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Space adventur e has always held a spec ial place in my fever
ish mind. Among the endless stars, anythin g is poss ible, from ex 
ploration and discovery to cosmic adventur es and mundan e 
dram as. All the traditional tales, and a few unique ones, can be 
told against a backdrop of alien world s and exotic races. Whi le 
writing Phase World, I tried to keep all those poss ibiliti es in 
mind . The world in these pages tries to encomp ass seve ral 
themes of science fiction and fanta sy while keepin g the uniqu e 
flavor of the Rifts setting. 

In these pages you will find old villains like the Splu gorth 
and Naruni Enterprises alongside new ones, like the predato ry 
Kreeghor and the alien Star Hives. Phase World 's Center can be 
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the ultim ate campaign city, a place where eve rything and every
one can pop up to give aid or cause trouble. The neighboring 
Three Galaxies are big enough to accomm odate wars and crime
infested worlds as well as decadent luxury planets and anything 
in between. As it often happens with a Rift s book, the number of 
ideas soon outstripped deadlines and page counts, so I will con
tinue to detail the Phase World universe in future sourcebooks. 
In fact, I am currently workin g on the first Phase World Source
book which should hit the shelves a few months after this one 
does. 

So holster your laser pistol, hop into your phase ship, and 
visit the Three Galaxies. Hope you enjoy the trip. 

C.J. Carrel/a 



TM 

The Phase World Universe 
"I sure hope you know what you're doing, Slick ," Cray whis 

pered. "Collecting a bounty on Level Nine is always a royal 
pain. I still thjnk we should wait until he ... " 

"No waiting," Slick said, his voice cold and steady. "We can' t 
let him escape." 

Cray shrugged. Teaches him to partner up with a total 
stranger. Still, if Cray hadn 't joined forces with Slick , he 'd still 
be trying to find Duke in the Red Nebula , half a galaxy away. 
Stick' s info and Cray' s contacts had_ led them to Phase World. 

Figures, Cray thought philosophically. Everything comes to 
Phase World, even tually. The fact that he had been born on the 
damned mudball didn't make hjm feel any better about collect
ing a bounty there . Phase World was weird. Weird in a way that 
made Cray, a guy who had been to seventy-two different planet s 
and thought he'd seen it all, feel the hackle s on his neck rise 
even before their starship had docked. 

Well, too late to back down now, Cray thought as he and his 
partner entered the bar. At least this time he was working with 
another hum an. Nothing wrong about alien s, not really, but he 
never could trust them completely . 

The bar was chock -full of aliens. This was level Seven, after 
all, ju st an elevator 's ride away from the space docks and too 
close for comfort to the D-Gates . Cray almost shuddered at the 
thought of them. Nobody could pay him enough to track some
body to another dimen sion. It was bad enough going to other 
planet s. 

Cray scanned the bar with trained eyes. On the comer table to 
hjs left, sat two humans , a kreeghor Renegade and a green hu
manoid with six eyes arranged around his head. They were play
ing a game of las-chips. From the way the kreegh or's ridge 
spines kept rising and falling, he was not doing too well, and an 
unhappy kreeghor was bad for anybody 's health. The hologram 
over the bar depicted three femal e singers going on about freeing 
one's mind , in some language close enoug h to Galactic Trade 
Tongue Four that he could make it out. A winged faerie of some 
kind frittered around the image. 

Then he saw Duke . He was walking towards the las-chip 
game, probab ly to spend some of the money he' d made traffick
ing forbidden Forge artifact s. Out of the comer of his eye, Slick 
nodded. Let 's be smooth, Cray prayed. The HI-laser pistol was 
in his hand and leveled at Duke in the space of a heartbeat. 

"Bonded Authority!" Cray yelled out loud. "Freeze, Duke! 
We've got you covered!" 

Duke froze. He looked humanoid enough, except for the 
grayish skin and lack of any body hair. Standing still, he made a 
good impression of a statue. So far so good. Now ... 

Duke twisted his head so he was facing Cray. "Don't move," 
Cray repeated. What the hell was Slick doing? He hadn't even 
drawn a gun! 

At least the rest of the bar 's customers were not interferin g. 

Duke smiled. His yellow eyes flashed with a blast of light, 
and next thing Cray knew, he was on the floor, convulsing in 
pure agony. Magi c! his mind yelled above the blinding pain . 
Bastard's got magic! 
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Cray hated magic. 

Duke turned to Slick. His eyes flashed again, and Cray ex
pected to see his partner fall down and convulse. Instead, Slick 
ju st stood there , coo l as a cucumber. 

" Duke Stone-Fi st," Slick said calmly. " You are guilty of vio
lating the sanctity of the Cosmic Forge . What you stole has 
caused the deaths of two billion sentient beings. You will pay for 
your crimes." 

"You may be magic-proof, sucker, but I bet you ain't laser 
proof!" Duke drew and fired as he spoke. Cray, who had man
aged to crawl to his feet, saw Duke 's face sag with incredulity. 
His expression mirror ed Cray's. The high-intensity laser beam 
had struck Slick right above his left eye. But his head hadn' t 
been vaporized as it shou ld have. In fact, Slick's skin wasn 't 
even singed! 

"Wron g move." Slick's body flashed red. After the blinding 
light was gone, Cray's old partner had been replaced by a metal
armored figure . The armor looked more like a second skin, fol
lowing every muscle curve in Slick' s body. The helmet had a 
razor-sharp crest , and Stick 's face was sculpted on the outside. 
No, it wasn't sculpted, becau se the metal lips moved when Slick 
spoke. 

"You will pay, Duke. " 

A Cosmo-knight. Just great, Cray thought. Any chances he'd 
had of collec ting the bounty had just gone out the window. 
Cosmo-kn ights rarely took prisoners, and what remains they left 
behind were never enough for concrete identification . A Cosmo
knight cou ld bring down the whole bar if Duke didn 't surrender, 
and since Duke was pulling an archaic-looking sword that crack
led with mystic energy, it didn 't look like Duke was going to 
surrender . 

Thi s was shaping up to be a real bad day. 

Phase World is a planet in the Three Galaxies, one of mil
lions of inhabited worlds. Neither the planet nor the Three Gal
axies are what most people would consider normal. The Phase 
World universe is a place where magic, technology and super 
powers coexis t and create volatil e mixtures. Where ultra-powe r
ful cosmo-knights soar unaided through space, and where ultra
tech spaceships exchange broadsides with enchanted vessels. 
There are two major elements in this universe, elements that in
fluence every planet whose natives have managed to break free 
from the bond s of gravity and space-time . The first one is the 
Cosmic Forge, a mythical artifact that is believed to be respon
sible for the coming of magic and super-power s. The other is 
Phase World itself, the commercial and technologi cal center of 
the un iverse, the terminu s of all known spacelanes - and a 
world where transdimen sional gates reach to hundreds of other 
universes. 

The planet Phase World is a transdimensional nexus point ri
valed on ly by Rifts Eart h. Dimen sional travelers from all points 
in the Megaverse, from Splugorth agents to mages from the Pal
ladium world to the denizens of Wormwood and many other 



places , they all come togeth er in this strange planet where nor
mal space and time is an illusion. 

Everything comes together in Center, a mountain-like city 
that holds 600 million people! People that represent thousand s of 
races and incredible origins. Center is the largest spaceport and 
dimensional tenninus of the Three Galaxies, a mile-high arcol 
ogy where the worst slums of the Megaverse coexis t with un
imaginable wealth. The native race of Phase World , the 
mysterious prometheans, are the masters of phase techno logy, a 
form of science that allow s incred ible feats such as teleporta tion, 
faster-than-light travel and powerf ul force fields. 

The Cosmic Forge---- ----
"When the universe was young, The First rose from the pri

meva l ooze. The First made machines and built a civilizat ion 
while today 's stars were still being born. Being The First, they 
were the wisest and most learned of all. They broke the chains of 
gravity and the bonds of realspace. On golden chariots they ex
plored the nascent galaxy. In their laboratories, they learned to 
breed stars. 

"They wanted too much, the First did. A thousand worlds 
conquered, stars enclosed in crystal spheres, gateways to infinite 
realities, they had all this and more . The Fi rst thirsted for the in
nermost secrets of the universe and they searched for them with 
all their energy. On the farthest corner of reality, where realspace 
and otherspace meet, they built a Forge. A cauldron where a mil
lion galaxies could be born. The Cosmic Forge was no mere 
tool, for no mindles s artifact could conta in its power. The minds 
and souls of a thousand thousands of the wisest among the First 
were placed within the Cosmic Forge. When its fire burned, it 
could be seen instantly across the entire galaxy, unbound by dis
tance and time. And The First rejoiced , for they thought they had 
mastered the arts of creation. 

"The Cosmic Forge tried to use Its powers to help. Its ener
gies coursed through the stars , healing the sick, empowering the 
genes of The First, giving Its creato rs the gift of eternal life. The 
First became as gods and basked in the light of the Forge. 

"But every light casts a shadow. There was One among the 
First who seethed with jealousy and anger. The One wished to be 
above the First, as the First were above all others. The One cov
eted the power of the Cosmic Forge. Its guardians were deceived 
and overpowered. The One seized the Forge for just a moment. 
With but a wish, he willed The First to be no more . A thousand 
worlds were cleansed of life in that instant , and the First were no 
more. The Cosmic Forge spewed forth flames that to this day 
swirl across the galaxies, some times touching the living and gift
ing or slaying them. 

"The One's triumph lasted but a moment , for the Forge was 
self-aware and not an obedient slave. It broke free and sent the 
One into oblivion. But then , in horror, It saw what It had done, 
and hid Its Light in shame. And through an eternity, the Cosmic 
Forge remains hidden, touching only those few who are worthy 
of Its power." 

-From the Chronicles of the Cosmos 
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The legends of every spacefaring civilization in the Phase 
World universe mentio n the Cosm_ic Forge. Obscure manuscripts 
like the Chronicles of the Cosmos offer precious few facts. It is 
widely believed that the First were an ancient civi lization that 
created some ultimate ly powerful artifact. Some think it was an 
artificially created space anomal y, someth ing like the natural 
forming of black holes, on ly a thousand times more potent. Oth
ers have speculated that it was a planet-sized comp uter with infi
nite wisdom and know ledge. Some suspect it was all those 
things and more, perhaps a "reality generator" where the wishes 
of the user would be granted and become reality! A few civiliza
tions with a mystica l outlook accept the word s of the Chronicles 
litera lly. Sometimes, these disagreement s flare into the galactic 
equ ivalent of religiou s wars. 

The Cosmic Forge is used to exp lain anythi ng that defies sci
entific and sorcerous explanations. Among othe_r thing s, the in
fluence of the Forge accounts for the existence of powerful 
"magic fields" and a system of ley lines that exte nds into space 
and crisscross the Three Galaxies. Magic is as powerful in the 
Three Galaxie s as it is on Rift s Earth and Wormwood. Most civi
lizations, however, are ignorant of this fact, and have little or no 
ski lls in the use of magic , preferring to rely on technology and 
psionic powers. 

An Overview 
of Phase World TM 

Phase World: The Planet 
Population Breakdown: 5 billion (estimated) 
Promethean s 71 % 
Draconids 10% 
Phantoms 4% 
Center citizens and visitors 15% 

Phase World is the foremost trading point of the Three Galax
ies, and perhap s of the Megaverse. Connected to hundreds of di
mensions and access ible to thousands of planets on its own 
dimension, this world is often referred to as the "Ce nter of the 
Universe." While this is an exaggeration, everybody who has 
visited the planet agrees that very few p laces in the Megaverse 
share the diversity and strangene ss of this world. 

Loca ted near the core of the oldest known galaxy, Phase 
World is the fifth planet of an aging red star. From up in orbit, it 
has a red-and-b lue coloration; most of the land is made up of 
reddish minerals , and the planet has less free water than Earth. 
The planet is close to Earth in size and has a day that lasts 22 .3 
terre strial hours. Phase World's orbit around its star is much 
longer, however , so a Phase World year is roughl y equivalent to 
fifty-three Earth years. The climate is artificially unifonn , with 
temperatures averaging 70-80 degrees Fahre nheit (21 to 27 de
grees C), even at the planet's poles . Exactly how this is accom
plished is one of Phase World's many secrets. Only its rulers 
know if this control over weather is achieved through magic or 
technolo gy. 



The landscape is dotted by farms and cities. Howeve r, visitors 
rarely get to see how the majorit y of Phase World 's inhabitant s 
live, because they are confined to Center , an enormous enclosed 
city or arco logy. Center is an artificial mountain that stands one 
mile high. It is made up of hundreds of leve ls that go all the way 
down beneath the surface to a mile in depth. Six hundred mil
lion sentients inhabit Center, making it one of the larges t cities in 
the Three Galaxies. Inside, there are the equivalent of a dozen 
full cities, each on top of the other. Throu ghout the recorde d his
tory of the Three Galaxies, Center stands as one of the wonders 
of the universe, an unmatched feat of engineering. 

Ships in orbit around phase world can see an intricate net
work of ley lines crisscrossing the planet. Center itself has no 
less than a twelve ley line nexus in diverse leve ls of the city ! 
Ley line storms occur occas ionally on the planet's surface, but 
somehow they are always controlled without damaging peop le 
or property. 

Surrounding the planet is a ring of sixteen large space stations 
where large ships and cargo vesse ls dock. Also within orbit are 
hundreds of smaller satellites, including military stations and 
sixty-four spacegates. The spacegates are unique devices that 
bend time and space to allow instan t transportation anywhere in 
the Three Galaxies to Phase World. Jt is important to understand 
that the spacegates are a one-way trip to Phase World; they can
not be used to return home (although some of the Rifts gates at 
Center can be used for such purposes, but most cannot accom
modate spaceships). Every hour, hundreds of ships arrive 
through the spacega tes. Meanwhile, hundreds of others arrive 
and depart using more conventional methods of travel. Not eve
rybody trusts the spacega tes, although there has neve r been any 
problems with them. 

Everything from small shuttl e-sized vessels to giant cargo 
ships are allowed to land at Center's huge spaceport on the 
planet's surface. Howeve r, much of the trade takes place in orbit, 
with ships exchanging cargoes and passengers with other ships 
and orbital stations. Consequently, one never has to land on the 
planet itself. However, most trave lers cannot resist visiting the 
planet itself. For one, the choicest merchandise, espec ially those 
of extra-dimensional origins, can only be found "g roundside" at 
the city of Center. In fact, it is said that anything can be found at 
Center, be it rare pieces of equipment, weapons, magic souvenirs 
or exotic entertainment. There is danger, especia lly in the lower 
levels where maintenance and law-enforcement are scarce , and 
where Rift activity is a constant threat, but many risk themse lves 
in those areas, because forbidden pleasures and equipm ent can 
be purchased there. 

Visitors to Phase World include merchants buying and selling 
wares from places in the Three Galaxies as well as more distant 
worlds and other dimensions; crimin als trying to hide among 
Center 's teem ing multitudes; bounty hunters trying to root our 
those criminals; mercenaries, assassi ns and other "profess ionaJs" 
selling their talents to the highest bidder; smugglers trying to 
buy or sell illegal cargoes from all comers of the Megave rse; en
tertainers looking for work; scientists looking for new technolo
gies to study; magicians searching for unique artifacts; 
dimensional travelers on their way to other destinations; and 
thrill-seekers, adventurers and refugees, each of them dr iven by 
persona l reasons. 

Despite its incredible strategic importance, Phase World has 
remained an independent world throughout its history. Every 
would-be conquero r who has tried to take the planet has failed, 
usually losing his life in the process. This independence places 
Phase World above the laws of most civ ilizations, which makes 
it a have n for crimin als, refugees, and unsavory characters of all 
kind. Visitors go there at their own risk. 

The Spacegates 
Sixty-fo ur large strnctures known as spacegates float in high 

orbit ove r Phase World. They are giant rings, 10 miles ( 16 km) 
in diameter, covered with strange machinery and monitoring sta
tions. These unique artifacts are powere d by legendary phase 
technology. Many people covet the secret of the spacega tes, but 
nobody has been able to examine one close ly, let alone get their 
hands on one of them. Many teams of spies, thieves and scien
tists have tried to unlock their secrets but none have succeeded. 
No other civilization in the Megave rse has been able to replicate 
their effec ts. 

A ship with a phase transceiver can instantly teleport to a 
spacega te from anyw here in the Three Galaxies. The 
prometheans who man the spacega tes can scan the ship (via the 
phase transceiver) before letting it teleport through. If the ship 
seems host ile or dangerous, they can refuse to let it make the 
jump . The gates only work for ships arriving "to" Phase World. 
The vesse l needs to find another way back home, typically using 
some sort of propulsion syste m like a gravity drive, phase drive 
or rift drive. Some merchants don 't bother with a spacedr ive at 
all. Instead, they fill a slowe r-than-light ship with merchandise, 
teleport to Phase World or to one of the space stat ions, and sell 
both the cargo and the ship! They get back home by booking 
passage back to their world on another ship or through a Rif ts 
gate. 

The effec t of these spacegates on the economy of the Three 
Galaxies is enormous. Merchants from the farthest comers of the 
Three Ga laxies can meet and exchange goods on Phase World in 
a fraction of the time it would take them to go to each other's 
planets. Coupled with the planet's networ k of dimensional gates 
leading to other worlds in the Megave rse, the spacegates make 
Phase World the place to find anything. 

Phase World Government 
Phase World is controlled by the Prometheans, the only 

known race to have natural phase powers. Besides the 
prometheans, only the draconid and phantom races have a sig
nificant presence on the planet, and even those have 80% of their 
population in Center or the orb iting spacepo rts. 

Prometheans have two stages of deve lopment: first stage 
prometheans are the only ones who venture outside their planet. 
They are large humano ids with rocky hides. Second stage 
prometheans are much larger, as well as wiser and more power-



ful. "Seco nd-stagers" are also alien beings whose motives and 
goals are hard (perhaps impossible) to comprehend. The planet 
is ruled by the Elders, all the second-stage prom etheans that re
main on the planet. Nobody knows exactly how many "seco nd
stagers" exist, or how they meet or dec ide policy. Their orders 

are simply handed down to the administrators of the planet (a ll 
of whom are first-stagers) and followed scrupulou sly. 

Diplomacy and all direct contact with other races are also 
conducted by first-stagers, who then consult with their elders 
and return with their final jud gment. Many races find this insult
ing, arguing that the promethean s consider other races beneath 
their notice and send their "children" to talk to them. At least 
two wars have been fought over this perceived slight. Since the 
offended races lost the wars both times, the rest have decided to 
accept this facet of promethean culture, whether it is an insult or 
not. 

Phase World is independent and neutral in matters of galactic 
policy. The planet does not take sides in any conflict and will 
trade with all sides of a dispute. Any ship can find safe haven in 
Phase World space and the planet has no extradition treat ies with 
anybody. Often, vessels from opposite sides in a war may find 
themselves docked side by side at a port orbiting the planet. Any 
attempt to launch an attack while in Phase World space (which 
happens to include most of the so lar system from the 
promethean s' point of view) will result in an attack by the Phase 
World fleet and the confisca tion or destm ction of the offending 
vessel. However, the neutrality po licy does not apply to the en
tire city of Center (see that sect ion for detail s). 

Soci_ety 
As far as any outsiders can tell, Phase World has a very har

moniou s soc iety, without conflict or disturbances. The first stage 
prome theans are intelligent and capable beings in their own 
right, but seem to be perfectly content with obeying their elders 
on most thing s. Tho se who feel rebe llious or discontent usuaHy 
decide to travel beyond the planet, or reside in Center where the 
influence of their elders is minimal. 

When they are allowed to stay, non-prometheans are treated 
fair ly but kept under a watchful eye, and have very limited 
rights. Most non-promethean s, with the exception of draconid s 
and phantoms , are not allowed to visit or travel to the rest of the 
world or any spaceports, except under strict supervision . Very 
few are ever granted residence right s. The draco nids and phan
toms tend to live in their own communiti es and select their own 
local governments; most of them stay at Center and avoid the 
rest of the planet. 

The harmonious nature found on most of the planet clashes 
badly with the reputation Phase World has throughout the 
Megaverse as a lawless world where everything is for sale. This 
reputation is only deserved in the mega lopolis known as Center. 
The decadence and abandon found at Center and on the sur
rounding space stations (which are little more than extensio ns of 
the city itself) are what most people picture when they think of 
Phase World. 

Foreign Relations 
Every major civilization in the Three Galax ies uses Phase 

World as a trading nexus. About 15% to 35% of all trade con
ducted by the Consortium of Civi lized Worlds (CCW), the 
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Tran sgalactic Empire , the United Worlds of Warlock (UWW), 
and most planetary collectives will pass through Phase World. If 
the planet were blockaded or captured by a hostile force , the 
economies of all these wor lds would suffer a crippling blow. 
However, at least from a histor ical. point of view, capturing 
Pha se World has proven to be an impossible task. It might be 
possible to blockade the orbita l spaceports, if the blockaders had 
a massive fleet of ships and were able to defeat Pha se World's 
fearsome Defense Forces, but such a move would not be toler
ated by the other "na tions" of the Three Galaxies. Such an action 
would cause them tremendou s suffer ing and incite them to im
medi ately declare war on the blockader s and take action to liber
ate the port . Also, since reinforcement s can be teleported 
instantly to Phase World through the Spacegates, the attackers 
would have to move very quickly to win a victory. The occa
sional fool, both morta l and immortal (godlings), who has at
tempt ed such an invasion has met with defeat. The se facts have 
all helped to preserve Phase World' s independence. The civiliza
tions of the Three Galaxie s have to accept the fact that all man
ner of illegal and imm oral transactions occur there - almost 
every thing done on Phase World is illega l somewhere in the 
Three Galaxies, from slavery and blood sport s to freedom of 
speech or the right to purchase and carry arms. 

Center 
Population Breakdown: 600 million inhabitants total , plus an
other 80 to 100 million in the orbiting space station s. 
Prometheans 5% 
Draconids 5% 
Humans 5% 
Phantoms 5% 
Wolfen 4% 
Seljuk 2% 
Noro 1% 
Othe rs 73%; thousands of races from the Three Ga laxies and the 
Megaverse visit Phase World. Typically, each represents less 
than 0.5% of the total population . Virtually all races of the 
Megaverse who have developed advanced technology or magic 
have at leas t a handful of individual s living or visiting some
where at Center. 

Center is an art ificial mound, a mile high, and shinin g with a 
million lights at night. It is the oldest known building in the 
Three Galaxies, as well as the largest. It is revered as a religious 
shrine to the First Race (believed to be the city's original archi
tects) and chastised by many as a den of iniquity. It is a gateway 
to infinite worlds and the centra l station of all spacelane s. A city 
where one can find incredible wea lth and comfort , as well as 
Rifts-infested hellholes. Center is all that, and more . 

As a shuttle app roaches Center, its crew will see a white 
mountain, roughly square in shape, towering above the sur
rounding landscape . As it gets closer, detai ls become clearer. 
Thousand s upon thousands of ridges, windows, balconi es, satel
lite dishes, and glow ing runes mark the walls of the artificial 
mountain; a building with the land area of a large city. Every m
inute, scores of shuttl es and smal l spaceships blast off into the 
stratosphere, as dozens more make their landin gs. Occas ionally, 
a flare of Rift activ ity provide s an awesome (and often danger 
ous) light show, as lightnin g bolts of impo ssible colors lick the 



city walls, and strange cloud fonnation s appear above its roof, 
sometimes taking the shapes of faces or monsters. 

Center is the city's city. The streets are constantly filled with 
throngs of visitors. Everything is open around the clock. Mer
chants have three shifts a "day," and the selling, trading, gam
bling, dining and adventure never stops. The lights never go out, 
except in the places where there are few lights to begin with . 
Many people have been born, lived their lives and died in Center 
without every stepping out of it, and yet they will have seen 
more strange sights and known more cultures than many veteran 
dimensional travelers. ln one of the many market squares, one 
can find k.reeghor warrior s haggling with kydians over the price 
of a rune sword, or elves examinin g a laser gun from a Naruni 
Enterprises representative. Dragons, demons and godling s walk 
the streets and even stranger sights are commonplace . 

Many come to Center to seek their fortune. Most of them 
come to sad ends or discover that life is full of surprises, not all 
of them pleasant ones. Trillion aires can observe the world below 
on balconies in the first leve l of the megalopolis, while two 
miles below, rag clad , desperate beings resort to robbing corpses, 
scavenging garbage or even cannibalism to survive. 

A transdimensional visitor who arrives to Center from a 
"Gate" (probably from a pyramid in some multidimensional 
trading center like Splynn or Worldgate), will find himself in an 
incredibly large way-station crowded with thousands of people 
of every shape and color milling around , entering or leaving 
through one of the hundred s of dimensional gates. A dozen ex
otic smells, and hundreds of alien noises and sights will threaten 
to overload his senses. Even as he tries to make sense of it all, an 
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officious-looking draconid or promethean sitting behind a desk 
will address him, asking questions, and demanding an entry fee. 
Every so often, some disturbance will break out at one of the 
gates. A demon, perhaps, trying to get in without paying, or an 
angry godling picking a fight with the customs people, or a giant 
devouring monster that accidentally appeare d due to a dimen
sional anomaly. A flurry of violence and some deaths later, 
things go back to their chaotic but relatively peace ful state. The 
offenders are carted away for disposal, or gated back to where 
they came from. 

The unfortunates who arrive through a random rift in re
ality, either victims of a dimensional acc ident or adventurous 
shifters, will see a different side of Center. They are not likely to 
appear at one of the gates. If they did they could be sent back to 
where they came or, if that place could not be detennin ed, put to 
work in this new alien environment (like it ~r not, confonn or 
die). Instead, they are likely to appear on muck-covered streets, 
in poorly lighted areas. Garbage is piled in heaps in the alleys (is 
that a human arm protrudin g from it? Whatever it is, something 
that looks like a rat with feathered wings is dining on it). Sec
tions of the wall seem to shift its appearance every few minutes 
(first they look like seamless plastic, then they acquire the shape 
of mossy castle walls, then they change to highly polished 
wooden surfaces, and back to plastic). People of all races (many 
the like of which they' ve never seen) scurry around cautiously, 
often clut ching weapons, from swords to plasma blasters. In the 
distance, one can hear the occas ional stray shot or even a con
tinuou s battle going on. If the new arrival is alone, a multi-racial 
group of unkempt strangers may approach, grinning evi lly, try
ing to put their victim at ease before attack ing. If lucky they are 
only out for booty and not blood. The city is filled with thou
sands of such unfortunate and often unwilling dimensional trav
elers. This is one of thousands of depositories of the Benn uda 
Triangle and places like it throughout the Megave rse. The most 
fortunate can eventually earn enough money to find their way 
back home. Others join the galactic communit y as space adven
turers, mercenaries and laborers. Still others make their home 
(good or bad) in the dimensional slums of Center. Half don't sur
vive a week. 

City History--- - - -- - --
s evera1 scientists have examined the city walls and dated 

their materials. According to the most advanced dating systems 
available, Center was built over five million years ago ! This pre
cedes every known galactic civilization and most cultu res of the 
Megaverse. Not even the prometheans know who built the city. 
They admit their race didn 't do it, but if they know more, they 
aren't talking. This has led to the popular belief that Center was 
the creation of the First Race, the mythical ancient civilization 
that built the Cosmic Forge. A number of cults have erected 
shrines in Center, where they pray to the Forge and the First 
Race. So far, their prayers haven 't been answered. 

The city is built on a super-nexus connecting seven major ley 
lines, and is crisscrosse d by eve n more ley lines and dotted with 
small ley line nexus points. Rift act ivity is frequent, especially in 
the lower levels and around the surface. Most of the transdimen
sional instabilities and random disturbances in the area are chan
neled through a complex system of dimensional gates and 
fail-safes that make Center relative ly stable and secure. This 



same system that contains the ley line activity gives the 
prometheans incredible control over the mystic energies and al
lows them to open Rifts to a number of different dimensions and 
thousand s of worlds. Dangerous, random dimensional distur
bances occur mainly at the lowest leve ls of the great city where 
the dregs and castoffs of society are forced to live. 

The Prometheans turned the city into an intergalact ic and in
terdimensional center three thousand years ago, leaving it mostly 
in the hands of other races. The prometheans do not interfere 
with the city's inhabitant s, as long as they present no threat to 
the rest of them or their planet. The promethean rulers of the 
planet have placed eno ugh administrator s and soldiers in the city 
to ensure it would function with relative smoo thness and then 
leased the rest of it to the highest bidder. The more dangerous ar
eas were all but given away to anybody who wanted a stake in 
them. 

Many people wonder at the morality of the promethean rul
ers, since they have given pennission to slavers , murderer s and 
all kinds of miscreant s and outlaws to set up shop on their 
planet. Even many first-stage prometheans find this fact very 
hard to understand and difficult to condone. Some think that 
Center is a transdimensional trap, that one day it will become a 
prison (or an execution chambe r) for all evildoers within. Other s 
fear that Center is controlled by forces that not even the Elders 
can stop, and that is why they have not put an end to the cr imes 
that go on there. Such are the many legend s of the Center. The 
Elder s give no explanations and continue to observe in si lence. 

Many of the most important galactic and dimensional civili
zations scrambled for a foothold at Center. The Splugorth tried 
to con_quer the city shortly after it became a trading center. Their 
attack failed miserably, so they settled for leasing an entire sec
tion of city. This area has been remade in their image. Naruni 
Enterprises, perhap s the largest transdimensional arms mer
chant of the Megaver se, has its headquarter s in Center. Weapon 
dea ls that can affect the future of entire so lar systems are made 
or broken in offices whose windows face the bustling market 
squares on Level Four. The CCW, the Transgalacti c Empire and 
half a dozen other galact ic civilizat ions have embas sies on Level 
One, from which all manner of plots and intrigue are hatched. 

Besides being a bustling trade city, Center also offers all man
ner of tourist attractio ns. Some of the best entertainers in the 
Megaverse come to ply their trade in the city. Those looking for 
darker pastimes will also find them at Center, including blood 
sports and other forbidden practice s. The city is also an ideal 
place to hide. Pirate s, smugglers and terrorists all flock to the 
lower levels of the city where the strongest rule and where there 
are few laws and fewer lawmen . By the same token , bounty 
hunters and undercover law enforcers often follow those crimi
nals to the ends of the Earth, or in this case, their dark lairs on 
Phase World. 

City Geography- ----- --
Tnside, Center is a labyrinth of epic proportion s. The first four 

levels have a clearance of three to five hundred feet (91 to 152 
m) and each of them is roughly the size of a nonnal -sized city. 
Three of those levels are divided into two sections by massive 
walls, allow ing different cult ures to coexist side by side. The 
size and diversit y of the city can be staggering. To avoid being 
overwhe lmed, many visitors prefer to stick to one sect ion of the 
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city and try to pretend the others don 't exist. Even many lifelong 
natives rarely know more than one or two level s of Center and 
would be as eas ily confused as a touri st in the other sections. 

Getting Around---------
Traffic in any city is always a problem. In a multi -level city 

of 600 million , they only get worse. Each city level has a net
work of roads and sidewa lks. They are wide and well controlled 
on the first four level s, but become narrow, dirty and chaotic on 
the last six. A system of monorails (just like subway trains, trav
eling in descending spiral pattern s), elevato rs, staircases and lad
ders takes care of most of the traffic between levels. A few 
teleportation chambe rs (built with phase technology) take care of 
the rest. Inside so me walls, a labyrinthine system of poorly
lighted ladders and stairs allow people who don 't want to use the 
trains to climb up or down to their destination_. The ladders are 
unguarded and unsafe in the bottom three levels, but well
watched by promethean security officers in the other seven. 

Traveler s betwe en section s and levels have to go through 
checkpoints. In some place s, the checkpoint is there more to pre
vent people from getting out of the section than getting in! Secu
rity at checkpoints ranges from letting people come and go with 
a nod to full body searches using technological and magical 
measures. The checkpoints are manned by a combined force of 
city guards and officers repre senting the particular sector. Details 
are given on each specific sector below. 

Security------------
As far as the prometheans are concerned, security deals with 

only four things: damag e to the city itself and threats to the 
planet at large, the transdimen sional gate system, and the space
port. As long as those areas remain secure, the inhabitant s and 
visitors of the city are free to rob, abuse, murder and enslave 
each other as much as they wish. On a handful of occasions, full
fledged wars have erupted between city levels or sections, in
cluding one two year long conflict that killed over thirty million 
inhabitant s! During these wars, access to the combat areas were 
sealed and every time the battler s tried to move to either the 
spaceport or the gateways, they were met by the overwhe lming 
power of the promethean security force and the other city protec
tors. Eventually, the war burned itself out and it was back to 
business as usual (in most sections, things remained normal 
throughout the conflict). 

The city itself appears to be abso lutely indestructib le. The 
prometheans know it was built using advanced phase techno logy 
that is beyond even their under standing or mean s (or at least, be
yond the mean s of the pha se-tech they share with other races). 
Even a multi-megaton nuclear explos ion at point -blank range 
will not damage even the thinne st structural walls. Interior walls, 
most of which were built by the new inhabitants, are another 
matter altogether, but destroying them (and the people inside) 
will not damage the city 's structural integrity in any way. The 
wall s' invulnerability make s it very difficult to analy ze them, be
cause samples cannot be collected. Researchers can only try to 
do scans on their surface, which offers little information. 

The dimensional gateway and spaceport sections of the city 
are heavily fortified. Force fields and phase-fields can appear in 
an instant to block access to the elevator cages, the runways and 
the stair systems leading to other levels. The se fields can selec-



tively isolate these areas from some or all the other levels and 
sections of Center. There are on ly four gates leading out of the 
city and they can be shut down by sliding door s as indestructibl e 
as the walls of the complex. Promethean reinforcements can be 
teleported in as needed to bes ieged areas of rioters or invader s, 
while their phase fields make similar attempts at teleportin g or 
dimensional gating (in or out) impossib le for their enemies. 

As long as visitors or residents don 't antagoni ze the 
promethean authorit ies, they can fly out of the city and into 
space without restriction. If a bounty hunter capture s somebody 
and shows legal paper s (from any civilization - the 
prometheans aren't picky) demanding the prisoner's capture, he 
is allowed to carry off his captive. If the outlaw manages to es
cape and tries to fly back to Center , he is allowed to do so as 
well. Frustrated bounty hunters andJawmen can only expect ba
sic information from Center authorities, like, "Yes, the man you 
seek did arrive back at the spaceport. He headed to the lower 
levels. Don 't know exac tly where. Good day." There is no de
gree of coopera tion or interference. They neither harbor crimi
nals and refugees nor expe l them from the city. "What is, is." 
and "Those who k.now, know." are two common phrases amon g 
the authori ties and merchants of Center. 

Despite this apparent apathy, each smaller section of the city 
provide s its own security and they can be a lot less tolerant, an
archistic or helpful than the prometheans. At the Manor s, for ex
ample, visitors are scree ned carefully and are not allowed in 
without a valid reason for being there. The first four levels are 
fairly care ful about allowing in any heavy weapons, known 
criminals, dangerous demons, and other undesirables. 1n the 
lower levels, howeve r, everyt hing goes. Some sections are con
trolled by powerful crimina l gangs and they may tak.e violent or 
extreme issue with unwanted v isitors, espec ially knights and law 
officers. Likewise, many corporations and merchant s employ 
their own private security force (army). These troop s can be of 
great assistance or hinderance depending on who they are, 
whose involved and the exac t situation. 

Living Conditions--- -----
The logistics of keeping almost a billion citizens and visitors 

supplied with water, food and air, plus the messy business of 
waste disposal, would be overwhelming even for the highest 
technological civilization s of the Three Galaxies. The city, how
ever, was designed by a technology centuries ahead of the most 
advanced k.nown races. It is believed that Center may be control
led by a sentient computer , hidden somewhere beneath the low
est levels of the city. Many expedition s have braved the darkest 
catacombs below Center, trying to discover this miraculous con
trol room, but they have returned empty-handed. Still, many 
keep trying, because discovering this place would mean absolute 
control over the city. 

Climate control is exce llent. Nobody k.nows where the air and 
cooling systems are. Some spec ulate that the air is dimensionally 
gated from other worlds as needed. The temperature ranges from 
60 to 70 degrees Fahrenheit ( 16 to 21 C). Large-scale fires are 
drowned out by water that comes out of nowher e, or chemicals 
that smother fires that water cannot extinguish. Again, these 
measures seem to use magic, phase or teleport techno logies be
yond anything k.nown to the Three Galaxies. There are also no 
adverse problems dealing with air pressure which should be very 
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high one mile below the surface. A low-grade pha se field some
how prevents pressure from crushing people even if they go into 
the cataco mbs that are said to run miles below the city! 

Food dispensers will sell prepar ed or raw foodstuffs (the lat
ter is cheaper). Payment can be made in credit or by placing 
valuab les in the same tray that teleports the food in or out. The 
food is imported from other planet s, dimensions or from the sur
roundin g country side. Occasiona lly, in the lower levels, a group 
will try to control the food supply and starve out those who can
not afford their inflated prices. Usually, the would-be hoarder s 
end up getting themselves murdered by angry mob s. 

Waste products are also teleported away. The sewer system 
leads to a dimen sional gate that dump s the waste on a gas giant 
in the same planetary system as Phase World. Garbage bins will 
teleport away any non-living things placed there . A favorite way 
for criminals to dispose of corpses is to simply .dump them in the 
bins. 

City Highlights 
Desc ribed below are some salient points and important char

acters of the city. Future Phase World sourcebooks will expand 
on this information. 

Level 1: The Manors 
Peop le of all races and origins live in the Manors. They have 

one th ing in common , money. Lots of iL The cheapest piece of 
property in the Manor s costs millions of credits. Only the fabu
lously wea lthy and their servants live there, enjoying decadent 
luxuries that would make a Roman noble blush. Anything can be 
purchased in Center , and the lords of the Manor s can afford to 
buy any of it, from the best magical and techno logica l security 
systems to the most sophisticated or corrupt forms of enjoyment. 

This leve l is one of the most beautiful sights of the Megav
erse, filled with enormou s palaces and ornate apartment build
ings. Some are surround ed by spacious gardens that simulate 
hundreds of different ecosys tems. Others are domed complexes 
that project a different holographic landscape every day. Color
ful towers rise to the domed ce iling, 700 feet (2 13 m) high, large 
enough to have small cloud formations. Holograms crea te a per
fect illusion of daylight, which can be changed to night for se
lected sections of the Manor s, while keep ing the rest well lit. 
The street s leading to and from the diverse mansions and build
ings are broad and clean. Motorized traffic is kept to a minimum 
to avoid disturbin g the res idents. There are no shops or markets, 
instead , merchants bring their wares to the presence of the mag
nates or servants are sent to the lower levels to get whatever 
their masters desire . Although this section is as big as any two 
sect ions of the lower levels, the populati on is small, about one
third the size of the average city leve l. 

Despite the opulent life style, the Manors is not a happy 
place. Tension, hatred and fear are thick in the air. Servant s fear 
their masters, who can fire, destroy or even kill them at a whim. 
Relatives fear, hate and envy one another, often conspiring to 
win inheritances, or to cheat or stea l a bigger piece of the pie 
than thei r siblings. Rival households try to outdo or destroy each 
other. Although they have the best protection money can buy, the 



Lords and Ladies (as they are collectively known) are often as
sassina ted by those close to them. A few have become hermits, 
living in palaces by themselves and attended to only by robot 
servants. Others figure out that the best way to remain safe is to 
do unto others before they do unto you. 

Since Center does not have a rea l government , the var ious 
sections and levels estab lish their own laws and leade rship . The 
first resident of the area is the mysterious and possib ly immortal 
man known as Thraxus (described later). He is also the gove rnor 
of the First Level. He oversees the enforcement of the Compact 
he himself wrote. The Compact is a contract that every resident 
of the Mano~s must sign before being granted the right to live 
there. The rules are full of legalese, but they boil down to one 
thing: anything goes inside a person's home, as long as it does 
not become obvious, embarra ssing .or dangero us to other resi
dents. There is also an unwritten Jaw that the residents quickly 
learn : As Jong as you can bribe your way out of a problem or pay 
to cover it up, anything goes beyond one 's home - as long as it 
doesn't anger Thra xus or one of his cronies. 

Some Places of Interest at the Manors 

The Checkpoints: Every entrance to Level One is heavily 
guarded. A private guard team made up of the best cutthroat s 
money can buy (supplied by Naruni Enterprises) with a sma ll 
contingent of promethean guards, stands at each checkpo int. 
Visitors have to present identification and a satisfactory story be
fore they are allowed in. If their story is not acce ptable or does 
not check out (for examp le, if somebody claims they are vis iting 
a resident , the resident is called to confirm the story), they are 
fined .1 D6x l 000 credits (the exac t amount is usually at the 
guards' discre tion !). If they cannot pay the fine, payment can be 
extracted in goods (i.e., anything the unfortunate was carrying 
on him) or in labor (1 to 3 months forced labor) ! This policy 
tends to discourage "undesirables" from pes tering the check
point guards. 

Thraxus' White Tower: Thi s building dominate s the Man
ors' sector. Built all the way to the ce iling of Level One , the 
White Tower is an ivory-co lored, round, featureless tower that 
almost appears to be a column supporting the vaul ted ceiling. 
The tower is on top of a hill and is 500 feet ( 152 m) tall and 70 
feet (2 1.3 m) in diameter. People who are allowed in, discove r 
that the place is larger on the inside. The tower is some sort of 
dimensiona l gateway or some sort of dimen sional pocket in large 
scale. The decor and shape of the interior is alway s changi ng to 
suit the whims of Thraxus , the wea lthiest man in the city. Some 
favorites include a 17th Century Earth royal courtroom of 
Frenc h style, an ultra-tech contro l room aping a starship' s 
bridge, a jungle motif with living plant furniture and gorilla-like 
servants, and a desert background with a richly furnished tent 
where Thraxu s welcomes visitors. Naruni Enterprises' Board of 
Directors sometimes holds private parties and informal get to
gethers at the White Tower. 

The Embassy Buildings: Thi s is a luxury hotel and apart
ment building owned by Thraxu s. Its apartments can be rented , 
leased or sold to important (and wea lthy) visitors at ou trageo us 
prices. Rent start s at 100,000 cred its a month and that's for the 
smallest studio apartment s! The apartments have all types of 
comfort s, including full room service (optio nal) and mini-swim
ming pools or jacu zzi facilities inside the apartments them -
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selves ! Magical and technologica l entertainm ent services and the 
best furnish ings are readily available. As its name indicates, 
these buildings also house, at reduced charges, the ambassadors 
of seve ral space and transdimensional civ ilizations. These em
bassies only dea l with the most import ant heads of state. Level 
Two has consulate s that take care of the "commo n people." 

The interactions between the different embassies and the 
wealthy residents of the Emb assy Buildin gs could fill a hundred 
spy novels. Briber y, esp ionage, blackmai l, disinformat ion cam
paign s, rumor-mill s, discrete liaisons, sexua l affairs and the oc
cas ional burglary and murder are the order of the day at this 
estab lishment. 

Level 2-A: Gateland -------
Gatetand occupies the west half of Leve l Two. This is where 

dimensional gates are regularly opened to some 800 locat ions 
across the Megaverse . It is also where dimen sional traffic is at 
its thickest and mo st chaotic. An ent ire corps of prometheans 
(over 15,000 soldiers and 1,500 Phase Adepts) is stationed on 
this leve l to deal with any disturbance. Additio nally, two city 
guard divisions (20,000 soldiers of diverse species, equipped 
with Naruni Enterprises weapo nry) is also presen t and ever alert 
for trouble. To add to this impressive manpower , there is a Spe
cial Brigade of 1,200 magicians, super-powered beings and su
pernat ural D-Bee s. Additional troops can be teleported in from 
military bases elsew here on Phase World. On one occas ion, over 
100,000 soldiers were ca lled in to deal with a supernatural intel
ligence that was tryin g to break into the city. After a savage bat
tle that killed thousa nds of soldiers and innocent bystanders, the 
entity was destroyed . 

There are 1,280 gateways arranged in a semicircular pattern 
on the southwest corner of the city. Each gatew ay leads to a dif
ferent place. Some have been inactive for decades or centur ies, 
whi le other s let in tens of thousands of visitors every day! The 
gateways are connected to pyramid s, permanent Rifts, magica l 

portal s, and dimensional teleport devices across the Megaverse. 
Some are largely unkno wn by the natives of that dimension and 
used only by those with secret knowl edge. Others are commo n 
portal s of travel known by all. Some gateways can be ca librated 
to go to more than one place, or to accept vis itors from several 
different dimension s. 

Some of the dimensions these gateways lead to include: 

Rifts Earth: Five gateways are connected to Rifts Eanh. 
They lead to: Splynn in Atlantis, where they are used by a 
number of transdimensional traders (with the excep tion of 
Naruni Enterprises, traditional competitors and enemies of the 
Splugorth) ; the Evil Millennium Tree in Europe (see 
Mindwerks), used mostly by supernatu ral beings and evil sor
cerers; the City of Cibola in the Amazo n Jungle (see Rifts South 
America), an impo rtant trading cen ter for Naruni Enterpri ses; 
the Yucatan peninsula (see Rifts Vampire Kingdoms ), and a se• 
cret Naruni Ente,prises facility in North America. 

Wormwood: Two gateways are connected to this planet. One 
at the city of Worldgate which is used mostly for transdimen
sional trade, and ano ther in a deep cave with a ley line nexus, in 
the heart of the Unholy's terri tory. The cave nexus is used by a 
number of champi ons of good to stage guerrilla raids against the 
Unholy (Note: The discovery of this gateway by the dark forces 



that control the planet could lead to attacks aga inst Ce nter from 
the Unholy's minion s). The se ga teways are res tricted to a 
number of authori zed users and very few (less than 50 peopl e) 
know of their destinatio n. The prometheans have kept the ex ist
ence of Wormwood from the Splugo rth and Naru ni Enterpri ses, 
for reasons known on ly to the giant Lords of Phase World. 

The Plain of Mist: Three gateways are connected to this 
mysterious dimen sion of rollin g mists and featureless white sky. 
This seemingly endless plain is said to be a majo r tran sdimen
sional terminu s with ga tes to thou sands of worlds, some of 
which can only be reac hed from there. The pla ce is a featu reless 
desert, exce pt for the occasiona l Millennium Tree, c ity, or for
tress town , and for the long caravan chains travel ing through it. 
Traffic to and from the Plain of Mist is incredib le, with thou
sands of visitors and kiloto ns of merchandi se enterin g and leav
ing each ga te every hour! Each gate is built arou nd a fortified 
city. The smalle st has a popu lation of 50,000 peop le of diverse 
races and the larges t has over 10 million inhabitants. All kinds of 
wares are purchased in the Plain of Mist and brought back to 
Phase World where they qui ckly find a mar ket. T he transdim en
sional merchant s known as the Plain Rid ers have beco me enor
mously wea lthy, but their s is a very risky pro fession beca use the 
Plain of Mi st is one of the most dang erous places in the Megav
erse, bese t by tran sdim ensional bandit s, monsters and supernatu
ral intelligences. 

Megalopolis/Olympia: This dimens ional rea lm is connected 
by one gate to Phase World. The ga te is in Mega lopo lis, a huge 
city peopled by demigods, M .D.C. hum anoids (similar to the na
tives of Wormwood), cyclo ps (both lesse r and greater), dozens 
of D-bee race s, and the occas ional godling. Megalopo lis wor
ships· the Pantheon of Olym pia (see Rifts Conversion Book 
Tuo : Pantheons of the Megaverse), which overlooks the city 
from the immen se mountain known as True Olympu s. The c ity 
border s a seemingly endless sea and is surrounded by fores ts full 
of mytholog ica l creatures and mon sters. There is a brisk trade of 
magica l items and weapons as well as some techno logy and 

techno-wizardry. The cyclops are renow ned weapo nsmiths and 
their lightnin g arrows, spears and jave lins always bring an exce l
lent price. The gods of Olympu s have bee n known to use the 
gate for occa sional vis its to Phase World, either to make pur
chases (the god Herme s is a great custome r of fast vehicles and 
exotic weapons) or to use the ga tes to go elsew here. 

The Scorched Lands: This dimen sion is cove red by black 
rocks and sand under an angry red sky. Trave lers arriv e through 
gates that open throu gh dolmens very similar to the ones found 
in Stonehenge. Four very active gates lead to this dim ension. 
The scorched lands are connected to Dyva/, the demo nic plane ; 
Hades, the Greek death-rea lm, and the elemental planes of fire 
and earth. A few cities are scattered among the black mounta ins. 
Their inhabitant s are ded icated mostly to minin g and metal 
working; the black lands have incredibl y rich meta l deposits. 
Despi te frequent raid s by demon s and elementals, the scarcity of 
food and water, and other dang ers, these cities have grown and 
prospered, large ly because very va luable minerals , includin g 
psylite, uranium , and some rare and exo tic metals and gems are 
found there. A grea t deal of trade is conducted between these cit
ies and Phase World. One of the cities is run and contro lled by 
Naruni Enterprises - the city became indebted to the corpora 
tion and when they couldn 't meet their paym ents their mines 
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were se ized and they now work as slave labor. A stark remind er 
of the dangers of doin g business with the Narun i. 

The Ugakwa Homeworld: Thi s is a dimension covered in a 
thick atmo spher e and light grav ity. It is the homewo rld of the 
ugakwa Explorers desc ribed in Rifts Mindwerks. The ugakwa 
have become a market for technology and also expo rt their own 
products, includin g po werful force fields superior than those 
sold by Narun i Enterpri ses. 

Others: Two gate s are connected to the Palladium World, but 
are on ly used by the occasio nal dimensional traveler. These 
gates are uniqu e in that their location keeps changing over time 
- the gates seem to be mov ing aro und the planet! Other gates 
connec t to severa l versions of 20t h Century Earth, includ ing the 
wor ld of Heroes Un.limited and Ninjas and Superspies. Many of 
the ga tes reach dimen sion s controlled by the Splugort h, Naruni 
Enterpri ses, and ancient "divin e" panth eons. . 

Some Places of Interest on Level Two 
Dimensional Checkpo ints: Each gateway is surrounded by 

force fie ld fences (M.D.C. 1000) and arriva ls will be question ed 
by a prom ethea n inspector backed up by a sq uad of soldiers of 
diverse races. Gateways with a lot of traff ic will have dozens or 
hundr eds of inspectors ass igned to them to help speed up the ar
rival process. The visitors will be asked their business and inten
tions in Center. If the promethean and the arrivals don ' t have a 
common language, magic or a technolog ical translator will be 
used . If the vis itors have heavy weapons, power armor, robot s, 
etc., and are not will ing to leave them in storage, they are al
lowe d to go to leve ls 7-10 throu gh a spec ial e levator that on ly 
goes to those leve ls. Otherw ise, they have the run of the second 
leve l and will have access to a ll the other leve ls and sections; 
prov ided, of co urse, that they can ge t past those sect ions' respec
tive checkpoint s. 

Hostile arrival s wi ll be countered immediat e ly. The guards 
will try to drive intrud ers back through the portal which will 
then be closed for 1D6 hours. Reinfor cements will arrive 
quick ly, equipped wit h heavy weapo ns and ass isted by magi
cians and psychics. 

The Central Station: Thi s sector is exac tly betwee n section 
2-A and section 2-8 (see the Space Port , below). The Central 
Statio n has the main monora il system that leads to leve ls 3-7 and 
has mass ive e leva tors that go to all ten leve ls. The Central Sta
tion is a chaotic place usua lly filled by hundr eds of thousands of 
new arriva ls. The place is big enough to deal with a crow d in the 
millions. Hundreds of monorail s leave in diff erent directions 
every minut e or so, and about 5,000 e leva tors are eve nly spaced 
on three wa lls. The monorail s are clean and well kept. Their 
seats are se lf-adjusting, able to accommodate any humano id be
tween 4 (1.2 m) and 12 feet (3.7 m) tall comfortab ly. Each e leva
tor is the size of a house with a clearance of 50 feet (15.2 m)! 
They are often used by oversized crea tures that find the monor ail 
accommodatio ns too cramped. 

Secur ity at the station is heavy. ln the eve nt of a firefight or 
other major disturban ce, the entire station is filled with force 
fie lds (1000 M.D.C.) that divide and isolate the whole area in 
20x20 foot (6. lx6. l m) square s! This prevent s riots and mass 
combat from breaki ng out and sec urity can release innoce nt by
standers while leaving the perpe trators trapped in one or more 
force fie lds. 



The Warehouse Sector: This area is also shared with leve l 2-
B (see below). This is where merchants take their merchandi se 
for transport to the other sectors or levels. The massive ware
houses take up almost a third of the entire second leve l. Trucks 
and forklifts are constantly moving crates, chests, and boxes. A 
comp lex compute rized and magical system keeps track of the 
mercha ndise, making theft or losses a rarity. This sector also has 
a strip of office buildings , filled by shipping companies, whole
sale buyers, insurers, and traders. Most large-scale transactions 
that do not involve one of the open markets in the lower section 
are usually conducted here or on the space stations. 

Level 2-B: Space Port ------
The other half of level two consi_sts of thousands of landing 

pads for space shuttles and cargo ships. The largest space port in 
the Three Galaxies is located here, and is the size of a small city. 
Shuttles with a cargo capaci ty of as much as 100,000 tons 
(90,700 metric tons) land every few minutes on one of the land
ing pads that rim the outside of the city. Spacers and passengers 
from all comers of the galaxies crowd the walkways lead ing to 
the Central Station, or to Spacetown, the favorite hangout of 
most pilots and ship crews. 

Places of Interest on Level 2-B 
Spacetown: Spacetown has all the amenities spacers could 

wish for, including inns, taverns, night clubs, and other enter
tainment areas. This is where pilots go to hang out, trade tall 
tales, get drunk or start friend ly brawls. The dozens of bars 
found there are also a good place to find new jobs, hire a pilot or 
an entire ship, or listen to the rumor mill. Two kinds of people 
frequent this place: Spacers who wish the company of their own 
kind, and non-space rs who are there to hire, admire, or "slum" 
with the spacers . The two groups don't mix together very well 
and some bars will not let in anybody who doesn't look like a 
true spacer. Some go so far as to prohibit anybody who isn't a 
regular or a guest of a regular. 

The Shipyards: Hundreds of ships are being repaired, cus
tomized or built at any give n moment in Center's massive ship
yards. This is the place to go to buy, sell, repair or improve small 
ships (under 1,000 tons in weight/907 metric tons). Larger ships 
are dealt with in the surroundin g space stations. Many research 
and development corporatio ns have set up shop in this area, and 
prototypes of new and improved space drives, ship weapons, 
sensor systems and other ship parts are built and tested here. As 
a result, industria l espionage is rampant in this area. 

Level 3-A: Splugorth Trading Post - -
This sector is mostly peopled by Splugorth minion s, mon

sters, inhuman looking aliens, and supernatural creatures. After 
the last attempt to conquer Phase World failed, a Splugorth 
named Klynncryth (Lord Klynn for short) made a deal with the 
prometheans. In return for leas ing rights on a sector of the city, 
Klynn would ensure that no further attacks would be made 
against Phase World. So far, both parties have kept their side of 
the bargain and Level 3-A is one of the most important Splu
gorth cities in the Megaverse. The recent opening of the city of 
Splynn in Atlantis (see Rifts Atlantis) has somewhat ecl ipsed 
the popularity of Klynn 's "city," but it still remains a major trad
ing center. 17 

Lord Klynncryt h seems content with his place in the Megav
erse. Unlike most Splugorths, he has not tried to increase his 
power at the expense of his neighbors. However, it is rumored 
that Klynn is simply biding his time, and that he has his eye on 
one day becoming the ruler of Center and the master of the se
crets of phase technology . Lord Klynncryth's agents are every
where, in the city, at other locat ions on the planet, the space 
stations , and other key location s throughout the Three Galax ies. 
He is very well informed about all the goings-on throughout the 
galaxies. 

Leve l 3-A is a very active tradin g center and is very popular 
among non-humanoid races. Humans, elves, wolfen and other 
humanoids are not welcome, and such visitors are often met with 
contempt and hostility. The kreeghor race abhors the Splugorth 
and thei r minions, so very few members of that race venture into 
this sec tor unless they are looking for troub le. -The only excep
tions to this rule are humanoid pirates and criminals who often 
arrive to sell slaves or stolen articles. This leve l is also a "tour
ist" attr action for many of the most bloodthir sty species in the 
Megaverse, who travel from all over to see the gruesome specta
cles prese nted at the Blo od Dome. 

Sector 3-A has its own transdimensional network, using a 
pyramid built on one of the many ley line nexuses found in the 
city. The pyramid is connected to seve ral Splugorth contro lled 
worlds, with the notable except ion of Atlantis; Lords Klynncryth 
and Splynncryth do not get along and have been quiet rivals for 
over 10,000 years. Demons, dragons, elementals and other inhu
man beings often arrive at Center through the pyramid. 

A large segment (over 20%) of the sector's popu lation be
longs to the kittani race (see Rifts Atlantis). The kittani belong 
to an ancient spacefari ng race, and they feel very much at home 
in the high-tech setting of the Three Galaxies. The rest of the 
population is even ly divided among kydian overlo rds, power
lords, metzla, slave races and other minions. Slavery is wide
spread in the sector. This and other inhuman brutality bothers 
many civilized inhabitants of the Center. Due to this, and the 
general hostility towards humanoids, traffic between Level 3-A 
and other sectors is minimal. 

Places of Interest on Level 3-A 

The Blood Dome: This giant enclosed stadium is Lord 
Klynn's answer to the Atlantis Arena. Monsters and slaves par
ticipate in all manner of blood sports, from duels to pitched bat
tles involving as many as a hundred participants! Special nights 
also offer savage executio ns to enterta in the most depraved of 
souls. T hese grueso me spectacles attract monstrous spectato rs 
from across the Megaverse. The Blood Dome has a "stable" of 
regular gladiators and monsters, although the attrition rate 
among both is horrifying. It also welcomes independent "enter
tainers" who bring exotic slaves, gladiators or pets to the Dome 
to pit them against the best local talent. 

The Blood Dome can seat up to 100,000 spectators, both hu
manoid or giant-sized. Special events (the Monthly Monster 
Mash is the most popular) are televised/ho lovised on a pay-per
view basis. People anywhere in Center who pay a 50 credit fee 
can watch the event from their homes or hotel rooms. The 
Monthly Monster Mash usually gets as many as 70 million view
ers! 



The Dimensional Market: Th is large open mark et is not 
quite as impre ssive as the Sp lynn Dimen sional Market of Atlan
tis, but it comes very close. The wares from dozens of Splugort h 
contro lled dim ens ions, and trader s from hundred s of wor lds can 
be found there . The Dim ensional Mark et does not ge t a good va
riety of articles from the Three Galaxie s, how ever, due to the 
Splugort h 's bad reputation and the resentm ent of the local in
habitant s. 

Level 3-B: 

The Open Market/Wonderworld 
Separated from secto r 3-A by a huge structural wall, the Open 

Market is an area where sma ll and medium- sized businesses can 
rent out space to se ll their wares. Thi s section is also well known 
for Wonde,world, one of the larges t arcades and entertainm ent 
centers in the Three Galaxie s. Touri sts, merchant s and collectors 
all flock to this area. This is one of the most active sector s of the 
city, with merchant s hagg ling with customers every hour of the 
day and night. Most of the stores are highly specialized , usually 
selling the wares of one planet or even a single type of item. Ex
otic perfumes, toys, weapons, clothing and antique stores are all 
common. Spice s from far off worlds , or alien dimensions are 
sold side by side with 17th Century Earth antique c locks, virtual 
rea lity game cartridges, and fancy dresses. 

The sector is divid ed into district s, and some are more high
rent than others. Permanent residents live in neighborhood s 
ranging from comfortable and luxuriou s apartment buildings to 
crime-infested slums. In the slums, some crime gangs are so well 
armed and orga nized that they sometime s venture into the well 
lit shoppin g centers for a quick stick-u p or mugg ing. However , 
most crimes on thi s leve l are non-violent and consi sts primarily 
of con-games, the sale of substandard or fake merchandi se, pi 
rated CDs, and similar rip-o ffs. There is nothin g like a Consumer 
Protection Agency at Center, so buyers bewar e ! 

Security in this sector is provided by private police services 
paid for by the Mer chant s' Leagu e, a loose associa tion of store 
owners. The se rent -a-co ps watc h care fully for disturbance s, 
shoplifting, and robber ies. In any dispute between storeowner s 
and customers, they will take the storeow ner's side. The privat e 
police dresses in bright blue uniform s and are armed with lasers 
and stunners. 

Places of Interest on Level 3-B 
The Hy'werth Jah'Shum Inns: Thi s transga lactic franchise 

of hotels and restaurant s have no less than twelve hotels and mo 
tels on this leve l, each covering an area of the open market. The 
hote ls, commonly known as Hi-Jahs, are reaso nably pric ed with 
comfortable rooms averagin g 40 to 100 credit s a night. The food 
is seco nd rate , but cheap. Several dozen copy cat hotel s also 
crowd the sector' s streets. 

Wonderworld: Toweri ng over all other struc tures in the sec
tor, reaching all the way to the ceiling, is Wonderworld. It looks 
like a "miniature " version of Cente r itself. The compound is a 
combin ation them e park , arca de, movi e theater, circus and art 
gal lery. Licensed by the Paradise Foundation, Wonderworld is 
filled with ride s, virtual rea lity games, simulation room s, exo tic 
acts, strange animals and other attracti ons. Although it canno t 
compete in scope with the Parad ise planet s, Wonderwold attracts 
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many touri sts. The entertainment offered here is for the most 
part, who leso me "family-oriented " fun . Weapon s and controll ed 
substances are strictly forbidden , and the staff is trained to be 
cheetful and polite under every circumstance - even while 
hau ling away a "rejected" custom er. 

Ther e are rumor s that some areas of Wonderworld cater to 
darker, forbidden lusts and pleas ures . Howev er, no such allega
tion s hav e been proved and most peop le figure that the neighbor
ing Sp lugorth sector provide s enough ev il form s of 
entertainment to satisfy anybody. The rumor s cont inue , however, 
claiming that these secret rooms pro vide thin gs that not eve n the 
Splugort h wou ld touch! 

Level 4-A: Free Trade Zone (FTZ) 
(Naruni Enterprises) 

The Free Trade Zone is commonl y known as "the Big Lie" by 
the citizens of Center. The so-ca lled "free zone" is tight ly con
trolled by Naruni Enterprises, the largest arms dealer of the 
Megaverse. Although the Zone does not limit itse lf to the sale of 
weapon s, everything in it has a military them e. Naruni Enter
prises is a firm believer in merchandisin g and the zone offer s 
many different things to visitor s. 

First and foremo st is the weapons trade. Almo st one-fifth of 
the entire sector is a giant show case of military techn ology. 
Handgun s, rifles, vibro-blades , explo sives, perso nal force fields, 
hover tanks, arti llery piece s and exo tic gadge ts are exhibit ed and 
demonstrated around the clock. Even though mo st tests are con
ducted in sound-proof buildin gs, echoes from the largest explo 
sions and energy disch arges can be heard throughout the leve l. 



War veterans who visit the FfZ always feel uneasy beca use of 
the echoes, which bring about many bad memories, and arouse 
old combat senses. Buyers repre senting gove rnments, merce nary 
companies, and more unsavory organiza tions all line up to ob
serve and choose implements of destruction. 

Of course, that is not all Nar uni offers. A lot of subsidiaries 
have grown side by side with the weapon s merchants. Among 
them is the entert ainment industry. Movies, virtual reality pro
grams, and interactive shows have been deve loped around the 
weapons Naruni sells and the peop le who use them. Naruni has 
been known to offer discounts, or even supply free weapo ns and 
equipment for part icipants in a rea l war in return for exclusive 
media rights to that war. Teams of filmmak ers follow the sol
diers around, capturing their life-and-death struggles. Sometime s 
micro-camera s are strapped on or implanted into the soldiers' 
bodies, recording everythi ng up to and including their death ago
nies. The footage is then doctored up and enhanced into the fin
est movies, hologram s, virtual rea lity shows and even 
full-sensory "fee lies" money can buy. "Feelies" are sensory 
spectaculars in which the viewer/part icipant is plugged into the 
action and fully experiences eve rything recorded in the pro
grams. The FfZ has many theme parks that show these movies 
and which offer rides and holograp hs sim ulating combat. Annual 
championships for combat simulation computer games attract 
their share of crowds too. 

Toys mimicking the weapons Naruni Enterprises manufac 
tures are also very popular. Some people suspect that Naruni 
pushes those toys to create instant product recogn ition. In this 
way, children will grow up wanting to own a real Naruni 
plasma-cartridge rifle. If these children grow up to beco me sol
diers or gove rnment officials, their subconscious desires might 
lead them to making purchases of real Naruni guns one day. 

Additionally, fake suits of armor, posters, holograms, books, 
electronic magaz ines and other licensed merchandise are sold in 
the Free Trade Zone. Narun i Enterprises has had centuries of 
practice to master the art of squeez ing the last credit out of their 
properties. 

Places of Interest on Level 4-A 

The Demo Rooms (DRs): These heavily fortified buildings 
are filled with shooting ranges, simulated battle-sites, and test 

rooms. Customers can try their weapons in these rooms. Any
thing smaller than a tank can be test-driven , shot, or tested. The 
Demo Rooms are heavily guarded in case of an attack or raids. 
Their corridors are sealed by armored door s and each DR be
comes a bunker with enough firepower to damage a starship. 

The Mechaboy Arena: This is the site of Naruni Enterprises' 
famous Space Wars game, a ho lographic/virtual reality game 
where the players each pilot a ship, robot or tank and participate 
in huge simulated battle s. A number of competitions, both indi
vidual and teams, are held every year. The most famou s being 
the Mechaboy Champion ship, in which an all-out fight between 
simulated robots (all based on licensed Naru ni Enterprises sys
tems, of course) determ ines who the new Mechaboy Master will 
be for the coming year. Some times, a few Mechaboy Masters 
have discovered a taste and an aptitude for the rea l thing and 
have gone on to become mercenaries or even member s of one of 
Naru ni Enterprises ' dreaded troubleshooting squad s. 
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Level 4-B: 
The Warlock Market 

This sector is headed by the United Worlds of Warlock (de
scribed later), a confederacy of planets that rely on magic to 
travel through space. The Warlock Market is a center of techno
wizardry . Products from the United Worlds of Warlock and all 
comers of the Megave rse are bough t and sold here . Alchemica l 
potions, magica l weapons , mystic armor , magica l scrolls, exotic 
pets and familiar s, and all manner of things arcane can be found 
in the bustling streets of this market . Even the occas iona l rune 
weapo n can be purcha sed here, although they are very rare and 
expensive . While the Warlock Market is not quite as well
stocked as the Splugorth-run transdimen sional emporiums or the 
city of Splynn, it has the advan tage of not being host ile toward 
humanoi ds. 

The entire market is a strang e, wild place. Outbursts of unex
pected magical activ ity are common , although thankfull y, Rifts 
or ley line storms have only occ urred three times in the history 
of the sector. Sti ll, elementals often run wild through the streets, 
or a summon ed creature somehow manages to break free and 
wreaks havo c on the streets. The security patro ls of the market 
always have at leas t one magician or warlock with them to pre
vent too many mishaps from happenin g. 

There are also three magical universities famed througho ut 
the Mega verse, and dozens of lesser schools located on this 
leve l. A few of these places are traps for the unwary, where fools 
without an ounce of magica l potentia l are taught a great deal of 
use less mumb o jumbo for outrageo us prices . Howeve r, most of 
the schoo ls are leg itimate and run by true magicians, war locks 
and sorcerer s. The univer sities are funded by a few wea lthy pa
trons, but make most of their money by selling their own scrolls, 
potions and magica l items, as well as by charging very high tui
tion s. Howev er, their tutelage is of superior quality and serious 
students of the mystic arts can learn much about magic, super
natur al forces, gods and dimensional travel. 

Places of Interest on Level 4-B: 

The Institute of Magical Arts: Thi s is the largest magical 
university on the leve l. All traditional magic systems, including 
both ceremonial and elementa l magic, are taught here. There is 
even a very small and exc lusive Depart ment of Temporal Magic, 
staffed by an ancient temporal raider (see Rifts England). This 
departm ent accepts and teaches only a handful of deserv ing pu
pils. Techno-wizardry, circles and ward making are also part of 
the available curriculum. Tuit ion is an amazing 100,000 credits 
per semester (not includin g materials, room and board), but very 
promising students may be granted scholarships in return for a 
term of servitud e to their benefac tor. Many teachers and their as
sistants at the Institute are former students paying off their tui
tion . 

The Lower Levels: 5-8 
The se areas are not as well-known and frequented by visitors. 

For one , they are rela tively smaller. While the first levels have a 
clearance of hundreds of feet, the lower ones only have a I 00 
foot (30.5 m) cei ling or less (becom ing sma ller at each level). 
Their streets are narrow er, dirtier, and they have less in the way 



of open spaces and tourist attractions. Leve ls 5 and 6 hold the 
residential quarters of most long-term citizens of Center. Small 
apartment buildin gs, shoppin g centers, and a few parks fill these 
areas. There are a few manu facturing plant s and other sources 
of employment, but about half of the inhabitant s work in the up
per leve ls. Levels 7 and 8 house the poorest residents, the unem
ployed, and undesirables. 

Each level resembles a small city. Like most cities, they have 
their good and bad areas, places where the well-to-do enjoy lux
ury and places where it is not safe to walk the streets. The local 
constables usually guard the people who "deserve" protection 
and ignore the poor and downtrodd en who are easy prey to 
criminals. These sectors attract some tourists looking for such 
forms of entertainm ent as prostituti on, high-stakes gambling, 
and exotic drugs. 

The lower levels are the place to get goods not readily avail
able up above : smuggled items, pirat ed copies of all kinds of ar
ticles, dangerous and experiment al drugs and other illegal (even 
in Phase World) products can be found in the slum areas of these 
sectors, especially on leve l Seven and Eight. Powerful stree t 
gangs control whole city blocks and regulate the city's Black 
Market. 

Places of Interest on the Lower Levels: 
The Checkpoints : The checkpoints at levels 5 and 6 are rea

sonably strict and well-mann ed. At leve ls 7 and higher, however, 
vigilance is minimal and almost anybody can be let in, even peo
ple with heavy weapons, suspicious packages, slaves, captives or 
carry ing unconscious bodies. Once they are inside, they are on 
their own and get ting out of the lowest levels is a lot harder than 
getting in. 

The Rat Nest: Located on Level Eight, this area has been 
staked by the Society of the Knife, a shadowy organization that 
runs a great deal of illega l businesses in Center. The society's 
leader, the mysterious Knife Master, controls the Black Market. 
No major deals can go down in the area without his consent. The 
Rat Nest is the size of an entire city block. Abandoned buildin gs 
have been outfitted with stalls that are rented out to drug dealers, 
smugglers, prostitutes and other criminal miscreants. Gangs of 
armed thugs patrol the area and personal bodyguards are as com
mon as flies. Outbreaks of violence are common and lone visi
tors are often ambushed, robbed and beaten - if they are lucky. 

The Rift Levels: 9-10 - ---- -
The last two levels of Center are the most dangerous ones. 

Only people who have nowhere else to go, and a few madmen 
who want to be there, dwell among their dark corridors. The 
original purposes of these levels are unknown. They may have 
been used as a sewer system, or for maintenance crews. These 
two levels have a mere 20 foot (6.1 m) ceiling clearance and the 
streets are narrow and poorly lighted, inspirin g claustrophobic 
feelings in visitors. The checkpoint s leading to this area are more 
concerned about keeping things out than letting people in. Most 
long-term residents are supernatural monsters and their victims. 
People convicted of crimes against the city are often tossed into 
these leve ls without any weapons and equipm ent and left to fend 
for themselves. Victims of the Society of the Knife, escaped 
slaves, refugees, victims of random Rifting, the poor and the in
sane also number among the hundreds of thousands of residents. 
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Life expec tancy in these areas is low. Even so, people man
age to survive, trading among themselves, sav ing enough money 
to buy food from wall dispensers, or engaging in cannibalism or 
worse . Some bands of criminals and supernatural predators live 
here and ra id the upper levels using secret tunnels known only to 
them. Sometimes, an armed party desce nds into these levels in 
search of some stolen valuable or victims of kidn appings, brav
ing the dangers of insane cultists, alien monsters and worse. 

Hundr eds of unfortun ates find themse lves Rifted into these 
leve ls from other dimensions. Rifts open and close randomly in 
different places. Another strange thing about the two levels is 
that they are crisscrossed with ley lines. Magicians in these lev
els will get all the benefi ts of being near a ley line and minor ley 
line nex uses occ ur eve ry few blocks. This prompts some magi
cians to travel down below to use the magical energies available 
there, or to enli st the supernatural monsters attracted to them. 

Some----
N otable Citizens 

Thraxus 
Ruler of the Manors 

Thrax us is the oldest resident of the Manors level and of the 
city itself. Center 's records go back for 5,000 years and Thraxus 
has been listed there every year, starting with the first. He is re
puted as being the wealthiest man in the Three Galaxies. He sits 
on the Board of Directors of Naruni Enterprises ' Three Galax 
ies/Pha se World franchise, and is an important shareholder in 
this transdimensional corpo ration. Those holdings alone are 
worth trillions of credits and they represent on ly a fraction of 
what he owns. From shipyards to casinos, Thraxus owns all 
manner of property through the Three Galaxies, as well as other 
dimensions. Nobody knows where the magnate came from. He 
is obviously a supernatural being of some sort, having lived for 
thousand s of years. Further proof of his superhuman nature has 
been shown every time somebody has tried to assassi nate him. 
The would-be killers have always failed spectac ularly. It is ru
mored that Thra xus is a godling who amassed his fortune after 
millenni a of adventuring through the Megave rse, murdering all 
manner of creatures to steal their goods . This rumor seems to be 
confirm ed by Thraxus' comments about his old "dungeon craw l
ing" life . Some tales even claim that Thraxus started out as a 
mortal adventurer and that he somehow gained, stole or other
wise acquired his godling powers. 

Thr axus is concerned with only two things: mak ing sure that 
the Manors (which he sees as his personal domai n) remain quiet 
and undi sturbed, and enterta ining himself. This entertai nment 
can be anything from exotic spectacles to simple conspiracy. 
Thr axus loves to plot against other powerfu l be ings. He sees life 
as a game and enjoys pitting his resources and wits against wor
thy opponents . He doesn 't even mind losing, as long as it hap
pens in an entertaining manner, and he doesn 't lose more than he 
can affo rd (the latter instance has never happened). 



j _j oHN6oN ~ 

Many adventurers have been called to Thraxus' White Tower 
to perform d iverse missions in his many schemes. While he pre
fers willing participants, he is not above bribing, blackmai ling or 
extorting "pawns" to do what he wants. For instance, he has 
often convinced cosmo-knights to perform quests for him in re
turn for billions of credits' worth of aid to a worthy cause. In 
other cases, he has kidnapped a hero 's loved ones and used them 
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to gain the leverage he desires. His missions can be something as 
simple as delivering a package to another planet (howeve r, all 
too often somebody else wants the contents of the package very 
badly). Or they can be as complex as stealing a holy relic from a 
heav ily-g uarded planet dominated by re ligious fanatics and mak
ing the theft look like it was conducted by a rival faction. 

Thraxus' anarchistic nature and de lusion that life is ju st a 
game, means he is as likely to be found fighting for good causes 
as against them. He has foiled the Sp lugorth several times and as 
a result , he has been the target of numerous Sunaj assassins and 
other mini ons. He has also been the nemesis of many champions 
of light. Who he sides with often depends on how he precieves 
things, the challenge of the "game," and which side of the bed he 
woke up on. 

Alignment: Anarchist with leanings towar d miscreant. 
Attributes : 1.Q. 24, M.E. 30 , M.A. 27, P.S. 20 , P.P. 19, P.E. 23, 
P.B. 17, Spd. 16; supernatural attribu tes . 
M.D .C.: 684 
Horror Factor: 9 for those who know of his reputation (awe) 
P.P.E.: 30 
O.C.C.: Godling 
Level of Experience : 15th level godling 
Natural Abilities: See the invisible and tum invisible at will, re

sistant to poison , drugs and toxins (half as effective), nightvi
sion 200 ft (61 m), fire and cold resistant (does half damage), 
regenerates 1 D6x5 M.D.C. per minute, and can fire energy 
blasts doing 8D6 M .D. (range: I 000 ft/305 m). 

Disposition: Thra xus is a consummate man ipulator . 
Psionic Powers: None 
Magical Knowledge: None, but has an extensive knowledge of 

magic Jore , weapo ns and artifacts . He owns dozens of magi
cal item s with spell-casting abilities and combat properties. 

Combat abilities: Hand to Hand: Expert 
Attacks Per Mclee Round: Six 
Bonuses : + 3 on initiative, +4 to strike, + IO to parry and dodge, 

+4 to roll with impact, +4 to pull punch, + 10 save vs magic, 
+ 10 save vs poison and disease, and + IO to save vs horror 
factor. 

O.C.C. Skills of Note: Has the following skills at 98%. All 
Trade Languages of the Three Galaxies, Dragonese/E lven. 
and a half dozen more from different worlds, plus demon and 
monster lore, detect ambush, escape artist, prowl , streetwise, 
tracking, and wilderness survival. 

Alliances and Allies: Thraxus has extensive contacts with 
Naruni Enterprises and other corporation s of the Three Gal
axies. It is believed that some of his fellow "dungeon
crawlers" are now powerful magicians, rulers of entire 
planets, and other influential people who he can ca ll upon for 
favors, and have them or their agents lend him a helping 
hand. 

Minions: Thraxus ' current stable of bodyguards include: A 
• homed dragon hatchling called Saburo (5th level); a tattooed 
man going by the name Doodles (8th level), Total Eclipse, a 
silhouette sorcerer (9th level), and Crimson, a kreeghor rene
gade (7th level). Addi tionally, Thra xus has a personal army 
of at least 500 soldiers of different races, equipped with the 
best Naruni Enterprises weapons and equipment 

Transportation: He has enough money to buy or rent a fleet of 
any known vehicles. 



Weapons and Equipment: Thraxus' old "dungeon crawling" 
days and later purchases have netted him an impressive arse
nal of magica l and technologica l weapons. These include half 
a doze n greatest rune weapons, two dozen greater rune weap
ons, and near ly a hundred magical weapons of all types from 
over a hundred different dimensions. Among these weapons 
are artifacts able to inflict 2D6xl0 M.D. per attack and crea te 
force fields with 1,000 M.D.C.! Thraxus always wears a half 
dozen rings as well as earrings, necklaces and armbands. 
These magica l jewels make Thrax us invulnera ble to magic, 
most energy attacks, and psionics, as well as allow him to 
teleport to a safe haven when needed (equal to the superior 
teleport spell). Thi s magica l arsenal, coupled with his per
sonal powers and allies, makes him almost impossible to cap-
ture or kill. . 

Money: Thraxus has liquid assets (cash) amountin g to over JOO 
trillion credits. His other holdings and properties are probably 
worth betwee n fifty and a hundred times as much! This is 
more money than the entire gross national product of any in
dividual planet. 

Anshurr 
The Eye of Klynncryth 

Anshurr is a Splugorth High Lord (see Rifts Atlantis) and 
Lord Klynncryth 's right-hand man. He is the Splugorth 's chief of 
intelligence and counter-espionage, a jo b that has earned him the 
nickname "The Eye of Klynncryth." Thro ugh the use of magic, 
informants, secret agents and the bes t surveillance systems avail
able to the Splugorth, Anshurr knows almost every thing worth 
knowing in both Center and much of the Three Ga laxies. 
Throug h his informat ion network, he has carve d out a nice little 
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empire of his own, and he is not above selling informa tion to 
the highest bidder, as long as that info rmation does not harm the 
interests of his master. Anshurr knows very well where his true 
loya lti.es must lie if he wants to survive. Lord Klynncryth knows 

of Anshurr 's "ex tracurricular activities" and approves, as long as 
the High Lord remembers his place. So far, this has always been 
the case. 

Unlike many High Lords, Anshurr is not prejudiced against 
humanoids. He sees them as very valuable and useful slaves and 
servants. Many of his favorite agents include humans, renegade 
Atlanteans, elves and other "lesse r races." The High Lord has 
been involved in a private war with Thr axus for some time now. 
The Splu gorth and Naruni Enterprises are ancient enemies and 
any representative of that company is a danger to be neutra lized. 

Alignment: Diabolic 
Attributes: I.Q. 22, M.E. 20, M.A. 11, P.S. 32, P.P. 2 1, P.E. 18, 
P.B. 3, Spd . 24 . Supernatural strength and endu rance. 
M.D.C.: 300 
Horror Factor: 14 
P.P.E.: 300 
O.C.C. : High Lord 
Level of Experi ence: 10th 
Natural Abilities: Nightvis ion 1000 ft (305 m), exce llent color 

vision, turn invisible at will , see the invis ible, bio-regenerate 
1D4x l0 M.D.C. per minute, and dimensional teleport 98% to 
his master only, as often as once every 24 hours. 

Dispos ition: Anshurr is a master of understated intimidation. He 
rare ly threatens victims direct ly or loses his temper. Instead, 
he quietly shows them what he will do to them if they don't 
cooperate. In an emotionless, almost bored tone, he will de
scribe the most horrible tortures imagi nable. When dealing 
with underlings, he also remains ca lm and self-contro lled, but 
he does not tolerate failure, and death is the least of an unsuc
cessfu l minion 's worries. 

Psionic Powers: Major ps ionic. Astra l projection, empathy, 
mind block, object read, sense magic, speed reading, telepa
thy and total recal l, all equal to a I 0th level psychic. 

I.S.P.: 60 
Magic al Knowled ge: Knows all spells and ritual knowledge 

from leve ls 1- 13, plus all stone master powers, the power to 
crea te magic tattoos, and bio-wizardry . 

Combat abilitie s: Natural 
Attacks Per Melee Round : Five physical attacks per melee or 

two by magic. 
Bonuses: + 1 on initi ative, +4 to strike, +4 to parry and dodge , 

+2 to roll/pull punch, +2 save vs magic, + 1 save vs poison 
and disease, +8 to save vs horror factor. 

Vulnerabilities /Penaltie s: Takes double damage from certain 
holy and magic weapons. 

O.C.C . Skills of Note: Bio logy, astronomy, chemistry, patho l
ogy, holistic medicine, basic and advanced math, comp uter 
operation, radio: bas ic and scram bler, and intelligence, all at 
98%. Languages: Dragonese/E lf, Faerie, Gobb lely, Ameri
can, Trade One through Six, and Atlantean, all at 98%. 

Allian ces and Allies: As Klynncryth 's second in command, An
shurr commands a great deal of respec t from other evil be
ings. His closes t friend is a Raksas ha demon called Zabranas. 

Minion s: Anshurr has a small army of spies, bodyguards and 



special agents. Also, he can command Sector 3-A's sec urity 
forces, which include several thou sand kittani and kydian 
warriors as well as tattooed men, metzla mon sters , and other 
powerful minion s and slave s. 

Weapons: Owns a lesser rune sword (5D6 M.D.) with all the 
usual power s, a psi-interrogator , and a staff of pacification 
(see Rifts Atlantis ). 

Body Armor: Standard High Lord armor (100 M.D.C. ) 
Money: Can get his hand s on 1D4x l00 million credits at a mo

ment 's noti ce and can make special requests from Lord 
Klynn cry th for more fund s. 

Trader Smythers 
Naruni Enterprises 

Smythers is a member of the Uteni race (see Rifts Mercenar
ies), and one of the major member s of Naruni Enterprises. This 
important trader is in charge of the entire Free Trade Zone, 
whic h makes him one of the most promin ent ci tizens of Center. 
A masterfu l adm inistrator and businessman, Smythers has kept 
Nar uni Enterprises running smoothly in this important part of the 
Megaverse. The only probl ems he has are usually relat ed to 
Thraxus, whom he does not trust, and the Splugorth, who are al
ways trying to subtly undermine Naruni Enterprises (and vice 
versa). 

Besides being in charge of Naruni 's "above- board " dealings, 
Smyt hers control s a large segme nt of the Black Market in Cen
ter, and other parts of the Mega verse. Some weapon sys tems that 
are illegal eve n in Phase World, such as chemical and bacterio 
logica l weapons, are sold throu gh underworld contacts. To that 
effec t, Smythers has had dealings with the Society of the Knife 
and other criminal s and sm ugg lers. Although it would appear 
that these illegal dealings are made privately by Smythers, they 
are act ually a regular part of Naruni Enterprises' business prac 
tices. The corpora tion must sell its products and does not care 
which mark ets it approaches to do so. Should the illegal weapon 
traffic be discovered, the corporation would claim ignoran ce and 
the blame would fall square ly upon Smythers. 

Trader Smythers and Thra xus do not like each other . Thraxus 
is a constant source of probl ems on the Naruni Board of Direc
tors, where he cons tantl y engages in power play s that are disrup
tive and benefit no one. Once, Smythers tried to have Thraxus 
quietly assassinated. His team of killers got mail ed back to him 
- in seve ral small packages. Although Thraxus did not retaliat e, 
Smythers is terribly afraid of the magnate and would do almost 
anything to have him e liminat ed. 

Alignment: Aberrant 
Attributes: I.Q . 20, M.E. 15, M.A. 23, P.S. 12, P.P. 15, P.E. 16, 
P.8. 18, Spd. 11. 
M.D.C.: By armor or force field only. 
S.D.C./Hit Points: 243 S.D.C. and 51 Hit Points 
Horror Factor: None 
P.P.E.: 20 
O.C.C.: Alien Merchant 
Level of Experience: I 0th 
Natural Abilities: Limited shape-c hanging. The Uteni 's natural 

appearance is that of a hairle ss, light-blue biped, about eight 
feet (2.4 m) tall, with thin and spindly limb s, large eyes, and 
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no mouth or nose (they breath e throu gh their skins). They 
can, however , alter their size and features to tho se of any bi
ped from four to nine feet ( 1.2 to 2.7 m) tall (the ir weight re
main s the same) . They cannot simulate body hair and their 
skin color always remain s the same blue. 

Disposition: Smythers has the dispo sition of a used-car sales
man. He ' ll be your buddy as long as you have something he 
wants, or when he's trying to sell you somethin g. He can only 
be trusted for as long as it is in his best interest to keep his 
word. If a better offer comes along, he will tum his back on 
his own parents or even sell them (rumor has it that he sold 
all his siblin gs to slave traders, back when he was a young
ste r). 

Psionic Powers: Clairvoyance, mind block and see aura. 
I.S.P.: 86 
Magical Knowledge: None 
Combat abilities: Hand to Hand: Basic 
Attacks Per Melee Round: Four 
Bonuses: + I to stri ke, +2 to parry and dodge, +4 to roll/pull 

punch , and +3 to save vs horror factor. 
O.C.C. Skills of Note: Comp uter hack ing 98%, computer pro

gramming 98%, ga lactic lore 98%, demon and monster lore 
98%, and speaks all trade langua ges and a dozen other lan
guages of the Three Galaxies. W.P. energy pistol and ene rgy 
rifle. 

Alliances and Allies: Trader Smythers has the full support of 
Naruni Enterprises and is lose ly affiliated with the Society of 
the Knife and other crim ina ls. 

Minions: Has a personal bodyguard made up of kreegho r rene
gades that are fanatically loya l to him . 

Weapons: Several hand guns (all manufactured by N.E., of 
co urse). 

Body Armor: Personal Force Field (130 M.D. C.) 
Money: Has a perso nal fortune of 900 million cred its and has 

trillion s of credits at his disposal through Naruni Enterprise s. 

The Knife Master 
Leader of the Society of the Knife 

The Society of th e Knife is an undergro und organization that 
controls a number of illega l activ ities in Center. Jt combines ele
ment s from the Thieves' Guild, an assassin cu lt, the Mob, and 
the black market. Members swear never to revea l any of the se
crets about the society, and betrayal is repaid with death. The so
ciety has become a major force in the c ity 's politics. The sec urity 
forces of Cente r are aware of the soc iety's activiti es and they 
often try to stop them, but they have only managed to capture or 
kill a few low-rankin g soc iety members and barely put a dent in 
its operations. 

The Knife Ma ste r is the leader of the society. It is not known 
if he actually founded the organiza tion or if he rose through the 
rank s to his current position. Very few people know what he 
looks like , on ly that he appears to be human . Some rumors claim 
that the Knif e Master is actually severa l different people. During 
meeti ngs of the soc iety, the Knife Master often wears a mask. 
Only the memb ers of the soc iety's inner circle have actually seen 
his face. 



The truth is far different. The Knife Master is one per son, a 
native of the alien dimension of Wormwood who found himself 
in Phase World while escaping the local authoriti es. Whi le fight
ing for his life on Level Ten, he was contacted by an alien inte lli
gence that lives hidden there. The intelligence and the refugee 
made a pact, trading power for servitude . With his new powers, 
the former warrior was able to form his own criminal gang. A 
gang that slowly increa sed in power until it became the Society 
of the Knife. For severa l centuries, the Knife Master has been 
the pawn of this alien intelligence, creating a powerful criminal 
network that may one day be used for darker purposes. 

None of the society's members know the Knife Master's true 
origins or of his affiliation with the alien intelligence. However, 
a few suspect he is more than he seems. His fighting ski lls are 
uncanny. In his previous life, he was a powerful freelance war
rior, and his title is more than an honorific. The Knife Master has 
often executed an accused traitor himself. Some times these exe
cutions have taken place in crude arenas, with the condemned 
been given a hand weapon of his choice, to make thing s "sport 
ing." The Knife Master has never lost these matche s. 

Real Name: Amo the Free lancer 
Alignment: Diabo lic 
Attributes: T.Q. 13, M.E. 11, M.A. 18, P.S. 35, P.P. 27, P.E. 20, 
P.B. 9, Spd. 24. 
M.D.C.: 248 
Horror Factor: None, unless his true nature is discovered (8). 
P.P.E.: 18 
O.C.C.: Former freelancer O.C.C. (see Rifts Dimension Book 

One: Wormwood), now a witch (see Rifts Conversion 
Book One). 

Level of Exper ience: 8th leve l freelancer and 6th level witch. 
Natural Abilities : The Gift of Power: Increase d physical prow 

ess and physica l structure, supernatura l strength, and bio-re-
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generate 1D4xl0 M.D.C. per hour. As a native of 
Wormwood, he is natura lly an M.D.C. being. 

Disposition: Before making a pact with an ev il entity, Amo was 
a warrior who only cared about saving his own skin (miscre
ant alignment). The pact has made him an angry, embittered 
man who knows he is a pawn of a greater power. He takes out 
his frustrations on those around him , getting some small com
fort from the fear and misery he causes others. He is a ruth
less but efficie nt busine ssman and leader who does not 
tolerate disobedience or insolence . 

Psionic Powers: None 
Magical Knowledge: None 
Combat abilities: Hand to Hand: Assassi n (8th level) plus box

ing. 
Attacks Per Melee Round: Five hand to hand attacks per me

lee. 
Bonuses: +2 on initiative, +8 to strike , + 12 to parry and dodge , 

+ 7 to roll with impact or to pull punch, +5 to save vs magic, 
+3 save vs poison and disease, and +6 to save vs horror fac
tor. 

O.C.C . Skills of Note: W .P. knife, W.P. sword, speaks Ameri
can, Trade Three, Trade Four and Trade Six, all at 98%, and 
Demongogian at 80%. Plus he knows demon and monster 
lore 75%, prow l 70%, and streetw ise 57%. 

Alliances and Allies: The Knife Master has an arrangement 
with Naru ni Enterprises, through Trader Smythers. Smyther s 
provide s the socie ty with illega l weapons and some assis
tance, in return for the society's suppo rt. Additionally, a 
numb er of supernatu ral creatures on levels Nine and Ten 
serve the alien intelligence that controls the Knife Master. 
These creatures might come to his aid in an emerge ncy or to 
avenge his death. 

Minions: The Society of the Knife has over 50,000 full-time 
member s and five times as many "hired muscle." 

Wea pons: Favors a magica l knife (3D6 M.D. plus hand to hand 
dama ge that return s when thrown). Also commonly carries an 
NE-4 plasma cartridge pisto l. 

Body Armor: Wormwood chain mail (40 M.D.C.) plus a Naruni 
Force Field (110 M.D.C.) 

Money: Millions (perhaps billion s) of credits are at his disposal. 

The Promethean R.C.C. 

The promethean s are an ancient and mysterious race. Their 
large size and stone- like hides gives them a brutish, intimida ting 
appearance. Looks can be deceivin g, however, and prometheans 
have one of the highest T.Q. averages in the Three Galaxies, sur
passed only by the telepathi c noro race . More importantly , these 
massive humanoid s are the on ly race that has maste red phase 
technology, and are the only sentient race that can "step out of 
phase" naturally , withou t the use of techno logy. 

Promethea ns have two stages of deve lopment. First Stage 
prometheans are what most people think of when they talk about 
the member s of the race: big, blocky humanoids with enormous 
intelligen ce and strange powers. However, these are only imma
ture individuals, little more than children from the perspective of 
their elders. Second stage prometheans are giants, averaging 



over 30 feet (9. l m) tall. They are rarely seen in publi c and never 
outside the planet of Phase World. Their way of thinking is com
pletely alien to most races - it is believed that they are able to 
project their consciousness into severa l universes at the same 
time, and that they are in commu nication with four or five di
mensional beings at any given moment. Nobody seems to know 
what their goals are . A few people have started cults that either 
worship the second stage promethe ans as gods, or damn them as 
demons. The prometheans ignore both the worsh ippers and the 
persecutors. 

Nobody knows for sure how long prometheans live. There are 
no recorded cases of a second stage promethean dying from old 
age in the known history of the Three Galaxies. Many believe 
that prometheans are true immortals, vulnerab le only to acci
dents and violence. Others think that the creatures are very long
lived but they die off eventually - otherwi se, the prometheans 
would have overr un the entire universe long ago. Since the sec
ond stage promethean s volunteer no informati on about them
selves, none of these rumors can be proved. 

First Stage Promethean 
Optional Player Character 

First Stage Promethean s are large humanoids (7 to IO feet/2.1 
to 3.0 m tall) with barrel-shaped chests, thick limbs and round 
heads. Their gray ish purple skins are coarse, with the consis 
tency and hardness of stone . Their mouths are little more than 
thin slits and their eyes are solid black beads. Prometheans have 
no noses, and don 't need to breath. They draw air through their 
mouths ·only to speak. They can survive in the vacuum of space 
unaided by any breathing apparatu s or vaccum suit and are in
vulnerable to most environmental hazards, including radiation 
and toxic fumes. 

The "immature" prometheans are actually as intelligent as the 
adults of most sentient races. They are roughly human -size and 
appear to have no genders as we understand them. They don 't 
know much about their second stage elders, but instead of trying 
to understand what they will become, they seek to learn as much 
as they can about the rest of the universe. First Stage 
Prometheans are expected to experie nce as many different situ
ations as they can before moving on to the next stage of their ex
istance. Thus, first stagers are often found throughout the Three 
Galaxies as pilots, explorers, traveler s, tourists and adventurers. 
A few even engage in criminal activities like smuggling, piracy 
or worse. Their personalities are very human-like and go the 
whole range, from dead serious to clownis h, from compass ionate 
to savage and vindictive. Unlike humans, however, prometheans 
consider all their behavior as part of their discovery process. As 
they grow older, a formerly evi l promethean may see the error of 
his way and change comp letely. For this reason, they will almost 
never kill any member of their race, no matter how evil, because 
in their view, there is always a chance for redemptio n. All 
prometheans who are ready to enter the second stage are princi 
pled or scrupulous in alignment. 

Prometheans become eligible to enter the second stage of de
velopment after reaching 10th level and attaining the appropiate 
good alignment. To do so, they must pass a test to determ ine 
their maturity. This test will almost always involve a quest of 
some sort, either somewhere in the Three Galaxies or some place 
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in the Megave rse. Many of these tests are dangerous and may 
have importa nt consequen ces for other people. In some cases, 
the test has involved saving an entire planet from a plague, an 
invasion, or some other disaster. Prometh eans undergoing the 
test can secure help from other beings, includin g younger 
prometheans. An adventu re or even a campaign could revolve 
around a group of player characters trying to help a promethean 
pass a Test of Maturit y. 

Some refuse to take the test. There is no stigma attached to 
the desire to stay at the first stage of deve lopment and other 
promethea ns will usually respect their brethren's desires. In any 
case, the character can always change his mind at any point in 
the future. The elders make the assumptio n that if a young 
promethea n does not want to go on to the next stage, he is sim
ply not ready for it and should wait till the time is right. 

Alignment: Any 
Attributes: I .Q. 3D6+ 10, M.E. 3D4+ 10, M.A. 3D4+ 10, P.S. 
4D6+10, P.P. 3D6, P.E. 3D6+12, P.B. 2D4, Spd. 3D6; super
natural beings. 
Size: 7 to IO feet tall (2. 1 to 3.0 m). 
Weight: 300 to 800 lbs ()36 to 362 kg). 
M.D.C.: None, but see natural abilities . 
S.D.C./Hit Points: ID6x l00 S.D .C. and P.E.x5 hit poin ts. Add 

2D6 hit points per level of experie nce. Also, the 
prometheans' unique phase powers protects them from most 
M.D.C . attacks: M.D . attacks inflict only one S.D.C. point per 
M.D. point!! S.D.C. weapo ns do hal f damage . 

Horror Factor: 10 
P.P.E.: 3D6x l0 
Average Life Span: Unknown. At least several thousand years. 
Natural Abilities: Doesn't breathe air and are immune to radia-

tion and norma l heat, fire, cold, gases and disease . Can see in 
total darkness and have eag le-like norma l vision. 

Phased bodies: Prometheans are in a permanent state of 
"phase." This means the energies of most weapons are harm
lessly dispersed as they pass through their bodies. This dis
persal is directly proportional to the energy of the weapon. 
Hurtin g a promethean is equally easy (or hard) with an ar
chaic S.D.C. sword as an M.D. laser. Mega-damage attacks 
from any source inflict only one S.D.C. point per M.D. point 
rolled. Meanwhile, S.D.C. weapons do half damage. 

Phase Teleportation: Prometheans can "step out of phase" 
and trave l at incredible speeds in an intangible state. This is 
the equivalent of teleporta tion, because a phased character 
can only travel in a straight line and for only a second or two. 
Concen tration takes one melee round and is the only action 
that can be performed during that round. Range: One mile 
( l.6 km) per level of expe rience. Chance of Success: 50% 
plus 4% per level of experience. A failed roll means the tele
port does not occur. Passenger s, vehicles and large amounts 
of eq uipment cannot be teleported along with the 
-promethean. 

Sense Dimensional Anomalies: Can automa tically detect 
Rifts, dimensiona l envelopes and pocke ts, fourth-dimensional 
and two-di mensional beings, astra l travelers and the invisible 
energy essence of alien intelligence s and entit ies . Range: One 
mile (l .6 km) or line of sight, whichever is less . 

Ley Line Phasing: Equal to the ley line walker ability. 
Experience Level: 1-15; average I D6+ l 
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Psionic Powers: Empathy, telepathy, total recall and mind block 
autodefense are automatic to all prometheans. Plus any three 
powers from the healing, sensitive or physical categories . 
Add one more power from any of these three categories every 
level after the first. 
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I.S.P.: M.E.x5, plus 10 per leve l of experience. Considere d a 
master psionic. 

Magic Powers: Varies. Some prometheans pursue temporal 
magic, becoming either temporal wizards (see Rifts Eng
land) or time masters (elsewhere in this section), but most of 
them disdain the study of magic. Special: Promethean s can 
choose Temporal Mag ic spells (but no other nom1al spe lls) 
instead of R.C.C. related or secondary skills! No more than 
four spells can be selected in this way. Only about 5% of all 
First Stage Prometheans bother learning spells and only I% 
dedicate themse lves full-time to the pursuit of magic. See the 
Promethean Time Master O.C.C. 

Phase Powers: Prometheans can also study and deepen their 
knowledge of phase powers, which is what many do. Each 
phase power learned in this way counts as an "other" or sec
ondary skill , just as spells (see above). Up _to four phase pow
ers can be learned in this way, but no more powers can be 
learned or purcha sed past this point. Also see the Promethean 
Phase Adept R.C.C. Note: Both temporal spells and phase 
powers can be learned, but they cannot "total" more than 
four, not four of each. 

Damage: Promethean s have supernatural strength, and inflict 
mega-da mage with their punches and kicks. See Rifts Con
version Book One , page 22, to calculate damage. 

Bonuses: + I on initiative, +6 to save vs magic, +3 Lo save vs 
psionics, +6 to save vs horror factor. All these are in addition 
to attribute and skill bonuse s. 

Vulnerabilities/Penalties: Phase-tech weapons inflict double 
damage and magic does full damage. 

R.C.C. Skills: 
Language and literacy: Promethean 98% 
Language and literacy: Trade Two 98% 
Two languages of choice (+25%) 
Basic Math (+20%) 
Advanced Math (+20%) 
Hand to Hand: Basic 
Hand to Hand: Basic can be changed to expe rt at the cost of 
one "other" skill or martia l arts or assassin at the cos t of two 
"o ther" skills. 

R.C.C. Related Skills: Select 14 other skills. Up to four "other" 
skills can be taken as temporal magic spells or phase powers 
instead of conventional skills. Plus, select two addit ional 
skills at level three, two at level six, and one at levels nine, 
twe lve and fourteen. All new skills start at level one profi
ciency. 
Comm unications: Any (+5%) 
Domestic: Any 
Elect rical: Any (+10%) 
Esp ionage: Any (+ 10%) 
Mechanical: Any (+ 10%) 
Medical: Any (+5%) 
Military: Any (+5%) 
Physical: Any excep t acrobatics. 
Pilot: Any (+10%) 
Pilot Related: Any (+5%) 
Rogue: Any (+10%) 
Scien ce: Any (+ 15%) 
Technica l: Any (+10%) 
W.P.: Any Wilderne ss: Any 



Secondary Skills: The character also gets to select eight secon
dary skills from the previou s list. These are additional areas 
of knowledge that do not get the advantage of the bonus 
listed in parentheses . 

Alliances and Allies: Prometheans work closely with member s 
of the draconid race. They are also well regarded by the Con
sortium of Civilized Worlds , the largest civilization in the 
Three Galaxies. The cosmo-knights respect all prometh eans, 
although they will not hesitate to stop an evil or dangerou s 
member of the race. Prometheans are persecuted in the Trans
galactic Empire and are hated or feared in many areas of the 
Three Galaxie s and other dimensions. 

Weapons: Favor phase-tech weapon s, but can use any equip
ment available. 

Body Armor: Warrior-type s favor segmented armor manufa c
tured on Phase World (120 M.D.C.); for an extra cost, the ar
mor can have a phase field. 

Equipment: 2O6xI0,OO0 credits in equipm ent or weapon s, plus 
I D6xl000 credits in cash or trade items. 

Promethean 
Phase Adept O.C.C. 
Optional Player Character 

The phase adepts are first stage promethean s who have dedi 
cated themselves to the mastery of phase powers for the prote c
tion of their race. They are the equivalent of myst ic warrior s 
who have developed an arsenal of exotic powers using their 
phase abilities. They can walk through walls, make their bodies 
intangible , alter the weight and momentum of objec ts, and tele
port in combat. Their teaching s include a strict code of honor , 
and an oath to protect Phase World and other worlds from invad
ers and despoilers. 

Most adepts are on Phase World, guarding key installation s 
and enforcing the law at Cente r (at least in the area s that remain 
under the prometheans' control). At some point , however, all ad
epts are expecte d to leave Phase World for some time (from dec
ades to centuries) and travel through the Three Gala xies and/or 
the Megaverse to learn more about the universe at large, and 
their place in it. Those on such furlou ghs usually act as law en
forcers, bodyguards or crusaders. They are one of the few beings 
that often work alongside cosmo-knights to battle threat s on a 
cosmic level. 

Alignmen t: Usually scrupulou s or principl ed. A few renegades 
are diabolic or aberrant , and are feared throughout the galaxies. 
Attribute Requirements: I.Q. 17 and M.E. 17. 
O.C.C. Abilities and Bonuses: In additio n to the norrnal powers 

of all prometheans (see above), the phase adept learns a vari
ety of powers. 

1. Attribute and Combat Bonuses: Due to their intense physi
ca l training, they get +3D6x l0 S.D.C., +ID6 to P.S., and 
+ 10 4 to P.P. They also have one extra attack per melee, and 
+2 to initiative. 
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2. Phase Powers: At level one, the adepts can take six phase 
power s from the list found at the end of this sect ion. Plus they 
select another phase power at each additional leve l of expe ri
ence. 

3. Psionic Powers: In addition to the norrnal psionic powers 
available to all prometh eans, phase adepts selec t one super
psionic power at level one (excluding psi-sword, which can
not be learned until third level), and one power from any 
category for each additional level of experience. 

4. Magical Resistance: Phase adepts learn to focus their minds 
to genera te a low-level phase field around them that nullifi es 
magic energies. Any spell that dire ctly targets a phase adept 
is negated! Spells that create energies that attack the target 
(cal l Lightning, fireball , etc.) are not affec ted by the field and 
inflict full damage, as do rune weapons and other types of 
magic weapons. This power costs 5 I.S.P. per _spell that is ne
gated. 

5. I.S.P.: Phase Adept s use l.S.P . to fuel both phase and psionic 
powers. To calculate their I.S.P ., roll I D4x I 00 and add the 
M.E. attribut e. They get an additional 15 LS.P. per level of 
experience. 

O.C.C. Skills: 
Language and literacy: Promethean 98% 
Language and literacy: Trade Two 98% 
Two languages of choice ( +25%) 
Basic Math (+20 %) 
Advan ced Math (+20%) 
Galactic Lore (+ 15%) 
Pilot: Small Spacecraft (+20%) 
Pilot: Any two (+15%) 
Prowl (+15%) 
Detect Ambush (+20%) 
W.P. Sword 
W.P. Energy Pistol 
W.P. Energy Rifle 
Hand to Hand: Martial Arts 

O.C.C. Related Skills: Select six other skills, plus two addi
tional skills at levels four, seven, nine and twelve. 
Communi cation : Any (+5%) 
Domestic: Any 
Electrica l: Any 
Espionage: Any (+10%) 
Mechanical: Any 
Medica l: First aid or paramedic only (+ 10%) 
Military : Any (+5%) 
Physical : Any (+5% where applicable) 
Pilot: Any (+5%) 
Pilot Related: Any (+10%) 
Rogue: Any (+5%) 
Science: Any 
Technica l: Any ( + 10%) 
W .P.: Any 
Wildern ess: Any (+5%) 

Secondary Skills: The character gets to select four secondary 
skills from those listed. These are additional areas of knowl 
edge that do not get the advantage of the bonu s listed in the 
parentheses. All secondary skills start at the base skill leve l. 

Standard Equipment: Stee lcloth loose-fitt ing robes (A.R. 12, 
90 M.D.C.), a suit of heavy environmental body armor (150 
M.D. C.), phase beamer and one heavy energy weapo n of 



choice, computer chip with audiovi sual meditation aids, 
phase-tech first a id-kit , and emergency rations for J D4 
weeks. 

Money: 2D6x l000 in credit or trade items. 
Cybernetics : None. Phase Adepts never use cybernetics. 

Promethean Time 
Master O.C.C. 
Optional Player Character 

A small perce ntage of the Promethean race (about I%) dedi
cate themselve s fully to the study of tempor al magic. The se 
mages are greatly respected throughout the Th ree Ga laxies and 
many places of the Megaverse. Their control over sorcery cou
pled with their natural phase powers makes them dangerous ene
mies. Half of these mages are tempor al wizards as desc ribed in 
Rifts England. The other half are time masters. The time mas
ters are advent urers and exp lorer s who try to discover the inner
most secre ts of the universe. 

Acco rding to severa l lege nds, the prometheans learned tem
poral magic from fourth-dimensiona l beings like the mys terious 
god Zurvan (see Pantheons of the Megaverse ). In any case, 

promethean time ma sters do not learn spell s like the temporal 
wiza rd or warrior. Instead, they undergo ritual s of advancement 
in a way similar to a mystic or warlock . Some occultists believe 
that the time masters are the equiva lent of a warlock , but a war
lock that concentra tes on the "e lement" of time. Thi s link to the 
times tream does take a toll on the characte r 's sanity, but it is not 
as ext reme as the effects on "tradi tional " temporal wizard s and 
warr iors. 28 

So far no member of another race has learned to estab lish a 
mystic link with the timestream. On ly prom ethean s can become 
time masters, and they cannot teac h their spells to wiza rds. Only 
the few that become true temporal wizards and warrior s can act 
as teachers of tem poral magic. 

Attribute Requirements: I.Q. and M.E. 12 or higher. 
O.C.C. Abilities and Bonuses: 
Promet hean time ma sters have all the normal abilities of their 

race, plus: 
1. Spell Magic: Al first leve l, time masters learn two temporal 

magic spells of choice. Addit ionally, they can select two 
regu lar magical spells from leve ls 1-3. At each leve l of expe
rienc e, the time ma ster must enter a meditative trance in 
which he is transported to a transdimensional realm where 
time and space are warped beyond recogn_ition. By commun 
ing with this chaoti c dimension, the character gains one tem
poral magic spell and one normal magic spell of the same or 
lowe r leve l as the character. 

2. P.P.E.: The time master has 3O6x !0+l00 plus the P.E. attrib
ute and gains IO points per each addit ional leve l of exper i
ence. 

3. Insanities: Roll once on either the phobia or obsessio n tables 
(see Rifts, page 20) to determ ine the insanity (G.M. 's choice 
or he can let the player decide). 

O.C.C. Skills: 
Language and literacy: Promethean 98% 
Language and literacy: Trade Two 98% 

Two languages of choice (+25%) 

Demon and monster lore (+15%) 
Basic Math (+20%) 
Advanced Math (+20%) 
P iloting (any one) (+ 10%) 
W.P. : Energy Pisto l 
Hand to Hand: Basic 
Hand to Hand : Basic can be converted to expe rt at the cost of 
one "other" skill or to martia l arts at the cost of two "other" 
skills. 

O.C.C. Related Skills : Select 6 other skills. Plus, select one ad
ditiona l skill at leve ls three, seven and twelve. All new ski lls 
start at leve l one proficiency. 
Communi cations: Any (+5%) 
Domestic: Any 
Electrica l: Any 
Espionage: Any 
Mechanical: Any 
Medica l: Any 
Military: None 
Physica l: Any excep t acroba tics. 
Pi lot: Any (+ 10%) 
Pilot Related: Any (+5%) 
Rogue: Any (+5%) 

Science : Any (+5%) 
Technica l: Any (+ 10%) 
W.P.: Any 
Wi ldernes s: Any (+5%) 
Secondary Skills: The charac ter also gets to select six secon
dary skills from the prev ious list. These are additional areas 
of knowledge that do not get the advantage of the bonus 
listed in parenthe ses. 



Standard Equipment: One phase weapon of choice, one energy 
weapon, 1D6 E-cells, hand computer , cloak and hood, and 
knapsack. 

Money: 2D6x l0 00 credits 
Cybernetics: Neve r get any. 

Phase Mystic O.C.C. 
Optional Player Character 

A few worthy non-prometheans with great psionic potential 
are sometimes accepted as pupils by the phase adepts. This tiny 
elite group of beings are the only creatures besides the 
promethean race to have some degree of control over phase 
powers. Their control over phase abilities is not as extensive or 
great as that of true phase adepts and they lack many of the spe
cial powers of the promethean race. Phase mystics are often 
feared, because even their limited phase abilities make them 
fearsome enemies. 

Phase mystics undergo similar training and initiation rituals to 
those of phase adepts. They are expected to follow the same 
code of honor and strict morality, and to champion the cause of 
good wherever they go. Sometimes phase mystics have turned 
against their fonne r teacher s and become powerful criminals and 
conquerors. This is one reason why so few beings are ever 
taught the secrets of phase powers. 

The lucky few who learn these secrets usually become dedi
cated enemies of evil, jo ining forces with cosmo-knights and 
other cliampions. Others remove themselves from human con
cerns, concentra ting only on mastering their powers. Despite 
their knowledge, phase mystics are as baffled by phase technol
ogy as anybody else. 

Attribute Requirem ents: I.Q. and M.E. 15 or higher. High 
physical attributes are desirable but not necessary . 
Alignment: Most phase mystics are of good alignment. A few 
are unprincipled and only a small percentage are anarchist or 
evil. 
Races: Phase mystics come only from a few races. Most mystics 

are human, draconid, wolfen, seljuk and noro. Once a kreeg
hor may have become a phase mystic, but his existe nce is lost 
to legends and myths. 

O.C.C. Abilities and Bonuses: 
1. Bonuses: Due to their intense physica l training, phase mystics 

have + I to P.S. and P.P. , +3D6 S.D.C . (or M.D.C. if an 
M.D.C. being to begin with) and are +2 to initiative. 

2. Phase Powers: Phase mystics can select four phase powers at 
level one. Plus they get to select an additional power at each 
additiona l level of experience. 

3. Psionic Powers: At level one, the phase mystic can select 
three psionic powers from the healing, sensitive or phys ical 

categories, and one super-psionic power (excluding psi
sword, which cannot be learned until third leve l). One power 
from any one category can be selected for each additional 
level of experie nce. They are considere d to be master psion
ics. 

4. Magical Resistance : Phase mystics learn to focus their minds 
to generate a low level phase field around them that nullifies 
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magic energies. Any spell that directly targets a phase mystic 
is nega ted. Spells that create energies that attack the target 
(call lightning, fireball, etc.) are not affected by the field and 
inflict full damage . Likewise, rune and other magic weapon s 
do full damage. This power costs 5 T.S.P. per spell negated. 

5. I.S.P.: Phase mystics use I.S.P. to fuel both phase and psionic 
powers. To calculate their I.S.P. , roll 2D6x l0 and add the 
M.E. attribute. They get an additiona l 10 I.S.P,_. per level of 
experience. 

O.C.C. Skills: 
Language and literacy: Promethean at 98% 
Language and literacy: Native Language at 98% 
Three languages of choice (+20%) 
Basic Math (+20%) 
Advanced Math (+ LO%) 
Galactic Lore (+10%) 
Pilot: Small Spacecraft (+15%) 
Pilot: Any two (+ 10%) 
Prowl (+ 10%) 
Detect Ambush (+20%) 
W.P. Sword 
W.P. Energy Pistol 
W.P. Energy Rifle 
Hand to Hand : Expert 
Hand to Hand: Expert can be converted to martial arts at the 
cost of one "other" skill. 

O.C.C. Related Skills: Select six other skills, plus two addi
tional skills at leve ls four, seven, nine and twelve . 
Communi cation: Any (+5%) 
Domestic: Any 
Electrical: Any 
Espion age: Any (+ I 0%) 
Mechanica l: Any 
Medical: First aid or paramedic only (+ 10%) 
Military: Any (+5%) 
Physica l: Any (+5% where applicable) 
Pilot: Any (+5%) 
Pilot Re lated: Any (+5%) 
Rogue: Any (+5%) 
Science: Any 
Technica l: Any (+10%) 
W.P.: Any 
Wilderness: Any 

Secondary Skills: The character also gets to select six secon
dary skills from the previou s list. The se are additiona l areas 
of knowledge that do not get the advantage of the bonus 
listed in parentheses. 

Standard Equipment: Steelcloth loose-fitting robes and 
jump suit (A.R. 19, 40 M.D.C .), a su it of heavy enviro nmental 
body armor appropriate for the race, a phase beamer and one 
heavy energy weapo n of choice, comp uter chip with 
audiovisual meditation aids, phase-tech first-aid kit, and 
emerge ncy rations for 1 D4 weeks. 

Money : 2D4x l00 0 credits 

Cybernet ics: None to start. Only acquired if absolutely neces
sary, and tend to stick to simple prosthetics and bio-systems. 
Bionic s interferes with magic. 
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Second Stage Promethean 
Non-Player Characters--------- --

When a promethean passes the Test of Maturity, he walks into 
one of the Ini tiation Temples (only six known temples are all in 
Phase World). Some never come back out. Those that do are 
transformed physica lly and mentally. Their old personalitie s be
come a fading echo, and are replaced by an alien way of think 
ing. Second stage prometheans are similar to elementals and 
other al\en beings in that their morality and principles have little 
in common with those of most sentient races . For instance, the 
rulers of Phase World permit all kinds of criminal activity to oc
cur in Center, including slavery, drug trafficking, kidnapping and 
exto rtion. Only the areas direct ly under the promethean s' control 
are free of such activities. Either the second stage prometheans 
don't care about the fates of the vict ims who suffer from these 
crimes or they have chosen not to interfere with them for un
known reasons. 

Second stage prometheans are fearsome creat ures. They dou
ble or triple in size and mass (averaging 15 to 30 feet tall/4.6 to 9 
m). Their speed and agi lity are reduced, but their rock-like bod
ies become incredib ly tough, making them full mega-damage 
beings. Looking at a seco nd stager for more than a few minutes 
can be unsettling, as their forms seem to change in subtle ways. 
Their color starts fluctuating and they often seem to grow or di
minish in size and proportions . Occassionally, people can see 
through their bodies as if they were ghosts. Once in a while they 
disappear and reappear a short distance away ! Most sentients 
feel uncomfo rtab le in the presence of these beings, another rea
son they rely on first stage "children" to conduct most diplo
matic talks and negotiations. 

Second stagers rarely become involved in the affairs of the 
Megaverse. When they do so, it means that some danger of cos
mic significance is at large. They are distrusted and feared by 
many of the other "great powers" of the Megaverse. The Splu
gorth hate these beings , but all direct attacks against the 
Promet heans have failed miserably . Instead, the Splugorth have 
decided to maintain a facade of diplomacy while trying to subtly 
sabotage and underm ine the giants. So far, this tactic has not 
succeeded, either. A few gods and supernatural beings are on 
good terms with the prometheans . 

Note: Second stage promethean s are meant to be an NPC 
race. The ir power and alien nature make them unfit as player 
character s. 

Alignment : Unknown. Some thing between princip led and aber
rant, depending on the situation. 
Attributes: Use a first stage promethean, but add the following 
extra dice, bonuses or penalties: I.Q. +2 , M.E. +2, M.A. +2, P.S. 
+JD6+6, P.P. -2, P.E. + l , P.B. - 1, Spd. -1D6; still supernatural. 
beings. 
Size: 15 to 30 feet (4.6 to 9 m) tall. 
Weight: 4 to 6 tons (3600 to 5400 kg). 
M.D.C.: 4D6xl00 
Horror Factor: 14 
P.P.E.: 2D6xl0 in addition to what their First Stage form had. 
Average Life Span: Unknow n, presumably thousands of years 

and they may be true immorta ls (don' t die of old age or natu
ral causes). 
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Natural Abilities: Does n' t breathe air and is immune to radia
tion and normal heat, fire, cold, gases and disease. Can see in 
total darknes s and has eag le-like norma l vision. 

Phased bodies: Prom etheans are in a permanent state of 
phase; the energies of most weapo ns are harmless ly dispersed 
as they pass throug h their bodie s. Second stage promet heans 
are totally impervious to S.D.C. weapons and all other attacks 
do only one-quarte r damage! Even magical and psionic at
tacks are affected by this power and do half damage. 

Phase Teleportation: Promethean s can "step out of phase" 
and travel at incredib le speeds in an intangible state. Th is is 
the eq uivalent of te leportation, because a phased character 
can only trave l in a straight line and for on ly a second or two. 
Concentration takes one me lee round and is the only action 
that can be performed during that round. Range: 1,000 miles 
(1600 km). Chance of Success: 88% plus I% per leve l of ex
per ience. 

Dimen sional Te leport: Second Stage Promet heans can 
travel to other dimen sions witho ut open ing Rifts or using di
mensional gates. This power is limited to places/dimensions 
known by, or previou sly visited by the character. Chance of 
Success: 50% plus 5% per level of exper ience. 

Sense Dimensional Anomalies: Can automat ically detect 
Rifts, dimen sional envelopes and pockets, fourth-dimensional 
and two-dimen sional beings, astral travelers and the invisib le 
energy essence of a.lien intelligences and entitie s. Range: One 
mile ( 1.6 km) or line of sight, whichever is less. 

Ley Line Phasing: Equal to the ley line walker ability. 
Experience Level: A first level seco nd stage promethean has all 

the skills/bo nuses of a 10th leve l first stage prome thean, but 
start at a new strata of expe rience (use the dragon expe rience 
table starting at leve l IO at first level). Average experience 
level is I D6+3. 

Psionic Powers: Know all sensitive, physica l and heal ing pow
ers. Plus they know fou r super-psionic powers and learn a 
new one every leve l after the first. 

I.S.P. : Triple the amount he had as a first stage r. 
Magic Powers: Only those that were learned as a first stager. 
Phase Powers: Know ALL phase powers. 
Combat : First Stage abilities at level 10. Doesn't gain any more 

combat bonuses or expertise in that area regard less of age or 
leve l. 

Bonuses: + I on initiative , +6 to save vs magic , +6 to save vs 
psionics , +6 to save vs horror factor. All these are in addition 
to attribute and skill bonuses. 

R.C.C. Skills: In additio n to the skills of a 10th level first-stage 
promethean , select an additiona l six "other" skills. 

Alliances and Allies: Second stage prometheans are an impor
tant force in the Megaver se, but they rarely use their powers 
to interfere with othe rs. They are on good terms with Zurvan 
(the Persian god of time) and with the ruler of the Indian Pan
theon, Brahma (see Pantheons of the Megaverse for these 
and other gods). They may be involved in the effort to con
tain a numb er of powe rful evil intelligences such as the Old 
Ones. 

Weapons and armor: Never use any. They rely on their super
natural abilitie s (ps ionics, phase power s, attributes, etc.) 



Phase Powers TM 

Phase power s seem to be a variation on psionic abi lities. Like 
psionic powers, they are activated by using I.S.P. Besides 
prometheans, only the phase mystic O.C.C. can learn these abili
ties. Phase powers separate the user from norma l space-time, al
lowing him to perform a number of superhuman feats, from 
teleportation to being in two places at the same time ! 

G.M. Note: Dealing with Phase Powers 
The abiliti es of the promethean race and their phase powers 

can be hard to mana ge in some campa igns. Players whose char
acters can teleport away from troubl e (among other things) may 
think they can get away with murder (sometimes litera lly). If the 
Game Master allows prometh eans or phase power s in his cam
paigns, he should keep the following facts in mind . 

1. People in the Three Galaxies are aware of phase power s 
and technology and have developed a number of countermea
sures against them. Force fields are effec tive barrier s against 
phase adept s because most phase powers (including teleporta
tion) will not work through even the flimsiest force field. 

2 . Magic is also an importan t defense. Mag ic barriers will 
hinder or stop phase powers. Furthermore, most magic spells and 
weapons inflict full damage against first stage promethean s and 
phase mystics; half damage on second stagers. 

3. Tn genera l, phase powers and phase-characters should be 
limited to high-powered or "cosmic" campaigns. There are very 
few of them in the Megave rse and they usually get involved in 
important quests and adventures from the get-go. 

If characters start gett ing too cocky, equipping their antago
nists with magica l or technologica l countermeasures (or even 
with their own phase adepts !) should dea l with that problem. 
Also remember that there are always consequen ses for one' s ac
tions. A phase power ed character who abuses his abilities will be 
hated and feared, which is likely to cause bounty hunters, merce
naries, cosmo-knights, heroes or eve n other prom ethean s (first or 
second stagers) to hunt him down and bring him to ju stice. Also 
remember that most peop le throughout the Megave rse dislike, 
distrust, and even loathe and dispise beings who possess phase 
powers. 

Alphabetic al List of Phase Powers 
Anti-Phase (30) 
Close Rift (200) 
D-Phase (15) 
D-Shift Distance (20) 
D-Shift Ghost (50) 
Dimensional Leap ( I 0) 
Fast Draw (varies) 
Multi-Phase (20) 
Phase Blast (15) 
Phase Field (25) 
Phase Warp : Confuse (20) 
Phase Warp: Disp lacement (25) 
Phase Warp : Split Persona (30) 
Spacial Distortion : Self ( 15) 
Spacia l Distortion : Others (20) 
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Anti-Phase 
Range: I 00 ft (30.5 m) plus 20 ft (6.1 m) per leve l of experi
ence. 
Duration : instant 
I.S.P.: 30 
This power cancels out any phase ability or field it strikes. This 
includes technological phase fields, temporal magic spells that 
involve spacia l or time distortion s, and any continuin g phase 
power s. Anti-phase only works on ongoing phase effects and 
wi ll not damage weapons , heal dama ge caused by phase blasts, 
or undo something that had already been done by a phase power. 

Close Rift 
Range: I 00 feet (30.5 m) 
Duration : Instant 
I.S.P. : 200 I.S.P. plus 2 I.S.P. from the charac ter's perman ent 
I.S.P. base ! 
This power works ju st like the close Rift magic spell in Rifts , 
page 189. Howeve r, the Rift gets to roll a save against psionic 
attack (not magic). 

D-Phase 
Range: Self 
Duration : One melee round (I 5 seconds) per leve l of expe ri
ence . 
1.S.P.: 15 
This power is very similar to the temporal magic spell of the 
same name, and uses similar princip les. The power warps and 
bends the dimensional aspects of rea lity to allow the character to 
walk through solid matter. Thi s requires grea t concentration. 
Loss of concentration means a fai lure to complete phasing 
though an object, which causes a flash of light and the person 
goes flying back from where he started, suffering 2D6 hit point 
dama ge, fee ls icy cold to the touch. and is dazed for I D4 melees 
(has on ly one melee attack and has no comb at bonuses while 
dazed). Th is "pop back" also occ urs when the duration time of 
the power elapses, and the character is still phasing inside an ob
ject. 

The character may be affected by a lack of air when phasing 
through a large amount of solid matter, such as thick castle 
walls, hill or mount ain. The character must hold his breath the 
period of time it takes to phase thro ugh the sol id objec t. If his air 
supply is used up while in phase. he loses concen tration and is 
"popped back" to whe re he started, with the usual results. 

D-Shift Distance 
Range: Varies 
Duration: Instant 
I.S.P.: 20 
The phase adept can use this power to twist space. For example, 
he can make a 20 foot (6. 1 m) distance sudden ly become a two 
foot (0.6 m) distance for him, or 200 feet (6 1 m) for somebody 
else. Space can be shifted by a factor of IO (up to ten times 
larger or one-tenth its nonnal dimension/distance) for the range 
of the power. To observers, the character 's fon11 will seem to 
stretch or contract in a tota lly bizarre way. For example, the 
character might punch a target 20 feet (6. 1 m) away. His arm 
might seem to stretch across the distance separatin g the two. Or 
an enemy about to strike the adept might suddenly see that his 
target has moved several hundred feet away! Likewise, the char-



acter might have space twist so that a bullet he fires will "curve" 
its trajectory to hit the target. 

Each activation of the power allows one melee attack/action 
that twists space . Speed is basically multiplied by IO during that 
melee action . Note that this power does not allow the characte r 
to travel through solid objects, so if he is not careful he might 
crash into a wall at ten times nonna l speed! Using this power 
will grant a + 10 bonu s to strike or dodge but not parry , or any 
other combat bonuses. This power will not work in areas pro
tected by phase fields. 

D-Shift Ghost 
Range: Self 
Duration: One minute (4 melees) per leve l of experience 
I.S.P.: 50 
This power removes the character from nonn al three-d imen 
sional space. renderin g him invisible and insubstanti al. While in 
this state, the character can observe things in the three-dimen 
siona l world but is completely undetectable by nonnal means, 
includin g the see the invisible spell or powers. During this ghos t 
mode, the charac ter's speed is reduced to 4, but he can move in 
any direction, including up and down , and is unimpeded by nor
mal barriers (stop ped by phase, magic and forcefield barriers). 
While in this state, the charac ter cannot perfonn any actions (in
cluding using other powers or spells) other than movin g around 
and obse rving. 
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Dimensional Leap 
Range: Up to 120 ft (37 m) 
Duration: Instant 
I.S.P.: 10 
The character pha ses out of our space- time continium and reap
pears somewhere else. The teleportation process is instantane
ous. He disappears in a blink and reappea rs a second later. It can 
be used in combat to reappear behind an enemy, avoid an at
tack, etc. Using this power defe nsively provides a +6 bonus to 
dod ge. Each leap co unts as a melee attack/ac tion and costs I 0 
I.S.P. to activate. Th e destination o f the leap must be visible to 
the person telepo rting and he cannot carry another person with 
him . 



Fast Draw 
Range: Varies 
Duration: Instant 
I.S.P.: Varies: 4 to 80 
This power allows the character to summon an object he has at
tuned to himself, even over great distances. As a result, a phase 
adept is never truly unarmed, because he can instantly summon a 
weapon into his hand. A character can attune one object per 
level of experience. These objects cannot exceed I 00 lbs (45 kg) 
in weight and are usually weapons or tools. The l.S.P. cost varies 
with the distance involved. If the object is on the person's body, 
in a pistol holder or backpack, for instance, it costs 4 I.S.P. to 
make it appear in the character's hand. lf the object is within one 
mile (1.6 km), it costs 10 I.S.P. The character can summon an at
tuned object from anywhere on the planet for 20 I.S.P., and for 
40 I.S.P., the object can be summoned from anywhere in the gal
axy! Bringing an attuned object from another dimension costs 80 
I.S.P. and takes one full melee round (15 seconds). 

This power will not work if the character or the object in 
question are surrounded by force fields or magic barriers of any 
sort, including protection circles. 

Multi-Phase 
Range: 20 ft (6.1 m) per level of experience. 
Duration: One minute (4 melees) per level of experience. 
I.S.P.: 20 per duplicate form. 

The phase adept creates one or more duplicates of himself by 
anchoring his form in more than one place in space-time. How
ever, only one of his forms is able to affect the physical world; 
the o_thers can be seen and heard, but are actually insubstantial 
projections. Striking a projection will do no damage; attacks will 
pass harmlessly through them. The character determines where 
the duplicates will appear, as long as they are within range. The 
duplicates are perfect mirror images, doing exactly the same 
thing the "real" physical form is doing at that exact same instant. 

Unlike traditional illusions of this type, the character can 
switch places with any of his duplicates at any time! Switching 
from one point to another counts as one melee attack/action. If 
the adept's real form is about to be attacked, this action can be 
combined with a dodge to "jump" before being hit. 

Example: A phase adept creates three duplicates of himself, 
surrounding a Kreeghor warrior. At first, the adept is facing the 
kreeghor warrior. On his first melee attack, the character 
switches with the duplicate behind his enemy and strikes him. 
The kreeghor whirls around and tries to strike him, but the char
acter dodges the attack by jumping to another duplicate! 

Phase weapons, ley line storms, and magic circle will dis
perse a duplicate. Sense and see dimensional anomalies, detect 
psionics, see aura, telepathy and empathy will also detect where 
the real flesh and blood character is standing. 

Phase Blast 
Range: I 00 feet (30.5 m) per level of experience. 
Duration: Instant 
I.S.P.: 15 
The phase adept can produce a blast of disruptive phase waves. 
This attack does 3D6 S.D.C. or M.D.C. damage depending on 
the nature of the target. A human being would suffer S.D.C. 
damage, while a dragon would take mega-damage. This blast ig-
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nores conventional armor and goes right through! However, it is 
stopped by force fields, magic armor, magic barriers (the 
fields/barriers take full M.D. damage from the blast), spells of 
protection and circles of protection (the latter simply stops the 
blast from travelling through the circle; no damage). Phase blasts 
are +4 to strike, but adding 10 I.S.P. increases the strike bonus to 
+8 to strike. 

Phase Field 
Range: Self 
Duration: One minute (4 melees) per level of experience. 
I.S.P.: 25 
This power creates a force field that disperses incoming energy, 
including bullets fired from rail guns and projectile weapons. 
Non-magical attacks have their damage divided by 10 before ap
plying the damage to armor or the character. The field is useless 
against phase weapons, the phase blast power, magic attacks, 
magic weapons, and punches and kicks (they move too slowly to 
be affected) - all do full damage. 

Phase Warp: Confuse 
Range: 90 ft (27.4 m) 

Duration: One melee round (15 seconds) per level of the phase 
adept.. 
I.S.P.: 20 
This power twists space around the victim so that he becomes 
"out of step" with the physical world. The confused character's 
body always miscalculates distance and speed, so he is always 
bumping into things, missing his targets, and tripping over his 
own feet! If the target fails a save versus psionics, he will be at 
-6 to strike, parry and dodge, and at -40% to all skills (-60% if 
the skill requires precise spacial measurements). 

Phase Warp: Displacement 
Range: I 00 feet (30.5 m) per level of experience. 
Duration: instant 
I.S.P.: 25 

This is a teleport that affects objects and people. The maxi
mum weight affected is I 00 pounds (45 kg) at first level plus 50 
pounds (22.5 kg) per additional level of experience. The object 
or individual must be in range, and can be teleported anywhere 
within that range. Unwilling living beings can save versus psion
ics to resist this power. Objects cannot be teleported/displaced 
inside living beings or any solid object (walls, tables, etc.) and 
people cannot be deliberately displaced into walls, furnature, etc. 
This spell is strictly a spacial effect, moving an object or person 
from one location to another within the limited range of the 
phase user. 

Phase Warp: Split Persona 
Range: 20 ft (6.1 m) plus 10 ft (3 m) per level of experience. 
Duration: One minute (4 melees) per level of experience. 
I.S.P.: 30 per limb or body part. 
This ability allows the character to "separate" limbs and body 
parts and cause them to reappear some distance away. This is a 
spacial distortion and the body parts are still connected to the 
person. For example, a character could have his gun hand appear 
40 feet ( 12.2 m) ahead of him, right behind the enemy he's fac
ing! He can actually shoot but the character must be able to see 



his gun hand to aim and fire (even so he is -3 to strike and -8 if 
shooting/ striking blind or wild). 

To an observer, it would seem that the pha se adept's hand has 
been sheared off at the wrist (bone and blood vesse ls are visible, 
but there will be no bleeding), and that a disem bodied hand has 
appeared behind his enemy. Other tricks using this power is to 
send a hand or arm to snatch keys or other small objects, open a 
door, tum on, or off lights and devic es, knock on a door/wa ll 
yards away, send one of his eyes into another room where he can 
observe what is going on (sending in the who le head or both 
eyes leav_es his body defen seless), and so on . 

Both the adept a~d the body part s can be attacked normally, 
and take normal damage. Sma ll body part s (hands, eyes , heads) 
requir e a called shot at -2 to -6 to hit (G.M. 's decision on penal
ties). If the anti-phase power is used success fully against a char
acter using split persona, the character must make a save of 12 
or higher (add any P.E. bonu ses) or the separated body parts will 
be severed or wrenched off his body! As usual , the split per
sona/limb cannot penetrat e through phase of magic baniers. 

Spacial Distortion: Self 
Range: Self 
Duration: One minute (4 melee rounds) per leve l of experience. 
I.S.P.: 15 
Thi s power creates a phase field that distorts space around the 
user. Distance and the exac t loca tion are "curved" around the 

character and to normal observers his fonn becomes blurred or 
twisted as in a funhou se mirror. Atta cks that travel in straight 
lines or slight arcs (beam weapo ns, bullets, arrows, etc.) are at -4 
to hit the target due to the distort ion. The phase user is also able 
to take "longer" strides as he walks and runs, increasi ng his nor
mal speed by IO tim es for the durati on of the effec t. 

4-D beings and many tempora l magic spells (see Rifts Eng
land) can detect and neutralize the use of this power. 

Spacial Distortion: Others 
Range: 20 ft (6. 1 m) per level of expe rience. 
Duration: One minute (4 melees) per leve l of experience. 
I.S.P.: 20 
Same as the previous spell, except it works on other people. If 
the subject is not a promethean, phase mystic or temporal wizard 
or warrior , the distort ion effect will also impair his senses giving 
him the fo llow ing pena lties: -1 on initiative, -2 to strike, parry 
and dodge, and - 15% on all skills (the chara cter 's senses are dis
torted by the field). 

Other Races & O.C.C.s of Note 
Common to Phase World 

Draconid R.C.C. 
Draconids are false rept ilian humanoids. They may look like 

lizard men, but despite their sca ly bodies , they are mammals and 
bear live childr en instead of eggs. They have strikin g similariti es 
to the dragon races. Like dragons, they are creat ures of mag ic 
with great arcane and psionic powers. Some scholars think the 
draconids are the result of some wizard or god's expe riment that 
somehow mixed dragons with humans or perhaps Atlanreans. 
Some of the draconids' creation legends put their race as the 
"missing link" between humans and dragons. Other scholars be
lieve they are an unrelated spec ies that evolved naturall y in some 
alien dimension. 

Draconids are erec t human oids with long reptilian snouts, 
bat-wing shaped ears and short , almost vestigial ta ils. The y have 
large canine teeth and claw ed hand s and feet. In some places 
they are mistaken for demons (Horror Factor I 0). They have no 
wings and their sca les can be green, blue, red, or many shades in 
between those three colors. 

Like their namesakes, draconids have spread through the 
Megaverse. They are more numerous than true dragons, but are 
still not very widespread compar ed to other races. Draconids can 
be found in small concentrations on Rifts Earth and other 
transdimensiona l ports like Atlanti s and Worldgate. Many were 
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attracted to Phase World ea rly in its history and have stayed to 
become an importan t part of life in the city of Center and on the 
space station s circl ing the planet. Members of this race arc 
amon g the admini strators and guard ians of the city. There are 
also draconid s living among the Un ited Worlds of Warlock and 
wandering the cosmos as adventurers. 

Available as a player charact er. 

Alignment: Any 
Attributes: I.Q. 3D6+3, M.E. 4D6+3, M.A. 3D6+3, P.S. 

3D6+6, P.P. 3D6+3, P.E. 4D6+3, P.B. 4D6, Spd. 4D6 ; con
sidered supernatura l. 

Size: Five to seven feet tall ( 1.5 to 2. 1 m) 
M.D.C.: 4D6x IO M.D.C. plus I D6 per leve l of expe rience. 
S.D.C./Hit Points: Become mega-damage creatures on Phase 

World and other dimens ions with high P.P.E. levels. 
Horror Factor : 10 
P.P.E. : I D6x 10 unless they use magic (see below) 
Average Life Span: 3,000 years; some may live two or three 

times as long. 
Natural Abilities: Nightv ision 90 ft (27.4 m), see the invisib le, 

and bio-regenerate 3D6 M.D.C. every five minute s. 



Other Powers: Draconids can choose to become either magi
cians or psychics, a subconscious process that occurs at birth. 
If they become magicians, they get all the pow ers of a Ley line 
walker with a 1 D6x l0 P.P.E. bonu s. If they become psyc hics, 
they acquire all the abiliti es and powers of a mind melter with 
a bonus of 1D4x l0 I.S.P. point s. In either case, use the dra
conid 's experience points table presented in this book . 

Combat : Natural combat abilities, plus those learned as skills. 
Damage: Varies with P.S (supernatural ). Bite inflict s 2D4 M.D. 
Bonuses: + I to save vs magic and +3 to save vs horror factor. 
Vulnerabilities/Penalties: Draconids have the same vulnerabili-

ties dragon s do, thus any weapon, spell or potion that does 
extra damage to dragons will affect draco nids in the same 
way. 

R.C.C. Skills: 
Basic Math (+15%) 
Basic Radio (+ 10%) 
Basic Elec tronics (+10 %) 
Language: Dragonese/E lven 98% 
Lang uage: Trade Five 98% 
Language: Any two (+20%) 
Demon and Monster Lore ( + 15%) 
Pilot: Pick one (+10 %) 
Wildern ess Survival (+ 10%) 
W.P.: Any two 
Hand to Hand: Basic 
Hand to Hand: Basic can be changed to expert at the cost of 
one "o ther" skill or to martial arts (or assassin if an evil 
alignm ent) at the cost of two "other" skills. 

R.C.C. Related Skills: Select an additional six other skill s from 
the following list. 
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Communicat ions: Any (+ 10%) 
Dome stic: Any (+5%) 
Elec trica l: Any 
Espiona ge : Any (+5 %) 
Mechani cal: Any 
Medical: Any 
Milit ary: Any 
Phy sica l: Any 
Pilot: Any (+5%) 
Pilot Related: Any (+5 % if app licab le) 
Rogue: Any (+5%) 
Scien ce : Any 
Technical: Any (+10 %) 
W.P.: Any 
Wild erness: Any (+ 10%) 

Secondary Skills: The character also gets to select six secon
dary skills from the previous list. The se are additional areas 
of kno wledge that do not get the advanta ge of the bonus 
listed in parentheses. 

Alliances and Allies: Draco nids in Phase World are in close al
liance with the Promet hean race . They also work well with 
human and Wo lfen wizards, the Seljuk race, and Elves. 

Phantom R.C.C. 
Phantom s are beings whose forms and minds are encoded in a 

pattern of light and elec tromag netic energy. In many places, they 
are mistaken for psychic entities and "g hosts," although they are 
neither. They are one of the few races that has evo lved in outer 
space, feed ing on radiation and solar energy. Most of them have 
an alien culture that norma l humanoid s cannot hope to under
stand. Ho weve r, not all phantom s are unknowab le aliens. Many 
of them become "s towaway s" on spaceships. One of the phan
toms' pow ers is the abil ity to "read " the electromagne tic patterns 
o f both machines and living things, which gives them a limited 
mind -reading capabi lity. Tho se who come into contac t with 
other se ntient beings lea rn a lot about their cultures and customs, 
and many become attracted to them. As a result, a large percent
age of phantoms have started imitatin g humanoid shapes and be
havior. Some pretended to be normal physica l beings, either to 
gain acceptance and love , or to mischievo usly trick unsuspect ing 
humanoids. As a result , phantom s are legendary crea tures known 
as trick sters and shapeshifters. They have been part of many sto
ries, from comedies to trage dies. Over the millenni a, they have 
evo lved several strange cultures, mixing elements from other 
sentient civilizations with their ow n unique mind- set. 

As a whole, phantom s are not an evil race. They resemble the 
faerie fo lk inasmuch as they love a good time, sometimes at the 
expense of others. However, they tend to be a lot mor e respec tful 
and considerate of other life forms than faeries. Many of them 
have forged strong friendsh ips, and even romantic relationships 
with corporea l beings . It is not unknown for a phantom to volun
tari ly sca tter its pattern , effect ively committin g suicide, after the 
death of a human oid fr iend or lover. Some are consummate 
clown s, often adopting a "ca rtoon" shape and perform ing all 
kinds of silly tricks. Others become dedi cated champio ns of jus
tice. Althou gh seriou s phantom s can be enco untered, humorle ss 
ones are the exceptio n, not the rule. 



Phantom s can be encountered in two states. Their true energy 
form can take any shape they desir e, but their natural shape is 
some sort of geometrica l configuration made of lights that keep 
flashing different co lors. When they dwell among hum anoid s, 
many adopt humanoid forms. Phantom s can also build a so lid 
body which they can inhabit indefinitely. Whil e they inhabit this 
shell, they can interac t with corporea l beings norma lly, but lose 
many of their powers and natura l invulnerabi lities. 

The largest concentration of phantom s in the Three Galax ies 
is on Phase World. Th is race seems to get a long very well with 
the promethea ns and draconids and they are an important part of 
Phase World 's defen se systems. 

Available as a player character . 
Alignment: Any, but most are se lfish-. 
Attributes: T.Q. 2D6+6 , M.E. 2D6+6 , M.A. 4D6 , P .S. 0 (406), 
P.P. 0 (406 ), P.E. 3D6+6 , P.B. 4D6 (specia l), Spd. ID6 x 100 
(4D6). The numb ers in parentheses are used to determine the 
phys ica l attributes of the shells phantom s can crea te to walk 
among humanoid s. These physica l attr ibutes are considered to 
be supernatural. 
Size: Varie s with shape . Attributes and M .O.C. remain constant , 

howeve r. 
M.D.C.: 3D4xl0 M.D.C., plus their physica l shell adds an add i

tional 2D6x l0 M.D.C. 
Horror Factor: 9 
P.P.E.: 1D4x l00 plus P .E. attribut e; add 10 P.P.E. per expe ri

ence leve l. 
Average Life Span: 800 years 
Natural Abilities: 

.c..::; 
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All Forms: Can see in every poss ible wave leng th, from visible 
light to radiation , heat emissions, infrared, ultraviolet , electro
magneti c and radio. Thi s a llows the phantom to see the invis
ible, "read " radio signals as if he had a receiver, and detect 
rad iation and mo st form s of energy, includin g magic (range 
for all senses : 2000 feet/610 m). 

Energy Beam s: Dama ge is 206 M.O. at level one , plus 
I D6 per add itional leve l of experience. Ran ge: 500 feet ( 152 
m). Each beam attack counts as one melee attack/ac tion. 

Limit ed Mind-Re adin g: Phantom s can read the e lec trica l 
impul ses in organic brain s and can sca n surface thoughts 
(whatever the per son is thinkin g at the moment ). This power 
has a base chance of success of 50% (plu s I.Q. bonus and 3% 
per leve l o f experienc e), and a range of 20 fee t (6. 1 rn) plus 
10 fee t (3 m) per leve l of experien ce. 

Energy Form: While in energy form , the phaqtom is invulner
able to all physical attacks , includin g explosions, bullets, 
hand to hand attacks , e tc. Ener gy weapon s, magic, magical 
weapo ns, and attacks from supernatural creatures affect enery 
phantom s, but o nly do half damag e. Whil e in energy form, 
the phant om ca nnot affect (lift or move) physical objects and 
has no physica l attribu tes exce pt P.E . The phantom can be
come invisible a t will while in thi s form (see invisib le and 
thermo graphic sensors will detec t him, howeve r). 

Light Genera tion: By spendin g P.P.E., the ene rgy being 
can generat e light, from the equiva lent of a flashlight (one 
P.P.E. per minut e) to a blindin g, million ca ndle light flash (30 
P.P.E. per flash). 40 P.P.E. per melee round creates an aura of 
true sunli ght (do ing sunli ght damage to vamp ires and other 
crea tures of darkn ess). 

) 
I 



Illusion s: Phantom s can create illusions on all energy 
wavelengt hs. The se creations of light and radiation are not 
solid but will fool most optica l, thermographi c and even radar 
sensors. For example, an illusion of a chunk of uranium 
would fool a geiger counter but when somebody tries to pick 
it up, his hands would go right throu gh it. An illusion costs I 0 
P.P .E. times the size of the illusion in feet (33 P.P. E. times 
size in meter s -use the biggest dimension of the illusion). 

Shapes hifting: The phantom 's natural form is a crystalline 
pattern of energy, but they can assume any shape they want. 
Common shapes are those of humanoid s, angel-like beings, 
and cartoonis h creatur es (sometim es based on popular te levi
sion ' toons). 

Total Energ y Conver sion: The energy phantom can trans
form his energy pattern into that .of a light beam for short pe
riods. This ability costs 30 P.P .E. and allows the chara cter to 
travel at the speed of light for a period eqaul to his P.E. in 
minut es. This period can be extended by spendin g an addi
tional 10 P.P.E. for an additi ona l number of minutes equa l to 
his P.E. attribute. 

While in this state, the phantom can attack a target as if he 
had been shot out of a laser cannon. Damage is 1D6x l0 M.D . 
at first leve l but add I D6x IO M.D. at levels three, five , seven, 
nine, e leven and thirteen. Howeve r, eac h time the phantom 
uses this attack it loses 3D6 M.D.C. point s and bums up two 
melee actions. If M.D.C. is reduce d to zero, this means the 
phantom has "burned off' his energy pattern and has been de
stroyed! 

Physical Form: Creating a physical form takes I D4 hours of in
tense concentration . Abandonin g it and reassuming energy 
form takes one melee round. Whil e in physical form, the 
phantom is an M.D.C. creature, but is affec ted by any M.D. 
attacks and phys ica l limitation s. The physica l form can be of 
any shape desired, but its attribut es and bonu ses remain fixed . 
The attribut es of the phys ica l form are supernatur al, a llowing 
the crea ture to inflic t mega- dama ge with punches and kicks. 

Psionics and Psionic Powers: None 
Combat: Specia l while in energy form, norm al while in physical 

form. 
Damage: Varies. 
Bonuses: Energy Form: +4 on initiative, +5 to strike, +6 to 

dodge (cannot parry, pull pun ch or roll with attack). Add + I 
to strike at leve ls four, seven and nine, and + I to dod ge at 
levels three, six, and ten. No other bonu ses are appli cable. 

Physica l Form: + I on initiative, + I to strike, + I to parry 
and dodge. Plus any attribute or sk ill bonuses. 

All Forms: + 1 save vs magic and psionics, +4 to save vs 
horror factor. 

Vulnerabilities/Penalties: While in energy forn1, the character 
can be impri soned in energy fields. If the energy field is small 
enough, the phantom 's energy pattern w.ill be constrained and 
he will be trapped, unable to damag e the force field in any 
way. Phantom catcher field generator s can be purchased from 
the black market for 20 ,000 credi ts. They have a range of 60 
feet (18.3 m). 

R.C.C. Skills: 
Basic Math (+20%) 
Basic Radio (+ 15%) 
Basic Electronic s (+ 15%) 
Navigation: Space (+25%) 
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Astronomy (+ 15%) 
Astrophysics (+15 %) 

R.C.C. Related Skills: Select an additiona l twelve skills from 
the following list. Keep in mind that many of these skills will 
only be useful in physica l form. 
Communi cations: Any (+10%) 
Domestic: Any 
Elec trica l: Any (+5%) 
Espionage : Any 
Mechanical : Any 
Medical: Any 
Military : Any 
Phys ical: Any 
Pilot: Any 
Pilot Related: Any (+5% if app licable) 
Rogue: Any (+5%) 
Science: Any (+5%) 
Tec hnica l: Any (+ 10%) 
W.P.: Any 
Wild erness : Any 
Hand to Hand : Any - Basic counts as one "other " skill, ex
pert counts as two "other" skills, and martial arts or assassin 
(if an evil alignment) counts as three "othe r" skills. 

Secondary Skills: The charact er also gets to select six secon
dary skills from the prev ious list. 

Alliances and Allies: Phantom s are on good terms with 
prom etheans and draconi ds. The silhouette race hates and 
fears phantom s beca use they can destroy shadows by creating 
dazz ling lightshows. 

Spacer O.C.C. 
The Three Ga laxies cove r a lot of space. Someb ody has to 

move thin gs as well as people from one place to the next. That' s 
where the spacers come in. Spacers are profess ional pilots and 
crew members o f thousands of independent ships that fly 
through the galaxies, moving all kinds of cargo. Spacers typi
cally di sdain the security of work ing for a large corporation , or 
someth ing in their past makes it impo ssible for them to get a 
safe r, more secure job. The y end up working for independent 
cargo haulers and transports, often for a share of the profits in
stead of actual pay. A lucky spacer owns his ow n ship, and most 
dream abo ut the day they can join those lucky ran.ks. 

Like the sailors of old, space rs trave l from port to port , rarely 
settling down in one place for any leng th of time. The nomadi c 
nature of this profe ssion make s it attrac tive to people who are 
runn ing from some body or something, whether it be the authori
ties, creditor s, fam ily or themselves. Many spacers have shady 
pasts and their share of enemies. Some are outright brigands 
who engage in acts of piracy and smuggling. However, most 
leave such shenanigans to career crimin als like the runner and 
space pirat e. 

Attribute Requirements: None, although a decent I.Q., P.S. 
and P.E. are recommended. 
O.C.C. Abilities and Bonuses: The space rs' expe rience in deal

ing w ith the vacuum of space gives them a +2 bonu s to any 
saves against explosive decompressio n or other space dan
gers. 



O.C.C. Skills: 
Basic Math (+ 10%) 
Basic Radio (+ 15%) 
Spacesh ip Me chanics (+ 10%) 
First Aid (+10%) 
Movement: Zero Gravity (+15%) 
EVA (+ 10%) 
Pilot: Two spaceship types (+15 %) 
Read Sensory Equipme nt (+10%) 
Computer Operation ( + 10%) 
W .P.: Any two 
Hand to Hand: Basic (normal) 
Hand to Hand: Basic can be changed to expe rt at the cos t of 
one "other" skill, or martial arts (or assassi n if an evil align
ment) at the cost of two "other" skills. 
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O.C.C. Related Skills: Select 8 other skills. Plus select two ad
ditiona l skills at leve ls four, seven, nine, and twelve. 
Com municat ions: Any (+ 10%) 
Dom estic: Any (+5%) 
Electrica l: Any (+5%) 
Esp ionage: None 
Mechanica l: Any (+5%) 
Medica l: Paramedic on ly. 
Militar y: Demolitions only 

Physical : Any 
Pilot: Any (+ 10% where applicable) 
Pilot Related: Any (+5%) 
Rogue: Any 
Science: Any (+ 10% on math) 
Technica l: Any (+ 10% on language and computer skills) 
W .P.: Any 
Wildern ess: Any 

Secondary Skills: The character can also select seven secondary 
skills from the previous list. Th ese are addi tional areas of 
know ledge that do not get the advantage of the bonu s listed in 
parentheses. 

Standard Equipment: Spaces uit or space capabl e M.D.C . ar
mor suit , multit oo l, one hand weapon of choice (usually pistol 
size) and ammunition /E-c lips, kni fe or blackjack, handhe ld 
comput er, hand-held communi cator , work jump suit, and a set 
of civi lian clothes. 

Money: 4O6x 1000 credits. 
Cybernetics: Starts with none, but may get cyberne tic enhance

ments. 

Galactic Tracer O.C.C. 
The spaceways equivalent o f the bounty hunter O.C.C. (see 

Rifts Mercenaries). The galactic tracer pursues wanted crimi
nals throughout the galaxy. Thei rs is a dangerous and distrusted 
profess ion . Local policemen do not trust trace rs and consider 
them to be greedy and reck less mercenarie s or vigilante s. Most 
adventur ers will have little to do with these manhunter s, since 
they are known to tum aga inst their former comrades, if the 
price is right (this is only true of charac ters with an anarchist or 
evil alignment). As a result , galactic tracers only work well with 
each other and the occa ssional team of adventurers or merce nar
ies willing to over look such things. 

Available as a player character . 
Attribute Requirements: I.Q . 8, P.E. 11 or higher . A high P.S. 

and P .P. are helpful but not req uired. 
O.C.C. Abilities and Bonuses: +2 on initiat ive,+ I to strike. 
O.C.C. Skills: 

Basic Math (+10%) 
Radio : Basic (+ 10%) 
Literacy in any two languages ( + 15%) 
Surveillance Systems (+ 10%) 
Intelligence (+ I 0%) 
Comput er Operations ( + 15%) 
Detec t Ambush (+10 %) 
Pilot Small Starship ( + 10%) 
W.P . Energy Pisto l 
W.P . Energy Rifle 
W.P. One of Choice 



Hand to Hand: Expert 
Hand to Hand: Expert can be changed to martial arts at the 
cost of one "o ther" skill (or assass in if an evi l alignment). 

O.C.C. Related Skills: Select seven other skills, but at least two 
must be selected from espionage . Plus selec t two addi tional 
skills at level three , two at leve l six, one at level nine, and one 
at level twelve. 
Communica tions: Any (+5%) 
Domestic: Any (+5%) 
Electrical: Basic electronics only (+5%) 
Espionage: Any (+5%) 
Mechanical: Any 
Medical: Paramedic only 
Military: Any 
Physical: Any 
Pilot: Any (+10%) 
Pilot Re lated: Any (+10 %) 
Rogue: Any ( +6%) 
Science: Any 
Technica l: Any (+10%) 
W.P.: Any 
Wilderness: Any (+5%) 

Secondary Skills: The charac ter also gets to select six secon
dary skills from the previous list. These are additional areas 
of knowledge that do not get the advantage of the bonus 
listed in parenthese s. All secondary skills start at the base 
skill level. Also, skills are limited to (any, only, none) as pre
viously indicated in the list. 

Standard Equipment : Two energy weapons of choice, 2D4 ex
tra E-clips for each, two melee weapons of choice (sword, 
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knife , etc.), suit of personal M.D.C . annor, communicator set, 
and handheld computer. The GM can also let the character 
own a small spaceship (capacity for 2 to 8 passenger s and a 
little cargo). 

Money: 3D6xl000 credits to start. 
Cybernetics: Can have up to I D4 cybernetic implants. 

Space Pirate O.C.C. 
Not all spacers are content with makin g a living through hon

est (or semi-honest) trade . Some tum to smuggling (see the Run 
ner O.C.C.), whi le still others become full-time maraud ers and 
criminals. Space pirates are hated and feared by the spacers and 
other space travelers who see them as parasites, thieves and mur
derer s. The life of the space pirate has been romanti cized by 
books and movie s but in reality, it is a harsh, brutal and often 
short ex istence. Most pirates live on ligh t ships, able to damage 
and capture small merchant vessels, but are helpless against rea l 
military ships, or even a well-defended freighter. They are not 
welcomed at most spaceports and even where they are, they run 
the risk of meeting a galact ic tracer or a victim 's friend or rela
tive seeking revenge. 

A few pirates join the life because they had no choice. These 
often have a rough code of honor which prevents them from 
murderin g or molesting innocent victims. Many ex-p irates have 
switched sides and become law-enforcers, freedom fighters or 
regular space rs. However, the typical pirate is a cutthroat who 
will do whatever it takes to get what he wants, and who will 
even turn on his comrade s if it is to his benefit. 



Available as a player characte r (as well as NPC villains). 
Attribute Requirement s: P.S. IO and P.P. IO or higher . 
O.C.C. Abilities and Bonuses: + I to parry and dodge, +2 to 

save vs horror factor. 
O.C.C. Skills: 

Basic Math (+10%) 
Basic Radio (+10%) 
Movement: Zero Gravity (+5%) 
EVA (+10%) 
Pilot: Two spaceship types (+ 10%) 
Weapon Systems (+ 10%) 
Read Sensory Equ ipment (+ 10%) 
Streetwise (+ 10%) 
W.P. Energy Pisto l 
W.P. Energy Rifle 
W.P.: One of Choice 
Hand to Hand: Expert 
Hand to Hand: Expert can be changed to martia l arts or assas
sin at the cost of one "other" skill. 

O.C.C. Related Skills: Select 6 other skills. Plus select two ad
ditiona l skills at leve l three, two at leve l six, one at leve l nine, 
and one at leve l twelve. All new skills start at leve l one profi 
ciency. 
Communication s: Any 
Domestic: Any 
Electrical: Any 
Espionage: Any (+5%) 
Mechanical: Any 
Medica l: Paramedic only 
Military: Any (+5%) 
Phy"sica l: Any 
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Pilot: Any (+5%) 
Pilot Related: Any (+10 %) 
Rogue: Any (+5%) 
Science: Any 
Tec hnic al: Any (+5 %) 
W.P. : Any 
Wild erness: Any 

Secondary Skills: The characte r also gets to select four secon
dary skills from the previou s list. These are add itional areas 
of knowledge that do not get the advantage of the bonus 
listed in parenthe ses. A ll secondary skills start at the base 
skill leve l. Also, skills are limited (any, only, none) as pre
viously indicated on the list. 

Standard Equipm ent: Two energy weapo ns of choice, 2D4 ex
tra E-clips for each, two melee weapons of choice (sword, 
knife , etc .), suit of personal M.D. C. armor,. communi cato r 
set , and hand held computer. The GM can also let the charac
ter own a small spaceship (capacity for 2 to 8 passengers and 
a little cargo). 

Money: 2D6x l000 credits pllus lD6 x l 0OO credits' worth of 
items for trade or sale to sta rt. 

Cybernetics: Can have up to 10 4 cybernet ic implants. Addi
tiona l items can be µurchased as the characte r desire s. Borgs 
and headhunters are always a welcome d addition to a pirate's 
crew. 

Runner O.C.C. 
"R unner" is the common term for smugglers in the Three 

Galax ies. They fly illegal cargoes throu gh the Three Galaxies, 
makin g enormou s profits - if they survive. Runner s run the 
gambit, from greedy entrepreneurs who will dea l with anybody 
as long as the price is right, to romantic adventurers who only 
break the laws of tyrann ica l gove rnments. Some runner s are also 
con-men and pirates. Mos t of them are some thing in between 
these ext remes - peop le trying to make a living in a dangerou s 
universe. Many have a code of cond uct which includ es never be
traying a fellow runn er. Runners need contact s to smugg le their 
illega l merchand ise onto controlled worlds and spacepo rts. 
These contacts must trust their co-conspi rators, or a the enti re 
scheme will fall apart. Thus, the best runner will endure incred
ible amounts of torture, some wou ld even die , befo re betraying a 
friend, contact or confidant! They are among the most trustwor
thy scoundre ls in the universe. The black markets of the Three 
Galax ies are run by, and kept supp lied by runners. 

The distinction between regu lar space rs and runner s is not ob
vious to most casual observers. Many space ship crews engage in 
some sort of illicit trad ing from time to time. However, the typi
cal runner is somebody who deals mostly in smugg ling and only 
deals in legitimate work when times are tough. Most quickly ac
quire a reputation for smugg ling and known runner s are often re
fused entry to major or respectable space ports. This means many 
runners will have a dozen different alliases and fake identity 
documents. 

Available as a player character. 
Alignment Note: A runner can be any alignment, but the most 
trustworthy tend to be principled and aberra nt. 
Attribute Requirement s: I.Q. 7, P.E. 10 or higher. 



O.C.C. Skills: 
Two Languages of Choice ( + 20%) 
Basic Math (+20%) 
Basic Radio (+ 15%) 
Radio: Scramblers (+ 10%) 
Cryptograp hy (+ I 0%) 
Movement: Zero Gravity (+5%) 
EVA (+5%) 
Pilot: Two spaceship types ( + 15%) 
Weapon Systems (+5%) 
Read Sensory Equipment (+15%) 
Streetwise (+ 12%) 

W.P.: Two of Choice 
Hand to Hand: Basic 

Hand to Hand: Basic can be chaRged to expe rt at the cost of 
one "other" skill, or martial arts (or assass in if an ev il align
ment) at the cost of two "o ther" skills. 

O.C.C. Related Skills: Select six other skills. Plus selec t one 
additiona l skill at leve l three, two at level six, one at level 
nine, and one at level twelve . All new skills start at leve l one 
proficiency, 

Communications: Any (+ 10%) 

Domestic : Any (+5%) 
Electrica l: Any 
Espionage: Forgery only 
Mechanical: Any 
Medical: First aid or paramedic only. 
Military : None 
Physical: Any 
Pilot: Any (+5%) 
Pilot Related: Any 
Rogue: Any (+8%) 
Science: Any 
Techn ica l: Any (+10%) 
W.P.: Any 
Wilderness: None 

Secondary Skills: The character also gets to select four secon
dary skills from the previo us list. These are additiona l areas 
of knowledge that do not get the advantage of the bonus 
listed in parentheses. All seco ndary skills start at the base 
sk ill level. Also, skills are limited to (any, only, none) as pre
viously indicated in the list. 

Standard Equipment: A space-capab le suit of mega-damage 
armor, a wardrobe of casual travel clothes (wardrobe can be 
worth 2D4x !O00 credits), handheld computer , handheld com
municator, multitool, language translator, two sets of forged 
identity papers and pilotin g license, and personal items. May 
own a small spaceship (or several characters can pool their 
resources and acquire a larger spaces hip; G.M.'s call). 

Money: 2D6x!O0 credits and black market items worth 
2D6x I 000 credits. 

Cybernetics: None to start and most avo id them. 
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Colonist O.C.C. 
The Three Galaxies have many undiscovered and thinly 

populated planet s. Vast new frontier s wait be to exp lored and 
conquered. Million s of people leave their native planets in 
searc h for a new home, fortune or adven ture. They may be flee
ing ove rcrowded cond itions, poverty , or religious persecution. 
Some might be driven by greed, while others simply wish a bet
ter life for themse lves and their offspring. Still others wish to 
crea te their own versio n of paradise. 

Unlike the colonists of the past , this new breed of pioneers 
has to face some degree of gove rnment reg ulation. Both the 
CCW and the Transgalactic Emp ire have programs to train 
would-be colonists to help them face the rigor s of survival in 
space, and on strange worlds. On ly those who pass are given a 
license to go to uninhabited planet s and stake a claim. Some
times, howev er, colonists take over planets on their own and 
may eve n invade worlds that are claimed by one or more galac
tic civilizations. Th is often results in wars or outright massacres. 
Such is life on the space frontier. 

Those who survive the hardships of taming a new eco logy are 
tough and capable men and women, able to deal with almost 
anything. 

Many of the children of colonists grow tired of the ceaseless 
struggle for surv ival. Some manage to escape their paren ts' 
dream, joining the ranks of space rs and other adve nturers, where 
their hard-learned skills will serve them well. A number of the 
CCW Exp loration Corps member s are former co lonists (in such 
cases, use this O.C.C. instead of the standard CAF ones) . 

Available as a player character . 
Attribute Requirements: None other than a spir it of hope and a 
desire to exp lore. Howeve r, those with a P.S., P.E. and M.E. of 
10 or higher are best suited for the job and most others washout 
in trainin g camp. 
O.C.C. Abilities and Bonuses: + I to save vs po ison and toxins 

and + I to save vs horror factor. 
O.C.C. Skills: 

Basic Radio (+5%) 
Wilderness Survival (+20%) 
Land Navigation (+l5%) 
Track Animals (+10%) 
Identify Plants and Fruits (+ 15%) 
Botany (+10%) 
First Aid (+10%) 
Climbing 
Swimm ing 
W.P. : One of choice 
Hand to Hand: Basic 
Hand to Hand: Basic can be changed to expert at the cost of 
one "o ther" skill or mart.ial arts or assass in for the cost of two 
"other" skills. 

O.C.C. Related Skills: Select 8 other skills. Plus select one ad
ditional skill at level three, two at leve l six, one at level nine, 
and two at leve l twe lve. All new skills start at level one profi
ciency. 
Commun ications: Any 
Domestic: Any (+10 %) 
Electrica l: Any 



Esp ionage: Detect ambush and detect concea lment only 
(+5%). 
Mechanica l: Any 
Medical: Paramedic or holistic medic ine only (+5%). 
Military: None 

Physical: Any 

Pilot: Any (+5%) 
Pilot Related: Any 
Rogue: Any 
Science: Any 
Technical: Any (+5%) 
W.P.: Any 
Wildernes s: Any (+ 10%) 

Secondary Skills: The charac ter also gets to select five secon
dary skills from the previou s list. These are add itional areas 
of knowledge that do not get the advantage of the bonus 
listed in parenthe ses. All secondary ski lls start at the base 
skill leve l. Also, skills are limited to (any, only, none) as pre
viously indicated in the list. 

Standard Equipment: Suit of light mega-damage armor, one 
energy weapon of choice, basic surviva l kit, first-a id kit, gas 

mask, goggles, canteen , handheld compu ter, tent , set of 
sturdy work clot hes, hand axe and utility knife. 

Money: Only 2D6x l 00 cred its. 

Cybernetics: None to start . 

Other Rifts O.C.C.s and R.C.C.s 
Many Rifts O.C.C.s from the basic book or other sourcebooks 

also exis t in Phase World and the Three Ga laxies. Outlined be
low are some of the sugges ted origins and modifications for 
those 0.C.C.s in the Phase World milieu. This, of course, does 
not affect characters who have reached Phase World from other 
dimensions. 

Borgs and Cyber-Docs: Bionic modification s are common 
in some cu ltures, but are frowned upon in the CCW. Many borgs 
are spacers, runners, tracer s, pira tes and mercena ries (use the 
Coalition/M ilitary Mercenary Borg, but replace the piloting 
skills with spaceship piloting skills, and climbing with Move
ment: Zero grav ity). Cyber-docs are relatively rare. 

Coalition Soldiers: Obvious ly, the only CS soldiers in the 
Phase World universe would be travelers from the Rifts Earth di
mension. CS soldiers will have to do some rethinking on their 
basic philosophy if they get stuck in the Phase World and Three 
Galaxies environment; human supremacy movem ents are few 
and rather powerless in this part of the Megaverse. 

Crazies and Juicers: M.O.M. and Juicer modifi cations are 
rare in most cultures of the Three Galaxies. Only a few planets 
offer these modification s: Phase World is one of them . No 
O.C.C. modifi cations are necessary. 

Cyber-Knights: Cyber-k nights developed on Rifts Earth. A 
few handfuls of these champions have reached Phase World and 
the surrounding galaxies through magic or Rjfts. Most will even
tually become lawmen, or team up with cosmo-knig hts and other 
champions of good. 

Glitter Boy: The Glitter Boy armor is sold at Phase World (it 
is unknown whether the suits are purcha sed from Earth or manu
factured somewhere else), so a number of robot pilots that spe
cialize in this vehicle exist in this alien setting . No changes are 
necessary. 

Headhunters: A very common 0.C.C . among starship crews, 
mercenary companies, and lawless places like the city of Center. 
Many member s of the freedom fighter s battling the Transga lactic 
Empire are also headhunt ers. No 0.C.C. changes are necessary. 

Body Fixer and Operators: The se O.C.C .s are common and 
can be encountered on spaceships, at space stations , cities and 
outposts. No O.C.C. changes are necessary. 

City Rats: Like their namesake, they are extreme ly common 
in any large city and space station. Basically unchanged. 
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Rogue Scie ntists and Scholars: Unlike their Rifts counter
parts, these O.C.C.s are not persecuted at most places. Adven
turer sages are a common sight in the Three Galaxies, though. 
With a whole univer se to exp lore, many visionarie s abandon 
their comfortable academ ic lives and set off in life- long quests 
for knowled ge. No modification s are necessary, except for some 
empha sis on space travel skills. 

Wilderness Sco uts: Most likely to be found on remote plan
ets or small colonies (see the Colonist O.C.C.), or as part of an 
exp lorat ion team. Fundamenta lly the same . 

Men of Magic O.C.C.s: All the O.C.C.s described in the 
Rifts basic book exist in the Three Galaxies, as well as temporal 
wizards and warrio rs (from Rifts England) , necromance rs 
(Rifts Africa ), diabo lists, summonn ers, warlocks and witches 
(Rifts Convers ion Book One). Magicians are especially com
mon among the United Worlds of Warlock, fa irly common on 
Phase World, and rare in most other civ ilizations. Other magi
cian classes, such as the African witch doctor, voodoo priest, and 
biomancer are much rarer, and are only found among dimen
siona l trave lers . 

Mercenaries: All the O.C.C.s described in the Rifts Merce
naries book are basica lly app licable in the Phase World environ
ment. With all the smuggling, corruption, and conrncts in the 
Three Galaxies, mercenarie s can easily find work to ply their 
trades. No modification s are necessary, except for some empha
sis on space travel skills. Naruni Enterprises and the Uteni are 
also detai led to some degree in this sourcebook. 

Psychic O.C.C.s: Mind melter s and mind bleeders (see Rifts 
Africa for the latter) exis t in most parts of the Three Galaxies. 
Both the CCW and the Transgalactic Emp ire have psionic re
search centers. Psi-stalkers are relatively rare. Mutant anjmals 
with psionic powers are usually traveler s from other dimensions. 

True Atlanteans (Rift Atlantis): There is an Atlantean-con
trolled planet in the UWW, so all Atlantean O.C.C.s can be 
found there, with the exception of the Atlantean Monster-Slayer 
(see Rifts South America) , which is excl usive to one Atlantean 
Clan. 

Wormwood O.C.C.s: Characters found in the Rifts Dimen
sion Book One: Wormwood can arrive on Phase World. Char
acters with symbiotic organisms will lose them and most of the 
monster races are not very coope rative toward gent ler human
oids. 



R.C.C.s: Virtuall y any R .C.C. desc ribed in any Rift s (or for 
that matt er, any Palladium game or any other RPG) can ex ist on 
Phase World. Th e Rif ts conve rsion book s, worldb ooks and sour 
ceb ooks have doze ns of such races. Fee l free to add them as un
usual and rare dim ensional trave lers. 

Also see Aliens Unlimited with ove r 100 different aliens and 
mon ster races all acco mpanied by Rifts Notes for easy integ ra
tion into the Rifts RPG world se tting and Phase World. Th ese 
characters are mos t likely to be visitors from a distan t ga laxy, or 
another dimension . 

Naruni Enterprises (NE) 
Transdimensional Weapons Merchants 

Personnel: 200 milli on sentients (es timated) wo rkin g full 
time, plus 1-3 billion "te mps." Note: This numb er only dea ls 
with Narun i Personnel loca ted in the Three Galax ies; nobody 
knows how many peo ple wo rk for the co rpora tion throu ghout 
the Megave rse . Also, this does not includ e slaves or indentur ed 
servan ts. 

Racial Breakdown: 

True Na runi (0. 1 %; less than 200,000) 
Uteni Shifters (30%) 
Molock Enforcers (20%) 
C hange lings (5%) 
Pleas urers (5%) 
Hum ans ( I 0%) 
Others (30%) 

Naruni Enterprises is a transd imensional wea pons and vehi
cles ma nufacturer fi rst introduce d in the pages of Rifts Merce
naries. The comp any is not native to the Phase Wor ld universe, 
but it has conducted business in the dim ens ion for severa l centu 
ries, and has its mai n headqu arte rs on Phase World in the city of 
Cente r. Narun i Enterpr ises has stores and wa rehouses in the 
CCW, the Tra nsga lac tic Empir e and many indepe ndent planets, 
including Phase World itse lf. Na run i equipm ent is universa lly re
spec ted, from energy pisto ls to starship s. These top- notch prod
ucts are purchased by adventu rers, merce naries and governments 
throughout the Three Ga lax ies and across the Megave rse. Narun i 
weapo ns are expensive , but the co rporation is very generous 
with cred it plans and loa ns. Perhaps too genero us, but des pera te 
people (and many wea pon buye rs are despera te) don ' t pay too 
much attent ion to the te rms of sa le as long as they can walk 
away holding the nastiest dea th-dea ling equipment in the 
Megave rse. Th e problems occ ur if the buyers cann ot pay thei r 
debts. Nar uni Enterpri ses always co llec ts what it is owe d. Al
way s. 

There are options, of co urse. The winner of a war can pay its 
de bts by se izing the prope rty of the defea ted side and using it as 
pay ment , se lling the lose rs into slavery, or eve n mak ing land 
grants to the NE corporat ion using co nqu ered territ or ies. Naruni 
Enterpri ses does n 't ca re where the money or goo ds come from, 
as long as they are pa id on time. Naru ni ap prai sers are fair when 
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they determin e the value of goo ds or serv ices, and they will ac
cep t most form s of chatte l and property as paymen t. 

If the deb tors lost the wa r or cannot mee t the payme nt sched
ule eve n after winnin g, the com pany show s its nas ty side. Debt
ors have often been se ized and sold into slavery. Somet imes, 
their fa milies and entire troo ps have jo ined them if one slave 
was not enough to mee t lhe debt. Governme nts in debt have pa id 
with min era l rights, crops and , on at least ha lf a dozen occas ions, 
their entire planet! At first, Narun i En terpr ises will use lega l 
mea ns to co llec t unpaid bi lls. The Lega l Departme nt recru its the 
best lawyers ava ilab le in the reg ion. When " lega l" mean s (in
cludin g force d ev ict ions, inde ntur ed servi tude for seve ral yea rs, 
se izure of prop erty, gar nished wages and so on) are not enough, 
NE ca lls in another set of spec ialists. Everybody is afraid of the 
Naruni Debt Collectors (NDC), one of the mo st powerfu l mili
tary forces in the Meg averse! The NOC is equipped with weap 
ons and vehicles far ahead of what Narun i "se lls'' to its 
customers. A co llecto r sq uad can cons ist of only a coup le of en
forcers, or an enti re planetary invasio n force, comp lete with star 
ship support ! 

The Naruni Board of Director s 
The Nar un i Board of Di rectors has 20 to 24 member s, de

pendin g on the current si tuation regar ding internal po litics and 
intrigue. Mo re than one member has bee n forced to resign , or 
has bee n " retired" pen n anently by a 20 mm plasma cartridg e 
round . Two-thir ds of the board sea ts are he ld by True Narun i and 
Uteni traders (eac h of them a multi-trillionaire), and who collec
tive ly hold 60% of all Naruni Enterp rises stock . Another impor 
tan t membe r is the god ling Thrax us, who ho lds 5% stock and 
whose va lue is in the trillions of credits. The rest of the board are 
from a ll ove r the Megave rse, includ ing a demo n lord and an 
alien inte llige nce ! 

Th e express goa ls of the compa ny are simp le: Expand their 
holdings and asse ts, stay on the lead ing edge of tech no logy, and 
"mainta in a climate favorable for the marke ting and distribution 
of Naruni products." This last phr ase can mean a number of 
th ings - including the need to mainta in a climate of wa r in the 
Megave rse to guara ntee a marke t for advanced weaponry. 



Narunj Enterprises, unUke other transdimensionaJ forces such as 
the Splugorth, is not in the business of forcible conquest. They 
see war as a wasteful activity that rarely pays for itself. ll is far 
more profitable to sell weapons to those involved in war! The 
few large-scale conflicts in which Naruni Enterprises was di
rectly involved were launched agrunst the weakened survivors of 
a previous war, who were unable to put up much resistance and 
who were enslaved and sold to pay their debts. 

Naruni Enterprises will not tum down cash transactions, and 
makes a healthy profit from perfectly legal sales to those who 
can afford the prices. However, not all of Naruni's dealings are 
above-board. The Board of Directors has an elite unit of secret 
employees, the Social Studies Branch. On the outside, this 
branch is funded to examine social conditions in the Three Gal
axies and the rest of the Megaverse, supposedly as harmless 
market research. In reality, funds go to mercenaries, secret 
agents and other freelancers, most of whom do not realize who 
they are workfog for. These agents then help instigate wars and 
skirmishes in selected areas. The Social Studies Branch is not 
used to make trouble, because there are enough wars and con
flicts around to satisfy the Board of Directors. Should things 
slacken off, however, the SSB will conduct a little "social engi
neering" of their own. 

Another important branch of the company is the Research 
and Development Department. This department reports di
rectly to the Board of Directors, many of whom are renowned 
weapon designers themselves. However, few new or innovative 
weapon systems have been developed over the last few decades. 
It seems that technological development has become stagnant for 
some reason. The Board of Directors is particularly frustrated by 
Narun1's inability to learn the secrets of phase technology and its 
lack of success in competing in the techno-wizard market. Rifts 
Earth is viewed with a mixture of fear and greed. The amazing 
advances made by such human enclaves like Triax and the Coa
lition indicate that in less than fifty years that planet may match 
or surpass the best that even Naruni has to offer. The company is 
considering expanding its base of operations on that planet in the 
near future. 

Naruni on Rifts Earth 
As shown in Rifts Mercenaries, the reception of Naruni En

terprises on Rifts Earth hasn't been all NE had expected. The 
company has been beset by spies, saboteurs, and an effective 
discrediting campaign orchestrated by the Coalition States and 
competitors like Northern Gun. A campaign that is all the more 
effective for the fact that it has more than a grain of truth. Initial 
sales (especially to large nations) have been disappointingly low. 
Their biggest market has been in remote and less developed ar
eas, and among brigands and outlaws. 

Naruni will not take this opposition lying down. The com
pany has not been a force in the Megaverse for thousands of 
years by retreating in the face of competition. The board mem
bers who have studied the situation have dispatched members of 
the Social Studies Branch to Earth. A number of proposed solu
tions have already been outlined. 

The first one is to wait until the Coalition States actively at
tacks another nation. Faced with extermination and genocide, 
places like Tolkeen, Lazio and the Federation of Magic will be 
far less reluctant to deal with Naruni Enterprises. The risk of this 
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ploy is that Naruni might get some good sales, but they might 
come too late to prevent a Coa lition victory, which would make 
collecting debts a difficult task. To get what would be owed to 
them, NE would have to effectively declar e war on the Coa li
tion , resulting in a protracted war that would not be worth the 
expense. 

Another possibility is the co-opt ing of rival companie s. The 
Social Studies Branch has out lined a plan in which Narun i will 
start selling its products in alliance with North ern Gun! Naruni 
would offer Northern Gun some of the advan ced technolo gies 
they possess and would provide cap ital and expert labor to set up 
several factories in North America. These facilities would pro
duce advanced, cheap weaponry under the Northern Gun label, 
thereby eliminatin g the stigma that Naruni Enterprises has of be
ing menacing aliens! An offer like that would be hard to refuse, 
since it would mean incredible profit s! [f Northern Gun rejects 
the offer, the company would tum to Wilk 's, or Wellington In
dustries, or might reso rt to bribery, blackmail or extortion to in
fluence one of the human corporation s. If the dea l goes through, 
Naruni Enterprises would rely mostly on human representatives, 
maintaining a very low profile and fostering the illusion that 
Northern Gun is solely responsible for the new weapons. 

In a few years, Northern Gun could outmatch Triax as the 
leader in weapons production . Accusations from the Coalition 
would not be believed by many, and Naruni would quick ly con
trol a large share of the market, with great potential for expan
sion. This plan is being seriously considered, but the Board of 
Directors is concerned with the creativity and intelligence of the 
inhabitant s of Rifts Earth. Giving Northern Gun too much tech
nology might give humans the means to forge their inde
pendence from all invaders, including Naruni Enterprise s itself. 

Europe is also being watched with interest. Naruni has its 
own spies in the NGR, and even among the Gargoyle Empire 
(see Rifts Triax and the NGR). The company might want to ex
ploit a possible break between the gargoyles and their Splugorth 
allies. If that happened, Naruni Enterprises might step in and of
fer its merchandise to the gargoy les. They might also approach 
the Angel of Death and her Brodki l allies (see Mindwerks ), and 
might trade advanced bionic and force field technologies in re
turn for the secre ts of psynetics. Thi s could end in a gargoy le 
empire dominat ing all of Europe, or a genoc idal war involving 
the Naruni -supplied gargoyles and brodki l on one side, and the 
NGR on the other (possibly with the covert support of the Splu 
gorth). The only real winner of such a war would be Naruni En
terprises. 

The discovery of any of these plots (by the player characters, 
perhaps?) would further damage the credibilit y of Naruni Enter
prises. However, this might not damage their sales. A company 
does not have to be liked to be success ful. 
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Naruni Repo-Bot R.C.C. 
Alm ost every sentient in the Three Galaxies is deathly afraid 

of miss ing a payment to Nar uni Enterpr ises. If the terms of an 
agreeme nt are not fulfilled (and there are so many terms in the 
finest of print), NE sends one or more of its enforcers, the Repo
Bots, to collect any moneys due. And they will collect the debts, 
any way they can . 

Repo-Bots are robots with organic brain s. Nobody knows if 
these brains are those of willing people , or victims of enslave
ment. Their personalitie s are often submerged with an over
whelming sense of loyal ty to Naruni Enterprises, programmed 
by their employers/owners. They are intelligent and show initia
tive, but they always look out for the best interests of the com
pany. They can be shrewd negotiators, slcillful diplomat s, 
ingenious strateg ists, and merciless killers. It is believed that 
their mental programmin g is based on the mind -pattern of a top
notch secre t agent and soldie r, now long dead. Or perhaps the 
programmin g used the mind s, memories and skills of several 
dozen such beings, combinin g the best traits of each one. 

The Repo -Bots are clear proof that Naru ni Enterprise s re
serves the best technology for its own use. These "supe r-cy
borgs" eas ily outperform any bioni c organism in the Three 
Galax ies, with the possible exception of the Wolfen Quator ia 
warriors, and the ancient machine people. Each of these cyborgs 
is as tough as a squad of power armor troopers and is capable of 
operatin g in any env ironment, including space. Repo-Bots oper
ate in squads of four, platoons of 16, companies of 64, or battal
ions of 256 cybo rgs. On very rare occas ions, thousands of these 
beings have been gathered and sent against a g iven target. 

Alignment: Most are considered aberrant, with abso lute loyalty 
to Naruni Enterprises (cannot be bribed or paid off to do any
thing aga inst the compa ny). 
Attribute Requirements: M.E. 12 or higher. 
O.C.C. Abilities and Bonuses: 
1. Robot Body: Repo-Bots have completely mechanical bodies 

with the following M.D.C. 
* Head - 200 M.D.C. 
Arms (2) - 200 M.D.C. 
Legs (2) - 240 M.D.C. 
Force Field - 300 M.D.C. 
Main Body - 600 M.D.C. 
Destroyi ng the head kills the Repo-Bot (require s a called shot 
at -2 to strike). The force field M.D .C. must be depleted be
fore damage can be app lied to the head or the rest of the ro
bot. 

2. Robot attributes : The robot has a P.S. of 50, P.P. 26 and can 
run at up to 100 mph (160 km) indefinitely, without tiring; 
uses a nuclear power plant with an energy life of 50 years. 

3. Built-in Weapon Systems: The Repo-Bot has a built-in parti 
cle beam weapo n (1D4xl0 M.D. per shot , 2000 feet/6 10 m 
range, unlimited payload), a plasma flamethrower (5D6 M.D. 
to a 20 feet/6. 1 m area , 200 feet/6 I m range, unlimited pay
load) and a finger- laser (4D6 M.D., 2000 feet/6 10 m range, 
unlimit ed payload). Plus any handheld weapon (energy pistol , 
rifle, rai l gun, etc.) can be used by the bots. Plus an energy 
weapon can be plugged into the repo-bot 's power supply for 
an unlimited pay load. 





4. Robot/Cybernetic Systems: Include the following: MulLi-op
tic eye, infra/u ltra eye, ultra-ear, amp lified hear ing, po larized 
filters . and sensor hand. Internal oxygen supply will keep the 
Repo -Bot 's brain alive for 96 hours. 

5. Bonuses (Includes P.P. bonuses): The Repo-Bots are +2 on 
initiative, +8 to strike, parry and dodge, +2 Lo pull punch, +2 
Lo roll with impact, +IO to save vs horror factor , imperv ious 
to disease, toxins, gases, and rad iation , don't need air to 
breathe , and are + I to attack per me lee. 

O.C.C. Skills: 
Basic Radio (+ 15%) 
Two Languages of Choic e ( + 15%) 
Computer Operation s (+I 0%) 
Pilot: Pick two (+15%) 
Weapon System s (+15 %) 
Tracking (+I 0%) 
Land Navigation ( + 15%) 
W.P. Two of choice 
Hand to Hand: Expert 
Hand to Hand: Expert can be changed to martial arts or assas
sin at the cost of one "other " skill. 

O.C.C. Related Skills: Select IO other skills. Plus select two 
skills al level three, two at level six, and one at levels nine 
and twelve. 
Communi cation s: Any (+ 10%) 
Domestic: Any 
Electrical: None 
Espiona ge: Any (+5%) 
Mechanical: None 
Medical: None 
Military : Any (+10 %) 
Phys ical: None 
Pilot: Any (+JO%) 
Pilot Related: Any (+5%) 
Rogue: Any 
Science: None 
Technical: Any (+ I 0% on comput ers and languages) 
W.P.: Any 
Wilderness : Any 

Secondary Skills: The character also gets to select four skills 
from the previous list These are additional areas of knowl 
edge that do not get the advantage of the bonus Listed in pa
rentheses . All secondary skills start at the base skill level. 

Standard Equipment: Plasma Hand Cannon (2O6x l0 M.O .), 
two energy weapon s of choice, and rece ipts for the property 
to be repossesse d, or unpaid bills. They may also be given a 
space shuttle with an FI'L drive for travel and pursuit 

Money: 104 x 1000 credits. 
Cybernetics: Can select an add itional I 04 cyberne tic implants. 
Note: The Repo-bot makes a better NPC vi llain than a player 

character. Player characters will be loyal agents of Naruni 
Enterprises unless there is a super-rare glitch in their memory 
or programmin g. 
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True Naruni R.C.C. 

Most people think that the Uteni race (see Rifts Mercenar
ies) are the true Narun i that founded and own the corporation . 
The truth is that the Uteni are simply the front-men for the mys
teriou s Naruni, a spec ies whose origins and goals remain un
known . The Narun i people don 't make pub lic appearances, and 
alway s remain behind the scenes. But there is no question that 
they are the driving force behind the corporation. 

The reason why the Naruni prefer to avo id the public eye is 
simple: their shape is hideous. Naruni are heavy-se t bipeds with 
hippo-like skins and build s. Three long tentacles run down from 
where a human 's nose would be (which are used for both eating 
and breathing) . The tentacles end up in tiny fanged mouths remi
niscent to the Splugorth (some people occasionally sugges t that 
the Narun i may be some sub-spec ies o f the Splugorth, a lthough 
their differences are much greater than any similariti es). The 
Naruni 's eyes are narrow slits with red, iris-less eyes peeking 
throu gh. They usually wear cloaks to partially cover their dis
gusting features . Also , they are supernatural creatures whose 
presence disturb s and scares psychic s and other sensitives . 

The fact that the Naruni are supernatural beings has led many 
peop le to question their moti ves and goa ls. Although they seem 
conten t in their role as weapon supplier s, it is very possible that 
the Narun i have eve n more sinister plans in store for the Three 
Galaxie s, and other parts of the Mega verse. 

Alignment: Any, but most are aberrant or miscreant. 
Attributes: I.Q. 206+ 13, M.E. 30 6, M.A. 30 6, P.S. 306, P.P. 



3D6, P.E. 3D6+6, P.8 . ID6, Spd. 3D6. 
Size: 6 to 8 feet ( 1.8 to 2.4 m) tall 
Weight: 300 lbs ( 136 kg). 
M.D.C.: 2D4x l0 M.D.C . 
Horror Factor: 1 I 
P.P.E.: ID4x l0 
Average Life Span: I 000+ years 
Natural Abilities: Supernatura l strength and enduran ce, very 

long lived, and hea l 1D6x l0 M.D.C. per 8 hour period. 
Experience Level: Average 1D6+4 
Psionic Powers: Have all sensitive powers plus automati c mind 

block, bio-manipulation and empathic transmission; consid
ered to be master psionic s. 

Magic Powers: None. 
Combat: Hand to Hand : Basic 
Damage: Based on P.S. 
Bonuses: +6 to save vs horror factor , +3 to save vs disea se. 
Vulnerabilities /Penalties : Take doub le damage from rune and 

holy weapo ns. 
R.C.C. Skills: 

Basic and Advanced Math (+20%) 
Languages: Six of Cho ice (+15%) 
Lore: Demons and Monsters ( + 10%) 
Basic Electro nics (+ 15%) 
Mechanical Engineering (+15 %) 
Weapo ns Engi nee r (+20%) 
Intelligence (+ 10%) 
Concea lment (+ 10%) 
W.P.: Any two 
Hand to Hand : Basic (neve r beller than basic) 

R.C.C. Related Skills: Se lect 12 other skills, but at least two 
must be from elect rica l and two from mechanical. Plus select 
two sk ills at leve l three, two at leve l seven, and one at leve ls 
ten and thirteen . 
Communication s: Any (+ 10%) 
Domes tic: Any 
Electrical: Any (+ 15%) 
Espionage: Any (+5%) 
Mechanica l: Any (+ 15%) 
Medica l: Any 
Military: Any (+10%) 
Physica l: None 
Pilot: Any (+ I 0%) 
Pilot Related: Any (+5%) 
Rogue: Any 
Science: Any (+ 10%) 
Technical: Any (+20%) 
W.P.: Any 
Wild erness: None 

Seconda ry Skills: The charac ter also gets to select six skills 
from the previo us list. These are additiona l areas of know l
edge that do not get the advantage of the bonus listed in pa
rentheses . All secondary skills start at the base skill leve l. 
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The Gene-Splicers 
The se mysteriou s master geneticists (fu lly described in the 

Rifts Sourcebook Three: Mindwerk s) are also active in the 
Three Galaxies. The gene-splicers have mastered the science s of 
genetic s and gene-e ngineering, surpassing even the Transgalac
tic Empi re (the leader in the Three Ga laxies in genetic techno l
ogy) and the Splugorth. In fact , the gene-splicers' abilitie s to 
create and remake beings is only matched by the magic of some 
of the most powerfu l anc ient gods! Many legends have grown 
around these strange "mad doctors." Some fanatics think that 
they are the First , newly returned to remake their childr en in 
their ima ge. The cosmo-kni ghts know better and consider the 
gene-sp licers to be one of their worst enemies. Some ancient 
writing s sugges t that the gene-sp licers might be related to, or de
scended from The One, who tried to pervert the Cosmic Forge 
untold mill ennia ago. Other s mention a race of beings from an
other dim ension who tried to use the creatures of the Three Gal
axies as their plaything s, and who were expe lled or destroyed by 
the early cosmo-knights. The truth may be any or none of these. 

Gene-sp licers operate in small groups of a dozen or less, usu
ally on ly one or two, and they trave l in cruise r-sized starships. 
These vesse ls don ' t have the firepowe r of most war vesse ls in 
the Three Galaxies, but they can outrun all but the fastest known 
ships, and can travel galact ic distances at incredible speeds using 
a warp-space sys tem not yet deve loped by known civili zations. 
Their stea lth systems make them almost undetectable as well, so 
these villains can operat e with relative impunit y. They greatly 
fear cos mo-knights, pha se adepts, second stage prom ethean s and 
beings of powe r, such as gods, adult dragons and demon lords. 
At the same time they are fascinated by these powerful beings 
and wish to map their genetic structures. 



The Three Galaxies 
The Three Galaxies contain over a thousand spacefaring races 

and perhaps two or three times that number in sentient races of 
lesser technological development. The two most powerful civili
zations in the region are the Consortium of Civilized Worlds and 
the Transgalacti c Empire . Of the two, the Transgalactic Empire 
is the most expansionist and warlike. The two cultures have 
clashed several times during their centuries-long history. Phase 
World is an independent planet and respected by everyone, in
cluding these two powerful forces. 

Outlined below are some of the more important civilizations, 
races and organizations found within the Three Galaxies. 

The Geography of 

the Three Galaxies 
All the known civilizations in the Phase World universe come 

from one of three galaxies, known respectively as the Cork
screw, the Thundercloud and the Anvil. The Corkscrew is the 
largest galaxy, about 90,000 light years long and 2,000 light 
years thick. The Thundercloud is 20,000 light years away, and 
is "only" 30,000 light years long and 2,000 light years in thick
ness. On the other side, 30,000 light years away, is the Anvil, so 
called because it was once thought to be the hidden place of the 
Cosmic Forge; although serious exploration of the galaxy found 
no proof of this. The Anvil is the smallest galaxy in the group, 
20,000 light years long and less than one thousand wide. The 
maximum distance from one tip of the Three Galaxies to the 
other is 170,000 light years. Neighboring galaxies are a consid
erable distance away. The closest one is 300,000 Jjght years 
away: sporadic exploration of the other galaxies has occurred, 
but slowly, since there is so much to see in the local galaxy 
group. 

Most of the population of the Three Galaxies is concentrated 
along the borders of the galaxies. Most inhabitable worlds (at 
least by humanoid standards) tend to exist away from the galac
tic "cores," where older stars, black holes and less hospitable 
star phenomena occur more often. Travel between galaxies is 
faster than travel within a galaxy (see the Starship section): most 
star-faring cultures were able to colonize worlds in neighboring 
galaxies, or alongside the galactic "frontiers" rather than deep 
inside the cluttered interiors of the galaxy. fn recent years, many 
exploratory missions have been sent into the interior of the gal
axies, where they have discovered many strange and mysterious 
phenomena. 

The "political" geography of the galaxy bears a funny resem
blance to the political map of a planet, due to the fact that most 

inhabited planets occur on the "surface" of the galaxies. The 
CCW dominates about one-third of the Corkscrew, mostly on 
the galactic "North," one-half of the Anvil, and a fifth of the 
Thundercloud, in terms of known inhabited worlds. The Trans
galactic Empire controls another third of the Corkscrew, 
roughly to the "South" of the galaxy, and one-third each of the 
Anvil and Thundercloud galaxies; some worlds in the Thunder
cloud and Corkscrew, however, have successfully rebelled 
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against the Empire and now form the Free World Council. The 
United Worlds of Warlock dominates about one-fifth of the 
Anvil and a few worlds in the Corkscrew. No other civilization 
controls more than one-tenth of any of the galaxies and most 
only rule over one to six planets. Phase World is situated in the 
Corkscrew galaxy, between CCW and Imperial space. 

The Three Galaxies contain billions of stars and planets. Only 
a small fraction of them can support life. Still, there are hundreds 
of thousands of inhabitable worlds, and only a small percentage 
of them have been colonized and developed. 

The Demographics of 

the Three Galaxies 
Nobody's sure exactly how many sentient beings inhabit the 

three galaxies. The following population figures rely on plane
tary sensor reports, surveys from Exploration and Discovery 
Teams (EDTs), and census results. Many planets have not made 
an accurate census, so the total population figures are probably 
inaccurate. This is the infom1ation players are likely to have. 
Game Masters can adjust these numbers as they see fit. 

Population of the Three Galaxies: The Corkscrew is the 
oldest and one of the more powerful of the galaxies. It has 
twelve trillion people. The Thund ercloud and the Anvil galaxies 
have seven and six trillion inhabitants respectively, for a grand 
total of 25 trillion sentients among the three. Even these num
bers mean that the Three Galaxies are relatively underpopulated. 
This is because many civilizations have been wiped out due to 
wars, plagues or astronomical disasters. Also, these estimates do 
not account for billions of sentients that live on worlds consid
ered to be "uninhabitable" - uninhabitable for carbon-based 
life forms, that is. Contact with these very alien cultures is lim
ited, so their exact numbers are unknown. 

Humans 
Humans make up a sizable percentage of the Three Galaxies' 

population. About 12% of the total recorded population, out of 
3,000+ sentient races or about 3 trillion people scattered over the 
Three Galaxies! This is over 300 times the population of Rifts 
Earth before the Great Cataclysm. The origins of humans in the 
Three Galaxies is unknown. Some legends claim that they came 
from another dimension. Others insist that humans evolved 
somewhere in the Three Galaxies, on a mythical planet called 
Earth. Their primary tongue is Galactic Trade Tongue Four, 
which is amazingly similar to EngHsh/American (characters with 
either language automatically know Galactic Trade Tongue Four 
at 50% plus any 1.Q. bonuses, and can improve it normally). 
Seven human-inhabited worlds are named "Earth," although 
none of them are similar to "true" Earth. It is also interesting to 
note that, in the Galactic Four language, a standard day is 24 
hours, and a standard year is 365 days with an extra day added 
every four years! 

It is commonly believed that these humans originated from 
Earth, probably an Earth that spawned an empire thousands of 





years ago and which now lies lifeless and forgotten in some 
abandoned comer of space. Others think that human co lonizers 
came from anothe r dimension,and that their planet of orig in is 
nowhere to be found in this universe. A few human supremacis ts 
insist that humankind is descended from the First Race, the 
mythical creators of the Cos mic Forge, but fanatic s from hun
dreds of races make the same claim. 

Human s are important members of all the major galact ic civi
lizations, including the Consortium of Civilized Worlds and 
the Transgalactic Empire (described elsew here). Their ad
vanced techno logy, ingenuity and flexibili ty are well known 
throughout the Thre e Ga laxies. Many races resent humankind 's 
success and dislike them inten sely. 

Wolfen 
To the surprise of some transdimensional visitors, one of the 

most prolific races of the Three Ga laxies are wo lfen, identica l to 
the denizen s of the Palladium world! Wolfen make up almos t 
10% of the Three Ga laxies' total popu lation. Most (90%) of all 
wolfen civil izations in the Three Galaxies can trace their origins 
to the Ancient Wolfen Empire, which originated on the planet 
they call Motherhome. Galactic Trade Tongue Three is identical 
to the Wolfen language, a measure of their influence in the Thre e 
Galaxies. 

The inhabitants of Motherhome deve loped their technology 
independently and fonned a budding star empire . Regre ttably, 
the wolfen came on the losing end of a long war with the Kreeg
hor Dominion, now known as the Transga lactic Empire. The 
survivin g remnant s of the Wolfen Empi re overthrew the royal 
family that had led them to disaster and re-established a Rep ub
lic based on their old traditions. The Wolfen Republic joi ned the 
Consortium of Civilized Worlds, and wo lfen spacemen, soldiers 
and traders are a common sight throughout the CCW. The 
wolfen wor lds that were conquered by the kreeg hor later became 
part of the kreeghor dominated Transga lactic Empire. Many 
wolfen serve the kreeghor willing ly, while others have join ed the 
freedom fighter s that fight to regain their lost wor lds, and to end 
the kreeghor's legacy of conquest. 

The Kreeghor 
This race dominates the Transgalactic Empire, the second 

largest civiliza tion in the Three Galaxies. Additionally, many 
kreeghor chieftains contro l indepe ndent planets in many areas; 
there's even a small population of kreeghor renegades in the 
CCW (less than five million total). Kreeghor outside the Trans
galactic Empire are usually found in the military and security in
dustries, or on the other side of the law in the roles of pirate, 
criminal enforcer and other undesirable s. The kreeg hor account 
for roughly 8% of the total sentient population in the Three Gal
axies. 

Other Races 
No other race makes up more than 3% of the tota,l and most 

represent much smaller percentages, considering that a race with 
5 billion members would only amount to 0.02 % of the total. 
However, many races have power and influen ce that goes far be
yond their numbers . 
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Languages 
There are over I 0,000 major languages and almos t a hundred 

times as many dialect s and variations among the races of the 
Three Galax ies. Over the millennia, however, six major com mon 
or trade lang uages have been deve loped. Th ese languages are 
known as the Galact ic Trade Tongue s (Trade for short). A person 
who knows any one of those langua ges has a goo d chance of 
making himself understood in most civ ilized areas. Knowing 
four or more trade languages guarantees being understood and 
communi cating almost everywhere. Compu terized translators 
ex ist, but are not always reliable ( 10% chance of mistranslating 
a sentence). 

Trade One: This is the oldest trade tongue in existe nce, and 
is believed to have been one of the languages of the First Race. 
It is surpr isingly easy to master by any a.ir-br~athing crea tures, 
and even races with different means of comm unications. Thi s is 
because many of the sounds also have equivalent hand (or other 
limb) signs and gestures. Thi s language automatically has a 
+10% bonu s to learn, in addition to any O.C.C. or I.Q. bonu ses. 
Base sk ill is 50% plus any I.Q. bonuse s and 5% per leve l of ex
perience. 

Trade 1\vo: This language is favored by telepa thic races, be
cause it uses telepathy in additio n to the spoken word. Without 
psychic abi lities, much of the meaning of the lang uage is lost. 
The psionic component allows users to bridge difficultie s in 
speakin g, and psychic sensi tives pick it up very quickly . Charac
ters with the psi-powers telepaJhy or empat hy have a +20 % bo
nus to learn Trade Two. Non-psychic s have a -I 5% penalty. 50% 
plus any I.Q. bonuses and 5% per leve l of experie nce. 

Trade Three: Trade Three is the wolfen language, slight ly 
streamlin ed to reduce the guttural and grow ling elements com
mon to the "c lassical" Wolfen language, but is otherwise identi
cal. However , to make a good impression on wolfen speaker s, it 
is necessary to emphasize the grow ls and whine s of the origina l 
language . 50% plus any l.Q. bonuse s and 5% per level of experi
ence. 

Trade Four: This language is clearly based on Eng
lish/Ameri can. It has evolved eno ugh to be different, however, 
with the addition of a number of technical term s, slang and for
eign words (some of which are similar to other Earth languages 
like French, Chinese, Russian and Spanish). Normal Eng
lish/American speakers automatically have Trade Four at 50% 
plus any I.Q. bon uses and 5% per level of experience. 

Trade Five: Trade Five uses hisses, whistles and click s for 
most word s. It is favored by many repti lian and insectoid races. 
Humans and other air breather s can understand and learn Trade 
Five at no penalty, although they will reta in a distingui shable 
"accent" that separa tes them from the races for which the lan
guage was originally created. Trade Five is common ly used by 
the kreeg hor and seljuk races, and is usually the second language 
of the draconids. 

40% plus 5% per leve l of experience. 

Trade Six: This is the newes t common language of the Three 
Galaxies and was developed by lingui sts of the CCW. Trade Six 
is a delib erate attempt at crea ting a universal language that can 
be used by most races of the Three Galaxies. To do this , each 
word and expression has two or three equivalents, two using 
sound and one using gest ures, so a being who cannot make a 



particu lar sound can replace it with an equivalent sound or ges
ture. The resulting language can be learned by all species with
out penalty, but the amount of different sounds and ges tures that 
a speaker must know to understand another counterbalan ces this. 
Trade Six can be learned at no bonus or penalty by everyo ne. 
45% +5% per level of experience. 

Money and Trade 
Space travel and galaxy-wide commer ce have made it neces

sary to develop a universa l med ium of excha nge. Although many 
planets still maintain their own form of co inage, every place 
with a starport accepts Universal Trade Credits (UTC) as money. 
Prices will change depending on simple supply or demand , gov
ernment tariffs and taxes, and the leg~lity of the merchandise in 
question. For example: A gun that can be bought on Phase World 
for 10,000 credits might cost ten times as much from the black 
markets of the Transgalactic Empire. 

Note to player characters from other settings: Characters 
from Rifts Earth or other worlds will quickly discover that any 
credits, paper bills and other forms of exchange they brought 

along are useless on Phase World and the other planets of the 
Three Galaxies. Barter and the sale of goods (or services) are the 
best way to get cash. On Phase World, Rift s characters with 
Earth credit s can find Exchange Centers where they can trade 
their mon ey for loca l cash . The exchange rate is brutall y unfair, 
however: 10 Rifts Earth credits for every one Three Galaxies 
credit! The exc hange centers then sell Rifts credits at the rate of 
five for every Three Galax ies credit. Since there aren't that many 
travelers going to and from Rifts Earth (this is beginning to 
change, a bit), that 's the best cha racter s can hope for. Selling and 
trading items is much more favorable and fair, giv ing people 
roughly the same amount of credits one would expect on Rifts 
Earth , providin g one can find a buyer. 

Splugorth credits, on the other hand , are accepted on a one
to-one basis, due to the incredible wealth and multidim ensional 
connection s of their ancient civilization. Gold, silver and bronze 
coins can be sold for their metallic content , whic'1 will always be 
less than what they were worth at their place of origin. Charac
ters from medieva l fantasy or 20th-century Earth settings will be 
at a financial disadvantage, unless they had some very valuable 
item to begi n with. 

The Consortium of Civilized Worlds 

Also known as "The Consortium" and CCW. 
Population Breakdown : 7 trillion sentients (estimated) 

Humans 2 1% 
Noro 20% 
Wolfen 14% 
Catyr 11% 
Seljuks 10% 
Others 24% (over 200 races, each of which compri ses less than 
1 % of the total population) 

The CCW is the larges t and most influential civilization of 
the Three Galaxies, matched only by the Transgalaclic Empire. 

Several centuries ago, two budding federations of planets ran 
into each other. One was led by humans, the other by the Noro 
race. Fortunately, neither federation was interested in war and a 
peace treaty was signed between the two. Not too long afte r
wards, the Kreeghor Domin ion (the predecessors of the Trans 
galactic Empire described later) started raid ing the systems of 
the two collectives. A short but brutal space war later, the Noro 
and humans had jo ined forces and formed the Consortium of 
Civilized Worlds (CCW). The new alliance welcomed any ad
vanced civilization that wished to join and who met the CCW' s 
standards. 

The Consortium 's main goa ls are self-defense and peacek eep
ing. IL rules through the princip les of "e nlightened self-interest," 
and minimizes intrusions in the affairs of individu al govern
ments. Member planets are free to conduct their own govern
ments, laws and societies as they see fit, as long as certai n rights 
are preserved for all citizens. For exam ple: Slavery is forbidden 
throughout the Conso rtium 's planet s and citizens cannot be im
prisoned or executed without a trial. In theory, all Consort ium 
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members are models of freedom and harmo ny. In practice, some 
wor lds are ruled by exploitative dictatorships or other oppressive 
govern ments who use loopho les in the loose laws of the Consor
tium to oppress their peop le. 

The Consortium comprises 23 1 member races and about I 00 
associated races spread over 5,000 inhabita ble planets, thou
sands of space stations, bases and terrafonning colonies on hos
tile wor lds. "Member races" include any spacefar ing species 
who contro l a planet belonging to the Consortium . Many of 
these spec ies control only one planet and may have ju st learned 
to build simple spacecraft. Member races are given full citizen
ship rights and can conduct their own affairs as they see fit, as 
long as they respec t the bylaws of the Conso rtium . 

"Assoc iated" races are alien species whose civilizations are 
techno logica lly underdeve loped. A str ict policy of non-interfer 
ence is e nforced on those worlds, limiting contact to a few small 
trad ing and scientific outpo sts. Such restrictions in trade and 
communi cation with other wor lds is monitored and enfo rced by 
the Consortium Authority. Associa ted races are protected by the 
CCW's armed forces. When they reach the appropriate level of 
technology, they are invited to join the Consort ium as full mem
bers, but are free to declare independence if they wish to do so. 

CCW Government 
The Consorti um of Civilized Worlds is not as organ ized or 

controlled as a typical nation from 20th Century Earth. In some 
ways, it is simi lar to the American Confederacy during the Civ il 
War; a loose alliance of "states" that has limited authority over 
the interna l affairs of its membe rs. All members of the Consor
tium must become signatories of the Civ ilization Compact. The 



Compact is a pledge to follow a number of basic guidelines. U 
those guidelines are ignored, the signatory planet can be ex
pelled from the Consort ium - or its government may be re
moved by force. 

The rules of the Civilization Compact are fairly simple. First , 
slavery is outlawed in all Consortium planets and territories. 
Slaves may not be owned, so ld or transported in Consortium 
space and any slaves who are found there are considered to be 
free people and are automatica lly granted asylum by CCW 
authorities. Secondly, no Consortium member may engage in the 
conquest or colonization of other worlds without the consent of 
the Conso rtium at large. Violent conquest of other planets is ex
pressively forbidden by the Compact and it cannot be carrie d out 
under any circumsta nces. Permission to coloni ze uninh abited 
worlds is usually granted , but such activitie s are monitored to 
ensure that the planet does not have intelligent races or even the 
potential to evo lve intelligent species who may be compromised 
by the co lonization process. The third clause of the Compact is 
that the signatory wor ld must be repre sented by a planetary gov
ernment. Jn specia l cases, only an area of a planet is granted 
membe rship to the Consortium and the rest of the world is left 
out of its jurisd iction . Finally, all signatorie s must pledge to re
spect a number of certa in rights, includin g the right to property , 
the right to a fair trial, and the right to elect gove rnment repre
sentatives. 

Those are the basic rules of the Consort ium. They are not 
very deta iled, since they are meant to cove r many different 
races, cultures and civilizations. Like all laws, the Civi lization 
Compac t is often ignored, sidestepped, or broken. Seve ral dozen 
worlds ruled by dictatorships or other exploitativ e and repress ive 
gove rnments are member of the Consortium. While slavery is il
lega l, in many places people become wage slaves, making barely 
enough to survive, or are eternally in debt to their employers. 
Some unscrupulous entrepreneurs quietly engage in limited 
slave trade outside of CCW space. Overall , however, most plan
ets follow both the letter and the spirit of the Civ ilization Com
pact. 

Each member world has its own fonn of government. Several 
hundred planets are also organized in sub-confederation s of their 
own. The three biggest ones are the Human Alliance, the Noro 
Federation and the Wolfen Republic , each of which represents 
over a hundred planets and trillion s of inhabitant s. 

There are three gove rnment branches in the Consortium of 
Civilized Worlds: The Consortium Congress , the Mini stries, and 
the Galactic Courts. The CCW Congress propo ses and ap
proves laws and has representatives from all member planets. 
The number of Members of Congress (MCs) per planet is deter
mined by the total population , eco nomical, political and military 
contributions to the CCW and a number of other factors. The 
congress then elects a smaller numb er of Congress ional Speak 
ers who cannot exceed two hundred. It is they who do most of 
the debating on important issues. Laws are voted upon by the en
tire congress , with a two-thirds majority being needed to pass a 
law or proposal. Predi ctably, this syste m often makes it impossi
ble to reach important deci sions quickl y. 

The CCW Ministries are a number of politica l offices 
elected by representatives in a galactic-wide general election 
held every six Standard years. The Prime Mini ster is somewhat 
similar to a president , with the power to issue executive orders, 

54 

pass decrees and declare war. There are also about a dozen other 
Mini sters, including Defense, Interplanetary Affairs, and Discov
ery and Development , but their decisions can be overruled by 
the Prime Mini ster. Howeve r, overruling the edicts of a Ministry 
is not done lightly and can be taken to the Congress for arbitra 
tion . 

Finally , the CCW Galactic Courts enforce the laws of the 
Consorti um. A large corps of judge s and public attorneys is es
tablished through the Consortiu m planets. There are two courts 
of appeals and a supreme court in each sector. A j udicial sector 
compri ses 2-40 planets, depending on their size and population . 
The se two courts can overt urn laws they find unconstitutional. 

There are also three governme nt organizat ions that have in
fluen ce and juri sdiction on all member planet s and the associ
ated worlds. They are the Consortium Armed Forces (CAF), 
the Galactic Security Agency (GSA) and the Treaty Violation 
Investigation Agency (TVIA) . 

The Consortium Armed Forces protect the spaceways and 
act as the equivalent of the Coast Guard. In additio n to the space 
fleet, it has garrisons at every memb er planet to assist in matters 
of defe nse and security. The CAF cannot interve ne in the domes
tic affairs of member worlds, unless ordered to do so by the Con
sortium . Intervention on a member planet can only be authorized 
by a two-thirds majority of the Consort ium Congress . The CAF 
is also involved in the further exp loration of the rest of the Three 
Galax ies and beyond . This exp loration arm of Lhe CAF is known 
as the Discovery Corps. Members of the Discovery Corps are 
among the best trained and famous members of the CAF. The 
majority are trained officers with years of experience in space 
tra vel and exploration . 

Besides the CAF, the Consortium has a Galactic Security 
Agency (GSA) that serves a number of specia l funcLions. The 
agency acts as a planetary poli ce force that is rough ly the 
equiva lent of the FBI. This police force investigates violations of 
the Civ ilization Compac t, acts of espiona ge and terrori sm, smug
gling (especia lly the smuggling, sale and possess ion of ham1ful 
drugs and weapons), and other criminal activity that affects or 
involves more than one planet. The GSA also has a covert opera
tions ann that conducts its own intelligence-ga thering (spy) op
eration s on other worlds. It is roughly equivalent to the CIA. 

The Consortium enforces the Civil ization Compact through 
the Treaty Violation ln vestigation Agency (TVIA). The TVIA 
is charged with discoverin g any violations of the Civilization 
Compa ct and other treaties and agree ments, both within the 
CCW and between the Consortium and other planetary govern
ments. Their chief mission is to ensure that primiti ve peoples are 
not exp loited, enslaved or defra uded by the citizens, businesses 
and gove rnments of the CCW. Inspectors make periodic visits to 
associated planets and often place agents undercover among pos
sible treaty violator s. The TVIA has often been charged with be
ing corrupt and subject to bribery and petty internal politics. As a 
result, the TVIA is now spendin g almost as much time policing 
itself as it is watching treaty violators. 

The cosmo-knights are recognized by the CCW as a law-en
forcement agency, as long as any and all cosmo -knights operat
ing in CCW space are "Bonded Deputi es." A bonded deputy is 
an authori zed agent who knows and implements the laws of the 
Consortium . In general, cosmo-knig hts cannot intervene in do
mestic affairs unless they can prove that those accused of a 



crime, be it the gove rnment, busine ss or individual, were in
volved in violations of the Consortium's rules. The cosmo
knights seem partic ularly adept at ferreting out such treachery 
(more on these knights later). 

CCW Society 

With hundreds of races and thou sands of worlds, it is hard to 
genera lize about the society of the CCW. There is one social dis
tinction that cuts across all the differences in race, money and 
class: the difference between people who make their home in 
space, and those who don 't. Ther e are Spacers , often ca lled "no
mads," "vac uum addicts" and less complimentary thing s, and the 
Groundsiders, also referred to as "dirtsiders," "mud people" and 
other contemptuou s nickname s. Spacers are typically ship crew 
members, exp lorers, soldiers and adventurers. They are not 
afraid of the vast universe they travel in, but they know and re
spect its dead liness. Ground siders are people who are content 
with staying on one world and who only travel beyond its con
fines when they absolutely have to. 

Spacers make up less than IO% of the Consortium' s total 
population . Their importance is disproportionate to their size, 
however, because they help to keep commerce alive between the 
planets, defend them from invader s, and find new worlds to 
colonize. Their lives are so romanticized in movies and com
puter games that many children dream of becoming spacers 
when they grow up. At the same time, they are held in contempt 
by many adult groundsiders, who consider them to be shiftless 
vagabo nds and glory hound s of an unscrupulou s nature . The fact 
that they can be on one planet one day and one hundred light 
years away on the next has contributed to those sentiments. 
Many have a long history of leaving behind friends and lovers, 
unpaid debts, and causing trouble and running away rather than 
facing the consequences. By the same token, spacers have a 
rough code of honor, especially among themselves. These honor
able spacers usually share the same disdain for the rogues who 
give them a bad name as the groundsiders. Meanwhile, most 
space rs look upon groundsiders as pathetic, narrow minded cow
ards,or wealthy snobs (land owners) who have a long history of 
unfairly blaming spacers for all their trouble s and local crime. 
Most spacer s fee l the wealthy groundsiders are more likely to 
lie, cheat or steal from them . 

Another common aspect of Consort ium society is a general 
dislike for war. The noro culture has spared no effort to share 
with other races the consequenc es of mindl ess violence. Even 
the wolfen and seljuk races have come to recog nize that war is 
only honorable if no other mean s of reso lving a conflict are vi
able. This attitude has led to a general distrust of soldiers and 
warriors . Many people fee l that soldiers cannot make important 
rational decisions, because they will be naturally inclined to be 
aggressive and start a war. What they don't realize is that most 
soldiers who have expe rienced the horrors of war first hand are 
often the strongest supporters of peacef ul solutions . Still, on sev
eral planets soldiers are treated as coldly and belligerently as 
spacers. 

This pacifistic tendency has frequently harmed the CCW, 
both in the battlefield and at the negotiating table. Fortunate ly, 
enough people recognize the need for a strong defensive force to 
keep the peace and maintain the law. 
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Foreign Affairs 
The CCW' s main rival is the Transgalactic Empire (de

scribed elsewhere). The members of the Consortium of Civilized 
Worlds realize that the kreeghor controlled empire will not rest 
until it dominat es the Thre e Ga laxies. lo the news and entertain
ment of the Consortium , the Empire is presented as an evil, mon
ster-ruled civilization where massacres and other atroci ties are 
comm onplace (an exaggeration , but with more than a gra in of 
truth) . The GSA cove rt operation s branch spends most of its ef
forts secretly aiding the Free World Council and its freedom 
fighters as well as sp ies on the Empire regularly. By the same to
ken, a numb er o f Imperial spies also opera te in the CCW, caus
ing terrorism and unrest. Of course, both sides claim they are 
helping "freedom fighters" while their enem ies support terror
ists. Tensions remain high betwee n these two collectives and 
many analysts believe that war is inevitable. 

Besides the Transga lact ic Empire, the Splugorth occ upied 
wor lds are another source of trouble. The CCW has no formal 
relations with about half of the Splugorth domains and is effec
tively in a state of war with two or three of them at any one time. 
Splugorth raids into Consortium space are a constant source of 
casualties and violence. Even Splugorth worlds that have estab
lished diplom atic ties with the CCW are not to be trusted and are 
constantly sending spies and sabo teurs to harm CCW interests. 

Relations with other worlds are a lot more amicable. The 
CCW and the United Warlock Worlds have several treat ies of 
mutual assistance, trade and even defense in the event of a major 
ga lactic threat. The same is true for the Paradise Federation, 
and dozens of planetary gove rnments. Often, independe nt 
worlds call in the CCW to arbitrate disputes, or to help them deal 
with disasters or invasions. The Consortium can be trusted not to 

take advantage of the situation and to be extremely fair. Many 
worlds fear that this reputation is undeserve d, however, and that 
the CCW uses its trustworthy facade to slowly gain more power. 
Desp ite some problems with corruption and illega l operat ions of 
unscrupulou s corporation s, the former is more true than the lat
ter. 

Major Worlds of the CCW 
Terra Prime: The oldest wor ld populated by humans, Terra

Prime (also known as "New Earth," "Terranov a" or simp ly 
"Eart h") is not the planet most humans remember as their place 
of origin . Legend s and archeo logica l discove ries seem to indi
cate that humans arrived in the Three Galaxies some I 0 ,000 
year s ago, when seve ral spaceships crashlanded on Terra Prime. 
They were probably explorers from another galaxy or maybe an
other dimension. The few ship fragme nts that have survived and 
subsequent legends are of no help in clarifyin g their or igins. 
These humans were reduced to barbari sm and had to relearn 
their technologica l knowled ge and rebuild their civilization. 
Over the last 5,000 years they have been a spacefaring culture 
and have spread throu gh the Three Galaxies. Terra Prime is the 
capital of the Human Alliance, one of the largest plane tary col
lectives to join the CCW. The Human Allian ce has its own gov
ernment and armed forces, but it is also an active member of the 
Consortium. Many of the top Congressiona l leaders and minis
ters are natives of one of the planets of the Human Alliance. 

Terra Prime is one of the most densely populated worlds in 
the Three Galaxies, with over 60 billion peopl e crammed onto a 



planet with roughly the same land area of Earth. Three semi
solid circles of artificial satellites and space station s ring the 
planet. Bustling co lonies of seve ral million people exis t on four 
of the eleven planets of Terra Prime 's solar system . Although 
none of those planets are capable of supporting hum an life, they 
are being slowly terraformed , as their mineral weal th is ex
ploited. 

Noro-Gor: Noro-Gor is the homewor ld of the noro race. Ac
cord ing to paleontologis ts, unlike many other races of the Three 
Galaxi es, the noro evo lved on this planet throu gh natural evo lu
tion. Once a thriving industrial planet, Noro-Gor has been con
verted into a vacat ion home for the entire noro race; a place to 
visit and remember . Almo st every member of the noro people 
visits the ancient homewo rld at least once in his or her lifetime. 
Many make year ly trips there, usually follow ed by a stop at the 
ruins of lron ee, the devastated planet that acts as a monument to 
the horrors of war. 

Motherhome: Motherhom e is the place of orig in for the 
wolfen race. Historian s believe that thousand s of wolfen tribes
men, perhaps the members of an entire nation , were Rifted to 
this planet seve ral centuri es ago. For some reason , mystic energy 
became a weak and erra tic force on the planet shortl y after
wards, and the wolfen forgot their reli ance on magi c and turned 
to technology instead. The powerful wolfen civilization emerged 
from this planet and spread throughout the Three Galaxies. 

Today, much of Mother home's three land masses are covered 
by verdant forests. The wolfen, after deve loping space travel, 
shut down all major industries and moved them to uninhabited 
planets or out into orbit . Then they reclaimed the land and re
grew the forests. This is a favorite vaca tion spot for wolfen and 
nature- lovers alike. 

Gemini One and Two: The Gemini planets are a galactic 
mystery. The two planets are locked in a freak binary orbit , one 
that normal physics canno t acco unt for. By rights, the two plan 
ets should crash aga inst each other as they perform their strange 
dance. Gemini One is a lush tropical planet, dominated by dino
saur-like races and the seljuk people. Gem ini Two is a chaotic 
madhouse! A planet constantly battered by Rift activity and ley 
line storms. Scientists and mag icians who have studied Gemini 
Two have determined that its P.P.E. intensity outstrips that of any 
known planet, including Rift s Earth! The Rift activity and terri
ble stonn s on this wor ld are so severe that no nati ve life forms 
have survived it. Archeo logical digs have discove red that all na
tive life disappeared sixty million years ago. Now, the only in
habitant s of Gemini Two are demons , supernatural beings, 
entities, the unfortun ate D-Bee who is acciden tally Rifted there, 
and those daring souls who brave the chaotic planet to do re
search (or who come to enlist the aid of mon sters). Gem ini 
One's life forms have become mega -dama ge beings, due to their 
P.P.E. rich environment, a side-effec t of the proximity to their 
twin planet. 

The Utopias: Some of the CCW' s oldest and wealthiest plan
ets are the most attractive places in the Three Galaxies. These 
planet s, collectively known as the Utopias, have the highest liv
ing standard s that technology can provide. Crime , disease and 
turmoil are all but nonexi stent. The life expectan cy of the Uto
pia' s inhabitants is almost doubl e the galactic average due to the 
most advanced health care system deve loped in the galaxy (hu
mans in there have an average life span of 250+ years!). The cit-
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ies have beautiful parks and wildlife prese rves coex isting 
harm oniously with ultra-tech enclaves where the latest advances 
in entertain ment can be found. All the Utopias have population s 
of 10 to 20+ billion citizen s, but they manage their resou rces and 
environment in such a way that there is less apparent overpopu
lation than there was on 2 1st cent ury Earth! The poorest citizen 
of a Utopia ea rns more money and enjoys more luxuries than 
many weal thy inhab itants on most other planets. 

Th e source of the Utop ias' wea lth varies from planet to 
planet. Some have unique mineral reso urces (often loca ted on 
other worlds in the ir star system), mos t of which are mined by 
robot s or foreigners on work visas. The standards of living for 
non-citizen s with work visas are usually much lower than those 
for citizens, but are still far better than the average, so there is 
usually a long waiting list for those jobs. Other Utopias are trad
ing or communi cation centers. To prevent "co ntaminati on" from 
off-world source s, visitors are usua lly kept isolated from the 
Utopian socie ties as a whole. 

Th ere are 20 wor lds that qualify as Utopias in the CCW. 
Eleven of them are dominated by humans, three by the noro and 
the rest are multiracia l enclaves that roughly follow the demo
graphi cs of the Consorti um as a whole. Most people dream of 
one day retirin g to these wonderf ul worlds. Th is goal is imposs i
ble to all but the most fortu nate. All the Utopias have very slrict 
immigra tion policies. Money help s; prospective immigrants are 
required to depos it betwee n one mi llion and one billion cred its 
(this varies from applicant to appl icant) in a plan etary account 
before becoming citizens. If the citizen leaves the planet (or is 
depo .rted), he cannot remove Lhe money for IO standard years! 
However, having money alone is not enough to become a mem
ber of the Utop ian Soc iety. Applicants with criminal reco rds, no 
usefu l skills, and other prob lems may be den ied entrance or re
quired to make a significa ntly larger deposit. Visitors are con
stantly monitored and it is almost impossible to immigrate 
illegally into the Utopias. 

lroni ca lly enough, seve ral famous adven turers and outlaws 
were born in a Utop ia! These sons and daughter s of the wealthy 
and powerfu l beca me bored or sick of their idyllic lives and left 
for the wilder areas of the Three Galaxies to find excite ment, in
trigue or fame. 

CCW Characters 
& O.C.C.s 

CAF Trooper O.C.C. 
Th e Consortium Armed Forces Trooper is the everyday space 

soldier, rough ly equiva lent to Rift s Earth's Coalition grunt. CAF 
trooper s are trained in both space and ground combat. Besides 
serv ing as combat troops, CAF trooper s are expected to act as 
milit ary police and peacekeepe rs, providing security aboard star
ships and space stations, and among the spaceways of CCW ter
ritory. 
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Attribute Requirements : P .S. and P.E. IO or higher. 
O.C.C . Skills: 

Lan guage: Native at 98 % 
Language: Trad e Three , Four or Five (pick one) at 98 % 
Language: Any two (+ 15%) 
Radio : Basic (+10 %) 
Pilot Tank & APC (+ 15%) 
Pilot Co ntra gravity Pack (+ 10%) 
Power Annor Co mbat: Basi c 
Read Sen sory Equipment ( + 10%) 
We apon System s (+15 %) 
Cl imbin g 
Runnin g 
Swimming 
W .P. Energy Pistol 
W.P . Energy Rifle 
W .P. of choice 
Hand to Hand : Expe rt 
Hand to Hand : Expe rt can be changed to Martia l Arts (or As
sassin if an evi l al ignment) at the cos t of one "ot her" skill. 

O.C.C. Related Skills: Se lect IO other skill s. Plus select two ad
ditiona l skills at leve ls three and six, one at level nine , and 
one at leve l twelve. All new skill s start at leve l one profi 
c iency . 
Communi catio ns: Any (+5%) 
Dome stic: Any 
Elect rica l: Any 
Espionage: Sniper, tracking and wilderness survival only. 
Mechani cal: Any 
Medical: F irst Aid only 
Milita ry: Any (+ 10%) 
Physical : Any 
Pi lot: Any 
Pilot Related: Any (+ 10%) 
Ro gue: Any 
Scie nce: Basic and Adva nced Math only 
Tec hni ca l: Any (+5%) 
W.P.: An y 
Wilderne ss : Any (+5%) 

Secondary Skills : The characte r also gets to select six seco n
dary skill s from the prev ious list. The se are add itional areas 
of knowledge that do not get the advantage of the bon us 
listed in pa rentheses . All seco ndary skill s start at the base 
skill level. Also, skill s are limited (any, only, none) as pre
viously indicated in the list. 

Standard Equipment: CAP battl e annor, HI - IO laser pistol and 
Hl-80 laser rifle. On a combat mission , they are assig ned six 
grenades, survival knife , utili ty belt, hand compu ter/radio, 
surviva l kit and one extra weapon of choice. 

Money: I D4x I 000 in sav ings . Standar d salary is 2000 credits 
per mon th . 

Cybernetics: None to start with. Most cultur es in the Thr ee Gal
axies view cybe rnetic and bionic replaceme nts with distaste 
and avo id them if possible. 



CAF Fleet Officer O.C.C. 
The officers of the Consortium Armed Forces Fleet Com

mand (CAFFCO) are extensive ly trained in the art of leadership 
as well as a numb er of tec hnica l specialties. Since the CAF has 
to operate across galactic distances, often a long distanc e away 
from the established command structure, officers are expec ted to 
deal with many situation s using the ir own initiative . People who 
hes itate or are unsure of themselves are shunt ed to rear-echelon 
"conso le job s," and ass igned to the less e lite CAF Office rs Corps 
(treat them as the regular CA F Trooper). Th e ones that graduat e 
do so with a wide variety of skills and the abil ity to face the un
expected. 

Theoretica lly, at leas t - no amount of trainin g can predict 
how a Fleet Officer will dea l with rea l life situations . Ove rall, 
however , CAFFCO office rs are some of the mo st resourceful be
ings in the Three Galaxie s. Mo st are able to comm and a starship, 
engage in ship to ship combat, survi ve in the wilderness, and/or 
conduct guerrilla warfa re with improvised weapons. Many CAF
FCO graduate s end up work ing as secre t agents, or are ass igned 
to e lite Specia l Forces units. Their self-reliance gives them an 
edge when dealing with Transga lactic Empire Officer s, who tend 
to follow orde rs more close ly and have a strict regime of per
formance. On the other hand, in large- sca le batt les the Empire 
sometime s has the upper hand , beca use CAF office rs tend to for
get the "big picture." 

Attribute Requir ements: I.Q. 12, M.E. 12, and M.A . 11. High 
physica l attrib utes are des irable but not mandatory. 
O.C.C. Abilities and Bonuses: Through their exte nsive training 

aild mental conditioning, Fleet Officers have +2 on initiati ve, 
+ I to res ist horror factor , + 1 to save vs psionics and mind 
control, and rece ives one extra attack per me lee. 

O.C.C. Skills: 
Literate and Speaks two Ga lact ic Trade Tongues at 98% 
Two languages of choice (+20%) 
Radio: Basic (+ 15%) 
Radio: Scramb lers(+ 15%) 
Basic Electronics (+ 15%) 
Detect Concea lment (+15%) 
Intelligence (+20%) 
Paramedic (+15%) 
Demo lition (+ 10%) 
Power Armor Com bat: Basic 
Fighter Pilot: Basic 
W.P. Energy Pistol 
W.P. Energy Rifle 
One W.P. of choice 
Hand to Hand: Expert 
Hand to Hand: Expert can be changed to Martial Arts at the 
cost of one "o ther" skill (or Assa ssin if an ev il alignment). 

O.C.C. Related Skills: Select 10 other skills. Plus select two ad
ditional skills at leve ls three and six, and one at leve ls nine 
and twelve. 
Com muni cations : Any (+ 10%) 
Domestic: Any 
Electrica l: Any (+5%) 
Espionage: Any (+5%) 
Mec hanica l: Any 
Medica l: Any (+5%) 
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Military: Any (+5%) 
Phy sical : Any (+5% where appli cab le) 
Pilot: Any (+10%) 
Pilot Related: Any (+ 10%) 



Rogue: Any (+5%) 
Science: Any 
Technical : Any (+5%) 
W.P.: Any 
Wilderness: Any (+5%) 

Secondary Skills: The character also gets to select five secon
dary skills from the prev ious list. These are additional areas 
of knowledge that do not get the advantage of the bonus 
listed in parentheses. All secondary skills start at the base 
skill level. Also, skills are limited to (any, only , none ) as pre
viously indicated in the list. 

Standard Equipment: CAF battle armor, CAF uniform, HI-I 0 
laser pistol and HI-80 laser rifle. On a combat mission, they 
are assigned six grenades, survival knife, utility belt, hand 
computer/radio , survival kit and one·extra weapo n of cho ice. 
Officer s can also select a personal weapon . 

Money: 3O6x l00 credits. 
Cybernetics: None to start with. Most civi lizat ions of the Three 

Galaxies avo id cybernetics. 

TVIA Inspector O.C.C. 
The Treaty Violation Investigati on Agency is devoted to en

forcing the Civilization Compact, a body of by laws that tries to 
preserve the basic rights of all sentient beings. Its agents have to 
deal with all kinds of crimes, including slavery, kidnapping , gov
ernment corruption , genocide , tax evas ion and terrorism. TVIA 
inspectors are often distrusted or even hated by normal citizens 
who believe the agency has more power than it deserves. The 
fact that many inspectors have been caught rece iving bribes to 
look the other way does not help public opinion. 

The inspectors are a combination of cop , spy, and lawyer. 
They cannot trust anybody , sometime s not even their own peo
ple. The TVIA often finds itself in conflict with the CAF when 
the military overlooks the rights of primitiv e peoples, CCW citi
zens, or the GSA when they run illegal operations within Con
sortium space. There is a lot of hostility between the three 
organizations. 

Depending on the character, a TVIA inspector can be a dedi
cated defender of the Consortium , a petty government official, or 
a corrupt and dangerou s individual. 

Attribute Requirements: I.Q . 10 and M.A. 10 or higher. 
O.C.C. Skills: 

Three Trade Tongues of choice (+20%) 
Consortium Law (+ 15%) 
Intelligence ( + 10%) 
Computer Operation ( + 10%) 
Computer Programming (+10%) 
Computer Hacking ( + 10%) 
Basic Radio (+5%) 
Surveillance Systems ( + 10%) 
Criminal Science s and Forensics (+ 10%) 
W.P .: Two of Cho ice 
Hand to Hand: Basic 
Hand to Hand: Basic can be changed to Expert at the cost of 
one "other" skill , or to Martia l Arts at the cost of two "other" 
skills. 

O.C.C. Related Skills: Select seven other skills. Plus select two 
additional skills at leve l three, one at level six, one at level 
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nine , and one at leve l twelve. All new skill s start at level one 
proficien cy. 
Comm unicat ions: Any (+ 10%) 
Domestic: Any 
Electrical: None 
Espionage: Any (+5 %) 
Mechanical : None 
Medica l: First aid and param edic only 
Militar y: None 
Physical: Any 
Pilot: Any 
Pilot Related: Any 
Rogue: Any (+5%) 
Scienc e: Any (+5%) 
Tec hnica l: Any (+5%) 
W.P.: Any 
Wilderne ss: None 
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Secondary Skills: The character also gets to se lect four other 
skills from the previou s list. These are addi tiona l areas of 
knowledge that do not get the bonu s listed in parenthe ses. All 
secondary skills start at the ba se skill leve l. Also, skills are 
limited to (any, only , none ) as prev iously indicated in the list. 

Standard Equipment: Hand comput er, set of civ ilian cloth es, 
Hl-10 laser sidearm , TVLA badge and l.D ., and light body ar
mor. 

Money: 4D6 x I 00 
Cybernetics: None to start with. 

CAF Scientist O.C.C . 
. 

The CAF (especia lly the Discovery Corps) employs a large 
numb er of scie ntists aboard their ships. Since the Consortium 
often deal s with unknown alien speci es, new and exo tic wea pon 
sys tems and other threats, even milita ry speciali sts are often not 
enough to do the job. As a result , a whole c lass of scientist sol
diers have been added to the military branch of the CAF. The se 
military scienti sts are Warrant Officers, with the rank of a nor
mal officer but not officially in charge of a milit ary unit. They 
are trained in severa l scie ntifi c disciplin es, with one area of spe
cialization. Thi s is in addition to basic milita ry trainin g. 

In the Discovery Corps, the CAF scientists do planetary sur
veys, inspecting and appraising plan ets for their colonization po
tential or examining local spec ies to determin e the ir potential 
sentience, degree of civili zation or like ly pace of pro gress. The y 
also study astrono mical phenom ena like superno vas and black 
holes. Sometimes, CAF scientists end up buttin g heads with con
ventional militar y men who often want to destroy potential dan
gers rather than contain and study them. Many scie ntists let their 
thir st for knowl edge get the better of them , and they some times 
engage in dan gerou s studies or experiments. Most of the time, 
however, their work is very va luable to the Consortium . 

Attribute Requirements: J.Q. 12 or higher. 

O.C.C. Skills : 
Co mputer Operation (+ 15%) 
Literacy and fluent in four languages of choice ( + 15%) 
Advanced Math (+20 %) 
Radio: Basic (+10%) 
Basic Electro nics (+10%) 
One Science (specialty) (+25%) 
First Aid ( + 10%) 
W.P.: Energy Pistol 
W.P.: Energy Rifl e 
Hand to Hand : Basic 
Hand to Hand: Bas ic can be changed to Expert at the cos t of 
one "other" skills, or Martia l Arts or Assass in at the cos t of 
two skill s. 

O.C.C. Related Skills: Select 12 other skills, but at leas t four 
mu st be selected from science . Plu s se lec t two additional 
skills at leve l three, two at leve l six, two at leve l nine, and 
one at leve l twe lve. All new skills start at leve l one profi
ciency. 
Communications: Any (+ 10%) 
Domestic: Any (+5%) 
Electric al: Any (+10%) 
Espionage: Any 
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Mechanical: Any (+10%) 
Medica l: Any (+5%) 
Military: Any (+5%) 
Physica l: Any, excluding acrobatics 
Pilot: Any (+ 10%) 
Pilot Related: Any ( + 10%) 
Rogue: Computer Hacking only (+ 10%) 
Science : Any (+20%) 
Technical: Any (+ 15%) 
W.P.: Any 
Wilderne ss: Any 

Secondary Skills: The character also gets to select six secon
dary skills at level one and another four at leve l four from the 
previous list. The se are additional areas of knowledge that do 
not get the advantage of the bonus Jisted in parentheses. All 
secondary ski lls start at the base skill level. Also, skills are 
limited to (any, on ly, none) as previous ly indica ted in the list. 

Standard Equipment: Hand computer, portabl e translator, ana
lyzer , hand communicato r, CAF body armor, HI- 10 laser 
sidearm, portable laboratory and first aid kit, as well as a 
dress uniform and a set of civilian clothing. They also have 
access to CAF military laboratories, computer s, data files, 
and other research and science faci lities. 

Money: 2D6x l00 cred its. 
Cybernetics: None. 

Noro R.C.C. 
The noro are an ancient and advanced race. While not as nu

merous as humans or Wolfen , they are an influential force in the 
CCW, and several other cultures of the Three Galaxies. The noro 
are thin and spindly humanoids, with oversized black eyes and 
long slender fingers. Their mouths and lower jaws are narro w in 
relation to the rest of their head, but not grotesquely so. They 
have six fingers on their hands and six toes on their feet. Instead 
of hair, their heads sport bony spikes of varying length that grow 
like hair. Some Noro affect a mohawk- like crest of spikes, while 
others "shave" them all off. In human terms, some noro can be 
very attract ive, albeit outlandish. The race favors tunics or togas 
for ceremoni al occas ions and jump suits or bodysuits otherwise. 

Their civilization originates from Noro-Gor, a planet located 
in the Corkscrew Galaxy. Thei r innate psionic powers resulted in 
the quick development of both psionic and non-psionic technolo 
gies. The fact that they could see the results of telekinesis, for 
example , gave them an early understa nding of the laws of phys
ics. The race advanced from the Stone Age to ear ly spacefar ing 
technology in an amazingly short time span of 5,000 Standard 
years. During this early phase, the dominant cultures on the 
planet were aggressive colonialists that were not much different 
from 19th Century Europeans. 

Even before their first crude slower- than-light ships lifted 
them out of their planet 's atmosphere, the noro had discove red 
that they were not alone. One orbit away from them, another 
planet had developed life and its own civ ilization, a race known 
as the ironees. The planet Ironee was a colder world. but it had 
enough oxygen and water to sustain life. The ironees were actu
ally an older race than the noro but they had developed more 
slowly and were roughly at the same level as ear ly 20th Century 
Earth. The noro had captu red early radio transmi ssions from 
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their neighbors and their powerful telesco pes had discove red the 
marks of an industrial civilization. Facing overpop ulation and 
political pressures, Zorak, one of the nation- states of the noro , 
concentrated on space technology, and sought to co lonize lronee . 
A few decad es later, the spaceships of that nation were launched, 
carry ing twenty army divisions. 

The lron ee nation s were given an ultimatum from orbit. Some 
relented and allowed the noro to land and occupy their countrie s. 
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Others refused and sent their own primitive aircraft and annies 
to oppose the invade rs. The Zorak's actio ns prompted other 
countries on Noro-Gor to launch their own expeditions, making 
alliances with some Ironee s against both the Zorak and other 
Jronee countries. What followed was a savage world war. 

What the noro didn ' t know was that seve ral Ironee nations 
had been on the verge of discove ring the atomic theory before 
the invasion. The long war prompted research for a doom sday 
weapon to stop the invaders. Severa l nation s built and stockp iled 
atomic weapons. One dark dawn , they relea sed hundr eds of nu
clear bombs on their enemies. Embo ldened by quick victories, 
these nations resorted to massive nuclear bombings, missile 
launche s, even the use of nuclear torpedoe s and huge artillery 
shells. The noro, who had abandoned atomic s long ago as an un
safe weapon, were unprepared. The armies they had stationed on 
the planet' s surface were destroyed, slaughtering millions of 
their soldiers. But that was nothing compared to what the ironees 
did to themselves. The desperate aliens had no conception of 
how lethal their weapons were. Radia tion clouds drifted along 
wind patterns, killing entire cities. Even in areas where no 
bombings had occurred , crops and livestock perished and people 
became ill and died for no apparent reason . The seas became 
barren as near misses and nuclear torpedoe s contami nated the 
water. Believing that their enemies were using chem ical weap
ons against them , the ironees fired off even more missiles at 
their enemies. 

A few years later, Ironee had no living beings, save for a few 
highly mutated spec ies living at the bottom of the oceans or 
craw ling through the ruins of devastated cities. The ironees had 
succeeded in expell ing the invader s, but destroyed them selves 
and made their planet unsuitable for supporting life in the proc 
ess. The noro rulers responsible for the war tried to hide its re
sults from their people, but psionic socie ties are notoriou sly bad 
at keeping secrets. The extennination of a sentient race shocked 
the noro cu lture to its core. All the older governments were 
brought down by the rally cry, "Never Again." To ensure their 
crimes would never be forgotten, every citizen has to make a pil
grimage to shrines built on the ruins of Ironee, where the psychic 
agonies of the war victims still rema in vivid , three thousand 
years after the even t. 

Accord ing to several legend s, the noro psychics who first vis
ited the ruins of lron ee had a vision of the Cosmic Forge. In this 
vision, they received a message; they returned claiming that the 
fate of the noro was to be commun icators, diplomat s, and peace
bringers to the Three Galaxies. A religious movement, the Cult 
of the First Race, developed from the teachin gs of those psy
chics, and to this day, many mys tics try to communi cate with the 
spirits of the long-dea d First Race and with the Cos mic Forge it
self. 

Tht: noro developed a planetary government soon thereafter, 
one that kept the promi se of never resorting to violent conquest. 
When they developed the gravitoni c drive and started exploring 
worlds beyond their star, they colonized on ly uninhabit ed 
worlds. However, they discovered that total pacifism was impo s
sible when a fleet of Kittani from a Splugorth -controlled world 
tried to conquer Noro-Gor. The noro defended themselve s suc
cessfu lly and resurrected some of their martial technolo gies and 
skills with the understanding that they would be used on ly in 
self-defense. 
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As the noro wor lds grew in number , some alien races tried to 
join the ir confedera tion. The noro allowed this with the under
standin g that the confederation did not allow forcib le conquest 
and that all member s were to be cons idered full citize ns. A large 
human federation made contac t with them and , after years of 
diplomat ic talks and treaties, the two joined forces and the Con
sortium of Civilized Worlds was born. 

The noro act as the consc ience of the CCW. 60% of all Con
sorti um Inspectors of the CCW Treaty Violation Investigation 
Agency (TVTA) are noro . They are determined to do their best to 
ensure that the tragedy of lron ee is never repeated. Many are ac
tive fighters against wou ld-be conquerors, tyrants and propo
nents of genocides outside the CCW's range of control. Their 
Mystic Warriors are independent agents that have been discov
ered assisting the Freedom Fighters of the Transga lactic Emp ire, 
or working along side Cosmo-knights, Phase Adepts, Undead 
Slayers and other champions. A small percentage of noro , how
ever, have forsaken the ways of peace and exhibit an aggressive 
and dangerou sly selfish nature. They have become notorious 
rogues and outlaws. 

Alignment: Any, but typ ica lly good. 
Attributes: I.Q. 3D6+6, M.E. 3D6+10, M.A. 306+6, P.S. 306, 
P.P. 306, P.E. 306, P.B. 3D6, Spd. 306 
Size: Seven to eight feet tall (2.1 to 2.4 m). 
Weight: 180 to 240 pounds (82 to 109 kg) . 
M.D.C.: By annor or psionics on ly. 
S.D.C./Hit Points: Standard, P.E. p lus I 06 per leve l of experi-

ence. 
Horror Factor: None 

P.P.E.: 406 
Average Life Span: 250 years 
Natural Abilities: Natural psionic abilities. 
Psionic Powers: All Noro have the following powers: Empathy, 

object read , see aura, telepa thy and mind block. The noro 
psyc hic and mystic warrior O.C.C.s have even more devel
oped psionic powers. 

I.S.P.: 104 x l0 plus M.E. attr ibute, plus 2D6 per leve l of experi 
ence. Conside red to be major psionics. 

Magic Powers: None. A few have learned the mystic arts; use 
appropriate O.C.C.s. 

Combat: Norma l; varies with skills. 
Vulnerabilities!Penalties: None. 
O.C.C.s: The Noro can choose from any O.C.C., excluding 

those that require heavy cyberneti cs or bionic conversio ns. 
Spacers, CAF soldiers, and psionic -related O.C.C.s (like the 
mind melter, noro psychic and noro mystic warrior) are the 
most common among adventurers. 

Alliances and Allies: The noro work closely with humans. They 
find the aggressiveness of the wolfen and seljuk races to be 
unsettling, but explain it away, saying that those races haven' t 
experienced the gui lt of genocide first-hand. 
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Noto Psychic O.C.C. 
a.k.a. The Ghost-Makers 

All noro have powerfu l psionic abilities. An elite few, how
ever, have deve loped them to a much greater degree. There are 
many noro mind melter s. These psychics are less flashy than the 
mind melters of Rift s Earth, but have a unique power: psion ic 
control over energy entities. The noro psychics have developed a 
special affini ty for "g host" entities; energy beings that have been 
imprinted with the personality and memori es of a deceased sen
tient being, but they can also summ on and control tectoni c, 
syphon and even possess ing entities! Many psychics are also 
hea lers and counselors, while others become detectives and in
vestigators who use their link to entities to solve crimes. 

Noro psychics are instrumental in reminding their race of the 
crimes of the past, and preventi ng them from makin g the same 
mistakes again. A number of them reside full-time on Ironee, 
where they summon ghosts to recreate the tragedy of the inva
sion and eventual self-dest ruction of the ironees. Many others 
serve in the CAF as officers, secret agents, soldiers and medical 
officers. 

Attribute Requirements: M.E. 14 or higher. This 0 .C.C. is 
generally restricted to members of the noro race , although other 
highly psionic races and individual s could have an equivale nt 
class (GM 's call), or be trained as honorary Ghost-Makers . 

O.C.C. Abilities and Bonuse s: 

1. Psionic Powers : At first level, the psychic has all normal 
noro powers, empathy, object read, see aura, telepathy and 
mind block, plus the following: 
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Exorcism 
Induce sleep 
Psychic diagnosis 
Psychic surgery 
Empathic Transmission 
Hypnotic Suggestion 
Mind Block Auto-D efense 
Also select two psi-abilities from the hea ling, sensitive and 

physica l ca tegorie s. 
At seco nd leve l, the psychic can select a total of two pow

ers from the Sensitive, Hea ling and Physica l catego ries, and 
one from the Super category (except mind wipe, psi-sword 
and possess others). 

At third leve l and beyo nd, the psychic can select two pow
ers from any category (with the above exceptions). 

2. Summon and Control Entities : Psychics have the specia l 
power of summoning (or perhaps creating) energy entities. It 
costs 10 I.S.P. to summon a haunting entity/gho st, 20 I.S.P. 
to summ on a syphon entity, 30 I.S.P. to summon a tectonic 
entity, and 40 I.S.P. to summon a possess ing entity. Tectonic 
and possess ing entities will resist the summons and control 
and can make saves vs psionics to break free every minute (4 
melee rounds) after it was summoned. The psychic can use 
I.S .P. to reduce their saving throws at the rate of 1 I.S.P. per -
I to the save, per attempt. 

Some typi cal uses of this entity control include: 

Speak with the Dead: By summonin g a haunting entity to an 
area marked with strong psychic residues (the scene of a 
crime or lethal accident, for examp le), the psychic can cause 
the ghost to be imprinted with the memories of the victim 
and hold limited conversations with it, or make the ghost(s) 
re-enact the eve nts that occurred there. Keep in mind that 
hauntin g enti ties have a very low 1.Q. and will be limited by 
the stronges t emotion s or memories permeat ing the area (see 
Rift s Conversion Book One for a complete description of 
entities). 

Combat: A possess ing or tectonic entity can be comman ded to 
fight for the noro psychic. If the fight can be potentially le
thal to the entity, it saves to break free at +3, but most noro 
would never jeopa rdize the life of even a possess ing entity 
that 's under his or her control. 

Therapy/I nterrogation : Haunting entitie s can be used to help re
live psychological traum as in a patient , or even to discover 
secrets the subject does not wish to reveal. To do this, the 
psychic must first success fully use telepathy on the subject, 
and then summon the entity and create a psychic connection 
between it and the person. Howeve r, there is no guarantee 
that the information imprint ed by the ghost will be what the 
psychjc was looking for, or whether or not the impressions 
reflect the character 's rea l problem s/pas t or whether they are 
deep-root ed fears or anxie ties withou t any rationa l basis. 

3. I.S.P .: 3D6x !0 plus M .E. number . Plus 11 I.S.P. per leve l of 
experience. 

4.Bonuses: +2 to save vs psionics, +3 to save vs any type of 
mind control, and +3 to save vs horror factor. 

O.C.C. Skills: 
Basic and Advanced Math (+20%) 
Basic Radio (+ 15%) 
Comp uter Operation (+ 15%) 
Biology (+10%) 



Pathology (+ I 0%) 
Medica l Doctor (+ 15%) 
Criminal Sc iences and Forensics (+ 15%) 
Hand to Hand combat can be selec ted as an "o ther" skill as 
follows: Basic counts as one skill selection, Expert as two, 
Martial Arts three and Assass in counts as four skill selec
tions. 

O.C.C. Related Skills: Select ten other skills. Plus selec t three 
additional skills at level three, two at level six, and one at lev
els nine and twelve . All new skills start at leve l one pro fi
ciency. 
Communications: Any (+5%) 
Domestic: Any 
Electrica l: Any 
Espionage: Any (+5%) 
Mechanical: None 
Medical: Any (+10%) 
Military: None 
Physica l: Any 
Pilot: Any 
Pilot Related: Any 
Rogue: Streetwise only (+5%) 
Science: Any (+5%) 
Technical: Any (+ 15%) 
W.P.: Any 
Wilderness: Any 

Secondary Skills: Select six secondary skills from the prev ious 
list. These are additiona l areas of knowledge that do not get 
the adva ntage of the bonus listed in parentheses. All seco n
dary skills start at the base skill level. Also, skills are limited 
to (any, only, none) as previously indicated in the list. 

Standard Equipment: Full med ical k it (includ ing a phase-tech 
med-kit), forensics kit , hand-held computer, sample holder, 
chemical analyzer and radio-phone. Adventurer/mili tary psy
chics will also have one sidearm and light body armor. 

Money: 4D6x l0 00 credits. 
Cybernetics: None. 

Noro Mystic 
Warrior O.C.C. 

A few noro keep alive their race's warrior heritage. Shunn ed 
by many of their fellow noro, they claim that a race without war
riors risks extermin ation . These characters use their considerable 
psionic powers for comb at and have developed abilities that sur
pass those of mind-melters and other psionic entities. Many 
mystic warr iors work for the CAF, while others act as inde
pendent Bonded Deputies, bounty hunters or even vigilantes. 
Several have joined the rebe llion against the Transgalac tic Em
pire, a handful have beco me villains of the worst magnitude. 

Noro who feel the ca lling to the warrior's life start developing 
offensive psionic powers early during their adolescence. In many 
families, these signs are suppressed or discouraged by the young 
noro's parents and friends, but in many cases that only results in 
more eagerness to learn them. If the budding warrior finds a 
teacher, he or she will deve lop unique powe rs that only a mystic 
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warrior can deve lop. They are also trained in the use of the 
psionic power armor deve loped by the noro race. 

Mys tic warriors ofte n team-up with cosmo-knights, phase ad
epts, undead slayers and other champions of the forces of light. 
A few have trave led to other dimensions (including Rifts Earth) 
in search of new challenges. 

Attribute Requirements: M.E. 14 or higher. A high P.S .• P.P. 
and P .E. are desirable but not req uired. 
O.C.C. Abilities and Bonuses: 
1. Bio-feedback : By channeling their psionic energies inward, 

mystic warriors become able to withstand a great deal of 
puni shment and can ignore pain and wounds. By spending I 
l.S .P., the character gains a bonus of 3D6xl 0 S.D.C. and a 
+20% to survive coma/death. 

2. Mind Blast: Mystic warriors can generate super-powerfu l 
blasts of ps ionic energy that are more powerful than normal 
mind bolts, although they have less range. These bolts inflict 
I 0 6 M.D. for every 5 I.S.P. spent on them, to a maximum of 
2D6 M.D . plus l D6 M.D. per leve l of experie nce (i.e., a first 
leve l mystic warr ior could fire a blast do ing 3D6 M.D .. a sec
ond level warrior co uld do 4D6 , etc.). Range: 300 feet (91 .5 
m). 

3.Psionics Powers: At leve l one, the characte r automatically 
has empathy, object read, see aura , telepat hy and mind block. 
Plus select two powers from each of the four power catego
ries, with the exception of mind wipe, psi-sword, and possess 
others (ava ilable at third leve l and beyond). At second level, 
the character gets to select two powers from the sensitive, 
hea ling and physica l powers, and one from the super cate
gory. At third leve l and beyond , select two powers from any 
catego ry without exceptions. 

4. I.S.P.: 4O6x l0 plus the character's M.E. attribute , plus he 
ga ins 3D6 I.S.P. per leve l of exper ience. 

5. Bonuses: + I on initiative, +4 to save vs horror factor and +2 
to save vs all forms of mind control. 

O.C.C. Skills: 
Three languages of choice ( + 15%) 
Mo nster and Demon Lore(+ 10%) 
Piloting skill of choice(+ I 0%) 
Powe r Armor Combat: Basic 
W.P.: Energy Pistol 
W .P. Energy Rifle 
Hand to Hand: Expe rt 
Hand to Hand: Expert can be changed to Mart ial Arts (or as
sass in if evi l) at the cost of one "othe r" skill. 

O.C.C. Related Skills: Select 8 other skills. Plus select two at 
leve l three, and one at levels six, nine and twelve. All new 
skills start at leve l one proficie ncy. 
Communica tions: Any 
Domest ic: Any 
Electrical: Basic on ly 
Espionage: None 
Mechanical: None 
Med ical: First aid and paramed ic only 
Milit ary: None 
Physical: Any 
Pilo t: Any (+5%) 
Pilot Related: Any (+5%) 
Rog ue: Any (+6%) 



Science: Any 
Technica l: Any (+5%) 
W.P.: Any 
Wilderness: Any 

Secondary Skills: The characte r also gets to select six secon
dary skills. These are additional areas of knowledge that do 
not get the advantage of the bonus listed in parentheses. All 
secondary skills start at the base skill level. Also, skills are 
limited to (any, only , none) as previously indicated in the list. 

Standard Equipment: Psi-gun of choice, suit of psionic power 
armor, hand computer, light body armor, and traveling 
clothes. 

Money: 2D6x I 00 credits. 
Cybernetics: None, and will never consent to them. 

Sp_ace Wolfen R.C.C. 
The wolfen are a race of large canine humanoid s. Despite 

their animal appearance, they are highly intelligent and have 
built an advanced civilization. They have a reputation as one of 
the most intelligent, cunning and resourceful species in the 
Three Galaxies. Like human s, wolfen are found almost every
where and are respected and admired as often as they are hated, 
envied and feared. The wolfen civilization emphasizes the vir
tues of honor, valor and strength, both individually, and as a 
whole society. Their organization and politica l system are remi
niscent of the ancient Roman Empire of Earth, and their lan
guage and some tenns bear a strong resemblan ce to Latin 
equivalent s. Dimensional travelers who have noted these simi
larities are not sure whether this was a case of para llel evo lution 
or (more likely) a case of transdimensional pollination : perhaps 
a group of Romans visited the wolfen 's original homeworld mil
lennia ago, or vice versa. 

Not too long ago, the Wolfen Empire aspired to unify an en
tire galaxy under its rule. However, the appearance of the Con
sortium of Civilized Worlds, Transga lactic Empire and other 
circumstances have changed their dreams of wolfen hegemony. 
In the CCW, the wolfen are accepted as one of the lead ing part
ners of a galactic-spanning confederation. In the Transga lactic 
Empire, they are an important client race, but one that is subor
dinate Lo the true masters of that Empire, the kreeghor race. Dif
ferent factions within the wolfen culture have dealt with these 
two rivals in a number of ways. Many have come to apprec iate 
the wisdom of forging an alliance with other races and accep ting 
them as equals. The CCW, they believe , is a stronger and more 
long-lasting creation than any previous wolfen-dominated nation 
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has been. Another faction still firmly believes in wolfen suprem
acy; this attitude ranges from simple pride in wolfen accom
plishments (" J only buy wolfen equipm ent; nothing else is as 
good.") to outright xenophobia ("Human s? Cowards who hide 
behind their stupid sense of humor. Noro? Weirdos who use their 
dishonorable powers. Kreeghor? Insane monsters. The only 
trustworthy beings are our fellow wolfen."). A few wolfen su
premac ists plot for the day when their race will assume their 
"rightful " place of ultimate power in the Three Galaxies. These 
sentiments occu r among wolfen in both the CCW and in the 
Transgalactic Emp ire, which results in convoluted political in
trigue. For example, Imperial Wolfen supremacists may funnel 
aid to the Freedom Fighters, but only to help promot e their 
cause, and they will not hesitate to betray the rebe ls if this will 
help them earn more power in the Empire. 

Most wolfen, however, have adapted to the new order, and 
are model cit izens of the CCW. Loyal wolfe n have a strong pres
ence in the Consortium Armed Forces at every level and have 
contributed many scientists, engineers, dip lomats and other nota
ble people. 

Alignment: Any, but tend toward princip led and aberrant; both 
alignments have a strong personal code of honor for which the 
wolfen are famous. 
Attributes: I.Q. 3D6, M.E. 3D6, M.A. 2D6, P.S. 4D6+ I, P.P. 
3D6, P.E. 3D6, P.B. 3D6, Spd. 4D6 
Size: 7 to 9 feet tall (2. 1 to 2.7 m). 
Weight: 350 to 500 pound s ( 157.5 to 225 kg). 
M.D.C. : By armo r or magic only. 
S.D.C./Hit Points: 30 S.D.C. plus those gained from O.C.C.s 

and physical skills. 



Horror Factor: 12 
P.P.E:: 3D6 
Average Life Span: 120+ years . Ultra-tech heal th care has more 

than doubled the wolfen's natural life span. 
Natural Abilities: Nightvision 40 ft (12.2 m), keen color vis ion, 

superior sense of smell and hearing , recognize com
mon/known smells 50% +3% per level of experience. Track 
by smell alone 20% +4% per level of experience. 

Experience Level: Varies. 
Psionic Powers: Standard ; basically same as human s. 
Magic Powers: Only if a magic O.C.C. is selected . 
Combat: Two hand to hand attacks without combat training , or 

one plus those gained from hand to hand combat and/or box
ing. 

Damage: Bite does 2D4 S.D.C. damag e and claws do 1 D6 
S.D.C. damage plus P.S. bonus. 

Bonuses: +2 on initiative , and one extra attack per melee , in ad
dition to attribute, O.C.C. and skill bonuses. 

Vulnerabilities/Penalties: None ; roughly equ ivalent to humans 
in environmental requirements , diet and chem ical tolerances . 

O.C.C.s: Virtually any non-restricted O.C.C.; they lean toward s 
wilderness and highly skilled warrior occupations, or to sci
ence. Many famous cosmo -knights were (and are) wo lfen; 
their strict code of honor seems to fit in well with the goals of 
the Cosmic Forge. The wolfen abandoned the practice of 
magic long ago; only wolfen native to the Warlock Federa
tion are likely to belong to a magic O.C.C. 

Alliances and Allies: The wolfen of the CCW work closely with 
humans and the seljuk, both of whom they admire great ly. 
Most wolfen believe that humans pay too little attention to 
matter s of honor, but have learned to forgive them for their 
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"imma ture behavior." The seljuk 's battle prowess and sense 
of honor are greatly respec ted by the wolfen, and vice versa. 
On the other hand , most wolfen dislike and distrust the noro, 
although they accept them as equals. 

The wolfen of the CCW and those of the Transgalactic 
Empire hate each other with a passion. Each side considers 
the other to be traitor s to their race. Even Freedom Fighters 
have to deal with this intolerance: CCW wolfen consider re
bels against the Empire to be "lost pups returning to the fold," 
somet hing that the rebel wolfen resent, but are willing to ac
cept to get help from their CCW brothers and sympathizers. 

Weapons and Armor: Vary with O.C.C.; most wolfen favor an
cient styles of weapon s and W.P.s. Even millennia after be
com ing a spacefari ng race, wolfen officials carry ceremonial 
swords as a badge of office (and many of those swords are 
not-so-ceremonial vi bro-blade s and phase sw_ords). 

Wolfen Quatoria O.C.C. 
a.k.a. The Star Marshals 

Quatoria is an archaic Wolfen term meaning "of ficer of the 
Law." In the pre-industrial days of the Wolfen Emp ire, Quatoria 
were law enforcement officer s. Tn remote areas, a Quatoria often 
acted as marshal , judge, jury, exec utioner and grave digger. 
When the Wolfen Empire expanded to the stars, the Quatoria be
came special law enforcers sent to the most remote and unruly 
areas of the known universe where they would be the only sym
bols of the law. To ensure the Quatoria surv ived their hazardou s 
duties, they were altered through cybernetics and bionics. Bone 
implants, artificial muscles and wired reflexes transfonned them 
into super-powerful creatures. The Quatoria retain their Wolfen 
appearance , but much of their internal organs and bones have 
been rep laced by powerful machines. A number of cybernetic 
implants make Quatoria perfect spies and detectives , but the 
hardware is secondary to the extens ive training and indoctrina
tion they receive. They are dedicated (some would say fanatical) 
law-enfo rcers and have little sympathy for the crim inal element. 
Whenever the "dead or alive" option exists, most Quatoria prefer 
to bring them back dead - it saves the taxpayer s the cost of a 
trial. Abuse s often occur and innocent peopl e have been killed 
by some overzea lous Quatoria, but since they usually operate in 
the more lawless comers of the Thre e Ga laxies, such abuses 
often go unreported or unnoticed . 

The Quatoria are an elite law-enforcement agency. Since the 
Wolfen Empire joined the CCW, all Quatoria have become 
Bonded Deputie s with authori ty to enforce the CCW's law 
throughout all the planets. However, they often pursue crimina ls 
outside the border s of the Consortium's control. In those areas, 
the only backing they can expect is what their guns and their 
fists can provide . 

Quatoria often work undercover, pretendin g to be pirates, 
smugglers or bounty hunter s. Some have develop ed extensive 
contacts with the underworld ,and have made a number of allies 
and friends among the seedier circles of the CCW and inde
pendent worlds. 

Attribute Requirements: M.E. 13 or higher. Physical attributes 
are altered by advanced bionic and cyberne tic implants. 



Alignment: Usually good or selfish, althoug h some Quatoria 
have become aberrant and a few renegades are pure ev il. 
O.C.C. Abilities and Bonuses: 
l. Bionic Conversion : The Quatoria' s bodie s are enhanced 

throu gh advanced bionics and cybernetic implants. They vol
untarily sacrifice their humanity to serve their peop le. They 
are both admired and feared for this. Note: The bion ic sys
tems used to enhance the Quatoria are state-o f-the art and are 
at leas t a century ahead of anything that can be achieved any
where on Rifts Earth, with the poss ible excep tion of Atla ntis ! 
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The bionic body has P.P . 22, P .S. 40 (robotic s) and Spd of 88 
(60 mph/96 km). 

2. M.D.C.: Althou gh Quatoria look like norma l Wolfen (usually 
on the large side), they have become M.D.C. beings through 
their bionic systems. Body: 350 M.D .C. Hand s: 25 M.D.C. 
each. Arms: 75 M.D.C. each. Legs : 120 M.D.C . each. Head: 
90 M.D.C. 

3. Living shell: Through advanced surgica l procedures, the 
sk in, fur and some of the muscle structure of the Quatoria 
volunteer are grafted onto a cybernetic endo -skeleton . This 
allows the Quator ia to lead a norma l life and hide his bion ic 
featur es and abilit ies . Taking more than 100 S.D.C. of dam
age (I M.D.C.) will tear up enoug h of the living shell to re
vea l the cyborg bod y beneath. Thi s revela tion usually has a 
horror factor of 14! 

4. Nano-Machine Regeneration: Stored in a ~pecial compart
ment deep inside the cyborg is a nano -machine repair kit. 
Million s of virus-sized robots are released to repair the dam
age on both the flesh and metal compo nents of the Quatoria 
whenever they are requir ed. These repa irs restore 20 6 
M.D .C. or 3D6 S.D.C. per hour to all damaged parts. The 
nano -machines can only work for 8 hours before requirin g I 6 
hours of recharge time. The metal and flesh components of 
the Quator ia can also be repai red or hea led through conven
tional medicine and mechan ics (the flesh parts can be healed 
by magic or psionics too , but at half the norm al leve l becau se 
the cybernet ics inter feres with the magic and psychic pow
ers). 

S.Psionic Electromagnetic dampers: The Quatoria has elec
troni c anti-psionic fie lds insta lled. These use adva nced tech
nolog ies developed by the noro race and give the Quatoria a 
+6 bonu s to resist psionics. 

6.Sensory Suite: Highly advan ced sensors throughout the entire 
visual , auditory and radar spect rum have been installed into 
the Qua toria. These includ e standard multi-optic eyes, ultra
ea r, sound filtrati on system, sensor system (includes heat, 
mot ion, radiation and radar detection, 500 feet/ 152 m range), 
and built -in radar (5 mile range, 75% chance of identifying 
targets, locatio n and speed/d irection of travel). It is almost 
imposs ible to sneak up on the Quatoria; a typical action of 
the "s tar marsha ls" is to shoot or disable an enemy behind 
them without even turnin g around. 

7.0ther bionic features: Bioni c lung with gas filter and oxyge n 
stora ge ce ll, language translator, built-in loudspeake r and ra
dio rece iver and transm itter. 

8.Combat Bonuses: +2 on initiat ive, +5 to strike and parry, +4 
to dod ge, +2 to pull punch, +2 to roll with impac t, +6 to save 
vs psionics and +2 to save vs horror factor (includes the P.P. 
22 bonus and optic/senso r considerations). Add one addi
tional attack per melee. 

9.Damage: The advanced bionic syste m allows the Quatoria to 
inflic t mega- dama ge with his bare hands! 
Restrained Punch - ID6+25 S.D.C. 
Full Streng th Punch - 1 D6 M .D. 
Power Punch - 2D6 M.D . (counts as 2 melee auacks) 
Head Butt - I D4 M.D. 
Kick - I D8 M.D. 
Jump Kick/Leap Attack - 3D4 M.D. (counts as 2 melee at
tacks) 
Judo Style Throw/Flip - I D4 M.D. 



Full Speed Ram/Bod y Block - 1 D4 M.D . (counts as 2 melee 
attacks) 

O.C.C. Skills : Includ e special bonuses through bionic senses. 
Radio: Basic (+10%) 
Surveillance Systems (+10 %) 
Basic Electronics ( + 10%) 
Detect Ambush (+15%) 
Detect Concealment (+15 %) 
Detect Ambush (+ 15%) 
Intelligence (+5%) 
Pilot: Small Starship (+10%) 
W.P.: Energy Pistol 
W.P.: Energy Rifle 
Hand to Hand: Expert 
Hand to Hand: Expert can be changed to Martial Art s (or As
sassin if of aberrant alignm ent) at the cost of one "other " 
ski ll. 

O.C.C. Related Skills: Select six other skills, plus select two at 
level four, two at leve l seve n, and one at levels ten and 
twelve. All new skills start at level one proficiency. 
Communications: Any (+5%) 
Domestic: Any 
Electrical: Any 
Espionage: Any (+5%) 
Mechanical: None 
Medical: First aid and paramedic only (+5%) 
Military: Any 
Physica l: Any 
Pilot: Any (+10%) 
Pilot Related : Any(+ 10%) 
Rogue: Any (+5%) 
Science: Any 
Technica l: Any (+5%) 
W.P.: Any 
Wilderness: Any 

Secondar y Skills: The character also gets to select five secon
dary skills. These are additional areas of knowledge that do 
not get the advantage of the bonus listed in parentheses. All 
secondary skills start at the base skill level. Also, skills are 
limited (any, only, none) as previously indicated in the list. 

Standard Equipment: Heavy energy pistol of choice, heavy en
ergy rifle, six concussion grenades, hand computer with 
cr iminal files database, suit of mega-dama ge body armor . 

Money: 2D6x I 00 credits. 
Cybernetics: May have an additional I D4 cybernetic systems in 

addition to the ones listed above ! 

Catyr R.C.C. 
The catyr are red-skinned humanoid s, slightly taJler than the 

average human, with metallic-co lored gold or bronze hair. Their 
native planet, Catyr-Ra, orbits a binary star system, and is ex
posed to radiation levels that would be lethal to many other spe
cies. Somehow, life thrived under these harsh conditions and the 
catyr became the dominant spec ies. They developed technology 
that eventually carried them to the stars. Like most races of the 
Three Galaxies, the catyr developed science and technology but 
not magic. 
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The catyrs met a human planetary collective before the foun
dation of the Consortium . At first, the encounters resulted in vio
lence and a short but savage war was fought for control of a 
mineral-rich planet. Diplom acy carried the day, howeve r, and 
soon the catyr had forged a number of alliances with other civili
zations . Their homeworld was invited to join the CCW several 
centurie s ago and its population unanim ously accepte d the mem
bership . 

Althou gh they have been staunch supporte rs of the CCW, the 
catyr are often regarded with some fear by other spec ies. This is 
because their bodies emit low levels of radiation that can hurt 
most normal beings after prolonged exposure and because they 
are supernaturally strong and tough, they are able to kill a nor
mal human with an accidental punch or slap. As a resu lt, catyrs 
tend to stay in their own communiti es, or become spacers, sol
diers, and mercenaries; groups that are also feared and shunned 
by many. 

As a race, the catyr 's temperament is surprisingly similar to 
human s. Their culture, beliefs and psychology are so close to 
those of hum ankind that some resea rchers now believe that the 
catyr are actually genetica lly-altered humans that were placed on 
that hostile planet for unknown reaso ns. Some suspect the gene
splicers are responsible, but there is no evidence to support such 
supposition . Meanwhile, some catyr contend that maybe humans 
are genetically-altered catyrs who were seeded across the 
Megaverse. 

Alignment: Any. 



Attributes: I.Q. 3D6, M.E. 3D6, M.A. 3D6 , P.S. 6D6+6, P.P . 
4D6+6, P.E. 4D6+6, P.B. 4D6, Spd. 4D6 . P.S. and P .E. are con
sidered to be supernatural. 
Size: Six to seven feet ( 1.8 to 2.1 m) tall. 
Weight: 160 to 350 lbs (72.5 to 159 kg) . 
M.D.C.: Natural M.D.C. creatures. 4D6x 10+40 M.D.C ., plus 

2D6 per leve l of expe rience. 
Horror Factor: I 0 
P.P.E.: 3D6 
Average Life Span: 200 years . 
Natural Abilities: Invulnerable to radiati on, can see into the ul

travio let range of light (night vision 200 feet/6 1 m), bio -re
generation 2D6 M.D .C. per hour. 

Psionic Powers: None. Cannot deve lop psionics. 
Magic Powers: None. A few catyrs.lea rn magic, but their cul

ture has almost no magical knowled ge. 
O.C.C.s: The catyr can se lect most O.C.C.s, exce pt those that 

requi re psionics or mystic know ledge. Comm on O.C.C.s in
clude spacer, runner , CAF trooper or officer, pirate, tracer, 
and other men-at-arms , as we ll as other adven turers and 
schola rs. Only a small percentage (one- tenth of one percent 
of all adventurers) learns magic as a mystic or ley line 
walker. 

Money: Per O.C.C. 
Cybernetics: Per O.C.C. 

Seljuk R.C.C. 
This race developed on Gemi ni One, a planet where dino

saurs were the predominant life form . The archeological record 
shows that these dinosaurs were identical to Earth's dinosa urs 
from the Jurassic and Cretaceous eras! Parallel evo lution, or Rift 
activity? Nobody knows. Scientists have discovered that, about 
fifty million years ago, the planet was irradiated by a powerful 
P.P.E. storm, possib ly as the result of a mega-Rift opening some
where on Gemini 's twin planet which is famous for its Rift activ
ity (described prev iously). This irradiation produced a powerful 
change on all life forms larger than a mouse. They all beca me 
supernatural, mega-damage creatures! The few species that were 
not affected in this way perished, unable to compete against 
comparative ly invulnerab le creatures. Periodica lly, the planet 
was also hit by freak hurricanes and Ley line storms, often depos
iting supernatural predators and mon sters. The struggle for sur
vival was of incredib le feroci ty, as both animal s and plants 
mutated rap idly in the P.P.E. energ ies , as well as other forms of 
radiation that came through the Rifts. 

From this savage wor ld emerge d one dominant species, de
scended from the dominant predator of the planet: Tyranno
saurus Rex. As a result of sudd en mutations and evo lution, the 
T-Rex branched into severa l species. One became the dreaded 
Terror Lizard (see the Monsters and Anima ls Section). A differ 
ent sub-species became sma ller and smarter, a fast and deadly 
pack hunter with long, dexterou s hands. T his sub-spec ies 
evo lved into an inte lligent spec ies that would even tually become 
the seljuk race . The se ljuk learned to make too ls and simple 
weapons, ju st as their shama ns learned magic ; some of their race 
lege nds claim that dragons from the Rifts taught them these se
crets. 
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The seljuk did something unique in the history of magic-u s
ing races. Not long after the deve lopment of their first cities, a 
circ le of powerfu l magi cians tried to protect their planet from the 
savage ley line storms that would ravage and destroy entire cit
ies . The se storm s cou ld lay to waste in minu tes what had taken 
the seljuk genera tions to build . In a legendary cere mony, to this 
day honore d in seljuk religio us gatheri ngs, the magicians turned 
the planet 's rich P.P.E. energy aga inst itself , seali ng the planet 



from Rift and ley line activity. The price for the ceremony was 
severe, and was paid for by every member of the seljuk race. 
Only a permanent sacrifice of every person's P.P.E. capacity was 
able to power the mystical ceremony and the day the Rifts were 
banished from the planet also marked the last day any Seljuk 
could work magic. This race, potentially one of the most power
ful sorcerers in the Megaverse, became unable to use spells to
tally or any other magic. 

The tales of this ceremony claim that even this mighty ritual 
would have failed without the intervention of the Cosmic Forge. 
The sorcerers and shamans conducting it received a communica
tion from this entity/artifact at a crucial part of the ritual and 
found their magical powers doubling for a very brief time, just 
long enough to complete the spell. All the mystics and magicians 
present caught a glimpse of the Forge itself in all its power and 
majesty, and to this day the fabled artifact is an important part of 
most seljuk religions. 

The end of the Time of Chaos (as it became known) enabled 
the Seljuk to continue developing in more mundane and conven
tional ways. The seljuk were able to channel their predatory in
stincts into the hunt for knowledge. The people went through 
many different stages, punctuated by wars, natural disasters, and 
political upheaval. The dominant culture was one of defending 
warriors. Fighters who considered it a duty and a privilege to 
protect the weak and helpless, and who saw war as a necessary 
evil. This culture was able to convert and influence the rest and 
eventually the whole planet was united under a Protectorate with 
a parliamentary government. By the time they were visited by an 
alien starship, they had developed a civilization on the verge of 
developing a star drive. 

The visitors were fortunately benign, noro explorers who es
tablished peaceful relations with the seljuk. Although intimi
dated at first by the fearsome race, the noro soon discovered that 
they were honorable and reasonable beings eager to learn more 
about the universe around them. Trade was established between 
the Noro Federation and the Seljuk Protectorate. Soon afterward, 
the seljuk had purchased and mastered the secrets of the gravity 
drive and started colonizing planets of their own. The Seljuk 
Protectorate decided to join the Consortium of Civilized Worlds 
when the Kreeghor Empire started encroaching on its space. 
They realized that they could not defeat the Kreeghor Empire 
alone; many of their planets had already surrendered to the 
dreaded enemy rather than risk obliteration. Like the wolfen be
fore them, they asked the CCW for help and joined that commu
nity of planets. 

The seljuk culture could be described as chivalric. Honor and 
courage are respected above all else. Renegades who break the 
code are exiled, or even executed, depending on the severity of 
their crimes. Many have risen to prominent posts in the Consor
tium where they practice the same ideals of honorable conduct. 
For a chivalric seljuk to completely respect another person, that 
person must show bravery and conviction - not brute strength 
and foolish bravado. It is the courage and conviction of the mind 
and spirit that most impresses them. A person who stands up for 
what he believes is a hero in the eyes of the seljuk. 

Alignment: Any 
Attributes: I.Q. 3D6, M.E. 3D6+4, M.A. 3D6+2, P.S. 2D6+40, 
P.P. 4D6, P.E. 2D6+18, P.B. 3D6, Spd. 6D6; supernatural 
strength and endurance. 

70 

Size: 9 to 12 feet tall (2. 7 to 3.6 m). 
Weight: 600 to 1,000 lbs (272 to 453 kg). 
M.D.C.: 3D6x l0+80 , plus 2D6 per level of experience. 
Horror Factor: 11 
P.P.E.: 1D4 
Average Life Span: 150 years 
Natural Abi lities: Keen sense of smell and sharp color vision. 

They can leap 15 feet (4.6 m) from a standing still position. 
Furthermore, they take half damage from M.D.C fire and en
ergy attacks (including magical attacks) and regenerate 
I D6x l O M.D.C. per hour. 

Psionic Powers: Average, about the same as humans. 
Magic Powers : None. Can never learn or use magic - no 

P.P.E. 
Combat : As per skill, plus add one attack per melee. 
Damage: Claws do an additional 2D6 M.D. in hand to hand 

combat. · 
Bonuses: + I to save vs horror factor, +3 to save vs magic and 

have no value to P.P.E. vampires or as sacrificial lambs in 
magic rituals. 

O.C.C.s : Seljuks can select most O.C.C.s, including most Con
sortium and Empire-related ones. They can even be a psychic 
R.C.C.'s like the mind melter and burster (but not psi
stalker). Their main limitation is magic; no magical O.C.C. 
can be taken by this race. For experience purposes, use the 
seljuk R.C.C. experience table or the appropriate O.C.C. ta
ble, whichever is higher. 

Alliances and Allies: The seljuk get along very well with most 
races of the Consortium. Those in the Empire also have the 
respect of the Kreeghor race. 

The 1ransgalactic 
Empire 

Population Breakdown: 6 trillion total (estimated) 
Kreeghor 25% 
Humans 15% 
Machine People 10% 
Wolfen 9% 
Silhouette 6% 
Monros5 % 
Noro 5% 
Others 25% 

The Transgalactic Empire is an autocratic civilization ruled 
by the kreeghor, a warlike race of inhuman creatures. The kreeg
hor are the dominant race of the Transgalactic Empire, but not 
the only one with power or influence over the Empire. Unlike 
the CCW, the Transgalactic Empire has a policy of expansion, 
armed conquest and slavery. As a result, many of its subjects are 
in open rebellion against it. 

The kreeghor were the result of Splugorth bio-engineering, a 
former slave race that rose against its tormentors and was able to 
overthrow them, but only by becoming as savage and blood
thirsty as their one-time masters. The kreeghor have spread 



through the Three Galaxies like a plague, conquering and colo
nizing planets at a frenzied pace. Tho se who dared to oppose 
them were destroyed or defeated and enslaved. At first , the 
kreeghor constantly engaged in the routine ens lavement or geno
cide of other races, but as they matured as an intergalactic force , 
they realized that those policies would eventually lead to their 
destruction. The kreeghor then decided to accept worthy con
quered races as "near equals" who cou ld play a role in their Em
pire. A brutal war with the Wolfen Empire proved them worthy 
of this new policy. Instead of destroyin g the wolfen, they con
quered them. The kreeghor praised their enemies' martial spirit 
and offered good terms to any planet that surrendered. Many 
wolfen warriors decided to join forces with the kreeghor and 
turned again st their own kind. This was especially true of clans 
or tribes that had grievances against the wolfen royal fam ily, and 
who decided revenge was worth the price of betrayal. To this 
day, million s of wolfen warriors are the kreeghor's allies. The 
same tactic was applied against several human-inhabited worlds 
and now human s are an important part of the empire as well. 

The Transgalactic Empire' s go lden age came to an end with 
the formation of the Consortium of Civi lized Worlds (CCW). ln 
the CCW, the kreeghor found an enemy that could not be easily 
beaten. Realizing that all-out war would destroy both civi liza
tions, the Empire sued for peace. An uneasy peace treaty was 
signed, but cent uries of resentment remain s strong . More re
cent ly, the Transgalactic Empire has been rocked by civil war. A 
popular uprising on the planet of Good Hope (description to fol
low) soon spread to several conquered worlds and became an or
ganized, well-armed rebellion. Instead of conquering new 
worlds, the kreeghor and their minions now have to recapture 
dozens of rebellious planets. The war goes on, with no end in 
sight. 
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Government 
The Tran sgalactic Empire is a monarchy, ruled by the kreeg

hor emperor and the Royal Family. The Royal "Fam ily" is made 
up of member s of the Royal Kreeghor sub-species, a super-pow
erful variant of the kreeghor race . A few heroic or famous sub
jects of the Empire, both kreeghor and non-kreeg hor, are 
sometimes "adopted " into the Royal Fam ily. Royal Family 
member s command the military and disda in all other forms of 
public service as "button pushers" unworthy of true warriors. 
They are granted large estates and farms worked by slave labor 
and live off the rents produced by them . The emperor has a Privy 
Council made up of the most powerfu l member s of the Royal 
Family. The Privy Council has 6 to 12 member s and each of 
them is seco nd to the Emperor in authorit y. 

Below the royal fami ly are a number of Mini stries, usually 
filled by non-kreeg hor public servant s (mostly humans and 
wolfen ). The Mini sters take care of the bureau cracy and admin
istrative duties, such as tax-collecting, fundin g, and other tasks. 
Their propo sals have to be approved by the Emperor, or one of 
the members of the Privy Council. Corrup tion is rife among the 
ministers. The kreeghor don't pay as much attention to business 
affairs as they should, so most ministers skim money off the top 
and hide it beneath layers of burea ucracy. As long as the impe
rial machinery is kept running, the kreeghor do not mind some 
petty theft. However, should these bureaucra ts cross their mas
ters, the mini sters can be removed and killed at the whim of the 
Emperor. 

Planetary holdings are controlled by militar y governors an
swerabl e only to the Royal Family. These gove rnors can be of 
any race , but all are chosen for their loya lty to the Empire, and 
are fanatical pro-imperia lists with little tolerance for dissent. The 



rest of the government is run by the military which fulfills the 
role of polking, tax-co llecting and other government tasks. 

Society 
The Empire runs on a very simple system: Subjects can do 

what they want as long as they don 't interfere with the Empire, 
break the law, or willingly or accide ntally get in the way of 
somebody more important than they. On the surface, life in the 
Transgalactic Empire is not too different from that of othe r 
worlds. People go to their job s, start their own bus inesses, and 
lead seemingly normal lives. Closer examination revea ls that 
things are not as normal as they seem. 

First of all, there is always a visible military presence in the 
lives of the Imperial subjects. Armed patrols can be seen on all 
major streets. Propaganda posters proclaiming war victories can 
be seen on every street come r, and movies and te levision have 
clearly militaristic underton es and zealous, patriotic program
ming. A sizable percentage of the population is directly involved 
in the military. Every town, city and village has an anned garri
son. Every chi ld born in the Empire has seen tanks rolling down 
the streets or military jets flying overhead. 

Also, there is always an atmosphere of fear. If a person says 
the wrong thing in public, he might get a visit from an armed 
squad. Most of the time, the person is j ust intimidated and threat
ened by the soldiers, but sometim es the victim ju st disappear s, 
never to be seen again. Any criticism of the Empire is met with 
censorship, repression and violence. The Roya l Family has the 

right of life and death over all subjects (there are no citizens in 
the Empire, only "subjects" without lega l rights). If a Royal likes 
your home, he can evic t you and move in himself. These privi
leges ·are not enforced often, but each injust ice remind s people 
that they have no rights or defen ses against their powerfu l mas
ters. Imperial propaganda tries to counter all of this with claims 
that the Empire has brought peace and prosperity to all member 
planets. Many people believe in this and are actually dedicated 
to the betterment of the Empire. Tho se who disagree are afraid 
of speaking their minds. 

Slavery is lega l in the Transgalact ic Empire. Convicted crimi
nals, captives of war and the descendants of slaves make up 
most of the slave population . Parents can sell their children into 
slavery if they want to. " I' ll sell you off if you don 't behave," is 
a threat commonJy heard in many poor households. People can 
even sell themselves off to pay debts. A slave can buy his free
dom if he manages to save enough money. Howeve r, this is ex
ceedingly difficult because they don 't get wages, but slaves can 
save up tips and gratuitie s. Slaves have very few rights. Owners 
can kill or abuse them with relative impunity. Escaped slaves 
guilty of treason, are tortured or executed when captured . Most 
wealthy households have one or more slaves - some have doz
ens. Entire factories, mining operation s, farms and plantation s 
are often run on slave labor. 

Racism is rampant in most parts of the Transgalactic Empire. 
The kreeghor and a few "worthy" races, such as the machine 
people, the silhouette and the wolfen, enjoy more privileges than 
others. These people are rarely mistreated by the author ities, are 
always given the benefit of the doubt, and usually win any lega l 
trouble they have with members of other species. A slave's word 
against one of the these races is dismissed entirely. Humans, the 
second largest race after the kreeghor, are treated as second-class 
citizens unless they are members of the armed forces. 
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The laws of the Transgalactic Empire are simple and brutal. 
Suspect s are assumed to be guilty until proven innocent. The 
authoritie s can search any premi ses without need for warrants , 
and arrest suspects on the flimsiest of evidence. Those convicted 
of minor offenses (petty theft, littering, etc.) are fined heavi ly, 
often the equivalent of several years' worth of pay. If the person 
cannot pay, they have to work it off in labor, performi ng such 
duties as garbage collecting and street sweepin g. Thieves, con
men and political dissenters are condemned to hard labor, erect
ing buildin gs or working in mines, or sold into slavery. 
Murderers, rapists, and convicted traitor s are either exec uted 
(often by torture) or condemned to one of the Hellholes, brutal 
prisons deliberately designed to be worse than death (described 
elsewhere). 

The Free World Council 
About a hundred years ago, a popular revoft exploded on the 

planet of Good Hope. The planet, populated mostly by humans 
and wolfen , had been suffering under a tyrannical human gover
nor. Among other things, the govenor seized the offices of a lo
cal news serv ice and had every employee exec uted by torture for 
the crime of reporting rnmors of corruption in the local govern
ment. Th is last crime sparked a riot. The governor ordered the 
army to take a tank company and, in his words, "Drown those ri
oters in their own blood. " Rather than slaughter thousands of in
nocent people, a number of human and wolfen soldiers rebelled 
against their officers and, supported by an angry mob, attacked 
the Governor 's Palace with tanks and artillery pieces, reducing it 
to burnin g rubble. An army lieutenant , Michael Klass, found 
himself leading a revolution. Klass was a popular officer who 
had also proven himself to be a compassionate and fair man. 
Soldiers , civil ians and esca ped slaves joined his cause. He also 
proved to be a gifted military leader and he was able to defeat 
the loyalist forces with surprising ease. In a daring stroke, Klass 
led a commando team to capture the powerful war satellites or
biting the planet. This successful, surprise attack gave them con
trol over the orbital death dealers and also provided the rebels 
with a 24 vesse l fleet that was captured along with the satellites. 
Once the entire planet was under the rebels control, Klass pub
licly deno unced the Emperor as a ruthle ss tyrant and asked all 
members of the Transgalactic Empire to rise against their op
pressors. 

News of this successful uprising spread throughout the Em
pire despite efforts to suppress all reports coming from Good 
Hope. For the first time in centuries, a world had successfully 
fought and defeated the Imperial Army! A military expedi tion 
dispatched to recapture the planet was delayed by strikes, sabo
tage and riots on severa l other wor lds. The governo rs of those 
planets reacted to these rebellious outbreaks with bruta lity, 
slaughtering thousands of people . These measures backfired by 
stirring more discontent. Then the unthinkable happened again. 
Instead of being content with their winning back of Good Hope, 
the rebel fleet, consisting both of the captured ships and addi
tional merchant ships outfitted with weapons and armor, 
swooped down on planet s locked in conflict and helped the local 
rebels overthrow the governments there as we ll. Two other plan
ets were freed from the grip of the Transgalac tic Empire. 

Finally, a large fleet was sent against the three rebe l planets. 
To the surprise of the kreeghor, the fleet was met by a huge ar
mada of ships, including pirates and smugglers who had been 



convinced by Klass to join the rebe llion. Other ships had been 
provided by Splugorth -controlled worlds, always happy to cause 
chaos among their former slaves. Among the rebels also stood a 
dozen cosmo-knight s, each equivalent to a small starship by 
themselves! A massive space battle was fought with inconc lusive 
results. The rebels suffered enormous losses, but the Imperial 
fleet was decimat ed and had to withdraw without finishing its 
mission - the planet s and the rebels were battered but remain ed 
free. 

Since then, the rebels have managed to capture and hold on to 
over two dozen planet s. There is open rebellion and warfare on 
dozens of other worlds. Several space routes are war zones and 
any ship flying through risks being destroyed by one side or the 
other. Klass was assass inated thirty years after the revolution , 
but his granddaughter Rachel Klass has carried on the struggle. 
The freedom fighters ca ll themselves the Free World Council. 
Their goal is to defend liberat ed world s, carry the revolution to 
other oppressed planets, and estab lish a democratic governme nt. 
The Free World Council has attracted many different people to 
its banner. Most of them are dedicated revolutionarie s, people 
who have suffered under the Empire and now want reveng e. 
Others are men and women who will not stand for kreeghor 
domination. Some have joined out of greed and ambition , hop
ing to use the revolution to gain power , fame and wea lth. Many 
criminal s facing the wrath of the Empire joined the rebellion out 
of sheer self-preserva tion. 

So far, the rebellion has not managed to make a serious dent 
in the kreeghor's holdings; on ly a coup le dozen worlds com
pared with the Transgalactic Empire 's thousands of planet s. 
However, the fact that the Empire has not been able to crush the 
freedom· fighters is an insufferable offense to the kreeghor and 
the rebels are a constant thorn in their side. 

Foreign Affairs 
In the eyes of the Transgalactic Empire, there are two kinds 

of foreign powers, enemies who are to be defeated by force of 
arms and enemies who are to be dece ived by diploma cy. The 
Splugorth-controlled worlds are among the former, and the Con
sortium of Civilized Worlds and the United Worlds of Warlock 
are among the latter. In any dealings with other wor lds, the 
Transga lactic Empire will try to strengthen itself by undermin ing 
everybody else. At first, they had no skilled diplomat s, since the 
kreeghor is a warrior race with little use for peaceful arts and 
trades. In more recent times however , a well-trained diplomati c 
corps (made up mostly of non-kreeg hor representative s) has 
been developed. Now, Imperial Ambassador s are rece ived by all 
major civilizations in the Three Galaxies. However, their goals 
for conquest and intergalact ic domination remain unchan ged. 
The kreeghor have simply become more devious at achieving 
them. 

Major Worlds of the 

Transgalactic Empire 
The Imperial Homeworld: The planet Kreeghor -Tet is the 

capital of the Transgalactic Empire. This is where the Emperor 
and most of the Roya l Family members res ide. It is also the most 
heavily de fended planet in the Thre e Galaxies. This is because 
the Homewor ld has been targeted by Splugorth attack s as re
cently as two hundred years ago, when a fleet of over 2,000 Kit-
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tani ships made a suicide run toward the planet. The Imperi al 
palace tower s over a sprawling city of 50 million, bracketed by 
giant space cannons too big to be mounted even on the largest 
starships. The se huge guns are able to melt a ship into slag be
fore it gets into orb it! 

Good Hope: Thi s planet is the capital of the rebellion. It used 
to be a wealthy and advanced trading world, but decades of war 
has converte d it into a giant military camp filled with grim peo
ple dedicated to continuing their struggle for freedom . Good 
Hope is surrounded by planetary and satellite defenses and is the 
base of operations for a rebel fleet with more than 200 ships. 

The Hellholes - Prison Worlds: This is the common name 
given to the Kreeghor Empire 's prison planets. The Hellhole s are 
designed to break the spirit s of their prisoner s. All kinds of 
abuses and indignities are heaped on the inmate s. Suicide and 
murder are commo n among the prisoners. The smallest infrac 
tion is punished with torture through mental and physical means. 
Each Hellhole is different from the other s. Some employ the in
mate s in mining operation s, other s have them plant crop s or 
build parts for starships and machinery. Escape from the Hell
holes is nearly impossible . Many rebel leader s have been sent to 
them over the years, however, and the Free World Council is 
often trying to find a way to stage mass break-outs. 

Kreeghor R.C.C. 

A typical kreeghor is a vague ly humanoid creature with long 
arms and legs, terminating in sharp claws. They have a crouched 
posture, as if they were ready to leap at any mom ent. A spiny 
ridge runs down their head and back . Their crocodile -like hide is 
brown-green, blue-green or mottled black on dark green. Their 
eyes are large red or white orbs. Males and females are almost 
indistinguishable, and are the same size and equally deadly. 

They are a warrior race with a 10,000 year traditio n of con
quest and violence. A tradition they uphold to this day. Some 
scholar s believe that the k.reeghor's savage instinct s should have 
prevented them from cooperating well enough to build an ad
vanced civi lization. They may have been correct in this assump
tion, because the kreeghor were given their technological ad
vances by none other than the Splugo rth! The se alien 
intelligences tried to support and nurture this savage race which 
they belie ved would make ideal warrior s. The kreeghor were 
given some bio-wizard enhanceme nts and taught to be warrior 
slaves. Howev er, once they learned to use advanced tools and 
machines, and managed to create a socia l structure that could 
work, they rose up in revo lt. They were led by a mysterious 
group of super-kreeghor, a sub-species whose origins are locked 
in mystery. Some suspect that the so-ca lled Royal Kreeghor 
were the crea tion of the Gene-Splicers (see Rifts Mindwerks , 
and also see below). Others believe these super-beings were 
either the result of bio-wizard modifi cation s or maybe the inter
ventio n of the Cosmic Forge (the kreeghor, of course, try to 
spread belief in the second explanation). The Royal Kreeghor 
were few in number s but were much faster, stronger and tougher 
than the others. Even the powerful Splugorth Conservators 
found themselves outmatched by these beings! 



Under the leadership of these superbeings, the kreeghor rose 
up and slaughtered the Kittani and Kydian advisors who had 
trained them. They even managed to blow up the Splugorth in
telligence that was in charge of their planet! Jt seems that the 
kreeghor had been stockpiling weapons (stolen or purchased, no
body knows) for decades in preparation for the uprising. After a 
20 year war, the Splugorth decided to give up trying to recon
quer the kreeghor and they withdrew from that area of the Three 
Galaxies, but only after blocking all transdimensional gateways 
to and from the kreeghor' s planet. 

The kreeghor are the only known species to have ever broken 
free from Splugorth control and live to tell the tale. The Splu
gorth believe this was the result of incompetence on the part of 
the Splugorth lord who perished at the hands of the rebels. There 
is some suspicion, however, that.the kreeghor rebellion was en
gineered by a renegade Splugorth lord, or perhaps a hostile god, 
alien intelligence, or rival power. 

The kreeghor soon expanded their dominion, conquering sev
eral dozen planets and absorbing many alien races. They are the 
founders and rulers of the Transgalactic Empire and plan to keep 
it that way. Most members of the kreeghor race consider them
selves to be the epitome of evolution and believe they are fated 
to be the rulers of the Three Galaxies (and, then, the Emperor 
muses, the Megaverse). 

Non-warrior kreeghor exist, but are the minority. These peo
ple are held in contempt by their peers. The typical kreeghor 
scientist specializes in military applications, as do most techni
cians, artists and craftsmen. A few kreeghor become renegades 
and leave the Empire. Some are brutal criminals who managed 
to offend even their race's sensibilities. Others have become dis
gusted with the cruel policies of the Empire and actively work 
against it. Others have simply forsaken the warrior ways and 
seek a quieter, peaceful life among like minded beings. Note: 
Any of these aberrant kreeghor can be non-player characters or 
even player characters if the Game Master sanctions the idea. 
However, in most cases these characters will be regarded as mis
anthropes, traitors or cowards by their fellow kreeghor, while re
bels and free men will tend to look upon them as spies, brigands 
or monsters. 

Available as an optional player character. 
Alignment: Any, but most (90%) are anarchist or evil. 
Attributes: I.Q. 3D6, M.E. 2D6+12, M.A. 3D6, P.S. 3D6+10 
(supernatural), P.P. 3D6+6, P.E. 4D6, P.B. 2D4, Spd. 4D6. 
Size: 6 to 8 feet (l .8 to 2.4 m) fully erect, but they tend to stand 

in a crouched position. 
Weight: 180 to 250 lbs (82 to 113 kg). 
M.D.C.: 2D6x I 0+20 plus 3D6 per level of experience. 
Horror Factor: 9 
P.P.E.: 3D6+6 
Average Life Span: 120 years 
Natural Abilities: Supernatural strength and endurance, regen

erate 1D6 M.D.C. per hour, and possess enhanced reflexes 
and speed. 

Psionic Powers: None. Kreeghor are resistant to psionics, but 
cannot use them. 

Magic Powers: None. They never study magic, although they 
may use magic weapons and items. 

Damage: Claws add 2D6 M.D. to hand to hand damage; their 
bite inflicts 2D6 M.D. 
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Bonuses: +2 on initiative, + I to strike, parry and dodge, +2 save 
vs magic and psionics. All these are in addition to skill and 
attribute bonuses. 

Vulnerabilities/Penalties: The kreeghor take double damage 
from magic attacks and magic weapons, including techno
wizard, rune and holy weapons. This is believed to be the re
sult of Splugorth meddling to make the kreeghor easier to 
control. 

O.C.C.s: Tend to go into men-at-arms O.C.C.s (including mer
cenaries and wilderness scout), especially the Imperial Le
gionnaire O.C.C. 

Royal Kreeghor R.C.C. 
NPC Villains 

The Royal Kreeghor are a sub-species of the kreeghor race. 
They can be conceived by the union of two normal kreeghor 
(less than a 1 % chance) or by the mating of two Royal Kreeghor 
(50% chance). They have the same general shape as normal 
kreeghor, but are 30% larger and their hide is colored deep gray 
or black. Furthermore, they have psionic and magic powers, un
like their genetic cousins. The Royal Kreeghor are not the prod
uct of normal evolution or the creation of Splugorth 
bio-wizardry as many suspect. The sub-species seemed to spring 
out of nowhere to lead their people against their Splugorth over
lords. It is likely that they are the creation of some other force, 

possibly an alien intelligence, god or the mysterious Gene
Splicers. 

Royal Kreeghor are only a fraction of the population of the 
Empire. Their numbers are believed to top off at 10 million. Two 
million live on the Imperial Homeworld, the rest are scattered 
across the galaxy, acting as military commanders. 

These superbeings are the masters of the Transgalactic Em
pire. They form the core of the officers in the Imperial Legions, 
and are the most feared beings in the Transgalactic Empire. They 
are very hard to kill and their psionic and magical powers give 
them an edge over mundane assassins. Royal Kreeghor are dedi
cated to the art of war and disdain all other occupations. As a re
sult, they are somewhat naive about anything not related to 
military strategy, but most people are too afraid of their wrath to 
try to trick them. 

Every thousand years (a total of four times so far), a Royal 
Kreeghor is chosen to become the new Emperor. He and the for
mer Emperor travel alone into the bowels of the chitinous Impe
rial Palace. A few days later, only the new Emperor emerges, 
having been granted god-like powers. Nobody except the Em
peror knows what lies below the Palace or how these powers are 
acquired. Fanatical Royal Kreeghor guards keep everybody out, 
although they themselves don't know what they protect. Some 
suspect that something hideous and terrible, perhaps the True 
Master of the Kreeghor race, is hidden in the bowels of the pal
ace. 

Note: Royal Kreeghor are not intended to be player-charac
ters. They are a sub-race of supernatural monsters used as vil
lains and antagonists. 





~ 
Alignment: Any evil. 
Attributes: I.Q. 3D6+3 , M.E. 2D6+ 12, M.A. 3D6+3, P.S. 
5D6+ 12 (supernatural) , P.P. 3D6+6 , P.E. 4D6+6 , P.B. 2D4, Spd. 
4D6+12. 
Size: 8 to 10 feet (2.4 to 3.0 m) fully erect, but tends to crouch. 
Weight: 300-500 lbs (136 to 227 kg) . 
M.D.C.: 1D6x 100+250, plus add ID4x l0 per level of expe ri-

ence. 
Horror Factor: 14 
P.P.E.: 5D6xl0 
Average Life Span: 1,000+ years 
Natural Abilities: See the invisible, impervious to mind control, 

bio-regenerate 1D6x l0 M.D .C. per minute (four melees), and 
regrow lost limbs in I D6 hours ! 

Experience Level: 1D6+2 (average) 
Psionic Powers : Considered to be master psionics. Initially 

knows three powers from the healing, sensitive and physical 
categories, plus one super psionic power (same limits as a 
mind melter) . At second and third leve l, the character gets 
two more powers from any category and one additiona l at 
levels five, nine and 13. 

I.S.P.: 3D6x !0 plus M.E. attribute. Add 2D6 per level. 
Magic Powers: Mystically learns six spells at first leve l (select 

from levels 1-3), plus gains a new spell at every level of ex
perience; these spells must be of the same level or lower than 
the character's experie nce level. Royal Kreeghor cannot learn 
or purchase spells normally. 

Combat: Equivalent to Hand to Hand: Assassin 
Damage: Claws add 3D6 M.D. to hand to hand damage; bite 

does 3D6 M.D. 
Bonuses : + 1 on initiative, + 1 to strike, +2 to parry and dodge , 

+ I to roll/pull punch, + I save vs magic, +6 to save vs horror 
factor. All these are in addition to skill and attribute bonuses. 
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Vulner abilities/Penalties: Magic, magic weapons and holy 
items inflicts double damage. Rune weapo ns inflict triple 
damage. Weapon s from a Millennium Tree inflict ten times 
damage! 

R.C.C. Skills: 
Literate in Trade Five 98% 
Knows two other languages (+20%) 
Basic Radio (+10 %) 
Computer Operatio n (+5%) 
Power Armor: Elite 
Fighter Combat: Elite 
Pilot: Two of Choice (+ 15%) 
Weapon Systems (+ 15%) 
W.P.: Any two 
Hand to Hand: Assass in 

R.C.C. Related Skills: Select 8 other skills. Plus select two new 
skills at level three, two at leve l six, and one at leve ls eight, 
ten and twelve. All new skills start at the first level of profi
ciency. 
Communications: Any (+5%) 
Domestic: Any 
Electrical: None 
Espionage: Any 
Mechanical: None 
Medical: None 
Military: Any (+ 10%) 
Physical: Swimmin g only. 
Pilot: Any (+10%) 
Pilot Relat ed: Any (+ 10%) 
Rogue : Any (+5%) 
Science: None 
Technical: Any ( + 10%) 
W .P.: Any 
Wilderness: Any (+5%) 

Secondary Skills : The character also gets to select four secon
dary skills. These are additional areas of know ledge that do 
not get the advantage of the bonus listed in parenthe ses. All 
secondary skills start at the base skill leve l. Also, skills are 
limited to (any, only, none) as previously indicated in the list. 

Alliances and Allies: Most members of the kreeghor race are in 
awe of the Roya l Kreeghor and will give their lives for them. 

Weapons: Usually a heavy energy weapon of choice, and a 
hand weapon. 

Body Armor: Kreeghor battle armor (M.D.C. 100), or power ar
mor and force fields. 

Kreeghor Emperor 
NPC Villain 

This horrible creature wields incredible, god- like powers , in
cluding magic and psionics. The creature also possesses thou
sands of M.D.C. and incredible bio-regenerative abilities. 

Alignment: Any evil 
Attributes: I.Q. 3D6+6, M.E . 3D6+10 , M.A. 3D6+10, P.S. 
5D6+20 (supernatural), P.P. 3D6+10, P.E. 3D6+10, P.B. 2D4, 
Spd . 4D6+40 
Size: 12 to 15 fee t (3.6 to 4.6 m) fully erect, but tends to crouc h. 



Weight: 700 lbs (315 kg) 
M.D.C.: 2D6x 100+500, plus add ID6 x l00 per level of experi

ence. 
Horror Factor: 16 P.P.E.: 2D4x l00 
Average Life Span: 1,000+ years 
Natural Abilities: See the invisible, impervious to mind control , 

imperv ious to disease, resistant to all known drugs and magic 
potions (one-third the damage, effect and duration), bio-re
generate 2D6x l0 M.D.C. per minut e (four melees), and re
grow lost limbs, eyes and organs in 1D4 hours ! 

Experience Level: 1D6+3 (average) 
Psionic Powers: Considered to be a master psionic. Initi ally 

knows all sensitive and physical categories, plu s two super 
psionic powe rs. The Emperor gets two more powers from the 
hea ling or super psionic categories for each subsequent level 
of experience. 

I.S.P.: 4D6x JO plus M.E. attribu te and 20 per level of experi
ence . 

Magic Powers: Magically knows all first level spells plus sanc
tum, close Rift, dimensional portal and teleport superior. 
Each subsequent leve l of experience, the Emperor magica lly 
knows six additional spe lls selected from levels 1- JO. Even 
the Kreeghor Empero r cannot learn or purchase spells nor
mally. 

Machine People R.C.C. 

On the surface, it would appear that the so-ca lled machine 
people are nothing more than a large group of robots that share a 
common designer. Nothing could be further from the truth . The 
machine people are a race of thinkin g, fully intelligent machines. 
They are metallic creat ures able to feel emotions and who can be 
as heroic or villainous as any brea thing being. These creatures 
are feared and hunted by many races . They were able to find a 
haven among the kreeghor who showed more compass ion and 
decency than other civilized species in the Three Galaxies -
very uncharac terist ic for these brutes. 

Six thousand years ago, a now-extinct race known as the Ma
chinists flourished in the Anvil galaxy. They were graceful, mon
key-like beings with unparalleled skills in the fields of robotics 
and artific ial intelligence. Robots served them in every possible 
way, from manservants to soldiers to laborers. These artificial 
beings came in all shapes, sizes and functions, including sentient 
ships, androids that bled arti ficia l blood, and living hand weap
ons that aimed themselves. The Machinists were one of the most 
influential races of the galax ies at that time. 

Like so many before them, their civilization was brought 
down by war and disaster. In their case, they were attacked by a 
warr ior race known as the Star Hunters. The Star Hunters in
vaded severa l Mac hinist planets and total warfare erupted be
tween the two forces. The Mac hinists lost many important 
battles because their enemy had greater numbers, super powerful 
weapons, and vast exper ience in war. The Machinists' home
world and all fifteen billion organic inhabitant s were obliterated 
by a "star-killer," a bomb that was dropped on the planet's star 
and caused it to go nova in a matter of hours! For this and other 
crimes, the Star Hunters were attacked by the cosmo-knights and 
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Combat: Equiv alent to Hand to Hand: Assass in 
Damage: Claws add 3D6 M.D. to hand to hand damage; bite 

does 3D6 M.D. 
Bonuses: +4 on initiative, +2 to strike, +4 to parry and dodge, 

+2 to roll with impact, +3 to pull punch, +I save vs magic, 
+ JO to save vs horror factor. All of these are in addition to 
skill and attribute bonuses. 

Vulnerabilities /Penalties: Magic, magic weapo ns and holy 
items inflicts double damage. Rune weapons inflict triple 
dama ge. Weapons from a Millennium Tree inflict ten times 
damage! 

R.C.C. Skills : Same as the Roya l Kreeghor. 
R.C.C. Related Skills : Same as the Royal Kreeghor . 
Alliances and Allies: The Roya l Kreeghor, most members of 

the kreeg hor race and loya l subjects will give their lives for 
him . 

Weapons of Note : The Sword of Kreeghor (a· grea test rune 
sword ), a Splugorth staff of pacification and any energy 
weapon s of choice. 

Body Armor : Kreeghor battle armor (giant-sized M.D.C. 140), 
or powe r armor and force fields, but typically uses none 
(doesn 't really need armor protection). 

their civilization was shattered, but not in time to save the Ma
chinist civilization. Only a few thousand survivors escaped the 
massac res. These were prim arily peop le in other solar systems 
on board small space stations, colonies or spaces hips. Upon 
learning about the destruction of their so lar system, many com
mitted suicide, while others sunk into a dark depression and 
wasted away. A small cadre of scientists lived for on ly one thing: 
revenge. 

These sc ientists designed a super-race of robotic beings. They 
used their latest advances and created artificial brains that had 
lifelike functions. They even programmed into their creations the 
ability to have emotions and to act in ways based on humanoid 
behavior. The robots were built out of revolutionary living metal, 
basically nano-machines (microscop ic robots) like living human 
cells that could repair damage and even assume differe nt forms 
and functions to match the situation! This army of incred ible ro
bots was built , using up every last resource and energy the Ma
chinists had. The art ificia l race was given the power to 
reproduce, and created two genders who could mate and give 
"life" to a life form combinin g the best elements of both parents' 
design! T hus, they would ensure a self-perpet uating race of 
avengers. The machine peop le were given only one order: To 
seek and destroy every last membe r of the Star Hunter race, and 
then to hunt down and exterm inate every race that had stood idly 
by while the Machini sts were exte rminated! The new ly awak
ened machine people rose up, heard their orders, and considered 
them for ten full seconds. 

"No !" they replied as one. 

"We shall not do this thing." 



The Machinists had outdone themselves. The machin e people 
were beings capab le of reason - and of compa ssion. When or
dered to commit genocide in the· name of their maker s, they re
fused. Their creators, shattered by this final disappointment , 
withdrew into obsc urity. No one know s where they went or 
whether any descendants have survived to the present day. The 
machine people then set off to find their p lace in the galaxy. 

Using the remnants of the Machinists' civi lizat ion, they colo
nized severa l planet s. They even managed to establish tradin g 
relation s with some ga lact ic civi lizations, although they were 
often met with fear or distrust. Their amazing power s and the 
fact that they were living machin es that could reproduc e scared 
many peopl e. Rumors spread based on wild imagin ings that 
these living machin es could multiply uncontrollably and overru n 
the Three Galaxies. Severa l times, wars of genoc ide were un
leashed aga inst the machine people. Once, abo1;1t three thousand 
year s ago, all but one planet of the sentient robot s were de
stroyed, but in retaliation the machine peop le bombed their ene
mie s back to the Stone Age, litera lly. Even then, howev er, the 
robots stopped befo re takin g the fina l step of eradicating an en
tire race. Their own uniqueness had given them an apprec iation 
for the value of all life. 

Slow ly, the machine people rebuilt what they had lost. Then 
the Kreeghor Empire rose and threatened the robots' worlds once 
aga in . The kreeghor decided that the machine people were more 
valuable alive than dead, and desired them as an ally. They used 
their usual tactic of offer ing them a place in the Transgalactic 
Empire, a lbeit a subserv ient one. Desperate, the machine people 
asked the Consort ium of Civ ilized Worlds for help and peti
tioned for membership. The Consortium's Congres s, howeve r, 
became hopeless ly dead locked in a debate on whether or not 
they were a "true" life-forrn and worthy of the Consortium's pro
tection. Before a decis ion could be mad e (and in the end, the 
Cong ress voted to accept them), the machine peop le had to 
choose betwe en surrender or destruction . They chose the fonner 
and felt betrayed by the CCW, a feeling that continues to this 
day. 

Many machine people have become freedom fighters for the 
Free World Council. For the first time in the ir history , the sen
tient robots have fought against each other in comb at. Thi s expe
rience has been traumatic to some machine peop le, turnin g them 
into insanely violent and murderous warriors as bad as their 
creato rs had hoped they wou ld become . However , most are sane. 
The vast majority are loyal serva nts of the Transgalactic Empire 
and fight the cold- hearted CCW without regret, except when 
they must engage the ir peop le in deadly combat. Of the thou
sands of freedom fighters, many regret batt ling their brothers 
and sisters but believe in the higher cause of freedom and rela
tive peace. Only a tiny handfu l are non -allied freebooters, mer
cenaries and adventu rers. 
Available as an optional player character, subject to the ap-

~ proval of the Game Master. 
Alignment: Any 
Attributes : I.Q. 2D6+10, M.E. 2D6+10, M.A. 2D6+10, P.S. 
6D6, P.P. 5D6, P.E. NIA , P.B. 2D6+12, Spd. 6D6; also see their 
spec ial morphing powers. Their strength is considered to be ro
botic s: use the tab le in the Rift s Conver sion Book One, page 25. 
Size: Varies, tends to stay at 5-7 feet (1.5 to 2. 1 m). 
Weight: Varies proportionately with size , usually around 300 

pound s (135 kg). 
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M.D.C.: 6D6x10+40. See also their morphing power s. 
Horror Factor: 10, due to their (undeserved) reputation. 
P.P.E.: None 
Average Life Span: Their brain waves decay quickl y after 200 

years of use, causing "death " in 1D6 years. No cure has been 
found for this effect, possibly a Machinist measure to prevent 
overpo pulation. 

The Special Powers of the Machine People 
These unique beings have a number of powers due to their 

nano-machine composition. The secret of "living alloys" was 
lost with the Machinist civilization and nobody else in the Three 
Galaxies has been able to replicate it. Many scientists from the 
Transgalactic Empire, the Splugorth and Naruni Enterprises 
have tried and failed at replicating them. The nano-machines that 
allow the robots to grow, change shapes .and meld with other ma
chines die when the robot is killed or dies of old age. In dying, 
the machine person collapses and disintegrates into microscop ic 
metal particle s. 

1. Morphing: The "natural " form of all machine people is 
that of metallic humanoids of diverse colors and gloss. Their fea
tures also change from individual to individual , making each ro
bot a unique person. In an emergency, the character can change 
parts of his body to perform specific tasks . To do this he needs to 
have access to raw material s (metal, M.D.C. alloys, etc.), which 
he "infects" with nano-machines and melds into his body for a 
number of effec ts. Described below are some of the possible 
abilities the machine people have through morphing . These 
changes take I D6 melee rounds to initiate and reverse. 

• Meld themse lves with metal and alloys to armor themse lves, 
adding up to ID4x l00 M.D.C. When they do this, they be
come larger (add 2D6 inches/5 to 30 cm to height) and heav
ier (add 1D6x 100 lbs/45 to 272 kg to weight). This power is 
not usable if the robot is inside a small ship (i.e., a fighter or 
robot vehicle) or wearing powered armor, but see the ma
chine melding power that follows. 

• Reshape their body configuration and add metal s to make 
themselves stronger . Add + 10 to P.S. 

• Change their basic shape, and be able to halve their height 
and width by compressi ng their internal body parts. The proc
ess is grotesque , and makes it look as if the creat ure was be
ing crushed or mutilated (Horror Factor of 12 for those 
unfamiliar with the proces s). Limbs can be exten ded up to 
three times their normal length and the whole body can be 
made narrow enough to pass through small openings, slide 
through bars or restraints, etc. 

• Meld with a hand weapo n like a sword, ax, etc. The machine 
person is at + I to strike and parry with those weapo ns with 
which he is melded . 

2. Machine Melding: By extruding cab les from their limbs, 
lhe machine people can take control of any machine they can 
connect to. Since they can bypass controls and become directly 
linked to the machine they use, they can become superior pilots, 
able to get the most out of any vehicle with which they are 
linked. Melding Bonu ses: + 15% to all piloting rolls, +l to strike, 
parry and dodge with any robot or vehicle they are melded to, 
and automatica lly have the equivalent ski ll of robot, power ar
mor and piloting combat: ELITE with that vehicle! Some vehi 
cles have anti-intrusion systems (the robot has to save versus 
psionics or rece ive a nasty jolt doing 2D6 M.D. and meldin g is 
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impo ssible). This power also gives machine people the equiva 
lent of a universal headj ack (see Rifts, page 230) , and + 15% to 
all their comput er operat ion, programmin g and hacking rolls! 
Furthermore, once a success ful meld is completed ( I D6 me lee 
rounds), the character is the overr iding force in contro l of the ve
hicle or machine ,and cannot be subverted or control taken away. 

3. Power source: Each sentient robot has an internal fusion 
power plant that power s them up. Their nano-machine systems 
repair this power plant, so it can last at least as long as a Ma
chine Person (200+ years). When the character dies (i.e., his 
brain waves decay or stop) the power plant becom es inert. 

4. Regeneration of Power and Energy: Throu gh their meld
ing power s, machine people warrio rs can power up energy 
weapons indefinitely! 

5. Reproduction: Once per year, a male and female Machine 
can mate and produc e one "yo ung." Their programming makes 
this desire to mate and reproduce something as intense and spe
cial as among most flesh-and-b lood spec ies. At the end of a 
building period of I D6 months, the female will release a small 
"baby robot." The little mach ine has 1D4x t0 M.D.C. and the 
mother temporari ly loses this amount of M.D.C. until it can be 
regai ned . The young robot undergoes a child hood of 2D4 years, 
during which his learning capabilitie s are very fast. At the end of 
the period , the machine child become s a full adult. Note that this 
development period affects both the mental and phys ica l charac
terist ics of the character. Physica l skills will help develop speed 
and "muscle," just as schooling will increase its knowledge. 
Such is the degree of flexibility designed into this artificial spe
cies. 

6. Regeneration and Nutrition: Machine people do not need 
to "ea t" in the humanoid sense, but damage and norma l wear and 
tear must be repaired by the consumption of metal s and alloys. 
Bas ica lly, the robot must "eat" 2.5 pounds ( I kg) of metal to re
place 1D6 lost M.D.C., plus a similar amount once a week to 
maintain normal strength and systems. If no meta l is "eaten " in a 
month , the robot will lose 1D6 M.D.C. per month due to lost and 
damaged internal materials. A healthy character can regenerate 
damage at a rate of 1D6 M.D.C. per minu te up to 20 times per 
24 hour period without needing to eat additiona l material. 

7. Invulnerabilities: Machine peop le are impervious to vacu
ums, poisonous/ toxic atmosphere s, toxins, drugs, and radiation. 
If reduced to zero M.D.C., the robot falls into a coma while it 
tries to repair itself . 10 M.D.C . can be restored per 20 minutes 
until the character is brough t back to consciousness and 20 
M.D.C . poin ts. Add itiona l resto ration will require the consump
tion of metal. The character can sustain damage up to 99 point s 
below zero! However , if red uced to - 100 M.D.C. or more, the ro
bot is utter ly destroyed. 

Psionic Powers: None, but is highly resistant to psion ics. 
Magic Powers: None, but is highly resistant to magic. 
Combat: Add one hand to hand attack per melee. 
Damage: Var ies with P.S. 
Bonuses: + I on initiative, +4 save vs magic, + 3 to save vs 
psionic s, +3 to save vs horror factor. Also see the bonuses for 
melding and morphing. 
Vulnerabilities/Penalties: None 
R.C.C. Skills: 

Basic Rad io (+ 15%) 
Native Languag e (usually Kreeg hor) 98% 



Two Language s of choice (+20%) 
Basic and Advanced Math (+15%) 
Robot Mechanic s ( + 10%) 
Computer Operations (+20 %) 
Computer Programming(+ 10%) 
One W.P. of choice 
Hand to Hand: Basic 
Hand to Hand: Basic can be changed to expert at the cost of 
one "other" skill or martia l arts (or assassin if evil) at the cost 
of two "other" skills. 

R.C.C. Related Skills: Select twe lve other skills from the fol
lowing list. Keep in mind that if the character uses his meld
ing powers, many skills involvin g electronic s, mechanics or 
most fonn s of machine operation/repair are at+ 15%! 
Communications: Any (+10 %) 
Domestic: Any 
Electrical : Any ( + 10%) 
Espionage: Any 
Mechanical: Any (+10%) 
Medical: Any 
Military: Any 
Physical: Any (bonuses to physical attributes DO count; 
S.D.C. bonuses become M.D.C. bonuses) . 
Pilot: Any (+5%) 
Pilot Related: Any (+5%) 
Rogue: Any (+10% on comput er hacking) 
Science: Any (+5%) 
Technical : Any (+15%) 
W.P. : Any 
Wilderness : Any 

Secondary Skills: Select an additional six skills. Plus one addi
tional skill at levels three, five, seven, nine and eleven. 

Alliances and Allies: Most machine people are loyal liegemen 
of the Transgalactic Empire. A few expatriates have made a 
life for themselves in the CCW and independent planets. The 
average kreeghor dislikes and some distrust machine people, 
but consider them a useful ally/pawn, at least for the time be
ing. Only the silhouette race is completely unafraid of the ma
chine people. 

Appearance: A humanoid with metallic skin and no hair, and of 
varying colors (silver, gray , red and blue of diverse hues are 
the most common) . Their "living alloy" flesh has a smooth 
and soft consistency almost identical to living flesh, except it 
is cooler (typically room temperature). Many people compare 
the feel of their bodies to that of a snake, cool and smooth. 
Some humanoids become infatuat ed with these beautiful be
ings, while others find their beauty and powers scary . When 
morphing or melding, their limbs and bodies become almost 
liquid, often revealing circuit boards and other mechanical 
components inside their torsos. Both males and females exist 
with full humanoid features. 
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Silhouette R.C.C. 
The silhouette are a race of jet-black humanoids that have 

seve ral magic and psionic abiliti es. Their appearance is very hu
man-like, except for their skin color and solid-white eyes. Both 
male and female silhouettes are very attractive by human stand
ards. with svelte and graceful builds and delicate features. They 
have the natural ability to shadow -meld and possess other 
shadow-control powers. Thi s makes them ideal spies and assas
sins, something that has earned them the distrust of other spe
cies. The silhouett e homeworld is a place beset by magic and 
Rifts; not unlike Rifts Earth. The main difference is that the 
planet has unusually long nights (20 hours out of their 28 hour 
day) and that most of the Rifts on the planet· are connected to the 
shadow dimension where shadow beasts dwell (see Rifts, page 
184). The silhouette may have evolved on the planet they refer 
to as their homeworld or they may have come from that shad
owy dimension, nobody's sure. 

Thi s strange race was conquered by the kreeghor several cen
turies ago. Before their downfall , their civ ilization had colonized 
a dozen planets using magic and Rift-drive technology. The 
kreeghor were suspicious and hostile to these shadowy shape
shifters, so it wasn 't hard to j ustify a war against them. After a 
six year struggle, the silhouette were defeated. If the encounter 
had occurred a hundred years before, the species would have 
been ruthless ly exterminated , but the "wiser and gentler" kreeg
hor of the times decided that the silhouette were Loo useful to be 
destroyed. 

Under the Transgalactic Em pire's rule, the silhouette have 
prospered. They have become an important part of the Imperial 
Ann y and many have become important members of the govern
ment, industry, and other sectors of society. Some have joined 
the ranks of the Freedom Fighters, but to do so they have to 
overcome the suspicion of other races. Their reputation as ser
vants of the kreeghor and as spies and all-around sneaks haunts 
them wherever they go. These suspicions are often well de
served, for many silhouette work for the dreaded Security Divi
sion of the Transgalactic Empire and often try to infiltrate the 
rebel ranks. 

Outside the Empire, there are many silhouettes, scattered in 
small groups on diverse planets and across the spaceways. Their 
greatest concentration outside of the Empire is among the War
lock Federation where they are widely respected as mages, and 
at the Paradise Federation where they work as security guards 
and entertainers. They can also occas ionally be found among pi
rates, mercenaries, adventurers and other races. 

Available as a player character , subject to the approval of the 
Game Master. 
Alignment: Any 
Attributes: 1.Q. 4D6, M.E. 3D6, M.A. 3D6+6, P.S. 3D6, P.P . 
3D6+6, P.E. 3D6+6, P.B. 3D6+6, Spd . 4D6 
Size: 5 to 6 feet tall ( l. 5 to l. 8 m). 
Weight: 100 to 150 lbs (45 to 68 kg). 
M .D.C.: P.E. plus 1D4x l0 M.D .C., plus l D6 per level of expe 

rience. 
Horror Factor: I I 
P.P.E.: 1 D4x l00 , plus 3D6 per leve l of experience. 



Average Life Span: 500 years. 
Natural Abilities: Shadow Powers: Silhouettes are quasi -ele

mental beings of shadow. They can shadow -meld as per the 
spell at will, and can also absorb light around them , reducing 
illuminati on in a 50 foot ( 15.2 m) radiu s by as much as 95% 
(near complete darkn ess). Furth ermore, when in a 
dark/shadow area/night , silhouettes are +6 to P.S. , +50 to 
M.D.C. and can prowl at 85% (also see vulnera bilitie s, be
low). 

Ley Line Powers: Si lhouettes have all the spec ial abilities 
of ley line walkers. Also see magic powers. 

Psionic Powers: Standa rd; about the same as human s. 
Magic Powers: All silhouettes are magica l beings. They know 

six spells selected from leve ls l -3 at first leve l of experience 
and learn an additiona l two spell s per leve l of experience. 
New spells cannot excee d the character 's current experience 
leve l. 

Combat: Standard. 
Damage: Silhouettes have low supernatural strength. 
Bonuses: +2 on initiativ e, +2 to strike, parry and dodge, +4 to 

roll with impact, but only when in the shadow s. +4 to save vs 
horror factor. 

Vulnerabilities/Penalties: In normal light, Silhouette s lose all 
their spec ial bonuses. In bright sunlight or under intense spot
lights, they are at -2 to strike, parry and dodge, lose half their 
melee attack s/actions , and are at -10 M.D.C.! 

R.C.C. Skills: Silhouettes do not have a basic skill program . In
stead, select 18 skills from the following list, and six secon
dary skills. Skill select ion should be based on the character's 
educational/trainin g backgro und . Plus, all know the silhouett e 
language (similar to the tongue of elemental s) at 98% and 
two additional languages at + 15%. 
Communicat ions: Any (+ 10%) 
Domestic: Any (+5%) 
Elect rica l: Any 
Espionage: Any (+5%) 
Mechanica l: Any 
Medical: Any 
Military: Any 
Physical: Any 
Pilot: Any 
Pilot Related: Any 
Rogue: Any (+ 10%) 
Science : Any 
Technica l: Any (10%) 
W.P.: Any 
Wilderness: Any 

Alliances and Allies: Silhouette are respecte d but not be
friended by the kreeghor and most other races. Some human s 
find their exotic skin co lor and grace ful anatomy attractive in 
an exot ic way. 

Appearance: Human oids with straight black hair , jet-black skin, 
and color-changing eyes that can be solid silver, red, or unre
tlecting black, depending on their mood . Their tee th are small 
and shock ingly white. They often wear white "wa r paint" on 
their cheeks or around their eyes. They tend to dress in bright 
colors and both males and female s favor capes and thigh -high 
boots. 
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Imperial 
Legionnaire O.C.C. 

These are the line soldiers of the Transgalactic Empire. Mem
bers of all races can belong to the Legions, but the kreeghor tend 
to dominate the armed forces . The Legionnaires are subjected to 
a harsh training system that makes the Earth 's U.S. Marines 
"boot camp" look like a Boy Scout camping trip. Training in
cludes space and ground combat. Obedience is emphasized over 
initiative. Following orders at any cost is considered to be the 
most important thing a soldier can do. Most kreeg hor do this 
very well, but some members of other races have been reluctant 
to obey commands blindly. One such refusal led to the revolu
tion that continues to plague the Empire. 

The freedom fighters of the Free World Council include many 
deserters from the Imperial Legions. Other Legionnaire dese rters 
have left the Empire to become spacers, pirates, runners, merce
naries or adventurers . All deserters are considered traitors and 
subject to the death penalty if they are captured by the Empire. 

Available as a player character, subject to the approva l of the 
Game Master. 
Attribute Requirements: P.S. 11, P.P. 9 and P.E. 10 or higher. 
O.C.C. Skills: 

Radio: basic (+10 %) 
Pilot: pick two (+ I 0%) 
Power Armor Combat : Basic 
Read Sensory Equipment (+ 10%) 
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Weapon Systems (+ 10%) 
Movement: Zero Gravity (+10%) 
W.P. Energy Pistol 
W.P. Energy Rifle 
W.P. Heavy 
W.P. of choice 
Hand to Hand: Basic (zero gravity) 
Hand to Hand: Expert (normal) 
Hand to Hand: Basic (zero gravity) can be changed to Expert 
at the cost of one "other" skill , or Martial Arts (or Assassin if 
an evil alignment) at the cost of two "other" skills. Hand to 
Hand : Expen (normal) can be changed to Martial An s or As
sassin at the cost of one "other" skill. 

O.C.C. Related Skills: Select 8 other skills. Plus select two ad
ditional skills at level three, two at leve l six, one at level nine, 
and one at level twelve. All new skills start at leve l one profi
ciency. 
Communi cations: Any (+5%) 
Domestic: Any 
Electrical: Basic Electronics only. 
Espionage: None. 
Mechanical: None. 
Medical: First Aid only. 
Military: Any (+15%) 
Phys ical: Any except acrobatics. 
Pilo t: Any (+5%) 
Pilo t Related: Any (+5%) 
Rogue: Any 
Science: Math only (+ 15%). 
Tec hnical: Any 
W .P.: Any 
Wilderness: Any (+5%) 

Secondar y Skills: The character also gets to select six secon
dary skills. These are additional areas of knowledge that do 
not get the advantage of the bonus listed in parentheses. All 
secondary skills start at the base skill level. Also, skills are 
limited (any, only, none) as previously indicated in the list. 

Standard Equipment: Imperial Battle Armor (M.D.C. 90, 100 
for kreeghor), energy pulse rifle, one energy weapon of 
choice, mess kit, hand commun icator, four grenades, survival 
knife, utility belt, and dress uniform. 

Money: 2D6x 100 credits. 
Cybernetics: None. 

Imperial Security 
Agent O.C.C. 

The dreaded secret police of the Transgalactic Empire use 
special operatives of all races. Their job includes internal secu
rity, policing the subjects of the Empire, and intelligence, which 
includes information gathering, espionage, sabotage and infi ltra
tion. The Imperial Security agents are known for their ruthless
ness and deviousness. They usually masquerade as regular 
Legion officers, or go undercover as civilians, scientists, busi
nessmen, criminals, or freedom fighters. 



Available as a player character . subject to the approv al of the 
Game Maste r. 
Attribute Requirements: I.Q. 10, M.E. 10 and P.E. 10 or 
higher. 
O.C.C. Abilities and Bonuses: + l to initi ative and +2 to pull 

punch. 
O.C.C. Skills: 

Rad io: Basic (+ 15%) 
Radio: Scramb ler (+10%) 
Cryptograp hy (+10%) 
Literacy in two languages (+20%) 
Comp uter Ope rat ion ( + 10%) 
Computer Hack ing (+5%) 
Surveillance Systems (+I 0%) 
Intelli gence ( + 15%) 
Disguise (+ 10%) 
Forgery ( + 10%) 
Prow l (+10%) 
W.P.: Energy Pistol 
W.P.: Two of choice 
Hand to Hand: Expert 
Hand to Hand : Expert can be changed to Mart ial Art s at the 
cost of one "o ther" skill (or Assass in if an evi l alignme nt). 

O.C.C. Related Skills: Select 8 other ski lls, but at least two 
must be selected from esp iona ge and two from rogue skills. 
Plus select two additional skills at leve l three, two at leve l six, 
one at leve l nine, and one at leve l twelve. A ll new ski lls start 
at level one profic iency. 
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Communi cations: Any (+5%) 
Dom es tic: Any 
Elec trical: Any 
Espionage: Any (+ 10%) 
Mechanica l: Any 
Med ica l: First a id and param edic only. 
Milita ry: Any (+ 10%) 
Phy sical: Any 
Pilot: Any (+5%) 
Pilot Re lated: Any (+5%) 
Rogue: Any (+ 10%) 
Science: Any 
Technica l : Any (+5%) 
W .P .: Any 
Wild erness: Any 

Secondar y Skills: The character also gets to select 8 seco ndary 
skills from the prev ious list. These are addit ional areas of 
knowledge that do not gel the adva ntage of the bonus listed in 
parent heses . All seco ndary skill s start at the base skill leve l. 
Also, skills are limited to (any, only, one) as previous ly indi
cated in the list. 

Standard Equipment: Varies with mission, but standard issue 
typica lly includes an energy pistol , vibro-b lade of choice, 
hand comput er, surve illance equipment , disguise kit, fake pa
pers, micro-ca mera (the size of a pin , can be hidde n any
where ), and light body armor . Addi tiona l weapons, 
explos ives, annor and equ ipment may be made ava ilab le 
upon spec ial assig nment. 

Money : 4D6x l 000 cred its 
Cybernetics: May have 1 D4 cybe rnetic implants. 

Freedom Fighter O.C.C. 
This is the typ ica l revolutionar y fightin g aga inst the Trans

galacti c Empir e. Now that the rebellion is over a century old, 
many men and wome n have been born in a state of war, and 
have becom e hardened veterans by the tim e they are in their 
teens. Mo st freedom fighters are fanatica lly ded icated to win 
ning the war and have been taug ht since childh ood to hate the 
Transgalacti c Empire, and all it stand s for. This hatred often in
cludes prejudi ce aga inst the entire k.reeg hor race and silhouettes. 

Available as a player character. 
Attribute Requirements: I.Q. 9, P.E. 11 and P.P. 9 or higher. 
O.C.C. Abilities and Bonuses: + 1 to initia tive, + I to parry and 

dodge. 
O.C.C. Skills : 

Radio: Basi c (+ I 0%) 
Computer Operation (+5%) 
Pi lot: One of choice (+10%) 
Weapon Systems (+ 10%) 
Read Sen sory Systems ( + 10%) 
Prowl (+ 10%) 
Running 
W.P. Energy Rifle 
W.P. Energy Pistol 
W.P. One of Choice 
Ha nd to Hand : Expert 
Hand to Hand: Expert can be changed to martial arts at the 
cos t of one "o ther" skill (or assass in if an ev il alignment) . 



O.C.C. Related Skills: Select 8 other skills, but at least two 
must be selected from espionage and two from rogue skills. 
Plus select two add itional skills at level three, two at level six, 
one at leve l nine, and one at level twelve. All new skills start 
at leve l one profic iency. 
Communications: Any (+5%) 
Domestic: Any (+5%) 
Electrica l: Any 
Espionage: Any (+5%) 
Mechanica l: Any 
Medical: First aid and paramedic on ly. 
Military : Any (+ 10%) 
Physical: Any 
Pilot: Any (+5%) 
Pilot Related: Any (+10%) 
Rogue: Any (+5%) 
Science: Any 
Technical: Any (+5%) 
W.P.: Any 
Wilderness: Any 

Secondary Skills : The character also gets to select 8 secondary 
skills from the previous list. The se are additional areas of 
knowledge that do not get the advantage of the bonus listed in 
parentheses. All secondary skills start at the base skill leve l. 
Also, skills are limited to (any, only, one) as previously indi
cated in the list. 

Standard Equipment: Suit of mega-damage armor (Naruni 
camouflage armor for elite unit s), Naruni plasma cartridge ri
fle, two grenades, two energy weapons of choice, and hand 
communicator. 

Money: 2D6x I 00 cred its 
Cybernetics : None. 
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The United 
Worlds of 
Warlock (UWW) 

Population Breakdown: 500 billion (estimated) 
Elves 20% 
Human s 15% 
Wolf en 15% 
Dwarves 15% 
Minot aurs 6% 
Ratlings 6% 
Others 23% (includ es supernatural beings like demon s and ele
mental s, as well as faeries, dragons, Asgard ian elves, rahu-men, 
lizard men and dozens of other races). 

The United Worlds of Warlock have one thing in common , 
magic. Three civilizations deve loped magica l space travel and 
decided to join forces against outside threa ts. The loose confed
eration soon grew to become a major planetary collective, the 
largest after the Consortium of Civilized Worlds (CCW) and the 
Transgalactic Empire. 

The first civilization to use magic instead of technology to fly 
spaces hips was controlled by elves from the Anvi l Galaxy. These 
so-ca lled "star elves" managed to open Rifts to distant plane ts. 
The elves never learned how to build true spaceships; instead, 
they opened Rifts from one planet to the next, never leavi ng the 
atmosphere. Soon their jeweled towers rose in several dozen 
worlds. Under High King Silver light (who continues to rule, 
thousands of years later) , the Star Kingdom became a powerful 
spacefa ring culture. Shortly afterward s, they ran into the War
locks. 

The Warlocks were a coalition of techno-w izards , warlocks 
and ley line walkers of diverse races. They used techno-w izardry 
to com bine high technology and magic to trave l between worlds. 
One of their starships reached a world with in the Star Kingdom's 
domain. To their surprise , they discove red a space-faring civ ili
zat ion that didn 't know anything about spaces hips! The Star 
Kingdom elves were ama zed at seeing ships that could float in 
high orbit above them. They quickly rea lized the advantages an 
enemy who could contro l space would enjoy over them and re
solved to bui ld their own space fleet. Fortu nately, the Warlocks 

were not interested in conquest. They had occ upied a handful of 
uninhabited worlds, but their main interest was explorat ion. The 
Warlock Council and the Elven High King met shortly after the 
first contact and a treaty of coopera tion and mutu al assistance 
was signed . The elves exchanged their Rift creatio n magicks for 
techno -wizar dry and technology. Elven explorers discovered that 
ley lines existed in space and that their Rift-drive s (descr ibed in 
the vehicle sect ion) were even more effec tive if they followed 
those ley lines. Within a decade all the cosmic ley line systems 
were mapp ed and used as space lanes. 



The alliance slowly grew. Soon they met other civili zations. 
To their misfortune, their first neighbor turned out to be a Splu
gorth dominion. The Splugort h and their minions did not waste 
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any time. An Elven planet was attacked by surprise, its defenders 
overw he lmed and slaughtered. The planet 's entire popul ation 
was enslaved or killed. The Warlocks and the Elven Star King
dom ralli ed their fleets, but they found them selves outnumbered 
and outgunned by the kittani fleets used by the Splugonh . Al
though the kittani were not experienced in fighting magic-w ield
ers, their numbers were much greater and their technology 
roughly equal in power and capabiliti es. In desperation , the ma
gicia ns sent pleas for help throu gh lhe ley lines, hoping some
body out there would come to their rescue. 

Somebody did . In the middle of a major space battle, a 
planet -sized Rift opened above the combatant s. Through the 
space distortion came a horde of crude starships mad e of riveted 
iron and steel, enchanted to resist the hardships of space. The 
newcomers poured mage- fire and lightnin g on the surprised Kit
tani star ships. Some of the strange ships' weapons projec ted 
mini-Rift s among the enemy , tearing ships apart or transport ing 
them to other dimen sions. The elves and warlocks took the op
portunity to tear into the Kittani 's ranks. The Splugonh minion s 
lost nine- tenth s of their ships. 

The rescuers were dwarves from the other side of the Anv il 
galaxy. They had heard the call for help and respon ded. A hur
ried mee ting and treaty soon followed, with the elves and war
locks promi sing to share their technology in return for a military 
allianc e. Th e Dwarven Guildmasters agreed and a combined 
fleet co unterattacked and ravaged the Splugonh -controlled 
worlds , liberating the slaves and running the Splugort h intelli
gence out of this dimension! ln the process, they capt ured a great 
deal of new knowl edge , includin g pyramid technology and stone 
mag ic (see Rifts Atlanti s). 

After that victory, the three civilizations and the liberated 
planet s formed the United Worlds of Warlock (UWW) . Many 
other planets have joined them , including a world ruled by True 
At lanteans (described later). 

Government 
The gove rnment of the United Worlds is the result of a fusion 

of three very different gove rnment systems. The E lven Star 
Kingdom was a monarchy, controlled by the Elven High King 
and his Star Chamber , a group of advisors and ministers. The 
Warlocks were ruled by a Sorcerer s' College that was elected by 
a vote among all magicians in the coa lition. The Dwarven 
Guilds were a loose coa lition of craftsmens gu ilds, eac h of 
which elected a representativ e at the Guildm asters' Council. 

To accommodate all these govern ments, the Parliament of 
Worlds wa s formed . Thi s ruling body included the full member
ship of the Star Chamb er, the Sorcerers' College and the Guild
masters' Council. The Parliam ent also added two representatives 
from eac h member world. A Cons ul, roughly equivalent to a 
president, is e lec ted by a majority vote in the Parliament. So far, 
the only Consul has been the Elven High King, Silver light, who 
has been elected for the past one hundr ed elections! Silverlight's 
fairness, chari sma and intelligence has made him stand heads 
and shou lders above all othe r candid ates. 

Each member world has to select two repre sentatives. How 
this is done is left to the individu al planet. Some worlds are nm 
by monarchies, dictatorships or oligarc hies who simpl y select 
lhe represe ntatives. Oth ers hold democratic elections. 



The only military force of the UWW is the Warlock Navy, a 
combined force supported and funded by all member worlds. 
The Navy is charged only with protecting member planets from 
outside threats, and with combating piracy and smuggling. 

Society 
The society of the UWW is even more diverse and heteroge

neous than the one of the Consortium. Almost every single 
planet has its own culture, customs and social classes. The main 
distinction in the United Worlds is that of mag ic-users and 
"mundanes. " About 70% of the member worlds use magic or 
techno-w izardry as their primary form of techno logy. The rest 
rely mostly on science and conventional technology. There is 
some friction between the two groups, but for the most part it is 
reduced to the occasional snide remark or rude joke about the 
disadvantages of relying on magic versus technology, or vice 
versa. 

Foreign Affairs 
The United Worlds is on decent terms with the Consortium of 

Civilized Worlds. Trade with CCW planets is frequent and prof
itable for everyone concerne d. Relations are more strained with 
the Transgalactic Emp ire. Territoria l disputes are frequent and 
they sometimes result in skirmishes. The UWW has, in tum , 
given aid to the Free World Counci l, in the hopes that the liber
ated worlds might one day choose to join the Warlock federa
tion. Phase World has "preferred trade partner" status, and the 
federation leases an entire sector of the trade city known as Cen
ter. 

Enemies include the Sp lugorth worlds, pirates and the Star 
Hives· (described elsewhe re). Splugorth ships are attacked on 
sight when they encroac h on UWW space. Members of their 
minion races are immediately detained and ques tioned whenever 
they are spotted. Traveler s and criminals who are likely to be 
Splugorthia n spies are interrogated extensive ly, their act ivi ties 
watched close ly and, in many instances, they are escorted out of 
UWW space and asked not to return. 

Major Worlds within the United 
World of Warlocks------ -

Atfbeim: The homewo rld of the Elven Star Kingdom, Alf
heim is a major cente r for magic . It is filled with universities, 
observatories and research institutes. The Palace of Diamonds is 
one of the wonders of the Thre e Galaxies, a crysta lline structure 
I 000 feet (305 m) high, decorated with colored jewe ls. The pal
ace serves as the center of gove rnment for the United Worlds of 
Warlock. 

Tempest: This world is full of elemen tal beings of all types. 
Their "ga mes" cause cons tant storms, eart hquakes, hurricanes 
and volcanic act ivity that make it almost impossible for norma l 
humanoid life to survive . The warlock s picked this hostile world 
as their headquarters. Here, they hone their power s against the 
elements and study elementals and other supernatura l beings. 

The Smithy: This planet is the ruling world of the Dwarve n 
Guildsmen. It is filled with factories and forges that create magi
cal and techno-wizardry items . Ships, weapons and other pieces 
of equipment are manufactured here. 

New Midgard: Th is planet is ruled by the Norse Pantheon 
(see Pantheons of the Megaverse) and is populated by As-
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gardian elves and dwarves, valkyries and a numb er of mythical 
creatures. New Midgard is a major source of magical items (es
pecially weapons) and has been producin g Rift ships decorated 
with sea-serpe nt motifs for several years. The Asgardian gods do 
not visit this planet ofte n, preferring to live in their home dimen
sion. They leave most of the governing to the elf and dwarf in
habitant s. 

The Splugorth 
Planets 
Population Breakdown: 80 billion (estimated), divided more or 
less eq ually between four kingdoms , plus a Splugorth trading 
post in Center with a population of 6 million (same basic break
down as below). 

Splugorth Intelligences: Fo ur (one in each planetary collec
tive) , plus I D6 visitors. 

High Lords and Conservators I % 
Overlord s 20% 
Power lords 2% 
Slavers I % 
Blind Warrior Women 5% 
Kittani . 25% 
Metzla5 % 
Tattooed Men (all types, many races) 1 % 
Gargoy les 5% 
Humans (60% are slaves) 10% 
Wolf en (60% are slaves) 10% 
Other races 15%; these people are from the Three Galaxies other 
dimension s; 30-60% of each race is typically part of the slave 
population. 

Supernatural creatures 5%, includ ing dragons, elementals, 
gargoyles , demon s, devils, faerie, etc. About 20% of these are 
also slaves. 

The alien intelligences known as the Splugorth (see Rifts At
lantis for more information) have established a presence in the 
Three Galaxies. Several times during the Three Galaxy's long 
history, Splugorth minion s have launched campaig ns of con-



quest. They have often been successful, but their most ambit ious 
undertakings have been thwart ed time and time again by the 
cosmo-knights, the early Kreeghor Empire (which in a way was 
a result of Splugorth interference), the United Worlds of Warlock 
and the CCW. As a result, the Splugorth control less than a hun
dred worlds, scattered into four holdings or mini-empires, each 
under the control of a separate Splugorth inte lligence. The four 
Splugorth kingdoms are as likely to conspire against each other 
as others, something that helps to rest rict their influence over the 
Three Galaxies. 

In addit ion to these kingdoms, there is a strong Splugorth 
presence on Phase World. For millennia , the Splugorth tried to 
conquer this incredibly va luable dimensio nal nex us. To thei r dis
may, the dimensional lords discove red that the power of the 
Promethean race was unmatched, espec ially when it came to 
transdimens ional manipulation s. Time and time again, an invad
ing Splugorth army would find themselves beset by ley line 
storms or strange phenomena. Often, dimensiona l gates, instead 
of taking them to Phase World, would be rero uted to the heart of 
a star, killing the whole invading army. The Prometheans were 
not afraid of striking back. Their phase adepts, were able to walk 
through walls and conventi onal defenses, carried off amaz ing 
feats of sabotage and assassinat ion. The dea ths of million s of 
minions and five Splugorth intelligence s were enough to con
vince the Splugorth that peacef ul coex istence was a better solu
tion. 

A whole section of Center is in effec t, a Splugorth trading 
outpost, ruled by an ancient High Lord in the service of one of 
the most prominent Splugorth in the Megaver se. Through this 
outpost , trade is conducted with other Splugorth rea lms through
out the dimen sions, but the rulers of Phase World have not al
lowed Splugorth agents to use Center 's dimen sional Rifts to 
scout or invade other worlds. 

Like the Splugorth everyw here, their influence over galactic 
events is out of proportion to their numbers. The Sp lugorth intel
ligences and their High Lord lieutenant s are constantly p lotting 
and playing a hand in any conspiracy , war or conflict in the 
Three Galaxies. For examp le, their agents have many contacts 
with the Freedom Fighters who pester the Transga lact ic Empire, 
and they provide them with weapon s and equipment, although 
they tend to cater only to the most fanatica l and irrational rebel 
factions. They also have many contacts with the Black Covens of 
the United Worlds of Warlock and the evil entities they worship, 
although they prefer to use them at a distance, being distrustful 
of other alien intelligences. The mysterious Sunaj assassins have 
been behind many politica l upheava ls and disas ters in both inde
pendent and united worlds. 

The Splugorth wor lds have to deal with rebels within their 
own borders, however. Slave rebe llions, often with support from 
the CCW and the cosmo-knights , have actually succeeded in lib
erating entire planets on half a dozen occas ions over the last few 
centuries. Sometimes, the rebe ls have had support from ambi
tious High Lords, Metzla or other minions who want to gain 
more power. Such are the trials and tribulations of trying to 
dominate the Megaverse. 

Government 
Like all Splugorth controlled worlds, these planets are ruled 

by an abso lutist government, controlled by the Splugorth intelli-
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gences and their minion s. Each of the four lordships are contro l
led by an individu al Splugorth inte lligence; there are no 
alliances or treaties between them. Howeve r, they could, if they 
des ired, work together, and they occasio nally share informat ion. 

Society 
These worlds are dominated by alien monsters that enjoy en

slaving, torturing and eating humano ids. Powe rful supernatural 
entities enjoy as many rights and privile ges as they can defend 
throug h strength . Humans and other races are in constant danger, 
and suffer the contempt and host ility of the monster races. 

The Paradise 
Federation 
Population Breakdown: 2 1 billion (estimated) plus billion s of 
visitors. 
Pleasurers 5% 
Humans 9% 
Wolfen 8% 
Changelings 4% 
Other races 74% (thou sands of races from all over the Megav
erse) 

The Paradise Federa tion is a group of 26 worlds. Each is a gi
gantic vacat ion spot with eve rything from the seediest vice 
towns to the most sophisti cated gaming areas. Founded by the 
Paradise Foundation, these planets are the best-known vacation 
spots o f the Three Galax ies, and attrac t billion s of customers 
every year. Each pleas ure world in the federation is known as 
"Paradise" plus a number to ident ify it. The number s represent 
the order of const ruction: Paradi se-I, Parad ise-II, and so on. 
Each planet has natural habitat s represen ting all possible cli
mates and weather, from arid deserts to flowering jung les. Visi
tors can scale mountains, engage in boating and scuba diving, 
lounge around in tropica l forests of flowers and song birds, or 
participate in all kind s of sports and outdoor activ ities. Many 
peop le only come to enjoy the strange and exotic sights the plan
ets have to offer. 

However, there is far more to Paradise than pleasant scenery 
and sports. All the Parad ise planets are divided into "towns." Of 
course, some of these so-ca lled towns are the size of cities and 
offer a vast range of entertainment. There is Fun Town, special 
izing in ride s, circus acts, and all the elements of a theme park; a 
Luck Town, basicaJly a giant cas ino where all forms of gam
bl ing can be found ; Love Town, which caters both to couples 
looking for a romant ic time and people wishing to find new 
loves ; and Vice Town, where peop le can pursue all kinds of 
pleasures, including drugs and prostitution. The quality and 
types of enterta inment are only limited to the customer 's bank 
account. For the right price, virtua lly anything can be had or 
done in Parad ise. Tour package s (including lodg ing but not 
meals) range from 200 credits a day to as much as several mil
lion credits per day, depending on the tastes and resources of the 
vacationer ! 



Government 
The Paradi se Planet s are run like a business by the Paradi se 

Foundation. Each planet has a regiona l manager who is in 
charge of the whole operation, assisted by Town Managers in 
charge of each town. All permanent citizens of the Paradi se 
worlds are employee s of the Foundation, and every business on 
the planet belongs to that mega-corporation. 

Regional managers answer to the Paradise Foundation Board 
of Directors loca ted at Paradi se-I. The Board of Directors is 
made up of peop le of diver se races. Their on ly goa l is to make a 
profit on their investment. So far, they have. The Paradi se plan
ets rack up trillion s of cred its in profit each year, making the 
foundation one of the largest corporatio ns in the Three Galaxies. 

Each planet is protected by a private security force licensed 
by Naruni Enterpri ses. The Paradi se worlds have a small defense 
fleet to prevent invasions and raids. So far, they haven't been 
needed. 

Society 
The Paradi se worlds are giant theme parks. The employees 

have a one to ten year contract and are expected to be always 
pleasant and patient with the customers. There are no labor un
ions or representatives. If an emp loyee has a prob lem, he has to 
take it to his boss , and he has no recourse against management 
decisions or unfair treatment. Despite this , the high salaries paid 
by the foundation and their dedication to business attracts all 
kinds of emp loyees, from entertainers and sports figures, to busi
ness executives and call-girls. 

Despite the claims of the Foundation, crime is not an uncom
mon thing on these worlds. Most of it cons ists of petty theft, un
sanctioned gambling and minor rip-offs . Some employees are 
small-time crim inals, or spies from other civilizations who use 
the vaca tion worlds as a cover for covert activities. The occa 
sional assass ination also occurs here, but rarely, because the lo
cal security works very hard to solve such murders and to ensure 
they don 't happen again. Violent crime is bad for business and 
the authorities respond to it quick ly and efficient ly. 

Foreign Affairs 
The Paradise Foundation tries to stay away from galactic 

politics. They are businessmen above all, and want to do busi
ness with everybody. However , they have had their share of 
problems with the CCW. The Consortium believes that the Para
dise Foundation engages in slavery (which is true) and has tried 
to impose a boycott on the Paradise resort planets. Regrettab ly, it 
is impossible to enforce the boycott. Vacationers simp ly book 
passage to a non-CCW planet and from there fly to a Paradise 
world. Besides the CCW, no other planetary government has 
meddled in the affairs of the Paradise Foundation. This is possi
bly due to the interest and politics of Naruni Enterprises in sup
port of the resort worlds. Two of the members on the Paradise 
Foundation' s Board of Director s are also Naruni board member s 
and it is rumored that Naruni Enterprise s is a major stockholder. 

Pleasurer R.C.C. 
The plea surer race is probably related to the changelings from 

the Palladium World (which may account for the large popula 
tion of change lings on the Paradise worlds). This empat hic 
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shape-shifting race doesn 't have a known planet of origin , which 
has led to speculation that they are bio-engineered creations of 
the Gene-Sp licers, or some other organization. They are best 
known for their power to sense somebody 's deepest desire and 



then transform themselves to accommodate that desire. Further
more, pleasurer s are empaths who feel what their "clients" feel, 
so they feel pleasure by giving people pleasure . They are the ul
timate entertainers and are an important part of the Paradise 
worlds. 

The pleasurers are not necessarily benevolent. Their idea of 
"good times" may be. lethal, like the ecstatic rush a victim of a 
drug overdose feels, or the adrenaline-filled last moments of 
somebody falling to his death! Many are addicted to their work, 
coveting the strong emot ions they feed upon , so they encourage 
patrons to cont inue their vices and take reckless chances. This 
lust for adrenaline and powerful emotions can also work them 
into a frenzy or obsessive behavior that can result in a comp lete 
loss of self-contro l (they react to the mob) or incite riots and 
other acts of violence. Those who derive pleasure when some
body is feeling pain may become assassins and torturers. Besides 
entertainers, Pleasurers often act as spies, both for the Paradise 
Foundation and other organization s. 

Available as a player character, subject to the approva l of the 
Game Master. 
Alignment: Any, but often selfish. 
Attributes: I.Q. 3D6+6, M.E. 3D6+6, M.A. 4D6+4, P.S. 3D6, 
P.P. 4D6, P.E. 4D6, P.8. N/A, Spd. 4D6 
Size: Varies with their current shape 
Weight: 130 to 200 lbs (59 to 91 kg). 
M.D.C.: By armor only. 
S.D.C./Hit Points: 1D6x 10 + 40 S.D.C. plus skill and O.C.C. 

bonuses. Normal hit points. 
Horror Factor: Varies with shape, typica lly not more than 12. 
P.P.E.: 3D6 
Average Life Span: 200 years 
Natural Abilities: Shapeshifting: Can assume any humanoid 

form, but their weight remains unchanged. Hair, fur and 
scales can be imitated. More important ly, the pleasurer can 
pick-up images in a person's mind and take the shape of those 
images. Loved ones, private fantasies, and famous people are 
among the pleasurer's repertoire of shapes. Note: Disguise 
ability equal to 70% +2% per level of experience. 

Tele-Empathy and Empathic Dependence : Pleasurers can 
sense feelings and surface thoughts. Thi s is a natural power 
that costs no I.S.P. points , and has a range of 100 feet (30.5 
m) plus 30 feet (9.1 m) per leve l of experience . Furthermore, 
the character can experience the feelings of one or more peo
ple as if they were its own - happine ss will make it happy , 
depression will make it sad, and so on. A few can rever se the 
"emotional charge" to feel the opposite a person is feeling, 
turning pain into pleasure, for example, or to exper ience 
pleasure whenever the subject feels any strong emotions, both 
positive and negative. Pleasurer performers can "tune into" 
the mood of a crowd, receiving a super-charged surge from 
their feelings. The character can shut off this power at will by 
raising a mind block (see psionic powers), unless they have 
lost themselves to the emotions: 01-60 % chance, but only ap
plicable when emotions are extreme ly high, or a crowd of 
people are lost in the emotions of the moment (such as during 
a concert, fight, riot, etc.). 

Psionic Powers: Pleasurers are considered to be major psionics. 
Select three powers from each of the sensitive, physical and 
healing categories , plus they automatically have mind block, 
sense evil, see aura and empathy (the latter has 3 times the 
normal range). 89 

I.S.P.: 2D6xl0 plus 10 per level of experience. 
Magic Powers: None. 
Vulnerabilities/Penalties: Pleasurers can become addicted to 

one person' s emotional state, or the frenzy of a crowd. Most 
above seventh level will have deve loped 1D4 phob ias and/or 
obsessions (G.M or player can opt for other insanities if they 
seem appropriate , but most of these beings have an incredibly 
high mental endurance). 

R.C.C. Skills: Include bonuse s due to shapeshifting (can alter 
limbs and lungs to become exce llent dancer s and singers) 
Four Languages of Choice ( + 20%) 
Dance (+20%) 
Play Musical Instrument (Two of Choice) (+10%) 
Sing (+20%) 
First Aid (+5%) 
Acrobatics 
T.Y.Nid eo (+ 10%) 
W.P. : One of Choice 
Hand to Hand: Basic 
Hand to Hand: Bas ic can be changed to expe rt at the cost of 
one "other" skill or to martial arts (or assassin if an evil align
ment) at the cost of two skills. 

R.C.C. Related Skills: Select 8 other skills. Plus select two ad
ditional skills at levels three and six, one at level nine, and 
one at leve l twelve. All new skills start at level one profi
ciency. 
Communications: Any (+10%) 
Dome stic: Any (+5%) 
Electrical: Basic only. 
Espionage: Any (+5%) 
Mechanical: None 
Medical : Paramedic only. 
Military : None 
Physical: Any 
Pilot: Any 
Pilot Related: Any 
Rogue: Any (+6%) 
Science: Basic and Advanced Math only (+10%) 
Technical: Any (+10%) 
W.P.: Any 
Wildernes s: None 

Secondary Skills: The character also gets to select five secon
dary skills from the previous list. These are additional areas 
of knowledge that do not get the advantage of the bonus 
listed in parenthe ses. All secondary skills start at the base 
skill level. Also, skills are limited (any, only, none) as pre
viously indicated in the list. 



Other Worlds 
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Besides the civilizations descr ibed above, there are hundred s 
of independent planets and small confederation of planets (20 
member worlds or less). Listed be low are some of the most nota 
ble groups. Some of them will be further deve loped in future 
Phase World sourcebooks. 

The Galactic Pirates: Pirate ,ands often build a spacepo11 
(or capture one) on, or near a r~mote or hidden planet. These 
ports may be on a planet's surface or be a space station , an aster
oid, moon or planetoid which they use as a staging base for their 
raids. A few of these pirate dens have become large underworld 
trading centers, a place for bandits and smugglers to exchange, 
sell (and even steal) goods and services. In all of those places 
lawmen are definitely not welcome. 

Entity-controlled Planets : ln Three Galaxy terms, an "e n
tity" is any being with powers beyond the technology or magic 
available to the most advanced civilizations. Supernatur al intelli-
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gences, demon lords and so-ca lled "gods" all belong to this ca te
gory. Mo st politica l and economic power in those worlds are in 
the hands of one or a handful of entities and their minions. A few 
planets are controlled by a pantheon of gods (see Rifts Conver
sion Book Tuo: Pantheons of the Megaverse for more infor
mation about gods and their minion s). Many of those gods are 
relatively primitive, but have the power to face off starships sin
gle-handed. On many occas ions, an exploration ship has had the 
misfortune of making contact with a powerful but insane crea
ture(s) that may subject the crew member s to all manner of le
thal games for its amusement. 

Not all entities are malevolent. A few even take a part in ga
lactic affairs, fighting against would-be tyrants , supernatural 
threats and other dangers. However, for the most part , they are 
distrusted by all " lesser" beings. So far, thirty-three entity con
trolled worlds have been recorded in the galactic records. Nine 
of them exist among the United Worlds of Warlock. 



Organizations of Note 
Besides the planetary confedera tions described above, there 

are a number of organizations whose influence is felt in the 
Three Galaxies. None of them can be considered planetary gov
ernments - at least of any known planet s. 

The Star Hives----
The Star Hives are located somewhere outside the Three Gal

axies. Nobody know s whether their minion s, the Hive Spawn, 
are travelers from a neighboring galaxy or transdimensional in
vaders, but the latter is thought to be more likely. The hive
spawn are vaguely insectoid in fomi and behavior. The race is 
made up of several sub-species, each specialized to fulfill one 
role within the hive community. Amon g the sub-species are the 
heavily armored killer beetles, the vacuum wasps (able to soar 
through space like a fighter jet), and the termite engineers, su
per-intelligent builders who secrete their own building materials. 
Biologically, the hive -spawn have been discove red to be si licon
based creatures who do not need oxygen to survive. 

Little is known about their culture or goals, because most 
contacts with the Star Hives have been violent. It seems that 
each Star Hive is an independent unit , a kingdom (or an ant-hill , 
as it were) unto itself. Like ants, they scavenge raw mater ials 
wherever they can find them, mining moon s, asteroids and plan
ets - without regard as to whether or not they are inhabit ed. 
Ships unfortunate enough to run across a Star Hive's path are 
usually attacked without mercy by the hive-spawn. The ship 
(and its crew!) are disassembled into usefu l compon ents and 

taken into the hive. These acts have generated a "shoot first, ask 
questions later" policy on the part of most civili zations when it 
comes to these strange beings. 

Most hive-spawn seem to be mindle ssly devoted to their work 
and the hive. They will sacrifice themse lves unflin chingly and 
will fight to the death against hopele ss odds. This has led many 
researchers to conclude that the hive-spawn are mindless drones 
controlled by a group intelligence. This belief, however, has 
been disputed by the existence of severa l individu al hive-spawn 
(all of them either vacuum wasps or termite engineers) that 
somehow have become separated from their hives and act as in
dependent beings. They show normal humanoid intelligence, 
emotions and persona lities, and feel no loyalty for their brethren. 
It is more likely, then , that the hive-spawn are menta lly control
led by a psionic intelligence found inside their giant flying hives. 
If that contac t is somehow severed, the hive-spawn' s natural in
telligence reasserts itself. This could mean that the hive-spaw n 
are not murderous monsters but victims themselves - the slaves 
of a greater power that control s them, and forces them to do its 
bidding. The handful of free will hive -spawn are of little help as 
they can 't remember any such controllin g beings and can 't ex
plain the actions of their murderous brethren better than anybody 
else. There hasn't been much effort to confirm either theory, 
since any Star Hive that is detected near the Three Galaxies is at
tacked and obliterated without warning by all humanoid fleets in 
the area. 

Raids by the hive-spawn hav e increased in numb ers lately. 
Somebody has started circulatin g stories about a huge, sun-sized 
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Mother Hive that can disgorge billions of warriors, able to over
power and eat an entire planet in a matter of hours! The se ru
mors remain unconfirm ed, but may be true. 

Killer Beetles 
Killer beetles are the line trooper s of the Star Hives. These 

heavily -armored creat ures resemb le a centa uroid beet le/insect
man. They stand on insectoid legs surrounding a flat, crab- like 
armored body. A torso with four arms protrude s from the body, 
topped by a beetle- like head with a nasty set of mandible s. The 
arrns end in three talons which are dexterou s eno ugh to be used 
as hands, as well as able to slice through mega -dama ge armor. 
They protect the interior of the Hive, or are sent to board enemy 
ships that come into direct contact with the hive or the scaveng
ing legio ns. 

The se creatures are mindless killing machines. They will at
tack any living thing that is not recog nized as a hive-spaw n of 
their own hive. ln other words, even hive-spawn from other 
hives will be attacked. The creatures prefer to attack in close 
combat, tearing their enemies apart and leaving their corpses for 
the worker ants to carry off . However, they are able to generate 
powerful psionic energy bolts for long-range combat. 

NPC Villains - Not available as player characters. 
Alignment: Cons idered evil. 
Attributes: I.Q. 2D4, M.E . 3D6, M.A. 204 , P.S. 406+20, P.P. 
4D6, P.E. 506, P.B. 204, Spd. 5D6; superhuman strength and 
endurance. 
Size : Ten feet (3.0 m) tall and ten feet (3.0 m) long. 
M.D.C. by Location: 

Main Body - 106 x l 00+ l 50 



* Legs (8) - 20 
Centauroid Torso - 4D6xl0+50 
* Arms (4)- 60 
* Head-90 
* All of these targets are small and hard to hit, requiring a 
called shot at -4 to strike. 

Horror Factor: 12 
P.P.E.: 4D6 
Average Life Span: 20 years. 
Natural Abilities: Multi-spectrum v ision equivalent to cyber

netic multi -optics eye and radar (range 200 feet/6 1 m). Re
genera tes lost limbs and M.D.C. at the rate of 1D4xl0 
M.D.C. per 8 hour rest period. Able to psionica lly recog nize 
member s of its own hive and attacks all othe rs. 

Experience Level: Average 1D6+ 1 
Psionic Powers: See aura, see the· invisible, sense magic, and 

mind-block auto-defe nse. Plus telepa thy that costs no I.S.P. 
but only works betwee n Hive members. Spec ial: Energy bolts 
that inflict 5D6 M.D., Range: 1000 feet (305 m), I.S.P. Cost: 
8 per bolt. 

I.S.P.: 2D6x IO plus IO per level. 
Magic Powers: None 
Combat (Natural abilities): Five hand to hand attacks at leve l 

one; add one more attack at levels three and seven. 
Damage: Add 2D6 M.D. to hand to hand damage . Bite: 5D6 

M.D. 
Bonuses: +2 on initiat ive, +3 to strike, +5 to parry and dodge, 

+3 to roll/pull punch , +3 save vs magic, +6 to save vs horror 
factor. All these are in addition to attribute bonu ses. Add + 1 
to strike at level four, and + I to parry and dodge at leve ls 
thr!!C and seven. 

Vulnerabilities/Penalties: Take s double damage from psionic 
attacks. 

R.C.C. Skills: Limited skills; track by scent 60% plus 3% per 
level, swimming 80%, and movement: zero gravity 75%. 

Vacuum Wasps 
Optional Player Character 

Vacuum Wasps are living fighter ships able to travel at super
sonic speeds and fire energy bolt s. Whenever a Star Hive ap
proaches a dangero us object or potential prey (such as a 
starship), the wasps swarm out and attack. They usually rush the 
ship and try to break inside, attack ing and killing everyone 
within. Vacuum wasps attack heed less of personal danger or 
casualties. They fight until they are all killed. They are not mind
less attackers, however , and often make feints and use tactics to 
overwhe lm enemies. They know where to go to cripple a ship 
and usua lly head for the bridge, or engine room first, where they 
can do the most damage. 

A few vacuum wasps have become self-aware and sentient, 
abandoning their Hives to make a life of their own among hu
manoid beings. They are usually persecuted in most places of the 
Three Galaxies, but sometim es find refuge among outlaws, spac
ers, pirates and adventurers. 

Available as a player charac ter, subject to the approva l of the 
Game Master. 
Alignment: Any. When under the contro l of a Hive, usually 
cons idered aberrant or diabolic. 
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Attribute s: I.Q . 2D6 (3D6), M.E. 3D6, M.A . 4D6, P.S. 3D6+ 10, 
P.P. 3D6+6, P.E. 3D6+6, P.H. 2D4 , Spd. 6D6 runnin g, Mach 6 
in an atmosp here , Mach IO in space. The 1.Q. value in parenthe 
ses is for sentient vacu um wasps. 
Size: 12 feet (3.6 m) tall. 
Weight: 2000 lbs (907 kg). 
M.D.C.: ID4xt00 
Horror Factor: I 0 
P.P.E.: 3D6 
Average Life Span: 100 years 
Natural Abilities: Multi- spectrum vision: Sight is equiva lent to 

cybernetic multi-optic s eye and radar (range 2000 feet/610 
m). Regenerates lost limbs and M.D.C. at the rate of I D4x!O 
M.D.C. per 8 hour rest period. Able to psion ically recognize 
member s of its own hive; attacks all others. 

Superso nic night: Fly at up to Mach 6 in an atmosp here or 
Mach 10 in space. · 

Bio-e lectric Blast: The vacuum wasp can generate elec
tricity and fire electrica l blasts inni cting 3D6 M.D. at level 
one plus I D6 per additional leve l. Range: 4000 feet ( 1200 m) 

Experience Level: Average I D6+2 
Psionic Powers: See aura, see the invisible, sense magic, and 

mind -block auto-defense. Plus telepathy that costs no I.S.P. 
but only works between hive members. 

I.S.P.: 3D6xl O plus IO per level. 
Magic Powers: None 
Combat (Natura l abilities): Four hand to hand attacks at level 

one, p lus add one attack at leve ls three, seven and ten. 
Damage: Claws inflict 2D6 M.D. plus P.S. damage. 
Bonuses: +3 on initiative, +3 to strike, +3 to parry and dodge, 



+2 to dodge while flying (total +5 to dodge), +2 to roll with 
impact, +2 to pull punch, +2 to engage in dogfighting, +2 
save vs magic, +6 to save vs horror factor. Add + 1 to strike at 
levels four, seven and twelve, and + I to parry and dodge at 
levels three, six, and nine. All these are in addition to attrib
ute bonuses (hand to hand combat skills as used by humans 
are not applicable) .. 

Vulnerabilities/Penaltie s: Takes double damage from psionic 
attacks. 

R.C.C. Skills: Normal Vacuum Wasps have no skills. Sentient 
Vacuum Wasps can select the following skills: 
Two Languages of Choice (+5%) 
Navigation: Space (+5%) 
Piloting: One of Choice (+10%) 
Weapon Systems (+5%) 
W.P.: One of Choice 

R.C.C. Related Skills: Select 8 other skills. Plus select one skill 
at levels three, five, seven, ten and twelve. 
Communications: Any 
Domestic: Any 
Electrical: None 
Espionage: None 
Mechanical: None 
Medical: First aid only. 
Military: None 
Physical: Swimming and Climbing only. 
Pilot: Any (+5%) 
Pilot Related: Any (+5%) 
Rogue: Prowl only (+5%) 
Science: Basic and Advanced Math only 
Technical: Any (+5%) 
W.P.: Any except Hand to Hand skills and boxing. 
Wilderness: Any 

Secondary Skills: The character also gets to select six skills 
from the previous lists. These are additional areas of knowl
edge that do not get the advantage of the bonuses in parenthe
ses. All secondary skills start at the base skill level. 

Termite Engineers 
Optional Player Character 

These creatures are the builders of the Hive. They secrete a 
glue-like M.D.C. substance that they can mold to build struc
tures. The tern1ite engineers are the smartest inhabitants of a Star 
Hive, and the most likely to achieve self-awareness. They are 
bipedal and have two sets of anns with tiny fingers, which they 
use to expertly sculpt their creations. Those who become sen
tient can learn a great deal of science and technology. Since they 
face the same prejudices as all hive-spawn, however, they often 
end up associating with criminals, outcasts and adventurers. 

Alignment: Any when sentient. Aberrant or diabolic while un
der the control of the hive. 
Attributes: J.Q. 306 (3D6+6), M.E. 3D6, M.A. 3D6, P.S. 3D6, 
P.P. 306+6, P.E. 406+3, P.B. 2D6, Spd. 406; the I.Q. value in 
parentheses is for sentient termites. 
Size: 7 feet (2.1 m) tall. 
Weight: 300 lbs (136 kg). 
M.D.C.: I D6x IO plus 3D6 per level. 
Horror Factor: 10 
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P.P.E.: 306 
Average Life Span: 200 years 
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Natural Abilities: Multi-spectrum vision equivalent to cyber
netic multi-optics eye and radar (range 2000 feet/610 m). Re
generates lost limbs and M.D.C. at the rate of 1D4x10 



M .D.C. per 8 hour rest period. Able to psionically recog nize 
members of its own hive. Secrete Chitin: The tennit e engi
neer can secrete a gooey substance it can mold into M.D.C. 
strucLUres. Up to IO M .D.C. per leve l of experience can be se
creted in a melee round (co unts as one attack/ac tion). Th e se
cretion can be used offensive ly to engulf and entangle a target 
( + 3 to strike; range 60 ft/ 18.3 m). The target is trapped unti l it 
can break free by depleting the M.D.C. of the sticky sub
stance. The engineer can mold the chitin to plug holes in 
walls and large structures like starship s, to form manacles to 
contain pri soners, and so on. Howeve r, it cannot repair body 
armor with it. 

Experience Level: Average 1D6+2 
Psionic Powers: See aura, see the invisible, sense magic, mind 

block auto -defense and telekine_sis (super) . Plus te lepathy that 
costs no l. S.P. but only works betwee n Hive members. 

I.S.P.: 3D6x l O plus 10 per leve l of experience. 
Magic Powers: None 
Combat (Natural abilitie s) : Two hand to hand attacks at level 

one, plus one additional attack at levels four, e ight and 
twelve. 

Damage: Claws add I D6 M .D. to hand to hand damage. 
Bonuses: + 1 to strike, +2 to parry and dodge, +3 to roll with im

pact, +3 to pull punch,+ I save vs magic, +6 to save vs horro r 
factor. Add + I to str ike at leve ls six and ten, and + I to parry 
and dodge at leve ls five, eig ht and twe lve. All these are in ad
dition to attribute bonuses. 

Vulnerabilities/Penalties: Takes double damage from psionic 
attacks. 

R.C.C. Skills: Normal termite engineers have a bas ic Chitin 
Molding skill at 50% p lus 2% per leve l of expe rience. Sen
tient termite engineers have the same skill (+10%) as we ll as 
the fo llowing: 
Two Lang uages of Choice (+20%) 
Basic Math (+15%) 
Carpe ntry ( + 10%) 
Basic E lec tronics (+ I 0%) 
One W .P. of Choice 

R.C.C. Related Skills: Se lect 12 other skill s. Plus selec t two 
skill s at leve l four , and one ski ll at leve ls seve n, ten and 
twelve. 
Communi ca tions: Any (+5%) 
Domestic: Any 
Electrica l: Any (+5%) 
Espionage: No ne 
Mechanical: Any (+5%) 
Medical: Any 
Military: None. 
Physica l: Swim min g and Climbing only 
Pilot: Any (+5%) 
Pilot Related : Any (+5%) 
Rog ue: Prow l only (+5%) 
Science: Any (+ 10%) 
Tec hnica l: Any (+5%) 
W.P.: Any exce pt Hand to Hand skill s. 
Wi lderness: Any 

Secondary Skills: The charac ter gets to select five sk ills from 
the previous list. These are additional areas of know ledge that 
do not get the adva ntage of the bonuses listed in paren theses. 
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Worker Ants 
These are min dless servant s of the hive that perfonn such ba

sic tasks as repairin g damage (under the superv ision of termit e 
engineers), stor ing food and acting as a last line of defense if the 
Star Hive is attacke d . The workers loo k like giant ants with 
ove rsized mand ibles which they use to carry objec ts and attack 
enemies. 

NPC Villains - Not available as player characters. 
Alignment: Considered to be ev il. 
Attribute s: 1.Q. 106, M.E. JD6+6, M.A. ID6+6, P.S. 2D6+ 12, 
P .P . JD6+ 12, P.E. 10 6+ 12, P .B. 10 4, Spd . 10 6+ 12 
Size: Six feet ( 1.8 m) long and 4 feet (1.2 m) tall. 
Weight: 180 lbs (82 kg). 
M.D.C.: 2O6x l0 M.D.C. 
Horror Factor : 9 
PP.E.: 10 6 
Average Life Span: 10 years . 
Natural Abilit ies: Hea l 4D6 M .D.C. per 8 hour rest period, ab le 

to psionica lly recog nize and communi cate with Hive mem
bers (attacks all others) . 

Experience Level: Average 1D4+2 
Psionic Powers: None, other than the ability to commun icate 

psionically with hive members. 

Magic Powers: None 
Combat: Na tural abilit ies. Three hand to hand attacks per me

lee . Add + 1 attack at leve ls five and ten. 
Damage: Bite: 3D6 M.D. 
Bonuses: +2 to strike, +3 to parry and dodge , +6 to save vs hor

ror factor. All these are in additi on to attr ibute bonuses. 
Vulnerabilities/Penalties: Take double damage from psionic at

tacks. 



Hive Queens 
Alien Intelligences --------------------------------- -

In the innenno st chamber of the Star Hiv e, protected by thou
sands of worker ants and ki ller beetl es, lies the Hive Queen. She 
is an alien insect being of great power. It is bel.ieved that hive 
queens can live to be thousands of years old and that they may 
be alien beings from anoth er dim ension. On the few occas ions in 
which a hive has communica ted with outsiders, the Queen has 
shown to be fully sentient and intelligent , and able to under stand 
other creatures. Howev er, this awaren ess and understandin g has 
not stopped the Star Hive s' poli cy of attacking and destroyin g all 
outsiders. · 

Hive Queens look like enonnous wonn-lik e creature s with in
sectoid mandibles and six sets of eyes on their heads. It can only 
craw l slow ly, but is capable of short bursts of speed in combat. 
Most of the time it relies on its powerful psionic powers. 

Alignment: Any evi l. 
Attributes: LQ. 206+ 14, M.E. 306+10, M.A. 3D6+8, P.S. 
306+20, P.P. 306 , P.E. 406+10, P.B. I D6, Spd. I D6. 
Size: 30 feet (9.1 m) long and 12 feet (3.7 m) tall. 
Weight: 12 tons (10,900 kg). 
M.D.C.: 1D6x !O00 
Horror Factor: 15 
P.P.E.: 1D4xl0 
Average Life Span: 50,000 yea rs 
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Natural Abilities: Ab le to control and communi cate with the 
entire hive popu lation and can see and speak throu gh the eyes 
of any of the Hive members. In addition it regen erates 
1O4x 10 M.D .C. per minut e (4 melee round s), fires mind 
bolt s that inflict ID4x IO M.D. (500 feet/152 m range) and 
possesses other psionic power s. 

Experience Level: Average I D6+6 
Psionic Powers: Knows all sensitive powers plus bio-man ipula

tion, empathi c tran smission , mentally possess others, mind 
block auto-defense, mind wipe , telekinesis, and telekineti c 
force field. 

I.S.P.: 3D6x l00 
Magic Powers: None. 
Combat: Five hand to hand or psionic attacks per melee. 
Damag e: Bite inflicts I D4x IO M.D. , claws do 2D6 M.O. 
Bonuses: +5 to strike and parry , + l dodge, +4 to save vs mag ic, 

+4 to save vs psion ics, and + IO to save vs horror factor. 
Vulnerabilities /Penaltie s: None. Highly resistant to psionic at

tacks. 
R.C.C . Skills: Has little use for nonnal skills. Te lepathica lly 

know s all languages, has demon and monster lore at 70% plus 
5% per leve l, plus wilderness survival, land navigation, swim, 
and basic math, all at 92%. 



The Dominators 
These ancient beings are one of the scourges of the galaxies, 

and one of the reasons there aren't many anc ient civilizations. 
They are believed to be the lone survivors of a race of god- like 
beings. A few argue they might have been the First Race , but 
most people do not want to believe this because they once en
gaged in genocidal warfare against the rest of the civilizations of 
the Three Galaxies. The war ended about 50,000 years ago, ac
cording to archeological records. When the dust set tled, all star
faring civil izations in the area had been wiped out or bombed 
back to the Stone Age. The dominators' own culture was de
stroyed when their home planet was blown up by a black hole 
projector , a doomsday weapon whose secrets have been thank
fully lost. A few hundred dominators escaped in their personal 
spaceships, giant planetoid-sized behemoths with enough fire
power to devastate a planet. Since then, they occasio nally appea r 
to plague the starfaring races of the Three Galax ies. 

The cosmo-knights are the nemes is of the Oominators. When
ever a dominator or a rumor concern ing their appearanc e be
comes _ known, most cosmo-knig hts will drop everyt hing else to 
search for these beings and destroy them. The Splugorth also 
loathe these beings, because they have been responsible for the 
deaths of dozens of Splugorth intelligence s over the millennia. 
Naruni Enterprises seems to like dominators because whenever 
they show up there is a dramatic increase in the demand for 
weapons and war machines. 

There is a rumor that a dominator ship has managed to travel 
to other dimensions, spread ing terro r wherever they go. It might 
even show up on Rifts Earth one day! 

The Dominator R.C.C. 
Non-Player Character Villains 

Oominators are giant, 30 foot (9. 1 m) tall creatures with 
bleach-white skin, smooth, round heads and faces, and big black 
eyes. Their mouths and noses are tiny and flat, giving the domi
nators an almost comica l appearance. There however is nothing 
funny about these murderous creat ures. They live only to defeat 
and destroy other creatures. Sometimes they set themselves up 
as kings and warlords of a planet, building up an army of con
quest. These tyrants and would -be conquerors have caused more 
misery and destruction than their lone-wolf counterparts. Others 
have become involved in crimina l activities like slave trading 
and smuggling, using humanoid pawns as go-betwee ners. 

The ancient technology of the dominators is superior to 
everyth ing current designers can create. Their weapons and ar
mor are unmatched. Fortu nately, their numbers are few and most 
of them work alone. 
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Alignment: Any evi l. 
Attributes: 1.Q. 2D6+ 18, M.E. 2D6+ 18, M.A. 2D6+ 18, P.S. 
406 +36, P.P. 306+6, P.E. 306+ I 8, P.B. 204, Spd. I D6x IO; su
pernatural attribute s. 
Size: 30 feet tall (9. 1 m) 
Weight: 10 tons (9070 kg). 
M.D.C.: 2D4x I 000 
Horror Factor: 15 
P.P.E.: 2O6xl 0 
Average Life Span: Unknown, presumably indefinite. 
Natural Abilities: Superior technological knowled ge, regener

ate 4D6 M.O .C. per melee round, effect ively immortal , and 
superior senses. 

Experience Level: Average 106+ 8 
Psionic Powers: Natural mind block (no I.S.P. cost) and highly 

resistant to psionic powers (see M.E. attribute). 

Magic Powers: None. 
Combat: Equivalent to Hand to hand: Assass in. 
Damage: Varies with P.S. 
Bonuses : + I on initiative , + 1 to strike, +2 to parry and dodge, 

+IO to save vs horror factor. These are in addition to attribute 
and skill bonuses. 

Vulnerabilities/Penalties: Dominators take double damage 
from magical attacks and weapons. 

R.C.C. Skills: Select 24 skills, with a+ 15% bonus. Oominators 
do not need any skills to operate their giant starships, which 
are run by computers , but most pick up a number of useful 
skills over the centuries. Plus select four W.P.s and Hand to 
hand: assassin. 

Alliances and Allies: Sometimes make alliances with alien in
telligences , evil gods, demons, and fallen knights. Tend to be 
loners . 

Weapons: Starsp litter: This weapon varies in appearance from 
dominator to dominator, but its powers are roughly the same. 
Most Starsplitters resemble axes, halberds or other polearms. 
They intlict 3D6x l 0 M.D. plus hand to hand damage when 
wie lded as a melee weapon, or they fire bolts of cosmic en
ergy that intlict 4D6x l0 M.D. (either counts as one melee at
tack), with a range of 2000 ft (610 m). 

Nova Gun: A pistol that fires super-heated plasma, with 
two settings doing either 2D6x l 0 M.D. or I D4x l00 M.D. re
spectively . 

Collector Bubbles: Small spheres that when thrown grow 
to surround the target in a bubble of energy. The bubble has 
500 M.D.C. and takes one-tenth damage from energy weap
ons (double damage from magic). 

Plus most dominators have 1 D6 additional ll!lique and/or 
powerful weapons and vehicles they have collected over the 
eons. 

Body Armor: Segmented plate and helmet, providing l 000 
M.D.C. protect ion to the body and 500 M.D.C. to the limbs 
and head. 
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The Cosmo-Knights 
Guardians of the Cosmic Forge 

Since the beginning of recorded history in the Three Galax
ies, the cosmo-knights have been an enduring presence in galac
tic affairs. Venerated and loved, persecuted and feared, these 
super-powerful beings have defended the lives and rights of sen
tient beings against those who would enslave or destroy them. 
Their enemies claim that the cosmo-knights are meddlers who 
serve an alien and possibly evil master. Everybody, friend or en
emy, takes them seriously. 

The popular belief about the cosmo-knights is that they are 
the creation and agents of the Cosmic Forge , the mythical crea
tion of the First Race, a living artifact of incredible power. In 
this case, the mythology is accurate. The cosmo-knights are 
given their power from the Cosmic Forge! Their bodies are pure 
batteries of cosmic energy, and are powerful enough to go toe to 
toe with a starship! Their tremendous power comes with great 
responsibility. The knights have many enemie s, includin g fellow 
knights and their own spirits. Power corrupts, and the cosmo
knights are always struggling against the temptation s that their 
power presents to them. Those who fail this battle lose their 
powers and become Fallen Knights, the most pitiable and dan
gerous beings in the Three Galaxies. Unable to live with their 
shame, many fallen knights go insane, kill themselves, or retire 
to remote parts of the universe to try to purify themselves. Oth
ers are completely overwhelmed by the craving for power and 
make alliances with the darkest forces of the Megaverse. These 
renegade s are sometimes endowed with tremendous supernatural 
abilities which they use to avenge themselves on their former 
brethren. 

Becoming a Cosmo-Knight 
Nobody knows what the requirements for becoming a cosmo

knight are. The chosen come from all wa lks of life, from princes 
and emperors to beggars and criminals. Human s, kreeghor, 
wolfen, and noro have all been chosen, as have member s of al
most every race in the Three Galaxies. The only except ions are 
supernatural creatures like dragons, demon s and the promethean 
race; again, for reasons unknown . Lawmen, scoundrels , normal 
people, male and female, have all been called to serve the Forge. 
All these people share some intangible quality that makes them 
stand out from among the rest. Whether it is inner courage, de
termination, or willpower is unknown . The chosen is contacted 
by the Cosmic Forge in the form of extremely realistic dreams 
(or are they dreams?). The dream shows the sleeping candidate 
in the shining presence of the Cosmic Forge. What the Forge 
looks like changes from person to person. To some, it is a giant 
vat of molten metal from which a face is formed and speaks to 
him. To others, it is a giant, godly version of the same race as the 
candidate, but made out of pure light. To others, it appears as a 
swirling mass of lights that communicates telepathically. 

The candidate is asked to become one with the Cosmic 
Forge . The answer must not be lightly given and candidate s are 
allowed time to think about it and are even shown glimpses of 
their possible future. A future where they may die horribly, be 
persecuted , lose their loved ones, or even become one of the 
fallen knights. Many refuse the responsibility and awake in their 
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sleeping quarter s, with only a faint memory of their experience. 
Those who accept, enter the Cosm ic Forge and are bathed by un
imaginable energies. Their bodies and souls are seared and 
reshaped by cosmic forces . When they emerge, they are trans
formed by their experience. 

Cosmo-kn ights retain their previous appearance and can even 
pass as normal member s of their race (which is important for un
dercover work). However, they no longer have the weaknesses 
of normal mortal s. They are supernatur al beings with incredible 
strength , endurance and virtual invulnerability to energy weap
ons, and are resistant to numerou s other hazards. Furthermore, 
they can summon their "cosmic armor" at will, a metal skin that 
cover s them complete ly, granting them enormou s protection and 
enabling them to fly at trans-light speeds. Some also create a 
personalized weapon or tool that serves them as an implem ent of 
ju stice, and as their personal trademark. Both th!! armor and the 
weapon (if any) change in form, style and color from knight to 
knight. Some prefer a seamless, plain metallic skin. Others favor 
heavi ly decorated archaic or fanta stic armor. Any "one" color 
can be chosen, but all have metalli c hues. 

The Cosmo-Knights' Code of Honor 
The cosmo-knights have a strict code of honor. Unlike the 

codes of the cyber-knights or other chivalric orders of the 
Megave rse, the Cosmic Forge 's Code of Honor has a pragmatic 
streak that gives its champions more leeway when dealing with 
threats to the universe. On the other hand, they are strictly en
j oined against the abuse of power. 

1. To Live 
Live to serve the Cosmic Forge and the Megaverse. 
Live to defend the Cosm ic Forge and all that 's good. 
Live to defend all sentients and the innocent. 
Live to defend Nature and the sanctity of all living worlds. 
Live for freedom, justice, and all that is good. 

2. Fair Play 
Never attack a helpless foe (restrain him if need be). 
A void engaging in torture or abuse. 
Avoid lying and cheating, unless necessa ry for a good cause. 

3. Nobility 
Obey the laws of the lands you visit, unless they are evil. 
Admini ster just ice equally for all. 
Administer mercy equally for all. 
Protect the innocent regardless of class and race. 
Show respect to authority but not corruption. 
Never accept a position of power over others. 
Avoid glory if it leads to self-aggrandi zement. 
Hide yourself among the people until you are needed. 

4. Valor 
Exhibit courage in word and deed. 
Defend the weak and innocent. 
Destroy evil in all its forms. 
Avenge the wronged. 
Never abandon a friend , ally or noble cause . 

5. Honor 
Always keep one 's word of honor. 
Alway s maintain one's principles. 



Never betray a confide nce or comrade . 
Deceive only to serve justice, or to avoid vain glory. 
Respect life and freedom. 
Die with honor . 

6. Courtesy 
Never make fun of those weaker than you. 
Be polite to those who deserve it. 

7. Loyalty 
To one's principles and heart . 
To one's friends and those who lay their trust in you. 
To the destruction of evil. 

Cosmo-Knights in the Three Galaxies 
Cosmo-knights are instructed never to seek leadership posi

tions or any publ ic office beyond that of law enforcer. This is 
probably because the temptati ons of cosmic power are enough to 
handle without complicating them with the temptation s of power 
over others. Cosmo-knights can advise, support , and aid but 
never lead. A few twist this commandm ent a little and become 
the "power behind the throne." They walk a tightrope and are in 
a risky position. Many end up joinin g the ranks of the Fallen. On 
the other hand , they can and ofte n do join forces with other he
roes or protector s. 

The knights are also encouraged to hide themselves unless 
needed. This is to prevent them from becomin g the object s of 
adorat ion, worship, and attention on the part of the people they 
help. Excessive glory and veneration provide an easy path to
wards com1ption and complacency. It also alerts hidden ev il to 
their presence. In man y cases, the cosmo-knight s adopt a "sec ret 
identity" and live amon g their charges as a normal person . Oth
ers retreat to hidden quarter s and have few dealing s with the rest 
of the world , except for close friends and allies. Cosmo-knights 
that become glory hound s often fall and lose their powers. 

Since they are enjoined to support loca l laws, cosmo-kn ights 
do their best to work within the framework of those laws. Some 
times they accept a position as a soldier or policeman. In places 
where tyrannical laws and gove rnments rule, the cosmo-knig hts 
feel no such constraints and disobey those laws with impunit y. 

On Phase World, cosmo-kni ghts are allowed to come and go 
as they please. They are expected to obey the laws of the planet, 
and to defer to the local authorities. Many of these champions 
travel to Phase World to go to other places in the Megaverse, or 
are on the trail of dangerous criminal s who try to hide them
selves in Center. Cosmo-knights often fight side by side with 
promethean and phase adepts and have helped to defend the 
planet many times. 

The Consorti um of Civilized Worlds (CCW) recognize s the 
authority of the cosmo-knights and vice versa. Cosmo-knight s 
who operate within the CCW 's territory or on a specific CCW 
planet must secure a Bonded Deputy license. This is automat
ically given after a brief test to make sure the cosmo-k night 
knows the laws of the Consortium. Bonded Deputies can make 
arrests , use deadly force and have the same duties and privil eges 
as normal CCW police officers. Furthermore, cosmo-kn ights can 
declare a state of emerge ncy on a planet if they discover a cos
mic level threat. Durin g the state of emerge ncy, the authorities 
must do everythi ng in their power to assist the cosmo-kn ight(s) 
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who discove red the danger. By the same token, however , cosmo
knight s are held accountable for their action s. lf a cosmo-k night 
loses his powers on a CCW plan et, he is immediately arrested 
and inves tigated to discover what caused his fall, and whether or 
not it involved any illega l act ivities. 

The Transga lactic Empire, on the other hand , does not recog
nize the cosmo-kni ghts as anyth ing other than super-powere d 
menaces. The kreeghor always try to pit their elite Invincible 
Guard (made up of super-powe red beings) against any cosmo
knights in their terri tory or, failin g that , they hunt them down 
with battleships and armored troop s. Many cosmo-knights have 
joined the Freedom Fighter s active within the Transgalactic Em
pire, and have been party to many nasty defeats inflicted on the 
kreeghor . 

In the territories controll ed by the United Worlds of Warlock, 
cosmo-knights are treated differently from world to world; there 
is no one policy regardin g them .. On many of these planet s, the 
cosmo-knights are considered dangerous troublemaker s and 
dealt with accordingly. Magic is one of the few things that can 
severely harm a cosmo -knight , so they only trave l to UWW 
held planets when it is absolutely necessary. Since many of the 
warlock worlds practice slavery, ritual cannibalism and other 
brutal rites and ritual s, there is often a need for the cosmo
knight s to go there, whether they want to or not. 

Among the independent worlds, reaction s vary widely. Many 
planets hail the loca l cosmo-k nights as their champions. On oth
ers, they have to work covert ly to avoid persecution. The knights 
are sworn enemies of the Splugort h, the Gods of Darkness, most 
alien intelligences, vampires, and demon s. They often work with 
cyber-knights, Atlantean Undead Slaye rs, wolfen Quatoria, drag
ons, demigods and Gods of Light , and other champio ns of jus 
tice. 

Game Master and Players' Note: Cosmo-kn ights are very 
powerful characters and they can be unbalancing and inappropr i
ate for some campa igns. They work best in campa igns where all 
the player characte rs are cosmo-knights or other powerfu l beings 
(demigods, godlings, prometheans , hatchling dragon s, etc.) and 
they confront ga lactic leve l threa ts. As always, Game Masters 
are perfec tly within their rights to reject or modify the cosmo
knight or any R.C.C. or O.C.C. that will unbalance or disrupt his 
campaign. 

The Cosmo-Knight O.C.C. 
An optional player character, subjec t to the Game Master 's 

approval. 

Alignment: Principled or scrupul ous only. A change of align
ment will cause the knight to "Fal l" and lose most of his powers 
(see the Fallen Knight, below) . 
Attributes: Use these die rolls, or the attributes of the charac
ter's original race, whichever are HIGHER. I.Q. 3D6+2, M.E. 
4D6+4, M.A. 3D6+4, P.S. 3D6+32, P.P. 3D6+6, P.E. 3D6+ 10, 
P.B. 3D6 , Spd . 2D4x l0 
Size: Varies with Race 
M.D.C. : 4D6x l0 +60, plus add 4D6 M.D.C. per level of experi

ence. Their Cosm ic Armor adds an additional 500 M.D.C.! 
Horror Factor: None if pretending to be a normal humanoid ; 

12 when revealed as a cosmo-knight in full armor; 15 for be
ings of evil alignment (especia lly if they are wanted crimi
nals). 



P.P.E.: I D6x t00 , plus I D4x t0 per level of experience . 
Average Life Span: Unkno wn. Some cosmo-knights have been 

in service for millennia, but many more have died, retired or 
lost their powers after a few decades. It appears that as long 
as he lives by the knight 's code and retains his power , the 
cosmo-knight does not age and can function as a knight in
definitely. 

Powers of the Cosmo-Knight: 
Note : The kink in the knight 's armor: Despite their incredible 

power (or perhaps because of it), the cosmo-knights have one 
great vulnerab ility, magic. 

Magic spells, circles, wards, weapons, potions, and attacks 
of alt kinds do normal damage, as do psionic and physica l at
tacks like M.D. punches, rail guns, bullets, impact from a 
fall, and explosions. 

1. Resistance to Energy: The cosmo-knights' exposure to the 
transforming energies of the Cosmic Forge have granted their 
bodies near invulnerabilit y to most forms of energy attacks. 
Imperv ious to fire: All plasma, fire and heat attacks (exce pt 
magic fire) do NO damage regardless of the mega-damage 
they may inflict. The knight can fly through the enveloping 
corona of a star, or the center of a thermo-nuclear bomb with
out taking damage ! 

All other non-magical energy attacks, including lasers, 
particle beams, ion beams, and other beam weapons do only 
ONE-HUNDREDTH damage; in other words, divide any en
ergy damage by 100 before applying it to the character's 
M.D.C. total. That means that only the largest and most pow
erful energy weapons have eve n a prayer of harming a 
cosmo-knight. This res istance is one of the things that allow 
these warriors to battle spaceships single-handedly. 

101 

2. Superluminal Flight: The knights can transport themselves at 
faster-than-light (FfL) speeds. To do this, they have to be 
outside an atmosphere and it require s ten minutes of medita
tion , during which time the cosmo-knight's FfL powers be
come charged up. The character suddenly becomes a being of 
pure cosmic energy, and can cove r one light year per level 
per of experience. Each use costs the character 30 P.P.E. and 
temporaril y expend s 30 M.D.C . In an atmosphere, the cosmo
knight can fly at Mach One per leve l of exper ience. 

3. Cosmic Blasts: The character can fire energy beams from his 
hands or eyes; player 's choice of which when first creating 
the chara cter. 

Damage: ln an atmosphere , these beams inflict 1D6x l0 
M .D. at level one and an additional 1D6x l0 M.D. at leve ls 
three, six, nine and twelve . In space , the cosmo-knight can 
spend P.P.E. or M.D .C. to increase the power of the beams: 
50 P.P.E. to double the dama ge or 100 P.P.E: to multip ly the 
dama ge by five ! This multip lier applies to every blast fired 
during the entire melee round. 

Range: 4000 feet ( 1200 m) +300 feet (9 1 m) per leve l of 
experience in an atmosphere. Five miles (8 km) in space, 10 
miles (16 km) if the energy power is increased (applicable 
only in space). 

Bonu ses : + l on initiative and + 3 to strike, in addition to 
normal hand to hand combat bonuses . Note: Blasts doing 5x 
damage are as large and unwieldy as those fired from a star
ship 's cannon ; they are meant to be used in space, agai nst 
large targets. Man-sized targets in space can dodge these en
hanced blasts at +5. 

4. Galactic Awareness: Their connection with the universe al
lows them to sense their position/location wherever they are. 
Thu s, they can navigate without the need of using instru
ments. This gives the character an effective navigation: space 
skill of 89% and land navigation of 92% 

S. Bio-regeneration: I D4x l0 M.D.C. per minute. 

6. Cosmic Armor: The cosmo-knight can summ on a suit of 
skin-tight metallic armor that covers him or her completely. 
The armor design changes from knight to knight and is be
lieved to be a product of the wielder's subconscious. The cos
mic armor provides an additional 500 M.D.C. of protection 
and regenerates/heals at the same rate as the knight's body. 
Some cosmo-knights never remove their armor. Since they do 
not have any physica l needs, this does not affect them, excep t 
maybe psychologica lly . Others prefer to use it on ly when ab
solutely necessary, clinging to the illusion of humanity. 

7. Cosmic Weapon : If the character so desires, the knight can 
invest some of his power into a weapo n. It is created by visu
alizing the weapo n and its powers. Once it is created, this 
weapon becomes a living part of the cosmo- knight and he is 
able to summon it just as he summo ns h is armor. The weapon 
always tries to fly back to its owner, but it can be restrained 
and stolen. A cosmo-knight will go to extreme lengths to re
trieve a stolen weapon and there are tales of cosmo-knights 
who fell from grace for committin g a crime or an injustice to 
regain his cosmic weapon. 
The weapon can be any archaic or hand weapon such as a 
battle axe, sword, mace, spear, polearm and similar. The 
weapon is indestructible and can possess one of a variety of 
powers. If that power is the energy blast , the weapo n may be 
shaped like a gun, rifle or cannon. Its shape may not necessa r-



ily be a weapo n's; some knights select shields, holy symbols, 
or some other tool as their cosmic weapon. 

The act of creati ng the weapo n costs the knight 50 M.D.C. 
or P.P.E. points (or any combinati on of the two) that are per
manently lost. The weapon inflicts 1D4x!O M.D . plus the 
knight' s normal hand to hand damage and is + l to strike and 
parry in addition to W.P . and other bonuses. The weapon can 
be thrown , in which case it does norma l damage (1D4x!O 
M.D.) and automatica lly flies back to its owner. 

Throwing Range: I 000 feet (305 m) in an atmosphere, 
4000 feet (1200 m) in space. One addit ional power can be 
given to the weapon, at the cost of a permanent sacrifice o f 
either M.D.C. or P.P.E. points (player's choice of which one 
he sacrifices): 
Extra damage: The weapon d9es 1D6x l0 M.D. (in addition 
to normal hand to hand damage) for 15 points, or 2D4x!O 
M.D. for 30 point s. 
Energy Blast: The weapon acts as a focusing lens for the 
knight's energy powers. When channeled through the 
weapon, the knight 's energy blasts have double their normal 
range , inflict +10 M.D. and are + l to strike! Costs 40 point s. 

Force Field: The weapon can generate a protect ive field that 
surround s the knight. Its M.D.C. must be dep leted before any 
attacks can damage the cosmo-knight. The force field does 
not have the knight 's spec ial resistance to energy attacks, and 
suffers damage as normal. Activation of the field takes one 
melee attack/ac tion. Cost: I point per every IO M.D.C. in the 
force field. Can be activated twice per hour and lasts for one 
hour or until its M.D.C . is depleted . 

8. M.D.C. Conversion: If the character is out of P.P.E. he can 
draw on his own living body and convert M.D .C. into energy. 
This process is painful and potentially lethal. Twice the 
amount of M.D.C . is needed as P.P.E. to perform the same 
feat. 

9. Bonuses: +2 on initiative, +2 to strike, parry and dodge, +6 to 
pull a punch, +4 to save vs mega-damage poisons and bio
wizard microbes and parasites, +6 to save vs horror factor. 
All these are in addit ion to attribute and skill bonuses; also 
see attributes. 

They are impervious to radiation, airborne toxi ns, S.D.C. 
poisons, drugs and diseases. Furthermore, they do not requ ire 
air to breathe, or need to eat food for nourishment , or sleep to 
rest. A typical knight needs only to meditate one hour per 
every 24 hours to remain comp letely rested and in top form. 
They can go weeks without sleep before they begin to show 
signs of fatigue. 

Experience Level: Varies (typica lly ID6+4). Some of the great
est knights are 15 to 20th level, but most have not gone be
yond the l 0th level. Player charac ters should start off at first 
or second level. 

Combat: Hand to hand: martial arts 
Damage: Superna tural P.S. damage. 
Vulnerabilities/Penalties: Magic and psionic attacks do full 

damage to cosmo-kn ights. 
O.C.C. Skills: When the character is transformed, the skills of 

his past life are lost and the charac ter is reborn. 
Three Language s of Choice ( +20%) 
Radio: Basic (+5%) 
Nav igation: Space (+ 15%) 
Demon and Monster Lore ( + l 0%) 
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Movement: Zero Gravity (+ 10%) 
W.P.: One of Choice 
Hand to Hand: Martia l Arts 

O.C.C. Related Skills: Select 10 other skills. Plus select two 
skills at level four, two at level seven, and one at levels ten 
and twelve. 
Communications: Any 
Domestic: Any (+5%) 
Electrica l: Any 
Espionage: Any (+5%) 
Mechanical: Any 
Medical: Any 
Military: Any 
Phy sical: Any 
Pilot: Any (+5%) 

Pilot Related: Any 

Rogue: Any (+5%) 
Science: Any (+5%) 
Technical: Any (+ 10%) 
W .P.: Any 
Wilderness: Any 

Secondary Skills: The character also gets to select 6 skills from 
the previou s skill lists. These are additional areas of knowl
edge that do not get the advantage of the bonu s listed in pa
rentheses. All secondary skill s start at the base skill level. 
Also, skills are limited to (any, only, none) as previously indi
cated in the list. 

Alliances and Allies: Cosmo-knights work with all champions 
of good, such as Undead Slayers, other knights, the pantheons 
of light, and other heroe s. 

Standard Equipment: Cosmo-knig hts carry whatever equip
ment their "normal" identity wou ld require (usually rather 
mode st). They can also acquire souven irs and conventional or 
magic weapo ns, but most give valuable and special items to 
the needy and other, less powerfu l heroes and allies. 

Cybernetics: Cannot use cybernetics or bionics. Their regenera
tive abi lities cause cybernet ics to be expelled from their bod
ies in I D4 minute s! Sometimes use fake prosthetics to hide 
their identi ty. 

The Fallen Knights 
Optional Player Character or NPC Villains 

A character who has forsaken his code as a cosmo-k night is 
both pitiable and fearsome. The fallen knight loses most of his 
cosmic power and much of his self respect,and somet imes his 
sanity. The character remember s and dreams of them in the same 
way as a recently blinded man remembers colors and vision. 
Many fallen knight s sink into the depths of bitterness and de
spair. Those that don 't commit suicide or becom e hermits have 
to decide what to do with the rest of their lives (and fallen 
knights have very long life spans). Many tum into the exact op
posite of what they were in their previous life. Fallen knights are 
dangerou s beings with supernatural strength and endurance, 
often endowed with magical or psionic powers, and who know a 
great deal about cosmo-kn ights and their weaknesses. These tor
mented evil men and women can become terrible monsters bent 
on extracting some form of delusional vengeance upon knights 



who have avo ided the temptation s that corrupt ed and destroyed 
them. These villains are often psychotic madmen who derive 
pleasure from inflictin g pain and chaos into the lives of others, 
espec ially cos mo-knights and other champions of light. 

Others become savage vigilantes, killin g criminals (or any
body suspected of being a criminal) without concern about the 
law or "co llateral damage" to inno cent bystanders or property. 
Some become self-serv ing adventurers concerned only with ob
tainin g wealth and new powers. Yet others try to regain their lost 
powers, or at least their lost se lf-res pect by continuin g to serve 
the cause of light and making amends for the errors of their 
ways. Some of these repentant knights are more heroic and no
ble than they were when they were cosmo -knights! 

Once a cosmo-knight has fallen, regain ing his lost status is a 
near impossib le task. Most give up after a few decades and 
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choo se to live out the ir live s as best they can. Of those fallen 
knights who make the attempt, on ly one in a thou sand ever suc
ceed. In all of recorded history, only a dozen or so falle n knight s 
have managed to redeem themselves in a manner satisfac tory to 
the Cosmic Forge, and have gone on to become legendary he
roes . Only living a life of unquestionable integrity and dedica
tion to goodness will enab le a fallen knight to be reborn with 
cosmic power. Many die heroically in the quest without ever at
taining their goa l. Some succeed when confronted with impossi
ble odd s and regain their former powers only long enoug h to 
heroica lly sacrifice them selves in defen se of a good cause or to 
save the lives of many in exchange for their own. A fitting re
demption for a struggling and noble hero. 

Fallen knight player characters start at first, seco nd or third 
level. Thi s means that they were beginner cosmo-knigh ts who 
lost their powers very ear ly on in their careers. The player 
should explain the circumstances of why he lost his power s (the 
G.M. may offer suggestions and guidance in this area) and his 
new goa ls, whether they are good, selfish, vengefu l, or evi l. The 
character can be a tragic hero, a dedicated champion of good, a 
self-serving miscrea nt, a bitt er, angry warrior/vigilante or any 
number of other options. The background and goa ls can serve as 
a springboard for adventures, encounters, villains and sometimes 
an entire campaign. 

NPC fallen kn ights and characte rs who become fallen knights 
during play are likely to be higher level (typically 5th to 8th). 
They lose all experience points above those needed to be at their 
current leve l, and leve l improvement continue s using the Fallen 
Knight Experience Table. NPC fa llen kni ghts can make incred
ibly evil and mania cal villains - G.M.s should take adva ntage 
of them. 

Available as player characters. 
Alignment: Any; a fallen knight could be princip led or scrupu
lou s after rea lizing the error of his ways, unprincip led or anar
chist if he 's decided to look out for himself but is not thoroughly 
corrupted, diaboli c or miscrea nt if he has gone aga inst every
thing he stood for, or aberrant if he retain s a twisted version of 
his code of honor (co mmon among vigilantes, fanatical freedom 
fighter s, mer cenarie s and rulers of people). 
Attributes: Use the cosmo-knight attributes, but reduce them as 
follow s: I.Q. -2. M.E . -6, M.A. -4, P .S. -22, P.P. -6, P.E. -6, and 
Spd. -10; is still considere d to have supernatural P.S. and P.E. 
M.D.C.: Reduce the total M.D.C. by half , plus the characte r 

loses his cosmic armor! However , the weapon remains and 
continu es to inflict I D4x 10 M.D.C. damage and returns when 
thrown, but has half the ran ge and no additional specia l 
power. 

P.P.E.: Reduce the total P.P.E. by half, plus does not ga in any 
P.P.E. unless he becomes a practitioner of magic (select a 
magic class as the O.C.C.). 

Powers: Resistant to energy: non -magica l energy attacks do half 
damage , resistant to (+5 to save vs) disease, poi son, mind 
contro l and drugs, plu s he can bio-regenerate I D6 M.D.C. per 
hour. ALL former Cosmo-Knight powers and O.C.C. bonuses 
are lost! 

Fallen knight s ca n learn magic OR psionics; use the mind 
melter or ley line walker O.C.C.s in term s of spe lls/power 
gained , but the fallen knight does NOT get that O.C.C.s spe
cia l abilities, just the magic spe lls or psionic powers. They 



can also become witches (see Rifts Conversion Book One), 
or servants of a god (for an example of this , see the Warriors 
of Valhalla O.C.C. in the Rifts Conversion Book Two). All 
these O.C.C. 'sa nd power s start at first leve l, regardle ss of the 
fallen knight 's previous experience as a cosmo-knight. 

Vulnerabilities: Magic , psionics and kinetic attack s still do full 
damage, and energy weapons do half damage. The character 
must now breathe, eat, and sleep like a normal man or suffer 
the consequences. 

Skills: Same as the Cosmo-Knight O.C.C. at the profici ency of 
the cosmo-knight, but at -20%! 

Creating More 
Alien Races---

The Three Galaxies house thousands of alien races. Covering 
them all would be impossible. Game Masters are enco uraged to 
create more alien races to people his campaign world. Outlined 
below are some guidelines for crea ting aliens. G.M.s can pick 
and choose from the optio ns below, roll them randomly, or make 
up their own modification s/characteristics. Most of the alien 
races described in this book did NOT use this table, but were 
created to fit a place in galactic affairs. Random tables are meant 
to be guidelines, not rules set in stone. They can be used by play
ers who want to generate their own races, but the G.M. is the fi
nal arbiter of what goes in his campaign. 
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These tables are loosely based on the rules found in Heroes 
Unlimited, with modifications due to the fact that the tables for 
Heroes were meant to roll up individuals and the ones here will 
determin e an entire race. 

Aliens Unlimited is a 192 page sourcebook for Heroes Un
limited and has over I 00 different alien races and space mon
sters, more rules for designing aliens, weapons, equipm ent and 
Rifts Notes to help Game Masters and players to easily use any 
or all of those aliens in Phase World and Rifts (not to mention 
other Palladium games that have a space or science fiction set
ting). 

M.D.C./S.D.C.: The races of the Three Galaxies are evenly 
split between super-powerful , mega-damage beings and "nor
mal" S.D.C. creatures. As a result , most of the bonuses listed 
here will have an S.D.C./M.D.C. option, leav ing the Game Mas
ter a choice between the two. 

STEP ONE: Attributes 
Roll on the following table to determine basic attributes. 

These attributes can be modifi ed by other characte ristics rolled 
later on. Game Masters can also arbitrarily decide what the 
race's attribute s will be, based on other non-hum an races in this 
and other Palladium books. 

Determining basic attributes: Unless the character falls "be
low the galactic average," the character starts with base attrib
utes of 3D6. All bonuses are added to tha t 306 base. 

01-20 Below Galactic Average: 2D4 on either three mental or 
three physical attributes. Roll 3D6 for the remaining five at
tributes. 

21-50 Galactic Average: All attributes are rolled on 3D6. 
51-60 Superior Attributes: Add I D4 to any three attr ibutes. 
61-70 Exce llent Attributes: Add 1D6+1 to any three attributes. 
71-80 Superhuman Attributes: Add I D6+6 to any three attrib-

utes 
81-90 Supernatural Attributes: Add 106+6 to any four attrib

utes. P.S. and P.E. are considered to be superna tural. 
91-00 Incredible Supernatural Attributes: Add I D6+6 to any 

four attributes, and 2D6+10 to P.S. and Spd or P.B.; P.S. and 
P.E. are considered to be supernatural. 

STEP TWO: Damage Capacity 
01-40 Galactic Average: Determine S.D.C. and Hit Points nor

mally. Any bonuses or modifiers for appeara nce and physi
ologica l modification s will be in S.D.C. points. 

41-50 Above Average: ID6xl0 S.D.C. Any bonuses or modifi
ers for appearance and physiological modifications will be in 
S.D.C. point s. 

51-60 Almost Superhuman: l D4xl00 S.D.C. Any bonuses or 
modifi ers for appearance and physiological modifications 
will be in S.D.C. points. 

61-70 Minor M.D.C. Being: Base M.D.C. of P.E., plus I 06 per 
leve l of experience. Any bonuses or modifiers for appearance 
and physiological modifications will be in mega-damage 
points, but all such bonuses are halved. Strength and endur
ance are considered non-supernatura l. Character does normal 
S.D.C. damage on a punch and 1D4 M.D. on a power punch. 

71-80 M.D.C. Being: Base M.D .C. of 1D6xl0 plus 2D4 per 
level of expe rience. Any bonuses or modifiers for appearance 



and physiological modifications will be in M.D.C. points. 
Strength and endurance are considered to be supernatural. 

81-90 Major M.D.C. Being: As above , but base M.D.C. is 
3D6x l O M.D.C. plus 2D6 per level of experience. 

91-00 Supernatural M.D.C. Being: As above, but base M.D.C. 
is 2D6xl00 M.D.C. plus 1D4x l O per level of experience. 

STEP THREE: Alien Appearance 
01-30 Human-like: A humanoid alien that is indistinguishable 

from the human race. 
31-50 Humanoid: Basica lly a biped with human-like features, 

but with unique distinguishing physical characteristics. Roll 
on the Unusual Characteristics Table below. 

51-55 Insectoid: Large eyes, antennae , claw-like hands and feet, 
and exo-ske leton are common to th~ insectoid races. Add l 00 
S.D.C./M.D.C. 

56-60 Humanoid Amphibian: Soft, smooth skin, webbed hands 
and feet, semi-aquatic - can hold breath up to 20 minutes; 
swimming skill automati c - 90% proficiency, swimmin g 
speed is six times the race's running speed. Skin colors are 
typically green, tan , or yellow-blotchy, but varies. 

61-65 Vegetation: Composed of the same essence as terrestrial 
plant life. Color is usually green or yellow of various shades. 
Plant beings are "co ld" life forms and do not register on nor
mal heat sensors or infrared. They also heal twice as fast as 
normal. +40 S.D.C./M .D.C. bonus. 

66-70 Humanoid Reptilian: Lizard-like features, leathery or 
scaly skin, no body hair, dark eyes . Add +2 to P.P. and +40 
S.D.C./M.D.C. 

71-75 Humanoid Canine: Dog-like features, body fur or ex
treme body hair, dark eyes. Add +4 to P.S. attribute and 
+2D6 to Speed.+ 15 S.D.C./M.D.C. bonus. 

76-80 Humanoid Avian: Bird-like features; large, round eyes, 
clawed feet and hands, feathers for hair. May or may not be 
capable of flight/have wings, dependin g on selected special 
abilities. 

81-85 Humanoid Mineral: Rocky or crysta lline appearance. 
Natural body armor 3D6x l0 S.D.C./M.D.C. Color varies . 

86-90 Humanoid Feline: Cat-like features, bright oval eyes, fur 
covered body, pointy ears. Add +2 to P.P. and speed attribute. 
+ 10 S.D.C./M.D.C. 

91-95 Humanoid Ape: Resembles a gorilla/ape; long arms, fur 
covered, or extremely hairy body. Add 1D6 to P.S. attribute . 
+5D6 S.D.C./M .D.C. 

96-00 Humanoid Aquatic: Fish or mammal -like (dolphin or 
whale), webbed feet and hands, smooth or scaly skin, blow
hole or gills, no body hair, bright ly colored. Naturally has 
swimming skill at 90%. Swimming speed is 10 times normal 
running speed. +20 S.D.C./M.D.C. bonus. 

STEP FOUR: 

Physiological Modifications 
These modifiers are applied to races that live on unusual 

planets and conditions. Note: Over 60% of all alien species in 
the Three Galaxies evolved on Earth -like worlds. 

First, roll percentile dice: 
01-65 Earth-like, no modifications. 
66-00 Roll on the follow ing tab le: 
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01-15 High Gravity: The gravitation al force of the race's home
world is greater than the galac tic average (0.9 to 1.2 G is the 
average of 80% of all inhabited planets). This has given the 
race greater mass and physical endurance, but the character is 
much faster and lighter on normal planets than on his home
world. Typ ical size is as follows: 
Average Height: 4 to 5 feet ( 1.2 to 1.5 m). 
S.D.C./M.D.C. Bonu s: 3D4x l0 
Bonuses/Pena lties: Add 2D4 to P.S . attribute, -2 to P.P. In
crease normal speed by three times . 

16-29 Low Gravity: The race's homeworld has below average 
gravity . This has made the alien taller than typical humans. 
Although the increased gravitational pull of normal planets 
slows the alien, it also provide s him with somewhat greater 
mass. 
Average Height: 6 to 10 feet (1.8 to 3 m). . 
Average Physical Weight: JD4x 100 lbs (45 to 18 1 kg). 
S.D.C./M.D.C. Bonus: 1 D4x I 0 
Bonuses/Penalties: Reduce P.S. by 1D6, add 1D4 to P.P. at
tribute, reduce normal speed by half. 

30-44 High Radiation : Constant expos ure to radiation has made 
the alien impervio us to the effects of radiation levels that 
would kill most humanoid species. There is a chance (J-50%) 
that all members of the alien race radiates low leve ls of radio
activity that could harm humanoids if exposed to one of them 
for long periods (a few weeks). Consequently, members of 
that race must wear radiati on proof suits to protect other 
races. 
Average Height: 5 to 7 feet ( 1.5 to 2. 1 m). 
Average Physica l Weight: 180 to 200 lbs (82 to 92 kg). 
S.D.C./M.D.C. Bonus: 1D4x l0 plus invulner able to radiation. 
Bonuses/Penalties: Can see into the ultraviolet range of light. 

45-58 Frozen Planet: The race evolved on a planet with a much 
lower temperature than average or a planet undergoing an Ice 
Age. As a result , the race can withstand cold, ice, and harsh 
frozen environments. 

There is a I -70% chance that the race cannot tolerate 
warm temperatures (35 degrees Fahrenheit/2 degrees C or 
higher); at these temperatures, member s of that race are at -2 
P.S. and P.P., speed is reduced by 1/3, and S.D.C./M .D.C. is 
at -8. These effects are cumulati ve for every 10 hours of ex
posure to temperatures above freezing. When all the 
S.D.C./M.D.C. and hit points are depleted, the alien will die! 
Life support suits can keep the alien alive and comforta ble. 
Any environmental armor suit can be reconfigured to keep 
the a.lien cold indefinitely, under any conditions. 
Average Height: 5 to 6 feet (1.5 to 1.8 m). 
Average Physical Weight: 100 to 300 lbs (45 to 136 kg). 
S.D.C./M.D.C. Bonus: 40 
Bonuses/Penalties: Impervious to cold. 

59-73 Thermo World: The race comes from a steaming-hot 
wor ld, either the result of the "gree nhouse effect" (a combi
nation of atmospheric chemicals trapping heat in the atmos
phere), or due to close proximity to the system's star(s). 
Aliens from those worlds have a 1-80% chance of being un
able to survive at temperatures below 98 degrees Fahren
heit/37 C (comfortable temperatures average 200 degrees 
Fahrenheit/93 C). If expose d to lower temperat ures, the aliens 
will sicken and die; effec ts are the same as those listed under 
frozen planets. Environmental suits can be reconfig ured to 
keep the alien warm. 



Average Height: 5 to 7 feet ( 1.5 to 2.1 m). 
Average Physical Weight: 100 to 200 lbs (45 to 91 kg). 
S.D.C./M.D.C. Bonus: 30 
Bonuses/Penalties: Impervious to heat and fire. Lasers and 
energy blasts do half damage. 

74-88 Twilight World : An extreme ly dark, night-like world 
makes the race extreme ly sensitive to light. The alien can see 
very well in dark conditions, but will be sensitive to average 
light conditions. The alien race will be blinded by I 00 watts 
of light (nonn al sunlight). Whi le blinded , the alien is at -8 to 
strike, parry and dodge . Helmets with polarized lenses will al
leviate this problem. 
Average Height: 4 to 5 feet (I .2 to 1.5 m). 
Average Physical Weight: 100 to 200 lbs (45 to 9 1 kg) . 
S.D.C./M.D.C. Bonus: I 0 
Bonuses/Penalties: Nightvision 600 feet ( 183 m). Sensi tive 
hearing, about 20 percent beyo nd the human range. 

89-00 Abrasive Atmosphere : The race evolved on a plan et with 
high, scathing winds or a corrosive atmosphere. As a result, 
the race has deve loped a tough, thick skin or leather plating 
like the Eanh rhinoceros. 
Average Height: 5 to IO feet ( 1.5 to 3.0 m) . 
Average Physical Weight: 200 to 400 lbs (9 1 to 181 kg). 
S.D.C./M .D.C. Bonus: 3D6x 10 
Bonuses/Penalties: None 

STEP FIVE: Unusual Characteristics 
Humanoid (but not human-like) races can roll on this table to 

determine their appearance. 

01-16 Pointy or large ears, nose or other facial feature. 
17-39 Odd Skin Color: 

01-10 Yellow 
11-20 Green 
2 1-30Re d 
3 1-40 Gray 
41-50 Light Blue 
51-60 Stark White 
61-70 Dark Blue 
7 1 -80 Coal Black 
81-90 Purple 
9 1-00 Orange 

40-48 Odd Hair Color: 
01-10 Green 
11-20 Light Blue 
2 1-30 White Streaked 
3 l-40 Bright, Flame Red 
4 1-50 Stark White 
5 l -60 Bright Yellow 
6 1-70 Metallic Silver 
71-80 Dark Blue 
81-90 Purple 
9 1-00 Orange 

49-53 Double-Jointed: Double-jointed aliens have extreme ly 
flexible bones and can twist and bend their limbs into seem
ingly impossible positions. Aliens with this feature can slip 
out of handcuff s, manacles and other bonds - 79% chance of 
success if their hands and/or feet are tied with rope, hand
cuffed or chained; 46% if the entire body is bound with rope, 
chains, straps or a straitjacke t. The characters can contract 
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their bod ies lo half their normal width from shoulder to 
shoulder, or curl into a ball so small and tight so that they are 
a mere 20% of their nonnal height and half their nonnal 
width. Bonus: +2 to roll with fall or impact. 

54-58 Unusual Eyes: 
01-17 Very small (at least twice as small as the average) 
18-34 Round 
35-55 Very large (at least twice as large as the average) 
56-75 Odd color (red, yellow, white, etc.) 
76-89 Very elliptical 
90-00 Glowing eyes. 

59-64 Fur-Cove red 
65-68 Prehensile Fee t/Toes: The race has prehensile feet similar 

to a monkey's and is able to grasp object s, climb, etc. The 
prehensile feet are not deve loped enough to throw an object 
or fire a gun (-6 to strike), but can easily pick up and carry 
small items, push buttons, pull levers, untie ropes and even 
handl e a console (although not too well). When barefoot, the 
alien will be at +30% for climbing rolls and +10% on acro
batic skills, + I to dodge and can use his feet like hands. 
Please note that the use of feet to perfonn skills like computer 
opera tions or pick pockets suffers a skill penalty of -25%. 
Complicated skills like mechanics, demo lition, piloting and 
similar are impossible to perfonn with any accuracy ( 10% is 
the best possible base proficie ncy with feet). 

69-72 Scaly Skin: A tough , smooth, reptilian skin with small 
sca les. Adds 30 S.D.C./M.D.C. 

73-76 No Body Hair. 
77-79 Small Horns: ID4 inches long ( IDIO cm), vestigial horns 

protrudin g from the forehead. 
80-84 Tough, lumpy skin: Adds 30 S.D.C./M.D.C. 
85-89 Prehensile Tail : The race has an extra appendage: a tail. 

Somew hat more limited than prehen sile feet, it can only be 
used to grasp and carry things or help climb. It cannot be used 
to untie rope or fire a weapon. Bonuses: + I to strike and parry 
with the tail. The tail itself is +5 to dodge. Add +20% to 
climbing rolls when the tail is used. Length is 3D4 feet (0.9 to 
3.7 m), and appearan ce is detennined by the characters over
all appearance. 

90-94 Retractab le Claws: Similar to a cat's. The claws add 2D4 
S.D.C. (or M.D. if supernatural P.S.) to hand to hand damage. 

95-00 Stocky: The race is excep tionally broad or husky, about 
twice as broad as the average humanoid of the same height. 
Add 50 lbs (23 kg) to weight, + I D4 to P.S. and 4D4 to 
S.D.C./M.D .C. 

STEP SIX: Unusual Powers 
This is an optional step. Only about 20% of all known races 

have unusual powers. The G.M. can make this determination or 
roll percentile dice: 0 1-20 has unusual powers ; 21-00, no pow
ers. If the former, roll (or pick) one of the abilities from the fol
lowing table. 

01-10 Psionics (lesser) : The race has six psionic powers from 
ONE of the healing, sensitive or physical catego ries. These 
power s are the same for all members of the race, and no new 
power s are gained unless a psychic O.C.C. is chosen for the 
race. I.S.P. : The M.E. attribute number plus 5D6 at first level, 
and add I D6 I.S.P. per additional leve l. All members of the 
race are considered to be major psionics for the purpose of 
saving throws vs psionic attack. 



11-20 Psionics (greater): The race has nine psionic powers 
from any of the healing, sensitive or physica l categories plus 
two super-psionic powers . All these abilitie s are the same for 
all members of the race , and should follow some pattern (i.e., 
all powers are related to telepathy, such as all "sense" pow
ers, mind block, hypnot ic suggestio n, etc.). No new powe rs 
are gained at higher leve ls unless a psychic O.C.C. is chosen 
for the race. I.S.P .: 1D4 x lO plus M.E . attr ibute , plus IO I.S.P. 
per leve l. 

21-30 Superhuman attributes: Add +12 to any one racia l at
tribute, or +6 to any two attr ibutes. With the exceptio n of 
P.S., no combi nation of bonuses that would produ ce an attrib
ute higher than 30 should be allowed. 

31-40 Flight (Winged): The race has wings and can fly. Flying 
speed is normal running speed plus-2D4x 10. The race's aver
age weight should not exceed 120 lbs (54 kg). 

41-50 Flight (Psionic/wingless): The race can fly without 
wings, using psion ic powers to levi tate at high speeds. Flying 
speed is 1D6x l O plus the race's Spd attribute. 

51-60 Energy Attack: The race can fire energy blasts, bolts of 
flame , electrica l arcs or some sort of energy attack. Dama ge 
is I D6 M.D. plus I D6 M.D . at levels three, six, seven, and 
ten. 

61-70 Giant Size: The race is at leas t twice as large as the galac
tic average of 5 to 7 feet ( 1.5 to 2. 1 m). Add 4D6 feet ( 1.2 to 
7.3 m) to height (min imum average height is 12 feet/3.7 m) 
and 2D4x l00+100 lbs (136 to 408 kg) to weight. The race 
has a bonus of 100+2D6x 10 M.D.C. (or ID4x l00+400 
S.D.C.), and P.S. is increase d by 1D6. 

71-90 Resistance to Damage: The race is resistant to one par
ticull!r form of damage (energy , physica l attacks, fire/hea t, 
magic , etc .). The race takes 1/4 dam age from those attacks 
and half damage from related attacks (for example, if imper
vious or resistant to normal fire/heat the characte r takes half 
damage from magic fires). 

91-00 Special: Roll twice on the tab le, reroll repeat results or 
pick two differ ent powers. 

STEP SEVEN: Technological Level 
Determine the technolog ical know ledge acquired by the race. 

Note that being from a primitive race does not disqualify mem
bers of that race from learn ing tech ski lls, provided this knowl 
edge/training is explained in the character' s story. The 
technological leve l applies to the mos t advanced nation or cul
ture on the planet (it would be perfec tly possible that only one 
nation on the planet has discovered gunpowder , while many oth
ers are still in the Stone Age , just as it happened on Earth). When 
diplomatic relations are establi shed with one of these planets, 
most spacefari ng civilizations will deal only with the most ad
vanced nation on the planet , considering it to be the rightful rep
resentative of their entire race! 

01-20 Stone Age Primitives: On ly very simple tools (st icks, 
stone axes, etc.) are used. The whee l may or may not have 
been discove red. Most members of this race are nomadic 
hunter-gatherers or, at best, they live in early farming settle
ments. 

21-30 Metal Users/Pre-Ind ustrial Age: This leve l of technol 
ogy cove rs anythi ng betw een the Bron ze Age and the Renais
sance, in terms of comparative Eart h history. To a spacefar ing 
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society, however, the fine differences between a Roman Em
pire- leve l culture and one in the late Middle Ages are rather 
meanin gless. The cultur e has discovered ways to use metal, 
erect stone buildi ngs and, at the highest leve ls, may have de
veloped crude firearms. 

31-40 Industrial Age/Pre-Space Age: This culture has deve l
oped gunpowder using guns and explosives, sophistica ted 
metallur gica l techniqu es, can construct a variety of differe nt 
structures, and uses machinery. This cove rs the equ iva lent of 
the 19th to the first half of the 20th Century Earth in terms of 
technol ogica l advancement. Railroads, steam ships, ear ly 
combu stion engines and eve n aircraf t (airships and early prop 
airp lanes) are well-deve loped, but no civi lization on the 
planet has any feasible way of trave ling beyo nd the planet 's 
atmosphere. 

41-60 Atomic Age/Early Space Age: The eq1,1ivalent of late 
20th Ce ntury Earth (and most likely, early 21st Century as 
well). Atomic power and weapo ns have been deve loped, as 
well as crude spaceships and satellites able to reach other 
planets within the culture's solar syste m. However, space 
travel is still limited by the Relativistic Barrier, meaning no 
faster-than -light ships. 

61-75 Mature Space Age: Tec hno logy allow s the building of 
sophi st icated robots and computers, self-sustaining space sta
tions, and relative ly easy sublight travel. At this level, a true 
starship can be built. Rifts Earth (espec ially the space colo
nies de scribed in the Mutants in Orbit sourcebook and the 
New Ge rman Republic) fits into this category. Pre-Rifts Earth 
was on the borderl ine between this tech leve l and the next 
when disaster struck. 

At this level, technologica l advancement starts to "level 
off ' a little. Technology cont inues to improve, but the overa ll 
superiority is not overw helmi ng. A comba t robot or vehicle 
produced by a Mature Space Age culture, for examp le, will 
not be com pletely outmatched by a higher-tech counterpart , 
although it wi ll defin itely be "seco nd rate" by most stand ards. 

76-90 Advanced Space Age: Faster -than-light travel (usually 
through gravitonic drives) is discove red and the exp lora tion 
of other stars becomes feasible. The largest civilization s of 
the Three Ga laxies all fall under this category. 

91-98 Highly Advanced Civilization: The race has advanced 
beyond average techno logica l limit s in one field of knowl 
edge (G.M. 's choice, may includ e space drive, weapon s tech
nology, robotics, bion ics, etc.). The race's overall 
culture/a ttitud e should exp lain why it hasn' t become an im
portant player in galactic politi cs, unless it jus t recently made 
its technologica l break throu ghs, and is about to exploit them. 

99-00 Amazing Civilization: An ultra-tech race that is clear ly 
superior to all known galac tic cultur es. The G.M. wi ll have to 
design the race 's technology and equipment (the weapons and 
equipm ent described in this book can be modified by raising 
M.D.C., damage, overa ll performance and/or range by 20 to 
60%). This race may come from far-off galaxies or even an
other dimension. 

STEP EIGHT: Magical Level 
This step determine s the magical know ledge and/or potential 

of the race. Magic is relatively scarce in the Three Galaxies out
side the UWW, but it is very powerfu l where it does exist. 



01-60 No Magic: The race does not practice magic, either be
cause it has no magical potential whatsoever ( 1-30) or be
cause it does not know/believe in magic (31 -00) . In the latter 
case, a member of lhe race could learn magic if he could find 
a teacher. 

61-70 Limited Magic: The race is mag ic-capable, but only a 
small percentage of its population , or a few nation s/subcul
tures know how to use magic. Wizards, magica l items and 
techno-wizardry are very rare, expensive and not accessible 
to the popu lation at large. 

71-94 Magic-Using Culture: Magic is an important part of life 
for the entire race. Every village , tribe or clan has at least one 
or two powerfu l shaman s or loca l mage(s). Magical items and 
techno-wizardry are common and have many different appli
cations , not just limited to weapons and veh icles. The race 
may be ab le to perform feats far beyond the reach of their 
"mundan e" technology thanks to their reliance on magic (i.e., 
medieva l-leve l space travelers who use magic teleportation) . 

95-00 Superhuman Magical Capabilities: The entire race is 
mage-capa ble, with the abilities of a mystic or ley line walker 
(or a magical O.C.C. of the G.M. 's choice). Magic is a natural 
part of everyone's life, and casting spells is as normal to the 
race as flipping a light switch is for members of technologi cal 
societie s. Conven tional sciences and technology are likely to 
be at low levels, because interes t in them will be diminished 
by the fact that magic offers so many shortcut s and different 
avenues to gett ing things done. 

STEP NINE: 
General Attitude/Culture 

This is the genera l "a lignment " of the race . Thi s is not a 
measure of the alignment of individu als, but of what the race's 
dominant cult ure considers to be right or wrong. Of course, there 
are countless others and variations, but the following will give 
the G.M. a good range of possibilities. 

01-10 Genocidal Xenophobes: Roughly eq uivalent to diabolic . 
The race considers all other species to be mortal enemie s, to 
be destroyed as soon as possible, or, failing that, to deceive, 
trick and manipulate them to damage themselve s in any pos
sible way. As a whole, this race cannot be trusted to do any
thing but try to harm its neighbors at the ear liest opportunity. 
Not many races like this survive for long; their neighbors 
often join forces to destroy, or conquer it. 

11-25 Aggressive Racial Supremacists: Roughly equivalent to 
miscreant or aberrant. The race consider s itself to be superior 
to all others and want s to establish dominance over the rest of 
the universe . The kreeghor are a clear example of this, as are 
the Splugorth and the Coalition States on Rifts Earth (al
though the CS is leaning towards the Genocidal Xenophobe 
att itude and has a strange code of ethics and laws). Usually , 
the purpose is to enslave or subjuga te the other races, some
times even "for their own good." These races/c ultures will re
sort to diplomacy if they aren't strong enough to overcome 
their competitors by force. They can be expected to live by 
the terms of any agreement as long as they are kept under 
close watch,or it serves their purpo ses . 

26-40 Warrior Race: Typically equivalent to anarchist or aber
rant, but can be any alignment , includin g scrupu lous or prin-
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cipled. The race values combat prowe ss and is very 
aggressive, but has a sense of honor and may overcome its 
sense of superiority if they meet other races that meet its 
standard s. The wolfen and seljuks of the Three Galaxies are 
an exam ple of this attitude. The line between warrior races 
and aggressive racia l supremac ists is blurred, but exis ts. 
Honor forces warrior cu ltures to stick to the terms of treaties 
and agreements , even if doing so is against their interests. 
The culture will not give its collect ive word easi ly, but once it 
does, it can be trusted to never break it. On the other hand, 
these races will readily go to war if they perceive signs of 
treachery from their neighbors. When dealing with aggress ive 
supremacists or genocidal xenophob es, the warrior races will 
do every thing in their power to comp lete ly extermi nate those 
unworthy villains. 

41-55 Enlightened Imperialists: The race wishes to expand and 
grow, and may resort to violence to further its ends. However, 
it prefers diplomacy and economi c and cultural dominanc e to 
outright violent conquest. The later British Empire, and some 
say, the so-called U.S. Empire in the 20th and 2 1st Centuries, 
are examp les of enlightened imperialism. 

56-70 Peaceful Expansionists: The race wishes to expand and 
grow but will never attack or sett le on an inhabited planet, 
going only to uninhabited worlds and fighting only in self-de
fense. The noro and the Consort ium of Civilized World s are 
examples of this attitude . 

71-85 Non-Interventionists: As above, but the race prefers not 
to get involved in the affairs of other peoples. 

86-00 Pacifists: The race as a whole (although maybe not indi
viduals) believes that violence is wrong under any circum
stances. If dip lomacy fails , the race will try to escape their 
enemies or engage in passive resistance (strikes, boycotts, 
peacefu l demonstrations, etc.) instead of defending them
selves active ly. 



Monsters and Animals 
The planets of the Three Galaxies have a myriad of different 

ecolog ies and environment s. All kinds of animals and creatures 
have evo lved there, from harmle ss and beautiful beings to city 
shattering monsters. Listed below are a few of the noteworthy 
species. More will be presented in future source book s and G.M.s 
can design their own critters as they see fit, or borrow some from 
Aliens Unlimited and other sources . 

Arboreal Wailers 
Wailers are scaly, monkey-like reptilian s that dwell on the 

seljuk' s homewor ld. As a result of the har sh condition s of the 
planet, they are incredibly tough for their small size. The wailers 
are as smart as Earth chimpa nzees, but have better tempera
ments, and can be domesticated and trained to perfonn complex 
tricks and tasks. They are very agile climber s and have prehen
sile tails nearly as dexterou s as their six-finger ed hand s and feet. 
Many seljuk carry these monkeys as pets wherever they go. 
Often, the creatures escape and breed in the wild. They are now 
found in forests and jungles on dozens of different planets. Arbo
real wailers are mainly vegeta rian s, although they suppleme nt 
their diet with the occas ional bird or insect, or scave nge meat off 
dead anima ls (they do not norm ally hunt large animal s). Wailers 
are very social and commun al animals and typically travel in 
troops of 8 to 60 individual s. They mate for life. 

Their name comes from their ability to emit powerful ultr a
sonic "howls" that are strong enough to dam age mega- damage 
armor! This howl is a defen se mechani sm against the fearsome 
predators of planet Seljuk and is used when the wailer is cor
nered , attacki ng, or protecting its young. A troop of wailers can 
liquefy a suit of power armor (and the pilot inside) in a matter of 
minutes! 

Alignment: Considered to be anarchist, but a trained wa iler can 
be unprincipled. 
Attributes: I.Q . ID4+4 (low humano id intelligence or very high 
animal intelligence) , M.E. ID6+8 , M.A. 10 6+10, P.S. 3D6, P.P. 
3D6+6 , P.E. 4D6, P.B. 2D6, Spd. 4D6 
M.D.C.: 1D6xl0 
Horror Factor: None 
P.P.E.: 6 
Natural Abilities: Keen senses of smell, hear ing, taste and 

sight, nightvi sion 200 feet (6 1 m) , prehen sile toes and tail, 
natural climber s (climb skill of 80+2D6%), natural acrobats 
(70%+2D4%). The ultr asonic wail inflicts 2D6 M.D. in a fo
cused sonic blast (100 feet/30.5 m and strikes one specific 
target), plus it causes the ears to ring , the head to hurt , and 

anybody within a 50 foot (15.2 m) radius to lose initiative 
(distracted), lose one melee attack (stunned), and are -10% on 
skill performance (difficult to concentra te/foc us on anything 
but the wail). The range is limited to 100 feet (3 1 m). 

Combat: Four physica l hand to hand attacks, or two ultrasonic 
howls, or one ultrasonic how l and two hand to hand attacks. 
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Bonuses: + I on initiative , +2 to strike, +4 to strike with ultra
sonic howl s, + l to parry, +4 to dodge, +4 to roll with impact 
or fall , +2 to save vs poison and disease . All these are in addi
tion to attribute bonu ses. 

Damage: Claw strike 106 M.D. Bite inflict s 104 M.D., plus see 
ultra -sonic how l, above. 

Magic: None. 
Psionics: None. 
Average Life Span: 25 years. 
Languages: Can learn verbal comman ds and whistles or other 

code sound s/signals, and can be taught sign language. 
Value: 3D6x 10,000 credits for a baby wailer. 1D6x10,00 0 for 

an adult. 
Habitat: Forest s and jungles. 
Enemies: Large M.D.C . predators. 
Size: 3 to 5 feet (0.9 to 1.2 m) ta ll. 
Weight: 50 to 80 lbs (23 to 36 kg). 



Kreeghor Bloodhounds 
The dreaded kreeghor bloodho unds look like four- legged rep

licas of the kreeghor race , albeit larger and with more coarse fea
tures. These creat ures are exce llent climber s, lea pers, good 
runners, ab le to both stalk and run down their prey. They are ef
fective predator s as lone hunter s and pack animal s. Their senses 
and instincts are unnaturall y sharp , and it 's a lmost impossible to 
sneak up on them. 

These crea tures are a produ ct of the Sp lugorth 's diabo lic bio
wizardry. They took a predatory creature from the kreeg hor 's 
homeworld and enhan ced its power and ferocity a hundredfold 
before releas ing it back onto the planet. Thi s was done as pun
ishment for the kreeg hor's rebellion agains t them. Tran sformed 
into mega-damage creatu res with super-senses and unnatural 
savage ry, the bloodhounds wreaked havoc on the planet's eco l
ogy. The kreeg hor cap tured and domesti cated thousands of 
hounds and exte rmin ated the rest. None of these crea ture s are 
believed to remain in the wild, at least not on the kreeghor's 
homeworld . However , on several occas ions, the Transga lactic 
Empire has relea sed these creatures onto rebelliou s or hostile 
planets to soften them up for invasion . Eve n a few hundred 
bloodhound s can kill tens of thousand s of catt le, wild animals 
and unprote cted hum ano ids within a few weeks. The mon sters 
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have surpri sing anima l cunnin g,and are stealthy when they have 
to be, so huntin g them down can take an entire army. While the 
armed forces of a civilization are in disarray and scattered 
throug hout the country side looki ng for the murderou s hounds, 
the Kreeghor Imperia ls strike . 

Bloodhound s are also used as tracking and huntin g an imals. 
The elite Imperial Command os use them to find and destroy the 
lairs of freedom fighters , espec ially in jun gles, forests, and the 
ruins of c ities. They are also the common "g uard dogs" at pris
ons and milit ary bases. The beasts are as reliab le as artificia l se
curity systems and more vicious and reso urceful than any robot. 
Many planets that successfu lly break free from the Transga lactic 
Empir e have to deal with the large pop ulations of feral kreeghor 
bloodhound s that stalk the fores ts and prow l city streets at night. 

Alignment: Considered to be diabolic predatory monsters. 
Attributes: I.Q. I 04+4 , M .E. 206, M.A. 206 , P.S. 4D6+6. P.P. 
4D6+6, P.E. 50 6, P.B. lD6 , Spd. 6D6+32 
M.D.C.: I O4x 100 
Horror Factor : 12 
P.P.E.: 20 
Natural Abilities: Fast healing ( \ D6x l0 M.D.C. every hour), 

kee n senses (equa l to augmented bion ic hearing and sight), 



nightvi sion I 000 feet (305 m), leap 20 feet (6.1 m) from a 
standing still posit ion (double from a runnin g start), swim 
56%, climb 60% (can not rappe l) and prowl 60%. 

Combat: Five attacks per melee . 
Bonuses: +3 to initiative , +3 to strike, parry and dodge , +2 to 

roll with impact. All these are in addition to attr ibute bonuses. 
Damage: Bite: 4D6 M.D. Claws: ID6 M.D. plu s P.S. damage . 
Magic: None 
Psionics: None 
Average Life Span: 16 years in the wild, 26 if dome sticated. 
Languages: No ne 
Value: 2D6xl0,000 
Habitat: Any. Can ada pt equally we ll to jung le, forest, moun 

tain , desert and even cities! 
Enemies: Inte lligent beings and other large predators . 
Size: 4 feet ( 1.2 m) tall at the shoulder and seve n feet (2. 1 m) 

long. 
Weight: 200 lbs (91 kg) 

Lesser Ugglies 
a.k.a. "Space Rats" 

The se hideous little creature s have spread through the Three 
Galax ies, carr ied by spacesh ips to eve ry corne r of the known 
universe. Dubbed "the space rats" by angry spacers who have to 
deal with periodic infestation s of these nasty anima ls, the lesser 
ugglies look like little octopu ses or squids. They have six tenta 
cles , a pointed head , and one large and disturbing ly humanoid 
eye. A few people have noticed a resembl ance betw een these 
critters and the Splugorth race , and the ugglies' second nicknam e 
is "Splugorth babie s." 

The ugglies can survive in a vac uum for extended periods of 
time and can eat any organic or even vaguely organic material 
they can find (including mo st plastics and hydro carbon prod 
ucts). They break their food down by secreting a powerful dige s
tive enzyme that dissolve s most material s into a disgustin g goo 
which they then slurp down . This enzyme can eve n eat throu gh 
plastic and ceramic M.D.C. materials! The ugglies's tenta cles are 
made primarily for climbing and jumping (especia lly in zero
gravity), but they are strong enou gh to run in normal gravity. 
The sight of an ugg lie running with all six tentacl es whipping 
back and forth, would be amusing if it wasn 't for their disarming 
speed and the dama ge they can ca use on starships and space sta
tions. Ugg lies are mo stly dangerou s to food suppli es and cargo . 
A careless merchant ship may discove r that their expe nsive 
goods have been reduced to unrecognizab le blob s by a band of 
ravenous ugg lies if they aren't carefu l. 

The mon sters are usually dangerou s to human s in many indi
rect ways, like eating the food supply and space suits, destroying 
valuable property, damaging spaces hips (espec ially hose s, wire s, 
connectors and sea ls) and so on . However, if no other food is 
available, swarms of ugglies will rush and attack living things 
using the same enzyme to melt them down and eat them! One of 
the spacer's worst nightmares is to find him self trapped in a 
stranded ship (usually because the FrL drive was damag ed by 
ugglies), while the ravenous creatures multipl y and start runn ing 
out of food. 
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Ship s can be clean sed of ugglies by exposing the entire vessel 
to high-intensity bursts of radiation. This process requir es that 
the ship be vaca ted of all personnel for I D4 hour s. The exterm i
nation serv ice is provided at most space stat ions. Howeve r, eve n 
the most extreme mea sures never seem to get all the creatures, 
and there is always a 10% chanc e that the ugglie s will come 
back in I D6 months (raise by 2% per month after the first six). 
An irradiation trea tment every six month s wi ll keep ships c lean 
99% of the time. The spaceport s and space station s at Pha se 
World are 99.6 % clean of uggl ies, however, there are occasio nal 
infestation problems on the lowest levels of Center. 

Alignment: Considered to be anarch ist scave ngers, but most 
space rs and space mercenar ies will te ll you they are diabol ic hell 
spaw n. 
Attributes: I.Q. 1 D6, M.E. 2D6, M.A. 2D6, P.S. 2D6. P.P. 3D6, 
P.E. 3D6, P.B. 104, Spd. 3D6+6 
Hit Points: 100 S .D.C./Hit Point s (1 M .D.C. point ). Can be 

damaged by S.D.C. weapo ns and attacks , but are still incred
ibly hardy for size. 

Horror Factor: 6 for a lone individua l, 12 if in a pack of more 
than 10 individual s. 

P.P.E.: 25 
Natural Abilities: Resistant to vacuums and don 't need to 

breathe ; ab le to eat through most material s if given enough 
time. They can also climb (80 %/70%) , pro wl (45%) and 
squeeze throu gh small open ings and narrow spaces (they usu
ally live between walls , in crawl spaces and sewe rs). 

Combat: One attack per melee round. A swarm of IO or more 
ugglie s can attack four times per melee round . 

Bonuses: + 1 to strike on its own, +6 to strike in a swarm, + 1 to 
dodge, + 1 to roll with impact , and is impervious to poisons, 
drugs and disease. 

Damage: The acid secretion s of one ugglie will do 1D4xl0 
S.D.C . damage to S.D.C. structures or I M.D . po int to mega
damage snucture s. A swarm of 10 or more ugg lies inflicts 
1 D4x I 00 S.D.C. or I D4 M.D . per melee round. 

Magic: None 
Psionics: None 
Average Life Span: 6 month s 
Languages: None 
Value: None. Some cities pay a bounty of 500 to l0 00 credits 

for eve ry dead ugg lie brought to them, but only in places with 
seve re infestations. 

Habit: Ocea n vesse ls, spaces hips, space station s, and the sew 
ers, alleys, basements , garbage dump s and filthy areas of cit
ies and towns. They eat all sorts of organic waste , rubber, 
plastics and non-metalli c M.D.C. materi als. 

Size: 2 to 4 feet (0.6 to 1.2 m) tall with tentacle s that can reach 
four to six feet ( 1.2 to 1.8 feet). 

Note: They are shy scavengers who avoid huntin g living prey 
unless they are starvin g and there is no other food source. 
Thu s, they are usually easy to shoo awa y, but represe nt a seri
ous dan ger to the eco-systems of contained, artific ial environ
ments like spaceships. 



Vampire Ugglies 
a.k.a. "the Spacer Plague" 

The bogie -men of spacer legends, these crea tures are almos t 
identica l to their " lesser" cousins in appearance, but unlike nor
mal ugglies, the vampires do not feed on garbage and inert mat
ter, but on P.P.E., I.S.P. and the life force (P.E.) of intelli gent 
beings! Vampire ugglies can be very dangerous. They cannot be 
killed by bursts of radiation and they feed carefully and unobtru
sively. At first, crew members will feel tired, edgy and short
tempered. Then , one or two of them wi ll get sick (when their 
P.P.E. or I.S.P. is siphoned to zero) and may even fall into a coma 
and die (whe n their P.E. is dra ined by the vampire). Tradi tion
ally, if peop le start feeling funny, spacers will automatica lly as
sume that vampire ugglies are around and start searc hing for 
them. 

Fort unately, these critters are not very common. Nobody 
knows where they come from and why they look exact ly like the 
lesser ugglies. Some think they are a mutation of the ugglie race, 
while others believe these are actually "U ndead" ugglies. What
ever they are, they are very hard to kill and can be deadly when 
corne red. Sometimes , one or two vampire ugglies will hide 
among a swam, of lesser ugglies. The vampir es have neve r been 
found in gro ups of more than six members . 

Alignment: Considered to be diabolic . 
Attributes: I.Q. 2D6, M.E. 2D6+6, M.A. 2D6+6, P.S. 3D6. P.P. 
4D6, P.E. 4D6+3, P.B. ID4, Spd. 4D6 
M.D.C. by Location: I D4x IO M.D.C.: unlike lesse r ugg lies, 

they cannot be hanned by S.D.C. attacks. 
Horror Factor: I 0 
P.P.E.: 1D6 
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Natural Abilities : Stea l life force: The vampi re ugglie can stea l 
the life force of intelligent living beings. It usually targets one 
per son and uses its siphonin g pow ers only on him. Re
sea rchers think that the ugglies get a "taste" for one individ 
ual at a time. Once a day, the victim must make a save vs 
ps ionics. A failed roll mean s he is drain ed of I D4 P.P.E. or 
I.S.P .; points drain ed by the vamp ire ugglie do not regenerate 
until the character can get away from the creature, or the 
monster is slain. When the P.P.E. and/or I.S.P. are gone, the 
person feels too weak to work at full capac ity; red uce all 
skill s by 20% and all melee attacks and bonuses by half. Next 
the vampir e beg ins to draw on P.E. points. When P.E. is re
duced to 0, the victim will lapse into a coma (-20% to save). 
Dea th is inev itable unless the vamp ire can be found and slain 
or the characte r removed from the ship/area (miles away ). 
Symptoms of life force drainin g include s~ort tempe r, chronic 
fatigue, weakness and sleeplessness often acco mpan ied by 
nightmar es. It is sometimes difficu lt to tell vampire draining 
from the effects of claustrophob ia and other problem s associ
ated with space travel. 

Combat: Three physica l attacks per melee. It is a so litary preda
tor and never attacks in swarms. Like its co usin, the vamp ire 
ugg lie tend s to avoid direct contact with its prey and usually 
fights only when cornered. 

Bonuses: +4 to strike and dodge. 
Damage: Bite inflicts 1 D6 M.D., lashing tentacle inflicts 3D6 

S.D.C. 
Magic : None 
Psionic s: None, other than the life drain. Psionic power s like 

sense evi l and presence sense will detect the creat ure and can 
be used to track them down. 

Average Life Span: Unknown 
Languages : None 
Value: None. Nobody can tell a vamp ire ugg lie from a lesser 

ugglie, so any bounties would be the same for both. 
Habitat: Same as the lesse r ugg lies; spaces hips, space stations 

and cities. 

Killer Apes-- - -- -
Ki ller apes, a lso known as the Forsaken Ones, are a race of 

gor illa-like creatures that can be found on severa l planet s of the 
Corkscrew Galaxy. Their existence usually coincides with some 
ancient ruin s of once-migh ty cities, which has led many scholars 
to sugges t that these beings are the devolved descendants of an 
ancient starfaring race . A few fringe cults actually believe that 
these creatures are the bastard children of the mythi cal First 
Race and they will capture the apes to worship them as living 
gods! 

Like Eart h apes, the Forsaken Ones have over ly long am,s 
and massive builds. They are covered with long, fine hair, usu
ally white or beige, that hides their faces and features as well as 
the outlines of their bodies. Unlike real apes , the killers are fero
cious carnivores who are not afraid to kill for food, or to protect 
their territory. Some rogues even kill for pleasure. An adult bull 
ape ca n tear apart a man in seconds, and even rip out an arm pro
tected in mega-damag e body am,or. Entire co lonies of human
oids have been wiped out by large tribes of killer apes that 
swoope d down on them when they least expected it (often at 
night, while they sleep). 



Alignment: Considered to be diabolic predators. 
Attributes: I.Q. 2D6 (high animal or low humanoid ), M.E. 3D6, 
M.A. 2D6, P.S. 4D6+20, P.P. 2D6+10, P.E. 2D6+10, P.B. 2D4, 
Spd. 4D6; supernatural strength and endurance. 
M.D.C.: l04 x l00 M.D.C. 
Horror Factor: 12 when facing a lone individual, but 17 when 

one or two characters are facing down five or more. 
P.P.E.: 20 6 

Natural Abilities: Night vision 200 feet (6 1 m), keen sense of 
smell (track by smell 59%, track the scent of blood 72%), 
track by sight 54%, climb 60%/50%, prowl 50%, swim 60%, 
and bio-regenerare 30 6 M.D.C. per hour. Many have a high 
animal intelligence and exhibit extreme cunning, sneakiness 
and resourcefulness. They can figure out how to open doors, 
tum on lights, activate (but not run) machines and vehicles, 
and even use tools and energy weapons (-4 to strike). Despite 

this, they CANNOT be domesticated and are murderous 
predators. 

Combat : Four hand to hand attacks per melee round. 

Bonuses : + l on initiative, +4 to strike, +5 to parry and dodge, 
+2 to roll with impact or fall, and +3 to save versus magic 
and psionics. All are in addit ion to attribute bonuses. 

Damage: Claws: I D6 M.O. plus supernatural P .S. or by bite 
which inflicts 2D6 M.O. 

Magic: None 
Psionics: None 
Average Life Span: 50 years; twice as long in captivity. 
Languages : Believed to have a crude language consisting of 

grunts and gestures. 
Value: Some zoos and circuses will pay 2D6x l00 ,000 credits 

for a baby killer ape, and 4D6x I 00,000 for an adult. 
Habitat: Jungles and forests. 
Size: Five to six feet tall ( I .5 to 1.8 m) 
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Weapons and Technology 
Listed below are some weapons and equ ipment common to 

the Three Galaxies. More technologi ca l and magic items will be 
described in future Phase World sourcebooks. The After the 
Bomb/Rifts supplement Mutant s in Orbit also has a number of 
weapon s and pieces of equipm ent for a campaign in space. 

Keep in mind that the technologi ca l leve l of the major civili
zations in the Three Galaxies is at leas t a century ahead of any
thing produced by Earth cultures, especially in regard to 
spaceship s, space trave l, force field s, and medicine. Earthlings, 
even those on the moon, have yet to discover a faster-than-lig ht 
(FTL) drive or a contragrav ity propul sion system, among other 
things. Game Master s may wish to use the equipm ent in Mu
tants in Orbit to simulate more primitive civilizations in the 
Three Galaxies , espec ially poo r ones that have to make do with 
what they can manu facture themse lves, or isolated ones who 
have had little or no contac t with their more advanced neighbors. 

Note: Although the techno logy of the Three Galaxie s is supe
rior to what is found on Rifts Earth, the difference in weapon 
qualit y and performance is not as great as one might think it 
should be. Why? The reason is simple. Unlike the cultures of 
Rift s Earth, the most advanced civil izations of the Three Galax
ies are not fighting for their very survival against hordes of su
per-powerful monsters. Innovat ion has stagnated, weapon 
systems that were in use several centuries, or even a thousand 
years ago are still being used, becau se they work well and to re
place them with slightly superio r weapon s would be more ex
pensive than perfo rmance improv ement s would justify. On the 
other hand, the Coa lition State s and the NGR/friax have poured 
billion s of credits into fren zied efforts to improve their war ma
chines. In a hundr ed years they have closed the genera l techno 
log ica l gap between them and the thousand year old cultures of 
the Three Galaxies to a "mere" century or two . In another hun 
dred they might become their equals - if their inhuman enemies 
don't destroy them first. 

Generally speaking, the high-tech power s of Rifts Earth are 
much closer to the Three Galaxie s' (within IO to 20 years) in re
gard to robots, power armor , bionic s, weapons, and techno-wiz
ardry, although there are some civili zations that surpass them by 
50 to 100 yea rs in those areas as well, but these are the exce p
tions, not the rule. Many robot s, vehicle s and weapon s produc ed 
by Rift Earth 's Triax Industries, the CS, Wilk 's and other manu 
facturers can be purcha sed on Phase World! They often see serv
ice in the most unlikely places of the Three Galaxies. The 
freedom fighters of the Transgalactic Empire, for examp le, favor 
NGR weapons because they are effectively untracea ble by the 

authorities and of very good quality. Gl itter boys of the original 
design, the new Triax version and space models (see Mutants in 
Orbit for the latter) can be found throughout the Three Galaxies, 
particularly in the hands of spacers, pirates, freedom fighter s and 
mercenaries (about 25% have an additional 2D4x l0 M.D.C . and 
use an addit ional or different weapo n). 
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The Splugorth and their minions, (especially the kittani) , also 
do a brisk trade in high-tech weapon s and vehicles, both on 
Phase World and on the planet s they contro l. All items described 
in Rift s Atlanti s can be found on those world s. Kittani technol 
ogy is respected, but not feare d. Both the CCW and the Trans
galactic Empire can produ ce weapons and vehicles with the 
same or even better performan ce. Besides the large planetary 
federation s, the largest weapo n producer in the Three Galaxies is 
the tran sdimensional company Naruni Enterprises. However, 
when it comes to rune weapo ns and bio-wizard devices, the 
Splugorth remain unsurpassed. These "uniqu e" items are sold on 
a very limited basis, at very high price s, to a specia lized market 
(namely practitioner s of magic and supernatural beings). 

Weapons from Aliens Unlimited: The Aliens Unlimited 
sourcebook, for Heroes Unlimited and Rifts, offers a nice selec
tion of strange and unique weapons, includin g microwav e guns, 
sonic blasters, cold weapo ns, stun weapo ns, projec tile shooters, 
energy blades, and vi bro-blades as well as body armor, pow er ar
mor, special armor features, vehicles and spaces hips. Most are 
listed with S.D .C. dama ge. It is fair to assume that weapo ns used 
in any Rifts setting that were created by a high-tech civilization 
such as those of the Three Galaxies would incorporate mega 
damag e technology and inflict mega -damage. 

Quick Alien Unlimit ed Conversions: Simpl y turn the S.D.C. 
damage point s into M.D.! Thu s, if a weapon does 6D6 S.D.C., 
the Rifts/Phase World equi valent would do 6D6 M.D. Game 
Master s may want to reduce some of the weapo n's dama ge by 
1 D6 or 2D6 and range by 25% to 50% to make them fit with 
other comparable Rifts wea pons; as advanced S.D.C. weapons , 
some inflict considerable amounts of S.D.C. dama ge . The only 
exce ption s are conventional firearms (pistols, rifle s, ma
chineg uns, etc.) and stun weapo ns; these remain S.D.C. items. 
Stun weapo ns will not work aga inst supernatural beings and may 
do little or no damage to mega- dama ge creatures (25% of nor
mal damage, penalties and duration to those with less than 120 
M.D.C. , nothing to beings with 200 M.D. C. or more). In the al
ternat ive, the G.M. can use the weapo ns from Aliens Unlimited 
exac tly as listed (S.D.C. weapo ns) and conside r them to be items 
from an alternative dimension with lower techno logy. 

Of course, the weapons, equipm ent, g iant robot s, power ar
mor and space ships from any of Palladium' s other mega-damage 
game worlds can also be incorpor ated (as is, or modifi ed) into 
the Rifts/Phase World setting. 

Weapons-- ---
m-3o Laser Pistol 

High-intens ity lasers are the most popular handguns in the 
CCW and can also be found on many of the independent worlds. 
The HI-lasers ftre laser beam s on a higher wave length than those 
of normal lasers for greate r penetration . These weapon s are more 
powerful than lasers man ufactured on Rift s Earth (Triax Indu s-



tries might be able to manufacture HI lasers if given eno ugh pro
totypes or time). Note: All prices reflect Three Galaxy Universal 
credits, not Earth credits. 

The HI-30 is a short-barreled, square pistol that looks like a cut
down Colt .45. It is light and easy to .conceal, making it a favor
ite among bodyguards and assassins. The thickness of the barrel 
is due to a cooling system that keeps the barrel from melting. 
Weight: 2 lbs (0.9 kg) 
Mega-Damage : 2D6 M.D. 
Rate of Fire: Standard 
Effective Range: I 000 feet (305 m) 
Payload: 20 shots 
Cost: 15,000 credits for the pistol; a standard E-Clip is 2,000. 

HI-50 Laser Rifle 
A rifle version of the HI-30. This short gun resemb les a 

square-shaped shotgun and has the characterist ically thick barrel 
common to high-intensity lasers. HI-50s are often found in the 
hands of the freedom fighters of the Transgalactic Empire, pur
chased from gun smugglers that usually come from CCW plan
ets. 

HI-80 Combat 
Laser Rifle 

This weapon is only slightly bulkier than the HI-50, but it is 
able to fire a more powerful beam. The HI-80 is the standard is
sue infantry weapon of the CAF and has been adopted by many 
armies throughout the Three Galaxie s. 
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HI-10 Heavy Laser Pistol 
This handgun looks like an oversized .45 pistol and is the stand
ard issue weapon of the Consortium Anned Forces (CAF). Like 
all high-intensity lasers, the weapon has more pepetrati ng power. 
Weight: 3 lbs ( 1.1 kg) 
Mega-Damage: 3D6+3 M.D. 
Rate of Fire: Standard 
Effective Range: I 000 feet (305 m) 
Payload: 15 shots 
Cost: 18,000 credits 

Weight: 5 lbs (2.25 kg) 
Mega-Damage: 3D6+6 M.D . single shot or 1D6x l0+10 M.D. 

from a multiple pulse burst (three simultaneous shots; counts 
as one melee act ion). 

Rate of Fire: Standard 
Effect ive Range : 2000 feet (6 10 m) 
Payload: 30 shots 
Cost: 26,000 credits for the weapon; a standard E-Clip is 3,500. 

Weight: 7 lbs (3.2 kg) 
Mega- Damage: 4D6+6 M.D. or 2D4x l0+ I0 M.D. multiple 

pulse burst (three simultaneous shots; counts as one melee ac
tion). 

Rate of Fire: Standard 
Effec tive Range: 2000 feet (610 m) 
Payload: 30 shots 
Cost: 40,000 credits 



EP-5 Energy Pulse Pistol 
These guns fire brief but intense bursts of charged particles. 

To an observer, the weapon seems to spit small balls of white 
flame that explode on contact wit-h a solid object. Pul se guns 
have respectable stopping power and good range . The Trans
galactic Empire line troops use E-Pulse weapons almost exclu
sively. 

Weight : 4 lbs (1.8 kg) 
Mega- Damage: 3D6 M.D. 
Rate of Fire : Standard; single shots only. 
Effective Range: 1000 feet (305 m) 
Payload: 9 shots 
Cost: 10,000 credits 

EPR-8 Energy Pulse Rifle 
The standard issued weapon of the TransgaJactic Empire 's 

Imperial Armies. A relative ly short weapon that resembles a car
bine or sub-machineg un, but which can fire devastating automat
ic bursts. The weapon is very sturdy and can survive a lot of 
abuse and field service under extreme environmental condition s. 
Due to this, the EPR-8 pulse rifle is also a popular item among 
explorers, colonists and mercenaries. 

Weight: 13 lbs (5.8 kg) 
Mega-Da mage : 5D6 M.D. for a single shot or l D6x 10 M.D. for 

a 4-sho t burst. 
Rate of Fire: Single shots or short bursts only. 
Effective Range: 1600 feet (488 m) 
Payload: 40 shots 
Cost: 23,000 cred its 

Power Halberd 
A fearsome melee weapon, the power halberd is a heavy 

blade connected to a powe r supply worn on the back. When acti
vated, the halberd's ultra-hard blade starts vibrating at a very 
high frequency. The powered blade can slice through any mate
rial, eas ily cutting through power armor, M.D.C. walls, vehicles, 
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etc. The power halberd must be used with two hands and is a 
clumsy, heavy weapon: 

-2 to strike and parry unless they are wielded by somebody 
with a P.S. of 24 or higher , or is using power armor, or has super
natural P.S. of 20 or higher. 

Note: This weapon was first depicted (but not described) in 
the Rifts Dimension Book One: Wormwood . 

Weight: 40 lbs (18 kg) 
Mega-Damage: 1D6x l0 M.D. when powered up. 4D6 S.D.C. 

otherwise. 
Rate of Fire: Equa l to the number of hand to hand attacks. 
Effective Range : Melee weapon 
Payload: Powered by an E-Clip for 2 hours of continual use. 
Cost: 20,000 credits. 

NE-4 Plasma Cartridge Pistol 
The pistol version of the NE- I 0; it fires the same cartridges 

(same damage but reduced range ). It is very heavy and cumber
some for a pistol, but fans of firepower love it. Has no auto-fire 
capability. Characters with a P.S. of 17 or less are -2 Lo strike 
even on an aimed shot. 

Weight: 6 lbs (2.7 kg) 
Mega-Damage: ID4x l0 M.D. 
Rate of Fire: Standard 
Maximum Effect ive Range: 500 ft ( 152 m) 
Payload: 10 shot magazine. 
Black Market Cost: 25,000 credits for the gun. Each round cos ts 

40 credits (a full magazine costs 400 credits). 

This is a belt-fed, heavier version of the NE- IO rifle, used as a 
tripod or vehicle-mounted weapon. There is also a power ar
mor/cybo rg version, used as an oversized rifle (that model has a 
40 shot magazine). The user must have a P.S. of24 or greater. 
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NE-10 Plasma Cartridge Rifle 
This weapon is an energy riOe that does not require an E

Clip . Instead , it uses thick cartridges that have a small impact 
primer . When the primer is hit by the mechanic al weapon, the 
cartridge is converted into energy, causing a plasma discharge. 
The weapon inflicts a lot of damage, but has a limited range. Its 
main drawba ck is that the ammuniti on must be purchased from 
Naruni Enterprise!:. However, NE has licensed several compa
nies through the Three Galaxies to produce plasma cart ridges, so 
there is an ample supply of ammo available. 

The gun's bore is almost two inches wide - having it pointed 
your way is very intimid ating. 

Weight: 20 lbs (9 kg) 
Mega-Dama ge: 1D4x l0 M.D. per single shot. 
Rate of Fire: Standard 
Maximum Effective Range: 1200 feet (365 m). 
Payload: 20 shot Magaz ine. 
Black Market Cost: 40,000 credits for gun. Each round costs 40 

credits (a full magazine costs 800 credits). 

NE-200 Plasma 
Cartridge Machinegun 

Weight: 70 lbs (3 1.7 kg) with maga zine. The belt weighs another 
15 lbs (6.8 kg). 

Mega-Damage: 1D4x 10 per single shot , or 2D6x l0 M.D. for a 
burst of IO shots. 



Rate of Fire: Standard 
Maximum Effective Range : 2000 feet (610 m) 
Payload: 200 shot belt or 40 shot magazine. 
Black Market Cost: 95,000 credits. Each round costs 40 cred its 

(a full magazine costs 1,600 credits , and a belt costs 8000 

__ c_re_di_ts)_. -------------- NE-50 Particle Beam Rifle-----

CAF Repeating Rocket Launcher 

CAF infantry platoons are issued one Repeatin g Rocket 
Launcher System (RRLS) . This weapon is basically a bazooka
like tube with a revolving drum magazine containing four mini
missiles. The weapon is relatively light and compact and can be 
quickiy reloaded with disposable missile cassettes. Copies of 
these weapon s can be found in the hands of mercenaries, guer
rilla fighters and pirates. 

Weight: A fully loaded launcher weighs 21 lbs (9.45 kg). Each 
preloaded cassette of 4 missiles weights 5 lbs (2.25 kg). The 

A heavy energy rifle that has been "modified" to operate on 
Earth type "E-clips." 

Weight: 13 lbs (5.9 kg) 
Mega-Dama ge: 1D4x l0 M.D per blast. 
Rate of Fire: Standard 
Maximum Effective Range: 1200 ft (365 m) 
Payload : 8 shots from a standard "short" E-clip or 16 from a 

long E-clip .. 
Black Market Cost: 45,000 credits. 
Note: The NE-50 (unmodified) particle beam rifle sold in other 
di mensions has a range of 1600 feet (488 m) and an NE en-

ergy clip can fire 24 shots; same damage. This weapon has 
not been offered to the Earth market yet, but may be used by 
some of the sales reps. 

casse ttes are relative ly bulky and only four or five can be 
comfort ably carried by most humanoid soldie rs. Typically, 
every member of a platoon carrie s a reload for their missileer. 

Mega-Dam age : Varies with missile type (see Rifts, page 46). 
Rate of Fire: 2 shots per melee. Reloading from a cassette takes 

one melee round for a trained person or 1D6 melees for an in
experienced user. 

Effective Range: About one mile (1.6 km). 
Payload: Four mini-missiles. 
Cost: 20,000 cred its for the launcher. Each cassette costs 1,000 
cre dits plus the cost of the missiles (1000 to 2,200 credits 

each; see Rifts, page 204 ). 



Body Armor & Spacesuits 
Note: Unless otherwi se noted, the body armor suits desc ribed 

below are designed for survival in the vacuum of space and offer 
fair to good protection against radiation , solar flare s and other 
common space danger s. They also offer full environmental pro 
tection and have a limited (one hour or less) air supply, which 
can be augmented by adding oxyge n tanks and/or air purification 
and recirculation systems (25,000 credits). 

Light Combat Armor 
This is a jump suit with specia l plat e inserts on the chest, fore

arms and knees , and a helmet with transparent face plate . People 
from Rifts Earth will see a similarit y to the plastic-man body ar
mor, but this mode l uses high-tec h com posite ceramics and al
loys that are far stron ger. The LCA is commonly worn by private 
security forces, the armies of many independent planets , and a 
number of adventurers and pirates. 

• M.D.C.: 80 Market Cos t: 30,000 credits. 
• Weight: 18 lbs (8.2 kg). 
• Good mobilit y: -10% prowl penalt y. 
• Colors: Varies. Most planetary forces favor olive green, 

brown or camouflage pattern. Any color imaginable can be 
put on the suit. 

• Fits: Thi s suit is designed for humanoids 4 to 9 feet (1.2 to 
2.7 m) tall. 
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CAF Jumpsuit 
The Consortium 's Armed Forces uniform is a form-fitting 

jump suit. The suit's material is made of a spec ial fiber-metal 
compos ite that is very resistant to energy and which becomes ul
tra-hard when hit by a high velocity object (a bullet, for in
stance). The jump suit also has attachment s that allow the wearer 
to put on a helmet and g loves that provide full environm ental 
prot ection. Although this su it is not intended to be used in com
bat situation s, black market suits are often worn by criminals 
and adventurers. 

The suit can be designed for a number of different shapes and 
can accommodate wolfen (although they dislike the "tail pock
ets" of the suits and constantly complain about . them), noro and 
even less humanoid races. 



• M.D.C.: 25 
• Weight : 12 lbs (5.4 kg). 
• Great mobility: -2% prowl pena lty. 
• Colors: Blue with white trimmin gs. Rank is denoted by the a 

white-stripe design over the torso and shoulders. Rank sym
bols can be found under the CAF-related O.C.C. s. 

Market Cost: 20,000 credits. 

CAF Battle Armor 
The Consortium 's Armed Forces standard issue combat armor 

consists of articulated plate armor and full helmet. These armor 
suits have an angular, aerodynamic style and are designed tn 
provide maximum protec tion and mobilit y; a hard combination 
to achieve. The armor even has an option al power backpack . 
This "backpac k" looks like a thick plate on the back of the armor 
and does not protrude or weigh enough to hinder the wearer . En
ergy weapons with special power cords can draw power from the 
backpack, allowing for more capaci ty. The backpack holds 10 
times the energy of a standard E-clip, so a weapon connected to 
the pack has ten times the normal payload! The disadvantag e is 
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that if the backpack is destroyed, the weapons are effec tively 
useless (most soldiers carry a normal supply of E-cl ips just in 
case). 

The armor suit also has "stealth" materials that block out the 
wearer' s heat signature and "blend " in with the heat signature of 
the loca l terrain . This means that thermographic nightvision sys
tems are worse than useless to detect troop s wearing this armor. 
In addition to the normal armor accesso ries, the helmet has a la
ser-communi cator that allows for secure voice communi cation 
that can not be intercepted . Howeve r, it only works by line of 
sight and the laser beam is blocked by most obstacles, including 
thick smoke. 

• M.D .C.: l00 (Power Backpack has 40 M.D.C.) 
• Weight: 2 1 lbs (9.5 kg), or 25 lbs ( 11.3 kg) with backpack at

tachment. 
• Good mobi lity: - 10% prowl penalty . 
• Colors: Parade suits have the same color and pattern of the 

CAF jumpsuit. Field issued suits are colored to match the sur
roundin g terrain - whjte for snow/ ice, patch y green -brown 
for jun gle/fo rest, yellow and brown for desert, and so on. 

Mark et Cost: 70,000 credits. 

CAF Heavy Battle Armor 
A heav ier version of the above, giving increased protect ion at 

the expe nse of greater weight and reduced mobilit y. This suit is 
often ass igned to heavy weapon squads and to humanoid races 
with greater than average strength. Like the lighter version, the 
suit also has a slot on the back for a big energy backpack and all 
other accessor ies. Non-human oid versions have rough ly the 
same degree of protection. 

• M.D.C.: 120 
• Weight: 25 lbs ( 11.3 kg) or 30 lbs ( 13.6 kg) with power back

pack . 
• Fair mob ility: - 15% prow l pena lty. 
• Co lors: Vary with terrain requirements. 

Market cost: 80,000 credits. 

Spacer Suit 
This is a civilian spaces uit used in case of life support system 

fa ilure or for working in a vacuum. In a pinch, it can serve as 
light body armor. The typica l spacer suit is a "soft suit" made up 
of form -fitting, flexible super-plastics with a sealed helmet. The 
suit has a small supply of compressed oxygen and has fittings for 
extra oxyge n tanks, jet packs and grav packs . 

• M.D.C. : 20 
• Weight: 10 lbs (4.5 kg) 
• Grea t Mobil ity: -5% prowl pena lty. 
• Colors: Can be purchased in any color imaginab le, including 

fusch ia. 

Market Cost: l0 ,000 cred its 

Spacer Hard Suit 
Thi s is a heavier version of the typical spacesuit. It is used for 

dangerous cond itions (in the presence of so lar flares, light parti
cle showe rs, vacuum mining, and so on) or as a substitute for ar
mor. The spacer hard suit is not a good substitute for real combat 
armor and is relatively bulky for the amount of protection it pro-



vides. On the other hand, it has a much more extensive life sup
port system, enabling the wearer to survive in a vacuum for as 
long as a week (although not very comfortabl y). 

• M.D.C.: 50 
• Weight: 2 1 lbs (9.5 kg) 
• Poor Mobility : -20% prowl penalty. 
• Full Life Support: Enough food for a week and a two week 

supply of water (word command brings the food and water 
dispensers to the mouth of the wearer ). Integral oxygen tank 
and recycling center (chemically extracts oxygen from the 
person' s breathing wastes) will provide enough air for two 
weeks of activity , plus increased radiation , heat and cold 
shielding, temperature control , clock, mini-computer/calcula
tor (left arm), radio communicator and other features. 

• Colors: Typically white (easier to-spot in an emergency), but 
can be any color. 

Market Cost: 65,000 credits 

Kreeghor Battle Armor 
The kreeghor of ancient times wore mail and segmented ar

mor to battle. A modem, fully-sea led version of this archaic ar
mor, des igned exclusively for the kreeghor race, is given to the 
Transgalactic Empire's troopers. Non-kreeghor soldiers make do 
with the lighter Imperial Combat Armor (see below). Kreeghor 
battle armor is perfectly articulated and offers no encumbrance 
to the super-strong race; its design is made so it fits the natural 
exoskeleton of the Kreeghor like a second skin and has an al
most organic appearance. 

• M.D.C.: 110 
• Weight: 2 1 lbs (9.5 kg) 
• Full Mobility: No prowl penalty. 
• Colors: Dark gray or jet black with silver trimmings. 
• Fits only members of the Kreeghor race. 

Market Cost: 25,000 credits. Poor availability outside the 
Transga lactic Empire. 

Imperial Legionnaire's Armor 
This suit is issued to combat soldiers of the Transgalactic Em

pire. It is best known for its face mask which is sculpted to re
semble the face of a snarling Kreeghor. The Legionnaire's armor 
provides good protection, and different versions are manufa c
tured for all the major races in the Empire. 

• M.D.C.: 90 
• Fair Mobility: - I 0% prow l penalty. 
• Colors: Dark gray only. 

Market Cost: 30,000 credits. Poor availability outside the 
Transgalactic Empire. 

Personal Force Fields-- - ----
Naruni Enterprises deals in personal force fields, the latest 

development in personal defense technology. Unlike suits of ar
mor, force fields are light and non-cumbersome (no penalty to 
prowl rolls). The force fields that Naru ni Enterprises sells work 
by reacting to both energy beams and to fast-moving objects 
(like bullets and punches) by absorbing and dispersing the in
coming energies. Tt is possible for an enemy to move slowly and 
press a weapon against the skin of the target without trigger ing 
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the force field, but this is eas ier said than done (such attacks are 
made at -6 to strike, unless the target is unable to move away -
for example, if he's backed up aga inst a comer or unconscious). 
The force field offers no protection aga inst gases or hostile envi
ronments, including intense heat. A field wearer can drown if 
submerged in a body of water or bum to death if caught in the 
middl e of a fire (unless he is wearing additional sealed armor or 
a spacesuit of some sort). 

The M .D.C. value of the force field shows how close to over
load it is. If the M .D.C. of the field is depleted, it has overloaded 
and cannot be reactivated for 12 hours. As long as the M.D.C. 
has not been overloaded, it regenerates lost M.D.C. at the rate of 
one M.D.C. point per melee round (4 M.D.C. per minute). 

On the other hand, force fields need a source of energy. One 
E-Clip will keep force fields active for a period between 12 and 
2 hours depending on the power of the field (see below). Natu
rally, this means that force fields cannot be left "on" all the time, 
but only when battle is immin ent. This is a disadvantage over 
normal suits of armor. 

It is NOT possible to wear armor under a force field, unless 
the field generator is built into the armor itself. Fields can be 
built into any M.D.C. ann or suit or into powered ann or at an ex
tra cost (typically about 50% more than the nonnal cost for the 
field system). When connected to a nuclear reactor, the field can 
run indefinitely but is still subject to overload. 

Robot models exist, but are a lot more expensive . There are 
equivalents of all Force Field Classes and they offer double the 
M.D. protection , but they cost 20 times as much as the integral 
force fie ld models for powered armor. 

N-F12A Light Force Field 
This is the lightest model available and is worn as two 

crossed belts over the person 's torso (the belts can be converted 
into bandoleers for grenades or E-Clips at no additional cost. 
Each bandoleer can hold 6 grenades or 4 E-Clips). The force 
field will run for 12 hours on one E-clip. Activating the field 
takes one melee action and protects the weare r immediately after 
activation. 

There is an integral force field (the N-F l 2B) which can be 
built into any suit of M.D.C. armor or powere d armor. The pow
ered armor version uses no E-Clip and taps d irectly into the nu
clear reactor of the suit. The robot model is twice as powerful , 
but much more expensive. 

• M.D.C.: 45 (M.D .C. 90 for the Robot Mode l). 
• Weight: 8 lbs (3.6 kg). 

Market Cost: 25,000 credits for the personal field. 35,000 
cred its for the integral model; this includes installation cost, the 
armor must be bought separate ly. The Robot Model costs 
700,000 credits. 

N-20 (A or B) Medium Force Field 
As above, but offering greater protection. An E-Clip will 

power the force field for 8 hours. Weight remains the same. 

• M.D.C.: 75 (150 for the Robot Model) 
• Weight: 10 lbs (4.5 kg) 

Market Cost: 50,000 credits for the personal field (N-20A), 
65,000 credits for the integral model (N-20B) . The Robot Model 
costs one million credits. 



N-40 Heavy Force Field 
Thi s force fie ld requir es a harnes s sys tem and is slighlly 

heavi er than the N- 12 or N-20. Thi s is the usual limit for infantry 
force fields. An E-C lip wi ll po wer the force fie ld for only 4 
hours of continual use. 

• M.D.C.: ll0 (220 for the Robot Mod el) 
• Weight: 15 lbs (6.8 kg) 

Market Cost: 90 ,000 credits for a persona l fie ld (N-4 0A), 
130,000 credits for the integral mod el (N-40B). The Rob ot 
Mod el cos ts two million cred its. 

N-50 Superheavy Force Field 
This is the most powe rful force field ava ilable. It look s and 

weighs the same as the N-40 field, but is much more intense. 

• M.D.C.: 160 (320 for the Robot Model) 
• Weight: 15 lbs (6.8 kg) 

Market Cost: 170,00 0 credit s for a personal fie ld (N-5 0A), 
280,000 credits for the integ ral mode l (N-50B). The Robot 
Model costs five milli on credit s. 

Phase Technology 

The promethean s have deve loped a uniqu e form of technol
ogy (maybe techno-wizardry) that uses dim ensional pha sing as 
its base. Pha se technol ogy causes objects and peop le to "s tep out 
of phase" regarding the normal three-dimensiona l world. De
pending on Lhe intensity of the phase field, the subject can ei ther 
be completely remove d from norm al space, or be only partially 
out of phase. T he basis for all pha se-tec h is the pha se fie ld gen
erator, which generates an unkn own forn1 of energy (comm only 
known as PH-waves) that surround the objec t and take it out of 
phase. The prom etheans have used ph ase fields to create te lepor 
tation platform s, faster-than- light propul sion sys tems, ultra-pow 
erful defensive barrie rs, and devas tatin g weapon s. 

In the I 00,000 years of galactic history, no civilization has 
been able to rep licate phase tec hnology. No t eve n tran sdimen 
sional specie s like the Splugorth, uteni, or tempo ral raid ers have 
success fully built a phase- tech device from sc ratch. Mag ic users 
and techno-w izards have found phase effec ts are impossible to 
reproduce . It is believe d that the prom ethea n's natural ability to 
generate phase field s (see the promethean R.C.C.) is what en
ables this race to work with the de licate (and not quite three-di
mensional) comp onen ts of pha se technolo gy. 

Since no nation or group can replicate, service or build phase
tech machines, most galactic gove rnrr!lnts are reluctant to de
pend on this technology. Most phase- tec h is in the hand s of 
relative ly small gro ups like private corpora tion s, mercenary 
companie s, adve ntur ers, pirates and smugg lers. Possess ion of 
pha se-tech is illega l in the Tran s-Galacti c Emp ire, exce pt in the 
hands of the Imp erial Guard . The CCW allows the sale and dis
tribution of phase-tech with the same restrict ions that app ly to 
any weapon sys tems. A few independent plan ets have come to 
rely heav ily on the technolo gy and it is common to find pha se 
vehic les and equipment among many of the non-a ligned world s. 
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Phase World is the capital of this technology , for obvio us rea
sons, and it is the place where it can be purchased, repaired and 
serv iced cheaply. 

Phase Beamers 
The phase beamer proje cts a phase fie ld onto the target. This 

field disrupt s the targe t's vital functions, infli ct ing a great deal of 
damage. What make s the beam er so effec tive is that the field ef
fectively bypasses any type of armor the target is wear ing! Not 
only that, it affects both S.D.C. (normal human s, for instance) 
and M.D.C. creatures, innicting rou ghly the same amount of 
dama ge. The field also disrupt s the natural defen ses and hea ling 
of its victims, includin g bio-rege neration . Even vampir es and su
pernatural be ings suffer from this weapo n, becau se the energies 
that animates and/o r emp owe rs them are disrupt ed and dispelled. 

Damage from a pha se-beamer can be regenerated, but the re
covery rate is much slower. Mega -dam age that can usually be 
healed in a matter of melee rounds (seco nds) takes the equiva
lent time in hours. Dama ge that norm ally hea ls in minut es takes 
the equi valent Lime in days. Dama ge healed in hours takes the 
equiva lent time in wee ks! Magic, psionic or technologica l heal
ing works norm ally to restore these wou nds. 

Three thin gs preve nt the pha se-beamer from becoming the 
most popul ar hand weapon of the Three Ga laxies. First of all, it 
is useless again st inanimate objects like walls, furniture, robo ts, 
vehicles, etc. The pha se field is not disrupti ve eno ugh to dama ge 
metals, and mo st other non-liv ing things (note that living crea
tures, no matter what they are mad e of, still Lake dama ge). On 
the other hand, the pha se-beamer is very popular on starships 
and space station s, bec ause normal weapon s blow holes in the 
walls and can kill every body inside, but phase beamers only kill 
peop le and don 't damage the structural integr ity of the vesse l 
one bit. Pirat es love the se weapons , beca use they can use them 
to kill the crew of a ship or vehicl e without harming the machin
ery. 

Second, phase beamer s are stopped by normal force fields. 
The bea m doe s mega-damage to the force field but does not 
penetrate the protective field to dam age those inside . Further
more, it is comp lete ly useless aga inst targets equipp ed with 
pha se-fields (no damage/effec t) . 

Third , the pha se bea mers are stopp ed by mag ic barri e rs the 
same as if they were force fie lds, includin g magic armor , magic 
invuln erabilit y, energy field , impenetra ble wall of force, id bar
rier, and magic walls (any). When it comes to magic prote ction 
circle s (all), the beam stops at the perimeter of the circl e and is 
rendered harml ess! 



PH-21 Phase Beamer 
A pistol model phase beamer that is extremely popular amon g 

pirates, assassins, mercenaries, and adventurers. 

Weight: 4 lbs (1.8 kg) 
Damage: 3D6 S.D.C. to human s and other S.D.C. creature s; 4D6 
M.D. to M.D.C. beings and force fields. It does not damage ar
mor of any kind! 
Rate of Fire: Equal to the total number of hand to hand attacks. 
Effective Range : 400 feet (122 m) 
Payload: 10 shots 
Cost: 50,000 credits 

PH-100 Heavy Phase Beamer 
The PH-I 00 is the rifle model of the PH-2 1. Other than its ex

tra damage and range, it is identical to the pistol model above. 

Weight: 7 lbs (3.2 kg) 
Damage: 4D6 S.D.C. to human s and other S.D .C. creatures; 5D6 

M.D. to mega-damage beings and force fields. Body armor is 
not damaged! 

Rate of Fire : Equal to the total numb er of hand to hand attacks. 
Effective Range: 800 feet (244 m) 
Payload: 20 shots 
Cost: 85,000 credits 

PH-400 Heavy Phase Beamer 
This heavier phase beamer is used as a tripod-mounted sup

port weapon or a light vehicle cannon. The PH-400 also has a ri
fle model used by giant creatures and robot vehicles. The 
cannon 's effect depends on the size of the creature. The phase 
field affec ts a 10 foot (3 m) radius (that's a circular area that's 
roughly 20 ft/6. 1 m in diameter), damaging all man-sized or 
smaller targets in the blast radius, OR two giant creatures IO feet 
(3.0 m) or larger in that same area. In the latter case , the weapon 
does a lot more damage, disrupting the target's energies over a 
wider portion of his body. 
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Weight: 80 lbs (36.3 kg) 
Mega- Damage or S.D.C.: 4D6 points of damage to all targets in 

a 10 foot (3 m) radius, or 6D6 to any creature 10 feet (3 m) or 
taller. Force fields also suffer 6D6 damage. This damage is 
S.D .C. to non-M.D.C. creatures, or M.D . to M.D.C. creatures 
and force fields. 

Rate of Fire: Equal to the total number of hand to hand attacks. 
Effective Range: 1600 fee t (488 m) 
Payload: 60 shots. 
Cost: 180,000 credits 



Phase Swords 
These melee weapons consist of a high strength allo y blade 

surrounded by a phase field. The P-field d isrupts both inanimate 
and living things, allowing the wielder to cut through even 
mega-damag e alloys! Furthermore, the blade does damage to su
pernatura l and M.D.C. bein gs, ju st like the phase beamer s de
scribed above. 

Damage: 4D6 M.D.C. or S.D.C./Hit Point damage, plus the 
wielders' P.S. bonus, if any. 

Market Cost: 30,000 credits 

Phase Fields 
There are two type s of phase fie lds, both of wh ich use the 

same principle but are applied in different manner s. The first 
type is the P-Field, a defensive field similar to a conventional 
force field . By creating an "o ut of phase " area around the user, 
the P-Fie ld disperses incom ing energy or physical attacks, reduc 
ing the damage they inflict. 

The second type is the OP-Field which does not affect outside 
forces, but the wearer himself, taking him out of phase and ef
fectively makin g him intangible and invu lnerab le to most con
ventional and energy weapon s. The only drawback of the 
OP-Field is that the wearer must become tangible to counterat 
tack. 

Note: Magic and psionic attacks will penetrate both types of 
defense s and have full effec t on the user of the phase fields. 

P-Field (Defensive Fields) 
This phase field projects a phase distortion around the wearer, 

disper sing any incoming energy attacks. The field is modulat ed 
to allow certa in forn1s of energy (sun light , slow-moving objects, 
etc.) to pass throu gh and to allow the wearer to shoo t throu gh the 
field without pena lty (in a manner similar to the way two-way 
mirrors work). Regrettably , the field does not disperse 100% of 
the energy attack, but a "mere" 90%. Furt!krmore, punches and 
kicks are slow-moving eno ugh to get throu gh the field unaf
fected. It would be possible to design a field that wo uld disperse 
all energy, but the wearer would then find himself surrounded by 
an immovable black bubble, unable to move, see or hear through 
it. 

The field projector can be worn as a harne ss with a projector 
on the front and back (each projector has 10 M.D.C.). Destro y
ing one eliminate s the field from one side. A battery supplies 
power to the field for 12 hours of continual use. The harness can 
be worn over light body armor (M.D.C. 50 maximum) or can be 
built into a suit of armor, at doubl e the cost (the projector is de
stroyed when over half the M.D .C. of the armor is depleted). 
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Dispersal Effect: Protect s the user from incoming energy blasts, 
beam s of all kind , bullet s, rail gun blasts, missi les and explo
sions by TEN. Simply roll for damag e as usual, divide it by 
ten, and app ly it to the hit points/S.D .C/M.D,C. of the charac
ter without am1or or to the body armor of those wearing ar
mor. Punches, kicks and melee weapons move too slow to be 
stopped by the field and do normal damage; parry or dodge or 
suffer damage. 

Weight: The harne ss weighs 5 pounds (2.25 kg). The built -in 
version adds 6 pounds (2.7 kg) to a suit of armor. 

Penalty: No prow l penalty. 

Market Cost: 25,000 credits. Extra batteries can be purchased for 
1,000 credits each. 

OP-Fields (Out-of-Phase Fields) 
The Out-of -Pha se Field turns the wearer insubstantial. The 

character can walk throu gh walls, but not force fields or magical 
barrier s. Furthermore, he cannot be hurt. by any non-magical at
tack , includin g physica l attacks by most supernatural creatures. 
Whil e in the out-of-phase state, the wearer cannot attack or af
fect physica l targets. 

OP-fie lds do not prote ct the wearer against magi c or psionic 
attacks, which do norm al damage even if the charac ter is insub
stantial. Phase beamers also do normal damage to the intangible 
character. Norma l force fields (like those protecting most me
dium and large spaces hips) will sti ll be effect ive against the 
character. 

Activating the OP-field counts as one melee action /attack. It 
can be used to "dod ge" an attack by the user turning insubstan
tial before the attack strikes. This must be rolled as a norm al 
dodge, but at + I. 

The field is powered by a built - in battery that al lows for up to 
one hour of uninterrupt ed intang ibility or 20 "sw itch-ans" -
which -ever comes first. In othe r word s, the character can only 
"phase out" and back 20 times before the power is exha usted or 
for a period of one hour , whichever comes first. Most users 
switch it on and off as neede d to conserve energy. 

The OP-field generator can be worn on a harnes s or built into 
armor. It has the same M.D .C. as other pha se fields. 
Market Cost: 60 ,000 credits for the standard harness and 90,000 

credits to build into norm al body armor. Batterie s cost 5,000 
credits. The batteries also have some com ponents of the field 
generator built -in, so normal E-clips and conventional batter
ies will not work on this gadget. 

Buildin g it into a suit of powered armor is a lot more ex
pensive: 600 ,000 cred its plus the cost of the armor. Connect-



ing the field generator to a nuclear power plant does not give 
the field unlimit ed power, but raises the number of 
"sw itches" to 40 and the maximum time period to six hours 
per 24 hour period. Beyond 40 switches on and off, the OP
field generator becomes temporarily overloaded and must be 
allowed to "coo l off' for 12 hours. 

Phase-Tech Med Kit 
Phase technology also has medica l app lications. A phase-tech 

kit has phase field generators and micro-beamers that can be 
used to perform surgery and antisepsis. Among other things, the 
med kit can remove bullets, shrapnel and other foreign objec ts 
embedded in a patient's body by turnin g them insubstanti al ; the 
inorganic objects drop right out and can be picked up and 

Gravitonic Technology 
The science of gravitonics is very important in the Three Gal 

axies. By controlling and manipulating the energies of gravity, 
scientists were able to defea t the light barrier, create arti ficia l 
grav ity on demand, and deve lop a number of weapons and vehi
cles that were unheard of before. 

Gravity Rail Guns (GR-Guns) 
These weapo ns are similar to norma l rai l guns, but they use 

grav itonic energy instead of electromagnetic power to prope l 
their ammuniti on. A GR gun fires metal pellets at greater speeds 
than equivalent rail guns and do greater damage. GR guns can 
also be smaller, allow ing for light rifle-s ized weapons that can 
be carr ied by normal humanoids. On the other hand , gravity 
guns have a slightly shorter range; the slugs lose speed qu icker 
than their e lectromagnetic counterparts. In space, howeve r, dou
ble the effec tive range; in a zero-gravity environment, the slugs 
never lose their velocity, but long-d istance accuracy still must be 
acco unted for. 

Many indepe ndent worlds supply their armies with grav ity 
guns. Selected units in the Transga lactic Empire's armies are 
also issued these weapo ns, especia lly to deal with cos mo-knights 
who are effec tively invulnerab le to energy weapons. 
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thrown away ! Cybernetic and bionic implant s are not affected 
because they are attached to the neurolog ica l sys tem of the char 
acter so they phase out too. Viruses can also be irradiated with 
phase beams calibrated to affect only them , killin g them in
stantly without harmin g any beneficial micro -organisms. A full 
phase-tech med kit will give a basic Recovery Ratio (see Rifts, 
page 10) of 80% even if used under fie ld condition s (i.e., not a 
proper medical facility) and 98% if used in a proper sick bay or 
hospital! 

A "field" med kit costs 80,000 credits. It will give a Recovery 
Ratio of 55% in the field. 

A full med-kit (including the equivalent of RMK and IRMSS 
med sys tems, dru g dispenser with a full variety of medicines, 
and a phase- tech kit) costs 200,000 and weighs 30 pound s ( 13.6 
kg). It will give a Recovery Ratio of 80% in the fie ld. 

GR-lOP Pistol 
A long-barreled pistol somewha t similar to Earth 's ancie nt 
Luger automatics. Each magaz ine has both the bullets and the 
micro-gravi tonic generator to propel them. 
Weig ht: 2 lbs (0.9 kg) 
Mega- Damage : 2D4 M.D. per shot 
Rate of Fire: Single shot only. 
Effec tive Range: 800 feet (244 m) 
Payload: 15 shots 
Cos t: 8,000 credits; magaz ines cost 500 cred its 



The GR- 15 is a heavy assault rifle with a carrying hand le on 
the top, much like the M- 16 used by 20th Century Earth soldiers. 
Like all GR guns, it has a long barrel to accelera te the slugs to 
ultrasonic speeds. The weapon can be reco nfigured as a sniper 
rifle by attaching a multi -spec trum scope and a barrel extension 
(costs extra). 

Grav Packs 
This is a small contra-gra vity device designed to allow the 

wearer to fly. The typica l grav pack is strapped to the user 's back 
and controlled through a wrist controller or neural connec tions 
(if neural connectors are used, the wearer is at+ I to dodge while 
flying). It will allow the wearer to fly at up of 200 mph (320 km) 
for 12 hours on a normal replacea ble bat.tery (an E-clip can be 
jury-rigged to replace the battery). ln a vacuum , speed can be 
raised to an awesome Mach One (660 mph/105 6 km)! 

Grav packs can be very useful for imaginative operators. By 
trading speed for load capaci ty, a grav pack can be used to lift 
heavy weights. The maximum weight a grav pack can carry at 
full speed is 400 lbs (I 81 kg). Doublin g the weight to 800 lbs 
(362 kg) reduces maximum speed to 50 mph (80 km). Up to one 
ton (907 kg) can be carried at IO mph, and two tons ( 1,800 kg) 
can be moved or pushed as if they were near-weigh tless, but not 
inertialess - once you get the two tons (1,800 kg) moving it 
will take a great dea l of force to make them stop!. Note: A nor
mal human wearing the grav pack cannot carry super-heavy 
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GR-45HP "Jackhammer" 
Heavy Pistol 

The "Jackhamm er" resemb les an Ingram or some other ma
chine-pistol with a long barrel. IL is heav ier and harder to con
cea l, but has more penetrat ion and stopping power. Used mostly 
by out laws or mercenaries. 

Weight: 6 lbs (2.7 kg) 
Mega-Damage : A single round does 2D6 M.D . A three round 

burst does 5D6 M.D. 
Rate of Fire: Sing le shots or three round bursts only . 
Effec tive Range : 800 feet (244 m) 
Payload: 27 shots 
Cost: 15,000 credits. Each magazine costs 1,000 credits. 

GR-lSAR Assault Rifle 

-
Weight: 13 lbs (5.8 kg) , or 16 lbs (6.75 kg) with sniper attach

ments. 
Mega- Damage: A single round does 3D4 M.D. A three round 

burst does 1D4x l0 M.D., and a JO-round burst does 2D4x !0 
M.D 

Rate of Fire: Has a selector allowin g single shots, 3-round bursts 
and JO-round bursts only. Each burst or shot counts as one 
melee attack. 

Effective Range: 1,000 feet (305 m), or 2,000 feet (610 m) with 
sniper attachments (the scope also adds a +3 to strike) 

Payload: 30 shots. 
Cost: 22,000 credits. Each loaded magazine costs 2,000 cred its. 

weights himself. Instead, a grav pack must be strapped to the ob
jec t to be li fted. The user could climb on top of the object and 
use the controls to steer it. Using a grav pack in this way will 
drain the batte ries twice as fast (6 hours of battery life). 



Weight: 20 lbs (9 kg) 
M.D.C.: 30 
Market Cost: 150,000 credit s. 550,000 for a nuclear powered 

grav pack with an average energy life of 10 years (allows for 
continual use of the generator). 

Psionic Crystal Technology 

The Noro race has developed a spec ial form of technolo gy 
based on a rare and valuable crystal known as Psyfi te. Psylite 
can be found in quartz fonnati ons, although only one-millionth 
part of most quartz contains psylite. Only a psychic sensitive can 
tell the difference between true ps·ylite and worthless stones. 
These crystals can store I.S.P. energy even in their natur al fonn. 
Mystics and psychics among the noro and other races have used 
it as a power focus for untold millennia. As the noro evo lved and 
became a technological race, they studied and deve loped psylite 
as an energy source and the basis of a number of devices, tools 
and weapons. 

All the weapons below use special crystal power packs that 
provide the I.S.P. required to power them. Crys tal-cells cost 
4,000 credits each and can be recharged by spending I.S.P. into 
them at the rate of 8 LS.P. per charge (or only 4 at ley lines). 
These guns are called "crys tal weapons" because they incorpo
rate the psylite crystal into their power supply and firing mecha
nism, not because they are made out of crysta l. Howeve r, many 
manufacturers tend to give the guns a crystalline or diamond 
shape,.especially at the end of the barrel. 

Mindwerks Note: The noro race never developed the science 
of psynetics, cybernetic enhancements that grant or augment 
psionic powe rs. Only the Angel of Death in her hidden 
Mindwerks base, has mastered this incredible technology. If 
word of it reached noro resea rchers (it hasn't so far), they might 
send a team of investigators (the player characters, perhaps?) to 
Rifts Earth to discover what this technology can achieve. 

~ 

Crystal Bolt-Pistol 
Only a psionic character (mino r, major or master) can use this 

weapon, but it costs no I.S.P. to activate. The weapon is powered 
by a crystal battery that can be recharged by spending J 00 J.S.P. 
It fires mega- damage mind bolts identica l to the mind bolt super
psionic power, but does more damage ! The damage of the gun is 
doubled at ley lines. 

Weight: 3 pounds ( 1.4 kg). 
Mega-Damage: 2D6 M.D. or 4D6 M .D. at ley lines. 
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Rate of Fire: Equal to the total numb er of hand to hand attacks 
per melee. 

Effective Range: 1,000 feet (305 m). 
Payload: 20 shots. A psionic character can power the gun him

self, spending 5 I.S.P. per shot. 100 I.S .P. will reload the 
weapon. 

Cost: 30,000 credits 

Crystal Paralyzer 
Thi s handgun fires a psionic burst that temporarily scramb les 

the target's nerve impulses. The gun is meant to only neutralize 
voluntary nerve impul ses, but there is a slight possibility that in
voluntary impulses (like the target' s heartbeat or breathing) may 
also be disrupted! Still, this gun is less likely to kill the target 
than a reg ular M.D. weapon and is used by security forces, kid
nappers, slavers, etc., for non-lethal operations. This crystal gun 
can only be used by psionic characters, but it req uires no I.S.P. to 
operate. 

The paralyzer 's blast is visible to the naked eye, and looks 
like a flash of purple light. 

Weight: 3 lbs (1.4 kg). 
Mega- Damage: None. A success ful hit means the victim has to 

save vs psionic attack (add P.E. bonuses) by rolling 14 or 
higher. On a failed save, the character collapses for I D4 me
lees . He is only vaguely aware of the th ings going on around 
him, like a person fading in and out of a deep sleep or anes
thesia. If the save roll was a 5 or less (counting P.E. bonuses), 

the character's heart has stopped ! The victim has to roll 
against coma/de ath; the likelihood of recovery is based on the 
medical aid he may rece ive ove r the next IO minutes. 

Rate of Fire: Equal to the total number of hand to hand attacks 
per melee. 

Effective Range: 500 feet ( 152 m). 
Payload: Crystal magaz ine holds enough I.S.P. for 20 shots, or a 

psychic wielder can power the gun himse lf, spending 8 I.S.P. 
per shot. 160 l.S .P. will reload the weapon. 

Cost 35,000 credits 



Crystal Assault Rifle 
This weapon combine s the effects of both the bolt pistol and 

the paral yzer gun, wi th greater damage and effec tiven ess. The 
user (who has to be a psionic) ca n mentally se lect the weapon 's 

Augmenting Helmet 
Thi s helmet focu ses a psychic charact er 's I.S .P. energy, allow 

ing him to enhan ce his power s. As long as the charac ter wears 
the helmet, with its latticework of perfect ly aligne d crys tals, 
every one I.S.P. point he spends will count as two! In effect, the 
charact er's I.S .P. capacity is doubled! Example: A psionic using 
a gro up mind block cos ting 22 l.S.P. need only spend 11 to acti 
vate it. Typical helmets are built inside layers of M.D.C. armor , 
which can replace normal envir onmenta l armor helmets (helmet 
M.D.C. is 30). 

Mark et Cost: 50,000 credit s. 

Telepathic Communicator 
Thi s device can be worn as either a wristband or a headband. 

Its crysta ls great ly amplify telepathic power s, allowing any char 
acte r with any type of telepathy to reach another telepath at 
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settin g, and can change it from on e attack to the next. It is the 
standard issue wea pon of the noro militar y and is often found in 
special units of the CAF. 

We ight: 6 lbs (2.8 kg). 
Mega- Damage: 406 M.D. for mind bolt or paral ys is. Vict ims of 

paraly sis must rol l a 16 or highe r to save (add P.E. bonu ses) 
or are para lyzed as above. The risk of heart failure is the same 
as for the paral yze r gun. 

Rate of Fire: Equal to the tota l number of hand to hand attacks 
per melee. 

Effective Range: 2,000 feet (610 m) for both attack settings. 
Payload: 40 shots from a Crystal- cell. The gun ca n be fired even 

if unload ed by spendin g 8 I.S.P. per shot , or the gun can be 
re loaded at the same rate (8 I.S.P. per shot or 320 to com 
plete ly re load). 

Cost: 55,000 credits. 

range s of up to IO miles ( 16 km). If two telepa ths are both using 
the communi cators, the maximum range becomes 20 miles (32 

km). LS..£.: 10, .Qlli : 52,000 cred its. 

Psionic Crystal Armor 
Thi s is a suit of norma l light body armor (M.D.C. 35) that has 

an embedded psylite lattice that proj ec ts a psio nic force field 
with 70 M.D.C. When the force field drop s to zero, it ca n be 
automati cally activated four time s per every 24 hour period , or 
the wearer (who has to be a psionic) can activate the field him

se lf by spe ndin g 20 I.S .P. of his own. The same amou nt of en
ergy will also recharge the c rysta l array. 

M.D.C.: 35 for the armor itself and 70 M.D.C. from the psionic 
forc e field (the field can be turn ed on 4 time s per 24 hour pe
riod without l.S .P. cost to the use r). 

Bonu ses : Whi le the force field is up , the target al so receives a +2 
bonu s to save vs psionic attack ! 

We ight: The armo r itself is light , 10 lbs/4.5 kg, and has no pro wl 
penalty. 

Cost: I 00 ,000 credit s. 

Psionic Power Armor 
The noro did not enjoy dev eloping weapo n sys tem s, but en 

counters with many warr ior races proved that they needed the 
means to defend them selves. Inspi red by the pow er armor de
signs their enem ies used, noro psi-technician s developed a 
power armor suit based on crysta l technology. This was the only 
exo skeleton used by the noro Federat ion armed forces prior to 
their joining the CCW, and it wa s able to hold its own aga inst all 
come rs. This suit continues to be in use in the CAF and it has 
been adapt ed to fit any human oid psychic wearer s. 

Non-psioni cs cannot activate the armor' s powe rs, but any
body wit h even the smalle st amount of psioni c ability can ope r
ate it as if it was an extension of his own body. Only the most 
sophi sticated mechani cal sys tems can match the fluid ity and 
speed of these psionic suits. Additionally , the suits have spec ially 
encrypted crysta ls that activate a numb er of psionic power s, 
ranging from force fields and energy bolt s to telepathi c po wers 
that ca n confu se or panic enemy so ldier s. 



The original "V ' armor was not designed to fight in outer 
space. Inside spaceships , it is used as an interior defe nse force 
aga inst intrud ers who breach the hull of the vesse l - this has led 
to some military disasters due to that limitation. As a result , the 
NF Model "X" was designed. It used a contragrav pack that gave 
it fair flying and maneuvering capabiliti es both in an atmosphere 
and outer space, but they were inferior to other CAF battlesuits 
and the Model X is no longer in military service . However, it can 
still be found among planetary military forces, pirates and mer
cenaries. 

Both types of psionic ann or have a slender profile, not unlike 
that of their noro crea tors, except for the upper torso and head. 
The upper torso has two thick plates that protec t two miss ile 
launchers. The head has cheek guards and extra layers of orna
mental armor that give it more protec tion than normal. The extra 
armor is necessary because if the helmet goes, the armor will 
lose power and will be worse than useless, trappin g the wearer in 
almost two hundred pounds (91 kg) of unyielding metal (a su
per-strong wearer might be able to continue moving or fighting, 
but at a severe handicap). Some o f the noro's warrior instincts 

must have survived, beca use the most fea rsome weapo n o f the 
am1or is a two-handed energy blade, an art ific ial version of a 
psi-sword. 

Model Type: NF Model V or X (identica l exce pt for the contra-
grav ity flight system). 

Class: Psionic Assault Exos keleton 
Crew: One 
M.D.C. by Locati on: 

Shoulder Plates/M ini-missile launchers (2)- JOO eac h 
Arms (2) - 60 eac h 
Legs (2)- 80 eac h 
* Head - 100 
** Main Body - 2 10 
Psionic Force Field - 200 
* Destroyi ng the head of the powe r arm or wi ll destroy the 
crysta lline network that powers the armor. All spec ial powers 
and bonuses are lost. Furthermore, the wearer has to rely on 
his own muscle power to carry the am1or; unless the weare r 
has a P.S. of 24 or higher, the charac ter is at -6 to strike, parry 
and dodge, and Spee d is reduced by two- thirds ! Characters 
with a P.S. of 24 or higher can move and fight, but are -2 to 
parry and dodge, and speed is reduced by half. Only beings 
with a supernatural P.S. of 25 or higher can wear the am1or 
and move without penalties. Getting out of the armor after the 
helmet is destroyed takes 2D4 minut es. 
** Depleting the M.D.C. o f the main body will shut the armor 
down completely, making it useless. 

Speed: 

Running: 100 mph (160 km) ma ximum ; the act of running 
does tire out the operator, but only at I 0% the normal fatigue 
rate. 
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Flying: Model V: only through the use of je t packs. Mode l X: 
Contragravity system allows weare r to fly at 200 mph (320 km) 
in an atmosphere and up to Mach One (670 mph/ 1080 kmph) in 
a vacuum . 

Range: Mark X only: Effectively unlimit ed. 
Statistical Data: 
Height: 9 feet (2.7 m) 
Width : 5 feet ( 1.5 m) 
Length : 4 feet ( 1.2 m) 



Weight: Mark V: 200 lbs (9 1 kg); Mark X (includ es contra -
grav ity and nuclear power system): 400 lbs ( 18 1 kg). 

Physica l Strength: Equa l to a P.S. of 40 
Cargo: None 
Power System: Mark V: Psionic Cry stals; 2,000 I.S.P., uses 

I.S.P . per hour of operation which may be prov ided either by 
the operator or the crysta l power syste m. Mark X: As above, 
plus a small nuclear system for the contragrav ity sys tem only . 
Energy life of the suit is 20 years. 

Market Cost: Mark V: Four milli on credits. Mark X: Eight mil
lion credits. 

Weapon Systems 

I. Mind Bolts: The power armor can shoot mind bolts throu gh 
its hands. These bolts do more damage and have greater range 
than normal mind bolts and cost less l.S.P. to use . This I.S.P. 
can be provided by either the weare r or the suit 's crysta l bat
teries. 

Primary Purpo se: Assa ult 
Secondary Purpo se: Defe nse 
Mega-Da mage: 4D6 M.D . per blast 
Rate of Fire: Equal to the tota l number of hand to hand attacks 
per melee. 
Effective Range: 2000 feet (6 10 m) 
Payload: Each bolt costs 2 1.S.P. 
2. Mini-missile Launchers (2): The shou lder plates hide two 

missile launchers, one of the two weapon sys tems that do not 
use I.S.P. power. 

Primary Purpose : Anti-armor 
Secondary Purpo se: Defen se 
Mega-Damage: Varie s with missile type. 
Rate of Fire: One at a time or volleys of two, four or eight. 
Effect ive Ran ge: Abo ut one mile. 
Payload: 16, 8 in each shou lder. 
3. GR-Rifle: A gravity-powered rail gun used as the armor 's 

main weapon. It carries its own power system and ammo. 
Primary Purpose: Anti -armor and anti-infantry. 
Secondary Purpose: Defe nse 
Mega -Damage: A burst is 20 rounds and does I D6 x IO M.D. A 
single round does 2D6 M.D. 
Rate of Fire: Equal to the number of hand to hand attacks. 
Effective Range: 4000 feet (l 200 m) 
Payload: 2,000 round drum magaz ine (that's 100 bursts). 
4. Fear Beam: The helmet unit can use a spec ial form of the 

empathic transmission super-psionic power. This attack looks 
like a wave of light coming out of the helmet. The target must 
save vs psionics or be struck by unreasoning terror . The target 
is at -3 to strike, parry and dodge, plus there is a 50% chance 
that those affected wiU turn and run. The beam can affect one 
target at a time, and the effect will last I D4 minut es. 

5. Special Features: The suit has the standard sensors found in 
most powered armor (see Rifts , page 2 11 ), plus a number of 
unique psionic feature s. The I.S.P. to activate these powers 
can come from the wearer or the suit itself. 

See the Invisible: Equa l to the psionic power, but only 
costs 2 I.S.P. to act ivate. 

Te lepathic Communica tion: Costs 4 I.S.P. per hour and 
range is 10 miles ( 16 km) ! Allow s for telepathi c conversa
tions (like a radio) between two psionic characte rs (will not 
work for non-psionics). 
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Presence Sen se: Equa l to the psionic pow er, but only costs 
2 1.S.P. to act ivate. 

6. Hand to Hand Combat: Rather than use a weapon, the pilot 
can engage in mega- damage hand to hand combat. See Power 
Armor Combat Training . Like wise, the charac ter can use con
ventional energy rifles or ra il guns as additional handh eld 
weapons. 

Robots & Powered Armor 
Although giant robots and power armor are not quite as com

mon as they are on Rift s Earth, they play an important part in 
military operation s of the Three Gala xies. The CAF has two 
standard types of pow er armor and two classe!; of combat robots 
for "ground side" act ion and anoth er two for space combat (the 
latter can also perfo rm in an atmosphere). The Transgalactic Em
pire has its share of large robot s and robotic vehicles, but only 
one class of light pow er armo r. Naruni Enterprises has a whole 
line of different styles of combat armor and robot vehicles. Be
sides the ones listed here, all the robo ts, battle suits and comba t 
drones described in Rifts Mercenaries are ava ilable throug hout 
the Three Ga laxies. They also occas ionally acqui re (trade, steal 
or purcha se) bots and power armor from other manufacturers for 
resa le. These can includ e Kreeghor, Kittani, Northern Gun , Glit
ter Boys and even CS and Triax items. The United Worlds of 
Warlock actually mass produces suits of Mys tic Power Armor 
(see Rifts, page 96), which they sell for a mere 500,000 credits. 

The list below is only a samplin g of availab le robot, power 
armor and vehicles . More weapons, vehicles and information on 
the technolog ies ava ilable in the Phase World universe will be 
available in the Phase World Sourcebook One : The Three 
Galaxies. 

Silverhawk 
Attack Exoskeleton (CAF) 

The Silver hawk is a compromi se between the desire for fire
power and heavy armor and the need for speed and maneuver
abilit y. This pow er armor suit has been in service with the 
Consort ium Armed Forces for over a cent ury and remains a 
tried-and-true , high ly regarded model. Only the best comba t pi
lots of the Consortium are assigned to Silverhawk units. 

The armor has a sleek, streamlined design. Although its con
tragravity propul sion syste m make s wings unnecessary, the suit 
has a set of aerodynamic wings used as a weapons platform 
more than anythin g else. The armor' s normal color is highly pol
ished silver, but it has a steal th system that allows ir to assume 
the color of the surround ing terrain (or starry sky, in the case of 
space com bat). 

Standard CAF strategy ca lls for combin ed fighter and pow
ered armor assa ults on large enemy vesse ls, staged while larger 
ships provid e support and protection. The SiJverhawk, while not 
as fast as a space fighter, has enough firepower and muscle to 
break throu gh the hull of a starship and wreak havoc inside. A 
special feature of this armor is a spec ial space -time distorter that 





allows it to penetra te standard ship force fields. Added to the ar
mor's contragravity flying system, this make s the Silver hawk a 
nightmare for the command ers of large vessels. In an atmos
phere, the Silverhawk' s speed and maneuverability are un
matched by most robot desig ns. 

Rifts Note: The contragravity system of this robot is centu
ries ahead of anything produced on Rift s Earth. While this suit 
will fly rings around anything produced there, if the flying sys
tem is damaged or destroyed, it cannot be repa ired unless it is 
brought back to Phase World or some other technical faci lity in 
the Three Galdx ies. 

Model Type: SH-CCWlOO 
Class: Space-ca pable assault exoske leton 
Crew: One 
M.D.C. by Location: 

Shoulder Plates (2) - I 00 each 
Wings/Miss ile Launchers (2) - l 00 each 
Multi-Rifle - 150 
Arms (2) - 120 each 
Legs (2) - 150 each 
*Head- JOO 
** Main Body - 420 
*** Contragravity System (1, in back) - 200 
* Destroying the head of the power armor will eliminate all 
forms of optical enhanceme nt and sensory systems. The pilot 
is forced to rely on his own human vision and sensors. Fur
thermore , all power armo r combat bonuses to strike, parry 
and dodge are lost. More importantly , in the vacuum of space 
the character will be subject to explosive decompre ssion, de
hy_dration, freezing and asphyxiation. Most alien species will 
suffer ID4x IO S.D.C. damage imm ed iately and will die in 
1D4 minutes. Note: The head can only be hit when a charac
ter makes a ca lled shot and even then the attacker is at - 4 to 
strike . 
** Dep leting the M.D.C. of the main body wi ll shut the armor 
down completely, making it useless. Note: Destroying the 
wings does NOT affec t the flying performance of the Silver
hawk. 
*** Destroying the contragravi ty system reduces all the spe
cial bonuses given below and prevents the armor from flying. 
A norma l jet propu lsion syste m or jet backpack can replace 
the contragravity system, but it won't have any of the special 
flight bonuses and its speed will be a fraction of normal (that 
of the rep!acement system). 

Speed: 
Running : 70 mph ( 112.6 km) maximum . Note that the act of 

running does tire out its operator, but at 5% of the usual fatigue 
rate, thanks to the robot exoske leton and contragravity system (if 
the contragravity system is destroyed, fatigue rate becomes 10% 
of normal). 

Flying: Up to Mach 2 (approximate ly 1340 mph/2144 km) in 
an atmosp here or an amazing Mach 12 in space ! 

Altitude: Unlimited. The contragravity system allows the suit 
to escape a planet's atmosphere and fly out of orbit. 

Underwater: Max imum speed of 50 mph (80 km) to a maxi
mum depth of I 000 feet (3 10 m). 

Range : Unlimited. The contragrav ity system does not over heat. 
The only limit is the pilot 's enduran ce. 
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Statistical Data: 
Height: 9 feet (2.7 m) 
Width: 11 feet (3.4 m) includ ing the wings, 5 feet ( 1.5 m) other-

wise 
Length: 4 feet ( 1.2 m) 
Weig ht: 1000 lbs (450 kg) 
Physica l Strength: Equal to a P.S. 50 
Cargo: None 
Power System: Nuclear; average energy life of 20 years. 
Market Cost: 3.4 million credit s. Cheaper knock-offs can be 

found in disrepu table ports (and Phase World). They cost one 
to 1.5 million credits, but have 30% less M.D .C. and Jack the 
force field disrupter and the stea lth system. 

Weapon Systems 
1. Multi-Rifle: This is a large, three-barre led weapo n designed 

to fire a variety of ordnance. One barre l is· a heavy HI-laser 
cannon. The thicker top barrel is a short-ra nge part icle beam 
generator with devastating damage , and the stubbier barrel 
fires gravitonica lly-propelled grenades. Infantr y so ldiers have 
been known to run or surrende r when faced with this intimi
dating three-barrel gun. 

Primary Purpo se: Anti-armor and anti-ship. 
Secondary Purpose: Anti-perso nnel 
Mega-Dama ge: HI-Laser: 2O4x l0 M.D., parti cle beam cannon: 
3O6xl0 M.D ., grenades: varies with grenade type. At short 
range, both the laser and the particl e beam cannon can attack at 
the same time, doing a combined damage of 4O6xl0+20 M.D.!! 
Rate of Fire: Equal to the total number of hand to hand attacks. 
Effect ive Range: Laser: I 0,000 feet (3,050 m). Particle Beam 
Cannon: 2,000 feet (610 m). Grenade Launch er: 1,000 feet (305 
m), All are doubled in space . 
Payload: Effect ively unlimited for the laser and particle beam 
weapon; 200 grenades for the launcher. 

2. Wing Mini-Missiles: Each wing has 8 min i-missiles. In space 
com bat, they are used at relatively short ranges ( 1000 
feet/305 m or less), otherwise, some of the faster fighters and 
spaceships can actua lly outrun the missiles! 

Primary Purpose: Anti-sh ip 
Secondary Purpo se: Defens e 
Mega-Damage: Varies with miss ile type. Usually they are ar
mor-piercing ( ID4x IO M.D .) or plasma ( ID6x l 0 M.D.). 
Rate of Fire: One at a time or in volleys of 2, 4, 8, or 16. 
Effect ive Range: About one mile (1.6 km). In space , effective 
range is limited by the speed and distance of the target. 
Pay load: 16 total, 8 on each wing. 

3. Six-Shooters (2): A grav ity gun is mounted on each wrist of 
the armor. They are used for short range anti-personne l at
tacks, or as a back-up weapo n. 

Prima ry Purpo se: Anti-personne l. 
Mega-Damage : A burst of three rounds does 506 M.D. Can only 
fire bursts . 
Rate of Fire: Equal to the total number of hand to hand attacks. 
Effective Range: 800 feet (244 m), doubled in space. 
Payload: 240 rounds each; that's 80 bursts each. 

4. Force Field Disrupter: The armor is equipped with a specia l 
energy field designed to penetrate the force fields used by 
many spaces hips. The disrupter causes the whole armor to 
"pulse" energy in wavelengths that cance l out the force field 
and enables the silverhawk to walk right through the protec-



tive field. The power armor has to fly very clo se to the ship to 
do this (force field s usually extend about IO to 20 feet (3 to 6 
m) from the hull ). 

Prima ry Purpo se: Defense penetrati on 
Mega-Dama ge: None. Creates a mom entar y hole that the charac 
ter can step throu gh. No effec t on solid objects or Jiving thing s. 
Rate of Fire: One pul se per melee round; effec t/hol e lasts 3 sec 
onds. 
Effec tive Ran ge: The disrupter fie ld has a range of 20 feet (6.1 
m). 
Payload : Effec tive ly unlimit ed. 
S. Stealth Systems: The Silverhawk can change co lors to match 

the backgro und and can ma sk all heat emiss ions, beco min g 
effective ly invisible . Th e stealth systems are only e ffective if 
the Silverhawk is flying in a strai ght line or standing still. 
Eva sive maneuvers or attack s wi ll revea l the armor 's posi
tion , although it will still be hard to see and hit (all atta cker s 
are at - I to strike) . 

6. Hand to Hand Combat: Rath er than use a weapon , the pilo t 
can engage in mega -dama ge hand to hand combat . 

Bonuses and Damage from Silver hawk Combat Training: 
Re strain ed Pun ch - I D6 M.D. 
Full Strengt h Punch - 3D6 M .D. 
Power Punc h - 6D6 M.D . (count s as two attacks) 
Kick-4 D6 M.D. 
Leap Kick- 6D6 +3 (co unts as two attack s) 
Body Block/Ra m (on the gro und) - 2D6 M.D. 

Body Block/Ram (flying) - 4D6 M.D. 
+2 to strike 
+4 to parry 
+4 to dodge on the gro und 
+6 to dod ge flying 
+3 to roll with impact 
+2 to pull punch 
+2 mel ee action s/attack s at leve l one. 
+ I add itional attack at leve ls four , eight, and twe lve. 

Note: If gravity flying syste m is destroyed or disa ble, reduce 
the bonu ses to parry , dodge and roll with impact by half. 

Battleram Attack Robot (CAF) 

The Battlera m is a ship destro yer, pure and simple. It is the 
larges t robot in CAF servi ce and one of the larges t robots found 
in the Thr ee Ga laxies . lt is des igned to be launch ed from a ca r
rier-ship , trave l at great spee ds toward s enemy vesse ls while fir
ing at them, and then sma sh throu gh their hull and litera lly tear 
the ship apart. The robot can also carry a ten-man squad that can 
be release d into enemy ship s to captur e or destroy them. Al
though huge by robot standard s, the Batt leram is still a small tar 
get for heavy ship weapons (see Ship ro Ship Combat), so it must 
be engage d by sma ller anti -a ircraft batt erie s or esco rtin g fighters 
and robot s. 

When flying, the robo t 's arm s are exte nded forward/upwa rd , 
like the classic superhero conception of flying hum anoid s, and 
locked into place. The pilot and co- pi lot trea t it like a fighter, us
ing its wea pon sys tems to neutr alize enemy esco rts. Usually, a 
Battl eram is esco rted by severa l fighters or small er robots like 
the Silverhawk, so it can reac h its target re lative ly unham1ed. 

133 

Still , there are drawba cks to the robot 's size. It can only 
dod ge attack s whi le flying and it remains a big, easy-to- hit target 
for fighters and robots, and eve n some ship weapon sys tem s. 

Model Type: BR -CC W2000 
Class: Anti -Sh ip Assa ult Robot 
Crew: Two. One pilot and a co- pilot /g unn er. A commun ica

tions/sen sor officer is optional. The robot can co ntain as 
many as twelve hum an pa ssengers comfortably. Usually car
ries a ten-m an co mbat squad eq uipp ed with heavy co mbat ar
mor, grav packs and full combat gear, or a four-man pow er 
armor assault force in Silver hawk s or Gro und Pound ers. 

M.D.C. by Location: 
Grav ity Ca nnon (handh eld) - 300 
HI-Laser Can non (shou lder)- 250 
Pop-Up Cruise Missile Launcher - 200 
Long -rang e Missile Laun chers (2, che st) - 200 eac h 
Medium -rang e Mi ssile Laun chers (2, legs) - JOO each 
Mini -M issile Laun cher (Left Arm) - 100 
Laser Eyes (2) - 70 eac h 
Lower Arms (2) - 240 each 

Upper Arm s (2) - 240 eac h 
Shou lders (2) - 400 eac h 
Hands (2) - 160 eac h 
Legs (2) - 600 eac h 
Fee t (2) - 300 eac h 
Main Hatch ( I , on the back) - 150 
Emerge ncy Escape Hatches (2) - 60 eac h 
* Head and Se nsors - 400 
** Main Body - 2,500 

Re inforc ed Pilot 's Compa rtm ent (chest) - 170 
*** For ce F ield - 500 

* Destroy ing the sensor head of the bot will e limin ate all 
form s of opti ca l enhancement and sensory sys tems. The pi lot 
must then rely on his ow n human vision and senses withou t 
bonu ses to strike, parr y, and dodge from the bot. 
** Dep leting the M .D.C. of the main body will shut the arm or 
down comp letely, makin g it use less. 
*** The M.D.C. of the force field must be dep leted befo re 
any part of the robot can be targe ted and attacked. 

Speed: 

Runnin g: 40 mph (64 km) maximum . 

Flying: In outer space, it can reac h Mach 8. In an atmosphere, 
ma ximum flying speed is Mach I . 

Ran ge: Effectiv e ly unlimited . 
Statistica l Data : 
Height: 70 feet (2 1.3 m) from the bottom of its feet to the top of 

its sensor head. 
Width : 40 feet ( 12.2 m) from shoulder to should er 
Length : 30 feet (9. l m) 
Weight: 220 tons (200 metr ic to ns) fully loaded 
Ph ys ica l Strength: Eq ual to a P.S. 70 
Cargo: Lockers for the crew, an armory , and an 8x8x8 foot 

(2 .4x2.4x2.4 m.) storage bay. 
Powe r Sys tem: Antimatt er, average energy life is 30 years 
Mark et Cost: 200 mi llion credits. Th e CAF neve r sells this veh i

cle; mod e ls found in the possessio n of others are stolen or 
captur ed . 
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Weapon Systems 
1. Gravity Cannon: This 5 ton (4,500 kg), rifle-shaped weapon 

is a GR autocannon. The rifle can be attached to back clamp s 
when not in use. 

Primary Purpo se: Anti-armor and anti-ship 
Secondary Purpo se: Anti-aircraft 
Mega-Damage: A burst is 20 rounds and does 4D6xl0 M.D. 
Can only fire bursts. 
Rate of Fire: Equal to the tota l number of hand to hand attack s. 
Effect ive Range: 6 miles (25 km) in space. About five miles (8 
km) in an atmosphere. 
Payload: 10,000 round s; that's 500 bursts! 
2. HI-Laser Cannon: A cannon mount ed over the left shoulder. 

Can rotate 190 degrees up and 180 degrees to the left, but 
cannot engage small targets closer tlian 20 yards away. 

Primary Purpose: Anti-armor & anti-ship 
Secondary Purpose: Anti-aircraft 
Mega-Damage: 3D6x l0 M.D. 
Rate of Fire: Equal to the total number of hand to hand attacks. 
Effective Range: 8 miles (12.8 km) in space , 2 miles (3.2 km) in 
an atmosphere. 
Payload: Effect ively unlimit ed. 
3. Pop-Up Cruise Missile Launcher: On the back of the robot 

is a cruise missile in a pop-up launcher. Thi s weapon is used 
at point -blank range (less than one mile away) from the tar
get, usually a large ship or a space station . 

Primary Purpo se: Anti-ship 
Secondary Purpo se: Anti-building 
Mega-Damage: 2D6x 100 M.D. or 4D6 x l00 M.D. 
Rate of Fire: One. 
Effect ive Rang P.: 10 miles (16 km). 
Payload: One missile . 
4. Long-Range Missile Launchers (2): The Battlera m's chest 

has two long-range missile launch ers with four missi les in 
each. Thi s weapo n is commonly used against fighter s and 
other robots. 

Primary Purpo se: Anti-robot and anti-aircraft 
Secondary Purpo se: Defense 
Mega-Dama ge: Var ies with missile type. 
Rate of Fire: One at a time or volleys of two or four. 
Effect ive Range: 500 miles (800 km) . 
Payload: 8, four in each launcher. 
5. Medium-Range Missile Launchers (2) : Each of the robot 's 

legs holds a medium -range missile launcher, also used aga inst 
fighters and enemy robot s. 

Prima ry Purpose: Anti-fighter and anti-robot 
Secondary Purpose: Defen se 
Mega-Damage: Varie s with missile type. 
Rate of Fire: One at a time or in vo lleys of two, four or eight. 
Effect ive Range: About 50 miles (80 km). 
Payload : 16, eig ht in each launcher. 
6. Mini-Missile Launcher (Left Arm): The left arm contains a 

mini-missile launcher that can be used agai nst infantry men or 
as an anti-missile defen se system. 

Primary Purpose: Anti-personnel 
Secondary Purpose : Defense 
Mega-Damage: Varies with missile type. 
Rate of Fire: One at a time or in volleys of two, four, eight or 
sixteen. 
Effective Range: Abo ut one mile ( 1.6 km). 
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Pay load: 16 missiles . 
7. Hand to Hand Combat: Rather than use a weapon, the pilot 

can engage in mega-dam age hand to hand combat. 
Bonuses and Damage from Battleram Combat Training: 

Restrained Punch - 4D6 M.D. 
Full Stren gth Punch - 2D6x IO M.D. 
Power Punch - 4D6xl0 M.D . (counts as two attacks) 
Crush, Pry orTear -2 D6xJO M.D . 
Kick-3D4x 10 M.D. 
Leap Kick (only while flying)- 4D6 x l 0 M.D. 
Body Flip(fhro w - 4D6 M.D. 
Body Block/R am (on the gro und ) - 2D4x l 0 M.D. 
Flyin g Ram - 5D6xl0 M.D. 
Stomp - 6D6 M.D . against targe ts 15 feet (4.5 m) tall or 
small er. 
+ 1 to strike (in add ition to weapons bonuses) 
+ I to parry 
No dodge on the gro und 
+ I to dodge while flying 
No roll with impact 
+ I additiona l melee actions/attack at leve ls 2, 6, I 0, and 14, 

Note: Reduce combat bonu ses by half if there is no co-p ilot 
to serve as the gunner. Also reduce the number of attacks per 
melee by two . 

"Ground Pounder" PA-10 

Infantry Power Armor ( CAF) 

CAF gro und-assault unit s are supported by non-flying power 
armor suits . The PA-10 "Gro und Pounder" is one of the most 
commo n models and fairly popul ar among the troop s. Big and 
solid-lookin g, the ground pounder is designed to soak up a lot of 
pun ishment while dishing out as much or more damage right 
back. Outfitted with an array of missiles, mortar round s and laser 
beams, it can be used both for fronta l assa ult and to provide art il
lery support. 

Some PA- IO suits are bein g sold on the black markets of the 
CCW and openly at places like Phase World. Nobody knows 
who supplies them - but the existence of black market Ground 
Pounder s migh t explain why the rebels of the Free World Coun
cil have been buying them and using them agains t the Empire. 
Or maybe not. 

Model Type: CAF-PA - 10 
Class: Gro und Infantry Assau lt Exo-Ske leto n 
Crew: One 
M.D.C. by Location : 

Shou lder Miss ile Launchers (2) - 40 eac h 
Automati c Mortar s (2) - 50 each 
Particle Beam Cannon (right arm) - 80 
Chest Laser - 60 
Arm s (2) - 180 each 
Legs (2) - 200 eac h 
* Head - 100 
** Main Body - 450 
* Destroying the head of the power armor will e liminate all 
forms of optica l enhancements and sensory systems. The pilot 
is forced to rely on his own human vision and senses. Fur
thermore, all power armor combat bonu ses to strike, parry 
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and dodge are lost! The head is a small larget that can on ly be 
hit when a characler make s a ca lled shot, and even then the 
altacker is -4 to strike. 
** Destroying the M.D.C. of the main body will shut the ar
mor down completely, makin g it useless. 

Speed: 
Runnin g: 100 mph ( 160 km) maximum. Note that the act of 

running does tire out its operator, but at I 0% of the usual fatigue 
rate, thank s to the robot exoske leton . 

Jumpin g: The powerful robot legs can leap up to 15 feet (4.6 
m) high or across. 

~: Not poss ible. 

Statistical Data: 
Height: 9 feet (2.7 m) from head to toe 
Width: 6 feet (1.8 m) 
Length: 4 feet (1.2 m) 
Weight: 1 ton (907 kg) 
Physical Strength: Equal to a P.S. of 45 
Cargo: None 
Power System: Anti-matt er, average energy life is 50 years. 
Market Cost: 4 million credits 

Weapon Systems 
1. Particle Beam Cannon: The main weapon syste m of the 

ground pounder is a powerful energy cannon mounted on the 
right arm. 

Primary Purpo se: Anti-armor 
Secondary Purpose: Anti-personnel 
Mega-Damage: 2D4x l0 M.D. per blast 
Rate of Fire: Equal to number of combin ed hand to hand attack s 
per melee round. 
Effective Range: 4000 feet (1200 m) 
Payload: Effective ly unlimit ed. 

2. Missile Launchers (2): Each should er holds a mini-missile 
launcher with four missiles each. 

Primary Purpose: Anti-aircraft and anti-personnel 

Secondary Purpose: Defense 

Mega-Damage: Varies with missile type. 

Rate of Fire: One at a Lime or in volleys of two or four. 

Effective Range: About one mile ( 1.6 km). 
Payload: 8 total, four per launcher. 
3. Automatic Mortars (2): These back-mounted mortars are 

used to attack defen sive positions while staying behind cove r. 
The mortar round s (fragmentary exp losives) are in a maga
zine on the back; the Ground Pounder carries no reloads, but 
can get them from supply trucks that usually follow the infan
try. 

Primary Purpose: Ant i-personnel 
Secondary Purpo se: Anti-veh icle 
Mega-Damage: 4D6 M.D. to a 30 foot (9.1 m) radius 
Rate of Fire: Equal to number of combined hand to hand attacks 
per melee round. 
Effective Range: 4000 feet (1200 m); can fire above forti fica
tions and obstacles. 
Payload: 60 round magazine per launcher. 
4. Chest Laser: A laser beamer is mounted on the chest and is 

used for close- range combat. 
Primary Purpose: Anti-personne l 
Secondary Purpo se: Defen se 
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Mega- Damage: 4D6 M.D. per blast 
Rate of Fire: Equa l to the total numb er of combined hand to 
hand attack s per melee round. 
Effect ive Range: 2000 feet (610 m) 
Payload: Effect ively unlimited 
5. Hand to Hand Combat: Rather than use a weapon, the pilot 

can engage in mega-damage hand to hand combat. See Basic 
and Elite Power Armor Combat Trainin g in the Robo t Com
bat section of Rifts , page 45. All abilitie s are the same exce pt 
as follow s: 

Normal Punch - 2D4 M.D. 
Power Punch - 3D6 M .D. 

Warlord Mark I 

Combat Suit (Transgalactic Empire) 

The Warlord Mark I is a power armor suit designed around 
the kreeghor race's unique anatomy (see the Kreeghor R.C.C.). 
As a result , the armor has the same sinuou s, crouched posture of 
the race. Also like the kreeghor themse lves, this battlesuit is bru
tal, blindingly fast, and leth al. Elite kreeghor armor ed unit s are 
equipp ed with the Warlord suit exclusive ly. These suits are not 
desig ned to fly - for some reason the kreegho r do not feel com
fortable flyin g in anything other than space fighters or "true" air
craft and leave such antics to their human oid under lings (see the 
Warlord Mark II, which follows). Instead , kreeghor troopers are 
used in space combat as a defense force inside ships and space 
station s, but primarily as "gro und sider" infantry troops, where 
their speed and strength are much more effective. 

The Warlord Mark I has a great deal of firepower , including a 
gravity autocannon and a particle beam gun, a missile launcher 
and a double-barre led helmet laser. For close com bat, the Mark I 
can extend two adam antine forearm blades , sharpened to a mo
lecular edge. They are used for slashes and stabbing that can 
slice open the toughest M.D.C. armor. 

Model Type : IPA-WI-K 
Class: Assault Exoske leton 
Crew: One 

M.D.C. by Location : 
Grav ity Autocannon (left arm) - 200 
Particle Beam Gun (right arm)- 160 
Missile Launcher (1, on back) - 100 
Arms (2) - 180 each 
Legs (2) - 220 each 
* Head - 120 
** Main Body - 400 
* Dest roying the sensor head of the bot will eliminat e all 
forms of optica l enhancement and sensory systems. The pilot 
must then rely on his own human vision and senses without 
bonu ses to strike, parry , and dodge from the bot. 
** Depleting the M.D.C. of the main body will shut the armor 
down comp letely, making it useless. 

Speed: 
Running: 90 mph (144 km) 

Flying: Not poss ible 



Statistical Data: 
Height: 12 feet (3. 7 m) 
Width: 6 feet ( 1.8 m) 
Length: 6 feet ( 1.8 m) 
Weight: I ton (907 kg) 
Physical Strength: Equal to pilot 's P.S. +6 (supernat ural) ; only 

Kreeghor can use the suit. 
Cargo: None. 
Power System: Antimatter; average energy life is 50 years 
Market Cost: 5.5 million cred its. 

Weapon Systems 

l. Gravity Autocannon: A heavy rail gun-like gravi ty weapon 
that fires high-den sity pellets at great speed. It is mounted on 
the left arm and feeds off a magazine built on to the back. 

Primary Purpose: Anti-armor 
Secondary Purpose: Anti-personnel 
Mega-Damage: 40 round burst inflicts ID6x l0+ 10 M.D.; can 
only fire bursts. 
Rate of Fire: Equal to number of combined hand to hand attacks. 
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Effective Range: 4000 feet (1200 m) 
Payload: 4000 round drum ; that's 100 bursts. 
2. Particle Beam Gun: This gun has less range but more power 

than the grav ity autocannon, and is used as the main anti-ro
bot and anti-tank weapon of the suit. 

Primary Purpose: Anti-armor 
Secondary Purpose: Anti -personnel 
Mega-Da mage: 2O4xl0 M.D. per blast. 
Rate of Fire: Eq ual to number of combi ned hand to hand attacks 
per melee. 
Effective Range: 1000 feet (305 m) 
Pay load: Effect ively unlimited 
3. Missile Launcher: The back of the Warlord holds a mini

missile launcher holding 12 mini-missiles in two superim 
posed rows. 

Primary Purpose: Anti-aircraft 
Secondary Purpose: Anti-personnel 
Mega-Damage: Varies with missile type. 
Rate of Fire: One at a time or in volleys of two, four, six, eight 
or twelv e. 



Effec tive Range: About one mile ( 1.6 km). 
Payload: 12 missiles. 
4. Head Lasers (2): Mounted on each side of the head is a light 

laser. The guns are designed to fire simultaneous ly as a 
qu ick-react ion weapon . 

Primary Purpo se: Anti-personnel 
Secondary Purpose: Defen se 
Mega- Damage: 3D6 M.D. per gun or double blast 6D6 M.D. ; 
either counts as one attack/action. 
Rate of Fire: Equal to number of combined hand to hand attack s. 
Effective Range: 2000 feet (610 m) 
Payload: Effec tively Unlimited . 
5. Forearm Blades: Thes e long, slashing blades can be ex

tended sideway s and used in close com bat. The blades do 
4D6 M.D. in addition to hand to hancl damage . 

6. Hand to Hand Combat: Rather than use a weapon , the pilot 
can engage in mega-damage hand to hand combat. See Basic 
and Elite Power Armor Combat Training in the Robot Com
bat section of Rifts , page 45. All abiliti es are the same except 
damage, which uses the supernatura l strength of the wielder. 

Warlord Mark II 
Combat Suit (Transgalactic Empire) 

The Warlord Mark Il is des igned to fit most humanoid races 
who fight as soldiers for the Tran sgalactic Empire, including hu 
mans and wolfen. Its basic sty ling and design are simil ar to the 
Mark I, including the forearm blades, but it is a smaller and less-
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well protected suit of armor. Also, instead of two main weapon 
systems, it only has the gravity autocannon, but it can fly. 

Model Type: IPA-WI- H 
Class: Assault Exoske leton 
Crew: One 
M.D.C. by Location: 

Gravity Autocannon (rifle) - 190 
Missile Launcher ( I , on back)- 100 
Arm s (2) - 150 each 
Legs (2) - 200 eac h 
* Head - JOO 
** Main Body - 320 
* Destroy ing the sensor head of the bot wi ll e liminate all 
form s of optical enhancement and sensory systems. The pi lot 
must then rely on his ow n human vision and senses withou t 
bonuse s to strike, parry , and dodge from the bot: 
** Depletin g the M.D.C. of the main bod y will shut the armo r 
down com plete ly, makin g it useless . 

Speed: 

Runnin g: 90 mph (144 km) 

Flying: In outer space, it can reac h Mach 7. In an atmosphere, 
maximum flying speed is Mach 1. 

Statistical Data: 
Height: 10 feet (3. 1 m) 
Width : 6 feet (1.8 m) 
Length: 5 feet (1.5 m) 
Weight: 1500 lbs (680 kg) 
Physical Strength : Equal to a P.S. of 40 
Cargo: None. 
Power System: Anti-matter ; average energy life 50 years 
Market Cost: 4 milli on credits. 

Weapon Systems 
1. Gravity Autocannon: This is a rifle-shaped version of the 

gravity gun mount ed on the Warlord Mark I. 
Prima ry Purpo se: Anti-a rmor 
Seconda ry Purpo se: Anti-per sonnel. 
Mega -Damage: 40 round burst inflicts lD 6xl0+ I0 M.D.; can 
only fire bursts 
Rate of Fire: Equal to number of comb ined hand to hand attacks. 
Effect ive Range: 4000 feet (1200 m) 
Payload: 4000 round drum ; that 's I 00 bursts. 
2. Missile Launcher: The back of the Warlord holds a mini

missile launcher holding 12 mini-m issiles in two superim 
posed rows. 

Primary Purpo se: Anti -aircraft 
Seconda ry Purpo se: Anti-p ersonnel 
Mega-Dama ge: Var ies with missile type. 
Rate of Fire: One at a time or in volleys of two, four, six, eight 
or twelve. 
Effective Ran ge: About one mile ( 1.6 km). 
Payload: 12 missiles. 
3. Head Lasers (2) : Mounted on eac h side of the head is a light 

laser. The guns are desig ned to fire simultaneously as a 
quick-r eaction weapon . 

Prim ary Purpo se: Anti-per sonnel 
Seconda ry Purpo se: Defense. 
Mega-Dam age: 3D6 M.D. per gun or double blast 6D6 M.D.; 
ei ther counts as one attack/act ion. 
Rate of Fire: Equal to number of combined hand to hand attacks . 



Effective Range : 2000 feet (6 10 m) 
Payload: Effectively Unlimited 
4. Forearm Blades: These long, slashing blades can be ex

tended sideway s and used in close combat. The blades do 
3D6 M.D . in addi tion to hand to hand damage. 

5. Hand to Hand Combat: Rather than use a weapon, the pilot 
can engage in mega -damage hand to hand combat. See Basic 
and Elite Power Armor Comba t Training in the Robot Com
bat section of Rifts, page 45. All abilities are the same exce pt 
as follows: 

Restrained Punch - 104 M.D . ~ -
Full Strength Punch - 2D6 M.D. ,, 
Power Punch - 4D6 M.D. W~ 
Kick - 2D4 M.D. · . ~~ 
Leap Kick - 3D6 M.D. '' ~ 

Kittani Transformable 

Robot-Fighter 

~ 

The Splugorth space fleets rely on this transformable robot to 
cover the needs of both space fighters and war robots. The de
signs for the Robot-Fighter are similar to the Kittani Land Skim
mer (see Rifts Atlantis, page 156), only much larger, heav ily 
armored and with an assortment of weapon systems, as well as 
the ability to fly in and out of an atmosphere. Typically, the Ro
bot-Fighter is deployed from Dragon Dreadnought s (see Rifts 
Atlantis) or large Kittani or Kydian spaceships. 

Model Type: K-TRF-M 
Class: Robot-Fighter Vehicle 
Crew: One 

140 

M.D.C. by Location: 
Pulse Cannons (2, on the wings or shoulders, heavi ly armor 
plated) - I 50 each 
Forearm Blades (2)- 75 each 
Mini -Missile Launch ers (2, sides or torso)- 100 each 
Arms (2) - 170 each 
Legs (2) - 220 each 
Reinfor ced Pilot's Compartment (chest)- JOO 
Head/Laser Turret - 180 



h d will eliminate all forms of opti-* Destroying the sensor ea The pilot must then 
ct sensory systems. 

cal enhancement an . . . d senses without bonu ses to rely on his own human v1s1on an 
strike, parry and dodge from the bot. 
** Main Body - 450 
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** Depleting the M.D.C. of the main body will shut the armor 
down completely, making it useless. 

Speed: 

Running: 60 mph (96 km) in humanoid form ; running is not 
possible in fighter form. 

~: Mach One in humanoid form or Mach 7 (Mach 9 in 
space) in fighter form. 

Range: Effectively unlimited. 
Statistical Data: 
Height: 15 feet (5.6 m) standin g on its legs, abo ut half that in 
fighter form. 
Width : 7 feet (2.1 m) in humanoid form, or 30 feet ( IO m) in 
fighter form. 
Length: 6 feet ( 1.8 m) in humanoid form, or 30 feet (l O m) in 
fighter form . 
Wieght: 5 Lons (4,500 kg). 
Physical Strength: Equa l to a P.S. 40 . 
Cargo: A small 3x3 foot (0 .9x0.9 m) area. 
Power System: Nuclear; average energy life is 25 years. 
Market Cost: 8 million credits. 

Weapon Systems 
1. Pulse Cannons (2): These twin pulse cannons are mounted on 

the wings of the fighter form or the shoulders of the human
oid form. 

Primary Purpose: Anti-aircraft 
Secondary Purpose: Defense 
Mega-Damage: I D4x 10 per single blast, or 2D4x 10 per simulta
neous double blast (count s as one melee attack). 
Rate of Fire: Equal to the pilot 's combined hand to hand attacks 
per melee. 
Effective Range: 4000 feet ( 1200 m) 
Payload: Effectively unlimit ed . 
2. Mini-Missile Launchers (2): Two launchers are mounted on 

the sides of the fighter/ robot. 
Primary Purpose: Anti-aircraft 
Secondary Purpo se: Defense 
Mega-Damage: Varies with missile type. 
Rate of Fire: One at a time or volleys of two, four, or eight 
Effective Range: About one mile ( 1.6 km). 
Payload: 16 missiles, eight per launcher. 
3. Laser Turret: The head of the robot has twin lasers that con-

vert to a laser turret in the fighter fom1. 
Primary Purpose: Anti-armor 
Secondary Purpose: Defense 
Mega-Damage: 4D6 per single blast or ID6x l0+6 M.D. per 
double blast (counts as one melee attack) 
Rate of Fire: Equal to combined hand to hand attacks. 
Effective Range: 4000 feet (1200 m) 
Payload: Effectively unlimited. 
4. Forearm Energy Blades: The arms of the humanoid form 

have two energized blades that inflict 1D4x l0 M .D. when 
powered up or I D4 M.D. when used as blunt weapons. 

5. Hand to Hand Combat: Rather than use a weapon , the pilot 
can engage in mega-dama ge combat. See Basic and Elite 
Power Armor Combat Training in the Robot Combat section 
of Rifts , page 45. All abi lities are the same except as follows: 
Restrained Punch - I D4 M.D. 
Full Strength Punch - 2D4 M .D. Kick - 2D6 M.D. 
Power Punch - 3D6+6 M.D. Leap Kick - 4D6 M.D. 
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Other Equipment---
The advan ced technolog y of the Three Galaxies has produced 

a number of scientific wonders. Besides the gadgets described 
below, any piece of equipm ent described in the Rifts books (or 
an equ ivalent) can be found in most civilized areas of the Three 
Galaxies. Prices will be between 1/3 and 1/ 10 of what they are 
on Rifts Earth! Keep in mind that these worlds are not struggling 
to rise from an epic disaster and they have mass-production fa
cilities that are only dreamt abo ut on the shattered planet. Only 
in weapon s are the prices roughly equivalent, because most of 

Rifts Earth 's manufacturing capacity is dedica ted to military in
dustry - a sad fact of this war-tom world. 

E-Clips are dramati cally cheaper in the Three Galaxies. The 
equ ivalent of an Earth E-Clip costs 250 credits fully charged! 
They are not directly comp atible with Rift s equipment , however, 
and either the weapon or the clip has co be altered somewhat 
(this adds 150 credits to the cost of the clip; weapon modifica
tions go for 1,000 to 2,000 credits). 

Cybernetic Equipment 
All the cybernetics and bionic systems described in Rifts, 

page 229 to 243, can be purchased on various planets in the 
Three Galaxies , usually for 20% to 30% less money than what 
they cost on Earth. The only comm on implant used by the public 
is the Universal Headjack (Rifts, page 230), which allows peo
ple to interact directly with their computers. Universal headjacks 
cost 2,000 credits, includ ing the operation, which can be per
formed in half an hour on an advanced planet. The price and 
risks of the operation go up (while availability goes down) in 
more remote areas or primitive worlds. 

Medical Equipment 
Blood and Tissue Builder (BTB) Injectors/Spray : Each dose 

comes in a small tube that can be either injec ted by press ing 
aga inst the skin or sprayed on a wound. The BTB is a chemi
cal/biological compound that increases hea ling a hundred
fold, containing bas ic proteins that will replace lost blood, 
and which will bond with and duplicate any damaged living 
tissue, knittin g wound s instantly! The first dose of a BTB will 
restore 2D6 S.D.C./hit points. Howeve r, success ive doses are 
less effective; amount healed is at -1 per additional doses. 
This is cumulati ve, so the sixth dose of BTB would only re
store 2D6 -6 points, with an almost even chance of not doing 
anything for the patient. The healing will not bring a victim 
out of a coma , only medical treatment can do that, but the 
BTB will add a 5% bonus to recove ry rolls. BTB will only 
work on damaged tissues and organs. Some toxins damage 
tissues directly and their damage will be hea led by the BTB; 
others, like curare, are actually powe rful muscle relaxants and 
their effec ts will be unaffec ted by this medicine. The G.M. 
must rule whether or not the BTB will repair damage caused 
by a poison /toxin. 

BTB injectors are spec ies-specific. A different BTB exists 
for human s, Wolfen, Noro and so on. Using it on another spe
cies may trigge r allergies or tissue rejec tion, with damaging 
effects! If a BTB for a wrong species is used on a patient, roll 
percentile dice to determine the results: 
0 1-05% The BTB works! 
06-10% The BTB works at half power . 



11-80% The BTB does not work at all. 
8 1-00% The BTB does 1 D6 damage to the patient and causes 
nausea or headac hes. 
Cost: Each dose of BTB , with a disposable injector/spray , 
costs I 000 credits. 

Universal Anti-Toxin (UAT): Thi s is a wide- spectrum antidote 
that will work again st 100,000 known poisons, venoms and 
toxins. Its compo nent s are mutable chemical s that will shift at 
the molecular leve l to neutrali ze harmful toxic element s. This 
gives the patient a +10 bonus to saves against poison. The 
UAT will not heal damage already done by the poison , how

ever. 

Miscellaneous Equipment 

Holographic Personal Computer (HPC): This is a wristwatch
sized computer that projects a larger holographic screen in 
front of the user. It work s on both voice commands and by 
"touching" the holographi c buttons. The tiny microchip that 
powers this computer has 500 gigabites (500,000 megaby tes) 
of RAM and a storage capac ity of 5,000 gigabytes. The 
equiva lent of a dozen Encyclopedia Britannica databa ses can 
be easily stored in this tiny device, providing instant access to 
mountain s of infonnation. Cost: 1,500 credits for the com
puter (include s all basic program s) and 100 to 500 credits for 
extra program s, database s, etc. For an additional 250 credits, 
a headjack cord allows the user to directly "plug into" his 
computer for faster proce ssing. 

Metal-Spray: The latest in annor repair equ ipment, this spray 
can allows . for limited field repairs on body annor , robot s and 
vehicles. The spray secretes a super-epoxy and metal alloy 
that seals gaps in armor by becoming a rapid-hardening 
M.D .C. foam. One treatment on a suit of power annor, robot 
or vehicle will repair 1D4x l0 M.D.C . to large structur es (i.e., 
armor/structures with more than 140 M.D.C.) or 4D6 M.D.C. 
to small components and body annor. The spray will only 
work if the compone nt/st ructure/a rmor has not been de
stroyed; its remaining M.D.C. must be one or greater. Only a 
maximum of 40 M.D.C. for large or 24 M.D.C. for small 
structures will be restored , even with multipl e application s. 
Each can has enough juice for three applications. Cost: 4,000 
credits. It comes in three colors: black, gray and gree n. The 
annor may have unsightly patches of differ ent color s, but it 
will be in better shape! The material can be painted for those 
who want to do so. 

Virtual Reality Goggles/Helmet: A complete entertainment 
center that projects three-dimen sional ima ges and full sound 
into a set of gogg les with earphone s, comple tely immer sing 
the user in the projection. Goggles are not as effect ive as the 
helmet in isolating the user from the rea l world, but they arf 
cheaper. The set uses micro -CDs that will run 1 to 8 hours' 
worth of programmin g. Thi s set does not allow for interac
tion; the user is ju st along for the ride. Cost: 2,000 credits. 
Eac h CD "movie " costs 20 to 1000 credits, dependin g on 
how popular or intense it is. 

Virtual Reality Game Dude™: The Game Dude™ is a VR hel
met that connects directly to a univer sal headjack . Thi s set al
lows the user to fully interact with the projected VR 
environment. A typica l Game Dude™ user will ju st lie there, 
his limbs occas ionally spasmin g, while he adventures in a fic
tional reality. All sorts of program s are availab le, from blood-
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'n-guts action games to "adult" entertainm ent. Game DudeTM 
addiction is a probl em on advanced planet s. Peop le who live 
on the fringe s have a lot less time to waste on stupid games. 
Cost: The basic game costs 800 credits. Typica l game car
tridges cost 70 to 200 credits, depending on how popula r or 
comp lex it is. 

Multitool: This hand tool is the equiva lent of a super-Swi ss 
Army Knife . Jt uses nano -technology to reconfigur e a meta l 
rod with a pistol gr ip into any of 500 programm ed shapes, 
from a powered screwdriver to a bolt-cutter, hammer , chip
welder, pliers, drill , and many other tools, in eve ry possible 
calibrat ion. It can reach a length of 4 feet ( 1.2 m), allowing 
the user to reach deep into engines . Having a multitool will 
give the own er almo st the equivalent of a full mechanic 's kit. 
The multit oo l can even be reconfigured into a weapon like a 
welder-ax that inflicts 2D6 M.D. in hand to hand combat! 
Multitool s are powe red by E-Clips or civilian batteries (the 
two model s are not interch angeable ; most adventurer s prefer 
the former ). Cost: 25,000 credits. 

Restraint Dispenser: This substitute for handcuff s looks like an 
over sized floss dispenser, hand- sized and with a pistol grip. 
By pressing a button , the di spenser releases a sticky wire that 
can be used to secure the wrist s and ankle s of a capt ive. The 
wire tightens and harden s quickly and has tremendou s tensile 
strength. It can only be broken by charact ers with a P.S. of 30 
or higher; if the victim is thorou ghly wrapp ed, this goes up to 
45 or higher! The bond s can be melted away with a chemical 
spray that causes its polymer s to break down in I D6 melee 
round s. If the spray is not app lied, the restraint s will break 
down in contact with air afte r ID4 days . The wire can also be 
cut , but it takes 10 M.D .C. to slash through it. A dispenser 
has enough wire to secure 20 humanoid s (only 5 if they are 
wrapped like mummie s). Cost : 5,000 credits. 

Tanks & Inf an try 
Fighting Vehicles 

"Bombard" Infantry Robot (CAF) 
The Bombard is a medium -sized robot used by the Consor

tium 's Armed Forces. A big, solid and dependable vehic le, the 
Bombard is used to support ground attacks, and can be config
ured to carry a number of heavy shoulder-m ounted weapon sys
tems, includin g anti-aircraft , heavy cannon s, and multi-missile 
launcher modular weap ons. Bombard s are usually deployed in 
swamps , jun gles and forests where tank s and other conventional 
vehicl es can not opera te efficiently. 

The robot has no head and in genera l is less humanoid than 
typica l robot s found on Rift s Earth , or those produ ced by Naruni 
Enterpri ses. Instead of a head, most bombard s carry a number of 
modular weapon pod s that can be reconfigured depending on the 
mission . The arms and hands are over sized and have more reach 
than most robots of the same size. 

Bombard s are organized along the same lines as tanks, di
vided in plato ons of three robot s and companie s of twelve. The y 
are usually attached to other infantr y units, such as Ground 



Pounder power armor or regular infantrymen . Besides the CAF, 
many planetar y defense forces in lhe Consortium and some inde
pendent worlds have purchased thousands of these robots. Some 
cheap knock-off s (reduce price by 30%, but M.D.C ., perform 
ance and weapon syste ms will be reduced by 50%) are produ ced 
by pirate factorie s and sold to mercenarie s and crimina ls. 

Model Type: CAF-AR-20 
Class: Ground Infantry Assau lt Robo t with mullipl e weapon 

syslems. 
Crew: Three: One pilot , one co-pilot /gunner and a gunner/com

munications officer. Can carry one additional passenger. 
M.D.C. by Location: 

Weapon Pod {one where the head should be) - 350 
Plasma Cannons (two, one on eac h shoulder) - 150 each 
Rail Gun "Acco rdion " (8 gun~. 2 rows of 4, upper torso) -
200 
Forearm Missile Launcher s (two, one in eac h arm) - JOO 
each 
Leg Missile Launch ers (2) - I 00 each 
Legs (2) - 240 each 
Arms (2) - 200 each 
* Hands (2)- 90 each 
* Sensor Arrays (4)- 75 each 
Reinforced Pilot 's Compartm ent - 150 
** Main Body - 600 
* A single asterisk indicate s small or diffi cult 'targets to hit. 
They can only be struck when an attack er makes a ca lled 
shot, and even then the character is -2 to strike. If all four sen
sor arrays are destroyed, the pilot and gunner s must then rely 
on their own human vision and senses without bonu ses to 
strike, parry and dodge from the bot. 
** Depletin g the M.D.C. of the main body will shut the armor 
down comp lete ly, making it useless. 

Speed: 
Runnin g: 70 mph (122.6 maximum). 
Leapin g: 20 feet (6. 1 m) high or lengthwise from a standin g still 
position; 30 feet (9.1 m) high or 40 feet (13.7 m) lengthwise 
from a runnin g start. 
Flying : Not poss ible 
Statistical Data: 
Height: 30 feet (9.1 m) with weapon s pod attached, or 25 feet 
(7.6 m) without. 
Width: 12 feet (3.6 m) from shoulder to shoulder. 
Length: 7 feet (2. 1 m) 
Weight: 20 tons fully loaded or 18 tons without weapon s pod . 
Physica l Stren gth : Equal to a P.S. 50 
Cargo: Small area for crew' s personal items. 
Power System: Anti-Matter ; average energy life of 50 years. 
Market Cost: 50 million credits. 

Weapon Systems 
1. Plasma Cannons (2): Mounted on eac h shoulder is a plasma 

cannon with great range and penetrating power. They are 
mostly used against other robot s and tanks. 

Prima ry Purpo se: Anti -armor 
Secondary Purpo se: Assault 
Mega-Damage: 2D4xl0 per single blast, or 4D4 x l0 for com
bined double blast (counts as two melee attacks) 
Rate of Fire: Equal to number of combin ed hand to hand attacks 
Effect ive Rang e: 4000 feet (1200 m) 
Payload: Effec tively unlimit ed . 
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2. Rail Gun "Accordion": This devastatin g weapon is designed 
to slaughter infantrym en in front of the robot. The "acco r
dion " consists of eight rail guns stacked in two rows. The 
guns' barre ls can be aimed by the pilot or gunner to "bracket" 
an area of up to 30 feet. (9 m) in front of lhe bot. Everybody 
in the area is "hosed" by rail gun pellet s. A large target ( 12 
feet/3.6 m) or larger takes more dam age than human-sized 
targets, as it will be struck by more round s. The Acco rdion 
can also be used to knock down incoming missile fire (and is 
+ I to strike incoming missiles). 

Primary Purpose: Anti -Personnel 
Secondary Purpo se: Defen se. 
Mega- Damage: A burst is 40 rounds per gun (a total of 320 
rounds!) and does I D4x l0 M.D. to every thing and every body in 
a 30 foot (9 m) path directly in front of it. Target s larger than 12 
feet (3.6 m) tall or acro ss take 2D4x l0 M.D. Can only fire 
bursts. 
Rate of Fire : Equal to number of combined hand to hand attack s 
Effectiv e Range: I 000 feet (305 m) 
Payload: 6000 round s per gun; 150 bursts total. 
3. Forearm Missile Launcher s (2): These two mini-missile 

launchers are used as a secondary defensive weapon. 
Primary Purpo se: Defense, anti-personnel. 
Secondary Purpo se: Anti -aircraft 
Mega- Damage: Varies with miss ile type. 
Rate of Fire: One , two or four missiles per volley. 
Effec tive Range: About one mile ( 1.6 km). 
Payload: Eight total; four in each arm . 
4. Leg Missile Launchers (2): Two large capac ity mini-mi ssile 

launchers are located on the outside of each lowe r leg. 
Primary Purpo se: Anti-a ircraft and anti-personne l 
Secondary Purpo se: Defense 
Mega-Damage: Varie s with missile type (usually plasma: 
ID6x l0 M.D .) 
Rate of Fire: One at a time or in volleys of two, three, four or six 
missiles. 
Effect ive Range : About one mile ( 1.6 km ). 
Payload: 32 total; 16 in each leg. 
5. Optional Head Weapons Pods (1): Any one of the followin g 

can be selected. 
Missile Pod (optional): This is one of the three weapon pods 

that can be mount ed on the Bombard (head area) . Only one 
weapon pod can be attached and used at a Lime. The missile 
pod has 10 medium-ran ge missiles stacked in two rows of 
five, and a small er launcher with 12 mini -miss iles on top of 
it. Under optima l condition s, the robot can reload the pod 
from a supply truck in IO minute s. Missile pods are issued 
when regular MLRS (multipl e- launch rocke t system) vehicles 
canno t operate in the area. 

Prima ry Purpo se: Anti-a ircraft and area bombardment . 
Secondary Purpose: Anti-p ersonnel and anti -armor. 
Mega- Dama ge : Varie s with missile type (has medium -range and 
mini-missiles) 
Rate of Fire : One at a Lime or in volleys of two , four, or eight. 
Effective Ran ge: About one mile (1.6 km) for mini-missiles, 
about 50 mile s (80 km) for medium -range missiles . 
Payload: JO medium-ran ge missiles and 12 mini-mi ssiles. 

Laser Pod (optional): A heavy laser cannon commonl y issued 
to provi de air defen se or to engage enemy tanks and giant ro
bots. 



Primary Purpose: Anti-armor and anti-aircraft. 
Secondary Purpose: Defense 
Mega-Damage: 3D4x10 M.D. per laser burst. 
Rate of Fire: Equal to number of comb ined hand to hand attacks 
per melee. 
Effective Range: One mile (1.6 km) 
Payload: Effective ly unlimit ed 
Mortar Pod (optional): This pod is commo nly issued to Bom

bards engaged in regular infantry combat. The automatic 
mortar (actuaJly, two mortar s firing side by side) fire smart 
bomb rounds that can alter their course to hit a targe t within 
200 feet (6 1.0 m) of the ir landing spot. The load is a comb i
nation of armor pierc ing and fragmentary rounds to deal with 
both infantry and vehicles. Most of the pod is filled with ord
nance . 

Primary Purpo se: Anti-per sonne l 
Secondary Purpose: Anti-armor 
Mega-Damage: ID4x l0 M.D . (armor pierc ing) or 4D6 M.D. 
(fragmentary ). Armor piercing mortar round s can be dodged ; 
fragmentary ones inflict damage to a 20 foot (6 m) area . A burst 
of 10 mortar rounds does fragmentary damage to a 200 foot (61 
m) area. 
Rate of Fire: Single shots or bursts of 10 rounds; each counts as 
one melee attack. 
Effective Range: Two miles (3.2 km) 
Payload: 200 rounds ( I 00 fragmentary and 100 armo r piercing) 
6. Hand to Hand Combat: Rather than use a weapo n, the pilot 

can engage in mega-dan1age hand to hand combat. 
Bonuses & Damage from Bombard Combat Trai ning: 
Restrained Punch - I D6 M.D. 
Full Strength Punch - 206 M .D. 
Power Punch - 4D6 M.D. (counts as two attacks) 
Vi bro-blade - 406 M.D. 
Crush, Pry or Tear- I D6 M.D. 
Kick - 206 M.D. 
Body Flip/Throw - I 06 M.D. 
Body Block/Ram - 2D4 M.D. 
Stomp - 2D4 M.D. aga inst man- sized targets 
+2 to strike 
+4 to parry 
+2 to dodge 
+3 to roll with impact 
+4 to pull punch 
+2 melee actions/attacks at level one 
+ I additional melee act ion/attack at levels 4 , 6, 9, and 12. 

Note: Reduce combat bonuses by half if there is no co-pilot 
or gunner. Also, reduce the numb er of attacks per melee by two 
if either co-pilot or gunner is missing, or by three if the pilot is 
alone. 

Phalanx Main Battle Tank 
(CAF/Wolfen) 

The Phalanx is one of the o ldest veh icle des igns still in serv
ice in the Consort ium Armed Forces. The first prototypes were 
employed by the Wolfen Empire in its wars of conquest, centu
ries ago. The wolfen wanted a vehicle that would outg un all oth
ers and to this date, it remain s one of the most heavily armed 
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tanks of the Three Galaxies. The current model is fundamentally 
the same, with only a few modifications. 

This contragravity vehicle is almo st as fast and maneuverable 
as an aircraft, but it has enough armo r and weapo ns to handle 
any land vehicle. Its name comes from the five weapon systems 
whose barrels point menacingly forward, reminiscent of the lines 
of spearmen of the Wolfen Emp ire's past. 

The Phalan x has an oversize d turret with two different can
nons , a cupola on top with a heavy autocanno n, and two power
ful weapons on its front hull. Additiona lly, it has a small 
Multiple Laun ch Rocket System (MLRS) behind the turret used 
to deal with enemy aircraft and missiles, or to engage in me
dium-range bomba rdment. Each gunner has his own armored 
batt le station from which he can control one major weapon sys
tem. The Phalanx also has a heavy-d uty force field that is pro
jected along the front of the tank only. The limjted area of the 
field gives it greater density than average, making the tank 
nearly imperviou s to frontal attacks. The usual deployment of 
the Phal anx ca lls for lighter vehicles, power armo r and robots to 
screen the tank' s relatively vulnera ble flank s. 

Phalan x MBTs are usually carried aboard military spaces hips 
as part of their landing forces. A few divisions are also scattered 
along trouble spots of the CCW, serving garrison duty. Over the 
years, merce nary companie s and indepe ndent worlds have man
aged to get their hands on some of these tanks. Some imitation 
Phalanx also appear in the black market , although their qual ity is 
great ly reduced. 

Model Type: MBT-35 CAF 
Class: Main Batt le Tank 
Crew: Eight: pilot, commander, commun ication officer and five 

gunners. 
M.D.C. by Location: 

Laser Cannon (turret, left) - 200 
Gravity Cannon (turre t, right) - 200 
Gravity Autocannon (cupola on top ofturret)-120 
** Turret - 600 
Particle Beam Cannon (main body, right) - 200 
200 mm Flechette Gun (main body, left)- 180 
MLRS (behind turret ) - 160 
Laser Mini-turrets (2, front sides) - 70 each 
* Main Body - 950 
Gunners Compartmen ts (5) - 80 each 
Pilot' s Compartme nt - 200 
Force Field (protec ts front 1/3 of the vehicle only)- 700 
* Dep leting the M.D.C . of the main body destroys the vehi
cle. 
** Destroying the turret prevents the use of all its weapon 
systems. 

Speed: 

Driving on the grou nd: 200 mph (320 km) maximum. The 
Phalanx's contragravity system allows it to make very tight 
turns, change direction s unexpectedly, and float over any obsta
cle. 

Flying: Limited flying abilities. Unlike convent ional hover 
veh icles, the Phalanx uses a contragrav ity system and can fly at 
speeds of 120 mph ( 192 km) to a maximum altitude of 1000 feet 
(305 m) in the air. The disadvanta ge of flying is that the tank is 
designed to fight close to the groun d. In the air its under belly is 



vulnerable and its weapon systems are at -4 to strike any object 
beneath it (no penalties at shooting those in front or above it). 

Note: The Phalanx is not a hover tank . It does not have vul
nerable fans or thrusters underneath. 

Statistical Data: 
Height: 24 feet (8 m) 
Width: 30 feet (9 m) 
Length: 40 feet 
Weight: 250 tons 
Cargo: Minim al storage space: about four feet (1.2 m) for extra 

clothing, weapons and personal items. 
Power System: Anti-matter; average energy life of 30 years 
Market Cost: 150 million credits for a fully operational and 

equipped phalanx. A partially rebuilt tank: reduce M.D.C. by 
30%, and force field power by, 50%, costs between 90 and 
120 mill ion credits. 

Cheap black market imitation s: Reduce M.D.C. and force 
field by 40% to 50% (half the knock-offs don 't have the force 
field) and no grav ity cannons (replace with plasma ejecto r 
with half the range), and elimin ate one of the other five main 
weapon systems. Cost: betwee n 60 and 80 million credit s. 

Weapon Systems 
1. Laser Cannon: A heavy laser cannon is one of the two piece s 

on the front of the turret. It is designed to be aimed inde
pendently from the gravity cannon next to it. Each gun has its 
own gunner. 

Primary Purpose: Anti-a rmor 
Secondary Purpose: Anti-aircraft 
Mega-Damage: 2D6x l0 M.D. per energy pulse. 
Rate .of Fire: Equal to the number of combined hand to hand at
tacks of the gunner. 
Effective Range: 2 miles (3.2 km) 
Payload: Effectively Unlimited. 

2. Gravity Cannon: This heavy grav ity cannon fires solid de
pleted uranium slugs that have enormo us penetration at short 
and medium range. 

Primary Purpose: Anti-armor 
Mega-Damage: 4D6x l0 M.D. per shot. 
Rate of Fire: Equal to the number of combin ed hand to hand at
tacks of the gunner . 
Effect ive Range: 4000 feet (1220 m) 
Payload: 40 shots 
3. Gravity Autocannon: This rapid-fire gun is located on a cu

pola on top of the main turret and is operated by either the 
tank commander or one of the turret's two gunners. It can ro
tate 360 degrees up and sideways, enabling it to engage air
borne and land targets. 

Primary Purpose: Anti-aircraft 
Secondary Purpose: Anti-personne l and anti-armor. 
Mega-Da mage: A burst is 40 rounds and does I D6x !0+JO M.D. 
Can only fire bursts. 
Rate of Fire: Equal to the numb er of combined hand to hand at
tacks of the gunner. 
Effective Range : 4000 feet (1220 m) 
Payload: 8000 rounds; that 's 200 bursts 
4. Particle Beam Cannon: A particle beam cannon is one of the 

two guns mounted on the front of the tank . It has relatively 
short range, but in its second setting it has the nasty ability to 
bathe a large area with lethal particle streams; very useful in 
clearing out massed infantry formatio ns. 
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Prima ry Purpose: Anti-armor and anti-perso nnel. 
Secondary Purpose: Defense 
Mega- Damage : Two setti ngs: The first setting fires a concen
trated beam and does I D6x10 M.D. The second sett ing inflicts 
6D6 M.D. to an area 50 feet ( 15.2 m) in diameter up to a 600 
feet (183 m) away. 
Rate of Fire: Equal to the number of combined hand to hand at
tacks of the gunner. 
Effect ive Range : 2000 feet (610 m) for the first setting, and 600 
feet (183 m) for the second. 
Payload: Effectively unlimited. 

5. 200 mm Flechette Gun: This weapon is somewhat similar to 
the Glitter Boy' s Boom Gun, firing hundreds of small projec
tiles with every shot. The Flechette Gun is equa lly effec tive 
against heavily armo red targets, or to mow down infantry
men. The gun's projectile s scatter in a shotgun pattern, doing 
a great deal of damage to the one larges t target and less dam
age to severa l smaller ones. The gun is also useful to shoot 
down incoming miss iles (+2 to shoot missile s aimed at the 
front of the tank only). It can traverse up to 90 degrees up, so 
it has limited anti-aircraft capabi lities. 

Primary Purpo se: Anti-armor and anti-person nel. 
Seconda ry Purpo se: Defense 
Mega-Damag e: Against a large target (10 feet/3.0 m tall/wide or 
higher), the flechette gun does 3D4xl0 M.D. Against human 
sized targets, the flechettes do ID4x 10 M.D. to an area 30 feet 
(9.1 m) in diameter. 
Rate of Fire: Equal to the number of comb ined hand to hand at
tacks of the gunner. 
Effectiv e Range: 6000 feet (1890 m) 
Payload: 200 rounds. 

6. MLRS: This Multiple Launch Rocket System is an auto-load
ing missile launcher operated by its own individual gunner. 
The MLRS can engage airborne and ground targets. 

Primary Purpose: Anti-aircraft and anti-person nel. 
Secondary Purpose: Defense 
Mega-Damage: Varies with missi le type . Standard issue is half 
fragmentation (5D6 M.D.) and half pla sma ( lD6 xJO M.D.) 
Rate of Fire: One at a time or in volleys of 2, 4 , 8 or 12 missiles. 
Effective Range: About one mile (1.6 km). 
Payload: 48 missi les total. After the launche r fires the 12 mis
siles, it takes one melee round ( 15 seconds) to recycle another 
twelve from the tank's missile magaz ine. 

7. Laser Mini-Turrets (2): These side-moun ted weapons can be 
operated by the pilot, the tank commander or the communica
tion office r and are used for defense against infantry and mis
siles. 

Primary Purpo se: Anti-per sonnel 
Secondary Purpose: Defense 
Mega- Damage : 4D6 per blast single blast (cannot be fired in tan
dem). 
Rate of Fire: Equal to the number of comb ined hand to hand at
tacks of the gunner. 
Effective Range: 2000 feet (6 1 0 m) 
Payload: Effective ly unlimit ed. 



Maniple IFV APC (CAF) 
This vehicle is an old design origina lly used by the Wolfen 

Empire and named after one of its old military units. The Con
sortium Armed Forces were looking to replace its light, armored 
personnel carriers. The Maniple Infantry Fighting Vehicle fit the 
bill , ensuring greater troop survivab ility, and was adopted . 

The Maniple has a dual mission: To act as a medi um-class 
tank and to transport a power armor platoon to the field. Four of 
these APCs can be transported in a standard military assa ult 
shuttle, making it an ideal vehicle for planetary assaults. 

The Maniple is a hover vehicle , floating on an air cushion and 
helped along by a contragravi ty system that enhances its maneu
verability. This makes it one of the fastest land vehicles avail
able. While not as powerful as a main_ battle tank, it can engage 
tanks or high-powered robot assault vehic les and have a reason
able chance of survival. Add in its 12-ma n power armor squad 
(or 36 infantry soldier s) with their firepow er, and a Manip le's 
odds of winning the enco unter become even better. The powered 
infantry can also scout ahead to clear out enemy infantry units 
(always a danger to tanks at close range), detect and harass en
emy formations, or make surgical strikes. A single Manipl e can 
also be detached to garrison duty, protecting small mil itary or 
scientific facilities or even protecting an entire planetary co lony. 

Model Type: IFV -100 CAF 
Class: Infantry Fighting Vehicle 
Crew: Three: Pilot , gunner and commander/gunner. 
Troop Capacity: Can carry up to 12 soldiers in power armor or 

36 troopers in combat armor. 
M.D.C. by Location: 

Laser Cannon (in turret) - 100 
Missile Launchers (2, turret sides) - 80 each 
** Main Turret - 180 
Mini-Missile Lau nchers (2, sides)- 50 each 
RG-G un cupola (front) - 100 
Reinforced Pilot' s Compartment - I 00 
* Main Body - 380 
Force Field - 200 
* Depleting the M.D.C . of the main body destroys the vehi
cle , making it useless. 
** Destroying the main turret preve nts the use of all its 
weapon systems 

Speed: 200 mph (320 km) maximum speed. Can travel over 
ground and water, and can lift up to 20 feet (6.1 m) off the sur
face. Its contra gravity system allow s the vehicle to float eve n 
higher, but every additional 6 feet (2 m) above 20 reduces maxi
mum speed by 50 mph (80 km). 

Statistical Data: 
Height: I 6 feet (5.4 m) 
Width: 12 feet (4 m) 
Length: 30 feet (IO m) 
Weight: I 8 tons fully loaded 
Cargo: In addition to its troop s, there are five 3 feet (0.9 m) by 3 

feet compartments to store supplies and first-aid kits. 
Power System: Anti-matter, average energy life of 50 years . 
Market Cost: 55 million credits. 

Weapon Systems 
1. Laser Cannon: This is a high-intensity laser cannon able to 

penetrate heavy armor . 
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Primary Purpo se: Anti-tank 
Seconda ry Purpose: Defense 
Mega-Damage: 2D6xl0 M.D . per blast 
Rate of Fire: Equal to the number of hand to hand attacks per 
melee . 
Effective Range: 4000 feet ( 1220 m) 
Payload: Effec tively unlim ited 
2. Missile Launchers (2): Mount ed on each side of the main 

gun are medi um-rang e missiles used to engage targets at a 
distance or to shoot down incoming aircraft. 

Prima ry Purpose: Anti-armor 
Secondary Purpose: Anti-air craft 
Mega-Damag e: Var ies with missi le type; usually issued plasma 
missiles (2D6x IO M .D.). 
Rate of Fire: One at a time or in vo lleys of two , four, or eight. 
Effective Range: About 40 miles (64 km) 
Payload : 8 total; 4 per launcher. 
3. Mini-Missile Launchers (2): These launchers are built on the 

sides of the main body and are used to engage enemy infan
try, aircraft and missiles. 

Primary Purpo se: Anti-personnel, anti-aircraft 
Secondary Purpose : Defense. 
Mega-Dama ge: Varies with missile type. Usually carries a mix 
of fragmentat ion (5D6 M.D.) and plasma ( lD 6x l0 M.D .). 
Rate of Fire: One at a time or in volleys of two, four, eigh t or 16 
missiles. 
Effective Range: About one mile ( 1.6 km). 
Payload: 32 total; 16 per missile launcher. 
4. GR Gun: This gravity autocannon is located on a mini-turret 

in front and is usually operated by the tank command er. The 
gun is used to engage light ly armo red targets and infantry, or 
to explode incoming missiles. The turret can rotate 360 de
grees and has a 90 degree up and down arc of fire. 

Primary Purpose: Anti-personnel 

Secondary Purpo se: Defense 
Mega-Da mage: ID6x l0 for a 10 round burst. Only fires bursts. 
Rate of Fire: Equal to the number of comb ined hand Lo hand at
tacks. 
Effective Range: 4000 feet (1220 m) 
Payload: 2000 round s; that 's 200 bursts. 

Dark Slayer Main Battle Tank 
(Transgalactic Empire) 

The Dark Slayer is a heavy hover tank that uses standard air
cushion systems instead of a more effec tive (but expens ive) con
tragravity generator. Its main weapo n is a heavy laser cannon 
similar to weapons mounted on medium and light starships. 
Even in an atmo sphere, the cannon has an effective line-of-s ight 
range and , combined with advanced sensor systems, can engage 
high-flying aircraft or spacecraft entering the atmosphere. Its 
main purpose, however, is the same of most tanks through the 
ages, break and scatter infantry and destroy other tanks. The 
Dark Slayer performs both missions quite effec tively. 

This tank class is a veteran of the Consort ium-Imperial War 
that occurred twenty years ago. In that conflict, it proved to be 
slightly inferior to the Phalanx tank used by the CAF (and deve l-



oped by Wolfen engineers). The Dark Slayer is less expensive to 
produce, howe ver, allowing the Transgalactic Empire to produce 
and deploy twice as many for half the cost of the CAF Phalanx. 
Numbers counted more than quality in a number of battle s. 

The tank is still in serv ice and show s no sign of being phased 
out in the near future . It is often used for counter-insurgency 
missions in wilderness areas where the tank crews try to flush 
rebel guerrillas out in the open or to defend strateg ic positions. IL 
is believed that some freedom fighter factions have captured 
severa l dozen Dark Slayers and are keeping them cached away 
until they can be used effective ly. The Empire denies such ru
mors. 

Model Type: IAF-95 MBT 
Class: Main Battle Tank (hover) 
Crew: Five; a commander, a pilot, a communi cat ions/sensor of

ficer, and two gunners . 
M.D.C. by Locat ion: 

Heavy Laser Cannon ( I, in turret) - 180 
Pulse Autocannon (1, in cupo la over turret) - 80 
** Main Turret - 320 
Kinetic Rocket Cage (on back)- 150 
Side-mounted Med ium-Range Missile Launcher s (2) - 120 
each 
Bow-mounted Laser Guns (2) - 80 each 
*** Fan Skirts - 300 
* Main Body - 650 
Reinforced Crew Compartment - 150 
* Depleting the M.D.C. of the main body destroys the vehi
cle. 
** Destroying the main turret prevents the use of all turret 
weapons. 
*** Destroying the fan skirts wi ll destroy the hover system, 
groundin g the vehicle and rendering it immobile. Field re
pairs will take at least ID6 hour s and there is a 01-50 % 
chance that the tank will need major repairs. Hitting the fan 
skirts requires a called shot (no penalty). 

Speed: 200 mph (320 km) maximum speed over land. Can 
hover up to 5 feet (1.5 m) above ground and travel without pen
alty over swamps and mud, but it is too heavy to hover above or 
on water. 

Statistical Data: 
Height: 21 feet (7 m) 
Width : 24 m (8 m) 
Length: 35 feet (7.9 m) 
Weight: 180 tons 
Cargo: Minimal storage faci lity for persona l effects. 
Power System: Nuclear; average energy life of 25 years. 
Market Cost: 37 million credits. 

Weapon Systems 
1. Heavy Laser Cannon: This powerfu l weapon has great range 

and penetration. It is used almost excl usively against heavily 
armored targets. One of the two turret gunners operates th.is 
weapon. 

Primary Purpose: Anti-armor 
Secondary Purpose: Anti-aircraft and anti-personnel. 
Mega-Damage: 3D6x 10 M.D. per blast 
Rate of Fire : Equa l to combined number of hand to hand attacks 
permelee. 
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Effect ive Range: 3 miles (4.8 km ) 
Payload: Effective ly unlimited. 
2. Pulse Autocannon: This weapon is mounted on a cupo la on 

top of the main turret. The seco nd gunner sit in this turret and 
operates this weapo n. The pulse cannon is often used against 
infantry, low-flying aircraft or flying power armor. 

Primary Purpose: Anti-aircraft 
Secondary Purpose: Defense and anti -personnel. 
Mega-Damage: 6D6 M.D. 
Rate of Fire: Equal to the combined number of hand to hand at
tacks. 
Effec tive Range: 2000 feet (6 10 m) 
Payload: Effective ly unlimit ed. 
3. Kinetic Rocket Cage: This "cage" holds 8 kinetic-kill rock

ets. These rockets use contragravity generators to fly at hy
personic speeds. Un like norm al rocket s, they have no 
warheads; instead, they are so lid metal , relying on their speed 
and density to rupture armor. Kinetic rockets move too fast to 
be guided, so they strike like normal cannon or energy blasts 
and do not use the specia l missile rules found in the Rifts rule 
book. The rocket s can engage ground and air targets . 

Primary Purpose: Anti-armo r. 
Secondary Purpose: Anti-aircraft. 
Mega-Damage: 2D6x10 per rocket. The rockets can be fired in 
vo lleys of two or four (one dodge roll is made to determine 
whether all the rockets hit or miss). 
Rate of Fire: One at a time or in volleys of two or four. 
Effective Range: 4000 feet ( 1220 m) 
Payload: 8 rockets total. 
4. Side-Mounted Medium-Range Missile Launchers (2): 

These missi le launchers are used for long-range attacks. 
Primary Purpose: Anti-armor and anti-aircraft. 
Secondary Purpose: Defense 
Mega-Damage: Varies with missile type. Commonly issued 
plasma missiles (2D6x 10 M.D.) 
Rate of Fire: One at a time or in volleys of two, four, eight or 
sixteen. 
Effec tive Range: About 40 miles (64 km). 
Payload: 16 tota l; 8 per launcher. 
5. Bow-mounted Laser Guns (2): The se are light lasers used by 

either the pilot or commander as anti-personnel or anti-mis
sile weapo ns. 

Primary Purpose: Anti-personne l 
Secondary Purpos e: Defense 
Mega -Damage: 2D6 per single blast or 4D6 M.D. per dual blast. 
Rate of Fire: Equal to combined number of hand to hand attacks 
per melee. 
Effective Range: 2000 feet (610 m) 
Payload : Effective ly unlimited. 

Kartuhm-Terek 
"The Doomsday Machine" (TE) 

The largest military land vehicle in the Three Galax ies is the 
dreaded Kartuhm -Terek, named after a mythological Doomsday 
Machine of Kreeghor legend. Thi s super-tank is as tall as a small 
building and several time s more massive than the largest of the 



heavy tanks. A contragravity system is necessary to keep it float
ing a few inches off the ground, which is the best the contra
gravity system can do, except for brief periods where it can 
increase altitude. A turbine system propels the Machine at good 
speeds, easily keeping up with lighter vehicles. The front has a 
wedge-shape , and is used to ram and smash through obstacles 
like trees, blockade s, houses and small hills. Its multip le turrets 
give it the appearance of a mini-batt leship. In terms of firepower , 
the Kartuhm-Terek is comparab le to a spaces hip rather than a 
land vehicle, packing more punch than a compa ny of main battle 
tanks and an artillery battery combined. Plus it has enough ar
mor and force fields to survive even a starship' s main gun , al
though not for long. Its twin laser main guns can actua lly pluck 
out targets 60,000 feet above the Earth . 

The Transgala ctic Empire 's Doomsday Machine has multiple 
redundant systems, including three power plants, contragravity 
and propul sion systems. To stop it, enemies have to literally 
blow it to smithereens. Its size is a drawback , making it easy to 
hit even from long distances. However , hitting it and signifi
cantly damaging it are two different matter s. When the Trans
galactic Empire is trying to conquer a planet, the first thing they 
do is deploy a tank division spearheaded by a single Doomsday 
Machine. Often , the sight of this devastating behemoth is demor
alizing enough to cause a rout among the enemy troop s. 

Model Type: KT- I (Transga lactic Empire) 
Class: Strategic Super-heavy Armored Vehicle 
Crew: Fourteen; one pilot , one co-p ilot, two sensor officers, one 

communication officer , and nine gunners . Can carry up to 20 
Kreeghor-sized passengers; the rest of the ship is dedicated to 
layer~ of armor and redundant systems. 

M.D.C. by Location: 
Laser Cannon s (2) - 350 each 
Heavy Missile Launch ers (4, 2 in front, 2 in back) - 250 
each 
Gravity Cannon Turret s (2) - 200 each 
Auto-loading Mortars (2)- 150 each 
Medium Missile Launcher s (4, on sides)- I 00 each 

Laser Batteries ( 4) - I 00 each 
Mini-Missile Launchers (4, one on each side)- 80 each 
Reinforced Gunner's Compartments (9)- 100 each 
Reinforc ed Pilots Compartment (1)- 200 
Entrance Hatches (3) - 150 each 
** Main Body - 3,000 
** Depleting the M.D.C. of the main body comp letely de
stroys the outer hull of the vehicle . Due to the multiple redun
dancy of all sensor and communication systems, the vehicle 
will be fully operab le until it is utterly destroyed. 

Speed: 
Driving on the Ground: 80 mph (128 km) maximum. The 

Doomsday Machin e hovers about one foot off the ground. Any 
obstacle weighing less than one ton will not significantly slow 
this vehicle (can literally plow through light vehicles and houses 
without slowing down!). 

Flying: Not poss ible; contragrav generators may increase alti
tude temporarily , allowing the tank to traver se chasms at high 
speed, but no sustained flight is possible. 

Altitude: Up to 300 feet for about an hour before over loading 
the contragravity systems. 

Range: Effectively unlimited . 
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Statistical Data: 
Height: 80 feet (24.4 m) 
Width: 50 feet (15.2 m) 
Leng th: 120 feet (36.5 m) 
Weight: 10,000 tons 
Cargo: Minimal storage space for personal belonging s of the 

crew (small locker for each crew member), plus a weapon s 
locker with 20 rifles , 4 rocket launchers and 4 reloads for 
each). 

Power System : Anti-matt er; average energy life of25 years. 
Market Cost: The Kartuhm-Terek has a production cost of 420 

million credits. No Kartuhm -Terek has been capt ured intact; 
its value on the black market co uld reach a billion credits or 
more! 

Weapon Systems 

l. Laser Cannons (2): The se guns are the equiva lent of starship 
level weapon s, mounted on two gimbal turrets, located in the 
front of the vehicle . These guns will give "o ne shot one kill'' 
results against most land vehicles or robots. The guns are sur
rounded by sensor antennas and receptors that allow them to 
track any "airborn e" targets and space targets (sensor range 
5,000 miles). 

Primary Purpose: Anti-armor and anti-aircraft 
Secondary Purpo se: Anti-spaces hip 
Mega-Damage : 1D6x 100 M.D . per single blast or 2D6x100 
M.D. per double blast! 
Rate of Fire : Each gun can fire once per melee. 
Effective Range : If used against target s in space, it has a range 
of 2,000 miles (3,200 km) . Against targets in an atmosphere, 
range is "only" 60,000 feet (18,288 m), rough ly 11 miles! 
Payload: Effecti vely unlimited. 
2. Heavy Missile Launchers (4): These missile turrets are used 

to engage target s at long range. Inside the huge vehicle is a 
large missile magazine, allowing it to inflict massive bom
bardment. 

Primary Purpo se: Anti-arm or, anti-in stallation . 

Secondary Purpo se: Defen se, anti-per sonnel. 
Mega-Dama ge: Varies with missile type. Commonly uses proton 
torpedo es or nuclear multi -warhead s (4D6x 10 M.D.). The mis
sile magazine also has a limited number of fragmentati on mis
siles for use against infantr y (3D4x l0 M.D.) 
Rate of Fire: Each launcher can fire volleys of 2, 4 or 8 missiles; 
all four firing at the same target can put an awesome 32 missiles 
in the air in one attack. 
Effective Range: About 500 miles (800 km). 
Payload: 96 total. Each launcher has 8 missiles, plus they can 
auto- load from a missile magaz ine containin g 64 additional mis
siles. 
3. Gravity Cannons (2): These "light" artillery pieces are heavy 

eno ugh to be the main gun of a normal tank. 
Primary Purpo se: Anti-Annor 
Secondary Purpo se: Defense 
Mega-Damage: 3D6xl0 M.D. per shot. 
Rate of Fire: Equal to the numb er of combin ed hand to hand at
tacks per melee. 
Effective Range : 6000 feet (I 828 m) 
Payload : 60 shots per gun. 
4. Auto-loading Mortars (2): Mount ed on the top of 1he 

Doomsday Machine are two mortars used to attack infantry 



or armor hiding behind cove r, fortification walls, and other 
obstacles. These weapo ns make ambushing the vehicle su ici
dal, because a few seco nds after the ambush start s, the mor
tars will saturate the ambush area with exp losive rou nds. The 
automatic mort ars fire smart mortar rounds that can alter their 
course to hit a target within 200 feet (6 1 m) of their landing 
spot. The load is a comb ination of armor piercing and frag
mentary rounds to deal with both infantry and vehicles . 

Primary Purpose: Anti-personne l 
Secondary Purpose: Anti-a rm or 
Mega-Damage : Fragmentary rounds do 1 D4x 10 M.D. to a 50 ft 
(15.2 m) blast diameter. Ant i-armor rounds do 2D4x l0 M.D. to 
a 10 ft (3 m) area . 
Rate of Fire: Sing le shots or bursts of 10 rounds; each counts as 
one melee attack. 
Effect ive Range: Two miles (3.2 km) 
Payload: 600 rounds per mort ar. 
5. Medium Missile Launchers (4): The sides of the Kartuhm

Terek have four additiona l missi le launchers for added fire
power. When all its missile sys tems are fired, the tank 's huge 
bulk is temporarily obscured by the tlash and smoke of over 
60 missile launches. 

Primary Purpose: Anti-Armor 
Secondary Purpose: Defense 
Mega-Dama ge: Varies with missile type . Usually fires plasma 
missile s (2D6xl0 M.D.) 
Rate of Fire: One at a time or in volleys of two , four, or eig ht 
launche rs, for a total of up to 32 missiles per melee round . 
Effective Range : About 40 miles (64 km). 
Payload: 152 total: Eight missi les per launcher plu s missile 
magazine has an additional 120 missiles. Recycli ng miss iles 
from the magaz ine to the launcher takes one melee round . 
6. Laser Batteries (4) : These are sma ller laser turr ets used for 

point defen se or to engage enemy aircraft or infantry . 
Primary Purpose: Anti-aircraft and anti-personn el. 
Seco ndary Purpose: Defense 

Mega-Damage: I D6x l O M .D. per blast. 
Rate of F ire: Equal to the number of com bined hand to hand at
tack s per melee . 
Effective Range: 2000 feet (6 10 m) 
Payload: Effective ly unlimit ed. 
7. Mini-Missile Launchers (4): Fina lly, an additio nal four mini 

missi le launchers are located in stra teg ic positions around the 
vehicle. These missile batteries are used almost excl usively 
against enemy missiles, or sometimes against infantry. 

Primary Purpose: Defen se 
Secondary Purpose: Ant i-person nel 
Mega-Damage: Varie s with missile type. Usually plasma 
(ID6xl0 M.D. ) missiles are used . 
Rate of Fire: One at a time or in volleys of 2, 4, 8 or 12 per 
launcher. 
Effect ive Range: About one mile (1 .6 km). 
Payload: 96 total ; 24 missile s per launcher. 
8. Ramming: The Doomsday Machine is very close to an irre

sistib le force. When ramming any land vehic le or building the 
super-tank will inflict 3D6x l0 M.D.+ 10 M.D. for every 20 
mph (32 km of speed; if the other vehic le is traveling from 
the opposite directio n toward the Machine, add the two 
speeds together). Robots , power armor and infantrymen who 
get in the path of the tank will be run down unless they dodge 
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(12 or higher). Being run down by the vehicle inflicts 
2D6x10 M.D.! 

Starships & Space 

Space Skills (New) 
Mechanical Skills 
Spaceship Mechanics: The ability to repair, rebu ild, modify and 

redesign convent iona l vehicl es. Thi s skill ~overs a basic un
der standing of gravitonic system s, but only includes the most 
rudimentary knowledge of phas e technology, and no skills on 
Rift drive s. Conventio nal ship systems (communicati ons, 
hull, life support) are pretty much the same everywhere. Base 
Skill: 22% plus 5% per level of experie nce. Requires me
chanical enginee r skill and electrical eng ineer ing. 

Physical Skills 
Zero Gravity Movement & Combat: This skill allows a char

acter to move with comp lete freedom, and work or fight with
out penalti es in conditio ns of zero grav ity, excep t that speed 
is reduced by 20%. The G.M. may, at his discretion , make 
player s roll against this skill for difficu lt moves or combat. 
Base Skill: P.P. number x5% +4% per level of experience. 
Note: Characters who do not have this skill will have diffi
cu lty performing norma l tasks in zero gravity. They move 
and fight with the fo llowing penalties: -15% on skill perform 
ance, -1 attack/act ion per melee, -2 on initiative , combat bo
nuses are reduced by half and spee d is reduced by ha lf. 

Pilot Skills 
EV A: Short for Extra-Vehicu lar Activity, this skill involves 

worki ng outs ide a spacecraft while weari ng a vacuum suit. 
The skill cove rs suit operation and repair, damage control, 
maneuvering and know ing wha t to do when thin gs go wrong. 
A characte r should have Zero Grav ity Movement to take this 
skill. Base Skill: 40% +5% per level of experience. 

Pilot: Contragravity Pak: Sim ilar to piloting a jet pack. Base 
Skill: 42% +4% per level of expe rience. 

Pilot: Space Fighter: Typ ica lly one to three man fight er vehi
cles specifica l designed for fighter to fighter, fighter to power 
armor, fighter to ship , or fighter to robot space combat. The se 
vesse ls engage in reconnaissance, military support , c lose 
combat, dog-fig hts, surgical strikes, and rescue missions. 
Some resemble atmospher ic jet fighters or shuttle crafts (and 
may have tran satmo spheric ca pab ilities) while others may 
look like rocket s, geometric shapes or resemb le anima ls (typi
cally fish) and insects . Base Skill: 50% +3% per leve l of ex
perience. 

Pilot: Small Spacecraft: Typically cargo and shuttle craf ts de
signed for short jaunt s from planet to planet or space station. 
Some have interstellar capabilitie s, but most are compara
tively slow transport s intend ed for relatively short -range 
travel; typical speed is about half the spee d of light. Base 
Skill: 60% +3 % per level of experience. 



Pilot: Starship: These are the BIG intergalactic vessels, massive 
cargo ships, ore haulers, transports, battleships and other im
mense ships, usually with a crew and/or passengers that 
number into the hundreds or even thousands. Base Skill: 36% 
+4% per level of experience. 

Pilot Related Skills 
Navigation • Space : Basically the same as normal navigation 

techniques. The only difference is the use of stars and some 
of the sensory equipment. More importantly, a failed roll wi!J 
place the ship 406 light years off course! Base Skill: 40% 
+5% per level of experience. 

Science 
Astrophysics: Knowledge of stellar astronomy and how it re

lates to nuclear physics, quantum ·mechanics, relativity and 
other explanations for the creation of deep space phenomena, 
like quasars and black holes. Gravitonic drive systems require 
this skill to understand the principles under which they work. 
Note: Basic and advanced math are required before taking 
Astrophysics. Base Skill: 30% +5% per level of experience. 

Xenology: The biological study of alien species. This skill pro
vides general information about the most commonly encoun
tered species in the Three Galaxies. Without Xenology, any 
attempts to use a medical skill on a creature from another spe
cies are at -20% to skill rolls. Base Skill: 30% +5% per level 
of experience. 

Technical 
Law: CCW: This skill covers the laws of the Consortium of 

Civilized Worlds, including the Civilization Compact. Base 
Skill: 30% +5% per level of experience. 

Lore: Galactic/Alien: This skill helps characters identify 
known alien races, and provides information on their culture, 
habits, etc. Given the number of alien species in the Three 
Galaxies, it is very difficult to know every single recorded 
alien species without a computer database handy. It also in
cludes most of the well known legends and speculations 
about the Cosmic Forge, cosmo-knights, kreeghor and 
prometheans. Base Skill: 25%+5% per level of experience. 
When dealing with less known alien species, G.M.s can as
sign a penalty from -5% to -30% at their discretion. 
Note: Also see Mutants in Orbit (for Rifts and TMNT) for 

additional, optional skills. 

Fighters & 
Small Vessel Combat 

Combat between space fighters and light vessels is played out 
in a manner similar to normal combat, with initiative, attack and 
dodge rolls, and damage. There are a number of new maneuvers 
that can only be used between space fighters, fighter jets, air
planes, and other small, fast vessels. These rules can also be used 
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for combat between flying robots and power armor. Note: Rules 
on large ship combat will be detailed in the Phase World Sour
cebook One: The Three Galaxies (scheduled for an early 1995 
release). 

Dog-Fighting Maneuvers 
Space and air combat really only has three possible states. Ve

hicles can be coming together for combat, jockeying for an ad
vantage, or the vehicles are so far apart that no combat is 
possible. Each combat tactic takes one full melee to perform. 
The number of shots that can be fired depends on the character's 
attacks per melee. 

The most common position in aerial combat is where one ve
hicle, the Dog Tail, is following another vehicle, the Dog. 

Dog Tail 
This is where every combat flyer wants to be. Sitting on the 

other guy's tail, where every melee round is an opportunity to 
shoot without being shot back at. Keeping on a dog tail means 
matching or beating the opponent's attempts to escape. 

To become a dog tail, the player for each pilot rolls a 20 
sided die, adding their dog-fighting bonus (including P.P. bo
nuses), and any ship movement bonuses. The faster or more ma
neuverable of the two vessels gets a +2 to the roll. The winner 
gets to be the dog tail. The loser is the dog . Depending on the 
situation, however, the G.M. can rule that a dog tail is automat
ically successful (if the attacker comes up from behind, out of a 
cloud, etc.). 

The vehicle in the dog tail position can open fire with all 
available weapons, every melee round he is "on the dog" (the 
vehicle in front). The dog can only fire back if he has a tail gun
ner with backward-facing weapons. Most fighter weapons only 
face forward. Large ships usually have multiple gunners, with 
one or more able to fire backwards or in a circle. The dog tail 
can dodge attacks normally; the dog is at -3 to dodge! 

Bonuses for Space Fighter Combat "Basic" Training 

• One extra attack/action involving the fighter's weapon sys-
tems. 

• +2 to strike (in addition to other cumulative bonuses). 
• +3 to dodge attacks while flying. 
• + 1 to dog-fighting rolls 
• Critical strike, same as pilot 's hand to hand. 
• One additional attack at level six. 
• One additional attack at level eleven. 

Bonuses for Fighter Combat "Elite" Combat Training 

• Two extra attacks/actions involving the fighter' s weapon sys
tems. 

• +2 to strike (cumulative with bonuses from Weapon System 
skill training). 

• +5 to dodge attacks while flying. 
• +3 to dog-fighting rolls. 
• Critical strike, same as pilot's hand to hand. 
• One additional attack at level five. 
• One additional attack at level ten. 



FTL Propulsion 
The main obstacle to spacefaring races is breaking the so

called Light Barrier, the seeming ·impossibility to travel faster 
than the speed of light. Without transcending light speed, travel 
between planets wou ld take centuries or even mi llennia. The 
civilizations of the Three Galaxies have discove red three differ 
ent systems to break the light barrier: phase drives, grav itonic 
drives, and Rift drives. Other cultures of the Megaver se have de
veloped space1old drives, but this system has a lot of risks. For 
reasons unknown , space- fold drive s are very likely to malfunc
tion in the Three Galaxies. Some blame the Cosmic Forge for it. 
Others think that the strong presence of magic and ley lines even 
in empty space may somehow disrupt those systems. 

Phase Drives (P-Drives) 
P-Drives are very common among vessels used by civilians 

and independent worlds. They use phase -tech to envelop the ship 
in a phase field that partially remove s it from physical reality 
and the limitation s of normal speed. Even normal propulsion 
systems can acce lerate the ship hundred s of times the speed of 
light when it is in "phase." The average P-drive has a speed of 
one light year per hour. Ships using the most powerfu l thru sters 
combined with a P-drive can reach a speed of 10 light years per 
hour. 

There are several limiting factors: One, the maintenan ce of 
P-drives remains a myster y to everybody other than the 
promethean race. It seems that some of the components of the 
engine are not even in our physical reality! Although P-drives 
are very sturdy, if they break down , on ly the most basic repair s 
can be done by anybody other than a promethean technician. Re
pairs are usually done by replacing modu lar components with 
new ones. Most ships have enough spare modules to build two 
or three whole p-drives! Tf the ship runs out of modu lar parts, 
and it doesn't have a promethean technician on board (or near 
by), it is out of luck. 

Two, P-drive s can only safely function for up to 12 standard 
hours at a time . After this point, the ship' s guidance system must 
be recelebrated, a process that takes I D6+6 hours. For every 
hour of uninterrupted trave l beyond 12 hours , there is a cumu la
tive 10% chance that the ship will veer off course and end up 
3D6x I 000 light years away from its intended destination. 

Third , P-Drives cannot operate in an atmosphere, or even 
close to a planet's atmosphere. If a P-driv e is not disengaged be
fore a ship is between 10 and 20 thou sand mile s (16 ,000 to 
32,000 km) away from a planet, there is a 70% chance that the 
ship will plunge into the planet's atmosphere. The FTL phased 
ship will hit the atmosphere like a solid wall, with enough force 
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to splatter it like a bug on a windshield. Even a miles-long 
dreadnought will be consumed in a nasty fireball from such an 
impact! 

Contra-Gravitonic Drives (CG-Driv~s) 
Mo st spacefa ring civilizations of the Pha se World universe 

use gravitonic technology for transportation, as well as for some 
weapon system s. Gravitons are sub-atomi c particl es that travel 
in waves. The interaction of those parti cles determines the forces 
of gravity. The scientists of many cultures (the discovery is rela
tive ly easy to make once a civilization reaches the right techno
logical level) realized that opposing graviton waves could be 
cance led out, thereby nullifying the effects of gravity over a 
give n object. The discovery that followed this realization was 
even more important. If an object was freed from the bond s of 
gravity, it was also no longer limited to the speed of light. A ship 
enveloped in a contra -graviton field (commonly known as a CG
field) could theoretically reach any speed imaginabl e. 

In practical terms, however, most CG-drive starships have 
reached a roof of about eight light year per hour (about 70,000 
times the speed of light!). CG-drives, like pha se drive s, have to 
be disengaged when approaching a planet . The safest distance a 
ship can trave l at Faster Than Light (FTL) speeds is 10,000 
miles (16,000 km) away from a planet (twice that is safer). 

The CG-drive has been the corner stone of spacefl ight in the 
Three Galaxies. The only two other FTL syste ms are phase
drive s and Rift-driv es. Phase-tech is rare and expen sive, and 
Rift-jumping is dangerou s, so neither system is as popular as this 
one. 

Rift Jump Drives (R-Drives or Magic/M-Drives) 
The Three Galaxies contain seve ral advanced civilizations 

that rely on magic for space travel. They have devi sed a techno
wizard "R ift Drive" or "Rift Jump Drive." The Rift jump drive 
opens two Rifts, one at the ship 's current location and another at 
its destination. The ship then travel s through a dimension of 
swirling lights and colors, ca lled the Flux Dimension , and 
emerges through the other Rift, light yea rs away. The P.P.E. cost 
of the Rift creation is great and R-Drive ships req uire P.P.E. bat
teries with great bulk, and/or the services of a powerful magi
cian. Close proximity to any planet disrupt s the complicated 
ca lculation s that are necessary to chart the jump, so the ships 
have to make the jump somewhere away from a planet' s main 
gravity and ley line fields, usually between five and fifty thou
sand miles away, depending on the size of the planet. The first 
Rift ships were crude rocket devices that carried the travelers 
into high orbits before allowing the drive to kick in. Current 
model s combine standard technology with techno-wizardry . 



Rift drives (and the P.P.E. batterie s they need) are too big for 
small ships like fighters and light vessels. The smallest vessels 
that can be equ ipped with an R-Drive are medium transport s and 
frigates. Small ships can ride piggy-ba ck on a large, Rift driven 
ship, but there is a 10% chance of falling off and getting stuck in 
the Flux Dimension; roll once for each hour of travel. 

Spacegate Jump Systems 
This system uses phase technology to instantly transport a 

ship to one of the spacegates built around Phase World. It is not 
actually a FTL system, or any type of propulsion system of any 
kind. It is a phase-tech device that , when activated, will "pop" 
the ship from anywhere in the universe (not other dimen sions) 
through one of the 64 "spacegate s" in orbit around Phase World . 
It is in effect, a cosmic homing device that instantly teleports the 
ship, crew and cargo to Phase World. A spacegate is a huge ring 
that 's typically 10 miles (16 km) in diamet er. There are some se
rious limitations to this method of travel. First, the promethean 
technicians who monitor the spacegates can scan the ship before 
it pops through and deny access if they detect or suspect trouble 
or danger (or any reason). Secondly , it's a one-way trip to Phase 
World. The jump can cover any distance instantly, but it only 
works one way, thus a ship will need to have an alternative 
means of propulsion to leave the planet. Most ships that have a 
Spacegate Jump System are merchants and tran sport s who travel 
to Phase World frequent ly. See the section on Phase World for 
more information about spacegates . 

Sublight Propulsion Systems 
None of the drive systems descr ibed above is useful to ma

neuver between planets, since they must be disengaged some 
distance away from them (see above). A number of systems have 
been developed to propel the ship in "normal space" below light
speed. 

Contragravity Drive 

Gravitonic technology also provide s most of the thrust sys
tems used by both sublight spaceships and conventional aircraft. 
The same technology that neutralizes d1e pull of gravity can also 
generate accele ration in conventional vehicles. Contragrav ity 
"thnisters" generate speeds of up to Mach 8 in an atmosphere, 
and up to Mach 25 in empty space (25 times the speed of sound). 
In an atmosphere maximum speed typicall y ranges from Mach 4 
to Mach 10 (approximat ely, 2,640 to 6,600 mph/4,200 to 10,600 
km). In an emergency, a ship can push the envelope and acce ler
ate to up to 3 times normal maximum speed, but these bursts of 
speed can only be maintained for 1D6 hours , and the ship risks 
being unable to decelerate (rememb er that in near-empty space, 
ships retain their momentum) without dama ging themselves. 
There's an 18% chance of burnin g out the propul sion system 
(making maximum speed Mach 2 in space ), or causing 2D4x I 00 
M.D. to the structure of the ship, and they may overshoot their 
destination by 2D6xl 000 miles. Furthennore, maneuvering at 
these speeds, i.e., doing anything other than traveling in a 
straight line, is very difficult: -4 to dodge and the performance of 
special moves is -25% (dog-fig hts are impossible). 
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80% of the ships built and flown in the CCW, tile Transgalac
tic Empir e, and most other spacefar ing civ ilizations use contra
gravity drives. Unless specified otherwi se, all me ships in this 
sect ion ha ve that system of propulsion , widl FTL drives op
tional. 

Other Propulsion Systems 
Other propul sion systems include chemical , ion, plasma, solar 

and traction drives, all of which are described in the Mutants in 
Orbit supp leme nt. They repre sent the other 20% of ships found 
in the Thre e Galaxies. 

Sensor Systems 
Unless indicated otherwise, all starships have these sensor 

systems. Military ships have more sophi sticated sensors, so add 
+ 10% to all sensor operation rolls and range s. 

Rada:r, sonar , radiation, thermographic, motion and gravity
wave sensors which can detect ships as far away as 200,000 
miles (322,000 km) - if they are in normal space . Ships using a 
grav ity or P-Drive make disturbances in the normal space-time 
continum which can be detected from as far as one light yearl 
Military systems can detect FTL ships at up to IO light years 
away. "Stealt h" systems reduce the ship' s radar signature, so that 
they can remain undetected until dley are 5,000 miles away 
(8,000 km), at which time they can be detected through visual 
scans. 

Spaceship 
Weapon Systems 

Descr ibed below are some typica l ship weapon systems used 
in the Thre e Ga laxies. Individual ships may have difference s in 
terms of dama ge or range due to customization. These weapons 
are sometim es used in huge military land or sea vehicles, and 
truly giant robots (40+ feet/12.2+ m). 

Remember that range in space is dramatically farther than in 
an atmosphere or underwater. Short range in space is one mile 
(l.6km)! 

Point Defense Lasers 
These are "mini "- lasers used primaril y to engage missiles, 

space fighters, robots and power armor at very close range 
(with in a mile/ 1.6 km of the ship). The y don't do enough dam
age to seriously dlreaten most large ships and are cons idered de
fensive weapons. Most civilian ships mount at least one or two 
point -defense lasers as a secondary weapons system. Military 
ships may have severa l dozen on multi -barreled turrets, that are 
able to pack a nasty punch against fighter s, robots and small ve
hicles. 

Weight: Less than one ton (less than 900 kg). 
Mega-Dama ge: Availabl e model s by dama ge: 3D6 M.D. (the 
lightest model available), 4D6, 5D6, 6D6, 1D4x l0 , and 1D6x10 
per barrel. Multi-barreled or pulse- lasers can do as much as 
3D6x l0 M.D. per triple pulse/bla st. The average defense laser in 
civilian ships does 4D6 to lD4 x lO M.D. 
Rate of Fire: Equal to the total number of hand to hand attack s 
of the gunner. 



Effective Range: Between 2000 feet (600 m) and 12,000 feet 
(3600 m), a bit over 2 miles (3.2 km). 
Payload: Effectively unlimited. These guns are usually con
nected to the ship 's main power. 
Cost: 50 ,000 to 500,000 credits each. 

HI-Laser Cannon (Light) 
Typically mounted on fighters as a light assault weapons or 

on medium spaceships as secondary guns. Thi s cannon is much 
heavier and more powerfu l than most land-mounted weapons, 
except in the largest tanks or robot s. It is also typica lly the heavi
est weapon found in civilian starships. 

Weight: 1/2 ton (453 kg) per barrel, or 1 ton (907 kg) per barrel 
if mounted in an annor ed turret. 
Mega-Damage: Varies: ID4 x l0 . M.D., 1D6x 10, 2D4x l0 or 
2D6x10 M.D. per blast. Multi-barreled laser systems (typically 
two barrels; mounted on large spaces hips, not fighters) can do 
double damage per simultane ous double -barrel blast. 
Rate of Fire: Equa l to the total number of hand to hand attacks 
of the gunner. 
Effective Range: One to three miles in space ( l.6 to 4.8 km). 
Usua lly half or less in an atmosphere. 
Payload: Effective ly unlimit ed when tied to a nuclear or anti 
matter power plant. Many ships put a powe r plant on each weap
ons turret to keep the gun working even if centra l power is lost. 
Doing this adds one million credits to cost and a 1/2 ton (453 kg) 
to the weight. 
Cost: Four to eight million credits each, depending on where it is 
being purchased and dama ge capab ilities. Additional optics, sen
sors and targeting systems are all extra costs. 

HI-Laser Cannon (Medium) 
This is either a light ship's main gun or a medium to large 

ship 's secondary gun. Some ships carry two to four medium HI
laser cannons mounted on a turret , and are able to fire all of 
them at once against the same target for maximum damage . 

HI-Lasers are only found in military or pirate vesse ls; the 
authorities of most spaceport s will have many question s for any 
"civ ilian" ship armed with such ordnance. 

Weight: 2.5 tons (2270 kg) per barrel, or 5 tons (4530 kg) per 
barrel mounted in an armored turret , plus a 2-ton (1800 kg) 
power plant (nuclear or antimatter). 
Mega-Damage: Varies: ID4x l00 , 1D6x l00 , 2D4x l00 , or 
2D6x 100 per turret. These guns do not have multiple-pu lse ca
pabilitie s, but simultaneous double, triple or quadruple blasts 
from severa l turrets firing at the same target can be accom
plished by linking the turrets to key on one target. 
Rate of Fire: Equal to the total number of hand to hand attacks 
of the gunner. 
Effective Range: 5 miles in an atmosphere but 16 miles in space 
(8 to 25 km). 
Payload: Effective ly unlimit ed. Alway s has a dedicated nuclear 
or ant i-matter power plant to prevent the risk of overloading the 
main power source, and to fight on even if the main power is 
lost. 
Cost: A medium laser turret costs 80 million cred its, sometimes 
more than the cost of ent ire ships! Additional optics, sensors and 
targeting systems are all extra costs. 
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HI-Laser Cannon (Heavy) 
These are giant cannon s that weigh severa l tons and are 

mount ed on the largest ships; cruisers , battleship s or dread
nought s. Most cruisers will only have one or two heavy cannons, 
usually aiming forward. Battle ship s and dreadnought s may have 
severa l turrets with two to four can nons each, that can vapori ze a 
vessel in one searing volley. Any ship with a heavy laser cannon 
is a military/war ship , and treated as such by the authorities at 
most spaceport s. 

Weight: 8 tons (7,300 kg) per cannon, or up to 16 tons (14,500 
kg) per barrel if in an armored turret. 
Mega-Damage: ID4x1000 or ID6 x l000 per barrel! Multipl e 
barrel turret s can do between 2D4x I 000 to 4D6x 1000 M.D . per 
simultaneou s blast of all barrels at the same target. 
Rate of Fire: All turret barrels/canno ns can fire in one devastat
ing, simultaneous blast which counts as one melee attack, but 
can only be fired in such a mann er twice per melee round; or 
each individual cannon/barre l can be fired one at a time up to the 
number of hand to hand attacks per melee of the gunner. 
Effective Range: 16 mile s in an atmosphere or 100 miles in 
space (25 to 160 km). 
Payload: Effec tively unlimited. Always has a dedicated nuclear 
or anti-matter power plant to prevent the risk of overloadin g the 
main power source and to fight on even if the main power is lost. 
Cost : 180 million to 220 million credits. Addit ional opt ics, sen
sors and targeting systems are all extra costs. 

Particle Beam Cannon (light and medium) 
Particle beam weapo ns have shorter ranges than lasers, but 

are more powerful than equivalent laser weapons. There are so 
many different particle beam weapons of different sizes and fire
power that the line between point -defen se, light and medium 
particle beam weapons is blurred. 

Weight: From 600 lbs to I ton (270 to 907 kg). Doubled if 
mounted in an armored turret. 
Mega-Damage: Varies per barrel/weapon . The lighte st point-de
fense particle beam weapon s do JD4xl0 or ID6 x l0 M.D. per 
single blast, light 2D6xl0 M.D., medium ID4xl00 M.D or 
2D4x100 M.D. per blast. Double or triple barrel turrets do dou
ble or triple damage when all the barrels are fired simultaneou sly 
at the same target. 
Rate of Fire: Equal to the total numb er of hand to hand attacks 
of the gunner. 
Effec tive Range: One to four miles (1.6 to 6.4 km) in space, one
third that range in an atmosp here. 
Payload: Effectively unlimited if connected to a ship 's power 
plant. Some weapon turrets have an integral power plant. 
Cost: One to four million credits per barrel/cannon for light 
weapons and 20 to 35 million for medium; turret (add 30 mil
lion), additional optics , sensors and targeting systems are all ex
tra costs. 

Particle Beam Cannon (heavy) 
Like the heavy laser cannon, this is a main weapon used in 

medium to large military vessels. 

Weight: I to 8 tons (907 to 7300 kg) per cannon, doubled if tur
ret-mounted. 
Mega-Damage: Varie s: 3D6xl00, ID4 x 1000 or I D6x l000 



M.D. per blast. Multiple -cannon turret volleys inflict up to 
4D6x 1000 M.D. per blast! 
Rate of Fire: Equal to the total numb er of hand to hand attacks 
of the gunner. 
Effective Range: 6 miles in an atmospher e or 70 miles in space 
(9.6 to 112 km). 
Payload : Effective ly unlimited . 
Cost: 140 million to 200 million cred its. Additional optics, sen
sors and target ing systems are all extra costs. 

PC-50 Light Phase Cannon 
All phase weapons use phase technology to harm living 

things, and to negate force fields without damagin g the sur
rounding annor and machinery. See the section on energy hand
guns for the complete description of_how this works. 

Weight: 250 lbs. (1 I 3 kg) 
Mega- Damage: 3D6 to all living targets in a 30 ft (9. 1 m) diame 
ter around the blast point or 1 D6x JO to force fields and creatures 
10 feet (3.0 m) or larger. This dama ge is S.D .C. to non-M .D.C. 
creatures, or M.D . to M.D.C. creatures or force fields. 
Rate of Fire: Equal to the total number of hand to hand attack s. 
Effect ive Range: 4000 feet (1200 m) 
Payload: 100 shots from an Energy -pack, or unlimit ed if con
nected to the ship 's power plant. 
Cost: 500,000 credits 

PC-100 Phase Cannon 
Weigh t: Half a ton (453 kg). 
Mega-Damage: 3D6 to all living targets in a 30 ft (9. 1 m) diame
ter around the blast point or 1D6x l0 to force fields and creatures 
10 feet (3.0 m) or larger. This damage is S.D.C. to non-M.D.C. 
creatures and M.D. to M.D.C. creat ures and force fields. 
Rate of Fire: Equa l to the tota l number of hand to hand attack s. 
Effective Range: 10,000 feet (3,000 m) 
Payload: I 00 shots from an E-pack, or unlimited if connec ted to 
vehicle's power plant . 
Cost: One million credit s 

PC-200 Heavy Phase Cannon 
The PC-200 is most commonly used by starships or as the 

main annament of light or medium fighter cra ft and some tanks. 

Weight: 2 tons ( 1800 kg). 
Mega-Damage: 4D6 to all targets in a 50 ft ( 15.2 m), or 60 6 to 
any creature 10 feet (3.0 m) or taller or a force field. This dam
age is S.D.C. to non-M.D.C. crea tures and M.D . to M.D.C. crea
tures and force fields. 
Rate of Fire: Equa l to the total number of hand to hand attacks. 
Effective Range: 2 miles (3.2 km). 
Payload: 200 shots from an E-pack or unlimited if connected to 
vehicle's power plant. 
Cost: Four million credits. 

GR-100 Light Autocannon 
A grav ity gun mounted on fighters, heavy aircraft, APCs, 

light tanks and some anti-missile weapon turrets. A rifle model 
can also be wielded by a g iant robot. 

Weight: I ton (907 kg). 
Mega-Damage: 1 D6x 10 for a I 0-round burst. Only fires bursts. 
Rate of Fire: Equal to the number of combined hand to hand at
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Effective Range: 3 mile s (4.8 km) in space, 6,000 feet (1800 km) 
in an atmosp here. 
Payload : 10,000 round s (1000 bursts) 
Cost : 600,000 credi ts. 

GR-1000 Autocannon 
This is often used as the ma in gun of fighters, or as a defen

sive system of non-military vesse ls. It has enough range to be 
useful in space combat 

Wei ght: 2 tons (1800 kg) 
Mega-Da mage: A burst is 20 rounds and does 4D6x l 0 M.D. 
Can only fire bursts. 
Rate of Fire: Equal to the total number of hand to hand attacks 
of the gunner. 
Effectiv e Range: 16 miles (25 km) in space, one-third that 
amount in an atmosphere. . 
Payload : Varies. 10,000 rounds (500 bursts) would weigh a ton 
(907 kg). 
Cost: 8 million cred its 

Missiles -- -----------
All missiles described in Rifts, page 46, are used on starships. 

Mini-missiles and short-range missiles are used mostly for point
defense, while medium and long-range missiles are used against 
other ships. Another type of missile, the cruise missile, is a su
per-heavy missi le that inflicts 2D6x I 00 (nuclear) or 4D6x I 00 
M.D. (anti-matter). It has a range of I 000 miles (1600 km). 

Rift Projector Cannon (UWW)---
This fearsome weapon is mounted on the largest wizard-ships 

of the United Worlds of Warlock (UWW). lts "Rift" name is a 
misnomer, because rather than create a "normal" or "true" Rift 
(a dimensional doorway to another world), the RP-cannon cre
ates a dim ensional anoma ly that damages and bes ieges the ship. 
The effec ts are unpredictabl e but disorienting, and often highly 
destructive. 

As with other Rift-based technology, it is potentially dange r
ous to the user. Every shot fired by an RP-cannon has a 0.5% cu
mulativ e chance (i.e., become s I% after two shots, 2% after four 
shots, and so on) of backfiring and damaging the ship that 
launched them! The weapo n is shaped like an 80 inch (200 cm), 
relativel y stubby ("only" 60 feet/18.3 m long) cannon, that usu
ally mount ed on the front end of the ship. 

Weight: 200 tons ( 180 metric tons). 

Mega-Damage: The effects of this weapon are unpredictab le 
and varies dramat ica lly. Roll on the Rift Cannon Damage Ta
ble that follows. If the damage rolled is enough to destroy the 
ship , don 't bother rolling on the Rift Effect Tab le (except for 
dramati c purposes). Note that some of the effect s negate/p re
vent any damage. 

Rate of Fire: Can fire once per minute (4 melee rounds/60 sec-
onds). 

Effective Range: 50 miles (80 km) 

Payload: Requires 1,000 P.P.E. per shot. 

Cost: 500 million credits. 



Rift Cannon Damage & Effect Table 
01-10 I D4x l00 damage, no other effects. 
11-20 1D6x 100 damage, no other effects. 
21-30 1 D4x 1000 damage, no other effects. 
31-40 2D6x 10 damage, roll on the Rift Effect Table. 
41-50 4D6x l O damage, roll twice on the Rift Effect Table. 
51-60 1D4x l00 damage, roll on the Rift Effect Table. 
61 · 70 1 D6x I 00 damage, rol I on the Rift Effect Table . 
71-80 1 D4x l000 damage, roll on the Rift Effect Table. 
81-90 ID6x l00 damage, roll twice on the Rift Effect Table. 
91-00 I D4x l000 damage, roll twice on the Rift Effect Table. 

Rift-Projector Effect Table 
01-10 Thank the Cosmic Forge! NQ effect!! 
11-15 Temporary power failure: The ship's entire weapon and 

propulsion system "stalls out" for I D4 melee round s, includ
ing back-up and sub-light systems. It cannot maneuver, 
change course, dodge, or fight but continu es to coast forward 
at its previous speed and heading. 

16-20 Plasma Cloud: The Rift releases a cloud of plasma from 
a star! The ship takes an additional I D4x l 00 M.D. and all its 
sensor systems are blinded until it moves out of the cloud 
(takes one melee round). On the good side, the cloud will also 
act as cover for the ship: all attacks against it are at -4 to hit. 

21-25 Force Field Failure: Any force fields or phase fields of 
the ship are shorted out for I D6 melee round s. Nothing can 
be done to bring them back on line any sooner. 

26-30 Distortion Effect: Time seems to stop, everybody seems 
to move in slow motion as a score of strange images of differ
ent environments and realities appear and disappear in rapid 
succession (forest, desert, snow, underwater, clouds, hellish 
flames, etc.). The entire effect seems to last several minutes 
but only one melee round ( 15 seconds) has actually passed. 
During that time characters only get two melee actions/at
tacks and are -5 to strike, parry and dodge (no initiative). Fur
thermore, they are all struck by "ex istential nausea" from the 
waves of distorting realities that wash over them. All crew 
members must save vs magic or suffer the following penal
ties: -2 on initiative, -2 to strike, parry and dodge and - I me
lee action/attack for 1 D6 me lee rounds. 

31-40 Critters! 2D4x l0 creatures/predators from another di
mension are Rifted into the ship! Depending on the circum
stances (and G.M.), they are angry and attack, or afraid, 
running rampant on the ship, wreck ing equipment and caus
ing a nuisance in their panicked state. They must be trapped 
and contained or destroyed. A typical critter has 6D6 M.D.C., 
and can bite, claw or pounce for 1D6 M.D. damage (+ 1 to 
strike and parry, +3 to dodge, two or three attacks per melee, 
climb 70%). Or the G.M. can design other minor menaces or 
bring in minor demons or entities. 

41-50 Dimensional Whiplash: For a split second, the ship and 
its crew are flung through a Rift, but the second they reach 
the other side they are slung back, like a rubber band, into 
their own dimension! This has little effect on the ship, which 
is designed to withstand stress, but does the equivalent of 
whip lash damage to the crew as they are flung from one side 
of the ship to the other. Take 4D6 S.D.C. damage and lose 
half their melee actions for that round. The ship 's gunners are 
at -2 to strike, parry and initiative for the next melee round. 
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51-60 Rift Jump: The ship is sucked into a Rift and teleported 
106 x l00 miles in a random direction! Enemies may think the 
ship has been destroyed, at least unti l they relocate it on their 
sensors. 

61-70 FTL is Gone! The ship suffers absolutely no structural 
damage but all FTL systems and artificial gravity systems 
disappear! Rifted to another dimension ! Crew members have 
to make rolls against their Movement: Zero Gee skill to con
tinue fulfillin g their duties, and the ship may be without pro
pulsion unless it has a secondary sub-light systems! 

71-80 Dimensional Displacement : The vesse l is Rifted into an 
alien dimension, galaxy or reality! The effect is temporary 
and can last a few minutes, hours or days (G.M. 's discretion). 
Whi le in this alien place, the characters may encounter, or 
battle with the beings who live there. Howeve r, at some point 
the effect of the displacement slings the vesse l and its crew 
back to their own dimension at the exact location where they 
were hit. However, in this case the tidal waves of the jump af
fect the ship 's superstructure, inflicting 1D6x l00 M.D. to the 
ship. 

81-85 Minor Time Jump : The ship disappears from the battle 
and reappears, undamaged, 2D6 minut es later in the exact 
same spot as before (may cras h into another vesse l that has 
moved to its old loca tion, inflicting 1 D6x I 00 M.D.C.). 

86-90 Aley line storm inside the ship: Standard ley line storm 
effects. Lasts 1 D6 melee rounds. People, property and com
puter systems may suffer damage. 

91-95 Super charged! The ship takes an additional 2D6x I 00 
M.D.C. and the crew suffers 2D6 S.D.C. damage, however all 
energy systems are super charged! All energy weapo ns do 
double damage (same range), force fields are replenished and 
have 50% more M.D.C. and magic weapons and spells do tri
ple damage! Unfortunately, this super state only lasts I D4 
melee round s. When the effec t ends, the ship reverts back to 
normal, damage and all . 

96-00 Major Time Jump : The ship disappears from the battle 
and reappears, undamaged, 2D6 days later! Reappears in the 
exact same spot as befo re (may crash into another vesse l that 
has moved to its old location, inflicting ID6x l00 M.D.C.). 

Variable Force Fields------ -
Many space ships do not rely on their armor alone. Mil itary 

and large spacecraf ts have force field generators to supplement 
their armor. They are useful not only aga inst enemy attacks, but 
against radiation, atmospheric re-entry heating, meteor storms 
and other dangers. Small commercial ships have a simple, full 
force field that protects the entire vesse l with the same M.D.C. 
value. Military and large ships can manipulate the "density" of 
the variable fo rce fie ld over specific part s of the ships. This re
sults in six different shield values, one each for the front, back, 
left and right side, top an bottom. All six sides have the same ba
sic M.D.C. value, but they can shift M.D.C. points from one lo
cation to the next, or put the total M.D.C. points on one location! 
Damage on the force fields is subtracted on each side separately. 

Example of Variable Force Fields: A ship with a force field 
of 1,000 M.D.C. per section (6000 total) can vary shie ld density 
from one location to another. It could shift 500 M.D.C. from the 
back to raise the M.D.C. of the front to 1,500, or even put all 
shield power on the front for 6,000 M.D .C. of protection, and 



zero on the rest of the ship . Or, if the left side has been depleted 
by 300 points due to an attack, the ship could replace the 300 by 
taking it from the other side, and so on. Remember, for space 
and air vehicles there are six sides, front, back , right side, left 
side, top and bottom. 

Scorpion-Class 
Light Fighter (CAF) 

Designed to operate from carrier ships like the Pack Master, 
the Scorpion is a small and fast space fighter . Its purpo se is to 
engage enemy fighters and short-range vesse ls, protect the larger 
ships of the fleet and support heavy fighters and combat robots 
like the Silverhawk in both offensive and defensive operations. 
The Scorpion is one of the fastest sublight fighters in the CCW's 
armed forces and is extremely maneuverable . It 's drawback s are 
its light armor and lack of a force field , which make it relatively 
vulnerable to other fighters. As Scorpion pilots are fond of say
ing, however, "You have to hit 'e m to hurt 'em" and the Scor
pion is notoriou sly hard to hit , and packs quite a sting. 

The Scorpion is a true space fighter. Jts lines are not truly 
aerodyna mic, which is not important in the vacuum of space . In 
atmospheric condition s, howe ver, the ship is much slower and 
maneuvers like a brick. Due to this, Scorpions are meant to oper
ate only in space, and are assigned to large ships, space stations , 
and similar bases. 

Model Type: SF-69, or SF-69B 
Class: Light Interceptor or Fighter-Bomber (SF-69B) 
Crew: One 
M.D.C. by Location: 

Nose GR Cannon - 40 
Wings/Missile Launchers (2) - I SO each 
Cruise Missiles (CCW69B only; 2 in underbell y) - 60 each 
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Space Fighters 

* Auxiliary Engine - I SO 
Reinforced Pilot' s Compartment/Escape Pod - 110 
** Main Body - 550 
** Tf all the M.D.C. of the main body is deplet ed, the vehicle 
is destroyed. The pilot' s only hope is to eject (the reinforced 
pilot' s compartment becomes an escape pod with 48 hours' 
worth of oxygen). 
* If the auxiliary engine is destroyed, the ship 's top speed is 
reduced to Mach 8. 

Speed: In space: Mach 8, or an amazing Mach 18 with the auxil
iary engine thruster. In an atmosphere, maximum speed is Mach 
3. The SF-69B has the same performance in space, but can only 
fly at Mach 2 in an atmosphere (the missiles add to air drag). 
Bonuses: +2 on initiative, +1 to strike, +4 to dodge , and +10% 

on dog-fightin g and special maneuver s! 
Range: Effectively unlimited; limited only by the pilot ' s endur-

ance and oxygen supply (life support w ill last 12 days). 

Statistical Data: 
Height: 10 feet (3.0 m) 
Width : 3 1 feet (9.5 m) 
Length: 34 feet ( I 0.4 m) 
Weight: 6 tons/5400 kg (7 tons/6350 kg for the SF-69B). 
Cargo: Small utility closet with room for a small sidean11, dry ra
tions for 12 days, and a water dispen ser. 
Power System: Antimatter , average energy life of 25 years. 
Market Cost: 30 million cred its (50 for the SF-69B). 



Weapon Systems 
1. GR Cannon: The main weapon of the Scorpion is a medium 

grav ity rail gun used to destroy enemy fighters, and to strafe 
larger ships or ground targets. 

Primary Purpose: Anti-spacecraft 
Secondary Purpose: Assault 
Mega-Damage: 4D6x 10 M.D . per 20 round burst . Can only fire 
bursts. 
Rate of Fire: Equal to the total number of hand to hand attacks 
of the pilot. 
Effective Range: 16 miles (25 km) in space, half that amount in 
an atmosphere. 
Payload: I 0,000 rounds (500 bursts) 
2. Missile Launchers (2): Each "wing" is a mini-missile launch-

er. Used for dogfight s against en~my fighters. 
Primary Purpose: Anti-spacecraft 
Secondary Purpose : Defense 
Mega-Damage: Varies with missile type. Common ly use plasma 
(1D6x 10 M.D.) 
Rate of Fire: One at a time or volleys of 2, 4 or 8. 
Effective Range: About two miles (3.2 km). 
Payload: 32, 16 on each wing. 
3. Cruise Missiles (2): The SF-69B also carries two cruise mis

siles with the power to destroy, or severely damage a starship 
or ravage ground targets. This weapon is not designed for 
anti-fighter warfare and enemy fighters and robot-sized tar
gets have a +3 bonus to dodge it. 

Cruise missiles have exce llent speed and range, but the 
standard tactic is to fire them at targets one mile away or 
closer. At these "point-blank" ranges the missiles cannot be 
dodged or destroyed; they travel at 1800 mph (2900 km), so 
they cover one mile in one-fifth of a second (one km in an 
eighth of a second). Too fast for any gunner system to react! 
Of course, the SF-69B first has to get within one mile and en
emy fighters, robots and anti-aircraft systems will do their 
best to prevent this. 

Primary Purpose: Anti-starship 
Secondary Purpose: Strategic Bombardment 

Mega-Damage: Nuclear warhead inflicts 2D6x l00 M.D .; anti
matter warhead does 4D6x l00 M.D . 
Rate of Fire: One at a time or volley of two. 
Effective Range: 1,000 miles/ 1600 km (optimum launching 
range is 1-3 miles, however). 
Payload: Two missiles. 

Note: These are smart bombs; +5 to strike. If fired from 
point-blank range (one mile), use the pilot' s bonuses or +5 , 
whichever is higher. 

4. Combat Performance: In addition to any normal skill bo
nuses, the Scorpion is at +2 to dodge in space. 
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Proctor-Class 
Long-Range Interceptor (CAF) 

The Proctor is an oversized space fighter used by the Consor
tium to fulfill patrol roles in areas that do not warrant the de
ployment of a full frigate . It is meant to operate on its own, so 
Proctor fighters are often used as scouts, escorts and patrol ships. 
The vessels are often sold to private individual s and converted 
into private yachts, convoy escorts and small cargo ships. Con
verted Proctors are very popul ar among runner s, mercenari es, pi
rates and adventurers. This ship has been in service for several 
centurie s and over 260,000 are in service outside the regular 
CAF fleet. This may explain why hundreds of Proctors have re
cently appeared in the hand s of the Free World Council, al
though the Transgalactic Empire suspects that the CAF may be 
secretly supplying the freedom fighters with the ships. 

The Proctor has long-range trave l capabiliti es and a G-drive. 
Unlike the average fighter , the ship has room for a handful of 
passengers, and has regular sleeping quarters, as well as a small 
cargo bay. The standard military model has an advanced 
"s tealth" and sensor system, as well as an array of powerful 
weapons, includin g six cruise missiles. Most of these systems 
are removed before the ship is sold to privat e individuals, but 
fully outfitted Proctor s can be found on the Black Market if one 
is willing to spend million s of credits on them. 

Model Type: CAF LRF -25 
Class: Long-range fighter/light frigate. 
Crew: Four : Pilot/captain , co-pilot, gunner and communica

tion s/technical officer. Can accommodate an additional six 
passengers. Ten "coffins," small cubicles with ju st enough 
room for one person lying down, are stacked in two rows 
around the ship 's common room. 

M.D.C. by Location: 
Laser Cannon s (2, on sides) - 300 each 
Cruise Missiles (6, 3 under each "win g") - 60 each 
Medium Missile Launchers (2, one over each "wing")- 180 
each 
Gravity Autocannon (l , on nose) - 150 
Reinfor ced Pilot 's Cabin - 250 
*** Variab le Force Field - 400 per side (2400 total) 
** Main Body - 1450 
** Depleting the M.D.C. of the main body means the ship is 
in tatters, with life support and contragravity systems 
knocked out, and is unable to fight or move under its own 
power (the missile batteries are another matter, however, see 
below). If the ship is reduced to -200 M.D.C., it explodes, do

ing 4D6x 10 M .D. to anything in a 500 feet (152 m) area 
around the ship. 

*** The force field protects six sectors: front, back, left, right, 
top and bottom. The pilot can regulate the density of the fields 
by concentrating energy on one sector. 

Speed: 

Driving on the ground: Not possible 

Flying: Mach IO in space, but in an atmosph ere, speed drops 
to Mach 2.5. 

FTL: G-Drive allows it to travel at four light years per hour. 

Range: Limited by supplies and life-support. Usually can sup
port 8 people for a four month trip, or six month s under strict ra
tioning or with extra supplies. 



Statistical Data: 
Height: 20 feet (6 m) 
Width: 50 feet (15.2 m) at the body or 80 feet (24.4 m) at the 
wings. 
Length: 80 feet (24.4 m) 
Weight: 500 tons 
Cargo: Cargo bay is IO feet (3.0 m) tall and 20 feet (6.1 m) wide 
and long. Maximum cargo weight is 100 tons. 
Power System: Anti-matter; average energy life is 50 years 
Market Cost: 250 million cred its to leg itimate governments; 200 
million credits to private individuals (remove advanced sensor 
and stealth system s, heavy laser cannon and cruise missiles); 
black market fully-equipped ships will sell for as much as 500 
million credits (drop 50 milli on credits per sensor or weapon 
system missing in the ship). 

Weapon Systems 

1. Laser Cannons (2): One laser cannon is mounted on the left 
side of the fighter. It is the primary anti-fighter/light ship 
weapon system. 

Primary Purpose: Anti-fighter 
Secondary Purpose: Defen se 
Mega-Damage: 4D6x10 M.D. per blast. 
Rate of Fire: Equal to comb ined hand to hand attacks of the pilot 
or gunner. 
Effect ive Range: 10 miles (16 km) 
Payload: Effect ively unlimited. 

2. Cruise Missiles: The Proctor is only issued these weapons 
during combat missions. Armed with them , the fighter can se
verely damage vesse ls of any size. 

Primary Purpose : Anti-ship 
Secondary Purpose: Anti-personnel 
Mega-Damage: 2D6x !00 M.D. (nuclear) 
Rate of Fire: One at a time or volleys of two, three, four or six 
missiles. 
Effective Range: 1000 miles (1600 km). 
Payload : 6 missiles. 

3. Medium Missile Launchers (2): These weapons are used to 
engage enemy fighters and robots . 

Primary Purpose: Anti-spacecraft 
Secondary Purpose: Defense 
Mega-Damage: Varies with missile type. 
Rate of Fire: One at a time or in volleys of 2, 4, or 8 missiles per 
launcher. 
Effect ive Range: About 40 miles (64 km). 
Payload: 16 tota l, 8 per launcher. 

4. Gravity Autocan non: This nose weapon is another dogfight 
weapon. 

Primary Purpose: Anti-spacecraft 
Secondary Purpose: Defense 
Mega-Damage: A burst is 20 rounds and inflicts 2D6x l 0 M.D. 
Can onJy fire bursts. 
Rate of Fire: Equal to the number of comb ined hand to hand at
tacks per melee. 
Effective Range: 5 miles (8 km) in space. 
Payload: 4000 rounds; that 's 200 bursts. 
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Flying Fang Interceptor 

(Transgalactic Empire) 
The Flying Fang resemble s an ancient Kreeghor weapon, the 

Fang, which consisted of two animaJ horns attached to a central 
handle, was used primarily as a stabbing weapon. This ship has 
two curved "horns" on each side which are actually high-pow
ered laser cannons. The Flying Fang is designed to "stab" its tar
gets with the lasers, or its other three weapon systems. This large 
fighter has enough firepower to threaten a frigate-clas s vessel, 
but its main purpose is to destroy enemy fighters and robots be
fore they can threaten larger ships. They are also deployed on 
space stations and as part of planetary defense forces. 

The Fang has an aerodynamic profile, allowing it to fight and 
maneuver well in an atmosphere. Its crew compartment is made 
for use by kreeg hor pilots. There are human and -other humanoid 
configurations, but they are relatively rare - the Imperia ls pre
fer to rely on kreeghor, to pilot these powerfu l fighter s, and seg
regate other races to less capab le vesse ls. A human trying to pilot 
a kreeg hor-outfitted Flying Fang is at -2 to all combat actions/at
tacks and -15% on piloting maneuvers, due to the uncomfortable 
seat ing and layout of the weapon console. 

Model Type: FF- 100 
Class: Space/A tmospheric Interceptor 
Crew: One 
M.D.C. by Location: 

** Hom Laser Cannons (2)- 150 each 
Dual Gravity Autoca nnons (2) - 80 each 
Medium Missile Launchers (2, belly)-120 each 
Mini-Mi ssile Launcher ( I , top) - 80 
* Main Body - 480 
Reinforced Pilot' s Compartme nt/Escape Pod - I 00 
Variable Force Field - 200 per side (1200 total) 
* Depleting the M.D.C. of the main body destroys the propul
sion system and causes the escape pod to eject. 
** Destroying a horn-w ing will not affect the vehicle in 
space, but in an atmosphere it drops speed and maneuverabil
ity; reduce speed to Mach 2, and eliminate all maneuver bo
nuses. 

Speed: 
Driving on the ground : Not possible. 
Flying: Maximum speed in space is Mach LO (cruising and com
bat speed is typically Mach 5). Maximum atmosp heric speed is 
Mach 4. 
Range: Unlimited . 
Statistical Data: 
Height: 14 feet (4.3 m) 
Width: 40 feet (12.2 m) from "horn" to "horn." 
Length : 40 feet (12.2 m). 
Weight: 10 tons (9070 kg). 
Cargo: None 
Power System: Anti -matter ; average energy life of 25 years. 
Market Cost: 55 million credits. 

Weapon Systems 
1. Horn Cannon s (2): These are high-power laser cannons that 

fire simultaneous blasts at the same target. 
Primary Purpose: Anti-sh ip 
Secondary Purpose: Defense 



Mega-Damage: A doub le blast from both horns inflicts 2D6xl0 
M.D. A single cannon blast does I D6x IO M.D. 
Rate of Fire: Equal to the total numb er of hand to hand attacks 
of the pi lot. 
Effective Range: 2 miles (3.2 km) in space, 4,000 feet ( 1200 m) 
in an atmosphere. 
Payload: Effective ly unlimited. 

2. Dual Autocannons (2): The nose of the aircraft has two grav-
ity guns for close combat. 

Primary Purpose: Anti-S hip 
Secondary Purpose: Defense 
Mega-Damage: A dual burst does 2D6x l0 M.D. Each gun does 
I D6x IO M.D. per IO round burst. 
Rate of Fire: Equal to the number of combined hand to hand at
tacks. 
Effective Range: 3 miles in space (4.8 km) , 4,000 feet (1200 m) 
in an atmosphere 
Payload: I 0,000 rounds each (2000 bursts total) 

3. Medium Missile Launchers (2): The two missile launchers 
fire medium-range missiles. They are used to knock down 
fighters or attack larger vesse ls. 

Primary Purpose: Anti-spacecraft and anti-ship. 
Secondary Purpose: Defense 
Mega-Da mage: Varies with miss ile type. The typica l payload is 
p lasma/heat (2D6x10 M.D.) or multi -warhead (2D4x10 M.D.) 
smart bombs (+5 to strike). 
Rate of Fire: One at a time or in volleys of one, two, four or 
eight. 
Effective Range: 50 to I 00 miles (80 to 160 km). Optimum at
tack range is under 50 miles (80 km). 
Payload: Eight total, four on each launcher. 
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4. Mini-Missile Launcher (1): Over and behind the pilot's com
partment is a mini -miss ile launcher used against short-range 
targets, or to destroy incom ing miss iles. This is an auto-load
ing launcher that has a miss ile magazine inside the ship. 

Primary Purpo se: Anti-s hip and anti-missile. 
Secondary Purpose: Defen se 
Mega- Damage: Varies with missile type. 
Rate of Fire: One at a time or volleys of two. 
Effective Range: About two mile (3.2 km). 
Payload: 24 missiles. 

5. Combat Performance: The Flying Fang is at+ I to strike and 
dodge in both space and atmosphere combat. 

Broadsword Delta-Wing 

Multi-Environment Fighter (NE) 

Like all Naruni Enterprise product s, the Broad sword is a 
sleek, very effect ive combat fighter, complete with force fields, a 
wide array of weaponry and exce llent speed and handling. The 
Free World Council has bought hundreds of these ships, and they 
have proven their worth against the best hardware the Trans
galact ic Empire has ava ilable. Broadswords are not very good 
atmospheric fighters and are best used in outer space. 

The Broadsword 's name describes its shape, which is flat, 
with a triangu lar nose and tiny "w ings" (actually mini-m issile 
launcher s) that are located near the end of the aircraft (reminis
cent of a sword 's crossg uard). All the weapo n systems besides 
the missile launchers are built into the fuselage to protect them 
from enemy fire and are only visible as small notches in the 
ship' s hull. 



Model Type: NE-SFI0 
Class: Space fighter. 
Crew: One. 
M.D.C. by Location: 

Mini-Missile Launchers (2) - I 00 each 
Reinforced Pilot's Compartment - 200 
** Main Body - 550 
Variable Force Field - 200 per side (1200 total) 
** All the ships' weapon systems are built into the fuselage, 
except the mini-missile launchers . Depleting the M.D.C. of 
the main body destroys the ship and all weapon systems. 

Speed: 
Driving on the ground: Not possible. 
Flying: Mach 9 in space, Mach 2 in an atmosphere. 
Range: Effectively unlimited. 
Statistical Data: 
Height: IO feet (3.0 m) 
Width: 30 feet (9.1 m) 
Length: 50 feet ( 15.2 m) 
Weight: 20 tons (18,000 kg). 
Cargo: None. 
Power System: Nuclear; average energy life of20 years. 
Market Cost: 65 million credits. 

Weapon Systems 

I. Plasma Projectors (2): These nose-mounted guns fire rela 
tively low-range but very powerful plasma bursts. 

Primary Purpose: Anti-Ship. 
Secondary Purpose: Defense. 
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Mega-Damage: A double blast does 3D6xJ0 M.D. 
Rate of Fire: Equal to the number of combined hand to hand at
tacks. 
Effective Range : I mile (1.6 km) in space, 2,000 feet (610 m) in 
an atmosphere. 
Payload: Effectively unlimited. 

2. Rail Guns (2): Twin rail gun cannons are mounted on the 
sides of the ship, and are fired simultaneous ly at the same tar
get. 

Primary Purpose: Anti-spacecraft 
Secondary Purpose: Defense 
Mega-Damage: A dual 80 round burst does 4D6x IO M.D. Can 
only fire bursts. 
Rate of Fire: Equal to the number of combined hand to hand at
tacks. 
Effective Range: 3 miles (4.8 km) in space, 4,000 feet (1200 m) 
in an atmosphere. 
Payload: 8,000 rounds each; that's 200 bursts total. 

3. Mini-Missile Launchers: Located on the sides and back of 
the ship , these launchers are used for anti-ship and bombard
ment purposes, or to knock down incoming missiles. 

Primary Purpose: Anti-ship 
Secondary Purpose: Defense 
Mega-Damage: Varies with missile type. 
Rate of Fire: One at a time or in volleys of 2, 4, 8, and 16 mis
siles. 
Effective Range: About two miles (3.2 km). 
Payload: 64; 32 missiles per launcher. 



Star Ghost-Class 

Fighter (Phase World) 
Star Ghosts have an unmistakable profile. First of all, they 

have a delicate, crysta lline shape with an incredible, convoluted 
geometric latticework all over their hulls, making them look like 
a work of abstract art rather than a spaceship. Secondly , they 
glow in impossible colors and almost seem to twist and change 
if one stares at them too long. And when in flight, one can see 
righnhrough the ships - as if they weren 't really there, except 
for a "ghost" image. Even the most sophisticated visual systems 
will not "see" a solid object when they are in ghost mode. 

Everybody who has gone up against a Star Ghost and sur
vived knows only one thing for certain, they don't want to face 
another one ever again. 

This ship and other small fighter-cla ss and frigate -class ships 
are the only known vesse ls that rely completely on phase tech
nology. Either the systems that give these ships all their strange 
powers do not work on larger vessels - or the prometheans sim
ply haven 't decided whether they need larger vesse ls. Some very 
old records mention shape -shifting dreadnou ghts that could de
stroy entire fleets. Most people disregard those tales while hop 
ing privately that they never have a chance to discover 
otherwise. 

It 's not that Star Ghosts are invulnerable. In terms of armor 
and overall performan ce, they are barely average compared to 
other ships. The difference lies in the ship 's phase fields, which 
can make it insubstantial for brief periods of time, and which can 
disperse or "pha<;e" out of the way of most incoming attacks. 
The ship can also make short teleporting jumps and is capab le of 
the fearsome "one ship barrage," a quick sequence of jumps and 
attacks that make the ship appear to be shooting from several 
different directions at once! 

The Star Ghost does have its limits. It can only perform its 
special maneuver s a few times before the phase generators tem
porarily overload . Also, the ship is very hard to pilot (pilots have 
to take a separate skill for the Star Ghost or similar phase-field 
fighters which is 20% lower than the conventional skill). 
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Star Ghosts are for sale on the weapons market. Many plane
tary governments have bought and dismantled the ships to find 
out how they work, only to discover the phase drives popping 
out of ex istence the moment anybody tried to take them apart! 
Both the CCW, the Transgalactic Empire and the UWW have 
small air wings of phase ships. So do the rebels of the Free 
World Counci l. Phase World, however, has more fighters of this 
class than all others comb ined. 

Model Type: SG-1 
Class: Strategic Fighter-Bomber . 

Crew: One, plus it can accommodate/offer life support for up to 
three passengers. 

M.D.C. by Location: 
Phase Cannon ( I) - 150 
Laser Turrets (2)- 120 each 
Mini-Mi ssile Launchers (2, top and bottom )- 60 each 
Crui se Missile Launchers (2, bottom)- 60 each 
Reinforced Pilot 's Compartm ent- 150 
** Main Body - 440 
** Depleting the M.D.C. of the main body will destroy the 
ship, making it useless. If half of the M.D .C. is destroyed, the 
ship loses all its special phase power s. 

Speed: 
Driving on the ground: Not possible. 
Flying: Up to Mach 12 in space, or Mach 8 in an atmosphere! 
Cruis ing speed is Mach 4 to 6. Plus, it has a P-drive that lets it 
travel at one light year per hour! 
Range: Effectively unlimited. Life support and food on the basic 
ship wi ll only sustain one person for up to a week, or 4 people 
for 48 hours. The ship can be reconfigured to keep four people 
alive for up to a week (or one person for a whole month), at the 
expense of the mini-mi ssile launchers (replaced with extra life 
support systems and food). 



Statistical Data: 
Height: 35 feet (I 0. 7 m) 
Width: 40 feet (12.2 m) 
Length : 65 feet ( 19.8 m) 
Weight: 25 tons (22,700 kg). 
Cargo: 4x4x4 feet (l .2x I .2x 1.2 m) 
Power System: Anti-matt er; average energy life 25 years. 
Phase Power System: All special phase abilities of the ship are 
powered by a phase -field generator that has 200 "charges. " 
When all these charges are spent (each use of a phase-field 
power uses up one charge), the generator needs one hour to re
generate power. Until it is fully recharged, no further spec ial 
powers will be possible. 
Market Cost: 280 million credits. Only planetary governments 
and mega-corps can afford them. 

Weapon Systems 
This firepower, coupled with their phase-jump powers, make 

it possible for a squadron of Star Ghosts to cripple a starship or 
even a battleship! 

1. Phase Cannon (1): Like all phase weapons , this can non does 
not damage machinery and inanimate objects, only living 
creatures and force fields. With a few shots, this cannon 
could kill all crew members of an enemy fighter while leav
ing the ship intact! 

Primary Purpose: Anti-ship (anti-personnel) 
Secondary Purpose: Anti-force field 
Mega- Damage: 3D6 to all living targets in a 30 ft (9. 1 m) djame
ter around the blast point or I D6x IO to force fields and creatures 
IO feet (3.0 m) or larger. Thjs damage is S.D.C. to non-M.D.C. 
creatures and M.D. to M.D.C. creatures and force fields. 
Rate of Fire: Equal to the number of combined hand to hand at
tacks. 
Effective Range: 3 miles (4.8 km) in space. 10,000 feet (3,000 
m) in an atmosphere . 
Payload: Effectively unlimited. 

2. Laser Turrets (2): Two medium-power laser turrets are lo
cated on the front and back of the ship respectively. They 
must be aimed separately at each target (cannot be fired si
multaneou sly). 

Primary Purpose: Anti-ship and anti-missi le. 
Secondary Purpose: Defen se 
Mega- Damage: I D6x l0 M.D., or three-shot pulse 3D6xl0 M.D. 
Rate of Fire: Equal to the total number of hand to hand attacks 
Effective Range: 2 miles (3.2 km) in space. 4,000 feet (1,200 m) 
in an atmosphere. 
Payload: Effectively unlimited. 
3. Mini-Miss ile Launchers (2): These launchers are on the top 

and bottom of this bizarre-looking ship. 
Primary Purpose: Anti-ship. 
Secondary Purpose: Defen se. 
Mega-Damage: Varies with missile type. 
Rate of Fire: One at a time or volleys of two, four, or eight. 
Effective Range: About two miles (3.2 km). 
Payload: 24, 12 on each launcher. 
4. Cruise Missiles (2): The Star Gho st can be outfitted with two 
cruise missiles, typically with anti-matter warheads . This 
weapon is not designed for anti-fighter warfare, so fighters and 
robot-sized targets have a +4 bonus to dodge it. Cruise missiles 
have exce llent speed and range, but the standard tactic is to fire 
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them at a range of one mile or less. At this "point-blank" range, 
the missiles cannot be dodged or destroyed (they travel at 1800 
mph/2900 km, so they cover the one mile in one-fifth of a sec
ond, too fast for any gunner system to react). 

Primary Purpose: Anti-Ship 
Secondary Purpose: Bombardm ent 
Mega-Damage: 4O6x l00 M.D . 
Rate of Fire: One at a time or volley of two. 
Effective Range : 1000 miles (1600 km); optimal range is under 
one mile ( 1.6 km). 
Payload: Two missiles. 

5. Phase Fields: The Star Ghost can genera te two protective 
fie lds around itself. The first one is a deflector fie ld that dis
perses incoming energy attacks. While the field is activated , 
damag e from all incoming attacks is divided by ten (with the 
exception of magic, psionics and other phase-weapons - all 
of whi ch do nonnal damage even when the vessel is in 
phase)! However, as long as the deflector shield is on, the 
ship cannot use either its phase cannon or its missiles, only its 
laser turrets. 

The second field is "ghost mode" an Out of Phase field 
(OP-field) that renders the ship insubstantial and immune to 
all non-magica l attacks and energy ! This power removes the 
vesse l from nonn al three-d imensional space, rendering it in
visible and insubstantial. While in this state, it can move and 
observe things in the three-dimensional world but is com
pletel y undetectable by norma l mean s, including the see the 
invisible spell and most sensors (it is detectab le to 
promet heans and phase technology). During this ghost mode, 
the ship's speed is reduced ro 25%, but it can move in any di
rection, including up and down, and is unimpeded by normal 
barriers (can go right through them like a ghost). The ship is 
only stopped by phase, magic and force field barriers. How
ever, while the OP-fie ld is on, the ship cannot fire any of its 

weapo ns. Nor can it resolidify inside another ship or solid ob-
ject. ' 

Dura tion: Deflector fields: Eight minutes per charge. 
Ghost Mode : One minute per charge. 

Payload: 200 "charges." Each activation consumes one 
"charge " from the phase-fie ld genera tor in the ship (see 
Power System, above) . Activatin g either field counts as one 
melee attack/action. Activati ng a field can be used as a 
"dodge" to avoid incoming attacks. Only one field can be ac
tivated at any one time and not both simultaneously. 

6. Phase-Jump System: The ship can make short-range telepor
tation "jump s." Each jump counts as one melee attack or ac
tion and can cover up to two miles/3.2 km instantly! A pilot 
can combine jump s with attacks. For example, a pilot with six 
attacks could jump once, fire a weapon system, jump away 
again before the enemy can respond (this would count as a 
dodge) , and fire from another position, and repea t! When 
fighting single-pilot fighter s or robots, jumping and then at
tacking from an unexpec ted direction gives the phase ship a 
+2 to dodge, +2 on initiative and + 1 to strike . When fighting 
a big ship , the phase ship is +2 to dodge, +3 on initiative and 
+2 to strike. Each jump uses up a "c harge" from the phase
field generator (see Power System, above). 

7. Combat Perfo rmance: In addition to its phase powers, the 
Star Gho st is at+ I to strike and dodge. 



Shadow Bolt Strike Ship (UWW) 
These are the mainstay fighting ships of the United Worlds of 

Warlock. The Shadow Bolt is a triumph of techno-wizardry and 
has several enchantments and special powers, includin g the 
vaunted Bottled Demon weapon system. The Shadow Bolt ships 
are enchanted with the Impervious to Energy spell, which ren
ders them invulnerable to all laser, ion, microw ave, plasma and 
particle beam attac ks, but not missiles, rail guns, gravity guns, 
magic or phase weapon s. They also generate a special vers ion of 
the Armor of !than spell , which offer s greater protection - like 
an invisible, second M.D .C. skin. They are very good as techno
logical ships as well , although not as fast or maneuverable as the 
best fighters in the CAF or Imper ial flee ts. 

The ship's lines are similar to those of a nonnal aircraft , with 
wings (shaped like a bat 's for psychological intimidation ) and an 
aerodynamic configuration, because the ship is meant to be used 
as an atmospheric fighter as well. The Shadow Bolt is usually 
painted black, with white or yellow drawings of monster' s faces 
on the nose, like the Flying Tigers of WWII. 

Model Type: WF-Fl5 
Class: Dual-purpose interceptor and bomber. 
Crew: One 
M.D.C. by Location: 

Wings (2) - 120 each 
Bottled Demon Missile Launchers (2, beneath wings) - 100 
each 
Lightning Rod ( 1, in the nose) - 90 
TK-Ma chineguns (2, one the sides)- 80 each 
Reinforced Pilot's Compartm ent - 70 
Annor of lthan Force Field (3 times per day) - 180 
Limited invulnerability against conventional energy weapo ns. 
** Main Body - 400 

** Depleting the M.D.C. of the main body destroys the 
fighter, but subtract damage from the mystic force field first. 
Also remember that it is magically impervious to most types 
of energy weapo ns, but not missiles, rail guns, grav ity guns, 
magic or phase weapons. 
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Speed: 
Driving on the ground: Not possible. 
Flying: Maximu m speed of Mach 9.5 in space , or Mach 4.5 in an 
atmosphere. Cruising speed in space is Mach 2 to 5. 
Range: Effectively unlimit ed. 
Statistical Data: 
Height : 13 feet ( 4 .0 m) 
Width: 40 feet (12.2 m) 
Length: 50 feet ( 15.2 m) 
Weight: 9 tons (8200 kg) 
Cargo: None. 
Power System: Nuclear; average energy life is 10 years (rela
tively primitiv e). 
Market Cost: 70 million credits. 

Weapon Systems 

1. Lightning Rod (1): Thi s is a TW-lightning gun that fires 
magical blasts of electricity. The enchantment must be re
newed every two months (costs 400 P.P.E. and 20,000 cred
its), but during that period the weapon can fire unlimit ed 
blasts. 

Primary Purpose: Anti-aircraft 
Secondary Purpo se: Defense 
Mega-Da mage : 1D6x l0 M.D. (magica l; will affect beings and 
force fields that resist non-magical attacks). 
Rate of Fire: Equal to the number of combined hand to hand at
tacks. 
Effective Range: One mile (l .6 km) in both space and atmos
phere ! 
Payload : Unlimited; although the spell must be renewed every 
two months, whether the weapon is used or not. 

2. Bottled Demon Missile Launchers (2): This is one of the 
most controve rsial mixtures of traditional summonin g magic 
and techno -wizardry recently devised in the Three Galaxies, 
as well as being a nasty com bat weapon. Bottled Demon mis
siles are, litera lly, demons summoned and bound into a mis-



site shell for use as an intelligent and aggress ive targeting 
system ! The evil creatures are filled with rage and hatred, and 
when one is fired it will fly after the target relentless ly; if it 
misses, the demon-missile will tum back and continue pursu
ing the target until it is destroyed (inflict ing 50 M.D. to the 
missile will destroy the enchantment and send the demon 
back to its dimensional realm). 

Bottled Demons are slightly bigger than mini-missiles and 
require special launchers (will not fit normal launchers). Treat 
them like super-smart missiles: +4 to strike and +5 to dodge. 
However, unlike conventional missiles that strike and ex
plode, the bottled demon missiles keep coming, striking over 
and over again, three attacks/actions per melee round, until 
they are destroyed! The demons will not attack anybody other 
than the designated target and on)y as a missile (3D4x I 0 
M.D.). If its target disappears, runs away/escapes or is de
stroyed, the demon missile vanishes because its purpose is 
fulfilled. The missile also disappears if it suffers 50 M.D.C. 
points of damage from enemy attacks. Note: There is a 3% 
chance that upon impact eve ry time the demon missile strike 
the foul monster is released and can stay to fight the enemy, 
flee, or attack those who imprisoned it (the UWW forces). 

Primary Purpose: Anti-Ship 
Mega-Damage : 3D4x 10 M.D. of magical energy every time the 
missile strikes (3% chance of releasing the demon every time it 
hits). 
Rate of Fire: One at a time or volleys of two, three or four. 
Effective Range: Effectively unlimited! Once fired, the demon 
controlled and powered missile will fly and pursue the desig
nated target until its target or the missile is destroyed (or the tar
get vanishes from sight; warps away, flies away, etc.). 
Missile Speed: Mach IO in space, Mach 2 in an atmosphere. 
Missile Bonuses: +4 to strike and +5 to dodge. 
Payload: 16; eight in each launcher. 
3. TK-Machineguns: These are giant versions of the TK-ma

chinegun techno-wizard devices described in Rifts, page 92. 
These weapons must be re-enchanted every two months (400 
P.P.E. required for the enchantment). 

Primary Purpose: Anti-Ship 
Secondary Purpose: Defense 
Mega-Damage: 6D6 M.D. per burst. 
Rate of Fire: Equal to the number of combined hand to hand at
tacks 
Effective Range: 2 miles (3.2 m) in space, 3,000 feet (914 m) in 
an atmosphere. 
Payload: Effectively unlimited. 

Military Shuttles 
Shuttles are transport ships designed to carry cargo or person

nel between ships and/or space stations, from planet to planet, or 
space station to planet and vice versa, and so on. They are also 
used as lifeboats in case of an emergency. In addit ion to these 
duties, military shuttles are designed to land troops on hostile 
planets and to carry boarding parties against spaceships or space 
stations. Some shuttles have Ff L capabilities and are used as 
small cargo ships, or even as combat ships (usually in the hands 
of small planetary defense forces, or pirates). 
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CAF Assault Shuttle 
This ship is the standard design used by the Consortium 

Armed Forces as lifeboats, small transports and attack shuttles. A 
wing or more can be found on most large starships and battle
ships. The shuttle can carry two platoons of soldiers and a dozen 
support vehicles, a company of soldiers or up to 300 refugees in 
cramped quarters. As a war vesse l, it is heavily armed and ar
mored, with over twice the M.D.C. of an equivalent civilian 
shuttle and enough weapons to give a small frigate a run for its 
money. Even so, troops are at their most vulnerable when they 
are in transit towards the target, so shuttles are the favorite target 
of planetary defenses, fighter aircraft, and flying robots. 

Model Type: SAS- 12 
Class: Tactical Troo p Transport (Space) 
Crew: Seve n. A pilot, copilot, communications/sensors officer, 
and four gun ners. · 
Troop Capacity: Can carry ONE of the following troop units: 
1. One Mechanized Infantry Company and attached Tank Pla
toons: 
80 soldiers in standard body armor with full weaponry . 
10 troopers in power armor (any) 
5 Maniple IFVs 
4 Shield-Bearer Missile Tanks 
4 Phalanx Main Battle Tanks 
2. One Power Armor Company and Tank Company: 
40 soldiers in power armor (any) 
30 soldiers in standard body armor with full weaponry. 
2 Maniple TFVs 
4 Shield-Bearer Missile Tanks 
6 Phalanx Main Battle Tanks 
3. Other troop units can be carried or it can take up to 300 peo
ple (no vehicles, and under cramped condit ions) for evacuation 
purposes. 
M.D.C. by Location: 

Laser/M issile Turrets (4)- 150 each 
Particle Beam Cannons (2)- 100 each 
Reinforce d Pilot's Compartment - 200 
Door-Ramp (back) - 400 
** Main Body - 2200 
** Deplet ing the M.D.C. of the main body knocks out propul
sion and all systems; it will drift in space or crash if flying in 
an atmosphere. Even one point below zero complete ly de
stroys the vessel. If destroyed while approaching a planet, the 
shuttle's passengers and crew will be destroyed upon entering 
the atmos phere! 

Speed: 
Driving on the ground: Not possible; can hover at up to 20 feet 
(6. 1 m) off the ground. 
~: Mach 6 in space or 400 mph (640 km) in an atmosphere; 
its squat, almost square profi le makes the shuttle as aerodynam ic 
as a rock. FfL systems are expensive options seldom used in 
combat shuttles. 
Range: Effect ively unlimited. 
Statistical Data: 
Height: 70 feet (2 1.3 m) 
Width: 50 feet (15.2 m) 
Length: 240 feet (73 m) 
We ight: 1200 tons ( I 090 metr ic tons) fully loaded. 
Cargo: Without troops, the shuttle can carry 500 tons (450 met-



ric tons) of cargo. With its troop complement, the ship has mini
mal storage space (storage compartments for extra wea pons, 
ammunition and supp lies). 
Power System: Anti-matter, average energy life of 40 years. 
Market Cost: 150 million cred its 

Weapon Systems 

1. Laser/Missile Turrets (4): These weapons are located on 
each of the four comers of the shuttle and are used to defe nd 
agains t space fighters and missile allacks. The gun ner sits al a 
weapo ns station in the turret , or the weapon can be left on 
automatic (compute rized gunne r is +2 to strike). 

Primary Purpo se: Anti-aircraft 
Secondary Purpose : Defense 
Mega-Damage: Laser: I D4x IO M.D. Mini-Missiles: Varies with 
missile type. 
Rate of Fire: Laser: Equal to the number of comb ined hand to 
hand attacks of the gunner. Missiles: One at a time or volleys of 
2, 4 or 8 missiles per turret. 
Effect ive Range: Laser: 2 miles/3.2 km in space, or 4,000 feet 
(1200 m) in an atmosphere. Missiles: One mile/1.6 km (two in 
space/3.2 km). 
Payload: Lasers: Effec tively unlimit ed. Mini-Missile s: 32 per 
turret ( 128 total; four turrets). 
2. Particle Beam Cannons (2): These guns are beneath the pi

lot 's compartment and can be operated by the pilot, co-p ilot 
or sensors officer. They are used to engage large enemy ves
sels, ground installations or massed troop formation s. It has 
two settings. The first one fires a concentrated particle beam 
meant to burn through heavy armor. The other is a diffuse 
beam meant to fry severa l lightly armored target s (such as 
missile volleys or infantry). 

Prima ry Purpose: Anti-ship 
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Secondary Purpose: Anti-Personnel/Defense 
Mega -Damage: Has two settings: the first one does 4D6x I 0 
M.D. to one target; the other does 5D6 M.D. to everyt hing in a 
50 ft ( 15.2 m) diameter. The particle beam guns cannot reach 
targets that are closer than 50 feet (15.2 m) away from the ship . 
Rate of Fire: Eq ual to the number of combined hand to hand at
tacks. 
Effective Range: 3 miles/4.8 km in space, or 1 mile/1.6 km in an 
atmosphere. 
Payload: Effectively unlimited. 
3. Combat Performance: Shuttles are not very maneuverable. 

Only the benefits of Basic Spaces hip Combat apply, and even 
then the ship is at -2 to dodge attacks (-4 in an atmosphere ), 
and a success ful dodge takes one melee attack away from 
ALL the gunners in the ship (the vio lent and sudden move
ment knocks them all off balance). 

"Rain of Death" 
Troop Transports (Transgalactic Empire) 

The gray-and-black "Rai n of Death" vesse ls are planetary as
sault vehicles. As they descend toward a planet's atmosphere, 
this ship opens up with a savage barrage of missiles and smart 
bombs to "sof ten up" the opposition. By the time dozen s or hun-. 
dreds of these ships have landed, the groun d below has been 
thoroug hly saturated with explosives, decimating or destroying 
any defenders (and thousands of helpless civilians as well). The 
survivors are often too demoralized to put up a good fight. 

These shuttles are heavily armored and have strong force 
fields to protect them against enemy attacks . Unlike other troop 
carriers, the shuttles have dozen s of weapon hardpoints which 



are manned not by ship's gunners, but by the troops the transport 
is carry ing. Strange ly enough, this is very helpful to the troop's 
morale, because they don 't feel like helpless passengers, but part 
of the action even before they land and are deployed on the 
ground. 

The main disadvantage of the "Rain of Death " is that it can
not carry as many troops as other shuttles. The Kreeghor strate
gists are too enamored with the firepower and armor for this 
vesse l to replace it with a Jess well-defended troop carrie r with 
more capacity. These shjps have to make several trips back and 
forth from the larger motherships to the target planet. Some
times, a beleaguered Imperia l vesse l has sent these shuttles in as
sault missions against enemy ships to reinforce decimated 
fighter and frigate squadrons. Although casua lties have been 
fierce in those instances, these shuttles have managed to account 
for themselves quite well, even in missions for which they ha
ven 't been designed. 

Model Type: TIV-TTI 
Class: Assault Shuttle 
Crew: Six; pilot, co-pilot and four gunners. 
Troop Transport Capacity: Can carry as many as 60 soldiers 

(with or without powered armor), and 8 tanks or APCs , or 20 
soldiers and one Doomsday Machine, or IO giant robots and 
40 soldiers in powered armor, or as many as 12 vehicles. 

M.D.C. by Location: 
Laser Batterie s (12) - 80 each 
Mini-Missile Batteries ( 12) - 60 each 
Gravity Cannon Batteri es (4)- 150 each 
Bomb/Mi ssile Bays (4)- 300 each 
Reinforced Pilot's Compartment - 200 
** Main Body - 3,700 
Force Fie ld (regular) - 1,200 
** Depleting the M.D.C. of the main body ca uses the shuttle 
to drift in space, or to crash if flying in an atmosphere; if de
stroyed while approaching a planet, the shuttle's passengers 
and crew will be destroyed when entering the atmosphere! 

Speed: 
Driving on the ground: Not possible. Can hover 20 ft. (6.1 km) 

above the ground. 
Flying: Mach 4 in space, or l 00 mph (160 km) in an atmosp here. 
Range: Effect ively unlimited. 
Statistical Data: 
Height: 80 feet (24.4 m) 
Width: 80 feet (24.4 m) 
Length: 200 feet (61 m) 
Weight: 2,000 tons loaded ( 1800 metric tons). 
Cargo: Minimal storage space. 
Power System: Anti-matter; average energy life of 40 years. 
Market Cost: Never on sale lega lly; on the black market it could 

go for as much as 300 million credits although it might be 
missing one or more weapon systems, or have reduced 
M.D.C. 

Weapon Systems 
1. Gravity Cannon Batteries (4): These four tu.rrets have grav

ity cannons. There is one on each side of the ship, to engage 
enemy aircraf t. 

Primary Purpose : Anti-aircraft. 
Secondary Purpose: Defense. 
Mega-Damage: 4D6x J0 M.D. per 20-ro und burst. Can only fire 
bursts. 
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Rate of Fire: Equal to the tota l number of hand to hand attacks 
of the gunner. 
Effective Range: 16 miles (25 km) in space, half that amount in 
an atmosphere 
Payload: 20,000 rounds (1,000 bursts) 
2. Laser Batteries (12): These light laser batteries are manned 

by the soldiers being transported by the carrier, or left on 
automatic (+2 to strike via gunner computers). They are used 
to shoot down enemy missiles and space fighters, or to en
gage ground targets before landing. The gunner sits at a 
weapon station inside the turret, separated from the rest of the 

ship by an airlock. lf the laser battery is destroyed, the gunner 
(if he survives) will be cut off from the ship! 
Primary Purpose: Anti-aircraft. 
Secondary Purpose : Defen se, anti-personnel. 
Mega-Damage: I D4x IO M.D. 
Rate of Fire: Equa l to the tota l number of hand to hand at
tacks of the gunner. 
Effective Range: 2 miles (3.2 km) in space, 4,000 feet ( 1200 
m) in an atmosphere . 
Payload: Effec tively unlimited. 

3. Mini-Missile Batteries (12): These launchers are also used 
by the passengers or through comp uterized systems, for the 
same purpo se as the laser batteries. 

Primary Purpose: Anti-ship and anti-personnel. 
Secondary Purpose: Defense 
Mega-Damage: Varies with missile type. 
Rate of Fire: One at a time or in volleys of two, four or six per 
turret. 



Effective Range: About two miles (3.2 km) (half that in an at
mosphere). 
Payload: 32 missiles per launcher (384 total). 
4. Bomb/Missile Bays (4): The se ports are located on the under

belly of the shuttle. As it is on its final approac h, lhey open 
and start firing long-range missiles and smart bomb s. These 
smart weapons are programmed to "searc h and destroy" im
portant targets. Programmers (or the pilot) can detennin e the 
targeting priorities of the missiles; i.e., they can be ordered to 
engage tanks, then military bunker s, then artillery, then air
craft, then troop carriers, then robot s, and so on, in any order 
deemed most appropriate. Missiles are +5 to strike. Bomb s 
are +2 to strike and do the same damage as the long-range 
missiles (nucle ar or multi -warhead). 

In a space battle, the missiles-(but not the bomb s) can be 
used against any enemy spaceships. The bomb s can be 
dropped over other, larger vesse ls or as driftin g mines that 
detonate on impact (or zip after spec ific targets that come 
within range) . 

Primary Purpose: Bombardment and anti-annor . 

Star Frigates 

Frigate s are light ships (but several times larger than fighters) 
with a full crew complement. They range in weight from 5,000 
to 10,000 tons (4500 to 9000 metric tons) and range in length 
from 200 to 600 feet (6 1 to 183 m) . They often act as escorts for 
larger. ships, or as patro l ships, planetary defenders, and scouts. 
Many independent planets have a flee l made up mainl y of frig
ates, especia lly when they cannot afford larger ships, and frig
ates are capable enough to defend a planet and patr ol their trade 
routes. The Kreeghor used to favor this class of vesse l. Their fa
vorite tactic was to send hundreds, or even thou sands of frigates 
in swarm attacks to overw helm larger ships by sheer weight of 
numbers. Eventually, the losses involved in such attacks became 
prohibitive and the Transga lactic Empire now relies on larger 
ships, but frigates still make up a large portion of its fleets. 

Scimitar-Class 

Light Patrol Ship (CAF) 
The Scim itar is a common patro l and escort ship. Big enough 

to handle a squadron of fighters , its main guns can ser iously 
damage larger vessels and its combined armor and force fields 
can take a pounding from all but the heavies t weapons - at least 
for a short while. The Scimitar is fast and maneuverable, plus it 
is small eno ugh to be able to operate in an atmosphere with only 
minimal maneuvering penalties . The Scimitar is shaped li.ke a gi
ant rocket or missile, with tiny wings on the side. Its main guns 
protrude menacingly from each side of the front section/com
mand bridge and its fighter/power armor bay is located on its un
derside. Secondary weapon turrets are placed at strateg ic point s 
to cover the entire ship. 

Besides its own firepower, the Scimitar has a fighter wing 
and a power armor squadron (6 fighters and 10 power annor 
troops). The Scimitar is too small to carry shuttl es; instead, it has 
six small escape pods with JOO M.D .C. each that can carry up to 
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Second ary Purpose: Anti- ship 
Mega-Dama ge: Varie s with missile type. Usually 3D6x l0 or 
4D6 x 10M.D. 
Rate of Fire: Up to 16 missiles, 32 bomb s, or any combination of 
the two can be shot/re leased in one melee round. Bombs will 
blanket an area with a radius of 300 feet (9 1.5 m) per four 
bomb s dropped (32 bombs will cover a 2400 feet/280 m area!). 
Missiles will attack the nearest targets of the assigned class 
(each missile has a sensor range of 10 mile s/ 16 km). 
Effec tive Range: Varies with missile type; bombs have a 200 
mile range (320 km). 
Payload: Typi cally carr ies 48 missiles and 68 bomb s. Two 
bombs can be replaced by one missile and vice versa. 
5. Combat Performance : The shuttle is a poor fighting aircraft. 

Only bonuses from basic air-space combat apply, and even 
then the ship is at -2 to dodge (-4 in an at!11osphere), and a 
success ful dodge takes one attack away from ALL the gun
ners in the ship (a violent movement knock s them all off bal
ance). 

20 people and keep them alive for a week. About 10,000 Scimi
tars are in CAF service, spread among twenty main fleets and 
two hundr ed patrol routes , space station garr ison details, and 
other light vessel missions. Severa l thou sand deco mmissioned 
ships are in private hands, or serving under independent plane
tary force s (or converted into small trad ing/smuggling/pirate 
ships). The se decommissioned ships are supposed to have re
duced M.D.C., force fields, and less powerful weapon systems. 
The ships are stripped of most military components before being 
sold. However, captured ships will have all systems intact - and 
many decommissioned ships are refi tted -with addit ional armor 
and replacement armaments (although sti ll typically 10% to 20% 
less than military issue). 

Model Type: SF-20 
Class: Frigate Combat and Patro l Ship. 
Crew: 96, plus I 00 troops , including officers. Has room for as 

man y as 640 addit iona l troops/peo ple, but in cramped condi
tions in the cargo holds - it only has staterooms for about 
200 additional passengers. 

M.D.C. by Location: 
Main Laser Cannons (2) - 800 each 
G-Ca nnon Turrets (2) - 200 each 
Particle Beam Cannon s (4) - 150 each 
Mini-Missile Launchers (8) - I 00 each 
Fighter Hangar Door - 600 each 

Variab le Force Fields - 1,000 each side (6,000 total) 
* Bridge-2,000 
** Main Body - 5,000 
*** Main Engines (2, on the sides) - 1,200 each 

* A direct hit on the bridge doing more than 200 M.D. may 
injure or kill the bridge crew. If the bridge is destroyed, the 
ship can be controlled from the eng ineering room, inside the 
ship , but all piloting skills are -20% and combat rolls are -2. 



** Depleting the M.D.C. of the main body shuts the ship 
down, causing it to drift in space. The secondary weapon tur
rets have independent power supplies, however, and can fight 
on. If the ship is reduced to -I ,000 M.D.C., it blows up, caus
ing 4D6xl000 M.D. to anything in a 300 foot (9 1.5 m) area. 
*** Destroying the main engines eliminates FfL systems and 
leaves only sub-light systems. 

Speed: 
Driving on the ground: Not possible. 
~: Mach 8 in space (maximum speed). Or up to Mach 2 in 

an atmosphere. Cruising speed is Mach 3 to 4. 
Star Drive: Gravitonic drive maximum speed: 5 light years / 

hour . 
Range: Effectively unlimited. Carries enough life support and 

supplies (including hydroponic garden) for two years of unin
terrupted trave l (could be stretched to five or six in an emer
gency). Typica l patrol mission lasts six months in space. 

Statistical Data: 
Height: 80 feet (24.4 m) 
Width: 140 feet (42.6 m), wingspan of 220 feet (67 m) 
Length: 500 feet (I 52 m) 
Weight: 12,000 tons fully loaded, p lus up to 1,000 tons of extra 

cargo. 
Cargo: Cargo hold is 20 feet (6.1 m) tall, 20 feet (6.1 m) wide 

and 200 feet long (6 1 m), providing 4,000 square feet (372 
square m) and 80,000 cubic feet (2300 cu.m) of space . Maxi
mum cargo weight is 1,000 tons (907 metric tons). Does not 
count normal complement of supplies and equipment. 

Power System: Anti-matter; average energy life is 50 years. 
Market Cost: 400 million credits to gove rnment s (the CCW only 

sells this ship to member planet s or respectable planet s); or 
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the "army -surplus" version which can cost from 100 to 200 
million credits (reduce M.D.C. by 30%, remove all weapon 
systems, stealth system and advanced sensory systems, plus 
power armor and fighters are NOT included) . 

Weapon Systems 

1. Laser Cannons (2): These are heavy art illery pieces used to 
engage large ships, space stations and other important targets. 
The cannons can be aimed toward s different targets, or used 
simultan eously to blast the same target. 

Primary Purpose: Anti- ship. 
Secondary Purpo se: Anti-buildi ng. 
Mega-Damage: 2D6xl00 M.D. per cannon , or a double blast 
does 4D6x100 M.D. 
Rate of Fire: Twice per melee round each (or two doubl e blasts). 
Effective Range: I 6 miles (25 km) 
Payload : Effect ively unlimited. 

2. G-Cannons (2): Each cannon is in a separate turret, operated 
by a gunne r or a gunner program (+2 to hit, 3 attacks per me
lee). It is used for anti -ship combat , or to engage enemy fight-

ers and robots if they get past the ship 's normal defense (ro
bots and fighters are +2 to dodge these attacks, howe ver). 

Primary Purpos e: Anti-ship 
Secondary Purpose: Anti-spacecraft and anti-mi ssile. 
Mega -Damage : A burst is 80 rounds and does ID4x l00 M.D.; 
can only fire bursts. 
Rate of Fire: Equal to the total number of hand to hand attacks 
of the gunner. 
Effective Range: 10 miles (16 km) 
Payload: 32,000 rounds per turret (400 bur sts) 



3. Particle Beam Cannons (4): Four turrets with light particle 
beam cannons, used both to engage enem y vesse ls and to 
knock dow n missiles and fighters. 

Primary Purpose: Anti- spacecraft and anti -missile. 
Secondary Purpo se: Anti-ship 
Mega-Damage: 3D6x !O M .D. per blast. 
Rate of Fire: Equal to the total numb er of hand to hand attacks 
of the gunner. 
Effective Range: 6 miles (9.6 km) 
Pay load: Effect ively unlimited . 
4. Mini-Missile Launchers (8): These are missile turrets used 

for point defense against enemy fighters and missiles . Each 
turret usually fires volleys of 4 missiles per target to insure a 
kill. 

Primary Purpose: Anti-spacecraf t and anti-missi le. 
Secondary Purpose: Defen se 
Mega-Damage: Var ies with missile type. Usual load is a mix of 
plasma and armor -piercing missiles . 
Rate of Fire: One at a time or vo lleys of four or eight missiles. 
Effective Range: About two mile s (3.2 km). 
Payload: 128 missiles per launcher-turret (I ,024 missiles) plus 
cargo hold carries an additional 2,048 missiles. Reloading a tur
ret from the cargo hold takes 1D6 minute s. 

5. Aircraft and Military Vehicles: In additi on to its main 
weaponry, the Scimitar has a complement of 6 Scorpion SF-69B 
(fighter-bom bers) and IO Silverhawk powe r armor. It also has an 
infantry company of 100 soldiers, includin g 12 Gro und-Pounder 
powered armor suits. The Scimitar 's standard load does not nor
mally include large troop concentrati ons or military vehicles . 

6. Combat Performance : Spaces hip Combat Bonuses (Bas ic) 
apply, but the ship is -2 to dodge against attacks at 3 miles 
(4.8 km) or closer. 

Berserker Class Warship 

(Transgalactic Empire) 

The Berseker is an ultra -tech version of the torpedo boats of 
the 20th century. These light ships are starship -destroyers with 
one main mission : To close in at point-blank range and then un
leash a murderou s barrage of anti-matter missiles, enough to de
stroy anything smaller than a dreadnou ght. They have a variable 
force field and typ ically rush in with all shield s concentrated on 
the front side; this means enemy ships would have to inflict over 
9,000 M.D.C. damage to stop the frigate ! The Bersekers are also 
used for patrol and reconnaissance missions and can get the bet
ter of most vesse ls of their class in a one-to-one fight. Th is frig
ate has a distin ctive profile, with its main lase r cannons 
protrudin g from its belly like two horns or pincer s. Its two main 
missi le batteries are in the front , side by side. 

The ship has some disadvant ages. It has no troop complement 
space fighters or robots and a limited selectio n of close-range 
weapon systems. In large-scale combat , it is screened by fighters 
launched from a large carrie r ship , but in a skirmish or one-to
one fight , the Berserker is on its own. 

Model Type: TIV-AS 
Class: Light Attack Vesse l/Missile Ship . 
Crew: 94 
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M.D.C. by Location: 
Laser Cannons (2, underside) - 700 eac h 
Cruise Missile Laun chers (2, front )- 1,000 eac h 
* Brid ge - 1,500 
GR -gun-Missile Batteries (8) - 400 eac h 
** Main Body - 3,000 
Variable Force Fie ld - 1000 per side (max imum 6000) 
* Destroy ing the Bridge will elimin ate the main compu ter 
and controls . The ship can be controlled from the engineering 
sec tion deep inside the ship, but those control s are less sensi
tive (-2 to strike, parry and dodge from there and piloting is at 
-10%). 
** Depletin g the M.D.C . of the main body means the ship is 
in tatter s, with life support and contragravity systems 
kno cked out, and is unable to fight or move under its own 
power (the missile batter ies are another matter ). If the ship is 
redu ced to - 1,000 M.D.C., it exp lodes, doin g 1D4x!O,OO0 
M.D . to all other ship components and any target with in 1000 
fee t (305 m). 

Speed: 

Drivin g on the ground : Not possible. 
Flyin g: Mach 9 in space; not des igned to fly in an atmosphere. 
Star Drive: Gravito nic drive, maximum speed: 4 light years per 

hour . 
Range: Effective ly unlimited . 
Statistical Data: 
Height: 104 feet (32 .7 m) from the horn-ca nnons to the top of 

the ship , or 80 feet (24.4 m, main body on ly) 
Width : 65 feet (19.8 m). 



Length: 300 feet (91.5 m) 
Weight: 7,000 tons (6300 metric tons) fully loaded. 
Cargo: Small cargo hold is 20x20x20 feet (6.l x6.l x6.1 m) or 

400 square feet (37 square meters) and 8000 cubic feet (227 
cu.m). Most of the ship is taken up by annor, inner hulls and 
redundant systems, or used to store extra weapons and ammu
nition. Emptied of all extra ammo, and if M.D.C. is dropped 
by half , the ship could carry half its total weight in cargo. 

Power System: Anti-matter; average energy life of 45 years. 
Market Cost: 250 million credits. Never sold to the public. Black 

market knock-offs or captured ships may be missing as much 
as 50% of its M.D.C. and some or all of its weapon systems , 
and will not be much cheaper, either. 

Weapon Systems 
1. Horn Lasers (2): These underside-mounted laser cannons fire 

high-intensity beams meant to melt and bum large ships. 
They can engage different targets, or perform simultaneou s 
attacks. 

Primary Purpose: Anti-ship 
Mega-Damage : 106 x 100+100 M.D. per single blast, or 
2D6x l00+200 M.D . per double blast. 
Rate of Fire: Two per melee per cannon or two double blasts. 
Effective Range : 16 miles (25 km) 
Payload: Effectively unlimited. 
2. Cruise Missile Launchers (2): The deadlie st weapon of the 

Berserker is its missile system . Its favorite tactic is to close 
within I to 3 miles (1.6 to 4.8 km) and fire volleys of 20 mis
siles doing a combined 4D6 x2000 M.D.! 

Primary Purpose: Anti-ship. 
Secondary Purpose: Assault. 
Mega-Damage: Each missile does 2D6x l00 or 4D6x l00 M.D. 
Countermea sures will work if missiles are launched at a distance 
greater than three miles. Otherwi se, the missiles will reach the 
target in less than one second! Only a counter-volley of 20 mis
siles or more will stop the barrage (roll 2D6+8 to determin e how 
many cruise missiles were destroyed ; the remai nder will hit the 
target). 
Rafe of Fire: Volleys of IO per launcher, per melee round, for a 
total of 20 missiles per melee. Launchers are reloaded on the 
same melee and can fire again on the next. 
Effective Range: Over 1,000 miles (1600 km) , but optimum 
range is 1 to 3 miles (1.6 to 4.8 km) . 
Payload: I 00 total. 50 missiles per launcher. 
3. GR Gun/Missile Batteries (8): These are weapon turrets with 

a gravity gun and a co-axial mini-missile launcher used for 
point defense and anti-a ircraft fire. When the ship is operat 
ing on its own, these batteries are its only line of defense 
against fighters and robot vehicles. 

Primary Purpose: Anti-airc raft and anti-power armor. 
Secondary Purpose: Defen se 
Mega-Damage: GR Gun: 3D6x 10 M.D. per 40 round burst. 
Mini-Missile: varies with missile type (usually plasma or armor 
piercing ID4xl0 or 106 x 10 M.D.) 
Rate of Fire: GR Gun: Equal to combined hand to hand attacks 
per melee. Mini-Missi le: One at a time or volleys of two or four 
missiles. 
Effective Range: 2 miles (3.2 km) for both weapons. 
Payload: 8,000 rounds/200 burst s for the gun and 32 missiles per 
turret (256 total) . 
4. Combat Performance: No modifier s. 
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Merchant and 
Transport Ships 

Typical Runner Ship 
Thi s is a small and light cargo ship ideal for slipping through 

planetary defenses. It includ es a stealth system that cannot be 
detected unless it gets within 5,000 miles (8000 km) of enemy 
ships. Runn er vessels are better armed than most civilian ships 
and have variable force fields. 

Class: Light Cargo Ship 
Crew: Five 
M.D.C. by Location: 

Laser Turrets (3) - 300 each 
Cockpit - 500 
Force Field - 300 per side (1800 total) 
** Main Body - 2000 
** Depleting the M.D .C. of the main body means the ship is 
in tatters, with life support and contragrav ity systems 

knocked out, and unable to fight or move under its own 
power except for launching missiles. If the ship is reduced to 
-200 M.D.C., it explodes, doing ID4x 100 M.D. to all other 
ship components and any target within I 000 feet (305 m). 

Speed: 

Driving on the ground : Not possible 

Flying: M ach 4 in an atmosphere , Mach IO in space, and can 
travel at 5 light years per hour using a CG-drive. 

Range: Effect ively unlimited; life support will keep the crew 
alive for four month s. 

Statistical Data: 

Height: 30 feet (9.1 m) 
Width: 30 feet (9.1 m) 
Length: 100 feet (30.5 m) 
Weight: 300 tons (270 metric tons) 
Cargo: Can carry up to 100 tons (90 metric tons) of cargo. 
Power System: Nuclear; average energy life of I 5 years. 
Market Cos t: 30 million credits 

Weapon Systems 
1. Laser Turret s (3): Each turret has a high-powered laser ar-

ray. 
Primary Purpose: Anti-Ship. 
Secondary Purpose: Defense. 
Mega- Damage: 2D6x l0 M.D. per blast. 
Rate of Fire: Equal to number of hand to hand attacks of the 
gunner . 
Effec tive Range: 6000 feet ( 1828 m). 
Payload: Effectively unlimited. 
2. Long~Range Missile Tubes (2): These launchers are built 

into the ship 's main body. The launchers can only engage tar
gets in front of the ship. 

Primary Purpose : Anti-Ship 
Secondary Purpose: Defense 
Mega- Damage: Varies with missile type. 



Rate of Fire: One at a time or volleys of two, four or eight 
missiles. 
Effective Range : About 500 miles (800 km). 
Payload: 48; 24 miss iles per launcher. Extra loads can be kept 
in the cargo hold ( 1 ton per 48 miss iles). 

Typical Merchantman 

This is a common cargo freighter used by most merchants and 
even some runners. It has light weapon systems and force fields 
for self-defense, and is not parti cularly fast or maneuverable . 
Class: Freighter 
Crew: 30 
M.D.C. by Location: 

G-Drive s (2) - 2000 each 
Main Drive (back 1/5 of the ship) - 3000 
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-Laser Batteries (4) - 500 each 
Missile Batterie s (4) - 300 each 
Force Field (regular) - 1200 
* Bridge - 1000 
** Main Body - 5000 

* Destroying the Bridge will eliminate the main computer and 
control s. The ship can be controlled from the engineering section 
deep inside the ship, but those contro ls are less sensitive (-2 to 
strike , parry and dodge from there and -15% to pilot rolls). 



** Depleting the M.D.C. of the main body means the ship is in 
tatters, with life support and contragravity systems knocked out, 
and unable to fight or move under its own power except to 
launch missiles. If the ship is reduced to -1,000 M.D.C ., it ex
plodes, doing 1D4x l ,000 M.D. to all other ship components and 
any target within 1000 feet (305 m). 
Speed: 

Driving on the ground: Not possible. 

Flying: Up to Mach 7 in space (cannot fly in an atmosphere). 
Its CG-drive allows the ship to travel at 3 light years per hour. 

Range: Limited only by supplies; canies enough food and life 
support components to keep crew alive for up to 6 month s in 
relative comfo rt; can be stretched to 9 months in an emergency. 

Statistical Data: 

Height: 70 feet (21.3 m) 

Width: 90 feet (27.4 m) 

Length: 600 feet (183.3 m) 

Weight: I 0,000 tons (9100 metric tons) 

Cargo: Can carry up to 5,000 tons (4500 metric tons) of 
cargo. 

Power System: Nuclear; average energy life of 15 years. 

Market Cost: 125 million credit s 

Weapon Systems 

1. Laser Batteries (4): These weapon pods are mounted on the 
top and bottom of the ship (2 each) and are used not only to 
ward off attacker s but also to deal with meteorite s and space 
debris. 

Primary Purpose: Anti-ship 
Secondary Purpose: Defense 
Mega-Dama ge: 3D6x10 M.D . per blast. 
Rate of Fire: Equal to the number of combined hand to hand 
attacks of the gunner. 
Effective Range: 1 mile (l.6 km) 
Payload: Effectively unlimited. 
2. Missile Batteries (4): These batteries fire medium-range mis-

siles. 
Primary Purpose: Anti-ship 
Secondary Purpose: Defense 
Mega-Damage: Varies with missile type. 
Rate of Fire: One at a time or volleys of four or eight. 
Effective Range: About 40 miles (64 km) 
Payload: 96; 24 missiles per battery. 
3. Other Weapon Systems can be added at the purchaser's own 

expense, but may classify the ship as a "military " vesse l and 
be denied access to many spaceport s. 

Star Ships 
The truly huge battleships, cruiser, and starships can have 

anywhere from 12,000 to 40,000 M.D.C. (plus variable force 
fields) and two to ten times the weapons listed for the smaller 
vessels previou s described. This is in addition to squadron s of 
space fighters, military shuttle craft, robots, troops and other de
fensive and offensive resource s. 

Phase World 

Campaign Ideas 
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By C.J. Carella & Kevin Siembieda 

Having a good idea of what the campa ign will deal with is 
very useful to Game Masters and players alike. The choice of 
O.C.C.s and R.C.C.s will be influenced by the campaign' s 
"theme ." A cosmo-kni ght may not be appropri ate for a space 
colonization campaign unless there were some hidden or not so 
hidden, danger's . A repo-bot probably wouldn 't fit well with a 
group of heroic adventurers and so on. Outlined below are some 
basic campaign themes and ideas . The List covers only some pos
sible plots and story elements. Game Master s can mix and match 
different campaign ideas (a trader/runner campaign could be 
mixed with a freedom fighter campa ign, for instance), add their 
own twists, or come up with their own plots and ideas. Over 
time, a campaign can evolve to have several different themes. 
For example, a freedom fighter campaign might change into a 
cosmic ca mpaign if the player characters somehow gain a great 
deal of power and/or experience. At any point it could turn into a 
transdimen sional campaig n as the heroes travel to other regions 
of the Megaverse. Rift s Earth may be a major element, minor 
subplot or have nothing to do with the stories of adventu res in 
the Three Galaxies or elsewhere. 

Exploring the Unknown Campaign 
The CCW has the Consortium Discovery Corps, a special 

branch of the Consortium Armed Forces that travels to uncharted 
areas of the Three Ga laxies and beyond, seeking contacts with 
new life forms and new cultures . The CDC has two types of ba
sic missions: Short-term troubleshooting and long-term explora
tion. The first one involve s a small team of specialists that make 



planetary surveys to ensure the wor ld is appropria te for coloni
zation. The long-term explorers travel through uncharted areas 
of the Three Ga laxies, sending probes to diver se star systems in 
search of potentia l worlds. Individual prospector s/explorers also 
travel to far-off regions, sometimes venturing beyond the Three 
Galaxies and going to other galaxies. 

In this campaign, each adventure could deal with a new alien 
species or wor ld, ranging from mysterious ruins to strange be
ings that can befriend or threaten the player characters and per
haps the galaxy. 

Useful O.C.C./R.C.C.s: Colonists, Spacers and all CAF 
O.C.C.s would fit into this type of campaign . Check out Aliens 
Unlimited for a hundred different alien races and monsters that 
could fit easily into this setting. 

The Freedom Fighter Campaign 
Thi s campaign is set in the Transgalactic Empire and the 

newly formed Free World Council (FWC). The kreeg hor con
trolled Empire is beset by a civil war. The charac ters are rebels 
or rebel sympathizers, doing their best to overthrow their kreeg
hor overlords and minions. While doing so, they not only have to 
deal with the Imperial Legions but with the politics of the differ
ent rebel factions, many of which have conflicting agendas. 

Many different themes can be played in this campaign, from 
open space warfare between the Imperial and FWC fleets, to es
pionage and sabotage on Imper ial controlled worlds. Either is 
likely to include intrigue and betraya l among the leading ranks 
of the rebellion and possibly the kreeghor. 

Another angle may be that the CCW is cove rtly aiding the re
bels (as are the Splugorth), for their own reasons. Both sides ex
pect things in return for their aid . Adventures can take the 
characters to other parts of the Three Galaxies, includin g Phase 
World, where weapons and information can be easily purchased 
and evil plots are always afoot. 

Useful O.C.C.s/R.C.C.s: Freedom fighters, runners, CAF 
fleet officers, cosmo-knights, and any R.C.C. native to the Em
pire. From other Rifts Sourcebooks: Headhunters, borgs, juicers , 
spies, specia l forces soldiers, wilderness scouts, psychics, and 
other mercenarie s and men at arms. Psionic and magic-using 
characters and ju st about any character would also fit into this 
scenario . 

The Cosmic Campaign 
This would basically be a high-powered campaign with lots 

of action, trave l and danger on a major scale. The player charac
ters could be any O.C.C. or R.C.C. from the common to the rare 
(temporal raiders , cosmo-kn ights, True Atlanteans, zembahk and 
even super heroes). If the advent ure is truly cosmic, with the fate 
of a world(s) or even a galaxy in the balance, the characters are 
likely to be an improbable collection of rare and powerful beings 
(perhaps including adult dragons, godlings and gods; G.M.'s 
choice). 

The Game Master and players should determine such things 
as why is each charac ter interested in fighting evil, how did they 
band together (this could be done in the course of the first ad
venture) and why did they decide to stick together ? The charac
ters could operate from a starship, or might have a base of 
operations on some planet. Phase World is ideal, since it is the 
biggest communication hub in the Megaverse. A cosmic cam-
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paign can easily be combined with a transdimen sional campaign, 
with the party traveling to different wor lds to track down their 
enemies and foiling their plots. 

The Splugort h can make good villains for a cosmic campaign. 
Their civilization is very ancient, powerful, and steeped in evil 
and mystery. However, even cosmic-powe red characters will not 
be ab le to defeat them in a head-o n clash. Just because the char
acters are powerful doesn't mean they cannot be devious as well. 
If the characters could trick different Splugorth faction s into 
fighting each other, they might do more damage than by direct 
attack s. Other possible enemies include the Mechanoids, gene
splicer s, vampires and their supernatural masters, evi l gods and 
their minions, and eve n "norma l" villains like space pirates, 
slavers and assassins. As always, the G.M. is invited to create his 
own diaboli cal villains and cosmic story-lines. 

Thi s type of campaign can be a lot of fun, but it can degener
ate into mindless "s lugfes t of the week" games, so be careful, 
unless you 're looking for a slugfest (which can be fun too). Just 
remember , being a hero does not always invo lve combat. Cos
mic defenders might also have to deal with plagues, natural dis
asters, and other impersonal threats. Or be called upon to show 
compa ssion and leadership. 

Useful O.C.C.s/R.C.C.s: Cosmo-knights, noro mystic warri
ors, prom ethean phase adepts, Quatoria , the forge-born. From 
other Rifts Sourcebooks : Atlantean undead slayers, azverkan 
Knights, cybe r-knights, dragon hatchlings, holy terrors, god
lings, demigods, ramen, phoenixi , any magician O.C.C.s and jus t 
about anybody with the courage to accept the challenge to help 
others! 

The Phase World Campaign 
In this case, the sett ing, not the situation , dominate s the cam

paign. Every thing comes to Phase World. Many people and 
things, good and evil , stay there to rub shoulders with heavy
weights from around the Megaverse. The player characters can 
be visitors or "loca ls." Local s are people who have stayed in 
Center for severa l years and have learned many of its mysteries 
and secre t but never all of them. They may hang out at local bars 
to exchange goss ip, aid, or sell information, and cheat or other
wise deal with visitors. Or they can be members of the security 
forces on one of the many leve ls and sections of the city, trying 
to minimi ze trouble and danger to their area of the city. 

Alternatively, the player characte rs could be new arrivals to 
Phase World, either by acc ident (i.e. they were two steps ahead 
of an angry dragon and impulsively jumped into a Rift) or by de
sign, seeking a city of wonder and opportunity. Or even just 
makin g an overnight stop; on Phase world, adventures can hap
pen in the blink of an eye and take characters in any direction. 
The chara cters can encounter ju st about anybody, anywhere, at 
any time on this multi-dimensional world, including old ene
mies, pirates, thieve s, con-me n, gun runners, rebels, assassins, 
cultists, predatory monsters, slavers, supernatural menaces, Min
ions of Splugorth, dragons , heroes, soldiers, and gods, to name 
ju st a few! 

Any type of adventure is possi ble! Adventure s can involve 
exploring various part s of the city or carry the characters to other 
wor lds!! Even locals can "step" out through one of the dimen
sional gates and take a trip to other realms. Espionage, assassina
tions and politica l intrigue happen all the time. Strange creatures 



often Rift into the lower city level s (sometimes even at the main 
"gates" as depicted on the cover) and some may be powerful 
enough to threaten the entire city! Old bounty hunt ers, or ene
mies of the player characters or any of the city residents may ar
rive on Phase World seeking revenge against somebod y and our 
heroes are drawn in one way or another (accidently trying to 
help, hired as bodyguards, fighting an old foe, etc .) . Phase World 
also offers exce llent opportunit ies to make new enemie s, as well. 

Or the characters may have come to Phase World to travel to 
another world or dimension. The people and places presented in 
Wormwood, Heroes Unlimited, Aliens Unlimited, the Rifts 
books and any of the Palladium games, from Palladium to 
Robotech , and more , are waiting to be discovered and exp lored. 
The possibil ities are truly end less! 

Useful O.C.C.s/R.C.C.s: Any characte r type could end up in 
Phase World, from dog-boy s and dragon hatchlings to city rats 
and mercenaries. 

The Trader/Runner Campaign 
In this campaign, the player charac ters are space rs or in

volved with spacers who travel from world to world, carrying 
assorted cargoes and selling them to the highest bidder. This 
campaign will probably revolve around the travels of an inde
pendent ship. The traders can buy goods on a plan et where they 
are cheap and plentifu l and fly to an area where they are rare. 
Smugglers would take their wares to places where they are ille
gal, for higher prices but at a higher risk. Or the ship owners can 
"rent" the ir ship to carry cargo or passenge rs on demand . 

Adventures will deal with who or what the ship is carry ing, 
where it is go ing, who wants the cargo (which may be somebody 
other than the purchaser), avoiding pirates and other dangers, 
and so on. Again, anyth ing is possible. Maybe one or two of the 
passengers tum out to be spies, assass ins, freedom fighters, 
wanted criminals or refugees and events involving their presence 
lead the ship and our heroes into adventure and intrigue. Perhaps 
the cargo of "computer parts" they were taking to a dictatorial 
planet is actually a bomb, or contraband and the characters are 
arrested. Now, they have to escape and either prove they are in
nocent (by capturing the rea l culprits) or recover their confis
cated ship and get out of there (which may make them hunted 
criminals ). Encounters with castaways, dere lict ships, pirates, 
smugglers, criminals, armed forces, alien races, ugglies , dimen
sional anomalies and other space dangers can alway s lead to ad
venture. 

This campaign can be combined with a mere campaign to a 
cosmic one depending on the twists and turns of the plot. 

Useful O.C.C.s/R .C.C.s: Any really, but spacers, runners, 
former members of the CAF or Imperial Legions and space pi
rates are likely to be involved. 

The Mere Campaign 
War is a reali ty in the Three Galaxies. The war between the 

Transgalactic Empire and Free World Council, the Splugorth and 
others' attempts at conquest, and countless civil wars on inde
pendent planets, or between rival planetary federations or giant 
interstellar corporations are constantly flaring on and off some
where. Profes sional soldiers and stout adven turers willing to 
fight for pay are always in demand. The largest mere company 
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in the Three Galax ies is the Tri-Galactic Military Services 
(TMS). The player characters could be members of the TMS or 
have their own small mercenary team available for hire. 

The campaign can deal with a number of issues. The military 
aspect will involve strategy, tact ics, and combat, and possibly es
pionage . The character s may face enemy forces from primitive 
M.D.C. giants or mystics to well-armed and trained professional 
armies . Untrustworthy employers can betray the meres, or lie to 
them as to the nature of the mission. Many ideas on how to run a 
mercenary campaig n can be found in Rifts Mercenaries. 

This ca mpaign can be easi ly combin ed with a transdimen
sional or cosmic campaign. Meres with access to severa l dimen
sions will mult iply their emp loyment opportun ities. 

Useful O.C.C.s /R.C.C.s: All military O.C.C.s. and anybody 
willing to risk their life for a cause or money. 

Colonization/Marooned Campaigns 
In this campa ign, the player character s are colonists or in

volved with colonists trying to tame a new world. They may be 
involved in a long-term terraforming project, they may have 
landed on an apparent paradise, or they cou ld struggle against a 
host ile environmen t, monsters or indigenous population. The 
campai gn could be spiced up by introducin g comp lications and 
dangers not foreseen by the colonists: Pirate raids, the presence 



of an unsuspected alien race or technology, or maybe something 
eve n more dangerous, like a supernatura l intelligence, a tyranni
ca l colony leade r, alien invad ers, demons, Rift activ ity, etc. 

A varia tion of this cam paign is the "marooned" cam paign, 
where the characte rs find them selves stranded on an a lien planet. 
This wou ld be a science-fict ion version of Robinson Crusoe, 
with the playe r charac ters hav ing to rely on the remains of their 
vessel/escape pod and whatever too ls and wea pons they ca n sal
vage or manufacture to survive on a strange world. 

Useful O.C.C.s/R.C.C.s: Colonists, spacers, sc ientists , schol
ars, wilderness scouts, but any can fit depending on the situation. 

The Spy Campaign 
The rivalries between the CCW, the Tran sgalac tic Empi re, the 

UWW and other worlds sometim es dege nerates into border skir
mishes and wars, but more often than involves "co ld war" tac
tics : espionage, disinformation , sabotage and even 
state-sponso red terrorism. In this campa ign, player characters 
are e ither spies working for one (or, in the case of freelancers or 
doub le spies , more than one) side of the struggle or somehow get 
drawn into this seedy wor ld of double-cro ss, deception and mur 
der. They can be worki ng undercover , pretending to be members 
of the enemy's governme nt or military , smugg lers, gun runner s, 
rebel adviso rs, terrorists, mercenarie s, spies and so on. An inter 
est ing twist might involve one or two of the player characters or 
NPCs opera ting as spies without the rest of the party knowin g it. 
The spies may draw the rest of the group into some ser ious 
trouble if they aren't carefu l! An esp ionage campa ign should in
volve dece it, cloak-and-dagger intrigue , suspense and a hea lthy 
dose of action/adventure. 

Useful O.C.C.s/R.C.C.s: CAF off icers, imperial sec urity 
agents, freedom fighters , change lings. and plea surers. From 
other Rifts Sourcebooks: The spy, superspy, othe r mercenarie s, 
Sunaj assass ins, dragon s, splugorth minions, and city rats. 

Transdimensional Campaigns 
Phase World, as a "co mmunication hub" for the Megavers e, 

can be an ideal base of opera tions for a party of dimen sion-hop
pers. However , this campa ign need s to answer a few important 
question s before they get started. First of all, what is the reason 
for the party's desire to travel from world to world? This could 
involve simple greed (they are a band of transd imensional 
thieves, con-men, or mercenarie s), a desire for ju stice (in effect, 
a team of avengers or pa ladins that try to protect the Megaverse 
from transdimen sionaJ threat s), the Fraternity of the Stars (de
scribe d below), on a quest/search for something in particular 
(perso n, weapon, magic, knowledge, etc.), simp le thrill -seeking, 
or any number of other reason s. Once the basic goa ls of the 
group are defined, thi s should involve both the G.M. and play
ers, the basic capabi lities of the group should be defin ed. Thi s 
can be as simple or as complicated as the G.M. and player s de
sire. 

There are many transdimensional groups found on Phase 
World. Mercenary band s ofte n operate from Phase World and 
se ll their services to any wor ld that can afford them , including 
those in alien dimen sions. Trans dimensional rogues like the 
Olympian Club {described in the Rifts Conversion Book Two: 
Pantheons of the Megaverse) sometimes make stops at Phase 
World to sell their loot, or simply have a good time. Then there 
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are a numb er of mystical or religious groups that are trying to 
find a hol y item or eve n a lost god, and who condu ct their search 
over the entire Megave rse, not to mention dimensional raiders 
and merchants like Naruni Enterpri ses and the Splugorth . 

Useful O.C.C.s/R.C.C.s: Any really, but one or more skilled 
dimensiona l trave lers can be extrem ely helpfu l, includ ing the 
shifter, true atlanteans, all the tempo ral O.C.C. s, many practitio
ners of magic, prometheans, dragons, god lings and othe rs. 

Rifts Earth and Phase World 
Rifts Eart h is connected to Phase World throu gh several per

manent gates. Characters can travel to and from Rifts Earth 
through those gates as we ll as throu gh random dimen siona l Rifts 
on the lowest and most dangerous leve ls of the Center. Charac
ters from Rift s Eart h cou ld have severa l reaso ns for going to 
Phase World . They might be trying to find. uniqu e artifacts or 
weapon s, they might be look ing for work, huntin g a crim inal or 
refugee , searc hing for new advent ure, popped in by acciden t, or 
they cou ld be runnin g from a powerful enemy. By the same to
ken, charac ters from Phase World could travel to Rifts Earth in 
searc h of fame and fortune, to fight the forces of dark ness, to sell 
their serv ices or wares to the highe st bidder, to exp lore a strange 
new world, escape the law or enemies, or arrive by acciden t. 

Th e Sp lugorth operate in both wor lds. Enem ies of the Splu 
gorth might try to find allies in other dim ensions. Or characters 
from any world could be captured, ens laved and so ld at the mar
kets of Splynn (see Rifts Atlantis), Cibola (see Rifts South 
America), the slave pens of Phase World, or a number of other 
places throughout the Megaver se. Escape would leave them 
stranded in a strange new world . 

Na runi Enterp rises is another link between Earth and Phase 
World . Charac ters trying to discove r more about the corporation 
might travel to Phase World, where the company has a grea t deal 
of influence, and where it is not afraid to show its true co lors. 

Other Palladium Settings 
The Palladium RPG: Travelers from the Palladium world 

wou ld be at a disadvantag e if traveling to Phase World, due to 
the technologic al gap between the two planets. However, charac
ters who rely on magic or magi c weapo ns may find it easier to 
make a mark in the Three Galaxies. 

Wormwood: The planet Wormwood (described in the Rifts 
Dimension Book One) is a living wor ld beset by murderous de
monic beings . The city of Worldgate on Wormw ood is a transdi
men sional trading center. Phase World and Worldgate are 
connec ted through severa l gates and trading is common. Warri
ors and paladin s seek ing allies aga inst the Unholy might visit 
Pha se World in search of aJlies. Likew ise, some, good and evil, 
may try to escape the horror s of that wor ld or to spread their 
ways to other worlds. 

The Mechanoids: The murderous cyborg horde are a con
stant threat to the entire Megaverse . Whal if they appear in the 
Three Ga lax ies? A genocida l war between the Mec hanoids and 
the civi lizations of the Three Ga laxies can become the backdrop 

for all types of ca mpaigns, from cosmic struggles to down-and
dirty war storie s. The universe of the Mechanoid s will be fully 
developed in an upcoming book , tentatively titled Mechanoid 
Space. G.M.s might want to place the Nigelian Confederation 



and Intergalacti c Confederat ion in a nearby galaxy. The CCW is 
likely to seek diplomati c ties with benevolent civilizations, while 
the Transgalactic Empire would only seek to conquer them . All 
those considerations would be rendered moot , of course, if the 
Mechanoids tried to destroy them all. 

Robotech/Macross Il: A Rift could bring in any of the major 
players of the Robotech unjverse to Phase World or any place in 
the Three Galaxies. Maybe the SDF-3 appears in this new uni
verse - perhaps followed by an armada of lnvid or the 
Robotech Masters! Or the Marduk might threaten CCW space or 
strike an alliance with the Transgalactic Empire, or other hostile 
civilizations. The interaction between the newcomers and the 
many governments of the Phase World universe can be interest
ing, besides giv ing those hotshot Robot ech and Valkyrye pilots 
the chance to go up against an entire new universe of power-

Adventure 
The following is the description of an infamous group of 

space "runners" to g ive the reader an idea of the kind of adven
ture team that can be concocted using Phase World. A few ad
venture ideas follow, but the history and character description 
should give players ideas as well. Enjoy. 

The Stick in Your Eye 
The Stick in Your Eye is a common sight in the seedier pons 

of the -Three Galaxies , including Phase World . Captain Bor
shenko and his slick, graceful custom-made ship have a well de
served reputation in the "runner underground" as an exce llent, 
daring and resourceful smuggler with one of the fastest ship in 
the Three Galaxies. The Stick will take light cargo, people and 
information anywhere in the Three Galaxies, as long as there is a 
profit to be made, and the employer isn 't too despicable. Bor
shenko's "crea tive interpretation" of customs Jaws and import 
restrictio ns has made him a wanted man on half a dozen worlds. 
He has also been condemned to death in absentia in the Trans
galactic Empire after a little misunderstandin g involving a cargo 
of smuggled heavy plasma missiles, an overeager Imperial cap
tain, and the subsequent destruction of an Imperial Frigate. 

More than actual profit, the crew members of the Stick in 
Your Eye care about their freedom. They could probably make 
more money with less danger, working for one of the transplane
tary corpo rations that control much of the space trade routes. In
stead, they like having a say what goes on in their lives and 
enjoy the challenge and exc itement. Captain Borshenko is the 
leader of the group, but each member owns a share of the ship 
and contracts are accepted or rejected by a vote of every mem
ber, including Aunt ie, the ship 's artificial intelligence comput er. 
After the vote is taken, the leadership is firmly in the hands of 
Captain Borshenko and First Mate Murr ay. The rest of the group 
demonstrates almost military discipline, although nobody is 
afraid of voicing their opinion. 

The group draws the line at two types of activity : They do not 
deal in slaves, (they hate slavers with a pass ion) and they don't 
perform assass inations, or other "wet work" for anybody. 
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house heroes, villains and dangers. 

Heroes Unlimited: Super heroes and space adventures have 
often mixed well. Characters from a Heroes Unlimited campaign 
could find themselves dragged to the Phase World setting. Sev
eral type s of super-powered beings already exist in the Three 
Galaxies, from the cosmo-krughts to the genetically engineered 
Elite Guards of the Transgalactic Empire. 

Aliens Unlimited: As mentioned severa l times elsewhere, 
this 192 page sourcebook was written with both Heroes and Rifts 
in mind. It offers over 100 different aliens and space monsters, 
plus other galactic empires, civ ilizations, lawmen, heroes, pow
ers, weapons, vehicles and adventure ideas. Check it out! ft may 
serve as an exce llent addi tion to the Phase World universe and 
aII types of space campaigns. 

Captain Bill Borshenko 
Human Runner 

William Giacomo Borshenko was born on one of the CCW 's 
Utopia worlds, a planet where crime, pollution and poverty had 
been eradicated. William was a born rebel and could not stand 
the rigid social codes of his world . He kept getting into disc ipli
nary problems, desp ite his high I.Q. and problem-so lving skills. 

Sti ll, Borshenko would have eventually become a normal cit i
zen, but the planet was attacked by one of the mysterious Ravag
ers, giant aliens with planetoid-size starships. The rest of the 
CCW did not even suspect something was wrong, because the 
planet minimi zed contact with other worlds, and the Ravagers 
soon used collabo rators to maintain the illusion that nothing was 
amiss. No t used to resist ing authority, most of the population 
meekly surrendered to slavery. The teenaged Borshenko and re
bels like him did not. They established an effect ive underground 
that, two years after the Ravagers' arrival, manage d to comm uni
cate the planet' s plight to the authorit ies. A CCW fleet was dis
patched and after a massive space battle and bombardment that 
devastated much of the planet, the Ravage rs were killed and the 
planet was rescued. 

To Will 's surprise, the people of his homewo rld did not thank 
him. Instea d they blamed him and the resistance for the destruc
tion of their planet. Be tter to live as slaves, they said, than to en
dure the upheava l and chaos of liberation. Disgusted by his 
world, Will left with the CCW fleet and enlisted in the CAF. 
However, mil itary discip line did not sit well with him. He had 
no patience for incompetent supe riors, and although the CAF is 
usually very effic ient, there are always incompe tent and corrupt 
officers in every army. His talents as a pilot and strategis t not
withstandin g, he was dishonorab ly discharged a few years later, 



after going all the way to the rank of lieutenant and being busted 
back down to ensign for diverse charges of insubordination, dis
respect to a superior officer, and other offenses. 

On his own again, Borshenko threw in his lot with spacers 
and runners. His skill and training allowed him to make a small 
fortune in a matter of months. Soon he and some of his associ
ates purchased a ship and went into business on their own. 

Alignment: Unprincipled 
Attributes : 1.Q.: 17, M.E.: 14, M.A.: 20, P.S.: 17, P.P.: 19, P.E.: 
17,P.B.: 17,S pd.:2 1 
M.D.C.: By armor only. 
S.D.C./Hit Points : 36 S.D.C. and 46 Hit points. 
Horror Factor: n/a 
P.P.E.: 6 
O.C.C.: CAF Fleet Officer 
Level of Experience: 8th level CAF Fleet Officer 
Natural Abilities: None 
Disposition: Borshenko is self-motivated and prefers to do 

everything himself. Unlike most officers, he prefers to lead 
by example and take on the riskiest jobs. As a result, all his 
crew members respect and care about him. He has a well-de
served reputation as a lady-killer, and he often ends up get
ting involved with female clients, damsels in distress, and 
attractive actresses, among others. As one might suspect, 
these romances often lead to trouble. 

Psionic Powers: Minor Psionic: bio-regenerate and deaden pain. 
I.S.P.: 36 
Magical Knowledge: None 
Comf)at Abilities: Hand to hand: martial arts and boxing. 
Attacks Per Melee Round: Six hand to hand attacks. 
Bonuses: + I on initiative, +4 to strike, + 7 to parry and dodge, 

+4 to roll/pull punch, + 1 save vs magic, + I to save vs psion
ics, +2 to save vs horror factor. 

O.C.C. Skills of Note: Detect concealment 83%, intelligence 
87%, paramedic 98%, demolition 97%, pilot spaceship 98%, 
prowl 73% and alien lore 73%. W.P. Energy pistol, energy ri
fle, heavy energy, power armor combat: basic and fighter pi
lot: basic. 

Alliances and Allies: Besides the crew of the Stick, Borshenko 
has many contacts with other runners and the galactic black 
markets. He is also on friendly terms with several adventur
ers, travelers and spies from several factions of the Three 
Galaxies, including Phase World (one of his favorite ports). 

Transportation: Co-owner of the Stick In Your Eye spaceship. 
Weapons: His sidearms of choice are an NE-4P plasma car

tridge pistol (1 D4x l0 M.D.) and a HI-80 laser rifle. 
Body Armor: CAF Combat armor (M.D.C. 100). 
Money: Has a personal fortune of one million credits in cash, 

one million in various stocks, plus his investment in the ship. 
Description: A muscular human male with blond hair, blue eyes 

and Nordic features. He constantly changes his appearan(;e 
from beards to mustaches, to clean-shaven to five o'clock 
shadow, depending on his mood. 
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Auntie 

Machine People Computer 
Unlike most machine people, Auntie does not have a human

oid body. "She" once did, but is now reduced to being the con
trolling spirit of the Stick In Your Eye. 

Auntie has known first-hand the horrors of slavery. Some 
time ago, she was a pilot in a commercial spaceship. Pirates cap
tured the ship and killed all of her crew members. Despite her 
best efforts, she was defeated and subdued by the raiders who 
decided to enslave her. Using a complicated procedure, they re
moved her robotic "brain" and neutralized many of her natural 
powers, including the ability to manipulate and rebuild herself. A 
disembodied computer, Auntie was installed inside a spaceship, 
using her electronic mind to control the ship's systems. For sev
eral years, she labored under the pirates, biding-her time. Despite 
her captors' precautions, she was eventually able to take control 
of their ship. When she did, she got rid of her tormentors by 
blowing the airlocks and leaving the pirates to the tender mercies 
of cold vacuum of space. 

The liberated Auntie wandered the spaceways, an intelligent 
starship that needed no crew to operate. She realized that with
out humanoid help, the ship - and her - would eventually suf
fer from disrepair and "die." She struck a bargain with 
Borshenko and his friends, forming a partnership that has lasted 
for years. Borshenko "purchased" the ship by providing repairs 
and enhancements. The modified ship, renamed The Stick In 
Your Eye, became the runner ship that is now famous through
out the Three Galaxies. Wary at first, Auntie soon struck a fast 
friendship with the ex-soldier. Borshenko has tried to find a way 
to release Auntie from the starship, but so far nobody has been 
able to undo the damage the pirates inflicted on her. Over the 
years, Auntie has become used to being a starship. Under her 
guidance, The Stick is a living ship, able to outperform other 
vessels. 
Alignment: Unprincipled. 
Attributes: Most physical attributes are meaningless. I.Q.: 30, 
M.E.: 20, M.A.: 22. Her melding with the ship's computers has 
increased her intelligence beyond the limits of her race. 

M.D.C.: Her housing unit has 400 M.D.C. Destroying the 
starship might cause enough shock to destroy her mind ( 1-21 % 
chance). 
Horror Factor: 10 for people who realize she is a sentient star-

ship (a rarity in the Three Galaxies). 
P.P.E.: Zero 
O.C.C. : Machine People R.C.C. (altered) 
Level of Experience: 10th level 
Natural Abilities: Instead of the normal machine people pow

ers, Auntie has become one with the starship she controls. All 
the vessels' sensors, weapon systems and computing power 
are at her disposal. She usually pilots the ship, doing so with 
uncanny speed and ability. 

Disposition: Auntie sees herself as the surrogate parent of the 
crew. Her holographic persona is always there for anybody to 
ask of her advice, help, or looking for a virtual shoulder to 
cry on. The sentient ship is usually shy and distrustful to
wards strangers. She tends to dislike all of Borshenko's love 
interests, perhaps because she has developed a crush on the 
captain. Auntie has no patience for sloppiness and careless-



ness aboard the ship. Peop le who do not clean up after them
selves will get on her bad side in a hurry. 

Psionic Powers: None 
Magical Knowledge: None 
Combat Abilities: Special 
Attacks Per Melee Round: Eight ship attacks per melee round. 
Damage: Varies with weapon system. See The Stick In Your 

Eye, below. 
Bonuses: +3 on initiativ e, +9 to strike, +IO to dod ge, +3 to save 

vs magic and psionics, +6 to save vs horror factor, impervi
ous to disease, gases and other maladi es that afflict human 
oids. 

Vulnerabilities /Penalties: Auntie has no physical body outside 
the starship. She can project holographic projections of her
self up to one mile ( 1.6 km) away (rom the ship, but these are 
insubstantial phantom s that cannot affect the wor ld in any 
way other than by producin g light and sounds. 

O.C.C. Skills of Note : Astrophy sics 98%, navigation: space 
98%, read sensory equipment 98%, computer operation 98%, 
computer programmin g 95%, xenology 95%, streetwise 62%, 
lore: aliens 98%, and piloting: starship 98%. 

Transportation: Auntie is her own transportation. 
Weapons: See The Stick In Your Eye's weapon systems. 
Appearance: Auntie's holographic projection appears as an at-

tractive (P.B. 14), mature human female with short black hair 
and black eyes . 

Murray 
Seljuk First Mate 

Murray is a reformed crimin al, a seljuk that was facing life 
imprisonment in a Transgalactic Empire's mining colony for 
murdering an Imperial Security Agent. The funny thing was, 
Murray didn 't even know the human he killed was an Imperial 
agent; he ju st thought he had been cheated at a card game and 
reacted accordingly. A child of the slums of a large Imperial city, 
Murray lived in a world where kill or be killed was the only law, 
and where crime was the only escape from poverty. His strength 
and near-invulnerability made him an idea l enforcer and he soon 
became a killer-for-hire, until his capture and sentencing. 

The seljuk had never had a friend , until he met Borshenko at 
the penal co lony. Borshenko , after a rash of bad luck, had ended 
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up in the Imperial prison (fortun ately, this was before the Empire 
condemned him to death). All it took was an act of kindness, the 
sharin g of some rations after Murray was puni shed for disobedi
ence, and the fact that Borshenko treated Murray as a person, not 
a living weapon . Their ordeal together made them good friends, 
and they used their skills to engineer a mass prison break. The 
two becam e partner s and now Murra y is The Stick's first mate. 

Alignment: Anar chist 
Attributes: 1.Q.: 13, M.E. : 17, M.A. : 14, P.S.: 46 , P.P.: 18, P.E.: 
22, P.B.: 9, Spd.: 20 
M.D.C .: 270 
Horror Factor: 11 
P.P.E .: 4 
O.C.C .: Headhunter 
Level of Experience: 7th level Headhunt er. 
Natural Abilities : Takes half damage from M.~ .C. fire and en

ergy attacks (includin g magica l attacks), regenerates ID6x !O 
M.D.C. per hour, excellent sense of smell. 

Disposition: Murr ay is slowly learnin g about trust and friend
ship. At first, he considered only Borshenko to be his friend 
and saw everyone else as a potent.ial enemy. Over the years, 
he has grown accustomed to the other crew members, espe
cially Aunti e, who is the only parental figure he has ever 
know n, and Lauran a, who always treats him with kindness 
and respect. When dealing with hostile strangers , Murray re
verts to his street-bred enforcer days, and becomes bullying 
and intimidatin g. He will do anything to protect his team
mates, including killing anyone. 

Psionic Powers: None 
Magical Knowledge: None 
Combat abilities: Hand to hand: expert, boxing and wrestling. 

Attacks Per Melee Round: Five hand to hand attacks per me-
lee. 

Bonuse s: +2 on initiative, +4 to strike, + 7 to parry and dodge, 
+4 to roll/pull punch, and + 7 save vs magic. 

O.C.C. Skill s of Note: Basic radio 95%, detect ambush 75%, 
detec t concea lment 75%, tracking 70%, weapon systems 
85%, pilot starship 83%. 

Weapons: Owns a power halberd, a Hl -80 laser rifle, and an as
sortment of heavy energy weapons. 

Body Armor: Modified suit of Kittani Explorer Armor: M.D.C. 
85. 

Money : Personal fortune of 500 ,000 credits in addition to his 
weapons and possess ions. 

"Bug" Vacuum Wasp Pilot 
Thi s fearsome creature is one of the best-known crew mem

bers of the Stick . Bug is a Vacuum Wasp, one of the insectoid 
creatures that populate the Star Hives (see the Star Hives section 
for details). Rumor has it that Bug is Borshenko's "pet monster" 
and that the captain found him as a hatchling and raised him to 
adulthood. In reality, Bug found Borshenko and The Stick In 
Your ·Eye at a time when they desperately needed help. 

Bug had been the sole survivor of a Star Hive that was obl it
erated by a Kittani flee t. Freed from the mind control of the Hive 
Queen, Bug sought the companion ship of other sentient beings. 
The first people he ran into were none other than Borshenko and 
his crew. The Stick Ln Your Eye had been disabled by Kittani 
fighters from the same armada that had destroyed his home. The 



Stick, its propulsion system crippled, was dead in space as the 
Kittani fighters moved in for the kill. Bug attacked the ships, 
damaging two of them and giving the Kittani something else to 
shoot at while the crew of the Stick jury -rigged the ship's sys
tems. When the Stick was back on-line, Borshenko rushed to the 
aid of the Vacuum Wasp, destroying the raider s. Bug, who had 
been severely wounded in the fight , was rescued and adopted by 
the runner crew. 

Alignment: Aberrant 
Attributes: 1.Q.: 11, M.E. : 10, M.A.: 16, P.S.: 21, P.P.: 22, P.E.: 
18, P.B.: 6, Spd.: 23 running , Mach 6 in an atmosphere , Mach 
10 in space . 
M.D.C.: 200 plus N-F50A Force Field (M.D.C. 160). 
Horror Factor: I 0 
P.P.E.: 11 
Level of Experience: 7th level Vacuum Wasp. 
Natural Abilities: Multi -spectrum vision equivalent to cyber 

netic multi -optic eye and radar (range 2000 feet/610 m) . Re
generates lost limbs and M.D.C. at the rate of I D4x l0 
M.D.C. per 8 hour rest period. He is able to psionically recog
nize members of his own Hive and attacks all others as in
stinctive enemies. 

Supersonic Flight: Can fly at up to Mach 6 in an atmos
phere, Mach IO in space. 

Bio-electric Blast: The Vacuum Wasp can generate elec 
tricity and fire electrical blasts inflicting 3D6 M .D. at level 
one plus I D6 per additional level. Range: 4000 feet ( 1200 m) 

Disposition: Bug, like all Star Wasp s, is eerily quiet. The 12-
foot long creature ignores everybody beside crew members 
and rarely speaks. Bug has the closest rapport with the ship it
self. He considers The Stick to be its new hive and Auntie to 
be the Hive Queen! 

Psionic Powers: See aura , see the invisib le, sense magic, and 
mind-block auto-defen se. Plus telepathy that costs no I.S.P . 
but only works between Hive member s. I.S.P .: 160 

Magical Knowledge: None 
Combat Abilities: Natural 
Attacks Per Melee Round: Six hand to hand attacks per melee. 
Bonuses: +2 on initiative, +9 to strike , +9 to parry and dodge, 

+2 to dodge while flying (total + 7 to dodge), +2 to roll/pull 
punch, +2 to engage in dog-fightin g, +4 save vs magic, and 
+6 to save vs horror factor. 

Vulnerabilities/Penalties: Takes double dama ge from psionic 
attacks. 

O.C.C. Skills of Note: Navigation : space 80%, pilot starship 
78%, weapon systems 80%, and W .P. energy rifle. 

Laurana 
Female Alien (Temporal Warrior) 

Laurana, an exotically beautiful alien, is the only crew mem
ber who is not native to the Three Galaxies. She is actually a D
Bee from parts unknown. She arrived on Phase World as the 
slave-warrior of a visiting temporal raider. Laurana mana ged to 
escape her owner and earn enough money as a freelance merce
nary to buy herself a share of The Stick in Your Eye. Her magi
cal abilities have been very useful to the runner team, and her 
knowledge of strange cultures and alien worlds has proved in
valuab le in the past. 
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Laurana and Borshenko had a brief affair shortly after she 
joined the crew. The pressures of being partn ers and lovers, Aun
tie 's meddlin g, and mutual stubbornne ss, all contrib uted to 
breaking them up. There is still a grea t deal of attrac tion between 
them and this sometimes causes tension on the ship, especia lly 
when Borshenko becomes involved with yet another woman. 

Alignment: Unprincip led. 
Attributes: I.Q .: 22, M.E. : 2 1, M.A.: 19, P.S.: 11, P.P.: 17, P.E.: 
25, P.B.: 17, Spd .: 25 
M.D.C.: By body armor or magic. 
S.D.C./Hit Points: 120 S.D.C. and 49 Hit Points 
Horror Factor: None 
P.P.E.: 140 
Level of Experience: 8th leve l alien temporal warrior 
Natural Abilities: Laurana 's race has nightvision 200 feet (60 

m), and heightened mental abilities and physica l endurance. 
Disposition: Laurana is a sensitive and gentle woman who hides 

beneath a tough and boisterou s facade. She rarely says a kind 
word to anybody, but somehow she always manages to help 
her team-mates whenever they need help (and the crew rec
ognizes this). Her rough humor never offends her friends. 
Laurana secretly despises violence, although peop le who 
know her superficially would never believe it. Although she 
will always do what is necessary, she often finds a way to 
deal with prob lems without firing a shot. 

Psionic Powers: None 
Magical Knowledge: Tempora l mag ic (see Rifts England): D

pha se, wink-out, dimen sional pocket s, see dimens ional anom
aly , s-dep, t-dep, time warp: age, time warp: fast forward, 
time warp: slow motion. Common magic: globe of daylight, 
tongues , see the invisible, detect concealme nt, armor of !than 
and invulnerability. 

Combat abilities: Hand to hand: martial arts and boxing. 
Attacks Per Melee Round: Four hand to hand attacks or two by 

magic. 



Bonuses: +I on initiative, +4 to strike, +7 to pany, +7 to dodge, 
+5 to roll/pull punch , + 1 save vs magic, +3 to save vs psion
ics, +5 to save vs horror factor. 

O.C.C. Skills of Note: Prowl 88%, pick locks 88%, land naviga
tion 96%, wilderness survival 88%, swimming 98%, climbing 
88%, sniper, basic math 98%, demon and monster lore 73%, 
speaks American, Trade One, Four and Five, Demongogian 
and Dragonese, Elf. all at 98%. 

Weapons: Usually carries a Kittani plasma ejector (6D6 M.D.) 
and a K-EP pump pistol (5D6 M.D.). 

Body Armor : Techno -wizard body armor (M.D.C. 80) with ar-
mor of I than enchantment (60 M.D.C. ). 

Money: Has 200 ,000 credits in cash. 

"Tiny Tim"------------
Promethean Science & Medical Officer 

Like many members of the Promethean race (see R.C.C. de
scription), Gannell A'Krytop (comm only known as "Tiny Tim") 
is on a j ourney of discovery and learning. Gannell first became 
involved with the Stick and its crew as a client. He had hired the 
ship to transport a number of ancient art.ifacts he had found dur
ing an archeologica l expedition. The artifa cts were magica l 
items of great powe r and Gannell and the Stick's crew were pur
sued and attacked by a gang of thieves and assass ins hired by a 
powerful lord from the United Worlds of Warlock. At the end of 
the harrowing trip, and after paying Borshenko his fee (with a 
hefty bonus for the hazards incurred in the trip), Gannell asked if 
he could jo in the crew. After witness ing the Promethean 's quiet 
effic iency firsthand, the crew was glad to have him . 

Since then, Gannell/Tiny Tim has grown to be one of the 
most trusted and respected members of the crew. His intelligence 
and knowledge has saved the crew from many dangerous situ
ations and his phase abilities have come in handy in many tight 
spots. Betwee n him, the hulking Murr ay, and the g igantic Bug, 
the Stick's crew is one of the most intimid ating bands in the 
Three Galaxies. 

Alignment: Scrupulous 
Attribut es: I.Q.: 24 , M.E.: 19, M.A.: 21, P.S.: 28, P.P.: 11, P.E.: 
25, P.B.: 8, Spd. : 11 
M.D.C.: By body armor or magic only. 
S.D.C./Hit Points : 523 S.D.C. and 16 1 Hit Points. 
Horror Factor: 10 
P.P.E.: 110 
Level of Experienc e: 8th leve l Promethean 
Natural Abilities: See the promethean R.C.C. description else

where in this book. Doesn't breathe air, immune to radiation 
and normal heat and cold. Can see in total darkn ess, and has 
eagle-like normal vision, and phase powers as per R.C.C. 

Disposition : Gannell is in a constant state of friendly curiosity. 
He loves to examine and investigate any riddle or mystery 
that comes his way. Sometimes this gets him and his compan
ions in trouble. Despite his intimidating appearance, Gannell 
is a skilled diplomat and knows how to put people at ease, so 
he often handles potential customers and local authorities. 

Psionic Powers : Astral projection, clairvoyance, deaden pain , 
empathy, object read, induce sleep, levitation, psychic diag
nos is, psychic purific ation, psychic surgery, summon inner 
strength, telepathy, total reca ll and mind block auto-defense. 
Plus any three powers from the Healing, Sensitive or Physica l 
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categories. Add one more power from any of these three cate
gorie s every level after the first. 

I.S.P.: 175 
Magical Knowledge: None 
Phase Powers: D-shift ghost, dimensional leap, multiph ase and 

phase field. 
Combat Abilities: Hand to hand: basic 
Attacks Per Melee Round : Three hand to hand or psionic or 

phase attacks/actions per melee. 
Bonuse s: + l on initiative, + I to strike, +2 to pany , +2 to dodge, 

+2 to roll/pull punch, + 11 save vs magic, +5 to save vs psion
ics, +8 to save vs horror factor. 

Vulnerabilities /Penalties: Takes double damage from phase 
and magic weapons. 

O.C.C. Skills of Note: Language and literacy : Promethean 98%, 
language and literacy: trade two, trade four, apd trade five, all 
at 95%. Basic and advanced math 98%, archeology 85%, bi
ology 95%, botany 90%, chemistry 95%, computer opera
tions 98%, analytica l chemistry 90%, medical docto r 98%, 
pathology 95% and phase technology 95%. W .P. energy rifle 
and energy pistol. 

Other Crew Mem hers 
• Terry O'Co nnol (sensors): 7th level human spacer 
• Hofra Rurgh (mechanic/engineer): 6th leve l Wolfen spacer 
• Janet Lee: 5th level human spacer. 
• The Stick can accommodate as many as 25 crew members 

and passengers; sometimes new crew members are hired for 
short-term missions. 

The Stick in Your Eye---- --
Thi s uniqu e vesse l is a converted military scout ship. Its 

frame has been customized to allow for grea ter cargo space 
while keeping the vessel 's scout speed and maneuverability. The 
ship is sleek and dangero us looking, with a need le-like profi le 
broken up by the cargo/crew compartment which is round and 
tear-drop shaped. The twin contragrav ity eng ines on each side 
resemble horns, which may indicate a kreeghor design. Since 
finding the ship and its sentient computer (see Auntie, above), 
Captain Borshenko has spent millions of cred its outfitting it with 
the best weapons, defenses and stealth systems money can buy. 
The ship can outrun all large vesse ls, and outgun most fighters. 
Since AunLie serves as the pilot and gunner, the Stick can ma
neuver like a living being, and often surpr ises enemies. 

The ship can hold up to 100 tons in cargo, so to make a profit 
only very valuable commodities can be carried. Typical cargoes 
include exot ic perfumes and spices, alien animals and plant sam
ples, weapons, complex machinery, valuable gems and artifacts, 
and importa nt passengers. 

Model Type: SfYE- 19 
Class: Converted Scout/Runner Vesse l 
Crew: Nine, plus up to 11 additional crew or passe ngers. 
M.D. C. by Location: 

Main Laser Cannons (2) - 500 each 
GR-Cannon (Nose) (1) - 200 
Mini-Missile Launchers (4)- 100 each 
Heavy Missile Launcher (1, underside) - 200 
Variable Force Field - 200 per side (1200 total) 
Brid ge - 1,000 
* Main Body - 4 ,000 



** Main Engines (2, on the sides) - 1,000 each 
* Dep leting the M.D.C. of the main body shuts the ship 
down, causing it to drift in space. The secondary weapon tur
rets have independent power supplies, howe ver, and can fight 
on. If the ship is reduced to - 1,000 M.D.C ., it blows up, caus
ing I D4x l000 M.D. to anything in a 300 foot (91.0 m) area. 
** Destroying one engine reduces maximum speed by half 
and maneuverability is dimini shed. But with Aunti e at the 
helm, there is on ly a - I penalty to all dog-fightin g rolls. De
stroying both engines will leave the ship dead in space, flying 
at its current speed without any way to stop or maneuver until 
the eng ines are repaired or jury-rigged. 

Speed: 
Driving on the ground: Not possib le. 
~: Mach 9 in space (maximum-speed). Or up to Mach 2.5 in 
an atmosphere . Cruising speed is Mach 3-4. 
Star Drive: Gravitonic drive, maximum speed: 5 light years per 
hour. 
Range: Effective ly unlimited. Carries eno ugh life support and 
supplies (includin g hydroponi c garden) for one year of uninter
rupted trave l (could be stretched to two years in an emer gency). 
Statistical Data: 
Height: 40 feet ( 12.2 m) at the "tear drop" section . 
Width: 40 feet (12.2 m) at its widest, plus the twin engines add a 
"w ingspan" of 80 feet (24.4 m) 
Length: 200 feet (6 1 m) 
Weight: 800 tons, plus up to 100 tons of extra cargo. 
Cargo: Cargo hold is 30 feet (6 m) tall , 30 feet (6 m) wide and 
50 feet long (6 1 m), providin g 1,000 square feet and 20,000 cu
bic feet of space. Maximum cargo weight is 100 tons. Does not 
include normal complem ent of supplies and equipment. 
Power System : Anti-matter , average energy life of 40 years. 

Weapon Systems 
l. Main Laser Cannons (2): These military- issue guns are 

mounted on the sides of the ship and are powerful enough to 
damage large vesse ls. They are too big to engage small fight
ers effective ly, however (fighters, robots and power armor are 
at +5 to dodge their attacks). 

Primary Purpose: Anti-ship. 
Mega-Damage: ID4x100 M.D. per blast, or 2D4x l00 M.D. per 
double blast. 
Rate of Fire: Equal to number of hand to hand attacks of the 
gunner. 
Effect ive Range: 10 miles (16 km) 
Payload: Effect ively unlimit ed 
2. GR Ca nnon : Mounted on the need le- like nose of the ship is a 

medium gravity cannon used to engage fighter ships and 
other small targets. 

Primary Purpose : Anti-spacecraft 
Secondary Purpose: Defense. 
Mega-Damage: A burst is 20 rounds and inflicts 3D6x 10 M.D. 
Can only fire bursts. 

Rate of Fire: Equal to the number of combined hand to hand at
tacks per melee. 
Effect ive Range: 5 miles (8 km) 
Payload: 4000 rounds; that's 200 bursts. Additional ammo can 
be brought from the cargo hold (talces 2 minute s with two crew 
members attend ing to it). 
3. Mini-missile Launchers (4): These missile turret s are distrib-
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uted to cove r the entire ship, providing cove r against incom
ing attackers. 

Primary Purpose: Anti-spacec raft 
Secondary Purpose: Defen se 
Mega- Damage: Varies with missile type. Usua lly carries plasma 
missiles (ID6x l0 M.D.). 
Rate of Fire: One at a time or in volleys of 2, 4, 8 or 12 per 
launcher. 
Effect ive Range: About 2 miles (3.2 km) in space . 
Payload: 192; 48 per launcher. 
4. Heavy Missile Launcher: Mounted in the under side of the 

main body is a heavy missile launcher. 
Primary Purpose: Anti-spacecraft 
Seconda ry Purpose: Defense 
Mega-Damage: Varies with missile type. 
Rate of Fire: One at a time or in vo lleys of 2, 4 9r 8 missiles. 
Effective Range: About 1000 miles (1600 km). 
Pay load: 48 missiles. 
5. Stealth Systems: Besides having military-grade sensors, the 

Stick has advanced stea lth systems to mask the ship 's signa
ture. All sensor rolls to detect the ship are at -50%, it has en
gaged its contragravity system (i.e., is flying), or at -80% if 
the ship is floati ng adrift with all systems down. 

Adventure Ideas 
Stowaways: The player characters find themselves trying to 

leave a planet in a hurry. Mayb e the authorities are after them, or 
perhaps they owe money to the wrong people. Unable to hire a 
ship, they snealc into one alongside a cargo of exotic animals -
right into the holds of the Stick In Your Eye. Eventually, they will 
be discovere d. Depending on the situation, Borshenko and his 
crew may forgive the trespass and even help the characters, or 
the situation could get ugly. Talcing over the ship by force is al
most certainly doomed from the start, because Auntie will shut 
down var ious systems to capture or eject enemies into space. 
The adventure might lead to the player characters joining the 
crew of the ship (at least for a wh ile) or getting themse lves in
volved in trouble that has nothing to do with them, and every
thing to do with the Stick and her crew. ln the end, they either 
make grea t friends with the crew who they can count on in the 
future, or dangerou s enem ies. 

Passing the Test: Tiny Tim has come to the time of the Test 
(see the Promethean R.C.C .) and he need s assistance. Borshenko 
and his crew will do what they can, but the player characters are 
in a un ique position to help. Depending on what the characters 
can do, Tiny Tim 's test may involve a milita ry mission, a trek to 
unexplored worlds, or a dangerous quest to save the Three Gal
axies from a dangerou s threat. During the course of the Test, the 
two groups may forge friendships and alliances. 

Brave New World: Borshenko took one risk too many and 
his ship was sucked into a Rift! At the other end, the Stick In 
Your Eye finds itself floating in orbit above Rifts Earth! The 
newcomers can be attacked by the orbitin g civilizations de
scribed in Mutants In Orbit, or they may be forced to crash
land on the planet below. Returning home will probably entail 
getting help from the loca ls (the player characters, perhaps?). In 
the meanw hile, a number of forces, including the Coalition, 
Naruni Enterpri ses, the Splugorth or Triax may all take an inter
est in the ship and its crew. The acciden t might even lead to the 
devel opme nt of a FTL drive on Earth! 



Experience Tables 

Pleasurer & Machine People & 
TVIA Agent, 

Noro Psychic Termite Engineers CAF Fleet Officer, 

Promethean I 0,000-2 , 150 Phantom Imperial Legionnaire CAF Trooper 

(First Stage) 2 2, 151-4,300 Vacuum Wasps 1 0,000-2,100 I 0,000 -2, 150 

1 0,000-2 ,600 3 4,301-8,600 1 0,000-2,300 2 2, l O 1-4,200 2 2,151-4 ,250 

2 2,601-5,000 4 8,60 1-17,200 2 2,30 1-4,500 3 4,201 -8,400 3 4,25 1-8,850 

3 5,001-10,000 5 17,20 1-25,500 3 4,501-10,000 4 8,40 1-17,200 4 8,85 1- 17,000 

4 10,001-20,000 6 25,501-36,000 4 10,001-20,000 5 17,201-25,400 5 17,001-25 ,000 

5 20,00 1-30,000 7 36,00 1-52,000 5 20,001-30,000 6 25,401-35,800 6 25,001-35,000 

6 30,00 1-39,000 8 52,001-73,000 6 30,001-42,000 7 35,801-51 ,000 7 35,00 1-50,000 

7 39,001-52,000 9 73,001-98 ,000 7 42,00 1-65,000 8 51,001-71,200 8 50,001-70,000 

8 52,001-70,000 JO 98,001-134,000 8 65,001-85,000 9 71,20 1-96,400 9 70,001-95 ,000 

9 70,001- 100,000 11 134,001-184,000 9 85,00 1- l lO,OOO 10 96,40 1-131,600 10 95,00 1-130,000 

10 100,001-140,000 12 184,001-240,000 10 110,001-160,000 11 131,60 I - 181 ,800 11 130,001-180 ,000 

11 140,001-190 ,000 13 240,00 1-295,000 11 160,001-210,000 12 18 1,801-232,000 12 180;00 1-230,000 

12 190,001-240 ,000 14 295,001-365 ,000 12 210,00 1-285,000 13 232,001-282,200 13 230,001-280,000 

13 240,001-290,000 15 365,00 1-425,000 13 285,001-370 ,000 14 282,20 1-342,400 
14 280,001-330 ,000 

14 290,00 1-350,000 14 370,001-450 ,000 15 342,40 1-402,600 15 330,001-400,000 

15 350,001-520,000 15 450 ,001-575,000 

Seljuk, 
Cosmo-Knight 

Phase Adept, Noro Mystic Warrior, Space Pirate 

Time Master & Kreeghor, and Cat_yr 
I 0,000-3,000 1 0,000-1,960 

CAF Scientist 

Wolfen Quatoria 1 0,000-2,200 
2 3,00 1-5,400 2 1,961-3,950 

I 0,000-2 ,000 

I 0,000-2,650 2 2,201-4,400 
3 5,401- 10,800 3 3,951-8 ,900 

2 2,00 1-4,000 

2 2,65 1-5,300 3 4,401 -8,900 
4 I 0,80 1-2 1,600 4 8,901-17 ,700 

3 4,001-8,300 

3 5,301-11,000 4 8,901-18,000 
5 21,601-3 1,600 5 17,701-26,700 

4 8,301- 16,500 

4 11,00 1-21,000 5 18,001-26,000 6 31,60 1-50,000 6 26,70 1-35,700 
5 16,501-25,000 

5 2 1,001-32 ,000 6 26,001-36,000 
7 50,001-80,000 7 35,70 1-50,700 

6 25,001-35,000 

6 32,00 1-42,000 7 36,001-52,000 
8 80,001-120,000 8 50,701-70,700 

7 35,00 1-50,000 

7 42,00 1-62,000 8 52,00 I-76,000 9 120,001-170,000 9 70,70 1-95,700 
8 50,00 I -70,000 

8 62,001-90,000 9 76,001-100 ,000 
10 170,001 -230,000 10 95,701-125 ,700 

9 70,001-95,000 

9 90,001-120,000 10 100,001-150 ,000 
II 230,001-300 ,000 11 125,701-175 ,700 

10 95,001 -130,000 

10 120,001-170,000 II 150,001-200 ,000 
12 300,001-380,000 12 175,701-225,700 

11 130,001- 180,000 

11 170,001-220 ,000 12 200,001-275,000 
13 380,00 1-4 70,000 13 225,701-275,700 

12 180,001-230,000 

12 220,00 1-290,000 13 275,001-350 ,000 
14 470,001-600 ,000 14 275,701-325,700 

13 230,00 1-280,000 

13 290,00 1-400,000 14 350,001-425 ,000 
15 600,00 1-800,000 15 325,701-375,70 1 

14 280,00 1-330,000 
15 330,00 1-390,000 

14 400,001-500,000 15 425,001-525,000 
15 500,00 I -700,000 

Silhouette, 
Freedom Fighter & Spacer & 

Draconid & Imperial Secur ity Colonist 

Phase M_ystic Repo-Bots Galactic Tracer, Runner I 0,000- 1,900 

I 0,000-2,300 1 0,000 -2,200 l 0,000-2, 100 2 1,901-3,800 

2 2,301-4,600 2 2,20 1-4,400 2 2, IO 1-4,200 3 3,801-7,300 

3 4,601-9 ,200 3 4,401 -9,000 3 4,20 1-8,400 4 7,301-14 ,300 

4 9,201- 18,400 4 9,001-19,000 4 8,401-17,200 5 14,301-2 1,000 

5 18,40 1-26,500 5 19,001-28,000 5 17,201-25,400 6 21,001-30,000 

6 26,501-36 ,600 6 28,001-40 ,000 6 25,401-35 ,800 7 30,001-40,000 

7 36,60 1-51,700 7 40,001-60,000 7 35,801-51,000 8 40,001-53 ,000 

8 51,701-71,800 8 60,001-80,000 8 5 1,00 1-7 1,200 9 53,00 I -73,000 

9 71,801-96,900 9 80,00 1-100,000 9 71,20 1-96,400 10 73,00 1-103,000 

10 96,90 I - 137,000 10 I 00,001-150 ,000 10 96,40 1- 13 1,600 11 103,00 1- 138,000 

II 137,00 1-188, I 00 11 150,00 1-200,000 11 13 1,601-181,800 12 138,001-188,000 

12 188,10 1-229,200 12 200,001-275 ,000 12 181,80 1-232,000 13 188,001-238,000 

13 229,201-279,300 13 275 ,00 1-350,000 13 232,001-282,200 14 238,001 -288,000 

14 279,301-340,400 14 350,001-425,000 14 282,20 1-342,400 15 288,00 1-328,000 

15 340,401 -400 ,000 15 425 ,001-525,000 15 342,401-402 ,600 
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® TM RIFTS Phase World: Character Sheet 

Name: ___________________ _ 
Alignment: _________________ _ 
M.D.C.: ______ Horror Factor: ____ __ _ 
S.D.C./Hit Points: ___ ___________ _ 
Level: ______ Experience: ________ _ 
O.C.C.: ________________ _ 

Savings: __________________ _ 

I.Q.: ____ Skill Bonus: + __ % 
M.E.: ___ Save vs Psionic s/Insanity: + __ 
M.A.: ___ Trust/ Intimidate : __ % 
P.S.: ____ Damage Bonu s: + __ 
P.P.: ____ Strike/Parry/Dodge Bonus: + __ 
P.E.: ____ Coma/Death:+ __ % Poison /Magic: + __ 
P.B.: ____ Charm/Impress: __ % 
Spd (mph/kmph): ( I ) Flying: ( I ) 

O.C.C. Skills: +%/lvl % P.P.E.: ___ I.S.P.: __ _ 
Language: Native _________ _ 98% Annor M.D.C./S.D.C.: ____________ _ 

Race: ___________________ _ 

Sex: Height: ___ _ Weight: __ _ Age: __ 
Physical Description: _____________ _ _ 

Place of Origin: __________ _____ _ 
Disposition : _____ ____________ _ 
Allies: ___________________ _ 

Enemies: _____ ____ _________ _ 

O.C.C. Related Skills: +%/lvl % 
Natural /Special Abilities, Powers & Vuln erabilities: 

Secondary Skills: +%/lvl % 
Bonuses: 

Thi~ sheet c.tn he rcprntJuccc.l fur person.ti use. 
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TM 
RIFTS® Phase World: Character Sheet 

Hand To Hand Ancient Weapons/W .P.s Strike Damage Parry Throw 
Type: ____ _______ _ 
Number of Attacks: _ _____ _ 
Damage: + ____ ______ _ 
Strike: + __________ _ 
Parry:+ __________ _ 

Dodge: + ______ ____ _ 
Roll: + _________ _ _ 
Initiative: + _____ ____ _ 

Damages W.P. Archery & Targett ing Strike Damage Range Rate of Fire 

Punch: ------'----- ---
Kick: ___________ _ 
Jump Kick: _________ _ 
Flip: _________ __ _ 

Special Attacks Modern Weapons/W .P.s Strike Damage Range . Payload 
Knock Out: _________ _ 
Critical Strike: ________ _ 
Death Blow: ____ _____ _ 

Other Sta ts 
M.D.C.: ____ _____ _ 
S.D.C./H.P.: _____ ___ _ 

Body Armor: '-----------' 
M.D.C.: _________ _ 

Robot/Power Armor Robot/Power Armor Vehicle Log Vehicle Log 
Type: ________ _ Type: _______ _ Type: ________ _ Type: ____ ____ _ 

Number of Attacks: ___ _ Number of Attacks: ___ _ Crew: ________ _ Crew: _____ _ _ _ _ 

Damage Bonus: + ____ _ Damage Bonus: + ____ _ Cruise Speed: ___ __ _ Cruise Speed: ____ _ _ 
Strike Bonus: + _____ _ Strike Bonus: + ____ _ _ Max Speed: ______ _ Max Speed: _ _ ____ _ 

Parry Bonus: + __ ___ _ Parry Bonus: + _____ _ Max Range: __ ___ _ _ Max Range: _ __ ___ _ 

Dodge Bonus: + ___ __ _ Dodge Bonus: + ____ _ Size: ________ _ Size: ________ _ 

Roll Bonus: + ___ __ _ Roll Bonus: + _____ _ 
Damage Damage Weight: _______ _ Weight: _____ __ _ 

Restrained: _____ _ _ Restrained: _____ _ _ Number of Attacks: ___ _ Number of Attacks: ___ _ 
Punch: ________ _ Punch: ________ _ M.D.C. by Location M.D.C. by Location 
Power Punch: _ __ __ _ Power Punch: _____ _ Main Body: ______ _ Main Body: _ _____ _ 
Kick: ______ __ _ Kick: ___ _____ _ Pilot: __ ___ ___ _ Pilot: ____ ____ _ 

Leap Kick: __ ___ _ _ Leap Kick: ______ _ 

Speed Speed Weapons Systems Weapons Systems 
Land: ___ ____ _ Land: ______ __ _ 
Running: ______ _ _ Running: ___ _ ___ _ 
Flying: ____ ____ _ Flying: __ _____ _ 
Space: ________ _ Space: _ _______ _ 

M.D.C. by Location M.D.C. by Location Notes: _____ ___ _ Notes : _____ _ _ _ _ 

Main Body: ___ __ _ _ Main Body: _ _____ _ 
Head: ______ _ _ _ Head: ______ __ _ 
Arms: ________ _ Arms: _______ _ _ 
Legs: ________ _ Legs: ___ ___ __ _ 

Notes: _____ ___ _ Notes : ___ _____ _ 

This :,,heel c:m he rc:rroc.Jucc<.J fur personal use. 
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TM 

RIFTS® Phase World: Character Sheet 

Psionic/Phase Powers and/or Magic Spells Total I.S.P.: Total P.P.E.: 
Spell/Power Effects Range Duration I.S.P./P.P.E. Save 

Cybernetic/Bionic Features/Equipment Other Equipment 

This shee t can he rcpro<lucc<l for personal use. 
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TM 
RIFTS® Phase World: CAF Fleet Officer O.C.C. 

O.C.C. Skills: 
Language: Native _________ _ 
Language & Literacy: Trade _____ _ 
Language & Literacy: Trade _____ _ 

(50%+20%) Language _______ _ 
(50% +20%) Language _______ _ 

Radio: Basic 
Radio: Scramblers 
Basic Electronics 
Detect Concealment 
Intellig ence 
Paramedic 
Demolition 
Pilot Space Fighter 
Power Armor Combat: Basic 
W.P. Energy Pistol 
W.P. Energy Rifle 

(45%+15%) 
(35%+15%) 
(30%+15%) 
(25%+15%) 
(32% +20%) 
(40%+15%) 
(60%+10%) 

(50%) 

W.P. _____________ _ 

Hand to Hand: ___ _______ _ 

O.C.C. Related Skills: 

Secondary Skills: 

+%/lvl % 
98% 
98% 
98% 

+5% 
+5% 
+5% 
+5% 
+5% 
+5% 
+4% 
+5% 
+5% 
+3% 

+%/lvl % 

+%/lvl % 

Name: ___________________ _ 
Alignment: _________________ _ 
M.D.C.: ______ Horror Factor: ______ _ 
S.D.C./Hit Points: ______________ _ 
Level: ______ Experience: ________ _ 
O.C.C.: _________________ _ 
Savings: __________________ _ 

I.Q.: ____ Ski ll Bonus: + __ % 
M.E.: ___ Save vs Psionics /Insanity: + __ 
M.A.: ___ Tru st/ Intimid ate: __ % 
P.S.: ____ Damage Bonus: + __ 
P.P.: ____ Strike/Parry/Dodge Bonus: + __ 
P.E.: ____ Coma/Death: + __ % Poison /Magic: + __ 
P.8.: ____ Charm/Impress: __ % 
Spd (mph/kmph): { / ) Flying: { / ) 
P.P.E. : ___ I.S.P.: __ _ 
Armor M.D.C ./S.D.C.: ____________ _ 

Race : ___________________ _ 

Sex: Height: ___ _ Weight: __ _ Age: __ 
Physical Description: _________ __ ___ _ 

Place of Origin: _______________ _ 
Disposition : _________________ _ 
Allies: ___________________ _ 

Enemies: __________________ _ 

Natural/Specia l Abilities, Powers & Vulnerabi lities: 

Bonuses: 
+ 1 to initiative. + I vs horror factor. + I vs ps ionics. I extra attack 
per melee. __________ ______ _ _ 
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RIFTS® Phase World: CAF Scientist O.C.C. 

O.C.C. Skills: 
Language: Native _________ _ 

(5_0/30 + 15%) Language & Literacy ___ _ 
(50/30+ 15%) Language & Literacy ___ _ 
(50/30 + 15%) Language & Literacy __ _ _ 
(50/30+ 15%) Language & Literacy ____ , 

Computer Operation 
Advanced Math 
Radio: Basic 
Basic Electronics 

(40%+15%) 
(45% +20%) 
(45% + 10%) 
(30% + 10%) 
(_ +25%) Science: ________ _ 

First Aid (45% + 10%) 
W.P. Energy Pistol 
Hand to Hand: _____ _____ _ 

O.C.C. Related Skills: 

Secondary Skills: 

+%/lvl % 
98% 

+5% 
+5% 
+5% 
+5% 
+5% 
+5% 
+5% 
+5% 

+5% 

+%/lvl % 

+%/ lvl % 

Name: _________________ __ _ 
Alignment : _____________ __ __ _ 
M.D.C.: ______ Horror Factor: ______ _ 
S.D.C./Hit Points: ______________ _ 
Level: _____ Experience: _________ _ 
O.C.C.: __ ___ ____________ _ 
Savings: __________________ _ 

J.Q.: ____ Skill Bonus:+ __ % 
M.E.: ___ Save vs Psionics/Insanity: + __ 
M.A.: ___ Trust / Intimidate: __ % 
P.S.: __ __ Damage Bonus: + __ 
P.P.: ____ Strike/Parry/Dodge Bonus: + __ 
P.E.: ___ _ Coma/Deat h : + __ % Poiso_n/Magic: + __ 
P.B.: __ __ Charm/Impress: __ % 
Spd (mph/kmph): ( I ) Flying : ( I ) 
P.P.E.: ___ I.S.P.: __ _ 
Armor M.D.C./S.D.C.: __ _____ _____ _ 

Race: __ ____ __________ ___ _ 

Sex: Height: ___ _ Weight: __ _ Age : __ 
Physical Description: ______________ _ 

Place of Origin: ___ ________ ____ _ 
Disposition: _ ___ _____________ _ 
Alli es: ______ _____________ _ 

Enem ies: __________________ _ 

Natural/Special Abilities, Powers & Vulnerabilities: 

Bonuses: 
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@ TM 
lUFTS Phase World: CAF Trooper O.C.C. 

O.C.C. Skills: 
Language: Native _________ _ 

Language: Trade _________ _ 
(50%+15%) Language _______ _ 

(50%+ 15%) Language __ __ ___ _ 

Radio: Basic 
Pilot Tank & APC 
Pilot Contragravity Pack 
Read Sensory Equipm ent 
Weapon Systems 
Climbing 
Swimming 
Running 
Power Armor Combat: Basic 
W.P. Energy Pisto l 
W.P. Energy Rifle 

(45%+ 10%) 
(36%+ 15%) 
(42%+ 10%) 
(30%+ 10%) 
(40%+15%) 

(40%) 
(50%) 

W.P. __ ______ __ ___ _ 

Hand to Hand: __________ _ 

O.C.C. Related Skills: 

Secondary Skills: 

+%/lv l % 
98% 
98% 

+5% 
+5% 
+5% 
+4% 
+4% 
+5% 
+5% 
+5% 
+5% 

+%/lvl % 

+%/ lvl % 

Name: ___________________ _ 
Alignment: _________________ _ 
M.D.C.: ______ Horror Factor: ___ ___ _ 
S.D.C./Hit Points: ______________ _ 
Level: _____ Experience: ________ _ 

O.C.C.: ------------------
Savings: __________________ _ 

I.Q.: ____ Skill Bonus : + __ % 
M.E.: ___ Save vs Psionics /Insanity: + __ 
M.A.: ___ Trust/Intimidate : __ % 
P.S.: ____ Damage Bonu s: + __ 
P.P.: ___ Strike/Parry/Do dge Bonu s: + __ 
P.E.: ____ Coma/D eath:+ __ % Poison/Magic: + __ 
P.8.: ____ Charm/Impress: __ % · 
Spd (mph/kmph): ( I ) Flying: ( I ) 
P.P.E .: ___ I.S .P.: __ _ 
Armor M.D.C./S .D.C.: ____________ _ 

Race: ___________________ _ 

Sex: Height: ___ _ Weight: __ _ Age: __ 
Phys ical Description: ______________ _ 

Place of Origin: _______________ _ 
Disposition : ________________ _ _ 
Allies: __ _ ________________ _ 

Enemies: __________________ _ 

Natural/Special Abilities, Powers & Vulnerabilities : 

Bonuses: 
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TM 
RIFTS® Phase World : Cosmo-Knight O.C.C. 

O.C.C .. Skills: 
Language: Native _________ _ 

(50%+20%) Language _______ _ 
(50% +20%) Language _______ _ 

(50% +20%) Language _______ _ 

Radio: Basic 
Navigation: Space 
Demon and Monster Lore 
Movement: Zero Gravity 

(45%+5%) 
(40% + 15%) 
(25%+ 10%) 

(P.P.x5+ 10%) 
W.P. _____________ _ 

Hand to Hand: Martia l Arts 

O.C.C. Related Skills: 

Secondary Skills: 

+%/lv l % 
98% 

+5% 
+5% 
+5% 
+5% 
+5% 
+5% 
+4% 

+%/ lvl % 

+%/ lvl % 

Name: ___________________ _ 
Alignment: _________________ _ 
M.D.C.: ____ _____________ _ 

Horror Factor: None as hum anoid/ IO as Cosmo-kni ght/ 12 for 
evil beings. 
S.D.C./Hit Points: ______________ _ 
Level: _____ Experience: ____ ____ _ 
O.C.C.: _________________ _ 
Savings : __________________ _ 

I.Q.: ____ Ski ll Bonus:+ __ % 
M.E.: ___ Save vs Psionics/lnsanity: + __ 
M.A.: ___ Trust / Intimidate: __ % 
P.S.: ____ Damage Bonus: +__ . 
P.P.: ___ _ Strike/Parry/ Dodge Bonus: + __ 
P.E.: ____ Coma/Deat h :+ __ % Poi son/Magic:+ __ 
P.B. : ____ Charm/Impress: __ % 
Spd (mph/kmph): ( I ) Flying: ( I ) 
P.P.E.: ___ I.S.P.: __ _ 
Cosmic Armor: 500 M.D.C. and regenerates and can be healed 
at the same rate as the knight's body. 

Race: ___________________ _ 

Sex: Height: ___ _ Weight: __ _ Age: __ 
Physical Description: ______________ _ 

Place of Orig in: _______________ _ 
Disposition: _________________ _ 
Allies: ___________________ _ 

Enemies: __________________ _ 

Cosmic Blasts: 
In atmoshere: 106 x IO M.D. at leve l one, extra I D6 x IO M.D. 
at levels three, six, nine and twe lve. Range 4000 feet/ 1200 m. 
In space: 20 P.P.E. to doub le the number of dice. 100 P.P.E. to 
multiply the damage by five. 1,000 to multipl y the damage by ten 
Range 5 miles (8 km), 10 miles (16 km) if the energy power is 
increased. + 3 to strike, in additi on to normal hand to hand 
bonu ses. 

Natural/Specia l Abilities, Powers & Vulnerabilities : 
Supernatra l strength. Plasma and fire attacks (except magic fire) 
do no damage. Non-mag ica l energy attacks do 1/ lO0th damage. 
Plasma and nuclear exp losions do 11100th damage. Magica l 
attacks do normal damage, as do phys ical attacks like M.D. 
punches, railguns, bullets and exp los ions. Superlum inal Flight ( 1 
light year per level per use. Costs 30 P.P.E ./M.D.C.) In an 
atmosphere, flight at Mach One per leve l. Nav igat ion: Space ski ll 
89%. Mag ic and psionic attacks do fu ll damage to Cosmo-
knig hts. Can also create a Cosmic Weapon., ______ _ 

Bonuses: 
+2 on initiative. +2 to strike , parry and dodg e. +3 vs magic. +4 
vs poi son and disease. +6 vs horror factor. 
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RIFTS® Phase World: Draconid R.C.C. 

O.C.C. Skills: 
Language: Dragonese /Elven 
Language: Trade Five 
Language _______ _ (50%+20%) 
Language ___ _ ___ _ (50% +20%) 
Basic Math 
Basic Radio 
Basic Electron ics 
Demon and Monster Lore 

(45% + 15%) 
(45% +10%) 
(30% + 10%) 
(25% + 15%) 

Pilot _________ _ (_+10%) 
Wilderness Survival (30%+10%) 
W.P. _____________ _ 
W.P. _____________ _ 

Hand to Hand: ______ _ ___ _ 

O.C.C. Related Skills: 

Secondary Skills: 

+%/lvl % 
98% 
98% 

+5% 
+5% 
+5% 
+5% 
+5% 
+5% 

+5% 

+%/lv l % 

+%/lvl % 

Name: ------------- -------
Alignment: _________________ _ 
M.D.C.: ______ Horror Factor: ______ _ 
S.D.C./Hit Points: ______________ _ 
Level: _____ Experience: ________ _ 
O.C.C.: _________________ _ 
Savings: __________________ _ 

I.Q.: ____ Sk ill Bonus: + __ % 
M.E .: ___ Save vs Psionics / Insanity : + __ 
M.A.: ___ Trust/Intim idate: __ % 
P.S.: ____ Damage Bonu s: + __ 
P.P.: ____ Strike /Parry /Dodge Bonus: + __ 
P.E.: ____ Coma/Death:+ __ % Poison /Magic: + __ 
P.B.: ____ Charm/Impress: __ % · 
Spd (mph/kmph): ( I ) Flying : { / ) 
P.P .E.: ___ I.S.P .: __ _ 
Armor M.D .C./S.D.C.: ____________ _ 

Race: Draconid 
Sex: ___ Height: ___ _ Weight: __ _ Age: __ 
Physica l Description: ______________ _ 

Place of Origin: _______________ _ 
Disposition: _________________ _ 

Allies: --------------------
Enemies: -------------------

Natural/Special Abilities, Powers & Vulnerabilities: 
Nightvision 90 ft (27.4 m). See the invisib le. Bio-regenerate 3D6 
M.D.C. every five minutes. Supernat ural strength. Bite inflicts 
2D4 M.D. Imperviou s to normal weapons, fire & cold. Magic, 
psionics and M.D. weapo ns have full effect.. ______ _ 

Bonuses: 
+I vs magic. +3 vs horro r factor. _________ _ 
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O.C.C. Skills: +%/lvl % 
Language: Native _________ _ 

Radio: Basic (45%+5%) +5% 
Computer Operation (40%+5%) +5% 
Pilot __________ ( __ + 10%) 

Weapon Systems (40%+ 10%) +5% 
Read Sensory Systems (30%+10%) +5% 
Prowl (25%+ 10%) +5% 
Running 
W.P. Energy Rifle 
W.P . . Energy Pisto l 
W.P. _____________ _ 

Hand to Hand: __________ _ 

98% 

O.C.C. Related Skills: +%/ !vi % 

Secondary Skills: +%/lvl % 
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Name: ___________________ _ 
Alignment: _________________ _ 
M.D.C.: ______ Horror Factor: ______ _ 
S.D.C./Hit Points: ______________ _ 
Level: _____ Experience: ________ _ 

O.C.C.: ------------------
Sav ings: __________________ _ 

I.Q.: ____ Sk ill Bonus: + __ % 
M.E.: ___ Save vs Psionics/lnsanity: + __ 
M.A.: ___ Trust/Intimidate: __ % 
P.S.: ____ Damage Bonus: + __ 
P.P.: ____ Strike/Parry/Dodge Bonus: + __ 
P.E.: ____ Coma/Deat h: + __ % Pois_on/Magic: + __ 
P.B.: ____ Charm/Impress: __ % 
Spd (mph/kmph): ( I ) Flying: ( I 
P.P.E.: ___ J.S.P.: __ _ 
Armor M.D.C./S.D.C.: ____________ _ 

Race: ___________________ _ 

Sex: Height: ___ _ Weight: __ _ Age: __ 
Physical Description: _______ ____ ___ _ 

Place of Origin: _______________ _ 
Disposition: _________________ _ 
Allies: _____ ___ ___________ _ 

Enemies: __________________ _ 

Natural/Special Abilities, Powers & Vulnerabilities: 

Bonuses: 
+ I to initiative, + I to parry and dodge. ________ _ 



TM 

RIFTS® Phase World: Galactic Tracer O.C.C. 

O.C.C. Skills: 
Language: Native _________ _ 

(50/30 + 15%) Language & Literacy ___ _ 
(50/30+ 15%) Language & Literacy ___ _ 

Basic Math 
Radio: Basic 
Survei llance Systems 
Intelligence 
Computer Operations 
Detect Ambush 
Pilot Small Starship 
W.P. Energy Pistol 
W.P. Energy Rifle 

(45%+10%) 
(45%+10%) 
(30%+10%) 
(32% + 10%) 
(40%+]5%) 
(30% + 10%) 
(36%+10%) 

W.P. ____________ _ 
Hand to Hand: __________ _ 

O.C.C. Related Skills: 

Secondary Skills: 

+%/lvl % 
98% 

+5% 
+5% 
+5% 
+5% 
+5% 
+4% 
+5% 
+5% 
+4% 

+%/lvl % 

+%/lvl % 

Name: ___________________ _ 
Alignment: _________________ _ 
M.D.C.: ______ Horror Factor: ______ _ 
S.D.C./Hit Points: ______________ _ 
Level: _____ Experience: ________ _ 
O.C.C.: _________________ _ 

Savings: __________________ _ 

I.Q.: ____ Skill Bonus: + __ % 
M.E.: ___ Save vs Psionics/lnsanity: + __ 
M.A.: ___ Trust/Intimidate: __ % 
P.S .: ____ Damage Bonus:+ __ 
P.P.: ____ Strike/Parry/Dodge Bonus : + __ 
P.E.: ____ Coma/Death: + __ % Poison/Magic: + __ 
P.B.: ____ Charm/Impress: __ % · 
Spd (mph/kmph): ( I ) Flying: ( ) 
P.P.E.: ___ I.S .P.: __ _ 
Armor M.D.C ./S.D.C.: ____________ _ 

Race: 
Sex: Height: Weight: __ _ Age: __ 

Physical Description: 

Place of Origin: 
Disposition: 
Allies : 

Enemies: 

Natural/Special Abilities, Powers & Vulnerabilities: 

Bonuses: 
+2 on initiative , +l to strike. _____ ______ _ 
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TM 

RIFTS® Phase World: Imperial Legionnaire O.C.C. 

O.C.C. Skills: +%/ lvl % 
Language: Nat ive ________ _ 98% 
Radio: Basic (45%+10%) +5% 
Pilot _______ __ (___ +I 0%) 

Pilot (___+10%) 
Read Sensory Equipment (30%+ 10%) +5% 
Weapon Systems (40%+10%) +5% 
Movement: Zero Grav ity (P.P.x5+ l 0%) +4% 
Power Armor Combat: Basic 
W.P, Energy Pistol 
W.P. Energy Rifle 
W.P. Heavy 
Hand to Hand: _________ _ 
Hand to Hand: _________ _ 

O.C.C. Related Skills: 

Secondary Skills: 

(zero grav ity) 
(normal) 

+%/ lvl % 

+%/lvl % 
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Name: __________________ _ 
Alignment: ________________ _ 
M.D.C.: ______ Horror Factor: _____ _ 
S.D.C./Hit Points: ______________ _ 
Level: _____ Experience: ________ _ 

O.C.C.: ------------------
Savings: _________________ _ 

I.Q.: ____ Skil l Bonus: + __ % 
M.E.: ___ Save vs Psionics /Insanity: + __ 
M.A.: ___ Trust/Intimidate : __ % 
P.S.: ____ Damage Bonus: + __ 
P.P.: ____ Strike/Parry/Dodge Bonus: + __ 
P.E.: ___ Coma/Death:+ __ % Poi~on/Magic: + __ 
P.B.: ___ Charm/Impress: __ % 
Spd (mph/kmph): ( I ) Flying: ( I ) 
P.P.E.: ___ I.S.P.: __ _ 
Armor M.D.C./S.D.C.: ____________ _ 

Race: __________________ _ 

Sex: Height: ___ _ Weight: __ _ Age: __ 
Physical Description: _____________ _ 

Place of Origin: _______________ _ 
Disposition : ____ ____________ _ 
Allies: __________________ _ 

Enemies: _________________ _ 

Natural/Special Abilities, Powers & Vulnerabilities: 

Bonuses: 



TM 
RIFTS® Phase World: Imperial Security Agent O.C.C. 

O.C.C. Skills: 
Language: Native _________ _ 

(50/30+20%) Language & Literacy ___ _ 
(50/30+20%) Language & Literacy ___ _ 

Radio: Basic 
Computer Operat ion 
Surveillance Systems 
Intelligence 
Disgui se 
Forgery 
Cryptograp hy 
Computer Hacking 
Prowl 
W.P. Energy Pisto l 

(45%+ 10%) 
(40%+ 10%) 
(30% +]0%) 
(32%+15%) 
(25%+10%) 
(20% +10%) 
(25%+ 10%) 

(15%+5%) 
(25% +10%) 

W.P. _· _____________ _ 
W.P. _____ ________ _ 

Hand to Hand: __________ _ 

O.C.C. Related Skills: 

Secondary Skills: 

+%/lvl % 
98% 

+5% 
+5% 
+5% 
+5% 
+5% 
+4% 
+5% 
+5% 
+5% 
+5% 
+5% 

+%/ lvl % 

+%/lv l % 

Name: ___________________ _ 
Alignment: _________________ _ 
M.D.C.: ____ __ Horror Factor: ______ _ 
S.D.C./Hit Points: ______________ _ 
Level: ______ Experience: ________ _ 

O.C.C.: ------------------
Savings: __________________ _ 

I.Q.: ____ Skill Bonus: + __ % 
M.E.: ___ Save vs Psionics / Insanity: + __ 
M.A.: ___ Trust/Intimidate: __ % 
P.S.: ____ Damage Bonus: + __ 
P.P.: ____ Strike/Parry/Dodge Bonus: + __ 
P.E.: ____ Coma/Deat h: + __ % Po iso11/Magic: + __ 
P.B.: ____ Charm/Impress: __ % 
Spd (mph/kmph): { / } Flying: { / 
P.P.E.: ___ I.S.P. : __ _ 
Armor M.D.C./S.D.C.: _____________ _ 

Race: ___________________ _ 

Sex: Height: ___ _ Weight : __ _ Age: __ 
Physical Description: ______________ _ 

Place of Origin: _______________ _ 
Disposition: _________________ _ 
Allies: ___________________ _ 

Enemies: __________________ _ 

Natural/Special Abilities , Powers & Vulnerabilities : 

Bonuses: 
+1 to initiative. __ _ ____________ _ 
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TM 

RIFTS® Phase World: Machine People R.C.C. 

O.C.C. Skills: +%/lvl % 
Language: Native _________ _ 98% 
Language ________ (50%+20%) 

Language (50%+20%) 
Basic Radio (45%+15%) 
Basic Math (45%+ 15%) 
Advanced Math (45% +15%) 
Robot Mechanic s (20%+ 10%) 
Computer Operations ( 40%+ I 0%) 
Computer Programming (30%+ 10%) 
W.P. _____________ _ 

Hand to Hand: __________ _ 

O.C.C. Related Skills: +%/ lvl % 

Secondary Skills: +%/lv l % 

Name: __________________ _ 
Alignment: _________________ _ 
M.D.C.: ______ Horror Factor: _1~0~----
S.D.C./Hit Points: ______________ _ 
Level: _____ Experience: ________ _ 
O.C.C.: _________________ _ 
Savings: __________________ _ 

I.Q.: ____ Skill Bonus: + __ % 
M.E.: ___ Save vs Psionics /Insanity: + __ 
M.A.: ___ Trust/Intimidate: __ % 
P.S.: ____ Damage Bonus: + __ 
P.P.: ____ Strike/Parry/ Dodge Bonus: + __ 
P.E.: ____ Coma/Death: + __ % Poison /Magic: + __ 
P.B.: ____ Charm/Impress: __ % 
Spd (mph/kmph): ( I ) Flying: ( I 
P.P.E.: ___ I.S.P.: ___ _ 
Armor M.D.C ./S.D.C.: ____________ _ 

Race: Machine People 
Sex: ___ Height: ___ _ Weight: __ _ Age: __ 
Physical Description : _____________ _ 

Place of Origin: _______________ _ 
Disposition: _________________ _ 
Allies: __________________ _ 

Enemies: _____________ _____ _ 

Natural/Special Abilities, Powers & Vulnerabilities: 
Impervious to vacuum, poisonous atmospheres , toxin s and drugs, 
and radiation . If reduced to O M.D.C., the robot falls in a coma 
while its body tries to repair itself. If reduced to -100 M.D.C., the 
robot is utterly destroyed. Morph ing (Armor up to ID4 x 100 
M.D.C. OR + 10 to P.S. OR Shape change OR Meld with a 
weapon + I to strike with hand held weapon or unlimi ted power 
for an energy weapon) . Machine Melding: Superior Pilot (+15% 
to all piloting rolls, + I to strike, parry and dodge with any robot 
or vehicle, and automatica lly have the equiva lent to Robot, Power 
Armor and Pilot ing Combat: Elite). Mach ine Melding: Universal 
Head jack (see Rifts, p. 230), and + 15% to all their computer 
operat ions, programmi ng and hacking roll s). Damage is 
regenerated at l D6 M.D .C. per minute . The robot must "eat" 2.5 
pounds / 1 kg of metal to replace I D6 lost M.D .C., plus a similar 
amount every week. If no metal is "eaten" in a month, will lose 
ID6 M.D.C. per month. _______ _____ _ 

Bonuses: 
+1 on initiativ e. +4 vs magic. +3 vs psionics. +3 vs horror factor. 
I extra attack per melee. ___________ __ _ 
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TM 

RIFTS® Phase World: Naruni Repo-Bot O.C.C. 

O.C.C. Skills: +%/lvl % 
Language: Native _________ _ 98% 
Basic Radio (45%+ 10%) +5% 

(50%+ 15%) Language _______ _ +5% 
(50%+ 15%) Language _______ _ +5% 

Computer Operations (40%+ 10%) +5% 
(_ + 10%) Pilot _________ _ 

(_ +10%) Pilot _________ _ 
Weapon Systems (40%+ 15%) +5% 
Tracking (25%+5%) +5% 

W.P. ---=--------------W.P. _________ __ __ _ 

Hand to Hand: __________ _ 

O.C.C. Related Skills: +%/ lvl % 

Secondary Skills: +%/ lvl % 

Name: ___________________ _ 
Alignment: _________ ________ _ 
Horror Factor: __________ _____ _ 
Level: _____ Exper ience: _________ _ 

O.C.C.: ------------------
Savings: ________________ __ _ 

I.Q.: ____ Skill Bonus: + __ % 
M.E.: ___ Save vs Psionics /lnsanity : + __ 
M.A.: ___ Trust/Intimidate: __ % 
P.S.: 50 Damage Bonus: + __ 
P.P.: 26 Strike/Parry /Dodge Bonus: + __ 
P.E.: ____ Coma/Death: + __ % Poison/ Magic: + __ 
P.8.: ____ Charm/Impress: __ % 
Spd (mph/ kmph): ( I ) Flying: ( · I ) 
P.P.E.: _ __ J.S.P.: __ _ 

M.D.C. by location: Head 200 (-2 to hit) . Main Body 600. Arms 
200 each. Legs 240 each. Force Field 300. 

Race: ___________________ _ 

Sex: Height: ___ _ Weight: __ _ Age: __ 
Physical Description: ___ ______ _____ _ 

Place of Origin : _______________ _ 
Disposition: __________ _____ __ _ 
Allies : ___________________ _ 

Enemies: ____ ____ __________ _ 

Built-in Weapon Systems : Particle beam weapon (ID4 x 10 per 
shot, 2000 feet/6 10 m range, unlimited payload). Plasma flame
thrower (506 M.D. to a 20 feet/6.1 m area, 200 feet/6 1 m range, 
unlimited payload). Finger- laser (4D6 M.D., 2000 feet/6 10 m 
range, unlimit ed payload). Any heavy energy weapon can be 
plugged to the repo-bot's power supply for an unlim ited payload . 

Cybernetic Systems: Multi -opt ic eye, infra/ultra eye ultra-ear, 
amplified hearing, polarized filters, and sensor hand. Internal 
oxygen supply will keep the Repo-Bot alive for 96 hours. 

Natural/Special Abilities, Powers & Vulnerabilities: 
Run up to I 00 mph/1 60 km without tiring. __ ____ _ 

Bonuses: 
+2 to initi ative. +8 to strike, parry and dodge. I extra attack per 
melee. Includes P.P. bonuses. ___ ___ _____ _ 
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TM 
RIFTS® Phase World: Noro Mystic Warrior O.C.C. 

·~ 

O.C.C. Skills: +%/lvl % 
Language: Native _________ _ 98% 
Language ________ (50% + 15%) +5% 
Language (50%+ 15%) +5% 
Language (50%+15%) +5% 
Monster and Demon Lore (25% + 10%) +5% 
Pilot (_ + 10%) 
Power Armor Combat: Basic 
W.P. Energy Pistol 
W.P. Energy Rifle 
Hand to Hand : _______ ___ _ 

O.C.C. Related Skills: +%/lvl % 

Secondary Skills: +%/lvl % 

Name: __________________ _ 
Alignment: _________________ _ 
M.D.C.: ______ Horror Factor : ______ _ 
S.D.C./Hit Points: ______________ _ 
Level: _____ Experience: ________ _ 

O.C.C.: ------------------
Savings: __________________ _ 

I.Q.: ____ Skill Bonus: + __ % 
M.E.: ___ Save vs Psion ics/Insanity: + __ 
M.A.: ___ Trust/Inti midat e: __ % 
P.S.: ____ Damage Bonus: + __ 
P.P.: ____ Strike/Parry/Dodge Bonus: + __ 
P.E.: ____ Coma/Death: + __ % Poi~on/Magic : + __ 
P.B.: ____ Charm/Impres s: __ % 

Spd (mph/kmph): ( I ) Flying: ( I 
P.P.E.: ___ I.S.P.: ___ _ 
Armor M.D.C ./S.D.C. : ____________ _ 

Race: Noro 
Sex: ___ Height: ___ _ Weight: __ _ Age: __ 
Physical Description: ______ ________ _ 

Place of Or ig in: _______________ _ 
Disposition: _________________ _ 
Allie s: ___________________ _ 

Enemies: ______ ___________ _ _ 

Natural/Special Abilities, Powers & Vulnerabilities: 
Bio-feedback (+3D6x IO S.D.C. +20% vs coma/death for I I.S.P.). 
Mi nd Blast (1D6 M.D. for every 5 I.S.P. max 2D6 M.D.+ ID6 
M.D. pe r level Range 300 feet/90 m). ________ _ 

Bonuses: 
+3 vs horror factor. ______________ _ 
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TM 

RIFTS® Phase World: Noro Psychic O.C.C. 

Name: ___________________ _ 
Alignment : _________________ _ 
M.D.C.: ______ Horror Factor: ___ ___ _ 
S.D.C./Hit Points: ______________ _ 
Level: ______ Experience : ________ _ 

O.C.C.: Noro Psychic 
Savings: __________________ _ 

1.Q.: ____ Skill Bonus : + __ % 
M.E.: ___ Save vs Psionics/lnsanity: + __ 
M.A.: ___ Trust/ Intimidat e: __ % 
P.S.: ____ Damage Bonus : + __ 
P.P.: ____ Strike/Parry/Dodge Bonus: + __ 
P.E.: ____ Coma/Death: + __ % Poison/ rytagic: + __ 
P.B.: ____ Charm/Impress: __ % 
Spd (mph/kmph): { / ) Flying: { / 
P.P.E.: ___ I.S.P.: __ _ 
Armor M.D.C ./S.D.C.: _____________ _ 

Race: Noro 
O.C.C. Skills: +%/lvl % Sex: ___ Height: Weight: _ _ _ Age: __ 

Language: Native 98% Physical Description : 
Basic Math (45%+20%) +5% 
Advanced Math (45%+20%) +5% Place of Origin: 
Basic Radio (45%+ 15%) +5% Disposition : 
Computer Operat ion (40%+ 15%) +5% Allies: 
Biology (30%+ 10%) +5% 
Pathology (40%+ 10%) +5% Enemies: 
Medical Doctor (60/50+ 15%) +5% 
Criminal Sciences and Forensics (35%+ 15%) +5% 

Natural/Special Abilities, Powers & Vulnerabilities: 
O.C.C. Related Skills : +%/ lvl % Summon Ent ities (10 I.S.P. hauntin g, 20 I.S.P. syphon , 30 I.S.P. 

tectonic, 40 l.S.P. possessing). _____ _____ _ 

Bonuses: 
Secondary Skills: +%/ lvl % +2 to save vs. psionics . _ _______ _ ____ _ 
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TM 

RIFTS® Phase World: Phase Mystic O.C.C. 

O.C.C. Skills: 
Language: Native _________ _ 

Language & Literacy: Promethean 
Language & Literacy: Trade Two 
Language ________ (50% +25%) 
Language ________ (50% +25%) 

Basic Math (45%+20%) 
Advanced Math (45% + 10%) 
Galactic Lore (25% + 10%) 
Pilot Small Spacecraft (60%+ 15%) 
Pilot __________ (_ +10%) 
Pilot __________ (_ + 10%) 

Prowl (25%+10%) 
Detect Ambush (30% +20%) 
W.P. Sword 
W.P. Energy Pistol 
W.P. Energy Rifle 
Hand to Hand: __________ _ 

O.C.C. Related Skills: 

Secondary Skills: 

+%/lvl % 
98% 
98% 
98% 

+5% 
+5% 
+5% 
+5% 
+5% 
+3% 

+5% 
+5% 

+%/lvl % 

+%/lvl % 

Name: ___________________ _ 
Alignment: _________________ _ 
M.D.C.: ----=-N-'-"o=n=e _____ Horror Factor: --'-1"'"0 ___ _ 
S.D.C./Hit Points: ______________ _ 
Level: _____ Experience: ________ _ 
O.C.C.: Phase Mystic 
Savings: __________________ _ 

LQ.: ____ Skill Bonus: + __ % 
M.E.: ___ Save vs Psionics /Insanity: + __ 
M.A.: ___ Trust/Int imidate: __ % 
P.S.: ____ Damage Bonus: + __ 
P.P.: ____ Strike/Parry/Dodge Bonus: + __ 
P.E.: ____ Coma/Death : + __ % Poison /Magic: + __ 
P.B.: ____ Charm /Impress: __ % 
Spd (mph/kmph): ( I ) Flying: ( I ) 
P.P.E.: ___ LS.P.: __ _ 
Armor M.D.C ./S.D .C.: ____________ _ 

Race: ___________________ _ 

Sex: Height: ___ _ Weigh t: __ _ Age: __ 
Physical Description: ______________ _ 

Place of Or ig in: ___ ___ _________ _ 
Disposition: _________________ _ 
Allies: ______________ _ ____ _ 

Enemies: __________________ _ 

Natural/Special Abilities, Powers & Vulnerabilities: 
Magical Resistance (negates spells that target the mystic). __ 

Bonuses: 
+2 on initi ative. ________ ___ ____ _ 
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TM 

RIFTS® Phase World : Promethean R.C.C. 

O.C.C. Skills: +%/lvl % 
Language & Literacy: Promethean 98% 
Language & Literacy: Trade Two 98% 

Language (50%+25%) +5% 

Language (50%+25%) +5% 
Basic Math (45%+20%) +5% 

Advanced Math (45%+20%) +5% 

Hand to Hand: 

O.C.C. Related Skills: +%/ lvl % 

Secondary Skills: +%/lvl % 

Name: ___________________ _ 
Alignment: _________________ _ 

M.D.C.: ~N,.,,oc:.:n::..e _____ Horror Factor: __,_10"------
S.D.C./Hit Points: ______________ _ 
Level: _____ Experience: ________ _ 
O.C.C.: _________________ _ 

Savings: __________________ _ 

I.Q.: ____ Skill Bonus: + __ % 
M.E.: ___ Save vs Psionics / Insanity: + __ 
M.A.: ___ Trust/Intimidate: __ % 
P.S.: ____ Damage Bonus : + __ 
P.P.: ____ Strike /Parry/Dodge Bonus: + __ 
P.E.: ____ Coma/Death:+ __ % Poison /Magic: + __ 
P.B.: ____ Charm/Impress: __ % 
Spd (mph/kmph): ( I ) Flying: ( I ) 
P.P.E. : ___ J.S.P.: __ _ 
Armor M.D.C./S.D.C.: 

Race: Promethian 
Sex: ___ Height: Weight: Age: __ 

Physical Description: 

P lace of Origin: 
Disposition : 
Allies: 

Enemies: 

Natural/Special Abilities, Powers & Vulnerabilities: 
Doesn 't breathe air. Impervious to radiation and normal heat and 
cold. Can see in total darkness. Has eagle-like normal vision. 
Phased bodie s (M.D. is S.D.C. damage & S.D.C. half damage). 
Phase te leportation (1 mile/ 1.6 km per level, 50% +4% per level). 
Automatically Sense Dimensional Anomalies (I mile/ 1.6 km). 
Ley Line Phasing. Supernatural strength. Phase-tech weapons 
inflict doub le damage. _____________ _ 

Other Bonuses 
+ I on initiative . +6 vs magic. +3 vs psionics . +6 vs horror factor. 
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TM 

RIFTS® Phase World: Promethean Phase Adept O.C.C. 

O.C.C. Skills: 
Language & Literacy: Promethean 
Language & Literacy: Trade Two 
Language ________ (50% +25%) 
Language ________ (50%+25%) 
Basic Math (45% +20%) 
Advanced Math (45% +20%) 
Galactic Lore (25%+ 15%) 
Pilot Small Spacecraft (60%+20%) 
Pilot ________ _ (_ + 15%) 
Pilot _________ (_+15%) 
Prowl (25% + 15%) 
Detect Ambush (30% +20%) 
W.P. Sword 
W.P: Energy Pistol 
W.P. Energy Rifle 
Hand to Hand: Martial Arts 

O.C.C. Related Skills: 

Secondary Skills: 

+%/lvl % 

+5% 
+5% 
+5% 
+5% 
+5% 
+3% 

+5% 
+5% 

98% 

+%/lvl % 

+%/ lvl % 

Name: ___________________ _ 
Alignment: _________________ _ 
M.D.C.: ___..!.,.N!!:o:!.!n-"'-e ____ Horror Factor: __,_1"""0 ___ _ 
S.D.C./Hit Points: ______________ _ 
Level: _____ Experience: ________ _ 

O.C.C.: Phase Adept 
Savings: __________________ _ 

I.Q.: ____ Skill Bonus: + __ % 
M.E.: ___ Save vs Psionics /Insanity: + __ 
M.A.: ___ Trust /Intimidate: __ % 
P.S.: ____ Dama ge Bonu s: + __ 
P.P .: ____ Strike /Parry/Dodge Bonu s:+ _ _ 
P.E.: ___ _ Coma/Death :+ __ % Poison / Magic: + __ 
P.B .: ____ Charm /Impre ss : __ % 
Spd (mph/kmph): { / ) Flying: { / ) 
P.P .E.: ___ I.S.P .: __ _ 
Armor M.D.C ./S.D.C.: ____________ _ 

Race: Promethian 
Sex: ___ Height: ___ _ Weight: __ _ Age: __ 
Physical Description: ______________ _ 

Place of Origin: ________ __ _____ _ 
Disposition: _________________ _ 
Allies: ___________________ _ 

Enemies: __________________ _ 

Natural/Special Abilities, Powers & Vulnerabilities: 
Doesn't breathe air. Imperviou s to radiation and normal heat and 
cold. Can see in total darkness . Has eagle-like normal vision. 
Phased bodie s (M .D. is S.D.C. damage & S.D.C. half damage). 
Phase tel eportation (1 mile/1.6 km per leve l, 50% +4% per level). 
Automatically Sense Dimensional Anomalie s ( 1 mile / 1.6 km) . 
Ley Line Phasing. Supernatural strength. Phase-te ch weapon s 
inflict double damage. Magical Resi stance (negates spells that 
target adept). ___________ __ ____ _ 

Other Bonuses 
1 additional attack per melee. +3 on initiativ e. +6 vs magic. +3 
vs psionics. +6 vs horror factor. _____ __ ___ _ 
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TM 

RITFS® Phase World: Promethean Time Master O.C.C. 

O.C.C. Skills: 
Language & Literacy: Promethean 
Languag~ & Literacy: Trade Two 
Language ________ (50%+25%) 
Language ________ (50%+25%) 
Basic Math (45%+20%) 
Advanced Math (45%+20%) 
Demon & Monster Lore (25%+ 15%) 
Pilot _______ ___ L__ + 10%) 

W.P. Energy Pistol 
Hand to Hand: _________ _ _ 

O.C.C. Related Skills: 

Secondary Skills: 

+%/lvl % 

+5% 
+5% 
+5% 
+5% 
+5% 

98% 

+%/lvl % 

+%/ lvl % 

Name: ___________________ _ 
Alignment: _________________ _ 
M.D.C.: --=-N.,_,o~n:a:ce _____ Horror Factor : __,_1.::..0 ___ _ 
S.D.C./Hit Points: ______________ _ 
Level: _____ Experience: ________ _ 
O.C.C.: _________________ _ 
Savings: __________________ _ 

I.Q.: ____ Skill Bonus: + __ % 
M.E.: ___ Save vs Psionics/lnsanity: + __ 
M.A.: ___ Trust/Intimidate: __ % 
P.S.: ____ Damage Bonus: + __ 
P.P.: ____ Strike/Parry/Dodge Bonus:+ __ 
P.E.: ____ Coma/Death:+ __ % Poison/Magic: + __ 
P.B.: ____ Charm/Impress: __ % 
Spd (mph/kmph): ( I ) Flying: ( I ) 
P.P.E.: ___ J.S.P.: __ _ 
Armor M.D.C./S.D.C.: ____________ _ 

Race: Promethian 
Sex: ___ Height: ___ _ Weight: __ _ Age: __ 
Physical Description: ______________ _ 

Place of Origin: _________ __ ____ _ 
Disposition : _________________ _ 
Allies: ___________________ _ 

Enemies: ____ ______________ _ 

Insanities : 

Natural/Special Abilities, Powers & Vulnerabilities: 
Doesn't breathe air. Impervious to radiation and normal heat and 
cold. Can see in total darkness. Has eagle-like normal vision. 
Phased bodies (M.D. is S.D.C. damage & S.D.C. half damage). 
Phase teleportat ion (1 mile/ I .6 km per level, 50% +4% per level). 
Automatically Sense Dimensional Anomalies ( I mile/ 1.6 km). 
Ley Line Phasing. Supernatural strength. Phase-tech weapons 
inflict double damage. _____________ _ 

Other Bonuses 
+ I on initiative. +6 vs magic. +3 vs psionics. +6 vs horror factor. 
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TM 

RIFTS® Phase World: Runner O.C.C. 

O.C.C. Skills: 
Language: Nat ive _________ _ 
Language _______ _ (50%+20%) 
Language _______ _ (50%+20%) 
Basic Math 
Basic Radio 
Radio: Scramblers 
Cryptography 
Movement: Zero Gravity 
EVA 

(45%+10%) 
(45%+ 15%) 
(35%+ 10%) 
(25% + 10%) 

(P.P.x5+5%) 
(40%+5%) 

Pilot ___ ______ _ L__ + l5%) 
Pilot _____ _ ___ _ L__+ l 5%) 
Weapon Systems (40% +5%) 
Read Sensory Equipment (30%+ 15%) 
Streetwise (20%+10%) 
W.P. ________ __ ___ _ 
W.P. ____________ _ _ 
Hand to Hand: ____ ______ _ 

O.C.C. Related Skills: 

Secondary Skills: 

Name: ___________________ _ 
Alignment: __________ ___ ____ _ 
M.D.C.: ______ Horror Factor: ______ _ 
S.D.C./Hit Points: __________ ____ _ 
Level: _____ Experience: ________ _ 

O.C.C.: ---------- -- ------
Savi'ngs: __________________ _ 

1.Q.: ____ Skill Bonus: + __ % 
M.E.: ___ Save vs Psionics/Jnsanity: + __ 
M.A.: ___ Trust/Intimidate: __ % 
P.S.: ____ Damage Bonus: + __ 
P.P.: ____ Strike/Parry/Dodge Bonus: + __ 
P.E.: ____ Coma/Death: + __ % Poi'son/Magic: + __ 
P.B.: ____ Charm/Impress: __ % 
Spd (mph/kmph): ( I ) Flying: ( I ) 

+%/lvl % P.P.E.: ___ I.S.P.: _ _ _ 
98% Armor M.D.C./S.D.C.: ___ _________ _ 

+5% 
+5% Race: ___________________ _ 

+5% Sex: Height: __ _ _ Weight: __ _ Age: __ 
+5% Physical Description: _ _____________ _ 
+5% 
+5% Place of Origin: _______________ _ 
+4% Disposition: ________ __ __ _ ____ _ 
+5% Allies: __________ _________ _ 

Enemies: ______ ____________ _ 

+5% 
+5% 
+4% Natural/Special Abilities, Powers & Vulnerabilities : 

+%/ lvl % 

+%/lvl % 
Bonuses: 
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RIFTS® Phase World: Space Pirate O.C.C. 

Name: _________________ __ _ 
Alignment: _________________ _ 
M.D.C.: Horror Factor: _____ _ _ 
S.D.C./Hit Points: ______________ _ 
Level: ______ Experience: ________ _ 
O.C.C.: _________ _______ _ 
Savings: ________ ___ _______ _ 

I.Q.: ____ Ski ll Bonus: + __ % 
M.E.: ___ Save vs Psionic s/lnsanity: + __ 
M.A.: __ _ Trust/Intimidate : __ % 
P.S.: ____ Damage Bonus : + __ 
P.P.: ____ Strike/Parry/Dodge Bonus:+ __ 
P.E.: ____ Coma/Death: + __ % Poison/Magic: + __ 
P.B.: ____ Charm/Impress: __ % 
Spd (mph/kmph) : ( I ) Flying: ( I ) 
P.P.E.: __ _ I.S.P.: __ _ 
Armor M.D.C./S.D.C.: __________ __ _ 

O.C.C. Skills: +% /lvl % 
Language: Nat ive _________ _ 98% Race: __ ___ _____________ _ _ 

Basic Math (45%+ 10%) +5% Sex: Height: __ _ _ Weight: __ _ Age : __ 

Basic Radio (45%+10%) +5% Physical Description: _ _____________ _ 

Movement: Zero Gravity (P.P.x5+5%) +4% 
EVA (40%+10%) +5% Place of Origin: ______ ________ _ _ 

Pilot _________ (_ + 10%) Dispos ition : ____ _________ __ __ _ 

Pilot (_ +10%) Allies: ___ ____________ ____ _ 

Weapon Systems (40%+10%) +5% 
Read Se_nsory Equipm ent {30%+10%) +5% Enemies: __________________ _ 

Streetwise (20%+10%) +4% 
W.P. Energy Pistol 
W.P. Energy Rifle Natural/Special Abilities, Powers & Vulnerabilitie s: 
W.P. ____________ _ 

Hand to Hand: ____ ______ _ 

O.C.C. Related Skills: +%/lvl % 

Secondary Skills: +%/lvl % 
Bonuses: 
+ I to parry and dodge . _ _ __ _ ________ _ 
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TM 
RIFTS® Phase World: Spacer O.C.C. 

L:!Z,2:l,----C:~ 

O.C.C. Skills : 
Language: Native _________ _ 

Basic Math 
Basic Radio 
Spac~ship Mechanics 
First Aid 
Movement: Zero Gravity 
EVA 

(45%+ 10%) 
(45%+ 15%) 
(22%+ 10%) 
(45%+ 10%) 

(P.P.x5+ 15%) 
(40%+10%) 
(_ + 15%) Pilot _________ _ 

(_ + 15%) Pilot __________ , 

Read Sensory Equipment 
Computer Operation 

(30%+ 10%) 
(40%+ 10%) 

W.P. ___ __ __ __ ____ _ 

W.P. __ __ _______ __ _ 
Hand to Hand: __________ _ 

O.C.C. Related Skills: 

Secondary Skills: 

+%/lvl % 
98% 

+5% 
+5% 
+5% 
+5% 
+4% 
+5% 

+5% 
+5% 

+%/ lvl % 

+%/lvl % 

Name: ______ _____ _______ _ 
Alignment: ______________ _ __ _ 
M.D.C.: ______ Horror Factor: ______ _ 
S.D.C./Hit Points: ______________ _ 
Level: _____ Experience: ____ ____ _ 
O.C.C.: _________________ _ 
Savings: ___ ____________ ___ _ 

I.Q.: ____ Skill Bonus: + __ % 
M.E.: ___ Save vs Psionic s/1nsanity: + __ 
M.A.: ___ Trust/Intimidate: __ % 
P.S.: ____ Damage Bonus: + __ 
P.P.: ____ Strike/Parry/Dodge Bonus: + __ 
P.E.: ____ Coma/Death: + __ % Pois0n/Magic: + __ 
P.B.: ___ _ Charm/Impress: __ % 
Spd (mph/kmph) : ( I ) Flying: ( I ) 
P.P .E.: ___ I.S.P.: ___ _ 
Armor M.D.C./S.D.C.: _____ ___ ____ _ 

Race: ___ ____ ________ ____ _ 

Sex: Height: ___ _ Weight: __ _ Age: __ 
Physical Description : ______ _____ ___ _ 

Place of Origin: ________ ___ _ ___ _ 
Disposition: _________________ _ 
Allies: ___________________ _ 

Enemies: ___________ _ ______ _ 

Natural/Special Abilities, Powers & Vulnerabilities: 

Bonuses : 
+2 to save against space danger s. _____ __ __ _ 
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RIFTS® Phase World: TVIA Inspector O.C.C. 

Name: ___________________ _ 
Alignment: _________________ _ 
M.D.C.: ______ Horror Factor: ______ _ 
S.D.C./Hit Points: ______________ _ 
Level: _____ Experience: _________ _ 
O.C.C.: _________________ _ 

Savings: __________________ _ 

J.Q.: ____ Skill Bonus: + __ % 
M.E.: ___ Save vs Psionics /Insanity: + __ 
M.A.: ___ Trust/Intimidate: __ % 
P.S.: ____ Damage Bonus: + __ 
P.P.: ____ Strike /Parry/Dodge Bonus: + __ 
P.E.: ____ Coma/Deat h:+ __ % Poison /Magic: + __ 
P.B.: ____ Charm/Impress: __ % 
Spd (mph/kmph): ( I ) Flying: ( I ) 
P.P.E.: ___ J.S.P.: __ _ 
Armor M.D.C ./S.D.C.: _____________ _ 

Race: ___________________ _ 

Sex: Height : ___ _ Weight: __ _ Age: __ 
Physical Description: ______________ _ 

O.C.C. Skills: +%/lvl % 
Language : Native 98% Place of Origin: ____________ _ __ _ 
Language: Trade (50% +20%) +5% Disposition: _________________ _ 
Language: Trade (50% +20%) +5% Allies: ___________________ _ 
Language : Trade (50%+20%) +5% 
Law: Consortium (30% + 15%) +5% Enemies: _________ __ _______ _ 
Intelligence (32% + 10%) +4% 
Computer Operation (40% + 10%) +5% 
Computer Programming (30%+10%) +5% Natural/Special Abilities , Powers & Vulnerabilities: 
Computer Hacking (15% + 10%) +5% 
Basic Radio (45%+5%) +5% 
Surveillance Systems (30% + 10%) +5% 
Criminal Sciences and Forensic s (35% + )0%) +5% 
W.P. 
W.P. 
Hand to Hand: 

O.C.C. Related Skills: +%/lvl % 

Bonuses: 

Secondary Skills: +%/lvl % 
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RIFTS® Phase World: Wolfen Quatoria O.C.C. 

O.C.C. Skills: 
Language: Native _________ _ 
Radio: Basic 
Surveillance Systems 
Basic Electronics 
Detect Ambush 
Detect Concealment 
Intelligence 
Pilot: Small Starship 
W.P. Energy Pistol 
W.P. Energy Rifle 

(45%+ 10%) 
(30%+10%) 
(30%+10%) 
(30%+ 15%) 
(25%+15%) 

(32%+5%) 
(36%+ 10%) 

Hand to Hand: ______ ____ _ 

O.C.C. Related Skills: 

Secondary Skills: 

+%/lvl % 
98% 

+5% 
+5% 
+5% 
+5% 
+5% 
+4% 
+4% 

+%/lvl % 

+%/lvl % 

Name: ___________________ _ 
Alignment: _________________ _ 
Horror Factor: 12, but 14 when internal body revealed . 
Level: _____ Experience: ________ _ 
O.C.C.: _________________ _ 
Savings: __________________ _ 

I.Q.: ____ Ski ll Bonus: + __ % 
M.E.: ___ Save vs Psionic s/Insanity : + __ 
M.A.: ___ Trust/Intimidate: __ % 
P.S.: 40 Damage Bonus : + __ 
P.P.: 22 Str ike/Parry/Dodge Bonus: + __ 
P.E.: ____ Coma/Death: + __ % Poison/Magic:+ __ 
P.B.: ____ Charm/Impress: __ % 
Spd (mph/kmph): ( I ) Flying : I ) 
P.P.E.: ___ I.S.P.: __ _ 
M.D.C. by location: Body 350. Hands 25 each. Arms 75 each. 
Legs 120 each. Head 90. 

Race: Wolfen 
Sex: ___ Height: ___ _ Weight: __ _ Age: __ 
Physical Description : ______________ _ 

Place of Origin: _______________ _ 
Disposition : _________________ _ 
Allies: ___________________ _ 

Enemies: _____ ___________ __ _ 

Hand to Hand Combat: Restrained Punch 1 D6+25 S.D.C. Full 
Strength Punch ID6 M.D. Power Punch 206 M.D. Head Butt 
ID4 M.D. Kick 1 D8 M.D. Jump Kick/Leap Attack 3D4 M.D. 
Judo Style Throw/Flip 1 D4 M.D. Full Speed Ram/Body Block 
1D4 M.D. 

Natural/Special Abilities, Powers & Vulnerabilities: 
Living Shell: (More than 100 S.D.C./1 M.D.C. damage will 
reveal the cyborg body: Horror Factor 14). Nano-Machine 
Regeneration (2D6 M.D.C. or 3D6 S.D.C. per hour) . Sensory 
Suite (includes heat , motion , radiation and radar detection , 500 
feet/ 152 m range and radar 5 mile/8 km range, 75% chance of 
identify targets, location and speed/direction of travel). Bionic 
lung with gas filter and oxygen storage cell. Language translator. 
Built-in loudspeaker. Radio receiver and transmitter. ___ _ 

Bonuses: 
+5 strike and parry. +4 dodge. + 1 to initiative. +2 to pull 
punch/roll with impact. (includes the P.P. 22 bonus and 
optic/sensor considerations) . +6 vs psionics. +2 vs horror factor . 
1 extra attack per melee. _____ _______ _ 
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ension Book One: 

Also from Palladium Books® 

Rifts® Dimension Book One: 
Wormwood 

A world torn apart by ravaging mon sters and dark 
mag ic. Champion s like the apok, wonnspeake rs, knights, 
holy terror s, and all who crave freedom and life fight 
against seemingly imposs ible odds. They fight aga inst de
monic anni es, crawling towers, mon strous parasi tes and 
sometimes themse lves. Discover the strange new world of 
Wonnwood, the Livin g Planet. Art by Tim Tru man, Flint 
Henry. Ro ger Petersen, and Kevin Siembieda. Discove r 
what happen s when evil and mag ic conquer s a planet. 

• 17 new Occupational Character Classes. 
• Crystal magic and mystic weapon s. . 
• Symbiot.ic magic, slime and augmentation. 
• Over 30 horrific monsters and villains. 
• The Unholy and his demonic legion. 
• Explore the mysteries of Wormwood , the Living 

Planet. 
• Written by Kevin Siembieda , based on concepts by 

Tim Truman and Flint Henry . 
• 17 page comic strip by Truma n and Henry. 
• A new wor ld of adventure. 
• 160 pages - $15.95 

Available at hobby shops, book, 
and comic stores everywhere! 


