonor 
and dangcrow,. Other 111,cc101tb are con,1dered po1ent1al rival, 
and cnem 1e!>. Mo,1 111her lilc lom1, are , 1cwcd ,, 11h ,u,p1cion. 
Con,cquent i). the average ,irpu, avoid, rnn1ac1 wi1h other life 
fonm and lives happily on 1hcir homcv.orltl. ln1cr,1ellar 1rade •~ 
cx1rernely limired and prcfcrah l) conduc1ed v.•ilh inorganic or 
plan, lire. Alien , i'>llor, arc u-.u,illy "-cpt a1 ,pec1al outp<hLs. Any 
who threaten. ham1 or "-•11 a x1rpt1'> arc caplured and ,lain. Any 
who threaten a queen arc executed and their cumpanmn, told 10 

immediately leave their planet. never 10 return. or the) 'II suffer 
the same fa1e. 



The x1ppu, have a tec:hnolog 1c:ally advanced c1vili1ation with 
fair ,pace capab il11,e-.. Many exile\ arc placed on -,mall ,pace-
1.ratt 1n group, ot 3Cl to 90, v. 11h 1111n1mal ,upphe, and no weap
on, anti rod.eted to a nearhy planet that can support lite In a 
,trangc "a) th1, i, 1he1r 1tka of ,pace colon11a11on. A surpri-.mg 
numht'r ha,·e ,urv1ve<l the hleal-. trip anti ha,e ,tarted several 
Jo1en 1111) u1l11nie,. Other, haH· ,tumhled upon tar on -,pac:e 
,1at111n, ,,hero: tht'\ arc mtrn<luLed to thl' ,trangc hl"t' of n11n-i11-
sectmtb Other, dntt ,11mk"-I\ until the) tl1c or an: 1111crcep1cd 
b, p1ra1c, 1,nn, 01 cxpl01c1, \tall\ nt the,e re-..cucd mset·toid, 
hm,e man.1gl·tl to 1111<'g1,11c thcm,ch c, 11110 galacllt ltk Othc1 
e,1lc, 111.1, hlllh ,1 mil- ,,1th .1l1en 1ratler, or IIVl Ill ,m.111 h1,c 
com111un111e, .1\\.t) Imm tlw re,t nl ,1ppu, ,1K'1Ct), II their L1111l· 
mullll) geh too l.ugL· .md 1, JWrLc1,cd a, a thrl'al. the domm.1111 
,ippu, "Iii c11hcr hrc.rl-. till· u1mmu111I) up 11111, ,111allc1 I rag 
menb or ,tlt,tll-.. l-.11li11g 41)11 pl·rt:clll ,md t.iptunnµ an ,tdd111011.rl 
3Dh pcn::cnt and l.1unLhlfH.' them mt11 ,p,llC 

nie) .1d,1p1 hl•,t "hL·n ,q1ar.11ed .1, ind" 1dua1' 111 ,mall 
group, ot 1,,0 111 L'1ch1 Ind 1, 1du.tl, ,t11d ,111,1II µrou1h tend to hL' 
,uhm1,,1\e, hclptul .llld l•>)JI I he, l,tn he in.-rc<l1hl) -...1,age and 
<1ggrt'"tH' ,111d n1.1"L' e,cclknt ,11ld1L'r,. 1rn:rLc11.rr1e,. hml\ gu,1rtb 
and pirar.-,. [.;I!_.,., ~m111" "el'p till' hl\c 1ne111al11v and con;.1der 
11111,1 111111 llht.'llllld, 10 be 111tcrn,1 n11m,1er, and olten plot 
ag.1111,1 lht·m ,111d/or tr~ 10 1:,1ahll'h a nl'v. 111\L l::.x1le, ma) he 
httter 111\\,Ud thl'lf rai.:t• Im nilmg 1hcm hu1 the h1v\! 1n,1111L1 
1elb 1111:111 10 llll Cel ,1h1,ut II and 111 ,tan their nwn 111\-t' Mam
mal,. 11tht·1 t1heth>1d, and altcn lite fonn, .irt· 111,tinc:tivcl) pcr
Ct:l\cd '" 111lenor, and/or cnt:mie, ol the \lppu,. Wh1k 
111tl1Hdu.t1, ,v,11 be ,uhm1,-..1vc, large group, arc msllnLll\el) 
prcdarory. 1crnmnal and aggre,sl\ e. X1ppus ,pace pirate, and 
cnm1nal, arc among the 1110,1 ruthle,,. mcn.:ilcss and hlood-
1h1N) m 1he umvcr,e. 

,ote: Remember. the c,de, were driven a\\ay because the) 
\.\ere d1tleren1 from the average x1ppu,. Thi\ mean, the 1m1Jorit) 
pov,c,, ,upcr ahli 1ue, or p\lt>llll' 

Xippu~ ( pronounced zeye-pus) 
.\lignment: Any. hut 1110,tl) ,elfi-.h .ind aberrant c, ii. f-rom a 
human/mammal point of ,1e,~. xippu, .uc predatory in,ecl\ and 
e, II enemies. 
Attributes: 1.Q. 306. M.E. mo. M.A. 206. P.S. 506. P.P. 306. 
P.E 306,P. B. ID6.Spd.n06+12 
Hit Points: Standard. P.L. plu, I 06 per level ol experience. 
Light Armor Exoskeleton: A.R. 11. S.D.C.: 130 
Horror Factor: 13 ror exile, aml 1yp1cal x ippus: 16 for 4ueen, . 
Height: 6 feet plw, 2D6 inc he-, I 1.8 10 2.1 111 l. 
Weight: 100 plus 2D--lxlO pound-, <5--l to lQ kg). 
A Hrage Life Span: 60 year-,: 4ueens 170. 
Super Ahilities: The average >.tppw, has no ,,pecial abilities 

other than tho~e described under 1u//11ral uh,li11c~. e.wskdc1011 

and a11nh111es. 
Exiles arc -..uper-powered mutants (60¼) or natural psion1cs 

<40<;,) Roll under one of I hose two categories 111 Heroes Un
limited to dc1ennine their ab1li11es. 

Queens: Have all the standard ahilitiei. plw, the '>uper powers of 
co1111·,1/ 111.\ff/S (1101 urac/11111/.1). airer mewholi .1m. and 1/Pgare 
sttpcr pm-1 crs! Thi:, is m addi11on to 1mo111c powers: 
M.E.x IO+ I 00 l.S.P.; powers mclude : bio-manipulation. em
pathic transfer. ectoplasmic arm, telcJ..me~is. m111d hlock. ob
ject read. ,ee aura and '!Xlh '>Cnsc11 The typical al1gnme111 of 
a queen ts aberrant. 
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"l;atural \bilitics: \II till' 1L';1lllrt·, l>I th...: ...:ompuund l'~l' and an-
1cn1h1. ha, e lltl'd111111 111a11d1hlc, ( ~l)(l 11.lmag,· I. and chemical 
,ccrc11011 \,,m1111g. 1rail .111d lk.tllt TltC) arc .d,11 111,111Ktivc 
climber, 195/8'-', 1. ,Kroh.th ,7,;,,, I ,111d ,,\1111111c1, t,;,O'i J. a, 
\\CII a ... po"e" the mrnor ,upa ahtlitll''- ol 01ll1t · ,1,m and 

111gh111,11111 <.,peual ~(10 dc!-'rcc arL'a 111 '1ght :111d ctu11101 be 
,urpri,l•d h~ ,tllal"' lrom hl'h111d geh an ,1u111111a111 parr) 
or dodge and a hlllll" of+ I 111 p:111\ and dndgc. +::! on init1a
ll\c. and I~ 1,, roll \\Ith 1mpa,1 llf fall. 

Special \\ eapon, and \ t'hidt·,: l'he l'qui, alt-111 nl 11111,1 t~ pc, 
11t "c.1pn11, hon 1 , l'h1ck, .111d ,p:tc'L'Lral I arc a\ atlahlc . The) 
do not pt>"L'" a1111g1.I\ 11, h10111l·,. or robot ,uencc,. 

Preferred \rmor: DUL' 1u 1lw h1ghl\ protcl·I" c 11.tture 11I their 
c,11,J..ekt1111,. 11111,1 dll 1u1t \\L',11 amwr In hrcatht· 111 111hmpi-
1:1hlc .111110,phL'rl'' 1hc~ \\ ill \,e.1r ,t lwl111c1 l>I la...:L' ma,!-. \\ 1th 
,111 ,111 pun I 1c1t 111n ,~ -,1en1 ;111d/or .111 ,uppl). I lo\\ C\\'I. light to 

!T\L'Lhlllll hl)d\ ,llllllll l.111 hL· \\C\fll 

h11niliarit., ,dth 1 ... .1rth: \:onL. 

Rifh '1,otc,: H.1,1L.tll) lhc ,amc ,.., 1hc phot111' 



Mineral Race s 
l"l1l'w .tl1crh art' humanord., cornpo,cd of ,om.: form ot min

,:1,rl m 11mn.:.i1111. 111a1cri,tl. v.hclht.:r 11 r, lTY'>l:.tl. rod •. or even 
"11' Cry,1al al1l'r" um hl' ,rnoolh .md t1l,r" lrl..1.· or ,quarcd and 
p1rl1,lruJ 11"-t· ;r cur ,[11111.• I h1. \ 1.,111 al,o re,emhle the rough, 
lump, tur111, 111 na1111,tl qu.1111. I hl',,' alren, L,111 llllllC m any 
n,l,•r ! Ile.: 111,,,1 1.111111111111 :rll' pml... rnhy. cml.'rald green. hluc. 
,t1111.•1lt\\l h:1111\\ br11\,n !!ll'\. hlat·I.. ,t11d L'ry,tal 1.k.11. 

\heir, 111.1.lt• ol roll- 1.,111 .rl,o h1.• ,111c,.11lt. lll..1.• ,1,1ream pt.'bhle. 
or 1hc, 1..1n l•c• rout•h .,, 1.0111.tt'lL, a, .i>,1r,L' a, p111111cc or ,ol
c.11111. r<'t I.. .111d II.I\ c 1,1gg1.•d ,prk.:, , 11 lun 1p\ nudu k, 

1111.•, .111 h,l\<.' ,< 11<1/ural 11r111,u rati11~, \.R. ) ,md 1hc1r \tr11c
t11ml /)11111as:<· r apan/1 ! '1 J> (' I ,1 ill rdk1. 1 1hl'11 ,m111g. den,e 
.111d 111.',I\\ phl,ll.tl 1111" 111I ,lnlhll 

\ll 11,111c.:1,il tl1u1, h.i, 11'1 111.·cd t,,r loud. \\,ttl'I, ur re,pir.i
t1<•11 ,rl k,r,l 11111 111 'he 1111•11,111 cn,,· \! ,ht I~ p1cally Iced on 
,0111L toqn 111 ,r111hre111 .:11u••1 I h1. 1:IIL'rt!.\ l'.tll hl' ,0 111e1hrng a, 
,1111pk· .r, ,1111lrglr1 llht.: \,1,1 rn.11,1111) r 11r -..,mcthrng L'l,c. lrl-.l' ra 
d1;!lrP11. mr..lt.:.11 cm·rg). ,k,lrt1.!l1 111rcr11\\:l\e, and even mag.it 
en,n.!) 111 lhe lril' lt1rl'-' 111 !r, Ill,\! ,1111111,rl, 11h.111l..luli\ lhl'sl' la'il 
11\o ,ti<' u,n1pa 1,11r,L'h r:11t•1. II >lilt' ,,t lh<:\l' .tlrt'lh r, dq1rr\ed of 
enerr, 1111 m,,n: 1h.111 a \\el'k. they h,!!111 to ,1af\c. L ,.: 1he ,ame 
t'!k'i:h d,1111.we .md penallr<:, .r, lur 1:,p,,-trrl'. (set• rhe l101en 
h1•11i..-1H1rld d .... ,u,p1111111 h111 ,1ppl:, 1he111 <''t'f\ -lX hour,. rnqead 
ol L'll'l\ 1..:11 I Jncl' ~l11med to ,oal,; up <:11crg). thl' alien \\ ill re
cm t'r 11, TCL' ,1' qurcl..l) a, 11111,1 organtL l11l lorm, 

1 h..-s.· hern!-!, arc ,o drll<:rent Imm <Jr_\!antc lite torm, thar i1 
ma) he rmpu"rhk lur some lo under,t,111d or relate to orgamr 
lilt· lorrr1'. 1 ltrug, 111..e rohol!L,. hrnn1c,. agrrLulturc and 1111.!Clr
em,· 1i11ld 111, rrn:arHTH! 01 purpo,c h>r thl'm 

Standard '\atural \bilities & Feat ures 

H~ l\.r, in \icmhieda 

Rc-,i\tancc lo Dam.igc: 1'111t·l1t' <:nt:rg) am.I rmrau wearons 
,ut11 .r, bulki-., rarl gun,. Jllllld!L',. l..rLk,. !all,. 1hrow11 weapon,. 
am.I t'\(llt1-..i1c, do hall d;rmag,•. l· k-ttrrul). ron beam~ and laser, 
ul,11 do hall d:1rnage. E,1rt.!111c I 1rc. hcal. to lu and powerful mi
c.n111 ,1ve, ,inly do Ill', 1hcr1 normal d;image N1rm1al fire. heal 
,111d u>ld d1,n'1 Lhuall) hurt the ch.1r:rllcr Jl all. R.1drat1011 usually 
doe, 11<1 damag<: 

J>l.1,ma ,·n~·rg). partr1.k bt:,mh. ,rn111. hl,l\h, \ rhra1ion power,. 
magm:11,nr rnagrc. p,1on1c, and nuL lt'a1 t•xpln-..ion, tlo full dam
agt' 

lmpen111u\ lo a1rhOl1lL' 111 1ng1:,1cd por,011-... 10,in-... drug!-,. 
g.a,,·,. pollu1m11 ,ind 111ag1t pn111111'. II Tl ncc1.h 10 hl' 111ge,1cd or 
othern 1,c put 111 a 1.h.iraL1e1 -.. hll1od,1rca111. it will have no effect 
nn lhi: mrnt•r;rl hcrng. 

Healing: Phy,1L·:rl d:11nagl' i, re,torl'd at a rate of 206 
'-I DC ./hrt po111h per 2-+ hour pl'll<ld \lien, who -.u:-,tain ma\~ive 
tlamagl' m.1.-, go 111to a hrhemalr\l' ,lct.!p or trance 1ha1 can la;.t 
Olli.' to a dll/l'll d,I) , . During 1hr, 1ranLL' the l'harac ter\ healing 
tll1uhle, l.'\l.'f) da). 1.l'. the l'ir,t d,1) 4()6 porn!\ arc re'>tored. day 
l\.\o 8[)(,. d,I\ thrci: 16D6. day fmrr 321)6 anti ,o on until com
plelcl\ r<:-,lnrl'd. The hc,rlrng t1ancL' even <:nable, the character to 
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regenerate lost limb,. hut an e,tra du) ol ht.!ahng 1, needed for 
each limb (2-.+ hour tlay\l . Hov. ever. for the trance lo worl.. the 
character mw,t be exposed 10 thi: source ot energy that he feed" 
upon. Abo. during rhc healrng period the characrcr cannot take 
any actron what:-.oever and 1, ohll\ rou-.. to the thrng, 1ran,prring 
around him. IL is also rmpo"ihlc to rouse the l'haraclcr from 1he 
trance. I le wake, when he I\ hc,tlcd (in pan or rnmpletel:,. char
acter\ choice). 

Don't Breathe: Mo,1 rmn<:ral he1ng, aho don·1 need to 

breathe or eat cahsorb and fct.!d on ambr<:nt cnl'rg)) and l'an 
tuner 1cm al maxrmum cfficienc) with nnl) four hmir, rc,1/-..leep. 

Rifts l\o te: All mineral berngs are mega -damage creatures rn 
the Rills ,cttmg. Their P.S. and P.E. are cun ... rdc:red lo he ,uper
na1ural. ,o their punches and l..rLI-, rnlltll mega-damage. L.il..e
,~r,e. ,pec1al powers art' lrkd) 10 do ml'g,1-dam,rgt.!. 

[Breov1tQ 

Basanite 
The planet bsrnr r, a ,mall. rocl..) glohc v. irh no veg.etalmn 

and no atmm,phere. ll 1, an rnho,pi1.1blc ball lor 1110,1 organrc 
I 1fe fom1s, bu! beneath its ,urface live the Cf) stalltnc. ha .... 11111e:-.. 

In the last fev. l'en1urie~. ~evernl :-a1elli1e probe\ and ,pacr 
crafl have cra,hed on their ~mall planet: nlll,t arc the ca,uallie, 
of war. Intrigued hy the t'abricated metal obJcCI~ and the .. ,oft'' 
things inside them. 1he alien, began LO \tudy them . ,\rded 
through p<.ionic:-. and ,upcr ah1li1ie .... the ba:-,an11c, have heen able 
10 figure nul whal many of these nhjech are and hO\\ they 
worl..ed. In an attempt 10 duplicate 1he cffcl'h or lunc1ior1, of 



,ome of the,t: de\ ice,. 1lwy haw: made a1hant ·cmenh in 1heir 
ov.n cullure and have created a ,on of cry,tal ~cience. 

lhe ha"tnnc, are ahk lo comrnun1c.:a1e throug h cry\tals by 
,1mpl~ 1ou1..hing 1hcm aml 1h1nk111g. Vem, and line, of cry-;tab 
that ,ire mile, long form an e\1e11:-.1,·e commumcauon, network 
aun,, the planet In their ,earch to Juphcatl' the co mputer, on 
the J1m11ed ,pacecrafl. tht: ha,amte, 1.ll-.cn\cred cenain , 1one-, 
1ha1 ;11.:1 it, ,wrage cell, When 1hese ,pccll 1c rotk, are fom1ed 
and llnl-.t•d IP t·ommun1t a11on 1. n ,1.11, ml onnauon can he ,tored 
and rt•111e,ed FH·111uall). tilt'~ \\<!IC anll' 10 creme 1he1r own 
Urtl4ll<' Ll'ITIJ'Ull'fs 

H, ..... 1n11l' lt''<:ard1 c,1..·111uall: led 111 the dl.'.,clopment o1 mind 
h11ggl111g ,p.1ce,l11p, ,1111,tTlltled cnmplelelv lr0111 pure 1:1;,stal ol 
, ar) 111g 1..11l11r,. ,\long \11th 1hc11 heau11lul ;ippearance. the male 
nab .irt· l.1,er rdlc1.l1\e da,<'r, d11 h,tll damage) ;md ,1Urd1er than 
..:rn1,enl1111ml m1.·1al <.11111po,111..·, u,cd lor the hull, ol mo,t ,pace-
1.ralt I h<' ,,1.·:ip111i... 1111 1hc,c \<'"d' .m: ,tho cry,1.11 and 111111eral 
ha-.ed Lnere.:-1.11rKcntr;11111g i:r:-,t;1h, prndun: la,er 11capon., w11h 
:'ill'·, nh irt I I rq1mq:1 I d;11 n.ife 1 ,md r,,nl!t' than mo.,, ,ivatlabk 
') ,11.•ms 'lpec1,d c,pt11,1, c ci: '-I.ti, r.111 he d1argcd laund1c:d anti 
e,plo,k llll 1111p,1c1 IUll<.:ttlllltnµ mui:lt ltl-.e llnallng m1ne, OI 

,l,1" 11111111H! m, ...... 1le, (lla,c 1111 gu1dan1.:c w, 1e111 and arc I Ill 
,rnkt· 1 

,\ppnt\1111,11<'1' ~ ~,; nt the Ba,a1111c rnpularmn ha-. fhHHll C 

,1hi1111c,. 11 hllc lln: rt·mammg (17',, ha1e ,uper ahtli11c, of .. omc 
l..1111! \II .,re trained 111 1he 11111 u,t• ot' 1hc1r power-.. mduding at 
t,1d, tlclc11,c . .111d ,di d1,t 1pltn1.• l'hnHlgh 1he1r hrnm.•d rc,ean:h 
,ual J 1..ouple ,,1 c111.:ou111cr, "llh 11rg.1111l Ille tomh (,kad and 
alt,e, . they ha1,· ac4111rcd a ha,1<. undl·1,1and111g about their 
ph) ,mlog,. l\.la1nly the:- have .:omc 10 reali,e 1ha1 1he-,c ··,on" 
bemg, arc ,e r, lrag1le and hreaJ.. ea .. 11\. but they admire their 
11 ill anJ eourngc to e,plnr1.. the univcr,e de,pn c thetr own 111-

trcd1hle \\e,1knc,,c, Th,~ ha, in,pired the ba~anitc~ to do like
" ,.,c I It<.'\ ,, ant 111 ll·am more ahout all the different .. .,oft" 
licmg.., ,Hid d1,cmer th~ \\onder, ol the umver'>e Their percep-
11,111 01 " ,1111·· hcmg, a, noble. Luno u, 1:rea1ure, ha, tnstilled a 
-,,n ,,1 rcvcr1..·nce and a\,\,e 1,n..,ard all humanrnd mammal~ and 
1i~111g 1h111g, 111 general Organic life -.eem, miraculou~ 10 1hem, 
e,p1.·t·1.tll:,-t111elligen1 life. Thu,. \\,hlle the ba,ani 1e, cxplorc other 
\\1•rltb. 1he) maJ..e an dlon 11111 10 hun or de•..tro) the living. Thi:. 
rew reni:c lor Ille mean, the) try to protect ··,oft"' be111g).. e-;pe
ctall) 111telligcnt 011L',. "hcne\cr the) perceive them 10 be in 

d.1ngcr 

On onL hand. 1h1, rnn make the ba,an11e, I ncndl) and help
ful On the other. the~ can he ea-.lly 1111~led and u,ed a, a lorce 
tnr ,clll\h ne" . C\tl and dc,truc.:11nn. For one thing. they have no 
u11der,1and111g ol law\. moral-. or ngh t and wrong. The) \ 1ew 
death a, ,a d and lhl' wamon iaJ..mg ol hie lngh11.:n~. anger, and 
1.:onlu,c, them Rememher. the} ,cc all lilc. good or evil. a111mal 
or 1111cll1ge111. a, wondrnu, and .ire horrilied by its dcs1ruc11on. 
l'hll',, the\ ma; prn1ec1 a 1:nmtnal nr murderer \\ i1hou1 rea li11ng 
11 and lt).!ht. perhap, e,c n kill good gu)" the) m1,1akl' as evi l 
"dc,trowr, ol lilc ·· rho,e "ho nnpri,on Jcn.,la,e life arc almost 
a, h.td The: ha1 e mud1 to learn .ind nm) he incapable of under 
,ianding man) human emo11rnv,. law, and CU).loni... Simi larly. 
'"htk- 1hc,c alien, arc 1m1 ,1Up1d. cenain thmg'> arc -.impl; too 
alien for them. and .ire beyond 1hc1r crnnprehen'>mn. 

lh c ha,an11e, ,1rc newcomer, to the galactic community and 
are onl) Ju,1 beginning 111 L<llllall mhcr life fonm. Undo ubted ly. 

,omc will be destroyed. e11,l.1vetl and co nuptcd. hut rno,t \\ill 
get along. reasonab ly well with other'>. The: are eage1 lo \\ orJ.. 
and live with others. and "tll watll members of 1he1r people to 
, 1udy under as man; different people ,h po .... iblc. However. 
there 1:. only a tota l pnpulatton ol one million ha,a1111c,. Whai 
impact they may ha1 con other~ remain, uncertain 

Basanites (pronounced bas'i-ah-nit esl 

Alignments: All). but lllthl arc ctlcc11vcly good. 1111101.:cnl. g.cn 
tie heing!>. t)pr ca lly with a high rega rd lor l1k . 
Attribut es: 1.Q 1Do. M E 1D6. M 1\ . 1D6. p "i. 11)<,, P.P. 1D6. 
P.E. 4D6. P.B 406. Spd. 'iD6 
Hit Points: P.L x1 plu-., I D6 pl.'.r Ie,d ol e,pc ne11ce 
Natural i\. R.: 15 
S.D.C.: 2D6x l0+ 200 

Horror Factor: lJ 
Hei~hl : 6 lcet plu, I D6 rm.he, t I .X lO 2 !l m 1 
Weight: ,xo plu, 2Do poumb ! 171. Ill 17X l-.g) 
\ ,e rage Life Span: 275 }e:m 
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Super Abilitie)i: B'if of all ha,ani1e, arc natural p, 10111,:, with 
the folio" 111g pst-power,: t-.1 ind lio11d, ohJect read. tclcpa1hy. 
mind hlocl-. :sec aura and one ma.1rn power of Lhoict' and three 
secondary power, of chrnce 

67'4 have 1hc lollow111g ,upcr ahili11c,: Gem pnwcr'>. holo
graphic memory proJcctton. con1rol ratl1a11on. hend Ilg.ht. and 
1wo minor power, of chn11.:e. The} al,o have th1.• natural ahil
ity to telcpathil:all ) rnmmu111ca1e 1hrough purt' cry,1al ,imp ly 
hy touching it and u mcc111n11111g. 

Natural Abilities: All thl' ,iandard ahi l111e, and lcaiure,. Plu, 
hasannc:-, can ~ce into the ullra, iolc1 spectrum nl ilghl. arc +-1-
10 ,ave vs horror factor. and ,ire comp<N!d of clement, antl 
mineral-. that absorb ratlia11on. Thu, they thcm:,elve-. arc 
,1Jgh1ly radioac1ivc. Anyone expo,cd lO 1hcm for more than 
two weeJ..s will -.ulfer from C\po,urc l<) radiation . Sec the 
high radrntion homeworld dc,cription for detail, rnt radiation 
,1cknt:~:./po1,oning . 

Special Weapons: Can UM~ any conventional weapon, the) rind. 
gem power-; or the ln1sani1e Cf: ,,1al energ) , \, ord. II appear, 
as a plain, unadometl . loot-long 1(U m l p1e1:c of cry-.tal. hut 
when the character channel\ ,01m: ol hi\ pcr!>Ollal energy inw 
it. a blade of concentra ted cnerg) appear,. Onl) rhc ba,anite, 
are able Ill u~c the cry,wh 111 1hi, 11 a:-. but II co, t, the d1ara1:
ter I [)6 S.D.C. pomh each 11111e 11 1, .1c11va1cd. The ln,1 pnim, 
are restored through 1he normal healing pni1:c" and re,1. 
Once acti,ated. the ,,\lord remain, "1,,11·· until 11\ m1ncr deac-
11vatei-. 11. Bwa1111c /:na g_, S1nml· A I eragc Ieng.th 1, 4.:'i lcel 
( I ....I m) ac1iva1ecl. Damage : -I D6 tadd 106 al e, p<.'ncm:c lev
el'> \IX. ten and 14: Joe, mega-damagc in Rifts). \\'c1gh1: One 
pound (0.5 kg) anti 1, +I 10 ,mJ..e and parry. 

Special Yeh id es: Use'> a, anl't) ol d11lcre111 vehicle, ol ba,ani1e 
and other design, . 

Preferred Armor: Don·1 need an) . Srnnc ma~ ,~-car .mnor from 
time 10 tune to lm,J.. more frightening, ,ir ,1' a di,gul'-e . 

Familiarit y with Earth: None 
Rifts Note: The bcau11lul cry,1all1m' cr~·a1ure \1 Ill he con,1d

en::d a strange D-hec. Warlod, and pnmi1ivc- peop le ma~ co n
sider them to be tor even ,1or,hip tht:m a .. I canh elemental,. 1 he 
Coali uo11 State, will .. ee them a, dangcrou-. mnn,ter, and dt·· 
~troy them ,vhencver the opponun11y avail, ihelf. 



II ,c1 111 1he Rifts: Pha-,e World environment. 1he background 
prc-,L·n1cd for \li ens Cnlimitcd 1, appropna1e. Mo,1 will bl:: ex
plorer,. hut ,omc can he -,la-..e.,. pira1c,. mercenaries or pawn, ul 
,i.:lt 1,h ,111d e, ii men 

Ir Rift-,, 1he b:i,.m11c, arc mega-dumage cn.:mure-, 
12[ >ll 10+200 \1 .D.C I hu1 1hdr 11.:drnolog, can be S.D.C. or 
\I l) ( 1cd111olng~ dcpcnd1nµ on rhc , 1l'\.\ ot rhc G \I The,c 
,il1c11, ,, ill he la, ... rnatct.l h, d1mensional 1ra, el anJ 01hcr lorm, 
ol 111,1flt. 

Fredulians 

~~ (' ~:,,,· -.,,~-.,,----~ 
, , ,; -----==-..'/'/ ~;~~ 

-0. I, 
mJ 

The fredulian~ are a my-,teriou, race ot people from the 
plane! he -Ad. The re are no c11ic~ an<l onl, n few rhou-;and 
lreduli.111 elder,. The cider, ,en. e a, teachers tor the young. They 
wait pallentl) a'i the wind and ,and ol Fre-J\d\ abra!->ive atmos
pherl· ,,ears the -;oft rock a,,ai, from the l\llothcr Mountam-,. He
neath the ,urface of tho,e mounta111, ar..: unborn genera tion-, o t 
lrcdulian, ! As the soft rod, i, ,low I) eroded away. the full-,ued 
) mmg. l urled mto a hall. are relea,cd from the ,tone. Ho\.\ they 
g.ot thert· 1, unknown. I lo\.\ man) are cm:a,cd in the mountain~. 
,1.11t111g to he born i, aho a 111) ,lei'). but one ~u,pects 1herc are 
hundreds of mill1om,. perhaps b1ll1ons. but it will take m1ll10ns ol 
, ear, lor them all to be relea,cJ! Onl} 106x I 0.000 are born 
from 1he mountains ever) year. The actual beings have no sex, or 
,e,ual org:11h. and do not male nr give birlh (the gender tenn 
"he" 1, u,eu a, a maucr of human reference). 
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The elder, meet the l1CI\ horm 10 k-ad them tn the kss windy 
lowlands to b..:g111 their teaching l he 111::wborns arc taught phi
losophy. the bas 10, ot marhcmat 1c., and ph,._.c,. a, well as told 
about the life that abound, 111 the u111vcr,c. The) arc also 1augh1 
sclf-co111rol. mncr peace. h.1lancc and L'Olllrnl. both internal 
uhemM:lves) and e,ternal (the gala\) and tho,c around 1hem). 
1 h,~ training 111still, the .1lien, 1, 1th a ,1rnng ,ensc of Justice. 
They arc taught to ,,orl-. ,, 1th other, and try ll> understand the 
way, of organil life. hut to ne,cr cnmpromi,c on one\ inner 
spirit. lrgh1 and vinue These tcad1111g, u,uall~ la,1 two w five 
vear,. 

01ll'<.: their tra1111ng "llllllpkte. the cider ll'II, the ):OUng alien 
that he " read) Ill g,11 111, own ,~a~ The ) nung nne is placed on 
one of 1he lew am:1cn1 lreduhan ,pal 'CLTJft (ol alien de,ign '!) and 
1akcn to a nearb~ ,paet: ,1a1mn at the edge of the Federation of 
Allied Race, 11-f\R1 territory llerc he i, left to begin Im life 
among other Jill' lonn,. The :,,oung aca1ure, are lclt 10 lend for 
thcm,elv c, and to learn Imm olhcr-... Unlike the ha,anlles. lhese 
elcmenial beings adap1 \H II 1n human soc,ct) anti un<lcrstantl 
and u,c 1hc11 law, . "capon, and rcchnolog) . l'hc majori ty of 
lhem ha,c ,I high regard for lite anti hccome \.\andering champi
ons of JUSIICt.'. 1\, such. the) \lllen an as judge . .1ur~. anti enforcer 
of Jlhl retribu11on or rcu1111pcn:-..c. but not c,ccut1011cr. They kill 
only \,\ hen the) arc kl t \\ 1th 110 other option In ,ome instances 
the)' llnd a planet ,1r people the) real I) like and ,pend 1he res1 ol 
their h\ c, among tht.·m. \hout 70' 1 nf the freduhan, never re
lllm to thcir home,\orld. 

Fredulians (pronounced free-dull-eye-ans) 
Alignment: \11\, hu1 11111,1 ,ire goml antl pns\t.'S!> a ,trong ,ense 
or ju,t1L'e and lair pla~ 
Allribut c!i: l.(.?. 1D6. 'VU· -ID6. ~1.A -10(1. P.S. 606. P.P. 106. 
P.1::. 3D6. P.B. 306. '>pd. -1D6 
Hit Point s: P.E:. x:!. plu, J Dli per level ol cxpcnenCl' 
A.R.: 16 (natural 1 

S.D.C.: oD6xl0+2<l(l 
Horror Factor: I_, 
Height: o lt'et plu, I D-i lct'l t:! I Ill 1.0 m l 

Weight: 600 plu, 8D6x l0 pound, (290 111 1080 l...gJ. 
A vcrage Life Span: 6000 year, 
Super Abilities: All fn.:dulian,-have the lollo\\ 111g super powers: 

Mental -,1un, energy l!"-puls1on: t·nerg~. cnerg) ab!>orp11011. 
control elcme111al lorce: canh. and one add111onal 111111or 
power ol chlllce. 

Natural Abilities: Stant.lard pnwl'rs and feature,. plu, +I on in
itiative, +2 1n pull punch. +2 10 roll" 11h impact or fall. 

Special Weapon~ and \'ehid e-;: Thl'Y can use w h,11c, er i1cm~ 
they can acquirl' through their lnend,h1p and employment 
w 11h other race:-... Mo,1 have an attraction to energy weapon~, 
C!>pecially pla,ma and laser:-... 

Preferred Armor: D011·1 need any Some ma~ wear armor from 
time to 11111c 10 look more fngh1en111g. ur a, a d1,gu1se. 

Familiarity with Earlh: None. ahhough a fc\,\ ma, have heard 
of Earth. 

Rifts Note: The lredulian, \' 111 he ,een as ,upcrhum,m mon
sters. Warlock, and pnm11ivc people 111.1) consi<lcr them (or even 
worship them) a!\ earth clcmentab. The Cnalition Statc~ will ,ce 
lhem a& dangerous monster, and desire>) th..:m "henevcr they are 
encountered. The lrcdulHm, will ,cc 1hc CS as an evil dictator
,hip and wi ll worl-. \\ ith their enemies to 1opplc them. They will 



also ,ee the S I • P ugonh Ch e era11011 <)t· M· . on11,. N·1r . E pn,e,. anti the F d . I olan, /So ul W In R"f au1c a · • um -:.ntcr-
1 ls the Ired . e- -;evil force,. 

(606x IO+ .,00 M ulian, are \ - .0 CJ b mcga-lhma I D.C tlcpe1 .,· . . ut 1he1r iechnolo ' gc crc.iture, 
t· >u,og nn ,h · . g) "" he S D a,unatcd h} t1· e vie"' ol the c M . . · · .C'. or 
n imen,1onal I ,. I he, e r I agK \\ eapom, . rn, el and mag· . T a ten, will he I • " hey w,11 r,. . 

t ,et Ill thl' R ·rt . t e w,1ng 

pre,ent ·d I I ll, Phase \Vorld 1 t or \li em l ' r . ell\ ironment I , 
p """ · "'""' """ r" ;m•ted " ,ppn•pci-u, ~ " hac ,,m, "" 
~ch,>lar J!ld • I . •!! lcr,. l,.111gh1, . ., ' o,1 ..., ill he c, -

1 ti 'l 'efllur1.·r ( > ( ( anu heme, \ 
"' ' ""''' " 'nd dn,C r ' ""' be """' I . n) nt '

1

" P'"'es, P"on,c, el . The~ 111:vcr 

Lassinikes 
The la,,in1l,.e, _---- -------- - ---~ 

,n1uoth ate ,1 i-:Kc ,1 I • \Cl') 1kn,e 
11 

, 
1 

iunumoid, 
Th<) , "" ", ' " I k d , r "'" n al r h.u "" m h le' "'"' "'"'" nl , 

nn tnngec " "'' ~ ""'°" "'"'" '""""' , "''"'· dm gt,", much Ilk,· :-,J . , ,,111 \.\a, a plant'! ,1r , ,,111 1he1r hnme. hu1 ti 
. . 11,1 ,ind 1{11 . . ong m m· ' magic rn.h ell\ 1, 1-:arth I h ' , - ,I!,!llJI eneru1e, 1rnnllll'lll e a"1111k, I e- • 

a11uned to the ni- tor rnille11111.i an I I e, ived 111 thl' 
ch· ag11. en •r , t I 1e1r ho I annd and . . e £:-· l ht.> ali. l It''- hecam, 
. Lllnlrol the m, <:n, evenlll'1II I i.: 

ntual-., C t'nlur . \lll' energie h < ) earned 

10 

It', \\Clll h - ' 
111 

l e I 
'"',. leJg, """ ' ""J ,h, '""'"'' unn nt ,pet h ,n<l 
pt,,. pn.e, Th" h " gres m ,h . eh h) u"ng m . egan lo c,whl" h eir magu.: 
nnt requ11t' l' \P' )'Ile port.ii,. Thi, m"ll 1\1 trade wilh other 

P I 

1:ll'-1\t' l tr '- 10l ot C 
"" ,re.uh ln•m ' gn ,p,<0ccofr '"" nmmeree did 

"'"'"' powec m ,h rr. L,,, rhe Arlanre,,., ul "" '""""" pm,
powec. The" di e gola,y '"" " h"b nl . b >nh <hey "'"""' 
tor lour hundr :n, even hailed Alonan ~n,1g1cal 1,.nowledgc and 
tragic m1-.,1ake e year, ago. but the, w:;'Pldan,1011 11110 their ,ee-

l 

· u ulltmatclv 

n ,111 dlorl I , make a 

d 
O e,pand 

uc,n!! the and 1mpro, inrJ..e, ,,1uo~11utnt11e:m" ,mall ponal, teh :,heir trade route~ h\- rc-
e- neate ... ma,nt · · 

rhc p,s,oge nl ,m , . m,,_,,, mysr>e Port· I ,med , ,he 1,-, . 
development of mhc:n,~ t·argo craft. Thet as that would allow 

4 

I e ( re t, r· r expenme I 
u1te what the " £ ,ra1 ·111 1-\t II nt<; ed to the 

\ wanted - ' -;pell b maJ..e a "'ell ,: . ,mce on!) ·1 • . Ul Jl wa-. not arge t'no t ' \ Cf\ powerf I 
,hon '"" m mys, ug, Inc "''" mi·, WI . u moge ,o"'" 

pun,t to ,h e ho " '"'"'· on "penmem . nte """"'"' to, ,

1 

mi;:world il h opened ·1 d' ~ 
ons for det::111,) ' L e rt(l[h£'11on ( ' imen~ional · · ~ee 1he mo 

The riath, m,ter ,cc-
ennr, Wt're 

were alway, looking fo ~xpenl.'nced dimen,ion· . 
nit opened on ,h.,; h '"'" uppon""i""· Wh ,t rn,dm rhar 
and 1,.ncw what omeworltl. the, "' ~ en the la,~inike, · 

. ' to do to k • en: m~Lantl . , 
«penmcm o f '"" "P " opeo. The f Y owm ol ,r 
1111J...es· homewo l·' r own in mind and d loul demon, had an 

. r u .i, a te T ecrc ed 
10 

my,uc '""" "" A• . ,r. hrn e,penmcm .. "" rhe '""· 
mag«· uo on ,lreatl ":~ .'" erupr, k,lliog rhoos'.::"" rhe Ii"" of 
people pemhcO <h y a_goc,t plane< was " '·. The ,ocgc of 
themselve,. fed. th e1r hie rorce~ brimmingeva~tallng. As more 
n ft . d e surg.111g with mvs1 .. s ,lll magical - energy. crea1. , . It energy 
st stom1s E lllg new r my the plaoct b : ." " <he no,h,,,o 0. . '•mension,t 
and rhe las,lll1k . - ul wtth1n ..i8 hour, A r.s rein t 1111end LO de-

Vecy fow . cs wore no moco. , "'" nppcd ""'f ,pon 

e. l,1s,1111ke~ su ~cape through dime . . . rvr,ed. Le~~ than 6 
traded w11h An , . n~ronal gateway~ to s 0.~}()() managed lo 
mensoon,t pon,:~~mtd · 20.000 e"'opcdo~n'.~' ,he ~odds ,hoy 

I e nathenors. wo Id y eemg 11110 the d1-
r • where they were en-

·~• ., 

. . . 

,, 0' ,.._,, . ,...-
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Heigh I : 'i kct plu, 3()6 lllL he, 1 I .6 IO 2.0 mJ. 

Weight: 2-+0 plu,-HJ(1x Ill ro1111d., I 127 lo 2 171-.gl. 
·\\craJ!C Life \ pan : _1'i<l year, 
",uper \hilitic'i: \II la"-11111-.t:, .ire "'11:1rd, or illu,wni,ts in a~ 

de 11hcd 111 Herne, l nlimited \II knov. the follm\ mg 
111,1gi-. ,pell, Hy ·" thL cag:k ~lnhL' nt d,1) light. tonguc~. ar-
111111 111 llh.111 ,tnd '" 111 dtotll' \dd1t1tlllal ,pell, arc gaincd 
11111111.d I~ 

!<1t1, BI'> '\uiL· I lw hnd1c, ol thc,L' d1a1.1u,·1, are so at-
11111,•d 111 m;t)-!ll ener~::, th.it the~ 11111 nnl:,-ah"Hh and keel on 
,1111h1,·11t I' I' I the\ ,,'ll .d,11 ,1h,orb ,md ,tnrc I 'i P.P E. 

p111111, per k\ll ,•I c,pc11c'lllt:1 l'.P l· L.111 he ,111.,1,rhed Imm 
It-::, illll' 11e\u,~, 111.11.!I~ t.iil,111.111, .. 111d L'lll'I'!_!) rl'lea,et.l from 
lll,H!h .. L cr.·111111 tc•, bl,i, 1d ,:11. n I IH'' .111d the 111nment ol an
' her , k.1111 

'\,1tural \hilitit",: \1,1•1d.11d p11\H·r, ,111d katu1c,- plu~ tht:) ,tre 
'l'f rellcl.11,1.· "lllt-·1 ,,nl\ I l d;1111,1g,· Jt,,m l,hL"r,, ,mt.I .ire 

\1'11,1lh 11n1,1l1I: Lll,kn,.111.r 1,qu,tl 111 .1 1>01 , pruv.11 +2 lo 
,.1,~ , , 1 .. 111111 l.1..t,11 I ltL, t-•cd 1111 111,.,111. energy ,~h,d1 ,, 
pr,·,,·111 ,11 ,11111e t.1111, 111 • notltc, ,,11 m,,_1 \\OJ Id, .1ml 111 ourer 

f',ll l 

\pt•( 1al \\ 1·ap11n., .111d \ l'11idl·,: I hl·) l ,111 u .. e \\ hall'\ er 11cm, 
11 L'\ L,111 ,tllllltr, 1hn111gl1 rlt..:11 ln..:nd,hrp .md t·mplll)lllt'nl 
\\llh ,,thL'J r,1u:, \111,t h,1,c· .111 .i1t1.i1.111111 111 nrng1L "capon-.. 
111d 11..:111, 

Prt'ic:rn•d \rmor: l>,,n I flL't:d ,111) Slllne lll.t) v.ear .1m10r from 
• 1111.· Ill t1111e lo l,inl,. 11111re 111!.!llll'llllH!, or a, a d1\uu1,c l'hcy 
,tl,n t.,c m,1t-"1, ,, t 111,"ll" ul ,1dd1111111.rl prolcLtron 

I· amiliant_, 11 ilh I arlh: '\01w .• 1l1lt11t1);:h ,11me ma, havl.' heard 
11! I .11th ,11td 11 1, po.,...1hk 1h.1t 11nl' ,11 mnrc \\l'rl' d1111en,1on-
1II) Rilled 111 L,11lh 1111 _111,1 .11lnu1 ,111\ 011!1.·r pl,111e1 or 111nt'l 

Hift, \/oil•~: L1,,1111k<.·, 111 ., l{ifl, ,cuing ,,11l be 1hc cnem) 
ol du , 11,ron rl r:udcr,. 1h1. \un,11 \pl11gor1h Soul Worms. the 
c, 1I 1lc1111i:11, 111 \\-111111-v. urn.I .111d ,Ill: Jragon. demon or hcing 
,,111111", 11.1gtl t11 ,d,u,l·. l'Jhl.r1e 11r 1a1d 1llhe1 drmen-..ion., 

In l{ilh hi.' l.t"uul-..e, L,111 lw all) ol 1hc mag1L O.C.C.,. m

t lud111,._ 1, mpP1 al 11 11.1nl. temporal ,, am11r. tct h110-w11ard. Ii ne 
,,,tlkl.'1 .111d ,11,11n hu1 v. ill 11.:, ·1 pt.tL'lll'l' h10-v. itardry. neern
m,llll) or 11thl'I dL·,tt ul lt\l' 11r cn,I.J\ mg I) pe-.. or magic. As 
IJ\11.tl, till") ,lfl' llll'g,1 d.im,l~t· ,r..:.1t111..:, 1:.Do><I0+l.25 M.D.C.) 
,, h11 po,-,l.',, meg:1-d.1111:H!c ti:ehnolog) ,111<.l magic 

Liconians 
In thi: "ordrn1g 21JO degre, l·ahri:nht:it (9, CJ hc:.it of the de

,crl plan..:t I 1crn1 l1w thi: lrt·oni.1n,. The) arc a raCL' ol humanoid 
111111l·ral .1l1crh th,ll re-..cmhlc the rough, p1t1c<l pumice rocl-.-.. 
h>und 1\11 I ,111h. Their ,oc·11;:t) I'> ,1 ,er) onkrc<l and rigid one. 
like the p..:,ipk them,eh i:,. The: ,cldnm ex pre-..-.. emotion and 
,1d ,1, cold a, thl.'i1 -..ltrnc lrkc .ippcarnlll'C Th<.:) have reached 
tht·11 c1111i:11t level ol lcLirnolng). 111Liu<l1ng robotic,. b10nic.., and 
cxpl.'rt111e111al rrogram, h) hc111g a l·alm. cakula11ng. people. 
llwu ,1,Lll.'I) 1t:llcLh rim ,\ny 111hcr race Vi'iling Licon would 
he tot.ti I::, h1Hl'd h~ 1hc lad ol an: th111g out ol the ordinary . 
bi:r)th111g "fll'rfL'Ltl) ,11r;111gcd and ,<"hedukd to :t\Oid conf u
-..1011 and rhao,. 

l'h..:re ,ire ,1 ,1g111l1L·a11t numhl·r ot L1roni,111, that lc,l\e L1i:on 
to ,1ud) and lla\el rhe gal,1,y I ht') norm.ill) undertake these 
lra\t·I, 10 be oh,cn er,. hut 111illl) quick I) Ike hack to the calm 
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of Licon. Many cannor cope with the con..;1a111 chao, 1ha1 i:,i,t\ 
out~rde their nrclerl: and qmct ,oc1CI). O1hcr-.. ;1ri: ,o amatcd b) 

the ..:xntemcnt outside ol lhcir world !hat !he) never rclllrn to 
their t.lull life. Once the) cxpcncncc 1hrilb. 1hc) bernme hooked 
on a lile of adven1urc Onl) a Sw,p ..:ould cn_1oy lift: more 

All lrco111an-.. are trained 10 be ,cho lar~. ,ucnlht.... i:ngmccr, 
or 1echnic1an,. Those \\ ho Imel the) 111-..e the , 1brann ol the gal
axy apply tl10,e ,i...111, by leammg a ll the:,- can about 1he uni
ver,e. The~e liconian, are com,tanll) ,tud) !Ilg and e,pencnnng 
all they can ahout cvcry th111g. licoman, Ml' not gidd) d1ildri:n. 
j u~! eager to learn and cxpe 1ience. Their 1a,te in \\ capon, and 
vehicle~ tcmh to be fla~hy and d) nami..:. 

Liconi ans (pron ounced lie-co ne-eye-a ns ) 
Attributes: 1.Q 3D6. M.E. 2D6. M.A. 3D6. PS. 5D6. P.P '\06, 
P.E. -1D6. P.B. I 06. Spd. 3D6 
Hit Points: P.E. xJ. plu, I D6 per kvel ol npcncncl' 
Natural A.R.: 1-l 
S.D.C. : 4D6xl0+ 160 
Height: 5 feet pl u~ -1D6 mch<!, ( I .6 tu 2.1 m ). 
Weight: 200 plu~ 4D6x l0 pound, ( !09 to 199 kg). 
Average Life Span: JOO year, 
Super Abilities: All licomans have the lolkm 111g ,uper .ihrl111c,: 

I lolograph1c mcmnl) proJCCtinn and cn111rol ckmcm,11 lmce: 
lire. One in a thou~and wil l pm,,c,, I D-1 addi1w11:1I mmor 
abilitic, or one addi1innal major po,\er (con,ull "11h G.M.l. 

Natural Abilities : Standard power, and feature,. plu, + I on in
itiative. +2 10 pu ll punch. +2 10 rol l \\ ith impaL·t or l'all. 

Special Weapon!> and Vehicle~: The) can u~t' v. hati:, er 11enh 
they can ac4uire through 1he1r friend,h1p and l.'mployml.'lll 
with 01hcr races. Mo~t like i:xplo-..ives and plasma v.capnn~. 

Preferred Armor: Don' t need any Some ma, wear :.innor from 
time to time lO look more fngh tenmg. or a, a t.li,guisl'. 



Famil iarit~ with Earth: None. although a few may have heard 
of [:.arth. 

Rift-, "1ote: The,c humanoid rock creatures will he con~id
ercd mon,trou, D-bee,. Warlock\ and primitive people may 
Lon,11kr tht'm rand even wor,hip them ) a, earth elementals. The 
< 'oali1111n 'it ate, \1 ill ,ee them a, dangerou, mon~ter, and de
,tnl\ them whenever tht') get the upponun11y. They are mega 
damaf1' ,rcaturt", 1--106><10+!60 M D.C.) who al~o pm~es, 
mq;,1 damage tedmolog, 

It ,L't 111 1h1.: Kifl, : Pha,c \\-orld em 1rnnment. tht' bad.ground 
rr~·,cnh:d !(It \licn~ L nlim11cd " appropnate Mm,t will bc e>. 
plrnc,, a,he111u1e" f11!hlcr,, and 1eehn1uan,. Any c,f the ,cholar 
and .11h cnturer I l CC , l'an he ,clelled J'he) never ,tudy magic 
,md tl1111 1 P'"'l'" p,1<m1l, 

Miceans 
l lw pl.met :\1111,1, 1, .1 l.trge. darl, !,!lllht· eme1nl 111 1h1d,. per 

petu.il lf.,ud l n,er , ,ind " 1h1.: t~ilight h\lrm.· 11I the Miceam,. 
I he, h,I\C ,I multi 1,11-ctcd. clu,ded ,tune appcaram:e '-"llh a 
gre, m hru,hcJ "her n,lm . l'he1r CH 1, one ohlong plate of pol-
1,hl·d hlack ,11me I hc11 ,harp ..:dge, belay their v-arm. grega11 
ou, .md outgoing per,onal111e,. rhe) are generally fnendly. 
olll'II hr,1,h .1111! .,lw ,,., lornpcllll\'C. l'ht.•1r eduLat1on and training 
11on11,dl\ lulu,e, on h1,tor) pol111t, and LOmhat/milllaf). Mo!-.1 
are ,l..1lkd \\llh t·m:rg) v.t•ap1111, and anuent melet• ,t)IC wcap 
lll\, , 

l'lll''l' 1,111. mineral alien, ha\t' a natural l'Olllpc11t1vc ,treak 
.md nel·tl Im atk·ntmn that 1, a mile long. The) Jo 1101 nel.'e, ... ar-
11~ h,1, e 111 \1111. the) JU'>I v. ant to be ahle 10 tompetc and he rct:
ognired ror 11 (but wm111ng 1, be~t). The more recogni1ed their 
:il h1e, emcm,. the belier. They ~rent centune, 1ry111g Ill outdo 
eal h 11thc1 111 hoth ,pun, and technology Eventually. they broke 
1hrnu1?h ihl' loud cover and 11110 the reache, of space. There 
thl'} \\01ild d1,u1,c1 many different lite tom1, and adventure!,. 
I hc11 µreall',t t·11mpct1tor,. the 1h1,,era, (,;ee reptilian t'ntryJ, 
al,o ve111urccl 111111 ,pat·e m ,earch of glory und the two people, 
\I nuld ,pend man) de<.:adc, in good natured <.:ompetition before 
,Jfrecinµ on an idea that would change the gala .xy. 

f'he 1111te,111, came Lo reall,e that their eternal 4ue~t for <.:hal
lenge and glor) could he fulfilled on a daily ba,;" by becoming 
herol.',. To 1rnplt'men1 thi,. the) dt:<.:ided to form a gala<.:tic police 
lom: to delcnd the weak and protect 1he helple:-.:-.. They v.ould 
lenJ nt t prratt:~. repel rnvader!>. dethrone tyrant'> and enforce the 
ta~ lo heller facil11atc the salva tion of the ga laxy. they invited 
their long t1111e rivals, the th1\serm,. 10 join !hem in this bold ven
lllrl'. fhc two races mulled over the idea and decided it had 
mcr11 n,e~ would bernmc intergalactic heroe'> and win galaxy 
\\ ide 1erngni11on. The two races propol>ed the idea to their peo
ple \I ho rnted in ravor of the plan. After a period of intense 
trammg and J1ploma 1ic \\Ork. they eMablished funding and per-
1111"1011 10 launch a gala<.:ti<.: protection agency called the This
sera-\. liccan Coope rative or TMC (also sec the TMC entry in 
the lialm:llt Organiauiom, ~ec1ion). 

logether. the rnicean, and thi~seras have made the TMC a 
force 111 be reckoned w11h. They have lived up to every expecta
tion and have won interga lac11c recognition . On several occa
sions the) have even ,wod up 10 the Atorian Empire and 
recent I) heal the ,tufting c>ut of a throppo strike force posing as 
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pr rate raider, to Le,t the border, or J-1\ R ,pace 11 there i, a prob
lem w11h the,c high-s[llfllcd. \I ell-1n1entmncd pc.in· ()II 1ccr\. 11 i, 
that they en joy the thrill nf cornhat 100 much. take l'onli"h 
chances. tend to unckre~timate their oppnncnt\ and grambtand. 
They may rerrnnd E:mhling<; of the ,1ercot) p1cal mm 1..: co\\ bo) 
or swashbuckler. 

Micean s (pronounced my-see-ans) 
Alignment: Any. hut the ,a,1 ma.1nrit) arc good 1,r ,ell'i,h 
Altribulei.: 1.Q m6. M.L::. m<i . M \ . ..J.D6, P \ . 6D6. P.P 3D6. 
P.E. 3D6. P.B ~D6. SpJ. rnh 
Hit Point,: Pf:.. ·d plu!> 2D6 per k·\el ol c,pcnl'l1l'l' 
Natural A.R.: 16 

S.D.C.: 10oxl0+2..J.O 
Horror/ J\ \\ c Factor: 12 
Height: 8 lel'l plus I D6 llllhCs 12 I to 2.h nll 
Weight: -iOO plu, 2D--l><l0 pllUnds ( 190111 2171..gi 
A\erage Lire Span: 46.'.' )e,ir,. 
Super Abilitie~: \l1ce,111 ahilitrc, ,m.: eithcr Imm th~· p,ionit 

(25'1, l nr super po~ cn:d (7"i', l ":kct I\Hl 111111llr ah1li11c, and 
one maJor ab1lt1). 

:'1/atural Abilitie!>: St and a, d po\\ er, and kat t11 t:~. pl u~ the 
e4uivalc111 m111or ,uper ahil111e, ol ,upcr \ 1"011· ul1rn, 1olct 
and ,nfrarccl and n1ght\1,1(>11. The~ .ire al,o ,1mh1de \lro11, l+I 
a11ack per mdee round .md p,11red w c,,pllll' l and arc + I 1111 in 
i11atl\e. +, 10 pull pum:h. +2 to roll \lith impau 111 tall and+-! 
Ill ,a\ c \'' horr()r factor 



1'atural Limitatio ns: Sen,11ive to bright ligh1. Dayligh1 vision 
1, \()0 tce1 (9 1 mJ. 

~pedal Weapo ns and Vehicles: They c.:an u~e w ha1cver item., 
tht'\ can ac4uirc through their friend,hip and employment 
\\ 11h other race~. Most like explosives and plasma weapons. 

Preferred Armor: Don ·1 need an}. Some may wear annor from 
11me In time tu loo!,,. more fnghtenmg or as a d1:.gu1,e. 

1-amiliarit~ \,i th Earth: Earth's solnr sy,tem is located in the 
patrol .md 1umd1c1wn range, of the TMC. A, a re~ult. mlor 
m,111011 on Fanh 1, c4ual 10 the "Ha, ,1ud1ed Eanh" re\ull on 
tlw l·,11n!IJ.111t\ \A-uh Fanh tahle !Eanh ,., not a memher 
pl,1111:t 111 thl.' T'v1< rrmt'ctmn agreement) 

Rift, "l,ote: l lw,,._. humJntlltl roll,. lrl.'aturc, ,qll be eon,1d
erl.'d ,1ranp: pant I) hl.'e, Warlocl,., anti prn1111 I\ e peoplr ma} 
l'1111,1tk·r them 111 hl , or even ,q1r,h1p them a,) earth elemental,. 
lhl· Co,1h1mn State, \\ Ill ,el' them a-. dangerou, mon, ter, and 
dc,trn, them \\ henl.'H'r the) get tilt' 1pp11rtunit) The micean 
la\\1111.'n ,, ill !,!Ct ,dong ,,....ii \\ ith C.:) her i...n1gh1, and other herol', 
,,nd ,, 111 alnw,1 u:rtainl\ d,"-h \\ ith the C~. fhey '"" abo set' 
!ht Splugunh . C 1bolan,1Soul Wurm, '-arun1 Enterpn,1:,. and 
tht l-1:1kra11on ,11 'vtag1c a, e, ti fon.:e,. The-. are mcga -llamage 
creature, 1 ~Dn" 10+2..io \1 D.C.1 \\ho aho posse,, mega-dam 
age te4,;h11olog~ 

11 ,et 111 th1: Rift!>: Phase World environment the bac.:l,.ground 
pre,t:ntc·d tor •\liens l nlimited 1s appropriate. Mmt will be la\, 
nk'II, lwunl\ hunter, . .1dv1:nturcr, and the occas ,onal men:enar). 
An~ 111 thl' ml.'rccnaT) ,cholar and ad,cnturer 0 .C.C, r.:an be ,e
kcted l'tw) ne\er ,tull) mag1l 

Raldemeans ----------
The raldemeam appear 10 be compo::.ed of a limeMone-like 

substance that gives 1hem a powdery white complex1on and 
gram\ texture. However, 1hey are as durable as any of the other 
n1111cral alien,. The low grav11y of their homeworld. Dimian, has 
tnnned them 11110 a tall. thin race. They are an aggressive people 

and ul!en work as mercena ries. spies and assassins. They have 
al,o been known 10 hire out en11re field anrnes under govern
ment contract, 10 help fight pnvate wan,. They are a non-allied 
rnce of mercenaries \\ ho will hire their ,ervices to whomever 
make, them the best offer. Their clients include the Atorian Em
pin:, the Federation of Allied Races. and many other races. cor
porations. organizations anll individuals . 

The eli1c of raldemean society, both civilian and military, are 
tho,e that posse% super abilities different from the majority of 
their race. Tho!>e who display !>uch special gifts are given the 
be,1 schooling and training so they can one day assume positions 
ol power w11hin the military and government. 

Non-gifted raldemeans also possess ~ome special powers. but 
revere 1ho!>e who are chosen by nature to have extraordinary 
ah1lit1es 

Raldemeans technology leveb are high because of extensive 
1ntcract1on with other races. Mercenary contracts are often set
tled in good~ or an exchange of technology or service, rather 
than money. Microwave and panicle beam weapon!> are favorites 
of the raldcmcan~. They also love a111igravi1y suits (acquired 
Jrom the Atorian Empire} as the ul11ma1e means of lranspmta
tion. Although they have the technology. robotics and bionics are 
almost never used except in industry. The raldemean~ rely on 
their natural ablliues. super power<, and sl,.ill!.. 
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Raldemeans (pronounced ra\\ I-dee-me-am,) 
Alignment: An). hut 1110,1 an: ,dti,h or l'\ JI 
Attributes: I.(} . ;oo. 1\1.1 .. H)(1, \1 \ 21)6, I'S ..JU6. P.P ..JD6. 
P.E. >Do. PB 206. '>pd. -l06 >2 
Hit Points: PI::.. x :!. plu, I IJ6 pt'1 le, d t1I npl·ril'11.:e. 
"lalural A.R.: I..J 
S.0.C.: 2D-lx I 0+200 
Horror Fac tor: 11 
Height : tJ kl'l. '1111d1t•, plu, l()Cl 111d1L'' IJ.O to J . ..J ml . 
Weight: 2D-lx100 pounll, 111110 162 i,.g1. 
A ~erage Life Span: 1()(l yt'ar, 
Super \hilitie,: Tht' l\ pllal r 1kkml'an (7W, ) has the lnll1m ing 

supl'r ah1l1t11.', Radar .ind m.,gnc.:11,111 
Super pm,t'r1:d 11111tant, 1 1tl', l h..1,1: the pm.,,er, ol radar 

and magn1:11-.111 pith a r:rnd11m nu111h1:1 ,,r alld1t1onal pnwer, 
<rnll on thl' R,1111/,,11, \111wr , \h1l1n \.-l,·1111111 f'ah/1· and then 
tor '(ll'llfiL pm\ n, I. 

i'l,aturnl \hilitie,: C...1aml,mJ pm11:r, and katUrl'\. 
Special \\eapon!-.: \n~ . hut m11:r,l\\a1l'. par11Llt: hcam wcapcrn, 

and nhro-r,ladc, arc.' fa\'onll·, 
Special Vehicle~: Can u,t· all t\ pc, nl \eh1l le, hut their lavorite 

i, thL' atnrian .,nugra, ity ,1111 ~l.1\1mum ,peed: l 'iO mph 12-1-0 
1,.m) S.D.C 'i{)_ \la .'1mum alt11utlt: l nl111111eJ. capable of 
rem:hmg outer ,par.:1:. :'-.la\1111u111 \\C1gh1 ,illowance: 1000 
pou nu, ( ..J 'ill 1,.g > 

Preferred \rmor: Raldcmean, ,t:ltlnm \\ car am1or. e,pec,ally 
dunng lovc11 opt·ratll)fh. hut 111 he.I\} l'lllnhat ,1tua11on~ the) 
ma~ \\•car Cla" h1ur 11.irtl \rmor \ R 17. 'i.D C. :!XO. 

FamiliarilJ \\ ilh Earth: !\11 la1111ll,1rn, \\ 1th Farth 



Rifts Note: The se humanoid rock creat ures will be consid
ered monstrous D-bees or demons. The Coalition States will see 
them as dangerous monsters and destroy them wheneve r they get 
the opportunity. Raldem eans wiU get along famous ly with the 
Splugorth and their minions, Cibolans , Naruni, demons , merce

naries, crime lords, tyrants and other war-like or power hungry 
misanthropes. They are mega-damage creatu res (2D4x l0+ 200 
M.D.C.) who also posses s mega-damage technology. 

If set in the Rifts: Phase World environment, the background 
presented for AJiens Unlimited is appropriate. Most will be vil
lains, bounty hunters, adventurers and the occasional mercenary. 
Any of the mercenary , scholar and adventurer O.C.C. s can be se
lected. They never study magic. 

Stoans- ------------
The stoans spend their long lives collec ting and applying vast 

amounts of knowledge. They pursue the arts, sciences and tech
nofogy with a slow, methodica l perfection that few other races 
could employ. Their achievements in biology, chemistry, and 
technology are perhaps some of the finest in the galaxy. Their 
computer libraries on Oana are second only to those on Danude 
and Nors (see the previous Danaus Insectoid entry) , but the 
stoans do not share their knowledge. 

This hoarding of knowledge is not a totally selfish practice. 
The stoans are aware of the fate of the danaus and do nol wish to 
follow in their footsteps. Another barrier against sharing with 
others is the slow, perso nal nature of st0an research. The long
lived Stoans have incredible patience and proceed with excruci
atingly slow thorough ness as they work. Swarms of anx ious, 
eager pilgrims would surely distract the normally intense study 
of these aliens. A select few are sometimes allowed to share iA
formation with the scholars on Oana. These vis itors are usually 
important or renowned historians, scholars and scie ntists. How
ever, sometimes those allowed into the fabled libraries are com
mon adventurers who have unearthe d an ancie nt relic or 
uncovered a piece of a puzzle to any number of myste ries. 

A large number of stoan scholars, researchers and explorers 
scour the galaxy in search of data and know ledge. These expedi
tions can include trips to the Nors library for additional research 
or extended visits to other planets for the collec tion or exchange 
of information . Primitive and less advanced planets are a favor
ite environ ment for stoan researchers to observe and study socio
logical elements and technical evolu tions in progress. The 
average stoan investigator/researcher tries to stay out of the af
fairs of othe rs and avoids violence. To that end , many carry a 
stun weapon or two for defen se, but most are surprising ly excel
lent fighters. They fear the Atorian Empire and avoid all contact 
with them or their minions. 

Stoans have jagged, quart z-like clusters that cover their entire 
bodies. Their color s range from white to bright reds and purples 
with translucent or opaque qualit ies. The texture of their bodie s 
is either polished smoo th or lightly textured. Their voices have a 
faint tinkling sound reminiscent of chime s. 

Stoans (pronounced stones) 
Alignment: Any , but most are selfish and self serv ing. 
Attributes: I.Q. 3D6+ 1, M .E. 30 6+2, M.A. 306, P.S. 406, P.P. 
406, P.E. 3D6, P .B. 306 , Spd. 3O6x3. 
Hit Points: P.E . x3, plus 204 per level of experien ce. 
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Natural A.R.: 15 
S.D.C.: 3O4xl0+220 
Horror Factor: 14 
Height: 5 feet plus I 06 inches ( 1.5 10 1.7 m). 
Weight: 240 plus 2D8x 10 pounds (I 18 to 181 kg). 

Average Life Span: 800 years 
Super Abilities: All stoans have the following super powers: 

Bend light , energy expu lsion: light. and intangibility . 
Natural Abilities: Standard powers and features, plus +2 to roll 

with impact or fall. 
Special Weapon s and Vehicles: They use a variety of different 

weapon s and hover vehicles, and antigravi ty devices. Many 
use stun weapon s to defend themselves. or rely on their own 
super abilities. 

Preferred Armor: Don't need any. Some may wear armor from 
time 10 time as a disguise. 

Familiarit y with Earth: Earth is among the many planets that 
have been studied by the Stoans. Their libraries contain 
knowledge equal to the '·Has studied Earth'" resu lt on Lhe Fa
miliarity With Earth table. 

Rifts Note: Basica lly the same as the liconians. 



Reptile Races 
The se races share many of the physical charac teristics of 

either Earth's lizards or wann-blooded dinosaurs/birds. They 
typically have tough, leathery or scaly skin that covers their en
tire body and provides increased S.D.C. protection. Skin colo r 
includes the entire spectrum of co lors, from yellows and greens 
to browns and grays. They have no body hair but may have dis
tinguishing and colorful markings, ribbing, horns and spines. 
Their physical builds can range from thick and squat to thin and 
tall. 

Aurovax 
Manida is a deceptively beautifully world of clear blue wa

ters, green foresLS, and flowering plants. Gleam ing skyscrapers 
fill sprawling cities inhabited by the reptilian aurovax. On the 
surface , lhe planet appears to be a balance of technology and na
ture. The advanced civilization of the aurovax has near ly elimi
nated pollution, disease, and crime. Most of their mining and 
processing is done in space. They have mastered the sciences of 
medicine (for reptiles anyway), robotics , bionics, cloning and 
space engineering. If not for their unreasoning fears and prej u
dices, the aurovax might well have the close st thing in the ga l
axy to a perfect society. 

Manida and its beautiful cities can be deadly for humans and 
other life forms. The planet has a thin atmosphe re that allows 
much of its sun 's radiation to strike the planet, while the aurovax 
society has its own hidden darkness. Despite all of their achieve-
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ments, the aurovax are a closed-minded people filled with preju
dice and fear. The reptilian s distru st all mammals and are qu ick 
to jump to conclusions and harsh judgement s ba sed on the flim
siest of accusations or evidence. The aurovax don 't trust strang 
ers to begin with and those with unusual powers and abilities are 
viewed as evil, potential enemies. Dead ly force is often used in 
the name of self-defense. Consequently, the aurovax tend to deal 
primari ly with other reptilian s, amphibians, aquatic s, mineral 
and vege tation types of life forms. 

The aurovax also deal harshly with the unusual among their 
own people. They have their share of citizen s gif ted with super 
powers or psionic abilities, but in the aurovax socie ty, such peo
ple are feared and ostracized. Thi s is an ancient practice . No one 
remembers why it was started , but it has remained in place for 
thousand s of years. ln ancient times. anyone discovered to have 
unnatural abilitie s was sent away or killed before they could 
hann anybody. Today, they are exiled without trial. No one is 
given the benefit of the doubt and in a society with advanced 
space capabilities, exile mean s a one-way trip into the void. 

The aurovax have a large, highly skilled military , with robot 
and bionic troops . However, much of their socie ty is composed 
of scientis ts and engineers, many of whom are engaged in the 
study of other planet s, people, and societie s (including Earth ). 
Many of these studies involve the crime , chaos and influence of 
super beings in both advanced and primitiv e civilizations . By 
knowing what mistakes and catalysts to avoid, the aurovax hope 
to keep their crime and civ il problems at a minimum. Member s 
of investigative expedi tions usually carry easily concealed mini
lasers and other high-tech weapons for defense purposes. 

Aurovax are rather tall and thinly built. Their bodies are 
smooth and sleek, and are cove red in small , iridescent scales. 
Fingers and toes are long , thin and delicate, with long , sharp 
nails. The head is large , flat and thick , with a huge mouth and 
small, dark eyes. The only forms of augmentation that do not 
carry any st igmas are those based in technology. Even genetic 
manip ulation is taboo , although experiments in cloning for 
medical purpo ses is allowed. 

Aurovax (pronounced Are-oh-vacs) 
Alignment: Any. but most lean toward selfish and aberrant evil 
(work toward the preservation of aurovax society and prosperity 
regardle ss of the cost to othe rs). 
Attributes: LQ. 3D6+2, M.E. 3D6, M.A. 2D6. P.S. 3D6+2, P.P. 
3D6+2, P.E. 3D6, P.B. 206, Spd. 3D6 
Hit Points: P.E. x2 plus I D6 per leve l of expe rience. 
S.D.C.: I 04xl0+60 
Horror Factor: I 0 
Height: 6 feet plus I D6 inches ( 1.8 to 2.0 m). 
Weight: 190 plus ID6 pounds (87 to 89 kg). 
Average Life Span: 180 years 
Super Abilities: The average aurovax has no super powers or 

psionic abilities but can be bionic , robot, hardware , or physi
ca l training. They avoid magic like the plague (it's unnatural ). 

Exile s are typically super-powered mutant s (45%) or mu
tant psionics (50%), and a handful are practitioners of magic 
(5%). 

Natural Abilities: Keen senses equal to the minor super abilit ies 
of heightened sense of smell and taste . Instinctively know 
how 10 swim (80%) and climb (55%/45%). Aurovax can also 
see into the ultraviolet spectrum of light and are imperviou s 



10 radiation poisoning. Liv ing in the radiated atmosphere of 
Manida has made the aurovax radioac tive themselves. Any
one exposed 10 them for more than two wee ks will suffer 
from expos ure to radiation. See the high radiation homewo rld 
description for details on radiation sickness/poison ing. 

SpeciaJ Weapo ns and Vehicles: The equivalent of most types 
of weapons, hover vehicles and spacec raft are manufactured 
or purchased by the se reptilian s. Favorites include laser 
weapons. 

Preferred Armor: Seldom wear armor, excep t for off-wor ld ex
peditions. Light environmental body armor: A.R . 11, S.D.C. 
40, heavy environmental armor: A.R. 16, S.D.C. 140. For 
heavy combat situatio ns they may wear Class Four Hard Ar
mor: A.R. 17, S.D.C. 280 and have their fair share of bionic 
and robo1 warriors and armor. Exiles are not given armor and 
must acquire equipment on their own. 

Familiarity with Earth: The aurovax study groups have come 
to Earth and have collected information equal to the HHas 
~tudied Earth" result on the Familiarity with Earth table. 

Rifts Notes: If used in the Rifts RPG setting, the reptilian s 
will be regarded as monstrous D-bees. Their fears and prejudices 
make the aurovax as bad as the Coalition States! They will avoid 
associating with human s and mammals, but will be attracted to 
other reptilians, including gargoyles. They may also try to estab
lish their own kingdom of non-mammalian life and will crush 
any who get in their way. The CS will see them as dangerous be

ings and will attack any community that is estab)jshed. Individ
ual characters may be good guys or villains. Unless an exile, 
they can be any O.C.C. except magic (all), crazy, or juicer. In 
Rifts, the aurovax are S.D.C. creatures who possess mega-dam
age bionics, weapons and technology. 

If set in the Rifts: Phase World environment, the background 
presented for Aliens Unlimit ed is appropriate. Exi les can be 
most anything , from mercenaries to adventurers. 

Baccarus---------- --
Accara was once a planet of inten se temperatures. Near the 

equator, they cou ld soar to 250 degrees Fahre nheit ( 12 l C). In 
this sweltering environment, evolved the baccarus. Their civi li
zation and techno logy grew over the years as the race evolved 
and advanced. The reptilians were well on their way to achiev
ing manned space flight when fate intervened on a cosmic scale. 
They had managed to get several satellites into orb it and they 
were able to detect the gigantic asteroid as it raced toward Ac
cara. Their limited space capabilities meant little could be do ne 
to stop it. Several attempts were made to fragment it with nu
clear warheads, but agai n, their technology was lack ing. 

The huge space rock hit the planet squarely. The impact threw 
billions of pounds of dust into the air and killed mil lions of bac
carus. With the sun obscured by a veil of debris, the weat her pat
terns changed dramatically. Accara began to cool. Temperatures 
dropped to deadly leve ls (well below 70 degrees Fahrenheit/21 
C; freezing co ld to creatures use to the boili ng temperatures of 
the past). Those baccarus who did not die from exposure would 
eventually die from starvation or disease. Severa l yea rs later, a 
tagonican survey craft looking for mineral deposits rescued the 
last survivors. 

The survivors were the lucky and those with special facilities 
or powers, including military personnel hidde n away inside bun-
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kers and underground complexes, survivalists and those with 
spec ial abilities, such as psionics , magic , and super abilities. Af
ter a full year of rescue efforts, approximately 2.5 million people 
were saved. Unable to live on Accara, the baccaru s sold their 
homeworld for salvage and mining to the Tagonicans. This 
meant each survivor was wealthy (roughly 125 million credits 
per person) and are able to go whe rever they wanted. Many of 
those rescued were subsequently employed by Tagoniglomerate, 
the massive Tagonican owned mega-COfl)0ration. Other s settled 
on one thermal world or t11e other and some went on to wander 
the galaxy, exploring the wonders that are forever denied 10 the 
rest of their people . 



Baccarus {pronounce back-care-u s) 
Alignment: Any. but most are good or selfish. 
Attributes: 1.Q. 3D6, M.E. 3D6, M.A. 3D6 , P.S. 4D6 , P .P. 
3D6+2, P.E. 3D6. P.B. 2D6, Spd. 4D6 
Hit Points: Standard, P .E. plus I D6 per leve l of experie nce. 
S.D.C.: 100 
Horror Factor: 8 
Height: 5 fee t plus 406 inches ( 1.6 to 2.1 m). 
Weight: 100 plus 2O6x l0 pounds (54 to 100 kg). 
Average Life Span: 135 years 
Super Abilities: Most of the surviving baccaru s had special 

powers and/or training. Thus, characters can be any of the 
following Super Power Categories: Bionic ( 10%), hardwar e 
(15%), physical training ( 10%), magic ( 10%), psionic (20%) 
or super-powered mutants or product s of super experiments 
(35%) 

Natural Abilities: See ultraviolet and infrared light radiation 
equal 10 the minor super ability. Keen hearing . As natives of a 

' thermal world, the baccarus are immune to extreme heat and 
resistant to fire and radiation (does half damage ; +6 to save). 
However, they cannot tolerate cold. Even temperatures as 
warm as 95 degrees Fahrenheit (35 C) are considered freez
ing and will cause them to suffer from exposure as detailed 
under the frozen world desc ription. 

Special Weapons and Vehicles: Most can afford to buy what
ever they need, although in many cases, money is tied up or 
controlled by family clans, so the character may have limited 
resources. Favorite weapons include vibro-blades, lasers, and 
particle beam guns. Their favorite means of transportation is 
antigravity devices. 

Preferred Armor: Any type of armor can be worn dependin g 
on the situation and personal tastes (see the Equipment se.c
Lion). 

Familiarity with Earth: None. 

Rifts Notes: If used in the Rifts RPG sett ing, the baccaru s 
will be regarded as a O-bee. The Coalition States will become 
alarmed when they realize that these beings possess magic , psy
chic or super powers and will destroy any they subseq uent ly en
counter. Individual characters may be heroes or villains of any 
O.C.C. In Rifts, the characters are S.D.C. crea tures who possess 
mega-damage bionics, weapo ns. magic and technology. 

If set in the Rifts: Phase World environment, the background 
presented for Aliens Unlimited is app rop riate. Most will be 
wealthy businessmen, explorers, adve nturers, practitioner s of 
magic or mercenarie s. 

Erittima ---- --- ---- -
Erittimas are the product of genet ic engineering by a mysteri

ous race know n only as the Vymras. Accord ing to legend, the 
god-like Vymras took the erittima from the forest, shaped them 
in their image, gave them inte lligence and taught them how to 
fight. Their creato rs spoke of a great war and explained that they 
gave the reptilians strong bodies and self-awareness to fight a 
terrible enemy. One day, thousands of spacec raft landed on their 
world to take them to the field of battJe. The obedient erittima s 
boarded the ships and blasted into space. The giant fleet came to 
orbit around a large planet, but the battle they expected never 
came. The planet was uninhabited. althugh it was habitable. 
with a variety of enviro nments from forests to desens, but there 
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was no enemy. As for their crea tors, the Vymras were never seen 
or heard from again! The eritt imas have since claimed this world 
as their own and have named it Vymra. 

There are now nearly one billion erittimas. Tens of thousands 
have gone to exp lore other pans of the galaxy in search for their 
creator s. but to no avail. All erittimas are taught that their destiny 
is not their own. That one day their creators will return and beck
on them to join them in a great battle. On that day. every man , 
woman and child will follow their gods into battle and glory, for 
that is their purpose - their destiny. Until that day, they hone 
their combat skills so that they will be ready. They have waited 
for nearly 400 years! 

The eriuimas are intelligent. nimble creature s with lightning 
quick reflexe s and natural (geneti cally instilled ) super abil ities. 
Because they wait for the return of the gods and the call to bat
tle. they have not engaged in space colonization or conq uest. al
though they have made contact with numerou s alien life forms. 
Whatever their creators may have in store for them. the erittimas 
are good natured and loving people with sharp minds and a 
strong respect for life. Over the ce nturie s. they have decided that 



the Vymras are Gods of Light and that it is their destiny to fight 
and vanquish a great evil. A large faction has decided that evil 
force is the Atorian Empire. This has led some to venture into 
atorian territory as advanced scouts and spies to gather infonna 
tion about the enemy. Some have joined the TMC or travel the 
galaxy as champions of justice, righting wrongs and seeking out 
potential allies to fight at their side when the great battle comes. 

These wann-b looded lizard-looking warriors are roughly hu
man in size. They have flat, yellow-gree n scales covering their 
bodies, with cream colored highlights and accents. Their heads 
are large and reptilian in appearance, yet the creat ures are gentle 
and graceful , giving them an attractive appearance even to fickle 
humans . 

They have a reasonably advanced socie ty and middle level 
technology . They also have access to incredibly advanced tech
nology, including antigravity spaceships and devices given to 
them by the Vymras, but they don't comple tely understand how 
th~y work and don't know how to duplicate them. Thu s, the 
original giant space fleet and antigravity devices have been 
maintained for hundred s of years. What they don't understand or 
can't build themselve s, they acquire from others. 

Erittimas {pronounced Ee-rit-tih-mas) 
Alignment: Any, but most are good or selfish. 
Attributes: l.Q. 3D6, M.E. 3D6, M.A. 3D6, P.S. 3D6+7, P.P. 
3D6+7, P.E. 3D6+2, P.B. 3D6, Spd. 5D6+16 
Hit Points: P.E. x2 plus I D6 per level of experience. 
Horror/ A we Factor: I 0 
S.D.C.: 1D4x10+65 (does not include super power bonuses or 

skills) 
Height: 5 feet plus 3D6 inches ( I .6 to 2.0 m). 
Weight: I 00 plus 2D6x 10 pound s (54 to I 00 kg). 
Average Life Span: 90 years. 
Super Abilities: All have the following super abilities: Alter 

metabolism (see Villains Unlimited), healing factor , energy 
resistance, and flight : wingless. Combat training includes ac
robatics or gymnastics, boxing (add one additional attack pe r 
melee round), wrestl ing, climbing, swimming and hand to 
hand martial arts. 

Natural Abilities: Ambidextrous (add one additional attack per 
melee round), double jointed, keen color vision, hearing and 
sense of taste; +2 on initiative , +2 to pull punch , +2 to roll 
with punch, +3 to save vs horror factor. 

Special Weapons: Can use a variety of weapons. Energy knives 
and swords are their favorites: Energy Knife: Length: 20 
inches (0.5 m), damage: 2D6+3, weight: I pound (0.5 kg). 
Energy Sword: Double the length and weight, inflicts 5D6 
damage. 

SpeciaJ Vehicles: Use a variety of items, but fast hover vehicles 
and antigravity vehicles are their favorites. 

Preferred Armor: Uses all kinds, but their favorite is the Vym
ras environmental body suit (skintigh t): A.R. 17, S.D.C. 200 
- no prowl or movement penalties. 

Familiarity with Earth: The eritt imas have access to informa
tion equa l to the "Some familiarity " result on the Familiarity 
With Earth table. 

Rifts Note: These repti lians will be considered D-bee cham
pions of good. The Coalition States will see them as dangerous 
monsters and destroy them whenever they get the opportu nity. 
The erittimas champions will get along well with cyber-knights 
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and other heroes and will almost certainly clash with the CS. 
They will also see the Splugorth, Cibolans/Soul Wom1s. Naruni 
Enterprises, and the Federation of Magic as evil forces. They are 
S.D.C. creatures with mega-damage weapons. powers and tech
nology. 

If set in the Rifts: Phase World environment. the background 
presented for Aliens Unlimited is appropriate. Most will be law 
men, bounty hunter s. adventurers and the occasional mercenary. 
Any of the Rifts O.C.C. s can be se lected. They rarely srudy 
magic. 

Jenjorans 
The jenjoran s are native s of the planet Lori la. a high gravity 

world of dense jungles and shallow oceans. These aliens are 
short , with thick limbs and wide heads. with oval-shaped fins. 
Their eyes are prominent. and skin color ranges through the 
spectrum of green s and browns, but change constantly because 
of a natural chameleon-like ability. 

Most jenjoran s are educated as engineers, scientists and 
scholars, but the most respected are the anti-magic warriors who 
live by centuries of tradition . This tradition is linked with the 
outlawing of magical practices and ancient stories of a time 
when magic and technology clashed and almost destroyed their 
world. According to legend. wizards unleashed dangerous de
mons and magic energy in a bid to conquer the world. However , 
specifi c facts and details have been lost and nobody seems to 
know exactly what transpired. The only thing 1hat is known for 
certain is that Lhe wizards were defeated and magic is forever 
banned. The anti-magic warriors hunt down practitioner s of 
magic on Lorita and destroy them. Some have carried their cru
sade to the stars, fighting evil sorcerer s and supernatural mon
sters. Off-world they tolerate the existence of magic users and 



creatures of magic provided they use their power s for good and 
do not enslave or torment others. However , they never trust any 
men of magic or supernatural beings. 

Near the center of every major old city on Lori la is a 30 foot 
(9. 1 m) wide, three foot (0.9 m) tall , octago n shaped device . 
They are all nearly identical and strongly resemble sliding blast 
doors, hence their name, "The Doors." These Doors are obvi
ously mechanical and represent a technology beyond that pos
sessed by the jenjorans when they were built 1,200 years ago. 
None of the doors appear to have any kind of opening mecha
nism. The jenjorans no longer remember what is on the other 
side of The Doors, but they fanatically maintai n them out of fear 
and tradition. It is rumored that some of their elders know what 
The Doors keep in check. but they do not talk about it, and faerie 
tales about The Doors abound. Among them are prophecies of 
doom and tales of doorways to other worlds and dimensions cre
aied by magic. The last reference to The Doors warns, "The por
tals must ever be sealed, lest we lose all that we know." 

' The je njorans study other planets , people, and civilizations 
for clues 10 the orig ins and purpose of The Doors. Some argue 
that the levels of technology currently availa ble would make the 
risk of opening a Door very small and there is growing support 
for this movement , which comes from overconfide nce, pride, 
and ignorance. However, they are not yet ready to risk openin g 
even one to see what it contains (or holds back). Scholars and re
searcher have been sent to other worlds in hope of finding simi
lar structures and clues to their purpose, but thus far they have 
not. 

Jenjora ns (pronounced jen-jor-ans ) 
Attributes: 1.Q. 3D6, M.E. 3D6, M.A. 3D6, P.S. 4D6 , P.P. 
3D6+2. P.E. 4D6, P.B. 1 D6, Spd. 6D6 
Hit Points: P.E. plus 2D4 per leve l of expe rience. 
Natural A.R.: 9 
S.D.C.: 3O4xl0 (does not include super power or attribute bo-

nuses). 
Horror Factor: Typically 14 - 15 for anti-magic warriors. 
Heig ht: 5 feet plus I D6 inches ( 1.5 to 1.7 m). 
Weight: 100 plus 2D4xl0 pounds (54 to 82 kg). 
Average Life Span: 75 years 
Super Abilities: All jenjorans have the following super abilitie s: 

chameleon and animal abili ties: rept ile. 
Natural Abilities: Supe rior senses equa l to the minor super 

abiliti.es heightened sense of hearing (+6 on initiative , +I to 
parry, +2 to dodge ), advanced sight and nightvi sion. Plus can 
leap 10 feet (3.0 m; add five feet/1.5 m from a running start), 
natural climbers (75%/65%) and swimmers (65%). 

The ami-magic warrior gets the following bonuses from 
training and special abilities: impervious to possess ion (and 
the bite of the vampire), +4 to save vs magic (all types), +2 to 
save vs mind contro l of all kind, +5 to save vs horror factor, 
and 40%+5% per level of experience to recog nize enchant
ment or magic items. Bonu ses are in addition to attribute or 
super power bonuses. Rifts Notes: The character has the 
natural abilities of P.P.E. shield and mind block auto-defen se. 
These powers automatically engage and don ' t require I.S.P. 
The anti-magic warrio r has a natural P .P.E. base equal to his 
P.E.xl0! The P.P.E. of the averagejenjoran is P.E.x3). 

Special Weapons and Vehkles: They use most types of weap
ons, hover vehicles and spacec raft. Energy clubs and jet 
pack s are favo rites. 
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Preferred Armor: jenjorans environmental battle armor: A.R. 
13, S.D.C. 2 1 0; complete with mini-computer and bio-scan 
(left arm}, wrist lasers (one on eac h hand, two damage set
tings: 2D6 or 4D6 dama ge per single blast, 800 foot/244 m 
range, effectively unlimit ed payload ), shon -range radar , 
short-range radio , basic Life suppon systems. 

Fam iliarity with Earth: They have collected extensive infor
mation on various planet s across rhe galaxy . Their informa
tion on Earth is equal to the "Has studied Earth" result on the 
Familiarit y With Earth table. 

Rifts Notes: The jenjorans are considered monstrous O-bees 
and are likely 10 be shunned by most human s and human-like 
creatures. The anti-magic warrio r and most other jenjorans will 
be horrified at what magic has unleashed on the planet Earth . 
Both distrust. fear or hate supernatur al monsters and all beings 
who use magic and will destroy any they perce ive as evil. Some 
extremist may go on a killing spree to destroy ALL mystic crea
tures. They will get along best with psi-stalkers, dog boys and 
simvan monster riders. The Coalition State s will exterminate 
them whenever they are enco untered in CS territory , even 
though they hunt pract itioners of magic and demon s. In Rifts, 
the characters are mega-damage creatures who possess mega
damage weapons, armor, and technology. 

If set in the Rifts: Phase World environ ment, the background 
presened for Aliens Unlimited is appropriate. They can be any 
of the O.C.C.s except psychics and practitione rs of magic. 

Nithians 

Nithia is a beautiful , Earth-like planet that is the homewo rld 
of the dinosaur-like nithian s. Although the planet resembles 
Earth , its air is toxic to Earthling s and most humanoids. The acid 
rains and mists are also dangerou s to most life forms and will 
damage rubber and many compo unds of plastic. The nithians 
have evolved within the harsh atmosp here, so they can breathe 
the foul air and their skin is thick, scaly and toughened to protect 
them. The scales are tight and close fitting , with additional large 
scales on the neck, shoulders and back. Skin colors are various 
shades of yellow, tan and orange. Their heads are wide , with a 
large mouth filled with large, pointed teeth. 

The nithian s have developed Faster Than Light (FfL ) drives 
and have just begun deep-space explora tion. They have already 
made limited contact with several other galactic communiti es, 
including the naidens and sorinams and the Federation of Allied 
Races (FAR). In their search for new knowledge and cultures, 
the nithians have recently begun organizing study exped itions to 
a variety of moon s, planeto ids and planets. These expedition s 
can last as long as ten years or as shon as a few months. They 
are typically composed of scientists accompanied by a military 
escort. The escorts are soldiers with eithe r bionic or robot aug
mentation or super abilitie s. All exped ition members wilJ have 
vibro-weapons for utility and defense purposes, and the team 
uses hover platform s for transportation. The armed forces have a 
variety of special forces units. The robot and cybo rg teams func
tion as flexible heavy support and light battlefield units. The su
per teams often pull similar detail s, but their most prominent 
area of expertise is in seek and destroy, infiltration, and other 
more sensitive operation s. 



Nithians (pronounced nith-eye-ans) 
Alignment: Any 
Attribute s: I.Q. 3D6, M.E. 3D6, M.A . 3D6, P.S. 5D6. P.P. 
3D6+2, P.E. 3D6+2, P.B. 2D6, Spd . 5D6 
Hit Points: Standard, P.E. plus 1D6 per level of experience. 
Natural A.R.: I 2 
S.D.C .: 3D6xl0+20 (does not include super power or attribute 

bonuses). 
Horror Factor: 12 
Height: 9 feet plus 3D6 inches (2.8 to 3.2 m). 
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Weight: 380 plus 106xl0 pounds (177 to 199 kg). 
Average Life Span: 95 years 
Super Abilities: Availab le Super Power Categories: Bionics 

(25%), robots (18%), hardware (15%), magic (2%), mutants 
(5%) and super-powered experiments (35%). Nithians do not 
possess psionics. 

Special Weapons and Vehicles: They use most types of weap
ons, hover vehicles and spacecraft. The vibro-axe is a favor
ite. 

Preferred Armor: Besides various robot and cyborg armors, 
the nithians do not rely on any type of armor unless they are 
engaged in battlefield combat or exploration off-world. 1n 
such a case, they may wear an environmental Class Four 
Hard Armo r: A.R. 17, S.D .C. 280, or a lightly am1ored envi
ronmental suit: A.R. 14, 70 S.D.C. 

Familiarity with Eart h: None. 

Rifts Notes : Basically the same as the baccarus. 

Qua-Trau -----------
The qua-crau are natives of the low gravity planet Kwera. 

These reptiles are tall and strong with aggressive tendencie s. A 
century ago the Atorian Empire landed on Kwera. The barbaric 
qua-trau fell to superior numbers and vastly superior technology. 
The dinosaur-like humanoids initially believed the invaders to be 
gods (antigravity devices and energy weapons can have that ef
fect) and many still do. 

Hostile at first , the qua-trau were quickly shown by example 
that they had much to gain from cooperating with their new mas
ters. Through the use of language translator s and psionics, the 
Atorian Empire easily recruited them as allies. Now, 90 years 
later, they are some of the Empire 's most effective shock troops. 
Outfitted with modern weaponry and armor to complement their 
natural savagery, the qua-trau enjoy their new found power and 
the opportunity to wage war. The most loyal have even been 
trained in the operat ion of tanks, hover vehicles, robot vehicles 
and power am1or/exoskeletons. However, most of these dim-wit 
ted troopers have only a minimal knowledge of commun icat ions, 
computer ope ration and the basics of life and combat. None of 
them are taught the sciences or the arts. 

The still primitive inclinations of these beings makes them 
savage fighters, easily impressed and controlled by the atorians. 
Many qua-trau still consider themselves servants of the Gods 
and believe themselves to be in their service as Angel s of Death. 
They revel in the wonders of their new gods and exalt their 
power (weapons) and superhuman abilities (via hover vehicles, 
antigravity devices , space travel, etc.). While most of the qua
trau enjoy being shock troopers and harbinger s of doom , others 
have realized that they are being exp loited by mortals and have 
mixed feelings about the Atorian Empire . Some long for the 
freedom to wander the open galaxy and to escape the war and 
barbarism encouraged by the Empire and the ancient ways of 
their people. 

Qua-Trau (pronounced Kuwah-trah ) 
Alignment: Any, but most are selfish or evil. 
Attributes: T.Q. 2D6+1 , M.E. 2D6+2, M.A. 2D6, P.S. 6D6. P.P. 
4D6, P.E. 5D6, P.B. I D6, Spd. 6D6 
Hit Points: P.E. x3 plus I D6 per level of experience. 
S.D.C.: 3D6x t0+2 0 (does not include super power or attribute 

bonuses ). 



Horror Factor: 14 
Height: IO feel, 6 inchei. plus ID IO inches (3.2 10 3.5 m). 
Weigh1: 400 plw, I D4xl0 pounds ( 186 co 199 kg). 
Average Life Span: 85 yearl> 
Super Abilities: Qua-trau wi ll be one of the follow ing: bionic 

(25%). robot/power annor (20%). hardware (20%) or super
powered mutan t (35%). Mutant s can se lect one majo r power 
and one minor ability. 

Combat Lraining includes gymnastics, boxing (add one ad
ditional attack per melee round), climbing, and hand to hand: 
expen. W.P. axe, W.P. sword, W.P. energy pistol, and W .P. 
energy ri ne. 

Natural Abilities: l-leigh 1ened sense of smell equal to 1he minor 
i.uper power. double jointed . color visio n, bite auac k 3D6 
damage, +2 on initiative, +I Lo roll with punch , +5 to save vs 
horror factor. They often eat the flesh of their victims. 

Special Weapon s: They use whatever is appropriate for the job, 
bul they love ene rgy melec weapons, vibro-blades and Kisen
Lite axes. Giant-sized Kisentite axe: Length: 5.75 feet (1.7 m). 
Weight: 12 pounds (5.4 kg), Damage: 4D6+2. 

Special Vehicles: Atorian antigravity medallio n. 
Preferred Armor: Be:,ides cyborg and robot power armors, the 

qua-tnm prefer lighter full and half suits of heavy plate armor 
and enviro nmental suits: A.R. 12. S.D.C. 120 for half suits, 
A.R. I 7, S.D.C. 280 for full suits. 

Fam iliar ity with Earth: None; they go whereve r their Atorian 
masters tell them to go and don't really care about who they 
light. 

Rifts Notes: The qua-trau are carnivorous predators who in
stinctively fight and prey on creatures weaker than they are. This 
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means they will be given to conq uering and ruling over small 
towns and villages, engaging in terrorism , torture , wholesa le 
slaughter , and other acts of savagery and brutality. They will be 
feared and shunned by humans and most peace-loving beings. 
The CS will terminate any they encount er. How ever, the Pecos 
Empire, mercenaries, and demonic monster s may add them to 
their forces. The Splugorth, gargoy les and most evil supernatural 
creatures will welcome them as kindred spirits and delightful 
minions. Ln Rifts , the characters are mega-da mage creatures 
with supernatural P.S and P.E., and who possess mega-damage 
weapons , armor , and techno logy. 

If set in the Rifts: Phase World environment, the background 
presented for Aliens Unlimited is appropriate if the Atorian Em
pire is also part of the scenario . Otherwise , they will be new 
minions of Splugorth, vile bounty hunters or savage mercenar
ies. 

Thisseras ---- ------- -
The 1hisseras are a tall reptilian race with wide , flat heads, 

large, dark eyes and a promi nent mouth. They tend to be thin, 
and are cove red by fine scales. A fin-like appe ndage runs along 
the back of the neck and is crowned with small, sharp spines. 
The colors of their skin is typically pale blue, with brown pat
terns. They are nocturnal creatures who live in the tropical forest 
of the world known as Ansim. As a result, they have little toler
ance for bright light, but have excellent nightvision. 

Long ago, these aliens were a fiercely warlike people who 
knew little about peace. As their technology and civilization de
veloped , it became obvious that one day their achievements 
would reach a point where a weapon would be developed that 
could kill all thisseras in one fiery blast. The reptiles tried peace 
negotiation s for decades, but climbing above one' s racial past is 
difficult. Eventually, mutuall y agreeable pacts were signed and 
all thisseras learned to live in peace. They turned their warrior 
spirits to sports and friendly competition on every level of soci
ety, business and pleasure. The reptilians organized extens ive 
competition s of all kinds to challenge themselves. These events 
were satisfactory for a long time. 

Space explo ration became their next great conquest. This
seras were at last able to travel the galaxy freely. The prospect of 
competing with a multitude of othe r races united them like never 
before . Shortly after entering the spaceways, they enco untered 
the equally competit ive miceans (see mineral aliens). Like the 
miceans, the thisseras are glory-hou nds who feed on fame, pres
tige and notoriety. These two races engaged in fierce but friendly 
competition for decades. Both came to respect and like each 
other very much. 

Then one fateful day, the Micean Council proposed a partner
ship in which the two races would form an intergalactic police 
organization and become heroes of the universe. It would pro
vide them with thrills , adventure , and an audience for their in
credible exploits, daring-do and achievement s on a grand scale. 
At first the competitive thisseras debated and hesitated. A part
nership suggested that they might not get their fair share of the 
limelight. The debate came to an end and the reptilia ns cheer
fully agreed when the micean s suggested the name of their or
ganizatio n as the Thi ssera-Micean Cooperative (a.k.a. TMC) . 
Getting top billing satisfied !heir ego and the long-time friendly 
rivals joined forces. Both the thissera s and miceans now com-



pete against each other to see who can defeat and bring to justice 
more criminal s and super villains. This has actually made them 
an aggressive and effective police force, with each act of cour
age or daring inspiring the other to equal or surpass it. The only 
down side is that these champion s of ju stice don't know when to 
retreat, take foolish risks . and sometime s underestimate their op
ponents. They can aJso be insufferable braggart s and swaggering 
egoman iacs. 

Thisseras (pronounc es thiss-ser-ras s) 

Alignm ent: Any, but most lean toward good or unprincipled. 
Attr ibu tes: 1.Q. 3D6. M.E. 3D6. M,A . 3D6, P.S. 3D6, P.P. 
3D6+4, P.E. 4 D6, P.B. 2D6, Spd. 5D6 
Hit Points: Standard , P.E. plus I D6 per leve l of experience. 
S.D.C.: 2D4x l0+40 
Horror Factor: I 0 
Height: 6 feet plu~ 3D6 inches (l.6 to 2.3 m). 
Weight: 100 plus 2D4x l0 pound s (54 to 82 kg). 
Average Life Span : 175 years 
Super Abilities: The typical thisse ras have the following super 

abilities: Chameleon, healing factor and super vision: nightvi
sion. 10% can select two additional minor powers or one ma
jor. Another 10% have psionic powers instead : select I D4 
minor and one major psi-ability: I.S.P.: M.E. +4D6 points and 
an additionaJ 2D4 I.S.P. per level of experience. And 10% are 
hardware characters. All have extensive combat. espio
nage/military and crime-bustfog training. 
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Natural Abilities : Can leap 12 feet (3.7 m) high or lengthwise 
(double with a running start), instinctive climbers 
(85%/80%) . swimmers (80%), and acrobats (80%), +2 on in
itiative, +2 to pull punch, +3 to roll with impact or faJI. They 
also has keen vision and hearing; 20 decibe ls beyond the hu
man range. Poor day vision (200 feet/61 m) and must wear 
some sort of protective eye-shade or risk being blinded by 
bright lights and sunshine . 

Special Weapons & Vehicles: Any, but most thisseras are fond 
of personal, melee-type weapons, and kisentite swords are es
pecially popular. Fast vehicles with high maneuv erability and 
high speeds, like one-man hover vehicles, are preferred for 
transportation. 

One-Man Hover Car: Maximum Speed: 260 mph (416 
km), S.D.C. 200, hovers 3 to 12 feet (0.9 to 3.7 m) above the 
ground and has exce llent maneuverabilit y. 

Prefer red Armor: Thisseras combat env ironmental body ar
mor: Light suit: A.R. 14, S.D.C. 80 (no prowl or movement 
penalties). Heavy suit : A.R. 17, S.D.C. 225, but - 15% to 
prowl, climb, acrobatics and gymnastics skills. 

Familiar ity with Earth: The extensive operations of the TMC 
includes some of the space around or near Earth. The ir files 
contain information on Earth equal to the "So me familiarity" 
result on the Familiarit y With Earth table . 

Rifts Note : These reptilian humanoid s will be considered D
bees. The Coalition States will see them as dangerous monsters 
because they possess super powers and the spirits of heroes. 
They will try to destroy them whenever they get the opportunity. 
Thisseras lawmen will get along well with cyber-knights and 
other heroes. They will almost certa inly clash with the CS and 
other villains, including the Minions of Splugorth. Cibolans/Soul 
Worms, Naruni Enterpri ses, and the Federat ion of Magic. They 
are S.D.C. creatures who also possess mega-damage body armor. 
weapon s and technology. 

If set in the Rifts: Phase World environment, the background 
presented for Aliens Unlimited is appropriat e. Most will be law
men, bounty hunters, adventurers and the occasional mercenary. 
Any of the mercenary, men at arms, scholar and adventurer 
O.C.C.s can be selected , although they rarely get bionic , juicer 
or M.O.M. conversions. They rarely study magic. 

Vegetation Races 

Alien life forms come in all shapes, sizes and structure s. 
Those referred to as vegetation are intelligent plant-life. Leaves, 
vines, bark, algae. and any other matter resembling plants or 
leaves form the alien 's body. Those described in the following 
pages have the shape of bipedal humanoid s, with two arms, two 
legs, and a head, but others may have multiple vine-like or tenta
cle-like limbs, or be sedentary like trees. Some may have only 
large lumps for heads, or fully developed heads with eyes, nose. 
mouth, and ears (or appendages resembling them). Such features 
may be the result of evolu tion in which the plants needed to re
semble humans or animals to survive. 



Standard Plant Features & Abilities 
By Kevin Siembieda 

Common Fea tures 
Resistance to Pain: Weapons inflict normal damage but the 

plant being is only about half as sensitive co pain as mammals. 

Healing Factor: The plant-like resilience of these aliens 
means they heal twice as fast as flesh and blood aliens, and can 
regenerate lost limbs and body pans within 3D4xl0 days. 

Invisible to Sensors: Even advanced sensor systems cannot 
differentiate between se111ient plant life forms and ordinary 
plants, making sentient forms invisible to senso rs. Furthermore, 
They are co ld life forms and will not register as warm-b looded 
animal s on heat sensors or infrared detector s. They are also in
visible to mechanica l de tection when hiding among other plants 
and may be difficult to see with the naked eye , as they are likely 
to blend in wilh surrounding vegetation. 

Breathe: Vegetation aliens can breathe through every inch of 
the ir bodies. They can wear clothe s and armor that restricts most 
of the body and still breathe normally. While all of this makes 
them nearly impossible to smother , they are extremely suscepti
ble to defoliating chemicals: -5 to save vs gases, sprays and 
other chemical attacks designed to kill vegeta tion. However, 
they are impervious to most drug s and toxins designed to hurt or 
affect animal life. 

Aliens composed of green vegetation do not need to eat in the 
animal ~ense. Most feed primarily on sunlight/ solar energy and 
water (some need minimal water to survive, while others need 
more). Some may feed on radiation rather than light. Most plants 
tum radiant energy (from the sun or artificial sources) into food. 
Use the same feeding and hunger rules given under the Human
oid Mineral section for these aliens. 

Plant Body Armor 
Most plant beings have a tough outer skin that provides some 

leve l of natural protection. 

Light/Soft Armor: Resembles the stems and leaves of plants 
or skins of fruit. Main body: 2D4xl0+20 S.D.C. and A.R. 10 (or 
65 M.D.C. ). 

Medium Armor: Tough vines, fibers and resilient branches. 
Main body: 2D4x I 0+60 S.D.C. and A.R. 13 (or 110 M.D.C. ). 

Heavy Armor: Bark, nutshells or strong fibers. Main body: 
2D4x l0+200 S.D.C., A.R. 16 (or 200 M.D.C.). 

Rifts Note: Most plant creatures will be mega-damage crea
tures with natural M.D. body armor/hi t points. 

Heightened Senses of Plants 
l. Track and maneuver by smell alone: 72% +2% per level of 

experience. Roll once for every 2000 feet ( 1200 m). A failed 
roll means the scent trail is temporarily lost: two successfu l 
rolls out of three means the trail has been rediscovered. 

2. Identify common, known smells, and airborne aromas: 
90%. Range: 2000 feet ( 1200 m). 

3. Remember and identify a specific unusual scent: 80% +I% 
per level of experie nce. Range: 1200 feet (365 m). 

4. Smell/Sense the coming of rain, smoke and large fires: 
50% +2% per level of expe rience; two mile (3.2 km) range. 

5. Accurately sense the wind direction: 68% +2% per level of 
experienc e. 
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6. Accurately sense the time of day and direction (north, 
south, east, west, etc.): 80% + 1 % per leve l of experie nce but 
needs sunlig ht. Without sunlight, reduce the success ratio by 
40%. 

7. Accurately identify temperature (within 1D4 degrees) : 
70% +2% per level of experience; include s air temperature. 

8. Sense the location of under ground water reserves: 40% 
+2% per level of experience. 

9. Feel the vibrations of an approachin g ground vehic le(s), gi
ant bot, herd of mammal s, giant animals, explosion or earth
quake up to six miles (9.6 km) away. Runnin g or walking 
human s 1000 feet (350 m) away. Flyin g vehicles or animals 
500 feet (152 m) away. +2 on initiative and a + I to dodge. 

JO. Hear ultrasonic sounds; super keen hearing: Average 
range 2000 feet (365 m). 

11. Communicate via natural telepathy: Average range is 400 
feet (122 m) when com munjcating with animal life, but ex
tends to 1200 feet (366 m) when commu nicat ing with sentie nt 
plant life. Typically this is an automatic ability that does not 
require the expen diture of I.S.P. 

Camleans 

Camleans are shon, corded bundles of thick, green plant fi
bers on a humanoid frame. They are compact, with burly fea
tures that were formed by the powerful grav ity of their 
homeworld , l mle. Their colora tion normally ranges from drab 
browns to bright tans. reds and oranges. They have humanoid 
heads with slots that resemb le eyes. They even have a tiny bird
like mouth at the end of their chins, and like a bird, their voices 
are musical and wonderful to listen to. The lyrical range of their 
voices has given the cam leans a reputation as singers (and mus i
cians). They are recognized by many in the galaxy as masters of 
composition and the performers of music and song. All camlea ns 
are taught to sing by their parents at a young age. Many pursue 
the arts to their fullest and become musica l entertainers. Cam
lean singers have a powerful reputation to help start their ca
reers, but they also have the greater respons ibility io upholding 
that reputation. Many singers and musical groups are openly 
welcomed on any planet or space station as special guests, espe
cially worlds that respect the arts, or are governed by nobility -
to have music performed by these bards in one 's court is a pres
tigious event. Music has become a big business for some cam
leans. 

ln addit ion, these beings are attracted to music and they send 
team s of researchers, explo rers and musicians to observe, study 
and record tbe musical sounds , songs, lyrics, instrument s, events 
and other cultures on many other worlds. The information gath
ered from these trips is used for inspiration and variety in lyrical 
compositions. Many of the finest musical instruments in the gal
axy are created and co llected by the camleans. 

Despite their reputation for exquisite music, some camJeans 
have darker personalities. The evil aligned members of the race 
have sinister uses for their music which match their dark souls. 
They use music (and their psionic powers) to evoke dark emo
tions or confusion among their listeners, and spread violence and 
discord by working crowds into riotous mobs. These villains are 
usually members of a revolutionary movement within the cam-



Camlia with Asitian Harp 

lean race. It is clear that they believe themselves superior to ani
mal life, but what their goals are, and the extent of their 
influence is not yet clear. Some are just mercenaries or adventu r
ers with no or little interest in music. 

Cam lean society is much like that of Earth , with cities, states, 
and nations ruled by a variety of government types. They have 
soldiers , scientists, engineers, and all of the other members of a 
diverse modem society. Their technology includes advanced 
space travel, robots, bionics, and son ic weapons, but much of it 
has been acquired from other races. Fine quality melee weapon s 
are a favorite of many cam leans. Even those who are not in com
bat related professions will carry ornamental, but functional, 
Kisentite weapons. Their love of orname ntation is often present 
in other aspects of their lives, such as the decorative antigr avity 
suits commonly employed for transponation. 

Camleans (pronounc ed cam-lee-ans) 
Alignment: Any, but most tend toward selfish. 
Attri but es: 1.Q. 306, M.E. 3D6, M.A. 406, P.S. 406, P.P. 
3D6+2, P.E. 3D6, P.B. 2D6 , Spd. 3D6x3 
Hit Points: P.E. x2, plus 2D6 per level of experience. 
Natural Heavy Body Armor: 2D4x10+200 S.D.C., A.R. 16 

Height: 5 feet plus I D6 inches ( 1.5 to 1.7 m). 

Weight: 100 plus 2O4xl0 pounds (54 to 82 kg). 
Average Life Span: 400 years 
Super Abilities: All carnleans have the psionic abilities of te

lepathy. emphatic transfer and mind block. I.S.P. is M.E. x3. 
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33% of them have two add itional major psionic powers and 
I D4+ l seco ndary abili ties (they are considered natural psion
ics and get the l.S.P . normally attributed to those characters in 
additio n to the I.S.P . previou sly noted. In Rifts, they are mind 
melters). 33% are hardware, 10% use robotics/exoskeletons, 
10% bionics, 12% have super abilities as a result of mutation 
or experi mentation and 2% study magic. 

All have some talent in music or singing and have the fol
lowing ski lls automat ically: sing {+10%), play musical instru
ments (+5%, choose one), or writin g (music com positions); 
all are of professional cal iber. 

Natural Abilities: All common features and heightened senses. 
Special Weapons: Can use all kinds of items, but are attracted 

to laser, sonic and Kisentite weapons and other types of me
lee weapons. 

Special Vehicles: Any, but prefer antigravity devices. 
Preferred Armor: Robotic or bionic characters will have armor 

from their respective category . Other camleans tend to avoid 
wearing armor except for environmenta l suits necessary for 
space exploration : A.R. 12, S.D.C. 60. However, any armor 
can be used. 

Familiarity with Earth: The dive rsity of music and cultures on 
Earth has attracted many camlean investigators to it. Those 
researchers have collected information equal to the "Has 
studied Earth " result on the Familiarity with Eanh table. 

Rifts Notes: ln the Rifts sett ing, the cam leans are considered 
monstrous D-bees. Most human s and many other mammalian 
life fonns will find the creatures unnerving. despite their beauti
ful music. The Coalition States will destroy them whenever they 
are encountered. Slavers will find them attractive as both slave 
labor and entertai ners. 

If set in the Rifts: Phase World envirn nment, the backg round 
presented for Aliens Unlimited is appropriate. Most will be 
vagabonds, entertai ners, thieves, bounty hunter s, adventurer s 
and the occasio nal mercenary. 

Chianas ------------

These vege tation beings are powerful psionics from a dark 
world known as Khina. The chianas are the planet's dominant 
life form. More than two hundred years ago, the aliens' popula
tion was at a critica l level. There were so many Chianas that 
their society and the planet's resources were strained. Raw mate
rials were becoming harder co find, which made prices rise. 
along with stress and despair. The people were at each other's 
throats. As thei r planet reached its limits of population support, 
the chiana s applied their skills to the deve lopment of adva nced 
space drives to colonize other worlds and find new mineral re
sources . 

Many spacecraft would leave Khina in the next few decades 
as expedition s desperately searched for other suitable planets for 
mining and co lonization. 

Meanwhil e, riots and mayhem increased on their homeworld. 
Martial law was declared and the military took over. This mili
tary governmen t was still headed by the politica l leaders , but 
they were mostly figureheads who received orders from military 
command ers. For hundreds of years. the people were ruled and 
guided by the military. Violence was met with violence. Rebels 
and criminal s were slaughtered to make space for law abiding 



cilitens. After a generation of mililary conlrol. il became the so
cial -;tructure. and all chianas learned to live by milita ry law and 
discipline. 

The chiana~· military is Lhe government and protector of its 
people and possessions. Every citizen is expec ted to serve IO 
years in the anned forces, and are a pennanent pan of the mili
tia. The mililary gove rnment teaches ils people order, self-disci
pline. ~elf-confidence, obedience, respect for authority and the 
law. fighting skills and mastery of their psionic abilities. Surpri s
ingly, this military rule is benevolent and also instills se lf-re li
ance, compassion. an acceptance of other life fonns, and a need 
for the individual to make sacrifices for the greater good of lhe 
majority. It has become a combination spiritual. political, and 
military force that has brought comparal ive peace and strucrure 
to the people. 

Those who left Khina to go to the stars eventua lly found plan
ets where their peop le could live, and places to mine and build 
factories . This has done a great dea l to re lieve the cris is on their 
horneworld, and to loosen the ex treme contro l of the military. 
However, the chianas still retain lheir unique military -based gov
ernmen t. struclure and beliefs. Criminals and rebels are still 
treated harsh ly and are either expe lled from the communily or 
executed. The chianas get along well with other races. They re
spect the laws and customs of other people and are among the 
moi.L polite and law abiding people in the universe. Many have 
joined interstella r police forces (including the TMC), while oth
ers have become bounty hun ters, lawmen. explorer s and merce
naries. They are especially hard on ch ianas who have turned to 
crime or evil ways. 
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Chianas (pronounced cheye-anas) 
Alignment: Any, but most will be principled , scrupulous or ab
errant. 
Attributes: 1.Q. 3D6, M.E. 3D6, M.A. 3D6+3, P.S. 4D6, P.P. 
4D6, P.E. 3D6, P.B. 3D6 , Spd. 4D6 
Hit Points : P.E. x2 plus I D6 per level of experience. 
Natural Light Body Armor: 2D4xl0+20 S.D.C. , A.R. 10 
Height: 7 feet plus 2D6 inches (2.2 to 2.4 m). 
Weight: 195 plus lD4xlO pounds (93 to 235 kg). 

Appearance: Luminou s green humanoid s, with large, attractive 
leaves and yellow-green eyes. 

Average Life Span: 300 years 
Super Abilities : All chianas are natural psionics and are comba t 

trained (espionage and physical training) . 
Natural Abilities: All common features and heightened senses. 

Khina is a twilight world and all chianas have nightvision out 
to 1000 feet (305 m), and feed on various types of radiation 
but not Light per se (they do not give off radiation). 

Special Weapons and Vehicles: They can use the equivalent of 
most types of weapons, hove r veh icles and spacecraft. Favor
ite weapons include lasers and vibro-bla des. with antigravity 
devices as their favorite mode of transportatio n. 

Preferred Armor: Being fully combat tra ined, the chianas will 
often wear additional body annor and environmental suits. 
Everyda y light riot annor will likely be a combat vest (A .R. 
10, S.D.C. 50) , while more dange rous situation s will warrant 
full environmental body annor (A.R. 15, S.D.C . 180). 

Familiarity with Earth: None 

Rifts Notes : In the Rifts setting, the chianas are considered 
D-bees, but most humans and other life forms will find the crea
tures attractive and friendly. The Coalition State s will destroy 
them whenever they are encountered. Slavers will find them at
tractive as slave labor, fighters and mercenaries . They are mega
damage creatures with mega-damage technology. 

If set in the Rifts: Phase World envi ronment, the background 
presented for Aliens Unlimited is appropriate. Most will be law
men, bounty hunters, adventurers and mercenaries. 

Erythros --- --- -- -- --
The erythros are a mysteriou s race of humanoid s composed 

of brown and dull green vegetat ion. They are of average human
oid height, and their bodies are covered with tiny leaves and li
chen-like fuzz. Their heads are very human -like, with obvious 
eyes, a nose and a mouth, but this all changes when they are an
gered or forced to defend themselves. The fine lichen grows to 
amazing bulk and thickness and each fine leaf blossoms into a 
weave of protective annor. The erythros increases in size and 
S.D.C ., and towers 60 feet (18.3m) tall! As giants they are unaf
fected by heat or cold (including plasma and magic) and their 
nonnal S.D.C. is increased dramati cally! 

There are very few of these plant aliens in the galaxy , which 
sparks many speculations on their origin. Many people believe 
the erythros are either a new race in the galaxy, or are members 
of a dying one , because there are so few known to exist and they 
are scattered throughout outer space. In truth , they are the survi
vors of a war in another galaxy. The erythros were engaged in a 
war with the insane cyborgs known as the Mechanoi ds (See 
Rifts Sourcebook Two: The Mechanoids ). Like all races who 



oppose the Mechanoid s. the eryt hros were losing. They had hid
den their last large military base near a black hole to help con
ceal it from their enemies, but the unre lenting cyborgs found 
them. One of their large military space stations was thrown out 
of orbit by a Mechanoid attack and drifted off as the battle con
tinued. The drifting station was pulled into black hole and was in 
subjected to a space (and time?) warping anomaly that flung 
them in to the Milky Way galaxy. Other erythros may have es
caped the Mechano ids' ons laught, but are scattered across the 
universe. 

The few thousand in the Milky Way have decided to rebuild 
their race. While some search for a new world to inhabit, most 
have found a place living with other beings. However , such alli
ances are tentative. No one is sure about the eryt hros' goals or 
motives, but the fact that most oppose the Atorian Empire helps 
to quiet many doubts. These erythros oppose the Empire because 
it reminds them of the Mechanoids. and they are angered by any 
race that seems bent on intergalactic conquests. slavery and war. 
They will not let another maniacal race destroy their last chance 
for survival. 

They know how to use advanced weapons, vehicles and com
puters, which seems to confirm that they were a technologica lly 
advanced race. The quality of their space station (what survived) 
is also an indication that their tech-level was high. By selling the 
remains of their space station as scrap and through work as mer
cenaries and bodyguards, many have purchased space ships and 
equipment to explore their new galaxy. There are several small 
fleets of spacecraf t and mercenary troops under the command of 
erythros forces. 
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Erythros (pronounced ear-ee-throws ) 
Alignment: Any. but most seem to be selfish. 
Attributes: 1.Q. 3D6, M.E. 3D6, M.A. 2D6, P.S. 5D6, P.P. 
3D6, P.E. 3D6, P.B. 2D6, Spd. 3D6 
Hit Points : P.E. x3 , plus I D6 per leve l of experience. 
Natural Light Body Armor: 2D4x lo+20 S.D.C. , A.R. JO; in-

crease when giant (see the super ability growth). 
Height: 5 feet plus 3D6 inches ( 1.6 to 2.0 m). 
Weight: 150 plus 2D6xJO pounds (77 to 122 kg). 
Average Life Span : 700 years 
Super Abilities: Erythros are all from the power category of Su

per Abilities. They all have the major super ability growth 
and the minor super ability impervious to fire and heat. There 
is a 01-30% chance that the character can have one other mi
nor ability. 

Natural Abilities: All common features and heightened senses 
numbers 1-8. 

Special Weapons and Vehicles: They can use the equivalent of 
most types of weapons , hover vehicle s and spacecraft. Favor
ites weapons include lasers and vibro-blades, with antigravity 
devices as their favori te mode of transportation. 

Preferred Armor: Rarely use any, except environmental suits 
for hostile environments, or as a disguise. 

Familiarity with Earth: Only what they have heard from oth
ers. which is not much ; equal to the "some familiarity " result 
on the Familiarity With Earth table. 

Rifts Notes: Basically the same as the cam leans. They are 
mega-damage creatures with mega-damage technology . 

Kisent -- -------- -- --
Phorila is a scorching , therma l planet currently on the edge of 

the Atorian Empire. What isn 't desert or volcan ic wastelands is 
covered in lush tropica l forests. Deep within its crust, flows mol
ten rock at temperature s beyond those of other planets. This heat 
causes pockets of intense pressure to build which event ually ex
plode as violent volcanoes. Within those high pressure areas, are 
incredible thermal forces that compress the normal metal densi
ties and create incredibly strong substances. Near ly a century 
ago, the Kisent aliens discovered and perfected the process for 
forging these metals using high technology (laser forge). As a re
sult, the metal known as Kisentite was named after them. 

The kisents are vegetation aliens of average humanoid height 
and build with a leaf like crown on their heads. Their body col
orations are a variety of browns with green, and green high
lights . Their humanoid frames are covered in a hard skin 
reminiscent of bark. Kisents are otherwise very humanoid in ap
pearance with five fingered hands, full featured faces (eyes, 
nose , mouth , ears), and loose, leafy hair. 

Their technological level is highly advanced and includes ro
botics, microwave weaponry, and advanced space travel. Their 
laser forges are considered the best in the galaxy, they have also 
developed specia lized particle beam forges that help to create 
Kisentite weapons of unsurpassed quality. Kisent-forged weap
ons are perfectly balanced (+ I to strike and +2 to parry) and ex
pensive (triple the cost of normal stee l weapons). Although the 
aliens are best known for their melee weapons, they produce 
nearly every type and class of weapon from vibro-knives to 
plasma cannons. The Kisent logo on any weapon insures its 
quality, durability , and high price. 



AJI educa tional backgr ounds are found in Kisenl socie ty. De
spite their massive manufacture of weaponry , their anned forces 
are no larger than ave rage for a humanoid race . They make up 
for size, however, by using top quality equipment. They are 
ruled by a powerful Council of Direction that runs the planet like 
a giant co rporation. After the forgi ng of Kise ntite was perfected 
and space travel assured, the Council began what could only be 
ca lled a marketi ng cam prugn. Their efforts have finnly estab
lished the kise nts as top quality ga lactic weapons manufacturers, 
and that reputation has endured for ce nturie s. 

Kisents (pronounced kiss-sents) 
Alignment: Any, but most are se lfish and aberrant evil. 
Att ributes: I.Q . 4D6. M.E . 3D6, M.A. 2D6, P.S . 3D6+2, P.P. 
3D6+4. P.E. 3D6, P.B. I D6, Spd. 3D6 

Hit Points: P.E.x 3 
Natural Heavy Body Ar mor: 2D4xl0+200 S.D.C ., A.R . 16 
Horror Factor: I 0 
Height: 5 feet plus 4D6 inche s ( 1.6 to 2.1 m). 
Weight: 130 plus 2D6xl0 pound s (68 to 113 kg). 
Average Lire Span: 400 years 
Super Abilities: The kisent aliens can be from a number of Su

per Powe r Ca tegories: Bioni cs, robot s, hardware , experi
ments, and magi c. 

Natura l Abilities: All common feature s and heightened senses. 
Being aliens from a thermal world , they resistant to fire and 
heat (ha lf are damage), but they will suffer from exposu re at 
temperatures of 90 deg rees Fahrenheit (32 C) or less as de-
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tailed under the frozen world description. A survival suit 
must be worn lo offset those effects (See the Equipment sec
tion). 

Special Weapon s and Vehicles: They use and manufacture the 
eqwvalent of most type s of weapons, vehicle s and spacec raft. 
Favorites weapons include Kisentite melee weapons and mi
crowave blast ers. 

Preferred Armor: Types of annor worn will vary with the char 
acte r 's occupatio n and needs. 

Fami liarity with Earth: The Kise nts have information on Earth 
equal to the "Some familiarity" result on the Familiarity With 
Earth table . 

Rifts Notes: ln the Rifts setti ng, the kisent s are considered 
monstrous D-bees . Mo st humans and many other mammalian 
life forms will find the creatu res unnerving , and many of these 
plant being s will engage in mercenary or criminal activities. The 
Coal ition States will de stroy them whenever they are encoun
tered. The Splugorth will find them attractive allies as assass ins , 
warriors, gladiators and weapon designers . They can be any 
O.C .C. except psionic . 

If set in the Rifts: Phase World environment, the background 
presented for Aliens Unlimited is appropriate. Most will be 
weapons merchants, bounty hunter s, mercenaries and adventur
ers. T hey rep resent competition to Naruni Enterprise s, the Splu 
gorth and othe rs, except that they have not yet mastered 
dimensional travel. They are mega-damage creature s with mega
damage technology. 

Lachinelians ----------

The lachinelians are a race of vegeta tion aliens from the 
planet Arachin, which is composed entirely of radioactiv e ele
ment s. The environment is deadly to mos t animal life, but the 
lach inelian s have evo lved , and thrive in their irradiated habitat. 
Despite the radiation , there are only two common mutation s. 
One is the growt h of bulbous matt er on their bodie s. The bulb s 
are perfectly harmles s and do not interfere with nonnal move 
ment or health in any way. They have become an accepted trait 
among the aliens . Th e second mutation is a mental change that 
res ults in a high amount of psionic abi lities. 

Magi c is common on Arachin and a large portion of the peo
ple study and use ii , es peciall y in everyday applications like 
farming and construc tion. The majorit y of the lachinelian mili
tary is composed of mystics and psionics. Although their techno
logical level is only equal to that of 19th Century Earth , their 
spec ial abilities make them extremely fonnidable. 

Desp ite their psionic and magic power s, the lachinelians have 
fallen victim to raid s by alien invaders who capture their people 
and e nslave them. Such rruds came to an end when the reptilian 
toogarth invaded (see Villains Unlimited for detail s on the 
Toogarth Empire and people). The invade rs' advan ced technol
ogy, natural abilities, and relentless drive overwhelmed them . 
They hav e since been forced to became part of the Toogarth Em
pire. The reptilian s wanted the abundant radioactive elements in 
Arachin's crus t to fuel their annada's nuclear drive s. The con
quered lachinelians work for the 1oogarth , mining and refining 
ores and other mineral resou rces, and some con tinu e 10 be sold 
into slavery by their new masters. 



Escaped and liberated lacbinelians can be found roaming the 
galaxy. Most are vagabonds, mercenaries or adventurers. Some 
have a price on their heads and are purs ued by toogarthian 
bounty hunters. Others can be found across the galaxy perform
ing services and conducting business as slaves. 

Lachinelia ns {pronounced la-chin-nel-eye-ans ) 
Attributes: 1.Q. 2D6+1, M.E. 3D6, M.A. 2D6, P.S. 5D6, P.P. 
3D6, P.E. 3D6, P.B. I D6 , Spd. 4D6 
Hit Points : P.E. ><2, plus 2D4 per leve l of expe rience. 
Natura l Heavy Body Armor : 2D4x I 0+60 S.D.C., A.R. 13 
Horror Factor: 12 
Height: 6 fe.et plus I 06 inches ( I .8 to 2.0 m). 
Weight: 150 plus I D6 pounds (68 to 71 kg). 
Average Life Span: 375 years 
Super Abilities: All lachinelians have the psionic powers of em

pathy, mind block and resist fatigue, with an I.S.P. base of 
M.E. x3. These character s can also study magic and learn 
various occupations (normally quite primitive, but as slaves 
many have learned a variety of modern skills). 

35% have natural psionics (mind melters in Rifts) and 
have all the additional l.S.P. and abilities available to that 
power category. LS% have 1wo super abilities as well as the 
psionics common to all: Chameleon and plant control or con
trol radiation (pick one). 30% prac tice magic. The remaining 
plant people have no spec ial powers. 

Natural Abilities: All commo n features and heightened senses, 
numbers L-7. Their high radiation homeworld has made them 
immune to the effects of radiation, but their bodies give off 
low levels of it to the environment around them. Anyone ex-
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posed to them for more than two weeks is likely to suffer 
from radiation exposure (see the high radiation world descrip
tion for detail s on radiation poisoning). These aliens can also 
see into the ultraviolet spectrum of light. 

Special Weapons and Vehicles: They can learn to use most 
types of weapons and vehicles, but only the most intelligent 
can pilot aircraft , spaceships or operate complicated devices. 

Preferred Armor: Types of armor worn will vary with the char
acter's occupation. Mystics often have protective spells, and 
some psionics can summon S.D.C., so they often do not need 
to wear armor. 

Familiarity with Earth: None. 

Rifts Notes: Basically the same as the camleans. They are 
mega-damage creatures. 

Sprekalians -----------
The spreka lians are natives of the planet Rikal. The abrasive 

atmosphere of the planet has made them into physically hardy 
specimens with a tough, bark-like skin and resilient bodies. They 
are a tall, imposing peop le, traits which tend to belie their highly 
technical advancements. The sprekalian s have mastered space 
travel, robotics, and many other sciences. 

Thilik-3 is a drug developed by sprekalian scientists from the 
beneficial Thilik and Thilik-1 series. The medicinal use of these 
drugs is as a kind of stero id to boost the patient's resilience and 
increase healing. Thilik-3 builds on that, and adds heightened re
flexes and powers to the results. Th e negative aspect of it is that 
recip ient s of the customized drug develop insanity, psychotic 
tenden cies and anti-social behavior. It became very popular with 
gangs and illegal enforcer s, and became so widespread that the 
polic e cou ld not handle the great numbers o f cr iminal s juiced on 
Thilik-3. 

A government committee decided it was necessary to form an 
Anti-Thilik branch of their Illegal Substance Enforcement 
Agency. The lkla were created as a special anti -Thilik assau lt di
vision. Sprekalian volunteers were subjected to special govern
me nt expe rimentation procedures that gave them super abilities 
to combat the use rs of Thilik -3. 

The hundred s of lkta went to war with the illegal Thi lik-3 
makers , dealers and users. Twenty years later they were so suc
cessful that most Thilik dealers left the planet or stopped deal
ing. The government has declared the Thilik threat over and has 
reassigned many lkta to positions off-world. Their super abi lities 
made them better cand idate s for the demands of space travel and 
for dealing with hostile alien s. Some pursue Thilik dealers and 
criminal users off-world. Some are liaisons with other police 
forces (incl uding the TMC ) or military forces. Others have be
come mercenaries, crim inals or freebooters themselves. Only a 
small lkta force remains on Rikal. 

Thilik-3 
Duration: 2D4 hours 
Cost: Varies greatly depending on availability , but never less 
than 500 credits. 
Effects: The drug has the following effect s on sprekalians and 
vegetation aliens with sim ilar physiology: 

1. Insanity: Unsettle s the psyc he, resulting in temporary in
sanity. Use the crazy hero Random Crazy Elements Table and 
rules for villains using Thilik-3 (see page 19 of Heroes Unlim-



ited). At first, the craziness wears off when the drug does, but 
frequent and long-time users of more than six months , will be 
driven pennanently insane. In addition to the crazy hero tables, 
long-time users and addicts shou ld roll once on the affective dis
order table and once on the phobia or obsession table. All of 
them tend to be susp icious of others and pro ne to acts of vio
lence and cruelty (anti-soc ial). 

2. Heightened Awareness & Reflexes : +2 attacks/actions per 
melee round, +3 on initiative, +2 to strike , +3 to parry and 
dodge, +3 to roll with impact, +4 to P.S., and +6 to speed. All 
bonuses and increases are temporary and disappear when the 
drug's duration lapses. 

3. Super Abilities: There is a 01-42% chance of a random 
major power manifesting itself (pick one when applicable, abili
ties may change with each use of the drug). Abilities are limited 
to: Alter physical structure (any), disruptive touch, gravity ma
nipulation, control radiation, magnetism, and divine aura. 

PowerbalJ 
Thilik-3 has recently appeared as a drug for animal humanoid 

life fonns. It is called Powerball. When they use it, the follow
ing effects occur. 

Duration: 2D4 hours 
Cost: Varies greatly depending on availability, but never less 
than 500 credits. 

1. Insanity: Same as above, but is pennanent after two 
months of use. 

2. Heightened Awareness & Reflexes: + 1 attack/action per 
melee round, +4 on initiative, +3 to strike , +4 to parry and 
dodge, +6 to save vs horror factor (fearless unless insanity dic
tates otherwise), +6 to P.S., +IQ to Spd, and can leap 10+1D~ 
feet (3.0 to 4.3 m). fatigues at 20% the normal rate and has addi
tional+ I D4xl0 S.D.C.! All bonuses and increases are temporary 
and disappear when the drug's duration lapses. 

3. Hyper: The character becomes a balJ of energy with super
human endurance (see S.D.C. bonus above), no need to sleep or 
eat (this effect lasts 3x the nonnal duration). Unfortuna tely, the 
need to release that energy usuaJly results in physical vio lence. 
Daredevil stunts are also a way these crazies vent ene rgy; leap
ing from rooftops and speeding in vehicles are common. 

4. Addiction, Side-Effect & Penalties: Powerball is instantly 
addictive to humans and most other animals, requ iring daily 
fixes. Penna nent insanity occurs after two months of use. The 
character also has trouble sleeping and must eat more frequently 
to compensate for the energy that is burned up . Penalties: Re
duce P.B., P.E. and M.A. by 20%. Most addicts will die within 
2D4 years. Many aren't aware of this yet, but if they do, it will 
only add to their reckless and violent life style. Super powers are 
not instilled in non-plant be ings. 

Sprekalians (pronounced sprek-a h-lanes ) 

Attributes: I.Q. 3D6+2, M.E. 3D6, M.A. 3D6, P.S. 3D6, P.P. 
3D6, P.E. 3D6, P.B. 3D6, Spd. 3D6. 
Hit Points : P.E. x3 plus 2D6 per level of experience. 
Natural Heavy Body Armor: 2D4xl0+200 S.D.C., A.R. 16 
Horror Facto r: 13 
Height: 8 feet, 6 inches plus 3D6 inches (2.7 to 3.0 m). 
Weight: 360 plus 2D4x l 0 pounds (172 to 199 kg). 
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Average Life Span: 500 years 

Super Abilities: Sprekalians can be any of the following power 
categories: Bionic. robot (typica lly exoskeleton or vehicle) . 
hardware, physical training or magic. Only the Ikla, created 
through supe r power inducing e,,periments and users of 
Thilik- 3 possess super abilities. 

lkta characters can se lect two majo r abilities or one major 
and two minor super powers. They also have the following 
bonuses: +2 on initiative, +2 to save vs horror factor. +2 to 
pull punch, +2 to roll with impact, +5 to save vs any che mi
cal/drug/toxin (includes helpful drugs), recognize and iden
tify plants at 88%, and add 1D4xl0 to S.D.C. 

Natura l Abilit ies: All common features and heightened senses 
numbe rs 5-11 . 

Special Weapons and Vehicles: They use and manufacture the 
equivalent of most types of weapons. vehicles and spacecraft. 

Preferred Armor: Types of armor worn will vary with the char
acter's occupation and needs. 

Familiarity with Earth: The sprekalians have informatio n on 
Earth equal to the "some familiarity" result on the Fami liarity 
With Earth table. 

Rifts Not.es: Similar to the chianas. 

Sprekalia with Stun Club 



Tedeschians 

The tedeschians are a race of tall plant beings from the low 
gravity planet Odach. Their limbs are long and tapering, and 
their bodies are covered by a light green , smooth, bark-like skin 
that resembles insect chitin . Their heads are large and oblong, 
and their hands and feet have only four digits. They were once a 
very scientific people. Their homeworld 's close proximity to a 
black hole made them one of the premier researchers on this 
phenomenon. Scientific minds from many wor lds came to 
Odach to study the anomaly. Yet black holes were not the only 
area of study that interested the tedeschians. All sciences, includ
ing magic, were explore d by these inquisitive beings. With time, 
magic became quite promine nt, especially in exploration and the 
military. 

They were at a high point in their evo lution and development , 
then they began to die. Slowly and inexplicab ly, something crept 
through the populace, until a wide-scale epide mic began to dev
astate tens of thousands. The tedeschia ns and hundreds of scien
tists from around the galaxy worked furiously to discover the 
cause and a cure. They quickly came to realize that the cause 
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was a microscopic parasite . This began a futile war of medicine 
against the deadly microbes. Even magical spells and ritual s had 
no effect. Other races were unaffected. except for those com
posed of plant -like marter. In an uncharacteri stic gesture of com
passion, the Atorian Empire sent representatives to assess the 
situation and offer help. They were worried the epidemic might 
spread, until they realized that the parasite only attacked vegeta
tion aliens. Many suspect the atorian scientists only offered help 
to get some samples for their bio-wea pons divi sion. 

The number of fatalities escalated and the scientists grew 
frustrated. They had identified the culprit , but they still could not 
figure out a way to counteract it. Then , as the native population 
of Odach dwindled to a few thousand, the dying suddenly 
stopped. The survivors were not infected and none of them had 
physically suffered from the epidemic. Follow -up research dis
covered that the microscopic killer was the product of genetic 
experimentation that had gotten out of control. The survivors , 
swore to forsake genetic research and have reduced their pursuit 
of all sciences in favor of magic. 

The survivors have rebuilt , but even 148 years later, much of 
the planet is a ghost-town, still littered with abandoned cities and 
towns. They can relate to the plight of the homele ss and have in
vited different group s of refugee s to share their world with them. 
Many have accepted their kind offer. Note: Ony about 1.7 mil
lion tedeschians exist in the galaxy. 

Tedeschians (pron ounced the-desh-eye-ans ) 

Alignment: Any, but most lean toward good. 
Attribut es : 1.Q. 3D6, M.E. 3D6, M.A. 4D6, P.S. 5D6, P.P. 
4D6, P.E. 2D6, P.B. 3D6, Spd. 50 6 
Hit Points: Standard, P.E. plus 1D6 per level of experience. 
Natural Light Body Armor : 2D4xl0+20 S.D.C., A.R. 10 

Height: 5 feet, 5 inches plus I D6 feet ( 1.7 to 1.8 m). 

Weight: 1D4xl00 pounds (45 to 181 kg). 
Age: Tedeschians live to be 600 to I 000 years old. 
Super Abilities: Most surviving tedeschian s (90%) are practitio

ners of magic. Others are possible, but they are a rarity . 
Natural AbiUties: All common features and heightened senses. 
Special Weapons and Vehicles: They use and manufactur e the 

equiva lent of most types of weapons , vehicles and spacecraft. 
Prefe rred Armor: Types of armor worn will vary with the char

acter's occupation and needs. 
Familiarity with Earth: As a result of the extensive search for a 

cure, Odach now contains the most extensive library of infor
mation on the galaxy's various planet s and their inhabitants. 
Their database on Earth has information equal to the "Has 
studied" result on the Familiarity With Earth table. 

Rifts Notes: Similar to the chianas. Many are humanitarians 
and explorers. 



Galactic Monsters & Evil 
The variety of evi l and predatory crea tures in space is greater 

than the number of the intellige nt humanoid races. Some of the 
more notable, powerful , or legendary of them are presented in 
this section. Many of them will combine the aspects or abilities 
of several super power ca tegories. As a resu lt, they are not avail
able as player characters unless specifically stated and defy the 
norm. Note : Additional supernatural beings, ent ities and mon
sters can be found in Beyon d the Supernatural and Mystic 
China. as well as Rifts titles (pani cularly Rifts Con version Book 
One and Rifts Dimension Books), but the latter will require con
versions to the S.D.C. damage rnles. 

t 
Rifts Note: In a Rifts setting these beings will be mega-dam -

age creatures with mega-damage power s, magic, weapons and 
technology unless noted otherwise. 

Brakkana 
The brakkana are supernatural beings of an unknown origin. 

They are gian t, muscular, demonic humanoid s with arms that 
end in slashing scy the-like blades. The ir eyebrows and foreheads 
are protected by bony ridges, and the head is crowned by two 
large, downward turned horns. The maw is disproportionately 
large and filled with sharp teeth. The eyes are white slits. The 
horrible creature s are truly befitting the identification of "mon 
sters." They are notoriously aggressive, savage warrior s who kill 
for pleasure and torture captives. The y eat humanoid flesh and 
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seem to prefer humans and other mammal s. The brakkana have 
sett led on several planets and do not appear to have a home
world in this galaxy, but many also wander the spaceways as 
mercenarie s, pirate s, assassins and murderers. 

They show little interest in the arts and sciences, relying al
most entirely on their magic and supernatural powers. Likewise, 
while sometimes they congregate in armie s and large groups. 
they are not social creatures and bicker and fight amongst each 
other constant ly. The most powerful rule, making intimidation 
and brute force (occas ionally cunning) the way to success. Many 
scientists have noted that the brakkana are feral predators who 
use their instincts and natural abilities to survive. As such, they 
are natural hunters who often eat what they kill, even human
oids. 

Brakkana are prized by some for their size, strength , and 
magic. They can be trained for guard work, gladiatorial combat, 
and other roles that require magic , brute strength or ruthles sness. 
Howe ver, they are difficult to control, because they really only 
respect power and cruelty. They are best as the savage minions 
of other supernatural powers (especia lly alien intelligences, god
lings and demon lords). There are rumor s that the Atorian Em
pire has an elite force of brakkana warrior s working for them 
and one of the Empresses is said to have one as her personal 
bodyguard. 

Brakkana (pronounced Brah-con-na) 
Alignm ent : Evil or selfish, but usually miscreant or diabolic. 
Attributes: 1.Q. 2D6* , M.E. 3D6, M.A . 2D6, P.S. 5D6+6, P.P. 
4D6+3, P.E. 4D6, P.B. 106, Spd . 6D6; supernatural P.S. and 
P.E. 

* Roll another 1D6 when an 11 or 12 are rolled. These more in
telligent brakkana are often the leaders, adviso rs and spies of 
the race. 
Size: 8 to 10 feet talJ (2.4 to 3.0 m) 
Weight: 400 to 600 pounds ( 181 to 272 kg). 
Hit Points: I D6x I 0 
S.D.C.: 4D6xl0. 
Natural A.R.: 15 (natural) 
Horror Factor: 15 
Average Life Span: 1000 years. 
Disposition : Most are mean. vindict ive, and barbaric. They will 

eat nearly anything, and weaker humanoid s are always in 
danger of becoming dinner. The more inteUigent member s of 
the species are still gruff, but more cunning and civilized. 
Leaders often have some twisted, demoni c honor code. but 
not all. 

Experience Level: Not appropriate. Spell s are cast at 4+ I D6 
levels of experience. 

Natural Abilities: See the invisible (a sort of thermal optic. in
frared sight), impervious to heat and fire. track by smell 66%, 
can smell blood a mile ( 1.6 km) a way (and follow the blood 
scent at 78% efficiency), bio-rege nerate 3D6 hit 
points/S.D.C. per minute , poisons and drugs only do half 



damage, can leap 25 feet (7.6 m) and can seem to magica lly 
understand all language s. 

Power Catego ry: Alien mystic equal to 4+ 1D6 leve l experience 
(leaders get an extra I D4). 

Spells: Limited to breathe without air, call lightning, fire ball , 
dispel magic barrier , mystic shield, paralysi s bolt, speed of 
the snail, eyes of the wolf, fly as the eagle, teleport (self), 
chameleon. tongues. and wall of flame, plus two spells of 
choice . Leaders will have an additional 2D4 spells. Rifts : 
P.P.E.: 4D4x10. 

Combat Skills of Note: Paired weapons and W.P . sword . 
Attacks Per Melee Round: Six (6) 
Bonuses: These are in addition to possible attribute bonuses. +3 

on initiative , +2 to strike, +4 to parry , + I to roll with pun ch, 
fall , or impact and +6 to save vs horror facto r. 

Originating Alien Environment: Abrasive Atmosphere 
Education Leve l: Not really applicable, but the more intelligent 

ones can have the equjvale nt of a General Studies or Combat 
' Specialist education , while the average brakkana will know 

2D4 skills from the categories of communi cation , domesti c, 
espionage , and physical (in Rifts, rogue and wildernes s are 
also available ). 

O.C.C. Bonus: None 

Weapons: The Brakkan a's arms naturally end in long sickle
like blades ; they have no hands. The natural wea pons do 
3D6+P.S. bonus each for damage. Some have enhanced them 
with bionic metal blade versions such as Kisentite. Yibro-blades 
adds + I D6 damage and energy blade s replacements add 2D6 
damage. 

Vehicles: Do not use them (no hand s) but can be chauffeured 
places. 

Armor: None. They rely on their natural armor rating . 

Cyklops-Serpentmen 

Optional player character race. 

Based on drawi ngs and ideas by Eric Breaux. 

The cyklops-se rpentmen are a race of giant, multi-limbed hu 
manoids with huge bat-like wings, twin snak ing tails, four arms 
and one great eye in the center of the ir ugly heads . Their mouth 
is filled with fangs and sharp teeth, and a thick mane of hair 
frames the head. Skin color is light blue with violet strip ing. The 
tails give 1hem exceptional balance and stability in combat, both 
on the ground and in the air. Despite the name "serpentmen", a 
cyklops warrior can be a male or female 

The Cyk lops are a race of skilled warr iors that enjoy testing 
their abili1ies against all who dare to challe nge them. They are 
very intellige nt, and many work as mercenaries, soldiers, pirates, 
hi1 men. bodyg uards, bounty hunters, heroes and adventure rs. 
They usually choose a profe ssion that gives them numerous op
ponunitie s to show their prowess in baule. Despite their mon
strous appea rance. the cyklops-serpent men have a natural enmity 
with most so-ca lled demons. alien intelligences , brakkana, and 
other supernatu ral monster s. 

Many cyk lops will live by some son of strict perso nal code of 
honor. These codes vary from individual to individual and the 
Game Mas1er and players are left with free rein to detail them to 
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suit their cha racters. Characters who live by a code of honor will 
be aberrant , principl ed or scrupulou s in alignment. Most regard 
other warriors of comparable skjll as equals and respect them for 
act s of courage , hono r and skill. If someone defeat s them in 
combat, the cy klops will forever after respect that individual un
less he does somethin g terrible to discredit himself. Those who 
win the respect of a cy klops may also earn his or her undying al
legiance or friendship. 

Some cyklops-serpentmen that oppose discord and chaos 
have joi ned the Atorian Empire beca use it represents strict order, 
unity (forced and otherwise) and streng th, but others who can not 
tolerate oppression have sided with, or secre tly help the Niamese 
Coalition, FAR, and others who oppose the Empire. 

Cyklops-Serpentmen 
(pronounc ed sigh-clops-sir-pent-men) 
Optional Player Character: G.M.'s discretio n. 
Alignment: Any, but tend toward aberrant evi l or principled 
good. 
Attributes: 1.Q. 306+ 3, M.E. 4D6. M.A . 3D6, P.S. 4D6+20, 
P.E. 4D6, P.B. 3D6, Spd. 6D6 running or 160 mph flying! P.S. 
and P.E. are considered to be supernatural. 
Size : 18 to 20 feet tall (5.5 to 6.1 m) 
Weight: 1,800 to 2,000 pound s (815 10 907 kg). 

Hit Points : 2D4x 10 
S.D.C.: 2D4xl00 (mega-da mage in Rifts ) 
Natural A.R.: 13 
Horror Facto r: 16 
Average Life Span : 300 yea rs 
Disposition : Cyklop s-serpentmen tend to be quiet mountain s of 

powe r with deep , rega l voices. They are aggressive and react 
qu ickly to violence . returning it in kind , but most are not vi
cious or murderous. Challenges, duel s, and physica l contests 
are enjoyed by the giants, especially in favor of settling dis
putes. Wrestl ing and fencing are favorite spon s, followed 
closely by target skills. Experience Level: Average: 4th level 
(roll 2D4). In Heroes Unlimited use the bioni c experience ta
ble, in Rift s use the dragon's experience table. 

Natural Abilities: Swimming 80% and does not need to 
breathe. Immune to gases and inhaled substances, regenerates 
a lost eye within 10+206 day s and limbs in 20+4D6 day s! 
The giants are ambidextrous with both pairs of arm s, and 
their tajls are prehen sile and can be used to strike, entangle or 
hold. 

Power Cat.egory: Super Abilities 
Major Super Abilities: None 
Minor Super Abilities : Multiple limbs: arms, multipl e limbs: 

tai l, flight: winged (leather), extraordinary physica l strength , 
adva nced sight and healing factor (in addition to the regen
erative power s mentioned previou sly). 

Combat Skills: Hand to hand: expe rt, boxing, wrestling, and 
paired weapons. 

Attack s Per Melee Round : Eight! And 9 in flight!! 
Bonuses: The se are in addition to possible attribute and hand to 

hand bonuses. but they do include super ability bonuses. +5 
on initiative , +3 to strike (+6 in flight). +4 to parry (+7 in 
flight ), +4 dodge ( +9 in flight or hover . + I I when faster than 
90 mph/144 km), +6 to roll with punch, fall, or impact , 
pin/incapacitat e on natural 18, 19, or 20 (if declared), +4 to 
save vs horror factor, +3 to save vs magic, psionics and tox
ins. 



Originating Alien Environment: Toxic Atmosphere. 
Education Level: Combat Specialist 
Scholastic Bonus: +15% 
Common Skills: Physical: Those listed above, plus fencing and 

acrobatics (used in aerial combat); Weapon Proficiencies: 
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W.P. knife, W.P. target, W.P. sword. blunt. or chain , W.P. en
ergy rifle and/or pistol, W.P. heavy (this is a common selec
tion). First aid, and six secondary skills. Secondary skills are 
normally those that are necessary, plus vehicle and language 
skills. 



Weapons: The cyklops love weapons, especially archaic and 
melee types. Becau se of their immense physical size, the gi
ant weapons they emp loy do an ext ra 2D6 damage. Again, 
because of their size, they are able to wield large weapons, in
cluding large machineguns, vehicle mounted weapon s and 
occasionally even artillery cannons (must have a supernatu ral 
P.S. of 30 or grea ter). 

Vehicles: Rarely used , but some cyklops do have an affinity for 
technology and like to hitch rides on large vessels, and like 
antigravity items whe n they can get them. 

Armor: None; they rely on their natural armor rating and mas 
sive S.D.C. 

Dark Breeze 
These are the horrible creatures the riathenor pirates have 

named themselves after. They are ancient creatures of evil that 
have haunted and tormented the humanoids of many worlds 
since the beginning of time . They are predatory spirits that drain 
the very energy and life essence from their victims. The monster 
is intangible and moves through solid doors and walls to hunt 
down its prey. Their intangible nature also mean s they cannot lift 
and carry physical objects, but they are tangible on the astral 
plane, and their specter-like touch drains the life essence of liv
ing beings - they need the equivalent of 50 hit points/S .D.C. 
per 24 hour period to survive, but many like to gorge themselves 
on ten times that amount. Without a tangible essence, they are 
very difficult to kill; psionics, magic and sonic weapons (the lat
ter does double damage) are one's best defense against these 
monsters. 

They appear as a monstrous, living , black shadow with glow
ing white slots for eyes and a gaping white opening for a mouth . 
A grey aura of energy radiates around them. When this aura 
fades, opponen ts know the dark breeze is hurt or starv ing. 

These nightmarish monsters seem most at home in the dark 
void of space, and worlds brimming with magic energy. The 
dark breeze requires no edible food, water, or air to survive, but 
are energy vampires who feed on the vital life essences of living 
things. Thankfully, there seem to be few in the unive rse and 
most live solitary lives with little interaction with others of thei r 
kind. One rarely encounters more than one or two at any given 
time. 

Alignment: Miscre ant or diabolic evil. 
Attributes: l.Q. 2D6, M.E. 3D6, M.A. ID6 , P.S . 2D6, P.P. 
3D6, P.E. not applicab le, Spd. 4D6 - most physical abilities 
are applicable only when in a tangible state or on the astral 
plane . 
Size: 6 to 8 feet tall ( 1.8 to 2.4 m) 
Weight: None 
Hit Points: I D4x 10 
S.D.C.: 1D6xl0 (represented by the grey aura; double on the as-

tral plane). 
Natural Armor: Intangib le natural state. 
Average Life Span: Unknown; may be immortal. 
Disposit ion: Predatory hunter of supernatural origin . 
Natural Abilities: Prowl 80% 
Power Category: Supe r abilities 
Major Super Abilities: Intangibility (natural state) and bio

ghost (see Villains Unlimited, page 20). The dark breeze can 
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become tangibl e only through a great deal of effort and only 
for a maximum of 10 minutes. During this time the creature 
can use physical weapons and inflict physical damage with 
them. It can become intangible at any time . 

Minor Super Abilities: None 
Psionic Abilities: 4D4 I.S.P .; abilities are limited to empathy. 

mind block, detect psionics, and astral projection (it is a crea 
ture from the astral plane). 

Attacks Per Melee: Three (3) 
Bonuses: +2 to strike, +4 dodge and +8 10 save vs horror factor. 
Originating Alien Environment: Astral plane 
Weapons, Vehicles, and Armor: None 

Note: The super abilitie s and psionics are natural abilities and 
are not affected by the Negate Super Abilities ability. Dark 
breezes are always imang ible. 

Devourer Mound 
These huge creatures are mon strous, carn ivoro us, plant -like 

beings nearly five feet (1.5 m) in heigh r. Sixteen long tentacles, 
each ending in a fanged mouth, surround an oversize d maw at its 
top, and it has moveable plates that cover the base of its body. 
The mound can move at a slow pace, but on its homeworld, it 
typically stands stationary , waiting for an animal to get within 
striking range and then strikes witl1 2D4 tentacles and rips its 
prey apart! The devourer mound can exte nd its tentacles 20 feet 
(6.1 m). The monster detects its prey through scent and radar. 



The mound is little more than an animal predator , but they 
can be trained Lo recogn ize sounds and scents, and actually learn 
to obey simple commands, passwords and whistles similar to a 
trained dog. Consequently, they are often take n from their home
world and used as guards and living defense syste ms, (after con
ditioning). 

Alignment: Considered a miscreant predator. 
Attributes : Cunning animal predator l.Q. 2D4, M.E. 4D6, M.A. 
1D6, P.S. 4D6+10, P.E. 4D6. P.B. ID6 , Spd. 2D4 (it waddles) 
Size: 4 foot ( 1.2 m) tall body, but tentacles normally extend six-

teen more feet. 
Weight: 800 Lo 1,200 pounds (362 to 544 kg). 
Hit Points: ID6x IO 
A.R.: 11 (natural) 
S.D.C.: 2D6x IO main body ; 30 per each tentacle. 
Average Life Span: 100 years 
Disposition: Preda tory hunter 
Power Category: Super Abilities 
Major Super Abilities: Stretching (tentacles only) 
Minor Super Abilities: Radar, heightened sense of smell and 

healing facLOr (severed tentacles grow back within 2D4 
weeks). 

Natura l Abilities: Resistant to cold and heat. 
Attacks Per Melee: Nine tentacle attacks or one large maw. The 

tentacles typica lly skewer and tear apart its prey, shoving 
pieces into its large maw, but they can also be used to entan
gle and pull prey into the giant, tooth filled mouth. 

Fanged tentacle s do 2D6 damage per strike/bite or l D6 for a 
whipping strike. The large maw does 5D6. Tentacle s release 
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their hold after receiving 15 S.D.C. of damage (they have no 
A.R.) and are destroyed with 30 S.D.C. of damage. 

Bonuses : +l on initiative , +4 to strike, +8 to parry, impervious 
to horror factor, +6 to save vs poison, toxin or disease. 

Originating Alien Environment: High gravity; jung le and for
est. 

Weapons, Vehicles, Armo r: Not appljcable 

Doppleganger s 
Dopplegangers are legendary monsters and demons that can 

duplicate the form of a person. The reasons for which this is 
done are varied, but they range from pure survival (easier to 
hunt) to the accumulation of power (by replacing leade rs or 
those close to them). There are several races across the galaxy 
that can be classified as dopplegangers . Each has its own mo
tives and abilities to copy, duplicate , or imitate humanoid life 
forms. Some are able to simply assume the guise of the person or 
animal , while others must kill or even eat the victim before they 
can take its shape . Some are alien beings while others are super
natural horrors. The three races presented here are the most com
mon of the dopple ganger races in the Aliens Unljmited galaxy. 

Dop-Elpoep 
These intelligent , evil dopplegangers were once widespread 

and powerful within the Toogarth Empire. They slowly infil
trated and subverted the reptile conquerors, but the Zylik, intent 
on overth rowing the Toogarth themselves , discovered and ex
posed the Dop-elpoeps ' many guises. With the help of the Zylik, 
the Toogarth were able to exterminate a large portion of these 
aliens, including their entire homeworld population. Unknown to 
either the Zylik or Toogarth, hundreds of thousands of the Dop
elpoeps were already spread across the galaxy, building their 
personal power. 

These dopplegangers are a race of vegetation humanoids. On 
their homeworld , their abilities to copy other life forms is used 
to help them hunt and hide. When visitors from the stars landed, 
they were quickly infiltrated by the dop-elpoeps. The fiends are 
amazingly adaptab le and intelligent and quickly learned how to 
use modem weapons and equipment. Some even learned how to 
pilot space-ships! The advantage of imitating other life forms 
and specific people meant it took years before anybody realized 
that the damned monsters were even among them, and by then it 
was too late. With the cosmos opened to them, the shapechang
ers had a hundred worlds as their hunting grounds. The curious 
beings have found space travel , exploration , and hunting to be 
fun and challenging. 

The dop-elpoep will create a special duplicating chambe r, 
about the size of a closet, in a place he feels is a safe haven/lair. 
If possible, the lair will be a secret or hidden place. 

To create a doppleganger , the crea ture secretes a resin that is 
formed into a roughly humanoid shape. The chambe r is then 
sealed. Once the dop-elpoep chooses the person or life form it 
wishes to copy, it will observe that person or race and learn all it 
can about them. Everything it sees, hears, smells, or touches 



about the person or fonn it hopes to imitate is transmitted to the 
resin in the hidden chamber. The resin form begins to pu lse si
lently and slowly takes on the size, shape, and features of the 
person observed. The dop-e lpoep is psionic and can even send 
thoughts and emotions from the target to the resin. Each hour the 
creature spends studying the target gives the resin a 3% copy 
percentage. A 99% copy ratio takes two to three weeks. The du
plicate does not begin to resemble a specific indiv idual until at 
least 50% of the copying is done. 

When the dop-elpoep is ready to activate the copy and re
place a person, it goes to the chamber and, after an hour of medi
tation, moves its life essence into the new body. Its old body will 
Jive for 204 days, and then dies and deteriorates (or can be de
stroyed soone r). Some enterprising dop-elpoeps have large 
chambe rs with a half-dozen or so bodies in storage just in case. 
The person it is imitating must be captured, imprisoned or killed 
in order to take his or her place . Or the creatures can create a 
body with the general traits of that race but not any one specific 
pe;son (it can mix and match); this general process also takes 
half the time it does to make an exact duplicate. 

These dopplegangers are hard to detect, unless a copy was 
rushed and has a low copy percentage. ln such a case, the inepti
tude and possible looks of the person wiU raise suspicion. Other
wise, the two major ways to detect them are through the use of 
psionics. physical examination and thennaJ optics. Although the 
resin body looks and feels nonnal , it is still a vegetable-base d or
ganism and a cold life form. This will show up on themo-optic s 
and other heat sensors, but nearly al.I dop-elpoeps know this, and 
have developed heat suits or other means of disguise and avoid 
physical exam inations. Psychic charac ters are also able to detect 
these creatures with alien thought patterns, and an aura that will 
seem more plant-like than animal. As creatures of mutable fonn, 
they are immune to psionic bio-manipulation, but their de licately 
balanced copy is devastated by mind wipe. Even the normal ap
plication of temporary memory erasure will throw the copy into 
violent convulsions as its copied form is forcibly erased. Within 
I D4 melee rounds, the dop-e lpoep will be returned 10 its true 
resin fonn. 

Dop-elpoeps (pronounced dop-el-popes ) 
Alignment: Any, but most will be evil or anarc hist. 
Attributes: 1.Q. 3D6+1, M.E. 3D6+3. M.A. 3D6, P.S. 4D6, 
P.P. 3D6, P.E. 3D6, P.B. one less than the copied creatu re. Spd 
5D6. 
Size: Can assume sizes from three 10 I 2 feet (0.9 to 3.6 m). 
Weight: 160 to 500 pounds (72 to 225 kg). 
Hit Points: P.E. plus 2D4 per level of experience. 
S.D.C.: 3D4x10 
Average Life Span: 2000+ years; potentially immortal, beca use 

it can keep transferri ng its life essence into a new body when
ever the old one becomes too worn out or damaged. 

Gender: None, these beings can assume any gender. Both male 
and females can create seed pods that grow into new dop
elpoeps, but only one can be created eve ry 50 years and they 
must return to their homeworld to do so. 

Disposition: Most dop-e lpoeps are callo us and cold from a life
time of using people. Many are crue l and ruthless cutthroa ts, 
but not all. For example, the person cop ied does not have to 
be killed. He or she can be capture d or even left alone en
tirely if the doppleganger is going to trave l away from the 
area (even off-world). 
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Experience Leve l: The doppleganger itself will have its level 
detennined by a roll of I D6. All skills of the copied person 
are also copied, but they are used at two (2) levels lower than 
the origina l 's . The dop-e lpoep only has access to the skills of 
the copy it is currently in. This is anothe r reason abandoned 
copies may be kept. to have necessary skills on hand if their 
use is required. 

Natural Abilities: All are natural actors and are ab le to conceal 
their emotions, impersonation/acting 90%, disguise 70%, es
cape artis t 70%, create doppleganger and transfer life es
sence. 

Powe r Category: Special dopplegan ger ability as described. 
Super Abilities : Healing factor and energy resistant. 
Psionic Abilities: Empathy, telepathy, mind block , alter aura, 

and see aura. 

Attacks Per Melee: Two plus hand to hand comba t training 
of choice . 

Bonuses: +2 on initiative, +2 to strike, +3 to parry, +3 to 
dodge,+ I to pull punch , +2 to roll with punch. fall. or impact. 

Originating Alien Environment: Vegetation World 

Education Level: General Studies 

Scholastic Bonus: +5% 

Common Skills: Areas of study can be any, although many 
choose espionage/mi litary ski lls, but limited to six main skills 
and five secondary. 

Weapons, Vehicles, Armor: Varies with skills and needs. 

Note: When a dop-elpoep is killed. its body reverts to a sort 
of p lant fiber and resin 3D4 minute s after the moment of death. 

Reipoc 
Optional player character race 

ln their natural fonn, the reipoc are tall, featureless human
oids with a pale grey skin co lor. Their copying abilities are less 
precise than those of the dop-elpoeps'. but they can transfonn 
instantly, on the spot. They can only duplicate other bipedal hu
manoids. Wings, extra anns and tails can be duplicated but the 
reipoc cannot fly nor can he get additional attacks or bonuses 
from additional limbs. They can maintain a particular fonn in
definite ly, and can assume any gender, and can change from one 
shape to another in I D4 melee rounds ( 15 to 60 seconds). They 
find imitating a specific person difficult and hard to maintain 
(specific traits slip) and only have a 50% +2% per level of expe
rience chance of creating a passable imitation. 

These creatu res are very intelligent. quick thinking and re
sourceful. They are also curious about other Life fonns. magic 
and the supernatural. Their abilities are nonnally used to get 
closer to prey, spy or hide among humanoids and not to copy any 
one specific person. In the vast arena of space, with the unlim
ited opportunities of a myriad of races, many reipoc are using 
their skills to forge a living as spies, bounty hunter s, confidence 
art ists, crooks and mercenaries. As a predato r. the ancient reipoc 
hunted and fed on other humanoids. Over the centuries they 
have learned to eat animal meats and synthetic foods. however, 
about 25%, especially among villains, prefer to hunt and eat the 



flesh of other humanoids. The majority of them do retain their 
racial preferences and will feed on humanoids, but most avoid it 
because of the complications in their more elaborate deceptions. 

The reipoc can be allowed as player characters if the Game 
Master approves. 

Reipoc (pronounced rye-pock) 
Alignment: Any, but tend to be selfish and miscreant. 
Attributes: I.Q. 406, M.E. 3D6. M.A. 3D6. P.S. 30 6, P.P. 
4D6, P.E. 3D6, P.B. l D6 (naturally. and nearly any when 
changed). Spd. 306. 
Size: 5 to 12 feet ( I.S to 3.7 m) tall. 
Weight: 3S0 to 400 pounds (159 to 181 kg). 
Hit Points: Standard, P.E. plus I D6 per level of experience. 
S.D.C.: 50 ( l 04x l O plus 20 for player characters) 
Horror Factor: 9 when people realize what they are, or when 

they witness a transformation. 
A yerage Life Span: 190 years 
Disposition: Generally, reipoc are self-serving creatures with lit

tle or no concern for those around them. Their species 
evolved through hunting and survival, and many still rely on 
the skills of their ancestors . 

Experience Level: The average reipoc doppleganger will have 
2D6 levels of experience. Player characters should use the 
alien experience table. 

Natural Abilities: In addition to the shapechanging powers, the 
creatures have perfect vision and a keen sense of hearing. 

Power Category: Super Abilities 
Super Abilities: Natural shapechanging ability, plus alter facial 

features & physical stature and chameleon. 
Attacks Per Melee: Two plus hand to hand skills. 
Originating Alien Environme nt: Low Gravity 
Education Level and Skills: Can be any that a human and other 

humanoids can pursue. 
Scholastic Bonus: + I 0% 
Weapons, Vehicles, Armor: Varies with skills and needs. 

Erishiks 

These are the deadliest of the dopplegangers because they 
must eat the person or animal they wish to duplicate! As the er
ishik ingests the victim's flesh and blood, every aspect of the 
victim is copied. This allows duplication down to matching 
DNA!! All aspects of the dead victim are reproduced flawlessly 
by the Erishik, including strong memories, the memories of the 
last 48 hours, attributes, and natural and super abilities. They are 
totally indistinguishable from the original, except their teeth tend 
to be sharper and more pointed than humans/many humanoids 
and they retain their natural psionic powers. 

The erishiks are the most cunning and dangerous of the dop
plegangers described here. All of them are totally evil and pos
sess powerful psionics. These powers are used to control and 
influence others (they often use these abilities to make the obser
vant not notice or forget about their teeth). These foul beings are 
cruel, aggressive and power hungry. Once they adopt a body, 
they rarely change it unless an unequaled opportunity arises. 
Consequently, they choose their candidates for duplication very 
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carefully. Such targets are often important individuals in posi
tions of influence and power, or beings who wield great power 
or have high attributes . 

There are those erishiks that do not choose their victims so 
carefully, nor do they stay with one copy for any length of time. 
Each time a victim is eaten and copied, the erish ik grows in 
physical power, and these exceptions thrive on that kind of 
power. Any deceptions or schemes they instigate will generally 
be short-term operations with quick results. These barbarians are 
often hunted by their fellow erishiks to prevent them from draw
ing attention to their kind. Thankfully, these brutes are often less 
cunning or more reckless than their brethren. 

Erishiks (pronounced eh-rish-iks) 
Alignment: All are evil. Most will be miscreant, and aberrant 
erishiks are rare. 
Attributes: Same as their victim, but add +2 to I.Q., and+ I D4 
to M.E. and P.E.; can be any humanoid except mineral and en
ergy beings, creatures of magic or supernatural beings. 
Size: Equal to the victim. Can copy any creature exactly. The 

only restriction is the length of time needed to ingest the vic
tim. This is approximately I D6 hours per 150 pounds (68 kg) 
of the victim. 

Weight : Same as victim. 
Hit Points: Same as victim, plus P.E. 
S.D.C.: Same as victim, plus 2D4x10 
Horror Factor: 14 when people realize what they are dealing 

with or when they witness a transformation. 
Average Life Span: I 000+ years; potentially immortal because 

the monster can keep changing bodies. 
Dispos ition : Cold, calculating, cruel, power hungry and evil. 
Experience Level : Equal to the victim. 
Natural Abilities: Shapechanging and psionics. 
Power Category: Psionics. The erishik dopplegang er will also 

possess any super abilities, natural abilities and attributes pos
sessed by the creature it has duplicated. 

Major Psionic Abilities: Mind control and mind wipe. 
Minor Psionic Abilities : Detect psionics, hypnotic suggestion, 

mind block, see aura, sixth sense, and total recall (With this 
ability, the Erishik has a 25% chance of recalling memories 
from previous victims). 

Attacks Per Melee: Same as the copied creature plus one. 
Appearance: Natural form is unknown. 
Originating Alien Environment: Unknown. 
Education Level: Same as creature copied, plus 304 secondary 

skills at 9th level proficiency. 
Scholastic Bonus: Same as creature copied. 
Skills: Same as creature copied. With Total Recall, the erishik 

has a 25% chance to recall how to use a skill that a previous 
victim possessed. If successfu l, the percentage to use it will 
be low at about 45% and is forgonen after a week. 

Weapons, Vehicles, Armor: Varies with skills, needs and avail
ability . 

Note: Erishiks have bounties on their heads in all sections of the 
galaxy. Some areas may also have bounties on other dopple
gangers, depending on local history and prejudices. Common 
bounties are 20,000 to 50,000 credits. 



Dragonoids 
Optional player character race 

The aliens known as dragonoids are also called dragons and 
dragonmen. They are a race of bipedal humanoids with larger 
lealhery wings, long necks and serpentine mils. Their features 
are very much like those of mythical dragons, including lhick 
scales, horns, and Lhe ability to breathe fire. Like true dragons, 
the Dragonoids are solitary creatures. U" they have a homeworld 
with a society as we know it, it is still a secret. 

Dragonoid non-player characters (especially villains) may be 
alien mystics in addition 10 their natural abilities, but as player 
characters, they are limited to the abilities given here. The fol
lowing statistics are for young or young adult dragonoids. Older 
ones leave the company of other races and go into seclusion in 
well-hidden locations. Their activities and abiJities are much 
grander and far reaching than their younger relative s, but much 
more secretive. 

They are intelligent creatures with an interest in new and ex
otic things. They prefer ornate or rare equipment. weapons, and 
magic items. It is rumored that older dragonoids have hidden 
caches of alien artifacts from throughout the universe. The 
younger members of the race have a much stronger curiosity 
than their elders and spend their first 200 yea rs or so exploring 
and experiencing life in the galaxy. The alignments of these 
young dragons will reflect the company they keep and the ways 

155 

they are treated. Adult dragonoid s are 250 years or older. Player 
characters should start at 20+2D6 years of age and use the j uve
nile dragon stats. 

Dragonoid (pronounced drag-on-oid) 
Alignment: Any. but nearly all are anarchist. 
Attribu tes : I.Q. 3D6, M.E. 4D6, M.A. 3D6, P.S. 20+2D6, P.P. 
4D6, P.E. 4D6, P.B. 106 , Spd. 5D6 running , flying speed is 160 
mph plus IO mph per level (256 km plus 16 km per level). 
Size: Young: 8 to 12 feet (2.4 to 3.7 m), adult: 14 10 25 feet ( 4.3 

to 7.6 m). 
We ight: 400 to 900 pounds ( 181 10 408 kg) or adults 800 to 

1,200 pounds (362 to 541 kg). 
Hit Points: P.E. x4, plus I D6 per level of experience. 
Natural A.R.: 10 (adult special ) 
S.D.C.: 2D4xl0 plus 80 (for adult add another ID6x JO; mega-

damage creature in Rifts) 
Horror Factor: Young: 11, adult: 14 
Average Life Span: 500 years 
Disposition: Varies from one individual 10 lhe next , but all tend 

to be quiet loners, even when they are among friends. Like 
true dragons, many of them are vain and proud creatu res vul
nerable to both greed and flattery. Most feel super ior to other 
beings and can act with arrogance and callous ness. Many be
come police officers, bounty hunters, and slave traders. 

Experience Level: Average fifth (5) (Roll 106+3 , but player 
characters should start at first level of expe rience). Adults are 
typically 6+ I D6 levels. 

Natural Abilities: Resi stant to heat and fire (half damage), see 
the invisib le, and imperviou s to disease. Also see super abili
ties. Add the following for each I 00 years of age: + I to save 
vs horror factor, + 1 to all attributes, + 1 to A.R., +30 to 
S.D.C., + 1 on initia tive and + 1 attack per melee round. 

Power Category: Super Abilities (natural abilities) 
Major Abilities: None 
Minor Abilities: Energy expulsion: fire (breath), flight: winged 

(leathe ry), heightened sense of smell, extraordi nary physical 
strength, and healing factor. 

Attacks Per Melee: Five to start ( + 1 in flight). 
Bonuses : All bonuses are in addition to attrib ute bonuses, but in

clude super ability bonuses . +1 on initiative, +2 strike (+4 in 
flight), +S parry (+7 in flight), +5 dodge (+9 in flight or 
hover, +I I when going faster than 90 mph/144 km), +3 roll 
with punch or fall, +20% save vs coma/death; +2 save vs 
magic , psionics , and toxins, resistant to fire and cold ( 1/2 
damage); 1/3 damage and effect from drugs , toxins , and poi
son. 

Appearance: Humanoid Reptile. They look like fully bipeda l 
dragons. 

Originating Alien Environment: Low Gravity 
Education Leve l: Any; player character's educa tion level is de

termined normally. Many adults and villains pursue mag ic (in 
Rifts they can be any magic O.C.C .). 

Skills: Vary 
Weapons and equipment: Natural claws do 2D6+P.S. damage 

bonus. Fiery breath does 2O6+ 1D6 per level (average dam
age of 606). The dragonoids have no aversion to technology, 
except for bionic implants. They refuse to have them im
planted. Other equipment Like translators , detectors, optics, 
scan ners, computers, and tools are also used by these aliens if 
they have the proper skills. 



Vehicles: Dragonoids have no aversion to modem travel, espe
cially spacecr aft. 

Armor: Normally none . They re ly upon their annored scales for 
most situations , but some are not averse to using heavy ar
mors if they think it will be necessary. Armo r needs to be 
custom made for dragonoid anatomy and size, and costs four 
times as much as listed prices. 

Lotha 
The lotha is a controlling entity that attaches itself to an ani

mal or humanoid on their neck. One of its gelatinous tendrils at
taches to the sp inal cord to seize control of the motor operations 
of the body. The host creature is still alive and fully alert, only 
unable to comrol his own body. Once the Lotha has control of 
the body. it sends another tendril into the head to stan eating se
lect parts of the brain. A natural anesthetic numbs the pain, and 
the host feels itself slowly sl ipping away until the memory and 
personality pans of the brain are gone; only the portion that con
trols the motor parts are kept - the process is like a monstrous 
lobotomy. The Lotha then squeezes its boneless, jellylike body 
into the small opening at the base of the skull and replaces the 
brain as the control center for the body. 

For 5D6 hours after it attaches to the victim, the fist-sized, 
fleshy Lotha must concea l itself somewhere on the victim to 
avoid discovery until it can slip inside the skull. Once it 
squeezes into the head, it is undetectable except for the small 
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neck wound where it entered, but that will heal in I D4 weeks, 
leaving a small scar. Once it controls the body, a Lotha can 
speak through natural use of the voca l cords. The body will con
tinue to function through its nonn al life expectancy, barring un
natural death from disease, accidents, or murder. The wbole 
process is actual ly a kind of brain transp lant or replacement. 
There is no aspect of the original person left - only the lotha. 
G.M. Note: Use this terrible NPC creature judiciously and pri
marily against other NPCs. It is no fun for players to have the 
brain of their favorite character eaten and their body perma
nently taken over. Thankfu lly, these terrible monsters are rare 
and usua lly destroyed whenever encountered. In the Rift 
Megaverse the creature can only affect S.D.C. beings. They can
not penetrate mega-damage flesh. 

Lotha (pronounced low-tha) 
Alignment: Misc reant or diabolic evil onJy. 
Attributes of the lotha: I.Q. 2D6+6, M.E. 3D6, M.A. I D6, P.S. 
I D4, P.P. 2D6. P.E. 3D6, Spd. I D6. Of course, when it inhabit s 
a host body it has all the physical attributes of that body. 
Size: 4 to 8 (0.1 to .2 m) inches naturally , but a host body can be 

of any size. 
Weight : I pound (.45 kg) for the lotha itself. The host bodies 

can be of any size. 
Hit Points : 4D6 
S.D.C.: The lotha has ID6 itself , the host body may be pretty 

tough depending on race and powers (an S.D.C. creature in 
Rifts). 

Horror Factor: 8 
Average Life Span: I 00 years 
Disposition: All are intelligent and evil. Most use their host bod

ies for evil purposes and often seek position s of power where 
they can dominate , ens lave and manipulate others. Most en
joy inflicting torture (mental and phys ical), humiliation and 
othe r acts of cruelty on others. 

Experience Level: Average Sixth (6) (Roll I D6+3). 
Natural Abilitie s: In addition to its terrible powers to seize con

trol of a host body, it has many other powers. When in its 
natural fleshy form, the lorha has radar senses and an ad
vanced sense of touch and smell. All three are identical to the 
minor supe r abilities. A strong flesh eating secretion is used 
to instantly bum a hole in the back of the neck and give the 
lotha access to the spine and brain. This method of attack in
volves surprise (prowl 75%) and attack from behind. 

They are natural climbers (90%/80%), prowl (70%), and 
swim (50%). The creature takes half damage from impact 
damage, punches and projectiles (they pass through or tempo 
rarily displace the soft body). The creature can also regener
ate 1D6 hit points per hour, so it is important to make certain 
it is dead or it will heal and attack some helple ss victim and 
stan its cycle of horror again. 

Power Category: Super Abilities 
Major Abilities: Special, see the above descript ions. 
Minor Abilities : See natural abilities. 
Attacks Per Melee: Three (3) in its natural form. Five when it 

occupies a host body. 
Bonuses: All bonuses are in addition to attribute bonuses. + l 

strike, +2 parry, +2 dodge, +3 roll with punch or fall. 
Appearance: Amorphous bulb of flesh with pseudopods. 
Originatin g Alien Environment: High Gravity 



Education Leve l: General Studie s 
Scholastic Bonus: +5% 
Skills: Vary from one Lotha to another. 
Weapons: None in natural fonn other than acid secretion (1D6 

damage). In host bodies. they will use any weapons they have 
proficie ncies in or are at the ir disposal. However , they usually 
try to avoid violence and have other foul characters do their 
diny work for them. 

Vehicles & Armor: Applicable only for their host body. 

Mendoline 
The Mendoline are a race of frightening looking beings. The 

head is rounded and crowned by several short tentacles. The 
mouth is large and full of sharp teeth. The eyes glow a fiery or
ange and their long bodies are basically humanoid, with power
ful, builds. Long, sharp claws tip each digit and a pair of long 
1entacles are anchored at the shoulder s and rib cage. 

Despite their appearance, mendoline are not lrue demons. 
They are an alien race that evolved on the twilight planet of 
Thear. Their society is a nightmarish place of evil. The buildings 
are old, looming, and frightful. The streets are filled with con
stant antagonism and chaos. Brawls often flare into open warfare 
or riots. The only other races on Thear are those acquired as 
slaves. The only comfort to other races in the galaxy is that the 
mendoline do not yet possess space technology, don't have a 
tech level high enough to even try. and show no interest in ac
quiring it. Howeve r, they have been contacted by a few other 
worlds (usually evil or selfish beings and organizations) who oc
casionally trade with them and sometimes talce them off-world 
as employees for unwholesome purposes. Mendoli ne are another 
of the many creatures favored as guards and powerfu l muscle by 
shady organizatio ns, the underworld, pirates and demon s. Their 
psionic abilities make them idea l guards , assassins, enforcers, 
and terrorists. They can detect other psionics and potential dan
ger in addition to being able to start fires and move objects with 
mental strength alone. Not mention their natural attribute s and 
abil ities. 

Mendoline (pronounced men-doe-line) 
Alignment: Selfish or evil only. 
Attributes: 1.Q. 2D6+3, M.E. 5D6, M.A. ID6, P.S. 4D6+3, 
P.E. 3D6. P.B. I D6, Spd. 4D6. 
Size: 6 to 8 feet ( 1.8 to 2.3 m). 
Weight: 190 to 380 pounds (86 to 172 kg). 
Hit Points : 2D4x I 0 
S.D.C.: 50 plus 2D4x IO for the main body, 25 points per each 

tentacle (4). 
Horror Factor: 15 
Average Life Span: 80 years 
Disposition: Arrogant, belligerent , aggressive, bullying power

mongers. Mos1 enjoy work as mercenaries and assass ins re
gardless of the employer , job, or mone y; they just like to fight 
and cause mayhem. The more intelligent and self-contro lled 
mendoline can acquire position s of authority and leadership 
(usually second in command) among pirates. criminals, mon
s1ers and cutthroats. 

Experience Level: Effectively sixth or higher (Ro ll ID6+5 ). 
Use the alien experience table. 
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Natural Abilities: Nightvision 600 feet, keen hearing 20 deci
bels beyond nonnal human ranges, climb (85%(75%), pre
hensile tentacles , and severed tentacle s will grow back to full 
length after 2D6x IO days. 

Power Category: Psionics 
Major Psionic Abilities: Pyrok inesis and telekinesis. 

Minor Psionic Abilities: Detect psionics, sixth sense, summon 
inner strength and mind block. 



I.S.P.: M.E. x2+2 D4 and an additional 10 I.S.P. per level of ex
perience. 

Attacks Per Melee: Seven physical or four psionic at sixth level 
and higher (four and two at I st or 2nd level ). Tentacles can 
reach 12 feet (3.6 m). 

Bonuses: All bonuses are in addi tion to attribute bonuses. +4 on 
initiative, +2 strike, +5 parry, +3 dodge, +2 to pull punch , +4 
roll with punch or fall, kick attack, leap kick, jump kick, 
paired weapons. critical damage on a natural 19 or 20, +4 to 
save vs disease , and +5 to save vs horror factor. 

Originatin g Alien Environment: Twilight World 
Educatfon Leve l: Nearly any, but most are General Studies 
Scholastic Bonus: +5% usually. 
Skills: Can study any area (se lect IO primary skills and six sec

ondary), but most focus on comba t/phy sica l (exc luding hand 
to hand), espionage, military, piloting and domestic. 

Weapons: Any. but most rely primarily on their psionics and 
physical abilities. Bite does 2D6 damage , their claws do 

' 3O6+P.S. damage bonus, kick 4D6 damage +P.S. bonus and 
tentacles do 2D6+P.S. bonus or entangles on a natural I 9 or 
20 and squeezes each round for 3D6 damage. 

Vehicles: Any, varies with piloting ski lls and personal taste. 
Armor : Mendoline rarely eve r wear armor because it restricts 

their tentacles and movement , but those who can afford it 
may have a suit of custom light body armor or hard suit made 
at three times list cost. 

Morphos 

These horrific crea tures are boneless glob s of gelati nous 
flesh. Most are about the equivalent of 55 gallo ns (208 liters) in 
size, but size does nothing to change their deadliness. Morphos 
can grow Lo enormous proponions , although most do not get 
bigger than a 20 foot blob (roug hly cube shaped , 20x20x20 
feet/6. lx6. I x6.1 m), unless they live on a planet. These jelly -like 
creatu res normally float through space in a semi-dormant state. 
To help them resist decompression and easily snag passing 
spacec raft, they flatten themselves and drift as large sheet s or 
ribbons . They are most commo nly found near gateway struc
tures, dimensional syphons, or gravity well s. Craft emerging 
from these types of trave l rarely detect the drifting morphos and 
often strike them with their speedin g craft. The impact normally 
rips the creatu re into seve ral smal ler pieces that stick to the ves
sel. Each of those pieces becomes a new creature! They never 
reform with each other, they just tum into new ones. Many will 
slide along the vessel in searc h of a way in. They are able to eat 
through rubber and soft plastics (like gas kets and seals) at a rate 
of I D4 S.D.C. per melee round. But most just wait until a vessel 
docks with a space station or lands in a suitable environme nt 
(most bum up when a ship enters an atmosphere unless they can 
find a safe place to hide). Tho se morphos that somehow make it 
to the surface of a planet are not broken into piece s as regularly 
as those in space, and they can grow to enormous sizes; as big as 
a house, with 2,000 S.D.C . 

Once a morphos gets inside a ship , it begins hunting and 
feeding. Its entire outer body adheres to the things it touches, 
panicularly flesh and cloth . The flesh of its vict ims stuck to it is 
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eaten by an acid-like enzyme and is instantly absorbed into the 
monster 's body. A 10 foot (3 m) morphos can kill its prey in four 
melee rounds (60 seconds), infl icting 2D4x!0 S.O.C. of acid 
damage per melee to any organic substance that touches/i s ad
hered to it. The corpse is dige sted within another minute and will 
instantly instill the mon ster with 6D6 S.D.C. points . Thus, the 
more it eats the more powerful it becomes! Thi s is also how it 
increase its size. Each human- sized body increase s its size by 
10%. 

Parrying or striking at the creature with a bare limb mean s 
automati c adhe sion/attachment and dige stion of the limb. The 
more that is disso lved the more of the limb is pulled in. Space 
traveler s have been known to amputate their ow n limbs in order 
to escape this monster. Touching it even with a hand , adheres the 
person to it, requiring a combined P.S. of 40 to pull free and 
even then the character suffers I D4x IO damage (the hand will be 
half eaten away and may requir e a bioni c or clone replacement ). 
Creatures with a natural armor rating above seven have some 
measu re of protection , suffering one-quarter of the acid 's dam 
age, can be pulled off with a P.S. of 30 and take s IO times longer 
to digest. Characters clad in metal or cerami c body armor and 
mineral beings have the most protec tion. They can be pulled off 
of the fiend with a P.S. of 20 and the armor suffers only 10% the 
normal acid dama ge. Howeve r, if the armor is breached and the 
monster can find and reach bare flesh , the fighte r is in serious 
danger . Min eral beings cannot be devo ured , but can be slowly 
damaged by the acid. 

The creature move s in a slow, undulating kind of way. Al
though it is a huge glob, it can ooze under door s, through vents 
and small openings as narrow as an inch tall (must be seve ral 
inches long/wide ). It can also form part of its body into a wide, 
flat appe ndage that resemble s a tongue or short tentacle ; only 
one such tentacle can be made. Thi s appendage is used to feel 
around for prey. Otherwi se, the morphos mu st trap its prey in a 
comer to capt ure, touch and devour it. 

Morphos (pronounced more-foes ) 
Al ignment: Miscreant evil predator . 
Attributes: I.Q . I D4+ 3, equal to a predatory animal. M.E. and 
M.A. not applicab le, P.S. 4D6+4 per every 10 feet (3 m) in size. 
P.E . 3D6+10 , P.B. 104, Spd. 3D6 
Size: Averages IO to 20 feet across (3 to 6 m). 
Weight: Varies 
Hit Point s : 2O4x I 0 
S.D.C.: ID4x IO plu s an additional 6D6 per human-sized victim 

it devou rs. It can eat humanoid s, anima ls and any organic 
substance , including plant aliens. The se additional points are 
permanent as long as a steady food supply is available, other 
wise it loses 6D6 S.D.C. and 10% of its size and mass for 
every wee k of starvat ion. However , at IO feet it will go into 
suspended animation until it senses food within 1000 fee t 
(305 m). Thi s creature is stric tly an S.D.C. monster even in 
the Rifts setting . Its acid has no effect on M.D.C. armor or 
living beings. 

Horror Factor: 15 

Disposition: Continuously hungry preda tor. 

Natural Abili ties: A cold life form , it does not regi ster on 
heat senso rs or as alive in the hum an or animal sense. Its soft 
body diffuses impact attacks, including punches , clubbing , stab
bing, shootings and so on - they do only 25 % their normal 



damage. Sonic, vibration and electrica l attacks also only inflict 
25% damage. Cold attacks do no damage! Most fonn s of magic 
and psionics also inflict no or little damage unless fire based. 

Explosions will severe ly hurt it but not kill it. Instead the ex
plosion will blast it into I 06 additiona l small pieces, with 106 
S.D.C. and l D4 hit points , that will instantly begin to hunt , feed 
and grow! 

Fire, plasma , microwave and particle beam attacks do full 
damage! 

Other abili1jes: Prowl 50%. swim 50%. clim b 50%, it does 
not breathe . imperviou s to mind control, empath y and horror 
factor. is immune to gases, acids. disease. poisons and drugs. and 
bio-regenerate s by eating . The only way to be certam it is de
stroyed is to burn it until nothing is left but vapor. 

Riathenors 

Very little is known about these other-dimensional beings. 
Thousands of them poured in from the Rifts that destroyed Assin 
(see the lassinike entry in the Mineral Alien Section) , and now 
they wander the galaxy as ruthless and murderous assass ins, ter
rorists. pirates. crime lords. enforcers, bounty hunter s and mer
cenaries. Killing and destroying is what they do best. In 
appearance, they seem to be humanoids clad in advanced annor 
or possibly full bionic conversions. but their use of magic would 
seem to discount both possibilities. Full cybe met.ic conversion 
and the use of power armor nonn ally negates magic . 

159 

Natural Psionics: Presences sense ( 1000 feet/305 m), empathy 
(only to sense the presence of prey via fear, horror and other 
emotions 1000 feet/305 m), see aura (see its prey as glowing 
energy ) and death trance. All are automatic powers that can 
be used without restriction or a counting of I.S.P. The crea
ture is so alien that it cannot communicate or be controlled in 
any way. A telepathic or empathic probe will only show hun
ger. 

Power Catego ry: Special , see previous description and details. 
Attacks Per Melee: Three 
Bonuses: +2 strike and +6 roll with impact or fall. 
Appeara nce: Amorphous. A large, clear, gelatinous mound. 
Orig inating Alien Environment: Unknown 
Note: Does not use weapons or technology. 

The styling of various armors seems to indicate both male 
and female members of the species. Either sex is as deadly as the 
other in both ranged and melee combat. Their strength and re
flexes are superhuman , and spelJ cast ing abilit ies are as formida
ble as any mystic. All riathenors have the same spells and may 
indicate innate natural abilities or a supernatural origin. As they 
progress in levels, additional spells are just known to them/mani
fest themse lves. 



The riathenor s are a race of natural mystics from another di
mension. They are humanoids , but their exact features are un
known , concealed as they are under their alien annor. The armor 
itself is actually a living symb iotic organism with a super strong 
exoskeleton. All riathenors have these symbiotic suits of organic 
armor bonded to them. To surgically remove the annor is to kill 
the riathenor. Speculation has sugges ted that it is highly likely 
that only warriors came through the Rifts on Assin and other 
riathenor s back on their homeworld are not armored, but nobody 
knows. In fact, very linle is known about these vicious maraud

ers. They tend to keep to themselves and those who associate 
with other races refuse 10 spea k about themselves, their people 
or their homeworld . Even the information presented in this para
graph is not known 10 most people. 

All of the weaponry built into their armor is eithe r a vibro
blade or heat/pla sma based, except for the short-range particle 
beam gun on the left forearm (6D6 damage, 500 ft/153 m range). 
A multitude of razor sharp blade s and spikes cover the armor , 
rfiaking it difficult to hold on Lo the creature without gening 
stabbed or cu t. They are also used for cutting and slas hing oppo
nenis and parrying weapons. The material is compara ble to Kis
entite metal and is nearly indestructible. 

The riathenors ' plasma and bla_de weapons cannot be re
moved from the dead alien. They are a part of the armor, not 
simply attached or imegrated into it. The plasma weapons draw 
on mystic (P.P.E) and organic energy within the host body and 
cannot be attached to an alternate source of power. When the liv
ing armor and its host are slain, the weapons "die" with it. Note: 
A spark of the symbiote's life essence lingers from 48 hours after 
the apparent death of the body. Any characte r with magic abili
ties (or large amounts of P.P.E.; 40 points or greater) who wants 
the armor will be sensed by the symbiote and it will magically 
ooze onto that person. However , once the armor is attached it 
can never be removed without killing the host body. Its revealed, 
original host body is a mass of rotting flesh, goo and protoplasm 
that smells terrible (nothing can be learned by examining it). The 
new wearer of the suit has all of the same powers and abi lities as 
the riathenors, including the same spell cas ting abilities. 

Riathenors {pronounced rye-at h-en-nors) 

Alignment: All riathenors are evil or anarchist. 
Attributes: 1.Q. 306, M.E. 3D6, M.A. 2D6, P.S. 35. P.P. 24, 
P.E. 30, P.B. 7, Spd. 58; ALL ria thenors have identical physical 
attribu tes due to augmentation by the armor. Physical attributes 
are conside red to be supernatural. 
Size: 7 feet plus 1D6 inches (2. l to 2.3 m). 
Weight: 300 pounds (136 kg); includes the armor. 
Hit Points : P.E. x3, plus 2D6 per level of experience. 
Natural Armor Rating: 15 
S.D.C.: 200+2 O6x IO (include s armor; M.D.C. in Rifts). 
Horror Factor: 12 
Disposition: Riathenor s are usually arrogant, cocky, cold, cruel, 

and as heartless as humanoids get. They have no respect for 
anyone or anything that is not riatheno rean. These beings 
(some believe they are demons) feed on the flesh and blood 
of those they kill, including other riathenors! Thu s, they fre
quently view and treat all other races as food. They do not 
bluff, will not waste their time with torture or questioning, 
and show no mercy. 
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Experience Leve l: 4+1D4 for the average warrior. The high 
level is because the troops sent through the Rifts were skilled 
warriors, not run of the mill foot soldiers. Those with the 
highe st rank are called Dagotte (pronou nced D-got) and are 
usually LOth level or higher. 

Natural Abilities: Ultraviolet and infrared vision and height 
ened sense of hearing equal to the minor super abilities. The 
armor can bio-regenerate 1D4xl0 points of damage every 30 
minutes and makes its wearer impervious to disease , poison, 
drugs, gases and other wxins , as well as impervious to fire 
and heat (even mega-damage). Can leap 20 feet (6 m) and 
breathe any atmosphere, as well as breathe without air. 

Power Category : Special: Empowered by symbiotic organism. 
Spells: All spells function normally as regards to range, dura

tion , damage, and area of effect. Riathenors begin with seven 
spells to start, but at higher levels they gain other, more pow
erful spelJs. Initial spe lls includ e: Tongues, see the invisible , 
teleport (se lf), mystic shield, breathe without air, eyes of the 
wolf , and fireball. 

Riathenors gain spells automatically as they grow in experience, 
but they are limited as follows: 2nd level: chameleon, 3rd 
level: fly as the eagle, 4th: wall of flame, 5th: dispel magic 
barrier (2), 7th: invisibility (self), 9th: magic net, 11th: mystic 
portal (3), I 3th: negate magic , and at 15th: dimensional tele
port (a 15th level Dagotte will be able to travel to his own di
mension and take or return with 13 fellow riathenors at a 
time). 

Combat Skills: Equal to Hand to hand: expert 
Attacks Per Melee: 7 plus one additional attack for 8th level 

Riathenors. 
Bonuses: +4 on initiative, +2 to strike, +3 to strike with swords, 

+3 to parry, +2 to dodge, +2 to roll with punch, fall, or im
pact, +3 to pull punch. +6 to save vs horror factor. 

Originating Alien Environmen t: Unk nown 
Education Level: These are alt milit ary specialists. 
Typical Skills: Concealment, detect ambush, detect conceal

ment, tracking, wiJderness survival, acrobatics, climbing, 
prowl, W.P. sword, W.P. heavy, W.P. energy pistol, and W.P. 
energy rifle. Secondary Skills: Computer operation, naviga
tion, read sensory instruments, basic and advanced math. 

Weapons: All of the following are part of the symbiotic ar-
mor. If one is tom off or destroyed it will grow back in 30 days . 

I. The right arm: A pair of retractable blades (symbiote 
bone equal to magic blades): 306 damage from one blade, 
I D4x IO for two blades plus P.S. bonus. 

The wrist, forearm and elbow also have hooks and blades 
for parrying and hookin g an opponent' s melee weapon and 
can be used to rake, slash or stab a foe, adding I D6 10 the 
normal punch damage. 

2. Right Shoulder: Fires small plasma bolts: 506 damage 
per single blast or I O6x 10 per simultaneous blast, 3000 ft 
(910 m) range, payload: 24 (12 per each shoulder gun), re
generates after 12 hours. 

3. Left Shoulder: A heat blast: 406 damage, 1200 ft (366 
m) range, and effective ly unlimited payload. Can be fired at a 
ra te equal to the warrior's hand to hand attacks/actions per 
melee. 

Shoulder System Note: Each shoulder has a separate 
weapon system, but both are linked to the helmet/vision of 
the wearer and moves to aim where the character is looking. 



The shoulder mounted systems are +2 to strike and can be 
made to fire simultaneo usly at the same target (comb ine dam
age form both shou lder weapons, but counts as one melee at
tack). 

4. The left forearm weapon package: Pop-out crescent 
blades on the sides for slashing foes: 204+ 2 damage plus P.S. 
bonus. 

Short-range particle beam gun on the forearm (the narrow 
barrel): 606 damage , 500 ft (153 m) range, payload: 4 blasts 
per melee round, each counts as a melee action. 

Plasma ejector (the wide, square opening): 104x IO dam
age, 1200 ft (366 m) range, payload: 2 blasts per melee 
round, but effectively unlimited. Each blast counts as a melee 
action. 

5. Toe and knee blades: Add I 06 damage to kick attacks. 
6. Body blades: All the other smaller blades and spikes 

cause I 06 damage to foes who try to grab, hold, f)jp or tackle 
the warrior. Backhand slaps , tackle s and body flips/Judo 
throws by the riathenors add l 06 damage. 

7. Optional: Additional weapons: The warriors can also 
use other swords, clubs, rifles and weapons. These additional 
weapons are usually long-range rifles and/or exotic weapons 
like lasers , cold or sonic blasters. 

Special Vehicles: Whatever they can acquire through employ
ment, purchase or theft. 

Armor: None, other than their natural symbiot ic armor. 

Vacuum Ghouls 

Vacuum ghou ls are so named because most are apparently 
from space related deaths. Behind the ghoul's existence is an 
evil entity/energy being that thrives on strong emotions. These 
creatures inhabit the bodies of the dead and forge a connec tion 
with the body's former essence. Their usual choices are people 
who were murdered, because the dead essence and strong emo
tions related to violent death (fear, hate, sorrow. etc.) will draw 
them like a magnet. After inhabiting the corpse, the entity will 
feed on remnant emotions of rage and despa ir. Using a variation 
of empathic transfer, the energy being fuels and amplifies these 
emotions until it has a murderous creature that is a deadly 
shadow of its former self. 

The tortured ghoul now goes out and performs acts of vio
lence in anger, hatred and revenge. Acts that also cause plenty of 
turmoil and emotions for it to feed on. Every creature the vac
uum ghoul injures, maims, or kills spills emotion to nourish the 
monster. The ghoul is not an insane resurrection of the dead per
son. Instead, it is a tortured, maddened wraith that on ly resem
bles its former self, even though it may hold a few of the 
memories and desires of the deceased. With these fragments of 
memory it may recognize old friends and enemies and even seek 
them out, but the monster is not the deceased and its ultimate 
goal is to feed. The only way to put it to rest is by leading it to its 
killer. Once avenged, the vacuum ghoul's ties to the memories of 
the deceased is gone and it flies away to find a new body. De
stroying the animated corpse will also release the entity and send 
it away. Mages and psychics with the power of exorcism may 
have some success at dispelling the thing as well. 
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Vacuum Ghoul 

Alignment: Diabo lic and chaotic; nothing matters to the suffer
ing soul. 
Size: Varies with 1he race of the deceased. The energy being is 

about the size of a basketball. 
Weight: By race of deceased. The energy being has no weight. 
Hit Points: The energy being has 406. 
S.D.C.: The animated corpse of the vacuum ghoul has 200 

S.D.C. The energy being has none. 

Attributes: Mental attributes do not apply in the ghoul's crazed 
state, and the energy being is little more than a predator. The 
corpse is a zombie bent on causing destruction and chaos. P.S. 
5D6, P.P. l 06 , P.E. does not apply. P.B. I D6, Spd. 206 
Average Life Span: An animated body can be kept alive indefi-

nitely , but the energy being itself lives approximately 300 
years. 

Disposition: Totally chaotic .The energy being only wants emo
tions and the ghoul lashes out at anything in range in a vain 
attempt to end its pain and to feed on the emotions of others. 

Natural Abilities : Immune to mind contro l and psionics, poi
sons and toxins , and heat and co ld because ii is undead. Does 
not show up on thermal sensors. 

Power Catego ry: The energy being is psionic. 
Major Psionic Abilities: Empathy and empa1hic transfer 
Minor Psionic Abilities: None 
Attacks Per Melee: Four by the corpse, or three via psionics. 
Bonuses: None 



Weapons, Vehicles, and Equipment: None, but it can open 
doors and operate simple thing s like light swi tches and can 
try to imitate others like by picking up a gun and shoo ting , 
but it doesn '1 know how it works and canno t reload, operate 
compute rs, drive. etc. 

Vampyres 
There are a number of races in the galaxy that fall into the 

broad definition of "vam pire, " creatures who feed on the blood 
of other living creatures. Their appearances vary and most are 
not supernatura l demons. Thu s, wh ile they often hunt in the 
dark, they are not nece ssa rily hanned or repul sed by the light of 
day. 

Lilliamok Vampires 

These are horrible creatures that resemble the traditional su
pernatural vampires and are of ten referred to as nosferata. They 
have most of the weaknesses tradit ionally allribu ted to vampires, 
including sunligh1 and water as well as many of their powers , 
like supernatural strength , speed and mind control. They appear 
as gia nts, eight to ten feet (3.0 m) tall, with a monstrous head, 
terrible fangs, blank eyes and powerful, clawed hands. A pair of 
spines protrude from their backs like the armatures for wings, 
but no feathers or membrane hang from them. Perhaps the most 
frightening aspect of the lilliarnok are a pair of serpen t-like ten
tacles with fanged mouths. that emerge from each palm. With 
these, the vampire can attach itself to his victims and drink their 
blood. In fact, using its mouth and hand s it can dra in three vic
tims dry at the same Lime. The lilliamok have voracious appetites 
and tend to be glullons, gorging them selves whenever possible. 

Lilliamok may be supernatural beings formed of or connected 
with the element of earth. They are highly suscept ible to the ef
fects of water and can be hun by gro1111di11g them back to the 
ea rth. The latter is done by holding the monster on the 
ground/din and pounding a large wooden or metal stake into its 
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hean. The stake must penetrate the body all the way through and 
into the ground. When this happens the lilliamok lapse s into un
consciousness and its life essence slowly drifts away (into the 
ground?). After being staked to the ground for more than 48 
hours. the creature is dead. The stake can be removed and the 
body buried or cremated. However, if the stake is removed be
fore the 48 hour period, the hellish creat ure will instantly 
awaken and attack. 

The lilliamok are nocturna l hunters and may originate from a 
twilight world. Consequently , their eyes are sensitive to all light , 
but especially sunlight (blinding , -8 to strike , parry and dodge ). 

Ordinary water (H2O ) is like acid to these being s. An eight 
ounce glass will inflict 306 damage. Turning a hose on one will 
do 2O6x 10 damage per melee round {15 seco nd) and literally 
melts them away. Disgusting but true. 

These vampires also possess the strength of the earth and are 
powerful. formidable opponents. They heal as quickly as the 
parted soil, and are as strong as the rocks, but their speed rivals 
the wind. For every 100 years the Lilliamok has existed, add +I 
to all attributes and +IO to both hit points and S.D.C. They also 
gain one point of A.R. for each 200 years. 

The re are bounties on them across the galaxy. Mo st start at 
5,000 credits and go up from there. An old or powerful Lil
liamok can be worth as much as 50,000 credits. 

Lilliamok (pronounced lil-lie-mok ) 
Alignme nt: Any evi l, but most will be diabolic. 
Attributes: l.Q. 306, M.E. 406, M .A. 206, P.S. 406+12, P.P. 
306, P.E. 2D6x 12, P.B. 1 D4, Spd. 606+20 (supernatural being 
in Rifts). 



Size: 8 to 10 feet (2.4 to 3 .0 m). 
Weight: 200 to 400 pounds (9 1 to 181 kg). 
Hit Points: 1 D6x 10 
S.D.C.: 12o+2D6x!O. Each hand tentacle has a 15 foot (4.6 m) 

reach and 30 S.D.C. each (this is an M.D.C. creature in 
Rifts ). 

Natural A.R.: 14 
Horror Factor: 16 
Average Life Span: 5,000 years or more. 
Disposition: All are cold. calculating hunters with no regard for 

the lives of others. They only respect other powerful, long
lived races like demons and dragons. Many of them have the 
greedy, solirary, egoman iac personaliries of mythical dragons 
and others like to be worshiped as gods or dominate others. 

Experience Level: Not applicable. 
Natural Abilities: Night vision I 000 feet (305 m), fly (90 mph 

144 km), bio-regeneration I D4x IO per melee round. imperv i
ous 10 fire and heat (while alive). impervious to cold, cold 
weapons, drugs, poisons, disease. mind contro l, and radiation , 
and energy weapons do half damage! Bullet s, explosions and 
magic do full damage. The thing doesn't breathe air, can leap 
30 feet (9 m), can use wing armatures to strike like clubbing 
arms, and has tentacles that emerge out of its hands! 

Psionic Powers: Presence sense, hypnotic suggestion, hypno -
sis/mesmerism, death trance, and mind block. I.S.P .: M.E.x 5. 

Power Category: Supernatural 
Attacks Per Melee: Seven (8 in flight). 
Bonuses: All bonuses are in addition to artribute bonuses. +3 in

itiative, +6 to strike ( +8 in flight), + 7 to parry ( +9 in night ), 
+4 to dodge ( + 2 in night), + I roll with punch or fall, + 3 to 
pull punch, +8 to save vs horror factor. Claws do 3D6 dam
age plus P.S. bonuses, a wing armature inflicts 2D6 damage , 
mouth bite 4D6, and tentacle s do 3D6 damage. The lilliamok 
feeds excl usively on the blood of humanoid s. 

Appearance: Demonic, skeletal humanoid that is white or pale 
grey in color. 

Originat ing Alien Environment: Unknown 
Educatio n Leve l: Knows six secondary skills suitable for the 

modem world, like driving a vehicle, plus automatically 
knows tracking 65%, land navigation 70%, prowl 50% , and 
climb 80nO%) . 

Weapons and Vehicles : Can use them but rarely does, usually 
relying on its natural powers and abilities. 

Armor: None 
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Traditional Vampires 

These are the vampires produced by a vampire in1elligence. 
FulJ details for these traditional vampires can be adap ted from 
the information presented in Palladium 's horror role-playing 
game, Beyond the Supernatural or Rifts Vampire Kingdoms. 
Conversion is a simp le means of dropping the P.P.E. score for 
magic and using the magic combat rules given on page 93 of 
Heroes Unlimited. For any discrepancies between the systems, 
simply default to the Heroes Unlimited rules or to common 
sense. 

The vampire intelligence is very closely related 10 the alien 
intelligences and it is no coincidence that they are ca lled .. alien." 
Space is a vast, dark, mysterious void that hides all manner of 
horror s. These so-ca lled alien intelligence s fit perfectly with the 
darker , more overwhelming aspects of space travel. They seem 
to reinforce the fact that everything out there is bigger than us 
humanoid s. 



Weapons and Equipment 
Weapons are listed by ·•general type " rather than presenting a 

specific versio n of the same weapon or item for each of the I 00+ . 
alien races presented in this book. Game Master s may slightly 
adjust damage , range, design and other features for the various 
races or aliens of his/her own design. Likewi se, some of the spe-
cific races will make note of such things as enhanced range or 
damage and may even list a specific item in an alien's descrip -
tion . 

Ancient and 
Melee Weapons 

The ancient and orienta l weapon descriptions found in He
roes Unlimited are unchanged. For a selection of over 700 dif
ferent me lee weapo ns and ancient sty les of armor , see 
Palladium 's Compendium of Weapons, Armor, and Castles. 
Below are some additiona l ancient /melee weapons that have 
been upgraded with advanced technology , as well as those made 
of advanced alloys. 

Kisentite Weaponry 

Kisentite metal was first discovered and successfu lly forged 
by the kisent aliens. It is a very hard , den se metal usually found 
on asteroids, planetoid s, and high grav ity and thermal planets. 
The metal is close to inde structible and can withstand incredible 
amou nts of damage and heat without any ill effect. When forged 
into a blade, it maintains amazing sharpness. Howeve r, they are 
nearly impossible to create witho ut special laser or particle beam 
forges. 

A kisentite weapon can stop bullet s and energy beams , but 
trying to parry such projectile s is nearly impossible; use a 
straigh t, unmodified dice roll at minu s six (-6). Only single bul
lets or blasts can be parried, not bursts, rapid-fire pulses or mul
tiple attacks. 

A kisentite weapon generally adds a damage bonus of I D6 to 
conventio nal weapons of that same rype. If a normal weapon is 
used to parry one made of Kisentite , the conve ntional weapon 
will suffer some damage (25% of the normal damage inflicted 
by such a weapon). lf there is a disadvantage to Kisentite weap
ons it is their weight (due to their dense molecular structure) . Gi
ant-sized weapo ns weigh five times more than those listed but 
also inllict 1D6+3 additional points of damage. 
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Kisentite Weapons 
General 
Weal!on T_}'.i!e Avg Len Avg Wht. Dam. Avg Cost 
Kisentite Batt le Axe 2.75 ft 5.5 lbs 3D6 2,500 CR 
Kisentite Polearm s 7.5 ft 10 lbs 4D6 4,000CR 
Kisentite Spear 6.0 ft 6.0 lbs 2D6 2.500 CR 
Kisentite Knive s 1.5 ft 1.6 lbs 2D6 1,500 CR 
Kisentite Sword 3.0 ft 5.0 lbs 2D6+3 4,000 CR 
Kisentite 2-H Sword 5.0 ft 9.0 lbs 3D6+3 5,500 CR 
Kisentite Clubs 2.5 ft 5.0 lbs 2D6+2 2,000 CR 
Kisentite Arrow s 3.0 ft 0.1 lbs 2D6 2,000CR /dz 
Kisentite Katana 3.0 ft 4.2 lbs 4D6+ 3 8,000 CR 
Kisentite Kusar i-Gama 1.5 ft 6.0 lbs 2D6+3 2,500CR 

Vibro-Blade Weapons 
The se melee weapons have the ir damaging surface covered 

by a high frequency vibra ting field. This field acts to both 
strengthen the weapon and increase its damage. They gene rally 
weigh slightly more than normal weapon s of their type because 
of the vibration field generating motor s. 

A vibro-weapon can stop bullets and energy beams, but par
rying them is just as difficult as with a Kisentite weapon ; use an 
unmodified dice roll at minus six (-6) . Only single bullets or 
blasts can be parried , not bursts, rapid -fire pul ses or multiple at
tacks. A vibro-weapon general ly add s a damage bonus of 1D6+3 
to the conventio nal weapon of the same general type. If a normal 
weapon is used to parry a vibro-blade, the conventional weapon 
will suffe r some damage (30% of the norma l dama ge inflicted 
by such a weapon ). 

Dam Av Cost 
Vibro-Battle Axe 3D6+3 4,000 CR 
Vibro -Polearm s 5D6+3 9,000 CR 
Vi bro-Spear 4.75 lbs 2D8+1 4,000 CR 
Vibro-Kni ves 1.0 ft 1.0 lbs 2D6+3 2,800CR 
Vibro -Swo rd 3.0 ft 4.2 lbs 3D6+3 6,500CR 
Vibro -2-H Sword 4.8 ft 7.75 lbs 4D6+3 9,000C R 
Vibro-Clu bs 2.3 ft 3.0 lbs 2D8+2 4,000 CR 
Vibro -Kat ana 3.0 ft 2.8 lbs 5D6 12,000C R 
Vibro -Kusari -Gama 1.5 ft 2.6 lbs 3D6 5.000 CR 

Energy Melee Weapons 
These weapon s have no blade s or heads in the standard sense. 

When they are activated, a magnetically shaped energy blade 
will appear in place of the blade or around the blade (depending 
on the style of the weapon ). The pure energy these weapons use 
to inflict damage make s them the most powerful melee weapons 
in the known galaxy in the Heroes Unlimited setting. 



An energy weapon can stop bullets and energy beams, but 
parrying them is just as difficult as with a kisentite weapon; 
same condition s and restriction s. An energy weapon generally 
adds a damage bonus of 206+3 to conventional weapon , of that 
general type. 

If a nonnal weapon is used to parry a energy-blade, the con
ventional weapon will suffer serious damage (50% of the normal 
damage inflicted by such a weapon ). They have been known to 
slice conventio nal swords in half . 

Weal!on T;r(!e *Avg Lth Avg Wht Dam Avg Cost 
Energy Axe 2.5 ft 2.3 lbs 40 6+) 8,500 CR 
Energy Poleann s 6.5 ft 3.0 lbs 60 6 18,000CR 
Energy Spear 5.2 ft 2.2 lbs 3D6+ 3 10,000CR 
Energy Knives 0.75 ft 0.5 lbs 40 4+3 6,000 CR 
Energy Sword I. I ft 1.5 lbs 40 6+3 12,000CR 
Energy 2-H Sword 1.5 ft 3.0 lbs 5D6+1 18,000 CR 
En~rgy Stun Clubs 2.5 ft 3.0 lbs ** 8,500 CR 
Energy Arrows 2.75 ft 0.2 lbs 306 +3 6,000 CR/dz 
Energy Katana 1 .0 ft 1.1 lbs 506+ 3 20,000 CR 
Energy Kusari-Gama 1.3 ft 0.8 lbs 306+2 10,000 CR 
Energy Shuriken 0.3ft 0.1 lbs 206+3 3,000 CR 

* Thi s is the inactivated haft or hilt only. When activated, en
ergy weapons are the same length as their normal counterpart s. 

** Energy clubs either do 306+ 3 damage or stun damage. not 
both. Stun damage is I 04 plus the victim must save vs non-le
thal poison. A failed roll means the character is stunned , loses in
itiative and is -5 to strike, parry, and dodge and skill 
perfonnance is - I 0% for I 06 melee rounds. 

Other Notab le Melee Weapons 

Particle Whip: This weapon appears to be the hilt of an en
ergy sword, but when activated, a long, thin , flowing stream of 
energy trails out. The whip is an energy weapon that uses a 
modified particle beam in a magnetic shaping field. It is quite 
difficult to use. but does impressive damage due to its tendency 
to co il about a target. To strike with a part icle whip, the character 
must make a called shot and does NOT ge t any bonuses to strike, 
not even attribute bonuses. A 12 or higher is needed to make a 
successfu l hit. If the roll is a natural 18 or l 9, the whip does dou
ble damage, and on a natural 20 it does triple damage. Length: 
Varies with setting , from 6 to 14 feet ( 1.8 to 4.3 m). Damage: 
406 (no streng th bonuses are applied ), Cost: 15,000 credits. 

Clippers: Clippers are laser bolas. Many bounty hunter s of 
evil alignment use them to "hamstring" fleeing targets. The ac
tual result is frequently dismemberment. Good aligned charac
ters can use clippers as weapons, but rarely do and do not 
intentionally remove limbs, which is evil and prohibited. 
Length: 4.5 foot ( l.4 m) diameter. Damage: 506, Cost: 6,000 
credits. Note: Bonuses from P.P. and throwin g skills are applica 
ble. 

Cestus: The cestus is a weapon nearly identical to those from 
the gladiatorial arenas of Earth , but in space they are often ele
ments of street life and survival. They are made by lining a 
heavy glove or gauntlet with various blades and spikes. le can be 
made at home easily and inflicts the same damage as a profes
siona lly crafted cestus. The only difference is profes sionals use 
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higher quality materials. Length: Overall length depends on the 
glove, but blades are rarely longe r than three inches (8 cm) each. 
Damage: I 0 6 standard or home-made vers ions . 2D6 for vibro, 
crystal , or kisentite models, which may be built into armored 
gauntlets. 306 damage for energy models. Cost : 60 to I 00 cred
its for conventiona l, l000 for Kisentite or vibro-blade and 4000 
for energy blades. 

Razars: Another variety of glove weapon with long claw-like 
blades that are fitted on each finger and reinforced along the 
length of the hand. Length: Blades are nonnally 4 10 6 inches 
(JO to 15 cm) long. Damage: I D6 normal , 206 vibro, crystal, or 
kisentite, and 20 6+3 for energy. Cost: Same as lhe cestus. 

Conventional Firearms 

In many of the most advanced areas of the ga laxy, firearms 
are considered primitive. and even barbaric. These aliens would 
use energy weapons exclusively. but a bullet, especially armor 
p iercing, exp losive and other special rounds, may inflict the 
same damage and even puncture armor designed to reflect en
ergy beams. So despi te the higher tech weapon s presented here, 
do not underestimate the effectiveness of old-fashioned pistols. 
rifles and machineguns, especially at close range or in close 
quarter s on board spacecraft. They may also be used for hunting. 
due ls, target practice and sport. 

Despite the high-tech weapons given on the special weapons 
table and the variety of equipment availab le in a galactic cam
paign, it shou ld be understood that many aliens still use projec
tile type weapons. Although considered "antiquated" or viewed 
as low-tech. projectile weapons can often match energy weapons 
in damage, espec ially with advancements in ammunition. The 
improved damage of some alien weapons over their Earth 
equivalents is not necessa rily due to bigger bullets. More likely 
they are due to advancements in propellant s. velocity. explo
sives, high-tech materials and better bullet design. Most projec
tile weapons are also incredibly less expensive to make and 
maintain. 

The down side lo projectile weapons compared to most en
ergy weapon s is lheir weig ht, noise, comparatively shorter range 
and the mess they make. Firearm s produce large amounrs of 
noise and smoke (compared to lasers), and the bullets do not 
cauterize wounds the way many energy blasts do. Consequently. 
blood and gore is eve rywhere and a wounded individual may 
bleed to death , which many races consider inhuman e (as if war 
can be humane). Projecti le weapons will work fine with or with
out and atmosphere. There is a danger, however, in puncturing a 
protective enviromenta l suit of Slructure by accident. The recoil 
from a projectile weapon discharge can send lhe shooter spin
ning wildly if he is nol anchored in place. 

Note: See Pallad ium 's Compendium of Contemporary 
Weapons for over 400 Twentieth Century weapons from around 
the world. plus specia l types of ammuni tion. riot contro l items, 
hand grenades. mortars. EOD equipment, body annor. tanks, and 
more! Prices reflect the galactic market , not Earth. 



Average Ga lactic Revolver 
Feed: 6 round cy linder, Weight: 2 .1 pound s ( I kg), Length: 

8.5 inches (22 cm), Ran ge: 200 feet (61 m), Damage: 5D6, 
Rate of Fire: single shot, Cost: 800 credi1s (CR ). 

~ 

E,arth-Type Revolver 

. 38 Luigi Franchi Revolver 

Feed: 6 round cylinder. Weight: 2.5 pounds ( 1.1 kg), 
Length: 8.5 inches (22 cm). Range: 165 feel (50 m). Damage: 
3D6. Rate of Fire: single shot, Cost: 200 CR. 

Average Galact ic Auto matic Pistol 
Feed: 15 round magazin e. Weight: 2.8 pounds ( 1.3 kg), 

Length: 8 inches (20 cm), Range: 20 feet (6 1 m). Dama ge: 
5D6, Rate of Fire: Aimed or short bursl, Cost: 1,000 to 1,500 
CR. 

9mm Tanfogllo "Baby" Pistol 

Earth-Type Automatic Pistol 
Feed: 8 Lo 12 round magazine. Weight: 3.5 pounds (1.6 kg), 

Length: 8 inches (20 cm), Range: 170 feet (52 m). Damage: 
4D6, Rate of Fire: Aimed or short burst, Cos t: 300 CR. 

Average Galactic Sub-machinegun 
Feed: 50 round box magazine or I 00 round drum, Weight: 5 

pounds (2.3 kg), Length: 20 inches (0.5 m), Range: 700 feel 
(210 m). Damage: 5D6 per round , Rate of Fire: Aimed , burst , 
or spray, Cost: 1,800 CR. 

Eart h-Type Submac hine Gun 
Feed: 40 round box magazine , Weight: 5.5 pounds (2.5 kg ), 

Length: 22 inches (0.6 m), Range: 600 feet ( 183 m), Damage: 
3D6 pre round, Rate of Fire: Aimed, burst. or spray, Cost: 600 
CR. 

Average Galact ic Assault Rifle 
Feed: 60 round box magaz ine or 120 round drum. Weight: 

7.5 pound s (3.4 kg). Length: 30 inches (0.8 m), Range: 2000 
feel (610 m), Damage: 6D6, Rate of Fire: Aimed, burst, or 
spray, Cost: 2,000 CR. 
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Earth-Type Assault Rifle 
Feed: 20 to 40 round box magazine, Weight: 10 pounds (4.5 

kg) , Length: 34 inche s (0.9 m), Range: 1,600 feet (490 m), 
Damage : 4D6, Rate of Fire : Aimed, burst. or spray, Cost: 800 
CR. 

Average Galactic Shotgun 
Fee d: 32 round box magazine (Can fire 8 short bursts, each 

uses four rounds). Weight : 6 pounds (2.7 kg), Length: 38 inches 
(1.0 m), Range: 130 feet (36 m) for shot and 300 feet (9 1.5 m) 
for slugs, Damage: 5D6 for shot and 6D6+6 for slugs, Rate of 
Fire: Aimed or short burst , Cost: 750 CR . 

Earth-Type Shotgun 
Feed: 6 round tubular magazi ne. Weight : 5 pounds (2.2 kg), 

Length: 42 inches ( J. I m), Range: I 00 feet (30 m) for shot or 
200 feet (61 m) for slugs, Dama ge: 4D6 for shot and 5D6+4 for 
slugs. Rate of Fire : Single shoe or two barrels (double damage ), 
Cost: 200 CR. 

Average Ga lactic Light Machin egun 
Feed: l 20 round box magazine or 300 round belt, Weight : 30 

pounds ( I 3.6 kg) , Length: 50 inches ( I .25 m), Range: 4000 feet 
( 1200 m). Damage : I D6x I 0. Rate of Fire: Aimed, burst, or 
spray, Cost: 5,000 CR. 

Gimmick Weapons 
These are uniqu e or spec ial applica tion weapons that did not 

quite fall into any of the previous categories. 

Bracelet Gun: This is a wide, ornamental armband made of 
decorative metal or fine ceramics, but bounty hunters and merce 
naries prefer more functional mane gray versions. With the 
touch of a rece ssed button, a hidden barre l assembly pops up, 
and another touch of the butto n fires it. Due to the unconven
tiona l desig n, this weapon is -2 to strike, even with an aimed 
shot. It comes in three models: bullel firing, laser, and ion. It is 

typically used as a backup or concealed weapon and is a favorite 
of sp ies and thieves. Range : 60 feet ( I 8 m). Length: 6 to 8 
inches (15 to 20 cm). Weight: I pound s (.45 kg). Damage: 4D6 
with armor piercing bullet s, 4D6 for laser versions , and 5D6 for 
ion models. Payload: Two bullets or four laser or ion blasts. 
Rate of Fire: Single shot; each blast counts as one melee action . 
Cost: 1000 credits for bullet model , 200 for either energy mod 
els. 

Turbulence Generator : Th is is an eight inch diame ter, 
vented cylinder with handles. When activa ted, it spins at great 
speeds, creating conce ntrated blasts of wind at near ly 60 mph 
(96 km). It is used as a non- lethal anti-personne l/riot contro l 
weapo n, desig ned to incapacitate rather than kill. Range: 40 feet 
(12.2 m), Length: 25 inches (0.6 m), Weight: IO pounds (4.5 
kg), Damage: I D4 from impact, and knock s the character off his 
feet and sends him 1D4xl0 feet backwards . The character loses 
init iative and two melee attacks. Cha racte rs weighi ng more than 



300 pounds (]36 kg) many not be knocked down (only 01-45% 
chance); no effect if someone weighs over 600 pounds (172 kg). 

Aiming the blast at a person's hand will inflict I D4 damage 
and knock whatever he is holding out of his grasp and send it 
flying 2D6x!O feet away. If the character has a P.S. 24 10 30 the 
chance of losing the object is only O 1-50%, 31 or higher O 1-25% 
chance, 46 or higher: no way. 

Rate of Fire: Single shot; each blast counts as one melee at
tack/action. Payload: Effectively unlimited. Cost: 7500 credits. 

r 
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MuJti-Comp Annihilator: Th is weapon offers the versatility 
of a firearm and energy weapon in a single package. Built in an 
over/under configuration, the Annihilator resembles a large sub
machinegun with an under-barrel grenade launcher. However, 
the lower barrel is an ion blaster. The two cannot be separated, 
but they can fire simultaneously for incredib le damage. The only 
drawback is that the ion beam tends to overheat and detonate the 
microjet or other exp losive rounds if it is used constantly for 
more than four melee rounds. There is only a 15% chance per 
twin firing of this happening (45% after 8 melee rounds). 
Range: 1,200 feet (366 m) for both. Length: 26 inches (0.8 m), 
Weight: 12 pounds (5.4 kg), Damage: 6D6 per microjet round 
or 1D4x10 per ion blast, or 2D4xl0 for simultaneous shots from 
both. Payload: 30 microjets and 20 shot energy clip. Rate of 
Fire: Single or double barrel shots (counts as one melee action), 
but the microje1s can be fired in bursts. Cost: 16,500 credits 

Special Large Caliber Firearms 
There are three ways to increase the damage and/or effective

ness of firearms: make bigger guns, make better guns, and/or 
make better ammunition. The following sectio ns provide exam
ples of each, from large caliber weapons to high-tech weapons 
and special ammunition. All of the firearms presented in this sec
tion can be used as specia l weapons for the Hardware weapons 
character in a standard Heroes Unlimited campaign. 

The bigger something is, and the faster you can make it 
move, the more damage it will do to whatever it runs into. Like 
many sporting enthusiasts on Earth , the galactic community has 
had its share of inventors that have come up with the biggest 
guns that are reasonably manageable, especially for those with 
greater strength and/or size than humans. They use alternate 
sources of propellants, explosives, electro-magnetism and other 
high-tech modificat ions. Bounty hunter s and mercenaries are es

peciaJly fond of the knockdown power of the large bore weap
ons. 
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Ridelly .560: The Ridelly is actually a short shotgun. A spe
cial mercury bead recoil system had to be developed 10 offset the 
recoil of its 12 inch (0.3 m) barrels. The weapon is arranged in 
an over/under barrel assembly, with each barrel fed by a separate 
tubular magazine mounted beside it. A selector switch allows 
both barrels 10 be fired simulla neously. or one at a time. The 
magazines must be pumped manually and both cycle in tandem. 
Becau se of this. when a single barrel is fired, the selecto r auto
matically switches to the other barrel. Feed: 6 round tubular 
magazine. Range: 40 feet { 12 m) with stun balls. I 00 feet (30.5 
m) normal cartridges or explosive, 130 feet (36 m) with micro
jets. Weight: 4 pounds (1.8 kg), Length: 15 inches (0.4 m), 
Damage: 6D6 conventional. I D6x IO micro jets or explosives 
Rate of Fire: Single shot or both barrels (double damage). Cost: 
I 000 credits. 

Korimyr: This is a single shoL handgun that makes exLensive 
use of gas venting to offset recoil. Instead of a bolt action, it 
ejects spent shells at the touch of a button and closes the same 
way. Feed: One round and requires an action 10 eject and load 
another round. Range: 610 feet ( 186 m). Weight: 5 pounds (2.2 
kg), Length: 11 inches (0.3 m), Damage: I D4xl0 normal. 
I D6xJ O microjets or explosive, Rate of Fire: Single shot, Cost: 
900 credits. 

Stomper: This is a large handgun that resembles the auto pis
tols or sub-machineguns of Earth. It has a pair of ammo-clips 
that feed alternately from each side of the gun. Feed: Two clip 
system for a total of 12 rounds, Range: 610 feet ( 186 m). 
Weight: 6 pounds (2.7 kg). Length: 10 inches (0.25 m). Dam
age: 5D6 normal. 1D6xl0 microjets or explosive rounds, Rate 
of Fire: Single shot/semi-auto matic, Cost: 2500 credits. 

Simpyr Takedown: Possibly the most powerful firearm a 
normal human can carry and use. the Takedown is a single shot, 
large bore rifle that is often used for big game hunting and snip
ing. Although it can be fired like a normal rifle with no addi
tional suppo rt, the recoil will cause character with Physical 
Strength scores of 20 or lower to lose their next melee attack. 
Proper bracing of the weapon with its ··gravity boot" anchors it 
in place and will allow any cha racter 10 fire it nomrnlly without a 
loss of attacks. The anchors will hold the Takedown steady when 
resting on any solid surface. Feed: Six rounds per clip. Range: 
4,000 feet (.1200 m), Weight: 16 pounds (7.6 kg), Length: 54 
inches (1.4 m), Damage: 1D6xl0 standard rounds, 2D4x!O 
from large bore microjets or explosive rounds, Rate of Fire: 
Single shot, Cost: 16,500 credits. 



Rapid Fire/Small Caliber (RFSC) 
Rapid Fire/Small Caliber weapons are smal l or compact 

weapons that resemble automatic pistols or sub-mac hineguns but 
often have multiple barrels (typically 2 to 5) that fire a simulta
neous burst (2 to 5 rounds at the same time; one from each bar
rel), enabling the shooter to fire a more accurate and larger burst 
than conventional weapons. The individual rounds are often so 
small that they have to be coated with teflon or made of Kisen
tite to assure penetration and damage. A single round does little 
damage , but the idea is to fire a short or medium burst , typica lly 
of five to ten rounds/b ullets at a single target (IO is often the en
tire magazine of a conventional pistol but may be less than that 
for I 0% for these weapons). The combined number of rounds 
and impact of a bunit from these weapons makes the damage 
from small ammunition comparab le to larger caliber weapons. 
The small size of these rounds prohibit s the use of conventio nal 
and special types of ammunition. Typically the entire clip cannot 
be' emptied in one long spray, so only single shots, short and 
long bursts are possible and must be aimed at a single target. 

Spitfire: A small. automatic weapon about the size of most 
large Earth automatic pistols. Its small size limits ammunitio n 
capacity, and the rapid rate-of -fire depletes it quick ly. Feed: 40 
rounds, which is enough for one long or 2 short bursts (the long 
burst empties the magazine ), Range: 135 feet (41 m), Weight: 
3.8 pounds (1.7 kg), Length: 8.75 inches (0.2 m), Damage: 104 
points per round/bullet, or short burst of seven rounds which 
does one round x4 damage or a long burst (14 rounds) which 
does one round x8 damage. Rate of Fire: Aimed, burst, or spray, 
Cost: 1,200 credits. 

L_ _ _ 

Stinger Brae: This weapon is named after the assassin who 
designed it. It is a fully automatic pistol with a top mounted, rear 
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sliding clip. The clip uses a unique "U" spring feed system that 
doub les the pistol's ammu nition capacity. Feed: 120 rounds, 
Range: 160 feet (49 m). Weight: 4 pounds (1.8 kg), Length: 9 
inches (0.2 m), Damage: I 04 points per round/bullet, or short 
burst of ten rounds which inflicts one round x6 damage or a long 
burst (20 rounds) which does one round x I 2 damage. Rate of 
Fire: Aimed , burst, or spray, Cost: 5,000 credi ts. 

Cerator SMG: This is a small but deadly member of the sub
machinegun family. Its damage and easy concealment makes it a 
favorite among terrorists. Feed: 120 rounds. Range: 250 feet 
(76 m), Weight: 5 pounds (2.3 kg), Length: l 2 inches (0.3 m), 
Damage: I 06 points per round , or short burst of ten rounds 
which inflicts one round x6 damage or a long burst (20 rounds) 
which does one round x12 damage , Rate of Fire: Aimed, burst, 
or spray, which gives it the standa rd number and types of bursts 
per clip of ammunition. Cost: 7,500 credits. 

TGC Riproar: As the only productio n line rapid-fire assault 
rifle. the Riproar is popular with many combat personnel across 
the galaxy. It is especial ly coveted in dense jungle or foliage en
vironments because of the amount of saturation it can spray. 
Feed: 2 10 rounds, Range: 600 feet {183 m), Weight: 5.5 
pounds (2.5 kg), Length: 18 inches (0.5 m), Damage: ID6 
points per round , or short burst of 12 rounds which inflicts one 
round x8 damage or a long burst (30 rounds) which does one 
round/bu llet x 14 damage, or spray (long burst) one round x6, 
Rat.e of Fire: Aimed , burst, or spray. Cost: 11,000 credits. 

TGC Riproar Mini-gun (TGC-RMG): Thi s is an eight bar 
rel version of the three barreled Riproar. The RMG has an unbe
lievable rate of fire that is only successful because of the small 
size and design of its ammunition . It is nearly identical to the 
Riproar, except for design and stylistic changes. Because of its 
amazing rate of fire, the TGC-RMG uses the machinegun rules 
for all aspects of comba t, including damage. Feed: 1,000 round 
belt, Range: 1000 feet (305 m). Weight: 15 pounds (6.8 kg), 
must be tripod or vehicle mounted, Length: 18 inches (0.5 m). 
Damage: 20 6 point s per round, or short burst of 16 rounds will 
inflict one round xlO damage or a long burst (32 rounds) which 
does one round x20 damage , Rate of Fire: Aimed, bursl, or 
spray, Cost: 25,000 credits. 



Special Ammunition 

AnOLher way to increase the effectiveness (damage) of a 
fireann is by using specialized ammunition. Below is a list of 
damages, comme nts, and prices for some specia l ammunition by 
weapon type. All prices are for 100 rounds. Arrows for bows and 
crossbows can be outfitted with heads to dupli cate any of these 
special ammunit ions. Use the pistol damage listed but double the 
cost for arrows. 

Exploding/Mer cury Tipped Ammunition : Explod ing/mer
cury tipped rounds have a channel drilled in them that is filled 
with mercury, then capped. When the buUet hits a target , the 
round literally explodes as the mercury is compressed and rup-

1 
rures the lead. 

Pistols & Sub-Machineg uns: add 106 damage per round, 
Cost: 500 credits. 

Shotguns (slugs): add 3D6 damage per round , Cost: 800 cred-
its. 

Semi- and Fully Automatic Rifles: add 206 per round, 30% 
chance of jamming when burst firing . Cost: 700 credits. 

Exploding/Plast ique Tipped Ammunition : Explod -
ing/plastique rounds are like miniature rockets that exp lode on 
contact. 

Pistols & Sub-Machi neguns: add 206 per round , I foot (0.3 
m) blast radius, Cost: 750 credits. 

Shotg uns (slugs): add 406 per round , Cos t: I 000 credits. 

Semi- and Fully Automatic Rifles: add 306 per round; 35% 
chance of detonating when burst firing, Cost: 900 credit s. 

Hollow Point Ammunition:H ollow points have a hollow 
cavity in their nose that allows the round to expand on impact 
for greater damage. 

Pistols, Sub-Machineguns and Rifles : add I D6 per round, 
Cost: 350 credits. 

Shotguns (slu~: add 206 per round, Cost: 600 credits . 

Glaser Ammunition: Glaser rounds have a thin outer she ll 
filled with small beads of shot. It ruptures on impact , and the 
shot is driven into the wound, but the small beads have littJe 
penetration value and tend to bounce off solid, non-fleshy ob
jects. They cannot be used in weapons other than pistols and re
volvers. 

Pistol: add 206 damage per bullet, 106 damage to body ar
mor and other hard targets , Cost: 450 credits . 

Armor Piercing Ammunition : Armor pierci ng rounds are 
constructed of teflon, Kisentite or some other materia ls that are 
strong enough to penetrate hard substances easily. 

Adds I D6 to the damage capacity of the average round and is 
+2 to penetrate armor (this means an A.R. of 15 is an A.R. of 13 
in regard to this bullet); usually reserved for larger calibers. Bul
lets made of kisentite are considered AP rounds and are +3 to 
penetrate armor. Half the bullet 's damage is expende d on the ar
mor and half strikes the person inside the armor. 

Microjet Ammunition: Unlike the exploding bullets, these 
are true rockets with microjet engines that dramati cally increase 
range and damage . These rounds cannot be silenced and they 
cannot be safe ly fired in bursts. There is a 75% chance that burst 
shooting will cook the entire clip, explode the gun and inflict 
2D4xl0 damage to the shooter. 

Pistols & Sub-Machineguns: 60 6 per round, blast radius of 
18 inches (0.5 m), doubles the normal range of the weapon , 
Cost: 3,000 credits. 

Shotguns (slugs): 2O4x IO per round, blast radius of J 8 inches 
(0.5 m), double s the normal range of the weapon , Cost: 5,500 
credits. 

Semi- and Fully Automatic Rifles: I D6xl0 per round, blast 
radius of 18 inches (0.5 m), doubles the normal range of the 
weapon, Cost: 8,000 credits. 

Advanced Bows & Arrows 
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Advanced technology has not on ly improved firearms , but 
many of its predecesso rs. Bow weapons have had their share of 
improveme nts from the advance of technology. Snap Cord is a 
type of stretchable cord that returns to its orig inal unstretched 
state many times faster than conventional elastic materiaJs. In
stead of the bow flexing to provide mot ion, the "string" is now 
sole ly responsible for propulsion, and velocity increases, which 
in tum extends range and raises damage. Other innovations in
clude spring loaded or pneumati c launche rs that either increase 
range and damage or rate of fire. 

SC Penetrator: This is a standard shon bow outfitted with 
the snap cord string . The bow itself is made of light metal alloys 
and can be used as a clubbing weapon ( I 06 damage). Range: 
550 feet (168 m), Weight: I pound (.45 kg), Length: 3 feet (0.9 
m), Damage: 206 , Rate of Fire: Standard, see the archery skill. 
Cost: 500 credits. 

SC Penetrator II: Thi s is a long bow vers ion of the Penetra
tor. It does 10 8 damage as a clubbing weapon. Range: 900 feet 
(274 m), Weight: 2 pounds (0.9 kg), Length: 4.5 feet ( 1.4 m), 
Damage: 306 , Rate of Fire: Standard , see the archery skill. 
Cost: 750 credits. 

SC Penetrator ID: A large compou nd bow. It also does I D8 
damage as a clubbing weapon. Range: 1,000 feet (305 m), 
Weight: 3.75 pounds (1.7 kg), Length: 3.5 feet ( I.I m), Dam
age: 4D6, Rate of Fire: Standard, see the archery skill. Cost: 
975 credits. 

SC Mark II Penetrator : This is a crossbow vers ion of the 
Penetrator. It does 206 damage as a clubbing weapon. Range: 
900 feet (274 m). Weight: 5 pound s (2.3 kg), Length : 30 inches 
(0.8 m), Damage: 208+2, Rate of Fire: Standard, see the arch
ery skil l. Cost: 975 credits . 

Compound Snap- Bow: The ''s nap-arms" on this weapon are 
arranged in a double pivot structure to give easier pull but more 
snapping power. It can also be loaded and locked into tiring po
sition and carried until needed. Range: 800 feet (244 m). 



Weight: 6 pound s (2.7 kg), Length: 34 inches (0.9 m), Dam
age: 2D8, Rate of Fire: Standa rd, see rhe archery skill. Cost: 
875 cred its. 

Livian Crossbow: Thi s weapon is mounted on a rifle stock 
and is capab le of load ing and locking two bolts. The bolts can be 
fired individually or at the same time . It ca n also be loaded and 
locked into firing position and carried until needed. Range: 700 
feet (213 m}. Weight: 6.6 pounds (3 kg). Length: 30 inches (0.8 

m), Damage: 3D6 or 6 D6 with rwo arrow s. Rate of Fire: Stand 
ard. ~ee the archery skill. Cos t: 1,000 credits. 

SAR Cross bow: Nearly identical Lo the Livian above, this 
version has a large, box -type, forward sec Lion that is actually an 
oversized clip of bolts. The SAR can rapid fire rwo bolt s, one af
ter the other. Range: 850 feel (260 m). Weight : 8 pound s (3.6 
kg). Lengt h: 30 inches (0.8 m). Damage: 306 per bolr or 60 6 
for a rapid twin sho t, Rate of Fire: Standard. see the archery 
skill, Payload: 14 bolls, Cost: 1.000 cred its. , 

CAL Bow: This wea pon resemble s a crossbow without the 
bow arms. Arrows are placed into a round launch tube and fired 
by highly compr essed air. Range: 500 feet ( 152 m). Weight: 
4.75 pounds (2. 15 kg), Length: 26 inches (0.6 m), Damage: 
306. Rate of Fire: Standard. see the archery ski ll. Cost : 850 
credits. 

CAL Repeating Bow: Thi s is another air compre ss ion launch 
system. but it ha~ an oversized clip o f bolts and an automatic re
loading mechanism for rapid fire s. Range: 600 feet (183 m). 
Weight : 6 pounds (2 .7 kg). Length: 30 inches (0.8 m), Dam
age: 3 D6 per bolt, or 6D6 for a rapid twin sho t. 1D6x J0 for a 
burs! of six. Rate of Fire: Same as an au tomati c weapon, Pay
load: 20 bolts, Cost: 1,200 c redits. 

j l I I I i) I) i j 

Explosive Strap Gun: Thi s is a unique proje ct ile weapon 
that fires a large projecti le with compre ssed straps/co rds. Wh en 
the bundle impacts on a targe t, a cha rge inside of it goes off and 
1he strap s ex tend. Weights on the ends of the cords force them 
around the target, where they impact and adhere to eac h other 
wi1h a molecular resin. The final result is the effective cocoo ning 
of the target. II will eve n restrai n someone with a P.S. of 30! 
Range: 60 feet ( 18.3 m). Weight: 6 pound s (2.7 kg), Length: 20 
inches (0.5 m}, Damage: I D6 from impact plus immobilization 
of the 1arge t. A success ful dod ge mean s the target is not struck. If 
the dodge fails. the vic tim is coiled and must be cut loose. Each 
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o f the 20 cords has two S.O.C. points when cut. The strap s are 
very hard to break, requi ring a P.S. of 31 or higher, but bum very 
eas ily because of the mo lecular resi n. The stra ps bum up in one 
round, but the character inside takes fire dama ge . Note: One ex
plos ive strap arrow is rwice the size of a normal arrow . Cost: 
600 credi1s for the gun, 300 cre dits per bundle of 12 arrows. It 
takes two melee attacks/action s to reload the strap gun. Each 
bundle does co me with an aerosol agent to counteract the res in. 

Advanced Weapon Features 

Advanced design firearms are crea ted using comp uters, laser 
tools, and some alien sciences ro improve the general capabili
ties of a weapon. These modifications, unless specifically noted , 
cannot be applied to shotg uns, machineg uns, mini- guns, rai l 
guns or plasma ejecto rs. 

Weapon Ba lancing: Adds + I to strike with aimed shots. Can 
be combined with other modifi ca tion s and added to the above 
high-tech weapons, but can only be applied once per weapon. 
Cos t: 350 credits. 

Mercury Bead Recoil Diminishers: Work to counter both 
reco il and effec ts of reco il. Can be combined with other modifi
ca tions but can only be applied once per weapon . Add s + 1 to 
strike with any burst. Cost: 600 credits. 

A mmuniti on Caliber Expansion (ACE): The weapon is 
bored out so that it fires larger bullets. The weapon will, how
eve r, be off balance, and -2 to strike. lf the Weapon Balancing 
modifi ca tion from above is taken , the penalti es are nega ted, but 
no extra bonu ses are gained. T he other probl em wirh ACE modi
fication is that there is a 20 % chance of jammin g if firing a 
burst. Not applicable to energy weapon s. Cos t: 1,000 credit s. 

Additi onal Ammuniti on Capaci ty : By custom izing the de
sign of a weapon's ammo clip, lengthening the clip , or adding 
additio nal c lip port s, a weapon's ammunition capacit y can be ex
pand ed . An additional short burst (or 20% of capacit y) can be 
squeeze d into an existing clip size by replacin g the feed mecha
nism with a mor e compact variet y at a cos t of 500 credits. Add 
ing a long burst (or 50% capacity) requir es the lengthening of 
the clip (which will make it harder to hide) and cos ts 475 credits. 
An entir e extra magazine can be added by creatin g a side pon to 
feed it into the weapon. Once one cljp is empty, the flick of a 
switch allow s ammunition from the seco nd cl ip to feed into the 
firearm without cos ting an attack. Thi s ex tensive procedure adds 
25% to the weight of the weapon and cos ts 1,500 credits. An
other alterna tive for sub-machine guns or larger weapons is a 
conversion to belt -fed ammo (typically 300 to 500 round s). Any 
lengt h of ammo belt. can be employed. The cost of belt feed con
version is 2,000 credits. Thi s modification can be applied to en
ergy weapons for 5000 credit s. 

Heat and Motion Targeting Microco mput ers (H&M Mi
crocomps): Th ese sen sors and bas ic tracking progr ams lock 
onto warm or movi ng targe ts and notifie s the shoot er when he is 



on target with a soft chime, beep or other sound. +2 to strike for 
aimed sho ts or + I for short bursts. Maximum effecrive range: 
500 feet ( 153 m), Cost : 7,500 credits. This system takes up so 
much of the weapon ·s surface that no other modifications except 
for ACE can be used with it. This modification can be applied to 
energy weapons. 

HUD Feed: Gyroscopic. laser and sonar targeting sensor sys
tems measure the firearm's exact angle of elevation and distance 
to target and send the infom1ation to a Head s-Up Display on a 
helmet or pair of gogg les in the form of a targeting box or cross 
hairs that indicate the exac t spot where the weapon is pointing, 
target distance, target speed (if moving ), and the success per
centage to get off a clean shot. Wherever the target icon is. that 
is where the bullets will hit; give or take a few inches or sudden 
movement. With this system. the shoo ter can look around cor
ners, over a wall or other obstacles/cover and get a readi ng as to 
bis target's position and whether or not he has a clean shot. By 
m~ving his gun hand or wrist he can adjust his aim to strike with 
deadly accuracy without actually seeing his target! Of course, 
the chance of shooting the wrong person is increased dramati
cally as this system cannot identify specific targets. No other 
modifications othe r than ACE can be placed on the weapon with 
this system and the shoo ter must wear a HUD helmet , goggles or 
glasses. It confers a +3 bonus to strike for aimed shots, +2 for 
short burst and + I for long bursts and sprays. Maximum effec
tive range: 16r.O feet (488 m) Cost: 16,000 credits. 

Incendiary Weapons 

Fire has always been used in comba t with varying effective
ness. With high technology it is more devastating than ever. Fire 
and heat do more damage to aliens from frozen worlds, so they 
are prized, powerful weapon s to aliens in those environments. 

Advanced incendiary weapons have considerably better range 
and precision than their ancient predecessors. 

The following examples of incendiary weaponry are general 
representation s from each c lass and type. The classes include 
pistols, rifle s. and field weapons. The three types are flame emit
ting, exploding gel-pellets, and plasma ejectors. Flame emi tting 
weapons fire a concentrated jet of flame similar to that of com
mon Earth flamethrowers. Rupturin g gel-pellets are fired by a 
low powder charge or comp ressed air. They are made of a dura
ble but impact-breakable pellet co ntaining a flammable gel like 
napalm. When the pellet impacts. it ruptures and ignites upon 
exposure to atmosphere. Plasma ejectors and rifles fire a bolt of 
intense liquid heat tha t bums ten times hotter than normal na
palm. 

High-Tech Flamethr ower: This is an advanced version of 
the flamethrower. It is a rifle-like weapon, with a long barrel. 
Feed tubes connect it to a large backpack with twin fuel canis
ters . The application of advanced technology has increased the 
range and upgraded the burn ing temperature of the fuel for better 
damage. The stream of flame can be adjusted and thicke ned. The 
thinner flame has reduced range and greater accuracy, striking 
the intended target only. The thick fire stream will hit the target 
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and I D4 others. The flamethrower can fire a continuous SLTeam 
with effects similar to the bursts and spray s of automatic weap
ons. Use the machine-gun rules for determination of how many 
targets are hit by a spray. but the damage multiples are not used . 
Furthermore, any flammable material will catch lire and burn 
unti l the flames are smothered (aga inst people the continuing 
damage is equal to a single blast damage every melee round un
til the flames are smothered). The fire is likely to spread to other 
combustibles. It is not wise to use such weapon s inside buildings 
unless the shooter is trying 10 bum it down. 

Range: Thin st ream: 85 feet (26 m), thick stream: 200 feet 
(6 I m), Weight : 40 pounds ( 18 kg), Lengt h: 36 inches (0.9 111), 

Damage: Thin stream 1D6xl0 (1D6xl0+15 10 most frozen 
world aliens) or 2D4x l0 thick stream. A full melee burst (equal 
to six thick blasts or 12 thin ) doe s double damage (x2) and will 
set the entire area ablaze! Payload: 40 shots (eac h thick blasts 
counts as rwo). Cost: 1900 credits. 

Dragon Pistol: This is a large handgun with four nozzle-like 
barrels. It fires a jet of flame. much like a mini-flamethrower. 
Reloading the weapon with a new gel canister takes three melee 
actions/attacks. Changing the fuel can of the larger backpack 
canisters takes six melee actio ns. Range: 60 feet (I 8 m). 
Weight: 5 pounds (2.3 kg), Length: IO inches (0.3 m), Dam
age : 5D6 (7D6 to most frozen world aliens), Rate of Fire: Sin
gle shot, Payload: 6 shots. Cost: 750 c redits ( 120 credits to 
refill the payload). An optional backpack unit offers a payload of 
20 shots and costs an additional 800 credit s (400 to refill). 

Dragoo Rine: The dragon rifle is a larger version of the pis
tol , but it is not a full-size flamethrower. The compact rifle de
sign limits the amount of propellant and fuel, and the optional 
backpack only adds to payload, not range. Furthermore , the 
dragon rifle only fires a single blast of flame , unlike the continu
ous stream possible with a true flamethrower. Changing fuel 
canisters requires the same amount of time as the dragon pistol. 
Range: 1.20 feet (36 m). Weight: JO pound s (4.5 kg). Length: 
28 inches (0.7 m), Damage: 6D6 (8D6 to most frozen world ali-

ens), Rate of Fire: Single shot, Payload: 10 shots. Cost: 1,200 
credits. An optional backpack unit adds 14 shots co the payload 
and an additional 500 credits to the cost. 

Incendiary Pistol: This pistol has an oversized barre l that 
makes it look like a large bore weapon. II fires gel-pellets that 
exp lode and ignite on impact. The pellets are loaded into a mini
clip that holds nine pellets. It takes one action to replace a cl ip. 
Range: LOO feet (30.5 m). Weight: 4 pounds ( l.8 kg). Length : 
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12 inches (0.3 m), Damage: 4D6 (6D6 to frozen wor ld aliens), 
Rate of Fire: Single shot, Payload: 9 shots. Cost: 1100 credi ts. 

Incendiary Rifle: The incendiary rifle looks very much like a 
shotg un with an integrated under-barrel mount. The under-barre l 
as~emb ly is actually a large pe llet c lip. It only takes one melee 
action (about 3 seconds) to change the clip . Range: 400 feet 
( 122 m). Weight: 8.8 pounds (4 kg), Lengt h: 32 inches (0.8 m), 
Damage: 6D6 (8D6 to mos t frozen world aliens), Rate of Fire: 
Single shot. each blast counts as one melee action. Payload : 18 
shots. Cost: 3,400 credit s. 

Atorian Incendiary Gun: Look s very much like a grenade 
launcher. thi~ weapon fires flaming. grenade-sized gel pellets! 
On impact. they rupture to spread a flaming gel that covers over 
a IO foot (3.0 m) area. It sticks LO most surfaces and bums at in
credib ly hot temperacures for 204 melee s. Range: 200 feet (61 
m). Weight: 8 pounds (3.6 kg), Length: 24 inches (0.6 m), 
Damage: 6D6 for impact and initial rupture (8D6 to most frozen 
world aliens) plus I D6x l 0 damage per each round thereafter un
til it bums out! Rate of Fire: Single shot. Payload: 12 pellets. 
Cost: 9.500 credits. 

Incendiary Field Gun: Thi s is a three-man, tripod mounted 
unit used as a batllefield weapon or mounted on a vehicle. It is a 
large gun that resembles a repeating grenade launcher with a 
longer barre l. On impact. the round ruptures to spread a flamin g 
gel covering over a IO foot (3.0 m) area. It sticks to most sur
faces and bums at incredibly hot temperatures for 2D4 melees, 
same as the previous Atorian weapon . Note: Any weapon 
classed as a "fie ld" weapon requires a two or three man crew to 
be fully utiliL.ed , but a character with a 24 P.S. and a 20 P.E. (or 
bionics) could carry and use them as over-sized rifles. Range: 
600 feet ( 183 m). Weight: 80 pounds (36 kg), Length: 6 feet 
( 1.8 m). Damage: I O6x IO ( I D6x LO+ 12 to frozen world aliens), 
Payload: 50 shot drum. Cost : 9,000 credi ts. 

Atorian Field Artillery Plasma Eject ion Cannon: This 
large plasma ejector is normally vehicle mounted. On impact, 
the round ruptures to spread a naming gel coveri ng over a 20 
foot (6.0 m) area. It sticks lo most surfaces and burns at incred
ibly hot temperature s for 204 melees, same as the previous Ato
rian weapon. Range: 3000 feet (914 m). Weight: I 00 pounds 
(45 kg). Length: 4 feet ( 1.2 m). Damage: 2D6x l0 (3O6xl0 lo 
most froze n world aliens), Payload: 25 shot fuel drum. Cost: 
55,000 credits. 

Plasma Pistol: The smallest of the plasma ejecto rs, this 
weapon has heavy hitting power, but a limited payload. The 
range. however, is impressive for such a smal l weapon. Range: 
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350 feet ( I 07 m). Weight: 4 pounds (1.8 kg), Length : 9 inches 
(0.2 m), Damage: 6D6 (8D6 to frozen world aliens) , Rate of 
Fire: Single shot, Payload: 5 shots. Cost: 4,000 cred its. 

Plasma Ejector: The full-sized, rifle version of the devastat
ing plasma pistol. Range: 1,200 feet (366 m). Weight: I 2.5 

pounds (5.7 kg), Length : 24 inches (0.6 m), Damage: 6D6+20 
(8D6+ 30 to frozen world aliens), Rate of Fire: Single shot. Pay
load: IO shots. Cost: I 5,000 credits. 

Gel Pellet Ammunition and Fuel Packs for Flame Emit
ters: This is the ammunition used by flame producing weapons. 
It is the same cost for fuel or gel pellets. The cost is for a full 
payload for the weapon it is purchased for. Backpack reloads 
cost double the listed price . 

Pistol: 175 credits. 

Rifles: 250 credits. 

Plasma Ejector Fuel Canisters: The specialized heat gener
ated by plasma ejectors is different and more expensive than for 
normal heat-based weapons. 

Pistol: 425 credits. 

Rifles : 750 credits. 

Incendiary Shells for Use in Shotguns: These special shells 
reproduce the effects of incendiary weapons using the large bore 
of the shotgun barrel. All costs are for 25 rounds . Flame rounds 
produce a burst of fire like the dragon weapons above , and gel
pellets work identical to their namesake s. 

Flame rounds: Damage: 406 for standard mix , 6D6 for thick
ened gel, Range: 100 feet (30.5 m). Cost: 200 credits. 

Cold Weapons 

In the high-tech world of aliens and interstellar travel, there 
are a variety of unusual and innovative weapon s. The Atorian 
Empire and others have the ir own collection of specialty weap
ons, including co ld inducing weapons. 

There are two types of cold weaponry, those that fire Dense 
lee Projectile s (a.k.a. DIPs) and freeze damage weapons. DLPs 
use air or powder charges to propel a super-dense fragment of 
ice or frozen metal. When the projectile enters its target, its fro
zen temperature does additional damage. In game terms, each 
bullet lodged in a character 's body wiJI do one point of cold 
damage per melee round (2 point s for each bullet for thermal ali
ens). After 204 rounds , the DIP will warm to a point where it 
does no further damage . They will melt totally in 6+4D6 hours 
so surgical removal may not be necessary unless internal organs 
are damaged or bleeding cannot be stopped (it also hurts like the 



dickens to have anything stuck in one's body for hours. and heal 
ing can't really begin until it is gone). Recently DIP weapon de
signers have been experimenting with freezing toxic/poisonous 
liquids into frozen projectiles. As they melt, the poison seeps 
imo the body or blood of the injured person, inflicting additional 
damage. Some DIPs are designed to fragment, making a larger 
impact wound. Do not underestimate the strength of ice. DlPs 
are almost as strong as conven tional bullets. 

Note: A heat patch has been marketed to melt DIPs quickly in 
the wound. They cost 250 credi ts each and do 1D4 points of 
damage when applied, but they melt the average DlP round in 
five minutes. 

Freezing damage weapons work much like the dragon in
cendiary weapons, but use super cold liquids instead of fire, heat 
and gels. Liquid gases are commonly used as freezing ammuni
tion. These weapons are larger than most because of the refrig
eration units needed to keep their ammunition frozen. Even DIP 
rollnds need special cryo-clips to keep the bullets from melting , 

as well as special gloves when handling the round. Even touch
ing a DIP or freezing chemical gel will cause 2D4 damage! 

Freezing damage weapons require the use of pack units to 
give them adequate payloads. Hip-pack units weigh 8 pounds 
and triple the listed payload of most freeze clips. A backpack 
unit weighs 20 pounds and increases the payload by ten times. 

Freezing Damage Note: Each time a character takes damage 
from a freeze blast, he must save vs non-lethal poison . A failed 
save means one of his limbs temporarily goes numb from the 
cold (compassionate G.M.s can make it the character's leg or the 
arm that isn't the character's normal shooting arm). Of course, 
combat bonuses and/or speed may be reduced I 0% to 60% de 
pending on the amount of impairment. A character that loses all 
S.D.C. from freezing weapon damage or has all limbs, including 
head and ches t. frozen, lapses into a frozen state, eve n if he has 
plenty of hit points left. He can often be revived in a cryo-stasis 
facility or with even heat within 3D4 minutes and with little or 
no side effects. Tho se who lose S.D.C. and hit points are +25% 
to save vs coma and get 3D4 hit points back when revived. 

Dense Ice Pistol: The large OLP cryo-clip is mounted under 
the front of the pistol. This makes the weapon nose-heavy and - I 
to strike unless two hands are used to fire it. Range : 175 feet (53 
m), Weight: 6 pound s (2.7 kg), Length : 10 inches (0.3 m), 
Damage: 3D6 (5D6 to thermal world aliens). Rate of Fire: sin
gle shot, Payload: 10 shots. Cost: 3,000 credits. 

Dense Ice Rine: The rifle version of the DIP pisto l has none 
of the balance problem s of the pistol, despite its own large cryo
clip. Range: 550 feet (168 m), Weight: l 1.5 pounds (5.2 kg), 
Length : 32 inches (0.8 m), Damag e: 5D6 (7D6 to thermal 
world aliens), Rate of Fire: Aimed or Short Burst, Payload: 20 
shot cryo-clip. Cost: 8,500 credit s. 

Freezing Pistol: This weapon fires a projectile that erupts on 
impact to release either a quick freezing gas or gel. See the gen
eral description for complete damage and side effects. Range: 
100 feet (30.5 m). Weight: 6 pounds (2.7 kg), Length: 12 inches 
(0.3 m), Damage: 4D6 plus numbing (6D6 plus numbing to 
thermal world aliens), Rate of Fire: Single shot, Clip Payload: 
Five shots. Cost: 6,200 credits. 

Freezi ng Rifle : The rifle is a large weapon similar 10 the pis
tol, with grea ter range and increased damage. Most of them use 
the hip or backpack for increased payload. Range: 600 feet ( 183 
m). Weight: 15.5 pounds (7 kg), Lengt h: 34 inches (0.9 m), 
Damage: 6D6 plus numbin g (8D6 plus numbing to thermal 
world aliens), Rate of Fire: Single shot , Clip Payload: 7 shots. 
Cost: 13,500 credits. 

DIP Fragme nting Grenade: This is a cryo-case about the 
size of a baseball filled with explosives and fragments of dense 
ice. The concussive force of the blast does damage and sends 
deadly fragments flying like bullets in a circle of destruction. 
Range: Thrown to about 90 feet (27 m). Weight: One pound 
(.45 kg), Blast Radius: 20 feet (6.1 m). Damage: LD4xl0 (dou
ble to thermal aliens), Rate of Fire: Equal to hand to hand at
tacks per melee; each toss counts as one melee action. Cost: 175 
credits each. 

Energy Weapons 

ln the standard Heroes Unlim ited campaign, energy weapons 
are rare and expensive experimental items, but to the alien races 
who have mastered space travel and high technology, such 
weapons are as com mon as handguns and rifles on Earth. There 
are five categories of ene rgy weapons: laser, microwave, particle 
beam, ion, and stun. Laser weapons fire a coherent, damaging 
beam of light. Particle beams and ion blasters use accelerated, 
charged particles in a tight, destructive beam. These are the two 
most powerful kinds of energy weapon s. Stun weapons include 
tasers and other electrical-based devices , as well as spec ialty 
weapons that disrupt or override the nervous or muscular system 
to stun, incapaci tate or disorient a victim. 
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Microwave weapons fire streams of radiated particles that 
travel at amazing speeds, passing through anything not metall ic! 
The se particl es generate great amount s of heat as they pass 
through and cause damage. These streams of particles will pass 
through walls, wood, glass, plastic, ceramics, Kevlar and others. 
Metal of any kind. including aluminum and tin foil, will stop 

them . 

Backpa ck power units are available for each type of energy 
weapo n. They typically provide 10 times the payload of a stand
ard energy clip and weigh 15 pounds (6.8 kg). Typical cost for a 
backpack is 28,000 credi ts. 



Ion Weapons 
Because of their great damage, good payloads, and moderate 

cos1s. ion weapons are commonly the heavy weapons of choice 
for sidearms and personal weapon s. All atorian ion blasters are 
+ I 10 strike and +2 on damage per blast. 

Mini-Jon Blaster: A small pistol about the size of an Earth 
au10-pi<;tol. Range: 200 feel (61 m). Length: 8 inches (0.2 m), 
Weight: 2 pounds (0.9 kg), Damage: 3D6, Payload : 6 sho1 en
ergy clip, Rate of Fire: Single shot: each blast count s as one 
melcc auack. Cost: 2000 cred its. 

Ion Blaster: Thi<; is a full-size pisLOI. s ligh1ly larger lhan the 
mini-blaster. Range: 400 feet ( 122 m ), Length: 8. 75 inches (22 
cm). Weight: 2.2 pounds ( I kg), Damage: 506 , Payload: I 0 
shot energy clip. Rate of Fire: Single shot. Cos t: 5000 credi1s. 

Heavy Ion Blaster: A large, sligh1ly ove rsized pisLOI. Range: 
300 feel (91 m). Length: 10 inches (.3 m). Weight: 3.5 pound s 
( I ~6 kg), Damage: 6D6. Payload: 8 shot energy clip , Rate of 
Fire: Single shot. Cost: 6.750 c redits. 

Ion Blaster Rifle: The standard energy rifle vers ion of the 
ion weapon. Range: 3,000 feel (9 I 4 m ). Length: 24 inches (.6 
mJ. Weight: 7 pounds (3.2 kg) , Damage: 506. Payload: 18 shot 
energy clip, Rate of Fire: Single shot. Cost: 16,000 credit s. 

Heavy Ion Rifle: A heavy, ove rsized rifle . Range: 2.000 feet 
(6 IO m). Length: 30 inches (.8 m), Weight: IO pound s (4.5 kg), 
Damage: I D4x I 0, Payloa d: 12 shot energ y clip , Rate of Fire: 
Sing le ~hm. Cost: 18.000 credits. 

Ion Field Cannon: A heavy infanlry weapon normally used 
for anti-vehicle purposes . Range: 4,000 feel ( 1200 m). Lengt h: 
45 inches ( 1.2 m). Weight: 78 pound s (35 kg). Damage: 
2D8x 10. Payload: 30 sho1 energy battery (weighs I 8 pounds/8.2 
kg.). Rate of Fire: Single shot. Cost: 62,000 credit s. 

Laser Weapons 
Lase rs are the mos1 common energy weapons. They have 

good damage, large payloads, and a superior range. They can be 
considered 1he preffered sidearm s of space travelers . Lasers are 
the only weapons lhat are currently produced with pulse capa
bililies. 

Mini-Laser: Eilher a small pistol or a flashlight -like rod. 
These are common emergen cy weapons or tools. Most of the rod 
types have a low setting lhal allows them lo be used as a cutting 
or soldering tool. Range: 50 feet ( 15.2 m), Length: 4 10 6 inches 
(0.1 to 0.15 m), Weight: 0.5 to one pound (0.2 to 0.45 kg). 
Damage (3 settings): I D4. I D6 and 2D6. Payload : 8 shot en
ergy clip. Rate of Fire: Single shot, Cost: 1800 credils. 

Laser Pistol: The standard, pistol-size sidearm. Range: 800 
feet (244 m). Length: 9 inches (.23 cm). Weight : 2 pounds (.9 
kg). Damage: 4D6. Payload: 20 shot ene rgy clip. Rate of Fire: 
Single shot. Cost: 3,800 credits. 

Laser Pulse Pistol: A large pistol about rhe size of an Earth 
machine pistol. Range: 1000 feet (305 m). Length: 9 inches (23 
cm}, Weight: 2.5 pound s ( 1.1 kg), Damage: 2D6 single shot or 
6D6 for a triple pulse, Payload: 24 shot energy cl ip (a triple 
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pulse uses 3 shots). Rate of Fire: Single shol or a three beam 
pulse (counts as one melee action). Cost: 5,500 credi ts. 

Heavy Laser Pistol : A large , slightly oversized pistol. 
Range: 1000 feet (305 m), Length: JO inches (25 cm), Weight: 
3 pounds ( l. 4 kg), Damage: 5D6, Payload: JO shot energy clip, 
Rate of Fire: Single shot, Cost: 7,500 credits. 

Lase r Rifle: The standard ene rgy rifle version of the laser 
pisto l. Range: 4,000 feet (1219 m), Length: 26 inches (0.6 m), 
Weight: 6 pound s (2.7 kg), Damage: 5D6, Pay load: 24 shot en
ergy clip, Rate of Fire: Single shot, Cost: 15,000 credi ts. 

Laser Pulse Rifl e: The rifle version of the pulse pistol. 
Range: 4,000 feet ( 1200 m), Length: I 9 inches (0.5 m), 
Weight: 5 pounds (2.3 kg), Damage: 3D6 single shot or 
ID4x IO+ IO per triple pulse, Payload: 24 shot energy clip (a tri
ple pulse uses 3 shots). Rate of Fire: Single shot or a three beam 
pulse, Cos t: 2 1,500 credits. 

Heavy Laser Rifle: A heavy assault rifle-sty led laser 
weapon. Range: 6,000 feet (1829 m), Length: 28 inches (0.7 
m), Weight: 8 pounds (3.6 kg), Dama ge: ID4xl0 , Payload: 15 
shot energy clip , Rate of Fire: Single shot. Cos t: 24,000 credits. 

Laser Fie ld Cannon: A heavy, infantry weapon normally 
used for anti-vehicle purposes. Range: 8,000 feet (2438 m), 
Length: 60 inches (1.5 m), Weight: 65 pound s (29 kg), Dam
age: 2D4x l0 , Payload: 40 shot energy battery (weighs 16 
poundsn.2 kg), Rate of Fire: Single shot, Cost: 75,000 credits. 

Microwave Weapons 

Their high cost and low damage make microwave weapons 
less popular than the other kinds of energy weapons, but their 
ability to bypass body armor makes them very attraclive to cer
tain types of warriors. The ·overall lack of huge market s limits 
the production of these weapons and only standard pistol and ri
fle versions are availa ble, but the Atorian Empire does have ex
perimental field models of microwav e weapons. Remember, 
microwave weapon s fire streams of radiated particl es that travel 
at amazing speed s, passing through most anything not metallic! 
These particles generate great amounts of heat as they pass 
through living things and cause damage . These streams of parti
cles will pass through walls, wood, glass, plastic, ceramics , 
Kev lar and others. Metal of any kind, includin g aluminum and 
tin foil will stop them. 

Microw ave Pistol: The standard pistol-size sidearm. Range: 
800 feet (244 m), Length: 10 inches (0.3 m), Weight: 3 pounds 
( I .4 kg), Damage: 2D6, Payload: 15 shot energy clip, Rate of 
Fire : Single shot, Cost: 6,000 credits. 

Microwave Rifle: The standard energy rifle version of the 
microwave pistol. Range : I, 100 feet (335 m), Length: 20 
inches (0.5 m), Weight: 6 pounds (2.7 kg), Damage: 3D6, Pay
load: 20 shot energy clip, Rate of Fire: Single shot, Cost: 
26,0000 credits. 
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Particle Beam Weapons 

These are the most devastating of the energy weapons. These 
are a low payload due to the incredible energy needed to power 
11\em. and high costs, limits their popularity, but their damage 
cannot be equaled in handheld weaponry. 

Particle Beam Pistol: This is a large, oversized sidearm. 
Range: 900 feet (274 m), Length: 10 inches (0.3 m). Weight: 5 
pounds (2.3 kg), Damage: 6D6 , Payload: 6 shot energy clip, 
Rate of Fire: Single shot, Cost: 7,000 credits. 

Light Particle Beam Rifle: The standard energy rifle version 
of the P-beam weapon. Range: 2,000 feet (610 m). Length: 25 
inches (0 .6 m), Weight: 9 pounds (4 kg). Damage: ID4xl0. 
Payload: 10 shot energy clip, Rate of Fire: Single shot, Cost: 
20,000 credits . 

Heavy Particle Beam Rifle: This is the same weapon pre
sented on page 209 of Heroes Unlimited. Range: 3,000 feet 
(914 m), Length: 36 inches (0.9 m). Weight: 12 pounds (5.4 
kg). Damage: 1D6x!O, Payload: 10 shot energy clip, Rate of 
Fire: Single shot , Cost : 24,000 credits. 

Particle Beam Cannon: A heavy, infantry field weapon nor
mally used for anti-vehicle purposes. Range: 4,000 feet (1219 
m). Length: 75 inches (J.9 m), Weight: 105 pounds (48 kg), 
Damage: 1 D6x20. Payload: 20 shot energy battery (weighs 20 
pounds/9. l kg), Rate of Fire: Single shot, Cost: 120.000 credits. 

Stun Weapons 
In the contex t of Heroes Unlimjted, stun weapons do little or 

no physical damage , but they do innic t penalties that daze and 
incapacitate. Particularly tiny or frail creatures and chi ldren may 
suffer 2D6 damage and the duration for penalties may be dou
bled. Psionic characters will have a headache that lasts 4D6 min
utes per each stun blast. 

A typical saving throw is 16 or better; P.E. bonuses to save vs 
poison are applicable. A successful save means the charac ter has 
shaken the effects of the blast and only loses initiative for that 
one melee round (initiative and one melee action from heavy 
stun blasts). 

Light Stunner : A weapon commonly used in riot, crowd and 
animal control situations. It has a short range and delivers a light 
jolt that stuns the nervous system and incapacitates one's oppo-
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nent. Range: 40 feet ( 12 m). Length: 7 inches (18 cm ). 
Weight: 2 pounds (0.9 kg). Damage: Victims must save vs non
lethal poison or suffer -4 on initiative. and -3 to strike. parry, and 
dodge. Duration : I D6 melee rounds. Payload: 12 shot energy 
clip. Rate of Fire: Single shot. Each blast counts as one melee 
attack/action. Cost: 3000 credits. Note: Light stunner rifles are 
identical, except they are 15 inches long (0.4 m). weigh 4 

pounds (1.8 kg). have double the pistol range, 20 shot clips. and 
cost 2,500 credits. 

Normal or Medium Stunners: Range: 85 feet (26 m). 
Length: 8 inches (20 cm). Weight: 3 pounds ( 1.4 kg). Damage: 
Victims must save vs non-lethal poison or suffer -6 to strike, 
parry, and dodge, lose initiative and one melee action. Duration: 
I D6 melee rounds. Payload: 8 shot energy clip. Rate of Fire: 
Single shot, Cost : 5500 credits. Note: Stunner rifles are identi
cal. except they are 16 inches (0.4 m) Jong. weigh 4 pounds (J.8 
kg), have double the pistol range, 16 shot clips. and cost 1850 
credits. 

Heavy Stunners : Range: 135 feet (41 m). Length: 9 inches 
(20 cm). Weight: 4 pounds ( 1.8 kg). Damage: Victims must 
save vs non-lethal poison or suffer -8 10 strike, parry, and dodge, 
reduce speed by half, and attacks per melee round by two. Dura
tion: 204 melee rounds. Payload: 8 shot energy clip. Rate of 
Fire: Single shot. Cost : 7000 credits. Note : Heavy stunner rifles 
are identical, except they are 24 inches long (0.6 m). weigh 5 
pounds (2.3 kg), have double the pistol range, 16 shot energy 
clips, and cost 10,000 credits. 

Sonic Weapons 

Sonic weapons use high-pitched sound waves to produce 
damaging or disorienting effects. There are three types of sonic 
weapons: sonic blasters. sonic stunners. and sonic disruptors. 
Sonic blasters use powerful, compressed sound waves that im
pact on a target and cause damage. These attacks will partially 
pass through armor, causing half damage to the target. Rifts 
Note: In the Rifts setting, sonic weapons will have no effec1 
against mega-damage armor or structures. They are S.D.C. 
weapons. However, half the S.D.C. damage will penetrate 
M.D.C. body annor and M.D.C. vehicles. and hit and hurt the 
person inside. One-third of the S.D.C. damage will penetrate and 
hit operators of power armor and one-quarter of the S.D.C. dam
age will penet rate and hit pilots of small robots and M.D.C. ve
hicles. They have no effect against the pilots of giant robots 
larger than 18 feet (5.4 m). 

Sonic stunner s use sound frequencies to upset the inner ear 
and cause dizziness and loss of balance. Sonic disrupters work 
much the same way as sonic stunners, but their effects reach to 
the brain and cause sensory overload that can result in uncon
sciousness. 

Sonic stunners and disrupters require a save vs non-lethal poi
son. A successful save means no affect. A failed save means pen
alties and side-effects. Roll for eac h auack that successfully 



str ikes. Helme ts add +4 Lo sav ing throw s. Helmets with sonic in
sulation (cost 200 credit s) and full environmental body armor 
(with the helmet on), make the wearer immune to the effec ts of 
sonic stunners and disrupters until the helmet is de stroyed or re
moved. 

Notes: I. All sonic weapons do +10 damage when used un
derwater. 2. Multiple blas ts increase the duration that penaltie s 
last. but the penalties themselves are not cumulativ e. 

Sonic Blaster Pistol: Range: 65 feet (20 m). Lengt h: 9 
inches (20 cm), Weight: 3.2 pounds (I .4 kg), Damage: 2D6 ; 
half will carry through the armor and inflict S.D.C./hit point 
damage. Payload: 10 sho t energy cl ip. Rate of Fire: Single 
shot, Cost: 3500 credits. 

Sonic Blaster Rifle: Range: 100 feet (30 m) , Length: 24 
inches (.6 m). Weight: 7.6 pounds (3.4 kg), Damage: 3D6+2; 
half will carry through armor. Payload: 20 shot energy clip, 
Rate of Fire: Single shot. Cost: 6.500 credits. 

Sonic Stunner Pistol: Range: 150 feet (46 m), Lengt h: 9 
inches (23 cm), Weight : 3.5 pounds ( 1.6 kg), Damage: I point 
plus save or suffer -5 on init iative, -4 to strike, parry , and dodge 
for I D4 me lee rounds, Payload: 15 shot energy clip , Rate of 
Fire: Single shot , Cost: 4.000 credits. 

Sonic Stunne r Rifle: Range: 175 fee t (53 m), Length: 20 
inches (.5 m). Weight: 7 pou nds (3.2 kg), Damage: I point plus 
save or suffer -7 on ini tiative and -6 to strike, parry. and dodg e 
for I D6 melee rounds. Also reduce spd. by 20%, Pay load: 18 
shot ene rgy clip, Rate of Fire: Single sho t, Cost: 14,900 credit ~. 

Sonic Disrupter Pistol: Range: 85 feet (26 m), Length: 8 
inches (20 cm), Weight: 4.5 pounds (2 kg), Damage: 2 poinf s 
plus ~ave or be rende red unconscious for I D4 melee round s. If 
the character makes a successful sav ing throw, he remain s con
sciom, but is -2 on initiative, to stri ke, parry , and dodge for I D6 
melee rounds. Multiple blasts increase the duration that penaltie s 
last. but the penalties themselves are no t cumulative . Payload: 
10 sho t ene rgy clip. Rate of Fire: Sing le shot. Cost: 1800 cred
its. 

Sonic Disrupter Rifle: Range: 200 feet (6 I m), Length: 2 1 
inches (.5 m). Weight: 6.8 pounds (3.1 kg), Damage: 3 point s 
plus save or be rendere d unconscious for I D4 melee round s. If 
the character makes a successf ul saving throw , he remain s con
scious but is -2 on initiative and to strik e. parry. and dodge for 
1D6 melee rounds. Payload: 12 shot ene rgy clip , Rate of Fire : 
Single shot, Cost: 5.500 credit s. 

Sonic Blaster: Range: 100 feet (30 m), Damage : 3D6, half 
will carry through am10r. Sonic Stun ner: Ran ge: 175 feet (53 
m). Damage: I point plus save or suffer -6 to strike , parry, and 
dodge for I D6 melees. So nic Disr upter: Range: 150 feet (46 
m). Damage: I point plus save or be rendered uncon sc ious for 
I D4 melee attac ks and -2 to strike , parry, and dodge for I D4 ad
ditional auacks wh ile sha king the effects off (the -2 penalty here 
is cumulativ e with Lhe -6 above if it was 1101 saved agains t, for a 
total pena lty of -8). Rate of Fire : for all se tting s: single shot, 
Length: 30 inche s (.8 m). Weight : 13 pound s (5.8 kg ). Pay 
load: 30 shot energy d ip. Cos t: 12.000 credits . Rarely available. 
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Atorian Variable So nic Rin e: Thi s is a large sonic rifle with 
various generator s in it, and a selector switch. It can be set to 
function as any of the three kinds of sonic weapons. With the flip 
of a switch a so ldier can disorient opponents with a sonjc stun
ner effect, then sw itch to a disrupter anack on his next action and 
render them uncon scio us. The damage and range statistics vary 
with the weapon's sett ing , but are all equivalent to rifle range 
and damage. Cos t: 25,000 credits. 

Atoria n Sonic Can non: Thi s field weapon take s all three as
pects of sonic weapons and combines them into one devastating 
attack. When the sonic cannon hits a target without sonic insula
tion, the victim must save vs non-lethal poison twice ; once to re
sist disorientation penalties (as per stunner s) and again to fight 
off unconsciousness (as per disrupter). In addition, the hap less 
target suffers damage from the impact of the blast. Half of the 
damage done is to the struc ture of the body armor, vehicle or 
protective cover, and the other half hits ALL the occupants of a 

vehicle's cockpit/pilo t 's com partment inside, or everybody in a 
ten foot (3.0 m radiu s). This makes it an incredibly effective 
field weapon against power armor and vehicles, because not 
only does it damage the vehicle but there is an excellent chance 
that one to three blasts will incapacitate or knockout the pilot 
and his crew! 

Range: 800 feet (244 m ; double underwat er). Blast Area: I 0 
foot radiu s (3.0 m: roug hly a 20 foot/6. l m diameter of effec t -
double underwater). Length: 48 inches ( 1.2 m). Weight: 98 
pounds (44 kg). Damage: 2D4xl0, halfof which carries through 
armor and may inflict unconsciousness and di sorienta tion. Pen
alties From Stun Effect: No initiative, reduce number of at
tacks per melee by half, spee d by half, skill profi ciency by half, 
-7 to strik e, parry, and dodge for 2D4 melee rounds. Half penal
ties on a successful save. Pay load: 30 shot energy battery 
(we ighs 25 poundsn.6 kg).) or 100 sho t field generator. Rate of 
Fire: Two time s per me lee round (15 seconds). Note: Not effec
tive against robots larger than 35 feet (10.7 m) and aircraft, 
spacecraft or vehicles larger than 60 feet ( 18.3 m). Cos t: None 
have ever been available, even on the black market. The Empire 
protects these weapons well and no other major weapon manu
facturer ha s yet perfe cted a production line model. Estima ted 
cost: 3D4 million credits. 

Body Armor 

Note: All armors on page 212 of Heroes Unlimit ed are avail
able at the prices listed. Also see Palladium 's Compendium of 
Contem porary Weapo ns for add itional conventiona l body ar
mor , riot gear and other weapo ns and equipment. 

Kisentite Armor: Any of the ancient styles of armor from 
chain mail to full plate armor can be fashioned out of Kise ntite , 
but the metal is not plentiful, is too heavy for most beings and 
the cos t is high. Thus , this armor is really only suitable for cy
bo rgs and beings with incredible P.S. and P.E. Thi s is the main 
reason only weapons are forged from the substan ce. Here are 
some common type s of Kisentit e Armor: 
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K-Mail & Ceramics: A.R. 15, I 00 S.D.C., weight: 60 lbs (27 
kg), Cost: 4,000 CR, penalties: -10% prowl, acrobatics and gym
nastics. 

K-Chain Mail (light): A.R. 14, 85 S.D.C., weight: 70 lbs (31 
kg) , Cost: 2,600 CR. penalties: - 15% prowl, acrobatics and gym
nastics. 

K-Double Mail: A.R. 16. 120 S.D.C., weight: 90 lbs (40 .8 
kg), Cost: 4,000 CR , penaltie s: -20% prowl, acrobatics and gym
nastics. 

K-Scale Mail: A.R. 17, 160 S.D.C., weight: 100 lbs (45 kg), 
Cost: 6,500 CR, penalties: -25% prowl, acrobatics and gymnas
tics. 

K-Plate Mail: A.R. 18, 300 S.D.C., weight: 140 lbs (63 kg), 
Cost: 10,000 CR, penalties: -40% prowl , acrobatics and gymnas
tics , reduce speed by 20% and increase the fatigue factor by 
50%. 

Atorian Diamond Armor: The Atorian Empi re has devel 
oped a process that chemically strengthens crystal armor. Com
bining this technology with advanced design s, they have 
developed a hardened body armor which functions like robotic s 
armor in terms of armor rating rules. If a roll to strike is less than 
the armor's A.R., the attack simply bounce s off! Attack rolls 
equal to or greater than the A.R. do full damage to the armor. 
The Empresses keep heavy security ove r the secret process, and 
only the most loyal atorian commanders and personal guards 
have the armor. Many governments have reward s out for infor -
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mation on this proce ss, but no one has managed to get a copy of 
it yet. Rewards can total as much as a million credi ts. 

Armor A.R. S.D.C. Weight Cost* 
Diamond Vest (1/2 suit) 9 110 13 lbs/6 kg N/A 
DiamondArmor (Fu ll) 12 220 17lb s/7.7 kg N/A 

* lf any suit were to find its way to the mark et, prices would 
begin at 70,000 credits. If the proces s was ever copied and the 
suits were to be mass produced, they would be limited to mili
tary personnel for quite a wh ile, and the price would rema in 
high, about 50,000 credi ts. 

Crystal Armor: Coming in either a transparent or translucent 
form of any colo r, this armor is grown in molds and reaches a re
sistance level equal to that of Hard Armor. However, it is much 
lighter. As can be expected, cost is high , but availability is good . 
Man y Imperial Lord s, Duke s, and Duche sses outfit their guards 
and bodyguard s with this attractive but functional armor. Move
ment penalties are also slight: -5% to prowl, - I 0% on acrobatics, 
gymnastics and similar skills. 

Armor A.R. 
Crystal Vest (1/2 suit) 12 
Crystal Armor (3/4) 16 
Crystal Armor (Full) 17 

S.D.C. 
120 
260 
280 

Weight 
10 lbs/4.5 kg 
12 lbs/5.4 kg 
13 lbs/6 kg 

Cost 
2,800 CR 
4,000C R 
4,500CR 

Flexible Armored Suits (FAS): Very similar to the Flexi
Steel armor developed by Fabricato rs Inc. on Earth (see Villains 
Unlimited), FAS armor fits like an athlete's body suit. It is mad e 
of an advanced alloy that shifts to accommodate movement, yet 
provide s unrivaled protection for the amount of flexibility it al
lows. FAS armor is practi ca lly undetectable under clothes and is 
perfect for bodyguards, undercover police , spie s and anyone in a 
low profi le but dangerou s profession. They can also be worn un
der other armor, for additiona l S.D.C. protection. FAS armor is 
the only non-rigid armor that can have spec ial annor options 
added to it or be worn with other types of armor. No movement 
penalties! 

Armor 
FAS Torso Armor (half suit) 
FAS Body Armor (3/4 suit) 
FAS Full Body Armor 

A.R. 
10 
14 
16 

S.D.C. 
80 
175 
200 

Weight Cost 
JO lbs 2,000 CR 
14 lbs 4,500 CR 
16 lbs 5,000 CR 

Kinetic Suits: The se suits are not prore crive S.D.C. armor in 
themselve s, but serve to augment the capabilities of armor. 
Th ey appear to be lighlly padded, wire-mesh suits that are worn 
beneath standard armors. even FAS armor. Kinetic suits use a 
unique compound that distributes the force app lied to it across 
its entire surface. 1n game terms, this means that the impact of 
projectiles, arrows, explosives, punches, falls and sonic blasts 
that hit and pass through the top annor will do only half dam
age! This does not includes energy beams (they have no impact). 

Kineti c suits have no A.R. ratin g or protective S.D.C. This 
techn0logy is still new and prices are high. Cost: 20,000 credi ts. 
Repairs cost 100 credits per square foot. 

Thermolate: Another armor augmenting and surv ival item, 
thermo late is also new technology and expensive. It resembles 
FAS armor in that it is a close fitting body suit of dull grey colo r. 
Enhance d material propertie s aJlows the suit to counteract the 
environmental temperature when it greatly differs from the body 



inside it. A cha racter can function in temperatures as much as 40 
degrees Fahrenheit above or below (+/-22 C) his normal level of 
tolerance before suffering from exposure. Human exposure tem
perawres are roughly 35 degrees Fahrenheit (2 C) from the cold 
and I 00 degrees Fahrenheit (38 C) from heat. Cost: I 0,000 cred
its. 

Power Armor 
Exoskelerons are basically wire frame constructs or simple, 

ligh tly am1ored shells or braces designed to augment a charac
ter's physical attributes by increasing speed, strength , agility or 
endurance. Many provide little or no armored protection. Power 
armors are full su its of roboti c armor that use the robot A.R. 
rules and are designed to both protect and enhance the weare r. 
All robotics sold to the general public are powered by a mkro
generator and recharger that have a five year life. Any color or 
style is available. 

' Unlike Earth with its new and experimenta l robotics pro-
grams. the galaxy is filled with races that have achieved much 
higher levels of success in that area . Some are even marketing 
their successes. In the interest of preserving their technical supe
riority, these races will only sell inexpensive, low capability exo
skeletons and robots. Few offer upgrades, and most mass market 
power armors come with no built-in weapon systems. 

Characters who feel they need to have upgrades or weapons 
installed have little recourse other than to tum to the black mar
ket. organized crime or hardware/robot spec ialists. In such are
nas they will be able to find what they want , but it will be 
expe nsive (25% to 75% higher than book prices). Furthermore, 
avai lability of particular weapons, gimmicks. features and im
provements may not be available (GM. 's discretion). 

Even a character with the robot electronics and mechanics 
skills will find it expensive to do the work himself. Before he 
can even make a roll (-40%), he will have to buy pan s and may 
need to rent expensive equipment. Rare , uncommon parts will 
cost him 50% to 150% above book price. G.M. Note: If the 
Game Master feels uncomfortable with exoskeletons or upgrades 
outs ide of the Robotics class. he or she can rule that such equip
ment is not available. For a vast variety of different types of 
power armor, take a look at Rifts, Rifts Sourcebook One, and 
Rifts Triax: of course. the mega-damage stats will have to be 
conve rted and modified (reduced ) for use in Heroes or Aliens 
Unlimited. 

The following are some quick ie stats for various basic types 
of mass market exoske letons and powered suits. 

Light Exoskeleton: Provides the following bonuses and sys
tems: +4 10 P.S., reduce fatigue by 50%. increase speed by 10%, 
leap six feet (1.8 m), advanced optic system (typically multi -op
tics), and basic commu nications system. The light exoskeleton 
has no armor rating and only 15 S.D.C. protec tion for the wearer. 
If buih into a suit of Hard Armor it will have A.R. 16, S.D.C. 
200. Normal A.R. rules are used for this suit, not the vehicle/ ro
botics/natural A.R. rules. Cost: 170,000 credits. 

Utility Exoske leton: A wire frame, strength augmenting sys
tem that is designed for heavy work (not combat). +6 to P.S., can 
lift and carry weight 10 times normal , reduce fatigue by 60%, in
crease speed by l 0% , and has a basic communica tions system. 
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Light Power Armor 

The exoskeleton offers an A.R. of 8 and 25 S.D.C. protection for 
the wearer. Cost: 200,000 credits. 

Combat Exoske leton: A wire frame, stre ngth augmenting 
system that is designed for combat. +6 to P.S., +2 to P.P., in
crease speed by 20%, add one attack per melee round , and + 1 on 
initiat ive, plus reduce fatigue by 50%, and it has an advanced 
optic system (typically multi-optics). and basic communi cations 
system. The exoskeleton has an A.R. IO and 50 S.D.C. Cost: 
270 ,000 credits. 

Light Power Armor: Provides the following stats and sys
tems: A.R. 12, S.D.C. 200, P.S.: 22, Spd.: 45 (30 mph/48 km), 
advanced robotics optic system, advanced audio and communi-



cat ions sys tem, targe ting sight (+I to strik e), and can leap 12 feet 
(3 .6 m). Cost: 450.000 credi ts. A jet pack can be added for flight 
capabi lities. Jet Pack: Speed: 250 mph (400 km). Range : Fue l 
for 350 miles (560 km). Bonuses: +2 to dodge while in flight. 
Cost: adds I 00,000 10 the cost of armor. 

Heavy Powe r Armor: Provides the fo Uowing stats and sys
tems: A.R. 15, S.D.C. 400. P.S.: 27, Spd.: 88 (60 mph/96 km), 
advanced robotics optic system, advanced audio and com muni 
cations sys tem, targeting sig ht (+1 to strike), short- range radar (8 

mile s or 13km, 24 target tracking ), and can leap 20 feet (6 m). 
Cost: 650,000 credits. A jet pack can be added for flight capa
bilities. 

Jet Pack: Speed: 200 mph (320 km). Range: Fuel for 275 
miles (440 km). Bonuses: + I to dodge while in flight. Cost: 
adds 100,000 to the cost of armor. 

Environmental Suits 
To make it easier on players buying equipment, a few spec ific 

environmental surviva l suits are prese nted here. Some of the 
specific alien descriptions may also offe r additional type s of 
space suits and Environmental Battle Arm or (EBA). The tem
perature contro l systems and insu latio n protects from heat and 
cold (reduce damage by 1/2 from hea t and co ld attacks and envi
ronment s). 

Hostile Environment Survival Suits (H.E.S.S.): An unar
mored survival suit that protects the character from hostile envi
ronments. These can be used as stand ard space suits. Light suits 
have A.R. 6, 15 to 20 S.D.C. and light insu lat ion. They have no 
movement penalties. Heavy models protect against extre me te m
perature range s and have an A.R. 8, S.D.C. 25 to 30, but are -
10% to prowl, perform gymnastics, acroba tics, climb or sw im. 
Cost: 11,000 credits for light models and 16,000 credit s for 
heavy models. 

Hostile Environment Survival Armor (H.E.S.A.): Thi s fuU 
environmental suit is combine d wit h plastic. ce rami c and metal 
armor for additiona l protection. Include s full insulation , environ
mental air purificatfon system, rad iation shieldin g, and built -in 5 
mile (8 km) radio. Light : A.R. 10 or I I , S.D.C. 55 to 85, prowl 
and similar skills are -5% and reduce speed by I 0%. 

Heavy: A.R. 12 or 13 and 90 to 150 S.D.C., but are - 15% to 
prowl, perform gymn astics, acrobatics. climb or swim . Also re
duce speed by 20%. Cost: 18,000 credit s for light insulation , 
25,000 credits for heavy. 
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Full Environmental Batt le Armor: This is a heavily insu
lated hard suit with full enviro nmental sys tems like the H.E.S.A. 
Typica lly, they have an A.R. of 15 to 17. S.D.C. 180 to 250. 
Cost: 38,000 credi ts. 

Shields 
All shields are sma ll and light. Sh ie lds have no A. R. rating 

because they are used to directly cou nter an attack. They either 
block it or they don 't. Shields give their user +2 to parry in melee 
combat. Project iles and ene rgy blasts can also be parried, but at -
6 due to their high speeds of trave l. Laser resistant coa tings can 
be applied to shie lds to renect them without damage to the 
shie ld. Kisentite shie lds are very expensive. A Kisentite shield 
only suffers damage when parrying ene rgy weapons or other kis
entite weapons. A shie ld suffers damage only on a "ca lled" shot 
that is directed at the shie ld itse lf. 

Costs : Typica l metal and cera mic shie lds cost about 5 credi ts 
per S.D.C. to a maximum of 80 S.D.C. (400 cred its). Kisenti te 
shield s cos t 20 credits per S.D.C. point to a maximum of 100 
(2000 credi ts). 

Special Features for Armor -----
The following specia l options can be applied to any rigid ar

mor, be it metal , ceramic, plastic, crystal, diamond. or a surviva l 

suit (the latter could be rigid o r not). Robot and bionic chara cters 
are also welcome to add these option s to 1heir armor s. Up 10 five 
features can be added to a suit of armor. 



Cold or Heat Insulation: Special insulation is added to re
duce the effects of cold or heat on the annor wearer. Characters 
wearing insulated annor only suffe r half damage from cold or 
heat attacks and environments which it is insulated against. 
Thenual and frozen world aliens would only suffer nonna1 dam
ages instead of increased ratings. Cost: 5,500 credits for each 
kind of insulation, or 8,500 for both. 

Environmental Syste m: The annor must include a helmet. 
The helmet is sealed to the torso annor by a neck addition, and 
an independent air supply with an air purification and circulation 
system which is incorporated in a portable backpack (A.R. 10, 
50 S.D.C.). All this provides is an airtight environment with a 
breathable atmosphere that can be cleaned and breathed without 
getting stale for I D4 days. Cost: 5,000 credits. 

Force Field Generators: Still a new technology, portable 
force field generators are very expensive. They cover the body 
w)th a close fitting force field for protection. Pistols and other 
small weapons cannot be used while the field is engaged , but ri
fles and large melee weapons are not contained within the field 
and can be used. The small rechargeable batteries that power a 
compact field generator have a life of about 24 hours before 
needing to be recharged. Recharging costs 500 credits. The 
S.D.C. of the force field is 100 but it regenerates 10 points per 
hour. Cost: The force field generator and system costs: 60.000 
credits . 

Laser Resistant Coating: This reflective ceramic coating 
partially deflects the damage of lasers. As a result, lasers and En
ergy Expulsion: Light powers on ly do half damage to the charac
ter and the annor. Can be applied to ancient and modern styles 
of annor. Thi s cannot be combined with any other type of exte
rior coating. Cost: 50 credits per A.R. point of the armor. 

Magnetic Particle Coating: A layer of ceramics formed of 
magnetic particles coats the annor and breaks up the coherent 
beams of charged particles from ion and particle beam weapons. 
The armor and wearer of this coating only suffer half damage 
from such weapons. Thi s cannot be combined with any other 
type of exterior coat ing. Cost: 500 credits per A.R. point of the 
annor. 

Stealth Coating: A chem ica lly treated, non-refle ctive coa ting 
is applied to the armor. The character is invisible to radar and 
sends confusing signals to thennal sensors and infrared systems. 
The dark coating also helps the character to prowl (+10%) at 
night and in dark settings. This cannot be combined with any 
other type of exterior coating. Cost: 30,000 credits. 

Radiation Shielding: The armor is treated and designed to 
prevent the penetration of hannful radiation. A radiation detect
ing gauge is also installed with this option. Cost: 2,000 credits. 

Magnetic Boots : These boots have powerful magnets to an
chor them to solid metal surfaces. They add + 15% to a climbing 
skill if the structure being climbed is metal. They are especially 
useful in space to hold a space walker to the hull of a spacecraft. 
Cost: 2,000 credits. 
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Other Equipmen t 
Any of the following items can be portable , handheld equip

ment or built into body and power annor. Game Masters can also 
use other features and equipment found in any of Palladium's 
other RPGs (check our Rifts titles and the Robotec h game 
books). 

Micro-Translator: A small compu ter pack, about the size of 
most Eanh lap-tops, with a headset or transmitter/receiver that 
slips into the ear and a miniature microphone to speak into. 
Alien languages (if known by the compu ter) will be translated 
and sent to the ear speaker. The computer must first hear a lan
guage 10 determine if ir knows it. This technology is still rela
tively new and is often used by diplomats. political dignitaries , 
space merchants, wealthy mercenaries and explorers. It knows 
approximately 322 languages. including all known members of 
FAR, The Atorian Empire, Earth and others. Weight: 3 pounds. 



Length: About 12 inches (0.3 m) long, eight inches wide (20 
cm), and two inches (5 cm) thick. Cost: 45,000 credits. 

Atmosphere Analyzer: A handheld mini-computer about the 
size of a large pocket calculator. It has two sensory antennas, 
each about 3 inches long (8 cm ), which analyze air/gas compo
sition, temperature, corrosive or toxic eleme nts, and light and ra
diation levels. It is used to determin e the general compatibility 
of an atmosphere for a spec ified race. A different program will 
be needed for each race. Cost: 8000 credits. 

Chemical Analyzer: This device looks like a 4.5 inch metal 
cylinder with a small readout screen on its top face, along with 
several buttons. A small portion (about 1/2 teaspoon) of any 
solid or liquid is placed into the analyzer. About two minute s af
ter being activated , a readout of the substance's chemical com 
position is scrolled slowly over the screen. Cost: 50,000 credi ts. 

Portable Medical Computer: This compu ter unit is about 
the size of a large three-ring binder. It has a fulJ keypad and a 
flip-up screen. Characters unskilled in medical emergencies can 
ask the computer for help. They type in the injuries or symp
toms, and the medical programs ask further questions to clarify 
the problem, using graphics and text to effect greater precision in 
diagnosis. It then suggests treatment with step by step instruc
tions, diagrams and photographic references. More expens ive 
models are given vocal capabilitie s. Skill leve l: 55% diag
nose/65% treatment. This reflects the comp uter's base level of 
expertise in the hands of a completely inexperienced character. 
Add 20% when in the hands of a paramedic or nurse and 30% in 
the hands of a doctor. Cost: 20,000 for text models; add 2,000 
for voice system. 

Radiation Detector: A wristwatch size and sty led sensor that 
comes in many different models . It gauges the type and danger 
level of radiation that is dangerous to a part icular race. A simple 
audio alarm beeps or buzzes and a warning flashes on the face of 
the watch. It activates automatically. Cost: 600 credits. 

Navigat ion Mini-Computer: This is a handheld unit about 
the size of a paperback novel , with a small screen and keypad. It 
will give compass directions, always indicating north, as well as 
show wind direction and speed. If there is a satellite or orbiting 
spacecraft to feed it information, the NMC will show a general 
aerial map of the area within a three mile (4.8 km) radius. Adds 
+20% to navigation rolls with full satellite support, or +5% for 
just the unit. Cost: 750 cred its. 

Aberrant Bio-Signature Detector (a.k.a. ABS detector ): 
This device is stilJ experi mental and, as a result, does not have a 
great percentage for success: 71 % for the full-size models and 
55% for the portable compac t models. In basic game terms, it is 
a super ability detector! The machine does not identify what the 
specific super or psionic abil ities are, only that the bio-signature 
indicates the potential for (active or latent) supe r abilities. Note 
that the ABS detector has a tendency (80%) to registe r attributes 
above 20 as non-standard energies (be it mental or physical). 
The machine will give the following resu lts after a 15 second 
(one melee round) scan: 

1. Genetic class (mutant, genetic manipulation/reconstruction , 
chemically alerted, radiation or alien). 

2. The presence of non-standard energies (super abil ities). 
3. The presence of non-standard menta l energies (psionics). 
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The scanner works by having a sensor pad touched to or laid 
on the head or chest of the test subject. Full-sized models are the 
size of a briefcase and have a computer keyboard, monitor and 
120 mega-bytes of memory. Compact models are the size of a 
small portab le comp uter and have 80 MB of storage memory. 
Cost: Full sized: 700,000 credits. Compact: 780,000 credits. 

Aberrant Biological Energy Dampeners (ABE Dampen
ers): Normally used by law enforceme nt personnel , these items 
are also popular in slave markets and arenas. They are over-sized 
boots and gauntlets that generate a field to suppress aberrant en
ergies, i.e. super abilities and psionics! In game terms, they func
tion exactly like the major super ability Negate Super Powers , 
but it will also impair bionics (all sensors and bio-systems are 
slow to respond: no-combat bonuses, speed is reduced by 75%, 
and weapons are deact ivated). In addition. it interferes with 
magic (half the normal duration and damage). Cost: One million 
credits per ABE system. 

Artificial Augmentation 

Cloned Parts & Augmentation 
The high level of medical advancement in the galaxy makes 

cloned replacements for lost limbs or organs (except the brain 
and spinal cord) possible. The character has tissue samples 
taken , and the parts wilJ be grown for him (takes 6 months). If he 
should ever need that replacement, it is taken out of stasis and 
attached. The new limb or internal organ will match the charac
ter's unique bio-signature exactly. Advancements in the creation 
of synthetic skin and internal organs allow easy operations and 
replacement of internal organs, skin and limbs without benefit of 
cloning. Also see bionics. 

Cost of artificial bio-systems: 
Vital Organs: 15,000 credits each. 
Other Organs (Eyes, Ears , Throat , etc.): 5,000 credits each. 
Arms: 8,000 credi ts each. 
Legs: 12,000 credits each. 
Skin: 1,000 credits per square foot ( I 0,760 cred its per square 
meter). 

Alien Bionics -----------
Most advanced races have deve loped the science of cyber

netic augmenta tion. This means they can create partial or full cy
borgs, as well as replace damaged organs and limbs with 

mechanica l ones. They can also implant small devices to boost 
the senses or provide mechanical assistance like monitoring ra
dio transmissions , etc. A partial or full alien cyborg can be cre
ated with the rules in Heroes Unlimited , pages 60-67. Also see 
Ninjas & Superspies for additional gimm icks and bionic im
plants, and the Rifts RPG and Rifts Triax for additional ideas 
for cybernetic implants and bio-systems. Of course, weapons 
and armor must be changed from mega-damage lo S.D.C. for the 
Heroes Unlimited setting. 



The cost of bionic const ruction by aliens will be one-quarter 
Lhe prices listed for Earthli ngs in Heroes Unlimited. The prices 
in Rins are doubled. 

Bionic implants and cybe rnetic s used as prosthetic s to replace 
missing limbs and organs can be perfonned on super-powered 
beingl. as well, but even partial reconstruction will eliminate all 
or most of a charac ter's super powers, magic or psionic abili ties. 

A good rule is that three small implan ts or repla cement organs 
and one limb will not adversely affect a character' s ability. Each 
and every implanL or limb/large cybe rnetic additfon beyond the 
first four will have drastic affects. Mystics will have their spell 
effects . damage, duration and range cut in half for each new 
bionic item. Psionics will lose half of their I.S.P. and the range, 
duratio n and damage of psionic abil ities will be reduced by half 
per each additional implant. Superbiengs lose one melee attack 
and the duration, dama ge, and range of their abilities are reduced 
by half for each additional bionic item. The penalty is cumula
tive for each implant beyond the 3 small and one large limit. In 
ALL cases, the character loses all special abilities if half of his 
body is bionic (pan ial reconstruction ), but effectively switches 
his orig inal character class from superbieng , magic user or 
psionic to cyborg/b ionic. 

Humanoi d Robots & Androids 
Another entire book could be written on robots and androids, 

so this sect ion will only present a few specific, specialized ro
bots and andro ids. Some are surprisingly affordable. This is be
cause there is a great demand for that type of robot, so they can 
be produced in large quantities and their prices are reduced. 
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Androids are designed to appear as human (humanoid) as 
possible. Thi s means most will have natural sounding voices and 
response patterns, and artificial skin cove ring at least their faces, 
neck and hands. The rest of its body may be mechani cal or ar
mor covered but can be concea led with clothing. Robots are 
often humanoid or bipedal in construction, but are obviously ma
chines. These robot s have no personalities , voice s are digitized 
(exce pt for some transla tors) and they may be larger or smaller 
than the beings who make them . They methodica lly go about 
their jobs until told to do otherwise, or until a pause is required, 
in which case they simply stop moving and rest. They are ma
chines and equipment, not interactiv e NPC s, unless the Game 
Master wishes to animate them (their logic, programming and 
structured perception s can make for great comic relief). 

All robots and androids have both the basic listening system 
and the basic optic system s. All combat robots will have target
ing sight s and comba t computers; additionally, battlefield and as
sault robots will also have micro-radar and maxi-radar 
respectively. The special coatings listed under the annor section 
can be applied to robots. Remember , avai lability and prices are 
not equal to Earth prices but reflect advanced alien technology 
and markets. 

Communicati on & Translator Android : They are a com
mon sight at the sides of political ambassadors, dignitaries and 
important people of state. They are a full-sized version of the 
portable languag e translator with arm s. legs and a humanoid ap
pearance. CT android s are programmed with over 600 languages 
from across the galaxy. Their vocal capa bilities are top of the 
line and their hearing is common ly ampl ified tO pick up each 
and every inflection and variation in dialec ts. 

l'ypical CT Android statistics: A.R. 6, S.D.C. 150. All attrib
utes are 10, except for I.Q. l 3 and M.E. I 3. Height: 6 feet ( 1.8 
m). They have no weapons and are not programmed to use any 
type, not even a knife or club. Furthermore , their programming 
prevents them from taking any hostile action even in self-de
fense, other than dodge and parry (both +4) and to run away to 
get help. This has been done to assure the safe ty of the political 
and business leaders they assist. Their programming includes the 
following skills, eac h at 92%: Computer operation , radio: basic, 
radio : scrambler , radio: satellite , cryptography, laser comm uni
cations, read sensory instruments, T.V./video, navigat ion, pilot 
hover car, language s: 600 of them. Cost: 1.2 million credits. 

Navigation & Pilot Android: Commonly employed as 
chauffeurs and co-pi lots, these robots are highly skilled pilots, 
but they lack imagination and initiative . and follow orders to the 
letter. Maneuver s and procedures will be textbook perfect , but 
specia l maneuver s or illegal activity will tend to confuse them. 
The y are not trained in weapon comba t, except for vehicle 
mounted defense systems. 

Common NP Android statistics: A.R. 10. S.D.C. 160. AJI at
tributes are the equivalent of I I. Height: Varies, genera lly com
patible with the purchaser's racial characteristics or preferences. 
Programming includes the following skills at 90%: Basic and 
advanced mathemati cs, navigation , navigation : space, land navi 
gation, read sensory instruments, weapon systems, radio: basic, 
48 different langua ges, and select 9 piloting skills (any) . Cost: 
1.5 million credits. 



Medica l Robots: These can be android s or mechanical look
ing robots. Their common uses are as paramedics. nurses, chem
ists and assistants to flesh and blood doctors. Mobile units can 
have either legs or wheels, and man y resemble robotic spiders 
with four to six spider-like legs for greater speed and balance. 
Many of the robots will have a seco nd pair of smaller arms and 
hands designed for delicate surg ica l uses and complex tasks. 

Common Medical Robo t statist ics: A.R. 10, S.D.C. 160 to 
200. All attributes are I 0, except I.Q. 16, P.P. 16, and speed 33. 
Height: varies. Programming include s the following skills at 
94%: Biology, pathology. paramedics, read sensory instrument s, 
computer opera tion, radio: basic, chemistry, chemistry: analyti
cal, 48 different languages, basic and advanced mathematics and 
W.P. knife. Cost: 2.7 million credits for robots. 3 million credits 
for androids. 

Mini-Reconnaissance Robot: Al less than four feet ( 1.2 m) 
tall, these machines are used for steal!h and light support pur
po:res. They hardly ever have humanoid appearances. More than 
likely, they will be bulbous or cy lindrica l in shape, with retract-

Mini-Comba t Robot 

Humanoid Combat Robot 
with Atorian Incendiary Gun 
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able blades and/o r protrudin g weapon barre ls. They may move 
via a hover system, antigravity (add 5 million) or legs, and may 
or may not have arms. Common weapons include large retrac t
able blade s (used for raking fly-bys, dama ge is 6D6), a pa ir of 
small rifle-class weapon s (projec tile or energy: 4D6 dama ge per 
single blast or shot) or a small missile rack ( I D4x IO dama ge 
each; payload of 4). 

Common Mini-Reconnaissance Robot Statistics: A.R. 13, 
S .D.C. 200. All auributes are l 0. Heigh1: Varies, but rarely larger 
than 3 or 4 feet (0.9 to 1.2 m). Programmin g includes the follow
ing skills at 90%: W.P. knife, W.P. energy rifle. W.P. semi and 
fully automati c rifles. land navigation, inte lligence (recog nizes 
1200 different enemies, including insignias, uniform s, weapons, 
and vehicles) and know s 72 different languages. It can also 
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Standard Humanoid Combat Robot: These are powerfu l, 6 
to 8 foot ( 1.8 10 2.4 m) tall humanoid robots used for security. 
general combat duties, support, and front- line comba t. They can 
carry and fire any of the oversized field weapons described pre
viously, except for cannons and other artillery. Some pirates and 
mercenary forces use them as initial assau lt units to soften up en
emy defenses. The robot's lack of ingenuity and adaptability 
limits its abili ties compared to flesh and blood troops. A small 
missile pod is normally built into the center of the chest 
( I D6xl 0 damage each; payload of 4). and a light energy weapon 
is integrated into the right or left forearm (typica lly ion or laser). 

Common Combat Robot Statistics: A.R. 15, S.D.C. 400. All 
attributes are IO except P. P. 20, P.S. of 25, Spd. 44. Height: Var
ies from 6 to 8 feet ( 1.8 to 2.4 m). Programming includes the fol
lowing skills at 90%: W.P. knife, W.P. energy rifle, W.P. semi and 
fully automatic rifles, W.P. heavy, weapon systems, radio: basic, 
and robotics combat program. Combat Statistics: 6 auacks per 
m~lee round. +2 on initiative. +7 to strike with built-in weapons, 
+7 to strike with handheld modem weapons (aimed). +6 10 strike 
with blades: +5 to parry and dodge, +3 to pull punch, +3 to roll 
with punch. fall, or impact. Cost: 8 million credits. 

Standard Battlefield Robot: A larger version of the combat 
robot. these war machines are 12 to 15 feet (3.6 10 4.6 m) tall. 
They are mai11 support units for foot so ldiers, or heavy security 
for highly restricted areas. Weapons commonly include heavy 
energy rifles and large machineguns. Typical built-in weapons 
include a .50 cal iber machinegun. rail gun or microjet rifle in 
one arm and a heavy or long-range energy weapon in the other. 

Common Baulefield Robot Statistics: A.R. 17. S.D.C . 700. 
All attributes are 15 except P.P. 22, P.S. 28+2 D4, and speed 
40+4D6. Height: Varies from 12 to 15 feet (3.7 lo 4.6 m). Pr0-
gramming includes the following ski lls at 90%: W.P. sword, W.P. 
energy rifle, W.P. heavy. weapon systems, demo litions, demoli 
tions disposal, radio: basic. land navigation , and robotics comba t 
program. Comba t Statist ics: Six attacks per melee round. +2 to 
initiative, +9 to strike with all bui It-in weapons, + 7 to strike with 
handheld modem weapons (a imed), +6 to strike with blades , +5 
10 dodge, +5 to parry, + 7 to parry with swords (large blade s), +3 
to pull punch, +3 to roU with punch. fall, or impact. Cost: 10 
million credits. 

Standard Assault Robot: These are the equivalents of walk
ing tanks. They are heavily armor ed as well as armed. The rarest 
among the combat model robots, they are more often piloted by 
a humanoid operator, but a significa nt number are truly auto
mated. Common integrated weapon include a full missile sys
tem (2D6xl0 damage fragmentation missi les. payload 8), twin 
microjet .50 ca libers (2O6xl0 damage from twin shot), and a 
heavy particle beam rifle ( I D6x IO or 2D8x10 damage ). Atorian 
assault robots carry sonic cannons, most of the time as gun pods. 

Typical Assault Robo t Stati stics: A.R. 17. S.D.C. 1,300. All 
auributes are 15. excep t P.P. 22, PS. 28+2 0 4, and speed 
40+4D6. Height: Varies from 22 10 28 feet (6.7 to 8.5 m). Pro
gramming includes the following skills at 90%: W.P. blunt, W.P. 
energy pis tol, W.P. ene rgy rifle. W.P. heavy, W.P. automatic rifle, 
weapon systems, radio: basic. and robotics combat program. 
Combat Statist ics: 7 attacks per melee round, +3 to initiative, 
+IO to ~trike with all built-in weapons: + 7 to strike with hand 
held modem weapons (aimed); +5 to dodge: +5 to parry: +3 to 
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roll with punch, fall, or impact. lf a human pilot is operating an 
assault robot, the progra mming and co mbat bonuses are replaced 
by his own skills and bonuses. Cost: 12 miUion cred its. 

Robot Vehicles: See Heroes Unlimited and/or Rifts Source
book One (with modifi cations) for other types of robot s and ro
bot veh icles. Robotech and other robot games can also be 
plundered for ideas. 

Vehicles 

A list of conventional vehicles can be found on pages 22 1 
through 227 of Heroes Unlimited. The advanced technologie s 
of other worlds make hover ca rs more common and often more 
practical than whee led vehicles, but the lower tech vehicles do 
have their uses and advantages and are generally less expensive 
to produce and maintain. Hover vehicle s either use small jets or 
cushions of air to support them . It is up to the Game Master 
whether they can trave rse water or not (if so, maximum speed 
will be one-quarter normal ). Antigravity trave l uses a shaped 
field of energy to warp gravity around the item and ho ld it aloft, 
as well as move it along. Such device s can be used to travel 
through the air, over water, underwater and in space, but they are 
incredibly expensive (cos t million s) and are comparativ ely rare 
- the majority of people do not possess antigravity technology. 

All hover vehicles and aircraft that have enclosed cab ins can 
be made space-worthy. This involves sea ling the cabin, installing 
an oxyge n/atmo sphere supply, purifica tion and circulation sys
tem, rad iation shie lding, adding small maneuvering rockets and 
other features necessary for use in space. The main jets are also 
adjusted 10 provide thrust instead of lift at the flip of a switch. 
Thi s make s the vehicle capable of short trips through space , 
most likely to trave l from one spacec raft to the other. 

Note: Remember , availability and prices are not eq ual to 
Earth prices but reflect advanced alien techno logy and markets . 

Terrain Rover 4x4: This is a full-s ized truck with a closed-in 
bed and large, oversized, all-terrain tires. Popular in swampy, 
rough, rocky or dry co nditions. Covered bed can hold two to 
four bunks or 6x8x6 feet ( l.8x2 .4x 1.8 m) of cargo, up to 2.5 
tons (2300 kg). A.R.: 8, S.D.C.: 450, Speed: 120 mph ( 192 km), 
Range: 400 miles (640 km) before needing to refuel, Cost: 
24,000 credits and up. 

Survivor 4x4: This is a full-sized van version of the terrain 
rover. ll can comfortab ly sleep six people in three sets of 
over/under bunks , plus stow all of the ir survival gear for ex
tended outings. The survivo r is popular for use in all terrains. 
A.R.: 10, S.D.C. : 475, Speed: 100 mph (160 km), Range: 300 
miles (480 km), Cost: 28,000 credits and up. 

One-Ma n Hover Cycle: The hover version of an Earth mo
torcycle. A.R.: 7, S.D.C.: 130, Speed: 200 mph (320 km), Hov
ers 3 to 20 feet (0.9 to 6. 1 m) above the ground, Bonuses: +2 to 
dodge, +5% to handl e stunt move s, Range: 600 miles (960 km), 
Cost: I 0,000 cred its and up. 



Tuo-Man Ho ver Cycle: The hover version of Earth's street 
bikes. A.R.: 8, S.D.C.: 150, Speed: 180 mph (288 km). Hovers 
3 to 20 feet (0.9 to 6.1 m) above the ground, Bonu ses: +2 to 
dodge, Range: 600 miles (960 km). Cost: 15.000 credi ts and up. 

Four-Man Hover Cycle: These are larger bikes, simi lar to 
the '' Hogs'" of Ear1h. They are two sealers with a sidecar that can 
hold another two people. A.R.: 9. S.D.C.: 190, Speed: 130 mph 
(208 km ). Hovers 3 to 20 feel (0.9 to 6.1 m) above the ground, 
Cost: 26.000 credit s and up. Bonuses: +I 10 dodge , Range: 550 
miles (880 km) . 

Tuo-Ma n Hover-Jet Cycle: This is a very fast. jet assisted 
hover cycle. They are often used for racing, but find a lot of 
popularity with characters who like 10 cut loose. These are a fa
vorite of the Swip who often style them to look like mechaniciil 
animal s. A.R.: 10, S.D.C.: 150, Speed: 500 mph (800 km), 
cruising speed is around L50 mph (240 km). Hovers 3 to 600 feet 
(0.9 to 183 m) above the ground. Bonus: +3 to dodge. Range: 
l000 miles ( 1600 km). Cost: 90,000 credits and up. 

A.T. V. Hover Vehicle: Thi s is a rugged vehicle wit h a small 
truck bed taking up its rear section. It can only hold three pas
sengers comfortably in the cabin, but up to six more cou ld easily 
fit in the back. It has a higher hover range to aid in negotiat ing 
rough terrain. An optional hard cover for the bed is also avai l
able. Bed holds 6x8x4 feet ( l.8x2.4xl.2 m) of cargo. A.R.: 12, 
S.D.C.: 550, Speed: 120 mph ( 192 km}, Hovers 3 to 20 feel (0.9 
Lo 3.7 m) above the ground. Range: 850 miles ( 1360 km), Cost: 
50,000 credits and up. 

Full-Sized Hover Car: This is the average, full-sized hover 
car. Tt seats a driver and four passengers. with lots of elbow 
room. or up to six passengers with no loss of comfort. Comes in 
either sedan or wagon styles. A.R.: 10, S.D.C.: 450, Speed: 140 
mph (224 km), Hovers 3 to 12 feet (0.9 to 3.7 m) above the 
ground. Range: 600 miles (960 km ), Cost : 30,000 cred its and 
up. 

One- Man Hover Car: A small , economical vehicle popular 
for travel at space station s, large spacec raft, and other enclosed 
structures. Their decent range and high speed s also make them 
popular for commuters. A.R.: 9, S.D.C.: 180, Speed: 160 mph 
(256 km). Hovers 3 to 12 feet (0.9 to 3.7 m) above the gro und, 
Bonus: +2 to dodge, Range: 500 miles (800 km), Cost: 15,000 
credits and up. 

Two-Man Hover Car: A slig htly larger versio n of the single 
occupant model above, these vehicles enjoy some of the same 
popularity as their smaller cousins. A.R. : 8, S.D.C.: 240, Speed: 
160 mph (256 km). Hovers 3 to 12 feet (0.9 to 3.7 m) above the 
ground, Bonus: +2 to dodge , Range: 450 mil es (720 km). Cost: 
25,000 credits and up. 

Sporty Hover Car (One-Man Mode l): Feature s sports car 
stylin g in a hover vehicle. A.R.: 7, S.D.C.: 150, Speed: 220 
mph (352 km), Hover s 3 to 12 feet (0.9 to 3.7 m) above the 
gro und, Bonus: +3 to dodge, Range : 500 miles (800 km), Cost: 
40,000 credit s and up. 
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Sporty Hover Car (Two-Man Model): The standard sports 
car for those who can afford the truly exotic automobile. A.R.: 
10, S.D.C.: 300, Speed: 200 mph (320 km), Hovers 3 to 12 feet 
(0.9 to 3.7 m) above the ground, Bonus: + I to dodge, Range: 
400 miles (640 km), Cost: 55,000 credits and up. 

Exotic Two-Man Hover Car: These are the high-class, high
perfonnance, luxury speed machines of the hover type. They are 
the Ferrari, Lamborghini, or Porche of hover vehicles. A.R.: 7, 
S.D.C.: 300, Speed: 360 mph (576 km), Hovers 3 to 12 feet (0.9 
to 3.7 m) above the ground, Bonus : +4 to dodge and +5% to 
handle special maneuvers. sharp turns and jumps, Range: 350 
miles (560 km), Cost: 120,000 credits and up. 

1\vo-Man Hover-Jet Car: This is a jet assisted hover car 
used in racing or for law enforcement. A.R.: 8, S.D.C.: 400, 
Speed: 575 mph (920 km), Hovers 3 LO 1.000 feet (0.9 to 305 m) 
above the ground, + 3 to dodge, Range : 1,200 miles (I 920 km), 
Cest: 200.000 credits and up. 

The armored police version is A.R.: 14, S.D.C.: 750, Speed: 
475 mph (760 km), and Costs: 350,000 cred its, but also includes 
short-range radar, laser targeting/tracking, long and short- range 
radio commu nication system, cras h bar. spotlight, siren, and 
towline and winch. 

Hover Platforms: Hover platforms are open-a ir hover vehi
cles that come in nearly any shape, including round, square, pen
tagonal and rectangular. They can reach reasonably high-speeds 
but passengers must be careful not to be thrown from them dur
ing high speed pursuits. Most have a railing and/or lifeline for 
passengers to steady themselves with. The most common are 2 
to 4 person models , but larger versions are available. 

Hover platforms have many uses. Some cultures use them for 
mass transit (similar Lo monorail systems) or freight hauling over 
short distances. They are also used by traffic police to monitor 
and direct traffic patterns, rescue teams to reach rooftops and to 
fly over traffic, and by construction people and explorers to sur
vey an area or monitor work in progress. Hover platfonn s come 
in ten sizes, each one holding ten more than its smaller cousin, 
up to 100 people (roughly the size of a train car). Repair facili
ties can be built onto the larger ones so they can be used to re
pair robots, power armor, and vehicles. 

General Stats: A.R.: 7, S.D.C .: 120 for 2 to 4 man types, 
while larger models have an additional I 00 S.D.C. per every ten 
passengers it can hold. Speed: 90 mph (144 km), Hovers 3 to 
300 feet (0.9 to 91 m) above the ground, Bonus: + I to dodge for 
smaller, 2-8 passenger models, Range : 500 miles (800 km), 
Cost: 12,000 credits for the two to four passenger models, 
20,000 for six to IO passengers, 40,000 for 11 to 40 passengers 
and 80,000 and up for larger models. 

Detachable Jet Pack: This is a small, strap-on jet pack that 
gives the user limited flight capabilities. For 1000 credits it can 
be built into a suit of anno r. Typical ly A.R .: I 0, S.D.C.: 50, 
Speed: Standard: 90 mph (144 km), medium fast: 100 to 140 
mph ( I 60 to 224 km), or fast: 150 to 220 mph (240 to 352 km). 
Hovers 3 to 600 feet (0.9 to 183 m) above the ground, +2 to 

dodge, Range: 800 miles ( 1280 km), Cost: 28,000, 40,000 and 
60,000 respective ly. 
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Micro-Jet Boots: Several small propulsion jets are incorpo
rated at exact angles into a set of hard anno r boots. The result is 
a very compact, inexpensive fonn of hover transportation. The 
only drawback is full exposure Lo the elements. Most come with 
an EBA suit. Boots alone: A.R.: 6, S.D.C .: 40, Speed: 65 mph 
( 104 km), Hovers 3 to 500 feet (0.9 to I 53 m) above the ground. 
+3 to dodge, Range: 200 miles (320 km). Cost: 45,000 credits 
and up. 

Anligravity Disks: The units themselves can be of any geo
metric shape, but are typically the same size, IO inches (0.27 m) 
across. They can be worn on the ches t, back or on the feet. Most 
use simple hand controls, but voice-ac tivated models are avail
able (cost an extra I 000 credits). Maximum weight allowance is 
about 1,000 pounds . A.R.: 5, S.D.C.: 40. Typical Speed : 90 to 
160 mph (144 to 256 km), Altitude /hover: Unlimited. can even 
break the bonds of gravity around planets and fly in outer space, 
Bonus: +3 to dodge, Range: Unlimited, Cost: 50 million cred its 
and up. 

Antigravity Jewe lry: This is an antigravity disk worked into 
some from of jewelry, usually a bracelet , belt buckle or necklace. 
Same stats as the disk. Cost is also the same, plus the cost of the 
jewelry which can range from a few thousand Lo millions of 
credits depending on the preciou s material s and gems used to 
make it. 

Antigravity Suit: Similar in appearance to the FAS armor. 
this body suit is interwoven with antigravity circuits that gener
ate the field that propels and holds the character aloft. IL can be 
worn under armor comfortably and affords some basic protec
tion itself. A.R.: 8, S.D.C.: 30, Speed /Altitude: Same as the 
disk. Cost: 55 million cred its and up. 

One-Man Fan Jet (VTOL): This small aircraft uses a large. 
rear mounted, fan type propeller and small jet thrusters to ny. 
The cockpit is designed for the pilot only. but a passenger can 
ride in his lap. This will, however, interfere with his piloting 
rolls (- 10%). A.R.: 9, S.D.C.: 275, Speed : 300 mph (480 km). 
can fly as low as 20 feet (6.1 m) above the ground, Bonu ses: +2 
to dodge at speeds less than 200 mph (320 km) and +3 when go
ing faster. Range: 900 miles ( 1440 km), Cost: 150,000 credi ts 
and up. A two-man model is available with identical stats for 
200,000 credits. 

One-Man Gyrocopter (VTOL ): Resembling little more 
than a seat with motor and stabilizing tail. this small helicopter is 
used for patrol , observation, and transportation. Its full flight ca
pabilitie s combined with the ability to hover makes it a favorite 
in dense foliage or swampy settings where solid or open ground 
is limited . A.R.: 6, S.D.C.: 140, Speed: 180 mph (288 km), Bo
nus: +l to dodge, Range: 750 miles (1200 km), Cost: 90,000 
credits and up. 



Military Vehicles 

Military Hover APC: These anno red personnel carriers are 
common in many anned forces and militaries across the ga laxy. 
They are nonnally anned with a field version of the pulse laser 
(damage 1D4xl0 per blast or 2D8xl0 for a pulse). Short-range 
fragmentation missiles are also commonly mounted on the wings 
(2D6xJO damage). A.R.: 16, S.D.C .: 900, Speed: 120 mph (192 

km), Hovers 3 to 12 feet (0.9 to 3.7 m) above the ground, Can 
hold 12-18 troops, Range: 850 miles (1360 km). Cost: 450,000 
credits. 

Assault Rotor-Jet: This full-sized comba t aircraft combines 
the aspects of both fighte r jet and assault helicopter. With the ro
tors extended, it has full hover and vertical take-o ff and landing 
(VTOL) capabi lities, and can fly at low speed s. A.R.: 14, 
S.D.C.: 700, Speed: When the chopper accelerates to 200 mph 
(320 km). the jets can be engag ed and the vehicle can accelerate 
up to a maximum speed of Mach 2 ( 1,340 mph/2144 km). While 

Typical Energy Weapon Tanks: These are battlefie ld tanks 
that fire energy cannons and 6 to 12 mini-mi ssiles. Weapons 
(one cannon and mini-missiles): Laser cannon damage is 
2D6x I 0, ion can non damage is I D4x I 00, particle beam cannon 
damage is 1D6x l00, and mini-missiles typically do ID4x10 
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in jet configuration, the rotors fold backwards and retract against 
the body of the vehicle. Weapons: Common weapons include 
mini-missiles (up to 10) and/or conventiona l missiles (4). The 
nose is also fitted with an energy blaster, usually laser, ion or 
plasma. Bonuses : +2 to dodge in chopper mode and +3 in jet , 
Range: 2,500 miles (4000 km). Cost: 750,000 credits and up. 

each. A.R.: 17, S.D.C. : 1,700, Speed: 60 mph (96 km; increase 
by 50% if a hover tank), Bonuses: + I to dodge and + I to strike, 
Cannon Range: One mile ( 1.6 km), Tank Travel Range: 300 
miles (480 km), Average Cost: 20 mill ion, but not usually avail
able on the open market. 
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Atorian Sonic Hover Tank: Perhaps one of the most feared 
vehicles on the battlefield, this heavily armored hover tank car
ries a vehicle-sized version of the atorian sonic cannon. 
Weapon: The sonic cannon has its normal effects (see weapon 
description), but it does 2D6xl O damage. Anyone within 45 feet 
(13.7 m) of the sonic impact takes 4D6 damage from shocl$-

Spacecraft 

Due to space limitationi.. the rules for spacec raft construction 
will be omitted, but look for them in a future supplement. Here 
are some general rules and sample spacecra ft. 

The packages for military craft. those with weapons and ar
mor. are for reference for Game Master use. fn a campaign they 
would only be so ld to government authorized clients and the 
military allies. They can, however, be purchased on the black 
market for 25% to 50% more than the prices listed. 

Combat: Craft larger than 500 tons (450 metric tons) cannot 
dodge in the normal sense. They maneuver tO minimize damage 
and will take half damage on a succei;sful dodge. 

Speed FTL: Factor ratings are multipliers of the speed of 
hght. Factor 2 is equal to twice the speed of light. 

Weapons: These are some really general damage ratings for 
spacecraft weapons. 

Light Weapons: I D4x I 0. Range: 5,000 feet ( 1.5 km). 
Medium Weapons: 2D6xl0, Range: 12,000 feet (3.7 km). 
Heavy Weapons: 6D6xl0, Range: 25.000 feet (7.6 km). 
Anti-Ship Weapons: ID6xl00, Range: 10 miles (16 km). 

Battleship Weapons: 2D6xt00. Range: 20 miles (32 km). 
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waves. A.R.: 18, S.D.C.: 2,000, Speed: 100 mph (160 km), 
Hovers 3 to 12 feet (0.9 to 3.7 m) above the ground. Bonuses: 
+I 10 dodge and +2 to strike, Cannon Range: One mile (1.6 
km), Tank Travel Range: 400 miles (640 km), Cost: 50 mil
lion, but has NEVER been available on the open market. 

Nuclear Missiles: I D4x300, Range : 1,000 miles (I 600 km). 
Great Cannons: 1D6xt000, Range : 75 miles ( 120 km), can only 
fire once per melee round. 

Shuttle - Production Line Package 
Length: 120 feet (37 m) 
Mass : 110 tons (99 metric tons) 
Crew: Two; plus up to 8 reserve crew member s. support person-

nel or passengers. 
Drive Type: Photon/Fi ssion 
Maximum Speed: Factor 0.5 (half the speed of light) 
Transatmospheric Capabilities: Yes; speed in atmosphere is 

Mach I. 
Advanced Trave l Systems: Two sleep modules 
S.D.C.: 1,650 
A.R.: 10 
Wea pons: None 
Ca rgo Space: 6,000 cubic feet (l 70 cubic meters) or I Ox I 0x60 

foot (3x3x18 m) area. 
Cost: One million CR 



Cargo Shuttle - Production Line Package 
Length: 700 feet (2 13 m) 
Mass: 650 tons (585 metric tons) 
Crew: Four; plus a support crew of e ight is common. 
Drive Type: Metallic Hydrogen 
Maximum Speed: Factor I (speed of light) 
Transatmospheric Capabi lities: None 
Advanced Travel Systems: Four sleep modules. point-to-point 

generator'>. and gateway codes and beacons. 
A.R.: 10 
S.D.C.: 5000 
Armor: None 
Weapons: None 
Cargo Space: I 00,000 tons (90,000 metric tons): 25,00 0 

(22,500) per bay. 
Cost: 27 million CR 

~pace Fighter Craft - Production Line Package 
Length: 20 feet (6 m) 

Mass: 16 Ions ( 14.400 kg) 
Crew : One 
Drive Type: Jon/Fission 
Maximum FTL Speed: Factor 2 
Transatmospheric Capabi lities: None 
Advanced Travel Systems: None 
S.D.C.: 480 
A.R .: 15 
Weapons: 2 light laser weapons. Each in a light armored turret 

(A.R. 12, S.D.C. 100). 
Cargo Space: 24 cubic feet (0.68 cubic meters): 4x2x3 foot 

( I .2x0.6x0. 9 meter) area. 
Cost: One million CR 

Medium Assau lt Craft - Military 
Length: 360 feet ( I IO m) 
Mass: 380 tons ( 17 1 metric tons) 
Crew: Five command personne l and 10 gunners, plus 72 addi-

tional troops or person nel can be accommodated. 
Drive Type: Nuclear Fusion 

Maximum FTL Speed: 4 
Transatmospheric Capabilit ies: None 
Advanced Trave l Syste ms: Stasis for 24, gateway codes and 

beacons, point-to-point generators. 
S.D.C.: I 0,440 
A.R. : 17 
Weapons: All are in light armored turrets (A.R. 12, S.D .C. 100). 

4 nuclear missi le racks (24 missiles), 4 anti-ship weapons, 2 
long-range missile launchers (20 missiles) , 3 battleship weap
ons. 12 heavy weapons. 4 short-range missile racks (40 mis
siles), 6 mini-missile racks (72 missiles). 

Cost: 65 million CR 

Heav y AssauJt Craft - Military 
Length: 625 feel ( 19 1 m) 
Mass: 700 tons (630 metric tons) 
Crew: 17 command personnel , 80 combat personnel, and 128 

others. 
Drive Type: Nuclear Fusion 
Maximum FTL Speed: Factor 6 
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Transatmospheric Capabilities: None 
Advanced Travel Systems: Bio-Chem stasis for 200, gateway 

codes and beacon. point-10-point generators . 
S.D.C.: 18,500 
A.R: 15 
Weapons: All are in medium armored turrets (A.R. 13, S.D.C. 

200). 4 battleship weapon s, 2 nuclear missi le racks ( 16 mis
siles). 2 long-range missile racks (20 missiles), 3 anti-ship 
weapons, 12 heavy weapon s, 4 medium-ran ge missile racks, 
12 medium weapon s, 4 short-rang e missile racks (40 mis
siles), 12 light weapons, 4 mini-missile racks (56 missiles). 
Plus 10 fighters (use production line package) and 4 satellites 
(unmann ed fighters with 4 light weapons and an anti-ship 
weapon). 

Cost: 90 million CR 

Battleship - Product ion Line Package 
Length: 1,000 feet (305 m) 
Mass: 1,200 tons ( 1,080 metric tons) 
Crew: 30 command personnel, 275 combat personnel , and 100 

others. 
Drive Type: Nuclear Fusion 
Maximum Speed: Factor 12 
Transatmospheric Capabilities: None. 
Advanced Travel Syste ms: Stasis for 300, gateway codes and 

beacon, point-to-point generators. 
S.D.C.: 42.000 
A.R.: 17 
Weapons: All are in heavy armored turrets (A.R. 15, S.D.C. 

300). One fixed forward great cannon (can shoot once per 
melee round), 5 nuclear missile racks (50 missiles), 9 battle
ship weapons, 6 long-range missile racks (60 missiles), 12 
anti-ship weapons, l 2 heavy weapons, 4 medium-ra nge mis
sile racks (48 missiles), plus 50 fighters (use production line 
package) and 6 satellites (unmann ed fighters but add one 
anti-ship weapon and a rack of shon -range missiles ( I 2). 

Cargo Space: Personal belon gings of the crew, ammo. supplies, 
and pan s, plus 20,000 cubic feet (566 cubic meters) of space 
in hangar s that can accommodate two small shuttles, 3D4 
fighters, and up to 72 human-sized power armor units. or 24 
giant robots. 

Cost: 200 million CR 

0 
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Nadiens . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . I 08 
Nithians .... .......................... . . ... . . ... 136 
Salvinus ...... . ............. . ... .... ... . ... ...... 64 
Silisons ... ... ...... ..... . ................... . . .. 112 
Sorinam ...... . .. . ........... . . . . . ... ..... . . . . . .. 56 
Niamese Coa lition ............................. ... . 48 
Nattereri .... ..................................... 61 

192 

Tagonig lomerate (TGE) . ........................... 48 
Baccarus . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 133 
Tagonicans ............................... .. ...... 78 
Thissera-Micean Cooperative (TMC) ................. 48 
Axolotl .. ........ .. . ............. .......... . . . . .. 50 
Chiana .... .. ................................. . . 141 
Erittima ....................... . . .... . .. . ........ 134 
Micean ............. . . .... ... .. ................. 129 
Sprekalians ........ .. .... . .. . . .... ............... 145 
Thissera ........... .... ........................ . 138 

Alien Watch Groups 

Project Tyche ..... .......................... . .... 26 
Special Agent Fores ... ....... ..... ................. 27 
Project Secure ..................... .... . .. ... ..... 28 
Special Agent Sinder ............ . . . . ........ . .... . . 29 
Lock Down Alpha . . . . ... .......................... 30 
Ego . .............. . ................ .. . . ... . ..... 30 
Komodo .............. .. .. ...... . .. . ............ . 31 
Tinker ..... . .................. . .. . .. ... .. .. . .... . 33 
Washington . .... . . . ............................ . . 34 
Reach Up ...... . . . . ..... .... ... .. . .... . ... ... .. .. 42 
S.H.O.C .K. . . . ..... . ... . ... . . . .... . .... . . ... . .. .. 42 
Ander Micheals ............. . . . . . .. .... . . ... .. .. .. 44 
Triton Industries . .... . . . . .................. . ..... 36 
Arthur Harding . . . .... ............ . .. . .... . . . . ..... 37 
Shatter ............. ...... . . . ............... . .... 38 
Darclons . ..... . ... .... .. . ................ . ... .... 39 

New Abilit ies 

Magic Spells . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 21 
Breathable Air .................................... 21 
Cold Wa'.! . .................. ... ............ . ... .. 2 I 
Create Gravity Well . . .......... . .... . ........ . . . ... 21 
Energy Fist . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 21 
Ice Blast . . ..... .. ................................ 2 I 
Magic Armor . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 21 
Resist Cold . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 21 
Resist Fire & Heat . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 22 
Psionics . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 22 
Electrokinesis . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 22 
Resist Heat . .. ... ......... . .. . ... . . ... .. . . ....... . 22 
Resist Cold . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 22 
Minor Super Abilities . . ...... . . ................... 23 
Body Weaponry ....... . ... . ......... .. . ........... 23 
Power Channeling . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 23 
Multiple Limbs ............ .. ........ . . .. ... . . .... . 23 
Major Super Abilities 
Copy Physical Structure . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 24 
Force Aura ...... . . ...... . ... ............ .... .. ... 24 
Immortality . ..... . . .............................. . 24 
lte~, Reduction ............ . ......... . . . . . ... ... ... 24 
Negative Matter ........... . ........ . .... . . . . ...... 25 
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Also from Palladium Books 

Villains Unlimited ™ 
A giant sourcebook packed with over 80 unique and 

original villains, including 1he Masters of Speed, Freak 
Maker. Hellhound, Triple Threat, the Aggressor , Mr. 
Plague. and many others. New super powers. gimmicks, 
weapons and rules. Plus enough adventure ideas and set
tings 10 keep a Game Master busy for years! 

Compatible with Aliens Unlimited, Ninjas & Super
spies, TM NT, Beyond the Supernatu r al, Rifts and the en
tire Palladium Megaverse. 

Highlights Includ e: 

• Over 80 original super villains with compl ete stat s. 
• 1.8 new super abiliti es includin g nightst.alking, bio

ghost , divine aur a, negate super powers and many 
oth ers. 

• S.C.R .E.T.s: Superb eing Control Retri eval and 
Elimin at ion Teams - an elite governm enl str ike 
force. 

• Rul es for crea ting secret org ani zations plus group s 
like the Fabri cato rs, Broth erhood of Arm ageddon, 
The Dar k Tribunal , and Sentinel s of Ju stice. 

• The Sentin els of Ju stice and other heroes. 
• Dark secrets, deadly villains, and countl ess adven-

tur e ideas . 
• Art by Long, Siembieda and Gustovich. 
• Writt en by Long and Siembieda . 
• 224 pages of adventur e - $19.95 


