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Creating The
World of Rifts

The setting in Rifts is a crucia element of the game and the story
we are trying to tell. The atmosphere and understanding of the world
must be clearly established for it is as important as the game rules
themselves.

Unlike most other games which take ideas and rules and place them
in an dready familiar setting, such as fantasy or the contemporary
world, | have tried to create an exciting new realm unlike anything
you've experienced before. Yes, there are elements that you will recog-
nize from our other games, as well as from literature and film. But |
hope to have gone beyond an imitative extrgpolation and given you
something new and exciting. A world that seems eerily familiar yet
disturbingly alien. That is the world of Rifts!

When the first hints of Rifts began to lesk out, everyone seemed to
decide that it would be Palladium's version of cyberpunk. Yes, there
are dements of the cyberpunk genre present, but that's nothing new
for us. Heck, back in 1984 when | designed Heroes Unlimited it had
sections on bionics, robotics, and augmented super-humans that con-
tained elements of the so-called cyberpunk science fiction genre. The
current revised edition places even greater emphasis on those aspects,
with greater success than in the origina RPG. Erick Wuijcik's Ninjas
& Superspies, with its cybernetic implants and cyber-disguises, is as
cyberpunk as you can get. Like these games, Rifts does have some
elements of what is considered to be cyberpunk, but when | first began
to develop the ideas for it, five years ago, | thought they were just
good science fiction.

One of the central themes of Rifts is human augmentation. Y ou will
e over and over again, man's (fictiona) attempts to make himself
better; stronger, faster, smarter, more powerful. Sometimes this would
be done with artificial implants. Other times it would be through the
use of chemicals or genetic mutation. Under the most extreme cir-
cumstances, man would completely re-create himself. Not always for
the better. This was the world of the not too distant future. Then throw
in a random element. Rifts.

Rifts are tears in the very fabric of space and time. They are found
at the nexus points where severd "lines' of natural energy (that mankind
calls magic) intersect and create a surge in the lines of power. It isa
terrifying and exciting extrapolation on the concepts of magic and ley
lines as presented in the Beyond the Supernatural role-playing game.
The science of geomancy had vanished centuries before. Only myths
and crackpot practitioners of magic had any inkling about ley lines and
mystic energy. Consequently, no one could have anticipated the fate
that awaited humankind.

Nuclear holocaust ignited the destruction of the world as we know
it, but it was not the primary instrument of destruction. The sudden
destruction of a billion people triggered a surge in the ley lines. All
that psychic energy released at once. The sudden influx of psychic
energy (P.P.E.) sent the energy rippling through the mystical crossroads
of earth like an earthquake. Ley lines flowed with energy that had not
been felt for amillion years. The energy surged and pulsed and crisscros-
s across the planet a the speed of light. At ley line intersections
(nexus points), rifts in pace and time tore open, releasing even more
energy. The earth shuddered and heaved. Millions moredied, increasing
the energy level of the rifts.

The oceans legpt from their basin and washed over the land. Hundred
of millions more died, their psychic energy (P.P.E.) drawn into the ley
lines, and the natural energies doubled again. A chain reaction was
unleashed that could not be halted.

The continent men called Atlantis legpt from its watery grave and
rose to the light of day for the first timein millennia. Itsrebirth changing

the very face of the planet. In its wake, the eastern coast of the United
States was engulfed by the ocean, sending the energy of millions more
into the relentless rifts.

From the rifts spewed forth energy that tore through man's citadels
of e and concrete like a tornado through a city built out of match
sticks. For every million or billion of lives lost, the ley lines surged
and destroyed billions more; a nightmare in geometric principles.

The ley lines and the rifts that they opened were not some insidious
evil, nor a plot of some malignant intelligence from another world. It
was an aspect of nature that science did not even know, let aone
understand. Like a child playing with matches in a pool of gasoline,
humankind dropped a match into the pool and was instantly engulfed.
Once the match was lit and dropped, there was nothing that could be
done to undo what had been done. Yet in a strange way, dl this death
was part of the birth of a new age. And through it al, humankind
would persevere. Even the cosmic fury of a world gone mad could not
completely eradicate dl human life. However, it would take mankind
hundreds of years to crawl out of the abyss that swallowed him. It is
at this moment, as humankind finally crawls back into the light of a
new dawn that our story unfolds.

Rifts is a role-playing game that explores the earth created by the
rifts. An earth that has been irreparably changed and is till changing.
An earth more dien than any world one might find in another galaxy.
A world where man must not only conquer himself and the environment,
but a place where the environment is ever changing and the life forms
one must compete against are not human.

Gl O%.ry OF ROLE-PLAYING GAME TERMS

Attributes These are numbers used to evaluate the strengths and
weaknesses of your character. For example: P.P. means Physical
Prowess; how smooth, agile and quick a character is in combat. A
P.P. of 4 would indicate that the character is pretty clumsy. A P.P.
of 10 would be an average, fairly coordinated human being. While
aP.P. of 16 or more would belong only to characters with exceptiona
gpead and reflexes. Attributes are also called Statistics or Stats.

Campaign: A word used to describe an ongoing game. If you play
the same characters with the same game master on a regular basis,
then you are in a Campaign.

Character: Every player (except the GM) has a character that serves
as an imaginary playing piece; aso called Playing Character.

Death: Just asin redl life, characters can die. The death of heroesin
comic books, or in games, is a fairly rare event. The amount of
death in acampaign usually depends on the individual game master.
Players should take a character's death calmly. Remember, it's
ONLY a game. GMs should alow players to roll up a "NEW"
character and include it in the game as soon as is appropriate for
the ongoing game. However, characters should not be a dime a
dozen.

Dice There are avariety of different dice used in role-playing games.
Firgt of all, there are the standard six-sided dice; the kind you use
for most board games. We call them "D6". Often we let you know
how many dice to roll with an expression like: "roll 3D6". This
means. "Roll three six-sided dice and add the results together." Dice
are ds available with four-sides (D4), eight-sides (D8), ten-sides
(D10), and even twenty-sides (D20). They are avalable a most
hobby stores.

Game Mader: (GM) This is the person who controls the game
"world". All the non-player characters, innocent bystanders, police
and poaliticians, even the weather, are controlled by the GM.

Player: A player is aperson who plays a character in arole-playing
game.



Role-Playing Game:  Sometimes called a role-playing game (RPG),
or fantasy role-playing (FRP), these are games with game masters
and imaginary characters.

Roll a Twenty-Sided:  Simply roll a twenty-sided die for a number.

Roll Percentilee Take two, ten-sided dice of different colors. Let's
say we have one green and one red. First, you declare which die
will be high ("I call red high"). Next, you roll the dice. First, you
read the High die and then the Low dig; just put the numbers together
and you have a percentile. For example: "Red is 4 and green is
8, 20 | have a 48%."

Creating
a Character

The creating of a character is relatively simple, requiring seven main
steps.
Sep L
Step 2
Sep 3:
Step 4
Step 5t
Step 6:
Sep 7

The Eight Attributes

Hit Points, S.D.C., and Recovery

M ega-Damage Capacity (M.D.C.)

How to Determine Psonics (or not)

Selecting an O.CC. or R.C.C. (occupational direction)
Money and Equipment

Rounding out one's Character

Step 1. The Eight Attributes

and Attribute Bonuses

The first step in creating a character isto roll up the eight attributes:
1.Q., M.E., M.A,, P.S, P.P, P.E., P.B., andSpd. The eight attributes
represent your character's natural, mental and physical abilities. Some
of the physical skills will increase your physical attributes, o it may
be wise to write them in pencil until al modifiers and bonuses are
accounted for.

Three, six-sided dice are rolled to determine each attribute. The
higher the number, the greater the ability. If an attribute is "exceptional,"
(16, 17 or 18) then an additional six-sided die is rolled and added to
the total for that attribute.

Intelligence Quotient (1.Q.): Indicates the intelligence of the charac-
ter. The exact 1.Q. is equa to the 1.Q. attribute multiplied times
ten. Characters with an 1.Q. of 17 or better will receive a one time
bonus added to al the character's skill percentages.

ATTRIBUTE BONUS CHART

Run: This is just a term gamers use to describe playing a game.
Example: "He runs an excellent campaign.” or "l ran in Kevin's
game last week".

Savings Throw: Thisisaroll (usually on atwenty-sided die) to avoid
some unpleasant event. For example: A character might have to
roll a savings throw to avoid being overcome by tear gas.

Scenario:  This is a specific adventure that confronts the characters
in arole-playing game. A scenario is usually a story with abeginning
(hearing about the criminal), amiddle (tracking down the criminal's
hide-out), and an end (defeating the criminal). Most campaigns are
developed around a number of scenarios.

Mental Endurance(M.E.): Measuresthe amount of mental and emo-
tional stress the character can withstand.

Mental Affinity (M.A.): Shows the character's persona charm and
charisma. Natural leaders, with an M.A. of 17 or higher, have a
bonus to invoke trust or intimidation in others.

Physical Strength (P.S):
character.

Physical Prowess (P.P.):  Shows the degree of dexterity and agility
of the character. A P.P. of 17 or higher is rewarded with bonuses
to dodge, parry and strike.

Physical Endurance (P.E.): Demonstrates the character's stamina
and durability. The amount of physical punishment, and resistance
to fatigue and disease, are determined by P.E. A character can carry
the maximum weight load for the P.E. times 4 minutes. Carrying
the maximum weight while running or fighting can only be done
for the P.E. times 2 minutes. If a character lifts the maximum
weight, then it can only be held for as many melee rounds (15
seconds each) as the character has points of P.E. A character can
run at maximum speed for one minute for each point of P.E. Charac-
ters with a P.E. of 17 or better receive bonuses to save vs. coma,
death, toxins, and magic.

Physical Beauty (P.B.): Isanindication of the physical attractiveness
of the character. A P.B. of 17 or better will be rewarded with a
bonus to charm or impress.

Spead (Spd):  Specificaly, this is the character's maximum running
spead. The Spd. times 20 is the number of yards or meters that the
character can run in one minute.

This is the raw physica power of the

7 18 19 20 21 22 23 24 25 26 27 28 29 30
I.Q. addtoall skills. Onetimebonus. +3% +4% +5% +6% +7% +8% +9% +10% +11% +12% +13% +14% +15% +16%
M.E. savevs. psychic attack/insanity + 1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8
M. A. trust/intimidate 45% 50% 55% 60% 65% T0% T75% 80% 8% 8% 92% 9% %% 9%
P.S. Handto Hand Combat: Damage + 2 +3 +4 +5 +6 +7 +8 +9 +10 +11 +12 +13 +14 +15
P.P. parry, dodgeand strikebonus =~ + 1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8
P.E. savevs. coma/death +5% +6% +8% +10% +12% +14% +16% +18% +20% +22% +24% +26% +28% +30%
savevs. poison & Magic +1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8
P.B. charm/impress 3B% 40% 45% 50% 55% 60% 65% T0% 75% 80% 83% 8% 90% 92%

Spd: No specia bonuses other than the raw, natural ability to run.




DIFFERENT APPLICATIONS
OF PHYSICAL STRENGTH

Weight

Normal characters, with aP.S. of 3 to 16, can carry 10 times their
P.S. in pounds (P.S. x 10 =tota in pounds). For Example: A character
with a P.S. of 9 can carry 90 pounds (40.5kg). A character with aP.S.
of 15 can carry 150 pounds (67.5kg).

Strong characters, with a P.S. of 17 or higher, can carry 20 times
their P.S. in pounds. This means a character with a P.S. of 18 can
carry 360 pounds (162kg).

Supernatural creatures including dragons are even stronger than
extraordinary humans. Creatures with a P.S. of 18 or higher can carry
50 times their P.S. Thus, a creature with aP.S. of 24 can actually carry
over half a ton, 1200 pounds! Creatures with a strength of 17 or less
are equal to humans; P.S. x 10 in pounds.

Lifting weight is a little different than carrying weight. You may
have noticed, yourself, that you can usualy lift up a heavier amount
than you can carry. I'm not talking about weight-lifting in a body
building sense, nor lifting a heavy weight above the chest. Simply the
ability to bend over and lift something that weighs more than you can
carry. The simple rule is that a character can lift TWICE as much as
he/she could carry. This means that the character with a P.S. of 9 can
carry 90 pounds but, can lift 180 pounds. Meanwhile, the super strong
cregture, with the P.S. of 24, can lift over one ton (2400 pounds).

Throwing Heavy Objects
A character can not throw more than he can carry.
General Effective Range

Object Normal Person  Extraordinary ~ *Supernatural
for Humans Creatures
P.S 316 PS 1730 PS 18Up
12poundobject 50ft 100ft 300ft
Dart 30ft 60ft 100ft
Throwing Axe 80ft 150ft 300ft
Javelin 100ft 200ft 400ft
Spear 60ft 120t 220ft
Knife 50ft 100ft 200ft
Sword 15t 30ft 60ft

*Add one foot to the effective range for every P.S. point; e.g., P.S.
24 add 24 feet.

Note:  Objects such as bricks, bottles, and swords are not designed
for throwing. Consequently, the effective range is limited regardiess
of the strength behind it. Darts, knives and throwing axes are designed
for throwing, but don't have the weight or balance for great distances.
The same is true of most objects weighing less than hdf a pound.
Javelins, more so than spears, are designed for distance throwing.

Miscellaneous items weighing over a pound and less than 10 pounds,
such as rifles, can be thrown about halfas, far as the 12 pound object.
Normal and extremely strong characters can hurl a weight equa to the
weight he can carry four inches per each P.S. point. This means the
person with aP.S. 9 can toss 901bs up to 2 12 feet away. The hero with
aP.S. of 17 can toss 3401bs up to 5 ft 6 inches away. Supernatural
grong can hurl their maximum carrying weight one foot (0.3m) per
P.S. point. So the character with a P.S. of 24 can hurl up to 1200
pounds a whopping 24 feet (7.5m).

Movement and Exertion

Keep the game simple and quick moving. Light activity, such as
walking, jogging, driving, standing guard, doing repairs and similar
activity, can be conducted for hours without affecting the character
adversely. Both players and game master should apply common sense
and logic to the duration of an activity. Even intense activity, such as

20 minutes of combat followed by rest or light action, will not impair
the character's efficiency. It's al a matter of pacing.

Prolonged periods of combat or heavy exertion (an hour or more of
intense, continual, physical exertion) will take its toll on the character.
Reduce the following once every hour:

Speed -2

Initigtive -2

Parry and Dodge — 1
Damage -2

STEP 2. Hit Points & S.D.C.

HIT POINTS

Hit points might best be thought of as life points, because they
indicate how much physical damage (cuts, bruises, etc.) a character
can withstand before he/she dies. These are the points that are observed
during a battle (or melee) to determine how much damage is inflicted
on friend or foe. Each time a character is struck by a weapon he takes
physica damage. The individual players keep score of how many hit
points their character has by subtracting the damage from his/her charac-
ter's hit points each time that character is hit by a weapon. Likewise,
the game master keeps score of how much damage the player inflicts
upon his opponent. When a character has zero hit points, he isin a
coma and will soon die unless extensive medica ad is applied. When
a character's hit points have been knocked far below zero, he is dead
and beyond saving.

DETERMINING HIT POINTS

Now that you have some idea of what hit points are about, let us get
into the technical aspects of their determination and use.

1. Base Hit Points Having ralled up your 8 attributes, you will
recal that one is physical endurance (P.E.). The physical endur-
ance score indicates your character's base/starting amount of hit
points. This humber means that he/she can lose that many hit points
before dying.

Some of you will have a character with many hit points . . . don't
get too cocky; a gun or even a knife in the right hands can whittle
you down to Size in one melee round. A mega-damage weapon will
blow you into atoms. Others will find themselves with a character
who has only a handful of hit points (aslittleas 3) . . . don't despair
or feel cheated; you'll just have to use cleverness and cunning in
avoiding direct confrontations until you've built up your hit points.

2. Building Hit Points.  After determining your base hit points, pick
up one Sx-dded die, rall it, and add the number rolled to your hit
point base. Only roll one six-sided die one time.

As your character grows in knowledge and experience he will
gain more skill and expertise in his chosen profession. At the same
time he will also mature physically, increasing his hit points. Thus,
each time a character attains a new experience level, roll one
six-sided die and add it to the existing hit points.

S.D.C. or STRUCTURAL DAMAGE CAPACITY

There are two types of S.D.C. The first applies to living creatures
and isasort of supplement to hit points. The second appliestoinanimate,
non-living structures such as chairs, locks, doors, buildings, vehicles
and so on.

Determining physical S.D.C. is simple, practitioners of magic and
scholarsand adventurersroll four 6-sded dice (4D6) for S.D.C., psychic
R.C.C.s rall three 6-sided dice (3D6) for S.D.C. Men of Arms roll
ID4x 10, in addition to any O.C.C. and/or skill bonuses. Dragons do
not get physica S.D.C. points. Physca S.D.C. can be increased
through physical skills, such as boxing. In this way you can build and
toughen your character asmuch asyou'd like. All SD.C. points/bonuses
are cumulative. Players, aword of caution! Although the charactersin



Rifts may have psychic or magic abilities, they are mere mortal men
and women with human frailties. They are just as vulnerable to blade
and bullet, tocth and claw as any norma person. The character's will

have to use more than muscle to survive.

When a character is hurt, the damage isfirst subtracted from his
or her SD.C. points. S.D.C. damage is painful, but not deadly. It's
like a movie where John Wayne gets shot, punches it out with three
desperadoes, and when its al over, dusts himself off and says "Ah
shucks mam, it's only a scratch.” S.D.C. in action. It is only after ALL
SD.C. has been depleted that damage is subtracted from hit points.
Hit point damage is serious, and potentially life threatening.

I nanimate objects, such as buildings, vehicles, furniture and o on,
aso have SD.C. In this case, the S.D.C. indicates the total amount
of damage that the object can withstand. These S.D.C. function exactly
like hit points, except that they apply to non-living things. Any damage
sustained is subtracted from the SD.C. When the S.D.C. is reduced
to zero, it is broken or smashed beyond repair. A NOTE TO THE
GAME MASTER: The SD.C. system just described is a standard
rule in most Palladium Books® games. From time to time | hear the
complaint, for example: How can somebody be bashing or shooting
into a door and the door is in perfect condition until dl its SD.C. are
depleted? My answer is 1t'snot in perfect condition. Using the example
of the door, the G.M. should explain exactly what's happening. "You
bash into the door with your shoulder. Its a very solid door and you
inflict minimal damage (give S.D.C. damage). You redize that it will
take quite a while to gain entry this way and you may hurt yoursdf."
Or "You can fedl the door give a little under your great strength (give
S.D.C. damage). Another bash and the door's frame cracks and moans,
but it still holds (give S.D.C. damage). It will take another couple of
attempts (as the door's S.D.C. dwindles), but it's definitely giving."
Or "Your sub-machinegun riddles the wood door with a dozen holes
(something the player can look through), but the door is il locked
and holding strong.”

Obvioudy, attacks on norma objects will scrape, dent, crack,
splinter, crumble and so0 on, even if the object is not destroyed. To
smash or destroy something may require multiple attacks, and in some
cases, like being locked behind an iron door or bulkhead without a
wegpon or proper tools, it will beimpossbleto damagetheitemat all.

RECOVERY OF HIT POINTSand SD.C.

After a battle, characters who have sustained physical damage must
tend to their wounds. The attending of wounds can be administered by
fellow characters, trained medical personnel or by onesdlf, if the charac-
ter has first aid ills and is not physicaly impaired.

First aid-type skills include basic and immediate medical treatment,
such as bandaging and cleaning of wounds, stopping of bleeding and
0 on, until the character can receive better medica care.

Recovery:  Nonprofessonal treatment. Thisisbasic, first aid-type
treatment by oneself, or non-medicaly trained people. This type of
treatment may be used if the character is not able to seek professiona
treatment immediately. I1tisnot necessarily inferior treatment, especialy
for a not too serious ailment, but just lacks the full facilities and experi-
ence of amajor medical institution. Rate of Recovery:  Two hit points
per day (24 hours) and/or 4 S.D.C. points per day.

Recovery:  Professonal treatment. Thisismedicd treatment from
a doctor, clinic, hospital, or psychic heder. Rate of Recovery: Two
hit points per day for the first two days, and four hit points per day for
each following day, until the character has regained al his’her origina
hit points. S.D.C. points are restored at a rate of 6 per day.

Surviving Coma And Desth

When a character's hit points are reduced to zero (or less), he/she
collapses, lapsing into a coma. This character is near death, and will
die in a matter of hours unless he/she receives immediate medical
treatment.

How much damage below zero a character can undergo is indicated
by the physica endurance (P.E.) attribute. A character can take one
point of damage below zero (negative 1, -2, -3, ec.) for each P.E.
point. Example: A character with aP.E. of 9 will lapse into a coma
a zero hit points, but 4ill lives up to a negative 9. However, if the
character receives more damage (which is very possible) than the P.E.,
he is dead, with no hope of recovery. Thus, if a character with a P.E.
of 9 takes 10 points or more below zero, exceeding his P.E., he is
beyond medica help and dies.

Coma Length

Thelength of time acharacter in acomawill survivewithout treatment
is again indicated by the P.E. Add one hour for each P.E. point. Exam-
ple P.E. 9=9 hours, P.E. 10=10 hours, and s0 on.

Recovery From a Coma

Whether or not acharacter survivesthe comaand is stabilized (brought
back to, at least, one hit point above zero) is determined by the roll of
percentile dice. If the player rolls two, successful recovery rolls out of
three tries, the character bresks out of the coma and is no longer in
danger of dying. This dso means that he is brought up to one hit point
above zero. Recovery of hit points from that time on is standard; see
Recovery of Hit Points. Note:  This can be attempted every hour.

Recovery Ratio (rall 2 out of 3)

* Trestment from nonprofessona, medica individua, but with med-
icd skills: 1-18%

# Treatment from an intern or nurse (R.N.): 1-32%

® Treatment from a doctor without proper facilities. 1-46%.

® Treatment from a doctor at a clinic (fair facilities): 1-56%

® Treatment from a hospital: 1-66%.

® Treatment from a major, large hospitd: 1-70%.

Optional Recovery Side-Effects
From Severe Damage/Near Death (Hit Points)

Roll on this table when a character has logt al of his/her hit points
and has been near death (coma). Impairment is permanent as a result
of the grave physical damage. NOTE: This is not a mandatory table,
but is left up to the game master's discretion.

1-10 No permanent damage.
11-20 Major stiffness in joints; reduce P.P. by 2.
21-39 Minor dtiffness in joints; reduce P.P. by 1
4055 Legs impaired; walk with a limp reduce Spd by 2.
56-70 Magjor scarring; reduce P.B. by 2.
71-82  Chronic pain; reduce PE. by 1 ——
83-92 Minor brain damege; reduce 1.Q. by 1.°
9300 Magjor brain damage; reduce 1.Q. by 2 and M.E. by 1
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OPTIONAL DAMAGE RULES

A character recelves serious physical damage when he loses a great
amount of hit points. Thefollowingisalist of side-effectsfrom physical
damage. The effects of the damage are generally temporary and cumula-
tive. Thus, if a character suffers the loss of a great ded of hit points
within a short time, he will suffer the multiple effects of physical
damage. Roll each time severe damage is endured.

Roll
Percentile Damage Minuses
1-14 Minor bruisesand lacerations. Spd -2
- 1tododge
1529 Severely bruisedand batteredmuscles  P.P.- 1
Spd -3
3044 Damaged (sprain, pulled, cut, etc.) P.P.-3
armor shoulder.
45-59 Damaged leg or hip. Spdis 1/2
-2tododge
60-74 Damaged hand and/or wrist PP.-1
P.S. -2
75-89 Head Injury -5%onal
skills; Spd -2
90-00 Damaged back or pdvis. PE. -1
PP. -2
Spd -3

NOTE: None of these effects are permanent nor life threatening.
Minuses apply to that one limb. Speed minuses affect the whole body.
Remember effects are cumulative; roll each time the character is badly
hurt.

Side-Effects from Physical Damage (Hit Points) (Optional)

Roll on this table when 75% to 99% (amost al) hit points are
depleted. Impairment is temporary, lasting 1-4 weeks (roll one four-
sided die).

Rall
Percentile Damage Minuses
1-10 Severdly battered and bruised Spd -2
- 3tododge
11-20 Torn arm muscle P.P. -3
PS. -2
21-29 Torn leg muscle Sdis 1/2
- 2 to dodge
30-39 Fractured bone: arm P.P.-2
PsS. -3
40-49 Fractured bone: leg Spdis 1/2
- 4to dodge
50-59 Fracturedbone: ribsor pelvis P.E. -2
Spdis1/2
60-69 Brokenbone: arm P.P.is12
P.S.is1/2
70-79 Broken bone: leg Spdis1/3
- 6tododge
80-89 Broken bone: ribs P.E. -3
PP.-1
Spd -3
90-00 Severe Concussion - 8onall
skills, Spd - 3

Sep 31 Mega-Damage
& M.D.C.

Mega-Damage Capacity (M.D.C.) is a damage system that may be
new to many of you. It is a structural damage capacity that reflects the
staggering advancements in science and technology. A technology that
has created new super-tough aloys, micronized and even nano-size
circuits, parts, and batteries, and weapons with more power, precision,
and range than anything we can manufacture in the 20th Century. In
effect, M.D.C. is a super-structural damage capacity that far outstrips
the normal S.D.C.

M.D.C. versus S.D.C.

1 Generally, 100 SD.C. (or hit point) damage equals about one
M.D.C. point.

2. This aso means that one point of Mega-Damage does approxi-
mately 100 S.D.C. points of damage.

3. Most conventional weapons do absolutely no damage to a mega-
damage structure, even when combined for a total of 100 or more (See
example).

4. Example A Codition SAMAS power armor unit and two foot
ldiers in standard "Dead Boy" body armor are on a routine patrol of
Old Chicago ruins. All are wearing M.D.C. armor. Suddenly, they are
attacked by thirty rebe bandits. The bandits are armed with old S.D.C.
weapons, mostly M-16 assault rifles and sub-machineguns.

The two soldiers in Dead Boy body armor are caught in a hail of
bullets. Perhaps as many as 50 rounds hit for a combined amount of
S.D.C. damage of about 300, but the soldiers just stand their ground.
All the bullets bounce off their mega-damage body armor. The worst
is afew scratches. They take no damage!

Four bandits jump one of the soldiers before he can react. They
pummel him with the butts of their rifles and steel clubs. Again the
attack inflicts no physical damage to the armor or the person inside,
however, the force of the attack does knock the soldier down.

One of the bandits screams a warning and points a the SAMAS
power armor flying in for an attack. A couple of bandits jump into a
souped-up dune buggy and try to make a run for it. The other foot
soldier sees them and fires his Mega-Damage (M.D.) energy pistol, a
successful strike is made and damage isrolled. A merethree (3) M.D.C.
points of damage is inflicted. The dune buggy is blown in half because
the 3 M.D. points are equal to about 300 S.D.C., the full S.D.C. of
the vehicle.

The SAMAS zooms by and swoops behind a wall of debris where
it's pilot saw a battered robot assault vehicle hiding. Sure enough, the
moment the SAMAS is visible, the bandits piloting the robot fire! The
bandits get the initiative and aso roll a successful strike. The SAMAS
is hit by a pair of mini- missiles that inflict 5D6 M.D. each, and takes
atota of 27 points of M.D.C. damage. Only a scratch to a "Sam."
Combat continues.

In the context of this specific book, M.D.C. applies to:
« All high-tech military vehicles including tanks, APCs, robots, air-
craft, and all Coalition war machines.
» All high-tech body armor and power armor.
e All bionic body components and bionic body armor (Cybernetic
items are generadly S.D.C. structures).
e Many supernatural creatures, including dragons and vampires.

¢ Most force fields.

Combat Note: Typically, only a mega-damage weapon can harm a
M.D.C. structure. S.D.C. missiles and explosives that can inflict over
100 S.D.C. points of damage do inflict the equivalent of mega-damage.
In these rare cases, approximately every 100 S.D.C. points of damage
equals one mega-damage point. Always round down S.D.C. damage.
For example: A missile that inflicts 450 S.D.C. equals 4 M.D.C.



Likewise, when a SD.C. dructure is blasted by mega-damage,
aways round the S.D.C. down when assessing damage. For example:
When an object that has 230 S.D.C. ishit by 2 M.D. points of damage,
the item is destroyed (al 230 S.D.C.). What little may remain is a
usdless piece of junk.

M.D.C. Artificial Armor

Through the history of humankind, people have developed different
forms of body armor. In days past, this armor would have been S.D.C.
types, like bullet-proof vests and chain mail, but in the world of Rifts,
the body armor is usually a super-strong, yet lightweight, mega-damage
structure. Like any other mega-damage structure, they can not be dam-
aged by S.D.C. type weapons, with the possble exception of high
explosives and missiles.

A variety of M.D.C. body armor, from padded armor to full power
armor exo-skeletons, are described in the equipment section.

M.D.C. Natural Armor

Many supernatural creatures, such as dragons, vampires, many de-
mons, and others have natural protective armor covering or M.D.C.
skin, or their supernatural essence makes them a mega-damage structure.
In these cases, normal S.D.C. weapons can not harm the creature.
However, most are vulnerable to mega-damage weapons, magic, and
psionic attacks. Some even have odd vulnerabilities, such as fire, sun-
light, sdlt, or iron, which will hurt the supernatural fiend when bullets
can't (unusual vulnerabilities will be noted in monster descriptions).

Physical Damage While Insde a M.D.C. Structure

There are a couple instances where a character can suffer physica
S.D.C. and/or hit point damage while inside a mega-damage structure.
Psionic and magic mind attacks and probes will penetrate most M.D.C.
body armor and human size power armor to affect the person insde
(can not penetrate SAMAS or Glitter Boys, nor most large vehicle style
robots).

A character in body armor or human size power armor can aso suffer
impact damage from falls a great height, or high speed crashes, or
from explosions. Most body armor and power armor are carefully de-
signed and padded s0 that the armor absorbs the mgjority of impact
damage, however, the body insde is gill rattled and dammed around.
In most cases, the physical damage one suffers is minima and leads
to nothing more than a few bruises.

Impact Damage Rules Applicable to Body & Power Armor

Fdl: One point of S.D.C. or Hit Point damage for every 10 feet (3
m) height from a fall.

High spead crash: 1D4 points of S.D.C. or Hit Point damage for
every 10 mph (16 km) of speed above 30 mph (48 km).

Impact from an Exploson: One point of S.D.C. or Hit Points for
every 10 M.D. point from an explosion.

Chance of being stunned: In each case there is a chance of being
stunned. Fal: 1-40% chance of being momentarily stunned (no attacks,
-9 to strike, parry, and dodge) for 1D4 melees from any fall above 100
feet (305 m). 1- 79% chance of being stunned if the fall is 200 feet
(61 m) or higher for 1D6 melees. Crash: 1-30% chance of being stunned
for 1D4 melees if impact is more than 50 mph (80 km), add +5% for
every additional 10 miles (16 km) above 50 mph. Explosion impact:
There is a 1-60% chance of being stunned for 1D4 meees whenever
hit by more than 40 M.D.C. a once.

Also, the force of an attack, especidly from missiles and rail guns,
may knock a character off his feet. Generaly, this only happens when
the individual is struck by 30 M.D.C.; Game Masters should use com-
mon sense in deciding when to use this element in combat. Characters
who are knocked off their feet lose one attack/action that melee.

Sep 4: How to
Determine PSonics

There are three ways of getting a character who has psionic powers.
The first, and smplest way, is to sdect one of the Psychic Racial
Character Classes. A mager psonic isthe most powerful of dl natural
psychics and is available only from the Psychic R.C.C.s. A psychic
character classautomatically getspsionic abilities. Each SpecificR.C.C.
will explain the character's background, orientation, and psi-ahilities.
However, while the psychic R.C.C. is heavy with psi-powers, it is
limited in skill development.

The second way is to sdlect an O.C.C. that has minor psionics, like
the operator, techno-wizard, crazies, and cyber-knight, but these
characters have only atiny bit of psychic powers.

The third way to get a character with psionics is to roll percentile
dice on the following random table.

Random Psionics Table
01-09 Major Psionics
1025 Minor Psionics
26-00 No Psionics

In the world of Rifts, psychic powers are comparatively common.
Even an average person may have some degree of psychic power.

A minor psonic sdectstwo powersfrom any one of the following
psionic categories: Senditive, or Physical, or Healer. Two psi-powers,
even spectacular ones, are consdered inconsequentid and the character
must sdect an O.C.C., without modification. The number of Inner
Strength Points (1.S.P.) is determined by taking the number from M.E.,
roll 2D6 and add both numbers together. This is the base |.S.P.; add
the roll of 1D6 per each level of experience.

A major psonic is a character who has an impressive amount of
paranormal abilities. Unlike the minor psychic who can only sdect
from one category, this individual can select atota of eight (8) powers
from one category or a total of six (6) from any of the three categories
available. The categories from which amajor psionic can select includes:
Sensitive, Physical, and Healer. This means the psychic can have a
combination of power types. However, the development of extra-sen-
sory ahilities means that a certain amount of time and energy was
expended on the development of those ahilities and not on formal
education. The mgjor psionic must selectan O.C.C., but al skill bonuses
are reduced by haf (round down fractions), and the number of "other"
skills are dso reduced by half. Secondary skills are not affected. Mgjor
(and master) psionics must adso submit to |C implantation and registra
tion at al Coalition cities.

The number of I.S.P. for a mgjor psionic is determined by taking
the number from M.E., roll 4D6, and add both numbers together. This
isthebase!.S.P.; addtheroll of 1D6+ 1 per each leve of experience.

NOTE: A player may skip step four entirely if he or she does not
want a character with psionics.

Step 5. Sdecting an
O.C.C. o R.C.C.

It is suggested that readers skim over the O.C.C. and R.C.C. sections
before selecting a character. In play test, the dilemma players encoun-
tered was that they liked so many of the different characters that they
had trouble deciding which one they wanted to play first. Personaly,
| tried to make each character unique, so that each one would have a
distinctive flavor and be fun to play. Players should sdect a character
that they find exciting.



| had originally intended to include many more mutants and monsters,
and non-human player charactersraces than players will find in this
book. The reason for this is twofold. First, | ran out of space. This
would be a 450 page book if | had squeezed in al my idess, but rest
assured that robots, monsters, and non-human player characters will
appear in future supplements, soon. The second reason is that the story
quickly developed into the story of humankind's climb from the abyss
and back into the light of the world. Humankind still teeters on the
brink of extinction and must fight all manner of horrors to reclaim our
planet Earth. It is a struggle that will be won only through the wisdom
and courage of men and women, human and non-human, who are not
afraid to step forward and reshape this strange new Earth of the future.

For the sake of simplicity, each player sdects one Occupationa
Character Class (O.C.C.) or one Racial Character Class (R.C.C.). Each
character class will describe the hero's background, orientation, typical
views of life, hislher position in society, specid powers (if any), and
training/skills.

Although most player characters are human, they are far from typical
or normal humans. Characters like the Borgs, Juicers, Crazies, and
high-tech soldiers are augmented by incredible machines. Psi-stalkers,
Mind Melters, Bursters, and others possess paranormal powers. Then
there are the men of magic.

Note: Non-humans and super-powered humans are generaly cons-
dered to be mutants or "D-Bees." D-Beeisaslang term for Dimensional
Beings, meaning that the individual must be a creature from another
dimension.

O.C.C. Reguirements

The sdlection of an O.C.C. islimited only by the minimum attribute(s)
required for that occupation and the player's persond taste. Some
0.C.C.s have higher requirements than others and generally reflect the
strenuous or intellectua demands of that particular profession.

Skills and Skill Selection

Each O.C.C. has three skill categories: O.C.C. skills, Other skills,
and Secondary skills.

0O.C.C. illsare the areas of expertise and training that al characters
receive when they sdect that profession. The bonus in parenthesis
reflects that speciaized training.

0O.C.C. Rdated Skills are additional aress of formal training and
knowledge. In many cases, these skills will aso reflect the character's
occupation and interests. Not all skill categories are available for skill
sdection and will be marked "none." Many of the skill categories that
are available will indicate specific restrictions (if any) and possible skill
bonuses. Skill bonuses will be indicated in parenthesis. The skills that
most relate to one's O.C.C. have the highest bonuses.

Secondary skills are things that have been learned without formal
training. They are hobbies, interests, and abilities that a person has
learned himself by reading, or watching others and practicing what he
has seen. These skills are also sdlected from the list of available skill
categories. However, no skill bonuses are applicable! The bonus indi-
caed in parenthesis applies only to "other" skill selections. Thus, al
secondary skills start out at the Base Sill level.

Skill Bonuses

The base ill level is denoted in each skill description. Bonuses
received by one's O.C.C. are added to that base skill. This is a one
time skill bonus.

Characters may aso have an 1.Q. attribute bonus and this too is
added to the base ill level as a one time bonus.

Skill proficiencies increase as characters grow in experience. Thisis
not so much a bonus as a designation of increased mastery over one's
abilities. The amount that the skill level increases is also noted in each
skill description. For example: The communication skill of radio: basic
reads. Base SKill: 45% + 5% per level of experience. This means that
afirst level character without O.C.C. or other bonuses has a base skill
proficiency of 45%. At second level + 5% is added to increase the skill
to 50%. Atthird level itincreasesto 55%, at fourth, 60%, and so on.

Maximum skill level is limited to 98%, because there is dways a
margin for error no matter how skilled one is.

P.P.E. Points

P.P.E. Points is the amount of potentia psychic energy (P.P.E.)
that a character possesses. Unless stated otherwise under one's O.C.C.
or R.C.C., the amount of P.P.E. is minimal, roll 2D6.

Step 6: Money and
Equipment

All characters are given a basic list of standard equipment typical
for that O.C.C. Likewise, each character has acertain amount of money
in the form of credit and/or black market items that can be sold for a
few thousand credits. This means that the characters start out with the
basics and some cash; poor, but not destitute. Money isagreat motivator
for action in a role-playing scenario, S0 it is intentionally kept limited
to start. Needing a roof over one's head or food in one's belly can lead
acharacter to consider actions that can develop nicely into an adventure.
As aways, acharacter can spend the money immediately for additional
equipment or save it for later.



STEP 7. Rounding Out
On€'s Character

The final step is to add color to your character. The only mandatory
requirement is the selection of an alignment and understanding how
theexperiencelevelgsystem gppliestoyou. Everythingeseisoptiond,
including insanity. Use it or do not. Insanity rules will be most approp-
rigte in long campaigns.

ALIGNMENTS

THE ALIGNMENTS

Good:  Principled and Scrupulous
Sdfish:  Unprincipled and Anarchist
Evil: Miscreant, Aberrant and Diabolic

Alignments are an important factor in developing a character, his/her
attitudes and moral principles. ALL players must choose an alignment
for their character.

NEUTRAL

Firgt of all, there is no such thing as an absolute or true neutral. All
people tend toward good, evil or self-gratification. An absolute true
neutral could not make a decision, go on an adventure, Kill, or take
any action of any kind without leaning toward good, evil or self-gratifi-
cation. It is humanly impossible and is, therefore, eliminated in the
context of this game. (I redlize that some of the philosophers out there
may disagree with this, but that's a topic for philosophical debate and
not a factor of this game. Sorry, no neutrals).

GOOD ALIGNMENTS
Principled
Scrupulous

Because a character is of agood alignment, it does not make him/her
a saint. Good characters can be just as irritating, obnoxious, and arrog-
ant; even prejudiced and full of quirks. However, life and freedom are
of the highest priority. Such a person can always be trusted in a life
and death situation. A fair number of Cyber-knights are principled.

Principled (Good)
Principled characters are, generally, the strong, moral character.

Principled characters will ...

1. Always keep his word.
2. Avoid lies.

3. Never kill or attack an unarmed foe.
4. Never harm an innocent.

5. Never torture for any reason.

6. Never kill for pleasure.

7. Always help others.

8. Work wel in a group.

9. Respect authority, law, self-discipline and honor.

10. Never betrays a friend.

11. Never break the law unless conditions are desperate. This means

no breaking and entry, theft, torture, unprovoked assaults, etc.

Scrupulous (Good)

Scrupulous characters vaue life and freedom above al dse, and
despise those who would deprive others of them. This type of hero is
typicdly portrayed in many Clint Eastwood and Charles Bronson films;
the person who is forced to work beyond the law, yet for the law, and
the greater good of the people. They are not vicious or vindictive men,
but are men driven toright injustice. | must point out that these characters
will aways attempt to work with or within the law whenever possible.
Many cyber-knights are scrupulous.
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Scrupulous Characters Will . ..

Keep his word to any other good person.

Lie only to people of selfish or evil alignments.

Never attack or kill an unarmed foe.

Never harm an innocent.

Never torture for pleasure, but may use muscle to extract informa-
tion from criminas or evil characters.

Never kill for pleasure; will always attempt to bring the villain to
justice alive no matter how vile he may be.

Always help others.

Attempt to work within the law whenever possible.

Bend and, occasiondly, bresk the lawv when deemed necessary.
This means they may use strong-arm techniques, harass, bresk and
enter, theft, and o on.

Distrust authority.

Work with groups, but dislike confining laws and bureaucracy (red
tape).

12. Never betrays a friend.
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SELFISH ALIGNMENTS (But Not Necessarily Evil)
Unprincipled (Sdfish)

This, basically, good person tends to be sdifish, greedy, and holds
hisher persond freedom and welfare above dmos everything dse.
He/she didlikes confining laws, self-discipline and distrusts authority.
This is the Han Solo, Star Wars, character. The guy who is aways
looking for the best dedl, associates with good and evil characters, is

continually tempted to lie and cheat, and hates himself for being loyal
and helping others.

Unprincipled Characters Will ...

1. Have a high regard for life and freedom.

2. Keep his word of honor.

3. Lieand cheat if necessary (especidly to those of anarchist and evil
alignments).

Will not kill an unarmed foe (but will take advantage of one).
Help those in need.

Not use torture unless absolutely necessary.

Work with a group, especidly if profitable.

Never harm an innocent.

9. Never kill for pleasure.

10. Didike authority.

11. Never betray a friend.

Anarchigt (Selfish)

This type of character likes to indulge himself in everything. He is
the insurgent, con-man, gambler and high roller; the uncommitted
freebooter seeking nothing more than self-gratification. This character
will, at least, consider doing anything if the price isright. These people
are intrigued by power, glory and wedth. Life has meaning, but his
has the grestest meaning. Laws and rules infringe on persond freedom
and were meant to be broken. An anarchist aligned person is aways
looking for the best deal, and will work with good, selfish or evil to
get it; as long as he comes out of the situation on top. The anarchist
is continually teetering between good and evil, rebelling, and bending
the law to fit his needs. Often mercenaries fall into this category.

Anarchigt Characters Will . . .

1 May keep hisword.

2. Lie and cheat if he feds it necessary.

3. Not likely to kill an unarmed foe, but certainly knockout, attack,
or beat up an unarmed foe.

4. Never kill an innocent (but may harm or kidnap).

5. Not likely to help someone without some ulterior motive (even if
it's only to show-off).

6. Seldom kill for pleasure.

7. Usetortureto extract information (not likely to torture for pleasure).
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8. Does not work well in agroup (this is the cocky, loudmouth who
is likely to do as he damn well pleases).

9. Have little respect for self-discipline or authority.

10. May betray a friend.

EVIL ALIGNMENTS
Miscreant

Diabalic

Aberrant

All evil characters are not bent on universal genocide or domination
over dl living creatures. They are not al maniacal people actively
seeking to harm innocent people. Nor are al evil characters sadistic
and untrustworthy. Many evil characters may actually seem kind or
likable.

There is nothing wrong with playing an evil character, athough he
may not survive too long if he betrays or harms too many people. This
is fantasy role-playing, not reality. You can play any type of character
you desire, just continue to play in character.

Evil alignments are a step beyond the self-gratification of the selfish
alignments. Evil characters are ruthless individuals who are willing to
say or do anything to achieve their god. Human life has little meaning
to them, and friends tend to be (but not always) people to use, and
discard when they are no longer of value. Evil aligned people do not
automatically slay any good aigned person because of different ethics
and philosophy. All the better to use good to achieve their own goals,
for the end always justifies the means.

Miscreant (Evil)

This self-serving, unscrupulous character is out only for himself.
Power, glory, wedlth, position, and anything that will make his life
more comfortable is his goa. It matters not who gets caught in the
middle, as long as he comes out smelling like arose. This person will
lie, cheat and kill anyone to attain his persond gods.

Miscreant Characters Will ...

1. Not necessarily keep his word to anyone.

2. Lie and cheat anyone; good or evil.

3. Mot definitely attack an unarmed foe (those are the best kind).

4. Use or harm an innocent.

5. Use torture for extracting information and pleasure.

6. May kill for sheer pleasure.

7. Fedsnocompulsionto helpwithout some sort of tangiblereward.

8. Work with others if it will help him attain his persona goal.

9. Kill an unarmed foe as readily as he would a potentia threat or
competitor.

10. Has no deference to laws or authority, but will work within the
law if he must.

11. Will betray a friend if it serves his needs.

Aberrant (Evil)

The cliche that there is "No honor among thieves." is false when
dealing with the aberrant character. This is a person who is driven to
attain his gods through force, power, and intimidation. Y et the aberrant
person stands apart from the norm, with his own, persona code of
ethics (although twisted ethics by the standards of good). He expects
loyalty from his minions, punishing disloyalty and treachery with a
swift, merciful death. An aberrant person will always keep his word
of honor and uphold any bargains. He will define his terms and live
by them, whether anyone else likes it or not.

Aberrant Characters Will . . .

Always keep his word of honor (he is honorable).

Lie to and cheat those not worthy of his respect.

May or may not kill an unarmed foe.

Not kill (may harm, kidnap) an innocent, particularly a child.
Never kills for pleasure.
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6. Not resort to inhumanetreatment of prisoners, but torture, although
distasteful, is a necessary means of extracting information.

7. Never torture for pleasure.

8. May or may not help someone in need.

9. Work with others to attain his goals.

10. Respect honor and self-discipline.

11. Never betray a friend.

Diabalic (Evil)

This is the category where the megalomaniacs, violent, and most
despicable characters fall. This is the cruel, brutal killer who trusts no
one and has no value for anyone or anything that gets in his way.
Aberrant aligned charactersfind these dishonorabl e peoplejust asrevolt-
ing as a good digned character.

Diabolic Characters Will . . .

Rarely keep his word (and has no honor).

Lie to and cheat anyone.

Mogt certainly atack and kill an unarmed foe.

Use, hurt and kill an innocent without a second thought or for
pleasure.

Use torture for pleasure and information.

Kill for sheer pleasure.

Likely to help someone only to kill or rob him.

Not work well within a group (consigtently disregarding orders to
do as he pleases).

9. Despise honor, authority, and self-discipline.

10. Associate mostly, with other evil alignments.

11. Betray friends (after all, you can aways find friends).

SUPERNATURAL CREATURES

Supernatural creatures must have an alignment. Most will be evil;
especially miscreant and diabolic. ALL supernatural creatures, whether
they are ghogtly entities or dithering monsters, will radiate their align-
ment. This psychic emanation is part of its nature and can not be hidden
or disguised. To a psychic sensitive or psi-stalker the emanations of
evil are as digtinctive and recognizable as pungent odor.

Practitioners of magic for evil purposes, or individuals who associate
with supernatural creatures, do not, themselves, radiate an unnatural,
evil aura. However, those who knowingly and willfully use such dark
forces are always of evil or anarchist alignment. These are the vengeful,
greedy or power hungry fools who will stop at nothing to achieve their
gods. Goals they will attain even if it means caling upon horrible,
evil forces from another world to prey on their own.

EXPERIENCE POINTS

Except in specidly devised scenarios and tournaments, there is no
winner in a role-playing game. The accumulation of heroic deeds,
friends, prestige, weapons, equipment, knowledge, and skills, can be
construed to be the results of winning. If acharacter survives and meets
with success in his endeavors, that is winning. However, there are
rewards besdes the acquisition of material goods and reputation, and
those are developing your character's skills, knowledge, and abilities.
This is accomplished through the gathering of experience points.
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Why An Experience Point Sysem?

The reason | use an experience point system is because | find them
extremely realistic and practical. Training is useful, but there is no
substitute for experience. | don't know how many times | have read a
comic book with the main character thinking to himself, something like
"Only my years of experience enabled me to beat him." or "He's good,
but lacked the years of experience and training to handle the situation."
Practical experience in the field is an important and red factor in the
development of a character.



The experience system is specifically designed o that characters will
mature fairly rapidly, tapering off as they reach higher levels of experi-
ence (around fifth and sixth level).

Why do the experience levels only go to level 15? Because characters
are not likely to ever reach that level, even after years of regular play.
In my original, Palladium Role-Playing Game play-test campaign,
after two years of regular, weekly, long (averaged 9 hours) playing
sessions; the characters averaged 7th to 9th level and progressing, ever
20 slowly, toward tenth level. Redistically, a high level character is
not necessarily al that much fun to play unless the campaign maintains
a high leve of challenge and adventure.

Experience Points And Their Application

It is difficult to devise a point system by which a game master can
judge and reward his players fairly. The ultimate purpose of experience
points and experience levels is to provide ameans by which the player's
character can grow and develop. Many fantasy role-playing games have
their own unique system, charts, equations, and computations for dis-
tributing experience points. Y ou may want to adapt one of these systems
to this game if that's what you're comfortable with. Many games avoid
the whole question of experience points by a system in which points
are pumped back into the powers, but this leaves skills undevel oped,
as well as being pretty drab.

The subjective method of observation and logic introduced in the
Palladium Role-Playing Game has been so well received that I'm just
transplanting it into Rifts and all of our games. | feel that any twit
can punch-out or blast a villain that just crawled out of the woodwork.
Most experience systems concentrate on the "kill factor," but what
about the thought process? What about the decisions, plans, or motives
behind a particular action? Doesn't cleverness and a cool head count?
Aren't these the true ingredients of good role-playing? Shouldn't the
brilliant medical student playing a character with an 1.Q. of 4 (and
staying firmly in character, saying and doing things as the character
would, even though he redlizes the stupidity as a player) get experience
for playing in character? Hell Yes!!! Considering how flexible and
subjective most of the other role-playing conditions and rules are, |
don't ssethelogic in having astrict, limited experience point system.

Each player's character involved in a given situation/confrontation
should receive the appropriate experience points. The game master
should make a list of his players at the beginning of the game and jot
down each player's experience points as they gather them throughout
the course of the game. At the end of the game, the game master totals
each player's points and gives them the tota o that they can keep track
of their growing experience and skills.

The difficulty with this system of determining experience points is
the subjectivity. The game master must utilize the proceeding experience
outline with some thought. Example: Eight third level character's
brimming with psychic power and armed to the teeth attack and subdue
one, lone, fourth level villain or minor monster. The eight players
should receive experience points for subduing a minor menace. After
al, the poor guy didn't have a chance and presented no real threat to
the characters. However, if one or two first or second level characters
subdued the same villain, they should receive experience for subduing
a maor or even a great menace, because the threat and ingenuity
involved are much greater.

I have found this method stimulates imaginative playing instead of
promoting slash and kill. Game masters, don't be Santa Claus heaping
wonderful amounts of experience points; be fair and tolerant. Let your
players truly earn their experience points; growing in skill, knowledge
and power. If you have a group of players rising rapidly in experience
levels, you will know it's because they are clever and imaginative
players. And that's what this game is al about!

Character Experience Levels

Each character class has alisting for levels of experience. A character
involved in an adventure gains experience pointsfor histhoughts, actions
and deeds. As these experience points accumulate, the character will
reach new plateaus, indicating his continual growth, development, and
mastery over his powers and skills. Each time a player's character
accumul ates enough experience points to reach the next level of experi-
ence, his skill increases accordingly. In most instances, magic and
specia powers also increase in range, duration, power/damage, and
scope. Example: - When a first level rogue scientist character has ac-
cumulated at least 2051 experience points, he has attained second level,
and all his skills become second level; meaning that he can perform
them at a higher level of proficiency.

A clever plan, a quick attack, all earn experience points. The more
experience points a character receives, the higher the level he attains
and the greater his abilities. Players, be certain to keep a careful record
of the experience given to you at the end of each game. When acharacter
attains a new level, be certain to tell the game master 0 that the skills
and hit points can be increased accordingly.

Experience And Hit Points

Each time a character reaches a new level of experience the player
getstoroll 1 six-sided die and adds the number rolled to the character's
hit points. This indicates the physical development and maturity of the
character as he develops.

Per Level Of Experience

Per level of experience, or per each level of experience, or per leve
of the psychic, indicates that the person can perform a skill, psychic
power, or ability a his highest level of experience. This often indicates
the amount of damage that can be inflicted or a duration of an effect.

EXPERIENCE POINTS TABLE

Awarding Experience Points

Experience Paints Action

25 Performing a skill (successful or not).

25 Clever, but futile idea.

100 Clever, useful idea or action.

100 Quick-thinking idea or action.

200 A critical plan or action that saves the character's life and/or

afew comrades.
400-1000 A critical plan or action that saves the entire group or many

people.

100-300  Endangering the character's own life to help others.

500-700  Self-sacrifice (or potential self-sacrifice) in alife and death
situation (like legping in front of afireball meant for some-
one else to save that person, even though he/she is likely
to die, or offering higher own life to save the group or
another).

100 Avoiding unnecessary violence.

100200 Deductive reasoning and/or insight.

50 Good judgment.

50 Playing in character bonus.

50100  Daring (clever or not).

2550 Killing or subduing a minor menace.

75-100 Killing or subduing a major menace.
150300  Killing or subduing a great menace.
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CSGrunt

Dog Pack
0,000-1,950
1,951-3,900
3,901-8,800
8,801-17,600
17,601-25,600
25,601-35,600
35,601-50,600
50,601-70,600
70,601-95,600
95,601-125,600
125,601-175,600
175,601-225,600
225,601-275,600
275,601-325,600
325,601-375,600

CS RPA Elite
Body Fixer
0,000-1,925
1,926-3,850
3,851-7,450
7,451-14,900
14,901-21,000
21,001-31,000
31,001-41,600
41,601-53,000
53,001-73,000
73,001-103,500
103,501-139,000
139,001-189,000
189,001-239,000
239,001-289,000
289,001-339,000

Burger
Ps-Stalker

Mystic
0,000-2,050
2,051-4,100
4,101-8,250
8,251-16,500
16,501-24,600
24,601-34,700
34,701-49,800
49,801-69,900
69,901-95,000
95,001-130,100
130,101-180,200
180,201-230,300
230,301-280,400
280,401-340,500
340,501-400,600
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EXPERIENCE LEVELS

CS Technical Officer
CS Military Specialist

Shifter
0,000-2,120
2,121-4,240
4,241-8,480
8,481-16,960
16,961-24,960
24,961-34,960
34,961-49,960
49,961-69,960
69,961-94,960
94,961-129,960
129,961-179,960
179,961-229,960
229,961-279,960
279,961-329,960
329,961-389,961

City Rat
Vagabond
0,000-1,875
1,876-3,750
3,751-7,250
7,251-14,100
14,101-21,200
21,201-31,200
31,201-41,200
41,201-51,200
51,201-71,200
71,201-101,500
101,501-136,500
136,501-186,500
186,501-236,500
236,501-286,500
286,501-326,500

Mind Mdter

Ley Line Walker

0,000-2,240
2,241-4,480
4,481-8,960
8,961-17,920
17,921-25,920
25,921-35,920
35,921-50,920
50,921-70,920
70,921-95,920
95,921-135,920
135,921-185,920
185,921-225,920
225,921-275,920
275,921-335,920
335,921-395,920
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Cyber-Knight
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Jucier

Crazies
0,000-2,140
2,141-4,280
4,281-8,560
8,561-17,520
17,521-25,520
25,521-35,520
35,521-50,520
50,521-71,000
71,001-96,100
96,101-131,200
131,201-181,300
181,301-231,400
231,401-281,500
281,501-341, 600
341,601-401,700

Cyber-Doc
Rogue Scholar

Rogue Scientist

0,000-2,000
2,001-4,000
4,001-8,200
8,201-16,400
16,401-24,500
24,501-34,600
34,601-49,700
49,701-69,800
69,801-94,900
94,901-129,000
129,001-179,100
179,101-229,200
229,201-279,300
279,301-329,400
329,401-389,500

Techno-Wizard

0,000-2,300
2,301-4,600
4,601-9,200
9,201-18,400
18,401-26,500
26,501-36,600
36,601-51,700
51,701-71,800
71,801-96,900
96,901-137,000
137,001-188,100
188,001-229,200
229,201-279,300
279,301-340,400
340,401-400, 000

Borg

Head Hunter
Glitter Boy
0,000-2,100
2,101-4,200
4,201-8,400
8,401-17,200
17,201-25,400
25,401-35,800
35,801-51,000
51,001-71,200
71,201-96,400
96,401-131,600
11 131,601-181,800
12 181,801-232,000
13 232,001-282,200
14 282,201-342,400
15 342,401-402,600
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Wilder ness Scout
Operator
0,000-1,900
1,901-3,800
3,801-7,300
7,301-14,300
14,301-21,000
21,001-30,000
30,001-40,000
40,001-53,000
53,001-73,000
73,001-103,000
11 103,001-138,000
12 138,001-188,000
13 188,001-238,000
14 238,001-288,000
15 288,001-328,000
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Dragon

0,000-3,000
3,001-5,000
5,001-10, 000
10, 001-20, 000
20,001-30,000
30,001-50,000
50, 001-80, 000
80,001-120,000
120, 001-170, 000
170,001-230, 000
230,001-300,000
300, 001-380, 000
380,001-470, 000
470, 001-600, 000
600, 001-800, 000
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OPTIONAL RULES

Optional Ways to Round Out Your Character

I've found that many players like as much background and details
about their characters as possible. Consequently, |'ve asssmbled aseries
of optiond tables to satisfy those details. All tables require the roll of
percentile dice.

Birth Order

1-30 First Born
31-44 Second Bom
4555 Third Born
56-65 Fourth Born
66-80 Last Born
81-90 First Born of Twins
91-00 Illegitimate
Weight

1-10 Skinny

11-30 Thin
3155 Average
56-74 Husky
7589 Potbdly
9000 Obese
Note Average Weight:

150 to 180lbs (male)
110 to 1401bs (female)

Height

1-30 Short Note Average Height:
31-70 Average 6ft, mae
71-00 T4l 5ft 6in, female
Age

| think it is best to generaly assume mogt characters are young —
late teens to mid-twenties. It is best to determine the age by the level
of the character's education and player preference.

Digpostion
110 Mean, suspicious, vengeful.

11-15 Shy, timid, tends to be a loner.

16-20 Gung-ho, guts and glory type who sees himself asahero. Likes
combat.

21-25 Worry wart, nervous and cautious.

26-37 Hot-head, quick-tempered, emotional, but basically nice.

3845 Schemer; gambler who likes to take chances.

46-50 Blabber-mouth, nice guy, but too talkative.

51-56 Wild man, cocky, overconfident, takes unnecessary risks.

57-66 Nice guy, friendly, courteous and hospitable.

67-76 Snob, arrogant, feels superior to others.

77-84 Tough guy, sdf-reliant, cocky, alone wolf.

85-89 Paterna, overbearing, overprotective of others, especidly
young characters.

9094 Complainer, constantly aggravated about something.

95-00 Paranoid, trusts no one.

Family Origin

01-50 Earth native. Character is human.

51-65 D-Bee human (or close to it), but parents came through arift
from another dimension.

66-75 Earth natives, but human mutants with a history of psionic
powers in the family. Player character may or may not have psionic
ahilities.

76-85 One parent was a native Earthling the other a D-Bee. The
character may look human, but...

86-00 Earth Mutant (1-50%), or D-Bee (51-90%), or aien (91-00)
that is humanoid but has unusual features. Roll twice on the following
random table to determine the character's appearance or select two
different features.

01-05 Has a long bushy dog-like tail.

06-10 Has a long monkey-like tail.

11-15 Has along lizard-like tail.

16-20 No Body hair.

21-25 Body is covered in short fur.

26-30 Body is covered in long fur.

31-35 Body is covered in tough lumpy skin (+ 2D6 S.D.C.).
36-40 Body is covered in scaly skin (add 3D6 to S.D.C.).
41-45 Body is extremely thin and tall (add one foot to height).
46-50 Facid features are very feline.

51-55 Facid features are very ape-like.

56-60 Facid festures are very lizard-like.

61-70 Skin is an odd color like orange, green, purple, etc.
71-80 Teeth are fangs.

81-85 Teeth are large and flat; large mouth too.

86-90 A pair of smal horns protrude from the fore head.
91-95 Large round eyes and unusual color.

96-00 Larger or oddly shaped head.

Type of Environment

01-20 Little farm community.

21-40 Small wilderness town.

41-60 Small to medium city.

61-80 Wilderness town or city with magic and/or psychics.
81-00 Codition City or Burbs.

Sentiments toward the Coalition

01-20 Like the Codlition. Have mostly ssen and heard good things
about them and believe that they are humankind's salvation.

21-40 Indifferent. Never persondly had abad experience with them.

41-60 Wary. Heard lots of things about the Coalition and the bad
seems to outweigh the good.

61-80 Didike and distrust the Coalition. You are well informed and
know alot about the CS's philosophies, laws, and activity, and they
seem to be pretty unjust if not outright evil.

81-00 Hate the Coadlition. You have seen the Codlition in action and
know them to be crud and vindictive. Nor can you abide the CS's
human supremacist atitude and the horrible actions they inflict on
non-humans.

Sentiments toward Non-Humans

01-10 Hates and distrusts dl non-humans!

11-30 Hatesal demonsand supernatura creatures (including dragons)
and does not like nor trust D-Bees, mutants, psychics, and adiens/
monsters.

31-50 Hates demons, but will give al other non-humans the benefit
of thedoubt. Still, tendsto bewary and suspiciousof non-humans.
51-70 Hates demons, but believes that al races can live and work in
harmony together. Treats humans and non-humans equally, but is
a bit suspicious of creatures who are supernatural or whose appear-

ance is extremely inhuman.

71-85 Is wary of demons, but has had mostly good experiences with
non-humans and treststhem asequal's, without doubt or suspicion.
8% Prefers the company of non-humans over humans (had bad
experiences with humans, perhaps the subject of ridicule and/or

prejudice, but was treated kindly by friendly non-humans).

96-00 Suspicious of everybody, humans and non-humansalike! Tends
to be a bit paranoid, because "in these times you never really know
who's human and who's not. Even the humans can have unusual
powers these days. | mean, is a Juicer or Crazy truly human?"



INSANITY

In the context of this game, we will assume that al player characters
are mentally and emotionally sound. Any insanities, developed from
this point on, will be the result of trauma. A psychologica trauma may
result from a violent, emotional experience or shock. As psychic inves-
tigators, the characters will be somewhat prepared and hardened to
frightening, unnatural or bizarre experiences. A trauma that will result
in an insanity will have to be quite horrible.

TRAUMA

I've found that having a character roll on the insanity tables after a
terrible trauma is very appropriate, realistic and fun; adding a new
element to the game. What constitutes a traumatic experience is, in
part, up to the game master and the actual situation.

Thefollowing is aguide to some traumatic situationsrequiring aroll
on the Random Insanity Tables.

Long period of physical and/or mental torture.

Two to eight weeks: Roll once on the Insanity Table. Nine weeks
to months: Roll once on the Insanity Table and once on the Neurosis
Table.

Drug Induced Hallucinations that were particularly terrifying, hide-
ous, or redlistic.

Roall once on the Phobia Table. If extremely traumatic, lengthy, or
recurring hallucinations, roll on the Random Insanity Table. A red
life encounter with the subject of the traumatic hallucination is likely
to cause more trauma. 70% chance of developing another insanity; roll
on the Random Insanity Table.

Witnessing or experiencing a shockingly grotesque atrocity.
Roall on the Phobia Table.

Terrible, frightening or unusual brush with death.
Roall on the Random Insanity Table.

Witnessing the terrible or shocking death of a deeply loved one.
Roall on the Psychosis Table.

Severe physical disability.
60% chance of alcoholism or drug addiction.

The cause (accidental) of several innocent peoples deaths.
(applies to characters of a good alignment).

Roll on the Random Insanity Table.

INSANITY TABLES

RANDOM INSANITY TABLE
(Resulting from Trauma) Roll percentile dice.

1-10 Reborn; aignment reversal; good becomes evil, evil becomes

good (selfish becomes principled or scrupulous).

11-20 Neuross; roll on the table that follows.

21-25 Compulsive Liar; even if of a good alignment.

2630 Kleptomaniac, acompulsion to steal, even if of agood align-
ment.

31-40 Obsession; roll on the table that follows.

41-50 Phobia; roll on the table that follows.

51-60 Psychodgs rall on the table that follows.

61-70 Fear of Animals;, see neurosis.

71-80 Recluse prefers to be aone, quiet, unobtrusive.

81-90 Affective Disorder; roll on the table that follows.

91-00 Fear of the Dark; see neurosis.

Note  More than one phobia, obsession, psychoss, or affective disor-
der is possible. If the same one is rolled, ignore it and roll again.

RANDOM INSANITY TABLE (Optional)
1-19 Affective Disorders
2045 Neuross
46-65 Phobia
66-85 Obsession
86-00 Psychosis

AFFECTIVE DISORDERS
1-19 Frightened by loud noises to the point of cowering and wetting
self.

20-35 Diggugted by anything sticky, and will go to any length to
avoid touching it.

3654 Obsessed with cleanliness, and must clean up any area he/she
is a for more than a few minutes.

5575 Outraged by acts of violence, becoming violent himself; 72%
chance of going berserk and attacking the perpetrator of the
violent act without regard for self. Bonuses: +1 to drike,
+2 to damage.

76-88 Hates music and musicians, and will try to destroy or stop the
source of those terrible noises.

8900 Intimidated by spoken language; cannot speak meaningful sen-
tences, and must use sign language or written communication.

NEUROSIS

1-18 Fear of the Dark (spent much time locked in closets) to the
point of gibbering and total collapse while in the dark.

1934 Fear of Animals (chewed on by the family pet while a nipper)
to the point of running away when confronted by small, furry
things.

3549 Cannot tel the Truth; compulsive liar, even if of a good
alignment.

50-64 Invasion of the Body Snatchers  Acute paranoia toward all
supernatural entities, those of alien heritage and even humans
born off the Earth. ("They're out to get yal They could be
anybody!! even . . . you!2").

6585 Fear of Heights (Uncle Goober used to dangle the character,
by one foot, out of windows) to the point of being frozen above
the second story; character is fine as long as ground is not
visble.

8600 Fear of Success (Mom aways said you weren't any good):
Character will ssbotage sdif at critical moments. The following
minuses apply during critical, or high pressure moments (battle,
danger, watched by others, etc.): - 15% to al skills, - 3 to
hit, dodge, parry and damage.

PSYCHOSIS

1-15 Hysterical Blindness when under pressure, 1-89% likelihood
of happening — roll for each situation.
16-28 Paranoid type; everyone is out to get you/trusts no one.

2949 Manic depressive; alternate severe depression one week (suic-
idal, nobody loves you — -5% on al skills) with manic
episodes the next week (everything is great and I'm the best
that there ever wasl — +5% on dl skills). 30% chance of
acohalism.

50-73 Schizophrenia; you are passive and easily frightened; jumpy.
You hear voices telling you that al the angels are dead; worry
about what angels are. 50% chance of acoholism or drug ad-
diction.



74-85 Mindless aggresson; roll percentile:

194 Semi-functiona : When frustrated, angry, or upset,
thereisa 72% likelihood of going berserk and lashing
out a anyone/everyone around until killed or con-
fined; will take 3-18 minutes of confinement to regain
composure.

9500 Non-functional/homicidal: Continually going berserk
until confined or killed; have one lucid day a week
and try to talk your way out of confinement.

86-00 Becomea psychiatrist andtry to cure everyone around (they're
al sick, even if only you have the perspicacity to tell); be sure
to demand tiff fees.

PHOBIAS (A deep, overriding fear)

1-3  Undead
46 Reptiles
79 Scientists
1012 Mutants
1315 Snakes
16-19 Ghosts
20-22 Confining Enclosures
23-26 Skeletons
27-29 Darkness
30-3R2 CGraveyards/Burid Mounds
33-35 Abandoned Old Houses/Buildings
36-39 Giant CreaturesMonsters
40-44 Basements/Cellars
4548 Corpses
4951 Uss of Magic
52-54 Spiders
5557 Tombs
5861 Cats
62-64 Heights
6567 Dogs
68-70 Contamination
71-73 Psychic Strangers
7477 Insects
7880 Flying
81-84 Bats/Bat-Like Things
85-87 Water
8390 Computers
91-93 Psychic Hedling
94-96 Open Spaces
97-00 Supernatural Entities

Note: If the same phobia is rolled, the player must re-roll.

PHOBIAS

A phobia is an irrationd fear which may result from a horrifying/
traumatic experience. The object of the phobia can be anything: bugs,
snakes, the dark, heights, flying, guns, typewriters. . . anything which
may have been the focus or cause of the severe psychologica trauma.
While there are scientific names for specific phobias, it is far easer to
simply identify the object of the phobia.

To determine a specific phobia, the player can roll on the random
table which follows, or the game master and player can decide on a
phobia which best applies to the severely traumatic experience. In the
latter case, the determination of aphobia should be made on acommon
sense basis. For Example: If a character has had a horrifying experience
in a haunted house, walked through spider webs, descended into a dark
cellar and encountered a walking skeleton; one of the following phobias
could easily apply, fear of empty old houses, fear of the dark, fear of
spiders or insects, of cdlars, of corpses, €tc.

G.M. Note: Dedling with the supernatural will constantly send charac-
ters into scary, horrifying, bizarre and deadly Situations. But it is only

the most horrifying and unexpected experiences that may create a phobia
or other insanity. Remember, the characters will be prepared and har-
dened to sights, concepts and creatures that might bedazzle the mind
of a normal, unsuspecting person.

Phobic Panic

The character who suffers from a phobia will become terrified when
the object of fear is encountered. If the character is surrounded by
friends who can talk and soothe away his fears, the person may be able
to contain himself long enough to safely avoid it (40% chance). How-
ever, if the character is alone, aready nervous or feels threatened, he
or she will be overcome by fear. This is a phobic panic.

Upon reaching the breaking point, the character's mind will defend
itself by causing the character to respond in one of the following ways.
(Roll percentile dice).

1-25 Pass Out/Fall unconscious for 2 to 8 minutes (roll 2D4).

26-80 Fleefrun away at top peed. Panic-stricken, the character will
ignore the outcry, pleas or needs of his companions. All the
terrified person knowsis that he or she must escape. The charac-
ter will run and run until he is certain he's escaped the object
of his fear, or until subdued. The person will fight only if there
is no other way to escape and then only until he/she can get
away and run.

81-00 Paralyzed with fear, the character can only cry, whimper or
scream. Physically, the character will stand completely rigid
or huddled in a corner, immobilized with fear. He/she can not
run, use skills, fight or move in any way (no attacks per melee),
until the object of the fear is removed or destroyed, or he is
dragged away from it.

OBSESSIONS

Obsessions are either an intense, irrational love/desire of
something, or an intense hatred/loathing. The former is likely
to cause the obsessed person to obtain his desire, while the
latter is likely to cause the obsessed person to avoid or destroy
the object of his obsession. The game master can decide which
is most appropriate under the circumstances or roll once on the
following table ...

Focus of the Obsession

150 Love/Desire
51-00 Hate/Destroy

Obsessons

1-5 Timeiness (either afanatic about being punctual or alwayslate).
6-12 High technology (either loves to acquire/use or loathes it).

1320 Women (or men, if a woman character)

21-27 Wedth

28-35 Secrecy (either prizes his secrecy above al else, or abhorseven
the thought of keeping secrets).

3643  Specific individual.

4450 Specific object/item or animal.

51-55 Appearance (fashion plate or dob).

56-63 Danger (either loves the thrill of danger, which usually means
throwing caution to the wind, the more deadly the better; or,
despises danger, overly cautious, worry wart, jumpy).

64-70 Food (covets only the finest foods and drink, or would, just as
readily, eat worms and stale food as anything else; a dob).

71-78 Alcohol (either aheavy drinker with a keen taste for the finest
liquor, or a fanatical, anti-alcohol prude).

79-86 Gambling (will bet it al, or an anti-gambling fanatic).

87-92 Solitude (either loves quiet and being aone to the point of
growing irrationally angry and frustrated if continually bothered
or interrupted; or can't stand the thought of being left aone
for even short periods of time).



93-00 Crime-busting: Loves it if a hero; obsessed with stomping out
crime and evil everywhere. If avillain "crime lord". Lovesthe
thrill of being a criminal mastermind.

Note Thisinsanity may drive a character to incredible (even outrage-
ous) lengths, to satisfy his or her obsession.

CURES FOR INSANITY

Affective Disorder or Neurods  Therapy and counseling, and/or the
use of hypnosis. Requires a minimum of three months of therapy, with
the following results:
1-29 No effect; requires another three months of therapy.
3069 Half cured; person feels occasond return of old neurosis or
disorder when under stress, 48% chance.
7000 Tota cure.

Psychods  Therapy and possible use of hypnosis and drugs to control
the moods and tension/stress. Requires a minimum of sx months of
therapy, with the following results:

1-33 No effect; requires another six months of therapy.
34-68 Psychosis replaced by phobia.
69-00 Totd cure.

Phobiaz  There is no cure for phobias, but prolonged or repested
exposure to the object of the fear will lessen the intensity of the fear.
Requires a minimum of three months of therapy, with the following
results:

1-39 No effect; requires more therapy.
40-88 Fear is lessened o that the person can function normally, but
he/she till doesn't like the phobia object — ugh!
8900 Fea is intensfied so that there is a 50% likdihood that the
person will become completely paralyzed until the source of
the fear is removed, or the person is physically removed.

Therapy sessions generally cost $75 each, with two sessions per week
(this includes treatment for each category of insanity). Similar therapy
can help obsessions.

EFFECTS OF ALCOHOLISM
(Roll for effects and disposition while intoxicated)

1-10 Mean, hostile, strong; +2 to damage.

11-20 Quick temper, argumentative; + 1 on initiative, — 1 to parry
or dodge.

21-30 Impulsive, takes risks, +2 on initiative.

3140 Quiet, withdrawn; -2% on al skills.

41-50 Paranoid, trusts no one, agitated; + 1 on initiative.

51-60 Moody, sad; -5% on dl skills.

61-70 Secure/sdlf-assured only while intoxicated; -2% on al skills
when sober.

71-80 Depressed, pessimistic; -5% on al sKills.

81-90 Hyper, agitated, lways moving, distracted; — 2 oninitiative.

91-00 Super syndrome; believes he/she isbest when intoxicated. +5%
on dl skills when intoxicated, — 10% when sober.

Totally Drunk (staggering)

The dcoholicisin atotaly drunken state 25% of the time (intoxicated
as often as possible — 80% of the time), and tends to drink even more
during a crisis — 50% of the time.

When totally drunk, the following penalties apply:
« —4oninitidtive.

» -2 to strike, parry and dodge.

* Reduce spead by half.

* Reduce all skills by 12%

Alcoholism can be cured, and requires willingness to seek aid,
abstinence from dl acohol, therapy and support of friends.

Withdrawal Symptoms.

Firg Week: -5% on al skills, -2 on initiative, strike, parry and
dodge. Very sick, shaky, insecure. 40% chance will go back to
drinking.

Second Week:  — 2% on dl skills, -2 on initiative; -1 to srike,
parry and dodge. Still shaky, insecure, craves alcohol. 20% chance
will fall back to drinking. Roll for both weeks.

Third through Sixth Week: - 2 on initiative. Still shaky, insecure,
but feeling more confident. 13% chance will fall back to drinking.
Roll for each week.

The next sx months  Now it's a battle to stay dry; 15% chance the
character will return to acohol under extreme pressure. Roll for
each pressure situation, such as near death (of self or friend), major
failure, crucia situation relying heavily or entirely on the person, etc.

After those sx months. There is ill a possibility of returning to
drink when under extreme pressure, as explained above; 5% in a
crisis. If the ex-alcoholic should ever drink acohol again, there is
a43% likelihood of becoming addicted again. Roll for each drink.
Note: A character can attempt to fight alcoholism repeatedly, regard-
less of numerous failures.

THE EFFECTS OF DRUG ADDICTION

Drug addiction is generally more severe in its effects and initia
withdrawal symptoms. However, once detoxified/dry, the person isless
likely to return to drugs than an acoholic. Most references to drug
addiction refers to hard drugs, such asL.S.D., heroin, P.C.P., barhitu-
rates (downers), amphetamines (speed), cocaine derivatives, and mood
altering drugs.

Rall for effects and digpogtion while intoxicated
1-10 Quick temper, argumentative; + 1 on initiative.

11-20 Totaly passive, will not attack, confused, wants to be left
aone. -5 to parry, dodge, and roll with punch or fal.

21-30 Extremely paranoid. Trusts no one, not even friends, +1 on
initiative.

31-40 Disoriented. Has difficulty following movement; -4 to parry
and dodge, - 2 to drike.

41-50 Hallucinations. Totally oblivious to redity; -4 to parry and
dodge, 50% chance of not recognizing friend or foe, or attacking
a friend (thinking him an enemy), or not recognizing danger,
or cringe in terror of battle phantoms.

51-60 Withdrawn, quiet; -6% on al skills.

61-70  Secure/self-assured only while high; -4% on all skills when
not on drugs.

71-80 Depressed, pessimistic; -8% on al skills.

81-85 Reoccuring hallucinations when under severe pressure/combat.
43% chance of reoccurrence/flash-back, same as hallucination
listed previously.

8691 Hyper, agitated, dways moving, distracted; -2 on initiative,
-2% on al skills.

92-00 Super syndrome; believes his abilities are heightened by drugs;
+ 1 to strike, parry and dodge; +6% on dl skills when high.
— 1tosdtrike, parry and dodge;, — 12% onall skillswhenstraight
(not on a drug-high).

General notes concerning drugs.

» Takes 15 to 20 minutes to take effect.

* Effects last 45 minutes to two hours.

* Remains in system, even after the high is gone, for 48 hours.

* Addicts need a continual supply, taken at least once or twice a day
(or more often, depending on the drug and desired effects).

Drug addiction can be cured, and requires a willingness to seek
treatment and being slowly weaned off its dependency by gradua sub-
stitutes. Total withdrawal, or going "cold turkey," is the sudden absti-
nence from any drugs.



Withdrawal Symptoms (cold turkey)

Firg Week: -35% on al skills, -8 on al combat kills, violently
ill: nausea, vomiting, cramps, etc. Requires regular observation and
facilities. 75% likelihood of taking the drug if it's available.

Second Week:  -20% on dl skills, -4 on al combat skills, very
weak, shaky, nauseated. 50% chance of taking the drug if it's avail-
able.

Third Week: -10% on al skills, -2 to strike, parry and dodge.

Wesak and insecure, but feeling considerably better. 28% chance of
taking the drug if available.

Player Charactersin
the World of Rifts

It is odd to me that players often seem, to miss the fact that they are
playing larger than life heroes in a fantastic world whenever they play
any role-playing game. Riftsis no different.

The typical person in Rifts is a farmer, mechanic, merchant, grunt,
or other hard working individua trying to survive in aworld gone mad.
The average person is not likely to have psonics nor mega-damage
wespons and armor. He is not a master of magic nor holder of great
truths. He is one of the ordinary folk who live and struggle with the
day to day hardships of life.

The masses are the present and future of mankind. They are the
innocent and the hopeful who will directly and indirectly motivate the
actions of our heroes adventures and heroics. As such, they are aso,
often, the victims and the prize in the never ending power struggles
between the forces which seek to dominate this strange, future Earth.

The player characters in Rifts are not Joe Average. For whatever

reason, they have attained knowledge and/or power that has set them
apart from the norm. They have become the focus in a small and
continuing drama within a much larger story. They are the men and
women who can make adifference. Theindividuals who dare to question
what they see and hear. They are the strong who step out of the crowd
to protect the weak. They are champions of ideas and ideals. They are
individuals who dare to dream and are willing to fight to attain that
dream. Individuals who step out of the shadows of reality and into the
realm of legend.

The origins of the heroes may be modest and ordinary. They may,
at first, seem as typica as anybody else. Their motivations may be
selfish or born out of desperation. Their heroics may be deliberate or
they may stumble into greatness, but ultimately, they rise above the
ordinary and make their mark on the land, and perhaps the pages of
history. These are the heroes. This is their story ... and you are the
architect of that story.

Earth, the savage realm between dimensions

Players and game masters alike must remember that the world of
Rifts is that of a transformed and often savage Earth. The planet is
largely an unexplored wilderness with tiny pockets of human life and
civilization. A wilderness teaming with strange and terrifying creatures
that have emerged from the "rifts." Humankind's continuing existence
lays in question as things that ancient man may have caled demons,
and other monsters, ravage the land. Then there is the darkness of
humankind itself. The capacity for evil, fueled by greed, envy, and the
lust for power; in some cases, making man as deadly a foe as any
supernatural terror.

In this violent world, our heroes are wanderers and explorers who
travel the land. They are likely to scavenge through the ruins of man's
past and sdl their skills for the price of a warm meal. They may go

Fourth Week: Completely detoxified, only psychological addiction
remains. 14% chance of taking the drug if made available. Suggest
continued therapy/counseling.

The next sx months  This isthe battle to stay dry. 10% chance will
return to drugs if under extreme pressure.

After those six months:  There is little chance of turning to drugs,
even under pressure; 3% chance.

Note A character can attempt to fight addiction repeatedly, despite
numerous failures to do so.

by the unflattering titles of mercenary, rogue, or sorcerer, but they are
heroes nonethdless, like wandering samurai of old.

Education and Skills

Players will find that there are three categories of skills: O.C.C.
skills, "other" skills, and secondary skills.

0.C.C. «ills are training and expertise necessary to perform the
occupation selected for the character. All characters who sdect that
same occupational character class receive the exact same O.C.C. sKills
and bonuses.

The bonuses are the percentile numbers found in the parenthesis.
The bonus is added to the base skill, indicating the superior level of
expertise. For example: Computer Operation (+ 10%) meansthe charac-
ter is more knowledgeable in computers than the average hobbiest, so
his skill proficiency is higher. Add the + 10% to the base skill of 40%,
for a total of 50%. At second level experience another 5% is added,
making the skill 55%. At third level another 5% is added and so on.
Note Most O.CC. skills enjoy a substantial bonus; however, there
are rare cases where there is no OCC. bonus.



Other skills are additiona scholastic skills, meaning skills learned
through formal training, schooling, or apprenticeship. Many of these
"other" skillswill relate directly to one's O.C.C. whileothersare simply
additional areas of knowledge.

Each skill category is listed with the gpplicable bonus in parenthesis.
Note that some skill areas will not be available to certain O.C.C.s,
while other categories may be limited to particular skills or exclude
certain skills. Similarly, while a character may be able to sdlect from
a particular skill area, he may not get any bonuses; dtart a the base
skill level.

Lastly, the character gets a certain number of secondary sKills.
Secondary skills are additional areas of knowledge that the character
has learned through experience. They may be related to the person's
occupation, but usually relate to other interests, hobbies, and entertain-
ment. For example: In red life you may have an interest in computers
and computer programming. In your spare time you read books and
experiment with your computer. Before long, you can operate and
understand computers better than ever and can even do some program-
ming. You might even be good a it, but you are not a the same level
as a top professond in the field (O.C.C). This is a secondary skill.
An area of knowledge, usually sdf taught, but not a the same level
as an expert trained in the subject.

Secondary skills are sdlected from the same list of skill categories
as "other" skills. The same restrictions apply, which means some skill
areas may not be available. Other restrictions are that none of the skill

Skill List

Cryptography

Laser

Optic Systems
Radio: Basic

Radio: Scramblers
Surveillance Systems
T.V./Video

DOMESTIC

Cook

Dance

Fishing

Play Musical Instrument
Sewing

Sing
ELECTRICAL

Basic Electronics
Computer Repair
Electrical Engineer
Robot Electronics

ESPIONAGE

Detect Ambush
Detect Conceal ment
Disguise

Escape Artist
Forgery
Intelligence

Pick Locks
PickPockets
Sniper

Tracking
Wilderness Survival

COMMUNICATIONS
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bonuses apply to secondary skills. Nor are mgjor areas of intense study
available for selection. Skills not available for selection as secondary
skills include: electrical engineering, robot electronics, mechanical en-
gineering, robot mechanics, medica doctor, cybernetic doctor, demol-
itions and demolitions disposd, acrobetics, boxing, gymnastics, wrestl-
ing, and weagpon systems. All secondary skills start at the base skill
level of proficiency (no bonuses).

Skill Penalties

As arule of thumb, there is usually a skill penalty of - 30 or - 40%
when trying to figure out, operate, repair, or use alien mechanisms and
technologies. The technology may be so different that the heroes will
be unable to use the simplest of devices. The game master should use
his/her discretion when dealing with adien sciences. Likewise, techno-
wizardry defies conventional science and technology, which means that
a mechanic or dectrician may be able to ascertain what a device is
supposed to do, but will not be able to operate, repair, modify, or
duplicate it. In fact, they are likely to have no idea of how or why the
device works at all. The specia skills of techno-wizardry and magic
are located in the magic section and not the skill section.

The game master may aso impose a reasonable penalty to situations
where the character faces an unusualy difficult task. A reasonable
pendty will range between -10% to -30%. Again, game masters,
use your discretion and be fair.

MECHANICAL

Aircraft Mechanics
Automotive Mechanics
L ocksmith

Mechanical Engineer
Robot Mechanics
Weapons Engineer

MEDICAL

Criminal Sciences & Forensics
First Aid

Holistic Medicine

Paramedic

Medical Doctor

M.D. in Cybernetics
Pathology

MILITARY

Demalitions
Demoalitions Disposal

PHYSICAL

Hand to Hand: Basic
Hand to Hand: Expert
Hand to Hand: Martial Arts
Hand to Hand: Assassin
Acrobatics

Athletics (general)

Body Building & Weight Lifting
Boxing
Climbing
Gymnastics
Prowl
Running
Swimming

S.C.UB.A.
Wrestling



PILOT SKILLS
(Ground, Air, Water)

Airplane

Automobile

Boat: Sall Type

Boat: Motor and Hydrofails
Boat: Ship

Helicopter

Horsemanship

Hover Craft (ground)

Jet Aircraft

Jet Fighter

Jet Packs

Motorcycle

Robots and Power Armor
Robot Combat: Basic
Robot Combat: Elite
Truck

Tanks and APCs

PILOT RELATED ILLS

Navigation
Read Sensory Equipment
Weapon Systems

ROGUE &KILLS

Computer Hacking
Concealment
Palming

Pick Locks

Pick Pockets
Prowl

Streetwise

SCIENCE

Anthropology
Archaeology

Astronomy

Biology

Botany

Chemistry

Chemistry: Analytical
Mathematics: Basic
Mathematics: Advanced

TECHNICAL

Art

Computer Operation
Computer Programming
Language

Literacy

Lore: Demons & Monsters
Lore Feerie

Photography

Writing

WEAPON PROFICIENCIES

Ancient Weapon Proficiencies
W.P. Archery and Targeting
W.P. Blunt

W.P. Chain

W.P. Knife

W.P. Sword

Modern Weapon Proficiencies
W.P. Revolver

W.P. Automatic Pistol

W.P. Bolt Action Rifle (hunting and sniping)
W.P. Automatic and Semi-automatic Rifles

W.P. Sub-Machinegun

W.P. Heavy

W.P. Energy Pistol

W.P. Energy Rifle

W.P. Heavy Energy Weapons

WILDERNESS

Boat Building

Carpentry

Hunting

Identify Plants & Fruits

Land Navigation

Preserve Food

Skin and Prepare Animal Hides
Track Animals




Communications

Cryptography: Skill in recognizing, designing, and cracking secret
codes and messages. The character must study the code for two
hours to attempt to bresk it successfully. A failed roll means the
individual must study the code for an additiona two hours before
he can try to break it again. The character may attempt to bresk the
code sooner, after only 10 minutes of study, but suffers a penalty
of - 30%. Base Skill: 25% + 5% per level of experience. Requires.
Literacy.

Laser: This skill provides the character with an in depth knowledge of
sophisticated laser communication systems and fiber optic communi-
cations. Base Skill: 30% + 5% per level of experience. Requires.
Theradio: basic, electrical engineer, and computer operation skills.

Optic Sygems. Provides expert training in the use of specia optical
enhancement equipment such as telescopic lenses, laser targeting,
thermo-imagers, passive light intensifiers, infrared and ultraviolet
systems, polarization, light filters, optical scanners, and related de-
vices. Base Skill: 30% + 5% per level of experience. Adds a specia
one time bonus of +5% to T.V./video sill if both are selected.

Radio: Basc: Thisis the rudimentary knowledge of the operation and
maintenance of field radios and walkie-takies, wire laying, installa-
tion, radio procedure, communication security and visua signs/com-
munications, as well as Morse code. It does not include the ability
to make repairs. Base Skill: 45% +5% per level of experience.

Radio: Scramblers Thisistraining in the use of electronic masking,
scrambling and unscrambling equipment, and codes to help foil the
detection, interception and interpretation of radio transmissions by
the enemy. Base Skill: 35% + 5% per level of experience.

Survelllance Sysems. This is the study and understanding of the op-
eration, methods, and techniques in the use of surveillance systems.
Includes motion detectors, simpleand complex alarm systems, audio/
visual recording and display eguipment, recording methods,
amplified sound systems, miniature listening devices (bugs, line
tapping), and some optical enhancement systems (specificaly as
they relate to camera lenses).

Tailing, or following someone without their knowledge, is another
form of surveillance. This aso includes stake-out procedures. A
failed surveillance rall indicates that the subect has spotted the tail
and is aware that he is being followed/observed.

A failed roll in the use of surveillance equipment means that the
equipment does not function as desired, impairing or preventing
surveillance; i.e., bug does not transmit, recording garbled, film
blurred or fails to record, etc.

A failed roll when hiding listening devices means the bug does
not function and is easily discovered through the course of casual
activity.

Base SKill: 30% +5% per level of experience. Requires. Elec-
tronics. basic or electrical engineering and computer operation and
literacy (the latter two are needed only for complex, high-tech sys-
tems).

T.V/Video: In depth training in the use of video and audio recording
equipment, filming, editing, dubbing, title making, duplication, and
transmission. Includes the use of field equipment; i.e., portable
video camera, and studio equipment; Base SKill: 25% +4% per
level of experience.

Descriptions

Domestic

Note: Characters can attain professional quality by selecting the same
domestic skill twice. Add a one time bonus of +10% and note that
the end result is of superior quality.

Cook: SKill in sdlecting, planning, and preparing medls. A cooking
roll failure means that the cooked food is not properly prepared. It
is edible but tastes bad (greasy, too spicy, sour, burnt, leaves a bad
aftertaste in mouth, etc.). Base Skill: 35% +5% per level of experi-
ence.

Dance A practiced skill inthe art of dancing. The character isespecidly
smooth and graceful, ajoy to dance with. Can learn new dance
steps/moves much more quickly than somebody who can not dance.
Base Skill: 30% +5% per level of experience.

Fishing: The fundamental methods and enjoyment of the relaxing sport
of fishing. Areas of knowledge include the use of lures, bait, poles,
hooks, lines, and the cleaning and preparation of fish for eating.
Also includes a basic knowledge of freshwater fish, their habits and
taste. Base SKkill: 40% +5% per level of experience.

Play Musical Instrument: The individua has learned to play aparticu-
lar musical instrument with a fair amount of skill. The sound is
generally pleasant (except when a bad roll is made). Note that each
specific instrument requires the selection of this skill. For example:
A character who can play the guitar, violin, and harmonica must
select the play musical instrument skill three different times, once
foreach instrument. Base Skill: 35% 8% per level of experience.

Sewing: The practiced skill with the needle and thread to mend clothing,
do minor aterations, and layout, cut and sew simple patterns. This
is not atailoring ability, but can becometailoring if the player selects
thisskilltwice.BaseSkill: 40%+5%perlevelofe x p e r i

Skill: 35% +5% per level of experience.

Electrical

Basic Electronics: Thisisarudimentary understanding of the principles
of electricity, simple circuits, wiring, and so on. This person can
do basic wiring, repair appliances, and read schematics. Base Skill:
30% + 5% per level of experience.

Computer Repair: Knowledge of the internal electronics of computers
and related devices (terminals, printers, modems, etc.). The charac-
ter can attempt to repair or sabotage computers. Note that figuring
out the repair or sabotage procedure counts as one roll, and the
actual repair is asecond roll. A failed roll means the repair is faulty
and does not work (try again). No computer operation or program-
ming skills are included nor required to fix computers. Many com-
puter repair personnel don't even know how to turn the computer
on! Base SKill: 25% +5% per level of experience.

Electrical Engineer: Knowledge of electricity. Characters can diagnose
and locate electrical problems, repair complex electrical devices,
wire entire buildings or vehicles, and build electrical equipment.
The character can also attempt to bypass security systems, alarms,
and surveillance systems, but at a penalty of -20% for simple
systems and — 50% for complex systems (reduce these pendlties by
half if the character aso has the surveillance systems skill). Base
Skill: 30% +5% per level of experience. Requires. Advanced
mathematics skill and literacy. Note: There is a — 30% penalty
when working on alien or extremely unfamiliar electronics. This
includes techno-wizard devices. The electrician may be ableto puzzle



out some of the basic aspects of adevice created by techno-wizardry,
and may be able to figure out how to operate the machine, but will
not be able to fully fathom how it works nor repair it.

Robot Electronics: This isthe complex and specialized study of robotics
and robot/military engineering, microcircuitry, and artificial intelli-
gence. It includes knowledge of the Coalition robot assault units,
exoskeletons, and robot systems. Base Skill: 30% +5% per level
of experience. Requires. Electrical engineering and computer sci-
ences. There isa - 40% penalty when working on alien or extremely
unfamiliar robot electronics.

Espionage

Detect Ambush: Training which develops an eye for spotting locations
and terrains suitable for ambushes and being ambushed. It dso
provides a rudimentary knowledge of guerilla tactics used by the
enemy. Base Skill: 30% +5% per level of experience.

Detect Concealment: This is a skill which enables the individua to
gpot and recognize camouflage, concedled structures/buildings and
vehicles, as well as the ability to construct unobtrusive shelters, use
camouflage and blend into the environment. Base Skill: 25% + 5%
per level of experience.

Disguise: The character knows how to apply make-up, wigs, skin putty,
dies, and other specia effects in order to ater his appearance or
that of somebody else. Base Skill: 25% + 5% per level of experience.

Escape Artigt: The methods, principles, and tricks of escape artists.
Includes muscle control (tensing and relaxing muscles), flexing and
popping joints, knowledge of knots, and the ability to concea tiny
objects on the person. The character can try dlipping out of handcuffs,
ropes, straightjacket, etc. Note: Picking locks is a separate and
distinct skill. Base Skill: 30% +5% per level of experience.

Forgery: The techniques of making false copies of official documents,
signatures, passports, 1.D.s, and other printed material. The forger
must have an origina or photocopy to work from in order to make
an accurate copy. Skilled forgers can recognize other counterfeits
at - 10%. Base SKill: 20% +5% per level of experience.

Intdligence Thisis the specific training in the practices and principles
of recognizing and analyzing sources of information about the
enemy, observation techniques, counter-intelligence measures and
proper procedure. This includes the practica assessment of sights
and sounds, estimation of ranges, what to report, handling prisoners
of war, and handling captured documents and equipment (tagging
and reporting to group leader or proper authority). This means the
character will be able to accurately estimate ranges, the number of
enemies, direction, purpose, and assess the importance of specific
information.

Further intelligence training includes a working knowledge of
indigenous guerilla warfare, enemy practices, appearance, and cur-
rent activities. This enables the intelligence officer to recognize
suspicious activity as guerillaactions and identify guerillaoperatives.
For Example: A particular booby trap, or weapon, or mode of
operation, may be indicative of guerilla activity in the area. It may
be up to the character to confirm the existence of the enemy and
their strength, number, and location.

Another area of training made available to intelligence is the
identification of enemy troops, officers, and foreign advisors. This
means the person learns the many distinguishing ranks and marks
that identify specific military units, specid forces, groups, and lead-
ers of the enemy. Such identification can pinpoint and confirm
enemy operations, goals, and movement, as well as confirm outside
intervention/aid.

Note: A failed roll in any of the areas of intelligence means that
evidence is inconclusive, or that the character has incorrectly asses-
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sed the information/situation and is uncertain. A failed roll involving
individual clues may mean the person has dismissed it entirely as
being meaningless (GMs, use your discretion). Base SKill:
32% +4% per level of experience.

Pick Locks The character knows the methods and tools for picking/
opening key and basic tumbler type locks. This does not include
sophisticated computer or electronic locks.

It takes 1D6 melee rounds for each attempt to pick a lock. A
failed roll means the lock holds; try again. Base Skill: 30% +5%
per level of experience.

Pick Pockets An ability to remove items from a person without their
being aware of it. If a pick pocket attempt fails, the item has NOT
been removed and there is a 67% likelihood of the intended victim
recognizing the intent of the action. Base Skill: 25% + 5% per level
of experience.

Sniper: This skill represents specid training in long range rifle firing
and marksmanship. Only rifles that can be made to fire a single
round or blast can be used for sniping (no automatic/multi-firing
rifles). Adds a bonus of +2 to strike on an aimed shot.

Tracking: Visual tracking is the identification of tracks, and following
the path of men or animals by the signs they leave on the ground
and vegetation. Tracking is a precise art, requiring much practice.
The skill includes the evaluation of tracks, indicating whether the
person being tracked is loaded down with equipment, running, mov-
ing slowly (by measuring the space between steps), and so on. By
this means, the tracker can estimate the person's rate of movement,
apparent direction, the number of persons in the party, and whether
the person knows he is being followed. Other methods of tracking
require recognizing other telltale signs, such as blood and other
stains, broken and displaced vegetation, overturned rocks, litter (such
as cigarette butts, ration cans, candy wrappers, soiled bandages and
campfire remains), and even odors carried by the wind.

Tracking aso includes the recognizing of dangerous animals by
their tracks, habits, and feces. Likewise, tire tracks made by vehicles
can revea much, such as size and type of the vehicle, the weight
of its load, etc.

Counter-Tracking techniques are dso known, such as covering
one's trail, misdirection, parallel trails, avoiding obvious pitfalls
like littering and others.

A failed roll means that the signs are inconclusive, vague or
misleading. Additional signs must be found to verify or clarify (roll
again). Three consecutive failed rolls means the tracker has com-
pletely lost the trail. Roll once every 40 yards/meters whenfollowing
a trail. Persons attempting to follow a skilled tracker are -25%
when following his trail if he is deliberately trying to conceal that
trail (however, his rate of travel is reduced by half)- Base Skill:
25% + 5% per level of experience.

Wilderness Survival: Techniques for getting water, food, shelter, and
help when stranded in wild forests, deserts, or mountains. Characters
without this skill will not be able to stay healthy for more than a
few days in the wilderness once their supplies run out. Base Skill:
30% + 5% per level of experience.

M echanical

Aircraft Mechanics The understanding of aerodynamics and the train-
ing to repair, rebuild, modify, and redesign conventiona aircraft,
including single engines, twin engine airplanes, jets, helicopters and
hovercraft. Robot body armors and high tech military vehicles are
not included (see robot mechanics). Base SKkill: 25% + 5% per level
of experience.



Automotive Mechanics: The ability to repair, rebuild, modify, and
redesign conventional vehicles with internal combustion (gas) en-
gines. It alsoincludesbody work, turbineengines, methanol, ethanol
and diesel truck engines. Working on hover jet systems for ground
vehicles is possible, but with a -20% penalty. Working on reactor
engines there is a -40% penalty. Base Skill: 25% +5% per level
of experience.

Locksmith: The study of lock designs and the ability to repair, build,
modify and open locks. The methods, techniques, and tools of lock
picking include the old-style key and tumbler, combination, and
modern electrical locking systems. Timerequirements. 1D4 melees
to open an antiquated key type lock or simple tumbler/combination
type, 1D4 minutes to open an elaborate tumbler type, 2D4 minutes
to open a simple electronic lock (usually by patching in a bypass
system), and 1D4 hours to break a complex, state-of-the-art elec-
tronic lock system such as those used in high security and restricted
areas. Super high-tech systems, such asthose used by the Coalition's
military and government, will require 3D4 hours and have a skill
penalty of -20%.

If an unsuccessful skill roll is made, the lock is not opened and
the process must be repeated. If an attempt to open an electronic
lock fails, roll again. A second failed roll means that the lock is
irreparably damaged and can not be opened! Base Skill: 25% +5%
per level of experience. Requires. At least basic electronics skill
(—5% penalty when working on complex or high-tech locks) or
electrical engineer (+5% bonus).

Mechanical Engineer: Training, understanding, and knowledge of how

machinery is designed, operated, built, and maintained. Characters
can attempt to redesign, modify, repair, construct, or sabotage
mechanical devices (includes nuclear reactor driven turbines and
atomic engines). The player must first roll to see if his character
can figure out how to operate/analyze/design a machine. When a
successful diagnostic roll has been made, roll again to determine
when the character can fix/change/build the mechanism. Base Skill:
25% + 5% per level of experience. Special Bonus. Add a one time
bonus of 5% to the locksmith and surveillance systems skills if
mechanical engineering is also known. There is a -30% penalty
when working on alien or extremely unfamiliar mechanics. This
includes techno-wizard mechanics. The mechanic may be able to
puzzle out some of the basic aspects of a device created by techno-
wizardry, and may be able to figure out how to operate the machine,
but will not be able to fully fathom how it works nor repair it.
Requires: Basic or advanced mathematics, at |least basic electronics,
and literacy.

Robot Mechanics: This is the specific study of advanced mechanics

as it applies to robotics. Those skilled in this discipline can repair,
modify, build, and sabotage robots, including the creations of the
Coalition, power armor, and exoskeletons. There is a 30% penalty
when working with alien or extremely unfamiliar mechanics. Base
Skill: 20% +5% per level of experience. Requires. Mechanical
engineer skill and related requirements.

Weapons Engineer: Thisskill isusually reserved for military personnel.

The character can maintain, repair, modify, mount, and figure out
most weapon systems, including rail guns, energy weapons, and
atomic power systems. He can repair an assault rifle and recharge
an energy clip to installing a missile system into a vehicle. The
engineer can also add and repair body armor and is an expert welder.
Base Skill: 25% + 5% per level of experience. Requires: Mechanical
engineering and basic electronics.

Note:  Techno-wizardry is a special skill and ability described in the

Techno-wizard section.
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Medical

Criminal Sciences & Forensics: Basic knowledge of police skills in-
cluding basic criminal law, fingerprinting, ballistics (matching bul -
lets to weapons and angles of impact), and genera investigative
techniques.

Forensic medicine is the methods and techniques which enable
the character to find evidence regarding the cause of death, time of
death, and other details when examining a corpse. Base Skill:
35% +5% per level of experience. Requires. Biology, chemistry,
chemistry: analytical, advanced mathematics, and literacy.

Firg Aid: Rudimentary medical treatment which includes how to ban-
dage wounds, stop bleeding, administer CPR/artificial respiration,
and use antiseptics and common anti-inflammatory drugs and pain-
killers. Base Skill: 45% +5% per level of experience.

Holistic Medicine: Training in the recognition, preparation, and appli-
cation of natural medicines usually made from whole plants and/or
their parts (roots, leaves, fruit). The holistic doctor is basically a
natural pharmacist and naturalist who creates drugs from vegetation
and studies common ailments. He can find and use plants to create
salves, balms, ointments, and lotions to soothe burns, boils, rashes,
and insect bites, reduce swelling, as well as create local anesthetics,
and to heal wounds faster (twice as quick as normal). Potions and
tonics are created to settle upset stomachs, induce drowsiness, or
hallucinations. The individual can aso make alcohol and poison
(hemlock and mandrake for example).

The student of herbology also has a good knowledge of plant lore
and when and where to find healing plants, edible fruit, roots, and
bark, as well as how to use and/or avoid dangerous flora. The
character can aso preserve foods and knows how to set and mend
bones, bandage cuts, and suture cuts.

Note: Plants are seasona and the right root or leaf may not be
readily available in certain times of the year/season, or may be found
exclusively in remote regions. Game masters should use a certain
amount of common sense and drama with this skill. Base Skill:
20% + 5% per level of experience. A failed roll means the treatment
or concoction did not work.

Paramedic: An advanced form of emergency medical treatment which
includesall first-aid techniques, the setting of broken bones, suturing
of wounds, use of oxygen and emergency medical equipment, ad-
ministering of drugs, knowledge of how to move acritically injured
person, the removal of cybernetic prosthetics, and other life-saving
techniques.

A failed roll means the patient has not responded to treatment or
that the treatment has been improperly administered. Note: For
serious injury or coma, roll three times, consecutively, on percentile
dice. A roll of two successful out of three means the wound has
been properly treated or that the patient's condition has been
stabilized. Failure means the patient's condition is unchanged.
Another character can immediately attempt to apply medical aid or
the same player can try again, but only after the character has spent
six minutes for reexamination and/or concentration on the problem.
Base Skill: 40% +5% per level of experience.

Medical Doctor: The medical doctor is a trained surgeon and has a
doctorate in the medical sciences.

Areas of training include: clinical skills, medical discipline, code
of ethics, physiology (muscle, respiratory, blood, body fluids),
pathology (diseases, their structure and function), rudimentary phar-
macology (use, reaction, and interaction of drugs), laboratory skills,
and techniques and methods of data collection. The medical doctor
(M.D.) isaso atrained surgeon and has a basic knowledge regarding
cybernetics. This means the M.D. can remove and attach most
cybernetic mechanisms (although at a penalty of -10%, and -40%



on bhionics). Base Skill: 60/50% +5% per level of experience. The
first percentage number is the doctor's ability to accurately diagnose
the problem. The second percentage number is the doctor's skill at
successfully treating the problem. Requires. Biology, pathology,
chemistry, basic or advanced mathematics and literacy.

M.D. in Cybernetics: This doctor in a specialist is the science of
cybernetics and a master surgeon. The character has al the basic
knowledge and requirements of the regular M.D., athough his diag-
nostic skills are nowhere near as honed, but is a specidist in surgery
and the removal of limbs and interna organs and the surgical attach-
ment of cybernetic replacements (artificial organs and prosthetics).
He can also repair cybernetic prosthetics (if not too badly damaged).
Base Skill: 40/60% +5% per level of experience. The first percen-
tage number is the "Cyber-Doc's' ahility to accurately diagnose and
treat a non-surgica problem/illness. The second percentage number
is the doctor's ability to perform complex surgery, remove and install
all types of cybernetic organs and devices. The cyber-doc can also
work on bionic implants and systems but suffers a -15% skill
penalty. Bionic sciencesis much more complex and machine oriented
than cybernetics.

Note: An M.D. in Cybernetics can become a bionics surgeon
(M.D.B. in cybernetics) by selecting this cybernetics skill twice and
electrical engineering (and must have al the M.D. requirements).
This will make him a magter in al of the cybernetic and bionic
sciences. There is now no penalty for installing bionics and there
is a special bonus of +10 added to the character's surgery skill.
The M.D.B. can dso repair, modify, design, and build bionic and
cybernetic devices. Game Mager's Note: One can not create a
bionic implant in a garage. The character will need access to a
cybernetics or bionics laboratory to build or modify an artificial
implant. Even ahigh-tech medica facility will not have the necessary
components to create a cybernetic or bionic mechanism, athough
it may have access to them.

Pathology: This branch of medicine deals with the nature of diseases,
their cause, and symptoms, and the functional and structural changes
caused by disease. Training includes anatomy, physiology, cell biol-
ogy, manifestation of disease, tissue injury and repair, abnormal
cell structure, metabolism, diagnosis of human diseases, tissue cul-
ture methods and applications, analysis of drugsin biological samples
and laboratory research, investigative methods, and use of instru-
ments and equipment. Base Skill: 40% + 5% per level of experience.
Requires: Biology, chemistry, and literacy skills.

Military

Demoalitions: Demolitions provides the person with an advanced knowl-
edge in the use and workings of explosives and detonation devices
for the purpose of blowing up bridges, buildings, and sabotage. This
includes all types of explosives, such as mines, dynamite, plastics,
nitro, blasting caps, etc. It dso includes a basic understanding of
the strategic placement of mines and booby traps. This will increase
the character's awareness of suspicious rope, string, and wire. Base
skill: 60% + 3% per level of experience. A failed roll means a dud;
no explosion.

Demoalitions Digposal: This skill enables the character to safely defuse
unexploded mines, bombs, explosive booby traps, dud artillery
rounds, dud explosive charges, or any other explosive device. Base
Skill: 60% + 3% per level of experience.

Physical

Special Note: One of the unique aspects of this RPG is that the
player can increase his or her character's physical attributes (P.S., P.P.,
P.E., Spd., S.D.C.) by selecting physical skills that will build and
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develop the body's muscles and endurance. ALL attribute and skill
bonuses are accumulative. However, a specific physical skill may only
be chosen once, including hand to hand skills.

There are four major kinds of fighting techniques available to the
characters. Boxing and wrestling adds to the techniques and power of
a specific hand to hand training. Characters without combat training
have one hand to hand attack per melee at levels one and two, but get
a second attack at level three and a third attack at level nine.

Hand to Hand: Badc: Provides elementary fighting techniques and
methods of attack and self-defense as taught in military basic training
or in self-defense classes. See the combat section for listing of
specific abilities.

Hand to Hand: Expert: An advanced form of self-defense and unarmed
combat usually taught to commandos. See the combat section for
listing of specific abilities.

Hand to Hand: Martial Arts This is some form of oriental fighting
skill (karate, kung-fu, etc.) that teaches advanced hand to hand
combat. See the combat section for listing of specific abilities.

Hand to Hand: Assassn: This is an advanced form of combat with
an emphasis on immobilizing or killing one's opponent quickly. See
the combat section for listing of specific abilities.

Acrobatics Aerid feats of agility and strength, such as walking a
tightrope, high wire, trapeze, and stunts performed above ground.
Other physica abilities include rolls, somersaults, leaps, and falls.
Provides al of the following:

Automatic kick attack at first level; IDS damage.
60% +5% per level — Sense of balance

60% + 3% per level — Walk tightrope or high wire
80% + 2% per level — Climb rope

60% +5% per level — Back flip

40% base climb ability or adds a + 15% to climb skill.
30% base prow! ability or adds a +5% to prowl! skill.
+ 2 bonus to roll with punch or fall +1 to P.S.
+1toP.P.

+1toP.E.

+1D6 to S.D.C.

Athletics (general): Training in, and enjoyment of, vigorous exertion
for competitive sports, exercises, and contests of strength, endur-
ance, and agility. Provides the following bonuses:

+ 1 to parry and dodge

+ 1 to roll with punch or fall
+1toP.S.

+1D6 to Spd.

+ 1D8 toS.D.C.

Body Building & Weight Lifting: The building of muscle tone and
body strength through weight lifting and exercise. Provides the fol-
lowing:
+2t0P.S.
+10 to S.D.C.

Boxing: Classic art of fighting with fists. Training helps build the body
and reflexes. Skilled boxerswill automatically knockout an opponent
on aroll of a natural twenty. The victim of a knockout will remain
unconscious for 1D6 melees. Unlike normal knockout/stun, the
player does not have to announce that he is trying to knockout his
opponent before making aroll to strike.

The following bonuses are provided:
+ One additional attack per melee.
+ 2 to parry and dodge

+ 1 to rall with punch or fal
+2P.S.

+3D6 on S.D.C.



Climbing: Knowledge of the tools and techniques for climbing up sheer
surfaces. Players should roll once for every 20 feet (6 m) of avertica
climb. If theroll fails, it means he is losing his grip; however, every
"skilled" climber gets a chance to regain his grip, roll again. Two
consecutive failed rolls means the character falls. Base Skill: 40% +
5% per level of experience.

Rappelling is a specialized rope climbing skill used in descending
from helicopters, scaling walls and cliff facings. For game purposes,
rappelling will include ascending and descending climbs. Base Skill
in rappeling: 30% +5% per level of experience.

Gymnastics: Learning to do falls, rolls, tumbles, cartwheels, some-
rsaults and to work the parallel bars and rings. This sport builds
great upper body strength, grace, and balance. Provides dl of the
following:

Automatic kick attack et first level; 2D4 damage.
50% + 5% per level — Sense of balance

60% + 3% per level — Work parallel bars & rings
70% + 2% per level — Climb rope

70% + 5% per level — Back flip

25% base climb ability or adds a +7% to climb skill.
30% base prowl ability or adds a +5% to prowl skill.
+ 2 bonus to rall with punch or fall

+2 P.S. +2t0 P.E.

+1toPP. +2D6 to S.D.C.

Prowl: This skill helps the character to move with stealth; quietly,
slowly, and carefully. Techniques include balance and footing, short
steps and pacing, rifle positioning, prone positions for low visibility,
and crawling. A failed prow! roll means that the character has been
seen or heard. If the prowl roll is successful, then the character is
not seen or heard and may makeasnesk attack. Base Skill: 25% + 5%
per level of experience.

Running: A routine of running and exercise to build speed and endur-
ance. Provides the following:
+1to PE
4D4 to Spd
1D6 to S.D.C.

Swimming: The rudimentary skill of keeping afloat, dives, swimming
and lifesaving techniques. The percentile number indicates the over-
al quality of form as well as skill of execution. A character can
swim a distance equal to 3x his P.S. in yards/meters per melee.
This pace can be maintained for a total of minutes equal to his
P.E./endurance. Base Skill: 50% +5% per level of experience.

SCUB.A.: The letters S.C.U.B.A. stand for Self-Contained Under-
water Breathing Apparatus. Individual slearn the methods and equip-
ment needed for skin diving and underwater swimming. A character
can swim a distance equal to 2x his P.S. in yard/meters per melee.
This pace can be maintained for a total of minutes egual to his
P.E./endurance. Base Skill: 50% +5% per level of experience.
Note: The maximum safe depth one can go without getting the bends
is about 120 feet (36.5 m). Deeper depths are possible with depre-
ssurization, specia suits and submarines. Swimming is required to
S.C.UB.A.

Wredtling: As taught in old high schools and colleges, wrestling is
more of a sport than a combat skill, but it does provide some useful
combat moves. Provides the following:

Body block/tackle does 1D4 damage and the opponent must dodge
or parry to avoid being knocked down (lose one melee attack if
knocked down).

Pin/incapacitate on a roll of 18, 19, or 20.

Crush/squeeze does 1D4 damage per squeeze attack.

+ 1 to roll with punch or fall

+2to PS

+1toPE

+4D6 to S.D.C.

M

Pilot Skills (Ground, Air, Water)

Airplane: Includes old propeller, single and twin engine types. Base
Skill: 50% +4% per level of experience.

Automobile Manual and automatic transmission; includes dune bug-
gies, jeeps, and small trucks. Base Skill: 60% +2% per level of
experience.

Boat: Sail Type Small sailing and medium-sized sailing yachts, and
fishing boats. Base Skill: 60% +5% per level of experience.

Boat: Motor and Hydrofoils: These include al types of small motor

driven boats and yachts. Base Skill: 55% +5% per level of experi-
ence.

Boat: Ships Thisincludes al large sailing and motor driven sea-faring
vessels. Base Skill: Sailing ships: 45% + 5% per level of experience.
Motor driven ships: 44% +4% per level of experience.

Hédlicopter: The specialized skill required to fly al types of helicopters,
including combat ‘copters (but must have the weapons systems skill
to operate weapons on a combat helicopter). Base Skill: 35% +5%
per level of experience.

Horsemanship: In this devastated and mutated land, the horse has
become a popular means of transportation. The skill includes the
basic principles of riding, the care and feeding of the animal, recog-
nizing breed and quality, charging, and jumps. The percentile
number is used whenever the character tries to determine breed,
quality, and when performing special jumps or maneuvers. Base
Skill: 40% + 4% per level of experience.

Special Bonuses The horseman has the advantage of height,
leverage, and velocity when attacking on ahorse. This provides the
following bonuses when charging on horseback: + 1 to parry and
dodge, +4 damage. Note that a person can not shoot a projectile
weapon of any kind (bow and arrow or gun) with any degree of
accuracy. An aimed shot is impossible on a moving animal! Bursts
are possible if the horse is moving quickly, but not a a full gallop.
At full gallop, the shooter can fire only as wild.

Hover Craft (ground): The knowledge needed in piloting hover cycles
and other hover vehicles used for ground transport. These vehicles
can be tricky, because they utilize several air jets and directional
thrusters that push the craft along, above the ground, on a cushion
of air. The vehicles can usually attain great speeds, are capable of
driving over incredibly rugged terrains, and make sensationa jumps
over small craters and ravines. Base Skill: 50% +5% per level of
experience.



Jet Aircraft: Includes large and small commercia transport jets. Base
Skill: 40% + 4% per level of experience.

Jet Fighters: Training includes flying, maneuvering, aeria combat
strategies, and typical fighter jet weapon systems. Base SKill:
40% +4% per level of experience.

Jet Packs This is the piloting skill for backpack like units that strap
to the back of an individual to carry him airborne. The typical jet
pack is a one person unit capable of hovering above the ground and
flying @& an average altitude of 300 feet (91.5 m). Base SKill:
42% + 4% per level of experience.

Motorcycle: Thisskill includesthe piloting of al two and three wheeled
vehicles such as motorcycles of dl types, dirt bikes, and mopeds.
Base Skill: 60% + 4% per level of experience.

Robots and Power Armor: Characters with this skill are taught the
fundamental s of maneuvering giant robots (utilized by the Coalition)
and power armor suits (such as Glitter Boy armor). These are robot
exoskeletons and vehicle type robots that require a pilot and/or crew.
The training focuses on piloting, not combat; thus, robot combat is
a separate and distinct skill (see Robot Combat skills). Base Skill:
56% + 3% per level of experience.

Robot Combat: Basic: Unlike the elite robot combat training that
follows, the basic combat training gives the pilot a fair working
knowledge of most robot-vehicle systems and their most basic com-
bat capabilities. The pilot will be able to pilot and use the various
weapon systems and fighting capabilities, but not at full efficiency.
Players should take note of the Basic Robot Combat Training tables
in the combat section.

Robot Combat Elite: Each robot or power armor type has a different
weapon system, hand to hand aptitude, and quirks that make each
specific type unique. Because each handles differently, the elite
pilot studies individual robot war machines to familiarize himself
with every element of that specific robot. This means the pilot must
sect the Robot Combat: Elite skill for each specific robot type in
which he desires to be an expert operator to enjoy its maximum
combat effectiveness. Elite training automatically gives the pilot a
basic understanding and ability to pilot ALL standard types of robot
vehicles a the "basc” level as well.

The Hand to Hand Bonuses from Robot Combat Training lists
the exact combat abilities, damage, and bonuses for each specific
robot type. They are found in the combat section. Robot Combat:
Eliteisusually reserved for specialists in the military and mercenaries
such as the infamous Glitter Boys; however, just about anybody can
learn to pilot and fight with a robot. Note: There is no base skill
as the pilot has specific skills and bonuses as he progresses in level
of experience, much like hand to hand combat.

Power Armor: Man-size and giant
Humanoid exoskeleton type: Man-size and giant Insect dyle

Truck: This piloting skill specifically applies to large cargo and trans-
. port vehicles like eight to sixteen wheeled commercia trucks and
multi-ton transports. Base Skill: 40% + 4% per level of experience.

Tanksand APCs. Military vehicles often have unconventional controls
and handle differently than conventional vehicles, especidly the
many ton, armored combat vehicles such as tanks and armored
personnel carriers (APC). Thus, specid training is required to pilot
them. Base Skill: 36% +4% per level of experience.

Pilot Related Skills

Navigation: Training in map reading, star charts, course computation,
following landmarks, and use of navigational equipment. Includes
land, air, and water navigation, as well as piloting by instruments
aone. A failed roll means the pilot is off course. Roll 2D6x100 for
most aircraft, 4D6 x 100 for jets, and 2D6 x 10 for ground vehicles
to determine how many miles/kilometers they are off course. Roll
for every hour that one is off course. Base Skill: 40% +5% per
level of experience. Requires. Basic math, read sensory equipment,
and a least minimal literacy.

Read Sensory Equipment: Individuals with this training can operate,
maintain, understand, and "read" or interpret sensory data from all
types of conventional sensor devices. These devices include radar,
sonar, motion detectors, surveillance equipment, optical enhance-
ments, instrument panels, and s on. Note that characters without
this skill cannot understand nor operate aircraft, radar, or detection/
surveillance equipment. Base Skill: 30% + 5% per level of experi-
ence.

Weapon Sysems: This is the complete understanding of weapon units
and systems incorporated into military vehicles, power armor, and
robot vehicles. It includes lasers, particle beams, rail guns, missile
and grenade launchers, cannons, and vehicle/robot weapon systems.
Adds a specid bonus of +1 to strike when using these types of
weapons, this does not include hand-held weapons (see Weapon
Proficiencies). Base Skill: 40% +5% per level of experience.

Rogue Skills

Computer Hacking: This is a computer skill similar to computer prog-
ramming; however, the emphasis of the skill is breaking computer
access codes to gain illegal access to other computer systems and
steal or sabotage its data. The character is an expert in tracing
computer data, bypassing defense systems, and breaking ("hacking")
codes, add a one time bonus of + 5% to the cryptography, surveil-
lance, and locksmith (electronic and computer controlled locksonly)
skills if the character is a hacker. Base Skill: 15%+ 5% per level
of experience. Requires. The ability to read and write, computer
operation, computer programming, and at least basic mathematics.

Concealment: The practiced ability to hide small items on one's body
or in hand, usually by continually moving it around from hand to
hand or place to place unnoticed. Objects must be no larger than 14
inches in height and depth, and six inches in width. The weight
must aso be 10 pound or less (4.5 kg). The smaler and lighter the
object, such as knife, gem, key, credit card, etc., the easier it isto
concedl (add abonus of +5%). Larger items, such as abook, scrall,
club, statue, or similarly large or heavy object, are more difficult
to conced on one's person for obvious reasons. Base SKill:
20% +4% per level of experience.

Palming: Simply the ability to pick up and seemingly make a small
object, such as a coin, key, credit card, disappear by concedling it
in one's hand. Adds a bonus of + 5% to the pick pocket skill. Base
Skill: 20%+ 5% per level of experience.

Pick Locks The character knows the methods and tools for picking/
opening key and basic tumbler type locks. This does not include
sophisticated computer or electronic locks.

It takes 1D6 melee rounds for each attempt to pick a lock. A
failed roll means the lock holds; try again. Base Skill: 30%+ 5%
per level of experience.

Pick Pockets: An ability to remove items from a person without their
being aware of it. If apick pocket attempt fails, the item has NOT
been removed and there is a 67% likdlihood of the intended victim
recognizing the intent of the action. Base Skill: 25%+ 5% per level
of experience.



Prowl: This skill helps the character to move with stedth; quietly,
dowly, and carefully. Techniques include balance and footing, short
stepsand pacing, rifle positioning, pronepositionsfor low visibility,
and crawling. A failed prowl roll means that the character has been
seen or heard. If the prowl rall is successful, then the character is
not seen or heard and may make asnesk atack. Base Skill: 25% +5%
per level of experience.

Strestwise: This skill ingtills an understanding of the darker side of
city life and the scoundrels who roam the streets. The strestwise
character will be able to recognize gang members by their actions
and philosophies, gang colors (emblems and clothing that denote
membership to a particular organization), gang symbols and man-
nerisms, and dangerous locations and gangland haunts. The indi-
vidual will aso recognize a potential brawl situation, assess a gang
member's rank/power in the organization, and know some of the
hangouts, modes of operation, rituds, ethics, and perhaps even
notorious gang leaders of the more infamous street gangs. This skill
dso includes the ahility to recognize and locate black market dedlers/
organizations, illega cyber-doc clinics, drugsand armsdeders, and
similar crimina outfits. Base Skill: 20% +4% per level of experi-
ence.

Scence
Note: In the world of Rifts, the majority of people can not read nor
write. Mogt of the science skills require literacy as a prerequisite skill.

Anthropology (everything can be committed to memory) and mathema-
tics are the only exceptions.

Anthropology: Thisisthe behavioral study of man and other intelligent
life-forms and their environments. Studiesinclude societies, customs
and beliefs, religions, political structure, as well as rudimentary
history and archaeologica background. It is important to note that
anthropology is more concerned with the study of modern races and
socidties than it is with ancient ones. This is especialy important
when dealing with other races and cultures in the present time in
order to avoid accidentally bresking taboos or codes of behavior. It
will dso tell the anthropologist whether he may be dedling with a
dangerous people (hate humans, fear technology or magic, are can-
nibals, worship demons, etc).

The sKill can aso be used in the examination of items/artifacts
and ruins to identify the probable peoplefrace, purpose, and
technological level. The character can identify the period in which
the item was used (contemporary or ancient), but is not skilled
enough to tell whether an itemisan authentic artifact or aforgery.

In the world of Rifts, few humans and fewer non-humans know
much about humankind or the world before the rifts. The an-
thropologica student is one of the few who is well versed in the
legends and few facts about the "Time of Man." As aresult, he can
often identify pre-rifts technology and man-made creations. He is
aso knowledgesble in their black market value and the many laws
that prohibit the possession, sde, and scavenging of ancient artifacts.
Base Skill: 20% + 5% per level of experience.

Archaeology: Thisisthe scientific study of relics of ancient civilizations
by excavation and other means. Studies include proper excavation
(digs) techniques, analysis, preservation, restoration, and dating
methods (including carbon dating), as well as arudimentary history
and anthropology background.

Like the anthropologica student, the archaeologigt is one of the
few who is well versad in the legends and few facts about the "Time
of Man." He is an expert in the identification of pre-rifts technology
and man-made creations, from books and clothing to vehicles and
buildings. The character can ascertain whether the item is an ancient
artifact or of recent congtruction, and therefore, if an item is an
authentic artifact or aforgery. He is dso well versed in their black

31

market vaue and the many laws that prohibit the possession, sde,
and scavenging of ancient artifacts. For example The possession
of books (even comic and children's books), video discs, or other
pre-rifts educationa or technologica datais illega by the decree of
the Codition. Failure to turn such items over to the government is
a sarious crime punishable by imprisonment or death. Base Skill:
20% + 5% per level of experience.

Adgronomy: The study of the stars and other celestid bodies, their
movements, positions, cycles, alignments, and interrelations with
the earth and each other. This knowledge can aso be used to deter-
mine direction, approximate distances, identify seasons, and tell the
time of day. Base Skill: 25% +5% per level of experience.

Biology: Basic understanding of cells, anatomy, physiology, evolution,
and genetics. The character will know how to use a microscope,
cultivate bacteria, and how to classify new organisms. Base Kill:
30% + 5% per level of experience.

Botany: Plants, their categories and functions, are studied extensively.
Characters will know the basics of cross-fertilization and germinat-
ing, as well as growing experimentd plants. Base Skill: 25% + 5%
per level of experience.

Chemigtry: The basic understanding of chemica principles and for-
mulae. Characters know enough chemical Iaboratory procedures for
andyzing and synthesizing chemical compounds to act as competent
assistants. Base Skill: 30% 3% per level of experience.

Chemigry — Analytical: Training in chemica engineering theories
useful in the analysis of compounds and their practical applications.
Characters will be highly skilled in the use of laboratory equipment
and can analyze and synthesize chemicals. Base Skill: 25% +5%
per level of experience. Requires Chemistry, advanced mathema-
tics, and literacy. Computer operation is strongly suggested but not
required.

Mathematics — Basic: Knowledge of basc math, including the ability
to count, addition, subtraction, multiplication, division, and frac-
tions. Base Skill: 45% + 5% per level of experience.

Mathematics — Advanced: Knowledge of al basic and advance
mathematics, including agebra, geometry, trigonometry, calculus,
and techniques for using advance