


Warning! 
Violence and the Supernatural 

This book may be inappropriate for young readers. 
The fictional world of Rifts is violent, deadly, and filled with supernatural monsters . Other dimensional 

beings, often referred to as "demons ," torment, stalk , and prey on human s. Other alien life forms, 
faeries, monsters, gods and demj-god s, as well as magic , insanity and the supernatura l , are all elements 
in this book. 

Rifts Africa is a work of fiction! The Four Horsemen of the Apocalypse are not intended to be 
biblical or religious references, but purely fictional monsters. The monsters, gods, magic and places 
are not real. None of us at Palladium Books condone or encourage the occult , the practice of magic, 
the use of drugs , or violence. 

Some parents may find the violence and supernatural element s of the game inappropriate for young 
readers/players. We suggest parental discretion. 

'-~---,•, : ,:::-:~:~ ~· -~-
. ~ · .. "-

A supplement for the Rifts® RPG. 
Compatible with the entire Palladium Books® Megaverse ®! 



~ifts®World Uook four 

• 

Written By: Kevin Siembieda 

Additional Text & Ideas: Kevin Long 
Julius Rosenstein 

Senior Editor: Alex Marciniszyn 
Editors : Thomas Bartold 

James A. Osten 

Cover Painting: Kevin Long 

Interior Art: Kevin Long 
Newton Ewell 
Wayne Breaux 
Kevin Siembieda 
Michael Gustovich 

Art Direction & Keylining: Kevin Siembieda 
Typography: Maryann Siembieda 

TM 

Special Thanks to Kevin Long for his concepts and incredible designs for the Four 
Horsemen of the Apocalypse which inspired this book. Julius for his contributions. 
Maryann for her inspirational photographs, stories and research of Kenya. Alex and the 
usual gang of idiots for all of their encouragement and support. 

3 



Contents---------------------------

Letters from Erin Tarn . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 7 
The Four Horsemen of the Apocalypse . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 11 

I(ey bits of information . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 11 
Death . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 12 
Devil Skulls . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 18 
Famine . . ............. .. .. . ................................... . ..... ..... 19 
Pestilence . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 23 
War . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 30 
Armageddon Creature . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 34 

Gods of the Nile . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 36 
Gods of Darkness ....... ~ . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 38 

Set ..... ............................... .. ............ . . ...... ... . . • . . . . . . 38 
Anubis ...... . .. .. ............................... ... ... ....... ......... .. 40 
Apepi The Immortal . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 42 
Amon The Hidden One . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 43 
Anhur The Slayer of Enemies .... . ....... : . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 45 
Ammit The Beast . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 46 
Bes The Depraved . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 47 

Gods of Light . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 48 
Osiris . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 48 
Ra, Lord of Light . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 49 
Thoth, Lord of Wisdom . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 52 
Isis The All Mother . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 54 
Horus The Great Sphinx . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 56 
Bennu The Phoenix . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 57 
Apis The Sacred Cow . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 58 

Minions of The Gods . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 59 
Phoenixi . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 60 
Ram en . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 61 
Tau tons .. . . ..... . ... . ... . ...... . ........................................ 63 
Children of Amon . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 65 
Crocodillians . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . : . . . . . . . . . . . . 67 
Jinn .............. . ...... . .................. .. ... .. . ............. . ...... 69 

The Mystic World of Africa . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 70 
Witch NPC villain . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 72 

Spells of the African Witch . ... ......... : . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 74 
Medicine Man O.C.C. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 79 

Charms & Amulets .. .. ....... .. ........................... . ................ 81 
African Rain Maker O. C. C. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 83 
African Priest O.C.C. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 85 
Ceremonial Magic & Secrets . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 86 

Drum Messages . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 86 
Chants . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 86 
Dances ....... . .... . . ....... ......................... . ........ .... .... .. . 88 
Rain Maker Rituals . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 91 

Mind Bleeder R .C.C. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 93 
Psionic Powers (new) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 95 

Necromancer O.C.C. ( optional) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 99 
Animated Dead/Corpses ...... . .... . . . . ...... ... ......................... .... 102 

4 



Contents------------------------------

Necro-Magic ....... . . . .. . ....... .. . . ... . ... . ....... ... . .. ................... 105 
Spell List & Components ............. . .. . ... ............................... . 108 

Rifts Africa ..... . .. . . . .. . . .. .... .. .. .... ...... . . .. . . ... ...... . ........... ... 109 
North Africa ................ .. ................................... ... . . .... 109 
Algeria & Tassili n'Ajjer . . ... . .... .............. . ... . . .. . ...... .. .. . ... ... . . . 111 
Lower Africa . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 112 
The Congo .................................... .... . ... . .. ... .... . . . . ..... 113 

Pygmy Hunter R.C.C ......................................... .. . ...... ......... 114 
Pygmy Shaman R .C.C .............................. . ... ..... ..... . ... ........ .. 115 

Pygmy Talismans & Charms .. . .. .. . ..... ... ....... .. . .. . .................... . 116 
Agogwe R.C.C. . . . .. .... _ .......................... . .... ........ . ............ . 117 
Tree People R.C.C . .. . .... . ........ . ...... ....... .. ..... ... .. . .. ........ .. .... 118 
The East African Plateau ... . .. .... .. . .. ... .. . .. . . ...................... . .' ..... . 120 

The Great Rift Valley . ........... .. ..... .. ..... . .. . . .. ...... .... ... .... . . .. . 121 
Tr ibes of the East ... ..................... .... . .. .. .... .. .. . . ..... . .... . .... 123 
S. Zaire, Zambia, & Angola ...................... .. . .... .................. . .. . 124 
City of Taunak ... ...... ............ .. ........... .. .. .... . . . ... ... ......... 124 

Southern Africa ................................. : .... .. ..... ....... . ......... 125 
Pyramid of Mystery . ... . .............. . ..... . ... . .. . .. .. .. . ..... . ........... 125 

Wildlife of Africa ... .. . ........ . ....................................... ..... . . 126 
Monsters of Africa . .... .. . . ... . . ......... . .. .. .. .... . .. .... ............ .. .. 128 

Phoenix Empire .... . . .. . ......... . ..... .. ........ . .. . ...... .. ............. ... 131 
Laws in the Phoenix Empire .. . . ......... .. . .. . ............ ... ........ ....... . 132 
Rama The City of Doorn ......................... .. . ..... ..... .. . ... ...... .. . 134 
Troops ....................... . ...... .. .. . . .. . .. .. . . . ... .. .. ............. 135 

Weapons of The Phoenix Empire ................. . ............................... 136 
Pharaoh Rama-Set .................................... . ....... . ...... . ... . .. .. 141 
The Gathering of Heroes ....... . .............. . .. .. ................... .. . . . .. . . 145 

Erin Tarn .. . .... .. ... ....... . ................ . ....................... .... 147 
V. L I ··•··•· ... : ... , 150 1ctor az o ........... ... . .. . . ._.,;:··· ... .-.. ·: .. · ·:•. -~:-.... .. ... .......... ........ ..... . 
Sebek the Crocodile God ....... . :_·._,:::-' <i,.,:: .. . _.: .. :.. . . ........................ 154 

Encounter & Adventure Ideas . ... :,..-. .--· ..... .. ...... .... .... .. 156 

~ifts World 'Book four: }'frica ™ 

5 



Quick Find Table 

Apocalypse Demon s . . 
Death ....... . 
Famine .. 
Pestilence . . . . . . . . . . 
War ............ . 

Charms , Amul ets & Tali smans 

11 
12 
19 
23 
30 

Medicin e Hom & Stick . . . . . . . . . . . . . 80 
Medicine Man Charm s & Amulet s 81 
Pygmy Shaman . . . . . . . 1 16 

Erin Tam NPC Character . . . . . 147 
Erin Tam : Letter One 
Erin Tam: Letter Two 

Maps of Afr ica 
Africa : Pre-Rift s . 
Afri ca: Post Rifts . . . . . . . . . . 
Congo & Jungles . . . ..... . 
Deserts & Mountains 
Phoenix Empire . . . 

Millennium Trees 
Ancient Fat her (Co ngo) ......... . 
Millennium Tree s in Afr ica ....... . 
Tree of Sorrow (Phoenix Empire) 

Monsters 
Animated Dead/Corpses . . . 
Apoca lypse Demon: Death . 
Apoca lypse Demon: Famine 
Apoca lypse Demon: Pestilence .. 
Apocalypse Demon: War 
Armageddon Creature . . . 
Buti-fas ......... .. . 
Children of Amon R .C.C. 
Croco dillians R.C.C ..... 
Demon ic Canniba ls . . . . . . . . . . . . . 
Devil Skulls (Death) . . . . . . . . 
Devil Skull Illustration .. . 
Insect Swarms ....... . 
Jinn .. . .......... . 
Magic Snak es (w itch) .. . 
Mokele-mbembe (killer) . . . . . .. . 
Mokele-mbembe (gent le) 
Necromancer R.C.C ............ . 
Neat herbeast: Death's . . . . . . . . . . . 
Neatherbeast: Fami ne's . .. 
Neatherbeast: Pestilence ' s .. 
Neatherbeast: War 's ..... 
Nightmare Zo mbies (Death) 
Pharaoh Rama-Set 
Phoenix Empire . . . . . . . . . . . 

7 
... 8 

I IO 
110 
120 
11 I 
132 

I I 3 
71 

134 

102 
12 
19 
23 
30 
34 

129 
65 
67 

130 
18 
17 
26 
69 
73 

129 
129 
99 
18 
23 
27 
33 
15 

141 
131 

6 

Phoeni x Empire: Troop s . 
Phoenixi R.C.C. 
Sebek the Croco dile God 
Tautons R. C.C. . . . . . . . . . ...... . . 
Taunak (City) .................. . 
Witch .... ... .... .......... .. . . 

Optional Player Character s 
Agog we R.C .C ... ...... ... . 
Afric an Priest O.C.C . . .. . 
African Rain Maker O .C .C. 
Children of Amon R .C.C. 
Crocodi llian s R.C .C ..... . 
Jungle People (Pyg mies) .. . 
Medic ine Man O .C.C ....... . 
Mind Bleeder R .C.C. . ...... . 
Mind Bleeder: Pow ers . 
Necromanc er O .C .C. .. 
Phoenixi R.C .C . 
Pygmy Hunt er R .C.C. . 
Pygmy Shaman R.C. C . 
Ramen R.C.C. 
Tauto ns R.C.C. . .. 
Tree Peopl e R .C.C . 

Magic Pow ers of Note 

135 
60 

154 
63 

124 
72 

117 
85 
83 
65 
67 

114 
79 
93 
95 
99 
60 

114 
115 
61 
63 

118 

Animat e the Dead (Necromancer) 102 
Chant Descriptions . . . . . . . . . . 87 
Charge Object s with Ev il (Witch) . 75 
Contro l Mega- Dama ge Lightnin g . . 83 
Crea te Magic Snakes (Witc h) . . . . . 73 
Dances (Magic Ritual s) . . . . . . . . 88 
Disease Carrying Swarm (Pestilenc e) 26 
Drum Messages . . . . . . . . . . . . 86 
Drum s of Protection . . . . . . . . . . 88 
Insect Swarm s (Pesti lence) . . . . . . 26 
Limited Weather Control (Famine) 20 
Medicine Hom (Med icine Man ) . . 80 
Medicine Stick (Medicine Man) . . 80 
Mind Bleeder: List of Pow ers . . . 95 
Necromancer Component s . . . . . . . I 08 
Necromancer Spell Description s . . I 05 
Necromancer Spell List . . . . . . . 108 
Nig htmar e Zombies (Death) 15 
Pygmy Charms & Talisma ns . . . . 116 
Spirit Guardian (Medicine Man ) . . 80 
Rain Maker Ritua ls . . . . . . . . . . . 9 1 
Unio n with the Dead (Necro mancer) 100 
Taboo (Witch) . . . . . . . . . . . . . . 77 
Weapon Meld (War) . . . . . . . . . . 32 
Witch Spell Description s . . . . . . . . . . . . . 74 



Why Africa? 
Some words from the author 

A surprising number of people have asked me why I have 
selected Africa as one of the first Rifts World Books. There 
are many reasons. Mainly though, I think it's just that I've 
always found Africa to be a very exotic and alluring place. 

As a kid, l was fascinated by the exotic animals and steaming 
jung les. I read Rudyard Kippling and Joseph Conrad stories. I 
loved the Tarzan books and movies (especially the Johnny 
Weissmuller films). I was enthralled by the heroic adventure 
film Zulu (Michael Cane's 1964 film debut). I read about the 
famous hunter, Frank "Bring Them Back Alive" Buck, and read 
National Geographies and watched television specials about the 
people, animals, insects, history and geography of the continent. 

I'll never understand why nobody else has ever used Africa 
as a major setting for any RPG book until now. Africa is a 
unique and fascinating place. Its people and cultures are incred
ibly numerous and varied, all with a rich history, culture, art 
and mythology. The continent is incredibly huge, offering end
less adventure opportunities and exotic locales. How huge is 
Africa?! You can put the entire United States and Canada in it 
and still have room for half of Europe!! Flying from London to 
Kenya takes nine hours and there's still another third of the 
continent to go before you reach the southern coast! Furthermore, 
the continent has jungles, forests, savannahs, grasslands, and 
deserts that run for miles and miles. There are areas such as 
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Kenya where the landscape changes from flat grassland, to forest, 
to mountain, to desert within a span of a hundred miles. Wild 
herds of hundreds or even thousands of animals roam the plains 
and forests. The sky is incredibly blue, the air sweet and fresh. 
There are just some places on Earth that are unlike any other, 
Africa is one of those places. 

From a game designer 's point of view, Africa offered all the 
right elements of immensity, the exotic, and the unknown for 
the kinds of setting and adventures I wanted for this book. The 
Africa of Rifts Earth is an enigmatic wildernesses inhabited 
by exotic creatures and few people. A land of contrast , mystery, 
noble people and monsters. A place both pure and primordial 
and yet somehow frightening and mysterious. A continent teem
ing with life, danger, adventure and places to explore. Add to 
this the Four Horsemen of the Apocalypse and other supernatural 
forces, pit them against the gathering of heroes in a fight to save 
not only Africa but the entire world (possibly the Megaverse), 
and you have the perfect environment for epic adventure. Well, 
that's my plan anyway . I hope it worked. 

A few notes about the contents of the book 
Although there are some historical and mythological refer

ences to real places and cultures, Rifts Africa is a work of 
fiction. The magic, monsters, and heroes are all fictional -
make-believe. 

The inclusion of the Four Horsemen of the Apocalypse is 
not meant to have any religious significance and is used only 
for dramatic and fictional purposes. Some of the Horsemen's 
powers may seem to be disgusting and terrible. Be warned that 
these are pretty despicable creatures who have come to Earth to 
destroy it. They don't care about power, wealth or slaves, only 
suffering, death and destruction of all life - truly vile beings. 
With some luck, skill, and pure hearts, the heroes and player 
characters who have gathered will be able to stop them before 
they grow too powerful and hurt too many . Epic adventure. 

Prologue--
Letters from Erin Tarn 
Letter One: The Crusade Begins 

My Dear Plato, 

You will not believe from where I am writing this letter. I'm 
in Northern Africa, and on the greatest adventure of my life! 

Plato, I have read the prOJ'lhecies outlined in your Edict of 
Planetary Distress and can report that I know what danger awaits 
the world in Africa: four demons of unimaginable power known 
as the Four Horsemen of the Apocalypse. I have this information 
from the most reliable of sources, our old friend, Lo Fung, 
among others. 

As we prepared to leave New Camelot on our trek to Germany, 
I was astonished to run into Lo Fung (he has not changed one 
bit since I last saw him 20 years ago). He greeted me with his 
usual calm and unaffected demeanor, with no hint of surprise; 
as if we were neighbors who casually bumped into each other 



at the market. Sad ly he was the harbi nger of terrible news. He 
had come to New Came lot to enlist its champions to join him 
in a gatheri ng of heroes. He addressed the court and told them 
of the coming of the Apocalypse demon s and described their 
powers in great detail. I have never known Lo Fung to exaggerate 
and have never seen him so grim . 

I've been told of your troubles back hom e with the a lien 
invaders called the Mechanoids , as well as con tinu ing strife at 
the hands of the Coa lition States and the Federation of Magic . 
The Four Hor semen of the Apocalyps e represent an eve n greater 
threat to all living things! I must confess, their power and lust 
for inni cting sorrow and destruction is beyond anythin g I cou ld 
have imagined . Lo Fung tells me that you are famil iar with the 
legend s so I wi ll not recou nt them here, ju st be aware that 
everything you have ever heard is true . 

I regret to report that Mrr ' lyn the' Enc hanter, cou nsel to the 
king, was less than receptive to Lo Fung's warnings and terr ibly 
suspiciou s of his motive s. The sorcerer even dared to sugge st 
that Lo Fung was work ing with an enemy of New Came lot in 
a plot to send its champions on a wi ld goose chase and leaving 
the kingdom vulnerable to attack. In fact , I believe it was only 
my interve ntion, vouching for our friend's integrity and relating 
how you, Lo Fung and a few others fou nded the city and kingdom 
of Laz io as a refuge for free-t hinkers and all people of peace, 
that removed any ques tion of his credibility. My words certain ly 
moved the king who interrupted Mrr'lyn and took immediate , 
although less than complete , actio n to support this battl e. 

It concern s me that the famous and wise Mrr'lyn has exhibited 
such ret icence in supporting thi s noble cause. His response to 
Lo Fung 's plea see med to be motivated by self-interest more 
than anything else. My impr essio n wa s that Mrr'lyn would rather 
let others fight thi s important battle . Why ? I do not know . 

It may be prud ent to keep an eye on this powerfu l political 
figure. I have an unea sy feeling about Mrr ' lyn . I find some thing 
wrong with a man who preaches abo ut action, courage, honor 
and openness, yet sku lks in the shadows and seems to harbor 
many secre ts. Perhaps I'm overreacting to the entire incident, 
but I think not. Case in point, my intervention, which moved 
the King to action, seemed to make the enchanter terribly angry. 
He smiled and bowed in deference to his King, but from the 
shadow s he glared at me. Our eyes met and locked. I suddenly 
felt naked , alone and terribly vulnerab le. I had no awareness of 
anythi ng happening aro und me except for his icy sta re . It was 
only when he looked away, breaking the spe ll , that I reali zed 
my body was trembling and covered in persp iration. I fear that 
my words may have made me a new enemy. 

Here are a few other observations. Whet her they have any 
significa nce, I cannot say. 

According to the gossip I heard, Lady Guinevere privately 
pleaded with the king not to lead this crusade to Africa . She too 
questioned the truth of Lo Fung's words and the stre ngth of his 
character. Rumor has it that King Arr'thuu will, at least for the 
moment, remai n at New Came lot, but he ha s issued a cal l to 
the champions of Britain and intends to gather an army and send 
them to Africa . 

Prrcyve l, whom 1 have taken a great liking to , see med dazed 
or lost in deep thought throughout Lo Fung's oration. I have 
noticed that the hand some knight is often quick to verbally spar 
with Mrr'lyn, yet this time he did not speak a word. It was only 
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afterwards that I happe ned to overhear him speaki ng to Lo Fung. 
He pledged his supp ort, saying , "Yo u know we w ill do a ll that 
we ca n, my brother ." I am certain these were Prrcyve l' s words. 

I find his choic e of wor ds of part icular interest. Who are 
"we"? The Knight s of Ca melot? Somehow I don't think so. Even 
more curious is the knight's use of the word "brot her. " Not once 
had I heard him refer to any man as his brother and from all 
acco unts, Lo Fung has never before visited Eng land, so the two 
should not know eac h other. You and I are amo ng the privileged 
few who know that Lo Fung is an ancie nt chiang-k u dragon who 
has lived on Earth fo r thou sands of years. I ask you, who but 
another chiang-k u might cons ider Lo Fung a brother? 

I politely questioned our orienta l friend abo ut this matter . He 
gave me his famous coy sm ile and said that he ha s always 
ad mired my keen and intuitive mind . With that he squee zed my 
hand and rec ited a Chinese proverb about the inqui sitive mind . 
I take this to mean that I am correct in my guess that Prrcyve l 
is either a friend to the chiang-ku or a dragon him se lf . Of course, 
none of this is important compared to our task at hand: finding 
and de stroying the Four Hors emen of the Apo ca lypse. 

I wi ll not go into detail abo ut the comparatively insignifi can t 
event s that transp ired next. Just let it be sa id that agai nst great 
protest concerning my safety, I have joined Lo Fung, accom
panied by Sir Galahad, Sir Dred , and a dozen Knights of Came lot 
as part of an advanced team to join the other champions who 
are already gathering in north Africa. As I have stated, King 
Arr ' thuu wi ll gather an army of heroes and send them after us. 
My dear friend , I suggest you do the same. I know you are 
familiar with the legends and reali ze that the se helli sh monsters 
could threaten not only Earth but use the many dimensiona l 
doorway s on Earth to carry their de struction thro ughout the 

Megaverse. Your Eterna l Friend, 
Erin Tam, 103 P.A. 

Letter Two: A Gathering of Heroes 
(This letter was sent five days after the first) 

Dear Plato, 

Despite seve ral dead ly battles with gargoyle s and a horribl e 
confrontation with the nefario us B lood Druids of France, we 
have arrived in northern Africa. Sad ly, four champions of 
Came lot have peris hed in combat and several others have been 
wounded. 

I can be of little assis tance to the se heroe s in this bold crusade 
which has already cost live s, but I can help those who become 
sick or injured. Of course, I wi ll memoriali ze the events that 
tran spire so that others may know the truth abo ut this great batt le; 
assumin g that the se heroe s triumph and our wor ld surviv es. 

We have stopped to rest at a location where other brave men 
and women, D-bees, dragons and all manner of heroe s have 
already arrived and contin ue to arrive daily . By my count , there 
are nearly one hundred . Many are beings of great power and I 
am told that the mythical ancient Egyptian gods truly exist and 
have joined our crusade. Thi s may not be the good news you 
mi ght think it is, because the ancient Egyptian gods of death 
are reportedly working agai nst us and welcome the Apocalypse . 
Regardless of what forces are at work for and against this motley 
troop of heroes, we have now here near enough warriors to suc
cessfu lly thwart the demons we must engage. 



There are rumors of a sudden drought and famine in the land 
that was once known as Ethiopia and there are reports of a 
terrible war eruptin g far to the south in the reg ion once known 
as Namibia, Botswana and Zimbabwe . The se rumor s have bred 
concerns that the dreaded four Apocal ypse demons have arrived. 
The rumors are working to divide these champi ons. Already our 
forces are beginning to squabble about the best course of action 
and several small groups have gone off on their own. Three days 
before our arrival, Abkii The Defiant, a famous hero of this 
region, led a score of the most powerful fighters to investigate 
rumors about strange activities and the involvement of dark 
forces in Egyp t. All contac t with Abkii's group has been lost. 
If we must act quickly with so few warriors , I fear this crusade 
is doomed to failure. 

I know I should be frightened out of my wits but I am not. I 
find myself so swept up in the events Of this noble and desperate 
quest that I am numb from sensory overload. It is all I can do 
to keep up with my writing. So very much is happening and so 
quickly , I sometime s find myself at a loss for words (believe it 
or not). 

I am surrounded by valiant warriors of all races, truly a sight 
to behold. It makes me hopeful that, shou ld we triumph , people 
in other lands will see this gather ing as an exa mple of a world 
where all creature s, human and inhuman , the monstrous and the 
beautiful , can live and work in peace and harmony, helping eac h 
other instead of sing ling out each other' s differences and trying 
to dominate or destroy those who are different. I know what 
you' re thinking , that I am forever the romantic idealist. Perhaps, 
but then so are you, Plato. 

The legendary stature of these warr iors and the odds which 
they must face, remind s me of my reading s about the American 
Empire and a battle at a tiny fort called the Alamo. This battle 
saw a gathering of heroes where four hundred valiantly fought 
agains t four thousand. I only hope the outcome of our strugg le 
does not end like that of the Alamo where all the heroes died. 
Perhaps this isn't the best analogy , for our battle is far more 
noble and the fate of countless worlds hangs in the balance. 
Still, I wonder how those men and women of conviction must 
have felt facing a similar fate. 

Yesterday, I witnessed a miracle and I am sti ll overw helmed. 

Short ly after we arrived at the gathering of heroes we were 
greeted by a delightful you ng woman, named Fang-Lo (I have 
many reasons to believe she is another Chiang-ku dragon. It is 
interesting to note how many of these extreme ly rare dragons 
are involved in this conflict.) She introduced us to many of the 
others already gathered. I was embarrassed, as always , at how 
many of these people knew and admired my work. 

Plato, you won't believe what I have to tell you next ! I barely 
believe it myself. This young lady introduced us to a dashing 
man in his 40's. I recognized him from my collectio n of ancient 
photographs and books, but cou ldn 't believe my eyes and jus t 
stood there mute. It was Lo Fu ng who erup ted with uncharacteris 
tic emotio n . 

"Vic tor," he cried out. "By the fates that contro l space and 
time, Victor can it really be you?" The white haired "V ictor" 
seemed to be just as astonished and moved by see ing Lo Fung. 
I'm certain that I actua lly saw tears roll down Lo Fung' s cheeks 
as the two men ran to embrace each other. 
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Both remarked about how this turn of events was imposs ible, 
incredible and how neither had changed much . After a movin g 
exchange of hugs, laughter, tear s and exclamations, the man 
stoppe d and beca me very somber . In a hoarse whisper I heard 
him say, "My god , Lo, then it's true, this is my Earth' s future." 
Again the tears began to swe ll in his warm eyes. Lo Fung ushered 
him away , saying, "Please excuse us. There is much we need 
to discuss." With his arm wrapped around the man , like a father 
cradling his son , the two disappeared into the shadows of a tent, 
leaving the rest of us gawking in confusion . 

Lo Fung has assured me that he is absolutely cer tain of the 
man's identity. It is (I hope you are sitti ng down) Victor Lazio! 
"The" Victor Lazio whose ancient writings have inspired so 
many of us, the namesake of our humbl e kingdom, the man that 
Lo Fung knew 150 years befo re the Great Cataclysm and who 
mysterio usly disappeared long befo re the dawn of the 2 1st Cen
tury . 

According to Lo Fung, Victor Lazio was caught in a random 
(?) dimensional rift that hurled him through space and time. It 
seems Victor reappeared hundr eds of years later in the year 94 
P.A., near the New German Republic. He has spent the last 
nine years organizing, educat ing, helping and fighting at the 
side of D-Bees and free-thinkers in and around Germa ny. This 
has given him the same criminal status from the NGR that I 
enjoy with the Coa lition States. He is a distinguished looking 
gentlema n with a thick , white mane of hair , stro ng feature s, 
warm eyes, and a quick mind . As one might expect, he has the 
striki ng demeanor of a leader. 

To be honest, this revelation about Victor Lazio has made my 
head swim . I am in the company of a ghos t from history who 
has been one of my inspir ations. Lo Fung has introd uced us. I 
was barely able to put toget her two coherent sentences during 
my initial meeting (something Lo Fung found extreme ly amus
ing). Since then, I have found my voice and I have spent long 
hours talking about the time before the Great Cataclysm and 
what has happened since. I have found him to be a man of great 
conv iction, warmth and compassion. Now if only I was twen ty 
years younger. 

Sensory Overloaded, 
Erin Tarn, 103 P. A. 
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The Four Horsemen 
of the Apocalypse- - -
Inspired from concepts & drawings by Kevin Long 

The Four Horsemen of the Apoca lypse are supernatural beings 
that spread chaos and destruction wherever they tread . The 
monsters are foul , demonic beings consumed by anger and hate 
and who derive a perverse feeling of enjoyment and accompli sh
ment from the sorrow . destruction and death that they cause. 
Other than these dark emotions , they share few traits with human 
beings. The Apoca lypse demons are only truly happy when all 
around them are suffering and dying. The key word in that 
previous sentence is "a ll. " It is important to understand that the 
Apoca lypse demons are not invaders trying to conquer new lands 
or to ens lave people, but that they crave total destruction of all 
life forms, including animals, insects and plants! 

Each of the horsemen has his own particular focus for destruc
tion. War uses fee lings of blindin g rage, anger, hatred, revenge, 
prejudice and greed as part of his arse nal; all of which are used 
to incite acts of aggression, war , murder , and wholesa le destruc
tion. Famine uses ind iffere nce, ignorance and desperat ion born 
from hunger and the desire to survive, as well as hate and 
prejudice, to sow its seeds of despair, sorrow, death and destruc
tion . Pestilence spreads sickness/ di sease often assis ted by the 
fears, prejudice, and hatred of others. Death is the brains and 
nurturer of the other three. In many respec ts, he symbolizes the 
culminatio n of the others' activities and serves as the general 
who inspires, directs and encourages chaos and slaughter at the 
hands of his tireless and loyal troops. 

The Coming of the Apocalypse 

Rifts Earth is ripe for the likes of the Four Horsemen . Suffering 
and hatred abound among the hundr eds of different races , human 
and inhuma n, who inhabit the planet. Many humans fear, hate 
and oppress the multitude of non-humans. No n-humans look at 
the better-off humans with similar emot ions and crave vengeance 
in the names of equa lity and ju stice. In other instances, there 
may be the wealthy who look dow n at the poor with indi fference , 
intolerance or disgust. Ma ny of the poor may look up at the rich 
with envy and hatred . All too many are the people willing to 
wage war in order to take what they want, whether it be land , 
power , glory, wealth or revenge. It is these selfish , bitter or 
angry individ uals who are willing to ignore the plight , hun ger, 
sickness, despair and dea th of others - espec ially those who 
are too diffe rent or too weak to help themse lves. These same 
lost sou ls often welco me the plagues and misfortun es that de
stroys their enemies, the weak, poor, alien and otherw ise un
wholesome people. A perfec t breeding ground for monsters like 
the Four Horsemen of the Apocalypse! 

Yet despi te the dark emotions, troubles and evils in the world , 
there is light. The majority of people struggle to build a good 
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and better place. These beings , from peasant to king, whether 
human or D-bee, refuse to give up and battle evil , selfishness, 
captivi ty and ignorance in all its guises. With a little luck and 
courage these forces may tum the tide and preve nt the coming 
of the Apocalypse. 

When Four Become One 
Th e Horsemen of the Apocalypse are actually four separate 

mani festatio ns of one destructive force , roughly similar to a 
splintered entity. Each of the four is formidable in its own right 
and possesses incredible supernatural and magic powers. How
eve r, as deadly as each individual may be, they become unim
aginably powerful when the four merge back into one unstopp
able, primo rdial force. 

The heroes who have gathered to fight the Four Horsemen of 
the Apoca lypse must try to find and destroy each one before 
each Horseman can find the other demons. Des troying them one 
at a time is the abso lute best chance for Earth's surv ival. As 
each monster loca tes the other, they jo in forces, seldom leaving 
each other 's side and work in tandem to deliver suffering and 
destruction . Their goa l will be to locate the others and ultimately 
become one aga in. 

To become one , all-powerf ul creat ure they must find a ley 
line nexus and draw upon its maximum energy. Th is can only 
be acco mplished during a planetary alignme nt or solar eclipse 
or through a magic stone pyramid resting on a nexus at a major 
ley line network . This makes the pyramids of Egypt the Horse
men's most likely and immediate destination (they can intuitively 
sense the location of a pyrami d as well as the time of the solar 
eclipse). Unfortunately , a solar eclipse will occ ur five months 
after the Apoca lypse demons arrive on Earth . 

Slaying them one by one will weake n the entire gro up and 
prevent the one entity from being as powerf ul as he could be 
(and therefo re, more vulnera ble to attack) . If only two survive 
to successfu lly merge to become the Armage ddon creature, the 
power is half of what it wo uld be if the others completed the 
jo ining. 

Key Bits of In°f ormation 
About the Four Horsemen 

1. When one is killed , what really happens is that its phys ica l 
body and anchor to our dimension is destroyed , sending the 
terrible life essence back to its ow n hellish dimension. 

2. Each can sense whether the other is alive on the same 
world/plane of existence. Fortun ate ly, this psionic link does 
not enable the monsters to locate each other. As long as 
one can sense the other, they will not merge until all four 



have been united. This means that if Death and Pestilence 
should find each other, they will travel and fight together, 
but they will not merge together until War and Famine have 
joined them. 

3. Every time one of the other three Horsemen are slain, 
Death loses one-quarter of his power! For example, if War 
is killed, his life essence leaves Earth. Death is instantly 
aware of the loss and is weakened. Reduce M .D.C., P.P.E., 
I.S.P., and experience level by one-quarter (i.e ., from 18th 
level to 13th level, from 16,633 M.D.C. to 12,474, and so 
on - round down). 

4. Never attack Death first. When War, Famine and Pes
tilence are all !!lain, Death is very weak (a quarter of his 
original self) and will fade away, slipping back to his own 
hellish dimension. The only thing that might prevent Death's 
disappearance from Earth is ifh e is nurtured and worshipped 
by a powerful Death cult (Egypt or the Blood Druids) which 
will keep him anchored on Earth. Even then, Death's powers 
remain weak (one quarter of his original self) and he will 
avoid taking an active part in any battles. Instead, he will 
offer advice and encouragement to the members of the cult 
in plots for inflicting pain and suffering. Under this condi
tion, Death can remain on earth indefinitely. The monster 
will usuaJly take refuge in a protected sanctuary like a tem
ple, palace, fortress, pyramid, or subterranean hiding place. 
He wiJI only come out when absolutely necessary or for an 
occasional look around at the outside world. Death will also 
take an active hand in protecting the temple of his worship
ers, his sanctuary/home, and to defend key individuals 
among his worshipers. 

S. A slain Apocalypse demon must recuperate, remaining 
in their hellish dimension for 106 x 1000 years. After that 
period of time, they cannot return to the place of their defeat 
(in this case, Earth) for at least 50,000 years. Even after 
that period of time they are likely to be busy with their 
terrible work someplace else. 

6. The Apocalypse demons need a powerful ley line nexus 
(Egypt) and, ideally, a fifth party (Rama-Set) to help them 
draw on and direct the ley line energy to transform them 
into one, unstoppable force of destruction. 

The Current Situation 
The four are· separated in distant parts of Africa. All instinc

tively know how to find each other and travel to Egypt where 
they can become one. Ideally, the Four Horsemen must be 
stopped before they can find each other and destroyed one at a 
time. If Famine, Pestilence and War can be destroyed, only a 
dramatically weakened Death will remain. 

Death 
Death is the least outwardly combative and murderous of the 

four Horsemen. He is cold, quiet, confident and calculating. He 
moves slowly and gracefully, which makes him seem all the 
more frightening. He is also terrifying in his relentless resolve; 
ever in motion, always moving toward some new terror or act 
of destruction. All around him is carnage, with War, Famine 
and Pestilence at his side or following in his footsteps (or he 
theirs). 
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It is important to note that Death can push, hit, kick, shove, 
or throw a creature out of his way or hurt him in some small 
way to shut him up or torment him, but Death can only kill 
those who dare to attack him directly. Ironically, it is the very 
presence of Death, his appearance, stench, frightening and ag
gressive demeanor and the accompanying netherbeast or legion 
of dead servants, that causes panic and conflict. 

Inevitably, people, young and old, will either flee screaming 
in terror or attack the threatening monster. It's the poor fools 
who attack Death to defend their loved ones from the perceived 
threat who are the first to die, crushed in the hands of the 
harbinger of doom. Death will NEVER attack a character unless 
he is attacked first. However, the foul demon entices acts of 
aggression by appearing menacing. Death enjoys these little 
games of nerves and wit and will follow characters, suddenly 
appear out of the shadows, animate the dead, attach extra limbs 
to its body to look more frightening, desecrate the.dead, vandalize 
property, prowl around with malicious intent and make threaten
ing moves (kick in doors, grab hold of a child, etc.). Eventually, 
the nerves and emotions of his intended victims become so frayed 
that the characters snap and attack! 

So powerful are the emanations of the death bringer, accented 
by his appearance, actions and the frightening stench of decay 
that permeates the monster, that Death often needs only to stand 
menacingly in a doorway to send protective fathers, mothers, 
children and guard animals rushing into its deadly embrace. 
They rush forward not in acceptance of their fate, but to fight 
the monster and chase it away. Sadly, they would have lived, 
at least for the moment, if they did nothing more than cringe in 
the shadows, hiding, weeping or praying. Falling prey to fear, 
anxiety, frustration, anger, or hatred can only lead to torture or 
death when facing this monster. 

Even when in the company of one or two of the other Horse
men, Death will leave combat to his brothers and stand in the 
middle of the carnage like a demonic general observing, with 
great satisfaction, his troops at work. However, like any good 
general, he will alert his troops to new targets and assist them 
in strategy and tactics. He will also come to their aid. In this 
situation, Death can attack using all of the power at his disposal 
and may inflict great damage and physical harm, but he will not 
slay a single living creature, unless they retaliate by altacking 
him. Likewise, Death's legion of dead, nightmare zombies and 
netherbeast only kill those who actually attack them or their 
master. The zombies can also be sent away, but become 
mindless killing machines until destroyed. Once released from 
his control, the zombies can never be recalled by Death. See 
the Nightmare Zombie Power on page 15 for more details. 

Only when the four are united does Death talce a more direct 
hand, but then one can argue that death is still the quiet and 
insidious brains of the monster using the skills, powers and 
yearnings of the other three to satisfy his thirst for destruction. 
He gets great satisfaction from participating in and/or encourag
ing the death of others. 

Note: All Four Horsemen have greatest rune weapons. For 
more data about rune weapons and bio-wizardry see Rifts World 
Book Two: Atlantis, while Book Three: England has additional 
data about other types of magic wands, staves, herbs and 
weapons. 
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Death: Leader of the 
Four Horsemen of the Apocalypse 

Real Name: Unknown 
Alignment: Diabolic evil. 
Attributes: l.Q .: 2 1, M .E.: 27, M.A .: 27, P.S .: 42 , P.P.: 20 , 
P.E.: 30, P.B.: 4, Spd. : 50 (35 mph/56 km). 
Attribute Notes: Death usually moves slowly, with surpri sing 

grace and deliberate action , however this is deceptive because 
Death can lash out with startlin g speed and agility when he 
desires to do so . His phys ical strength and all other attribut es 
are at the supernatural leve l. 

Size: 12 feet (3. 6 ~) tall , 13 feet (3. 9 m) including his crown 
of horns. 

Mega-Damage Creature: 16,633 M .D.C. 
Horror Factor: 19 
P.P.E.: 5000 , I.S.P. : 500 
Experience Level: Equal to an 18th level necroman cer and line 
walker. 
Vulnerabilities : Magic fire, magic weapons, and weapons made 

from silver cause double damage. Weapons made from the 
Millennium Tree inflicts its normal damage times ten! 

Natural Abilities: Four arms and two legs are norm al but the 
horrid creature can add arms, legs and appendages to his 
body . Death also has incredible regenerative powers, regain
ing ID4 x 1000 M.D .C. per minute and is able to regrow a 
new limb overnight (in the meanwhile he' ll use an additional 
replacement ; see the desc ription that follows), nightvision 
(1200 feeU366 m), see the invisible, impervious to poison , 
drugs, gases, and normal fire. 

Special Powers over the Dead: 

J. Additional limbs. Death 's most frightening powers are 
his ability to use and animate the dead and parts of the dead . 
The monster can pick up the bones of a skeleton or a severed 
limb from a corpse and magica lly attach it to his own body , 
similar to the powers of the necroman cer. The attachment 
process is quick and simple, taking about 4 seconds to add 
one limb . The creature ju st picks up the limb and presses it 
against his body. There is a sickening squishing and crunching 
sound and moments later, the limb is a fully articulated part 
of Death 's body. Each appendage functions with incredible 
agility and strength. 

Each additional ann has 100 M .D.C., legs have 150 
M .D.C. and appendages such as wings , tails, tentacles all 
have 75 M.D.C. each . The addition al arms (with hands) or 
tentacles increases the number of attacks per melee by one 
each and also increases the bonu s to strike and parry by one 
per ann. Additional legs increase runnin g speed by 10 points 
and the addition of wings gives the monster limited flight 
(maximum flying speed of 35 and height o f I 000 feeU305 
m). He can add as many as eight additional arms with hands 
or tentacles ( 12 total) or a combin ation of arms, wings and 
tail. Only four addition al legs (six total) are possible. When 
Death no longer wants the limbs, he simply plucks them off 
his body, like the petals from a flower, and discards them. 
Similarly, Death can pluck one of his additional limbs and 
use it as a club or thrown weapon. Both are amazing and 
truly disgusting sights. 
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2. Nightmare Zombies! Another one of Death 's grisly 
powers is the Frankenstein-like ability to build and animate 
monstros ities from the bones, body parts and/or corpses of 
the dead . Death build s these hideous creations in much the 
way he adds appendages to his own body, by mag ically stick
ing them together . The remains of humanoids and animals 
can be combin ed with great effect -a ll are terrible to behold. 
It takes Death approximately 20 minut es to build a creature 
the size of a human to about the size of a horse. Larger, 
elaborate and more imaginative monstros ities can take six to 
ten hour s to build . 

Once built , these monsters can acco mpany death as part 
of his legion of anim ated zombies or be unleashed into the 
world as a singular agent of destruction. The monstrosities 
that are built and sent away are mindless killing machines 
that attack and try to kill every living creature that it encoun
ters, man and animal . However, when the zombies are more 
than 100 miles away from Death , they live (if you can call 
it that) only for 60 days before dropping in their tracks and 
falling apart . Death can create an unlimit ed number of night
mare zombies into the world but he can only contro l a hundred 
at any one time. None of his creations will ever attack him 
or the other Horsemen for any reason . 

Regardless of what these animated dead things may look 
like, most have the same basic stats. 
Attribute s (supernatural ): P.S. 24 , P.P. 20 , P.E. 20 , P.B. 6 , 
Spd . 14. All physical attacks, includin g punches, kicks, tail 
whip s and bites, inflict mega-damage (note that a bite is 
typically half that of a punch). The mental faculties aren' t 
particularly applicable . The creature is effect ively the equiva-



lent of a zombie or mummy. It can understand and carry out 
simp le directions, but it cannot make subjective decisions , 
change its mind, disobey its creator, or develop strategy, 
tactics or plans of any kind . Its actions are usually very direct 
and straight forward. I.Q. is roughly equal to an intelligence 
of six without any imagination . 

They show no fear, are imperviou s to drugs, gases, poison , 
possession and mind contro l. The magic spells of tum dead 
and protection circles will repel them or hold them at bay . 
Weapon s made of silver or magic and magic spe lls inflict 
double dama ge. 
M.D.C.: 1D4 x 100 for human to horse-sized creations, 
I D6 x 100 for huge creatures the size of an elephant or larger. 

Horror Factor: 14 for human sized zombies or 16 for giants. 
Attacks Per Melee: Two attacks per melee , plus one additio nal 
melee attack per every two add itiona l arms, tentacle s or tail. 
No extra bonuses for multiple heads or wings, although most 
winged zomb ies can fly at a speed of 44 , roughly 30 mph 
(48 km). 
Bonuses: Human to horse sized monsters are + 4 to strike, 
parry and dodge. Giant monsters with multiple limbs are + 6 
to strike, parry and dodge , + 10 P.S. , and + 10 Spd. 

3. Animate and Control the Dead. Death can animate 
and control as many as I D4 x I 00 dead bodies (skeletons, 
corpses, etc.) at a time, in addition to any nightma re zombies. 
However, it is interesting to note that Death seldom surround s 
himself with an army of dead , espec ially when travelling . 
Instead he will either travel alone or with his netherbea st 
(animating the dead as needed) or accompanied by 2D4 night
mare zombie s and/or 2D6 animated dead . A favorite tactic 
in terrorizing and panicking a community is to make a legio n 
of dead rise from their graves and vanda lize property and/or 
attack the people (but killing only when he or his minions 
are attacked by that individual). 

4. Decay living flesh by touch. This power turns the sldn 
of the living into a tough , discolored grey mess with festering 
sores and the stench of decay. The victim of the touch of 
decay has extreme ly sensitive skin with painful sores that 
prevent the character from wearing body armor or even heavy 
cloth. The character looks horrible and frightening; reduce 
P.B . and M.A. attributes by half. The character is also weak; 
reduce his or her combat bonuse s and speed attribute by half. 
Skill performance is reduced by -15%. 

The body stench from the plagued victim is so terrible 
that it causes character s within 20 feet to gag and possibly 
vomit (those around him lose one melee attack and are - 3 
on initiative). The touch of decay is equivalent to a magic 
curse that lasts one month or unti I a remove curse or restoration 
spell is successfu lly used to cure the character, returning him 
to normal . Intended victims get to roll to save vs magic but 
need a 15 or higher . A success ful roll means the touch has 
no ill effect. 

S. Induce the symptoms of rigor mortis. Again Death's 
touch causes frightening conseque nces. The victim of this 
magic turns a pale color, joints instantly become stiff, reflexes 
slowed , and movement is painful. Reduc e the vict im's attacks 
per melee , combat bonuses and skill performance by half. 
Reduce speed by 75% and the character is alway s the last to 
react (no initiative). Furthermore, when the character is as-
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leep, he doesn't look like he' s breathi ng and appears to be 
dead. The rigor morti s touch is equivalent to a magic c;urse 
that lasts one month or until a remove curse or restorat ion 
spell is successf ully used to cure the characte r. Intended vic
tims get to roll to save vs magic but must roll 15 or higher. 

6. Exudes the stench of death - An aura of fear & 
aggression. The ema nation s from the harbin ger of death is 
the sickening sweet scent of death and decay which adds to 
the demon 's aura of horror and causes people to panic, flee 
or attack him . Horror factor 19. 

Note: Dog boys and psi-stalker s can sense the supernatural 
presence of Death up to a mile ( 1.6 km) away and the othe r 
Horsemen up to 2500 feet (762 m) away. These creatures' 
scents and auras are so distinctive that these psychic R.C.C.s 
are + 20% to recognize and track them . Also note that each 
magic touch attack cou nts as one melee action and a roll of 
15 or higher is needed to save vs magic . Unlike the magic 
touch of Famine, this magic cannot penetrate a character 
inside environmenta l body armor, nor can it penetrate power 
armor, or vehicles unless there is a breach in the armor. 

Psionic Powers: All healing and sensitive abilities, plus the 
following super psionic powers : empathic transmission, mind 
bolt , mind bond , P.P.E. shield , and psi-swo rd. I.S .P. 500, 
equal to a 18th level mind melter . 

Magic Powers: All necromancy magic and spell magic , equal 
to an 18th leve l spell caster. 

Attacks Per Melee: A minimum of four plus one per each 
addi tional arm , tentacle or tail. 

Restra ined punch - ID6 X 10 S.D.C. 
Full strength punch - 6D6 M .D. 
Power punch - 2D4X 10 M.D. 
Kick - 6D6 M .D. 
Bite - 206 M.D. 
Head butt - 2D6 M.D. 

Bonuses: + 6 on initiative, + I to strike and parry per each 
arm, tentacle or tail (min imum +4, maximum + 12), +6 to 
dodge , + 2 to roll with impact, + 6 to pull punch, critical 
strike on a roll of a natural 17-20, + 6 to save vs psionic 
attack, + 6 to save vs magic, and is impervious to all forms 
of mind control, poison , drugs, and magic potion s. Death is 
+ 12 to save vs horror factor and 92% to evoke feeling s of 
intimidation or fear for one's life (trust is not appl icable). 

Skills of Note: Holistic medicine , forensics, patholog y, basic 
math , identify plants & fruits, sldn & prepare animal hides , 
land navigation, and track animals, all at 98%. Track humans , 
pick locks , prowl and escape artist, all at 80%. Death knows 
few other skills and has no knowledge of weapon proficien
cies, specific hand to hand combat sldlls, piloting, reading 
or science . 

Favorite Weapons: Death seldom uses any weapons other than 
his rune staff, preferring to use his magic, psionics, and 
supernatural abilities. He may also pick up a dead body or 
tear off a limb from a dead body and use it as a club or 
thrown weapon . 

Cybernetics: None! Doesn't need them and they don 't work on 
him . 

Money: Doesn ' t need or want any. 
Alliances & Allies: Currently, none . However, he will recognize 

worshiper s of death and gladly count them among his minions. 
This include s Pharao h Rama-Set. Death will also strike up 



an uneasy alliance with any gods of death or darknes s that 
assist him in his quest for obliteration. 

Description: Death appears as a 12 foot (3. 6 m) tall, skeletal 
figure with rotting flesh covering his bones and a crown of 
horns rising from his head . The flesh is a pale gray and purple 
color over all with mollled blotches of darker grey, brown, 
and pink. The eyes glow an ominous yellow-o range. The 
horrible creature delights in the sufferin g of others , including 
pain caused by injury , torture , loss , hunger, sickness, war, 
greed , fear, stupidity , acts of vengeance and hatred . 

Note: All four of the Horsemen of the Apocalypse work together 
toward one goal, the obl iteration of all life. Once they have 
found one another they never part company , travelling together 
and bringing destruction wherever they go. When all four are 
united they will work to become one even more powerful har-
binger of destruction . · 

Special Magic Weapons 
1. The Staff of Death - A Greatest Rune Weapon. The 

weapon appears to be a large staff made of petrified bone 
or stone. Toward the top are a pair of bat-like wings which 
enables the weapon to hover , fly, return when thrown and 
strike targets of its own volition. At the top of the staff is 
a pair of skeletal hands cradling another hom ed skull . The 
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skull is a part of the staff even though it hovers several 
inches above the hands. Even when the weapon is sw.ung 
or thrown, the skull remain s part of it as if attached to the 
staff by invisible wires. 

The power s of the Staff of Death: 
• l.Q . I 3; has a telepathic link to Death. 
• Indestructib le , light blue -grey in colo r. 
• Diaboli c alignmen t; good characters touching the weapon 
will suffer 1 D8 S .D .C. or 3D6 M .D. if a mega-damage creature, 
every time the item is touched. 
• Adds + I bonus to all saving throw s. 
• Spell Magic: It can cast the following spell s as often as three 
times each per 24 hour period . Equal to a I 0th level sorcerer. 
Animate & control the dead, tum dead, sickness, spoil , fear, 
and shadow meld. 
• The floating skull can also shoot lightnin g bolts from its 
eyes. The rate of fire is equal to the number Qf hand to hand 
attacks of its user (each blast counts as one melee attack) . Dam
age: ID6 x IO M. D., range: 2000 feet (6 IO m) . 
• A drinker of souls/life essences. 
• 6D6 M . D. from physica l blow s, double dama ge to vampires , 
otherund ead , ghouls, zomb ies, mummi es, and animat ed dead . 
• Animated and flying weapon (independent move ment: three 
attack s per melee, + 3 to strike, parry and dodge, + 1 initiative). 



• [f the physical manifestat ion of Death is destroyed , the rune 
staff disappear s, following its owner to the dimen sion he origi
nated from . However , Death can lend the staff to one of his 
minions or pawns for any length of time . When he wants it , the 
staff teleport s itself back to him in the blink of an eye. 
2. Devil Skulls: There are three hom ed skulls that resemble 

the skulls of devils. One is mounted on the front of the 
saddle and two are impaled on the flagpoles connected to 
the saddle . Normally the skulls are simple decorations, but 
when necessary, Death can remov e one or more and trans
form them into 18 foot (5.5 m) tall , winged , demonic skele
ton warrior s. 
Attribut es (supernatura l): P .S . 24, P.P. 20 , P.E. 20 , P.B . 
6, Spd . 22 running , 58 (40 mph/64 km) flying. The mental 
faculties of these skeleton s are greater than the zombies and 
animated dead , enabling these creatures to follow complex 
orders and make rational dec isions. Their I.Q. is roughly 
equal to an intelligenc e of nine. They show little fear and 
use caution and cunning. They are also imperviou s to drugs, 
gases, poison, possess ion, mind control, and normal fire. 
The magic turn dead spell and simple protection circles are 
ineffective against them . They are held at bay by superior 
circles of protect ion and powerf ul holy symbols . Magic 
spells, magic weapons and weapons made of silver inflict 
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double damage. Weapons made from the Millennium Tree 
inflict norma l dama ge times ten! 

M .D.C.: 400 Horror Factor: 14 

Attacks Per Melee: Four attacks per melee . May use weapo ns 
of any kind , but are - I when using any mechanical weapon, 
thus they prefer swords, clubs and similar , parti cularly magic 
weapons. 
Bonu ses: + I on initiative, + 6 to strike, + 7 to parry and 
dodge. + 2 to save vs magic and psionic attacks, impervious 
to mind control , poisons, drugs and gases. 

Death's Netherbeast 
There are three types of common Netherbeasts used as riding 

animals by Death , War and Famine. All three are very similar 
in size, appearance and ability and are believed to be indigenous 
to the dimension where the Apocalypse demons originate . The 
giant monstrous anima ls are powerfully built and resemb le a 
cross between a savage pit bull and a dinosaur . Netherbeas ts 
have a high animal intelligence and can be quiet cunning. They 
feed on the flesh , blood and bones of other creatures, living or 
dead . Netherbeasts range in color from grey or tan to pale pink 
and white, with red eyes and ivory colored teeth and horns. 
Only Pestilence rides a giant alien beetle rather than a nether
beast. 



Name: Bones 
Alignment: A predat ory anim al equal to a miscreant alignment. 
Attributes: I.Q .: animal intelligence roughly equa l to a human 
LQ . of 7, M.E.: 20 , M.A. : 7, P.S.: 41 , P.P .: 20 , P. E.: 20 , 
P.B.: 6, Spd.: 77 (53 mph/85 km) and can maintain top speed 
for up to eight hours before needing a res t at a slower pace . 
Mega-Damage Creature: 1200 M .D .C. (typi cally 4D4 x 100 

M.D.C.) 
Horror Factor: 14 
P.P .E.: 50 (ID6 x 10), I.S.P. : None , a lthough used to telepathi c 

comma nds from its master. 
Size: 14 fee t (4.3 m) at the shou lders and 30 feet (9. 1 m) long 

from the tip of its. snout to the end of its tail. Eight tons. 
Attacks Per Melee: Four 

Full strength claw strik e - 606 M .D . 
Tail Strike - 4D6 M .D. 
Bite - 4D6 M.D. 

Famine 

The mon ster known as Famine looks like a ske leton with a 
withered, malnouri shed body, pa le complexion , swe pt back 
ram's horns and a malicio us expre ssion . He is sinister , cunnin g 
and treacherous, using sneaky tactics to hurt and injure others. 
He is obsessed with the destruction of all life forms and delights 
in the suffering and destruction inflicted by his hand. Un like 
most of the others, Famine frequent ly strikes quietly from the 
shadow s or at a distance. If he is care ful , his control over the 
weather and power to spoil food are often mistake n as natural 
d isas ters. He also likes to instigate trouble by manipulating 
others, such as destroy ing one village's food suppl y and then 
somehow letting them know that a neighboring village has plenty , 
but won't share . The se kind s of tactics can lead to theft, van
da lism and war which means more suffering and death . Famine 
loves these games. 

His favo rite partner of the other three Horsemen is Pestilence . 
Their powers comp lement eac h other perfec tly and together they 
can wrought incredible amounts of starvat ion , turmoil and slow 
deat h . 

Famine 
Real Name: Unknown 
Alignment: Diaboli c ev il. 
Attribu tes : I.Q .: 13, M .E.: 25, M .A.: 26, P.S .: 32, P.P.: 20, 
P.E.: 25, P.B.: 5, Spd.: 77 (53 mph/ 85 km). 
Attribute Notes: His phy sical strength and a ll other attribut es 

are at the supernat ural leve l. 
Size: IO feet (3 m) tall. 
Mega-Damage Creature : 6,753 M.D.C . 
Horror Factor: 16 
P.P.E.: 2500, 1.S.P.: 250 
Experience Level: Equal to a 12th leve l line walker. 
Vulnerabilities: Magic fire, magic weapons, and weapon s made 

from silver cause double damage. Weapon s made from the 
Millennium Tree inflict norma l dama ge times ten! 

Natural Abilities: Never fatigues, never sleeps, always alert , 
bio-regenerat ion (1D4 X 100 M .D .C. per minute and able to 
regrow a new limb over night), nightvi sion (1200 feet/366 

19 

Head butt - 2D6 M .D . 
Poun ce Attack - 6D6 M .D. plu s there's a 90% likeli hood 

of knockin g hum an sized opponents dow n and a 60% likeli
hood of pinnin g him (no attacks); reduce those numb ers by 
half whe n pouncin g on opponents 15 feet (4. 6 m) or taller. 
Counts as two melee actio ns . 

Bonuses (includes all bonuses) : + 4 on initiative , + 8 to strike, 
+4 to parry and dodge, + 4 to roll with impact, +4 to pull 
punch , critica l strike on a roll of a natural 19 or 20 , + 3 to 
save vs psionic attack , + 3 to save vs magic, + 3 to save vs 
poi son and drugs. 

Note: Death 's netherbeast is ado rned with chains, bo nes, skull s, 
skeletons and dead bodie s. Death can anim ate and use the ske le
tons and dead bod ies to bite , attack or grab people who get too 
clo se to the animal , or cut them loose to attack. He can also 
make the skull s seem to speak using the tongues spell and ven
triloqui sm. The saddle is made of bones and leather. 

m) , see the invi sible, recognize poisons of all kind , recog nize 
spoil ed or diseased food , and is imperv ious to hunger, poi son, 
drugs, gases, and eve n magic herbs and potions. 

Psionic Powers: All physica l ab ilities, plu s telepat hy and the 
fo llowing super psionic powers: bio-manipu latio n, group 
mind block , hydro kinesis, pyrokine sis, P .P .E. shield and tele
kines is (super) . I.S. P. 250, equal to a 12th leve l mind melter. 

Magic Powers : All line wa lker spell magic, leve ls I-7, plus 
eyes of the wolf, negate magi c, oracle, spoil , stone to flesh, 
mute, protection circle (simple & superior), ca lm storm s, 
summ on rain, summ on storm, close rift, dimensional portal 
and teleport: superior. Eq ual to a 12th leve l spe ll caster . 

Attacks Per Melee: Five hand to hand actions or psion ic attacks 
or two spell attacks. 

Restrained punch - 5D6 S.D.C. 
Fu ll strength punch - 406 M.D. 
Pow er punch - ID4 x 10 M .D . 
Kick - 4D6 M.D. 
Bite - 2D4 M.D. 
Head butt- 2D4 M.D . 

Bonuses: + 4 on initiative, + 5 to strike, + 7 to parry and dodge , 
+ 3 to ro ll with impact, + 3 to pull punch , critical strike on 
a roll of a natural 19 or 20, + 5 to save vs psionic attack, 
+ 5 to save vs magic , and is imperv ious to all forms of mind 
contro l, poison, drugs , herb s and magi c potions. Famine is 
+ IO to save vs horr or fac tor and is 80% to evoke feeli ngs 
of intimid at ion or fear for one's life (trus t is not app licab le). 

Skills of ~ote: Basic and advance d math , identi fy plants & 
fruits , botany, skin & prepare animal hides, preserve food, 
cook, land navi gat ion , track animal , and horsemanship , all 
at 98 %, plus the abili ties to track humanoid s, prow l and pilot 
sa il- or rowboats at 60%. Fam ine knows few othe r skill s and 
has no knowled ge of weapon profic iencies, specific hand to 
hand comba t sk ills, reading or other science. 

Favorite Weapons: Fami ne seldom uses any weapons other 
than his rune staff, prefe rring to use his magic, psionics, 
supernatural abilities and netherbeast. 

Cybernet ics: None! Doe sn 't need them and they don 't work on 
him . 



Money: Doesn't need or want any. 
Alliances & Allies: Currently , none. However , he will recognize 

worshipers of death and gladly count them among his minions. 
This includes Pharaoh Rama-Set. Famine will also strike up 
an uneasy alliance with any gods of darkness that assist him 
and his fellow Horse men in their quest to spread annihilati on . 

Description: Fami ne appears as a 10 foot (3 m) tall , ske leta l 
figure with tightly drawn skin and withered muscles . The 
flesh is white with hints of pink-grey, particularly around the 
eyes, mouth and ribs . The eyes glow an ominous light blue. 

Note: All four of the Horsemen of the Apocalyp se work together 
toward one goal, the ob literat ion of all life . Once they have 
found one another ~hey never part company, travelling together 
and bringing destruction whereve r they go. When all four are 
united they will work to become one even more powerful har
binger of destruction . 

Special Powers 
Unless stated otherwise, these are natura l abili ties that do not 

require the expenditure of Fam ine's P.P.E. reserve. 

l. Putrefy food, drink & water with a touch. Famine can 
instantly tum food rancid, spoil drink s and pollute water 
with touch of his finger (each touch counts as one melee 
action). His destroying magic can effec t as much as a ton 
of food or a thousand gal lons of water with a sing le touch. 
1f the food or drink is ingested, the creature who eats of it 
will become ill from food poison ing. 

Symptoms are severe stomach cramps, diarrhea, nausea 
and light fever. Characters get to roll to save vs non-lethal 
poison ( 16 or higher) . A successfu l save ( 16 or higher) 
means only a minor queasiness and lack of appetite. A failed 
roll has the following consequences: Vict ims lose initiativ e 
and two melee actions/attacks. Combat bonuses are - 2 and 
skill proficiencies are - 10%. Speed is reduced by half . 
The sickness and pena lties last for 24 hours unless a magic 
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cure illness or restoration is prefo rmed, or the character 
drinks a magic herb , tea or potio n that cures stomac h disor
ders. 

2. Starvation touch. This magic touch overcomes a character 
with starvatio n and the need to eat. The victim will forget 
everything else and search for and devour food . The charac
ter will also fight anybody who tries to stop him from getti ng 
food and eating it. All he or she can think about is satisfying 
the terrible hunger that seems to gnaw at his very soul! The 
character cannot attack unless it is an animal to be eaten, 
but can defend himself without penalties . Duration of this 
magic is one hour. Side-effects: The character will ea t unti l 
he becomes bloated and sick from overeating. The character 
will feel embarra ssed , vomit I D4 times in the next ten 
minutes and will feel queasy; - I on all combat abilities 
for 1D4 hours. Other side-effec ts are that the character may 
have eaten or inadvertently destroyed his and other charac 
ters food reserves and/or placed his companions in jeopardy 
when he abandoned them to eat. 

Note: Each touch counts as one melee action and a roll 
of 14 or higher is needed to save vs magic. The magic touch 
will penetrate and affect characters in environm ental body 
armor, but not power armor, robots or vehicles unless there 
is a breach in the vehicle's environmental system. 
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3. Aura of hunger. Peop le become hungry and thirsty when 
within a 200 foot (60 m) radiu s of Fam ine. This sensation 
is distracting , reducing everybody's initiative roll by - I 
and skill performan ce by -5%. 

Prolonged exposure, ten minute s or more, causes people 
to become incredibly distracted and weak. - 3 on initiative, 
- I on all combat bonuses, - 15% on skill proficiencies, 
speed is reduced by I 0% and all move as if fatigued. Charac 
ters recove r within IO minutes after Famine leaves the area . 

4. The power of divining water. Famine can locate bodies 
of water with this po\¥e r that acts like a divinin g rod, includ
ing lakes, stream s, rivers, ponds, wells and even large con
tainers of stored water . To use this power , he must expend 
50 P.P.E. point s . The sensing range is 100 miles ( 160 km) 
and the power lasts for four hour s or until it is disengaged. 
When water is found, espec ially wells, wateri ng holes, 
ponds, swamps and storage containers, the fiend conta mi
nates them (see number one, the power to putrefy food and 
water). The contaminated water causes sickness and death , 
especia lly among wildlife. Another advanta ge of locating 
water is that commun ities of human oids and animal s usually 
live nearby. 

5. Limited weather control. Famine can alter the weather in 
a two mile radius (3 .2 km) in an effort to kill crops and 
damage food reserves. 1200 P.P.E. points are expended 
each time this powerful magic is performed . The effects of 
the magic are somewhat random , lasting for 3D4 days. 
Famine can cause any of the following weather condi tions 
and even comb ine two different condition s regardless of the 
nom1al season and weather pattern s. All of these weather 
influences are created with the intention of destroying crops 
and damagin g plants and livestock which may in tum lead 
to starvation and death. 

Heat wave: Temperatures rise 20 degree s above the nor
mal high temperature s for that time of year. The extreme 
heat wi ll cause plants and fruits to wither within three or 
four days , cause destructive evapora tion of moisture from 
the ground and the bodies of the plants, prevent the proper 
attendance of crops, and dries the vegetation so much that 
spontaneous comb ustion is poss ible (40% chance per day ), 
causing random grass and forest fires . 

Droughts: Many people think of droughts and heat waves 
as one and the same, but they are not. A drought is simp ly 
an absence of moisture, i.e. rain or snowfa ll. Without suf
ficient water , even in mild temperatures, the growt h of veg
etation is stunted, fruits and crops are smaller, and plants 
begin to wither and die after more than four days without 
water. Furthermore, humanoid s and wildlife are endangered 
from the lack of water. The water table will continue to 
drop and may dry up if its reserves are plumbed without 
any means to repla ce its water. Wi ld anim als leave the area 
in search of new water ing holes, meaning those who re ly 
on hunting may find nothing to hunt. Furthermore , vegeta
tion becomes dry, leading to an increa sed likelihood of brush 
fires (40% chance per day) . 

The combination of a heat wave and drought can be incred
ibly devastat ing, killing plants twice as quickly , causi ng 
ripe fruit to rot on the vine and increas ing the chance for 
random grass, brush and forest fires to 80%. 
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Frost: Frost is an icy coating that clings to plants, lower
ing its temperature and damaging Lhe body and fruit of the 
plant. Frost is especiaJly damaging to young buds and fruit. 
Two days or nights of frost can destroy 50% + 1 D4 x 10% 
of an entire crop . Thr ee or more days of frost will destroy 
all fruit and buds. Destroyed buds means no flowe rs and 
no frui t/food for that season. 

Hail storms: The weather is unusually foul with gus ting 
winds and sudden drop s in temperature ( IO to 20 degrees) 
accompanied by light rain and damaging hail. Hail will pelt 
and damage leafy plants, knocking off leaves, fruit, nuts, 
flowers, and even breaking branches. It is di fficult to see 
or work during a hail storm even though the damage to 
humans and large animals is comparatively minor. Hail 
storms also reduce normal visibility by 80% and tempo rarily 
render radar ineffective. 

High winds: Strong winds gusting 30 to 60 mph ( 48 to 
96 km), damage crops by bending and breaking stalks and 
branches, knocking fruit , nuts and grains down befo re they 
are ripe, and can cause dust and sandstorms in dry enviro n
ments, making work diffi cul t if not impossible. 

Note : More technologically advanced areas may be able 
to combat the immediate dangers from these weather condi-

Lions. For examp le, a water reserve, sprinkler systems and 
other means of irr igation can cou nteract or de lay d_amage 
from a drought or heat waves , and likewise should allow 
the people to combat most fires that may ignite. Howeve r, 
long periods of ten or more days will stra in the system and 
crops. Living conditions will quickly begin to deteriorate 
desp ite the people's best effo rts. Furthenn ore, even the most 
advanced communit y may not be prepared for unprecede nted 
wea ther condit ions. 

Special Magic Weapons 

1. The Staff of Decay - A Greate st Rune Weapon. The 
weapon appears to be a large staff made of petrified wood. 
At the top is a cluster of dead leaves and twigs. Nestled in 
the dri ed leaves is a hum an looking skull that fires bo lts of 
destruc tive magic energy from its eye socke ts. The skull 
and the vegetation are a part of the staff ~nd do not fall off 
when used in combat. The staff carr ies the stench of rotting 
food which attracts hundreds of flies and scave nging insects. 

~ --· . . .. ,• ,.,.,. . . 
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The powers of the rune staff : 
• 1.Q. 10 and has a telepathic link with Famine. 
• Indestructible; reddish grey in color . 
• Diabolic alignment; good characters touchin g the 
weapon will suffer I D8 S.D.C. or3D6 M.D . if a mega-dam
age creature, this occur s every time the item is touched. 
• Adds + l bonus to all saving throws . 
• Spell Magic: It can cast the following spells as often as 
three times each per 24 hour period . Equal to an 8th level 
sorcere r. Tum dead , wind rush, ca ll lightning , wisps of 
confusion , spoil , and invisibility: superior . 
• The float ing skull can also shoot blue energy bolt s from 
its eyes. The rat~ of fire is equal to the number of hand to 
hand attacks of its user (each blast counts as one melee 
attack). Damage: ID4 x 10 M.D. (triple damage to Millen 
nium Trees), range: 2000 feet (610 m) . 
• A drinker of souls/life esse nces. 
• 6D6 M.D . from physical blows , double damag e to vam
pires, other undead , ghouls, zombies, mummi es, and ani
mated dead . 3D4 x 10 M.D. to Millennium Trees and ob
jects from the tree. 
• If the physical manifestation of Famine is destroyed, 
the rune staff disappear s, following its owner to the dimen
sion he orig inated from. However , the Horseman can lend 
the staff to an ally or pawns for any length of time. When 
he wants it, the staff teleports itself back to him in the blink 
of an eye. 

Famine's Netherbeast 
Famine's netherbeast is a riding anima l similar to Death's, 

except that this creature looks more emac iated, has large horns 
swept to. the back of the head and is white or pale grey in color . 
The monstrous animal resembles a cross between a savage pit 
bull and a dinosaur. The netherbeast has a high animal intelli
gence, possesses cunning and is extremely fast and agile. This 
particular breed feeds on rotted food and plants, as well as meat, 
blood and bones. The eyes are red and its horns and teeth are 
grey and decayed looking. 
Name: Cyno 
Alignment: A predatory animal equal to a miscreant alignment. 
Attributes: LQ.: anima l equa l to about an intelligence of 7 , 
M.E.: 20, M.A.: 7, P.S.: 43, P.P .: 22 , P .E.: 22, P .B.: 4, Spd .: 
77 (53 mph/85 km) and can maintain top speed for up to eight 
hours before needing a rest at a slower pace . 
Mega-Damage Creature: 1000 M.D.C. (typica lly 4D4 x 100 

M.D.C.) 
Horror Factor: 14 
P.P.E.: 50 (ID6 x 10), I.S .P.: None , although it is used to 

telepathic command s from its master . 
Size: 14 feet (4.3 m) tall at the shoulders and 30 feet (9. l m) 

long from the tip of its snout to the end of its tail. Eight tons . 
Attacks Per Melee: Four 

Full strength claw strike - 6D6 M.D. 
Tail strike - 4D6 M.D. 
Bite - 4D6 M .D. 
Head butt - 2D6 M .D. 
Pounce attack - 6D6 M .D. plus there 's a 90% likelihood 

of knocking human-sized opponent s down and a 60% likeli
hood of pinning him (no attacks); reduce those numb ers by 
half when pouncing on opponents 15 feet (4 .6 m) or taller. 
Counts as two melee actions . 
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Bonuses (includes all bonuses): + 4 on initiative , + 9 to strike , 
+ 5 to parry and dodge, + 4 to roll with impact , + 4 lo pull 
punch , critica l strike on a roll of a natural 19 or 20, +3 to 
save vs psionic attack, + 4 to save vs magic, + 4 to save vs 
poison and drugs. 

Note: Famine's netherbeast wear s a simple riding harness, reins 
and leather saddle. 

Pestilence 
Pestilence , like all of the Apocalypse demon s, is obsessed 

with the destruction of all lifeforms, includin g the insects which 
he comma nds. The monster is clever and resourceful , using both 
subterfu ge and the direct approach in his dealin gs with intelligent 
creatur es. He finds it espec ially gratifying to inflict sufferin g 
and death by disea se, sickne ss and starvation. · 

From a distan ce, the demon resembles a robust, homed 
humanoid . Upon close r inspection it looks like the body is co
vered with insects. In actuality, Pestilence is a ten foot tall , 
hom ed skeleton made of bone. The appa rent bulk of his entire 
body is compo sed of tens of thousands of living insects and 
arachnids that he can unleash in great swarms. It is the swarm 
of insects that gives him the appearance of having grea t mass. 
The types of bugs and arach nids that compo se the monster's 
body include biting flies, gnats , mosquitoe s, ants, wasps, bees , 
a variety of beetles, grasshoppers , spider s, scorpion s, and larvae. 

Real Name: Unknown 
Alignment: Diabolic evil. 
Attributes: 1.Q.: 16, M .E.: 24, M.A.: 24, P.S .: 39, P.P.: 22, 
P.E.: 30, P .B .: 4 , Spd .: 88 (60 mph/96 km). 
Attribute Notes: His physical strength and all other attributes 
are at the supernatural leve l. 
Size: IO feet (3 m) tall . 
Mega-Damage Creature: 7, 123 M.D .C. 
Horror Factor: 17 
P.P.E.: 1500, I.S.P.: 250 
Experience Level: Equal to a 10th level line wa.lker. 
Vulnerabilities: Magic fire, magic weapon s, and weapons made 

from silver cause doubl e damage. Weapons made from the 
Mill ennium Tree inflicts its normal damag e times ten! The 
insect s that compose his body are vulnerable to fire, heat, 
cold (extreme cold puts them in a state of suspended anima
tion), insecticide chemical sprays and gases. 

Natural Abilities: Absolute contro l over the thousands of insects 
that make up his body. Control over any insects, arachnids 
and swarms Pestilence may enco unter - he can control as 
many as 500,000 insects and arachnid s at one time. Bio-regen
eratio n ( I 00 points of dama ge per minute and is able to regrow 
a new limb overnight ), nightvi sion (1200 feeU366 m), see 
the invisible , identify and use insects, arachnids , disease and 
poison s of all kinds, recog nize spoiled or diseased food, and 
is impervious to hunger , insect bites, insect poiso ns, and most 
diseases . 

Psionic Powers: All powers of psionic healing, plus presence 
sense , empathy , telepathy and the following super psionic 
power s: bio-ma nipulation, group mind block , pyrokin esis, 
P.P.E. shield , telekines is (super) and telekinetic force field . 
I.S .P. 250, equa.l to a 10th level mind melter. 



Magic Powers: All line walker spell magic, level s 1-5, plus 
apparition , hallucination , tongues, negate magic , sicknes s, 
spoil, mute, protection circle (simple & superior) , summon 
& control insects ( 1 D6 x IOOO insects, duration : 5 hours per 
level of exper ience, costs 125 P.P .E.), summon & control 
rodents , close rift , dimen sional portal and all curse s and in
sanitie s. Equal to a !0th level spell cas ter. 

Attacks Per Melee: Six hand to hand actions , insect or psionic 
attacks. Or two spell attacks per melee round . 

Restrained punch - 6D6 S.D.C. 
Full strength punch - 5D6 M .D. 
Power punch - !D6 x 10 M.D. 
Kick - 5D6 .M.D . 
Bite - 2D4 M.D . 
Head butt - 2D4 M.D . 

Bonuses: + 5 on initiative, + 8 to str-ike, + 6 to parry and dodge, 
+ 2 to roll with impact , + 2 to pull punch , cr itical strike on 
a roll of a natural 19 or 20 , + 5 to save vs psionic attack, 
+ 8 to save vs magic, + 8 to save vs poisons and drugs, and 
is impervi ous to all forms of mind control, insect poisons, 
and disease. Pestilence is + IO to save vs horror factor and 
is 70% to evoke feelings of intimidation or fear for one's life 
(trust is not applicable) . 

Skills of Note: Basic and advanced math , identify plant s & 
fruits, chemistry, read sensory equipm ent , navigation , land 
navigation , wilderness surviv al , track animals, and horseman 
ship, all at 98%, plus the abi lities to climb , swim , and track 
humanoid s at 60%. Pestilence knows few other ski lls and has 
no knowledge of weapo n proficiencies , specific hand to hand 
combat skills , reading or other science. 

Favorite Weapons: Pest ilence seldom uses any weapon s other 
than his rune staff , preferring to use his magic , psionics, 
supernatural abilities and swarm s of insects. 

Cybernetics: None! Doesn' t need them and they don ' t work on 
him . 

Money : Doesn' t need or want any. 
Alliances & Allies: Currently, none. However , he will recognize 

worshipers of death and glad ly count them among his minions . 
This includes Pharaoh Rama-Set. Pestilence will also strike 
up an uneasy alliance with any gods of darknes s that assist 
him and his fellow Horsemen in their quest to spread annihi
lation . 

Description: Pestilence appears as a 10 foot (3 m) tall skeleton 
covered in bugs. The insects that give him body mass create 
an ever changing patchwork of color ; mostly shades of brown , 
black , green and white. The eyes glow an ominous green. 

Note: All four of the Horsemen of the Apocalypse work together 
toward one goal, the obliterati on of all life. Once they find one 
another , they never part company and bring destruction wherever 
they go. When all four are united, they will work to become 
one even more powerf ul harbin ger of destruction . 

Special Powers 

1. A body made of bugs . Fighting Pestilence can be a terrify
ing and disgusting expe rience. Since his entire body is com
posed of tens of thousand s of insects and arachnid s, it is 
continually undulatin g. Every time the body is struck there 
is a repulsive crunch and splattering sound as the many 
creatures that make up his dense body are mashed. When 
Pestilence is grabbed, touch ed or brushed against, hundreds 

2. 
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of insects swarm up the arm , weapon or onto the body of 
the attacker /toucher . 

Charact ers not protected by body armor or very heavy cloth
ing will be bitten and stung , suffering 4D6 S . D .C ./hit points 
of damage every melee round ( 15 seconds). This strange 
assault is incredibly distracting, painful , and possibly 
deadly . It will take two full melee round s (30 seconds) to 
brush 98% of the bugs away. During this period the character 
suffer s half dama ge (2D6) from the bites, but must spend 
all of his melee actions to rid him self of the bugs. 

Alternately , the characte r can try to ignore them, brushing 
away the most threate ning and annoying, but he loses his 
initiative and half of his melee round act ions (presumably 
spent trying to brnsh some of the army of bugs from his 
body) . Furth ermore, all co mbat bonu ses are reduced by half 
as long as the bugs rem ain on his body. The insects and 
penalties will be a problem for eight melee rounds (two 
minutes) before most are finally removed . The character 
also suffers from the 4D6 S.D. C./ hit point s of dama ge taken 
on each of those eight rounds. 

Even charac ters in environme ntal armor will suffer a pen
alty of - I on all combat actions /bonu ses beca use of insects 
covering face plates, optic systems , etc., and obscuring 
vision. 
A horrifying tactic used by Pestilence is to pull people 
into his body! The individual is then held in place, pulled 
deeper into the body and completely cove red by bugs. 
Within two melee rounds the person can hard ly be seen. 
Characters in environmental or power armor are merely held 
captive in a disgusting way . However, those unprotected 
will have a horrifyin g experie nce that causes 3D4 x 10 points 
of S. D . C ./hit point damage per me lee round , plus the charac
ter must roll on the disease tab le listed in this section and 
suffers terrib le mental trauma from being engulfed by the 
bugs (they crawl into every orifice and cover every inch of 
his or her body). Roll to save vs insanity: 17 or higher. A 
failed roll means roll on the following table: 
Trauma Insanity Table 
01-10 Lucked out ! No insanity. 
11-20 Phobi a: Dark , confined places. 
21-30 Phobi a: Insect swarms. 
31-40 Phobia : Terrified of being eaten alive and is frightened 
by all creature s that eat humanoids, especia Jly insects. 
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41-50 Obsess ion: Loves to eat insec ts and knows a hundred 
different recipes. 
51-60 Phobia: Terrified of all insect s and insec t-like being s, 
including Pestilen ce, sec tles, dabbu ghs and humanoid in
sect-be ings . 
61-70 Obsession: Cleanlin ess, hate s bein g dirty , always 
washing his body , clothe s, armor , weapo ns, equipment and 
vehicl e. 
71-80 Phobia: Terrified of giant insects , including Pesti
lence. 
81-90 Ob sess ion: Hates all bugs and loves to destroy insec ts 
and arachnids . Extremely suspic ious of intelli gent insec t
like beings . · 
91-00 Phobia: Terrifi ed of catc hing diseases. Washes often , 
a.lways keeps his habit at , clot]Jing, and belon gings clean 
and sanitary. The charac ter also drinks only bottl ed water, 
will not eat foods that he suspe cts have not been properly 
prepared , alway s wears a pair of surgica l gloves , gogg les 
and gas mask or air filter when not in full environmental 
bod y armor , and alway s has a first-aid kit with disinfectants, 
antibi otics, insec t repe llen t, and RMK and IRMSS medica l 
bots. 

3. Insect and arachnid swarms. The thou sand s of bugs that 
compose Pestilence 's dense body can be unleas hed in a 
swarm of fly ing or crawlin g insects (or both) with vary ing 
results. A typical swarm will last for a minimum of ten 
minut es, but can remain active as long as Pestilence desi res, 
which can be hour s or eve n day s, or until the insec ts are 
all destroyed. Also note that Pes tilence uses spell mag ic to 
sµm mon additi onal insec ts, rats and verm in. 

Blinding cloud of flying insects: Thou sand s of flyin g 
insects fill the air as a mass ive, living clo ud . T he swarm 
interfe res wit h accurat e radar readin gs, creat ing false read
ings, and reduces visib ility to abou t six feet ( 1.8 m) . The 
bugs are also very distracting, noisy and annoyin g , coveri ng 
or splatter ing themse lves on windshie lds and visors, impair
ing vision even more. The insec t swarm may also clog 
engines, air intake valves, vents, and jo ints of bots, borg s 
and vehicles causing vary ing amo unts of damage and prob 
lems, such as engines over heating, cuttin g off air suppli es , 
etc. 

Characters not protecte d inside env iro nment al bod y 
armor, power armor or a vehicl e will be pe lted and covered 
by the bugs. Eve n though most of the insec ts in thi s swarm 
are ·harm less, they will crawl in the ears and nose, fly into 
the mouth and eyes, craw l under cloth es and so on. The 
overa ll sensation is disgusting and debilitatin g. Penalti es : 
Character s caught in the cloud lose half of the ir melee ac
tions , can bare ly see or hear, completely lose initiativ e and 
all comb at bonuse s, and speed is reduced by 70%. 

Biting insect swarm: Thi s swarm can be crawlin g or 
flying insects or a combination of the two . The threat from 
this swarm is that these insec ts bite and/or sting unprotec ted 
characters and anima ls, infli cting a tremendous 3D4 x I 0 
point s of S .D.C/hit point dama ge per melee round (eve ry 
15 second s). Flying insec ts are very distracting, noisy and 
annoying with similar effect as the insect cloud de scribed 
previously . Howev er, visibi li ty in this swarm is about 20 
feet (6 m). 
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Deadly insect swarm: The dead ly swar m is typ ica lly 
compo sed of crawling , c limbin g and hoppin g arach nids; 
4D6 x 10 poi sonou s spid ers and/or scorpions. Again, these 
arachnid s are really only dan ge rou s to unprote cted charac ters 
and animal s, although a few (2D4) might find their way 
into vehicl es throu gh air vents and other openings. Each 
sting or bite is poisonou s, ca using 3D6 S.D .C./ hit point 
damage and nau sea. Ro ll percentile dice to determine how 
man y times per melee round (every 15 seco nds) a parti cular 
charac ter has been struck and multipl y the dama ge ro ll by 
that numb er. A success ful save vs poi son reduces the tota l 
melee round dam age, by half (roll only one save per melee 
round of damag e not for each indi vidua l bite). 
The Number of Bites & Stings 

01-20 Three time s 
2 1-40 Five time s 
41-60 Seven time s 
6 1-80 Ten times 
8 1-00 Twelve ti mes 

Devouring swarm: In this partic ular case, these insec ts 
are frequently magica lly summon ed rather than emerging 
from Pestilence 's body. The insec t type is typica lly a mas
sive swarm of locust , beet les, weev ils, grub s, caterpillar s 
and other type s o f larvae and insec ts that destroy or dama ge 
plant s by eatin g gra ins, fruit s, vegetab les , leaves, and root s. 
Flying insec ts are very distracti ng, noisy and anno ying with 
similar effec t as the insec t cloud desc ribed prev iously. How
ever , visibility in this swarm is about 20 feet (6 m) and 
most will land on plants within 1D6 minut es. Reme mber, 
the objec tive of these insec ts is to feed. 

Disease carrying swarm : This swar m is much less likely 
to cause se riou s interferenc e with accurate radar readings . 
reduces visibilit y to about 40 feet (I 2.2 m), but are distract
ing, noisy and annoying wit h simil ar effec ts as the blinding 
cloud of insec ts. In addition , these insects , like mosquito es, 
bite and/or sting unprotected chara cters and anim als, infl ict
ing a mere two S .D.C . point s per melee round (15 seco nds) 
but do infect the victim of the bites with disease. 

Ge nera l Type s of diseases 
(random roll or select one): 
0 1-20 Pox: The victim break s out in spot s, hives or rash 
that covers his entire body. The skin is ext remely sensitive 
and itches (but don ' t scratch). Armo r and heavy back -packs 
ca nnot be worn. The eyes beco me extremely sensitive to 
light limitin g the character to see ing abo ut I 00 feet (30.5 
m) away. The bod y feels tired , itchy and achy. Reduce 
speed and combat bonu ses by half, attac ks per me lee round 
by one, speed by 10% and skill performa nces is - 10%. 
Dur ation : ID6 + I days. Save vs non-lethal po ison is app lic
able ( 16 or higher) . A successf ul save means the durat ion 
and penal ties are half. 
21-40 Fever: Victim s are burnin g up , fee l dizzy and weak , 
vision is blurr ed , eve ry muscle in the body aches, it is 
diffi cult to concentrate and the body dehydrate s (must drink 
fluid s). Redu ce speed and parry bonuses by half , red uce 
the numb er of melee act ions by two, all other combat 
bonu ses are reduced to zero , skill s are - 30%. There is also 
the likelihood of per iodic delirium and hallu c inations. These 
episodes will occur I D6 times eve ry 24 hours, with the 



followi ng results (roll percenti le dice) : 01-25 Doesn't recog
nize those around him and will not trust them. Asks for 
family members. 26-50 Doesn ' t know where he is and tries 
to leave (find friends , go home, etc.). 51-75 Relives some 
past event and sees every body around him as someone else 
(friend or foe). Nothing the charac ter says makes any sense. 
76-00 Sees monsters and villains threate ning him. The 
character will scream in terro r, shout warning s, run around 
and point to or attack things that are not there. Duration of 
the Fever: ID4 days. Save vs non -lethal poison is applicable 
( 16 or higher). A success ful save means the duration and 
penalties are half . Dura tion of the hallucin ations: ID6 mi
nutes. 

4 1-60 Sickness: Victim s feel sick to their stomach , suffer 
from headache , running sinuses, . watering eyes, nausea, 
vomiting, diarrhea , weak ness and need to sleep . Cannot 
hold food down , making the perso n weaker as time passes . 
If the victim tries to push himself (always roll at the begin 
ning of each melee round), there's a 1-69% likelihood of 
collapsing into unconsciousness for ID4 x lO minute s. Also 
roll for collapse if the character exerts himself in any other 
way , or does not sleep at least two hour s for every two 
hours awake . When active, temporar ily reduc e speed, P.S. 
and P.P. by half; all combat bonuses , attacks per melee and 
physica l S.D.C are also at half . Skills are -2 0%, and 
remember to roll for co llapse every time the character exerts 
himself. Duration: 1D4 days per each sickness str ike. Save 
vs non-lethal poison is applicable (I 6 or higher). A success
ful save means the duration and penalties are half. 
61-80 Plague: The vict im turns pale and blotchy , becom es 
delido us, burning with fever, and is so weak that he can 
bare ly stand . The characte r looks like he's hovering at 
death's door. Penaltie s: Has only one attack per melee , no 
bonuses of any kind plus is -4 on all rolls. Temporari ly 
reduce physical attribute s, S.D.C. and hit points by 75%. 
The performa nce of ski lls is imposs ible; must sleep 90% of 
the time . If the character tries to engage in combat or exerts 
himself in any other way , there is a 1-69% chance of lapsing 
into a coma - reduce hit points to zero and roll to save vs 
coma/deat h (immediate medica l atten tion is suggested). Du
ration: I D4 days . Save vs non-l ethal poison is applicable 
(16 or higher). A successf ul save means the duration is half. 
8 1-00 A Terrible Cold: The head is conges ted, sinuses drain 
like crazy, slight fever , the nose is cons tant ly running , and 
the charac ter is constantly snifflin g and cough ing or sneez 
ing. The noise from the sniffl ing and coughing/sneezing 
makes it imposs ible to prow l or remain hidden; even the 
chame leon spell is - 20%. Reduc e speed by 10%, initiative 
by half , attacks per melee by one, all combat bonuse s are 
- I , and skills are - 5% . The character also tires twice as 
quickly. Duration: 2D4 days. Save vs non-lethal poison is 
applicable ( 16 or higher). A successf ul save mean s the du
ration and penalties are half . 

4. Disease Touch: Pestilence can also inflict the diseas es listed 
in number three by touch, but every time disease is inflicted 
it counts as a melee act ion/attack and uses 100 P.P.E. point s. 
Note: Pest ilence can also inflict magic curses, phobia s and 
illness through spell casti ng. 

5. Touch of Pestilence: Pestilence can touch food or a dead 
animal and infest it with maggots, worms, mite s, and/or 
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beetles that feed on the substance. If characte rs act quickly 
they can kill the pest ilence and save I D6 x I 0% of the food 
by boiling, deep frying, smoking, microwav ing and similar 
measures to kill the bugs and any possible disease. However , 
eve n in a best case situation the pestilence will destroy 
near ly half of the food. This touch is a natural power and 
doe s not drain Pestilence of any mystic energy. 

6. Sense Disease and Pestilence. The demonic crea ture can 
sense whether a livin g creat ure is sick or if food, beverage 
or water is contamin ated. Also see psionic powers. 

Note: See Villains Unlimited, pages 21-26, for the power of 
insect and arachnid control along with the stats on a dozen 
different insects. Also see pages 176- 177 for the super-villain 
named Pestilence. This "s uper" source book also has a bunch 
of other great villains, power s and ideas . 

Special Magic Weapons 
1. The Staff of Destruction - A Greatest Rune Weapon. 

The weapon is a black metal rod , tapere d in the center and 
crowned with the image of a beetle with a death' s head 
painted on it. The beetle shape can open to unleash a number 
of danger s. 
The powers of the rune staff: 
• LQ. 10 and has a telepathic link with Pestilence. 
• Indestruct ible; black with a beetle design. 
• Diabo lic alignment; good characte rs touching the 
weapon will suffer ID8 S.D.C. or3D6 M.D. ifa mega-dam
age creat ure, every time the item is touched. 
• Adds + I bonus to all saving throws. 
• The beet le shaped portion of the staff opens like the 
petals of a flower to reveal a small hive. The hive holds six 
magic beetle s which can be released upon command, in
stantly grow ing to five feet in length . Pest ilence uses them 
to attack his enemies, slaughter livestock, destroy crops, 
and to steal thin gs. 

Each beetle has 120 M .D .C. , three attacks per melee 
round, their bite inflicts 3D6 M.D. , they are +3 to strike 
and parry, + 6 to dodge and fly at a speed of 154 or l 05 
mph ( I 68 km). Destroyed beetles are recreated in the hive 
after 24 hours. 
• The hive can also release a bolt of energy. The rate of 
fire is equal to the number of hand to hand attacks of its 
user (each blast counts as one melee attack). Dama ge: 
1D6 x 10 M.D . (trip le dama ge to Millennium Trees), range: 
2000 feet (6 10 m). 
• ID4 X 10 M.D. from physica l blow s, doubl e damage to 
vampires, other undead, ghou ls, zom bies, mummie s, and 
animated dead. 3D4X 10 M.D. to Millennium Trees and 
objects made from the tree. 
• If the phy sical mal)ifestation of Pestilence is destroy ed, 
the rune staff djsappear s , following its owner to the dimen
sion he orig inated from. However, the Horseman can lend 
the staff to an ally or pawns for any length of time . When 
he wants it, the staff teleports itself back to him in the blink 
of an eye. 

Pestilence 's Netherbeast 
Pesti lence rides a giant beetle with a sing le, large protruding 

horn in the center of its head and a pair of giant mandibles. The 
body of the beetle is a reddis h brown with black accen ts, the 



eyes and underbelly of the lower abdomen are ye llow, and the 
mandibl es are red. The beet le is heavi ly arm ored, surpri singly 
quick and agile and can fly. Thi s partic ular breed feeds on rotted 
food and plants, as well as meat , blood and bone s. 
Name: Raid 
Alignment: A predatory insect equa l to a miscreant alignment. 
Attributes: Low anima l LQ . equal to about an inte lligence of 
3, M.E .: 10, M.A.: 10, P.S. : 44, P.P.: 22, P.E.: 24, P.B .: 5, 
Spd.: 77 (53 mph/85 km) runn ing or 132 (90 mph/ 148 km) 
flying. It can maint a in flight for I D4 + I hours before needin g 
a rest by travelling at a slowe r pace . 
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Mega-Damage Creature: 
4D4 x 100+ 100 M.D.C.) 

Horror Factor : 14 

1500 M.D.C. (typically 

P.P.E.: 10 (2D6), I.S .P.: None, although it is used to receiving 
telepathic command s from its master. 

Size: 14 feet tall (4.3 m) at the shoulders and 30 feet (9. 1 m) 
long from the tip of its snout to the end of its tail . Eight tons. 

Attacks Per Melee: Four 
Full strength claw strike - 6D6 M.D . 
Tail strike - 4D6 M. D. 
Bite - 4D6 M.D. 
Head butt - 2D6 M.D. 
Pounce attack - 6D6 M.D. plus there's a 90% likelihood 

of knocking human- sized opponents down and a 60% likeli
hood of pinning him (no attacks); reduce those numbers by 
half when pouncing on opponents 15 feet (4 .6 m) or taller. 
Counts as two melee actions. 

Bonuses (includes all bonuses): + 3 on initiative, + 7 to strike, 
m,,,,,,. ~.:::---:: + 5 to parry and dodge, + 3 to roll with impact, critical strike 

;;,,/;,;;,,~ - on a roll of a natural 19 or 20, + 3 to save vs psionic attack, 
, . ·,v ,, ,, •, ·,,, ,, .. + 5 to save vs magic, + 5 to save vs poison and drugs . 
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War 
This Apocalypse demon is the most aggressive and combat 

oriented of the four. War is an incred ibly powerful and capab le 
warrior , strategist and tactician . He also has the ability to evoke 
anger, hatred and lust for power or vengeance in others through 
his words (see M.A. attribute) . War can make the participant s 
in a dispute see red and quick ly tum to violence, agitati ng mobs 
to loot, vandali ze and murder . Thi s ab ility is as much a part of 
the demon's arsenal as any of his weapons or supernatural pow
ers. 

War is a merciless and cold-blooded killer who thrives on 
combat and bloodletting. The demon is not interested in fair 
play or challenge, so he will fight dirty, cheat, lie and do anything 
to eliminate a foe . Furthermore, the monster murders young and 
old, male and female , the sick, sleeping and helpless, withou t 
hesitation or regret. 

In addition to being a weapons master, War can physically 
merge with weapons and war machines, making them a part of 
his body and uses them with expert skill . Of the three Apocalypse 
demons that must be destroyed (their demise caus ing Death to 
leave Earth), War will be the most dead ly opponent. 

War 

Real Name: Unknown 
Alignment: Diabolic evil. 
Attributes: I.Q .: 16, M.E.: 26, M.A.: 26, P.S.: 56, P.P.: 26, 
P.E.: 26, P.B.: 6, Spd.: 86 (59 mph/94 km). 
Attribute Notes: His physical strength and all other attribu tes 

are at the supernatural level. 
Size: Typically 12 feet (3 m) tall. War can regulate his size in 

one foot (0 .3 m) increments to as small as six feet ( 1.8 m) 
or as large as 24 feet tall. The size change can be performed 
with a thought, happens instant ly and lasts indefinitely. His 
armor and weapons grow with him . 

Mega-Damage Creature: 8,482 M .D.C. What appears to be 
body armor is actually part of his body . 

Horror Factor: 17 
P.P.E.: 2000, 1.S.P. : 350 
Experience Level: Equal to a 10th level warrior and line walker . 
Vulnerabilities: Magic fire, magic weapons, and weapons made 

from silver cause double damage. Weapons made from the 
Millennium Tree inflicts its normal damage times ten! Ordi
nary mega-damage weapons inflict their normal damage. 

Natural Abilities: Expert in combat and the use of ALL 
weapons. War's appare nt body armor is actually part of his 
body and can be bio-regenera ted (ID6 x JOO M.D.C. per 
minute and can regrow a new limb within 6D6 minutes !), 
nightvision ( 1200 feet/366 m), see the invisible, identify and 
use weapons of all kinds, recognize weapo n quality , impervi
ous to hunger, thirst , fatigue and disease (and therefore has 
a high resistance to most drugs). 

Psionic Powers: All powers of physical psi-powers, plus pre
sence sense, sixth sense, telepathy and the following super 
psionic powers: telemec hanics, electrokinesis, pyrokinesis, 
mind bolt, psi-shield , and psi-sword. I.S.P . 350; equal to a 
10th level mind melter. 
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Magic Powers: All line walker spell magic , levels 1-4, plus 
tongues, words of truth, swim as a fish (superior) , energy 
disruption , circle of flame , fire ball , negate magic, banish
ment , protection circles (simple & superior), id barrier, anti
magic cloud (the cloud even prevents War and his fellow 
Apocalypse demon s from using spell magic), close rift , and 
dimen sional portal. Equal to a I 0th leve l spell caster. 

Attacks Per Melee: Ten hand to hand actions or psionic attacks . 
Or two spell attacks per melee round. 

Restrained punch - 1D6 M.D . 
Full strength punch - ID6 x 10 M.D. 
Power punch - 2D4 x JO M .D . 
Kick - ID6 X 10 M.D . 
Leap kick 2D4 X 10 M.D. 
Head butt - 4D6 M .D. 

Bonuses: + 6 on initiative, + 8 to strike with bare hands, + 11 
using any modem/energy weapon, + 13 w)1en using any an
cient style weapon (ball & chain, etc.), + 8 to parry with 
bare hands, + 12 using any weapon , + 10 to dodge, +4 to 
roll with impact, + 4 to pull punch, critical strike on a roll 
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of a natural 17-20 , + 6 to save vs psionic attack, + 6 to save 
vs magic, + 6 to save vs poisons and drugs, and is imperviou s 
to all forms of mind control , fatigue, and disease. War is 
+ 10 to save vs horror factor and is 80% to evoke feelings 
of intimidati on , fear , hate, anger and revenge through his 
inflammatory words (trust is not applicable). 

Skills of Note: Basic and advanced math , radio: basic, radio: 
scrambler , radio: laser, t.v ./video, operate computer, prog
ramming , automobile mechanics, robot mechanics, mechan
ical engineer , weapon s engineer , weapon systems, read sen
sory equipment, navigation , land navigat ion, wilderness sur
vival , and basic electronic s, all at 98% , plus the abi lities to 
use any weapon as an expert , climb, swim, track hum anoids 
and animal s, pilot tanks, APCs, com bat helicopters, jet fight
ers, combat bots and all other vehicle s designed for combat 
at 75% . War has no knowledge of medici ne, science or book 
knowledge. Like all the others, the crea ture uses magic and 
telepath y to communica te with other creatures. 

Favorite Weapons: War's rune mace is his most favorite weapon 
but he likes all weapon s and can use absolutely any weapon , 
including tanks, combat robot vehicles , and completely alien 
weapons (see specia l power s). He also combines psionics and 
magic in his versatile range of attacks and fighting techniques 
(always keep the enemy guess ing and off balance) . 

Cybernetics: None! Has no use for them. 
Money: Doesn' t need or want any. 
Alliances & Allies: Currently , none. However, he will recog nize 

worshipers of death and gladly count them among his minion s. 
This includes Pharaoh Rama-Set. War will also strike up an 
uneasy alliance with any gods of darkne ss that assist him and 
his fellow Horsemen in their quest to spread annihilation . 
However , even the slightest hint of treachery will incite War 
to attack and punish or kill the god that threatens him or his 
goal. 

Description: War appear s as a 12 foot (3.6 m) tall warr ior in 
blood red body armor. The horned helmet has a black slit for 
eyes but no eyes can be seen , only darkne ss. 

Note: All four of the Horsemen of the Apocalypse work together 
toward one goa l, the obliteration of all life. Once they have 
found one another they never part compa ny, travell ing together 
and bringing destruction wherever they go. When all four are 
united, they will work to become one eve n more powerful har
binger of destruction . 

Also note that most of the Horsem en have under eight thousand 
M.D.C. , while other so-called god beings often have ten 
thousand or more. However, all of the four Horsemen possess 
incredib le regenerative power s, particu larly War. 

Special Powers 
t. Weapon Meld. War has complete control and expertise 

over all weapons . This is made possible by the monster 's 
use of the supernatural power of melding, in which the 
weapon effec tively becomes a living part of him! This power 
is far more insidious than it may even sound . A huge range 
of weapon s can be used: ball and chain , blunt , swords, bow 
and arrows, revolver s, automatic weapon s, energy weapo ns, 
rail guns, missile launchers and so on. The melding power 
makes War a complete expert in the use and accuracy of 
the weapon (see combat bonuse s) and gives most an unli
mited payload (see specia l power number two). But there's 
more. 
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War 's melding power mean s that he can jo in with larger 
war machines as well , such as tanks, armored ve hicles, and 
even giant robot vehicles and powe r armor. To take control 
o f the vehicle, War almost seems to melt in a pile of organic 
ooze that forms scores of te ndrils that cover half or more 
of the vehicle. Althou gh the arms , legs, and lower body 
may have been tran sformed into a network of tentacles and 
ooze, the chest and head of War is always promin ently 
visible either at the front or on the top of the vehicle . Just 
as the monster can energize weapo ns, War can use his own 
mystic energy to power the energy weapons and engines of 
the war machines. 

War's melding and energizi ng power has two limita
tions. One is that he cannot meld with, control , energize/ 
power or otherwi se effec t any machin e that is NOT specifi
ca lly a weapon, vehicle or war machine. This means he 
cannot meld with a norma l compute~, televi sion , au
tomobile , steam shove l, domest ic robot, and so on. 
Second , War cannot take over war machines that are already 
being piloted by other living beings. However, robot drones , 
parked and empty vehicles or bots are completely at War's 
mercy. In fact, the demon can meld with a robot , take 
temporary control and repro gra m it in one minute (4 melee 
rounds) , turning it into a so ldier in his menacing army! 

2. Power Meld, The ability to meld with a weapon or war 
machine also enables War to energize/powe r/fuel it with his 
own natural energy in a way similar to the techno-wi zard. 
The difference is that War doesn 't have to make any changes 
to Lhe device other than makin g it part of his body through 
physical meldin g. In the case of smaller weapon s, the hand 
or arm will become an ooz ing mass of tendrils connected 
right to the weapon (see illustration elsewhere). Thus , ion 
blasters, lasers, particl e beam rifles, pla sma cannons and 
all other types of energy weapons , large and sma ll, have 
an unlimited payload when used by War. Even weapo ns 
that fire small projec tiles or shards, includin g S. D.C. pistols , 
rifles, machinegun s and mega-da mage rail guns can be given 
an endless supply of ammuniti on, only in this case , the solid 
projec tiles are rep laced by equi valent round s of energy bolts. 
The only things war cannot replicate are exp losives and 
missiles . However, he can ann , fuel , aim and launch an 
existing missile eve n if it had been previou sly disabled or 
otherwise damaged . 

3. War can alter his size from human to giant. War can 
regulate his size in one foot (0.3 m) increments to as small 
as six feet ( 1.8 m) or as large as 24 feet tall. The size change 
can be performed with a thought and the tran sformation is 
instant. He can maintain the enlarged or reduced size as 
long as it is desired . His body armor and any magic weapons 
he picks up grow with him . His netherb east does not. The 
height of twelve feel appears to be War 's natural height. 

4. Psionics & Skills to Repair , Rebuild, & Modify 
Weapons. War is a natural mechanical genius with the 
powe r of telemec hanics. Thi s means he can fix and modify 
weapo ns and war machines. 

Special Magic Weapons 

Almost every thing on War 's netherbeast is a weapon, even 
things that may not initially appear to be so, such as chains, 
rings, spikes, skulls, etc. 



l. Rune Ball & Chain - A Greatest Rune Weapon. The 
weapon is a flamin g , spiked ball atta ched to a chain and 
handle . The mystical flame cannot be dow sed by cold , water 
or magic . The chain can mag ically extend up to 100 feet 
(30.5 m) or become as short as 3 feet ( Im). 
The power s of the rune ball & chain : 
• I.Q . 11 and has a telepathic link with War. 
• Indestructible ; red in color. 
• Diab olic alignment; good character s to uching the 
weapon will suffer I 08 S .D.C. or 3O6 M.D . ifa mega-dam
age creature, every time the item is touched . 
• Add s + I bonu s to all saving throw s . 
• Return s when thrown and the chain can magi cally extend 
to up to I 00 feet (30 . 5 m) or as short as 3 feet. Thi s provid es 
War with an unexpected reach , or the ex tended length can 
be used to entan gle an oppon ent : If an opponent is com 
pletely wrapp ed up by the chain and cannot mov e, the intel
ligent weapon can be released by War yet continue to im
prison the person trapp ed in its coils. Throwin g range is 
1000 feet (305 m). 
• Soul drinker. 
• ID6 x IO M .D . from phys ical blow s, double dama ge to 
vampir es , other undead, ghouls, zombi es, mummi es, and 
animat ed dead . 3D6 x 10 M .D. to Millennium trees and 
objects made from the tree . 
• If the physical mani festation of War is de stroy ed, the 
rune wea pon disappear s, followin g its own er to the dim en
sion he originated from. How ever , the Hor seman can lend 
the weapon to an ally or pawn s for any length of time . 
When he want s it, the ball and chain teleports itse lf back 
to him in the blink of an eye. 

2. La~ers mounted on War's shoulders: Near eac h shoulder 
is mounted a fixed forward laser. 
Mega- Dama ge: 406 for one single bla st or I 04 x IO+ 8 for 
two simult aneous bla sts. 
Range : 2000 feet (610 m) 
Rate of Fire: As many as ten per melee round , but eac h 
blast counts as one of War 's hand to hand melee attacks/ac
tions. Dual , simult aneous bla sts count as one attack. 

3. Magic Chains: The lengths of chain that han g at the side 
of War's nctherbeas t can be used as magic weapon s or 
manacles. The long length of chain with the ring at the end 
ca n be used like a whip or ball and cha in weapon . Each 
chain has 150 M .D .C., is imperviou s to fire and infli cts 
306 M .D . as a weapon. Other than be ing used as a strikin g 
weapon , the chain s can be used like a Mex ican bola, released 
and sent flying to knock a weapon out of an opponent 's 
hand or entangle hi s feet (70% likelih ood of be ing knocked 
to the ground , losing initiati ve and one melee action , plus 
it will take an additi onal two melee actions/atta cks to un
tangle onese lf) . Effective range when thro wn is 200 feet 
(6 1 m). 

4. The metal rings at the end of the chain can be plucked 
from the chain by War and used as throwin g rings. Eff ective 
range is 200 feet (61 m) and infli ct 206 M.O. when thrown 
by War (I 06 M .D . by all others). The spikes on the nether
beas t's am10r can also be plucked by War and used as 
stabbin g or thrown weapon . 20 6 M . 0 ., throwin g range is 
100 feet (30 .5 m) . Note: Anybody other than War or a god 
using the rings, spikes, chain s, skulls or bones inflicts half 
dam age at half the range. 
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It is the smaller chain s that are used as magic manacle s. 
The chain magically lock s, ha s 100 M.O .C. , cannot be 
picked and even the escape spell doe s not work on these 
chain s. 

5. Magic Skulls & Crossbones: There are three sets of skulls 
and cro ssbone s , one in the front and one on eac h of the hip 
plat es on the netherbea st. War can remov e the skulls and 
throw them like a ball. A hit infli cts 206 M .O. and they 
have a throwing range of 200 feet (6 I m). The skulls can 
also be used to re lease a cloud of smoke from the eye socket s 
that cover s a 500 foot (152 m) radiu s. 

The magi c crossbon es can be hurled like a frisbe e or 
boom erang with dead ly accura cy and distance . Damage is 
506 M .D . and each has a throwin g range of 500 feet ( 152 
m) . The weapon mak es a loud whir ling sound that a.lerts its 
target to its approach and give s that chara cter a bonu s of 
+ 3 to parry or dodge. The cro ssbone s disappear five sec
ond s after they strike, magically teleportin g back into the 
hand s of War . 

6. Magic Weapons: War has an arsenal of ancient styled 
weapon s held in containers behind and to the side of the 
saddl e. They are all mega-dama ge weapon s but other than 
that , none have any special prop erties . 
I 04 Mornin g Star s and /or Ma ces: 2D6 M .D . 
104 Battl e Axes : 306 M.O ., throwin g range is 100 feet 
(30 .5 m). 
ID4 Jav e lins: ID6 M .O. , throwin g rang e is 1000 feet (305 

m). 
204 Spears: 206 M.D., throwin g range is 500 feet ( 152 m) . 
One Runk a Pol e Arm : 40 6 M .O ., throwin g range is 200 

feet (61 m) . 

War's Netherbeast 
War 's neth erbeas t is a ridin g anim al similar to Death 's , only 

it has curled ram 's horn s, is grey in co lor and clad in metallic 
red body armor . Thi s parti cular breed of neth erbeas t has a high 
animal intelligence , possesses cunnin g and is the fastest , most 
powerful and agg ress ive of them a ll. Like its demoni c master , 
it kill s for the sheer pleasure of it . It is a predator that feeds 
only on freshly killed meat , blood and bones. 
Name: Carna ge 
Alignment : A predatory animal equ al to a diab olic alignm ent. 
Attributes: 1.Q.: animal equal to about an intelligence of 7, 
M .E . : 20 , M .A . : 9, P .S .: 50 , P .P .: 22 , P.E. : 24 , P.B. : 4, Spd .: 
110 (75 mph/ 120 km) and ca n maintain top speed for up to eight 
hour s before needing a res t at a slo wer pace . 
Mega-Damage Creature: 2500 M .O .C . total ; 1500 natural 

M.O.C. plus 1000 M .O .C. from its bod y armor. The two 
pla sma cannon s have 150 M .O. C. each. 

Horror Factor: 15 
P.P .E.: 50 ( 1O6 X 10) , I.S.P.: None , althou gh it is used to 

rece iving telepathi c commands from its master . 
Size: 14 feet (4 .3 m) at the should ers and 30 feet (9 . 1 m) long 

from the tip of its snout to the end of its tail. Eight tons. 
Attacks Per Melee: Fo ur 

Full strength claw strike - ID6 x 10 M.O . 
Tail strike - 606 M .D. 
Bite - 506 M .D . 
Head butt - 306 M .O. 
Pounce attack - ID 6 x 10 M .D . plu s there's a 90 % likeli -
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hood of knocking human -sized opponents down and a 60% 
likelihood of pinnin g him (no attacks); reduce those number s 
by half when pouncing on oppo nents 15 feet (4.6 m) or taller. 
Counts as two melee actions. 

Bonuses (includes all bonuses) : + 5 on initiative , + 10 to strike , 
+ 6 to parry and dodge , + 6 to roll with impac t, + 4 to pull 
punch , critica l strike on a roll of a natural 19 or 20, + 3 to 
save vs psionic attack, + 5 to save vs magic, + 5 to save vs 
poison , drugs, and disease . 

Weapon Notes: War' s netherbeast wears M .D .C. body armor , 
carr ies an arsena l of weapo ns used by War and has a long
range plasma cannon on both sides of its body ju st behind 
the shoulders. 

The plasma cannons are operational only when War is 
seated on the beast or stand ing next to it and touching the 
monster . A mental comman d from War fires one or both of 
the cannon s. 
Mega-Damage : l D6 x 10 for one single blast or 2D6 x IO for 
two simultaneous blasts. 
Range: 6000 feet (1828 m) 
Rate of Fire: As many as ten per melee round , but each blast 
counts as one of War 's hand to hand melee attacks/ac tions. 
Dual , simultaneous blasts count as one attack. 
Payload: Unlimited , powered by War himself. 
Note: The cannon s can tum 360 degrees. 

34 

The Armageddon 
Creature - Four as One 
A Primordial Force of Destruction 

If the four become one armageddon crea ture, they become a 
primordia l force of incredib le destru ction . As an intangible force, 
its presence will cause unrest throughout the world. Tension 
between already warring factions will esca late a hundr edfold , 
with one side or the other fighting to the death and willing to 
destroy the other side in suicid e assa ults. The senseless destruc
tion and taking of life is unfathomabl e. The NOR , New Came lot, 
Coal ition States , Federation of Magic, the Vampire Kingdoms, 
and many others will fall victim to this madne ss. Murder and 
other acts of violence and anarc hy will increas e dramatically 
everyw here. 

Droughts and famine will afflict lands most vu lnerab le to such 
occurrences. Earthquake s, storm s, flooding , and all manner of 
natural disasters will sweep the glo be, causing mass destruction, 
disease, plagues, chaos, war and death . Within a decade all 
human and D-bee life will be ext inct , while 90% of the anim als 
and 75% of all vegetat ion and insects will be obliterated. A few 
years later the Earth will be a lifeless ball of rock and mud. 



If some of the Apocalypse demons are killed, that element of 
destruction will be lost to the armageddon creature, making it 
a quarter less powerful. For example, if Famine is slain and 
only three become one, the force of destruction will not include 
droughts and weather control. This means the process of destruc
tion will take about 20 years longer. The loss of two demons 
will mean that 50 or I 00 years might be needed to destroy the 
intelligent life forms and another I 00 or more years to obliterate 
all life. 

The Physical Monster --------- --
The Armageddon creature can manifest a physical body that 

can be attacked and destroyed but it is incredibly powerful and 
possesses all of the powers of its four parts, but dramatically 
amplified. War and death can send an army of thousands of 
robots, fanatic soldiers and animated-dead to crush attackers. 
Famine and Pestilence can unleash disease, weather and disaster 
that covers 40,000 square miles at a time. Plus the creature itself 
is super powerful. 

Armageddon Creature 

Alignment: Diabolic evil. 
Attributes: I.Q .: 26, M.E.: 30, M.A.: 30, P.S.: 80, P.P.: 30, 
P.E.: 30, P.B.: 2, Spd.: 293 (200 mph/321 km), all are at the 
supernatural level. 
Size: 60 feet ( 18 m) tall. 
Mega-Damage Creature: 36,000 M.O.C. 
Horror Factor: 19 
P.P .E.: 20,000, I.S .P.: 5000 
Experience Level: Equal to a 20th level warrior and line walker. 
Vulnerabilities: Magic fire, magic weapons, and weapons made 

from silver cause double damage. Weapons made from the 
Millennium Tree inflicts its normal damage times ten! Ordi
nary mega-damage weapons innict their normal damage. 
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Natural Abilities: All of the Four. Note: regenerates I 04 x I 000 
M.D.C. every minute and lost limbs within 6D6 minutes. 

Psionic Powers: All powers of the four. 
Magic Powers: All powers of the four . 
Special Powers: All powers of the four. 

Attacks Per Melee: 20 hand to hand actions, psionic attacks or 
use of special powers. Or Four spel I attacks per melee round. 

Restrained punch - 1D6x 10 M.D . 
Full strength punch - 2D6x 10 M.D. 
Power punch - 4D6 x 10 M.D. 
Kick - 206 X 10 M.O. 
Leap kick 4D4 x 10 M.D. 
Head butt - ID6 x 10 M.D . 

Bonuses: + IO on initiative, + IO to strike or with bare hands, 
+ l I using any modem/energy weapon, + 13 when using 
any ancient style weapon (ball & chain, etc.), + 12 using 
any weapon, + 10 Lo dodge, + 4 to roll with. impact, + 4 to 
pull punch, critical strike on a roll of a natural 17-20, + 10 
on all saving throws. 

Skills of Note: All four combined . 
Alliances & Allies: None! Out to destroy everybody! 

Description: A 60 foot ( 18.3 m) giant emaciated body, with a 
minimum of eight arms (as many as twelve), clad in grey 
and red body am1or similar to War's and has the head of 
Death. In one hand is War' s ball and chain, only the ball 
looks more like a flaming skull. In the other hand is Famine 
and Pestilence' s staves intertwined to be one. 

Note: ff there is a merger of only three Horsemen of the 
Apocalypse reduce the Armageddon creature's size, attribute, 
P.P.E. , I.S.P ., level of experience, damage and powers by 25%; 
if only two have become one, then reduce by 50%. Remember, 
the powers of the missing Apocalypse demon are not available 
to the Armageddon creature. One Horseman cannot become the 
Armageddon creature. 
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Gods of the Nile By Julius Rosenstein 

& Kevin Siembieda 

Some general notes about the gods 

The ancient Egyptian gods are not fully integrated into Rifts
Earth and have not yet reached their full potential, thus, their 
powe rs and abilities can still increase as they gain more worship
pers. The gods are all supernatural mega-damage beings with 
impress ive natural , clerical and magic abilities. 

Physica lly, the gods are on a par with elder and ancient dragons 
with M.D.C.s rang ing from around 5,500 to 17,000. However, 
although quite capable of giving a good accounting for them
selves in melee combat , the gods' true strength lies in their 
magic abilities (with the majority of them capable of impress ive 
psionics as well). The gods generally avoid technology, particu 
larly bionics and cybernetics, although some of them have found 
it useful or interesting (see individu al descriptions). Most gods 
are experienced dimensional travelers and have been carry ing 
on their schemes and conflicts throughout the Megave rse for a 
long time. [n some cases they are worshipped, or at least known 
on severa l worlds, and many gods have access to some of the 
resources from these other worlds and dimensions in the way of 
man-power/minions/monsters, raw materials, and technology. 
Most of the gods of Light and Darkness have clashed many 
times and are likely to know other supernatural powers, includ ing 
the Splugorth . This may also mean they are engaged .in battles 
and plots away from Earth that may be more press ing or that 
may tax the ir time and resources. 

Additionally, there may be other gods in these pantheons 
(families of gods) not presently known to Earth lings. Likew ise, 
some ancient mythical beings once know n on Earth have disap
peared durr ing the passage of the ages - whether they are dead 
or away at some far-off place in the Megave rse is not known. 

Regard ing certain elements of mag ic: 

I. Ley Lines and Nexus Points : The beings known to humans 
as Egyptian gods have an affinity for the ley lines and nexus 
points in the Nile area . Those deities who are sorcerers 
enjoy few benefits of the ley lines and nexus points that 
abound along the Nile and in the Phoenix Empire. The 
deities who are effectively ley line walkers will find their 
magical powers are doubled when within 20 miles (32 km) 
of the Nile basin , as well as at stone pyramids and nexus 
ju nctions throughout Egypt . 

2. Tattoo magic: None of the gods except Set and Thoth have 
shown an interes t in tattoo magic, and even they seem to 
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regard it as ju st an interesting novelty . Ta'ttoo magic, true 
Atlanteans, Sunaj assass ins, the Splugorth and related infor
mation can be found in Rifts World Book Two: Atlantis. 

3. Stone Mastery: All of the gods of the ancient Egyptian 
pantheon are natural Stone Masters to some deg ree. Their 
abilities remain constant regardless of the origin and type 
of pyramids involved , i.e. Egyptian , Atlantean, Mayan, or 
whateve r. See Rifts World Book Two : Atlantis for com
plete details about stone magic, magic tattoos and nme 
weapons. 

4. Rune Magic & Bio-wizardry : Most of the Nile gods have 
a rune weapons. Many of the greater and grea test weapons 
were created by Thoth, the Splugorth and other powerf ul 
beings of magic. The secrets of rune magic and bio-w iza_rdry 
are revea led in Rifts World Book Two: Atlantis . 

5. The Millennium Tree and its powe rful magic, wands, 
staves, and leaves are described in Rifts World Book 
Three: England . Druid s, herbalists, the Blood Druids of 
France, Mrr ' lyn and a few Ce ltic gods are also found in 
this book . 

6. Necromancy: Very few of the Egyptian gods, even among 
the Gods of Darkness, practice the dark magic of necro
mancy. The powers of necroman cy aJe located elsewhere 
in this book. 

7 . Natural Abilities: These are special powers that are a natural 
part o f these beings. The supernatural being can perform 
these abilities with a thought , without using P.P.E. points 
and usually without limitation . Abilities that have a percen
tile number after them are powe rs that have a level of suc
cess. A failed roll means that the god was unable to draw 
on that power at that particular moment , but can try as often 
as once every melee round ( 15 seconds). Each attempt to 
draw on these powers counts as one melee action . 

8. Inhuman & Supernatural Minions are listed throughout 
the descr iptions of the gods. Less supernatura l beings are 
attracted to these powerful forces men call gods. The most 
eviJ are the so-caJJed demons, dev ils , and supernatural 
monsters. A good number of the demons and monsters listed 
in this book are completely described in the Rifts Conver
sion Book. 

A Publishers Note about the many references to other Rifts 
titles. The world of Rifts is incredibly rich , expansive, and 
interwoven in concept and story. It includes numerous types of 
magic, people, places, cultures, aliens, monsters and entire other 



dimensions. To reprint information about all of these characters, 
places and magics every time they come into play, seems point 
less and would only add to pages of repetition and cos t of a new 
book. The purchasers and players of Rifts Africa will find that 
three other boo ks in the Rifts RPG series are necessary to play 
without having to make a numb er of modifications. They are 
the Rifts RPG, Rifts World Book Two: Atlantis and Rifts 
Conversion Book. Rifts England and other titles can be helpful 
and fun but are not necessary to play. In many respects, Rifts 
Africa is a giant adve nture sourcebook that brings toget her plot 
sugges tions, hints and elements from the last four products: Rifts 
Atlantis, Conversion Book, Rifts Mechanoids and Rifts Eng
land (as well as hinting at things to come). 

The Rifts Conversion Book is probably mentioned most fre
quently because it contains ove r a hundr ed different monsters 
and demons who are often used by -the gods as their minions 
and/or a llies . This book also includ es forty optional player races, 
the witch , war lock and diabolist 0.C.C.s, adult drago ns and a 
varie ty of genera l conversion rules and data. r hope that the 
inter-depe ndence of these titles only adds to the dep th , drama 
and enjoy ment of the Rifts Megaverse. 

Relationships with other beings 
Gods and Humans. The superna tural beings men call "gods" 

are rea lly powerf ul , alien be ings from other dimensions. Their 
natural powe rs coup led with their know ledge of magic made 
them seem like gods to ancient peop le. Even today, in Rifts 
Eart h with all of its high technology and super-science, these 
god beings wield incred ible power. Power that is often used to 
conquer, enslave , tormen t or des troy lesse r beings. Frequent ly, 
humans and mortal crea tures like them are misunderstood or 
great ly underest imated by these powe rful aliens. Genera lly 
speaki ng, most so-called gods see humano ids as a resource, such 
as slaves , servants, physica l laborers, wors hipers/paw ns, and as 
a source of potential psych ic energy (P .P .E.). Few gods respect 
humanoids or sincere ly try to help them. Eve n many of the Gods 
of Light are incred ibly arroga nt , condesce nd ing and ca usually 
manipulate humanoids for their own secret age nda. 

The Coalition States and the New German Republic. Be
cause of the distances invo lved, the ancient Egypt ian gods have 
had little contact with eit her the Coa lition or the New German 
Republic. Wha t little con tact they have expe rienced has been 
insignifican t and has instilled the gods with a sense of super ior ity 
over these presumptuous mortals and their high-tech toys. The 
pantheon of Ra is more likely to fee l that these hum ans are 
well-inten tioned but misguided and may try to help from afar . 
These gods are more likely to associate with practitioners of 
magic, D-bees, and peop le away from the CS or NOR 
mega lopo lises. 

The pant heon of Taut and other Gods of Dark ness will be 
more incl ined to suppress these humans for their arrogance or 
manipulate them for their own insidious purposes. They will 
find non-humans, monsters, other supe rnatural be ings and black
hearted peop le such as the Federat ion of Magic and Blood Druids , 
of great interest and wi ll ass ist them, ofte n direct ly in their ev il 
or des tructive schemes. 

From the CS and NGR's point of view, so-ca lled "gods," 
whether they are figures from ancient myt h, new contenders for 
power , or alien intelligences, are ALL ju st another supernatural 
menace that must be ex term inated in order to make Eart h safe 
for humankind! 
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The Splugorth . Due to their ex tremely long life spans, experi
ence as dim ensional trave llers, and own god-like powers, many 
"go ds" consider the Sp lugorth and most alien intelligences to be 
fellow gods and wort hy of their respect (whett\er as friends or 
foes). The Egyptian gods among the pantheon of Ra genera lly 
maintain a non-hostile, but wary attitud e towa rd the Splugorth 
and their minions. Ra, Isis, Horus and Thoth all kn ow Lord 
Sp lynncry th quite we ll, although only Tho th ca n be sa id to really 
like him . Thoth often vis its the Dimens ional Market at Splynn 
and invar iab ly drives a hard barg ain with the loca ls (i.e. cheats 
them blind !). 

Among the Gods of Darkness are two frequent visitors to 
Atlantis, Set (who may be acco mp anied by Amm it and/or Bes), 
who is a persona l friend of Lord Splynncryth , and Anhur, who 
enjoys the many decadent pleas ures that the Splugo rth have to 
offer. 

Ultimately, the Egyptia n gods (bot h of Lig ht and Dark ness) 
and the Splugor th have made it a po int to stay out o f each other's 
business. This has kep t peace among these two titanic races for 
millions o f years. 

Vampire s. The react ions of the Nile gods to vamp ire intelli
gences and their undea d minions run s the gamut from friendship 
and coopera tion with Set and Anu bis to indifference with the 
likes of Anhur and Bes, to ope n hostilit y with Ra, Isis, and 
many of the other Gods of Light. Nat urally enoug h , the pantheon 
of Ra (the Gods of Light) is intoleran t of these vile creat ures o f 
darkn ess, but only Ra , him self , wages a never endin g battle 
aga inst them and will always attack vamp ires on sight. The angry 
sun god will fight to the finish and is so merciless when fighting 
vamp ires that eve n Isis and Horus have taken pity on the occa
sional bea ten and vanqu ished crea ture and a llow it to flee for 
its life to anothe r dimension . 

Mechanoids. If there is any one race which may be considered 
a common enemy to humans and gods of both pantheons, it is 
the Mechanoids. These crazed cyborgs have no respec t for gods 
or men and seek on ly the des truction of all bipeds, whether 
morta l or supernatura l. Most of the Nile gods and many of their 
followe rs are bipeda l hum anoids which means they have no 
com mon ground wit h the insane cybo rgs. Some of the gods and 
their minions may have already had their share of run-ins with 
mechano ids throughout the Megaverse. The mechanoids are such 
implacable foes that a ll of the gods (eve n Set) may be considered 
mankind's champions in any war invo lving them. 

Minions of the gods are usually powe rful beings who serve 
the gods as henchmen , warriors, serva nts or slaves. See the 
section on mini ons elsew here in thi s book . 



The Pantheon of Taut Gods of Darkness 

Set 
Lord of Darkness 

Set, the god of darkness and the sworn enemy of gods and 
men, is also considered the god of evil. He symbolize s destruc
tion, deceit, and betrayal, as well as being the patron of fratricide 
(the murder of one's broth er) . He mingles free ly with so-ca lled 
demons, evil supernatural beings, and supernatural intelligences. 

It was Set who slew his brother Osiris, rending his corpse 
into 14 pieces and scatterin g them across the world. He and 
members of his pantheon , Anubis, Bes , Apepi, Amon, Anhur, 
Ammit , and the jinn , actively engage in battle with the Gods of 
Light and consta ntly interfere in the affairs of men. He is an 
active force of evil who uses man's weaknesses aga inst him. 
Set uses his treacherous tongue to egg beings into doing stupid , 
cruel or murderou s deeds. He will appea l to a chara cter's anger, 
hatred and sorrow to convi nce him to strike back , kill an enemy 
or seek revenge . Set himself is incred ibly crafty and a master 
strategi st. 

Set's and Anubis 's influence throughout the Megaver se is 
great, worshipped by both humans and nonhumans alike. 

Real Name: Set Typhon -Tani s 
Alignment: Diabolic evil. 
Attributes: I.Q. : 2 1, M.E.: 26, M.A .: 25, P .S. : 37, P.P. : 20, 
P.E.: 30, P.B.: 10, Spd.: 27 (18 1/2 mph , 29.7 km). 
Attribute Notes: His physical strength and all other attributes 
are at the supernat ural leve l. 
Size: 25 feet (7 .6 m) tall , male . 
M.D.C. : 16,850 
Horror Factor: 17 
P.P.E.: 6000, I.S.P.: 2950 
Experience Level: 20th leve l line walker and shifter, 12th level 
stone master, fire war lock and diabolist. 
Natural abilities (The percentage numb er indicates the rate of 

success in using these powers. All of these abiliti es are natural 
and can be performed without the expenditur e of P.P.E.): 

Nightvis ion 200 feet (6 1 m), see the invisible, tum invisible 
at will (no time limit), know s all languages, teleport 98% , 
dimensional teleport 92%, metamorphosi s (any shape) at will, 
imperviou s to heat, cold, and fire, summon I 000 to 6000 
rodent s (mice , rats or bats) , and summon /command 1 D4 jinn 
or 2D4 worms of Taut (any). 

Priest or healer abil ities include exorcism 80%, turn dead 
90% (affecti ng 2D6 x JOO dead at a time) , animate/co ntrol 
ID6 x JOO dead 97%, heal ing touch (restore s 3D6 S.D.C or 
hit points and can be performed twice per melee round; counts 
as a melee action), and bio-regeneration ( I D6 X I 00 M. D.C. 
per minute and can regrow a new limb over night). 

Perhaps his greatest power is the resurrection touch, the 
ability to bring the recently deceased back to life! Resurrection 
can only be attemp ted by Set once. The character to be resur
rected cannot have been dead for more than a month. Roll 
percentile dice to determine success. 1-70% means the charac 
ter is brought back to life and good hea lth (3D6 hit points 
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and full S.D.C.). The resurrect ion also heal s whatever it was 
that killed the character in the first place , but does not resto re 
miss ing limbs or remove scars. A roll of 7 1 or higher means 
the magic was unsuccess ful. If the character has been dead 
for a month to a year, the chance for a successfu l resurrection 
is on ly 1-32, and if over a year, the odds are a mere 2%. 

Vulnerabilities: Holy weapons, weapo ns made from silver (they 
do mega-damage to this being) or the woo d of a Millennium 
Tree and some rune weapo ns cause doubl e dama ge. 

Magic Powers : All spell magic leve ls 1-7, all stone magic, and 
all fire elementa l magic leve ls 1-8, a ll symbol s, wards, curses, 
circles of protecti on and summonin g, plus stone to flesh, 
remove curse, close rift , dimensional porta l and teleport: 
superior . All ley line magic is equal to that of a 20th level 
spell caster. Stone, elemental and ward /diabo list magic is 
equal to a 12th leve l mage. Note: Opponents must roll an I 6 
or higher to save vs Set's spell magic! 

Psionic Powers : I.S .P . 2950, 20th leve l proficiency. Palladium 
RPG has all leve l 1-5 abiliti es; Rifts has all physical and 
sensitive abilities, plus pyrokinesis and mind block auto-de
fense. 

Attacks Per Melee Round: Seven hand to hand action s or 
psionic attacks or two spell attacks. 

Restrained punch - 6D6 S.D .C. 
Full strength punch - 5D6 M.D. 
Power punch - ID6x 10 M.D. 
Kick - 6D6 M.D. 
Bite - 3D6 M.D. 
Head butt - 1D4 M.D. 

Bonuses: + 4 on initiative, + 5 to strike, + IO to parry and 
dodge, + 3 to roll with impa ct, + 3 to pull punch , cr itical 
str ike on a roll of a natural 19 or 20, triple damage from 
behind (back stabbin g), + 6 to save vs psionic attack, + I 0 
to save vs all types of magic, and + 8 to save vs poi son and 
drugs. Set is + IO to save vs horror factor and is 85% to 
evoke feelings of intimidation , fear or trust. 

Skills of Note: Basic and advanced math , anthropol ogy, biology , 
land naviga tion , wilderness survival, intelligence, disgui se, 
pilot sai l- and rowboats and hor semans hip , all at 98%, plus 
the abilities W.P . blunt , W.P. swo rd , prowl , c limbing, swim
ming, forgery, escape artist, tracking (humanoid s) and street
wise, at 65%. 

Favorite Weapons: Set seldom uses any weapon s other than 
his rune weapons , preferring to use hi s magic, psionic s, and 
supernat ural abilities. 

Armor: Black and silver chain and plate, M.D.C. 3000. 
Technology: Like the other gods of his pa ntheon, Set shuns the 

use of bionics and cybernetic s. Although not personally partial 
to high-tech weaponry and equipment , Set realize s the destruc
tive potential of these devices and has encouraged his follow
ers in their use. Set is intrigued by bio-wizardry and has been 
negot iating with the Splugort h to that end. His exper iment s 
with bio-wizardry on some of his follower s are best left un
known. It is safe to assume that Set has access to any bio
wizardry listed in Rifts: Atlantis, particularly microbes and 
para sites. 
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Description: Set appears as a giant humanoid with the head of 
a hyena (or wolf), the muzzle being pointed and the ears high 
and square. Set is often accompanied by Bes or Apepi. 

Money: Set can eas ily lay his hand s on 2D4 billion credits worth 
of prec ious meta ls and jew els, as well as a smatt ering of 
magic and technologica l items. 

Alliances & Allies: Set is on reasonabl y good terms with many 
of the other Gods of Darkn ess whom he often helps by offering 
suggest ions and observa tions. Of those within his Pantheon , 
he is closest to Anubi s, Bes and Apepi (the latter two are 
often at his side). He thinks of Anubi s as his son and a trusted 
ally . 

Set is extremely social and politically minded with many 
unlikely and terrible lia isons. He has exce llent relation s with 
Lord Splynncryth of Atlantis and two other Splugorth in other 
dimensions. He also has political ·connections with many of 
the demo n lords, including the Four Demon Beetle s , Modeus 
and Mephisto (all descr ibed in the pages of Rifts Conversion 
Book). 

Recently on Eart h, Set has agreed to help the Gargoyle 
Empire of Europe in their battle against Triax and the New 
German Republic. Through his main disciple in Egyp t , 
Pharaoh Rama-Set , and his influence with Lord Splynncryth, 
Set has provid ed the gargoy les (and others) with strategic 
information, suggest ions, weapons (bot h magic and conven
tional) and supernatural allies and mercenaries. He finds this 
struggle extreme ly interes ting and sees the battle , with his 
assista nce, esca lating to new leve ls of intensity. 

Set and his pantheon are worshipped by the maj ority of 
the non-humans in the Phoenix Empire, a ll of whom will 
obey his comma nds without hesitat ion. Pharaoh Rama -Set is 
his most trusted and dedicated ally. In add ition, Set is growi ng 
increasingly popular among the non-humans of the Mediter
ranean and among the Gargoyle Empire (he has even consi 
dered usurping the reins of power from this grow ing Empire 
and leading them to conquer the NGR and surro undin g human 
strongholds). He has also made some recent acquai ntances 
with individuals among the Federation of Magic . 

Minions: Set can automatica lly summon I 04 jinn s or 20 4 
worms of Taut. This is one of his natural abilitie s and these 
crea tures must serve him . Set can also use his magi c summon 
ing powers and abilities to travel to other dimensions to elicit, 
connive, force or make a deal to get assista nce from other 
supernatural beings. Being s commo nly used as pawns and 
warr iors include elementals, gargoy les, tauton s , worms of 
Taut , hell hounds, and dar'ota. His favorite assoc iates include 
the raksas ha, mindolar, baal-rog, powerf ul gargoy le lords and 
the Splugorth . Note: All these monsters are described in the 
pages of Rifts Conversion Book - Only the jinn is reprinted 
in the section abou t minions. 

Special Magic Weapons 
1. The Black Rod of the Four Winds - A Greatest Rune 

Weapon. This ebo ny rod or staff , which is topped by the 
symbol of life and four winds (the Ankh) , is Set's symbol 
of rank and authority. 
The powers of the rune staff: 
• I.Q. 15 and has a telepathic link with Set. 
• Indestructible; redd ish grey in color. 
• Diabolic alignme nt: If any creat ure of good alignment 
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touches it, the staff inflicts I D6 x IO point s of damage, and 
will continue to do so each melee it is held . 

• Spell Magic: It can cast the following spells as often as 
six times eac h, per 24 hour period . Call lightnin g, wind 
rush , summon storm, fear, ext inguish fires, and crea te super
natural darkn ess ( 1000 ft/305 radiu s). The supernatural dark 
ness is unnatural and frightening (horror factor I 0). Tho se 
with normal, human vision can not see through the darkne ss 
while those with superior vision , nightvision and/or optical 
enhan cement systems can on ly see 25% their normal range. 
Durati on of the darkn ess is up to Set and can last as long 
as 8 hour s. Spell strength is equal to a 15th leve l sorce rer. 
• Mega- damag e: 3D4 x 10 M .D .C. 
• When parted from his sta ff, Set can summon the rune 
staff back to him no matter where it is, eve n from other 
dimensions - it teleports to him . 

2. The Impaler- Rune Sword (See Rifts Atlantis page 130) 
• I.Q. 9 and has a te lepathic link with Set. 
• Indestruct ible; black in co lor. 
• Diabolic alignment: If any creature of good alignment 
touches it , the swo rd inflicts 606 points of damage (S. D.C. 
or mega-damage depending on the characters touching it), 
and will cont inue to do so each melee it is held. 
• A drinker of souls/life esse nces. 
• ID6 x 10 M .D. from phys ical blow s. 
• Has four appendages that resemble spiked finger s. These 
spikes can shoot out from the weapo n to impale an oppo nent. 
Rate of fire: one or more can be fired as ofte n as twice per 
melee round. 

Damage from the spikes is 2D4+2 M .D . each; firing all 
four at a single targe t will inflict I 0 4 x IO M. D.; + 2 to 
strike . 
• The weapon can also beco me animated , with the finger
like spikes craw ling along the floor and up walls like a 
spider. Tt can hop, run or drop from a height to impale an 
opponent. Like wise it can gra b, hold and carry small items. 
Move ment speed is 12, climbin g skill is 80%. Two attacks 
per melee or four non-com bat actio ns. 

Anubis 
Lord of the Dead -- ------

Anubis, Lord of the Dead, is the symbo l of death , transition, 
and fear of the unknow n. Anubis was the son of Osiris and 
Nephthy s. He played an instrumental part in his father's death 
at the hands of Set. Anubis sits at Set' s left hand, actively 
opposing the gods of light. Legend holds that he rules ove r the 
demo n plane of the dead in the land of Shades with Amon and 
Ammit the beast. 

Anubis is a master of necromancy and comma nds an army of 
mummi es. It is said that the enemies of Anubis who fall before 
his might are reborn as a mummie s to serve him till the end of 
time! He is cold-hearted, cunning and ruthles s when opposed. 
He is content to be second only to Set , to whom he is eternally 
loyal. 

Anubis is given a free hand to do just about anyth ing he 
pleases as long as it does not interfere with Set's plans. The two 
often plot together and help one another in their terrible schemes. 



Like most gods, Anub is sees humans and D-bees as lesse r beings 
to be enslaved or manipulated . 
Real Name: Anupi 
Alignment: Aberrant evil 

Attributes: 1.Q.: 20, M.E.: 24 , M.A. : 22, P.S.: 40, P.P.: 22, 
P.E.: 25, P.B.: 10, Spd.: 44 (30 mph/48 km). 
Attribute Notes: His physica l strength and aJI other attributes 
are at the superna tural leve l. 
Size: 20 feet (6 m) tall, male 
M.D .C.: 12,450 
Horror Factor: 17 
P.P.E.: 3500, I.S.P.: 1450 
Experience Level: }4th level necro mancer and 8th leve l diabo list 

and stone master. 
Natural abilities: Nightvision 200 feet (6 1 m), see the invisible , 

turn invis ible at will (no time limit) , knows all languages, 
teleport 96%, dimensiona l te lepo 1t 86%, metamorphosi s (any 
shape) at will, resistant to heat, cold , and fire (all do half 
damage) , summon 10 6 x JOO rodents (mice, rats or bats) , 
and summon/comma nd 304 Alu demons . 

Priest or healer abilities include exorc ism 95%, turn dead 
98% (affecting 4D6 x JOO dead at a time), animate/con trol 
2D6x JOO dead 97%, hea ling touch (restores 3D6 S.D.C or 
hit points and can be performed once per melee round), and 
bio-regeneration (3D6x JO M.D.C. per minute and can re
grow a new limb overn ight). 

Vulnerabilitie s: Holy weapo ns, weapons made from silver (they 
do mega-damage to this being) or the wood of a Millennium 
Tree and some rune weapons cause doub le damage. 
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Magic Powers : All necro mancy spe lls and abi lities, all commo n 
spe ll magic leve ls 1-6, all illusionary magic, circ les of protec 
tion and summoning, plus life drain , exorcism , bani shment, 
control/enslave entity, crea te mumm y, create zom bie, close 
rift , dimensiona l portal and teleport: superior. Also basic 
diabo list and all stone magic powers. Necro mancy magic is 
equal to that of a 14th leve l spe ll caster. Diabo lism and stone 
magic are equal to an 8th leve l mage. Note: Opponent s must 
roll a 15 or higher to save vs magic! 

Psionic Powers: I.S.P. 1450 , 12th leve l profic iency. Palladium 
RPG has all leve l 1-5 abiliti es. Rifts has all phys ical abilities, 
plus telepathy, objec t read, presence sense, hydrokines is, 
mind bolt, psi-shield , psi-sword , and mind block auto-de
fense. 

Attacks Per Melee Round : Six hand to hand act ions or psionic 
attacks or two spell attacks. 

Restrained punch - 606 S.D.C. 
Full strength punch - 5D6 M.D. 
Power punch - 1O6X 10 M .D . 
Kick- 6D6 M.D. 
Bite - 3D6 M.D. 
Head butt - ID4 M .D . 

Bonuses: + 5 on initiative , + 5 to st.rike, + 6 to parry and dodge, 
+ 3 to roll with impact, + 3 to pull pun ch , critical strike on 
a roll of a natural 19 or 20, tripl e damage from behind (back 
stab bing), +6 to save vs psion ic attack, +8 to save vs all 
types of magic , and + 6 to save vs poison and drugs. + I 0 
to save vs horror factor and is 70% to evoke feelings of 
intim idation, fear or trust. 

Skills of Note: Basic and advanced math , biolo gy. chem istry, 
pathology , forensics, paramedic , skin & prepare anima l hides, 
preserve food, cook, dance, intelligence, land navigation , 
wilderness surviva l, swim , and horsema nship, all al 98%, 
plus the abi lities W .P. blunt , W.P. swo rd, W.P. energy rifle 
(all equal to 6th level), prow l, comp uter operat ion, read sen
sory instruments and stree twise, at 60%. 

Favorite Weapons: Can use any type of weapon but prefer s to 
use the Sword of Anubi s, magic , psionics, or his supernatural 
abilities. 

Armor : Blue chain and plate, M .D.C. 2000. 
Technology : Like most of the othe r gods in this pantheon, Anubis 

shuns the use of bionics and cybernetics. Although Anubis 
appreciates the destructive potential of high-tech weaponry, 
he neither enco urages or discou rages its use amo ng his follow
ers. Anubis genera lly range s from indiffere nt (at best) to 
suspiciou s (at worst) regarding technology. 

Description: Anubis appea rs to have a muscular human body 
with the head of a jackal. He is usually acco mpanied by 3D4 
mummie s or in the company of Set or Bes. 

Money: Anubis can eas ily lay his hands on a billion credits 
worth of precious metal s and jewel s, as well as a smattering 
of magic and technolo gica l items . 

Alliances & Allies: Anub is has many of the same acquaintances 
and connections as Set, but is on much less favorab le terms 
with them . Of those within his Pantheon, he is closest to Set 
and Bes. Lord Splynncry th of Atlantis doesn' t like Anubis 
in the leas t. 

Anubi s has been encouraging Set 's activities with the Gar
goy le Empire of Europe in their battle aga inst Triax and the 
New German Republi c. Anub is and Pharaoh Rama-Se t are 



the best of friends and he is highly regarded amon g the non
human worshipper s at the Phoenix Empire. 

Minions: Anubi s can automatically summon 3D4 alu demons 
who must serve him . This is one of his natural abilities. He 
can also use his magic and power s to travel to other dimensions 
and elicit , connive, or force help from other supernatural 
beings. His favorite pawn s include banshees, grave ghouls, 
nightmares, hell hound s, magots and worms of Taut . His 
favorite associates include dimensional ghouls, death weave r 
spider demons, and night owls. All are described in the pages 
of Rifts Conversion Book. 

Note: Anubis is arrogant and cunning , but one of his failings is 
underestimating lesse r beings such as human s. 

Special Magic Weapons 
1. The Sword of Anubis is a greatest rune sword that inflicts 

incredible amount s of dama ge and drink s the blood of those 
who fall prey to it. 
The powers of the rune sword : 
• I.Q. 14 and has a telepathi c link with its master. 
• Indestructible; grey in color. 
• Diabolic alignment: If any creature of good alignment 
touches it , the sword inflicts I 04 x 10 points of damage, 
and will continue to do so each melee it is held . 
• Spell Magic: It can cast the following spells as often as 
six times each , per 24 hour period . Circle of flame, fire 
ball , agony, blind , mute, and negate magic. Spell strength 
is equal to a 10th leve l sorcerer . 
• Mega-damage: 2D4 x 10 M.D. 
• The blade is not only a drinker of souls but also drinks 
the blood of its victims. 

Apepi the Immortal 
Dragon God 

Apepi is the personification of evil and serves only Set. It is 
forever indebted to the Lord of Darkness, because he saved the 
serpent monster from near death and restored him to hea lth . The 
vile serpent then agreed to a pact of life long servitud e in exchange 
for immortality! This was accomplished by drinkin g a legendary 
magic potion (most practitioners swear that such a potion is the 
fabrication of myth and has never ex isted - legend has it that 
Set has two more vials of the potion) . If the potion is mere 
fiction, then there is no explanation for Apepi's supernatural 
powers of restora tion, regeneration and rebirth . Only the legen
dary Phoenix possesses a similar power. The horrible monster 
can be completely atomized and still be reborn within 48 hours 
after the moment of dea th . 

Again, accord ing to legend , the magic potion that has given 
the serpent immort ality has also driven it insane. It is this curse 
of insanity that has prevented Set from drinking one of the 
potions himself. 

Apepi is a vicious and vindictive winged serpent who enjoys 
torturing and killing more than anything. His immortality has 
made the monster incredibly an ogant and reck less. He takes 
ridiculous chances and seemingly dies often. Apepi remembers 
every being who has ever caused his temporary demise and seeks 
revenge whenever it is possible. The creature has also learned 
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to enjoy pain and will frequently a llow itself to suffer indescrib
able agony to illustrate that it can endure anything and is not 
afraid of death! Apepi is complete ly loyal to Set , obeys the letter 
of his instructions and will fight to the death to protect him. If 
Set should eve r be slain, Apepi will spend all eternity, if neces
sary, to find and slay those responsible. Actually, it is Set who 
controls this monster 's insatiable blood lust. Consequently, when 
Set dies Apepi will be released into the Megaverse to engage in 
an endless campaign of death and destruction . 

IL is interesting to note that Apepi has little loya lty to any of 
the other gods and dislikes Anubi s. The only god that Apepi 
considers to be a dear friend , other than Set , is Bes. Strangely, 
the monster respects and likes Thoth . Apepi is a great winged 
serpent with two arms, razor-sharp claw s, and slashing tail. He 
loathes Ra, The God of Light , beca use he has died at his hands 
many times. Apepi is also a sworn enemy of all Gods of Light 
and creatures o f good alignment. Of course, Set 's enemies are 
his enemies as well . 
Real Name: Apepi Apophis, aka Apepi the Indestruct ible and 
the Immortal One. 
Alignment : Diabolic evil 
Attributes: I.Q.: 9, M .E.: 14, M .A.: 19, P.S.: 58, P.P.: 25, 
P.E.: 24, P.B.: 5, Spd. : 44 (30 mph/4 8 km). 
Attribute Notes: His physica l st rength and all other attributes 
are at the supernatural level. 
Size: 30 feet (9 m) long and 12 feet (3.6 m) tall , male 
M.D.C.: 6,900 
Horror Factor: 17 
P.P.E.: 1000 , I.S.P. : 480 
Experience Level: 8th leve l spell caster and stone master. 

Natural abilities : Nightvision 200 feet (6 1 m), see the invisible, 
tum invisible at will (no time limit), knows all languages, 
teleport 89%, dimensional teleport 3 1 %, fly (spd 66: 45 mph/ 
72 km), resis tant to heal , co ld, and fire (all do half damage) . 

Priest or hea ler abilities inc lude exorcism 8 1 % and turn 
dead 57% (affec ting lD 6 x 10 dead at a time). His powers 
of bio-rege neration are phenomena I: 2D4 x I 00 M. D. C. per 
minute, limbs are regenerated with I D4 x IO minutes. 

Apepi's most frightening power is that of immortality. 
Apep i may seem dead when his M .D.C. po ints are reduced 
to zero or below, but he will revive at full strength within 
2D4 hours, unless he has suffered more than 300 M.D.C. 
below zero. Even if vaporized or having been blasted to - 300 
or more M .D.C. , the crea ture wi ll reappear at full power 48 
hours later and be out for reve nge! 

Vulnerabilities: Holy weapons, weapo ns made from silver (do 
mega-da mage to this being) or the wood of a Millennium 
Tree and some rune weapo ns inflict triple da mage. 

Magic Powers: All war lock air spells (see Rifts Conversion 
Book) or all common magic air and water related spells and 
all stone magic powers. All mag ic spells are eq ual to an 8th 
level mage. Note: Oppo nents must roll a 13 or higher to save 
vs magic ! 

Psionic Powers: I. S. P. 480, 8th leve l proficiency. Palladium 
RPG has all level 1-5 abilities. Rifts has all phys ica l abilities, 
plus empathy, telepathy, prese nce sense, sixth sense, elec
trokinesis, hydrokinesis, telekinesis (super) and mind bolt. 

Attacks Per Melee Round: Seven hand to hand actions or 
psionic attacks or two spell attacks . 

Restrained punch - ID6 x JO S.D.C. 



Full strength punch - 6D6 M.D. 
Power punch - 2D4 x 10 M.D. 
Kick - 6D6 M.D. 
Bite- ID6 X 10 M.D. 
Tai l slash/strike - 6D6 M.D . 

Bonuses: + 6 on initiative, + 8 to strike, + IO to parry and 
dodge , + 2 to roll with impact, + 2 to pull punch, critical 
strike on a roll of a natural 18, 19 or 20 , critical strike from 
behind (back stabbing), + 3 to save vs psionic attack, + 6 to 
save vs all types of magic , and + 6 to save vs poison and 
drugs. + 8 to save vs horror factor and is 55% to evo ke 
feelings of intimidation or trust. 

Skills of Note: Basic math, intelligence, land navigation , wi lder
ness survival , swim, at 98%, plus the abilities W .P. blunt, 
W.P. sword, (all equal to 10th leve l), prowl, climb , palming , 
pick locks, and streetw ise, at 65%. 

Favorite Weapons: None! Prefer s to use brute streng th, magic, 
psion ics, and his supernatura l abilities. 

Armor: None 

Technology & Notes: Apepi scorns the use of technology and 
will NEVER use it! He will grudgingly tolerate technology 
around him when it is approve d by his master, Set. Otherwi se, 
he considers oppone nts using technology as "fair game" and 
always attacks high-tech targets in preference to others - he 
has shredded many an ulti-max, dyna-max and giant robot. 
The crazy dragon will attack enemies with superior numbers 
and allow himself to be destroyed rather than retreat or surren
der , especially against high-tec h foes. If the Immortal One 
surrenders or retrea ts, you know he has some treachery plan
ned or was ordered to do so by Set. 

Description : A previously unknown species of drago n - one 
of a kind . He is a serpent with large wings, two arms, razor
sharp claws, and slashing tail. 

Money: Apep i doesn' t really care that much about worldly gains 
and collects valuables mainly as a means to attract the foolish 
and greedy or as a resource to purchase information and hire 
assass ins. To this end he has a small treasure-trove worth 
about 200 million credits. 

Alliances & Allies: Apepi 's true alliance lies only wi th Set. Bes 
and Thoth are the only other gods he considers to be his 
friends. Apepi also likes Pharaoh Rama-Set and would gladly 
work with, help or defend him. 

Minions: None per se. He likes tauton s and the worm s of Taut , 
but he will work with or command any minions Set asks him 
to . 

Special Magic Weapons: None. 

Amon the 
Hidden One -- ---

Amon the Hidden One symbolize s fear, horror, and discord. 
She is the patron of bitternes s, vengeance and all that is ugly . 
She is a friend of monsters and one of the most popular gods 
among ugly non-human s. 

Amon the Hidden One was once the most beautiful of the 
Gods of Light. She was consumed by jealously when her ad
vances were publicly rebuffed by Osiris and she became a 
laughingstock among her fellow gods. In a fit of anger, she 
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betrayed Osiris to Set and Anubis. It was her treac hery that led 
to a war among the gods of light and darkn ess and ultima-tely, 
the destruction of Osiris. In the ensuing conflict, she was acci
dentally disfigured by a powerfu l , but unstable combin ation of 
magic by Thoth . Her disfigurement is permanent and cannot be 
aJtered eve n by the gods. 

The trauma has driven Amon mad . She believes that she is 
so hideous that she cannot wa lk among gods, men or even the 
light of day and hides among the dead and monstrous, plotting 
her revenge against Thoth and the other gods of light. Her emo
tional and physical pain has made her incred ibly cruel and evil. 
She loves to hurt and tormen t attractive creatures of all races, 
but especially gods of light , spirits of light/angels, titans, elves, 
and dragons. Her favorite tactic is to capture and disfigure charac
ters and then let them live so that they may suffer as she has. 
Amon the Hidden One is a very bitter and twisted individual. 
Real Name: Ammon-Ra 
Alignment: Aberrant evil 
Attribute s: I.Q.: 19, M.E. : 11, M.A.: 20, P.S. : 30 , P.P.: 23 , 
P .E.: 25, P.B.: 2, Spd.: 44 (30 mph/48 km) running. 

Attribute Notes: Her physica l stre ngth and all other attribute s 
are at the supernatural leve l. 
Size: 19 feet (5.9 m) tall , fema le 
M.D. C.: 10,473 
Horror Factor: 17 
P.P.E.: 1600, I.S.P.: 1250 
Experience Level: 11th level fire war lock , diaboli st and stone 
master. 
Natural abilities : Fly (spd . 88: 60 mph/96 km), nightvision 200 

feet (6 1 m), see the invisible , turn invisible at will (no time 
limit), know s all languages, teleport 9 1 %, dimen sional tele
port 47%, imperv ious to hea t and fire , and summon JD6 x 100 
rodent s (mice, rats or bats). 

Vom its mega-damage flame once per melee round and 
counts as one add itional me lee attack. Damage is a I D4 x I 0 
M .D., with a range of 100 feet (30.5 m). 

Priest or healer abi lities include exorcism 86%, tum dead 
92% (affecting ID4 x 100 dead at a time), animate/control 
4D4 dead 92%, healing touch (restores 3D6 S.D.C or hit 
point s and can be performed once per melee round), resurrec 
tion 44%, and bio-regeneration (1 D4 x 100 M .D.C. per mi
nute and can regrow a new limb ove rnight). 

Vulnerabilities: Holy weapons, weapons made from silver (they 
do mega-da mage to this being) or the wood of a Millennium 
Tree and some rune weapo ns cause double damage . 

Magic Powers: All warlock fire spe lls (see Rifts Conversion 
Book) or all commo n magic fire and related spells and all 
stone magic powers . All magic spells are equal to an 11th 
level mage. Note : Opponents must ro ll a 14 or higher to save 
vs magic ! · 

Psionic Powers : I.S .P. 1250 , I Ith level profi ciency. Palladium 
RPG has all level 1-5 abilities. Rifts has aJJ sensitive abilities, 
plus bio-manipulation, empa thic transmission, hypnotic sug
gest ion, and pyrokinesi s. 

Attacks Per Melee Round : As many as seven total. Six hand 
to hand act ions or psionic attacks plus vom it fire attack, or 
two spell attacks. 

Restrained punch - 5D6 S.D.C. 
Full strength punch - 3D6 M.D. 
Power punch - 6D6 M.D. 



Kick - 306 M .D. 
Bite - 104 M.D. 
Head butt - ID4 M.D. 

Bonuses: +4 on initiative, + 5 to str ike, + 7 to parry and dodge , 
+ 3 to roll with impact, + 5 to pull pun ch , critical strike on 
a roll of a natura l 19 or 20, triple dama ge from behind (back 
stabbing) , + 6 to save vs ps ionic attack, + 8 to save vs all 
types of magic, and + 6 to save vs poison and drugs. + 11 
to save vs horror factor and is 60% to evoke feelings of 
intimidation , fear or trust. 

Skills of Note: Basic and advanced math, cook, dance, sing , 
play the flute (very macabre and eerie tunes ), intelligence, 
land navigation , .wilderness survival , swim, and horseman
ship , all at 98%, plus the abilities W.P . knife, W.P. swo rd , 
W.P . pistol, W .P. energy rifle (aJI equal to 6th leve l), prow l, 
computer operation, read sensory instrument s and streetwi se, 
at 60%. 

Favorite Weapons: Amon The Hidden One wi ll use any type 
of magic weapon and has a selection of favorites; the following 
bio-wizard devices and organisms: Lesser rune dagger ( I), 
enslaver rune weapon (J ), psi- interrogato r weapon (I), Ey lor 
seeker- hunter eye (has IO), chest amalgamates (used on her 
minions and on prisoners), tran sfortifiers (particularly among 
her minion s), brain feeders, mystic leeches, and zombitr ons. 
She also uses her magic, psionics, or supernatural abilities . 
Weapons are always ca rried on her person. The organisms 
are usually kept at her lair and she will have 304 of each at 
any given time ! Note: See Rifts Atlanitis for all bio-wizard 
devices and organisms. 

Armor: None. 
Techn~logy: Amon considers ALL technology to be an abom i

nation and will destroy it whenever possible. Her followers 
are forbidden to use any high-technology under pain of seve re 
punishment. Even the use of humanoid equipment by her 
allies is not acceptable. On two occas ions, Set himself found 
it necessary to threate n Amon with dire conse quences should 
she destroy his followers' or their equipment. 

Description: She appears as a hag (P . B. 2) with a terribly dis
figured face (as if it were melted wax), and blotchy skin 
covered with boils and sores. 

Money: Amon the Hidden One can easi ly lay her hands on 
606 x 10 million cred its worth of precious meta ls and jew els, 
but has little need for wea lth . 

Alliances & Allies: The Hidden One tends to keep to herse lf 
and follows her ow n agenda. However, from time to time 
she will be drawn into the affairs of gods, espec ially when 
it involves hurting the Gods of Light or handsome crea tures. 
Her favorite among the gods is Anhur. She resents Set and 
Anubis because she holds them responsibl e for her fate. While 
she has caused the two some troubl e and often defies them, 
she has never tried to physically hurt them. Lord Splynncryth 
of Atlantis likes the Hidd en One a great deal and trades with 
her frequently. She gets 90% of her bio-wizard organisms 
from the Lord of Atlantis in exchange for informati on . 

Minions: Amon has create d an army of deformed and monstro us 
minions (see the section that descri bes the minions of the 
gods elsewhe re in this book). She can also use her magic and 
dimensional travel ability to visit other dim ensions and elicit , 
connive, or force help from other supernatural beings. Her 
favorite pawns include elemental s, boschala the living night -
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mares, tec tonic entities, malignou s, gorgons and tautons. She 
is a loner and has few regu lar associa tes, howev er she ·does 
occas ionally enlist the coope ration of the goquas, death 
weaver spider demons, and lord Splynncryth of Atlantis. Lord 
Splynncry th is one of her few friends and is visited by her 
frequentl y. Note: All the supernatural beings listed are de
scribe d in the pages of Rifts Conversion Book . Lord 
Splynncryth is found in Rifts Atlantis . 

Special Magic Weapons 
1. Blood Fellow is a lesser rune dagger that Amo n uses for 

torture. It is always at her side. 
The powers of the rune dagge r: 
• 1.Q. 16 and has a telepathi c link with its master. 
• Indestructible; dark red in color. 
• Diabo lic alignment: If any creature of good alignment 
touches it , the dagger inflicts 108 S.D.C, (or 306 M.D. 
to mega-da mage beings) points of damage, and will continue 
to do so each melee it is held. 
• Mega-damage: This nasty weapon ca n vary the amount 
of damage it inflicts in increme nts of 106 M.D. up to a 
maximum of 5D6 M.D. points. If so desired by Amon, and 
if the character being tortured is an S.D.C. being, the 
weapon can inflict S.D.C. instead of mega-damage , also in 
I 06 incremen ts. 
• The blade is not on ly a drinker of sou ls but also drinks 
the blood of its victim s. 

2. The Enslaver: A magica l device that looks more like a 
sty listic statue of an insect than a weapon. Possesses the 
eig ht standard rune weapo n ab ilities as described on page 
127, of Rifts World Book Two: Atlantis and psionic powers. 
• Spell Magic: Can cast these spells as often as three times 
each , per 24 hours: Trance, comp ulsion, dominance , fear, 
and mask of deceit. 
• Psionic Powers: 2O6 X 10+ 100 T.S.P., empathy, tele
pathy, sense evil, sense magic, see the invisib le, sixth sense , 
bio-manipulation, empathic transmission, hypnotic sugges
tion , mentally possess others, mind boll, mind bond, mind 
wipe, mind block auto-defense, psi-shield (80 M.D.C.) and 
psi-sword (up to 806 M.O.) . 



Anhur 
The Slayer of Enemies 

Anhur is the warrio r of the Pantheon of Taut. He is an exce llent 
stra tegist, master of all weapons, and skilled in the martial art s. 
The lion heade d god also has the strength and courage of a lion 
and loves physical contests . He serves Set as a military adv isor , 
commander in chief and assass in , hence hi s nickname, the Slayer 
of Enemies. For the most part , Anhur is a free agent who does 
as he pleases. He is reasonably respec ted by the Gods o f Light , 
human s and supernatural beings. Thi s respec t allows him to 
associa te free ly with many races, human and inhuman, good 
and ev il. 

The warrio r god has his ow n code of ethics and shows respect 
and courtesy to warrio rs who exhibit grea t courage, nobility and 
honor. These individua ls he treats with mercy, respect, compas
sion and even friend ship. Cowards, backstabber s and those with
out honor , are viewed with conte mpt and suffer his wrath , abuse 
and torture. To those who worship the Gods of Taut , Anhur is 
the symbol of cunn ing, ambition , strength of wi ll, and magic. 
He is the patron of mercenaries, assass ins, and diab olists. 

Real Name: Anher Thinis , aka The Slayer of Enemies . 
Alignment: Aberrant ev il 
Attributes: I.Q.: 22, M.E.: 24 , M.A.: 24 , P.S.: 5 1, P .P.: 28, 
P .E.: 30 , P.B.: 20, Spd. : 88 (60 mph/96.5 km). 
Attribute Notes : His physica l strength and all other attr ibutes 
are at the superna tural leve l. 
Size: 18 feet (5. 5 m) tall , male. 
M.D .C.: 7470 (plus am10r) 
Horror Factor: I 6 
P.P.E .: 1230, I.S.P.: None 
Experie nce Level: 15th leve l warr ior/headhunter, I 0th leve l Iey 

line walker and fifth leve l diabo list (foc using on mag ic circles) 
and stone master . 

Natura l Abilities: Nightvision 200 feet (6 1 m), see the invisible, 
tum invisib le at will (no time limit) , knows all languages, 
teleport 94%, dimensional teleport 53%, fly (75 mph/1 20 
km), never fatigues, seldom sleeps, is alway s alert, and can 
bio-regenerate (4D6 x 100 M.D. C. per minute and able to 
regrow a new limb overnight). 

Priest or healer abilities include exorcism 6 I%, tum dead 
69% (affecting 3D6 x IO dead at a time) , remove mag ic curse 
64%, resurrect ion 33%, and hea ling touch (restores 3D6 
S.D.C or hit points and can be used without limit). 

Vulnerabilities: Holy weapons , weapon s made from silver (they 
do mega-damage to this being) and the wood of a Millennium 
Tree and some rune weapo ns inflict double dama ge. Mag ic 
cold also does doub le damage. 

Magic Powers: All stone magic powers and ley line walker 
spell magic, leve ls 1-6, plus dispel magic barrier, negate 
magic, metamo rphosis: human, speed of the snail , circles of 
protect ion , wards, mystic portal , anti-magic cloud , close rift, 
dimensional porta l and teleport: superior . All ley line magic 
is equa l to that of a I 0th leve l spell caster. Stone magic and 
diaboli sm are equa] to a fifth leve l mage. Opp onents must 
roll a 14 or higher to save vs magic! 

Oiabolist know ledge is limited to magic symbols, reading 
runes, and basic knowledge about wards. Anhur rare ly makes 
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or uses ward s, instead he concentrates on magic circles: he 
knows half of the power circles and all protection circles -
no summonin g circles. 

Psionic Powers: None 
Attacks Per Melee Round: Seven hand to hand actions or 

psionic attacks or two spe ll attacks. 
Restrained punch - ID6 M.O . 
Full streng th punc h - I 06 x IO M . D . 
Power punch - 2D6 x 10 M.O . 
Kick - 1D6x 10 M .D . 
Bite - 506 M .D. 
Head butt - 2D6 M.D . 

Bonuses (includes attribute and skill bonuses): + 7 on in itia
tive , + IO to strike in hand to hand , + 9 to strike using an 
energy weapo n, + 12 to parry and dod ge, + 7 to roll with 
impact , + 7 to pu ll punch , crit ica l strike on a roll of a natural 
18-20 , + 6 to save vs psionic attack , + 9 to ~ave vs all types 
of magic, + 9 to save vs poison and drugs, and + 9 to save 
vs horror factor. Anhur is also 80% to evoke feelings of 
intimidation or trust and is 50% to charm and impress . 

Skills of Note: Basic and advan ced math, all W .P.s, all espion
age skills, land navigat ion, c limbin g, swimmin g, pilot hover 
vehicles, boats and horse manship , all at 98%. Radio: basic, 
radio: scrambler, computer opera tion , stree twise, literacy in 
Dragonese and Euro are at 65% . 

Favorite Weapons: Rail guns, particle beams and magic 
weapons are his faves, but Anhur is an expert in all weapons. 
He a]so relies on his mag ic, psionics, and supernatural 
abilitie s. 

Armor: Golden plate armor , M .D.C. 3000. 
Technology: Like the other gods of his pantheon, Anhur shuns 

bionics and cybernetics, but does allow his followers and 
minion s to use them , as well as any other high-tech equipm ent. 
Anhur is favorab ly disposed toward technol ogy and has 
learned to opera te computers and a var iety of modem weapons 
(see Special Weapons desc ripti on). 

Description : Anhur appears as a giant , bronze skinned humanoid 
with the head of an Africa n lion . He is often accompa nied 
by 3D4 ramen or other warrior min ions. He may disguise 
himself as a human using the spe ll metamo rphosis: human . 

Money: Anhu r can eas ily lay his hands on 2D4 X IO million 
credits worth of prec ious meta ls and jewe ls, as well as an 
arsenal of weapon s (ancie nt and modern), and a smattering 
of magic items, magic weapo ns and technolog ica l devices 

Alliances: Anhur pretty much does as he pleases. He is friends 
with seve ral ancient dragons, includ ing Styphat hal of Atlantis 
and Zandragal the dragon-god of the Dragon Wright Pantheon . 
He also knows seve ral powe rful warr iors and practiti oners o f 
magic, including the Joker of Pa lladium , and members of the 
Sunaj , Atlantean undead slayers and kittan i. 

Anhur 's rece nt return to Eart h is the first t ime he's been 
back in over 5000 yea rs. He finds the conflict between the 
Gargoy le Empire of Europe again st the human forces of Triax 
and the New Germa n Republ ic intrigui ng. He is toying with 
the notion of secretly helping the humans, since Set and others 
are act ively ass isting the monster races. Anhur has always 
liked human s and admir es their courageo us spirit and lust for 
life. Bes ides, it might be fun playing a ga me o f wit and 
strategy against Set and the others. 



Anhur and the pantheon of dark Egyptian gods are worship 
ped by the majority of the non-humans in the Phoenix Empire , 
all of whom will obey his command s without hes itation. 
Pharaoh Rama-Set is completely loyal to the members of the 
pantheon, but Anhur dislikes him , mainly because of the 
Pharaoh 's unhealthy obsession with death and his persecution 
of human s. ln addition, Anhur alone , is worshipped by hu
mans and D-bees, especially warriors and warrior races. 

Minions: His loya l 10,000 ramen are among his favorite and 
most tmsted minions . Beings commonly used as warriors and 
servants include ramen, tautons, worms of Taut , gallu bulls, 
and gremlins . Anhur has found gremlins to be particularly 
effective in preemptive strikes, espionage and sabotage. His 
favorite assoc iates include the raksasha , baaJ-rog, sowk i, 
powerful men of magic and ancient dragons. Note: Gremlins 
and many of these monsters are -descr ibed in the pages of 
Rifts Conversion Book. 

Enemies: Anhur has many enemies throughout the Megaverse; 
Loo many Lo enumerate . They include the Gods of Light and 
Darkness not associated with the Nile gods. Anhur doesn ' t 
like Pharaoh Rama-Set and tries to have as little to do with 
him as possible. He is only an acquaintance of Lord 
Splynncryth and hasn' t developed any feelings about him one 
way or the other, except that the Splugorth is cunnin g and 
would make a deadly foe. In regards to the Four Hor semen, 
Anhur's appreciatio n for the struggle of life makes them his 
natural enemies. Tt is possible that Anhur will join the fight 
against them but only late in this drama , afte r two or more 
have found each other - otherwise it is not a worthy chal
lenge. 

Special Weapons 
1. The Scepter of Bedevilment- A Greatest Rune Weapon. 

This black mace-like rod with twin drago n heads and tiny 
wings is one of Anhur's most powerful and prized weapons. 
The powers of the rune staff: 
• 1.Q. 19 and has a telepathic link with Anhur. 
• Indestructible; reddish grey in color. 
• Aberrant alignment ; if any creature of good alignment 
touches it , the mace inflicts I D4 x IO points of damage , 
and will continue to do so each melee it is held . 
• Animated weapon that hovers, flies and attacks with a 
will of its own. Three attacks per me lee round , + 4 to strike 
and parry, + 2 on initiative . 
• Mega-da mage: 2D4x 10 M.D .C. 
• When parted from the scepter, Anhur can summon it 
back to him no matter where it is, even from other dimen 
sions - via teleportation. 

2. Magic Bow (and Arrows): Can use any type of conven
tional, techno, or magic arrows, and Anhur's arsenal usually 
includes a dozen lightning arrows, half dozen Scathach alder 
arrows, half dozen Scathach oak arrows, some tech-explod
ing or gas arrows, and others. The magic bow shoots its 
projecti les, even normal arrows, three times farther than an 
ordinary long bow - 1920 feet (585 m). 

3. Boom Gun: One of Anhur 's pride and joys is a Glitter Boy 
Boom Gun which he carries with him often . Standard dam
age and range. 

4. Modified Mini-Missile Launcher: Another favorit e item 
is a pair of rocket launcher arm bands that were specially 
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designed for him . Each launcher is mounted on a metal 
band that is worn on the forearm like armor plating . . Each 
can fire up to four mini-missiles. Any type of mini-missi le 
can be used, damage varies per type; Anhur typically loads 
a mixture of different missiles. 

5. Mini-Missile Cannon: Anhur uses this weapon only when 
he is going into heavy combat. It too was specifically built 
for Anhur. The weapon looks like a g iant , stubby gun with 
many circular openings in the front. The weapo n can fire 
volleys of two , four, six, eight or ten mini -missile s. The 
weapon reloads automatica lly and has a total payload of 30 
missiles. For this weapon Anhur uses only the most damag
ing missi le types. Note: This giant rifle type of weapon is 
extreme ly heavy and can only be used by creat ures with a 
superna tural strength of 50 or higher. 

Ammit the Beast 
Ammit the Bea st is a nightmare monster with the head of a 

crocodi le, the front quarters of a lion, and the hindqu arters of 
a hippop otamus. This strange creatu re ass ists and protects 
Anubi s, slaying and devouring his enemies and eating the dead. 
Ammit is the patron of assass ins and predator s and the symbol 
of despair , lycanthropy and werebeasts. 

Real Name: Amm iti-nupi 
Alignment: Miscreant evi l 
Attributes: I.Q.: 12, M.E.: 24 , M .A.: 7 , P.S.: 40, P.P.: 22, 
P.E .: 24, P.B.: 3, Spd.: 66 (45 mph/72 km). 
Attribute Notes: His physica l strength and all other attributes 
are at the superna tural level. 
Size: 28 feet (8.5 m) long, 10 feet (3 m) tall, male monster . 
M.D.C. : 5000 
Horror Factor: 16 
P.P.E.: 1000, I.S.P.: 750 
Experience Level: 10th level fighter and 4th leve l necromancer. 
Natural abilities: Nightvision 1000 feet (305 m) , see the invis-

ible, turn invisible at will (no time limit), knows all language s, 
teleport 9 1 %, dimensional teleport 78%, metamorpho sis (any 
shape) at will , resistant to heat, cold, and fire (all do half 
damage) , summon/command I D4 werebeas ts, and bio-regen
eration (3D6 X 10 M.D .C. per minute and can regrow a new 
limb overnight). 

Vulnerabilities: Holy weapons, weapons made from silver (they 
do mega -damage to this being) and the wood of a Millennium 
Tree and some rune weapons cause double damage . 

Magic Powers: All necroman cy spells and abilitie s. Necromancy 
magic is equal to a 4th leve l spell cas ter. 

Psionic Powers: I.S .P . 750, 10th level proficiency. Palladium 
RPG has all leve l 1-2 abilitie s; Rifts has phy sica l abilities, 
plus telepathy and electrokinesis-. -

Attacks Per Melee Round: Six hand to hand actions or psionic 
attacks or two spell attacks. 

Restrained punch - 6D6 S.D.C. 
Full strengt h punch - 5D6 M.D . 

Power punch - ID6 x 10 M .D. 
Bite - 1D4 X 10 M.D. 
Head butt - ID6 M.D. 
Pounce Attack-4D6 M.D. , plus there's a 80% likelihood 

of knocking human sized opponents down and a 55% likeli-



hood of pinning him (no attacks and the monster can still 
attack with biting and magic) ; reduce those number s by half 
when pouncing on oppo nents 15 feet (4.6 m) or taller. Coun ts 
as two melee actions. 

Bonuses: + 5 on initiative , + 7 to strike, + 8 to parry and dodge, 
+ 3 to roll with impa ct, + 3 to pull punch , critical strike on 
a roll of a natural 19 or 20, triple dama ge from behind (back 
stabbin g), + 5 to save vs psionic attack, + 5 to save vs all 
types of magic, and + 5 to save vs poi son and drug s and + 9 
to save vs horror factor. 

Skills of Note: Basic math , biology, climb , swim , fish , hunt , 
track humanoid s, track anima ls, skin & prepare animal hides, · 
preserve food , coo k , dance , detect ambush, dete ct conceal
ment , intelligence, land navi gat ion , and wi ldern ess survival, 
all at 88%. 

Favorite Weapons: Reli es entirely on magi c, psionics , and his 
supernatural abiliti es. 

Armor: No ne. 
Technology: Ammit has no strong feeling s regardin g tec hnol 

ogy, although he prefe rs not to use it (re ly ing instead on his 
own abilities) . 

Description: The giant mon ster has the head of a crocodile, the 
front quart ers of a lion , and the hindquart ers of a hip
popotamus. 

Money: Ammit can lay his paws on I D6 million credit s worth 
of precious metals and j ewe ls, as well as a smatterin g of 
magic and techno logical items. 

Alliances & Allies: He is co mpletely loyal and subservient to 
Anubis. As such , he will respect Anubi s' allia nces with any 
race or being . 

Minions: He mainly associates with beings summon ed and used 
by Anubi s. His favor ite and most trusted mini ons are 
werebeasts and fenry wolves. He associates with fiend s and 
archfie nds. 

Note: Amm it tends to grea tly underest imate hum ans and D-bees. 
Special Magic Weapons: None 

Bes the Depraved 
Bes the depraved is a discip le of ev il , and often assoc iates 

with Set. He is a hideous, bearded dwarf with a crown of feat hers. 
Bes delights in torture and cannibali sm . This is sad indeed, for 
at one time Bes fought alongside Ra and the other Gods of Light 
until he gave in to his darker more savage emotions, followe d 
by insanity. He was recruited by Set and has joined the Panth eon 
of the Gods of Darkne ss. As such , he is usually associated with 
Set and his pantheon, but Bes assoc iate s with all manner of dark 
forces. 

Once the symbol of love, ga iety and feas ting, Bes now sym
bolizes murd er , gluttony and cannibali sm . 

Real Name: Bes-s huvin 
Alignment: Diaboli c evil 
Attributes: I.Q.: 17, M .E.: 24, M .A.: 24, P .S.: 41 , P.P .: 24, 
P .E.: 27, P.B.: 6, Spd.: 33 (22 1/2 mph/36 km). 
Attribute Notes: His physica l strength and all other attributes 
are at the supernatural leve l. 
Size: 5 feet ( 1.5 m) tall (a dwarf in proporti on and certainly 
small compared to most gods) , male. 
M.D.C.: 6000 
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Horror Factor: 16 
P.P.E.: 1500, I.S.P.: 950 
Experience Level: 9th leve l mystic , 8th leve l stone master. 
Natural Abilities: Nightvi sion 200 feet (61 m) , see the invisible, 

tum invisib le at will (no time limi t), know s all languages, 
teleport 93%, dim ensional te leport 77% , never fatigues, 
metamorphosi s into toad or snake or rat, and can bio -rege n
erate ( 4D6 x 100 point s of damage per minut e and able to 
regrow a new limb overnig ht). 

Prie st or hea ler abiliti es include exo rcism 40 %, turn dead 
69 % (affect ing 3D6 x 10 dead at a time) , remove magi c curse 
44 %, resurrection 32%, and healing touch (restores 2D6 
S .D.C or hit point s and can be used without limit ). 

Vulnerabilities: Holy weapon s, weapons made from silver (they 
do mega- dama ge to this being ) and the wood of a Mill ennium 
Tree and some rune weapons infli ct doubl e damage. Magic 
co ld also doe s double dama ge. 

Magic Powers: All stone magic pow ers and the following spe ll 
magic : blindin g flash , globe of daylight , befuddl e, fear, carpe t 
of adhesion, magic net, domin ation , energy disruption , ca ll 
lightn ing, mask of dece it , agony , life drain , negate magic, 
luck curse, mute, summon & contro l ca nine, chameleon , 
mystic alarm , and fuel flame . All ley line magic is equal to 
that of a 9th leve l spell caste r . Stone magic is equal to a 
fourth leve l mage. Opponents must roll a 14 or higher to save 
vs spe ll magic ! 

Psionic Powers : Palladium RPG has all leve l 1-3 abilities. Rifts 
has all physica l abilities, plus mentally possess others, mind 
bond and mind wipe . LS.P. 950, 9th leve l profici ency. 

Attacks Per Melee Round: Six hand to hand action s or psioni c 
attacks or two spell attac ks. 

Restr ained punch - 1D6x JO M .D. 
Fu ll strength punch - 6D6 M. D. 
Pow er punch - ID6 x 10 M .D . 
Kick - 3D6 M .D. 
Bite - ID6 M .D . 
Head butt - ID6 M .D. 

Bonuses (includes attribute and skill bonuses): + 6 on initia
tive , + 7 to strike in hand to hand , + 8 to parry and dodge , 
+ 2 to roll with impact , + 4 to pull punch , cr itica l strike on 
a roll of a natural 18-20, + 5 to save vs psionic attack , + 5 
to save vs all types of magic, + 5 to save vs poison and 
drug s, and + 7 to save vs horror factor. Bes is also 80% to 
evo ke feeling s of intimid atio n or trust. 

Skills of Note: Bas ic and advanced math , land navigation , climb
ing, swimmin g, S.C.U .B.A . , palmin g, pick locks, pick poc
kets, dance, play the guitar and flute, pilot hove r vehicles, 
boats and horsemanship , all at 89%. Radio basic , radio: 
scrambl er , TV/v ideo, comput er operation, computer prog
ramming, forgery, esca pe artist , streetw ise, literacy in 
Dragonese and Euro are at 60%. 

Favorite Weapons: Rune daggers, neuro -mace, vibro -blade s, 
lase r sca lpe l and energy rifles. He also relies on his magic , 
psionics, and supernatural abilitie s. 

Armor: Seldom wears any, but has used human type s of armor 
in the past. 

Technology: Bes is enamored with tec hnology, espec ially eq uip
ment that can inflict pain (tortur e) and spy on people. Quick 
to rea lize the potential of technology, Bes has been acc umulat
ing var ious high-tec h device s, ofte n received as part of his 



payment from Set for various service s, and collecting cast-o ffs 
from Anubis and Anhur. Like the other gods of his pantheon , 
Bes shuns the use of bionic s and cybernetics , but he has no 
objectio ns to his followers using them . 

Description: A go lden skinned, dwarf typically dressed in Egyp
tian garb and wears a headdress made of feathers. 

Money: Bes has treasure worth I D4 x IO million credits in pre
cious metals and jewels, as well as a sma ll arsenal of weapons 
(ancient and modem), and a smattering of magic items and 
technological devices. 

Alliances: Set , Amon and the Gods of Darkne ss (including those 
in the Pantheon of Taul) . He is an acquaintance of Lord 
Splynncryth and .the dragon Styphathal of Atlanti s and is an 
honorary member of the Sunaj assass ins. 

Minions: Among his favorit e and most trusted minion s are the 
manti core , chimera, spectre , boogie-m en and loogaroo. His 
associates include powerful werebea sts, evil dwarv es of all 
kind, ancient evil sphinx and dragon s. Note: The se monsters 
are described in the pages of Rifts Conversion Book. 

Enemies: The forces of good. 
Insanities: Psychotic murderer, sadistic (likes to hurt/torture 

others), obsession: cannibali sm, obsession: danger - takes 
needless risks, phobia : terrified of Osiris ( including those 
who wield his petrified body part s). 

Special Weapons 
1. A pair of rune daggers called Mee and Fea. Twin silver 

daggers, both are inde structible, greatest rune weapons of 
considerable power . Both have incredibl y strong per
sonalitie s that sometimes even Bes cannot control , which 
adds to the carnage (he seldom mind s). 

Mee is sadistic and hate s women and children . IL is most 
often used as an implement of torture . 

Fea is a paranoid schizophr enic with delusions of grand
eur, trnsting no one (including Bes and Mee). 
The powers of the rune daggers: 
• 1.Q. JO for Mee and I.Q . 13 for Fea . Both are telepathi 
cally linked to Bes. 
• Both are indestructible and silver/g rey in color. 
• Both are of a diaboli c alignment ; if any creature of good 
alignment touche s one, the dagger inflict s I D4 x IO points 
of damage , and will continue to do so each me lee it is held. 
• Both have small bat wings, makin g them animated 
weapons that return when thrown and also hover, fly and 
attack with a wi ll of their own. Three attacks per melee 
round, + 4 to strike and parry, + 2 on initiati ve. 

• Mega-dama ge: Fea inflicts 10 6 x 10 M.D .C. and is also 
a pyromania c able to cause spontan eous combustion , circle 
of flame, wall of flame, or fire ball at will (can use any 
one power every two melee round s). 

Mee can inflict 6D6 S.D.C. or M .D .C . dama ge. 
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The Pantheon 
of Ra Gods of Light 

Osiris 
the Lawgiver 

Osiris was the greate st of the gods of light but was betrayed 
by his son, Anubis, and slain by his broth er Set. After his death, 
Set tore his body into 14 parts and sca ttered them across the 
wo rld (some say the Megav erse) to prevent his resurrection and 
restoration. So many thousands of yea rs have passed that Osiris' 
body has long since decaye d , leav ing only his· 14 preserved or 
petrified remnant s . Each of the body part s possesses great magic 
power and are indestmctible. Most can be used as weapons by 
good or evil. 

Isis has spent eons searching for them. Whenever she finds 
one, she build s a shrine - ofte n a stone pyramid. She has also 
built many false shrines to dissuade graverobb ers and the power 
hungry from stea ling the magica l remain s. Many o f the shrines 
are protected by magic or other supernatural guardi ans. Others 
are guarded by dedicated worshippers or allies. To her disap
pointment , she seldom has more than one-third enshrined and 
protected at any g iven time. 

Although many of the body part s were origi nally on the Pal
ladium wo rld, they have found their way to other world s, includ
ing Rifts-Ea rth . Set' s minion s frequently search for, find and 
steal the sacred items and either hide them from Isis and her 
followers or give them to powerful forces of evil. Thus, Isis 
seems to be on an eternal quest to find and protect Lhe remain s 
of her beloved husband. Each of Osiris' part s is worth at leas t 
a million credits, if not co nsiderably more. 

The body remnants and their powers are as follows (powers 
are endowed to the holder of the body part): 
Note: All spells are equal to a 15th leve l spell caster. Further 
note that a necromancer can actually bond with the hands, feet, 
skull or rib cage, giving him the limited powers of the gods! In 
additio n to the magic spells or powers ava ilable from those 
remain s, Lhe necroman cer character who has temporarily bonded 
with the item, enjoys 500 M.D.C., +2 on ALL sav ing throws, 
and the P.S. attribute is equal to supernatural strength , inflicting 
mega- dama ge from punches and kicks. The rib cage grants all 
of the above , plus another 300 M.D.C . and the character is 
imperv ious to all gases, includin g mag ic clouds and fumes. 
Bonuses and powers are cumulative from more than one artifact. 
All mega- dama ge, bonuses and power s fade when the bondin g 
process time elapses or the spell is cancelled . All items are giant 
sized , about three times larger than the average human . Osiris 
was the symbol of sun , life, and law. His alignment was prin 
cipled good. 

1. Right hand (missing index finger) : The petrified, stone 
hand doubl es a chara cter 's natural strength and can create 
an invisible telekinetic force capable of holding or carry ing 
500 pound s (225 kg). This same force can grab an opponent 



as if clasped in a g iant hand and crush him , infli cting 
1D4 x JO M .D . per melee round (15 second s). 

2 . Right index finger: Th e petrified finge r locates sec ret co m
partm ents/doo rs 89% , find s water or ley line s and nex us 
centers via dows ing (I 00 mile/160 km range) . 

3. Left hand: The gold hand can do eac h of the follow ing 6 
time s daily: Dispel mag ic barrier s, healin g tou ch (2D6 x 10 
S .D.C./ hit point s or 2D6 M .D .C.) and nega tes poi son , in
cluding magi c potions and herbs (instant). 

4. Left foot: Th e giant sized stone foot doubl es a character 's 
natura l speed (not effect ive on cyborgs or robots) , plu s the 
charac ter is + 5 to dodge and can leap 30 feet (9 m) high 
or 25 feet (7 .6 _m) across and perform leap kicks (doub le 

damage). 
5. Rib cage: The giant rib cage seems to be made co mpletel y 

of gold . It co nform s to fit around any size chest. Th e wearer 
beco mes a mega- damage c rea ture with 50 M .D .C. and the 
M. D. C. rege nera tes every hour . Th e wea rer is also resistant 
to mega-da mage fire and co ld (half damage), norm al fire 
and cold do no dama ge and the chara cter is + 2 on ALL 
sav ing throws . 

6. Right eye : A large diamond that enables the character who 
possesses it to see the invisible, have nightvision 120 feet 
(36.5 m), x-ray vis ion (ca n see throu gh up to five feet/ 1.5 
m of materi al other than lead), see astral travelers (norma lly 
invis ible), and see e lemental s (norma lly invisible). 

7. Left eye: A large ruby bes tow ing the charac ter who pos ses
ses it w ith the ability to track 80%, loca te sec ret comp art 
ments/doo rs 80% , ide ntify plant s/fruit s 80%, and recog nize/ 
see enchantment. The ruby eye can also shed the tear of 
Osiri s twice a day , which neutra lizes poi son and/or res tore s 
2D6 S.D.C .!hit point s. 

8. Right femur: This petrified bone is eig ht feet long (2 .4 m) 
and is used as a magic staff that infl icts 4D6 M.D., doub le 
dam age to vampires, zombies and animated dead , and fires 
a 6D6 M.D. lightnin g bolt once every other melee ro und 
(30 seco nds). Furthermore, any charac ter holdin g it is imper
vious to all types o f e lec trica l dischar ge, eve n magic light
ning and electromagne tism . 

9. Left femur: Thi s equally large petrified bon e serves as a 
club or throw ing stick that inflict s 4D6 M .D. , return s to 
the thro wer , and fires a 6D6 M .D. fire ball once every other 
melee round (30 seco nds). Furth erm ore, any character ho ld
ing it is impervious to eve n mega- dam age fire and hea t, 
includi ng thermonuclear energy. 

10. Tongue: A silver, tongue shaped medallion that enab les 
the wea rer to understand and speak all languages (bu t not 
read) and detect lies 60% , and is impervious to magic 
charms, psionic hypnos is, and the e ffec ts of charisma tic 
aura. 

11. Skull: The petr ified skull of Osiris has no back portion to 
it and can be worn as a helm et or mask . If worn as such, 
it co nforms to any size and shaped head as a tight fitting 
face plat e and head guard and pro vides the followi ng: 
Raises I. Q. by 2 point s, + 6 to save vs psi on ic attac k, + 2 
to save vs horror factor , + 5 to save vs magic , poi son and 
disease, nightvision 90 feet (27.4 m) , co mpreh ends all 
languages but cannot speak , read or wri te the language, 
only understand what others are say ing. The skull mask 
also invokes fear in all who look upon it (horror factor I 3) 
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and the wearer can bio-rege nera te 2D6 hit points or S .D .C. 
six time s dai ly (M .D. points if a mega- dam age creatur e). 

Side effects from the Skull: Once the mask is put on, it 
cannot come off until the wearer dies. 
Roll for insa nity once every year: 

0 1-40 none 
41 -60 neuro sis 
6 1-70 obsess ion 
71 -80 phobia 
8 1-90 affective disorder 
9 1-00 psyc hosis 

12. Lungs: Tou gh and lea thery, impervi ous to damage. When 
squeeze d (need a P.S. of 16 or higher), they can be used 
six time s per 24 hours to re lease one of the fo llow ing: 
Wind rush , cloud o f smoke , repe l anim als, and wisp s of 
co nfusion. 

13. Kidney : A bron ze, so ftball sized object kept as a charm . 
+ 5 to save vs all types of magic, detects poi son, and 
neutrali zes poi son (no limit to daily usage). 

14. The Heart of Osiris: Th e platinum , heart shaped object 
is the size of a baske tbal I. + IO to save vs horror factor, 
+ 5 on ALL sav ing throw s and the perso n can perform 
each of the followi ng six tim es per 24 hour period: senses 
evi l , se nse magic, tum the dead (2D4 X I 0), remove curse 
(by touch), resurrect ion (by touch 30% chance of success 
and victim must have died less than 48 hours ago) and 
healing touch (4D6 points) . Evi l beings ca nnot touch the 
heart or they suffer 2D4 x JO M .D. per eac h touc h. Se lfish 
characters suffer 2D6 M .D. when they touc h it. 

Ra, Lord of Light 
The Sun God ------- --

Ra is thought to be the most anc ient and pr imal of a ll the Nile 
gods. He repr ese nts the sun , wa rmth, life , light , and fertility. 

Unlike Se t, Ra is not very soc ial or politi cally minded . He is 
very se lf-moti vate d and tends to see things as cut and dry . There 
is ev il and there is goo d - dark and light. Foreve r must the 
light fight to banish the dark ness, ju st as darkne ss wi ll forever 
try to smot her the light. Wron gdoers must be puni shed, evil 
destroyed. Those who die fight ing supernatura l forces of evi l 
must be avenged . These are the ed icts by which Ra lives. 

Ra and Set are mortal enemjes, but it is Ape pi , the fou l serpent 
emissary of Set , who is his arch -foe. Ra has jo ined with Isis 
and the Gods of Lig ht , which he now represe nts, speci fica lly to 
combat the evi l spread by Set and supernatu ra l beings like him . 
On e day, the two will clas h in one final battle. Until that day , 
the two remain eternal sparrin g partn ers in a cos mic battl e. 

Real Name: Ra Annu 
Alignment: Scrup ulous goo d 
Attributes: I.Q .: 23, M .E.: 28, M .A.: 27, P .S.: 38, P.P .: 22, 
P.E.: 28, P.8.: 27 , Spd.: 88 (60 mph/96 km). 
Attribute Notes: His phys ical strength and all other attributes 
are at the supernatural leve l . 
Size: 40 feet ( 12.2 m) tall , male, but can alter his size. 
M.D.C.: 14,000 
Horror Factor: 17 



P.P.E.: 6000, I.S.P . : 2000 

Experience Level: 20th leve l air and fire war lock and 12th leve l 
stone master and spell cas ter . 
Natural abilities (The percentage number indicates the chance 

of success in using these power s. All of these abilities are 
natura l and can be performed without the expenditur e of 
P.P.E.): 

Keen hawk-like vision enabling him to see up to two miles 
(3 .2 km) away. Nightvision 200 feet (6 1 m), see the invisible, 
turn invisible at will (no time limit) , knows all languages, 
te leport 96%, dimen sional teleport 94%, metamorphosis (any 
shape) at will , fly (90 mph/148 km) , impervious to heat, 
cold , and fire. Ra can also alter his size, shrinking as small 
as 12 feet (3.6 m) tall or growi ng in any six foot ( 1.8 m) 
increment betwee n 12 and 40 feel tat I. He can appea r com
pletely human throu gh metamorp11os is, a natural ability. 

Priest or healer abilities includ e exo rcism 80%, tum dead 
97% (affecting 2D6 x I 00 dead at a time), healing touch (re
stores 4D6 S.D.C or hit point s and can be perfom1ed twice 
per melee round) , and bio-regeneration (1D4 x JOO M.D .C. 
per minute and can regrow a new limb overn ight). 

His greatest power is the resurrection touch . The ability to 
bring the rece ntly deceased back to life! Resurrection can 
only be attempted on the same person by Ra once. The charac
ter lo be res urrected cannot have been dead for more than a 
month . Roll percentile dice to determine success. 1-80% 
means the character is brou ght back to life and goo d hea lth 
(3D6 hit points and full S.D.C.) . The resurrect ion also heals 
whatever it was that killed the charac ter in the first p lace, 
but does not resto re missing limbs or remove scars. A roll 
of 8 1 or higher means the magic was unsuccessf ul. If the 
character has been dead for a month to a yea r, the chance 
for a succes sful resurrection is only 1-40%, and if over a 
yea r, the odds are a mere 3%. 

Vulnerabilities: Rune magic and bio-w izard weapons /devices 
and weapons made from silver (they do mega-damage to this 
being) inflict doubl e damage! 

Magic Powers : All spell magic leve ls 1-8, all stone magic, a ll 
fire and air e lemental magic leve ls 1-8, all symbols, wards , 
curses, circles o f protec tion and summonin g , plus stone to 
flesh, remove curse, close rift , dimensional portal and tele
port: superior . All spell , stone and diabo list magic is equal 
to that of a 12th leve l practitioner of magic. Air and fire 
elemental magic is equal to a 20th leve l war lock. Note: Op
ponents must roll a 15 or higher to save vs any of Ra's magic! 

Psionic Powers: I.S. P. 2000, 20th leve l profic iency . Palladium 
RPG has all leve l 1-5 abilities. Rifts has all physica l and 
sensitive abiliti es, plus electrokin es is, pyrokine sis, psi-swo rd, 
and mind block auto-defe nse. 

Attacks Per Melee Round: Seven hand to hand actions or 
psionic attacks or two spell attack s. 

Restrained punch - 5D6 S .D.C. 
Full streng th punch - 4D6 M.D. 
Power punch - ID4 x IO M .D. 
Kick - 4D6 M.D. 
Bite - 2D6 M.D . 
Head butt - ID6 M.D. 

Bonuses: + 4 on initia tive, + 7 to strike, + IO to parry and 
dodge, + 4 to roll with impact, +4 to pull punch, critica l 
strike on a roll of a natural 18-20, + 7 to save vs psionic 
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attack, + 7 to save vs all types of magic, + 8 to save vs 
poi son and drugs, + IO to save vs horror factor and is 92% 
to evo ke feelings of intimidati on or trust and 83% to charm 
or impress. 

Skills of Note: Ba sic and advanced math , astronomy , navigat ion , 
land navigation , wilderness survival , intelligence, disguise 
via metamorpho sis, holi stic medicine, identify plants and 
fruits, preserve food , cook , and horseman ship , all at 98%, 
plus the abi lities W .P. blunt , W.P . sword, radio : basic laser 
basic electronics, computer operation, read sensory equipm en~ 
and streetwise at 65%. 

Favorite Weapons: Ra seldom uses any weapons other than his 
fabulous rune scepter. It is interesting to note that Ra seldom 
even collects or uses many significant magic items. Prefers 
to use his magic, psionics, and supernatural abilitie s . He does 
however, occa sionally use energy weapons , particularly 
plasma and lase r rifles, when in human gujse. 

Armor: Gold plate , M.D.C. 1000. 
Technology: Ra is guarded ly approvin g towar ds technology and 

believe s that it is just another type of powe r, like psionics or 
magic. He seldom uses high-tech devices himself, but he 
accept s their existence as a fact of life and acknow ledges 
their value. The followe rs of Ra are allowed to use high 
techno logy and bionics. Howeve r, like the other gods of his 
pantheon , Ra shuns the use of bionic s and cybernet ics himself 
(w ith his supernatural powers he doesn't need them). 

Ra opposes bio-w izardry because it enslaves or kills and 
he loathes Set and Amon for using il in their terrib le experi
ments. For this reason he has only one rune wea pon , although 
he does own severa l other types of magic weapo ns, potion s 
and devices . 

Money : Ra can eas ily lay his hands on 2D4 billion credits worth 
of precious metals and jewe ls, as well as a smattering of 
magic and technolog ica l items. 

Alliances & Allies: Ra is respected by many differ ent good 
people and champion s of light. He has exce llent relations 
with most of the gods in his pantheon as well as other good 
being s. 

Enemies: Set, Anubi s, Apepi , the jinn and vampire intelligen ces 
are at the top of his list. Otherwi se, Ra views all ev il beings, 
especia lly dark gods, demon lords and alien intelligences , as 
his enemies. He sees all splugort h as evil menaces, including 
Lord Splynncryth , but tends to fight only those who directl y 
oppose him . 

Ra sees Earth as a raging battlefie ld betwee n the forces of 
good and evi l. Howev er , the current balance between the two 
seems adequate, so he directs his effort s toward s conni cts in 
other dimensions. He has left a few hundred of his rame n to 
keep an eye on things happening in A frica and the Mediter
ranean, especia lly old Egypt. 

Minions: Ra has no regular group of beings that can be called 
his minions, with the excep tions of his loya l ramen and fire 
and air elementals. He will work wi th any creature of a good 
alignment who champions a ju st cause. He is genera lly at
tracted to other supernat ural being s, the spirit s of light, e le
mental s, ancient dragon s and powerful crea tures of magic. 

Description: Ra is depicted as a giant hawk- headed humano id , 
with golden skin , and crowne d with a sun disk and holding 
the scepter of the greyhound. He may or may not wear armor. 
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Special Magic Weapons 
1. Scepter of the Greyhound. A greatest rune weapon in the 

shape of a gold scepter (blunt weapon) with the head of a 
greyhound on top . It is a symbol of loya lty, strength , swift
ness and ju stice, and serves to illustrate Ra 's rank and au
thority. 
The powers of the rune scepter: 
• I.Q . 16 and has a telepath ic link with Ra . 
• Indestructible; gold in co lor with black highlights. 
• Scrupulous alignment: If any creature of evil or anarchist 
alignment touches it , the scepter inflicts I 06 X IO points of 
damage, and wi ll continue to do so each melee it is held . 
• Spell Magic: It can cast the following spells as often as 
six times each per 24 hour period ; ca ll lightning, wind rush, 
ca lm storm s, extingui sh fires , dispel magic barrier , and heal 
bums (special : comp lete ly restores bum victims to full 
health, without scarring). Spell strength is equa l to a 15th 
level sorcerer. 
• Mega-damage : 2D4 x IO M. D., doubl e damage to vam
pires, ghouls, zombies and animated dead, and 2D4 X 100 
to vampire intelligences! 
• Lastly, the scepter can radiate blindin g sunlight that 
lights up a 3000 foot (9 14 m) radius. Vampir es and vampire 
intelligences suffer the same damag e and penalties as they 
would as if the sun had risen to its zenith . 

2. A staff of life from a Millennium tree with 14 buds. See 
Rifts England, page 20, for detail s. As well as I D6 x I 0 
other magic items at his disposal (GM's discretion). 

Thoth, Lord 
of Wisdom 

Thoth symbolizes wisdom, knowledge , and invention. Yet 
despite his learning and knowledge, there is a bit of larceny in 
his heart , for he admire s cunnin g, deception and peop le who 
use their wits and a qu ick tongue . Thus , he is the patron of 
magic, and all fast speaking, thieving , quick-w itted creatures . 

Thoth him self is reputed to be a great orator, scholar, and 
author of many books about magic and history. Book s about 
magic circles, symbols, wards, magic spells, a study of alchemy, 
an alchemy recipe book , and many others are among his credits. 
He writes all of his books in a secret code (hieroglyph and runes), 
although a few have been stolen and translated. Legend attribute s 
Thoth as the inventor of rune magic, the runic alphabet , diabo lism 
and wards, pyram id magic, and all the sciences. He is cursed 
with eternal curiosity and cannot remember the day s of his youth . 

Thoth's Dark Past 
Not eve n the oldest or wisest of the gods knows Thoth' s true 

origin . Thoth can not remember the earlier part of his ex istence. 
He knows that he was very different and there is somethin g in 
the back of his mind, but he ju st can't reme mber. 

Unknown to anyone, including Thoth himself , is the fact that 
he is a transformed , Grea t Old One! Not only a Great Old One, 
but he was Xy, the symbol of Power Incarnat e! ! Dece ived by 
his fellow Old Ones, Ya-B lik (Betrayal) and Al-Vil (Envy), Xy 
fell victim to an experimenta l power circle of his own invention . 
The incredible circle tran sformed him into a very different being, 
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reversing his alignment and changing his physical form. Thoth 
was reborn into the oppo site of what he was. All memory.of his 
past life as an Old One was also obliterated. Thus, Xy became 
Thoth, god of wisdom and know ledge, who seeks knowledge 
for its own sake, not for the acquisition of ever greate r power 
or dominion over others. 

Thoth is somewhat absentmind ed and has forgotten things that 
morta l men would kill to know . He is strangely aloof and secre
tive, even toward his fellow gods. He hold s the secrets to forgot
ten or little known magic and many other things which he keeps 
to himself. The reason for this secrecy is to keep others, good 
and evil , god and human , from gaining too much power (like 
he did as Xy), which he sees as a corrup ting ev il. Thoth is 
frequent ly too los t in thought , exploration or experimentation to 
care about what is happening to anybody in the megave rse. It 
is on ly on those rare occasions that he pau ses or is forcibly 
roused from his intense thought s that he may. take the time to 
help (or study) a person or situation . 

He sees Rifts Earth as a wonder land of magic and exploration . 
A place linked to a thousand differ ent dimen sions, filled with 
diverse beings, and brimmin g with mystic energy. The specific 
affa irs of men and monsters tend to be lost on him as he focuses 
on things that interest him . Multi-dimen sional anomalie s of this 
magnitude are an incredibly rare phenomeno n - with fewer 
than s ix throughout the known Megave rse at any one time. 

Since entering the magic rich environment of Rifts Earth, 
Thoth has been troubled by disturbin g dream s about a powerful 
alien intelligence that lived thou sands of years ago in another 
dimension. This creature, cons umed with power and conquest, 
is somehow familiar to him , but he does not know why and 
cannot see its image clearly . He tries lo focus on it , but lhe 
creature is always receding into the shadows. In fact, with every 
dream it seems to be farther and farther away. Note: Although 
Thoth 's previous memories as Xy are supposedly erased forever , 
these dreams are tiny fragments of memory surfacing from his 
ear lier existence. Like most dream s, the memory fades quickly 
and is soon forgotten . Thus far, Thoth has been too busy to 
think about them much , but he has never dreamed before and 
finds them curious. If the dreams persist and he tries to uncover 
their secrets ... who know s what may happen. 

GM Note: Ninety percent of his memory as Xy is honestly 
gone forever. As a side effec t of the transformation circle , Thoth 
even forgets little things in his current life, let alone remembering 
things that occurred 50 ,000 years ago. Thot h is never likely to 
remember his past life as Xy (or believe it). There is no form 
of psionics or magic that can restore his lost memory. Eve n if 
he did begin to rememb er little snippets, he's likely to dismi ss 
them as an anomaly or attac k by enemies meant to con fuse him . 
The only way Thoth might remember his past is if he spent the 
next severa l hundred years developin g a magic circle or device 
that might restore part of his memory . Eve n so, Thot h's current 
existence has been so real that he will never be the crea ture of 
evil he once was, and will keep his current physica l manifesta
tion . He will never awaken the sleeping Old Ones, because it 
was he as Thoth who helped put them asleep. 

Then again , this is a ro le-playing game where imagination 
rules and anything is possible . The GM can take this story line 
in any direc tion he may desire (if at all) - just be carefu l not 
to impair game balance or the continuing setting of Rifts Earth. 
Note that other than his M .D.C., incredible magic power s and 



vast knowledge , Thoth does not have the powers of an alien 
intelligence. 

Real Name: Thoth (originally Xy) 
Alignment: Unprincip led 
Attributes: 1.Q.: 30, M.E.: 23, M.A.: 27, P.S .: 39, P.P.: 22, 
P.E. : 27, P.B.: 25, Spd.: 88 (60 mph/96 km). 
Attribute Notes: His physical stren gth and all other attributes 
are at the supernatural leve l. 
Size: 20 feet (6 m) tall, male 
M.D.C.: 14,470 or so he believes; in actuality , Thoth has 40,000 
M.O.C. (alien intelligence). 
Horror Factor: 16 
P.P.E.: 6000 , I.S.P.: 2000 
Experience Level: Equa l to a 30th leve l ley line walker , rune 

master and diabolist! 20th leve l stone master, 10th leve l 
techno-wi zard and 8th level bio-wizard. Roughly equal to a 
12th level alchemist. 

Natural abilities (The percentage number indicates the chance 
of success in using these powers. All of these abilities are 
natural and can be performed without the expenditur e of 
P.P.E.): 

Keen vision and sharp senses, nightvision 200 feet (6 I m), 
see the invisible, tum invisible al will (no time limit) , knows 
all languages, teleport 99%, dimen sionaJ teleport 96%, and 
metamorph os is (any shape) at will . 

Prie st or hea ler abilities include exorcism 90%, remove 
curse 90%, turn dead 90% (affecting ID6 x I 00 dead at a 
time), healing touch (restores 206 S.D .C or hit point s and 
can be performed twice per melee round) , and bio-regenera 
tion (1D4x 100 M.D.C. per minute and can regrow a new 
limb overnight). 

Vulnerabilities: Rune magic and bio-w izard weapons, and 
weapons made from silver (they do mega-damage lo this 
being) inflict doub le damage! 

Magic Powers: All symbo ls, circles, wards, and spell magic 
from levels 1-15, including all spell s of legend , and stone 
magic (does not possess elemental magic or necromancy) . 
Note: Oppon ents must roll a 17 or higher to save vs Thoth's 
spell magi c! 

Psionic Powers: I.S.P. 2000, 15th level proficiency . Palladium 
RPG has all leve l 1-9 abilities. Rift s RPG has all sensitive 
and super abilities. 

Attacks Per Melee Round: Five hand to hand actions or psionic 
attacks or two spell attacks. 

Restrained punch - 5D6 S .D .C. 
Full strength punch - 406 M.D. 
Power punch - 1D4 X 10 M.D. 
Kick-4D6 M.D . 
Bite - 2D6 M.D . 
Head bull - ID6 M .D . 

Bonuses: + 4 on initiative, + 6 to strike , + 8 to parry and dodge , 
+ 4 to roll with impact, + 4 to pull punch, critica l strike on 
a roll of a natural 19 or 20, + 5 to save vs psionic attack, 
+ 7 Lo save vs all types of magic , + 7 to save vs poison and 
drugs, + 10 to save vs horror factor, and is 94% lo evoke 
feelings of intimidation or trust and 75% lo charm or impres s. 

Skills of Note: Basic and advanced math , all science, electrical, 
mechanical , technical, literacy in all major languages, and 
pilot related skills al 98%, plus W .P. blunt , W.P. sword, 
W .P. energy pistol and rifle. 
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Radio: basic , land navigation , wilderne ss surviva l, intelli
gence, disguise via metamorphosis, holi stic medicine, medi
ca l doctor in cybernetics, pathol ogy, forensics, identify plants 
and fruits , preserve food , cook, demolitions and demolition s 
disposal , compute r hacking and stree twise are all al 76%. 

Favorite Weapons: Thoth can use ju st about anythin g but tends 
to rely on his mag ic, psionics, and supernat ural abilities . 
Despite this, he has a large collect ion of high-tech items, 
robots , magic items, potions , wands and weapons. 

Armor: Never wears armor. 
Technology: Thoth , more than any of the other gods, bas readi ly 

taken to technology. He is interested in all of the var ious 
high-tech fields, but has found techno-w izardry, cybernetics 
and robotics to be the most fascinating. Thoth has already 
become an accomp lished (if unconventional) techno-wizard, 
and is likely (65%) to have any TW item listed in the Rifts 
RPG and Rifts: Vampire Kingdoms. 

Thoth has even done some experime nting with bionics, 
cybernet ics, and bio-wizardry , but on ly on people (most ly 
ramen) who either volun teered or were talked into doing so 
- Thoth can be very persuasive . Thoth find s aJI the sciences 
to be fascinatin g. He is a pioneer in that he frequently com
bine s various fom1s of magic with variou s forms of technology 
and science in ways different than techno -wizardry or bio
wiza rdry. Thoth is one of the few being s who has a complet e 
knowledge of rune magic and has constructed many of the 
greatest rune weapons in the possess ion of the Nile Gods, 
both good and ev il. He is consta ntly exper imenting, exploring 
or investiga ting somethin g. 

Money: Thoth can eas ily lay his hand s on 2D4 billion credits 
worth of preciou s metal s and jew els, and four times as much 
in magic items and compone nts. 

Alliances & Allies: The god of wisdom is respected and feared 
by many, both good and evi l. He has an exce llent relations hip 
with most of the gods in his pantheon , as well as many 
dragons, powerful wizards, demon lords and other super
natural being s. There are actually very few people Thoth 
would cons ider friend s; Ra , Isis and Anhur are three of them. 
A raksa sha known as Tygre-Slnn (8th level, anarchist align
ment) is another . There 's aJso somethin g he likes about the 
Splugorth, eve n though most are evi l enslavers (and cousins 
to the Old Ones). 

Thoth has thousands of casual acquainta nces, including all 
the Nile gods , many other so-ca lled gods, the raksa sha, and 
alien intelligences, Pharaoh Rama-Set (who he finds to be a 
very intere sting fellow), Mrrlynn (yes, Thoth know s he is an 
alien intelligence), Lord Splynncryt h, The Joker of Palladium , 
Kym -nark-mar , Narab ium , and Od among countless others. 

Enemies: He doesn' t think of himself as having any enem ies 
with the unfortunate except ions of Amon the Hidden One and 
vamp ires (the latter mainly because of his alliance with Ra 
and Isis). There are actua lly many who dislike or hale Thoth 
for any number of reasons, but few are powerful enough or 
daring enough to do anything about it. 

Minions: There is no one race of be ings who can be called 
Thoth's minion s. He does regularly enlist the assistance of 
ramen and raksashas. He also has an army of 200 go lems, 
300 rune statue s, I 00 TW modified dyna-bots (Triax) , and a 
var iety of diver se servants and assistants under his employ. 
They include a true Atlantea n , a Splugorth High Lord , Kryant -



hal the thunder lizard (adult , I 0th leve l tech no-wizard), 
Lyp han the great wh ite sphin x (lege ndary albino, 13th leve l 
alchemist and spell caster /diaboli st/ herbol og ist/temporal 
wizard), a dozen loya l Zembahk, a pa ir of Shaydor spherians, 
a dozen adarok flying mountain s, an anarchi st za, and 20 full 
conversion borgs. Thoth will generally work with any creatur e 
of magic and/or those with a high intelligence and inqui sitive 
mind. 

Description: Thoth is depicted as a large, robed figure with the 
head of an ibis. He never wear s armor. 

Special Magic Weapons 
1. The Rod of Thoth is a plain lookin g silver/g ray staff with 

a few runes insc ribed along the base. Its length is entwin ed 
with two silver serpent s with their heads located at the top. 
The powers of the rune staff: _ 
• I.Q . 18 and ha s a telepathi c link with Thoth . 
• Indestructible ; silver in co lor with rub y eyes. 
• Scrupulou s alignment: If any creat ure of ev il or anarchi st 
alignment touch es it , the scepter inflicts I 06 x IO points of 
dam age, and will continu e to do so eac h melee it is he ld . 
• Spell Magic: Wh en struck to the gro und in a powerfu l 
manner it crea tes the following (up to 6 tim es a day): ea rth
quake (2D6 x 100 M .D . to buildin gs, structures and vehicles 
within a 1000 foot/3 05 m area), call lightnin g (206 x JO 
M.D. ), teleport superior , mystic portal , id barrier , and im
penetra ble wa ll of force (2000 feet/6 10 m long and 100 
feet/30.5 m tall, 5000 M .D.C.). Spell strength is equal to 
a I 0th leve l sorcerer. 
• Mega-damage: 2D4 x IO M . D ., double dam age to vam
pires, ghoul s, zombies, animat ed dead, and vampire inte l
ligences! 
• Last ly, the two serpents can unco il and attack like livin g 
vipers ! Three attacks eac h per melee, 2D6 M .O. per bite 
or 406 M.D. from mag ic fire breath ( 100 ft/30.5 m range), 
+ 3 on initi ative and to strike, parry and dod ge. The run e 
sta ff can also lev itate, hover and move slowly (spd 12). 

2. 100 Techno-wizard modified Triax Dyna-bots. All bots 
are pow ered by magic energy, so they have an infinite 
energy supply when on Eart h . All have crys tal eyes, 20% 
have magic flamin g swo rds ( 406 M. D.), 20% of the bots 
are impervious to energy, I 0% can turn invisib le and I 0% 
can fly as an eag le. Along ley lines and nexus point s the 
bots are encase d in a prot ec tive energy fie ld that gives them 
an additional 200 M.D.C. and the range of their weapon s 
is doubl ed. The twe lve zembahk ca n ride inside the bots 
and use them like pow er armor. 

3. Note: Just about any techno-w izard dev ice or co mponent , 
herb, potion , magic compon ent and bio-w izard compone nt/ 
creature is ava ilable to Thoth. He has dozens of magic 
wands, staves, enchanted cauldrons , mana cles, Millennium 
Tree items, amulets , book s, and many other thin gs of mag ic 
in his massive perso nal co llection . Thoth also has a small 
zoo, books and artifa cts from dozen s of different civili za
tions. 
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Isis 
The All Mother & Warrior----

Isis is the symbol of natur e, love , death , and rebirth , as well 
as the patron ess of magi c and warrior s. She is the supreme all 
mother of the Nile gods, renowned for her powe r and beauty 
(P. 8. 27). She is also known as dozens of other goddesses by 
other peoples throu ghout the Megaverse. To avo id offend ing 
her , she should be addressed: "O Thou of countle ss names." 

As the Ni le goddess Isis, she appears as a magnificent silver 
haired beauty with cow -like horns and grea t feathered wings. 
She is usuall y holdin g a torch and has a quiver of arrow s and a 
black bow slung over her should er. 

Isis is the eternal foe of Set , Anubi s, and the gods who he lped 
slay her beloved husba nd (and brother ) , Osiris. She is the cham
pion of light and the prot ect ress of mortals from the corr uption 
of Set and supernatural evil. She is a grea t warr ior, compass ion
ate, merciful, kind and honorabl e. She is outraged by injustice 
and always tries to right a wrong. Isis is widely worshipp ed 
throu ghout the mega verse, but she ha s always been fond of Earth 
and human s. 

Real Name: Isis Sebhest 
Alignment : Principled good 
Attributes: l.Q .: 24, M .E.: 25, M.A.: 27, P .S.: 37, P .P .: 27, 
P .E.: 27, P.B.: 27, Spd .: 77 (53 mph/85 km) runnin g or 220 
flying ( 150 mph /241 km). 
Attribute Notes: Her phys ical strength and all other att ribut es 
are at the superna tural leve l. 
Size: 20 feet (6 m) tall , fema le, but can alter size through 
metamorphosi s and frequently disguises herse lf as a hum an. 
M.D.C .: 12,000, plus armor (3000 M .D.C.). 
Horror/Awe Factor: 17 when in her god form. 
P.P.E.: 4000, I.S .P.: 3000 
Experience Level: 20th leve l ley line walker, 13th leve l stone 
master and diaboli st . 
Natural abilities: Keen hawk- like vision enab ling her to see up 

to two miles (3.2 km) away. Nightvision 200 fee t (61 m) , 
see the invisible , knows all languages, te lepor t 94%, dimen 
sional telepo rt 85%, meta morp hosis (any hum anoid, animal 
or bird) at will , fly resistant to heat, co ld , and fire (half 
damage ), and she ca n summ on I 04 Spirit s of Light. She can 
appear com pletely hum an through metamorp hos is, a natural 
ab ility. 

Priest or healer abilit ies include exorc ism 8 1 %, tum dead 
8 1 % (affecti ng I D6 X 100 dead at a time), remove curse 86%, 
hea ling touc h (res tores 3D6 S.D.C or hit point s and can be 
performed twi ce pe r melee round) , and bio-regeneration 
( 1D4 X 100 M .D.C. per minut e and ca n regrow a new limb 
overn ight). 

Vulnerabilities: Rune magi c and bio -wizard wea pons/dev ices 
and weapo ns made from silver (they do mega-damage to this 
being) infli ct doub le damage! 

Magic Powers: All spe ll magic leve ls I- I 5 at 20th level profi
c iency. All stone magi c and diaboli sm equal to a 13th level 
mage. Opponent s must roll a 15 or higher to save vs any of 
Isis's magic! 

Psionic Powers : I.S.P. 3000 , 20th leve l proficiency. Pa lladium 
RPG: All leve l 1-6 abiliti es. Rift s: All hea ling and sensitive 



abilities, plus psi-sword , psi-shield, P.P.E. shie ld , group 
mind block , and mind block auto- defe nse. 

Attacks Per Melee Round: Seven hand to hand action s or 
psionic attacks or ten attac ks with a long bow. Or two spell 
allacks. 

Restrained punch - 5D6 S.D.C. 
Full strength punch - 4D6 M.D . 
Pow er punch - ID4 X 10 M.D. 
Kick - 4D6 M.D. 
Head butt - 1D6 M .D. 

Bonuses: +5 on initiative, + 10 to strike , + 12 to parry and 
dodge, +6 to roll with imp act, +6 to pull punch, crit ica l 
str ike on a roll of a natural I 8-20, + 5 to save vs psionic 
attack, + 7 Lo save vs all types of magic , + 7 to save vs 
poison and drugs, + IO to save vs horror factor and is 92% 
to evoke feelings of intimi dation 01' trust and 83% to charm 
or impress. 

Skills of Note: Basic and advanced math, astronomy, nav igat ion, 
land navigat ion, wilderness surviva l, intelligence, disguise 
via metamorp hosis, holistic medicine , identify plants and 
fruits, preserve food, cook, horsemans hip and a ll W .P.s at 
98%. 

Radio: basic , comp uter operat ion, prow l, c limb, acro batics, 
palming and streetwise at 65%. 

Favorite Weapons: Her two favorite weapons are her rune torch 
and magic bow and arrows. Isis can use ju st about any type 
of weapon but tends to rely on her natural , ps ionic, and magic 
powers. 

Armor: Crimson and gold plate, M.D.C. 3000. 
Technology: Prefers to re ly on her own formidab le ab ilities, 

Isis has little personal use for tech nology. If anything, Isis is 
amused by the notion that these "toys" could ever rep lace 
good old-fashioned magic . However, she is very tolerant 
about others using them. Any high -tech item s that Isis acquires 
(either as offeri ngs or spoils of war) are soo n bestowed upon 
deserving followers. 

Money: Isis can easily lay her hand s on 2D4 billion cred its 
worth of precious metals and jewe ls, as well as a smattering 
of magic and technologica l items. 

Alliances & Allies: lsis is respected by many differ ent good 
people and champ ions of light. She has exce llent relations 
with most of the gods in her pant heon as well as other good 
beings. 

Enemies: The warrior goddess is the bane of all evi l gods. She 
is the eterna l enemy of Set, Anubis , Appep i, the jinn and 
vampires. Like Ra, she sees all splugorth as evi l menaces, 
including Lord Splynncryth, but tends to fight only those who 
directly oppose her or her champions. 

Isis is busy with confl icts in other dimensions and has made 
it known that she cannot pre sently be concerned with Earth. 
She does occasionally help her wors hipers and prie sts who 
are growing in numbers a.long the Mediterranean. Secret ly, 
Isis has used her powers of metamorphosi s to disg uise herse lf 
as a human fema le and has joined the gathering of heroes to 
fight the Apocalypse Demons! See the section on the Ga ther
ing of Heroes elsewhere in this book. 

Minions: Isis has no regular group of beings that can be calJed 
her minions. She will work with any crea ture of a good 
alignme nt champio ning a just cause . She is attracted to other 
supernatural beings, the spirit s of light , elementa ls, great 
warriors, ancient dragon s and powerfu l crea tures of magic. 
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Description: A magnificent silver haired beauty with cow -like 
horns and great feathered wings. She is usually holdin g a 
torch and has a quiver of arrows and a black bow slung ove r 
her shoulder . 

Note: See her hum an alter ego: Katrina Sun in the section desc rib
ing the NPCs at the Gatheri ng of Heroes. 

Special Magic Weapons 
J. The Eternal Torch is a greatest rune wea pon of an espe

cia lly unusual des ign . rt loo ks very much like a black meta l, 
hand held torch with a constant , even flame emanating from 
the top . The flame cannot be dowsed and will dispe l magic 
darkness and fog within a 30 foot (9 m) radius. 
The powers of the rune torc h: 
• I.Q. 12 and has a telepathic link with Isis. 
• Indestructible; black in co lor. 
• Scrup ulous alignment: Tf any creat ure of eyi f or anarchist 
alignment touche s it , they are burnt , suffering 1D4 x 10 
po ints of damage. 
• Spell Magic: It can cas t the following spells as often as 
six times each per 24 hour period. Globe of daylight , ignite 
fire, fuel flame, circle of flame, extinguish fires, and heal 
bum s (special: comp letely restores bum vic tims to full health 
without scarring). Spe ll strength is equal to a 10th level 
so rcerer. 
• Mega-damage : 1D4x 10 M.D. when used as a flaming 
club , triple damage to animated ske letons, mummies and 
things made of wood or cloth. 
• The torch can also unleash a fiery bolt as ofte n as three 
time s per melee round . Each blast uses one melee action of 
the wie lder. Range: 2000 feet (6 10 m), + I to strike , dam
age: ID6 X 10 M.D. and is considered a magic flame . 

2. Magic long bow and arrows: The bow requires a streng th 
of 24 or better to pull back . The arrow s seem to be made 
of silver energy and are sa id to be silver moonbeam s. They 
inflict 1 D6 x l O M . D . and do doub le damage aga inst un
dead , devils, demons, and other ev il supernatural beings . 
Range of a silver moon beam arrow is 4000 feet ( 1200 m) , 
+ 3 to strike. Conventional, high-tec h or other types of 
magic a.rrows can be fired about 1200 feet (366 m) . She 
never has fewer than a dozen silver moon beam arrows . 

3. The Sword of Isis, also known as the Retributor, is a 
greates t rune bastard sword crea ted by Thoth . Like many 
of Isis' weapons, it is designed specifically for combat ing 
supernatural monsters. 
The power s of the rune sword: 

• 1.Q. I 5 and has a te lepathic link with Isis. 
• Indestructib le; black in co lor with a halo of pale blue 
light. 
• Scrupulous alignment: If any creature of ev il or anar chist 
alignment touche s it, they suffer I D6 x IO points of damage . 
• Mega-damage t I D6 x IO M. D., double damage to vam
pires, mummies, zomb ies and anim ated dead. 
• The Light of Retribution: The sword can fire a devastat 
ing mystic energy blast that does abso lutely nothing to good 
or se lfish characters but inflicts 1D6X JOO M .D. to evi l, 
supernatural monsters and creat ures of magic , such as dra
gons and demons. + 3 to strike, no saving throw is app lic
able. The light of retribution can be fired six times with in 
a 24 hour period . 



Horus 
A.k.a: Harmakhis the Great Sphinx 

Horus, also known as Harmakhi s is the symbol of the horizon 
and the rising sun , representing ju stice , retribution , hope, and 
love. He is said to be the son of Isis and Osiris, but in reality 
is a dear friend who was lovingly considered their adopted son . 
The Great Sphinx is a member of the extreme ly rare breed of 
super-sphinx , known as the "great" sphinx. They are roughly 
equivalent to dragons as mega-damage creatures of magic. 

His cousin is Lyphan , the notoriou s White Sph inx, who is 
currently ass isting Thoth. Note: Lyphan is anarchist in alignment 
and although she likes Thoth , her motives are selfish. She hopes 
to learn new mystic secrets to garne r her greater power . Lyphan 
can be cruel and merc iless to those 'who stand between her and 
what she wants. She can be manipulative and deceitful especiaJly 
toward lesser beings like human s, whom she has little regard 
for. Lyphan is half the age ofHarmak.his , has 3400 M.D.C. and 
is obsessed with learning and mastering every type of magic. 
Her goal is to become the most powerful practitioner of magic 
in the Megaverse. 

Horus is deceptively gentle and caring especially toward 
weake r creatures such as human s. He can be the soul of tender
ness and compassion and even shows his most hated enemies 
mercy on the field of battle . He hates Set and Anubis above all 
the other dark gods, because they are respon sible for the death 
of Os iris. He has sworn to avenge his adopted father 's death . 
He is the champion of light and justice. 

Real Name: Harmakhi s Heru-Ur -Sebhest 
Alignment: Scrupulou s good 
Attributes: I.Q .: 21, M .E.: 28, M.A.: 26, P.S.: 40 , P.P.: 26, 
P.E.: 27 , P.B.: 25, Spd.: 88 (60 mph/96 km) runnin g or 293 
flying (200 mph/32 1 km). 
Attribute Notes: His physica l strength and all other attributes 
are at the supernatural level. 
Size: 19 feet (5.85 m) tall and 40 fee t long ( 12 m) , male. Horus 
can reduce his size to about six feet (I .8 m) tall and 12 feet (3.6 
m) long 
M.D.C.: 5500 (all "great" sphinxes are 6D6 x 100 M .D.C. plus 
100 per level of experience up to a maximum of 6000) . 
Horror/Awe Factor: 16 

P.P.E.: 2500, I.S.P.: None 
Experience Level: 12th level fire warlock and 7th level stone 
master and diabolist . 
Natural abilities: Keen hawk- like vision enabling him to see 

up to two miles (3.2 km) away. Nightvision 600 feet (183 
m), see the invisible, track by sight 80%, prowl 60%, swim 
60%, climb 60%, walk tightrope 80%, flying backflip 80%, 
sense of balance 80%, leap 100 feet (30 .5 m) up or lengthwise, 
fly, resistant to heat and fire (half damage) and bio-regener
ation (1D6 x 10 M.D.C. per minute and can regrow a new 
appendage, organ or eye within a week) . 

All great sphinxes can metamorpho sis at will into the shape 
of a human , human-like humanoid or humanoid with a hawk's 
head. The transformation can be maintained indefinitely , but 
the sphinx 's natural mega-damage is reduced by half when 
in human form (the missing half of the M .D.C. return s when 
he changes back into a sphinx). 
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Vulnerabilities: None to speak of , other than the tende ncy to 
be selfish, obsessive and underest imate lesser beings.

Average Life Span: 12,0 00 years. 
Magic Powers: All fire war lock spells levels 1-8 at 12th level 

proficiency. All stone and diabo list magic equa l to a 7th level 
mage. Opponen ts must roll a 14 or higher to save vs any of 
Horu s' magic! 

Psionic Powers: None. The great sphinxes do not possess 
psionics. 

Attacks Per Melee Round: Six hand to hand actions or two 
spell attack s. 

Restra ined punch - 6D6 S.D.C. 
Full strength punch - 5D6 M.D . 
Power punch - ID6 x IO M.D . 
Kick -5 D6 M .D. 
Bite - 3D6 M .D. 
Pounce Attack-5D6 M .D. plus there's.a n 80% likelihood 

of knocking human sized oppone nts down and a 60% likeli
hood of pinning him (the pinned character has no hand to 
hand attacks, but the monster can still attack by biting and 
with magic); reduce those numbers by half when pouncing 
on opponents 15 feet (4.6 m) or taller. Counts as two melee 
actions. 

Bonuses : + 5 on initi ative, + 8 to strike , + IO to parry and 
dodge, +4 to roll with impact , + 4 to pull punch, critical 
strike on a roll of a natural 18-20, + 7 to save vs psionic 
attack, + 6 to save vs all types of magic, + 6 to save vs 
poison and drugs, + 8 to save vs horror factor and is 88% to 
evoke feelings of intimid ation or trust and 75% to charm or 
impress . 

Skills of Note: Basic and advanced math , astronomy, navigation, 
land navigation, wilderne ss survival , fishing, herbo logy , 
identify plants and fruits, preserve food , cook, pilot sail and 
rowboat s , horsemanship , W.P . targeting/spear, W.P . sword, 
W .P. energy weapons and W.P . heavy energy weapon s, 
speaks and reads Dragone se, Euro, Spanis h, and ancient 
Egyptian , speaks Gobblely and Faer ie Speak, all at 98%. 
Radio : basic, computer operation, and streetwi se at 60%. 

Favorite Weapons : Tends to rely on natural abilities, magic 
and magic items as a sphinx . Can use any weapon type or 
his magic spear when in humanoid form. Horu s likes high
powered energy weapons and rai l guns. 

Armor: He can use any human type of armor. 
Technology : Horu s is favorably disposed toward technology , 

regardin g high-tech equipm ent simply as tools to accomplish 
some good . He will use whatever devices are availab le, but 
he is partial to lasers, particle beam weapons and rail guns. 
He possesses a small but effective arsenal wh ich includes a 
selection of lasers, parti cle beam guns, rail guns, and exp lo
sives. Horus personally shuns using bioni cs and cybe rnetics 
- he doesn't need them. However, he has no problem with 
his followers using them or any othe r high-tech equipment. 

Money : Horus can lay his paws on 2D4 million credits worth 
of prec ious metal s and jewel s, as well as a smattering of 
magic and technological weapon s. 

Alliances & Allies: Horus is dedicated to Isis and loyal to Ra 
and the other gods of the pantheon . He has an excellent 
relationship with most Gods of Light. 

Enemies: The great sphinx is the sworn enemy of Set, Anubis, 
and Apepi. He is also a hunter of vampires , like Ra and Isis . 



He sees all splugorth as evil menaces, includi ng Lord 
Splynncryth, but tends to fight only those who direc tly oppose 
him or his allies. 

Minions: Horus often works with ramen and spir its of light. He 
will also work with any crea ture of a good alignment champ 
ioning a just cause. He is wary of other grea t sphin xes and 
ancien t dragons. 

Description: A giant sphinx: a creat ure with the body of a lion, 
the wings of an eagle and the face of a human . They can also 
use metamorphosis lo look com pletely human , usually wi th 
a bushy mane of bronze or go lden hair, green eyes and dark 
complexion . 

Special Magic Weapons 
1. The Spear of Horus is a long, dark grey metal shaft with 

a long spear blade at the top, cove(ed in runes. fl is decep 
tively heavy and requires a minimum strength of24 to wield 
it. 
The powers of the rune spear: 
• I.Q. 11 and has a telepathic link with Horu s. 
• Indestructib le; dark grey in co lor. 
• Unprincip led alignment: If any crean1re of ev il alignment 
touches it, they suffer I D4 x IO points of damage . 
• Spell Magic: It ca n cast the followi ng spe lls as ofte n as 
six times each per 24 hour period . Globe of daylight, ignite 
fire, fuel name , circle of flame, exting uish fires, and hea l 
bum s (specia l: comple tely restores bum vict ims to full hea lth 
without scarri ng). Spell strength is equal to a 10th leve l 
sorcerer. 
• Mega-damage: 2D6x JO M.D. when thrown , 1D6 x IO 
when used as a stabb ing weapon. Throw ing range: 2000 
feet (6 IO m), + 2 to strike . After it hits, the spear instant ly 
disappears and reappears in the hand s of the throw er. 
• The magic spear also causes shape changers and those 
using metamorphos is to instant ly transform into their natura l 
form the instant blood is drawn by the spear blade (no save 
is applicable). 

Benno 
the Phoenix 

Bennu the Phoenix is the symbo l of dea th , rebirth, the pass ing 
of day to night, as well as the passing of the seaso ns. Her natural 
form is that of a great predatory b ird , but she can also take the 
form of a beautiful woman clad in a gown of feathers or adorned 
with feathered wings. 

Of all the Nile gods, Ben nu is the most animal- like. She can 
be brutal and savage in combat and is instinctive ly a hunter. Her 
sense of se lf preservation is overw helming, to the point that 
Bennu will let innocent characters die if there is a genuin e risk 
of severe injury or death to her . This se lfishness is ev ident in 
her attitude toward her fellow gods and doing what is right. 
Bennu will often try to weasel out of commitm ents, dangerous 
situations and activities that don't have any reward for her. 

The Phoenix hate s Set and his minions main ly because they 
molest her adopted people, the phoenixi. Set and hi s pals have 
killed hundred s of phoenixi in magic experiments to re-create/ 
capt ure their incredible regenerative and fire powers. This often 
means using their blood in magic potions or their body parts in 

57 

bio-wizardry. Inevitab ly, the exper iment fails and kills its subject 
at the same time. One time Set became so infuriated by his 
minion s' fa ilures that he slaughtered I JOO phoen ixi in anger. 
This has earned him Bennu's eternal scorns 

Otherwise, Benn u, like her phoenixi, tries to stay out of the 
affa irs of gods and men unless there's something in it for her, 
even if that some thing is reve nge. Much to Bennu's chagrin, 
she is basically a good creature who fee ls obligated to help her 
fellow gods and those in need. Thu s, another reason to keep to 
herse lf : ignorance is bliss and if she doesn ' t know about any 
troubl e she won't feel compelled to get involved. 
Real Name: Bennu He lie 
Alignment: Unprincip led (se lfish good) 
Attributes: I.Q.: 17, M .E.: 20, M.A.: 20, P.S .: 30 , P.P .: 26, 
P.E .: 30, P.B.: 28, Spd. : 44 (30 mph/48 km) runni ng or 132 
flying (90 mph/148 km). 
Attribute Notes: Her physical stre ngth and all other attributes 

are at the supernatu ral level. 
Size: 20 feet (6 m) tall as bird or hum anoid. She can alter her 

size , reduc ing herse lf to as sma ll as 10 feet (3 m) tall. Bennu 
is a female. 

M.D.C.: 6000, but can insta ntly regenerate . 
Horror/Awe Factor: 16 
P.P.E.: 1800, I.S.P.: 3000 
Experience Level: 10th level diabo list and 10th level mind 

mage. 
Natural abilities: Keen hawk-like visio n enabling her to see up 

to three miles (4.8 km) away. Nightvision 1200 feet (366 m), 
see the invisible, imperv ious to fire and heat, breathe witho ut 
a ir , teleport 94%, dimen sional teleport 94%, metamorphosi s 
at will (into a female humanoid), fly , imperv ious to heat and 
fire, and she can summ on I D4 Spirits of Light or I D4 phoenixi 
or fire or air e leme ntals. 

Bennu the Phoen ix also po ssesses the impre ssive abi lities 
of instantly bio-regenerat e and instant restoration. Bennu 
can instantly regenerate Jost M.D.C ., appe ndages and internal 
organs in a mat ter of seco nds. She ca n perform this power 
infinit ely , but after the first bio-regeneration of more major 
mega-damage , her maximum amou nt of M .D .C. is reduced 
by ha lf (3000 points). Eac h subsequent instant regeneration 
is half the former (from 3000 to 1500, from 1500 to 750 and 
so on). 

Similarly, appendages and interna l organs can be instantly 
regrown/restored without penalty. The Phoenix also recuper
ates lost M. D.C. at a natur al rate of I 00 point s an hour. 
Drugs and poisons inflict half damage and their effects last 
half as long as normal. 

Bennu is apparent ly immorta l! Even if blasted into atoms 
she will be magically reborn , totally regenerated with in 2D4 
weeks after the moment of death!! 

Vulnerabilities: Weapons made of simp le iron inflict mega-dam 
age and rune weapons do double damage! 

Magic Powers: All diabolist symbols, wards, and circles at 10th 
leve l proficiency . Oppone nts must ro ll a 14 or higher to save 
vs her magic. 

Psionic Powers: I.S.P. 3000, 20th level proficiency. Palladium 
RPG: All leve l J- 10 ab ilities . Rifts: All sensitive and phy sical 
abilities, plus bio-manipulation , empathic transmission, hyp
notic suggestio n, mind bolt, mind bond, super telekinesis, 
P.P.E. shield, group mind block, and mind block auto-de
fense . 



Attacks Per Melee Round: Six hand to hand actions or psionic 
attacks. 

Restrained punch - 50 6 S.O .C. 
Full strength punch - 306 M .O . 
Power pun ch - 606 M.D . 
Kick/claw - 3D6 M.D . 
Bite - 2D6 M .D . 
Head bull - 104 M .D. 

Bonuses : + 3 on initiative, + 7 to strike , + 9 to parry and dodge, 
+ 2 to roll with impact, + 2 to pull punch, critica l strike on 
a roll of a natural 19 or 20 , + 3 to save vs psionic attack , 
+ 8 to save vs all types of magic, + 8 to save vs poisons, 
drugs, and disease, + 6 to save vs horror factor and is 60% 
to evoke feelings of intimid ation or trust and 86% to charm 
or impress. 

Skills of Note: Basic and advanced math , astronomy, navigation , 
land navigation , wilderness survival, identify plants and 
fruits, preserve food , cook , sing, at 98%. 

Art, demon and monster lore, swim , climb , pilot sailb oat , 
and radio: basic are all at 60% proficiency. 

Favorite Weapons: Uses none, exce pt under the most unusual 
of circ umstances. Relies entirely on her natural, psionic and 
magic powers. 

Armor: None 
Technology: Bennu is essentially indifferent to most technology, 

unless it in some way concerns psionics. She is ambivalent 
about techno-wizardry and hates bio-wizard ry. Although she 
has been know n to collect and study such devices (often 
consulting Thoth), as well as visiting retribution on people 
who she feels misuse these devices, Bennu has generally 
adopted a tolerant "live and let live" attitude toward technol 
ogy. She regards bionics and cybernetics with curio sity rather 
than with disgust. 

Money: The Phoenix hoards valuables of all kinds including 
magic items. Her treasure-trove is worth at leas t 2D4 x I 00 
million credits in gems and prec ious metals alone. Add another 
ID6X 10 million in magic and technolog ica l items, half of 
which she doesn't know how to use. 

Alliance s & Allies: The Phoenixi, Isis and the Gods of Light. 
Enemies: Primarily Set and Anubi s. She tends to view most 

evil supernatural creatures as the enemy. Bennu will not get 
involved in the battle with the Fo ur Horse men of the 
Apocalypse. 

Minions: Mainly the phoenixi, spirits of light and elementals. 
Description: A giant , beautiful bird of prey or a beautiful woman 

clad in a gown of feathers or with wings . 
Special Magic Weapon s: None 

Apis 
The Sacred Cow --------

A pis is the symbol of restoration, growth , and fert ility. She 
is the patroness of druid s, healers and clergy. She is very em
pathic in nature and communi cates through empathy and tele
pathy. A pis is fond of mortals and often assists them during 
times of troubl e. She is ext remely compassionate and motherly, 
especia lly towar d childr en, the elderly and the sick. 

Real Name: Apis 
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Alignment: Scrupul ous good 
Attribute s: LQ.: 15, M.E.: 25, M.A.: 20, P .S.: 36, P. P.: 2 1, 
P .E .: 25, P .B .: 18, Spd .: 77 (53 mph/ 85 km) runnin g. 
Attribute Notes: Her phy sical strength and all other attributes 
are at the supernatural leve l. 
Size : 18 feet (5 .5 m) tall , female, but can alter size throug h 

metamorph osis and frequently disguises herself as a hoofed 
animal. 

M.D.C.: 6500 
Horror /awe Factor: 15 
P.P .E .: 1400, I.S.P. : 900 
Experience Level: 15th leve l earth warlock and psionic. 
Natural abilities: Keen vision, nightvision 200 feet (6 1 m), see 

the invisible, knows all languages, te leport 90%, dimensional 
te leport 50%, metamorphosis at will (any hoofed animal), 
and she can summ on I D4 Ariel Spirits of Light. 

Priest or hea ler abilities include exo rcism 8 1 %, turn dead 
44% (affect ing I D6 x 10 dead at a time), remove curse 74%, 
hea ling touch (restores 4D6 S.O .C or hit points and can be 
performed twice per melee round), and bio-rege neration 
( 1D4 X 100 M.D .C. per minut e and can regrow a new limb 
within 48 hours). 

Vulnerabilities : Run e magic and magic fire inflict double dam
age! 

Magic Powers: All earth warlock spells leve ls 1-8 at 15th level 
proficiency. Opponents must roll a 15 or higher to save vs 
any of Apis's magic. 

Psionic Powers : I.S .P. 900, 20th leve l pro ficiency. Palladium 
RPG : All leve l I and 2 abil ities. Rift s : All healing and sensitive 
abiliti es, group mind block, and mind block auto-defe nse. 

Attacks Per Melee Round: Four hand to hand actions or psion ic 
attacks or two magic attacks . 

Restrained punch - 5D6 S.O.C. 
Full strength punch - 4D6 M.D. 
Power punch - ID4 X 10 M.D. 
Kick - 4D6 M.D . 
Head bull - 2D6 M. D. 

Bonuses: + 2 on initiat ive , + 6 to strike, + 8 to parry and dodge , 
+ 4 to roll with impact , + 4 to pull punch , cr itica l strike on 
a roll of a natural 19 or 20, + 5 to save vs psionic attack, 
+ 5 to save vs all types of magic, + 5 to save vs poi son and 
drugs, + 5 to save vs horror factor and is 60% to evoke 
fee lings of intimidation or trust and 50% to charm or impress. 

Skills of Note: Basic math , astro nomy, land navigation, a ll 
wilderness skills , herbology , holistic medic ine, identify plants 
and fruits, preserve food, cook , pilot sail and rowboats and 
horsemanship at 98%. 

Favorite Weapons: Apis can use ju st about any type of ancien t 
weapon , preferring blunt weapo ns. Tends to rely on her nat
ural , psionic, and magic powers. 

Armor : None 
Technology : Api s fee ls that technology is inherently wrong and 

destrnctive to nature . She will neve r use it , preferring to rely 
on her own form idable abilities and magic. Furthermo re, she 
disapproves of her followe rs using it and will try to persuade 
anyone willin g to listen to shun techno logy. However , unlike 
Amon, who rabidly seeks to destroy all technology, Apis 
relies on reaso n and gentle persuasion to impart her views. 
Peop le who do rely on high-tech equipment, espec ially her 
followers, will be regarded with sadness and d isapprova l, not 
scorn or anger . 



Money: Apis has little need or use for wea lth . I D4 million 
cred its worth of prec ious meta ls and j ewe ls are ava ilable to 
her . 

Alliances & Allies: Apis is highly regarded among druid s, earth 
war locks and the Ari el spirit s. She has a reaso nably good 
relationship with most of the gods in her pantheon, althou gh 
her anti-tech nology stance and other extreme views do ca use 
some probl ems. 

Enemies: She is the enemy of Set , Anubi s, Apepi , the jinn and 
all unnatura l and destructive forces. Like Ra, she sees all 
splugorth as ev il menaces, includin g Lord Sp lynncryth , but 
tends to fight only those who directly oppo se her or her 
champi ons. Api s is _busy in anoth er dimension and is unaw are 
of eve nts unfolding on Earth . 

Minions: Earth elemental s, the Ariel , druid s, and occasio nally 
the ga llu bull , ramen and phoeni xi. _ 

Description: She appears as a large cow- heade d woman in a 
flowing white gow n , with a gentle dispos ition. 

Minions of the Gods 

Minion s are creatures who serve as henchme n to the god s. 
Most of these henchmen have only a tiny fraction o f pow er when 
compared to the ir master s. As servant s, they are clo sely linked 
to a part icular god and are under his or her dire ct comm and . 
Although a worshipper can be used as a minion , they are not 
typica lly cons idered to be one. The minions of good gods wi ll 
tend to ~ predominat ely of a good or selfish alignment while 
the henchmen of evil gods will be of an ev il or selfish alignment. 

In their age-old battle between good and ev il, the pantheon s 
of Ra and of Taut have been aided and supported by other beings. 
In particular , Set , Anubi s, Ra and Isis are powerfu l summ oners 
who can call upon all sorts o f diver se beings for assista nce . 
Among the most commonly summ oned of these be ings are the 
jinn and other so-ca lled demons, supernatura l monsters, e le.men
tals , spirits of light , and some servitor races (the desc riptions of 
key races to follow). 

Monsters, Demons & Devils 
Demo nic creatures are used almo st exc lusive ly by the Gods 

of Darkness and the panth eon of Taut. Thoth wi ll occas iona lly 
use them, but does so rare ly. Although dev ils and demon s hate 
each other , they wi ll put aside the ir di fferences and work toget her 
out of fear of the powerful god(s) and a willingness to aid the 
cause of evil. The Egypt ian gods frequ ently use the jinn and 
gargoyles (Set's two personal favori tes), alu and worms of Taut 
(An ubis's two favor ites) , and the shedim . However, the old 
Egyptian gods and other deities ca n use virtually any number or 
type of beings to serve them. 

Sometimes the minion s of the gods are "known" monsters or 
demons, other times these be ings are aliens/D-bees or monsters 
from distant worlds or other dimen sions. In some cases, they 
are worshippers who willin gly serve their god(s). Under other 
circumstances, they may be a con quered people - enslaved and 
forced to do the biddin g of their master s. Minion s can also 
include all types of mon sters and supernatur al beings who have 

Special Magic Weapons 

1. Millennium Tree wand of dowsing and Staff of Earth. 
See Rifts England, pages 19 and 20 , for a complete descrip
tion. 

2. Magic herbs and potions : A pis can get or mak e ju st about 
any magic herb , tea or potion listed in Rifts England , with 
the except ion o f rare items. 
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struck an alliance with the god(s) for whateve r reason . In many 
instances , the minion s, parti cularl y of ev ils gods, are a combi 
nation of them all. 

Spirits of Light 
The Sp irits of Light are e lementa l being s sometim es consi

dered to be ange ls by hum anoids (see Rifts Conversion Book 
for complete desc ription s; also see the sec tion entitled The 
Gathering of Heroes in this book) . Their aid is frequently en
listed by Isis, Ra and other Gods of Light. The spirit s usually 
look forward to he lping benevol ent gods and other forces of 
good in the ir neve r-ending fight to ba lance out the ev il of the 
Mega verse. 

Elementals 
Gods and alien intelligences, both good and ev il, use the 

ambivalent beings known as elementa ls . Amon g the ancient 
Egy ptian gods, elementa ls are primarily used by the pantheon 
of Li ght. Ra, Api s, and Horus are all acc omplish ed warlock s. 
Bennu has a stran ge, qua si-warlock relation ship with elementals 
who consider her akin to a stepsister (a very unusual situat ion) . 
Eve n Isis has been known to call on element als for assista nce, 
although she prefer s workin g wit h the spirit s of light. Becau se 
of Isis's renowned consideration and kindne ss, warlock s do not 
resent her summoning eleme nta ls. 

Amon g the pantheon of Taut, it is Set and Amon who most 
common ly summ on and command e lemental s. Both also use 
demons and other supernatural being s as part of their mini ons. 
Set is an especially crue l master concernin g e lemental s (amon g 
other beings), but Amon has neve r objec ted to his action s, largely 
beca use she too can be a crue l mistress and she fears the power 

of Set. 



Minions - --- ---
optiona1 Player Characters 

Among the many other races of beings who have been entang
led in the affa irs of the gods, the Ramen, Tauton, Phoenixi, 
Crocodilli ans and Childr en of Amo n dese rve spec ial mention. 

Player characters that are based on any of these optional 
R.C.C.s are likely to be aberra tions from the norm ; i.e. genera lly 
evil beings may be good and therefore are likely to be considered 
loathsome renegades, mutants and traitors. Note: Only the Jinn 
should NOT be allowed as a player character. 

It is also interesting to note that the gods known as the Egyptian 
or Nile gods ofteri appear as giant human o ids with the heads of 
animals, particularly canines, felines and birds. Perhap s then it 
is no surpri se that these myster iou~ being s have an attraction to 
humanoids of an animal appeara nce. They will be especia lly 
fascinated by wolfen , coy les, dog boys and other mutant animals. 
This affinity may eve n lead Set and/or Anubis to North America 
to find and liberate the dog boys and make them their new 
minion s! 

Phoenixi 
The Children of Bennu 

- Optional Player Character R.C.C. 

Phoenixi , also known as Fire Birds and Th e Ch ildren of the 
Phoenix, are large humanoid , bird-lik e beings with human look
ing arms, legs, and body shape. The entire body is cove red with 
tiny red and go lden feathers - wings are flaming red . The head 
resembles that of a stork or crane with two long, go lden feathers 
as a crest. The crest can be raised or lowered to indica te danger 
and a readiness for combat. 

Legends suggest that the Phoenixi are the offspring of Bennu 
the Phoenix, but they are more likely crea tures of magic spaw ned 
in some other dimension. rf anyt hing, they are cousins to ihe 
spirits of light or fire elemental s. 

Most phoenixi have a high regar d for life and an incredible 
curiosity about other people and places. They enjoy travel, exp
loration and love to obse rve and study other peopl e. Long ago, 
the fire birds discovere d the secrets of ley lines and dimensional 
travel and left the shackles of their homewo rld to soar throughout 
the Megave rse. Over the eons, they have visited countless worlds 
and other dimen sions. As visitors, not inhabitants, most phoenixi 
explor ers have adopted the philo sophy of non-invol vement: av
oiding local politics, disputes and trouble no matt er what the 
consequence. Thi s may mean turning one's back on indigenous 
life forms that may be fighting, sick or in danger. To outsiders, 
the beautiful and frightenin g phoenixi may seem cold-hearted, 
uncaring, and removed from the people and events around them. 

Many phoenixi find themselves unabl e to remain completely 
impartial , espec ially when they have studied a people in one 
particular area for any great period of time (several month s or 
years). They may try to remain discrete and "most ly" imparti al, 
but will offer warnin gs , suggest ions, act as mediators between 
parties and hea l the sick or wound ed . 
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Some phoenixi disregar d the norm of neutrality entirely and 
will quickly befriend member s of the indigenous pop ulation . 
The se biased visitors take sides and gladly hea l, help and even 
fight at the side of their new acquai ntances. Under extre me 
circumstances, the phoenixi exp lorer may adopt a particular 
world as his home and live there for hun dreds of years, helping 
and defending the people that he or she has co me to care for. 
Note: The norm ally aloof and impartia l phoenixi considers 
friendship to be one of li fe's greates t gifts and they are incredib ly 
loyal and selfless when it comes to their few true friends. 

In the wars between the gods, phoenixi generally try to remai n 
neutral and act as mediators and heralds for the warring sides, 
or ju st plain avoid the mess entirely. Tho se who do get involved 
will usually jo in the side that has Bennu (whom the phoenixi 
regar d as their All-mother). Eve n those that remain oste nsibly 
impart ial will favor Bennu 's alliances and opinion s. Benn u en
courages the attitude of neutrality among the phoenixi to avert 
their slaughter by evil forces. 

The phoenixi who do get involved in wars between the gods 
commonl y prefer to take non-combativ e pos itions. They will 
alway s defend them selves and fight if the need arises. Some 
have even become warrior s of renown . However, no phoenixi, 
eve n the worst renegade, will eve r directly oppose or harm 
Bennu . 



Phoenixi R.C.C. (pronounced phee-nick-zee) 
Also Known As: Fire birds and Children of the Phoenix. 
Alignment: Any, but 40% are unprincipled, 20% are scrupulous, 
and 40% are some other alignment. 
Attributes: The number of six-sided dice rolled is as designated. 
I.Q. 2D6+8, M.E. 4D6, M.A . 4D6, P.S. 4D6 +2, P .P. 3D6, 
P.E. 3D6+ 12, P.B. 4D6 , Spd. 4D6 runn ing or flight 3D4 x 10. 
A supernatura l creature of magic. 
Mega-damage Creatures: 6D6 x JO M.D.C. 
P.P.E.: 3O4X 100 and add ten points per each additional level 

of experience. 
I.S.P.: 2D4 X I 00 and gets ten points per each addit ional level 

of exper ience. 
Horror Factor : 10: they tend to inspire awe and a little bit of 

fear because of their physical size, aloofness and inhuman 
appearance. Add a + 3 bonus when the phoenixi bursts into 
magic flame. 

Natural Abilities: Impervi ous to fire and heat, breathe without 
air, have keen vision (like a hawk), nightvision 200 feet (6 I 
m) , see the invisible, hea ls ten times faster than humans and 
are resistant to drugs and diseases (see P.E.). They tend to 
communicate telepathica lly but can also speak. 

The ability to burst into flames is an impress ive and 
frightening power; add + 3 to horror factor. The magic fire 
gives the character an addi tional 20 physical M.D.C. per 
level of experience, adds 2D6 M. D. to all hand to hand attacks 
and only burns what the phoenixi wants to bum - the sur
rounding area does not catch on fire. While eng ulfed in mystic 
fire, the bird peop le can unleash a bolt of fire : 3D6 M.D ., 
range I 00 feet (3 m) and counts as one add itional attack per 
melee round. 

The most amazing ability of the phoenixi is their power of 
instant bio-regeneration . These bird people can be on death 's 
door one moment, suffering damage up to -30 M .D.C., and 
suddenly be 100% healthy and refres hed - no scars, no 
stiffness, nor fatigu e. Mis sing limbs , eyes, and internal orga ns 
are regenerated in that same instant. This power can also be 
used to stave off starvation, dehydration and fatigue , enabling 
the creatures to go for I D6 x IO days without food, water or · 
sleep. Tota l regeneration and restoration can be performed 
once every 12 hours. Exac tly how this magic power works 
remain s a mystery. Many alchemist s and bio-wizards have 
experimented with these beings to recreate this astoundin g 
power, but all have failed (usually at the cost of the fire bird's 
life). 

Average Level of Experience: 1 D6 + 3 
Combat : Hand to hand: exper t averaging three to five hand to 

hand or psionic attack s per melee round, or 2 by magic. 
Bonuses: + 2 to initiative, + 20% to save vs coma/dea th , + 2 

to save versus all foreign chemicals (poisons, drugs, etc.), 
plus attribute and combat bonuses. 

Psionics: Telepathy , pyrokin esis, and all healing and physical 
psi-powers. Base I.S .P.: 2D4x JOO. 

Magic: The phoenix i know all fire magic spells, plus mystic 
portal, dimensiona l portal and close rift. 

R.C.C . Skills: Basic and advanced math ( + 30%), astronomy 
( + 10%), land navigation ( + 20%), navigation ( + 20%), wil
derness survival ( + 10%), intelligence ( + JO%), reads and 
speaks Dragonese ( + 20%) speak Gobb lely ( + 20%), hand 
to hand: expert, plus select two ancient W.P.s, select one 
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modern W .P., select two technical or science skills and two 
communi cations or rogue skills . Five seco ndary skills plus 
one additional Earth language can also be selected from any 
category except electrical, mechanica l, medical , and pilotin g. 

Average Life Span: 900 years. 
Habitat: Prefe r forests, wilderne ss and places where they can 

fly and enjoy nature, but can live anyw here. Small groups 
of fire birds are known to live in Africa , the Phoenix Empire, 
India and Asia. 

Allies: Generally speakin g, Bennu and other champi ons of good, 
but they try to maintain neutrality and avo id conflict. An 
individual phoenixi can strike up a friendship with just about 
any crea ture. 

Enemies: Good characters may oppose the Gods of Taut and 
the forces of evil, ju st as evil characters may oppose or fight 
the forces of good, otherwise the average phoenixi maintain s 
an overt neutrality. 

Size: 10 to 14 feet (3 to 4 .3 m) tall. 
Weight: 400 to 700 pounds (I 80 to 315 kg). 
Technology: Most phoenixi have little interest or use for techno l

ogy. They are primal creat ures who enjoy life and exp loration. 
They do not build or study . Howeve r, they do like light 
energy weapons and too ls, partic ularly laser weapo ns and 
vibro-blades. They may also use magic weapons, but most 
only carry one or two trusted weapons and try to avo id conflict. 
Phoeni xi never wear armor . 

Cybernetics: Don 't need or want them. 
Note: Phoenixi exp lorers typically travel alone, in pairs, or small 
groups of ID4 +2. As a race of peop le they are believed to be 
rare, but nobody knows for certain . It is possible that there are 
billion s of these beings througho ut the Megaverse, but this is 
not likely. Most scholars believe there are only a million or so 
in the cosmos. 

Ramen 
The Knights of Ra - Optional R.C.C. 

Legend has it that ten millennia ago, in another dimension, 
two races - one feline, the other reptilian - fierce ly battled 
for the supremacy of their dyin g planet. Although affec ting the 
fate of million s of lives, this war , in itself, would have meant 
little in the cosmic scheme of things had it not been for the 
interve ntion (some say "interference") of the gods. 

Although much information has beco me garb led through the 
years , the gist remains the same: As the warring races each 
sought to destroy the other, the beings human s have come to 
know as The Egyptia n Gods came upon them and offered them 
salvation and power in exchange for fealty. The barga in was 
struck and the destinies of the two races were forever changed, 
each empowered by their patron deities and made more dead ly. 
Even their original names wou ld be lost in the mists of antiquity. 
Hencefo rth, the felines who entered into the serv ice of Ra's 
pantheon would be known as Ramen and the reptil ians now 
serv ing the pantheon of Taut would be ca lled Tautons. 

No longer would their batt les be confined to their homewo rld . 
From that day forward, the Megave rse became their battlefie ld . 
In the service of the Egyptian Gods of Light and Darkness, they 
have been involved in countle ss battles and have helped to save 
or destroy many peop le. 



The feline warrior race in the service of Ra are known as the 
ramen (pronounced rah-men) . The se humanoid felines are some
times confused with the kinnie-ger and werepanther s, alth ough 
they are far more noble look ing, giant , have the features of an 
African lion (male or female) and are alway s tan in color. Ramen 
seldom engage in battle unless attacked first or ordered to do so 
by a deity from the pantheon of Ra . Most are brave, compassion
ate, and considered to be valia nt knight s or warriors in the service 
of Ra and the God s of Light. 

Ramen R.C.C. (pronounced Rah-men) 
Alignment: Any , but 50% are principled, 40% are scrupul ous 
and only 10% are somethin g other. 
Attributes: The number of six-sided dice rolled is as designated. 
I.Q . 3D6+3, M.E. 5D6 , M.A. 4D6, P.S. 6D6, P.P . 4D6 , P.E . 
5D6, P.B. 4D6, Spd. 4D6. Considered to be a supernatural 
creature. 
Mega-damage Creatures: ID4 x 100 M. D . C . 
P.P .E .: ID6 x 10+40 and add six point s per eac h additional 

leve l of ex perience. 
I.S.P.: 1 D6 x JO+ 40 and add I D6 + I per eac h additional leve l 

of experience. 
Horror Factor: 12: they tend to inspire fear in evil beings, but 

reassu re good creatures. 
Natural Abilities: On ly take half damage from all forms of 

psionic attacks and are imperv ious to mind control, nightvi
sion 70 feet (2 1 m), heal twice as fast as hum ans, and are 
resistant to disease. 

Average Level of Experience : ID4 + 3 
Combat: Marti al arts and boxing, averaging four to six hand to 

hand melee round attacks , or 2 by magic. 
Bonuses: + 3 to initiativ e, + I on all saving throw s, plus attri 

bute and combat bonuses. 
Psionics: Standard Psi-Powe rs: Empathic transmission (super), 

em pathy, presence sense, night vision , bio-rege neration , mind 
block and the spec ial power of empath y with animals. Base 
I.S.P.: ID6 X 10+40. 

Psionic Empathy with Anima ls (special) 
Range : 10 feet (3 m) per level of experience. 
Duration : IO minutes per leve l of experience. 
I.S.P .: 5 to empat hically control animals. The affin ity with 

animal s is automatic and costs no I.S. P. 

Ramen have an affinity with animals of all kinds similar 
to that of the psi-stalker. Domestica ted animal s wi ll always 
take an immediate liking to the character and will do their 
best to please him ( + 20% bonu s to ride or work with any 
domestica ted animal) . 

Wild animals will react to the ramen as if he were a fellow 
wood land crea ture, allow ing him to walk among them without 
fear. This allow s the ramen to operate in the wilderness with
out causing animals to react to his presence; bird s do not fly 
away, anima ls do not run , and therefo re, do not indicate a 
character 's approach . Eve n watchdogs will not bark at the 
presence of a ramen. 

Ramen not only have an empath y with anima ls but they 
also have a limited control over them. They can psioni cally 
touch a specific animal and evoke fear or submi ssiveness. 
Fear will repel an animal , causing it to run in the opposite 
direction (not attack). Submission causes the anima l to regard 
the raman as its superior . The submissive anim al will not OSTEN/ 5!ENiB!EOA • 93 
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attack for any reaso n, allow the character to touch it or sit 
next to it, and will follow his lead, i.e . run with him , attack 
those he attacks, and similar. 

Note: The spec ial rapport that the ramen share with animal s 
g ives them a grea ter respect and appreciation of them. Thus , 
a ramen will try to never hurt or kill any animal unnecessa rily. 
He will hunt on ly for food and trea t animals with gentleness 
and consideration. 

Magic: 40% are effec tively mystics, exce pt select only 4 spells 
at first level and 2 spells at second level and every leve l 
thereafter. P.P.E.: 1D6x 10+ 40 +6 per each level ad
vanced. 

R.C.C. Skills: Basic rpath ( + 20%), reads and speaks Dragonese 
( + 20%) speaks Gobblely and ancient Egyptian ( + 20%), 
hand to hand: martial arts , climb ( + 10%), prowl ( + 10%), 
track (+ 10%), intelligence (+20%), wilderness survival 
( + 10%), horsemanship ( + 15%), plus select two additional 
physical skills, select three ancient W .P.s, selectthr ee modern 
W.P.s , select two technical or communi cations skills. Five 
secondary skills, plus one addition al Earth language, can also 
be selected from any category except electrical , medical, and 
science. 

Average Life Span: 250 years. 
Habitat: Prefer forests and wilderness, but can live anywhere. 

There are a few tribes of Ramen living in Africa, Turkey , 
Afghanistan and India. The average tribe has 3D4 x IO mem
bers. There is even a group of renegades (57 members) living 
in Egypt that belong to the death cult of Pharaoh Rama-Set 
- all are loyal to the Pharaoh. 

Allies: The Egypt ian Gods of Light and other champions of good. 
Enemies: Supernatural monsters , demons, and all creat ures of 

evil. They are the archene mies of the tautons and will attack 
them in preference to any other adversary. Although they 
oppose the forces of Taut , Anhur holds a special relationship 
(see below). 

Size: 12 feet (3. 6 m) tall 
Weight: 750 to 900 pounds (337.5 to 405 kg). 
Technology: Rarnen love technology, especia lly weapon related 

techno logy, althou gh they seldom design, build or manufac 
ture any themselves. They love high powered energy 
weapons, rail guns, power armor and techno-wizard weapon s 
and combat items. 

Cybernetics: Many have I D4 cybernetic implants and bio-sys-
tems but none will undergo even partial bionic reconstruction . 

Note: Although many of the detai ls of their origin have been 
lost through time , many ramen believe that the lion-headed 
Anhur, once a god of light and an ally of Ra's, is their progenitor. 
Many foster the hope that Anhur will someday return to the 
cause of good and lead his people . As a result, many ramen 
respect Anhur and oppose him with great reluctance. 

Anhur, who is noble in his own way, has repeatedly denied 
any kinsh ip with the ramen. Despite his prote sts, the fact remains 
that on numerous occas ions Anhur has gone to great lengths, 
even oppos ing his allies, to protect or defend ramen champions. 
Anhur's motivation under these circumstances was a matter of 
respect for courage, strengt h , nobil ity and honor in great warriors 
rather than any feeling of kinship . This confusion has caused a 
comparatively smal l number of about I 0,000 ramen to join Anhur 
and serve as loyal members of his army (most of these warrior s 
are I D4 + 6 levels in experience and aberra nt or unprincipled in 
alignment). 
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Approximate ly two milli on ramen warriors act ively serve the 
gods in the Pantheon of Ra. They are frequently seen in µie 
company of Ra, Isis, and Horu s. An additional 20 million ramen 
are scattered throughout the Megaverse. 

Tautons - The Minions of Set 
Optional R.C.C. 

The ancient enemy of the ramen are the Tautons (pronounced 
"taw-tuns"). They are a race of powerful , giant humanoid s with 
crocodile- like heads and scorpion -like tails. The y were once a 
major force among the minions in service to the pantheon of 
Taut. Howev er , the evil gods used the tauton s foolishly in reck
less combat and campaigns destined for failure . The once mighty 
tauton s, who once seemed on the verge of destroying their ancient 
rivals, the ramen , have been reduced to the ranks of the forgot 
ten outcasts. Their numbers have been depleted from tens of 
million s to an estimated 2.2 million (and that number may be 
high by 20%) ! To make matters worse, through no fault of their 
own, tauton s have lost the favor of Set. This has made them 
bitter and more cruel than eve r. When they are occasiona lly 
ca lled upon by the gods, especia lly for combat, these brutal 
crea tures fee l they have something to prove and fight like relent
less madmen. They are merciless and cruel in the extreme, 
especially toward the ram en and all Gods of Light, whom they 
feel are responsible for their fate. 

The depths of the hatred that brews within the tautons borders 
on obsess ion . They crave to destroy their most hated of enemies 
and the gods they serve . Consequentl y, they will gladly work 
with any dark force and plot to draw the ramen and the Gods 
of Light into the battle against the Apoca lypse demons. Once 
the forces of good are embroiled in the conflict, the tautons will 
strike at them from the shadows, using hit and run tactics to 
diligently protect and help the Four Horsemen on their terrible 
quest of destruction . Set and the other dark gods will find their 
initiative amusing and allow the tautons a free hand in this affair. 
The plot may even succeed in recapturing some of their lost 
glory of old and elevate them to a more favored place among 
the minions of Taut. 

Tautons R.C.C. (pronounced: taw-tuns) 
Alignment: Mainly diabolic and miscreant evil or anarch ist for 
villain s! Any unprincip led or good tauton is an aberration and 
an outcast. 
Attributes: The number of six-sided dice rolled is as designated . 
I.Q . 3D6, M .E. 3D6, M .A. 3D6, P.S. 6D6+6, P.P . 4D6 , P.E. 
5D6, P.B. 2D4, Spd . 6D6. Considered to be a supernatura l 
being. 
Mega-damage Creatures: 1D4 x 100 M. D.C. 
P.P.E.: 1D4 x ·100 and adp 10 points per each additional level 

of experience. 
I.S.P .: None 
Horror Factor: I 1 
Natural Abilities: Nightvision 70 feet (2 1 m) , see the invisib le, 

resistant to heat, fire and co ld (takes half damage), metamor 
phosis into large poisonous snake, swim 98%, hold breath 
for 3D4 minutes , see well even in murky water, and heal 
twice as fast as human s . 

Average Level of Experience : I D4 + 2 
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Combat: Martial arts and boxing , averaging four to six (plus 
tail strike) hand to hand melee round attacks, or2 by magic . 

The stinging scorp ion tail adds one melee attack per round, 
inflicts 1D6 M.D . from the sting and injects venom in its 
victim . The poison causes 4D6 M .D. per melee round ( 15 
seconds) to mega-damage creat ures or I D6 x 100 S.D.C./h it 
points to humans and other non-mega-damage creatures (the 
poison is meant for mega-damage beings). The poison lasts 
in the syste m for 2D4 melee round s inflicting damage each 
melee. A success ful save vs poison mean s the character suffers 
a mere 30% of the dama ge. 

Bonuses: + 3 to initiative, + I on all sav ing throw s, impervious 
to poisons and + 2 to save vs drugs, plus attrib ute and combat 
bonuses. 

Psionics: None. 
Magic: All tautons are knowledgeable in the ways of ley line 

magic. Tautons begin with seve n spe lls selected from levels 
1-4. At seco nd leve l, three more spell s are selected. At leve ls 
four , seven, nine, twelve and fifteen, se lect three addit iona l 
spe lls from levels 1-9. Base P.P.E.: ID4 x 100 + 10 points 
per each level of experie nce 

R.C. C. Skills: Basic math ( + I 0%), reads and speaks Dragonese 
( + 20%), speak s Gobb lely and ancient Egyptian ( + 20%), 
hand to hand: martial arts, prowl ( + 10%), track human oids 
( +20%), track animals ( + 10%), intelligence ( + 10%), wil
derness survival ( + 20%), plus select two additiona l wilder
ness sk ills, select two esp ionage or rogue skills ( + 5%), select 
three ancient W.P. s, select two modern W .P.s, select two 
technical skills and two communica tions skills. Five secon
dary skills plus one additional Emt h language, can also be 
selected from any category except electrica l, medical, and 
science. 

Average Life Span: 200 years. 
Habitat: Prefer deserts (yes deserts) and forests with a body of 

water near by, but may be found anywhere. A few thousand 
serve Pharaoh Rama -Set and others are scattered throughout 
Africa. 

Allies: The Egyptian Gods of Darkness and other villains, includ 
ing the Four Horsemen of the Apoca lypse. They also tolerate 
and sometimes team-up with the Worms of Taut. 

Enemies: Gods of Light and all forces of good. They arc the 
arch-enemies of the ramen and will attack them in preference 
to any other adversary. 

Size: 11 feet (3.35 m) tall 
Weight: 600 to 900 pound s (270 to 405 kg). 
Technology : Tauton s like all types of weapo ns, includin g those 

that use modem technology. They love high-power ed energy 
weapons, rail guns, power armor and techno -w izard weapons 
and other comba t items. However, tautons prefer to use magic 
weapons, vibro -blades and bladed weapons. They also like 
suits of heavy mega-damage body armor ( 120 M.D .C.) that 
are worn by many. 

Cybernetics: Few have any cybe rneti c implants of any kind. 

Note: As odd as it may seem, the crocodi le god, Sebek, will 
have nothin g to do with these creature s. 



Children of Amon 
Optional Player Characters 

The minions of Amon the Hidd en One are all misshapened 
monsters. Most have been crea ted by her throu gh the use of 
magic, bio-wizard organisms, or mental and phy sical torture. 
60% were once ordinary humans and D-bees before they ran 
across her path. Of these mortal minions, 75% are unwilling 
slaves. Sad ly, there are a small number (25%) who gladly serve 
their mistress of evil . The se are her favorite s and are given more 
freedom , power and reward s than any of the other s - however, 
it cannot be said that Amon trusts anybody. Those who betray 
her are tormented for a long time and even when they beg for 
death, she will seldom grant it . Consequently, runawa y slaves 
or those accused of wro ngdoing will ~ill themselves rather than 
face her wrath . 

About 40% of Amon 's minion s are disfigured mutant s or 
members of ugly monster races . Members of races that worship 
and willingly serve the Hidd en One typicall y includ e boog ie
men, gob lins, gigantes, harp ies , melech , and to a much lesse r 
degree, ores, ogres, trolls , and loogaroo s. 

In addition , there may be present a handful o f hideou s super
natura l monsters willing to work with the mistress o f evil as 
friend s or assoc iates. These allies can includ e the goqua , malign
ous, death weaver spider demon , gorgon, or Lord Sp lynncryth 
of Atlantis and his minion s. She may also use a few fire elemen 
lals. tautons, boschala, malignous, lasae, and/or tectonic entities 
as guards , warr iors, or attack animal s. 

As stated previously, the Children of Amon are her disfigur ed 
and mutat ed creations. These beings can be virtually any 
humanoid race and could have been of any O.C .C. and human oid 
R.C.C. s such as psychics. When one become s a slave of Amon , 
there are few opportunities to deve lop sk ills so grow th in experi
ence leve ls stops. 

The following is the typica l breakdown of the most common 
racial types that serve as the Children of Amon. 
25% Human s 
15% Human looking D-Bees 
14% Other non-human but attract ive D-Bees 
3% Titan s and other hand some giants 
2% Elves 
I% True Atlanteans (human s) 
*40% Monster races 
* Prima rily boog ie-men, gob lins, gigantes, and harpies, with 
a handful of other monstrous humanoids. 
Note: Typica lly Amon has 2D4 X I 0 ,000 minion s in her home 
dimension at any given time, not including worshippers on many 
worlds, including Earth . However, she seldom takes more than 
1D4x 10+ lO on her travels. 
Basic Character Data: The character 's statistics are limited to 

generalities, followed by the descriptions of Amon 's three 
favorite and most disfiguring or impairing bio-wizard micro
bes or para sites: the transfortifier microbe s, chest amalgamate 
parasite or zombitron . Note that the Hidden One uses many 
different types of bio-w izard microbes and parasites on her 
minion s. 

Alignment: Slaves can be any alignment, although a majority 
(60%) have had their spirits crushed by Amon and her 
monsters and are coward ly or self-serv ing anarchist characters 
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and will avo id helping others. Slaves whose spirit s have not 
been broken , may try to help heroes and new slaves. Willing 
servants will be of an ev il, occas ionally anarchist, alignment. 

M.D.C.: Varie s with the individu al crea ture/races and the type 
of parasite or microbe used on the character. 

Average Horror Factor: 2D4 + I as a result of the disfigurem ent 
and effects of the bio-wi zard ry. 

Average Level of experience: Varie s, I D6 leve l 
Natural Abilities: Varie s 
Combat: Varies, typically three or four physical melee attack s 

or psionics. Few of Amon 's minion s or slaves have magic 
powers. 

Damage: Varies with the type of character and skill s. 
Bonuses: Varies depending on the character, experie nce, skills 

and bio-wizardry organism . 
Psionics: Var ies , but there are few master psionics. 
Magic: Few of Amon's minion s or slaves have .magic power s. 

The few that do seldom adva nce beyond fourth leve l. 
P.P.E.: Varies , most are under 20 point s. 
Skills : Var ies. The majorit y will have few or only basic skills. 

Amon's Favorite & most commonly used bio-wizard or
ganisms: 

1. Transfort ifiers 
The organism: Microbe 
Host type: Most any animal, humans and D-Bees; will not work 
on supernatural creatures . 
Note: This is Amo n 's second favorite. 
Host Environme nt : Entire body , skin , internal organs, nervous 
syste m. Typically inhaled with a snuff -like substance or injected. 
Reproduction: Continually for years. 
Hit Points: Not app licable 
Average Life Span: Tlu·ives in the human body for 20 + ID6 
years - when they die, the host body die s. 
Alignment: Not app licable. 
Powers: Microbes mutat e the body , turnin g it into a super pow
erful creature. 
• Tra nsforms the body into an M.D .C. structu re. The skin 

becomes tougher and thicker, like the hide of a rhinoceros. 
Start with I 10 M.D.C. and add 1D6 x IO more M.D. C. for 
each leve l of expe rience or ten yea rs, whicheve r comes first. 

• Imp ervious to the co ld and heat, eve n magic co ld or fire and 
plasma blasts do no dam age. 

• Add six inches to height (0. 15 m or 152 mm ) per each level 
of experience or every 20 years. 

• P.S. is considered to be supernatural, plus add 2 points to 
P.S. per each level of experience. 

Bonuses: + 4 to save vs poison , tox ins, drugs, and gases. + 10% 
to save vs coma/deat h. + I save vs magic, + 2 save vs horror 
factor. 

Side Effects: 
• The rhinocero s hide skin is heavy : add 100 lbs (45 kg) for 

every level of experience or 10 years. 
• The body also gets prog ress ively misshapen: fingers become 

thick and less sensitive (all the skin is less sensitive) , the 
sk in is cove red in pale blotches and deve lops thick folds, 
like a rhin o's. The ridge over the eyes is much more pro
nounced , facial features are less defined and the skin under 
the neck become s thick and saggy. Reduce P.B. one point 
per every leve l of experience or ten years - stop at P .B . 3. 



• Skills are - 10% due to lack of sensitivity. 
• Gets slower: reduce Spd by two points per level of experi

ence. 
• Gets heavier, bulkier , taller , uglier, slower, eventually can

not move, internal organs all get hard, brittle - dies about 
22 years after the initial exposure . 

Size: Microscopic. 
Means of Elimination: The following are applicable only within 
the first two months of exposure. There is a 1- 15% chance that 
a purirobe will destroy the infection (can try as often as every 
two days). Or a 1-30% chance that a magic restoration will kill 
the parasites. After two months, the transformation is permanent 
and irreversible by.any means. No known cure. 

2. Chest Amalgamate - a.k.a. Chest Thing 
The organism: A creature that res~mbles a giant crab when it 
is not attached to a symbiotic host body. It is not intelligent by 
human standards but possesses a high animal intelligence and a 
powerful instinct for survival. It will fight to protect its symbiotic 
partner, for if one dies the other dies. 
Note: This is Amon's favorite! 
Host type: Humanoids and intelligent beings of a.II kinds. 
Host Environment: A horrible creature that attaches itself to 
animal's chest and completely links itself to the host body, 
attaching to lungs, veins and tissue. It breathes the same air, is 
circulated with the same blood, feeds on the same nourishment 
- They become one! 
Hit Points: A mega-da mage creature with 4D4 x IO+ 20 
M.D.C.; once linked , the creature and the host body both share 
the M.D.C. 
Average Life Span: 90 years. 
Alignment: Effectively anarchist, although protective of its part
ner/host. It has no goals or desires other than survival. 
Powers: The host body becomes a mega-damage creature (see 
hit points) and is provided with additional abilities for the purpose 
of self-preservation (the chest amalgamate needs the host body 
to live). The amalgamate can induce chemicals into its partner's 
body Lo enhance its performance and endurance, similar to a 
juicer. When the creature feels iUthey are threatened, it can 
provide any and all of the following. 
• Hyper-Reactions: + I on initiative, + I to strike and dodge, 

doubles speed, adds one melee attack, and can leap an addi
tional four feet ( 1.2 m). 

• Warn of danger (growls and moves) and will wake up its 
host body if sleeping. 

• Never fatigues and needs little sleep (four hours). 
• Deaden pain: Body does not suffer the penalties from injury. 
• Increased healing: Twice as quick as normal. 
• Impervious to poisons, dmgs, and gases. 
• Impervious to disease. 
• + I to save vs magic. 
• + LO% to save vs coma/death . 
• Adds 20 years to life expectancy of the host body. 
Note about the creature: It has a mind and will of its own and 
will remain active even if the host body is incapacitated. How
ever, the chest amalgamate knows no skills and responds to 
instincts; high animal intelligence. Combat: Four attacks per 
melee using the retractable tentacle (5 fUI .5 m reach). Damage: 
retrained strike 206 S.D.C., full strength strike 1 D4 M.D., bite 
ID4 M.D. plus 606 S.D.C (306 if a mega-damage creature) 
from poison (roll to save). Or it can bite and hold on to an 
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opponent, or entangle with tentacle, and pull its victim toward 
the big chest mouth. Bite from chest mouth is ID6 x JO S-.O.C. 
or ID6 M.D. plus 2D6 x 10 S.D.C. (or 6D6 M.D.) from poison. 
The chest thing is impervious to poison and dmgs, is + 4 to 
save vs magic, psionics, and horror factor. 
Bonuses: See powers. 
Side Affects : Body is physically deformed and this horrible 
looking creature is a permanent fixture (it's hard to get girls 
with a monster in your chest). Also add I 00 lbs ( 45 kg) to weight 
and must eat twice as much. The creature also craves blood from 
time to time, requiring the host body to kill an animal and let 
the tentacle bite into the body to eat the intestines and drink the 
blood - a grisly sight. 
Size: Covers the entire chest and the tendrils weave along the 
neck and body like vines. 
Means of Elimination : None! To kill the creature is to kill the 
host body. 
Note: The creature will allow other parasites or symbiotic or
ganisms to share its host body as long as the organisms do not 
harm the body. 

3. Zombitron 
The organism: This parasite looks like a fuzzy tennis ball with 
eight tiny, black legs. It typically attaches to the head, neck, or 
spine of its host body . ln the wild, scores of Zombitrons may 
attach themselves to the same body and feed on it. The horrible 
little creatures draw on the nutrients of the host body until it 
dies, and then move on to find a new host. They are excellent 
climbers, and have the following abilities: climb 82%, prowl 
50%, swim 40%, spd climbing and mnning 2D6, +4 Lo roll 
with impact or fall. 
Note: This organism is used only on the most dangerous of her 
slaves - less than 20% of the overall population of minions. 
Host type: Most any animal , humans and D-Bees . 
Host Environment: Head , neck and spine of the host body. 
Reproduction : Reproduces once annually, giving birth to I 06 
live young. 
Hit Points: Two each. 
Average Life Span: Five years. 
Alignment: Effectively selfish in a mindless way. 
Powers : None for the host body. The tiny creatures place the 
host into a zombie-like trance so that they can feed on it. The 
typical human host can live for 1 D4 months before perishing 
from starvation. While in the zombie state, the host will obey 
any command given to it, at least within its limited capacity. 
The trance is so debilitating that the zombie can do little more 
than walk, hold and carry things, hold doors shut or open, drink 
and eat. Melee actions are reduced to one per melee and the 
zombie has no combat bonuses. 
Bonuses : None. 
Saving Throws: Intended victims can try to save vs becoming 
a zombie, however they must roll a 15 or higher and are - 2 Lo 
save per each zombitron beyond one. Roll to save once every 
melee. Once entranced as a zombie , no more saving throws are 
allowed. The zombie will remain entranced until all the zombil
rons are removed . Thankfully , the victim of the zombie trance 
does not remember anything that happens while entranced. 
Side Effects: Being temporarily turned into a zombie for as 
many as seven days inflicts no permanent damage other than 
possible malnutrition and dehydration (which can be avoided if 
the slave master makes a point of feeding the zombies). Pro-



longed entrancement as a zombie will cause weakness, malnut
rition and dehydration which can lead to fatigue, sickne ss and 
death . 
Size: About the size of a tennis ball. 
Means of Elimination: Can be easily pulled off using protectiv e 
gloves, a tongs or knocked off with a stick - ju st don ' t let them 
climb up or drop on you . 
Note: Zombitrons are mindless creatures oblivio us to other or
ganisms. 

4. Mixed 
The organism : In some cases, Amon will physically mutilate 
the characte r 's features through tortu re and magic curses or bio
wizard reconstruction (by way of disfiguring claws, plate body 
armor, and horns or spike placed on the head or face; no combat 
advantage for the latter) . Then she inflicts the character with 
two or three of the following organism s: Brain feeder , mind 
slug, lobee-op tus, oplos , elom or aquarobe. Only about 16% of 
her minions are of the "mixed " variety. Note: It seemed pointle ss 
to reprint them all here. See Rifts Atlantis for full details. 

The Minions 
of Sebek 

J<. SIEMS tEOA - ~3 

Crocodillians 
- Optional Player Character R.C.C. 

Crocod illians are indigenou s to an alien dimension where they 
were becoming extinct due to a changing env ironment and in
creasingly aggressive predators (both animal and intelligent). 
The outcast god Sebek found them and rescued several hundred 
thousand. The crocodi llians found that Sebek was a kindred 
spirit and out of gratitude and friendship have loya lly served as 
his minions ever since. Unlike most of the evil gods who see 
their minions as cannon fodder, Sebek has a genuine love and 
conce rn for these beings and never risks their lives foolish ly. 
Likewise, he will alway s try to avenge the deaths of his people, 
especia lly brutal or maliciou s acts of murder. He has brought 
thousands of crocodillian s to live on Earth , distributing them 
mostly in the rivers of Africa and India. 
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They are intelligent crocodi le-like D-Bees that crawl on all 
fours, run surpri singly fast , especial ly in short spurts , and swim 
like lightnin g. Crocod illians can stand erect on their two rear 
legs but cannot walk more than a few paces before falling back 
on all fours. They are fau;Jy smart creatures and are fasc inated 
by techno logy. 

As far as society, they are sim ilar to their animal counterparts, 
living, swimming, hunting, eating and playin g in lakes and riv
ers. The typical community of crocodillian s will have 3D6 x 100 
member s, small communitie s only 3D6 x 10 and the largest may 
have 3D6 x 1000. Croco dilli ans are never molested by crocodi les 
and live among them on Earth. They feed mainly on animals 
and fish, but do occas ionally eat the rema ins of vanquished 
opponents. 



Crocodillian R.C.C. 
(pronounced: crock-oh-dil-ee-in) 
Alignment: Any, but most are anarchist, unprincipled, miscreant 
or aberrant. 
Attributes: The number of six-sided dice rolled is as designated . 
I.Q . 2D6 + 4, M.E. 3D6, M.A. 3D6, P.S . 2D4+28 , P.P . 4D6, 
P.E. 5D6, P.8 . I D6, Spd. 4D6 + 10 running and doubled swim
ming. Considered to be a supernatural being. 
Mega-damage Creatures: 4D6 x 10 M.D.C . plus 10 M.D .C. 
per level of experience. 
P.P.E.: 2D4 x 10 base. This makes them prime targets for psi

stalkers and other creatures that feed on potential psychic 
energy. 

I.S. P.: 3D4 x JO plus ID6 + I per level of experience. 
Horror Factor: 11 
Natural Abilities: Nightvision 200 feet (61 m), see the invisible, 

infrared vision enabling the character to see clearly in the 
murkiest of water, resistant to heat, fire, cold, poison and 
drugs (half damage and duration), track by blood scent 82%, 
climb 45%, prowl 30% on land or 70% in the water, swim 
98%, hold breath for 4D4 minutes, and heals twice as fast 
as humans and four times faster when in the water for more 
than six hours. 

Vulnerabilities: They can survive out of water for eight hours 
without ill effect. After that time they begin to dehydrate and 
need to be submerged or dowsed in water (shower or rain) 
for a minimum of three hours, longer is better. Remember 
they are aquatic reptiles. Dehydration causes crocodillians to 
become weak and die in a matter of days. Penalties: reduce 
speed by 50%, all combat bonuses and saving throws by 2 
points and skill proficiencies by I 0% for every day of dehyd
ration. All effects are cumulative. After six days, the creature 
will lapse into a coma and die unless he is placed in life 
giving water. Even then, roll to save vs coma and death 
( + 10% when in water). 

A veragc Level of Experience: I D4 + 2 
Combat: Natural predator. 
Attacks Per Mclee Round: Three at first level, add one at levels 

three, five, nine, twelve and fifteen. Can substitute or mix 
psionic attacks for/with the physical. 

Restrained claw strike - 5D6 S.D.C. 
Full strength claw strike - 4D6 M.D. 
Power punch - I D4 x 10 (counts as two attacks) 
Tail strike - 4D6 M.D. 
Bite - 3D6 M.D. 
Head butt - ID6 M.D. 
Pounce attack - 4D6 M.D. plus a 75% likelihood of 

knocking human-sized opponents down and a 50% likelihood 
of pinning him (no attacks); reduce those numbers by half when 
pouncing on opponents 15 feet (4.6 m) or taller. Counts as two 
melee actions. The pounce attack is usually performed by stand
ing erect and then pushing or leaping forward (yes they can leap 
short distances; 2D4 feet). 
Bonuses: + 3 on initiative. + 2 to strike, parry and dodge -
double when in or under water, plus attribute bonuses (don't 
double these). Also + 3 to save vs horror factor. 
Psionics: They don't trust, like, study or use magic - but all 

possess psionics. I 0% are mind melters and 5% are mind 
bleeders! The remaining 85% are master psionics with the 
following abilities: 
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Hydrokinesis, P.P.E. shield, plus select four powers from 
the sensitive category, two from healing, and psionic empathy 
with reptiles. Two additional sensitive and one healing power 
can be selected at levels five and ten. 

Psionic Empathy with Reptiles (special) 
Range: 10 feet (3 m) per level of experience. 
Duration: 10 minutes per level of experience. 
I.S.P.: 5 to empathically control reptiles. The affinity with 
reptiles is automatic and costs no I.S .P. 

Crocodillian have an affinity with reptiles that' s virtually 
identical to the ramen 's rapport with animals. Crocodiles, 
caiman, alligators, snakes and other reptiles always take an 
immediate liking to the crocodillians and will allow them in 
their company and play with and protect them. +2 0% bonus 
to ride crocodiles or large reptiles including reptilian di
nosaurs. This allows the crocodillian to operate in the wilder
ness without causing reptiles to react to his presence. 

They can also psionically touch a specific reptile and evoke 
fear or submissiveness. Fear will repel the creature, causing 
it to run in the opposite direction (not attack). Submission 
causes the animal to regard the crocodillian as its superior 
and will obey simple telepathic commands such as attack, 
flee, hide, etc. 

Note: The crocodillians never hurt or kill any reptile un
necessarily. 

Magic: None; avoid using even magic weapons. 
R.C.C . Skills: Basic math ( + 10%), reads and speaks Dragonese 

( + 20%) reads and speaks Euro ( + I 0%), speaks Gobblely 
and ancient Egyptian ( +2 0%), track animals ( + 10%), land 
navigation ( + 10%), water and underwater navigation (same 
basic skill , different environment, + 20%), wilderness survi
val ( + 20%), plus select two additional wilderness skills or 
rogue skill ( + 5%), select three technical skills ( + 10%) and 
select three weapon skills. Six secondary skills are also 
selected at level one and two more at levels four and eight. 
Select from any category except electrical, mechanical, med
ical, physical and science. 

Average Life Span: 300 years. 
Habitat: Rivers, swamps and lakes anywhere except in cold 

climates. A hundred live in the Nile and several hundred 
more inhabit the rivers of Africa, often hidden among normal 
crocodiles. All serve as spies, helpers and messengers for 
Sebek. 

Allies: Their only formal alliance is with the Egyptian God, 
Sebek. They also like the company of crocodiles and humans 
(what a strange combination). Of course they will work with 
anybody that Sebek asks them to. 

Enemies: They don' t particularly like the Gods of Darkness, 
especially Set and Anubis, because of Sebek's banishment 
from the pantheon. They also dislike tautons because they 
give crocodile-like creatures a bad reputation. Nor are they 
particularly fond of the Gods of Light who always seem to 
be bothering them and Sebek about something. They don' t 
want to die and will help those opposing the Four Horsemen 
of the Apocalypse. Ambivalent about most other creatures. 

Size: Typically 20 feet long (6 m), stand about four feet ( I .2 
m) tall on all fours, and about 11 feet (3.35 m) tall when 
standing erect. 

Weight: IOOO to 2000 pounds (450 to 900 kg). 



Technology: Crocodi llian s are fairly smart creatures, quick 
learner s when they like the subject, and are fasc inated by 
technology. Many have taken to using high-tech weapon s, 
tools, equipm ent (translators , CD player s , comp uters, etc.) , 
and optical enhancem ent system s, and some even get cyberne
tic implants ! Tw enty percent are competent compu ter 
operators and hacker s !! T hey are not very good at designing 
or buildin g and never manufacture anythi ng . They don't trust 
or use magic . 

Cybernet ics: 40 % have I D4 + 2 cyberneti c or bionic implants, 
limb or weapons, but avo id partial and full recon struction. 

Note: Crocodillian s are carnivoro us predator s and scavenger s . 
Althou gh they may devour an oppo nent, they seldom hunt inno
cent human s or other intellig ent life forms. They mainly eat 
animal s and fish. 

Jinn-
The Elemental Demon 
The minions of Set -
Not available as a player character. 

The jinn are powerful free spirit s withi n the hierarchy of 
Hades. They are genera lly free to come and go and do as they 
please, as long as their action s do not disrupt the demon commu 
nity. They are evil, mischievou s creature s of magic, linked to 
elemental force s. The y are also known to cause disease, drou ght, 
and trouble for all mort al creatures, whom the jinn con sider to 
be their playthin gs. 

These supernatural beings are found in many dimension s, 
Rifts Earth , the Pa lladium world , the elemental plane , and Hade s 
are among their favorites. Like true elemen tals, the jinn 's natural 
state is that of invisibil ity; only war locks, and tho se with the 
power to see the invisible can see them . They arc impervious 
to most wea pons, includin g mega-dama ge devices. Howev er, 
the jinn are vulnerab le to magic and silver. A weapon made of 
silver inflic ts M.D. equal to its usual S .D .C. dama ge and a 
wand, staff or weapon made from the Mi llennium Tree causes 
double damage. 

The Curse of Thoth 
Long ago, the jinn were placed under a curse by a powerfu l 

being, or so legend tells. Accordin g to the panth eon of Set , that 
powerfu l being was Thoth with assistance from Set. In return 
for his valuable help , Thoth conjured a powerful magic placing 
a terrible curse of servitud e over all the Jinn and gave Set limit ed 
powe rs to summ on and co mmand them. At the tim e, Thoth 
perceived Set' s power over the jinn as part of the curse and 
puni shment for the jinn , not as a va luable reward for Set. Over 
the ages he has come to regret that dec ision , since Set has used 
his influence over the jinn to his great ad vantage . Unfortun ately, 
Thoth is an errati c and absent-mind ed geniu s (some wou ld say 
lunatic) who frequently create s magic that cannot be later re
versed , a ltered or dup licated. Such is the case with Set and the 
jinn . 

Set's powe r over the jinn is just a tiny part of the curse imposed 
upon the demons by Thoth . The curse forces the jinn to regard 
anybody who can captur e/defe at them, or rescue them , as the ir 
master . The curse also bind s them to grant three wishes as a 
boon to the ir " master." Until the three wishes are requested and 
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granted , that particular ji nn is bound to that plane of ex istence 
and to the person to whom the jinn is obligated. Being bound 
to an individual means that the jinn must stay at his side, canno t 
raise his hand aga inst him and must ca lJ him master. Although 
bound to that individual, the jinn is not ob ligated to aid or ass ist 
him in any other way. To ask the elemental demon for informa 
tion or to dispatch an adversary is considered a wish. Otherwise, 
the j inn is free to stand by idly watching, laughing and jeering 
his master. Of course , a jinn may volunteer any amount of aid 
or informat ion it may desire to offer, but such ass istance is likely 
to lead to treachery or death . The j inn loathes havin g to cal l any 
creature its master , even for a short whi le. The longer it takes 
one to ask for the three wishes, the more angry and vindictive 
the jinn becomes. 

The nice st jinn is incredibly se lfish. Most are terribl e, ev il 
forces who hate virtue , co mpassion and goodness abo ve al l else. 
They wi ll alway s try to trick or ca use the death of the morta l 
who contro ls and/or belittles them. If a person to whom the jinn 
is obl igated dies , the creature is free of its ob ligation and is able 
to leave . A jinn cannot be ob ligated to an entire gro up , only 
one individual within the group . 

The Wish. The word "wish" must be used to force the j inn 
to comply with demand s . It is important to under stand that the 
jinn cannot actually produce somet hing out of thin a ir as most 
people seem to believ e. Rather , they use their form idab le powers , 
cunnin g and evil way s to provide that wh ich has been req uested . 
If a king's ransom is wished the jinn wi ll disapp ear and return 
with in 48 hours with the va luable s request ed. The w isher will 
not know how the wealth was obtained , from whom , or how 
many suffered or d ied in its acquisition . Wit hout a doubt, it has 
been stolen! Likewise , a wish to brin g someone back to life will 
send the jinn searchin g for a resurrection scro ll or being who 
can be forced to resurrect the dead per son . Thi s mean s the jinn 
and his accomp lice are restrict ed to the normal limitations of 
resurrection magic . There may be wishes, such as resurrect ion , 
that may be beyond the power s of the jinn. A wish that really 
cannot be granted does not use up a wish. 

Being treacherou s schem ers and prank sters, they will often 
try to twist the wish into somethin g not intended by the wisher , 
especia lly if they are treated poorly . Wi shers will be wise to 
remember that the jinn are ev il creatures of magi c whose real 
stren gth of power lays in thievery , assassination , treachery , and 
dece it. Consequently , they are alway s lookin g to cause misch ief 
and grief. Thi s means that if the wish is worded care lessly, the 
jinn will twist the wisher's intent and , using his own words 
again st him, cause troubl e. 

There are four types of jinn , black (earth) , white (water), 
green (a ir), and ye llow (fire). All jinn have the followin g charac 
te ristic s and ab ilities . 

The Jinn 
Note: Not avai lable as a player chara cter , only as an NPC or 
villain . 
Alignm ent: Any evil or selfish. 
Attributes: I.Q . 1D6 + 8 , M .A . 2D6 + 10 , M.E . 2D6 + 10 , P.S . 
2D6 + 30 , P .P . ID6 + 14, P.E. 2D6 + 10 , P .B . 2D6, Spd 
2D6 X 10 runnin g or 2D6 X 10 + 100 flying . 
M.D.C.: 2D6 x 100+200 
Horror Factor: 15 
P.P.E.: 1D6 x 100 



Magic: P.P.E . I D6 x 100. Bla ck Jinn : All earth elemental magic 
from levels 1-8. White Jinn: All water elemental magic from 
levels 1-7. Green Jinn: All air elemental magic from levels 
I -7. Yellow Jinn: All fire elemental magic from levels 1-8. 
All spells are cast at eighth level of profi ciency (fourth during 
the day). See the Rifts Conversion Book for elemental/war
lock magic. 

Psionics: I.S .P.: ID4 x 10 +3 0. The Palladium RPG style jinn 
possesses all level one and two psionic abilit ies at fifth level 
proficiency. Rifts style jinn s possess all sensitive and physical 
psionic powers at fifth level proficiency. 

R.C.C. Skills: Basic math 98%, literate in Dragone se/Elven 
98% and two other languages of choice, streetwi se 65%, 
intelligence 90%, track human s 50%, wilderness survival 
70%, land navigation 85%, swim 80%, demon & monster 
lore 90%, faerie lore 90%, radio:' basic 90%, computer oper
ation 90%, basic electronics 90%, locksmit h 80%, pick locks 
90%, pick pockets 70%, palming 70%, concealment 70% , 
W.P. sword, and W .P . energy rifle and three of choice (any). 

Habitat : Indigenous to an alien dimension . Can be found period -
ically anywhere. 

Enemies: Generally , humanoid s and the forces of good . 
Allies: Fellow demons of Hades. 
Size : 8 to 24 feet (2.4 to 7 .3 m) tall; can change size at will. 
Weight: 1000 pounds (450 kg) 
Notes: Jinn occas ionally wear armor and can use man-made 
weapons. They are particularly fond of magic items, magic 
swords, vibro-blades and energy rifles. 

Natural Abilities: Natural state is invisible, can tum visible and 
invisible at will , tum into mist at will, metamorpho sis into 
an insect, fire and co ld resistant (even M .D. attacks do half 
damage), nightvision 90 ft (27.4 m; can see in total darkn ess), 
see the invisible , dimensiona l teleport 53%, bio-regeneration : 
3D6 M.D. per minute, magically knows all languages, and 
can increase size at will; add 1D6 M.D. to any height above 
16 ft, 24 ft tall maximum . 

Vulnerabilities: All jinn are crea tures of the twilight and are 
strongest at night , dusk and the first hint of dawn. During 
the daytime , whether sunny or ove rcast , indoors or outside, 
all of their powers , abi lities , number of attacks, bonuses, 
physica l M.D.C. , etc., are at half. Jinn are also vulnerable 
to weapons made of silver, day or night. Silver inflicts M.D . 
equa l to its usual S.D.C. damage. The magic from wands, 
staves, and damage inflicted from weapons made from the 
wood of a Millennium Tree does double damage. 

Combat: Six physical attacks per melee or two by magic. 
Damage: Restrain ed punch does 4D6 S.D .C. dam age plus P .S. 

bonus, full strength punch or kick does 5D6 M.D., power 
punch does ID6 x 10 M.D. (counts as two attacks), body 
block/ram doe s 5D6 M . D. and has a 65% chance of knocking 
an opponent off his feet, caus ing that person to lose one melee 
attack and initiative (counts as two attacks), or by weapons 
or magic . 

Bonuses: + 4 on initiative, + 4 to strike, + 3 to parry and dodge, 
+4 to dodge in flight, +6 to pull punch, + 4 to roll with 
impact, + 6 on all saving throws, includin g save vs horror 
factor . Bonuses listed are in addition to attr ibute bonuses. 

Note: Remember to reduce bonuse s by one-half during the 
daytime. 

70 

K. 51/iMBIEDA !~93 

The Mystic 
World of 
Africa 
Note: The following section about the belief s, magic and mystic 
leaders, such as the medici ne men and rain maker , are very 
loose ly based on the myth s and beliefs of the Afr ican people. 
Ideas and elements have been liberally taken from the 3000 plus 
tribes/nations of Africa and mixed together to create a few spe
cific character classes and concepts for the world of Rifts . Much 
of the material is a blend of lore from seve ral cultures combi ned 
with fictional ext rapo lations by the author. 

The beliefs, magic, powers and monsters present ed are NOT 
real, but purely make-believe. The African culture is rich and 
var ied. The concep t of a "rhythm of nature," and their views of 
time, future, present and past/history are quite unique. Equally 
fascinating is the pervas ive concept of spirits, spirit ancestors, 
and magic . Readers may want to exp lore the real world of the 
African nations by read ing factual accoun ts. 



Magic and Man 

The people of Africa have always seen the world in a very 
different way than western cultures. Possibly more than any 
people on Earth, magic and the supernatural has been a part of 
their everyday lives. Just as the sun rises and the rain falls, there 
is magic and the supernatural. This knowledge and belief had 
existed long before the Coming of the Rifts and even before the 
first pyramids were built. The African people have always known 
that magic, spirits and the supernatural are real and they accepted 
it as part of the harmony of nature. Even into the 21st Century, 
many Africans held to their beliefs of magic and supernatural 
forces. In many ways, it has enabled them to adapt quickly and 
effortlessly to the changes that came with the dimensional rifts. 

Generally speaking, the African p~ople have always believed 
that there is an invisible, mystical force or energy in the universe. 
This "energy" permeates the earth and the entire universe. Certain 
individuals, such as the medicine man, rain maker, priest and 
witch have the ability to tap, control and use this energy. This 
mystical force is neither good nor evil in itself, but is just like 
other things at man's disposal: it is the user of the magic energy 
that makes it a force for good or evil. 

Malicious spirits, foul creatures of magic, demons and evil 
supernatural beings are all considered to be evil spirits or de
mons. The magic created by these evil beings is bad medicine . 
Gifted humans can also use magic or psionic powers to create 
b~d or good medicine. Witches, evil sorcerers and evil spirits 
disrupt the harmony of nature with their "unnatural" and hurtful 
magic. These beings are hated and feared as the enemies of man 
nature and god. ' 

Bein•gs who use magic for the purposes of good and to help 
others are the most esteemed and honored of people. Thus, 
powerful practitioners of magic, psychics, dragons and creatures 
of magic who are known to be good, are welcomed as friends 
and allies and may even be considered to be medicine men. 
There is no fear or prejudice toward non-humans, psychics and 
users of magic as long as they use their powers for good. It is 
only the element of evil that is seen as repugnant and dangerous. 

Unlike many other cultures in the world, the African people 
seldom worship animals, insects, or plants, although they ac
knowledge th.at some supernatural beings resemble them. 
Witches and other forces of evil can turn into animals, but these 
beings are to be despised and destroyed. Animals are viewed 
as natural beings who share the earth with man and are intended 
to feed, clothe and serve him. The Zulu believe that cattle were 
given to them by their god and that cattle were meant for them 
alone. As a result, they feel obligated to steal cattle from non
Zulu people without any feelings of regret or wrongdoing. 

Some animals, particularly chickens, sheep, goats and cattle, 
are commonly sacrificed in religious ceremonies or magic rituals. 
There are a few tribes who do revere a sacred animal. Typically, 
the animal is believed to be special in the eyes of the gods so 
it is never harmed or eaten. Those responsible for killing a sacred 
animal are believed to risk the wrath of the gods and may suffer 
from bad luck, sickness or death. Similarly, the slaughter of a 
sacred animal may be considered a serious crime and the perpet
rator must be punfahed and possibly even sacrificed to the gods. 

Spiders are not worshipped, but many tribes see the arachnid 
as a creature of wisdom. There also exists a few spider or spider-
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like gods. One such god is known as The Great Spider -The 
Wise One . Some people incorrectly believe that the death weaver 
spider demons are either the children of The Great Spider or his 
earthly manifestation and worship them. These tribes are often 
led astray, manipulated and ultimately hurt or destroyed by these 
vile monsters. A large number of bandits, members of death 
cults and many of the monster races also worship the spider 
demons. 

The Millennium Tree is the only plant that is considered to 
be an intelligent or spiritual essence. The place where it grows 
is a sacred and magical location and may be restricted to medicine 
men, priests, chiefs and kings. The tree itself is honored (seldom 
worshipped) as a great gift from the gods or as an earthly vessel 
for a god. It symbolizes life, harmony, and prosperity. Only 
"good medicine" emanates from it and powerful medicine can 
be made from its leaves, branches and bark. Some African 
mages, wise men and healers use the great trees in exactly the 
same way as the druids of England, effectively making them 
Millennium Druids - however these druids would be called 
priests or medicine men. One such group is known as the 
Medicine Men of the Mystic Tree and another as the Great Tree 
Medicine Men. One tribe in Libya has a group of millennium 
druids known as the Priests of the Life Tree . 

Locations of known Millennium Trees in Africa: One is 
found in Egypt but it is sickly, abused and tormented by the 
minions of Pharaoh Rama-Set and the forces of good are kept 
away from it. Other Trees of Life are found in Libya, Algeria, 
Kenya and the African Congo. There are also many rumors 
about a sacred tree known as the Ancient Father concealed in 
the Congo. A new tree is also said to have sprouted in Madagas
car, but neither of these rumors have been confirmed. 

Herbalists can also serve as medicine men and healers. These 
characters are identical to the Herbalist O.C.C. found in the 
pages of Rifts England. 



African Magic 
Occupational Character Classes 

Witch (NPC villain) 
The Medicine Man 
Rain Maker 
Priest 

It is the king and/or queen who holds the seat of political 
power ; some tr.ibes have a chief or heads man. The se individual s 
direct warr iors into battle , conduct negot iations and settlements 
on behalf of the tribe, officiate at ceremonie s and festivals, 
enforce the law, and lead the people. Tru ly grea t kings may be 
guided by good spirits of past kings and are typica lly advised 
by well-meaning medici ne men and priests. 

The next most respected position one can ho ld is that of the 
medicine man. This character serves as advisor to the king and 
fellow tribesmen, is a healer , seer, wizard, witch hunter and 
protector against all evi l forces. 

The priest is the holder of knowledge regarding the tribe , its 
people, history , laws , lore, religious beliefs, ritua ls and some 
magic. Both the medicine man and priest are social fixtures 
within the tribe . 

The rain maker is an independent operator who may travel 
from tribe to tribe or adopt one village as his permanent home. 
They are revered by the lowest tribesmen to the mightiest king , 
medicine man and priest. The character's exact position within 
a village or a tribe will fall somewhere between the king and 
the priest. Very skilled, powerful and chari smatic rain makers 
can become as popular as a king or medicine man and is always 
one of the three wealthiest peop le in a community . 

Rivalry between these four factions is virtually non-exi stent, 
because each position, king/chief, medicine man , priest, and 
rain maker, is a distinct occupation and each has its place of 
honor within tribal society. Furthermore, all four respected oc
cupations fit together to make a whole unit of power that works 
on behalf of the greater good of the people and the continued 
harmony of nature . Some tribes will have a powerful medicine 
man equal to or second only to the king. Others will have a 
powerf ul priest or rain maker, and so on. 

A witch is the most despicable and loathsome creature on 
Earth. They represent evi l magic and spirits, the demonic and 
unnatural. There is no greater insult than to call a medicine man 
or priest a "w itch doctor" or to accuse a person of being a witch. 
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African Witch 
Non-Player Character Villain 

Note: Thi s charac ter is ideal as a NPC villain , but is not recom
mended as a player character! 

The African witch is always an agent of evi l ! The witch creates 
"bad medicine" with the intent to hurt others ; to get revenge, 
help herself at the expense of others, or to disrupt the harmon y 
of nature . As agents of evil, witches associate with evil spir its 
(demons, devils and ev il forces) to create "bad med icine" and 
deliberatel y cause the pain and sufferin g of others. This makes 
them the most loathsome , feared and admonished of creantres. 
Whenever witchcraft is recognized , a medicine man or priest 
will try to locate the source of the evil and destroy it. Witches 
are feared, hunted and destroyed without mercy. 

Necromancers, blood druids , shifters, stone masters, mind 
melters , mind bleeders, and any practitioners of magic who are 
of an evil alignment and who use their magic for ev il or selfish 
purposes , are considered to be "wi tches!" Those who assoc iate 
with ev il spirits/demons and/or use bad medicine are also consi
dered to be witches , students of witchcraft or the evi l minions 
of witches. Such people are avoided , often banished from a tribe 
or village and slain if it can be proven that they use witchcraft. 

A tribe that has a witch for a leader is either enslaved by her 
or the people are willing , evil minions. Such a tribe will not 
have a rightful king, med icine man or act ive priest (probably 
slain or made ill by the witch). Instead the witch serves as 
politica l and spir itual leader. In most cases, the people are slaves 
of the witch and/or her evi l spiri ts. Control over an enslaved 
village is maintained through murder , fear, and enchantment. 

The powers of the African Witch 

Note: The following powers are natural abilitie s of the witch 
and do not require the expen diture of P.P.E. to perform. Most 
(75%) African witches are female. Ev il monster s and super
natural beings that associat e with witche s are referred to as 
demons or "ev il spirits." 

1. Creatures of the night. Witches tend to shun the light of 
day, are most active at night and love the darkness. They 
have nightvision 200 feet (61 m) and can see the invisible. 

2. Lycanthropy. African witches posses s the power of magic 
lycanthrop y, a magic that enables them to tum into a large 
snake, dog, panther, ram or goat, but only at night. When 
transformed into an animal shape, the witch retains all of 
her mental attribute s, hit points and powers, includin g the 
abi lity to speak and use magic. The animal form gives the 
character + 10 to the speed attribute and a base skill of 50% 
to prowl. It also turns her S.D .C. into M.D.C. point s, but 
only at night and only when in animal form. 



3. Create magic snakes. The only purpo se of these magic 
crea tures is to strike down an enemy. The snake s can be 
sent agai nst peop le or a person's animals, such as a favor ite 
pet or to slaughter livestock . Th e witch can create up lo 
seve n dead ly snakes, but eac h snake temporar ily drain s the 
witch of ten hit points or S .D .C. point s. T he witch cann ot 
reduce her own body to below 10 hit point s. Obviou sly a 
witch may foolis hly render her se lf vuln erable to attack if 
she make s too many magic snakes. When a snak e is killed 
or return s to her it disappears and the ev il charac ter regai ns 
the missing hit point s/S. D.C. point s. 

Eac h snake is approximate ly three feet (0.9 m) long, has 
IO hit points, two attacks per melee, + I on initiative, + 4 
lo strike, parry and dodge, prowl at 63%, and speed 44 (30 
mph/48 km) . The snakes have a basic predatory intelligence 
and an instinct for self-defe nse. ·Their only goa l is to find 
their victim and kill. They will also strike any who get in 
their way or try to protect the one they are meant to slay. 

The bite of the snake injects a magic poison into the 
vict im . Human s and all S.D.C . crea tures must ro ll a 15 or 
higher to save vs the magic veno m . Mega- dam age creatur es 
need a 13 or higher to save. A failed roU means the charac ter 
suffers 6D6 damage (S. D .C./ hit points or mega- damage 
depe ndin g on the nature of the victim). The character also 
feels lightheaded and feveri sh ( - I on initiative and - 1 to 
speed per each bite - lasts for 2D4 minutes). 

Despite its physica l effec ts, the bite of a magic snake 
leaves NO marks or trace of poison! Thus, death by magic 
snakes may seem to be of natural causes, i.e. heart attack, 
stroke, disease, etc. Note: ONLY the true med icine man 
can see the bites of a magic snake. 

4. Spit on snakes and cause them to split open and die. The 
African witch's relationship to snake s is unmi stakab le. Even 
her ord inary spit will instantly kill a snake by splittin g it 
open. Furthermore, the witc h is imperv ious to the most 
deadly snake venom, but is vulnerable to othe r type s of 
poisons and drugs. 

5. Eat away at or drain the life of their enemies. This is 
another nocturn al power that can be used in human or animal 
form. It is a slow process meant to make the vict im suffer 
and to serve as a warn ing to others not to gamer her wra th . 
The witch finds her victim at night and wait s till he or she 
falls asleep. Then she walks over to the charac ter, lea ns 
over his/her head and breathe s in part of his/her life essence: 
4D6 S.D.C./ hil poin ts (does n 't work on mega -damage cre
atures) once every night. Also reduce all combat bonu ses 
and sav ing throw bonu ses by one point every night that the 
witch makes her terribl e visit. The damage point s do not 
return or heal even through magic. Plus the victim tires 
twice as fast as norma l and beg ins to look pale and sickly. 

The person becomes weaker and weaker wi th eac h visit 
and the witc h ga ins his life energy - add the stolen S.D.C. 
to her own . When the victim has been reduced to 30% of 
his normal hit points, he is too weak to resist the witc h. 
Like a vampire, she now holds power ove r him . She can 
sense his location wherever he is within 500 miles (804 km) 
and ca n menta lly "ca ll" him to her . Nor ca n the victim raise 
a hand aga inst her even in se lf-defense. 
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There is no sav ing throw aga inst thi s power of witchcraf t 
unless a medicine man 's charm or protect ion magic is.used 
to keep the witch away. 

The only way to save the victim of the eating touch is to 
take him far away, but the charac ter will permanen tly lose 
all eaten/stolen S. D. C./ hit point s and bonus point s. The 
alternative is to find the witch and conv ince her to return 
the life esse nce she has stolen. This is like ly to require the 
person to pay a king's ransom or to perfo rm some service 
for the witch - typically something tha t is evil , hurt s some
body else or helps her in some way. There is one other 
recourse: find the witch and slay her! 

O.C.C. Abilities & Bonuses 
l. P.P.E.: Base P.P.E. is the number from the P.E . attribute 

times three. Add 2D6 P .P .E. per eac h additi onal leve l of 
experience. The witch ca n get add itional P.,P.E. from ritual 
magic , and blood sac rifices the same as most practition ers 
of mag ic. 

2. Bonuses: +25 S.D.C., + I to save vs magic of all kind 
(in additi on to P. E. bonuses), + 4 lo save vs horror factor, 
Attribute bonuse s: + I to M .E., +2 to P .E. and P .S. 

3. Spell Knowledge: The witc h is not an experie nced mistress 
of magic like most magic O .C.C.s. She ge ts her powers 
and spell cast ing abi lities from her focus on usipg magic 
for ev il and from her association with ev il spir\ ts. New 
spells are either taught to her by a dem on or they ju st pop 
into her head wheneve r a new leve l of exper ience is attained. 

4. Learning New Spells: In addition to the five spec ial abi lities 
desc ribed previously, the witch can se lect one new witch 
spell at leve ls I , 3 , 5, 7, 9, 11, and 13 - see the list and 
desc riptions at the end of this sec tion . The chara cter a lso 
se lects two common magic spells starting at leve l one, select
ing only leve l one spe lls. Two new spells may be se lected 
with eac h new level of experi ence with spe ll select ion limited 
to the equivalen t leve l of magic . 

Attribute Requirements: I.Q. 10 and M.E. 10 or higher, and 
P.E. 12 or higher. 
O.C.C . Skills: 

Speaks & literate in native tongue & one language of choice 
( +20%). 
Speaks one addition al langua ge ( + 20%) 
Lore : Mon sters & Demon s ( + 10%) 
Basic Math ( + 10%) 
Wildern ess Surv ival ( + 5%) 
Carpen try ( + I 0%) 
Sk in and Prepare Animal Hides ( + 10%) 
W .P. Knife 
W.P. B lunt 
W.P . of choice 

Hand to hand : bas ic ca n be selected as one "o ther" ski ll, 
hand to hand : expert at the cost of one "o ther" skill , or mart ial 
arts or assass in for the cos t of two "o ther" sk ills. 

O.C.C. Related Skills: Select seve n "ot her" sk ills. Plu s select 
two addi tiona l skills at leve l two , one at leve l four , one at 
leve l e ight, and one at leve l twelve. All new ski lls start at 
leve l one profic iency. 

Secondary Skills: The character also gets to select four secon 
dary skills at leve ls three and nine from those listed , exc luding 
those marked "No ne." These are addi tional areas of know l-
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edge that do not get the advant age of the bonus listed in 
parenthe ses. All secondary skills start at the base skill level. 
Comm unication s: Any 
Domestic: Any ( + I 0%) 
Electrical: None 
Espionage: Disguise, forgery and intelligence only ( + 5%). 
Mechanica l: None 
Medica l: First aid or holistic medicine only ( + 5%) 
Military: None 
Physical: Any except acrobatics, gymnastics, and boxing. 
Pilot: Any (horsemanship + 5%) 
Pilot Related: Any 
Rogue: Any ( + 5%) 
Sc ience: Any 
Technical: Any(+ 10%o n lore, literacy, language or writing) 
W.P.: Any 
Wilderness: Any 

Standard Equipment: Virtually any type of clothe s from robe 
or dress to a thong and short s. Most will wear quite a few 
beaded necklaces and bracelets. I D4 sacks, back-pack, utility/ 
ammo-belt, canteen , sung lasses or tinted gogg les, air filter 
or gas mask, food rations for a week , and perso nal items. 

Weapons include a silver and a wooden knife , picks, pins 
and scalpels for torture , a wooden mallet , palm size mirror , 
a war club or staff, I D6 throwing sticks or throwing knives, 
and an energy pisto l or rifle. The witch tends to prefer magic 
weapons and devices over technologica l ones , thus 50% will 
have one or two magic weapons, sometimes more. 
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Vehicle is limited to non-military means of transportation , 
and may include a hover vehicle, motorcycle or riding animal . 

Money: Starts out with I D6 x I 000 in credits and 6D6 x .I 000 
in precious stones , gems , gold and other items. The exper i
enced witch can acquire a vast fortune of ill-go tten goods. 

Cybernetics: Starts with none and will avoid them because they 
interfere with magic . On ly cybernetic bio-sys tems for health 
reasons will be considered . 

Note: Witches are extremely self-servi ng, manipulative and 
dangerous, Few have much regard for the living and seek 
persona l wealt h and power. Witche s may work solo or gather 
in groups of 2D4 to work their ev il. 

Insanity: The witch is often mentally unbalan ced. Roll once on 
the following table at leve ls three , seven , nine and thirteen, 
Or ju st pick one at the appropriate time . 

Witch Insanity Table 
Roll percentile dice. 
01-20 No insanity. 
2 1-25 Phobia : Medicine Men 
26-30 Obsess ion: Likes to hurt , tortur e, and make medicine 

3 1-40 
4 1-45 
46-50 
51-55 
56-60 
6 1-65 

66-70 
7 1-75 
76-80 
8 1-85 
86-90 
9 1-95 
96-00 

men look foolish/incompetent or untrustworthy . 
Obsess ion: Likes to torture, hurt and kill others. 
Obsess ion : Wealth ; love s it - craves riches. 
Obsess ion: Danger ; loves it - takes needless risks. 
Phobia : Gods of Light 
Obse ssion: Hates the light of day and tries to avoid it. 
Obsess ion: Dead things - loves them; surrounds herse lf 
with skeletons, mummies, zombies, and the like. 
Phobia: Millennium Trees - avoids them at all costs. 
Obsess ion: Hate s good priests of all kinds. 
Phobia: Spir its of Light/angels. 
Phobia: Psychic hea ling 
Roll for random affec tive disorder . 
Roll on random insanity table (Rifts RPG) . 
Roll for psychosis. 

Spells of the ----
African Witch 

Charge Object 
with Evil 
Range: Touc h/ritual 
Duration: Indefi nite 
Saving Throw: 16 or higher 
P.P.E.: 120 

The witch can instill bad medicin e (effec tively a powerf ul 
curse) into otherwise ordinary objects and items, such as fruit , 
nuts, food , drink , books, wa lking sticks, cro wns, headdresses 
and weapon s. The ev il item must then either be offered by the 
witch (and she cannot actua lly deny that it is dangero us if she 
is questioned abou t it - but she can avo id a direct answer by 
say ing something like, "Why would I want to hurt you?" or 
simply smile) or the item must be made known to be cursed or 



"bad med icine." The latter is usually placed on an item of impor 
tance lo prevent its use by good characters, dimin ish its value, 
and/or to torment its owners. 

To charge the item with ev il magic, the character must acquire 
it and perform a lengthy , 2D4 hour, ritual. Cursed objects with 
bad medicine can cause any of the follow ing. Note that for an 
item lo have more than one charge, the witch must perform the 
charg ing rituaJ as often as desired. Only one curse can be placed 
on a particular item. Once the evil charge has been activated, 
the object is freed of the bad medicine and safe to use (unless 
there are multiple charges, which is a rarity). 

The charging of objects with bad medicine has two main 
purposes. One is to. make enemi es suffer rather than kill them . 
The second is to force people to do her bidding . Only the witch 
or a powerful medicine man can restore the victim of this bad 
medicine. Convincing the witch to restore the person is likely 
to require the character to pay a ransom in valuables, item(s) 
she covets, information or the performance of some service. A 
trade of services will almost ce rtainly be someth ing that is evil , 
hurts somebody or helps her in some way. The only other alter
native is to find the witch, kill her and pour her blood over the 
hands of the cursed person(s), destroying the bad medicine . Lf 
the witch is slain by somebody else and her blood is not available, 
the vict im must seek the healing powers of a medicine man or 
the gods! 

All saving throws must be 16 or higher to save vs ritual magic. 
A successfu l save means no damage or bad medicine. All 
"charged" objects will radiat e an aura of magic visible to beings 
who can see or sense such things. AnimaJs instinctively avoid 
the curse d objec t. 
The different types of bad medicine placed into charged objects: 
• Blind! - 5 to strike, - IO to parry and dodge, and likely to 

stumble. Same as the spell magic (see Rifts RPG , page 172) 
only the duration is indefinit e. 

• Bad luck! Cannot prowl, makes a loud noise when trying 
to hide, always loses when taking a gamble, all skills are 
- 30% when they are mos t needed, and - 4 to initiative and 
dodge. 

• Fever. Victim s are burning up , feel dizzy and weak, vision 
is blurred, every muscle in the body aches. The chara cter 
finds it difficult to concentrate and the body dehydrates (must 
drink fluids). Reduce speed and parry bonuses by half , reduce 
the number of me lee act ions by two , all other combat bonu ses 
are reduced to zero, skills are - 30%. 

• Mystic poisoning similar to the eating of Ii fe energy. Any 
person touching the object suffers 2D4 x IO points of damage 
(S.D.C./ hit point s or mega-dam age depending on the nature 
of the victim). Should the character survive the initia l shock, 
these lost life points do not recover like normal damage! 
Only the witch can restore the character to norma l!! 

• Mystic Sickness. The vict im suffers from headaches, run
ning sinuses, watering eyes, nausea, vomitin g, diarrhea, 
weakness and fatigue. The characte r cannot hold food down 
which makes him weaker with each passing day. If the victim 
tries to push himself (always roll at the beginning of each 
melee round), there 's a 1-50% chance of collapsi ng into 
unconsciousness for I D4 melee actions ( 15 to 60 seconds). 
Other penalties: Reduce speed, P.S. and P.P. by half , all 
comba t bonuses , attacks per melee and physica l S.D.C are 
also at half. Skills proficiency is - 20%. 
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Delirium 
Range: 30 feet (8 m) plus five ft ( 1.5 m) per level of expe rience. 
Duration: 24 hour s per leve l of the witch. 
Saving Throw: Standard . 
P.P.E .: 25 

Magic delirium causes the character to become confused or 
hallucinat e when in combat or in stressf ul situations. The spec ific 
delirium episode will last for ID6 + I melee round s (30 lo 105 
seconds). Roll to determin e what type of delusion the character 
is suffering: 
01-20 Confused, can ' t remember his name , what he is doing 

there or who are friends or foe. The character will stand by, 
stupefied , doing nothing to help anybod y, but will defend 
himself. 

21-40 Doesn't recognize those around him and will not trust 
them, but he think s the witch is his friend and will help and 
protect her! 

41-60 Doesn't know where he is, panics and runs away to hide 
or go home. He will fight only enough to get away. 

61-80 Becomes lost in his own little wor ld - ob livious to events 
and people around him. Relives some past event (good or 
bad) and sees eve rybody around him as someone else (friend 
or foe). Nothing the character says or does seems to make 
any sense. 

81-90 Sees monsters and villains threatening him. The character 
wi ll scream in terror , shout warn ings, run around and point 
to or attack things that only he can see . 

91-00 Thinks he is indestructible and takes death defying 
chances. Ridiculously courageous: + I on initiative , + I to 
parry and dodge, but takes needless risks and will fight to 
the death . 

Evil Eye 
Range: 30 feet (8 m) plus five ft ( l .5 m) per leve l of exper ience . 
Duration: Varies , never more than 24 hours per leve l of the 
witch. 
Saving Throw: Standar d . 
P.P.E.: 25 

The evil eye is effec tively a minor curse. Unlike the ritual 
power of charging an item with a potent curse, this curse is 
much simpler , with a limited duration , and can be cast with a 
mean stare and verba l condem nation . A successfu l save vs magic 
means no damage or bad medicine. 
• A sudden, piercing headache pain, as if somebody was 

stabbing the head with a knife ! The attack causes 1D4 S .D .C. 
damage per minute and temporari ly reduces awareness and 
all com bat bonu ses and melee attack s by haJf as the pain is 
very consuming . Duration : 30 seconds per experience level 
of the witch . 

• Uncontrollable sneezipg. The head suddenly become s con
gested, the nose runs, and the character is constantly sniffl 
ing, clearin g his throat , and sneezing . The noise from the 
snifflin g and sneez ing makes it impossible to prow l or remain 
hidden; even the chame leon spell is - 20% , all combat 
bonu ses are - 1, and skills are - 5% . Duration: Five minutes 
per expe rience leve l of the witch . 

• Pox. The victim breaks out in hives that cove r his entire 
body . The skin is extreme ly sensi tive and itches (but don ' t 
scratch). Armor and heavy back -packs cannot be worn. The 



eyes become extrem ely sensitive to light, limitin g the charac
ter to seeing about I 00 feet (30 .5 m) away. The body fee ls 
tired , itchy and achy. Reduce speed and co mbat bonu ses by 
half, attacks per melee round by one , speed by IO% and 
skill performan ces is - I 0%. Duration : 24 hours per expe ri
ence level of the witch. 

Magic Drums 
Range: 600 ft (183 m) plus I 00 ft (30.5 m) per leve l of experi
ence. 
Duration: Five minutes per level of the spell cas ter . 
Area Effect: 100 foot (30 .5 m) radius per leve l of expe rience. 
Saving Throw: Standard ; a successfu l save means penalties are 
reduced to one point each . 
P.P.E.: 15 

The witch can magica lly create the sound of drum s. The bea t 
of the drum s is deep and om inous and seems to be coming from 
every direction . They also sound as if they are nearb y but can 
never be located if sought. The effect is a sensation of impending 
doom and being watch ed. All characters who hear the drum s 
must roll to save vs magic. A failed roll means the characters 
are distracted , nervous and jumpy, - 4 on initiative, -2 to 
strike, and - 15% on the perfor mance of all skills. 

Money Doubling 
Range: Touch 
Duration: One hour per level of the spell caster. 
Saving Throw: Standard ; a success ful save means the charac ter 
sees throu gh the illusion . 
P.P.E.: 15 

This · spell is an illusion that the witch may use to trick foolish 
people who are desperate for money. The witch will instruct the 
character to place all of their valuables, money, ge ms, jew elry, 
in a sealed basket, pot or similar container and to place it at a 
secret location known only to the witch and that person (the 
place may be known to be spec ial, sacred or magica l). The 
person is then to leave and not come back till a particu lar time, 
with the promise that the money will be doub led ! The witch 
then comes and takes the valuables, replaces them with leaves 
and/or stones, casts this spell and it appears as if the valuables 
have doub led. However, once the spell duration ends the illusion 
stops and the leaves and stones are revealed . The witch also 
uses this ploy to seemingly double her own valuab les to make 
purchases or when gamblin g. 

Pestilence Touch 
Range: Touch 
Duration : Until clea ned 
Saving Throw: Not applicable. 
P.P.E.: 15 

The witch can touch food or a dead animal and infest it with 
maggots, worms, mites, and/or beetles that feed on the substance. 
If characters act quickly they can kill the pestilence and save 
2D4 x I 0% of the food by washing , boiling, deep frying, smok
ing, microwav ing and similar measures to kill the bugs and any 
possible disease. Thi s touch is similar to the natural power of 
the Apocalypse demon , Pesti lence. 
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Poison Touch 
Range: To uch 
Duration: Until cleaned 
Saving Throw: Victim s who eat the magica lly poi son food or 
drink get to roll to save vs poison, 14 or higher. 
P.P.E.: 20 

The witch can touch food or drink and magica lly poisoning 
it . Any who take even a single bite or sip wi ll sudd enly begin 
to gag and suffer 6D6 points of damage (M . D. if a mega-damage 
crea ture) plus an additional + 4 point s of damage per leve l of 
the witch . A successf ul save vs poison means the character only 
suffers I D6 points of damag e and fee ls a bit nauseous for the 
next hour . 

Summon & Control 
Biting Insect Swarm 
Range: 600 ft ( I 83 m) plus 100 ft (30.5 m) per leve l of expe ri
ence . 
Duration: Five minutes per leve l of the spell caster. 
Saving Throw: Not applicab le. 
P.P.E.: 80 

The swarm can be either crawling or flying insects. The threat 
from this swarm is attacks (bites and/or stings) on unprotected 
people and animal s. The da mage inflicts a life threatening 
1D4 X 10 point s of S.D .C./hit point damage per melee round 
(every 15 seconds). Flying insects are also very distracting, noisy 
and annoying , reducing a characte r 's speed by I 0% and initiative 
is - I . Overall visibility in this swarm is about 30 feet (9 m). 

Summon & Control 
Locust Swarm 
Range: 600 fl ( 183 m) plus I 00 ft (30.5 m) per level of experi
ence. 
Duration: Five minute s per leve l of the spell cas ter. 
Saving Throw: Not app licable. 
P.P.E.: 90 

The swarm of devouring grasshoppers is purely to destroy 
crops or damage vegetat ion to cause starvation or financia l ruin . 
Aga in , the fiendis h magic user will use the threat of locusts or 
a small d isplay of her power to blackmail villages into submission 
or to pay her protection money/va luables, and similar. The abil ity 
to destroy a comm unity's crops is a powerful weapon. 

Summon & Control 
Drought 
Range: 600 ft (I 83 m) plus I 00 ft (30. 5 m) per level of experi
ence. 
Area Affected: 400 square feet (37 sq . m) per leve l of experi
ence. 
Duration: 12 hours per leve l of experie nce. 
Saving Throw: Not applicab le. 
P.P.E.: 270 

This is another form of bad medicine designed to hurt or 
control peop le by k illing crops and damaging food reserves. A 
drought is the absence of moistur e, i.e. rain or snowfa ll . Without 
sufficient water, even in mild temperature s, the growth of veg
etation is stunted , fruits and crops are smaller, and plants begin 
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to wither and die after more than four days without any water . 
Furthermore, humans and wildlife are endangered from the lack 
of water. The water table continues to drop and may dry up . 
Wildlife will leave the area in search of new watering holes and 
vegetation becomes dry, leading to an increased likelihood of 
brush fires (40% chance per day). 

Summon & Control 
Heat Wave 
Range: 600 ft ( I 83 m) plus I 00 ft (30.5 m) per leve l of experi
ence. 
Area Affected: 400 square feet (37 sq. m) per level of experi
ence. 
Duration: 12 hours per level of exper ience. 
Saving Throw: Not applicable. 
P,P.E. : 300 

Tempe ratures rise 20 degrees above the normal high temper
atures for that time of year. The extreme heat will cause plants 
and fruits to wither within three or four days , cause destructiv e 
evaporation of moisture from the ground and the bodies of the 
plants, prevents proper attendance of crops, and dries the vege
tation so much that spontaneous combustion is possible (40% 
chance per day), causing random grass and forest fires. 
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Taboo 
Range/Arca Affected: 200 square feet ( 18.5 sq . m) per ·leve l 
of expe rience. 
Duration: Until dispe lled by the spe ll caste r or magically dispel
led by a powerfu l practitioner of magic. 
Saving Throw: Not appl icable. 
P.P .E. : 300 

An animal , tree, objec t or place can be made "taboo" by a 
witch, medicine man and some gods. A taboo can be thought 
of as a super curse. Whatever it is that has been made taboo , 
must be made public knowledge. Local people will all know 
about the taboo and warn visitors not to go near it - "bad 
med icine." Taboo animals and trees will have the mark of evi l 
by way of a strange, symbol-like patch or odd appeara nce/color. 
Objects will have an inscription or symbol of warn ing written 
on the item itself and/or on the case, box, pillar, altar , etc., that 
either contains it or on which it sits. Small areas/places often 
have warn ings carved or written into the object (like shrines), 
floor, wall , statue, or trees. Or there may be some frighte ning 
effigy or other symbol of danger. Large areas, such as a particu
lar swamp, mountain peak, tunnel or forest, will have warning 
or fetish markers posted in intervals all aroun d it. 

A curse falls upon those who dare to ignore the taboo and 
take, exam ine, enter or dama ge the item or area. The conditions 
of the taboo are placed by the taboo maker and can include as 
many as six of the following. 

Conditions of the Taboo magic (as many as six): 
• Look upon the sacred/dreaded taboo subject. 
• Dare to touch/examine the taboo subject witho lll perm ission. 
• Tho se who take/steal a taboo item/animal. 
• Those of a particular alignment. 
• Those who enter a taboo place or area. 
• Those who steal or do violence in the taboo area. 
• Those who vanda lize or defile the subject of the taboo . 
• Those who damage or destroy /kill the taboo p lace, object , 

animal or tree. 
• Those of a particu lar tribe , race, occupation or religious 

belief (i.e. men of magic, those who worsh ip a particular 
god or non-be lievers, etc.). 

The Curses/Bad Medicine of a Taboo: 

Roll percentile dice for random selection or pick one. The 
first five are all identical to the bad medicine listed under Spells 
of the African Witch: Charge Object with Evil. 

01-10 Blind 
11-20 Bad luck 
21-30 Fever 
31-40 Mystic poisoning 
41-50 Mystic sickness 
51-60 Delirium: Same as the witch spell but the curse of 

delirium lasts indefinitely, with delusions and hallucina
tions happening at moments of stress and combat. 

61-80 Marked for Death: M.A . is reduced to 3, bu llies, 
punks, bandit s, and villains of all kinds take an im
mediate dislike to this character. He or she will always 
be the first to be attacked duri ng combat and the target 
of animal attacks, insect bites, brawls, robbery, mug
gings and prank s. Furthermor e, all the character' s saving 
throws are reduced by half. 



All medicine men, witches and psychic sensitives will 
be able to sense or see that this character is marked for 
death by defying a taboo. 

81-90 Haunted. This character will be tormented, attacked, 
and eventually killed by creatures that represent ghosts 
and the dead, including entities, spectres, vampires, 
ghouls, mummies and zombies. In fact, in the case of 
this curse, there are usually 2D4 mummies or zomb ies 
hidden nearby who are automatically activated and seek 
out the offend ing party. 

91-00 Death. Within 6D6 days this character will die, usually 
by violence, i.e. murder, snake bite, mysterio us illness, 
freak accid~nt, etc. Note that taboo subjects with the 
death curse always warn that to violate this taboo means 
certain death! 

How to Remove Taboo Curses 
The curse from violating a taboo can plague a character for 

the rest of his life! A medicine man must be cons ulted . See the 
Medicine Man O.C.C. and powers. 

Alphabetical List of Bad Medicine 
of the African Witch 
These spells are available only to the witch. 

Charge Object with Ev il ( 120) 
Delirium (25) 
Evil Eye (25) 
Magic Drums ( 15) 
Money Doubling ( 15) 
Pestilence Touch (I 5) 
Poison Touch (20) 
Summon & Contro l Biting Insect Swarm (80) 
Summon & Contro l Locust Swarm (90) 
Summon & Contro l Drought (270) 
Summon & Contro l Heat Wave (300) 
Taboo (300) 

Available Common 
Spell Magic 

The spells available to the witch are limited to those listed as 
follows. However , the P.P.E. cost to perform a spell is two 
times the norma l amount. For examp le, the Armor of Ithan spell 
nonnally costs 10 P.P.E., but will cost the witch 20, befuddle 
(normally 3) will cost six and so on. Most of these evil sorcerers 
focus on spells that hurt others, summon or ens lave. 

Level One 
Death Trance ( I) 
Globe of Daylight (2) 
See Aura (6) 
Sense Magic (4) 
Thunderclap (4) 

Level Two 
Befuddle (3) 
Concealment (6) 
Detect Concea lment (6) 
Fear (5) 
Turn Dead (6) 

Level Three 
Armor of Ith an ( I 0) 
Breathe Without Air (5) 
Fingers of Wind (5) 
Fuel Flame (5) 
Ignite Fire (5) 
Negate Poison (5) 

Level Four 
Ley Line Transmission (30) 
Fool' s Gold ( I 0) 
Repel Animals (7) 
Trance (10) 
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Calling (8) ~ 
Level Five ~ 

Circle of Flame ( l 0~ 
Escape (8) I) .-~ 

Fly (15) 
Horrifi c Illusion ( I 0) 

Level Six 
Compulsion (20) 
Magic Pigeon (20) 
Tongues (12) 

Level Seven 
Agony (20) 
Animate & Control Dead (20) 
Constrain Being (20) 
Invisibility: Superior (20) 
Life Drain (25) 
Wind Rush (20) 

Level Eight 
Commune with Spirit s (25) 
Exorcism (25) 
Locate (30) 
Luck Curse (40) 
Minor Curse (35) 
Oracle (30) 
Sickness (50) 
Spoil (30) 

Level Nine 
Curse: Phobia ( 40) 
Protection Circle: Simp le (45) 
Summon & Contro l Can ine (50) 

Level Ten 
Banishment (65) 
Control/Enslave Entity (80) 
Summon Shadow Beast (140) 
Summon & Contro l Rodents (70) 

Level Eleven 
Summon & Contro l Animals 
Summon Fog (140) 

Level Twelve 
Summon Entity (250) 

Level Thirteen 
Summon Lesser Being (420) 
Talisman (500) 



Medicine 
Man O.C.C. 

The traditional African medicine man is a distinct occupational 
character class . Any psychic, myst ic, holistic hea ler or good 
practitioner of magic may be called a medicine man out of 
respect, but they are not "true" African medicine men . 

The true medicine man enjoys the greatest estee m of any 
occupational character class or social position . Only the king 
holds a higher place in African socie ty. Others, such as the rain 
maker and priest, may gain high soc ial standing and wealth , but 
it is the medicine man - witch hunter and pro tector of the 
peop le - who is the most respected _and renowned ! 

The medicine men are the keepers and makers of "goo d 
medicine." Most are friendly and courteous, with an ability to 
discern people's needs. They are dedicated to curing ills and do 
not charge exorbitant prices for their services. True medicine 
men are usua lly natives indigenous to the African continent. 
Strict ly speaking, a medicine man doesn 't have to be a male or 
black, but 80% are both . 

One becomes a medic ine man either through hered ity (passed 
on from father to son for genera tions) and/or by showing a 
"ca lling" for it. Those with a calling are usually men dedicated 
to helping others , feel a close bond to nature and are interested 
in magic. The pract icing medicine man recognizes these traits 
and takes the person under his wing to teach him his mys tic 
secrets. Typica lly, the intern is a youngster , between the ages 
of 7 and I 6, and the teacher(s) is twenty to forty years his sen ior. 
These novices spend I D4 + 6 years studying and practicing be
fore they become a first leve l medicine man . The relationship 
between the elder and his student is usually similar to a father 
and son. 

Small villages of less than a thousand peop le will usually have 
one medicine man, six to twenty priests and a visiting rain maker. 
Larger tribes may have as many as a dozen medicine men , scores 
of priests and a resident rain maker. Among the medicine men , 
one or two will have authority over the others like a father or 
chief - all others are subserv ient to the elder(s) in defe rence 
to the greater exper ience. There is seldom any rivalry between 
members of the group or with pries ts, because all work together 
to protect and help the people of the community. Furthermore, 
age and experie nce are seen as valuable in Afr ican socie ty, not 
a hindrance . Consequently, the chief medicine man is typically 
an older man between 50 and 80 years old. Young medicine 
men who hold positions of authority are more commo n in small 
tribes or villages. A medicine man who makes his home in one 
village seldom travels far from it , although some do service the 
surroundi ng communiti es. Others are nomads or adventurers 
who wande r the land helping anybody in need and seek ing out 
and destroy ing evi l forces. 

The med icine man's usual daily routine includes counseling 
and advising people about every thing from medic ine and magic 
to matters of the heart. He will tend to the sick and injured , 
chitchat , play with children , help priests prepare for ceremo nies, 
and beguile the young and old alike with myths, news and stories. 
The medicine man is always aware of the latest news and current 
rumors, as well as history and lore. 
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The average medicine man has four time consu ming goa ls: 
I) To help others with his magic, 2) to pro tect innocent p~ople 
from evi l spirit s and bad medicine, 3) to protect the innocent 
from witches and 4) to hunt down and destroy witches and evil 
spirit s (demons). 

His specialty is com bating witches and the supernatural. Tn 
fact , one might consider the medicine man to be a combination 
detective, witch hunter and destroye r of the demonic. He is 
knowledgeable about bad medicine, witchcraft , magic, monsters 
and evil spirits. He can recog nize witchcraft , curses, taboos, 
possess ion, magic items and enchantme nt. He is wise in the 
ways of combating and neutralizing these things with his good 
medicine. When evil spirits (supernatural evil) are afoot, he 
prepares defenses for his village and goes forth to warn other 
neighboring communities and travelers . Sometimes the warnings 
are very specific and ominous, other times they can be cryptic. 
When time allows, he will work his magic to_ create charms, 
talismans and protection. He often works with a priest to protect 
villages through magic ceremonies. His expe rtise is in identifying 
the problem so that the proper protec tion can be put into place . 

See the African Witch for details about bad medicine and 
new spells. 

O.C.C. Abilities & Bonuses 
1. P.P.E.: Base P.P.E. is the number from the P.E. attribute 

plus 2D4 x IO. Add 2D6 P.P.E . per each additional level 
of experience. The medicine man can get additional P.P.E. 
from ritual magic, ley lines, nexuses, and blood sacrifices 
the same as mos t practitioners of magic. They frequently 
work with priests and are involved in magic cere monies. 

2. Bonuses: +20 S.D.C., + I to save vs magic of all kinds 
(in add ition to P.E. bonuses) , + 6 to save vs horror factor. 
Attr ibute bonuses: + I to M.A., M.E., and P.E. 

3. Spell Knowledge: The medicine man can also learn conven
tional spell magic as well. He starts with globe of daylight, 
ignite fire, see the invisible, sense evil, armor of lthan and 
the taboo and remove taboo spells/rituals, as well as being 
able to summon his spirit guardian and being able to make 
select magic items and charms. 

4. Learning New Spells: Additional spe lls of any magic leve l 
can be learne d and/or purchased at any time regard less of 
the characte r 's experience. However, medicine men are gen
erally satisfied with their area of expertise and never learn 
more than a total of ten spells. 

The powers of the 
African Medicine Man 

Note: The following powers are natural abilities of the medicine 
man . Unless noted otherwise , they do not require the expenditure 
of P.P.E. to perform . The African.witches, vampires and entities 
are natural enemies of the medicine man , but all evil monsters 
and supernatural be ings have reason to fear him. 

1. Sees bad medicine. The character can sense and actually 
see the magic aura of bad medicine created from witchcraft and 
necromancy. This enables h im to automatica lly see and recog nize 
objects charged/cursed with bad medicine, the bites of mag ic 
snakes, people under the enchantment of witchcraft and witches, 
victims of possess ions and magic mind contro l ! 
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2. Recognizes the footprints of werebeasts and other ev il 
spirits (supernatural monsters and demons). Base skill is 30% 
+ 5% per level of experience . 

3. Recognize mind control and whether it is the result of 
possess ion, psionics , magic, hypno sis or drug s. Base skill is 
30% + 5% per leve l of expe rience. 

4. Recognize bio-wizardry, real rune weapons and techno
wizard devices. Base skill is 25% + 5% per leve l of exper ience. 

5. Impervious to the magic snakes of witches. Their bite 
does no dama ge. 

6. Impervious to possession of any kind and + 2 to save vs 
all forms of mind control . 

7. Make medicine stick: The makin g of a medicine stick 
require s a lengthy 48 hour ritual of fasting , meditation, chantin g 
and help from his guardian spirit. The stick itself usually rese m
bles a scepter or mace. One end is tapered and at the top is a 
round ed end like a mace. The medicine stick can be quit e simple 
or ornate, with bead work , feathers, bone s, and/o r painted de
signs . 

The medicine stick does 2D6 S.D.C . damage as a normal 
weapon, double damage to witche s, 4D6 M.D. to werebeas ts, 
evi l spirits and mega-damage crea tures, and it is charged with 
"good" medicine . Thi s means it can be used to harml ess ly dis
charge /destroy object s charged with "bad" medicine/w itch curses 
by smashing them. If the stick is destroy ed , the medicine man 
must make a new one. If it is stolen , he mu st find and recove r it. 

The good medicine make s the medicine man impervious to 
the ev il medicin e/magic of the witch (and on ly the witch ) and 
+ I to parry! Jt is also indestructible in his hands. Other s who 
hold onto the stick are + 2 to save vs possess ion or mind co ntrol , 
+ 2 to save vs disease and poisons, + 4 to save vs horror factor, 
fear and illusions, and + 10% to save vs coma/death . The 
medicine man often lends his medicine stick to those in need . 
It costs 800 P .P.E. to make a medicine stick . 

8. Make medicine horn, charms & amulets. The Medicine 
Horn: Next to the medicine stick, the med icine horn is the 
medicine man' s most important object of magic. It is used as a 
focus in many of his rituals , medit ation and spirit summ on ing. 
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It is used to create other charms, activate magic and sometimes 
as a component in rituals. The horn is taken from the btJffalo, 
poli shed and decorated with beads and feathers. Sometimes it 
is carved with images that rem ind the medicine man of his life 
and goa ls . In additi on to being a point of focus , it is imperv ious 
to fire and heat , indestructible in the hands of its maker and is 
a P.P.E . battery that contains SO P.P .E . point s. Only the 
medicine man who made it can use the P.P.E. and even then, 
he can only dra w on the magic energy once per 24 hours. When 
the medicine man dies, the horn loses all of its magic properties. 
On ly one med icine horn is made, unless it is stolen or dest royed. 
It costs 500 P .P.E. point s to make the horn. Making other 
types of charms, amulets and magic items: See descr iptions 
that follow. 

9. All medicine men are psychic sensitives with the follow ing 
eight powers: Clairvoya nce, empath y, prese nce sense, see the 
invisible, sense ev il, sixth sense, psychic dia~nos is and mind 
block. I.S. P. is the M.E. attribut e numb er plu s twelve. Add 
I D6 + 1 per eac h leve l of expe rience . 

JO. Meditation. The character ca n place him self into a medita
tive trance by holding or look ing at his medicine horn and hum
ming softly to him self. The meditativ e trance enab les him to 
heal and rega in spent P.P .E. twice as qui ck ly as normal (per 
hour). The medicine man also uses medit ation to contact his 
spirit guardi an . 

JJ. The Emandwa or balubaale , spirit guardian. The psy
chic power s and foc us enables the medicine man to contact and 
see visions of his ances tors. Only he can see and talk to this 
spirit. Until one ge ts used to this, the medicine man may seem 
to be schizophrenic, talking to somebody who isn ' t there. Men 
of sc ience have speculated that the "s pirit " is not actuall y there 
at a ll, but is rea lly a manife station of se lf-hypnosis through 
meditation and psionic powers. They bel ieve that the medicine 
man lowers his inhibition s and taps his subconscious mind to 
rememb er things the conscious mind has forgotten, and to piece 
together informa tion and draw conclus ions. His psychic sensitive 
powers tell the conscious mind thin gs that his subconscious mind 
and psychic senses already know. Of course, the medicine man 
laughs at these notio ns and explain s that it is the spirit (s) of his 
ances tors who give him guidan ce and advice. 

Whatever the case, the medicin e man must meditate for I D4 
minute s to summ on his spirit guardian. The spirit is a lways the 
same person and alway s a deceased loved one, father, mother, 
brother , uncle, and so on. Other ances tral spirits may appear to 
offer their help, but they are not "the" guardi an spirit and ofte n 
visit in dream s. Visita tion by an unknown sp irit ca n only mean 
"bad medicin e" and that evi l forces are aware of his involveme nt 
and are tryin g to confuse or frighten him . A medicine man will 
NEVE R follow the advice or instructions of a strange spirit/vis
ion . 

The guardian sp irit offers the follow ing inform ation . Some
times the inform ation is very specifi c, other times it is vague . 
Usually the medici ne man must meditate to call on his spirit 
guardian, but sometime s durin g a serious cr isis, the sp irit appears 
on its own or visits his dreams to raise ques tions, concerns, 
warning s or to offe r sugges tion s. Mo st of the spirit guard ian's 
help deal s with comb ating supern atural forces and witches or 
"ev il spirits." 



• Warns of the involvement of witches and witch magic. 
• Warns of the involvement of evil spirits. 
• Warns of approaching danger from especially bad evil spirits. 
• Warns of going in the wrong direction; philosophically, 

analytically or physically. 
• Warns about the presence of bad medicine. 
• Warns of danger to the medicine man ifhe pursues his current 

course of action- which may be necessary and encouraged. 
• Warns the character about immediate danger from taboo 

items or areas and identifies the taboo subject. This is one 
situation where the spirit appears whether summoned or not. 

• Identifies motives of revenge, hatred , greed, lust, or sadistic 
cruelty. 

• Identifies possession and mind control. 
• Identifies old enemies, especially witches. 
• Identifies the presence of good medicine. 
• Locates secret passages and compartments. 
• Locates drinking water via divining, using the medicine horn. 
• Suggests where a lost child might be found . 
• Suggests the safest route of passage. 
• Warns whether a particular person speaks the truth (yes or no) 
• Adds strength of will: + I to save vs magic and psionics, 

+ 2 to save vs horror factor. Lasts one hour per level of 
experience. 

• Adds to physical endurance: The character fatigues at half 
the normal rate and can survive on half the normal require
ment of food and/or water without ill effect. Last one day 
per level of experience. 

• Adds to skills through encouragement: Temporary bonus of 
I 0% added to one key skill. Lasts one hour per level of 
experience. 

• The spirit guardian will also help the medicine man escape 
by untying bonds of rope and picking the locks of handcuffs, 
chains, doors, and prison cells at 75% efficiency. It can try 
to pick a lock once every melee round ( 15 seconds). 

• The spirit guardian will also magically carry/pull the 
medicine man to safety when he is in danger of drowning. 

Medicine Man 
Charms & Amulets 

Charms are usually objects of protection similar Lo the amulet 
spell or magic circles. The magic of a charm remains active for 
years until it is deactivated by its maker or destroyed. Most of 
the charms of the medicine man are different than those of the 
pygmy shaman O.C.C. The typical charm can fit in the palm 
of the hand. 

Amulets (standard items of protection): Any of those listed 
in the spell section of the Rifts RPG on page 186. 

Kifaalu taboo horn. This is a powerful taboo charm and 
weapon made from the horn of the rhino. As an amulet-charm, 
the horn must be worn around the neck to serve as a warning 
to all demons and supernatural beings (evil spirits). All super
natural monsters will recognize the dreaded horn. Those who 
dare to attack a person under the protection of the Kifaalu horn 
will fall victim to taboo-like magic (see remove taboo ritual). 
The creature(s) will be haunted by a ghostly apparition of a 
rhinoceros and suffer the following penalties: - I attack per 
melee, - I to save vs horror factor and magic fear, and all 
combat bonuses are - 2. Vampires and animated dead are held 
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at bay - cannot attack. Note: If the wearer of the horn attacks 
the evil spirit(s) first , the taboo is negated and the foul cre?ture 
can attack without fear of a taboo curse or penalties. 

The wearer is always + 2 to save vs magic and poison cast 
from evil spirits, + 2 to save vs horror factor and the horn can 
be used as a magic mega-damage weapon, inflicting 5D6 M.D . 
against evil demons, supernatural monsters and creatures of 
magic. 

The Kifaalu horn can also be turned into an ax or club-like 
weapon that does 1D6 S.D.C. to normal opponents but 1D6 x 10 
M.D. to werebeasts and other evil spirits. When made into a 
weapon, the horn does not have its taboo powers nor does it 
offer any magic bonuses. The P.P .E. cost is 1200 points regard
less of whether the horn is a taboo charm or weapon. 

Mayembe horns of divining . The horns of a buffalo or buck 
are used to divine/find water, lost articles, lost children and a 
missing medicine stick or horn. Range is one mile per level of 
the medicine man. It costs 350 P.P .E. to make this magic item. 

Magic Wings. A charm made from the wings of insects must 
be worn and a pair of butterfly or moth wings are burnt while 
the medicine man and his participants sing and dance around 
the person getting the wings. As soon as the spell is cast, the 
wings begin to form from ectoplasm generated by the body of 
the character. The wings will automatically grow to a size in 
proportion to the character's height and weight. The type of 
wings ranges from translucent dragonfly wings to butterfly or 
moth-like wings. The power to use and control the wings is also 
imparted when the spell is cast. This means the character instinc
tively knows how to fly up and down, vary speed and land, 
along with knowing how to perform special maneuvers. Wings 
can be given to any mortal creature, from humans to animals. 
Creatures of magic and supernatural beings cannot receive magic 
wings. 
Speed: 80 mph ( 128 km) maximum or hover stationary in the air. 
Bonuses in Flight: + I to parry, + 3 to dodge and + 3 to S. D. C. 
damage from dives and airborne strikes. 
Duration: 15 minutes per level of the medicine man. 
P.P.E. Cost: 100 

Protection from disease. The wearer is + 2 to save vs all 
types of diseases and sicknesses, magical and normal. lf a disease 
is caught, its symptoms and duration are half. P.P.E. cost is 3 10. 

Protection against the witch's life eating/draining power. 
Normally there is no saving throw against this deadly assault. 
This charm provides a save vs magic of 13 or higher. The charm 
is typically a seed pod or 2D4 seeds placed in a tiny pouch or 
bottle (the seeds symbolize life) and decorated by beads or feath
ers. 220 P.P.E. points are needed to make the charm. 

Protection against witches and witchcraft. The charm is a 
carving made out of buffalo bone or horn and worn on a necklace 
or bracelet. The magic is placed into the charm through a spell 
weaving chant and the waving of the medicine horn. The wearer 
is + 2 to save vs the magic, curses and evil eye of the witch. 
P.P.E. cost is 80 points. 

The area effect version involves a magic ritual. The medicine 
horn is held in both hands and is waved up and down while a 
chant is said at each entrance. This is done in conjunction with 
the sprinkling of ground horns at the entrances and other strategic 
locations around the village or a particular building/house. At 
the end of the ritual, the medicine man pounds his medicine 



horn inlo lhe gro und in fronl of Lhe main entranc e. Witches and 
their magic snakes cannot enter an area protected by this magic . 

The protection lasts one day per experience leve l of the chara c
ter. If the medicine horn is remove d , the spell is broken . How
ever , witches, their mini ons and ev il spirit s cannot touch a 
medicine horn. The P.P.E. cost , thanks to the horn , is on ly 160 
points , but may still require the involvement of others to garner 
the energy needed to activate the magic. Typically, a large crowd 
of villagers follows the med ic ine man aro und , chantin g and 
praying, and provi ding him with P.P.E. 

Witch lure. In Lhis rilual the med icine horn is le ft in an open 
area where it attrac ts mag ic snakes and other magically created 
or summo ned serv~nls of wilches. Instead of see king out their 
intended vic tim or preforming their mis sion of mischief they are 
drawn to the medicine horn where they can be seen and destroyed . 
The P .P.E. cost is 120. 

Medicine Man O.C.C. 

Attribute Requirements: 1.Q ., M.A . and M.E. 12 or higher . 
A high P. E. is also idea l but not a requirement. 
O.C.C. Skills: 

Speaks & lilerate in native tongue 98%. 
Speaks two additiona l lang uages ( + 20%) 
Lore: Mon sters & Demon s ( + 20%) 
Lore: Faer ie Fo lk ( + 10%) 
Basic Math ( + 20%) 
Holisti c Medicine ( + 10%) 
La nd Navigalio n ( + 10%) 
W ilderness Surviva l ( + 10%) 
Track Animals ( + 5%) 
Dance ( + 10%) 
W.P. Blunl 
W.P. of choice 
Hand to hand : bas ic 

Hand to hand: bas ic can be changed lo expert at the cost 
of one "other" skill. Hand lo hand: martial arts cos ts two 
"o ther" skills. 

O.C.C. Related Skills: Se lect six "o ther " ski lls. Plus se lecl lwo 
additiona l sk ills al level three, one at level six, one at leve l 
nine, and one at level twelv e. All new skills start at leve l one 
profic iency. 

Secondary Skills: The character also gels to se lect four seco n
dary ski lls at leve ls one, five and ten from those listed, excl ud
ing those marked "None." These are additional areas of know l
edge that do not ge t the advantage of the bonus listed m 
parent heses. All secondary sk ills slar t at the base skill leve l. 
Commun icatio ns: Any 
Dom estic: Any ( + 10%) 
Electrica l: None 
Espionage: Any ( + 5%) 
Mechani cal: None 
Medical: Any ( + 5%) 
Mi litary: None 
Physica l: Any excep t acrobat ics, gym nastics, and wrest ling. 
Pilot: Any ( + 5%) 
Pilot Re lated: Any 
Rogue: Any 
Sc ience: Any ( + 5%) 
Technical: Any (+JO%) 

W.P.: Any 
Wilderne ss: Any (+5%) 
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Standard Equipment: Set of lravelling clothes, a set of cere mo
nial clothes, ceremo nial headdress and a robe or cloak. A 
few sacks, back-pack, utility belt, water skin or canteen, 
sunglasses, air filter or gas mask , pocket mirror, 40 feet ( 12 
m) of rope or cord , lighter , magnifying glass, binocular s , 
food rations for a month, first-a id kit, a var iety of commo n 
herbs and med icines, and personal items. 

Weapons are limit ed to the medicine stick, medi cine horn , 
a knife, and one add itiona l weapon of choice. 70% have an 
energy pisto l and/o r ri fle or other high -tec h weapo n with 
seve ral E-c lips. The med icine man may also have I D4 + 2 
charm s. Typically on ly high leve l charac ters (7th and up) 
have a Kifaalu horn . 

Most young medicine men start off with one ridin g animal 
of fair quality or wa lk. More experience d and weallhy charac
ters are likely lo have a high qua lity riding animal and/or a 
qualit y vehicl e and possibly a cargo vehic le or pack ani mals. 

Armor: These charac ters may wear light mega -damage armor, 
espec ially magic types. They se ldom wear armo r during cere
moni es. 

Money: Slarts out with 2D6 x I 000 in c redit and 4D6 x I 000 in 
valuables such as gems, gold and lives tock. 

Cybernetics: Starts with none and will avoid them becau se they 
interfer e with mag ic. Only cybernet ic bio-sys tems for health 
rea sons will be considered. 



African Rain 
Maker O.C.C. 

In many areas of Africa , rain and water are considered great 
bless ings. Much of Africa is dry , with long periods of rainles s
ness. Many areas in the north , east and south suffer from agoniz
ing periods of drought. Sometimes a drought can last for 2D6 
years. Even in the more lush areas there is a rainy seaso n followed 
by a long dry season that lasts five to seven months. Rain is 
needed for crops and reservoir s of drink ing water during the dry 
season. During the rainy seaso n there may be dama ging storms 
and too much rain, causing river s to overflow and flood . The 
rain maker can control, direct and adju st the weather of both 
seasons. 

The rain maker is another of the tradition al men of magic in 
African society . Like the medicine man and priest, the character's 
philosophy is to help other people. Howe ver, unlik e the other 
O.C.C. s, the rain maker is an independent operative and may 
be allied to dozens of different tribes or none at all. He can be 
far less scrupulou s, more mercenary and self serving. 

The most compassionate rain makers will perform their ser
vices for whatever a village can afford. If the people are poor, 
his fees are small , perhaps eve n a mere pittance, like a meal , 
blanket , and/or place to sleep. If the village is wealthy the fee 
will be great and may include any or all of the following: prec ious 
metals, gems, magic weapons, charm s, energy weapons, riding 
animals, livestock , information , an escort by warriors , protec
tion , a house of his own to be maintained while he is gone, and 
so on. Villages, rich or poor , are always genero us to the maker 
of rain. Many rain makers become wea lthy, honorary member s 
of several villages, with houses, wives and families in each . 
Those of a strong moral standing (good alignment) are the most 
respected and typica lly the wealthiest. 

Greedy, selfish and cruel rain makers can be respected and 
wea lthy, but they are also hated and feared. These scoundrels 
may resort to threats and extort ion to get exorbitant payments 
for their services. If a village cannot or will not pay the price 
he asks, the mage is likely to walk away without lifting a finger 
to help. Some also steal from the village and ignore their laws 
- their protection: the threat that if they are punished they will 
change the weather to hurt the entire village. If the unscrupulous 
rain maker is cheated or feels slighted in any way , the character 
may cause serious trouble without regard to the innocent people 
who will suffer from his revenge. 

A rain maker can be a man or a woman, but the majori ty 
(70%) are male . Most keep their secrets to themselves, pas sing 
the trade on from father to son and occas ionally to cousi ns. They 
are very intelligent and study rain cycles, weather patterns, the 
stars and usually know about plants and farming . Some are also 
reasonably good thieves and confi dence men, others are scientists 
and healers. 

The Special O.C.C. Powers 
of the Rain Maker 

1. All rain making rituals. Only the rain maker can perform 
the various types of rain dancing ritual magic. See the section 
that describes magic ceremonie s, chants and dances. 

83 

2. Sense elements and changes in weather , such as rising 
or decreasi ng barometric pressure and humidit y. Estimate the 
likelihood, approach of rain and when it is likely to start raining 
(accurate within 2D4 minute s). He can also tell whether it will 
be a light , medium or heavy rain and can sense ra in up to 100 
miles away (160 km). He will know when the wind has changed 
direction and what that direction is and estimate wind speed 
within l D4 mph accuracy. He can also estimate the temperature 
within l 0 6 degrees. This is an automati c ability and does not 
require an expenditure of P.P.E. 

3. Sense the purity of water. The character can tell by smel
ling water if it is poisoned , dangerously polluted, contamin ated, 
or good to drink . Level of accuracy is 40% + 5% per level of 
experience. - 20% when trying to detec t purity/poison in other 
liquids like milk , wine , j uices, teas , etc . This is an automatic 
ability and does not require an expe nditure of P.P.E. 

4. Divine water. By using the traditional dow sing rod , the 
character can sense the location of water, including underground 
springs. The rod vibrates and point s in a specific direction. It 
stops vibrating and points down when the water has been located . 
Range: Five miles (8 km) per level of the rain maker. P.P.E. 
Cost: 5 points. 

5. Control mega-damage lightning. The rain maker can sum
mon and direct mega-da mage lightnin g when it is raining or 
storming . Each lightning strike counts as half of his total number 
of melee actions, which means only two such devastating attacks 
are possible per melee round (15 seconds). The dama ge can be 
incredible because he is actually drawing on and directing the 
forces of nature. Mega-Damage: 20 M .D. per level of experi
ence! Range: Wherever the rain is , he can direc t a lightning 
bolt. However, he must be able to see his target to strike it. 
Poor visibility or only a genera l idea of location means he is 
- 10 to strike the desired target . The most effect ive range is 
1200 feet (366 m), from which he is + 3 to strike. At 2000 feet 
(6 10 m) he is + I to strike . At 3000 feet he has no strike bonus. 
At 4000 to 5000 feet ( 1220 to 1524 m) he is - 5 to strike and 
beyo nd that, - I 0 . During heavy storms, maximum visibility 
may be less than 1200 feet (366 m) . P.P .E. Cost: 20 points . 

O.C.C. Abilities & Bonuses 

1. Base P.P .E.: ID6 x 10 + 30. Add 2D6 P.P.E. per each 
additional level of experience . The rain maker can get addi
tion al P.P.E . from ritual magic, blood sacrifices and Iey 
line nexus points. Double the charac ter's range and area of 
effect when at ley line nex uses and magic stone pyramid s. 

2. Bonuses: +25 S.D.C., +2 to save vs all types of magic 
rituals and magic circles, and + 2 to save vs horror factor . 
Attribute bonuses : + 2 to M .A. and + l to M.E. 

3. Spell Knowledge : The rain maker can also learn conven
tion al spell magic as well. He '5tart s with blindin g flash , 
globe of daylight , thunderclap, breathe without air, and 
armor of Ithan. 

4. Learning New Spells: Additiona l spells of any magic level 
can be learned and/or purch ased at any time regardl ess of 
the charac ter 's expe rience . However , most rain makers are 
satisfied with their area of expertise and seldom learn more 
than a dozen spells. The types of spells learned are usually 
of a predominately elemental natur e, mainly regard ing air 
and water. 
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Attribute Requirements: J.Q . and M.A . of 12 or higher. A 
high M.E. and P.E. is always convenient but not a requirem ent. 
O.C.C. Skills: 

Speaks & literate in native tongue 98% 
Speaks three other additional languages ( + 20%) 
Basic math ( + 20%) 
Astronomy ( + I 0%) 
Botany ( + 15%) 
Identify plants and fruits ( + 10%) 
Land navigation ( + 10%) 
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Pilot sai I boat ( + 20%) 
Pilot row boats/canoe s ( + I 0%) 
Swim (+2 0%) 
Dance ( + 10%) 
W .P. Blunt 
W.P. of choice 
Hand to hand: basic 

Hand to hand : basic can changed to expert at the cost of 
one "other" skill , or martial arts or assass in (if ev il) for the 
cost of two "other" skills. 

O.C .C. Related Skills : Select six "other" skills. Plus select two 
additional skills at level three, one at level six, one at level 
nine, and one at level twelve . All new skills start at level one 
proficiency . 

Secondary Skills: The character also gets to se lec t four seco n
dary skills at levels two, seven and eleve n f rom those listed , 
exc luding those marked "None." These are additional areas 
of knowledge that do not get the advantage of the bonus listed 
in parentheses. All secondary skills start at the base skill leve l. 
Communica tions: Any ( + 2%) 
Domestic: Any ( + I 0%) 
Elec trica l: None 
Espionage: Any, except sniper and tracking 
Mechanical: None 
Medica l: Any ( + 10%) 
Military : None 

Physical: Any except acrobatics, gymnastics, and boxing. 
Pilot: Any , except pilot robots and power armor ( + 5%) 
Pilot Related : Any 
Rogu e: Any ( + 5%) 
Science : Any ( + I 0%) 
Technical: Any ( + 15%) 
W .P.: Any 
Wilderness: Any 

Standard Equipment: A set of travelling clothes, a set of cere
moni al clothes, waterproof boots, robe or cloak, a few sacks, 
backpack, utility belt, canteen , sunglasses, air filter or gas 
mask, pocket mirror , string , 40 feet ( 12 m) of rope or cord , 
lighter, tinder box, magnifying glass , binoculars or telescope , 
diving mask and snorkel, food rations for a month , and per
sonal items. 

Weapons include war club or staff , I D6 throw ing sticks 
or a pair of knives. 80% have an energy pistol and/or rifle 
or other high-tech weapon with several E-clips. The rain 
maker may also have a few magic items. 

Most young rain makers start off with one riding animal 
of fair quality or a motorcycle. More experienced , known 
and wealthy characters are likely to have a high quality riding 
animal and one or more pack animals, a quality personal 
vehicle plus a cargo vehicle and dr iver . 

Armor . These characters o ften wear mega-damage armor 
of any type , especially into dangerous or unknown areas. 
The y seldom wear armor durin g ceremonies. 

Money: Starts out with 3D6 x 1000 in credits and 3D6 x 1000 
in valuables such as gems and gold . 

Cybernetics: Starts with none and will avoid them because they 
interfere with magic. Only cybernetic bio-sys tems for health 
reasons will be considered . 



African Priest O.C.C. 
The job of the Africa n priest is to educat e, protect and he lp 

others. The typical priest is a skilled holistic doctor and most 
are the keepers of the tribe 's history, myths, and legends. They 
tell the history of the specifi c vi llage, tribe, tribal nation , great 
kings, heroes , and lore. In add ition, they serve as adv isors, 
comforters , hea lers and judge s. Even their duties as hea lers, 
judges and teacher s frequentl y take the form of song, dance and 
ritual s, since much of the ir history is kept and presented orally. 
Songs, chant s, and dan ces are more eas ily remembered - espe
cially if they are made to be fun and/or linked to festiva ls and 
celebrations . One will note that many of the pries t 's skill s and 
ab ilities, including the makin g of alcohol, playin g musical instru
ments and so on, are linked to the performanc e and execu tion 
of cere monies. 

The priest 's three greatest stre ngths are knowledg e (historical , 
lore, science, medicine), the trust of the people, and magic 
ritual s. It is the priest who offic iates at most ce remonie s. They 
alone hold the secret mystic knowledge of most ritua l dances, 
drum s, chants, songs and rituals. Powerful ritual s that prot ect 
and help people aga inst bad med icine , enemies , nature and the 
forces of ev il are their stock in trade. 

In some African societie s, the position of priest is inherited . 
In others, it is taught to those who show an interest and aptitude 
for study, mag ic, ceremony and helpin g others. In man y African 
socie ties, the pries t, whether male or fema le, shaves his head 
and/or wea rs ceremo nial c lothes or other article s to denote his 
or her station. In other cases, the pries t may dress and look like 
the average citize n but this is not the norm. Priests are also 
predominat e ly male, about 60%, but there are a number of 
societies that allow women to be priests and a couple where 
only women can becom e priests. Priest s, med icine men and rain 
makers ofte n work together for the greate r goo d of the peopl e. 

Afr ican pr iest player characters are most like ly to be nom ads 
and adventur ers who trave l the land to he lp the less fortunate . 
Their main agenda is likely to be fighting witches and other 
forces of supernatural evi l. They may visit a circuit of villages 
who don' t have any priests, where they perfor m ceremonie s 
h_eal the sick , and fight bad medicine and ev il spirit s. The y ma; 
simply roam free ly, lettin g the hand s of fate lead them where 
they are most needed. 

O.C.C. Powers & Abilities 
I . The secrets of the drums. All pri ests understand the lan

guage of the drums and a ll know the codes in order to issue 
responses, messages, and warnin gs. 

2. Make alcohol. All African priests know how to make wi ne 
and beer. It is the respo nsibilit y of the pries ts to make libation s 
for ce lebration s, fest ivals and magic ceremoni es. 

3. Commune with spirits/entities. Same as the spell . On ly 
in the case of the pries t, he need only meditat e for a few minute s 
to talk to entit ies of alJ kinds. The ability to see and speak to 
these ghostlike beings doe s not mea n that they will obey the 
character or be of any he lp. Only the priest ca n have a dialog ue 
with them and perhap s ge t inform ation or convin ce them to leave 
or he lp. 

4. Base P.P.E .: The numb er from the P. E. attribute time s 
two. Add 1D6 P.P .E. per eac h addition al leve l of experience. 

85 

The pries t can draw on additional P.P .E. throu gh ritual cere
monies of dancing , sing ing and chantin g and occasio nally blood 
sacr ifices (usua lly of anim als) . See the ceremony sec tion "that 
follow s. 

5. Bonuses : +20 S .D.C ., + I to save vs poison and drug s, 
+ 2 to save mind contro l of all kinds (in addition to possible 
M. E. bonu ses), +3 to save vs horror factor . 

6. Spell Knowledge: The African priest knows nothin g about 
the worki ngs of magic or spe ll casting. Instead , he or she draws 
on P.P .E. throu gh prayer, song , and dance. The magic energy 
is then focused to bless and create good medicine . The entire 
orientation of the priest is to he lp others and protect them from 
ev il. Although the African prie st~ effec tively a user of magic , 
he doe s not see him se lf as such . See the section describing 
cere moni es. 

7. Alignment: Any , but usually principled, scrupulou s or 
unprin cipled . 
Attribute Requirements: 1.Q. 10 and M .E. 14 or higher. A 
high M.A. and P .E. is good too , but not a requir ement. 

O.C.C. Skills: 
Speaks & literate in native tongue 98%. 
Spea ks two additiona l lang uages ( +2 0%) 
Lore : Mon sters & Demon s ( + 10%) 
Anthropology ( + I 0%) 
Holi stic Medicine ( + 10%) 
Basic Math ( + 25%) 
Dance ( + 20 %) 
Sin g(+ 10%) 
Play Instrum ent: Drum s ( + 20%) 
Play Instrum ent: Choose one ( + 10%) 
Pre serve Foods ( + I 0%) 
Palming ( + 10%) 
W .P. Blunt 
W.P. of choice 

Hand to hand : basic cos ts one "other" skill , hand to hand : 
expert co sts two "o ther" skills , and martial arts or assassin 
cos ts three "o ther" skills. 

O.C .C. Related Skills: Select five "o ther" skills. Plu s select 
two additi onal skills at leve l thre e, one at leve l five, one at 
leve l eight , and one at leve l twe lve. All new skills start at 
level one profi cie ncy. 

Secondary Skills: The charac ter also ge ts to se lect three secon
dary skills at leve ls four and ten from those listed, excluding 
those mark ed "None." These are additional areas of know l
edge that do not get the advantage of the bonu s listed in 
parentheses. All seco ndary skill s start at the ba se skill leve l. 
Comm unica tions: Any 
Dome stic: Any ( + I 0 %) 
Electrical : None 
Espiona ge: None 
Mechani ca l: None 
Medica l: Any ( + 5% for most, + I 0% for holi stic medicine) . 
Military : None 
P~ysica l: Any exce pt acrobatic s, gymna stics, and boxing. 
Pilot: Any (horseman ship + 10%) 
Pilot Related : Any 
Rogue : Any ( +5 %) 
Sc ience: Any ( + 10%) 
Technica l: Any ( + 20% on lore, literacy, language or writ ing) 
W .P.: Any Wilderne ss: Any ( +5% ) 



Standard Equipment: Virtually any type of everyday clothes , 
plus a robe, tunic or cloak , ceremonia l clothe s, and ceremonia l 
headdre ss and/or mask. Many priests also have tattoos , while 
others will paint their face and/or body for cere monies . Many 
will wear beaded necklace s, meta l bracelet s and arm bands . 
Other equipm ent: I D4 talismans and/or charm s (gifts from 
medicine men), ceremonial scepter or club, several sacks 
(large and small) , back-pack, utility belt , water sk in or can
teen , tlashlight, sunglasses or tinted gogg les, air filter or gas 
mask , food rations for three weeks, first-aid kit with a variety 
of common herbs, teas and remedi es. 

Weapons include a silver or wooden knife, dagger, 1D4 
scalpels for medical use, four wood stakes and a wooden 
mallet, palm size mirror , a war club or staff , 1D6 throwing 
sticks or bow and arrow, and an energy pistol or rifle. The 
priest will also have two "Bles~ed Weapon s" of his choice 
(see the dance of blessing weapon s). He may also use other 
magic weapo ns and items of any kind , other than evil. 

Armor: Few triba l people wear cumber some suits of armor. 
Pries ts, medicine men, witches and high rankin g ~arriors 
may wear leaf or bark armor from a Millennium Tree . Some 
warriors may purchase or steal conventional M.D .C. armor 
but wi ll wear it only when facing mega-damage foes - other
wise it' s not fair. Also see dance of tlames. 

Vehicle: Many walk everywhere , others use a riding animal, 
typically a horse , ass , camel or elephant. The more modern 
priests, particularly those in the northern and southern plains, 
may ride a jeep, truck, motorcycle or hover vehicle . 

Money: Starts out with 4D6 x 1000 in go ld, silver and precious 
stones and has another I D4 x I 000 credits worth of herbs and 
tonics. 

Cybernetics: Starts with none and will avoid them because they 
interfere with magic and are not natural. Only cyberneti c 
bio-systems for health reasons will be considered. 

Ceremonial Magic & Secrets 
The Secrets 
of the Drums 

Priests can play , and interpret messages, on the drums. Drums 
are used during dances, merriment and celebrations, and are also 
used to pound out a secret code to warn and alert other priest s. 
Only priests, kings, queens, princes and princesses can under
stand the messages of the drum s. The medicine man may recog
nize a call to arms or the sounds of rejo icing, but he cannot tell 
exactly what the drum s say. Note: The sound of the drums can 
be heard at a distance of about two miles (3.2 km) . Messages 
o f warnings tell the knowled geable listener of possible or impend
ing danger and to be careful and alert . A call to arms or sounds 
of rejo icing beckon the priest to come and participate. 

Drum Messages 

• Call to arms: Battle with other humans 
• Call to arms: Batt le with evil spirits (demons and/or witch) 
• Call for help: Defines trouble: Invader s, battle, sickness, 

locusts , robots, evil medicine , or evil spirits/demon s. 
• Warn of intruders and defines whether they are a rival tribe , 

whites, mechanized/bots, or evil spirit s. 
• Warns of evil spirits/demons in the area. 
• Warns of witchcraft 
• Warns of great danger or impending danger. 
• Warns of danger to the king and/or queen. 
• Warns of danger to a sacred, taboo or magic place. 
• Battle in progress/v illage under attack and by whom: other 

tribe, white invaders, mechanized/robots, monsters , witches, 
evil spirit s/demons, or magic forces. 

• Rejoicing and what the happiness is for: birth , wedding , new 
king, triumph in battle, defeat ing a witch or demon , the 
recovery from sickness of a chief or other notable person , 
and similar. 
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Magic Chants, 
Singing, Dances 
& Ceremonies 

Magic chants and/or singing work similarly to dnim s, but are 
typicall y used in rituals and ceremo nies. The people of a tribe 
or even an entire nation respect and trust their priests so com
pletely that they put them selves in his hands. Throu gh song, 
chants and/or dance the peop le work with the priest to chase 
away evil spirits or perform some act of good. These ceremonie s 
serve as a means to focus the minds of the people participating 
toward one goal , one thought and strong emotion. Their focus 
gives life to magic, or more to the point , the magic user, i.e. 
medicine man, prie st or rain maker . The priest can then draw 
on the P .P .E. of the willing and intens ely focused participant s 
of the ceremony - which can be dozens, hundreds or thousands 
of peopl e. Thus, magic chant s, dance s and ceremonies can be 
a means of access ing tremendous amounts of magic energy for 
the perfo rmance of magic. 

Chanting or singing alone will provide eno ugh focus Lo gel 
one P.P.E. point from each ordinary person participatin g. How
ever , combining chanting or singing with dance and a ceremony 
that de liberately builds in momentum and intensity can get an 
average of four (4) points per participant. Participatin g characters 
with high amount s of P.P.E., includin g other priests, users of 
magic, D-bees, and supernatural character s, can provide as much 
as 70% of their P .P.E. reserve (minimum 50%). 

Priests and medicine men appreciate the uniquene ss of magic 
and see its use in ceremon ies as a gift or blessing from the gods 
or good spirit s. They do not want to pester or anger the gods 
by pressing them for too many favors. Conseq uently , they per
form magic ceremonie s only when absolutely necessary. Fighting 



evil spirits (demons, witches and monsters), correcting or pro
tecting the natural rhythm of nature (typically against super
natural forces) and combating unnatural phenomena such as 
plagues, strange sicknesses, locusts, drought s, heat waves, earth
quakes, and magic , are all cause for magic ceremonies. Basi
cally , it is magic versus magic - magic is seldom used to fight 
other ord inary men; it wouldn 't be fair. 

It is interesting to note that while a medicine man may be 
involved in ceremonies and he may even be the rec ipient of the 
P.P.E. to be channel ed and used in the magic, it is the priest 
who knows the chants, songs, move ments and patterns of the 
dance. Furthermore, it is the priest who coordinat es and directs 
the entire ceremony and most importantl y, has the people 's trust 
and strives to help them with their prayer s, songs and dances. 
Without the priest, a proper ceremony and obtaining the desired 
magic is not possible. 

It is also important to note that the tight focus of the ceremony 
and its participants prevents their P .P.E . from being used or 
stolen by a rival priest or other practitioner of magic. This is 
where the involvement of the priest comes into play . It is the 
priest(s) that the participants trust and it is he and his cause that 
they are working towards. As a result , only he or a medicine 
man that he has appoin ted during the ceremony gets access to 
the abundant P.P.E. generate d by the people. This is another 
reason the priest must stay true to his beliefs, his morals and 
his people . If the people lose their faith and/or trust in their 
priest(s), the P.P.E. is not available; subconsciously they will 
not give it up and the magic ceremony does not work. 

Note: Unless stated otherw ise, chant , drum , and dance rituals 
are exclus ive to the priest O.C.C ., although others may parti ci
pate. 

Chant of Blessing 
Range: 20 foot (6 m) area. 
Duration: 24 hours per experience level of the priest. 
P.P.E.: 50 
Saving Throw: Not applicable to those who want the blessing . 

One or more priests pray for about five minutes and then chant 
a blessing for another five minutes. Al the end of the ceremo ny, 
the subject of the blessing is given minor magical protection and 
power. + I lo save vs witchcraf t, + 2 to save vs poisons and 
disease of all kinds, plus the gift of alertness if the character is 
a hunter or warrior: + I on initiative. As many as six people 
per level of the priest can be blessed. 

Chant to Control 
Ley Line Storms 
Range of area affected: Half mile (0.8 km) length of ley line 
per level of the character. 
Duration: Two minutes per level of experience. Can be canceled 
at any time . 
P.P.E.: 70 for a rain maker or I JO for a medicine man. 
Saving Throw: Not app licable . 
Note: This chant is exclusive to the rain maker and medicine 
man O.C.C.s, although priests and others may participate in the 
ritual and provide additional P.P.E. 

The chanter cannot create a ley line storm, but can grab hold 
of one and redirect it. He can hold the storm in one place, send 
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it in the opposite direction , reduce its intensity by half , and is 
never struck by its energy bolts or other phenomena. He can 
also sense whether the storm is natural or crea ted by magic, a 
stone pyramid or Millennium Tree. The character can reduce 
the intensity of a Millennium Storm and escape any damage 
from it, but he cannot hold it in place or redir ect it. The character 
must continue his chanting the entire time he desires to control 
the storm . 

Chant/Ritual of Divining 
Range: 3 feet (0.9 m) . 
Duration: One minute per leve l of experience . 
P.P.E.: 90 
Saving Throw: Not applicabl e. 

Thi s ritual involves chanting and foot stompin g. Unlike some 
of the more P.P.E. costing ritual s that require scores or hundreds 
of people, this ceremony can have as few as two other priests 
or loyal followers. Those parti cipating in the ritual chant, hum 
and stomp their feet at important intervals for about 15 minutes. 
At the end of ritual , the head priest drops two small stones into 
three pots of water and peers into them to glimpse the immed iate 
future (72 hours) or to under stand events that are occurring in 
the present. Three divin ation questions can be asked and the 
answers revealed per each minute of the priest's experience. 

This divining magic will reveal the following: 

• The presence of good medicine. 
• The presence of bad medicine. 
• The presence of a witch or evil spirits. 
• The presence of the gods. 
• The presence of revenge/hatred . 
• The presence of greed/lust. 
• Where a lost child might be found. 
• Where good hunting might be found. 
• When rains will come - ending a drought. 
• Whether evil spirits are coming. 
• Wheth er locusts or disease are com ing. 
• Whether a particular person is in danger (yes or no). 
• Whether any taboos have been broken (yes or no and which 

ones). 
• Whether a particular person speaks the truth (yes or no). 
• Whether a particular visitor is dangerous or has evi l inten

tions. 
• The face of ev il: The cause of trouble , murder, or bad 

medicin e can be seen in the waters but requires an additional 
90 P.P.E . (180 tota l points) . 

Chant of Exorcism 
Range: Touch or 30 foot (9 m) area. 
Duration: As long as the chant continues, about one hour . 
P.P.E .: 90 
Saving Throw: Not applicable. 

This powerful ceremony is usually conducted by a medicine 
man (who is impervious to possessio n), but again coordinated 
by priests. If a medicine man is not available a priest can perform 
the ceremon y but runs the risk of being possessed . The other 
people and prie sts involved chant and strike sticks together while 
swaying back and forth with their eyes closed. As long as they 
keep their eyes shut the evil spirit cannot possess any of them. 



Meanwhile, the magic protects all others in the village as long 
as they stay behind closed doors or keep their eyes shut. 

The ceremony lasts one hour and at its end the possess ing 
spirit is forced out without failure. The only person who is 
vulnerable is the priest who is perform ing the actual exorcism 
and he is + 6 to save vs possess ion . 

Chant/Ritual to 
Remove Taboo (Curse) 
Range: Spec ial 
Duration: Specia l 
P.P.E.: 40 for the. initial ritual. 
Saving Throw: Not applicable. 
Note: The ability to remove a taboo is included in this section 
to keep aJI the rituals together and easy to find . It is exclusiv e 
to the rain maker O.C.C. although priests may part icipate in the 
ritual. 

The victim of a taboo curse must first engage in a brief ritual 
of penance conducted by a medicine man. This ceremony is said 
to mark the aura of the charac ter as being sorry and in the process 
of righting his wrong. To nega te the bad medici ne of a taboo, 
it is always required that the offe nding charac ter(s) make amends/ 
apologizes for his indiscretions. This will req uire repairin g dam
age made to the subjec t of the taboo or area/s hrine of the taboo, 
protecting the taboo subject or area , helping the peop le (if any) 
who ow n the taboo subject, or perfo rming one or more significant 
acts of kindness, generos ity and/or herois m for a worthy perso n, 
group of peop le , or cause. 

Additiona lly, the charac ter must perform a brief, nightly or 
daily praye r last ing only I D4 minu tes to help him reflect upon 
his life and the cause of his affl iction (greed , arrogance, cruelty, 
carelessness, stupid ity , e tc.). A taboo curse is not eas ily removed 
and may take week s, months or even yea rs to rid oneself of it. 
Thi s could send the charac ter on one quest after another (G.M.s, 
use your discretio n and be fair). 

Killing the taboo maker is an act of complete stupidity, al
though witches and other evil charac ters might suggest it . If the 
taboo maker is slain by the curse d character, the bad med icine 
can NEVER be removed by any means. Plus a seco nd taboo 
curse is placed on the person (random roll or select one)! It is 
a lso important to note that in many cases the taboo maker has 
moved away or died years ago. 

Chant of Warning 
Range: One mile (1.6 km) 
Duration: As long as the chant continues. 
P.P.E.: 120 to provide magic bonuses . 
Saving Throw: Versus Horror Factor of 11. 

This is an eerie magic chant performe d only by priests to 
frighten enemies and invade rs, both human and inhum an . The 
chant can be heard only by the enemy for a radius of one mile 
(1.6 km) per level of the pries t lead ing the chant (who should 
be the most experienced). The chant is unnerv ing and evokes a 
horror factor of 11. AJI who fail to save vs horror factor will 
tum and run away. Those who save may continue but are j umpy 
and are - I on initiative. 
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Chant of 
Water Doubling 
Range : Touch 
Duration : Instant 
P.P.E .: 30 for a rain maker or 50 for a priest. 
Saving Throw: Not applicab le. 
Note: Exc lusive to the priest and rain make r. 

In this ritual, the charac ter chants and hums while pouring 
equal amounts o f water from one container into two other con
tainers. He then does a little rain style dance around the two 
containers, kneels down , looks into the sky and touches them. 
Magically, the amount of water doubles in both containers. Un
fortunat ely, water that has been magica lly doub led once cannot 
be doubled aga in . The entire ritual takes about four minutes. 

Drums of Protection 
Range: Two miles (3.2 km) 
Duration : As long as the drum s beat. 
P.P.E.: 140 to provide magic bonuses. 
Saving Throw : Not applicable 

A message know n to all the peo ple of a tribe, triba l nation , 
a llies and poss ibly eve n the enemy is the unmi stakable sound 
of magic protect ion. This drum beat does two th ings: one, it 
warns those in the know that bad med icine is afoot . Second , it 
lets the perpetrato r, typica lly a witch , demon, evil sorcerer or 
enemy, know that the tribe is aware of the presence of the bad 
medicine and the perpetrator and are prepa red to fight. 

The focus and purpose of this drum beat is to encourage the 
defenders and fill them with confidence . At the same time , it 
may fr ighten the perpetrators of the trouble to leave the area and 
to take the bad medicine wi th them. All membe rs and friends 
of the tribe are + I on initiative and + I on all saving throw s. 
All bonuses remain in effect as long as the drums play . 

Dance of 
Blessing Weapons 
Range: 10 feet. 
Duration : Permanent 
P.P.E.: 890 
Saving Throw: Not applicab le 
Limitations: One weapon per leve l of the priest conduct ing the 
ceremony; a dozen arrows or sling stones/b ullets counts as one 
weapo n . A bow and string counts as one weapon . 

This ritual enchants weapons with specia l magic propert ies. 
It involves many peop le, the playing of drums, and sing ing. 
Those who will use the wea pons are signaled at the r ight mome nt 
to jump out of the singing crowd, grab their weapo n (maxim um 
one in each hand) and dance wi ldly whi le chanting and waving 
the weapo ns for a period of five minutes. After the allotted 
dancing, the ceremony is over. 

The weapo ns are endowed with the following magic bonuses 
and powers, but only when they are used by their respectiv e 
warr ior. In the hands of anybody else, the weapon has no magic 
- the items and the mag ic are linked to the perso n it was made 
for. When that person dies , it turns back into an ordi nary item . 

Note : All weapons inflict their normal S.D .C. amou nt in 
mega- damage when used aga inst mega-da mage creatures and 



double damage to witches in human or werebeast form. 
Bow & Arrows: The bow shoots an additional 200 feet (61 

m). The arrows inflict double damage and fly straight and true; 
+ I to strike. 

Knife: Never dulls, does an additional 2 points of damage 
and is + 2 to strike when thrown. 

Spears or Javelin: Never breaks when used by its owner and 
+ 2 to strike even when thrown and + 2 to damage. 

Sling and Stones: Double the range and damage. 
Staff: Never breaks when used by its owner and does an 

additional I D6 damage. 
Sword : Double damage. 
Throwing Sticks or Irons: Double normal range and damage. 
War Club , Mace Hammer or Axe: Double damage and + J 

to strike and parry. 
Armor & Shields: The S.D.C. of an ordinary suit of armor 

or shield turns into M.D.C. whenever engaged in battle against 
mega-damage forces, creatures, robots and energy weapons. 

Weapon Note: Swords are seldom used by most African 
tribes. The most common weapons are spears, war clubs/maces, 
staves, throwing sticks and the bow and arrow. 

Dance to Chase 
Away Evil Spirits & Witches 
Range: Half mile (0 .8 km) radius per level of the priest. 
Duration: 24 hours per level of the channelling priest. 
P.P.E.: 750 
Saving Throw: 16 to prevent paralysis, but must still leave the 
area. 

This powerful magic ceremony involves singing and dancing 
to chase way evil spirits and witches. It is the priest(s) who 
conducts the ceremony but it can be a priest or medicine man 
(whichever is more experienced) who channels the magic. All 
witches and evil spirits who hear the music are racked with pain . 
Unless they flee the area they will be stricken by paralysis for 
one day per level of the priest or medicine man channelling the 
magic. The paralyzed witch or demon may fall victim to wild 
animals or enemies. Many tribes will go forth the next morning 
searching the bush for stricken witches and demons to destroy 
them. 

Any person possessed by an evil spirit will be identified by 
falling to the ground where they scream and flail about. A priest 
or medicine man can then restrain that person and perform an 
exorcism. 

Furthermore, no witch or evil spirit may come within earshot 
of the village (typically about one or two miles) for a period of 
one week per level of the channeler. 

Dance of Flames 
Range: Self and others; one person per level of the ceremonial 
head priest. 
Duration: Two hours per experience level of the priest conduct
ing the ritual. 
P.P.E.: 700 
Saving Throw: Not applicable 

This hour long ceremony involves the drinking of libations, 
singing and dancing around a large bonfire. Towards the end of 
the ritual, people selected by the priest are given the gift of 

89 

invulnerability - provided they jump into the fire and dance in 
its flames for three to five minutes. lf they have faith in the 
priest and his magic, they are invulnerable and do not burn. 
Those who refuse to leap into the fire lose the power of invulnera
bility within one minute after the ceremony's end. 

Those who dance in the flames have the following powers: 
Impervious to fire and heat, impervious to poison, and + 5 to 
save vs all types of magic. Furthermore, those made invulnerab 
le see their S.D.C. points temporarily become M.D.C. points 
(mega-damage heals at the same rate as S.D.C. damage). The 
invulnerability lasts for two hours per level of the priest who 
conducted the ceremony. Typically only trusted priests, warriors, 
friends and heroes are selected to receive this powerful good 
medicine. 

Dance of Good Medicine 
Range: Entire village. 
Duration : 24 hours per level of priest. 
P.P.E.: 475 
Saving Throw : Not applicable 

The dance of good medicine is conducted by the priest for 
the purpose of creating good fortune for an important event or 
activity. Its magic hangs over the village and the people for one 
day (24 hours) per level of the priest conducting the song and 
dance. Typical events that elicit the good medicine dance include: 
• Planting: The weather for the days of planting is perfect and 

crops will grow with few problems from insects and weather. 
The yield is 20% more than what might normally be expected. 

• Harvesting: The harvesting of crops goes twice as quickly 
than one might expect, without any serious accidents or 
problems. 

• First Fruit: Removes any bitterness or possible danger from 
eating this fruit; no stomach aches. 

• Hunting: The subject of the hunt is found with relative ease, 
and the hunter(s) will not be bitten or mauled. 

• Travel of Importance: The travelers will not be attacked or 
troubled by animals or insects and travel time is 20% faster 
than one might anticipate. 

• Wedding: The married couple and all participants are filled 
with happiness, there are no squabbles or brawls and nothing 
goes wrong. 

• Good Health: This dance is usually performed when word 
spreads about sickness in neighboring areas. The people and 
livestock are + 2 to save vs normal disease and poisoning, 
+ 3 to save vs magic sickness and + I to save vs the magic 
conjured by a witch. 

Dance of Life 
Range: JOO foot (30.5 m) radius. 
Duration: Dance period. 
P.P.E.: 550 
Saving Throw: Not applicable. 

This ceremony is used to help heal the sick and wounded, 
particularly important members of the Lribe, fallen heroes and 
children. The priest(s) orchestrates the ceremony and either a 
priest or medicine man can channel the magic energy to help 
the stricken. When there are many, ten or more, the magic 
ceremony gives all the bonuses of + 2 to save vs poison, sickness 
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or magic, + 20% to save vs coma and I D6 hit points are restored 
at the ceremony's end. Healing then continues at twice the normal 
rate! 

If all this ene rgy is focused on one or two people, they are 
+40% to save vs coma, + 4 to save vs poison, sickne ss or 
magic and 2D6 hit points are restored at the ceremony's end . 
Healing then continue s at twice the normal rate! Note: The 
characters are also attended to by a priest( s), healer or doctor 
who bandages wounds, stops bleeding , sets bones, etc. 

Dance of Protection 
from Bad Medicine 
Range: Entire village regard less of size. 
Duration: 24 hours per leve l of the priest. 
P.P.E.: 550 -
Saving Throw: Not applicable . 

This chant and dance creates an aura of protection that covers 
the ent ire village. It is typicall y performed when the town is 
suspected to be the target of witchcraft or assault by evil spirit s, 
including demon s, crea tures o f magic and ev il practition ers of 
magic. The aura of protection lasts one day (24 hour s) per level 
of the priest who led the ceremony (ideally the priest with the 
highest leve l of exper ience). The magic is powerful and prevents 
any witch , demon , evi l practitioner of magic, or their minions, 
including magic snakes, summoned insects, shadow beast, en
tities, etc., from entering the town - it works like a giant, 
superior circle of protection . 

Dance of War 
Range: Two miles (3.2 km) 
Duration: As long as the drum s beat. 
P.P.E.: 240 to provide magic bonuses and pena lties 
Saving Throw: Not applicab le for tribe members, enemies must 
roll a 16 or higher to save. 

This powerfu l magic ritual involves the intense beatin g of 
drums and chanting that seems to build and build . The drum 
beat alerts other priests of a ser ious impending battl e. It also 
lets the attackers know the tribe will fight with courage and to 
the death if necessary. 

The magic strengthens all the members of the village and 
weakens the enemy. All tribe members, friends and allies feel 
confident and excited. They are + I on initiati ve, + I to save 
vs horror factor and + I on all saving throws. Warrior s are also 
+ l to strike and have one additional attack per melee! 

The enemy is - I to strike, parry and dodge, - 1 on imitative 
and - 2 to save vs horror factor. All bonuses and penalties 
remain in effec t as long as the drum s play and the chant continue s, 
even if they can ' t be heard once the battle has begun . 

Dance to Close a 
Dimensional Rift 
Range: 200 feet (61 m) 
Duration: Instant results. 
P.P.E.: 540 
Saving Throw: Standa rd . 
Note: The medic ine man , rain maker and priest all know this 
ritual. 
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Th is frighten ing ceremony involves chanting, drum s and con
centration. The priest or medicine man must be within 2oo·reet 
of the rift , making him and the parti cipants vulnerab le to attack 
from entities and creatures that may emerge from it. 

The mystic nature of the dimen sional gateway gives it an 
automatic save versus mag ic attack, but a roll of 16 or higher 
is needed to save vs magic ritual. The rift will instantly close 
and vanish if the ritua l is succes sful. Failure means that the rift 
remains opened and the 540 P.P.E. point s have been wasted for 
nothin g. The ritual can be repea ted if there is enough P.P.E. 
avai lable or if a new group of ritual participant s are avai lable 
with sufficient energy reso urces. Note: Unlike the magic spell , 
the ritual performer does not perma nently lose two P. P. E. point s, 
but the amount of P.P. E. necessary is more than twice as great. 

The magic from the ritual does provide bonuse s of + 3 to 
save vs possessio n and horror factor to all partic ipants in the 
ritual . · 

Rain Magic Rituals--
Rain Maker's Rain Dance 
Range of area affected: Half mile (0.8 km) radiu s per leve l of 
the rain maker. 
Duration: One hour per leve l of the rain maker. Can be canceled 
by the rain maker at any time. 
P.P.E.: 300 during the rainy season, but 950 during times of 
drought. 
Saving Throw: Not app licable. 
Note: The rain dance is includ ed in this sect ion to keep all the 
rituals toget her and easy to find. It is exclusive to the rain maker 
O.C.C. although others may participate in the ritual and provide 
additiona l P.P.E. 

The rain dance of the rain maker invo lves chanting while the 
rain maker builds a medium-sized fire. The fire is carefully 
smothered with wet leaves. The leaves are removed to allow the 
smoke to rise up into the sky. At this point , the part icipan ts sing 
and dance around the smoke, raising their hands and eyes to the 
sky. The pace of the dance quickens with each passing minute, 
the tempo kept by the rain maker striking two sticks together. 
If the magic is working, the sky will begin to darken. At the 
end of the ceremony, which lasts abo ut 45 minute s, the rain 
maker picks up a drum and str ikes it once with all his might 
(symboli zes the sound of thunder ). 

Within I D6 hour s the ra in will begin to fall. Rain will fall 
for a period of one hour per leve l of the rain maker . The magic 
gives the character complete contro l over the rain. Thi s means 
he can make it rain lighter, heav ier, control the area cove red by 
the rain and stop it at any moment. Once stopped, the magic is 
ended . To gel it to rain aga in a new ritual must be performed. 
Note: Too much rain may cause flash floods, river s to over 
flow, and crops to be damaged. Greedy or evil rain maker s 
sometimes black mail peopl e into paying him more under the 
threat of destructive rains and lightning (remember this character 
can control and direct lightning during any storm). 



Rain Maker's Dance 
of Bad Medicine 
Range of area affected: Half mile (0.8 km) radius per level of 
the rain maker . 
Duration: Five minute s per leve l of the character. Ca n be can
ce led by the rain maker at any time. 
P.P.E.: 500 
Saving Throw: Not applicable. 
Note: The dance is exclusive to the rain maker O .C. C. although 
others may participate in the ritual and provide additiona l P. P. E. 

Slimy things: small fish, snails, slugs, leec hes, tiny frogs or 
any comb ination fa ll from the sky accompanied by a light rain . 
They are squi shy, icky, and foul smellin g. They are about the 
size of a man 's hand and most are still alive and squigg ling 
around. The slimy things do no physical dam age exce pt to make 
the area and anybody caught in the rain stink for 2D4 days. 
Animals may panic (1-50%) and run away. 

The slimy creatures are not edible. Eating them will cause 
the eater to endure 4D6 hit point damage from po ison and suffer 
from severe stomach cramps , fever, vomiting, and diarrh ea for 
ID4 + I days. 

Furth ermore, the unn atural rain means two things: A rain 
maker is angry, the offending party has been branded, and the 
village or people are cursed with bad medicine. All peop le caught 
in the rain or who live in the area smell of bad medicine and 
will experience bad luck as long as the sme ll remains (2D4 
days). Penalties from the bad medicine: - 2 on initiative, - I 
to parry and dodge, - I on all saving throw s, and - 15% on 
all skills. Anything else bad that happens will be attribut ed to 
the bad medicine. This is why nobody should cheat or anger a 
rain maker. 

Rain Maker's Dance 
to Calm Storms 
Range of area affected: Half mile (0.8 km) radius per leve l of 
the rain maker . 
Duration: One hour per leve l of the rain maker. Can be canceled 
by the rain maker at any time . 
P.P.E.: 200 
Saving Throw: Not applicab le. 
Note: The dance is exclusive to the rain maker O.C.C. although 
others may participate in the r itual and provide additional P. P. E. 

The rain maker can perform a dance and a song-like chant 
that enables him to calm and direct the most fearso me of storms. 
First , the intensity of the storm is reduced by two-thirds. Second , 
he keeps the eye of the storm away from the area under his 
control. Third, he preven ts the fallin g of damaging hail and the 
striking of lightning in the area. ff he so desire s, he can direct 
as many as two mega-damage lightning strike s per melee round 
(15 seconds and count as all his melee action s) to strike whereve r 
he'd like. 

Rain Maker's Dance 
to Part Waters 
Range: I 00 feet (30.5 m) per leve l o f expe rience. 
Area of Affect: JOO feet wide by 500 feet long (30.5 by 153 
m) path/ lengt h or area per leve l of exper ience. 
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Duration : Five minut es per leve l of exper ience . 
P.P.E.: 200 during the rain . 600 during clear skies. 
Saving Throw: Not applicab le. 
Note : The dance is exclusiv e to the rain maker O.C.C. although 
others may part icipate in the ritual and prov ide add itiona l P.P.E. 

This ritual involves dance, chants and commands while waving 
a pair of torches. Its magic is used to push or hold back flood
waters or to magica lly part a river or lake! The area where the 
wate r has been parted is dry and can be walked on . 

Rain Maker's Dance 
to Ride the Lightning 
Range: Se lf & up to four others. 
Duration: Instant 
P.P.E.: JOO duri ng the rain . 200 durin g cle~r skies . 
Saving Throw : Not applicab le. 
Note: The dance is includ ed in this section Lo keep all the rituals 
together and easy to find . It is exclusive to the ra in maker O.C.C. 
although others may partic ipate in the ritual and provide addi
tional P.P.E. 

The performan ce of a simple, c ircu lar dance and humming 
chant that lasts about five minut es, summon s a bolt of lightning 
that seems to strike the rain maker. Ther e is a blindin g flash , a 
clap of thund er and the character is gone. All that's left is a tiny 
cloud of swirling dust. Tho se who don't know bette r may th ink 
he has been vapo rized. In reality, he has been Lcleportcd to a 
different locat ion. 

I D6 seconds after he has vanished, the charac ter(s) reappears, 
miles away, in a flash of lightni ng and a clap of thunder. Where 
the ligh tning seems to strike the ra in maker reappears. He can 
teleport as much as I 000 pound s (450 kg) of belong ings or four 
other peop le, as long as they all took part in the dance and were 
clustered together when the lightni ng came for them. Teleporta 
tion range is limited Lo 20 miles (32 km) per expe rience leve l 
of the rain maker. 

Rain Maker's Dance 
of Stones 
Range: 400 feet ( 122 m) per leve l of exper ience. 
Area affected: 20 foot (6 m) radiu s per leve l of the rain maker. 
Duration : One minute per level of the rain maker. Can be 
canceled at any time. 
P.P.E.: 400 
Saving Throw: Not applicab le. 
Note: The dance is exclusive to the rain maker O.C.C. although 
others may participate in the ritual and provide additional P. P. E. 

Thi s dance and chant, where the rain maker throws tiny pebbles 
into the air, enables him to cause stones to rain down from the 
sky. The stones are about the size of quarter and can be directed 
to fall on a speci fic person , house, vehicle or area. This is 
another magic ritua l used against enemie s, cheats, and those 
who have evoked his anger. One melee round ( 15 seconds) of 
expos ure will inflict 3D4 x 10 S.D.C. poin ts of damage to people 
and one M. D. to prop erty. 

The stones are round like marble s and wet and slippery, mak
ing it imposs ible to move any faster than a speed of eight or 
one risks slips and falls. Victims of a fall lose one melee action 



and initiative and suffer 206 S.D.C. damage. The raining stones 
will damage property , smash windows, shred fabrics, destroy 
crops, kill animals, knock down tree branches, pockmark/d ent 
and crack the surfaces of vehicles, and take hours to clean up . 

Rain Maker's Dance 
of Weather Control 
Range of area affected: Half mile (0.8 km) radius per level of 
the rain maker. 
Duration: One hour per leve l of the rain maker. Can be canceled 
by the rain maker at ~ny time. 
P.P.E.: 450 
Saving Throw: Not applicable. 
Note: The dance is exclusive to the rain maker O.C.C. although 
others may participate in the ritual and provide addition al P. P .E. 

The rain maker can grab control of the weather in the area of 
his control . 

The Mind 
Bleeder R.C.C. 

The mind bleeder derives his name from four unique attrib utes: 
One, the psychic can seeming ly syphon or "bleed" thoughts and 
knowledge from others. Second, he can drain/bleed psychic 
energy in the form of I.S.P. from others and use it himself. 
Third, the use of these psi-powers causes the blood vesse ls in 
the head of the mind bleeder to bulge , displaying a network of 
blue, pulsating veins and the face become s flush, especially 
around the bulging veins. Lastly , scientists have noted that the 
use of the neurological disrupting psychic powers and the mind 
bleeding power causes pin-prick hemorrhaging of tiny blood 
vessels in the brains of its victims. 

The mind bleeder is an almost comp lete ly human looking 
D-bee. Most are Caucasian or light tan in co lor with sharp 
features, square chin, brown hair and brown, green or grey eyes. 
Their average height is six feet to six feet, six inches ( 1. 8 to 
1.95 m). The only time a person can tell that the character is 
not human is when he or she uses psychic powers and the veins 
in his head begin to swell and pulsate. 

The mind bleeder gained entry to Earth through dimensional 
rifts located around the Mediterranean, making their first appear
ance about a hundred years ago. Since their initial arriva l, the 
race has spread across Europe and Africa . They can be found 
among most of the major human cities in the Mediterranean , 
and much of Europe. Mind bleeders can also be found, to a 
lesser degree, in England and parts of Africa, India and Asia. 
None are known to have travelled to the Americas, Atlanti s, or 
other faraway continents and places . Once the Splugorth discover 
them, they will become a welcomed addition to the Splugorth 
slave market. 

Enemies 
Psi-stalke rs and dog boys see the mind bleeder as a natural 

enemy and are instinctively suspicious and aggress ive toward 
them. The three look at each other with great trepidation and 
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• He can raise or drop the temperatur e by 20 degrees. 
• Increase or decrease the leve l of humidity by 20%. 
• Change wind direction. 
• Increase wind speed by 5 mph (8 kmph ) per leve l of his 

experience. 
• Create and direct tornado-like gusts of wind (equal to a super 

powerful wind rush: ten times the range of the spell and 
inflicts ID4 M .D.). 

• If rainin g he can summon and direc t mega-damage lightning 
bolts (two per melee round but uses up all his melee attacks/ 
actions). 

• If hailin g he can stop it. 
• If it is raining he can create damaging hail. 
• If it is raining he can make and direc t thunder claps. 
• If it is raining lightly he can stop it completely. 
• If it is raining lightly he can tum it into a dense fog (visibility 

two feeU0.6 m) . 
• Fog can be reduced by 50%. 
• If it is raining heavily he can reduce it by 50%. 

animosity. Any alliance between a bleeder and a psi-stalker or 
dog pack will be tentative and uneasy at best. Psi-stalkers and 
dog boys are not alone in their fear and anxiety about mind 
bleeders, most people see them as dangerous and manip ulative 
monsters to be avoided, chased away or even killed. On ly the 
mind melter is more feared, but also more respec ted. 

The New German Republi c (NOR) has instituted a registration 
and monitoring program similar to the Psychic Registration Prog
ram (PRP) and Identification Coding (IC) at the Coalition States. 
This program require s the registration and "tagg ing" of all psy
chics, especia lly mind bleeder s and mind melters. The tagging 
process involves the implanting of a tiny, scannab le chip under 
the sk in. Despite this, there are hundr eds of mind bleeders and 
other psionic character classes in the NGR who have avoided 
identification and tagging. 

Despite the NGR's concerns about the mind bleeder, the gov
ernme nt and Triax Indu stries have both employed registered and 
unregistered mind bleeder s for the purpo se of espionage and 
combat. These spies have been sent out to infiltrat e gangs of 
city rats, subversiv e organizations, crime syndicates, and com
petitors, as well as enemy forces and other nations. However, 
these psychic D-bees are kept far from military secrets, classified 
data , strategic locations, highly placed personnel and cutting
edge technology . A mind bleeder suspected of being a double 
agent is capt ured , interrogated and, if found guilty, executed 
(somet imes suspects just have life ending accidents). Ultimately, 
the mind bleeder is at best a second-rate citizen in the NOR and 
almost always regarded as a dangerous alien - and not without 
reason. 

Th is is a case where the reputati on of a race known for being 
sneaky, subversive, devious, treacherous, self-serv ing and 
dangerous is well deserved. Mind bleeders as a people instinc
tively use their powers without regard to the rights or privacy 
of others. They read mind s, steal skills and snippet s of informa 
tion , cause mental stumblin g, play pract ical jok es and cause 
other forms of mental manipulation and invas ion of privacy. 
This uncontrolled display of power and disregard for others has 
branded them as anarch ist or self-serving troublemakers to be 
avoided or watched carefu lly. Of course, there are societies of 



thieves, spies, terrorists, subve rsives , assass ins and even highly 
competitiv e merchant guild s who acce pt the mind bleeder as an 
honored memb er of the communit y. 

The Mind Bleeder's 
Natural Abilities 
1. Sense Psionics: Thi s abilit y ca n be con sidered a superior 

ve rsion of the psi-power to detect psionics. The mind bleeder 
automatically senses the presence of other psionic creature s, 
human and inhuman , and can pinpoint exactly who these 
be ings are and whether their power is low , moderate or 
grea t. The range of detection is 60 feet (18 .3 m) per level 
of experience. The use of this power is as natural and au
tomatic as a human 's sense of smell. It doe s not cost any 
I. S. P. to sense the prese nces en psionics. 

2. Psi-Bonuses: As a master psionic, the mind bleeder needs 
to roll a 10 or higher to save vs psionic attack and enjoys 
a bonus of + 2 to save (additi onal bonuses for a high M . E. 
attribu te are not appli cable) . This means the charac ter must 
roll an 8 or higher to save. 

3. Bonuses: + 4 to save vs magic illusions and magic or chem
ical mind control and + 4 to save vs horror fac tor. 

4. Mind Bleeder powers: Se lect four mind bleeder powers at 
first leve l. An additi onal two powers at leve ls three, six, 
eight, ten , and twelve. 

5. Other psionic powers: At experience leve ls two and four 
select a total of three powers fro m one of the following 
catego ries: hea ling, sensitive or physical . At leve ls three, 
seven, eleven and fifteen , se lec t one super psion ic pow er . 

6. Mind Bleed: Also known as I.S .P drain (special): All 
mind bleeders have the powe r to drain and use the psychic 
energy (l. S .P.) of others. The character can drain ten ( 10) 
I.S.P. per leve l of his experience from other psyc hics! These 
stolen I.S.P . ca n be used or briefly stored by the mind 
bleede r or thrown away. Th is bleeding/dra ining of I. S. P . 
is considered a psionic attack and the targe t of the "bleeding" 
will become instantly awa re that he or she is under attack 
and gets to make a sav ing throw or put up a mind block . 

Range: IO feet (3 m) per leve l of experience. 
Duration: Instant 
I.S.P.: None 
Limitations: The mind bleed powe r can only be per

formed once every minut e (60 seco nds or four melee 
round s). I.S.P. ca n only be drained fro m those wi th psionic 
powers and inner stre ngth po ints (l. S. P .). Potential psyc hic 
energy (P.P.E.) cannot be drained or converted into I. S. P . 
by using this power. 

Saving Throw or Mind Block: The psychic who is being 
victimized by a mind bleed attack can try to preve nt the 
theft of his valuable inner strength po ints by rollin g to save 
vs psio nic attack , but is - 4 to save!! A success ful roll 
means that none of the I.S.P. is lost. A failed roll means 
that the mind bleeder has success fully stolen 10 I.S.P. per 
eac h leve l of his ex perience. For exa mple: A seventh leve l 
mind bleeder attempt s to syphon inner strength points from 
a mind melter. The bleede r can stea l as much as 70 I. S. P . 
or as littl e as 10, it 's the psyc hic thief s choice, but the 
amount taken must always be in increments of ten . Alter
nately, a victim of a mind bleed attack can elect to put up 
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a mind block instead of try ing to save agai nst the attack. In 
thi s case the mind bleeder is guar anteed some level of power , 
dra inin g three (3) I. S. P . per eac h leve l of his experience, 
but the amount of inner strength points stolen is drama tically 
dimini shed . For exa mpl e: The seve nth leve l mind bleeder 
can bleed/ drain as much as 70 I. S. P. if the defen der fails 
to save vs psionic attack . Howe ver, by erecting a mind 
block , the most the psychic thief ca n bleed is 2 1 points -
a dramatic difference. In all cases the loss of I.S. P . is 
temporary, as if the psyc hic had sim ply expended the energy 
by using one of his/her powers. I.S .P . is rege nerated by the 
usual means of rest , sleep or medit ation. 

The mind bleeder can USE the bled/syphoned/stolen 
I.S.P. in one of three ways. 

A. Temporarily store the energy inside himself and 
use it as needed . The max imum amount of J.S.P. a mind 
bleeder can store is 20 points per leve l of expe rience (this 
is in additi on to the characte r 's I.S.P. base). The max imum 
length of tim e the mind bleeder can keep/ hold onto the 
additi onal stored energy is 30 minut es per leve l of exper i
ence. Wh en that time elapses, the stolen I. S.P . beg ins to 
leave him , dissipatin g into the air, at a rate of20 points per 
minut e. 

B. Immediately use the syphoned I.S.P . to activate/use 
one of the mind bleeder's psychic powers. The difference 
betwee n the min d bleeder and other psyc hic characters is 
that he does n' t have enough of his own l. S.P. to use many 
of his powe rs, but he does have the powe r to bleed or steal 
the energy from other psyc hics. By taking needed I.S.P . 
from another charac ter he ca n either store, throw away or 
instantly use the I. S. P . energy to instant ly activa te one of 
his own natura l abiliti es. 

C. Simply throw the psychic energy away, unused by 
anybody, weake ning the psionic strength of an oppo nent. 

Note: The act of mind bleedi ng also cause s tiny blood 
vesse ls in the victim' s brain to "pop" and bleed. In most 
cases, there is littl e danger and no perma nent damage , how
ever , multiple mind bleeds (five or more) during a traumatic 
or stressfu l situation can cause perma nent memory loss re
gardin g the details of that incident (1-70 %) or menta l illness 
(7 1-00 ; roll on the random insanit y table). 

The influence of ley line energy 
Range and duration are increased by 25% when near a ley 

line and increase d by 50% when with in a mile ( 1.6 km) of a 
nex us point. The damage from psionic energy attacks such as 
psi-swo rd , pyrok ines is, e lectrok inesis, telek inesis and neuro log
ica l att acks are also doubled when within a mile of a nexus point. 

P.P. E. Most of the indi vidual's P. P .E . has been expe nded in 
the deve lopme nt of psyc hic abilities. The rema ining Perma
nent P.P .E. Base is 2D4. 

I.S .P. To determine the charac ter 's init ial amount of Inner 
Strength Points, take the numbe r of M.E. and add 10. This 
is the I.S. P . base, conside rably less than most psyc hic charac
ter classes. This is why the mind bleede r needs to syphon/s teal/ 
bleed additi onal inner strength points from others. The charac
ter gets another 2D4 I.S.P. for eac h add itional leve l of exper i
ence. Desp ite this low I. S. P . base, the mind bleeder is con
sidere d a master psionic. 



Base l.S .P. is rega ined at the rate of2 per hour of activity, 
or eight per hour of meditation or sleep. 

As a master psionic , the character needs to roll a IO or 
higher to save vs psionic attack. 

Attributes: The number of six-sided d ice rolled is as designated. 
Any bonus numbers are added to the die roll total. 1.Q.: 3D6, 
M.E.: 3D6+2, M.A.: 3D6 +2, P.S .: 3D6, P.P.: 3D6, P .E.: 
3D6+2, P.B.: 3D6 , Spd.: 4D6. 

R.C.C. Attribute Requirements: None, however an M .E. of 
10 or higher is strongly sugges ted. 

Skills 

Like most psychics , the mind b leeder has minimal educa
tion having spent much of his time learning and mastering 
the complex ity of psionic power s. The individual has come 
to rely on those powers, wits, and experience more than any 
skill. The typical mind bleeder is -a cocky , self-confident 
adventurer who prefers to use his or her powers and wits 
rather than formal skills or machines. 

R.C .C. Skills of the Mind Bleeder 
Speaks Euro and native language at 96%. 
Select two other languages ( + 15%) 
Radio: Basic ( + 10%) 
Pilot Hovercraft ( + 10%) 
Computer Operation ( + I 0%) 
Climbing ( + 5%) 
Running 
W. P. Energy Pistol 
W.P . Energy Ritle 
W.P. One of choice 
Hand to Hand : Basic 

Hand to hand: basic can be changed to hand to hand: expert 
at the cost of one "other" ski ll, or mart ial arts (or assass in if 
an evil alignmen t) for the cost of two "o ther" skills. 

R.C.C. Related Skills: Select three from physical or rogue 
skills, three from esp ionage or wilderness ski lls and three 
from any other available skill catego ries. Plus select two 
additional skills at level four , one at level eight and one at 
level twelve. All new ski lls start at level one proficiency. 

Secondary Skills: The character also gets to select six secondary 
skills from those listed, excludi ng those marked "No ne .'' 
These are additiona l areas of knowledge that do not get the 
advantage of the bonus listed in parentheses. All secondary 
ski lls start at the base skill level. 
Communications: Any ( + 5%) 
Domestic: Any 
Electrical: Basic only 
Espionage: Any ( + 5%) 
Mechanical: Automotive only 
Medical: None 
Military: None 
Physical: Any 
Pilot: Any ( + 5%) 
Pilot Related: Any ( + 5%) 
Rogue : Any ( + 5%) 
Science: Basic Math only 
Technical: Any ( + 5%) 
W.P.: Any 
Wilderness: Any 

Standard Equipment: Any light or heavy mega-damag e armor 
(probably the former), a coup le sets of clothing, sleeping bag, 
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back-pack , extra sack or pack for stowing equipment, utility/ 
ammo-belt, canteen, sunglasses or tinted gogg les, air filter 
or gas mask, hand-held radio communicator, infrared distanc
ing binocular s, lock picking kit or tool kit , food rations for 
a week, and personal items. 

Weapon s will include a knife or two, an energy pistol, 
energy rifle, and I D6 E-clips for each . The mind bleeder also 
likes to use magic weapons and devices of all kinds, particu 
larly techno-wizard devices . 

Vehicle are limited to non-military means of transportation , 
and may include hover vehicles, hover cyc le or souped-up 
motorcycles or cars. 

Money: The avera ge mind bleeder is an adventurer or mercenary 
and starts out with I D6 x 1000 in credit and 3D6 x l000 in 
sellable black market items. Note that the mind bleeder can 
often make big dollar s as a spy . 

Cybernetics: Starts with none. Frowns on cybernetics and 
bionics as pitiful devices needed by lesser beings to make 
themselves better. Will only use cybernetic bio-systems for 
medicinal reasons. 

The Psionic 
Powers of a Mind Bleeder 
Note: The followin g power s are excl usive to the mind bleeder 
Racial Character Clas s (R. C. C.). There are very few other aliens 
or supernatural beings who possess similar power s. 

Mind Bleeder Powers Day Dream (8) 
Bleed Aura (6) Healin g Leech (6) 
Bleed P.E. Energy (10) Imperviou s to Bio-Man ipulation ( 10) 
Bleed Memory (6) Mental Block (10 or 30) 
Bleed Skills (15) Mental Blo ck Removal ( 12 to 200) 
Bleed Truth (8) Mind Trip (6) 
Brain Bleed (10) Neuro-Touch (4 to 28) 
Brain Scan ( I 0) Neural Strike (25) 

Note: Also see the automatic and natural powers of mind bleed 
(steal I.S.P .), sense psioni cs, and others. 



Bleed Aura 
Range: Four feet ( I . 2 m) per leve l of experience 
Duration: Instant. 
I.S.P .: 6 
Saving Throw: - 2 to save. 

The mind bleeder can copy the aura of another living being, 
including humans, D-Bees and large animals, to complete ly 
disguise his own aura signature. The bleedin g of an aura has 
the interesting side-effect of distorting the aura of the victim . 
Anybody trying to read the aura of the victim will find it ex
tremely diffi cult to see and will be very off on the level , health 
and similar thing~ one can usually tell by looking at an aura. 

Bleed P .E. Energy 
Range: Four feet (l.2 m) per leve1 of experience 
Duration: Instant. 
I.S.P .: 10 
Limitations: Can only be used when physically fatigued or in 
need of sleep. 
Saving Throw: Standa rd 

The bleeder can repleni sh his energy to avoid fatigue by draw
ing off energy from another living being, includin g human s, 
D-Bees and animal s . The bleeding of phys ical energy has min
imal effect on the victim simply causing him or her to become 
fatigued twice as quickly and they temporari ly lose 1D4 S.D.C. 
points. Meanwhile , the mind bleeder becomes instantly refreshed 
(no longer tired/fatigued) and gains I D4 S.D.C . point s toward 
the healing of wound s. If the character has gone for an unusuall y 
long time witho ut sleep, the bleeding of energy will enab le the 
bleeder to stay awake and alert for another I D4 hours without 
the ill effec ts of sleep deprivation . 

Bleed Memory 
Range: Four feet ( I . 2 m) per level of exper ience . 
Duration: Instant. 
I.S.P.: 6 per each thought. 
Saving Throw: - 2 to save. 

This is a limited, but powerful form of ment al telepathy. The 
mind bleeder can focus on a very specific thought, such as a 
secret code word or number, combination sequence to a lock, 
a name , an address or similar, up to four words or a 24 numb er 
sequence, and pluck it from a person's mind . Simi larly, the 
bleeder can concentrate on what the person is about to say and 
know or say the last one to four words of the stateme nt a second 
before the speaker does. This can be an exce llent means of 
pretendi ng to know abou t thing s that the mind bleeder really 
doesn' t know anything about. 

The only abso lute defense against a memory bleed is a mind 
block, otherwi se the intended victim rolls to save vs psionic 
attack as usual. 

Bleed Skills 
Range: Self and must be within four feet (1. 2 m) of the victim. 
Duration: Five minutes per level of experience. 
I.S.P.: 15 per each skill . 
Limitations: Non-combat skills only . 
Saving Throw: Standard 
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The characte r can temporaril y absorb/syphon another charac
ter's skills and level of skill proficienc y. As many as one skill 
per level of experience can be stolen, but each costs 15 J.S.P. 
This mean s a first leve l mind bleeder can stea l on ly one skill , 
but at second level he can take two , at third leve l three and so on. 

The most frightenin g and annoying thing is that the person 
he has bled the skill from temporarily suffers a nearly total 
memory loss regarding the stolen skill and has great difficulty 
remembering and executing the stolen skill ; - 50% in the perfor
mance of that skill and takes twice as long. For examp le: A 
third level mind bleeder can temporarily stea l the skill s computer 
ope ration and computer hack ing (and one other if so desired) 
from an eighth level city rat. The psychic has all the skill knowl
edge and expertise (8th leve l) of the city rat. Meanwhile , the 
city rat 's skills are impaired. He is slower than usual, has diffi
culty rememb ering procedure s and makes mistakes (- 50% skill 
penalty ), including simple typograp hical error s. 

When the duration time expires, the mind bleeder comp letely 
forgets the skill and the victim from whom the skill were tem
porarily borrowed is completely restored. 

The only abso lute defense against skill bleed is a mind block, 
otherwise the intended vict im rolls to save vs psionic attack as 
usual. Sleeping or unconscious characters have no mental save 
against the bleed ing of their skills, the psychic automat ica lly 
steals their skill know ledge. 

Bleed Truth 
Range: Four feet ( 1.2 m) per level of experience. 
Duration: Instant. 
I.S.P. : 8 per each thoughl/key word or phrase. 
Limitations: Non- combat situations only. 
Saving Throw: Standard 

This is another form of limited, but powerful mental telepathy. 
The mind bleeder can focus on a very specific word or phrase 
and gets an impress ion about whether or not the person is telling 
the truth by seeing what he is really thinkin g. 

The process is similar to word association. The charact er being 
scanned says, "I'm here in peace . I mean you no harm." The 
key words are peace and no harm . The mind bleeder gets an 
instant word assoc iation , such as "war ," or "hate ," or "k ill," 
indicating that the character is lying. "No harm" might elicit the 
same words, "no harm ,'' or "yes" meaning the person is telling 
the truth . Or the word associa tion might come back, as "kill ," 
"revenge," "ge t you ," and so on, meaning he 's lying and out to 
get the person or group he is addres sing. 

Another example is a stranger or a suspec ted enemy saying, 
"I'm alone ." To which the mind bleeder might get a response 
like, "yes alone," or "others," or "many," or "ou tside" (sugges t
ing others wait outside ). This can be an extreme ly useful ability 
in ferreting out traps and truth s. Unfortunat ely, the word associ
ation is limited and not always clear. Also, other psionics can 
prevent being mind read. 

No word association mean s the characte r either made a suc
cessfu l save vs psionic attack or is protected by a mind block. 
The latter should trigger suspic ion. The only abso lute defense 
against bleed truth is a mind block , otherwise the intended victim 
rolls to save vs psionic attack as usual. 



Brain Bleed 
Range: IO feet (3 m) 
Duration: Four minutes per level of experience. 
I.S.P.: 10 
Saving Throw: Standard 

This power affects the mind and mental perception. The vic
tim's head suddenly beg ins to throb , he can hear his heart beating 
in his ears and the sound of blood rushing through blood vesse ls 
in the head . The overall sensat ion is that the head is go ing to 
explode, accompanied by a sense of panic . This causes great 
distraction and concern. Penalties: All skills are -4 0%, all 
combat bonu ses are reduced by half, -4 to save vs horror factor, 
empathic Lransmission, mind control drugs and magic illusion s. 
Speed is reduced by 25%, unless flee ing, then speed is normal . 

S/£/vl8/[0A · '13 

Brain Scan 
Range: Touch 
Duration: Varies 
I.S.P.: 10 
Saving Throw: Standard 

The psychic character can scan the brain to locate and identify 
both physical and menta l aberrations , damage and impairment 
including: bruises, tumors , aneurysms , disease, mental blocks, 
hypnotic suggest ions, phobias, obsessions, trauma , magic insan
ity, magic curses, and similar mental blocks and aberrations. A 
brain scan does not reveal anythin g about the character's person
ality, memories, skills or Lhoughts. 

A brain scan is necessary to remove mental blocks, magic 
insanity and other forms of insanity. 

Day Dream 
Range: Four feet ( I .2 m) per level of experience. 
Duration: Two minutes per level of exper ience. 
Limitations: Non-combat/action situations. The intended victim 
cannot be involved in combat or similarly intense activity. He 
must be sedentary or relaxed or bored, like a guard , somebo dy 
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reading a book, laying down, sitting and resting, eating, etc. 
I.S.P .: 8 
Saving Throw: Standard 

The mind bleeder can pull up a random, pleasant memory in 
the mind of another. The memory can be anything: thoughts 
about a sweetheart , family, party, winning a competition, a 
movie, an up-coming event that the person is anx ious ly anticipat
ing or a similar experiences. The victim focuses on the memory , 
day dreaming about it with the following penalties: - IO on 
initiativ e, slow to take action (speed and number of attacks for 
the first round of melee action is reduced by halt) , and will not 
notice intruders who have a prow l ski ll of 60% or higher, nor 
will the character notice his pockets being picked by characters 
with a skill of 60% or higher. Likewise, it will take Lhe day 
dreaming victim awhile to snap out of the dream (about 4D4 
seconds) to notice somebody knocking, screaming or buzzing 
at the door , a telephone ringing, alarms sounding and so on. 
Once activity has broken the spell of the day dream, all penalties 
are gone and the character functions completely unimpaired. 

Healing Leech 
Range: Touch 
Duration: Instant 
I.S.P .: 6 
Saving Throw: Standard. 

An injured mind bleeder can heal him self by draw ing on the 
S.D.C. and hit points of other creatures. To do so, he must 
spend six I.S.P . while touching the creat ure . If the creature fails 
to save vs psionic attack, the poor victim will suddenly feel 
weak, losing six hit points and six S.D.C. points, given to the 
mind bleeder. The mind bleeder can drain his victim down to 
about half his normal hit points before he can drain no more 
from that particu lar being and must seek a new source of healing. 
As the psychic drains his victim, he is visibly healed; wounds 
close, scars and bruises disappear, etc. 

Fortunately, the victims of the healing leech recover twice as 
fast than is normal . 

Impervious to 
Bio-Manipulation 
Range: Self 
Duration: Four minutes per level of experience. 
l.S.P.: 10 

The mind bleeder can use this power before or after being 
affected by a psionic bio-manipul ation attack. If put in place 
before getting hit by the psionic attack, the character automa ti
ca lly saves against bio-manip ulation. If hit and affected by the 
psionic attack, the mind bleeder can use this power to negate 
its effects, at least temporar ily (the duration of the bio-manipu
lation attack may last longer that the countermeasure) . 

Mental Block 
Range: Touch 
Duration: Varies 
I.S .P.: 10 points for simp le, 30 for severe. 
Saving Throw: Standard 

This is a form of hypnotism and mind control in which the 
psionic can place menta l blocks in the victim 's mind, preventing 



him from rememberi ng specific things. 

Simple mental blocks are tiny pockets of memory loss , such 
as being unab le to remember a person's name (excluding his 
own), a person's face, a specific object , an address, a code 
number or password, a combination to a lock and similar . 

A seve re mental block is a barrier that prevents the victim 
from remembering much larger amounts of informatio n, includ
ing the events that transpired during a particular hour 's time, 
awareness that he ever saw or met the mind bleeder or other 
characters, or one specific skill or memory about somebody or 
something. Victims with any measure of psionic power or high 
M.E. attribute will feel a nagging sensation of having something 
being wrong, as if he or she should know something or has 
forgotten something whenever confronted by the subject art ifi
cially blocked/hidden in their own mind . 

As usual , the only defense against this mind control is a mind 
block , otherwise roll to save vs psionic attack . The only way to 
remove the mind block is to allow a mind bleeder or another 
powerful psychic to mind bond and mentall y remo ve the barrier 
in place. 

Mental Block Removal 
Range: Touch 
Duration: Varies 
I.S.P.: Varies. 

Only the mind bleeder can find and remove blocks without 
having to endure the discomfo rt of a full mind bond. The charac
ter must first perform a brain scan . The brain scan will locate 
and ident ify all the mental blocks and traumas. The mind bleeder 
can then remove them one by one. The removal of each mental 
block requires an expenditure of T.S.P. 

I.S.P. cost: 12 points for the remova l of simple mind blocks, 
35 for severe blocks, 40 point s to break mental, magic or super
natural possess ion , 40 points to break magic or chemica l forms 
of mind contro l and 80 I. S.P. to remove magic insanities and 
curses. It costs a whopping 100 I.S .P. to cure a single phobia 
or obsession and 200 point s to cure trau ma and other more 
serious forms of insanity. However it is likely that the cure of 
these gen uine insanities (phobias, obsess ions, disorders, 
traumas, etc.) are only temporary. Expos ure to a similar trauma
tic situation is likely ( 1-75%) to cause the insanity to return . 
Only menta l trauma s, disorders , phobias , mult iple perso nalities, 
etc., induced by M.O.M. convers ion cannot be eliminated. 

Mind Trip 
Range: JO feet per level of experie nces and the intended victim 
must be visible. 
Duration: Instant 
I.S.P.: 6 
Saving Throw: Victims are - I to save. 

The use of this power causes the vict im to make a mental 
mistake or trip/stumble. For example: The use of a mind trip 
while reading numbers, ca lculating numbers or figuring the price 
of things will cause the person to make a mistake (off by 
1D4 x 10%), always in the mind bleeder's favor. Likewise, the 
power can be used to make the victim misread the time of day , 
add too much or too little ingredients in food or a potion, misread 
or misquote a line of text, get tongue-t ied and say the wrong 
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word or mispronoun ce a word or name, make typographical or 
keyboard errors , fumbl e a skill (- 10% on skill proficiency), or 
cause an attacker to hesitate or stumble during comba t (reduce 
the attacker's strike, parry, dodge or initiative bonus by half but 
only for that part icular melee action , not the ent ire mclec). 

Neuro-Touch 
Range: Touc h or IO feet (3 m) 
Duration: Varies 
I.S.P.: Varies. Double the I.S.P. cost if the attack is cast as a 
purely mental attack up to 10 feet (3 m) away. 
Saving Throw: Standard 

The neuro-touch causes a neuro logica l disruption to the brain 
with severa l possible results. 

Stumble: 4 I.S .P .: The victim loses control over his legs for 
just an instant , stumbles and loses one melee _attack/acti on. 

Jolt : 6 I. S.P.: The victim rece ives a sudden jolt as if struck 
by a light electrical charge and suffers ID4 S.D.C ./hit point 
dama ge (one M .D. if a mega-damage creature). The jolt is usu
ally used as a warni ng or to catch somebody's attention. 

Momentary Stun : 10 T.S.P.: The victim is momentar ily stun
ned and can bare ly move for seven or eight seconds. Penalties: 
Loses the initiative and half his melee attacks, - 4 to defend 
(parry and dodge) for those seven or eight seconds. 

Disorientation: 12 I. S. P. : A sudden shock to the system 
causes the victim' s vision to blur and he feels disoriented: - 3 
on initiative, str ike, parry, dodge, and ro ll with impact. Speed 
is reduced by 50% and the character loses one melee attack/ac
tion. Lasts one melee round ( 15 seconds) per leve l of the mind 
bleede r. 

Paralysis of arms: 14 I. S. P.: A sudden shock to the system 
causes the arms and hands to go limp. Nothing can be picked 
up, held or carried. No "hand to hand" attacks or operation of 
machines is possible using one's hands and arms. The vict im 
can only take evas ive action or attack using psionics, magic or 
vo ice commands. Duratio n is one melee round ( 15 seconds) per 
level of the mind bleeder. 

Neural Strike 
Range: Touch or five feet ( 1.5 m) per level of expe rience 
Duration: Varies 
I.S.P .: 25 
Saving Throw: Standard 

This attack on the brain can inflict dama ge directly to hit 
points or cause complete para lysis. 

The hit point attack: The victim of a neural strike is ravaged 
by a neuro logical backlash that inflicts 2D6 points of damage 
directly to hit points (2D6 M.D . if a mega-damage creature)! 
This attack also temporari ly impairs the victim's reaction time, 
causing the loss of one melee action , loss of initiative , and speed 
is reduced by 25% for one melee per level of experie nce of the 
attacker. The victim also suffers from a pounding headache 
( - I 0% on the execut ion of sk ills) that lasts for 30 minutes 
(accumul ative length of time for the headache from multiple 
attacks). 

Paralysis of motor responses: The legs of the victim become 
para lyzed and cannot move. The arms and hands become numb 
and lose the sensation of touch, jerk and tremble , rendering them 



virtua lly useless. Penalties: Speed /movement is impos sible, the 
number of melee attacks is reduced to one, all combat actions 
are - I 0. Duration is one melee round ( 15 seconds) per leve l 
of the mind bleeder. 

The Necromancer 
{Optional O.C.C.) 

The necromancer is a practition er of magic whose focus is on 
death, the dead and the monstrou s. Necromancy is an obscure 
area of magic seldom found in the o ld American, Canadian, 
Chinese and Australian Empire s. Eve n the black-heart ed vampire 
kingdoms of Mexico, magic users of Central and South America 
and the monsters of At lantis stay clear of death magic. By far 
and away , necroma ncy is most common in Africa and southern 
Europe , particularly in France and the Mediterran ean countries 
known in pre-Rift s times as Yugoslavia, Albania, Bulgaria, Tur
key, Syria, Tran, Iraq , Arabia , Egypt , Libya , Sudan, and 
Ethiopia. The reasons necro mancy is so pop ular amo ng these 
countries is due to the influence of Egy pt and its insane Pharaoh 
Rama-set , the strength of the so-ca lled God s of Darkness, the 
existence of many death cults, and the domi nance of monster 
races and ev il supernatural being s in these areas . 

Most necro mancers are of an ev il or selfish alignment and 
generally seek power over the living via their manipu lation of 
the dead throug h the use of magic and supernatural forces. 
Characters of a good alig nment cannot practice death magic. 
Even an unprin cipled (se lfish) characte r necroma ncer is a rarity. 
The magic frequently requ ires the manipu lation , enslavement , 
torture and murder of living beings. Many of the ritua ls are 
repulsive and involve working with the rema ins of the dead, 
insects, monsters and blood sacrifices. Most nec romancers reg
ularly use blood sacr ifices, includin g the murder of humans and 
other intelligent life forms, as a means to draw upon the P .P .E. 
necessary to perform their magic. Ev il character s seldom hes itate 
when killing for their magic. Death is simply a resource. The 
worst may slaughter dozens or even hundr eds of people to get 
the P.P.E . necessary to perfo rm their horrible magic. 

A large part of the necro mancer' s powers is the ability to 
animate, control and draw power from the remain s of the dead . 
Consequently, these loathsome practition ers of magic are alm ost 

certa in to carry the remain s of the dead , such as the bones of 
skeletons and prese rved claw s, arms, hooves, wings, etc . The se 
items are like ly to be carr ied in a large satchel, suitcase, trunk 
or sack(s). Extreme ly rare and/or valuable items, such as the 
claw of a dragon may be concea led in a pou ch, sack, or back-pack 
and NEVER leaves his side. Large necromancers, such as ogres, 
tro lls, and giants, as well as truly evil and flamboyant mages, 
may wear the bones and shrivelled remain s of creature s as 
jewelry, belts, necklace s, weapons, easy to grab components 
and so on. Revolting but true . 

Some trave lling necromance rs may eve n use an entoura ge of 
skeletons and zomb ies as animated servants and protector s . Thi s 
is a surprising ly common sight in the territorie s con trolled by 
the Phoenix Empire. 

The lair of a necromancer, espec ially high leve l characters, 
will be inhabited by zombies, mummies and animated dead who 
function as guards and servant s. Addit ional scores of skeletons/ 
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corpses will be strateg ically placed throughout the lair, ready 
for animatin g whenever needed '. The necro mancer may also en
slave or employ low leve l demons, monsters and vampires. 
Death mages frequently enterta in (or serve) powerfu l super
natural monsters, powerful sorcerers, and ruthle ss beings (includ
ing evil hum ans) who may also be present on a visit. It is wise 
to use extreme caution when explorin g the abode of a necro
mancer. 



The typical sex and racial division among known Necroman
cers: 
24% Human s (65% males) 
20% D-Bees (55% males) 
3% Elves (50% male) 
12% Ogres (70% females) 
4 1 % Other Monster Races (60% male) 
Note: Faerie folk, spirit s of light, e lementals, and kilin are never 
necro mancers! Dragons generally also avoid the practice of nec
romancy. However, humans, D-bees, most optional player races, 
sphinx, scarec row, death weaver spider demon , syva n, rahu 
man , ogre, troll , wol fen , za, and the occas ional god , godling 
and demon lord ll}ay master the dark magic. The monsters in 
this list and many of the option al monster R .C.C.s are found in 
the pages of the Rifts Conversion Book. 

. 
The Necromancer as a Player Character 
is not for everybody 

The necromancer is typica lly an evil , cruel and v ile character. 
This makes them a better non-playe r charac ter (NPC) villain 
than a player characte r. Consequentl y, the availability of the 
necro mancer O.C.C. as a player character is left to the discretion 
of the Game Master . Players should make an effo rt to coope rate 
with Game Masters who don 't allow such a character , espec ially 
evil player characters. Reas ons for not allowing the charac ter 
may include a concern for game balance , ga me direction or 
personal taste. The Rifts role-p laying series offers an exc iting 
array of characters to choose fro m, so please respect the GM 's 
decisio n and move forward with the game. 

All necro mancer characters must be one of the selfish or evil 
alignments. Necromancers of a good alignment are NOT possi
ble! This leaves only the selfish alignments of unprin cipled or 
anarchist . These charac ters will be considerably less murderous 
and cruel than the average death mage , exhibitin g much greater 
restrai nt and respec t for life. They will be far more discriminat
ing, careful and cautious about when, where and how they use 
their magic. Most will avoid the senseless slaughter of innocent 
beings and may not use the more dangerous and disgusting spells. 

Similarly, the aberrant character, althou gh evil , has his own 
twisted code of honor and ju stice which means he will show 
discretion toward who is slain and how the dark magic is used. 
The aberrant charac ter is also likely to show his victim s mercy 
with a quick and compara tively painless dea th and is not likely 
to murder children or innocent people. 

From time to time, these charac ters with a conscience may 
find their hands tied and powers limited . For exa mple: The 
unprincipled (and the nice r anarchist) charac ter will avo id torture, 
probably use blood sacrifice only when absolutely necessary and 
is not a brutal or ind iscrimin ate killer. He will espec ially avoid 
wanton killing of innoce nt beings. In addition , most will have 
some rationale for taking the li fe of another: self-defe nse, re
venge, ju stice, the victim was ev il, has no honor , and so on . 
The character might even resort to becoming a scave nger and 
graverobbe r, using the remains o f already dead creatures. Mos t 
will try to avoid resort ing to the taking of a life in a blood 
sacr ifice (nor hire an assass in to do their dirty work). The unprin
cipled necro mancer will also avoid dea lings with evil beings, 
supernatural monsters and even fellow necromancers. They wi ll 
never enter into pacts with supernatural creatures or work with 
demon lords or evi l torme ntors of other beings. These sen-
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sibilities may limit the avail abilit y of P .P. E. and prevent the use 
of certain unsavo ry spells. 

Ev il and cruel necrom ancers, includin g many anarchists, suf
fer no such restrictions of conscience and will kill whomever, 
wheneve r neces sary without hesitation or regret. Most evil nec
romancers are ruthle ss, power hungry and desp icable. They do 
whatever it takes to accompli sh the task at hand no matter how 
vile or villainous. 

The Special Magic Powers 
of the Necromancer 

The most terrif ying and fund amental power of the necro mancer 
is his ability to animate and control the dead . This macabre 
power has three differe nt manifestations: the union transforma
tion, the augmentation/addition al appendages and animate/con-
trol the dead (skeletons, corpses, etc). · 

1. Union with the Dead. This power enables the necro
mancer to transform his ow n hands or feet into the claws of an 
anim al. The transformation is temporary and is accomp lished 
by tying the claw, in skeletal form or recently slain and severed, 
to his own hand and muttering a spell incantation known only 
to those of the necroman cer O.C.C . His hand and/or forearm is 
then transformed into the clawed appendage of that particular 
creature. This union also gives the sorce rer combat bonuses 
and/or abil ities relative to that crea ture. 
P.P .E. Cost: Varies; see desc riptions of the var ious types. 
Range: Self on ly by touch . The animal claw must be tied to the 
body. At fifth leve l, the necro mancer can perfo rm this transfor
mation on others (same process and cond itions) only the duration 
is half. 
Duration: IO minut es per leve l of the necromancer. The trans
formed limb(s) return to normal when the durat ion of the magic 
has elapsed or when the mage is killed or rendered unconsc ious. 
Of course the necromancer can cance l the magic at any time. 
The entire incantation and the tying of the limbs to the subject 
takes about 15 seconds/one full melee round . 
Limitati ons: The union and transformation of the dead works 
only on the living. It cannot be used to transform the limbs of 
dead creatures. 
Notes: The limb(s) is always proportional to the size of the 
necromancer, neve r tiny or over-sized. One or both human hands 
can be transformed. Any combin ation of limbs can be used, 
such as the claw of a tiger on the right hand, the claw of a bear 
on the left , a pair of horse hooves for feet and the wings of a 
bat can be attached to the back. Eac h transfor med appendage 
adds to the necro mancer 's frightening visage and power. 

This transformation provides enhanced combat powers 
and speed as follows: 
• Tentacle: P.P .E. cost: 10. Includes the octopus, squid and 

a variety of monsters. + I to strike, + 20% to climb using 
suction cups, + 3 to damage, and can pin or entangle an 
opponent. 

• Rodent 's claws/feet: P .P.E. cos t: 10. Includes rats, mice, 
squirr els, rabbit s, and other similar, small animals, providing 
bonuses of: + 1 to strike and parry, + 2 to damage (S. D. C.), 
and + 10% to climb . The claws have an opposab le thumb 
and fingers so too ls and weapons can be used; roughly equal 
to human hands. 
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• Cat and other feline claws: P.P .E. cost: 20 . +2 to strike 
and parry, + 8 to dama ge (S. D. C. ), + 20% to climb and 
+ JO% to prowl. The claws are retractable, but have no 
opposable thumb , making it impossible to grasp and use 
weapons or tools. 

• Canine claws do not make good humanoid hands: P.P.E. 
cost: JO. + It o parry , and + 4 to damage (S .D .C.), but has 
no opposable thumb , making it imposs ible to grasp or use 
weapons or tools. 

• Bear claws, badger, wolverine and similar large claws: 
P.P.E. cost: 15. + I to strike and + I to parry, + 10 to 
damage (S. D.C.), and +5% to climb . The claw is excellent 
for digging but has no opposable thumb , making it impossible 
to grasp or use weapons or too ls. 

• Bird claws/talons: P.P.E. cost: 15. + I to strike and parry, 
+8 to damage (S.D .C.). The claws can grasp tools and use 
weapons at - I to strike or parry. When using modern or 
complicated devices there is a skill penalty of - 20%. 

• Dragon claws and other mega-damage creatures. P .P.E . 
cost: 50 . Dragon claws (any kind) are + I to strike, + I to 
parry, inflict 4D6 M .D., make the necromanc er impervious 
to fire, and g ive the character a physical M. D.C. of 12 from 
hatchlings and 30 from adult dragons ! 

The claws from other creatures of magic and super
natural monsters, including the manticore, sphinx, za , sowki , 
mindolar, ghouls, gargoyles and other so-ca lled demons and 
others, inflict 2D6 M .D. and provide the necromancer with 
8 M.D.C.; no strike or parry bonuses. P.P.E. cos t: 35. 

The claws from a non-supernatural mega-damage cre
ature , like the rnelech , peryton, and loogaroo , inflict I D6 
mega-damage points; no M.D .C. or bonuses. P.P.E. cost: 
20. 
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Hooves, hands and claws can be attached to and transform 
the feet and legs. 
• Hooves of any kind , includin g horse, ox, cow, deer, etc., 

add + 20 to the character's speed attribut e and can leap I 0 
feet (3 m) high or lengthwi se . P.P .E. cost: 15. 

• Rhinoceros or Elephant Feet: P .P.E . cost: 20 . + 10 to the 
character 's normal speed attribut e but can also run for a short 
period of 30 seconds (two melee round s) at + 40. Kick or 
stomp inflicts 4D6 S.D.C . damag e. 

• Kilin hooves: P.P.E . cost: 25 . +3 0 to the speed attribute 
and can leap IO feet (3 m) high or lengthwise and kick 
attacks inflict 106 M .D. 

• Unicorn hooves: P.P .E. cost: 30 . + 40 to the speed attribute 
and can leap 20 feet (6 m) high or lengthwise and kick 
attacks inflict 2D6 M .D. 

• Dragon feet/claws: P.P.E. cost: 30 . +2 0 to the speed attri
bute and can leap 20 feet (6 m) high or lengthwi se and kick 
attacks inflict 4D6 M .D . 

• Monkey or ape (or humanoid) hands: P .P.E . cost 15. 
+ 20% to climb , + 5% to acrobatics, plus the feet are equi
valent to hands and can grasp and use weapons, tools and 
devices. However , the character 's normal speed is reduced 
by half; hands are not made for walking. 

2. Augmentation and additional appendages. This power 
enables the necromancer to temporaril y attach additional limbs 
of dead creatures, people and animals, to his own body and 
animate them as they were part of him ! This grisly ability is not 
unlike that of the Apocalypse demon, Death . 

The mage can attach as many as three additional pairs of arms 
and two pairs of additional legs . If so desired , he could also add 
a pair of wings, a tail and several sets of horns to his body, or 
any combination thereof. Not only does this magic augment the 
mage's combat abilities and powers, but it makes him a more 
frightening and disgusting sight to behold ( + 2 to horror factor) . 

Just as with the transformation of union, the appendages must 
be strapped to his body. 
P.P .E. Cos t: Varies; see desc ription s. 
Range: Self only by touch. The appendage must be tied to the 
body. At eighth level, the necroman cer can perform this trans
formation on others (same process and condit ions), only the 
duration is half . 
Duration: Five minutes per leve l of the necroman cer. The limbs 
return to normal when the duration of the magic has elapsed , 
when the mage is killed or rendered unconscious or at will. The 
entire incantation and the ty ing of the limbs to the subjec t takes 
about 15 seconds/one full melee round. 
Notes: The limb(s) is always proportional to the size of the 
necroman cer, never tiny or oversized . A total of six additional 
appendages (arms or tentacles, etc.) can be added to the body. 
A tail or single horn counts as ONE appendage, a pair of wings 
counts as two appendages. 

Of course the necromancer can also transform his original 
limbs as described in number one. Note however, that the addi
tional dead appendages cannot be transformed as described in 
numb er one and retain their original and dead appearance . 

This transformation and augmentation provides additional 
combat abilities, powers and speed as follows: 
• Additional arms or tentacles: P .P .E. cost: 10 per pair, 5 

for one, 20 for M .D. C. limbs. Each additional pair of arms 



or tentacles adds one physical attack or act ion per melee 
round and a bonus of + I to strike and parry. Three addi tional 
"pairs" of arms and hands or tentacle s can be added to the 
body of the necromancer. That' s a possible total of eight 
arms: the character's two natural limbs and six skeleton 
limbs. The additional limbs can be human , O-bee, ape or 
animal. Note that attaching one giant limb counts as two 
normal sized limbs. 

The limbs of a mega-damage creature are also empo
wered with the strength of that particular creature and means 
that those specific M .O . limbs inflict their usual amount of 
mega-dama ge typica l of that type of creature. 

• Horn(s): P.P .E. cos t: 4 each . Hom s are used as a weapon 
in head-buttin g and ramm ing. A single horn inflicts I D4 
S.D.C. while a pair of horns does 2D4 damage ; both add 
six points to the character's physica l S.D.C . 

• Rhinoceros Horn: P.P .E. cost: 8. The horn inflict s 306 
S.D.C . and instills the abilit ies of keen hearing (+ I on 
initiative) and keen sense of smell (55% to track by smell) , 
plus it gives the wearer an extra 20 S.D.C. 

• Unicorn Horn: P.P .E. cost: 10. The horn inflicts 106 M.O . 
and instills the abilities to see the invisible, nightvision 90 
ft (27.4 m), keen color vis ion , prowl 50%, + 1 on initiative 
and never tires. 

• Kilin Horn: P .P.E. cost: 10. The horn inflicts 104 M.D. 
and instills the abilities to see the invisible, nightvision 90 
ft (27.4 m) , hea ling touch (four times, restoring ID8 HP 
and 208 S.D.C.), and sense evil (automatic sensation) . 

• Dragon Horn: P.P.E. cost: 30 . One horn inflicts 204 M .O. 
and instills 25 M .D.C to the character wear ing the horn . 
Two or more horns do 206 M.O. and each addition al horn 
adds another 10 M.D .C. points. 

• Dragon Tail: P.P.E. cost: 20 . Provid es one additional attack 
per melee and inflicts 2D6 M.D. per strike. 

• Dragon Skull: P.P.E. cost: 50. Ofte n worn as a helmet or 
ceremo nial headdress know n as the "dragon helm"; very 
coveted . It instills the following powers: 20 M . O.C., under
stand and speak all languages, read and write dragonese/e lf, 
makes the wearer impervious to fire, resistant to cold, and 
breathe whateve r type of breath weapon (if any) the dragon 
had , i .e. fire, cold , acid , etc. In addition the mage can cast 
any of the spells once known by the dragon equal to a 5th 
level spell caster. 

• Skull of a powerful supernatural monster such as a god , 
godling, greate r demon/being or demon lord (elementals, 
vamp ires, alien intelligences and energy beings are not 
applicable): P.P.E. cost 120 . 

The skull gives the necroman cer 40 M.D.C., the ability 
to speak that creature's language and all of the creature's 
magic powers and spell knowled ge (only while the skull is 
act ivated) equal to half its level of abili ty when the creature 
was alive. Thus, if the creature could cast magic at I 0th 
level, the necromancer 's spell s derived from the skull are at 
fifth level power. If sixth level, spells drawn from the skull 
are at third , and so on. 

• A pair of wings from a bird or bat (not insects) can be 
attached to provide flight: P.P .E. cost: 30 . The wings must 
be strapped to the back of the mage and can be undersized 
or over-s ized , but when the magic is engaged , the wings 
grow or shrink to the appropr iate size for the user. Flying 
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speed is limited to 20 mph (32 km) for most songbirds and 
bats , game and large birds, and 35 mph (56 km) from the 
wings of birds of prey. Large, monstrous wings from such 
creat ures as the pegasus, peryton , harpy, gargoy le, gryphon, 
gromek, looga roo, waternix and similar beasts provide a 
flying speed of 45 mph (72 km). 

• A pair of wings from a dragon or powerful supernatural 
creatures like the baal-rog , gargoyle lord , night owl, and 
similar creatures: P.P .E . cost: 90. Flight at a speed of 60 
mph (96 km) and a bonus of JO M.D.C. to the Oyer (the 
wings have 2O4 X 10 M.O.C .). 

3. Animate and Control the Dead. The necro mancer can 
animate and contro l dead bodies, skeletons, corpses, etc., like 
giant puppet s . Thi s power is very similar to the commo n spell, 
only the power of the necromancer is conside~ably greater than 
the spell. 

• P.P.E. cost: 10 
• Range: 300 feet (9 1.5 m) plus 20 feet (6 m) per level of 

exper ience. 
• Duration: IO minutes per leve l of expe rience. 
• The necromancer can control four corpses/skeletons per level 

of exper ience. The bodies or skeletons can be humanoid or 
animal. 

• The animated dead to be con trolled must be in the spell 
caster's line of vision in order to animate. The necroman cer 
can add more to his army as he locates them. 

• The necromancer can also send his dead puppet s on simple 
missions such as "destroy" or "kill" and send them wander ing 
out o f his sight , swinging and smashing everyt hing they 
encounter. The animated dead will try to follow the command 
until they are deslroyed or until the duration time of the 
magic elapses. 

• The animated dead can be the skeleton or corpse of a 
humanoid, anima l or monster and has the following abilit ies. 
Speed 7, two attacks per melee round , dama ge inflicted by 
punches, kick, claws, and bites is 10 6 S.O .C., only the 
simplest mega-damage weapo ns can be used such as a flam
ing sword , vibro-blade, etc., modem weapons /guns cannot 
be used by the animated dead . Double the speed and damage 
of giant animals and humano ids and add one attack per melee 
round . These robot- like autom atons don't feel pain , fear or 
emotio ns. 

• Only total destruction will stop the animated dead. The only 
alternat ive is to slay their creator or render him unconscious. 
S.O.C. of a small ske leton or corpse is 50, a human sized 
one is 80, and a giant one is 140. Note that bullets and 
stabbing weapons (knives, swords, spears, etc.) do 1/3 dam
age , blunt and smashing weapo ns/attacks do full damage, 
while fire does double dama ge. 

4. Impervious to vampires! Impervious to their mind con
trolling bite, cannot be turned into a vampire (but can be slain 
by them), knows all about the legends about vampires and other 
undead and how to combat them. 

5. The necromancer is frightening and has a horror fac
tor! At first leve l the horror factor is 6, add one at levels three, 
five, seven, nine, eleven , thirteen and fifteen. 





O.C.C. Abilities & Bonuses 

t. P.P.E.: Base P.P.E. is at 2D4 x 10 plus the number from 
the P.E. attribute. Add 2D6 P.P .E. per each additional level of 
experience. 

2. Bonuses: + 10 S.D.C., + I to save vs magic of all kinds 
(in addition to P.E . bonuses), + 6 to save vs horror factor , 
Attribute bonuses from physica l training and magic: + Ito M .E., 
P.E . , and P.S. , and +4 to Spd. 

3. Initial Spell Knowledge : In addition to the five spec ial 
abilities described previously, the necro mancer can select six 
necromancy spells (regardless of leve l) and six common spells 
assoc iated with necromancy. The I ist and descr iption of all av
ailable spells are found in the section entitled Necro-Magi c. 

4. Learning New Spells: Additiona l spells and rituals related 
Lo necromancy (see lists) can be learned or purchased at any 
time regardles s of the character's experience leve l. See the sec
tion ent itled The Pursuit of Magic in the Rifts RPG, page 164. 

Attribute Requirements: I.Q . 10 and M.E. 10 or higher, and 
P.E. 12 or higher. 
O.C.C. Skills: 

Speaks & literate in Euro and one additional language 
( +20%). 
Speaks one additional language ( + 20%) 
Lore: Monsters & Demons ( +20%) 
Basic Math ( + 20%) 
Wildernes s Survival ( + 5%) 
Skin and Prepare Animal Hides & Bones ( + 5%) 
Pilot Hover Craft or Horsemanship ( + 10%) 
W.P . Knife or Sword 
W.P. Energy Weapon of Choice 

Hand to hand: basic can be selected as one "other" skill, 
hand to hand: expe rt at the cost of two "o ther" skills, or 
martial arts or assass in (if an evil alignment) for the cost of 
three "other" skills. 

O.C.C. Related Skills: Select seven "other" skills. Plus , select 
two additional skills at leve l two , one at leve l four , one al 
level eight, and one at leve l twelve . All new skills start at 
level one proficiency . 

Secondary Skills: The character also gets to select six secondary 
skills from those listed , excluding those marked "No ne." 
These are additional areas of knowledge that do not get the 
advantage of the bonus listed in parentheses. All secondary 
skills start at the base skill level. 
Communications: Any ( + 5%) 
Domestic: Any ( + 5%) 
Electrica l: None 
Espionage: Disguise, forgery and intelJigence only. 
Mechanical : None 
Medical: First Aid only ( + 5%) 
Military: None 
Physical: Any except acrobatics, gymnast ics, and wrestling. 
Pilot: Any (+2%) 
Pilot Related: Any ( +2%) 
Rogue: Any ( + 5%) 
Science: Any 
Technical: Any ( + 10% on lore, literacy, language or writing) 
W.P.: Any 
Wilderne ss: Any 
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Standard Equipment: Robe or cloak , leather gloves, box of 
I 00 surgical gloves, a couple sets of clothing , boot s, 2D4 
large sacks, large satchel or suitcase, box of 50 large, zip-lock 
plastic bags, sleeping bag, back-pack, utility/ammo-belt, can
teen , sunglasses or tinted gogg les , air filter or gas mask, 
infrared distancin g binoculars, two hand shovels , one hand 
axe, Wilk 's laser scalpel, food rations for a week, and personal 
items. 

Weapons include a silver and a wooden knife, sacrificial 
short sword (usually ornate and plated in a precious metal), 
2D4 wooden stakes, a wooden mallet, palm size mirror , a 
dozen flares, an energy pistol with I D6 E-clip s and one or 
two other weapon s of choice. The necromancer Lends to prefer 
magic weapons and devices over technological ones. 

Vehicle is limited to non-military means of transportation, 
and may include a hover vehicle, motorcycle or riding animal. 

Money: Starts out with 2D6 X I 000 in credit and 3D6 x 1000 in 
sellable black market items. The average necromancer will 
accumulate a large fortune, performing his terrible services 
for other powerful practitioner s of magic , supernatural 
monsters and powerful people. 

Cybernetics: Starts with none and will avoid them because they 
interfere with magic. Only cybe rnetic bio-syst ems for health 
reasons will be considered. 

Note: Most necroma ncers are of anarchist or evil alignment, 
extremely self-serv ing, manipulati ve and dangerous. Few have 
much regard for the living and seek personal wealth and power . 
Insanity: The necroma ncer often becomes deranged with the 

passage of time . Roll once on the following table at levels 
four, eight , ten , twelve and fifteen. Of course if you want 
the character to be crazy, pick one or two. 

Necromancer Insanity Table 
Roll percentile dice. 
0 1-30 No insanity. 
3 1-40 Obsession: Likes to torture, hurt and kill others. 
41-45 Obsession: Hates the light of day and tries to avoid it. 
46-50 Obsession: Danger; loves it - takes needless risks. 
5 1-55 Phobia: Gods of Light 
56-60 Obsession: Hates good druid s, especia lly Millennium 
druid s. 
6 1-65 Obsession: Dead things - loves them; surrounds him
self with skeleton s, mumm ies, zombies, and the likes. 
66-70 Phobia: Ancient Dragons. 
71-75 Phobia: High level shaman and priests of light. 
76-80 Phobia: Spirits of LighUangels . 
81-85 Roll for random affect ive disorder. 
86-90 Roll for random phobia. 
9 1-95 Roll for random obsession. 
96-00 Roll for random insanity. 
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Necro-Magic-----
Necromancy is a little different than the more common spell 

magic in that many of its incantations may involve the use of 
dead beings, monsters, skeletons, components from the dead or 
is somehow related to death or the supernatural. 

Command Ghouls 
Range: Self 
Duration: 15 minutes per level of experience. 
Saving Throw: Ghouls are - 2 to save. 
P.P.E: 10 

This incantation makes 2D4 ghouls (per level of the spell 
caster's experience) fear and obey the necromancer. This spell 
will affect grave ghouls, the dybbuk and similar creatures, but 
has no effect on dimensional ghouls or ghoulish demon lords. 
Also note that the dybbuk doesn' t appreciate mind control and 
is likely to seek revenge on the person responsible, unless the 
mission was an enjoyable one. Grave ghouls are too timid to 
consider retribution. 

Consume Power & Knowledge 
Range: Self 
Duration: Varies. 
Saving Throw: Not applicable. 
P.P.E : 20 per each item. 

This repulsive magic requires that the necromancer remove 
the tongue, brain or organ of a dead being, boil or cook it while 
reciting the magic incantation, and breathe the fumes from the 
prepared meat. Necromancers who are monsters may tear out 
the organ and eat it raw (or cooked) with the same magic results. 
The basic concept behind this magic is the belief by many cul
tures, both human and monster, that eating the organs of one's 
vanquished enemies will give the eater their courage or abilities. 
Different organs offer different powers. No powers are gained 
from animal organs. More than one item (maximum three) can 
be cooked up with accumulative effect. 
Heart: Courage and strength. The mage is + 3 to save vs horror 
factor, is not easily unnerved or intimidated, gets an additional 
10 S.D .C. and can lift and carry twice as much as normal. 
Duration: One hour per level of experience. 
Liver: Sobriety. No matter how much alcohol is drunk, the 
character cannot get drunk. Duration: One hour per level of 
experience. 
Kidneys: Impervious to poisons and + 2 to save vs non-lethal 
drugs. Duration: One hour per level of experience. 
Intestines: Breathing the fumes provides physical nourishment. 
The character does not need to eat nor does he feel hungry for 
48 hours. 
Tongue: Can understand and speak all languages. Duration: Two 
hours per level of experience. 
Eyes: The necromancer will recognize the people, places and 
items once known by the deceased. He will also know basic 
things about those people, places or items. For example, the 
necromancer will recognize the deceased's friends, parents, fam
ily, lover, wife, enemy, murderer, home, favorite tavern, car , 
gun, clothes, etc. Duration: One hour per level of experience. 
Brains: Provides the mage with all of that person's skills at 60% 
proficiency. Duration: One hour per level of experience. 
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Death Mask 
Range: Self 
Duration: Four minutes per level of experience. 
Saving Throw: All who see the death mask must roll to save 
vs horror factor of 13. 
P.P.E: 12 

The spell creates a frightening looking death mask that com
pletely covers the spell caster's face. The mask provides the 
following: 
• Disguises the character's normal facial features. 
• Frightening visage evokes fear equal to a horror factor of 13. 
• Wearer is impervious to all normal disease, poisons, and 

magic sicknesses and curses. 
• Prowl at 55% 

Death Strike 
Range: Self 
Duration: One minute (four melee rounds) per level of experi
ence . 
Saving Throw: Opponents are - I to save. 
P.P.E: 25 

Every punch, kick, or strike inflicted by bare hands/feet or 
by hand-held weapons such as a club or sword (excluding guns) 
inflicts double damage. Furthermore, if the opponent is a mega
damage being, the doubled damage is mega-damage! 

Divining: 
Tombs & Graves 
Range: Self 
Duration: 5 minutes per level of experience. 
Saving Throw: Standard 
P.P.E: IO or 35 

This magic requires the use of a wishbone from a large bird. 
The bone is held in both hands, vibrates and pulls the character 
in the direction of graves or tombs. When a grave has been 
located the wishbone stops vibrating. For the cost of an extra 
25 P.P.E. the divining spell can locate a specific grave or tomb 
from among many. 

Kill Plants 
Range: Touch 
Duration: Instant. 
Saving Throw: None, unless an intelligent life form, then stan
dard. Millennium Trees are impervious to this spell. 
P.P.E: IO 

This death touch inflicts ID4 x IO S.D.C ./hit point damage 
to plant life per level of the spell caster's experience. The killing 
touch is usually performed as an act of vandalism, vindictiveness, 
or cruelty. 

Maggots (insects) 
Range: Touch 
Duration: Days unless killed. 
Saving Throw: Standard 
P.P.E: 20 

Similar to Pestilence's destroying touch, the necromancer can 
touch food or a dead animal and infest it with maggots and 



wonns that feed on the dead. If characters act quickly, they can 
kill the larvae and save 2D4 x 10% of the food by boiling, deep 
frying, smoking, microwaving and similar measures to kill the 
bugs and any possible disease. 

Object Read the Dead 
Range: Touch 
Duration: Instant 
Saving Throw: None 
P.P.E: 8 

This spell gives the character a power similar to the psionic 
ability of object read, only this power is limited to divining 
things about the dead. Information can be gathered from a corpse, 
animal carcass, skeleton, skull, or a single large bone. The data 
is limited but helpful. 
• General cause of death: old age, disease, plague, accident 

or murder . 
• Race or animal type. 
• Whether the creature suffered or not before dying. 
• Whether or not magic was involved. 
• The length of time the creature has been dead: immediate 

(a few minutes), recent (a few hours), quite a while (a few 
days), a long time (several months). years, or decades (over 
20 years). 

Recognize the Undead 
Range: Self 
Duration: 10 minutes per level of experience. 
Saving Throw: Standard 
P.P.E_: 8 

The spell caster is given the ability to automatically recognize 
all types of undead, including vampires and vampire intelli
gences, no matter how human or innocent they may appear. 
This knowledge enables the character to better prepare himself 
for conflict with these monsters (or to avoid such conflicts). 

Shadows of Death 
Range: Self or 20 ft (6 m) 
Duration: 24 hours per level of experience. 
Saving Throw: Standard 
P.P.E: 45 

This spell creates strange and monstrous shadows but has two 
different applications. If cast on himself, the necromancer's own 
shadow will seem to have a life of its own, move independently 
of the mage, make sudden or threatening movements, and gen
erally look frightening and unnatural. This adds + 2 to the horror 
factor of the mage and makes opponents - 2 on all combat 
bonuses because the movements of the shadow are startling and 
distracting. 

Alternately, the shadows of death can be cast on others. In 
this case, the spell is considered a curse. Victims have a constant 
feeling that they are being watched and/or in danger. They con
stantly catch glimpses of movement and strange shadows from 
the comers of their eyes. This makes the character paranoid and 
jumpy, plus they have trouble sleeping. Penalties: Tired from 
lack of sleep and constantly being on edge, reduce speed and 
endurance/fatigue levels by 20% and all combat bonuses are - I. 
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Shadow of 
Doom (curse) 
Range: Touch or 20 ft (6 m) 
Duration: 48 hours per level of experience. 
Saving Throw: Standard 
P.P.E: 45 

This spell should be considered a magic curse. The cursed 
character is depressed and feels like the sword of doom is about 
to drop on him. Penalties: - 2 on initiative, - I on all other 
combat bonuses and - 20% on all skill proficiencies. 

Stench of 
the Dead 
Range: 100 feet (30.5 m) plus 10 ft (3 m) per level of experience. 
Duration: 2 minutes per level of experience. 
Saving Throw: Standard 
P.P.E: 6 

A magic mist covers the area when this spell is cast. The mist 
stinks of rotting meat and decay. The sickening smell causes all 
who enter its area of effect to cough and retch twice per mclec 
round (I 5 seconds), plus the eyes water and no other odors can 
be smelled while in the overwhelming mist. Penalties: Reduce 
speed, number of attacks per melee and combat bonuses by half. 
The mist can be cast up to I 00 feet (30.5 m) or further with 
experience. 



Strength of the Dead 
Range: Se lf & touch 
Duration: 2 minutes per leve l of expe rience. 
Saving Throw: None 
P.P.E: 60 

Temporari ly draw s and gives to the necro man cer half the 
S.D.C. and hit point s (or M .D.C. if a mega-dama ge creatur e !) 
that the creatu re had while it was alive! 

Summon Insect Swarm 
Range: 1000 miles ( 1600 km) 
Duration: 12 hour s. per leve l of ex perience. 
Saving Throw: None 
P.P.E: 80 

Thi s ritual magic wi ll cause I 000 flyi ng insec ts (per eac h leve l 
of expe rience of the summon er) to amass in a gigantic, blindin g 
cloud. The swarm covers a 100 foot (30 .5 m) radiu s per leve l 
of the necromancer. 

Blinding cloud of flying insects: Thousands of flying insec ts 
fill the air as a massive, living cloud. The swam , interferes with 
accurate radar reading s, crea ting false readin gs, and reduces 
visibility to abou t JO feet (3 m). The bugs are also very distract
ing , noisy and annoyi ng, cove ring or splattering themse lves on 
windshi e lds and visor s, impairing vis ion even more . The insec t 
swann may a lso clog engines, air intake valves, vents, and joints 
of bots, borgs and vehicles, causi ng varying damage and prob 
lems , such as engines ove rheating , cutting off air suppli es , etc. 

Character s not protected inside environmental body armor, 
power armor or a vehicle will be pelted and cove red by the bugs. 
Even tlJough most of the insec ts in this swa rm are harml ess, 
they will craw l in the ears and nose, fly into the mouth and 
eyes, craw l under clothes and so on. The ove rall sensatio n is 
disgusting and debilitating. Penalties: Characters caught in the 
c loud lose half of their me lee act ions, can barely see or hear , 
complete ly lose initiative and all combat bonuses, and speed is 
reduced by half . 

Summon Magot (monster) 
Range: Not app licable 
Duration: 12 hour s per leve l of expe rien ce. 
Saving Throw: Standard 
P.P.E: 320 

Thi s impressive ritua l actually plucks one hideous magot 
demon from its native dimension and magically places it before 
the summoning necromancer to do his biddin g. The magot is 
automatica lly under the spe ll cas ter 's control and will obey him 
without que stion . The creat ure's time on Eart h is limit ed and 
warp s out after the duration time of the summonin g magic 
elapses , or whe n the sum moner bids it to leave, or when it is slain. 
The Average Magot 
M.D.C.: ID4 X IOOO 
Horror Facto r: I 3 
Attacks per Melee Round: 8 
Dama ge: 4D6 M.D. swat with eye sta lk, 6D6 M.D. punch, or 
2D6 x IO M. D. bite. Eac h of the three eye stalk s fires a beam 
that causes temporary petrificat ion for 3D6 + 2 minut es. Vict ims 
need a 13 or higher to save. 

Magic & Psionics: None 
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Notes: Avera ge I.Q . 5, P.S. 43, Spd 90, 20 ft (6 m) ta ll. See 
Rifts Conversion Book, pages 2 14 & 2 15, for complet e det;:tils. 

Summon Vampires 
Range: 1000 mile s (1600 km) 
Duration: 24 hours per leve l of exper ience. 
Saving Throw: None 
P.P.E: 150 

This ritual mag ic wi ll cause ID4 vampir es withi n a !000 mile 
( 1600 km) radiu s to co me to the nec romancer w ithin 12 hours 
(at night , of course). If there are no vampires in the area none 
will come. On ly wi ld vampir es and/or seco ndary vampir es must 
heed the mystic summ ons. The master vampire and old seco ndary 
vamp ires are not affected. 

Most vampir e(s) see the necro mancer as a kindred spirit and 
a potential ally, so they will gladly wo rk with the death mage. 
The mag ic requires the undead to stay for 24 hour s per leve l of 
exper ience o f the summon er . However , they can dec ide to stay 
longer if that is what they desire, the only di fference is the 
vampir e is no longer ob ligated to obey the necro mancer. This 
mea ns a free vampire may continu e to work with the sorcerer , 
espec ia lly if there is a lot of bloods hed or if the crea ture likes 
the mage's scheme. Otherwise, the vampir e is free to do as he 
pleases. 

Summon Worms of Taut 
Range: Not applicable 
Duration: 24 hour s per leve l of expe rience. 
Saving Throw: Standard 
P.P.E: 2 10 

This ritual plucks one or more Worm s of Taut from its native 
dimension and mag ically places it before the summ oning necro 
man cer. The creature is automatically under the spe ll caste r 's 
control and will obey him without question. 

Not all worms ca n be summ oned, only the nippers, fire worms 
and tomb worms. As many as one per leve l o f exper ience can 
be summ oned . 

The problem with this spell is that afte r the duration time has 
e lapsed, the necroma ncer's control over the wor ms is gone but 
they remain. All Worms of Taut are ext remely aggress ive and 
dange rous predators. See Rifts Conversion Book or Pal
ladium's Monsters & Animals for descriptions. 

Transfer Life Force 
Range: IO ft per leve l of exper ience. 
Duration: 24 hours per leve l of experience. 
Saving Throw: None 
P.P.E : 150 

This spe ll enab les the necromancer's life esse nce to inhabit 
and anim ate skeletons, corpses, mummi es, zombies and even 
pupp ets like a robot. The possessed dead thin g has all the menta l 
and phy sica l powers of the necroma ncer, howeve r magic spe lls 
and psionic powe rs cannot be used , beca use the co rpse has no 
P.P.E. or I.S .P.! 

The body is dead so it is impervious to pain, hun ge r , thirst, 
fatigue, disease, dru gs , poisons, gases , heat and cold . However, 
the sense of smell is lost and the sense of touch is about half of 



nonnal. Vision and hearing are provided by mystic means. If 
the body is destroyed it is no big deal , the spell caster simply 
returns to his real, living body and can always inhabit another 
dead body if so desired . The spell can be used as an offensive 
measure or a subtle means to spy or confuse. The spell caster 
can disguise himself comp letely by inhabiting a recently deceased 
individua l or conceal his identity by inhabiting a corpse or skele
ton. Note: The dead body looks ... well ... dead and continues 
to discolor and decay. After a while, the dead body will smell 
pretty terrib le and parts may drop off. 

An Alphabetical List of 
Necromancy Spells 
Command Ghouls ( J 0) - Fourth Level 
Consuming Power & Knowledge (20) - Fifth Level 
Death Mask (12) - Fifth Level 
Death Strike (25) - Eighth Leve l 
Divining: Tomb s & Graves (10 or 35) - Fifth Level 
Kill Plants ( 10) - Fourth Leve l 
Maggots (20) - Fifth Leve l 
Object Read the Dead (8) - Third Level 
Recognize the Undead (8) - Third Level 
Shadows of Death ( 45) - Ninth Level 
Shadows of Doom (45) - Ninth Level 
Stench of the Dead (6) - Second Level 
Strength of the Dead (60) - Tenth Level 
Summon Insect Swarm (80) - Tenth Level 
Summon Magot (monster, 320) - Thirteenth Level 
Summon Vampires (150) - Eleventh Level 
Summon Wonns of Taul (210) -Twe leveth Leve l 
Transfer Life Force (150) - Eleve nth Level 

Available Common Spell Magic 
The necromancer is a spell caster so he or she can learn any 

spell, however, except for those listed as follows, the P.P.E. 
cost to perform a spell is two times the normal amount. For 
example the Armor oflthan spell normally costs 10 P.P.E. , but 
will cost the necromance r 20, befuddle (norma lly 3) will cost 
six and so on. Most of these death wizards focus on spells that 
are directly applicable to necroma ncy and don't learn a wide 
range of many other spells. 

Likewise , necromancy spells can be learned by other spell 
casters such as the line walker and shifter, but to execute them 
the cost is double. Techno-wizards and mystics NEVER learn 
necro-magic. 

Level One 
Death Trance (1) 
Globe of Daylight (2) 
Sense Evi l (2) 
Sense Magic (4) 

Level Two 
Concea lment (6) 
Detect Concea lment (6) 
Fear (5) 
Turn Dead (6) 

Level Three 
Breathe Without Air (5) 
Fuel Flame (5) 
Ignite Fire (5) 

Level Four 
Ley Line Transmission (30) 
Magic Net (7) 
Repel Anima ls (7) 
Shadow Meld ( I 0) 
Trance (JO) 
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Level Five 
Circle of Flame ( I 0) 
Horri fie 111 us ion ( 10) 

Level Six 
Fire Ball ( 10) 
Mask of Deceit (I 5) 
Tongues ( 12) 

Level Seven 
Animate & Contro l Dead (20) 
Constrain Being (20) 
Life Drain (25) 

Level Eight 
Commune with Spirits (25) 
Exorcism (25) 
Luck Curse (40) 
Minor Curse (35) 
Sickness (50) 
Spoil (30) 

The cost of 

Level Nine 
Protection : Simple (4~) 

Level Ten 
Banishment (65) 
Control/Enslave Entity (80) 

Level Eleven 
Create Mummy (140) 

Level Twelve 
Create Zombie (250) 

Level Thirteen 
Sanctum (390) 

Level Fourteen 
Restoration · (750) 

Level Fifteen 
Transformation (2000) 

specific components--------

Some average costs for basic key components 

Brain: Cyclops - 500,000 + cred its 
Brain: Dragon - 750,000 + cred its 

Brain: Operator - 45 ,000+ credits 
Brain: Scholar - 25 ,000 + credits 
Brain: Scientist - 35,000 + credits 
Brain: Warrior - 35,000 + credits 
Brain: Practitioner of Magic - 200,000 + credits 

Claw: Animal - I D6 x 100 credits 
Claw: Bird (large) - 104 x I 00 cred its 
Claw: Creature of Magic (sphinx , etc.) - 250,000+ credits 
Claw: Dragon Hatchling - 200,000+ credits 
Claw: Dragon Adult - 600,000 to a million cred its 
Claw: Lesser Supernatural Beings/Demon - 50,000 to 100,000 
cred its 
Claw: Greater Supernatural Being s-20 0,000 to 500,000 credits 
Claw: Ogre , Troll, Giant - 2D6 x JOO credits 

Eye: Dragon - 50,000+ credits 
Eye: Humanoid - 2,000+ credits 
Eye: Supernatural Being - 40,000 + credits 

Hom: Animal - 2D4 x l 00 credits 
Hom: Supernatural Being - 2D4 x 1000 cred its 
Hom : Dragon - 30,000 + cred its 
Hom: Kilin - 20,000+ credits 
Hom : Unicom - 40,000 + credits 

Hooves: Animal - 1 D4 x l 00 credits 
Hooves: Kilin - 30,000 credits 
Hooves: Unicom - 50,000 credits 



Tail: Dragon - 70,000 + credits 
Ta il: Manicore - 18,000 credits 
Ta il: Malignous - 45,000 credit s 
Tail: Monkey- ID4 X 100 credit s 

Tongue: Supernatura l Creatu res - 150,000 + credits 
Tongue: Dragon - 500,000 + credit s 
To ngue: Faerie Fo lk - 50 ,000 credits 
Tongue: Human oids (D-bee, elves , wolfen, etc.) - 2D6 x I 00 
credits 

Wings: Animal (gryphon, dragondactyl, etc.) - I D6 x 1000 
credits 
Win gs: Bird (large) - I D6 x 100 credit s 
Wings: Creat ures of Magic (Sphin x, etc.)- 275,000 + credits 
Wing s: Dragon Hatchling - 200,000+ credit s 
Wings: Dra gon Adult - 850,000 to ID6 milli on credits 
Wing s: Lesser Supernatural Beings - 250,000 lo 800,00 0 cre
dits 
Wings: Greater Supernat ural Beings - 500,000 to I D6 million 
credits. 

Rifts® Africa 
Highlights 

The eruptions of ley lines and the ensuing destruction of the 
Great Cataclysm obliterated much of the civi lized wor ld and 
plunged the human race into a dark age . Post Cataclysm scholars 
estimate that less than 15% of the total wor ld population survi ved. 
The denses t population centers were the hardest hit. Those who 
survived the initial onslaught of the Great Cataclysm died in its 
aftermath . Disease spread like wildfire. Nuclear radiation from 
warheads and power plants spilled into the atmosphere and water
ways. Add to this the unnatural weather patterns, terrib le storms, 
magic, monster s and aliens from the rifts and you have a seething 
cauldron of destructio n , rebirth , and met amorphos is. 

Africa followed the usual pattern of change and destruction . 
The largest cities crumbl ed , takin g their population s to the grave. 
Coastal citi es were swallowed by the oceans or pulver ized by 
tidal waves, hurricanes and storms. The magnitude of the storms 
were so incredible that few esca ped . Entire clusters of humanity 
were wiped from the face of the Earth - the peop le of Madagas
car were among those com pletely obliterate d . 

At one time , there were over 3000 tribal nations. Today there 
are an estimated 1100 survivors and that number slow ly decl ines 
as evil mons ters and supernatural horror s continue to slaughter 
and enslave the peop le of Africa . However , the survi vors have 
grow n far more savvy and have proven to be elusive and resource
ful in avoiding capture or fending off would-be invader s with 
their good medicine. The denizens of northern Africa have grow n 
tired of the "w ilderness people" (or so Rama -Set calls them) to 
their south and have instead turned their attention to activities 
in the Mediterranean and Europe, particularly the strugg le in 
Germa ny . This means that many survivin g African peop le can 
live out their lives without constant fear of attack and molesta tion 
at the hands of demonic invaders. It limits their access to the 
rest of the world and prevents the deve lopment of technologica lly 
advanced kingdoms , but they survive and even thrive in the 
wilderness, follow ing the "old ways." 

To the outside wor ld, these communiti es may appear to be 
simple and primitive, especia lly to arrogan t city rats and technoc-
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rats. However, every thing is relative. Most African peop le have 
stro ng families, tight soc ial bond s, and a sense of history and 
community . They work together and have high morals. Murder , 
rape and sadism are not sicknesses that the African tribespeop le 
suffer from . Their laws, philosophies , ceremonies and magic 
are built on common sense and a unique view of the wor ld. A 
view that showed them sec rets of magic long before any other 
humans recognized the ex istence of the supernatural , ley lines 
and magic energy. Theirs is a culture steepe d in traditi ons of 
spiritualism, nature, magic and magic using as sophisticated, 
intelligent, practical and powerful as anything in the Americas 
or Europe - perhaps more so. They are a peop le who feel linked 
to nature and all the forces around them. Ultimately, their wise 
and practical view of the mystic wor ld has helped them to survive 
and adapt when other cu ltures have crumbl ed . 

Most Afr icans will view the Apocalypse demons as an abom i
nation of nature, the ultim ate harbinger s of "bad med icine" and 
try to stop them. Th ey will help any warr iors who are clearly 
trying to save the people and the land from the se "v ilest of evil 
spirit s." 

Note: The following are ju st some of the many African Nations 
that once ex isted (and many have survived the Coming of the 
Rifts): Abaluyia , Akam ba , Anko le, Baganda , Basaga, Bavenda , 
Boni , Butawa, Embu , Fulbe , Gabbra, Ganda, Gikuyu, Gisu , 
Haya, Hausa, lgbo, Karamoj ong, Katab, Kiga , Kiganda, 
Kikuyu , Kipsigis, Koma, Kotoku , Luo , Lugbar , Maba , Masai, 
Meru, Makonde, Moud ang, Nandi , Ngambaye, Nok , Nyoro , 
Pare, Pygmy, Samburu, Sara , Somali, Sonjo , Shiraz i, Swah ili , 
Teso, Turkan a, Udhuk, Zaramo, and Zulu. among many others. 

North Africa 
Terrain: Most of Northern Africa is DESERT! In fact, the Sahara 

desert cove rs 60% of North Africa: 3.5 million square miles 
(9,065,000 sq . km)! The Sahara fades into the Libyan and 
Nubian deserts. The three cove r virtually all of the countries 
once know n as Western Sahara , Mauritania , Algeria , Libya, 
Egypt , and the northern portion of Mali , Niger , Chad and 
the Sudan . The sou thern port ions of the latter four countries 
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turns into savanna: a terrain of grass and scrub with scattered 
trees. The deserts are broken only by sand cove red mound s, 
the occasional oasis and mountain s. Savanna and light forest 
areas are found only in Moro cco, northern Tuni sia, northern 
Libya, and Egypt along the Nile. Morocco is a lovely area 
of unpopul ated forest divided from the rest of Africa by the 
Atlas Mountains. 

The densest pocket s of population have traditionall y been 
around bodies of water. Even in the Egypt of Rifts Earth, the 
greates t popu latio n is found in the Nile Valley and along the 
snak ing Nile river. Note: The neighboring Arabian Peninsula 
(Jorda n, Syria, Iraq , Saudi Arabi a, Kuwait , Yemen and 
Oman) is also entirely desert with only a few tiny areas of 
green . 

Climate: Temperatures range from about 50 to 65 degrees 
Fahrenheit in the winter and 85 to 105 degrees in the summer. 
Average annual rainfal l is about 4 inches ( IOI mm) . 

Land Area of Northern Africa: Roughly 5.8 million square miles 
(15 million sq . km). 

Size Comparisons: Libya is slightly larger than Alaska! Egypt 
is rough ly the size of New Mexico and Texas combin ed or 
slightly less than twice the size of the United Kingdom . Tiny 
little Morocco is rough ly the size of Californi a! The African 
continent is huge! You cou ld fit the entire United Sta tes and 
Canada into it and still have room for half of Europe. Lake 
Tanganyika is slightly larger than the country of Belgium!! 

Population: Most ly non-human monsters. 80% are clu stered in 
the area known as the Phoenix Empi re . The remainder , about 
20 million peop le (40% monster races, 30% D-bees, 30% 
humans), live in the rest of north ern Africa. 

Languages: 85% speak Euro , 80% Gobb lely, 65% Dragonese, 
30% Spanis h , 20% Faer ie , 15% English/Ameri can, and 10% 
Chinese. Human s indigenous to the reg ion are likely to speak 
their native tongue and Euro; 40% w ill also speak American 
and/or Spanish. 
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What is a savan na: A savanna is a large open area with tall, 
typically dry grass, scrub , scattered bushes, weeds ~nd the 
occas ional tree or grove of trees. It is fair to poor for farming 
and is most often used as pasture lands for cattle, sheep, and 
goats. Likewise, it is usually the home of graz ing wildlife , 
such as herds of buffalo , wildebee st, antelope and their pre
dat ors. 

Note : Niger, Mali, Chad, The Central African Republic , and 
Sudan a half desert and half savan na wilderne sses with on ly 
tiny tribes and villages of people living in those countries. About 
15% of these areas is wood land. 

Northern Africa, with its many ley line nexuses, sand storms, 
and very long coas tline, was among the areas hardest hit by the 
ley line eruptions durin g the Great Ca taclys m. Morocco , Algeria , 
Tu snisia, Libya , Egypt, northern Sudan , wes tern Sahara, Mali, 
and Mauritan ia were mauled. The cities with the densest popu 
lation centers were crushed and saw few surviyor s climb out of 
the devastatio n . 

Tho se living in the interior of the continent had the best chance 
for survival. In fact, the countri es once known as Niger, Chad , 
Central African Republic, and southern Sudan made it through 
the Great Catac lysm comparative ly unscathed . The death count 
was on ly 40% compared to the 90% of its northern neighbors. 
They might have become the new center of human civilization 
in Africa had they been prepared for the invaders who emerge d 
from the rifts . They wer e not. In two short year s, the citie s laid 
in ruin. The people slain or enslaved by helli sh monsters from 
other dimensions. At least a quarter of the human slaves were 
taken to other dimen sions. The remainder became the slaves, 
pets and playthings of the monster at the Phoenix Empire (Egypt) , 
the Atlanteans and a host of other non -humans who dominated 
the region . Milli ons died from brutal treatment, hard labor and 
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disease. Northern Africa , like so much of Europe, wou ld become 
the domain of monsters . 

The North Africa of Rifts Earth is inhabited by supernatural 
monsters and D-Bees. The desert half is a vast wasteland that 
even the intelligent monsters avoid . A dozen nuclea r "hot spots" 
cover ing a I D4 mile rad ius mark the place where hum an civili
zalion once ex isted - the ancient remnant s of nuclear power 
plants and miss ile stock piles exp loded . Editor's Note: Only 
small areas of radiat ion "hot spots" pockmark the planet. In 
Africa these areas are scattered throughout the once technolog
ically advanced countries in the north and south. Rememb er, it 
is approx imately 300 yea rs after the Great Cataclysm. The Earth 
has had time to clean and hea l itself. The most dangerou s radioac
tivity and effects of the limited nuclea r aftermath disappeared 
after the first hundred years. The remaining dang er areas with 
nuclear waste have been cove red an(I contained by collapsing 
buildings and earth from the passing centuri es. These areas are 
dangerous only to the fool who digs in them and from long 
per iods of exposu re (months or years). Still, these areas are 
genera lly avo ided and may have reputations for being haunted 
or having bad medic ine. 
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DESERT AND 
MO//NTAIN AREAS 

The Sahara Desert 
The Sahara is a spraw ling dese rt with shifting sand dune s that 

sometimes seem as tall as mountain s. One must understand that 
the Sahara is a seemingly endless sea of sand and rolling dunes. 
There is nothing else- not rocks or shrubs, ju st sand . Oasis- like 
havens are few. Sandstorms can cove r a hundred square miles 
or more , changing the shape of dunes, cove ring tracks, vehicle s 
and wreckage , and sometimes even coveri ng an oasi s, camp or 
village! The less treacherous part s of the Sahara are less sandy, 
with dry , parched earth and stones, but they are ju st as devoid 
of life. Characters trave ling through the Sahara are - 50% to 
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their land navigation sk ill. Th e name Sahara means, " the waste" 
in Arabi c. 

The dese rt has become the home of a new demonic fom1 of 
wildlife; the Worms of Taut . Fire wor ms, nippers, tomb worms, 
and blow worms are the most common, but the serpent beasts 
and tri-fang are also out there (sometime s worshiped by primitive 
D-bee s). Fire worms and nippers are the most dangerou s because 
they live and hunt in packs. The sphinx, dragon and other super
natural and magic creatures also visit the desert to enjoy the 
isolation , hide, or for the sport : of huntin g for giant worms. 

Algeria 
Northern Africa 

Algeria is roughly three times the size of Texas and has a 
similar desert/p rairie kind of environment. Two percent of the 
country is wood land and 20% is savanna , the rest is desert, 
rocky hills and low mountain s/platea us. Many people ca ll this 
area the " Haunted Desert" and avo id it because of the many 
ghostly entities that come from Mount Tassili n' Ajjer. 

To the north are the hills and low mountains of Morocc o . 
Sad ly, much of this area has been recla imed by the ocean, due 
to the reappearance of Atlantis. 

Tassili n' Ajjer 
Southeastern Algeria 

High on the rocky Tas sili n' Ajjer plateau , located in the 
mount ainous hills of the Ahaggar, is the site of prehistoric cave 
paintings. The name Tassi li n' Ajjer mean s the "Plateau of the 
Rivers." One might wonder why a dese rt loca tion might refer 
to "rivers." The answer is that seve n thousand s years ago, the 
area was a lush forest and scrubland much like eastern Africa 
is today. Rhino s, elephants, and the animals we all assoc iate 
with Africa roamed the land and were hunted by natives. The 
many caves and wall paintings on the plateau clear ly record the 
life and hunting habits of these ancient people . Changing weather 
pattern s turned northern Africa into a desert. 

On Rift s Earth , the Tass ili n' Ajjer is a lso known as the 
"Haunted Plateau" and is a place to be avoided. It is the site of 
a ley line nexus and a particularly act ive dimensional doorway 
to the domain of evil entities and the jinn . There are always 
2D4 x IO po ltergeists, 4D6 haunting entitie s, and 2D6 tecton ic 
entities at the nexus locat ion at any given time . The polterge ists 
are the leas t of the troubl emakers , causing minor disturbances 
such as frightenin g riding animals, knocking over or banging 
pot s, movin g, throwing or stacking rocks and equipment , and 
so on . Tecto nic entities are far more dangerous and frequently 
build bod ies out of qones, twigs and rags, scraps, and stones to 
unmerc ifully attack visitors. 

The hauntin g entities can be equally unnervin g and menacing. 
They frequen tly pick up on the stro ng emanation s of past lives 
and mani fest themselves as ancient hunters, bandit s and travelers. 
Since the strongest memory patterns are those from trauma s, the 
ghostly entities are frequ ently dangerous. Amon g the more fa

mous entity-ghos ts are the Hounds of Tassili n ' Ajjer, a pack 
of eight wild dogs who howl and chase and attack visitors durin g 
the afternoon (nobody knows the exact story behind this mem
ory), N 'be h an evil witch look ing for her murd erers, Apadda, 



the Mad Warrior Chief who challenges other warriors to combat , 
the Wailing Night Woman (some say she is lost or searching 
for her lost child) whose wails are very disconcerting and makes 
sleep ing difficult), and a host of others. These particul ar entities 
are typically encounter ed within a 20 mile (32 km) radius of the 
nexus. 

In addition to these entities, hundreds of others arrive through 
the random rifts and fly off into the wor ld, sometimes travellin g 
thousands of miles in any direction . Possessi ng entities and the 
jinn are far less common , but they too come through these rifts. 
Most fly far from the dimen sional gateway, but unfortunat e 
visitors may run into one or two anywhe re within a 200 mile 
(320 km) radiu s of the plateau (1-33% chance) . 

Medici ne men and psychic sensitives are particu larly vulner
able to the entities and forces of supernatural ev il. Haunting 
entities will frequently sense and manife st themselves in the 
form of deceased peop le known to the medicine men. These 
visits are viewed as grea tly significant by medicine men and can 
be very stressful and even traumatic. On the other hand , they 
can often help the medicine man come to conclusions or glimpse 
the future. 

Lower Africa--
Terrain: For the purpo se of this book , everythi ng below the 

Sudan, Chad and Niger will fall under the heading of Lower 
Africa. Jt is from this point on down that there are savannas, 
wood lands and jungle. 

Most of Centra l and Eastern Africa is a blend of constantly 
changing landscapes. Only the Congo is a massive rain forest 
with areas of dense jun gle and massive swamps. 

Virtually all of Senegal, Gambia, Guinea-Bissau, Sierra 
Leone and Liberia have been swallowed by the ocea n. 

Climate: Average temperatures range from about 60 to 70 degrees 
Fahrenheit in the winte r and 70 to 90 degrees in the summ er. 
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Uganda and the coas tal reg ions are hot and hum id. Kenya 
and Tanzania are warm and dry during the day (68 to 84 
degrees) and cool at night (50 to 60 degrees Fahrenheit ). 

Rainfall: The average annual rainfall in Uganda and the Congo 
is about 78 inches ( 1990 mm) , sometimes as much as 90 
inches (2290 mm) . In the arid/desert portion s of Kenya and 
Ta nzania, annual rainfa ll is 15 inches (384 mm) , in the dry 
savannas, 35 inches (890 mm), and in the green or wet savan
nas and light forests, 45 Lo 60 inches ( 1140 to 1530 mm). 

Land Area: Lower Afr ica is roughly the size of the United States 
and Canada. IL includes the Ivory Coas t, Ghana, Burkina, 
Togo, Benin , Niger ia, the New Congo, Came roon, the Centra l 
African Republi c, South Sudan, Ethiopia, Gabon, Zaire, 
Uganda, Kenya, Tan zania , Ango la, Zambia, Milani and 
Mozambiq ue. All that remains is southern Africa: Namibia , 
Botswana , Swaz iland and South Africa. 

Population : Appro xima tely 94 million people (52 million of 
whom are found in East Africa: Uganda, Kenya and Tan
zania): 65% human s, 25% O-bees , JO% monsters and the 
supernatural. 

The densest pockets o f populat ion have traditionally been 
in Uganda, Kenya and Tanzania , especia lly around Lake 
Victoria, along the ocean , and other bodies of water. Yet 
even in the most densely populated areas there is a modest 
600 peop le per square mile (2.6 sq. km). The norm in popu
lated regions of Rifts Africa is about 50 peop le per square 
mile with hundreds of miles of wilderness with few or no 
people at all. 

The neighboring country of Zaire is 90% forest , of which 
the most dense half is considered to be part of the new Congo. 
The average population in the Congo and southern Zaire is 
I0p eople per every JOO sq. miles(26 0sq. km). Atpopulation 
centers there may be as many as 70 peop le per square mile; 
60% are human s, 20% D-bees, 20% monsters. 

Languages: Humans indigenous to the regio n speak their native 
tongue, 90% speak Swahil i, 75% American /English, 60% 
Euro, 40% Gobb lely, 20% Spani sh. Virtua lly all humans in 
the lowe r and southern port ions of Afr ica speak Swahili : the 
old trading language and 75% spea k American from the pre
rifts days of English colonia lism and American tourism. 

The Ivory Coast 
Half of the origina l Ivory Coast, along with much of the 

western coast of Africa, has been submerged by the rising ocean 
caused by the reappea rance of Atlantis. 

The Ivory Coast is a bustling slave and pirate port contro lled 
by the Sp lugorth of Atlantis. Th is means one can find at least 
one troop division of Killani warr iors, Over lords , and warr ior 
women , as well as a handfu l of Slavers, Powerlord s, High Lords 
and Conservators in the area at any time. The Splugorth minions 
have built the city of Gorth near the old site of Bouake (which 
is now near the coast). The city is almost entirely non-human. 

The city serves as a base for operations in Africa and a stepping 
stone to the Mediterra nean and Europe. The main act ivity of the 
city is as a thrivin g merchant and slave trad ing outpost. 90% of 
their trade is with the Phoenix Emp ire and other comm unities 
of monsters. Gorth also puts the minions of Splugorth near 
Nigeria where there are many humanoids, as well as the Congo 



and Central Africa where there are a large number of exot ic 
animals and people to be capt ured , sold and exported in the 
trans-dimen sional slave market . The troops at the city also have 
an opportunity to keep an eye on lower Africa and spy on the 
Phoenix Empire and other Mediterranean kingdom s when they 
go to visit that c ity or have visitors visit the Ivory Coast. 

Gorth has about 60,000 non-human inhabitant s (40% Kittani, 
20% over lords, 10% gargoyles and 30% other). An additiona l 
100,000 non-human s and 50 ,000 human and D-bee slaves live 
in the country around Gorth. Perhap s as many as a million 
human s and D-bees combined live free in that country. 

The city of Gorth has a couple of smal l factorie s for manufac 
turing robots, robo~ part s and cybernetics. It also offers two 
luxury hotels, shops for vehicle repair , bio-wizard items , 
weapons, body armor, slaves, and many other items that make 
up about a quarter of the things one can find in Atla ntis. Th ere 
are also two Splugorth operated diamond mines , an iron mine 
and an oil refinery. A stone pyramid has been built at a ley line 
nexus by Splugorth stone masters. It is 120 mile s ( 192 km) 
northeast of the city and is the most direct link from Atlanti s to 
the Ivory Coast, via magic teleportation. 

Intelligent lemur-like creatures known as Hytril, brought to 
the coast as slaves from Atlantis, have escaped captivity and 
now sma ll communiti es populate the forests around the Ivory 
Coas t and the northern jung les of the Congo. Still, they are 
comparat ively few in number , with a total popul ation of around 
3000. See Rifts Conversion Book, page 139. There are also a 
few hundred yll-tree climbers scattered throughout the Ivory 
Coas t and as far as the coasts of Nigeria and Cameroon. The se 
too have escaped from the slave pens of Gorth and have adapted 
to the African jun gles . See Rifts Atlantis, page 80. 

Nigeria 
The country once known as Nigeria is roughly twice the size 

of Californi a. Its northern region is mostly wet sava nna and 
rolling hills. The southern half is mostly forest. Just beyond 
Nigeria's southeast border is Cameroon, which is now part of 
the Congo. Approximately 14 million human s and 25 million 
D-bees live in this area. Most are simple nomads, hunter s, farm
ers, and cattle or goat herders. The leve l of technology is low . 
Splugorth slavers are a constant plague . 

On Rifts Earth, the lands once recognized as the Congo, 
Gabon, Cameroon, The Central African Republic , and the north
ern half of Zaire are all considered the Congo. 

The Congo 
The erup tion of the ley lines during the Great Cataclys m 

destroyed most of the "civ ilized" world and many of the tribe s 
and nations of Africa. With out mankind to chop down its forests 
or to tum wilderness into farms and pastures , the continent has 
returned to its more primordial state of wilderness. Nowhere is 
this more evide nt than in the famous jungl es and tropical forests 
of the Congo. 

The jungle area known as the Congo is bigger than eve r and 
cove rs a huge area of land that near ly divide s the continent. On 
Rifts Earth, the lands once recognized as the Congo, Gabon, 
Cameroon, The Central African Republic, and the northern half 
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of Zaire are all considered the Congo. To the west of the Congo 
is what was once known as Uganda and Kenya. These countrie s 
have lighter forests and many grass and scrub plains. 

Within the Congo are dense tropical forests, jungle, many 
rivers, swamps, and dangers. The flora is breathtaking with its 
lush green and flowering tropical plant s. The wildlife is rich and 
plentiful - monkeys, birds and insects scurry from every tree; 
wild boar, buffalo, and elephant roam the bush . Predatory ani
mals , monsters and supernatural beings are also plentiful. The 
Congo is a favorite habit at for dea th weaver spider demons and 
the demonic werepanthers and werewo lves. The spider demons 
and werebeasts prey mainly on the humanoid inhabitant s and 
some have forced entire tribes to worship them, The manti core, 
chimera , loogaroo, gryp hon , lizard men (escaped D-bee slaves), 
rogue tauton s and the periodic dragon and other supernatural 
beings prowl these forests . There are also a few small com
munitie s of faer ies and crocodillians. Most people and espec ially 
outsiders, stay away from the Congo. 

Note: The forests of the Congo, particularly the western half, 
is also home to the pygmy, tree people, the agogwe and, sup
posedly, the Millennium Tree known as the Ancient Father. 

The Ancient Father 
- Millennium Tree 

Legends claim that the Ancient Father is the very first Tree 
of Life from which all others have sprou ted . Many African tribes 
have stories about a mythical Tree of Life from which the first 
human s emerge d from its branches (a dimensional rift?) and 
went forth to populate the planet. The pygmies of the Congo 



have numerous legend s and contemporary storie s about the An
cient Father , the greatest and olde st of the Trees of Life . If this 
tree is real and if it is a Millennium Tree, then it is an anomaly . 
According to the stories it does not send its branche s high into 
the sky (500 feeU 153 m at its tallest) but crad les the land in low , 
thick branches covering an area two mile s (3.2 km) in diam eter! 
From both the ground and the air , the Ancient Father is said to 
resemble a tree cove red hill lost in the canopy of the lush Co ngo 
jung le. 

The legend of the Ancient Father is a perva sive part of the 
Jungle People's lives. They speak often of its "g ifts" of divina
tion , healin g, magi c stick s and prote ction from storm s and other 
danger s; all of wh ich de scribe the power s of the Millennium 
Tree . Pygmy medicine men, prie sts and chiefs often carry magic 
wands and staves that see m to be from a Tree of Life . Fif ty 
percent of the pygmy medicin e men _and eighty perc ent of their 
priest s, known as the Chi ldren of the Father, are Millennium 
Druid s! 

The exact location of the Ancient Father is a care fully guarded 
secret suppose dly known on ly to the pygm y prie sts and medic ine 
men who draw their power s and wisdom from the spirit of the 
grea t tree. Pygmy priests, medicine men and chief s have died 
under excruciating torture w ithout revealing the locat ion of the 
tree. One of the unique powers of the pygmie s who worship the 
Ancient Father is an unbreakabl e will that is imperviou s to coe r
cion by any mean s, includin g magic, psionics , dru gs and a ll 
forms of mind control! Scho lars have specul ated that this sec ret 
is so sacred to these peopl e that they uncon sc iously draw on 
mystic energy to create a magic and/or psionic block that cannot 
be penetrated. Thus , the loca tion of the Ancient Father remains 
a secret known only to the Jun gle People. 

GM· Note: A handful of other Congo inhabitant s a lso know 
the location o f thi s unusual Millennium Tree but they too keep 
its loca tion secret . In fact, a large tribe of tree people , about 
7000 members, live in its protective embra ce. The Mill ennium 
Tree, magic and power s can be found in Rifts World Book 
Three: England . 

The Jungle People R.C.C. 
Pygmy - Optional Player Character 

The pygmies are a small , dark skinned peop le indigenou s to 
Africa and the Congo. The average pyg my rare ly grows taller 
than five feet ( I .5 m); the majorit y stan d about four to four and 
a half feet tall (I .2 to 1.4 m) . They ca ll themselves The Jungle 
Peopl e, as do many others in and around the Co ngo, because 
their home is the jun gle and tropi cal forests of the Congo region . 
Indeed, nobody know s the Congo and the ways of huntin g and 
tracking better than these people . Lege nd also warns that they 
are protected by the Ancient Father, the Greatest of the Trees 
of Life. 

Most of the tribe s are nomadic although they res trict their 
travels to the huge expanse of jun g le and forest know n as the 
Congo. The majorit y are content wi th their lives in the jun gle. 
On ly the most adventurou s leave the jungl e to explore the rest 
of the world . The size of a tr ibe will vary from about 3D4 x 10 
to 2D6 x LOO. There is an estimat ed two million pygmies living 
in the Co ngo. The typical tribe will have a king, queen , council 
of elders and a shama n rather than a medicine man. A rain maker 
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and hea lers may also be members of the tribe. See the sham an 
R.C.C. that follow s. 

Pyg mies are susp icious of all foreigners who invade their 
territory . They are espec ia lly suspic ious of large people, D-Bec s 
and mon sters. They fear and hate the supernatural and view such 
inhuman creatures as demon s and evi l spirit s that must be slain 
or driv en from their jung le. Their truest allies are the tin y, fur 
covered crea tures known as the tree people. These two races are 
ext remely friend ly and helpful toward one another and often join 
battle s to protect the ir lands or the ir two peoples. Pygmy myth 
sugges ts that the ago gwe were the first men to be born of the 
Great Tree of Life and that they had walked the ea rth for countless 
generations befo re the first pygmy c limb ed from the Great Tree. 
Thu s, they regard the primiti ve agogwe as sac red jun gle spirits. 
The pygmies respect the ir desi re to be left alone and give them 
a wide bert h. How ever , they do sometimes leave the agogwe 
gifts of food and weapo ns and will rush to the ir aid whenever 
needed. In return , the timid agogwe occas ionally return the favor 
by leav ing gifts of food or returning a los t child to its village. 
A gift from the jun gle spirit s is a grea t honor and cause for a 
night of celebration and merriment. 
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Pygmy Hunter R.C.C. 
Optional Player Character 

Th ese men of the jun gle are among the most ski lled hunters 
and trackers on the cont inent. They are smart, courageous and 
know a ll the secrets of the jun gle. 

O.C.C. Abilities & Bonuses 
I. P.P.E.: Base P.P.E . is at 4D6. Add I D4 P .P .E. per each 

additional level of experien ce. Thi s high P . P. E. comes from 
the pygmy 's spiritual connection to the jungle , magi c and 
the Millennium Tree. 

2. Bonuses: +30 S.D.C. , +2 on initi ative, + I to save vs 
magic of all kinds , and + 2 to save vs horror factor. Attribut e 
bonu ses: +2 to P .E. and + 4 to speed . All bonu ses are in 
addition to attribut e and skill bonuses. 



3. Size: Four to five feet tall ( 1.2 to 1.5 m). 
4. Attributes: Same as any human; all 3D6 (with poss ible 

bonus dice rolls). 
5. Alignment: Any, predominant ly good and anarchist - but 

pygmies are extremely leery and untru sting of large people, 
especia lly light skinned humans and D-bees. 

Attribute Requirements: I.Q. and P.E. of 10 or higher. 

O.C.C. Skills: 
Speaks nativ e tongue and Euro ( +2 0%). 
Climb ( + 10%) 
Prowl ( + 10%) 
Running ( + 1 to P.E., +4 D4 to spd, + ID6 to S.D .C. ) 
Track Animal s(+ 15%) 
Land Navigation ( + 20% in the jun gle, reduce to + JO% 
elsewhere) 
Wilderness Surviva l (+2 0%) 
Identify Plants & Fm its ( + 20% in the jun gle , + 10% else
where) 
Cook ( + 10%) 
Preserve Food ( + I 0%) 
Skin and Prepare Animal Hides ( + 5%) 
W.P. Targeting (particularly bow & arrow and spear) 
W.P. Blunt 
W.P. of choice 
Hand to Hand: Expert 

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

O.C.C. Related Skills: Se lect three "other" skills. Plus select 
two addit ional skills at leve l two, one at leve l four, one at 
leve l eight, and one at leve l twelve. All new skills start at 
leve-f one proficie ncy. 

Secondary Skills: The character also gets to select two secondary 
skills from those listed, excl uding those marked "No ne." 
These are additional areas of know ledge that do not get the 
advantage of the bonus listed in parentheses. All secondary 
skills start at the base skill leve l. 

Comm unicat ions: Radio: basic only 
Domestic: Any ( + 10%) 
Electrica l: None 
Espionage: Any 
Mechanical : None 
Medical: First Aid or Hol istic on ly ( + 5%) 
Military: None 
Physical: Any except acrobati cs and S.C.U.B.A. 
Pilot: Horsemanship , water vesse ls, and hover vehicles on ly. 
Pilot Related: None 
Rogue: Any ( + 2%), excep t compu ter and streetwise. 
Science: Bas ic math and astronomy only. 
Tec hnical: Any ( + 10%), exce pt computers and photography 
skills. 
W.P.: Any 
Wilderness: Any ( + 10%) 

Standard Equipment: Loincloth, rope belt, 30 feet (9 m) of 
rope and a sack. 20% have such modern amenities as a can
teen , utility belts, sunglasses, tinted goggles, air filter , in
frared distancing binocu lars, mirror , survival knife, hand axe, 
shovel, nylon cord, or vibro -blade. Most other items, particu 
larly clothes , shoes and electroni c equipment , are regarded 
as useless and thrown away. 
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Weapons: Dagger, war club (2D4 S.D.C .) or 1D4 wood throw
ing sticks, a spear/javelin or short bow and two dozen arrows 
(a dozen are poison tipped - + 4D6 S.D.C.). 20% have an 
energy pistol or rifle of some kind. 40% will have one or 
two magic charms or talisman . 

Vehicle: None . Travel s on foot. 
Money: The se simple people have few items which modern 

characters are likely to perceive as valuable. Starts out with 
2D6 x 100 in preciou s and semi-precious gem stones. Other 
valuabl es include the occas iona l magic charm or talisman , 
animal hides and weapon s. 

Cybernetics: Starts with none. Pygmie s don ' t have access to 
cybernetics or much high technology. They are likely to view 
cybernetics as unnatural. Only cybe rnetic bio-systems for 
hea lth reaso ns will be considered. 

Pygmy Shaman R.C.C. 
Optional Player Character 

The pygmy shaman is similar to both the medicine man and 
druid but uses his magic powers in a very differ ent way. Note: 
Most Pygmy priests are Millennium druid s and most medicine 
men are of the herbalist O.C.C. - see Rifts England . 

O.C.C. Bonuses & Abilities 
J. P.P.E. : Base P.P.E. is at 1D6x 10 plus the number from 

the character 's P .E. att ribute. Add 2D4 +2 P.P.E. per each 
additional level of experience. 

2. Bonuses: +2 0 S.D .C. , + 1 on initiative, + I to save vs 
magic of all kinds (in addition to P.E. bonus es), and +4 
to save vs horror factor. Attribute bonu ses: + 2 to P. E. and 
speed . 

3. Knows the locations ofley lines, nexuses, and Millennium 
Trees in Ce ntra l Africa, particularl y the Congo. Also knows 
about the ebb and flow of ley line energy and can tap into it. 

4. Create magic charms & talismans . See special powers. 
Attribute Requirements: I.Q . 12, M. E. 14 and P .E. 14 or 
higher. 
O.C.C. Skills: 

Speaks native tongue and Euro ( + 20%). 
Speaks one additiona l language ( + 20%) 
Basic Mathemati cs ( + 15%) 
Lore: Monsters & Demons ( + 20%) 
Climb ( + 10%) 
Land Navig ation ( + 20% in the jungle , reduce to + I 0% 
elsewhere) 
Wildern ess Surviva l ( + 20%) 
Identify Plants & Fruits ( + 20%) 
Holi stic Medicine ( + 15%) 
Palming (+ JO%) 
Cook (+ JO%) 
Dance ( + JO%) 
Preserve Food ( + 20%) 
W .P. Targeting (particularly bow & arrow and spear) 
W.P. Blunt 
Hand to Hand : Basic 

Hand to hand: basic can be changed to expert at the cost 
of one "o ther" skill . 

O.C.C . Related Skills: Select four "other" skills. Plus select 
two additiona l ski lls at level two, one at leve l four, one at 



level eight, and one at leve l twelve. All new skills start at 
leve l one proficiency. 

Secondary Skills: The character also gets to select two seco ndary 
skills from those listed, exc luding those marked "None." 
These are add itional areas of knowledge that do not get the 
advantage of the bonus listed in parentheses. All seco ndary 
skills start at the base skill leve l. 
Comm unicat ions: Radio: basic only 
Domestic: Any ( + 10%) 
Electr ical : None 
Espionage : Any ( + 2%) 
Mechanical: None 
Medical: None 
Military: None 
Physical: Any exce pt acroba tics, boxing and S.C. U.B.A. 
Pilot : Horsemanship , water vesse ls. and hover vehicles only. 
Pilot Related: None 
Rogue: Any ( + 5%), excep t co mputer and streetwise. 
Science: Astronomy and botany only ( + 5%). 
Tech nica l: Any ( + 10%), exce pt computer s and photogra phy 
skills. 
W.P.: Any 
Wildern ess: Any (+ LO%) 

Equipment, weapons, vehicle, money, & cybernetics are all 
the same as the jun gle scout 

Special Shaman Powers 
The shaman uses his P.P .E. to create charms and talismans 

with magic power s. The characte r cannot actually cas t spells 
nor does he under stand all the fundamentals of magic . Instead , 
the pygmy shaman simply has so much focus and force of will 
that he · is able to draw on mystic energy and create magic items 
which simulate magic spells. 

This "goo d med icine" is predominan tly defensive and helpful 
in nature . Most multiple use charms and tali smans are lent to 
the person in need. When the danger has passed or the problem 
reso lved, the item is given back to the shaman. Payment for the 
shaman's serv ices are typicaJly food, libations or jewe lry and a 
welcomed place in the home wheneve r he wants it and for as 
long as he desires. 

The king and very importa nt member s of the tribe may have 
as many as four magic items. Hunter s will have one or two 
which provide the ability to climb, repel animals, shadow meld , 
etc. The average tribe member has none . The shaman will have 
l 06 + 4 of his favor ite and most powerful /multi-use items for 
himse lf, plus a dozen or two common ly needed items (mos tly 
one spell) to give, lend, sell or trade to those in need. Both are 
typically made in the form of neck laces, bracelets, ankle ts, arm 
bands, waistba nds and ea rrings. Note: Thi s magic ability is 
unique to the pygmies and only a very few other races. 

Pygmy Talismans 
Talisma ns actually simulate magic spells. For the sake of 

simplicity , the magic ava ilable in a charm or talisman is equated 
to known magic spells . On ly one spell/ability can be placed in 
an object. The major ity of talisma ns can only be used once but 
can be recharged aga in by the sha man. To react ivate or recharge 
the item, the shaman must perform another creatio n ritual and 
expend the necessary P.P.E. Additional P.P.E. may be required 
to make one of these items and the shaman gets that energy from 
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a ley line, nexus or by perfor ming an animal sacrifice. All this 
is part of a creation ritual that lasts I 04 hours. 

To make a lesse r or common talisma n item with a one time 
spell cas ting capa bility , the sham an must expe nd or draw on the 
usual amount of P.P.E. necessa ry to cast the spell plus an addi
tional 40 points. 

To create a talisman which can cast the same spell twice per 
24 hours will cost the P.P.E. of the spe ll p lus 200 addit ional 
point s. All spells are equal to a fourth leve l spell regardle ss of 
the sham an's experience. Only one spell can be cast with the 
item and on ly the following are avai lable. Tho se marked with 
an asterisk are typically reserved for the shaman alone. 

Chameleon (6) 
Climb (3) 
Detect Concea lment (6) 
*Escape (8) 
Eyes of the Wolf (25) 
Float in Air (5) 
Heal Wounds (JO) 
Ignite Fire (6) 
*Locate (30) 
*Negate Magic (30) 
Negate Poison (5) 
Remove Curse ( 140) 
Repel Animals (7) 
See the Invisible (4) 
*Shadow Meld ( I 0) 
Swim as a Fish (6) 

Pygmy Charms 

*Time Hole (2 10) 
Tongues ( 12) 
Tum Dead (6) 
*Water lo Win e (40) 
*Word s of Truth ( 15) 

Charm s are usually objec ts of protec tion simi lar to the amulet 
spell or magic circle s. The magic of a charm remain s active for 
yea rs until it is deactivated by the shaman or destroyed. 

To make a magic charm, the shaman must expe nd or draw 
on the usual amount of P.P.E. nece ssary to cas t the spell plus 
an additional I 00 points. 

• Amulet (any; half the usual P.P.E. for the pygmy shaman 
to make) 

• Impervious to Fire (5) 
• Impervious to Energy (20) 
• Impervious to Poison (5) 
• Remove Curse (140): The wearer is +5 to save vs all of 

the witch's curses. 
• Stone to Flesh (3): Makes the wearer imperviou s to petrifi

cation . 
• Sickness (50): The wearer is + 2 to save vs all types of 

sicknesses. 
• Metamorpho sis: Superior (JOO): The charm prevent s the 

wea rer from being magica lly transformed against his will. 
• Protection Circle: Simple (45): +2 to save vs magic or 

psionic attacks and + 3 to save vs witchcraft. 
• Purification: This charm is placed on a container (sack, back

pack , etc .) which protects the food and water contained 
inside; it cannot become spoi led by natural or magical means. 

• Shrink (30): This magic item actually shrin ks tall characters 
to four feet tall (1.2 m). The log ic is that a tall person made 
to be the size of a pygmy will better unders tand the views 
of the pygmy. The person return s to normal size I 04 melee 
rounds ( 15 to 60 seco nds) after it is remov ed. 
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Agogwe R.C.C. 
Optional Player Character 

The densest forest areas are the home of the legendary 
Agogwe, austraJophithecine type humanoids, the prehi storic an
cestors to humans , believed to have been extinct for million s of 
years. Rumors and legends about the existence of the agogwe 
have persisted into the 2 1st Century, although none had ever 
been found (much like the Big-Foo t of North America). As fate 
would have it, the agogwe have survived the ages and continue 
to live in the forests of the Congo (northern Zaire) and to a lesser 
degree, the forests and plains of Uganda , Tanzania, and Zambia. 

Without the intrusion of modern man to clear away the forests 
or bring his polluting technology, the land has returned to its 
natural wilderness state. The agogwe have prospered over the 
last three hundred years, safe in the serenity of the eve r expanding 
woodlands. Their numbers have risen to their highest in over a 
million years, with as many as a quarter of a million agogwe 
scattered throughout the Congo and eastern portion of the con
tinent. 
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Agogwe are small , hair covered humanoid s who are surpris
ingly quick and agi le, nothing like the hunched, slow moving 
australophith ec ine plainsmen imagin ed by pre-Rift s scientists. 
They are omn ivorous but their main diet is wild fruits, berries, 
nuts, vegetab les, roots, bark and leaves gathered from the forest. 
They also hunt and eat small mammal s, birds and fish. 

Socia lly , agogwe are similar to other tribal people , with a 
community of respected elders, chief/ leader, medicine man and/ 
or priests. They don ' t have rain makers or a king or queen . They 
do not see themselves as one nation of people , but as many tiny 
nomadi c clan s. They are a gent le, loving people with strong 
family ties . They are mostly peacef ul , althoug h they can be quite 
fierce when protecting the tribe or loved ones. They live in small 
nomadic tribes of 4D4 x IO people and avoid most other intelli
gent life forms. The ir on ly true non-agog we friends are the tree 
people. Occas ionally, they will befriend an adventurer, human 
or non-human, includin g dragons or supernatural beings. They 
also view the pygmies , not so much as friends , but as non-hostile, 
co- inhabitants of the jun gle who never hurt or bother them. They 
like the pygmies for this but are too timid to make regular contact 
with them . Otherwi se they are a secretive people who shun 
contact with the outside world . 

O.C.C. Abilities & Bonuses 
1. Psionic abilities: All agogwe are psychic, which is probably 

how they have mana ged to survive for so long and remain 
hidden from pre-rifts man (of course there were less than a 
thousand back then too). 
60% are minor psionics: Select three powers from the 
psychic sensitive category. I.S .P. is the M .E. attribute 
number plus 12 and I D6 per leve l of experience . 
37% are major psionics: Select a total of six powers from 
the healing and/or sensitive ca tegor ies, plus all agogwe 
major psychics have the powers of sense evil , sixth sense 
and mind block. l.S .P. is the M.E. attribute number plus 
20 and 2D6 per level of experience . 
3% are master psionics: These characte rs are frequently 
the leader of the tribe . Se lect four super psionic powers, 
four sensitive powe rs and four physical powers. Se lect one 
additiona l power from the categories of super, sensitive and 
physica l every other level of exper ience (2 ,4 , 6, etc. ). I.S .P. 
is the M.E . attribute number plus 40 and 3D6 per level of 
expe rience. 

2. P.P .E.: Base P.P .E. is 2D6. 
3. Attributes: I.Q .: 3D4 , M .A.: 3D6, M.E .: 4D6, P.S. 4D4 , 

P.P. 3D6, P.E . 3D6 + 2, P.B . 3D4, Spd. 5D6 
4. Bonuses: +20 S.D .C. , +2 on initiative, +2 to save vs 

all types of poisons and disease, in addition to possible 
attribute bonu ses. 

5. Nightvision: 30 feet (9 m). 
6. Size: 5 feet to 5 feet , 5 inches ( 1.5 to 1.6 m) 
7. Alignment: TypicaJ!y good or selfish, rarely evil. 
8. O.C.C. Attribute Requirements: Not applicable. 

Agogwe (pronounced Ah-gog-wee) 
Wilderness Man R.C.C . Skills: 

Speak s native tongue at 98% and Gobblely at 75%. 
Swim ( + 10%) 
Climb (+20%) 
Prowl ( + 10%) 
Fish ( + 10%) 



Tra ck Animal s ( + 10%) 
Land Navi gation ( + 15% in the jungl e, redu ce to + 5% else
where) 

Wild erness Survival ( + 20%) 
Identify Plant s & Fruit s ( + 15%) 
Cook ( + 10%) 
Prese rve Food ( + 10%) 
Skin and Prepar e Animal Hide s ( + 5%) 
W .P . Tar geting (spec ifically throwing stick s and spear) 
W .P. Blunt (use war c lubs and throwing sticks) 
W. P. Ancient of choice 
Hand to Hand : Ba sic 

Hand to hand : basic can be changed to expert at the cost 
of one "other" skill. 

O.C.C . Related Skills: Selec t three "other" skill s. Plus se lec t 
two additi onal skill s at level two , one at level four , one at 
leve l eight , and one al leve l twelve. All new skills start at 
leve l one profi ciency. 

Secondary Skills: At level s three and nine the character also 
gets to selec t three secondary skill s from those listed , ex clud 
ing those mark ed "None ." Th ese are addition al areas of knowl
edge that do not ge t the advantage of the bonus listed in 
parentheses . All seco ndary skill s start at the base skill level. 
Communi ca tions: Radi o: basic only 
Domestic: Any ( + 10%) 
Elec trical: None 
Espionage : None 
Mechanica l: None 
Medical : Fir st Aid or Holistic onl y ( + 5%) 
Militar y : Non e 
Physica l: Any exce pt acrobatics, box ing and S .C. U .B .A. 
Pilbt: Hor seman ship , wa ter vesse ls, and hover vehicles only. 
Pilot Related: None 
Rogue: Any ( + 2%), exce pt co mputer and stree twi se . 
Scie nce: Basic math . 
Technica l: Lore and language only ( + 10%) . 
W .P.: Any 
Wilderness: Any(+ 10%) 

Standard Equipment: Loincloth , rope belt, 30 feet (9 m) of 
rope and a sac k . 10% have such modern amenities as a can
teen , utility belts, sunglasses, tinted gogg les, hat, g loves, a ir 
filter, mirror , surv ival knife , hand axe, shove l , nylon co rd , 
or vibro -blade. Most other items, parti cularl y clothes, shoes 
and elec tro nic equipm ent , are regarded as use less and thrown 
away. 

Weapons: War club (2D6 S .D .C.) or I D4 woo d thro wing sticks 
(1D6 S. D.C.) and/or a spear . 10% have an energy pistol, 
rifle, metal kni fe or sword , vi bro-blade or tool of some kind . 

Vehicle : None. Trav els on foot. 
Money: None. Personal possess ions mean littl e in this soc iety. 

All wo rk toge ther and share to survive. 
Cybernetics : None . Neve r heard of the stuff and doesn ' t want 

any. 
Note: Agogwe fear magic and the superna tural. Th ey can be 
eas ily bull ied by practitioners of mag ic and supernatural beings, 
and may worship them . Th ey neve r use mag ic items. 
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Tree People · R.C.C. 
Optional Player Character 

The jun gle and forests of the Congo is the home of strange, little creatures 
known as the Tree People. They are probably D-bees from another dimension 
who have thrived in the forests of Africa. Altho ugh they can be found virtually 
anywhere on the continent , as well as the slave markets of Egypt, the Mediter
ranean , [ndia, and Atlantis, the largest number of tree people arc found in the 
Congo and to a lesser degree. Uganda and Kenya. 

Tree people are tiny. three foo t tall (0.9 m), fur covered humanoids with a 
head and huge eyes that resembles the nocturnal bush-baby and leathery mem
branes under the arms like a flying squirrel. They are also highly intelligent and 
incredibly agile. They are omnivorous, eating insects, birds, bird eggs, small 
animal s, wild fruits, berries, vegeta bles. and leaves collected from or caught in 
the trees of the forest. 

Tree people are highly socia l beings and can live in small or large tribes in 
treetop villages. A tribe can be as small as I D4 x 100 or as large as 3D4 x 1000 . 
As many as six million tree peop le are believed 10 inhabi t Africa . The typical 
tribal communit y will have a war chief who also organizes hunting and food 
gathering, a wise man (effectively a medic ine man or healer) and a counci l of 
respec ted elders. They don' t have priests or rain makers although they do have 
members who are effect ively druids and/or herbalists. Unlike the agogwe, the 
tree people see themse lves as one nation and the various tribes will , from time 
to time, work and fight toge ther toward a common cause or against a commo n 
enemy. All tree people refer to each other as "brother" or ''sis ter." 

Generally speaking, tree people are not particularly aggress ive or blood thirsty, 
but they are capable of violence and show little mercy to enemies. S lavers , 
including the various minions of Splugorth and Rama-Set (tautons, gargoy les, 
etc.), are among the most hated and chased out of the jungle whenever they are 
encountered . Resistance, murder or capture of any tree people, agogwe or pyg
mies will cause the linle people 10 savage ly attack and kill all persons involved 
in this atrocity. They will also hunt down and slay any foreigner (any intelligent 
creature who does not inhabit the Congo) guilty of the murder or torture of a 
tree person. Normally, these creatures are gentle, compassionate, playful 

people filled with laughter and a love for life. They never war among themse lves, 
although there is the occas ional criminal guilty of violence or betrayal. Traitors 
who work with foreigners 10 use, enslave or hurt tree peop le are considered the 
worst criminals. Murder is another heinous crime. Those jud ged as such are 
outcasts forever banished from the nation of tree peop le. No tree person may 
help or associate with the banished lest they suffer the same fate. Other crimes 
include practicing witchcraft , assoc iating with a witch , and deliberately hurt ing 
or stea ling from other tree people. Stealing from other races is okay, and hurting 
other races is viewed with suspicion and disdain but it is not a crime. The 
punishment for lesser crimes are getting one's head or entire body shaved (the 
hair grows back in about five months) and being ostrac ized from the hunt or 
spec ial act ivities. The shame resulting from these actions is usually a heavy 
burden for the outcast to bear. Imprisonment is NEYE R considered - they are 
absolutely obsessed with freedo m and will not impose enslavement or imprison
ment on the worst criminal or enemy (death is better). 



Tree people suffer from an insatiable curiosity about everythin g. They arc 
fascinated by different people, drago ns, cyborgs, robots, technology, magic, 
psionics and magic. Young hunter -warriors can be outrag eously bold and have 
been known 10 drop from a tree, in the middle of a crowded camp and walk 
right up to a stranger to ask him questions or 10 get a closer look at somethin g . 
If the reactio n of the stranger(s) is hostile, the little creature cartwheels or leaps 
out of harm 's way and scurries back into the bush. Such incidents, or any 
intrusion by foreigners, will se nd a general alarm throughout the nation and the 
strangers will be watched from a distance until they leave. 

Tree peop le are also notorious thieves and mischiefmakcrs. It's not that they 
are bad or bandits who plunder innocent travelers, it's that darn curiosity . One 
or more tree people will often sneak into the camp of foreigners and rumm age 
through their be longings. They wilt play with ene rgy weapons and tools, turn 
on radios, accidentally start vehicles, ride horses or eattle, and eat or steal candy, 
fruit, and swee ts of all k-inds. Likew ise, they' ll take buttons, pins, jewelry , 
sunglasses, tinted goggles, hat s. tools. small weapon s like knives and handguns, 
food, libations and anything else that looks interes ting or fun. They see nothing 
wrong with this because, after all , the creatu~s they took these thing s from 
were fore igners/ invaders from another land . Of course, the thieves share thei r 
spoi ls with the entire tribe, espec ially children and loved ones, so where's the 
wrongdoing? Such is the logic of the playful tree people. 

On the other hand, the strange, furry be ings are equally infamous for helping 
travelers by warn ing them of danger , leaving the lost or sick food and water, 
healing the sick and inj ured , and freeing people of all races from bondage. Of 
course, the latter can cause big problems if they inadvertently free ev il beings 
or crimina ls. 

Tree people tolerate all peacefu l and kind people of all races, humanoid or 
monster. They may even adopt indiv iduals who show them kind ness or who 
light at their side. Howeve r , they think they own the Congo and see all be ings 
who are not indigenous to the Congo as invaders and/or suspicious foreigners. 
Their only true allies are the pygmies and the agogwe, whom they regard as 
trusted friends and equals. They are equally fond of both and will fight at their 
side in an instant, without question. 

R.C.C. Abilities & Bonuses 
1, Psionic abUitles: All tree people have the psychic powe r to sense super

natural ev il identical to the dog boys. 10% are also master psionics with 
psychic heali ng powers. 

2. P.P.E .: Base P.P.E. is 3D6. 
3. Nlghtvislon: 1000 feet (305 m), but poo r day vision , about 200 feet (6 1 

m) in bright sun; that's why they like the jun gle and forest where it is 
shadowy even during the day. The also have keen heari ng and sense of smell . 

4. Prehensile reet and opposable thumb: Their feet give them greater spee d, 
mobility and stability when climb ing, swinging and gliding from tree branch 
to tree branc h. This also means they can use weapo ns and tools and carry 
objects with their feet. 

5. Glide: The lightwe ight cri tters (typically 30 pounds/ 13.6 kg) can spread 
their arms out or forward fanning out the leathery membrane under their 
arms 10 soar thro ugh the trees, make spectacular leaps and flips, and glide 
10 the ground like a nying squirre l. 

• Leap from a stand ing still position 30 feet (9 m) lengthwise. 
• Running leap - up to I 00 feet (30.5 m) lengthw ise, straight across; 
+ 3 10 dodge during this speedy leap. 
• Glide down from above or a leap - speed is about 11, duration of 
the gliding free fall depe nds on the height from which the j ump was 
made and wind cond itions. Leaps from great heights can carry the little 
D-bee up to half a mile away. 

6. Attributes: 1.Q.: 3D6, M .A.: 4D6, M.E.: 3D6, P.S. 304 . P.P . 3D6 , P.E. 
3D6 , P.B. 3D6, Spd. 4D6 runn ing or climbing , but multiply by ten when 
they are runn ing, swinging and gliding through the tree tops! 7. Size: Three 
feet to three feet, four inches (0 .9 to I m) in height and about 30 to 50 
pounds ( 13.6 to 22,6 kg) in weight. 

7. Bon uses : + 15 S.D.C., + I additional attack per melee round . +2 on 
initiative, + 3 10 save vs all types of poisons and disease. All bonuses are 
in additio n to possib le attribute and skill bonuses. 

8. Alignment: Typically good or selfish , rarely ev il. 
9. O.C.C. Attribute Requirements: Not applicable. 
R.C.C. Skills: 

Speaks native tongue at 98% 
Gobblely, Pygmy, Swahili and Euro at 85% 
Select one other of choice ( + I 0%) 
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Acrobatics ( + I 0 %) 
Gymnastics ( + 5%) 
Climb (+2 0%) 
Prowl ( + 10%) 
Running (+ I to P .E., + 4D4 to spd , + 1D6 to S. D.C.) 
Tra ck Animal s ( + 10%) 
Land Navigation ( + 15% in the jun gle, reduce to + 5% elsewh ere) 
Wilderness Surviva l ( + 20%) 
Identify Plants & Fruits ( + 15%) 
Cook( + 10%) 
W .P. Targeting (60% use throwin g sticks and spears , 40% bows & arrows) 
W .P. Blunt (use war clubs and throwin g sticks) 
W.P . Ancient of choice 
Hand to Hand: Expert 

Other hand to hand comb at skills are not availabl e. Femal es and those 
who are not a hunter-warrior have the hand to hand : basic skill . 

O.C.C. Related Skills: Select three "other" skill s. Plus select two additional 
skill s at leve l two , one at level four, one at level eight, and one at level 
twelve . All new skills start at level one proficiency. 

Secondary Skills: At leve ls three and eight the character also gets lo select 
three secondary skills from those listed , excluding those marked "None." 
These are additi onal areas of knowledg e that do not get the advantage of 
the bonu s listed in parenth eses. All secondary skills start at the base skill leve l. 
Co mmunications: Radio: basic only 
Domestic: Any ( + 10%) 
Electrical: None 
Espionage: None 
Mechanical : None 
Medical: First Aid or Holistic only ( + 5%) 
Milit ary: None 
Phys ical: Any except acro batics, boxing and S.C.U. B.A . 
Pilot: Horsemanship , water vesse ls, and hover vehicles only. 
Pilot Related: None 
Rogue: Any ( + 5%) . exce pt computer and streetwise. 
Science: Basic math . 
Technica l: Lore and language only ( + 10%). 
W .P .: Any 
Wild erness: Any ( + 10%) 

Standard Equipment: Rope belt , 10 feet (3 m) of rope and a small sack . 40% 
have such modern amenities as a canteen , utili ty belts , sunglasses, tinted 
gogg les, air filter , infrared distancing binoculars. mirror , small knives and 
tools. Most items. particularly clothes, shoes and electroni c equipm ent, are 
regarded as useless j unk . 

Weapons: War club (2D6 S. D.C.) or 104 wood throwing sticks ( I D6 S.D.C.) 
and/or a spear. 10% have a vibro-knife, neuro-mace, laser scalpe l, handgun 
or tool of some kind . 15% have magic pygmy charms, talismans, millennium 
tree items or other magic weapon or item. They rarely wear body armor of 
any kind. even Millennium Tree leaves. 

Vehicle: None. Travels on foot, swings through trees or glides. 
Money: None. Personal possess ions mean little in this soc iety. All work together 

and share lo survive. 
Cybernetics: None. Never heard of the stuff and doesn' t want any. 
Note: Tree people hate supernatural monsters, witches and evil magic and try 
to chase such be ings out of their jun gle or destroy them . 

Ethiopia 
The Ethiopian Highlands are mostly covered in tropical 

forests, meadows and grass lands. The forest is thickest along 
the snaking river, Omo. Its eastern border runs along lhe Red 
Sea. It is along the coastline that one finds villages and even 
the occasional town of non-humans. 

The country is harsh but reasonably nice for human or D-bee 
habitation, yet it is a virtual wilderness about twice the size of 
Texas and has a pitiful total population of under three million . 
The reason? Ethiopia is the domain of dragons, sphinxes, man
ticores, chimeras, werepanthers, loogaroos, gryphons, and 
strange other-dimensional beings, especially in the mountains. 



As for the other dimensional visitors , of which some are human 
and some monsters, they have yet to establish any permanent 
outposts. They seem to be visitors or hunt smen and sometime s 
they even seem lost, but all are extremely hosti le toward intel
ligent life forms, part icularly the monster races (see Lalibela). 
One of the few peace ful O-bees is the giant Adarok Flying 
Mountains . Two small tribes of I D4 X IO members are known 
to live in the Ethiopian mount ains and another tribe is believed 
to live in the northeast mountain s of Za ire/Co ngo. It is unknown 
whether they have arrived on Earth via the rifts or whether they 
are the descedants of escape d slaves from Atlantis and/or the 
Phoenix Empire. See Rifts Atlantis , page 69, for a complete 
descriptio n of this 9ptiona1 R.C.C. 

The Great Rift runs throu gh southern Ethiopia ju st as it does 
Kenya, but here the valley is the har sh Danakil Desert. The 
Danaki l seldom sees rain and is always suffering from terrible 
droughts. The land is pock marked by still active volca noes, salt 
flats , and sparse vege tation . Iron ica lly, in and around the 
Danak il, water is an enemy that destroys the land throu gh ero
sion. The rains tum the dese rt into a runnelled was teland that 
strips away the dry , but st ill fertile soil. At the border of Ethiopia 
and Kenya, toward Lake Tarkana , the Great Rift Va1ley beg ins 
to transform into the more famous savanna of Kenya. 

Lalibela - Ethiopia 
In a remot e area of the mount ains are the eleve n churches of 

Lalibela. According to legend , this incredible, pre-rifts ruin was 
carve d from the living rock of the volcanic mountain by order 
of King Lalibela in the 13th Ce ntury. The story is that the king 
had a vision that told him to carve the eleve n churches out of 
the mounta in. The next morning he took his stone masons to a 
place on the mountain , pointed down at the earth and stone and 
had them begin to dig away throu gh the rock . When the men 
were tired and needed sleep , lege nd has it that "ange ls" came 
to continue the work. First, they cut a deep trench into the 
rock/gro und , forming a solid block of volcanic rock. Then, they 
began to hollow out the block , adding windows, door s, stairs, 
and two interior floors - all cut from the mountain as one solid 
piece! The process was repeated ten more times to crea te a total 
of eleven building s, a ll resting in a giant quarry and hewn from 
the very mountain. Benea th and betwee n the buildin gs are a 
honeycomb of passageways, caves and tunnels that run under
neath and connect with the build ings. Lalibela, named after the 
king, took 20 years to build. After its completion , the king 
abdicated his thrown and became a monk dedicated to Christian 
contemp lation. He died a few years later at the age of 35. Editor's 
Note: This first portion of the story is taken from actua l legend; 
Lalibela really exists. 

Over the centuries , Lal ibela has withstood religious invaders 
and the elemen ts. When the ley lines erupted it survived that 
too. Today , on Rifts Earth , the place seems to be abandoned, 
although it is clear the somebody (natives or mountain spirit s?) 
keeps the site free of leaves , dirt and rubbl e. More recent legends 
warn that Lalibela is a portal to other wor lds. Supposed ly down 
inside the cataco mbs are doorways to other worlds. This forgo tten 
place, secluded in the mountain wilderness of Ethiop ia, is NOT 
known to any Europeans, American s, Atlanteans or even most 
Africans. lls more recent legends and loca tion are known only 
to some of the medicine men of that regio n. Most medicine men 
tell of lege nds about either three or five doorways that lead to 

other world s. One of these door s is believed to lead to hell. 
Throu gh these dimensional doors, all concea led in cataco mbs 
below the surface, emerge murderou s strangers (humans or 
human look ing O-bees) and evi l spirit s. The strangers are as 
crnel and ev il as any of the demons , both of which are said to 
use the doors frequently to hunt , play, plot and avoid persec ution 
from their own world . Thi s place is not safe for any and all 
smart peop le avoid it. One of the less popular legends gives this 
hell (or at least one of the wor lds) a name: Wormwood. 

The River Omo 
Thi s great , snaking river runs from the Ethiop ian highlands 

into the giant Lake Turkana in Kenya's Grea t Rift Valley. The 
mighty river is filled with crocodiles and hippopotamu s and 
visited by elephants, buffal o and humanoids. It is surrounded 
by lush and green forest and grass cove red hills that turn into 
savanna. 
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The East 
African Plateau- ---

Basically, the region once recog nized as East Afr ica is a huge 
plateau that rises from a narr ow coas tal belt to about 3000 to 
6500 feet (9 14 to 198 1 m) above its lowland neighbors. The 
plateau of Eastern Africa includes the countries of Uganda , 
Kenya , and Tanzan ia. 

The terrains of Kenya and Tanzania can be divided into 
four categories: I) Open bushland: tall green grass, scrub and 
scattered trees, 2) we ll-watered highlands with rolling hills, 
mount ains, flowers and forest, 3) savanna: mass ive dry grass
lands, and 4) deserts or semideserts. These are not the sand 
swept deserts of the Sahara , but parched , packed , redd ish eart h 
with sca ttered stones and the occas ional tuft of dry grass or shrub . 



All lhe areas rcnect the dram atic variations of rainfall in this 
region. The green forests and grasslands of Uganda are a result 
of frequent rains throughout the yea r with heavy rains in the 
months of March to May. In north ern Kenya , rain falls exclu
sively in the month of April . Near the Equator there are typically 
two wet seasons, March to May and November to December. 
However, the amount of rain may vary dramati cally from year 
to year, and about eve ry thirty years no rain may fall at all. This 
causes a deadly drought , massive anima l migration and deat h 
for human oids and animal s alike. Then , if the rainfall is too 
heavy and comes too quickly, there can be floodin g which also 
kills the inhabitants. 70% of Kenya receives so little rain it is 
considered to be d~sert or semi-arid. 70% of Tanzania is a 
dry-seaso n savanna . 

In contrast , most of Uganda and the areas around Lake Vic
toria rece ive seven to ten month s of rain, producin g forests and 
thick, gree n savannas. The densest population areas are found 
around the most fertile and lush areas w ith relatively high rainfall . 
In Kenya that area is the central highlands, the coas t of Lake 
Victoria and the coast of the Indian Ocean. 

Uganda 
In Uganda, the southwe stern highlands and coas tal areas 

around Lake Victoria are lhe most populated . The capilal city 
of Kampala still thrives. It is a low technology city of about a 
million people; farmers, fishermen, craftsmen and ca ttlemen. 
Natural resources include salt , copper, coba lt, and limestone. 
Crops include coffee, tea, sugar cane, some rice, cotton , nuts 
and citrus fruits. Nearby are seve ral other towns and cities with 
populations of IO to 60 thousand . The entire population of 
Uganda is approximi:te ly 11 million (65% human and of native 
African desce nt). 

The Great Rift Valley 
Kenya & Tanzania 

The most impos ing feat ure of East Africa is the Great Rift 
Valley. It has nothing to do with dimensional rifts. The Valley, 
mountains and the East Africa n platea u are the result of an 
incredible fault line in the Eart h's crust. It presumably runs along 
a line where it is weak and the layeri ng of the Earth's plates is 
displaced as one side slips toward a lower leve l. This moveme nt 
created the Great Rift , a fissure between the plates . 

In its entirety, the Great Rift is a 4000 mile (6400 km) fissure , 
a giant crack that splits the earth' s crust from Lebanon to the 
northern border of Mozambique. It slashes across Ethiopia where 
the Rift is 200 miles (320 km) across and enters lhe East African 
plateau at Kenya's Lake Turkana where it narrow s to about 50 
miles (80 km) across. It then rises to Lake Naivasha and runs 
almost due south through part of Tanzania and ends ju st beyo nd 
Lake Malawi. The Rift is a steep-s ided trench appro ximately 
6500 feet ( I 98 I m) deep. In some areas , such as near Lake 
Bogoria, there are steep escarpm ents but over the milli ons of 
years since lhe Great Rift was create d , areas of its steep walls 
have been blunted by erosio n, tumblin g rocks, the flow and 
settlement of lava and streams of water to crea te gentle slopes, 
hills and valleys. In some areas like Kenya , the incredible lava 
flow from the fissure filled up the valley almost as fast as it was 
created. 
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Volcanic activity along the Rift fissure created many of the 
mountains and rocky hills of East Afr ica and Ethiopia over a 
period of millions of years . Mount Kilimanjoro probably only 
stopped growi ng I 00,000 years ago. On a clear day, its snowca p
ped dome, some I 9,344 feet (5896 m) high. can be seen 186 
miles (298 km) away from the summit of another volcanic moun
tain , Mount Kenya. ln the l 990's there were 30 East African 
volcanoes that still showed some signs of act ivity. However, 
most were and sti ll are dormant. Nearly three hundr ed years 
after the eruption of the ley lines, only a dozen vo lcanoes are 
ac tive, but half are "new" ones which appeared after the Great 
Cataclysm. 

One notable volcano is 01 Doinyo Lengai or "Mountain of 
God " which stands by itself in the Great Rift Valley, close to 
Tanzania 's northern border. Just west of the 0 1 Doinyo Lenga i 
is Ngorongoro , a dormant volcano whose center has colla psed 
inward to forn1 the largest crater in Africa. The crater' s floor 
cove rs a 100 square mile (260 sq . km) area. Inside the floor of 
the crater is a rollin g savanna with herds of gazelle, zebra, 
wildebeest, buffalo, lions and wi ld dogs. Its unbroken, 2000 
foot (6 IO m) high walls rise to a rim covered in forest. Monkeys, 
leopa rds and other forest animals live among its trees. It is 
frequently cloaked in mist, hence its name, The Cold Place . 
The "c rater" valley phenomeno n is quite com mon, although few 
are as large as Ngoro ngoro. It occurs when the lava stops flowing 
and coo ls below the uppermos t rim of the mounta in 's exterior. 

The Serengeti & Masai Mara 
(Tanzania & Kenya) 

The mass ive plains of the Serengeti run across northern Tan
zania and southern Kenya (the Masai Mara) in nea rly a straig ht 
line for a hundred miles (160 km) and are spread over a 5000 
square mi le ( 13,000 sq. km) area. 

Its expa nsive plains have always been ruled by animals. The 
number of animals, especia lly grazing animals, is mind numbing, 
A single herd of wildebeest or cape buffalo may number close 
to a million. In the distanc e are herds of thousands of gaze lles, 
antelopes, zebras, elands and others. The Serengeti and Masai 
Mara are also the home of the lion, cheetah, leopard, jacka l, 
hyena, and baboon. The sky and lakes are filled with flocks of 
flamingos and other bird s that number into the thousands. 



The long, dry grass blows in great waves and the horizon 
seems to go on forever. Overhead· the sky is an azure blue, 
broken only by puff y cumulus clouds and flocks of birds. As 
far as the eyes can see, and they can see for a hundred miles 
( 160 km), are animals roaming the vast plains. 

On the Kenya-Tanzania border is the Masai Mara, a gargan
tuan flat land of dry earth , tall grass, scrub and scattered trees. 
It has been the traditional homeland of the Masai warriors. The 
Masai raise cattle and hunt on the savanna of the Mara and the 
neighboring Serengeti plains. Both the Serengeti and the Masa i 
Mara are filled with herds of grazing animals and have the larges t 
number of predators in Africa. Woodlands, green savannas and 
meadows spring up around freshwater lakes, rivers and streams, 
all filled with fish and crocod iles. 

It is at the Olduvai Gorge , a dry river gulch that cuts across 
the Serengeti Plain in northern Tanzania, that Mary and Louis 
Leakey discovered the remains of a prehistoric man they called 
homo habilis. A cousin to the red haired Agogwe. 

Mount Kenya 
Laying on the equator, surrounded by a thin forest and savanna 

plains is Mount Kenya. The mountain is an old shield volca no 
formed at the same time as the Great Rift Valley 30 million 
years ago. It is 75 miles (120 km) northeast of the abandoned 
ruins o f Na irobi . At the lower leve l of the mountain is a forest 
that harbors the leopard , bongo, monkeys and elephants (reported 
as high up as 13, 000 feet/3962 m). As one ascends the mountain , 
the forest turns into dense bamboo and small areas of hea ths, 
followed by scrub . This is the home of the giant Mount Kenya 
mole rat and mole shrew. Toward the top are two dozen lakes, 
but vegeta tion thins to open Alpine moor land and thistle. At the 
top are three snow-covered peaks: Batian ( 17, 058 ft/5 199 m) , 
Nelion (I 7,022 ft/5 I 88 m) , and Lenana ( 16,355 ft/4985 m). 

The Kikuyu peop le ca lled the mountain, "Kilinyaa," meaning 
The White Mountain, and believed its snow-ca pped peaks to be 
the home of their god, "M we ne-Nyaga" (Possesso r of Mystery). 

Tanzania 
East Africa 

Tanzania is a land of tropical forests and scrubland that sweeps 
into the surrounding and similar wilderness of Uganda and Kenya 
directly to the north , Zaire to the west and Zambia and Mozam
bique to the south . Its larges t modem cities were once found 
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along the Indian Ocean, but the eruption of rifts and subsequent 
disasters have destroyed or swallowed them all. 

The Tanzania of Rifts Earth is a vast wilderness. The famous 
Lake Victoria sits along its western borde r. It is around the 
lake that one will find many villages of farmers and fishermen. 
A few sma.11 tribes of tree people and agogwe can also be found 
in the densest parts of the fores t. The largest villages and the 
town of Mahenge are found toward the ocean's coas t. 

Lake Malawi is one of Africa's deepest lakes and because it 
has been isolated for thousands of years, it has hundreds of 
species of fish not found anywhere else in the world. 

The Swahili live along the coast and fish the ocean for mac
kerel, tuna, sardines and other sea life. They use the traditional 
"mashua dhows," a small sailing boat or a small dugo ut equipped 
with an outrigger float ca.lied a "ngalawa. " The large "j ahaz i 
dhow" sailing ship , capable of holding 50 tons of cargo, is too 
large to safely use in these waters. Bot h types of the smaller 
vesse ls have been used by the Swahili for over 2000 years. 

A score of villages can be found near the coast and dozens 
of others are scattered deeper inland. Sadly, no large towns or 
cities are poss ible - anything too large and obvious becomes 
a target for ra iders from north Afr ica, Atlantean slavers and 
pi llaging monsters. The dominion of north Afr ica by supernatura l 
monsters, plus Atlantis to the West , effec tive ly isolates lower 
Africa from the rest of the world . This also keeps the level of 
technology low. No factories or modern cities can be maintained 
without attracting danger. 

Lake Tanganyika 
Several hundred miles south of Lake Victoria is the seventh 

larges t and second deepest lake in the world , Lake Tanganyika . 
Its surface area covers 12,350 square miles (3 I ,987 sq. km -
bigger than Belgium) and is an incredible 4800 feet (1463 m) 
at its deepes t point! The lake is the deepest in Afr ica and is long 
and narrow , running along the southern border of Tan zania and 
into Burund i, Zambia and Zai re. 

The lake has a number of strange anomalies. Perhaps most 
notable is its constant temperat ure of about 74 degrees Fahrenheit 
(23 degrees Centigrade). Even from the surface to the depths, 
there is no more than a seven degree Fahrenheit (3 degrees 
Centigrade) difference. 90% of the lake 's water is lost through 
evaporat ion. Most of the lake is unfit for life as we know it , 
with a deficit of oxygen and an abundance of hydrogen sulphide 
(it is a "re lict" lake). Storms on this lake are dangerous , with 
high waves that can sink a sma ll craft. Over 250 diffe rent species 
of fish , including tiger fish , yellow- bellies , Nile perch and the 
pro lific "dagga" (a sardine- like fish), all inhabit the lake. The 
dagga are a staple among many of the peop le in the region. 

The lake is contained in what might be considered a mountain 
cradle with great , 1500 feet ( 456 m) long/tall escarpme nts that 
have 30 to 40 degree downwar d slopes. The land around the 
lake is covered in tall hills, mountains and ancient volcanoes; a 
dozen of which still show signs of being act ive . The area is 
covere d in a light forest that thins into grass and scrub lands as 
it spreads away from the water . 

The Ruzizi river, which snakes its way along the western 
border of Zaire, is the principal source of water for the lake. 
The Ruzizi receives its water from Lake Kivu in western Zaire. 



Lake Natron 
Lake Na tron is a hot spring that lays in the shadow of Mount 

Leingai. Th e lake has such a concentration of soda that it is 
letha l for most creatures, and hum ans will have their skin burned 
and may even be blinded if they stay in the waters for a long 
time. Flamingoes love the area and the lake is one of their 
breeding gro und s. 

The mountain is known for its steep escarpme nt and hot 
sprin gs, but there is also fresh water and plenty of wi ldli fe. The 
area around the lake and mountain is a lush plain with tall grass 
and spotty areas of scrnb and light forest. 

Lake Victoria -
Eastern Africa 

The third larges t lake in the world is Lake Victoria in Africa. 
Its sur face area cove rs 26,820 square mile s (69,464 sq . km) and 
is 279 feet (85 m) at its deepes t point. Three pre -cata c lysm 
cou ntries border its waters: Kenya , Tanzania and Uganda. 
Aro und the incredib le lake is a tropical forest. To the southwe st 
is Lake Kiva, to the south is Lake Tanganyika and further south
east is Lake Ma lawi. 

The Tribes of 
East Africa 

Some of the more notable tribes who have survi ved the Great 
Cataclysm are the Ankole (Uganda) , Boni , Embu, Gabbra, 
Ganda (Uganda), Kikuyu, Kip sigis , Kar amojon g (Uganda), 
Masai, Makonde (Tanza nia), Nguru (Tan zania) , Nyoro 
(Uga nda), Samburu, Shamba (Tan zania) , Somal i, Swahili 
(Ta nszania & Mozambique), Turkana (Uga nda & Kenya), and 
Zaroma. Most of those not identified wit h a spec ific count ry in 
parenthesi s are nativ e to Kenya, but all can be found adventuring 
througho ut Eas t Africa and elsewhere on the contin ent. 

All in all , most of the eas t African trib es don ' t mind livin g 
off the land as they have for thou sands of years. Most, like the 
Masai , hunt and/or raise ca ttle. Many of the huntin g and ca ttle 
raising tribe s are nom ads who trave l across the land . The Masai 
(or Maasai) for exa mple , are the quinte ssential pastoria lists 
whose cat tle is their source of livelihood and statu s. Th e more 
ca ttle one own s, the more succ ess ful and honored he is. Catt le 
provide food in the way of milk (often mixed with blood) and 
they are killed for the ir meat on ly on spec ial occasions. Their 
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hides are used for clothing and to cover shields. The horn s are 
used for making container s and gro und up as ingredients in herb s 
and for use in good medicine . 

Masai legend says that the gods gave them catt le so that they 
may live. Thi s same legend sugges ts that all cattle belong s to 
their trib e. Thes e bold and proud people sometime s see this as 
a reason to take catt le away from other peopl e, espec ially those 
not indig enous to Africa (like the white man and D-be es). 

Other people in East Afri ca, mainly to the south and near 
water , establish permanent farm s and villa ges, and raise some 
goats or cattle. Tho se living nearest to lake s, river s or the ocea n 
are predominat ely fisherm en, althou gh they may farm and hunt 
as we ll. 

A fair numb er of peopl e, es pec ially those alon g the ocean 
coast line and beyond Eas t Afri ca, trade with visiti ng pirates and 
adve ntur ers for some modern items. Oth ers take high tech 
weapons and article s from defea ted slavers and invader s. About 
30% own an energy weapon or met a l knive s, a nas h ligh t, 
sunglasses or baseball cap , and other "useful " high tech import s. 

Post Cataclysm Legends 
"The Great Change" & 
"Time of Spirits" 

Mo st people indi genou s to Low er Afri ca prefer the old ways, 
or as they say, " the way it ha s always been." They fee l a spiritu a l 
clo seness to natur e, the land and their ancestors. Over 300 years 
have passed since the Grea t Ca tac lysm that brou ght the rift s and 
returned the people of East Africa co mpletely to their old ways. 
Prie sts te l1 how "Wh en the Lime of 'Great Change' ca me, all 
other civi lizatio ns collapsed. The cities crnmbled and the seas 
swelled . But the gods smiled upon the people (of East Africa) 
and spared them the de struction that rocked the planet. " 

The "Grea t Change" brou ght abo ut the "Tim e of Sp irits" and 
the unlea shing of the energy that had alwa ys bound Earth, man 
and spirit s. Now the energy rose from the grou nd like a mountain 
of sparkling blue energy and light. It g ives the medicine men , 
prie sts and rain makers pow erful "goo d medicin e" to help the 
peopl e make their way in the wor ld . Thi s is a great gift and 
curse, becau se it is durin g this "Time of Spir its" that many "evil 
spirit s" (evi l demon s and supernat ural creatu res) share the earth 
with man, especiall y beyon d the plat eau. Note: North ern Afri ca 
is swarmin g with monst ers and supernatural beings. Th e Co ngo, 
Zaire, and southern Africa a lso have their fair share of demonic 
creatures, bu t East Africa has co mparatively few such "ev il 
spirit s" or even D-bees. 



The legend goes on to tell how "the people" were never rea lly 
happy with the big cities and the ways of the Europeans that 
damaged and scarred the land. The Great Change allowed them 
to go back to the ways of their forefath ers and they have lived 
in peace and contentment for many generation s since . 

The typical village has medicine men, priests and rain maker s. 
The Swahili greatly respect medicine men and priests, but have 
little use for rain makers and don 't trust them. 

The old island cities of Mombasa and Zanzibar perished in 
the wake of the Great Cataclysm. Today , the majorit y of both 
islands are underwater and have become the roosting place of 
gryphon s and eag!es. Zanzibar is also believed to be the home 
of harpies and cockatrice . 

Strange Creatures of Uganda, 
Kenya & Tanzania · 

There are large tracts of Eastern Afr ica that are devoid of 
humans, D-bees and domestic livestock . It is not because of 
wild anim als or hostile terrain , but because of a large insect the 
size of a large button - the infamous tsetse fly! 

The tsetse fly is brown with yellow stripes or spots on its 
underside and makes a distinctive hissing sound . The foul bug 
feeds on the blood of humanoid s and animals much like the 
mosquito. When the blood is drained, the tsetse fly wi ll inadver
tently inject microscopic organisms into the bloodstream of its 
victim. The se organisms carry diseases that rendered one-third 
of Uganda, two-thirds of Tanzania , and one-tenth of Kenya 
uninhabitable by human s and most D-bees. ft is interest ing to 
note that only human s, most humanoid D-bees and domesticated 
animals are susce ptible to the diseases carried by the tsetse fly 
- wild anima ls are immune. To complicate matters, the horrid 
insect is resistant to even the most potent insecticides and quickly 
adapts to beco me comp letely immune. 

Game Master Note : Roll on the disease table found in the 
description of the Apocalypse Demon: Pesti lence, to determine 
possib le diseases and symptoms (if applicab le), but double the 
length of time the person is ill. 

Another bizarre native of the region is a bird cal led the black
throated honey guide (its latin name means Indicator-indi
cator) . It is so named because it can locate honey, b~t cannot 
extract it unaided. Conseq uent ly, many peop le of the area have 
developed a unique relationship with the bird . It locates honey, 
cries out in its distinctive voice, and then deliberately flies 
around, circling the tree where honey can be found . Knowledge
able humanoids come to gather the honey, always careful to 
leave their feathered partner enough to satisfy its appetite. Legend 
warns that if no honey is left for the honey guide, the next time 
it will lead its humanoid partners to a poisonous snake, leopard 
or lion . Editor 's Note: The honey guide bird and the legend 
are rea l! 

Southern Zaire, 
Zambia & Angola 

The areas once known as southern Zaire, Zambia , Ango la, 
Burundi , and Rwanda are mostly uninhabited forests and 
savanna . The entire popul ation of this large area is less than I 6 
million people (75% human) . 
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Much of Angola and Zambia are arid plateaus that when put 
together are over three times the size of Texas ! Only the northern 
portion s are wooded. Howev er , Angola is rich in minera l re
sources , including diamond s, copper, manganese, sulphu r, phos
phates, and petroleum . Zambia (once known as Northe rn 
Rhodesia) has similar mineral riches in the way of copper (lots 
of copper ), manganese, cobalt , zinc, and lead, as we ll as rubber 
trees. 

The huge Lake Tanganyika and its connecting crocod ile filled 
rivers runs through Tan zania, Burundi , Zambia and Zaire. The 
forest is thickest along the lake and rivers, thinnin g somew hat 
as one moves away from the water. Several large, treache rous 
swamps are also found in these areas . The usual Africa n wildlife 
abound s in the area . 

Zaire , once known as the Belgian Congo and Democra tic 
Repub lic of the Congo, is a huge expa nse of jun gle, swamp and 
savanna. Its total land area is 875,525 square· miles (2 ,267 ,600 
sq . km) or slightly more than one-quarter of the United States. 
In the world of Rifts Earth, the northern half of Zaire is again 
counted as part of the Congo. The Congo port ions are the densest 
areas of forest and swamp , getting 70 to 90 inches ( 1780 to 
2290 mm) of rain annua lly. 

The southern half of Za ire is covered in forest that's not quite 
as dense as the Congo. Its most notable mineral resources are 
copper, diamonds, crude oi l and cobalt. Pygmies were probab ly 
the ear liest inhabitants of the Congo and are the dominant human 
inhabit ants today. Later, the Bantu and Nilotic also settled in 
the region (includin g Zambia ). The Virunga Mountain s along 
eastern Zaire are extinct volcanoes and the home of the mountain 
gorillas. The gorillas have grow n in greater number since the 
eruption of the rifts . These mounta ins are also rumored to be 
the home of a tribe of giant , peacef ul D-bee s known as adorak 
" nying mountain s" (see Rifts Atlantis ). One tribe of mountain 
people in that region worship a race of gods who are said to 
protect the gorillas and whose description fits that of the adorak. 

The City of Taunak 
Taun ak is a small , ancient Egyptian style city with stone and 

clay buildin gs, tall pillars, small pyramids and streets of simple 
houses. The city seems to sudden ly appea r in the middle of the 
forests. It is located in Southern Zaire, just beyo nd the Congo, 
near the ruins of Kananga, along the River Kasai. Few ::iutsiders 
know of its existence and even the pygmies of the Congo don't 
know about the city . Taunak is imposs ible to see from the air, 
nestled under the canopy of the forest , and its eastern side is 
prote cted by large areas of crocod ile filled swamps. 

The city's 26,500 inhabitant s are renegade tautens (60%), 
crocodillian s (15%) and other non-human s (25%) who have for
saken their life as minion s to the gods and are now trying to 
build a independent existence. Counted among their numbers 
are some D-bees, a few sowk is , Kongamato bat-people , a min
dolar, and a handful of renegade Splugorth minion s, including 
a slaver and eight blind warriors, two dozen overlord s, a dozen 
kittani warriors, a half dozen high lords (who helped build the 
city), two conservators, and a power lord. 

The inhabitants of the city keep to themse lves and want only 
a quiet, peace ful existence . They have few slaves ( I% of the 
population ; half are human) and do not bother other tribes or 
villages (the nearest known village is 300 miles/482 km away). 



They fear retribution from the gods so they try to keep the city's 
existence and location a secret! This means they are extremely 
paranoid about strangers. In fact, a ring of tiny village outposts 
surround the forested region around the city in hope of intercept
ing adventurers before they reach Taunak. These people, mostly 
D-bees and Tautons, try to direct travelers away from the city. 
Those who seem to present a threat are killed, preferably in their 
sleep. Crocodillians guard the swamp areas near the city with 
the same intentions as their forest brothers. 

Travelers who escape detection and make it to the city are 
viewed with great suspicion and consternation. ff a visitor even 
hints at revealing the city's location, for any reason, they are 
either forced to stay (most of the slaves are such individuals), 
persuaded to become a permanent citizen ofTa unak, or are slain! 
Less than half the people who wander into the city ever leave. 
This can present a difficult situation "for adventurers who must 
somehow prove themselves trustworthy and swear an oath that 
they will not betray the city. Fortunately, Taunak is in such a 
huge area of remote jungle wilderness that few travelers ever 
stumble across it. 

The city has six prominent medicine men, all of whom are 
ID4 + 6 level, and I 00 priests (averaging I D6 levels of experi
ence) who are headed by a 12th level lizard man priest, and a 
resident 7th level rain maker. See the description for Tautons 
in the section entitled the Minions of the Gods. 

Southern Africa 
Namibia & Botswana 

Namibia and Botswana are the home of the Kalahari desert. 
About 20% of both countries is woodlands, the rest is high, 
semi-arid to desert plateau, with dry savannas and desert. Both 
are virtually uninhabited. A 1989 census reported that a mere 
1,372,475 people (86% black) lived in Namibia, a country 
slightly more than half the size of Alaska. Botswana is only a 
quarter smaller . Natural resources include copper, salt, uranium 
and diamonds. Less than a million people live in these two places. 

Pyramid 
of Mystery 

In Namibia, in the dry scrub wasteland near the Kalahari is 
a small, crude pyramid . It is rumored to be haunted and the 
abode of evil spirits. Humanoid skeletons lay strewn around the 
structure and come to life to attack any who try to gain entry. 
Inside, a score of mummies and zombies guard its dark corridors 
and windowless chambers. In the center of the pyramid is a 
large chamber with a huge throne. To the left and right of the 
throne are three giant rune statues of jackal-headed humanoids; 
they attack any who sit on the throne or who desecrate the 
chamber. Who built this pyramid and why remains a mystery. 
It is known that the structure is post Cataclysm and estimated 
to be 200 years old. It does not rest on a ley line or nexus, 
although there is a Ley line nearby. 
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The Kalahari Desert 
The Kalahari Desert of South Africa is one of the largest in 

the world. It covers a 225,000 square mile (582,800 sq. km) 
area and spans both Namibia and Botswana. It is a massive 
expanse of shifting sands, parched earth and rocky plains with 
jutting lava/rock formations that makes areas of it resemble a 
moonscape. Around the desert is dry grass savanna. 

The Kalahari Oasis 
In the center of the Kalahari desert in Botswana is a green 

forest filled with many coconut, date , palm and citrus trees, 
fields of corn, wheat, and flowering plants. The entire 12 square 
mile (30 sq. km) area is too massive for a natural oasis. In the 
center is a giant stone tower and a small village. The village is 
inhabited entirely by 2742 humans of Buntu heredity. They are 
happy, friendly people who feel blessed by the gods. They gladly 
help foolish travelers, lost in the desert, and share their bounty 
with all visitors. Their king lives in the tower and should not 
be disturbed. 

The stone tower is the home of a powerful, 15th level, anarchist 
rain maker , named Iulus Nemen. Iulus who appears to be a 
human in his late thirties or early forties, has retired to a life of 
leisure and solitude with his beautiful , young wife. He is fre
quently visited by a friendly sphinx and is said to have powerful 
friends in the Mediterranean . Rumor has it that Iulus was born 
and raised in Africa where he learned the arts of rain making. 
He travelled to the Phoenix Empire and Greece where he ran 
into some sort of trouble. He was forced to flee the area and 
returned to Africa. He built this oasis and is revered by the 
villagers as their king and demi-god. lulus is not a nice person. 
He is completely self-serving and has little regard for life. It 
was his ambition and ruthlessness that got him into trouble in 
the first place. He is an opportunist who would sell his own 
mothe'r if the price was right. He will steal from wealthy travelers 
and cause mischief to amuse himself. His paramour is really a 
da 'ota succubus of miscreant alignment. Only the rain maker's 
magic keeps the oasis alive. If he should leave or die, the desert 
would claim it in a matter of (2D4) weeks. 

South Africa 
South Africa was once a center of technology, modem expan

sion and civil unrest. Its towering cities were obliterated by the 
natural disasters caused by the eruption of the ley lines and much 
of its coastline was swallowed by the ocean when Atlantis made 
its reappearance. Today the land area of South Africa is a third 
smaller, about the size of Texas. Much of the land is arid or 
semi-arid, covered in dry grass savannas. Mozambique to the 
northeast of South Africa, has a similar environment and is 
equally devoid of humanoid life. Scattered tribes of cattle herders 
are found in the interior and villages of fishermen are found 
along the coast. 

Both countries have become the home of the manticore, harpy, 
loogaroo, tomb worms and blow worms (both Worms of Taut). 
It is also the hunting ground for gryphons and dragondactyls. 
Small herds of buffalo, gazelle and other animals also inhabit 
this part of the country. Fewer than two million humanoids (80% 
human) call this country home. 



Wildlife of Africa 
Most of the wildlife mention ed in this section can be found 

throughout the continent, other than in deserts and swamps. 
They are most numerous away from population centers and at 
places like the plain s of the Serengeti , Kenya, Tanzania, Uganda, 
Ethiopia and Zambia or the forests of Uganda , Zaire/Co ngo, 
Cameroon, Nigeria, and Ango la. The greatest expanses of habit
able wilderness stretc he across what we are ca lling low er Africa, 
the entire continent below Chad and Sudan . What follow s are 
a simple list of critters with a few highlights, comments and 
descriptions for some of the most notable. 

Plains Animals: Giraffe s, zebras, several types of ante lope 
and gaze lles, impalas, e lands, suni (the sma llest of the antelopes 
- about the size of a house cat), dik diks (the seco nd smallest 
of the antelope) , gere nuks (aka: the antelope -giraffe), oryxes 
(antelope), bushbucks , cape buffalo s, wildebeests , wild boar s 
and pigs, rhinoceroses , and elephant s. The latter two live near 
or in forests as well. 

Plains Predators: African lions, cheeta hs, hyenas, jacka ls, 
wild dogs and a variety of mongoo ses who prey on snakes, 
insects and the eggs of birds and reptiles. Leopard s, panthers , 
serva ls (cat), and lynx sometime s prowl the plain s, but they 
seldom venture far from woodlands . 

Hyenas are extre mely vicious, bold and powerful animals that 
resemble a mutant canine . They typically hunt in packs of 304 . 
The hyena is one of the very few animals that can take a kill 
away from a male lion, leopard or pack of baboon s. They have 
no fear of man and will attack individual s and small groups, as 
well as raid camps and villages - stealing food reserves and 
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killing livestock. Hyena s are found throughout the Serengeti and 
in many of the African savannas. 

Wild dogs and jacka ls can also be a danger. Most packs will 
avoid contact with humans, but a lone travel er or sma ll group 
may fall victim to an ambiti ous, hungry or large pack. A typica l 
pack of jacka ls or wild dog s is I 04 x 10, but some packs can 
swell to over a hundred an imals ! 

Forest Animals: A varie ty of lemurs, monkeys and apes are 
found main ly in the forests, along with zillions of different birds 
and bug s, warthogs, wild boars , pigs, elepha nts, and 
rhinocero ses. Wildeb eests, cape buffalo s, ante lopes and other 
herd animals will come into the forests to graze in the meadows, 
eat from the leafy trees and drink from river s, streams and lakes. 
Many have migrat ion patterns that lead them through fores ts and 
across river s (where many die from attacks by predator s, panic 
and the waters of the river) . Elephants are frequen tly thought of 
as plains creatures, but they are at home in forests of all kinds, 
includin g mountain forests at altitudes of up to 13,000 feet (3962 
m)! They need to feed on the bark, branches and leaves of forest 
trees to survive. 

Forest Predators: Cats: leopards , panth ers, serval , and lynx. 
Their habitat and hunting grounds are usua lly light to dense 
forests , especially near river s and lakes . These cats live, eat, 
and sleep in trees. The occasiona l lion may make a home in a 
forest but this is not the norm . A wild dog or dog packs may 
also make their home in forests, particular ly light wood lands. 

Birds and Bird Types: A variety of vultures, buzzards, fal
cons, hawks, eag les, flamingoes, hom bills, ducks , geese, ibises, 
storks , cranes, pelican s, spoonbill s, cormorants, sea gulls, 
kingfis hers, swa llows, sparrow s, and guinea fowl, just to name 
a few. 



The rivers are filled with trout and a variety of fish, turtl es, 
frogs , amphibians, croco diles, snakes, hippopotamu ses and vis
iting elephants. Crocodiles, fish, snakes and hippos infest lhe 
rivers of the Congo, Uganda, Kenya, Tanzania , Ethiopia and 
the Nile. The poisonous gabbon and mamba snakes inhabit the 
swamps , rivers and jun gles of the Congo, Zaire and Ango la. 

Lakes are the home of hundred s of differ ent species of fish , 
from cich lids and cat fish to perch and "dagga," a small sardine 
like fish, as well as ee ls, crayfish and scores of bird s. 

The Indian Ocean has been harvested by coas tal people for 
generations. Its warm waters contain horse mackerel, king fish , 
tuna , sardines, barracuda and sharks. 

In the north the rivers are alive with croco diles, turtles, fish , 
ibises, herons, storks, Egyp tian geese, ducks and falcon s. Goats, 
sheep , cattle, horses, came ls, j ackals, wild dogs, and the occa 
sional pack of hyenas or pride of lions are also counted among 
the animal s of the northern savannas. 

Some quick, basic Animal Stats 
Note: For those of you looking for ready to use descriptions 

and stats for hundreds of animals, take a look at Palladium's 
Monsters & Animals. Otherwise, there should be eno ugh infor
mation about animals elsewhere , that you can fake it. 

Wildebeest & Buffalo 
Wildebeests and Cape Buffalos are extremely dangerous! 

They are eas ily startled and will not tolerate intrusions by 
humanoids or predators. The bulls charge, ram , kick and stomp 
invaders. Severa l of the largest males are charged with protecting 
the herd and may even attack a vehicle or giant robot. People 
who wisely nee will be chased by 2D4 males for at least a 
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quarter of a mile. Elephants follow a similarly aggressive and 
defen sive posture and behavior . Furthermore, a frightened-herd 
of severa l thousand buffalos will trample everyth ing in its path. 
Most other herd animals run away from danger. 

Wildebeest 
Hit Points: 7D8, S.D.C.: ID4 x 10 
Size: 6 to 8 feet long (1.8 to 2.4 m) 
Attacks Per Melee: Three, runnin g ram 4D6 (counts as two 
attacks), head butt 2D4 , kick/stomp I D6, tramp le 2D6; all 
S.D.C. dama ge. 
Bonuses: + 2 to strike, parry and dodge, + 3 S.D.C. dama ge. 
Speed: Average is 22 but can reach 44 (30 mph/48 km) in a 
burst that lasts up to I D6 x JO minutes. 

Cape Buffalo 
Hit Points: ID6 x 10 , S.D.C.: 1D6 x 10 
Size: 6 to 8 feet long ( 1.8 to 2.4 m) 
Attacks Per Melee: Four, runnin g ram 4D6 ('Counts as two 
attacks), head butt 2D4, kick/stomp 2D4, trampl e 3D6; all 
S.D.C. damage. 

Bonuses: +3 to strike, +2 to parry and dodge, + 6 S.D.C . 
dama ge. 
Speed: Average is 22 but can reach 44 (30 mph/48 km) in a 
burst that lasts up to 2D4 x JO minutes. 

Lion 
The African lion is the biggest and most powerful of the 

indigenous cats. They live and hunt in packs called "prides." 
They are extremely territorial and can tear a man limb from 
limb . However, unless starving, provoked or defending itself or 
the pride, the big cats seldom hunt humanoids. The only excep
tion is the man-eater. This is a lion who has killed and eate n 



a human/humanoid and now sees them as easy and tasty prey. 
"Man-eaters" can be murderous monst ers. During the building 
of the British railway from the coas t of Momba sa to Lake Victoria 
(started in 1896), a pair of "man-eating" lions kil led 28 railway 
worke rs in less than a year. Most were attacked at night and 
dragged screaming from their tents into the darkne ss. In addit ion, 
there were dozens of African villagers who disappeared and were 
believed to have fallen victim to the two "man-eaters. " The 
killing stopped only after the two lions were hunted dow n and 
shot. Odd ly, most man-eaters (70%) are males. 

It is the female lion who does most of the huntin g (80%) eve n 
though the male is far more powerf ul - roughly equa l to the 
combined strength of four females. A single male can bring 
down a cape buffalo, while three females will strugg le at the 
same task and may not be successf ul. The males serve as the 
protectors of the pride and wi ll stand their ground aga inst any 
man or monster who dare s threaten the pride. Note: Man y out
siders are surprised to learn that lions are reaso nably good tree 
climbers and fair swimmer s. 

Lions are abundant in the Serenget i, Masai Mara, the plains 
and scrub forests of Ethiopia , Somalia , Uganda, Kenya, Tan
zania, and most of the southern half of Africa. They are most 
frequently encountered in the tall grass of the savanna where 
herd animals are found , but can live in forests and are found as 
far north as Egypt. 

African Lion 
Hit Points: 1D6 x 10, S.D.C.: 40 
Size: 4 1/2 to 7 feet long (1.35 to 2. 1 m) 
Attacks Per Melee: Five; damage from female: claw s 2D6 or 
bite 2D4. Male: bite 4D4 , claws 3D6. All S.D.C . damage. 
Bonuses: +3 to strike , +4 to parry and dodge, +6 S.D.C. 
damage . 
Abilities of Note: Prow l, climb and sw im 50% and track 70%. 
Speed: Average is 18 but can reach 28 ( 19 mph/30 km) in burst s 
that last for 1D4 minute s. 

Leopard 
The leopard is considered to be the most dangerou s of the 

African cat s. The reaso n is because they are extremely cunnin g, 
sneaky and elusive predators. They hide, prowl, travel and live 
in trees. They also stalk prey from the trees and will pounc e 
without warni ng from above. They alway s drag their prey (or 
part of it) back into the safety of a tree to eat it. Finding a half 
eaten antelope dangling from a tree branch means that a leopar d 
or panther (another name for leopa rd) is close by and watch ing 
somewhere from the canopy above. Leopard s are also known 
to attack humanoids, especia lly when defend ing their young or 
themselves from perceived threa ts, or when hurt or to protect 
their kill (food). They will also attack lone individua ls as prey, 
espec ially small humanoid s. The leopard neve r scavenges for 
food , they only eat what they kill. The pygm ies of the Congo 
fear and respec t the leopard above all other jun gle predator s. 

Black panthers are an increasingly common genetic aberra
tion among leopards, similar to albinos among other species . 
Approx imate ly one in every 40 leopards is a black panther. The 
same is true among the sma.ller servaJ - a spotted, predatory 
cat about half the size of a leopard . 

Leopard 
Hit Points: 8D6 , S.D.C.: 30 
Size: 4 1/2 to 6 feet long (1 .35 to 1.8 m) 
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Attacks Per Melee: Five, claws 2D4 or bite I D6. All S. D.C . 
damage. 
Bonuses: + 3 on initiative, + 3 to strike, + 2 to parry, + 4 
dodge , +3 S.D.C. dama ge. 
Abilities of Note: Prowl 90%, climb 75%, track 50% and night
vis ion 60 feet ( 18.3 m). The ca t can also leap 40 ft ( 12 m) across 
and 15 feet (4 .6 m) straight up . 
Speed: Average is 22 but can reach a speed of 50 (35 mph/56 
km) in bursts that last for l D4 minute s. 

Crocodiles 
These large rept iles are very dangerou s. They feed mostly on 

fish , turtles, and small mammal s, but they have been known to 
attack smaller crocodiles and large mamm als, includin g antelope 
and humanoid s ! They are found throu ghout the rivers and deep 
swamp s of Africa . 

Typical Crocodile . 
Hit Points: 6D6, S.D.C.: 15 for small crocs, 30 for large. 
Size: IO to 20 feet long (3 to 6 m) 
Attacks Per Mclee: Four , 2D4 from the bite of crocod iles around 
10 feet or 3D6 for those around 20 feet. Tai l slash does 1 D6 . 
All S.D.C . damage. 
Bonuses: + I on initiative, + 2 to strike, + 2 S.D.C. damage. 
Abilities of Note: Swim 90%, prowl in water 75%, hold its 
breath underwater for I D4 + 2 minutes, and nightvision 60 feet 
(18 .3 m) . 
Speed: In water 12, on land 4. 
Note: Croco diles are usually encountered in small groups of 
4D6 or large groups of 2D6 x l 0 . A common method of attack 
is to clasp onto the prey and drag it underwater where it drowns. 
It can then be devoured at le isure . 

Monsters of Africa 
Supernatural beings and monsters: D-bees, so-ca lled de

mons and supernatura l monsters also thrive on the African con
tinent. The sphinx enjoys the so litude of the northern and south
ern dese rts, but can also be found playi ng, huntin g or living 
anywhere in Africa . Dragon beasts are said to stalk the moun
tains and hills of Kenya. 

Worms of Taut, sphin xes, entities and other supern atural 
monsters dominate the grassy plains , deserts and wastelands of 
the north . The cities of the Phoenix Empire are populat ed by 
monster races like tautons, gargoy les and so-ca lled demo ns. 
Most humans and D-bees are slaves. Free men stay far away 
from the north . 

A lone manticorc is ofte n accepted as a memb er of a pride 
of lions and will live and hunt amo ng them. Manti cores are 
solitary creatures who tend to avoid their own kind excep t to 
mate. Thi s means howeve r, that small groups are occas iona lly 
encountered: adult female and/or male and one or two cubs. 
They can be fou nd wherever lions are found, but are most com
mon in the great plains of the Serengeti, Tanzania, Kenya and 
southern Africa. 

The Chimera stalks the jung le of the Congo, southern 
Ethiopia, and other dense forest s. The Congo, Zaire, and Angola 
are also the home of the death weav er spider demons, werepan
thers, werewo lves, manticores, chimeras, loogaroos, gryphons, 
lizard men (escaped D-bee slaves), rogue tautons and the occa
sional dragon, small communit y of faeries and crocod illians, 
among others. 



The island of Madagascar is a wi lderness wit hout humanoid 
life and has become a roost ing place for the gryphon and harpi es. 

Dragons and other inte lligent creat ures of magic ca n be found 
anywhere on the continen t. Most are ju st visitors, some are 
found living in quiet solitude in the mount ain s, forests , plain s 
or deserts, and others are worshipped and may rule a village or 
even a nation of people . 

Mokele-mbembe 
For hundred s of years before the eruption of the ley lines and 

the Com ing of the Rifts, there have been stories about a claw 
footed, hippopotamus- size crea ture with a long neck and tail 
that lived in the swa mps and forests of the Congo. The natives 
ca ll the fearsome monster, "Mokele-mbembe." The pyg mies 
claim to have killed a Moke le-mbemb.e at the Likouala swamp. 
They feasted on the tasty meat of the monster but a few days 
later suffered from "bad medicine " in the form of an insect 
plague and sickness. Other stories tell of canoes being capsize d 
and the creature snapping men in two before devouring them. 

Whether the pre-rifts stories were true, nobody will eve r know . 
However there are two dinosaur- like creatures that live in the 
Congo jung les of Rifts Eart h. Both are e lusive anim als, but only 
one is a predator. 

Erythrusuchu s/Mokele-mbembe 
This is a prehi storic monster that does indeed resemble a cross 

between a hippopotamu s and a crocodi le, with its thick grey 
body , short legs, long tail and thick head. This is the creature 
that the pygmies ca ll Mokele -mbembe. rt is a dangerous predator 
that feeds on large mammal s, including catt le, humanoids, and 
the occas ional hippo. Althou gh the creat ure can be found in 
swa mps and sha llow rivers , it tend s to inhabi t the larger , deeper 
rivers. It is a good swimmer and amazi ngly qu iet and discre te 
for a beast of its size. A favori te ploy is to sneak up on a canoe 
or boat , tum it over and attack those who fall in the water. It 
often bites several prey in half before going back to eat them. 
On some occas ions, it bites the ca noe in half! Humanoid s have 
become a favorite. 
Hit Points/M.D.C.: ID6 x 1000 S.D .C. - the equivalent of 
1D6X 10 M.D.C. 
Size: 25 feet long (7 .6 m) from snout to tail lip and we ighs one 
ton. 
Attacks Per Melee: Four , claws 6D6 S.D.C., tail slash 
ID6 x 10, or the incredib ly powerful bite: JD6 x 100 S.D.C. or 
ID6 M.D. , or a power bite do ing 2D4 M .D. but count s as three 
attacks. 
Bonuses: + 2 on initiative, + 4 to str ike, + 3 to dodge . 
Abilities of Note: Sw im 80%, prowl in water 80%, hold its 
breath underwater for 3D4 minute s, and nightvi sion 60 feet (18 .3 
m). 
Speed: In water 33, on land 20. 
Note: This mon ster is still re latively rare with fewe r than 300 
throughout the Congo and Zaire. 

Massospondy lus 
Modem scientists thoug ht this dino saur lived in sava nnas, 

perhaps it did , but a creature that stro ngly rese mbles the Massos
pondylus roams the jung les of the Congo and Zai re. Jt too fits 
the rather vague descrip tion of Mokele-mbembe , complete with 
the hippo- like body, claw-toed front feet, long ta il and neck . 
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How eve r, it is more likely to be a creat ure from another dimen
sion or another animal brought to Africa by the minion s of 
Splugorth that escaped to prosper in the jun gle. This animal is 
herb ivoro us and eats only fems, palm leaves and coco nuts. The y 
never attack mammal s and make reaso nably good riding anim als 
except that they are not very intelligent and startle eas ily. About 
a thousand are scattered throu ghout the Congo, Zaire, Ango la 
and Zambi a. 
Hit Points/M .D.C.: 6D6 x 100 S .D.C . - the equivalentof6D6 
M .D .C. 
Size: 10 to 15 feet long (3 to 4.6 m) from head to tail tip. 
Attacks Per Melee: Four, 4D6 S.D.C. from claw s or slash ing 
tail and 2D4 S. D .C. from its bite . 
Bonuses: + 1 on initiative, + I to strike, + 6 to dodge. 
Abilities of Note: Swim 60%, prowl 55%, and nightvi sion 60 
feet (18.3 m) . 
Speed: 18 but can reac h a speed of 44 (30 mph/48 km) in burs ts 
that last for 2D4 minute s. 
Note: These creat ures often travel in smaJI groups of 2D4 mem
bers. They avo id hum anoids and predator s. Fossils of the Mas
sospondylu s suggeste d that it was the most common pro sauropod 
in southern Africa - coi ncidence? 

Kongamato Giant Bat People 
For a thousand years, the peop le of Zambia have told lege nds 

about the Jiundu swamp and the ferocious , giant bat they called 
Kongamato that once Jived there . In reality, this giant bat and 
tales of elusive , almost magical , bats the size of a human stems 
from an ear lier time when a vamp ire intelli gence tried to colo nize 
this part of the wor ld . Cu rrently, the re are no vamp ires known 
to have sett led in Africa, but with the dim ensional rifts and the 
Vampire Kingdom s of Mexico, it is possible that the "Kon
gamato" could return . 

The ·Buti-fas 
These are stran ge dwar f-like forest spirits with a hosti le dispos

ition . It is diffi cult to determine whether they are truly demons 
or faerie -like creatures of magic. 

All Buti-fas are small , dark- skinned peop le, with bright, com
pletely white eyes , white hair, white beards and snout- like noses. 
They live inside hollow trees, under fallen trees and smell badly. 
These strange little people are the friend s of the panther and 
monk ey and all wood land creat ures. How ever, the Buti-fas hate 
humans and human lookin g D-bees. Thus, they help animals 
avoid the trap s of human s, free captive anim als, help sick or 
hurt anim als, bring dangerous anima ls like the snake and leopard 
into human camps and villages, bring an angry anim al to avenge 
its slain mate , lead hum ans into swamp s and quicksa nd , steal 
babies and give them to apes, throw rocks at people, slit the 
throat s of those sleep ing, stea l or destroy food, vandalize prop
erty, make frightening noises, and consort with witches and ev il 
spirits. The horrible Buti-fas are timid little monsters, preferri ng 
to cause danger and attack from afar rather than engage in hand 
to hand combat them selves. However, they can be provoked 
into combat whe n they are backed into a comer or espec ially 
pertu rbed. 

Alignment: Anar chist or ev il 
Average Attributes: 1.Q. 9, M.E . 10, M.A . 6, P.S. 18, P.P. 
14, P.E. 17, P.B. 4, Spd. 20. Considered to be a superna tural 
creature. 



Mega-damage Creature: 6D6+ 10 M.D.C. 
P.P.E.: 2D4 x 10 
I.S.P .: 2D6 X 10+2 0 
Horror Factor: I 0 
Natural Abilities: Only take half damage from all forms of 
magic, imperviou s to fire and heat , impervious to di sease, night
vision 400 feet ( 122 m), hea l twice as fast as human s, and can 
metamorp h into an owl with glowing white eyes and whit e feath
ers on its head . Note that many African people consider the owl 
to be an omen of bad luck. 
Average Level of Experience: Roughly equal to a 6th leve l 
scout. 
Combat: Four attacks per melee via hand to hand combat or 
psionics. Bonuses: + 2 to initiative , + 2 to strike, parry and 
dodge, + I on all saving throw s , all in addition to possible 
attribute bonu ses. · 
Psionics: 2D6X 10 +20 I.S.P .; psi-powers: Detect psionics, in
duce sleep, psychic diagnosis , psychic surgery (for helpin g ani
mals and torturing humans), see the invisible, mind block, em
pathy, empathic transmission (super), and the special power of 
empathy with animal s. 

Psionic Empathy with Animals (special) 

Ability is identical to that of the Ramen. Refer to the 
psionic abilities of the Ramen R.C.C. in the Minions of the 
Gods section (page 62) for a complete description of this 
ability. 

Skills of Note: Basic math 90%, speaks Gobb lely, Faer ie and 
Swahili at 98% and may know I D6 other s, c limb 80/75 %, swim 
80%, prow l 60%, track humans 75%, track animal s 90%, land 
navigation 80%. wildernes s survival 80%, and horsema nship 
90%. Magic: None. 
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Average Life Span: 2000 years. 
Habitat: Jungle and forests, but may travel to unlikely places 
to help an animal or to a mountain forest or ju ngle valley. 
Buti-fas are found primaril y in the Congo, Zaire , Angola , Zam
bia, Nigeria and the Ivory Coast. 
Size: Three to four feet (0 , 9 to J. 2 m) tall. 
Weight: 75 pounds (34 kg). 
Technology & Cybernetics: Have no use for the toys of men. 

Demonic Cannibals 
Cannibal s in African myth s are hideous demo ns who look 

(most ly) like ordinary peop le but kill and eat other human s. 
They are sometimes accompanied by I 04 hum an children or 
adults whom they stole from their real parent s and have been 
raised since infancy as their own. The se cannibal children are 
ev il and loyal to their adopt ive parent ; many .even believe that 
they are the creature's rea l offspri ng. The cannibals use rea l 
people to complet e their illusion of being human them selves. 

Demonic cannibals have a very limited shape cha nging ability 
that enables them to resemble all types of humans and human 
look ing D-bees. They can also metamorph into a vulture. Even 
in their normal form they resemble a human , except that their 
teeth are sharp and pointed , they have an unu sually long, sharp 
thumb nail that they use as a knife, and the fingers all have a 
tiny mouth and teeth . 

They are extreme ly treacherous and cruel. Cannibals are both 
scave ngers and supernatural predators who eat the flesh of re
cently decea sed humano ids, as well as hunt and kill human oid 
prey. Their human minion s also eat huma noid flesh . They can 
travel alone, with their loya l human childr en ( I D4) or in sma ll 
groups or tribes. The typical small gro up has 3D4 memb ers. A 
tribe will seldom excee d 4D6+ 12 mem bers. They often as
sociate with witches and other evil monsters. Demonic cannibals 
seem to most commonl y inhabit Ethiop ia, Sudan, the Congo 
and India. 

Demonic Cannibals 
Alignment: Miscreant or diab olic evil ! 
Average Attributes: I.Q. 14, M.E . 18, M.A. 9, P.S . 24, P.P. 
17, P .E. 20, P .B. 4 in demon form , 15 in human form, Spd. 
33 (22 mph/36 km) or 50 flying in vulture shape (35 mph/56 
km) . Co nsidered to be a supernatura l creat ure. 
Mega-damage Creature: 4D6 + 12 M.D.C. 
P.P. E .: 2D6 x 10 
Horror Factor : 12 
Natural Abilities: Impervious to poi son and disease, nightvision 
200 feet (6 1 m), can shape change to look comp lete ly human , 
metamo rph into a vulture, supernatural strength and heals ten 
times faster than humans. Note that many African people con
sider the owl to be an omen of bad luck. 
Average Level of Experience: Roughly equal to an 8th level 
warr ior . 
Combat: Five attacks per melee via hand to hand combat. Bite 
from the mouth 2D4 S.D.C., biting fingers 4D6 S.D.C., full 
strength punch 2D6 M.D. , power punch 4D6 M .D ., power bite 
ID6 M .D . (mouth or fingers). 
Bonuses : + 2 on initiative , + 5 to strike, + 7 to parry and dodge, 
+ 2 to roll with impact , + 2 to pull punch , paired weapons, and 
+ 3 on all saving throw s. 
Psionics: No ne 



Magic: None 
Skills of Note: Basic math 80%, magically understands and 
speaks all language s 98%, climb 70/65%, swim 50%, prowl 
50%, track humans 75%, land navigation 75%, wilderness sur
vival 90%, identify plants & fruits (used to find poison to hurt 
or kill human s) 75%, pilot sail , row, and motor boat s 75%, 
palming 75%, pick pocks 50%, W .P. knife , W.P. sword and 
W.P of choice . 
Average Life Span: 1000 years. 
Habitat: Jungle and forests mainly in the Congo, Ethiopia, 
Sudan and India. 
Size: Human size, about four to six feet tall ( 1.2 to 1.8 m). 
Technology & Cybernetics : Has little use for anything other 
than weapons . Only 40% wear any kind of M.D. body armor, 
usually taken from humanoid s. 

The Phoenix 
Empire 

Terrain: The Phoenix Empire lays claim to the countries once 
known as Egypt, Libya, Chad and Sudan. 90% of Libya and 
Egypt are desert. Only half of Chad and the Sudan are desert, 
the lower half being savanna with about 15% forest (main ly 
along rivers and lakes). Craggy hills run along the coas t of 
the Red Sea. The Tibesti mountain s help to divide what was 
once known as Chad from Libya. 
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The total land area of Egypt is 385,229 square miles 
(997,739 sq. km). The tota l land area of the Phoenix Empire 
is approxima tely 2.5 million square miles (6.5 million sq. 
km). 

Size Compar isons: The African continent is huge! You can fit 
the ent ire United States and Canada into it and still have room 
for half of Europe. Libya is slight ly larger than Alaska. Egypt 
is rough ly the size of New Mexico and Texas combined or 
slightly less than twice the size of the United Kingdom . 

Climate: Temperat ures range from about 50 to 65 degrees 
Fahrenheit in the winter and 85 to 105 degrees in the summer. 
Average annual rainfall is abou t 4 inches (101 mm). 

Population : Mostly non-human monsters clustered in the Nile 
Valley (33%), along the Ni le river (20%), northern Libya 
( 15%), and the savannas and forests of Chad and Sudan (32%). 

Free Population: 100 million total 
I% Humans (free) - One million 
I% Ogres - One million 
I% Dar'ota s - One million 
2% Goblins - Two million 
5% Lizard Men of all kinds - Five million 
5% Alus - 5 million 
5% Ghouls & Dybbuk - 5 million 
5% Gallu Bu lls - 5 million 
5% Shedims - 5 million 
10% Tautons - IO million 
10% Gurgoyles - JO million 
10% Gargoyles - 10 million 
10% Ores - JO million 
20% O-Bees - 20 million (free) 
5% Others Demons (gremlins, jinns, death weavers, magots , 
etc.) 
5% Other (dragons, sphinxes, malignou s, giants, etc.) 
Note: This does not include the I D6 x I 00,000 inhuman trans
ients and visitors who come to the Phoenix Empire for rest , 
relaxation, merchant trade, or sanctuary. Nor does it include the 
slave population or the approximate ly six million unaffili ated 
people (human and inhuman) who live in the desert wastelands. 

Slave Population: 20 .1 million 
D-Bee Slaves - 8 million 
Humans Slaves - 6.5 million 
Monster Slaves - 2 million (Ores 40%, goblins 15%, ogres 
5%, others 40%) 
Elementals - 100,000 
Demon Slaves - 500,000 
Worms of Taul (slaves/pets) - 3 million 

Worms ofTaut (wild)- IO million inhabit the Sahara Desert. 

Note: The legion of zombies, mummie s and animated dead are 
not included but probab ly number around two million; they are 
effectively slaves or robot-like serva nts. 

For the last 132 years, the ruler of the Phoenix Empire (Egypt) 
has been Pharaoh Rama-Set, a powerfu l necromancer obsessed 
with death. It was the Pharaoh who has renamed Egypt the 
"Phoeni x Empire" and it was he who expanded its territories , 
through conquest and magic , to include the ancient nations of 
Libya, Chad and the Sudan. The Phoenix Empire also has grow
ing influence and control over several small kingdoms and groups 
in Saudi Arabia and surrounding areas. The Empire is a major 



source of power and inspiration for monsters and all creature s 
of magic and evil. Under the Pharaoh 's guidance it has become 
an ever expanding empire of non-humans. A mecca for monster 
races, creatures of magic and supernatura.l beings. 

The free population is a collection of monstrous D-bees, so
ca lled demons, and supernatural beings. Humans and 
humanoids, including many inhuman looking but noble or peace
loving D-bees, compose the massive slave force that build s and 
maintains the cities, tends cat tle, works the farms and 
slaughterhouses and perfom1s most of the labor. They are kept 
uneducated and constantly beaten into submission. The majorit y 
have been born into slavery and know no other way of life. 
Those who dare to speak out or raise a hand against their mon
strous masters are slain on the spot (if they are lucky) , or dragged 
away to be tortured , eaten alive, made to fight in the arena, or 
become the subjects of terrible expe riments. 

The Phoenix Empire actively trades with non-human s, espe
cially those who are locked in war against humans or who deal 
in slavery and piracy. It is said that , "if human s (and their allies) 
are your enemy, than you are a friend of the Phoenix Empire." 
The Phoenix Empire has exce llent trade relation ships with mons
ter kingdoms in Arabia, the Middle East, the blood druids of 
France (even though they are predominately humanoid s), Atlan
tis, and even supply weapons and equipment to the monsters in 
Europe against the New German Republic. 

The Empire has strong trade ties to Atlantis and both regularly 
exchange goods, slaves, and services. Consequently, it is not 
surprising to find the Minion s of Splugorth roaming the cities 
and country side. The most typical visitors from Atlantis are 
Kittani , High Lords and Overlords. These merchants, merchant 
guards, dignitaries and visitors consider the people of the Pho enix 
Empire to be dangerously obsessed with death and destruction. 
Thus, half of the Splugorth minions are really sent to Egypt as 
spies. These spies are low-key and nonchalant. Lord Splynncryth 
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and his minions tend to see Pharaoh Rama-Set as insane and the 
member s of the many blood cults , death worshippers and assas
sins as blood thirsty savages. Howev er, Lord Splynncryth cannot 
ignore the fact that Rama-Set and his fanatica.l minion s have 
built an impressive power structur e that does have its good points. 
For one , it keeps all the madmen in one, easy to observe, area . 
Second, fanatics, blood thirsty assass ins, homk idal maniacs and 
power hungry schemers make wonderful agents and dupes . 
Third , the Pharaoh and his legion are only too happy to front 
for Splynncryth in his campaign to help and supply the forces 
against the New German Republic and Triax. Phara oh Rama-Set 
may be dangerous, but for the time being he is an exce llent ally . 

. It is through this allegiance that Splynncryth first caught word 
of the com ing of the Apocalypse demon s. This has enabled him 
to prepare for the possible ramifi cations of their appearance, but 
it a.lso prevents the Splugorth from taking any direct action 
against the Four Horsemen, Gods of Darkn es~ or the Pharaoh. 
Still , he has placed observers, warriors and assassins in place 
throughout the Phoenix Empire and other strategic locations in 
Africa. These secret forces will subtly help characters who are 
trying to stop the Horsemen whenever they can. 

Rumor s and legends abound regard ing Pharaoh Rama-Se t, his 
sorcery , control over the dead , his alliance with the Gods of 
Darkness and his obsession with death. Not surpri singly, legends 
in the Mediterranean countries foretold that the Four Horsemen 
of the Apocalypse would some day rise from the inner bowls of 
Africa and join dark forces within the Phoenix Empire. Many 
death cults in the Empire are based on this legend , while cults 
and religions that promote life, light , and goodness are crushed 
and their worshippers are made to suffer. 

Necromancy and witchcraft are practiced everyw here. Death 
cults abound. Caravans and armies of skeletons and animated 
corpses are a common sight in the streets of the cities, and even 
more so in the arid wastelands. Many necromancers are escorted 
by an entourage of skeleto ns, mummies or zomb ies. Many mer
chants hire a necromancer to provide animated dead as tireless 
servants. The more discreet concea l their dead slaves in back 
rooms, basements, covered wagons or dress them in bulky robes. 
The animated dead as servants and protectors are a common 
sight in the territories contro lled by the Phoenix Empire. 

The empire is a virtual collection of nightmari sh creatures. 
Death weaver spider demons and evil sphinxes head many of 
the death cults. The cruel loogaroo can be seen perched in trees 
or on the ledges of building s next to living gargoy les visiting 
from the north . Werewolves and werepanthers stalk the streets 
at night and boogie-me n do their evil in the darkest shadows of 
the oldest buildings . 

Worm s of Taut flourish in the deserts and least occup ied 
territories of The Phoenix Empir e. Many shops, temples and 
taverns keep the smaller worms as guard animals and pets. A 
dozen serpent beasts and two dozen tri-fang roam the palace 
grounds. Tomb worms feast on the bodies of dead slaves and 
foolhardy rebe ls. 

The Law in the Phoenix Empire 
Human and noble charac ters may report an assault , crime or 

injustice, but the authorities will take their claims lightly, seem 
exasperated that they are being bothered and respond in a con
desce nding tone and manner. If the charges are made against a 



citizen or merchant of high estee m, the authoriti es will laugh at 
and mock the human s or joke about the incident. They may 
announce then and there that the characters are mistaken and 
refuse to file the report, or say they will but toss it in the trash. 
Jf a human or good character identifies the culprit( s) on the 
street, the authoriti es are likely to claim that they are mistaken 
or take so long to respond or act so carelessly , that the suspect(s) 
will disappear - there is no sincere effo rt to find him either . 
Somehow, those responsible for crimes aga inst human s and non
humans of a good alignment seldom seem to be captured and 
brought to ju stice. The few that are brought to trial usually 
receive a slap on the hand , a short prison sentence or tiny fine. 
For example: a non-human mugge r mjght have to give the charac
ters their belongings back , is scolded or fined I D6 x IO credits 
and released (probably in a foul mood). 

Non-humans seldom rece ive stiff punishment for crimes 
against humans and other low lifes, unlike any character , even 
monsters, of a good alignment. They can literally get away with 
murder, as long as the victim was a human or seco nd class citizen. 

On the other hand , elves, human- looking D-bees , and non -hu
mans of a good alignment are treated like criminal s from the 
onset. If they report being beaten and robbed at a shady gambling 
casino, they are likely to be asked why they were there in the 
first place and whethe r they went look ing for troubl e. Likew ise , 
they will be questioned merciless ly about the crime, with the 
gist being that they were somehow responsible for the incident , 
i.e. provoked or encouraged it as if they are the actual lawbreak
ers. Furthermore, the lies of non-human s will usually be used 
as evidence against them. Handsome human oids learn quickly 
that it is better not to agrava te a situation by go ing to the law. 
Instead , it is best to tum the other cheek, deny eve rything and 
walk away with one's life and freedom . Of course , this leads 
to many acts of vengeance and lawless ness. 

Human s and similar nefarious sort s suffer from harsh puni sh
ments for the slightest infractio ns aga inst monsters . Even name 
ca lling is likely to elic it a bea ting and/or robbery ; the law simpl y 
looks the other way or are the ones responsible for the beati ng. 
The battered humanoid may be charged with assault , inciting a 
riot or attempted murder . 
Official Punishments for humans and the likes: The fines are 
effectively formal bribes. An inform al brib e at hal f the amount 
may be accepted by corrupt jud ges and law enforceme nt officers. 
The amount of a fine may be lower or higher than listed depending 
on the circ umstance and the victim . Representativ es can often 
get all charges dropped for about a third of the cost of a fine. 

1. Vandalism or other minor infraction: A public beating 
and being placed in a stocka de on a public stree t to be spat upon 
and taunted by the citizens for 3D4 days. Or a ID4 X I 0 ,000 
credits fine. 

2. Pick pocket: Torture or chopping off a finger and one year 
of imprisonment or a I D6 x 10,000 credits fine . 

3. Destruction of property: Those responsible are stripped 
o f their possessio ns and so ld into a life of slavery, or a 75,000 
credits fine per each person responsible. 

4. Robbery, burglary, breaking and entering: Beaten or 
tortured , followed by I D4 + 1 years of imprisonment and hard 
labor or a 200,000 credits fine. 

5. Freeing slaves: The perpetra tor is beaten, all of his posses
sions given to the perso n whose slaves were freed and then given 
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to a slaver to be broken and sold into a life of slavery himself. 
Or a I 00 ,000 credit s fine per each lost slave. 

6. Assault: A public beatin g, being placed in a stockad e along 
a publi c street to be spat upon and taunted by the citizens for 
3D4 days and one year of impri sonment at hard labor. Or a 
150,000 credits fine . 

7. Assault with intent to kill or cause great bodily harm: 
Torture and slavery. A lifetime of impri sonment or made to fight 
in the arena for 1D4 + 2 years or until death , whichever comes 
first. Or a 350,000 credits fine. 

8. Murder: Lifetime impri sonment or made to fight in the 
arena till the day he dies. Or a 700 ,000 credits fine. 

9. Assassination or Political Murder: After a period of tor
ture , the criminal is either put to death in the arena or exec uted . 
No fine . 

10. Conspiracy against the Pharaoh: Bio-wi zard or other 
painful experimentation , followed by publi c exec ution or death 
in the arena (if the character lives that long) . No fine. 

Citizen Representatives 
Human s , human looking D-be es and handsome creatures are 

considered to be low lifes and troubl emaker s . Non- humans of 
a good alignment are on ly one step above hum ans. The se charac
ters words have little substance against those of the monster 
races and none agai nst the word of respec ted citizens. Resident 
merchant s, cult leaders, mrntary officers , slavers, aren a owners, 
demon lords, necrom ancers, witch es, and most evil, non-human 
practitioner s of magic are includ ed among citizens of high es
teem. The word of a human is never believed over the respected 
citizen unless another influential citizen or numerous esteeme d 
witne sses step forward to speak in their defen se . 

Human s and non-humans of low ly esteem may hire respected, 
c itizen "repre sentative s" to speak on their behalf. In fact, it is 
reco mmended that such visitors place a representative on retainer 
the moment they arri ve in town (typica lly a non-refundabl e 
I D4 x 1000 cred its). Th en , if the charac ter gets into trouble, his 
"repre sentative" will make the appropriate bribes on his behalf 
(typically one third the usual fine). Any number of people can 
serve as a repre sentative. The re are many who offer their good 
name and voice as a service for hire , somewhat akin to hiring 
an attorney. Howeve r, the more prominent the representative, 
the better. A demon lord, prince, queen or king, powerf ul wizard, 
wealthy merchant or member of court are the most powerful and 
influenti al, but are seldom for sa le- at least not in the conven
tional sense. 

The most powerf ul and/or feared demon lords need only walk 
up to the accuser (s) or ju stice and say, "You are mistaken. These 
people are innocent. So swears ... so and so," and all chargers 
are dropped, even if those charges were for murder or millio ns 
of credit s in damage s. The word of the highest rankin g (and 
most powerful) citizens are seldom challenged. Tha t's the good 
news. The bad news is to have such a representative means the 
characters have somet hing of value to him or will be expected 
to do a great servic e/favo r in return, or that they are his witless 
pawns in larger scheme s. A few other poss ibiliti es include pay
ment for a previous service, to infuriat e a rival or an enemy, 
those responsible are honored guests , or that the representative 
is returnin g the favor because their actions have already damaged 
a rival or enemy and he doesn 't want that enemy to have the 



satisfaction of reaping reveng e against those responsible . It is a 
rarity that such an influential character steps forward in the name 
of justice and fair play , but it does happen . This organized 
corruption is ingrained throughout the police , milit ary, courts 
and j ustice system s of the Phoenix Empire. 

Rama The City of Doom 
City Highlights 

The capital ci ty of The Phoenix Emp ire is Rama , also know n 
as the City of Doom . It is located near the ley line nexus at Giza 
and is the home of Pharaoh Rama -Set. There are ten considerably 
smaller c ities and three dozen towns that are also found along 
the Nile. Most are smaller , more rural versio ns of Rama. 

Rama is a noisy, bustling metropolis of seven million people. 
Human s have called it a hellpit seething with crime, decadence 
and injustice. The center of town is a place filled with gambling 
halls, gladiatori al style arenas, slavers, taverns, drug dens, bio
wizard shops, witch and necrom ancy dens (se ll poisons, bones, 
herbs, and disgusting components), cult temples and all types 
of dens of iniquity. The open market sells rugs, baskets, rope, 
robes, tools, equipment, drink s, livestock and slaves. Many herb 
stores, magic shops, fortun e tellers, tailors, wood and metal 
workers and crafts men are located down the neighboring streets. 
Humans and D-bee are swapped and sold like cattle. 

Most of the shops, taverns, and boardin g hou ses are owned 
by non-humans and ca ter to the monster races, demons and 
supernatur al beings. The booze is strong, often toxic for human s. 
The food is predominately mea t and frequently raw (too often 
humanoid). Weapons, armor, clothing , and equipment renect 
the tastes, size and shapes of non-human monsters . Blood sport s 
are extreme ly popular; boxing, wrestling, duels, sword fights, 
animal fights, animal wrestl ing, and gladiatorial contests of all 
kinds. Many gambling halls and taverns will have a small arena 
attac hed or nearby, as well at the two, stadium sized arenas 
controll ed by the government. 

Totem poles and stone megaliths, towers and building ledges 
are scattered throughout the city, giving the loogaroo, gargoy les 
and other flying monstros ities a place to roost. 

Rama also has one of the few industria l centers in Africa. It 
is here that the Pharaoh has made the mega- damage weapons , 
armor and vehicles for his troops and to supply other kingdoms 
of monsters, bandits and pirate s. 

Stockade Street 
Stocka de street is near the center of town and run s for about 

half a mile. The street is most ly houses with a handfu l of "rep
resentative" agencies and merc hant shop s. Along both sides of 
the dirt road are hundred s of wood, stone and metal stockades, 
many stained with blood . At least a third are filled with humanoid 
criminal s for public display and chastisement. The stree t dead 
ends at the gates of the infamou s Halls of Set - Courts of 
Justice. Housed inside this garga ntuan, temple like edifi ce are 
the courts of jud ges, the offices of law enforcement (the police), 
temples and priests of Set, and a large hold ing place for prisoners 
with many interroga tion cells , and torture chambers. The Courts 
of Justice are renowned as a place of torture . 
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Not far away is one of the stadium size arenas where many 
crimin als are put to death or face life threatenin g challenge after 
challenge. The Imperial Palace , gardens and library, is a 
sprawlin g complex that covers eight city blocks, and is located 
ten miles to the south . 

The Tree of Sorrows 
Sadly an abused and tormented Tree of Life is loca ted on the 

out skirts of the city , a few miles away from the rebuilt city of 
Giza. The minion s of Pharaoh Rama-Set mistreat and batter the 
Millennium Tree so badly that it rarely fights them with its magic 
and contro l over the ley lines. It is sickly and looks like a giant 
dyin g tree cove red in scars and broken branches. Most of its 
leaves and bark have been stripp ed. Its branches destroye d by 
evil beings out of spite or turned into corru pted wands and 
weapon s. The Pharaoh has used the Millenn ium Tree to make 
corrupted magic wands, staves and potions, as· well as compo
nents in mystic expe riments and for export. 

In an effo rt to prevent further misuse of its body and magic, 
the Millennium Tree deliberate ly refuses to regene rate and hove rs 
near the point of death . There arc fewer than a dozen leaf blos
soms and less than two dozen sma ll branches suitab le for making 
wands or staves. The tree cannot com mit suicide nor can it 
complete ly stop grow ing but it has slowed the process dramati
ca lly. The Pharaoh believes the tree to be near death 's door 
wh ich pleases him desp ite los ing its magic resources. 

The tree is strictly off limits to all slaves and visitors of a 
goo d alignment. No unauthorized person nel are allowed within 
a half mile of it. Visitors not aware of this who come over to 
see the 800 foot (244 m) tall skeleton of a tree, are beaten and 
sent away. Slaves or humanoid fl.lgitives found near the tree are 
tortur ed for information (why were they at the tree ?) and either 
impri soned or exec uted ! Stral)gers to ld more than once to leave 
the area suffer the same fate. A festiva l of Set, Anubis and The 
Dead is ce lebrated by the Pharaoh and his demonic subject s 
under its lifeless branches. Pharaoh Rama -Set sees the gian t tree 
as a monum ent to chaos, death, and his indomitable power. 
Hum an slaves see it as a symbo l of their cap tivity and defeat. 
The tree's name was given to it by the millions of slaves who 
suffer under the yoke of oppress ion . The Pharaoh thoug ht it was 
a very fitting name and made it official. 

Demon guards are posted around the tree, but it has been so 
lifeless and untroubl ed for so many years (going on 20) that they 
are very care less and sleep or gamb le half the time they' re on 
duty. This allows a tiny, sec ret sect of Millennium Druid s and 
the occas ional serva nt slave to vis it the tree . These kind visitors 
seldom ask the tree for favors, but come as to visit a sick friend 
it and tell it news. Unknown to the Pharaoh and even most of 
the tree's "friends," it can grow a new leaf or wand-s ized branch 
if it wants to within 4D4 minutes. On occas ion, it gives this gift 
to deserving people of good alignme nt. In its present condition, 
it can do this only once per 72 hours. 

Game Master Note: The tree will try to help fight the Pharaoh 
and the Apoca lypse demon s if the oppo rtunity ari ses, but it is 
weak and all its M.D.C. and powers are at one-third theirn ormal 
leve l. 



Troops & Def enders of The Phoenix Empire ---
Total number of Troops: 7488, but that does not include the 
predominately supernatural citizens, priests and members o f gov
ernment who are powerful creatures of magic (and who may 
have their own minions). Nor does it include the minion s of the 
dark gods, loyal waste land bandits, or the thousands of animated 
dead that could join any fight. Pharaoh Rama-Set could add 
another seven thousand bandits and mercenar ies to his troops 
within 48 hours. Lf the Empire was under siege a militia of 
superhuman beings would form in a matter of hour s and easily 
add 20,000 to the immediate numbers of troops. Note: Space 
limitations prevent us from reprintin g each of the many monster 
races that are found at the Phoenix Empire. See Rifts Conversion 
Book for complete character information . 

Demon Troops 
The Mediterranean, like most of the Europea n cont inent, is 

domi nated by monster races and supernat ural fiend s. Pharaoh 
Rama-Set has cultivated these cutthroats to build an army and 
has created a thriving empire. The elite member s of this society 
are monsters, demon s, creatures of magic and other supernatural 
beings. All are evil or selfish creatures who see human s, D-bee s 
and all weaker life forms as playthings , slaves, worshippers or 
food stock ! 

Compared to the legions of monsters that lay claim to most 
of Europe, the forces at the Phoenix Empire are organized and 
disciplined . The more powerful and vicious creatures hold the 
highest positions of power. Many are brutal and unmerciful even 
toward their own kind and may torture or kill those who do not 
show complete obedie nce. 

This army is cons idered to be an elite force and consists 
entirely of supernatural being s. Standard equipment includes 
mega-damage body armor (JOO M .D.C .), basic equ ipment, food 
rations, an energy pulse rifle, and 104 ancient weapons of choice 
(ax, sword , etc.). 40% have heavy weapons such as rail guns 
and plasma weapons. 50% have a magic weapo n or two. These 
troops are separated into divisions of 144 each. 

Typical Division of a Legion 
Each division has 144 troops with the following breakdown: 

5% Alu 
5% Dar'o ta (succubus) 
5% Dybbuk 
5% Gallu Bulls 
5% Malignous 
5% Tautons 
5% Gurgoyles 
10% Gargoyles 
10% Shedim 
10% Others (grem lins, jinns , death weavers, hell hound s, en
tities, worms of Taut, etc.) 
15% Elementals (50% fire, 20% air, 20% earth, 10% water, but 
only a tota l of I 0% are major eleme ntals). 
20% Magots 

* High Ranking officers and comma nders are raksas has, baal
rogs, mindolars, goquas, sowkis , nightow ls, dragon s, or exper i
enced gargoyle lords or mages. 
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Typical Seek & Destroy Squad 
I or 2 Gallu Bulls 
I or 2 Shedim or Gargoyle s 
I or 2 Alu or Dybbuk 
2 Hell Hounds 
I Squad Leader: Baal-rog , or death weaver spider demon . 

Typical Reconnaissanc e Squad 
2 Lasae 
2 Alu or Shedim 
2 Dybbuk or Tautons 
2 Gargoyles or Werebeasts 
1 Squad Leader: Typically a dar'ota, sowki, dimensional ghoul , 
or raksasha. 

Typical Death Squad 
I or 2 Jinn 
I or 2 Baal-rogs 
I or 2 Dar ' ota (succubu s) 

Monster 

Sabotage Squad 
2 to 4 Grem lins 
2 to 4 Lasae 
2 Tautons or Gurgoyles 

Slave Troops ----------
This army of about 2016 is made up of barbarian slaves and 

is considered the second most expendab le. They are capable 
warriors who fight like demon s. However, 50% will try to escape 
if a genuine opport unity becomes avai lable. Most defectors will 
run for the hills as quick and as far as possible . Only five percent 
will join enemy forces to extrac t revenge against the Phoeni x 
Empire . 

The average warrior is sixth level, with the excep tion of ores 
who are typically second or third level. Standard equipment 
includes mega-damage body armor (60 M .D .C.), canteen , food 
rations, an energy pulse rifle, and I D4 ancient weapons of choice 
(ax, sword, etc.). Only 10% of the most loya l have any magic 
weapon s or items. They are separated into fourtee n divis ions of 
144 each. 

Typical Division of a Legion 
10% Troll 
10% Ogre 
30% Ore 
20% D-Bee 
10% Lizard Men of all kinds 
10% Other (manticore, harpy , wolfen , goblin s, etc .) 
5% Gia nts Uotan , gigante, & others). 
5% Minotaur 

Typical Monster Slave Squad 
I Minotaur or Giant 
1 or 2 Trolls 
I or 2 Ogres 
2 to 4 Ores 
2 or 3 Other 
1 Squad Leader: Typically a tauton , gargoyl e, gurgoy le or 
demon . 



The Legion of Ghouls 
This is an army of about 2016 and is considered to be the 

most expendable. The troops consist mainly of ghouls forced 
into military serv ice . Most of these monster s are only fair fight
ers, but all are vicious. Zombies and mummi es know no fear 
and will fight till they are destroyed or magically "turned. " The 
grave ghouls are eas ily intimidated and will retreat at the first 
sign of trouble if their leaders and the courageo us dybbuk allow 
it . The dybbuk are the most savage and merci less of these soldiers 
and love to kill other beings, especially soft human s and human
like D-bees. None of these characte rs will defect to the enemy. 

The average grave ghoul is equal to about a seco nd leve l 
warrior, while dybbuk are equal to fifth level, and zombies/m um
mies are only first leve l fighters. Standard equipment includes 
mega-damage body armor (60 M.D.'C.), canteen, food rations, 
an energy pulse rifle , and 1D4 ancient weapon s of choice (ax, 
sword, etc.). Only 20%, mostly dybbuk, are given additional 
high-tech or magic weapons. These troop s are separated into 
fourteen divisions of 144 each. 

Typical Division of a Legion 
25% Dybbuk 
50% Grave Ghou ls 
15% Mummie s 
5% Zombies 
5% Hell Hounds 

Typical Ghoul Squad 
2 Dybbuk 
2 to 4 Grave Ghouls 
2 to 4 Zombies or Mummie s 
2 Hell Hounds on leashes contro lled by the dybbuk. 
I Squad Leader: Typically a dybbuk, dar'ota, gargoy le, or di
mensional ghou l. 

The Legion of Worms 
The Phoenix Empire's least human troop s are Pharaoh Rama 

Set's Legion of Worm s, composed entirely of the demonic 
Worm s of Taut. The semi- intelligent serpen t beast directs and 
more or less contro ls the more anima l-like nippers, fire wonns 
and tri-fang. Only high ranking officers are somethi ng other than 
wom1s. The comma nder s of the three legions are: Blood Fang 
a 7th leve l za, Kilmore an 8th level Troll and a dragon, a 10th 
leve l serpent of the wind. The worm s get incredibly caught up 
in a blood frenzy and attack/k ill everyth ing they encou nter and 
fight to the death! Only the serpent beast will ex hibit some 
measure of self-control. 

Typical Division of a Legion 
15% Serpent Beasts 
25% Tri-Fang 
25% Nippers 
25% Fire Worms 
10% Blow Worms 

A Typical Worm Squad 
2 Serpent Beasts 
2 Tri-Fangs 
2 to 4 Nipper s and/or Fire worms 
I Squad Leader: Typically a tauton , gargoyle, gurgoy le or 
demon. 
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The Legion of the Dead 
Pharaoh Rama-Set, the Gods of Taut, Death and certain de

mons can also raise the dead and send a legion of animat ed 
skeletons, mummies and zombies onto the battlefield . One com
mon tactic is to animate the fallen bodies of the enemy to attack 
their ow n people . 

The Weapons of 
the Phoenix Empire 
Phoenix Power Armor 

The Phoenix power armor is a modified version of the K-Uni 
versal light power armor . The K-Univ ersal is a mass market 
version of the Kittani Man ling armor. The armor has been purch 
ased from the Splugorth of Atlanti s and the city of Rama has a 
manufa ctu ring facility (built by the Minion s of Splynncryth) that 
produce s 72 unit s a month , along with spare parts and sand 
skimme rs. 

The armor is not quite as powerfu l as the Manlin g armor but 
is a good, reliable combat armor. It is a light weight env ironmen
tal suit designed for comfort and extreme mobility . The suits 
come in a var iety of sizes to accommodate ogres, troll s, and 
gurgoy les among others. It can be fitted with a detachable jet 
pack that provid es limited, low altitude flight. How ever, the jet 
pack is not designed for prolonged flying, but is meant for jet 
boosted power leaps and short flight s of 30 minute s or less. 

Note: Human size minion s may use the T-21 Ter rain Hopp er 
or virtually any type of body armor availab le to them. 

Phoenix Power Armor 
(Modified K-Universal Power Armor) 
Model Type: l(jttani UPA 
Class: Light Strateg ic Enviro nmenta l Exo-Ske leto n 
Crew: One 
M.D.C. by Location: 

Rear Jet Pack ( I , optiona l) - 50 
Sho ulders (2) - 90 each 
Legs (2) - I 00 each 
Shield ( I , optional) - 150 
*Head - 80 
**Main Body - 200 
* Destroying the head/he lmet has a 1-70 % chance of knock

ing the pilot uncons cious. If conscious, the pilot has two 
problem s, one, no power armor combat bonu ses to strike, 
parry, and dodge , and two , the human head is now vulnerab le 
to attack. Note: The head is a small and diffi cult target to 
hit (shielded by exhaust tube s). Thus, it can only be hit when 
a character makes a called shot and eve n then the attacke r is 
- 3 to strike. 

**Dep leting the M.D .C. of the main body will shut the 
am1or down comp letely, making it useless. Note: Destroy ing 
the jet pack will make flight and power jump s/leaps impossi
ble. 

Speed 
Running: 40 mph (64 km) maximum or leap runnin g at 170 
mph (272 km - described under power jumping) . Note that 



the act of running does tire out its operator, but at a fatigue 
rate 20% less than normal , thanks to the robot exo-ske leton . 
Leaping: The optional jet pack enables the power armor to 
leap a height of approximately 50 feet (15 m) or 300 feet 
(9 1.5 m) in a power jump. 
Power Jumping and travel: Getting a running start will enab le 
the individual to leap up to 300 feet (9 1.5 m) up or lengthwi se. 
The height o f the leap is controlled by the pilot. 

By leaping, landing, continu ing to run a few dozen yards/ 
meters, and power leaping again, the operator can atta in and 
maintain , an impress ive ground speed of 170 mph (272 km), 
even through light forest (speed should be reduced 40% 
through dense vegetat ion or hazardous terrain to avo id acc i
dents). Directional contro l is nearly total, but engag ing the 
jet pack to avoid a collision or bad landing may slow one's 
speed . Also the flight capabilities enab le the pilot to stop in 
mid-air if necessary. 
~: The rocket propul sion system enables the armor to 
hover stationary up to 300 feet (9 1.5 m) or fly at a maximum 
speed of 100 mph ( 160 km). 
Flying Range: The nuclear power pack gives the armor a 
decade of life. It is the jet rockets getti ng too hot and needing 
to cool down that the over heating prob lem arises. A half 
hour of constant flying is the maximum before the jets overheat 
and automatica lly shut down . Remember , traveling by power 
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jump s can be maintain ed for an unlimit ed number of hours 
at 170 mph . 

Statistical Data 
Height: 8 to 15 feet (2.4 to 4 .6 m) 
Width: 4.4 to 6 feet ( 1.34 to I. 8 m) 
Length: About 3 to 6 feet (0 .9 to 1.8 m) 
Weight: Typica lly 300 lbs ( 135 kg) with jet pack . 
Physical Strength : Equa l to P.S . 30. 
Cargo: None 
Power System: Nuclear , average life is 10 years. 
Specia l Senso rs and Optics: The helmet is equipped with full 

opt ica l systems, including laser targeting, telescopi c, passive 
night vision (light amplification) , thermo-imaging , infrared , 
ultraviolet , and polari zation . Plus all other features common 
to all power armor. 

Sensor Bonu ses: + I to strike is applicable to .long range weapon 
combat only. Hand to hand : + 1 to parry and podge, automat
ically + 2 to dodge whi le traveling by means of power jump s . 
See Power Armor Combat Training in the Robot Combat 
section for other bonuses. 

Weapon Systems: None . The weare r must arm himself with a 
hand-held energy weapon . 

Market Price: 1.4 million credits for a new, undama ged , full 
powe red suit complete with jet pack (1 .3 million without the 
jet pack). Good availability only at the Phoenix Empire and 
the city of Splynn in Atlanti s. 

Phoenix Sand Skimmer 
& Sand Crawler 

The sand skimmer and sand craw ler are both the product of 
technology stolen by the Pharaoh (One rumor suggests that it 
was a pre-rifts Triax design, another that it was a pre-rifts Israeli 
war machine , while other rumors claim they are from another 
dimens ion). He refuses to share the technolo gy with any allies, 
although he has sold to or supplied bandit s and pirat es with 
several hundreds of the vehicles. Of course this means they have 



fallen into the hands of Atlantean and Mediterranean knock-off 
artists who are developing their own versions. Lord Splynncryth 
is already selling them in another dimension. 

The most important features of these vehicles are their shield
ing, and resistance to blowing sand. Most conventional vehicle s 
have problems with desert sand and tiny particle s clogging the 
engine and joint s, especia lly from sand and dust storms. These 
two vehicles have the truly unique feature of having thousands 
of tiny robots, the size of mites or lice, that constantly clean 
and protect vulnerable sections of the vehicle , as well as some 
unique shieldin g designs. The tiny bots sound like the lost nano
technology of Earth before the Coming of the Rift s and would 
seem to support the -speculation that the vehicles are pre-rifts in 
origin. 

The Phoenix Sand Skimmer · 
Model Type: A TV 
Class: Hover Jet Vehicle 
Crew: One pilot and two passengers 
M.D.C. by Location: 

*Weapon Arm (I) - 30 
*Extendab le Utility Arm ( I) - 20 
*Forward Air foils (2) - 50 each 
Rear Wings (2) - 80 each 
*Top Sensor Head ( I) - 20 
*Rotating Hover Jet Drums (2) - I 00 each 
*Directiona l Thrusters (8) - 10 each 
Pilot & Crew Compartme nt - 50 
** Main Body - 250 

* The single aster isk denotes tiny and/or difficult targets 
to hjt. The attacker must make a called shot to hit them and 
even then is - 3 to str ike. 

**Depleting the M.D.C. of the main body destroys the 
vehicle. 

Statistical Data 
Flying Stats: Hover stat ionary or fly ~t speed~ ~p ~o 660 mph 
(1063 km), just under Mach one! Maximum ce1hng 1s 1000 feet 
(305 m). 
Height: 10 feet (3 m) 
Width: 15 feet (4.6 m) 
Length: 24 feet (7.3 m) 
Weight: 8 tons 
Physical Strength of Utility Arm: Equal to a P .S. 30 
Cargo: A smaJI 4x4 foot (l.2X 1.2 m) area. 
Power System: Nuclear, average energy life is 10 years. 
Market Price: 6.5 million cred its. Good availability on ly at the 

Phoenix Empire and the city of Splynn in Atlantis. 

Weapon Systems 
1. Pulse Cannon (1, right arm): This is a high-powered laser 

pulse cannon with unparalleled range and power. The weapon 
is hooked directly to the vehicle's power supp ly, eliminating 
the need of an external power pack. 

Primary Purpose: Assault 
Secondary Purpose: Defense 
Weight: Built into the power armor. 
Mega-Damage: ID4 x 10 M.D. per multiple energy pulse or 
2D6 M.D. per single shot. 
Rate of Fire: Equa l to number of combined hand to hand attacks 
(usually 4-6). 
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Maximum Effective Range: 4000 feet ( 1200 m) 
Payload: Effectively un limited . 

2. Concealed Mini-Missile Launcher: A small mini-missile 
launcher, holding two (2) mini -missiles , is mounted above 
the right shoulder. 

Primary Purpose: Anti-A ircraft 
Secondary Purpose: Defense 
Missile Type: Any mini-missile can be used , but standard issue 
is armor piercing (ID4 x 10 M .D.) or plasma (I D6 x IO). Frag
mentation will be used for anti -personnel operation s. 
Mega-Dama ge: Varies with missile type. 
Range: Usually about a mile . 
Rate of Fire: One or two. 
Payload: Two 
3. Hand to Hand Combat: Rather than use a weapon, the 

operator of the vehicle can engage in mega-damage hand to 
hand combat using the utility arm or weapon arm to hit an 
opponent. 

Restrained Punch 3D6 S.D.C. damage 
Full Strength Punch ID4 M .D. 
Power Punch 2D4 M .D., but counts as two attacks 
Body Block/Ram 4D6 M.D ., plus a 1-85% likelihood of 

knocking one ' s opponent down (victim loses two melee at
tacks and initiative). Counts as two attacks. 

Combat Bonuses: Highly maneuverab le, + 5% on piloting skill . 
One additional attack per melee , + 3 on initiati ve, + 3 to strike, 
+6 to dodge. 
4. Sensor System Note: Basic jet and robot systems commo n 

to most robot vehicles . 

The Phoenix Sand Crawler ----
Model Type: A TV 
Class: Hover Vehicle 
Crew: One pilot and two passengers 
M.D.C. by Location: 

*Extenda ble Utility Arm (I) - 10 
*Weapon Arm (I, right side) - 50 
*Secondary Weapon Appendage ( I , left) - 30 
Crawling & Digging appendage (I , large) - 80 
*Forward Sensor Head ( I, large) - 50 
*Rotat ing Hover Jet Drum ( I , undercarriage) - 100 
Main Thrusters (2, shou lder plates) - I 00 each 
*Directio nal Thrusters (6) - IO each 
Pilot & Crew Compartme nt - 80 
** Main Body - 280 

* The single aster isk denotes tiny and/or difficult targets 
to hit. The attacker must make a called shot to hit them and 
even then is - 3 to strike. 

**Dep leting the M.D.C. of the main body destroys the 
vehicle. 

Statistical Data 
Flying Stats: Hover statio nary or fly two feet (0.6 m) above the 

surface of the ground . Maximum flying speed 180 mph (290 
km). Maximum height is JO feet (3 m) above the ground but 
to maintain that height the vehicle' s speed is reduced by half . 
Travelling at two feet above the grou nd makes the craft invis
ible to most radar syste ms (85%). 



The vehicle can also pull itself along the ground by using 
its larger claw-like appendage and directiona l thrusters. The 
primary purpo se of the claw appe ndage is to dig and bury 
itself in the sand or loose soil. The buried vehicle is invisible 
to radar , infrared , heat and most other detection system s. 

Height: IO feet (3 m) standin g on its legs, about half as tall as a jet. 
Width : 12 feet (3.6 m) 
Length: 15 feet (4.6 m) 
Weight: 1.5 tons 
Physical Strength of Claw: Equa l to a P.S. 40 
Cargo: A small 4 X4 foot {l.2X 1.2 m) area. 

Power System: Nuclear, average energy life is lO years. 
Market Price: Two million credit s. Good ava ilabi lity only at the 

Phoenix Empire and the city of Splynn in Atlantis. 

Weapon Systems 
1. Double-Barrel Pulse Cannon (1, right arm): This is a 

high-powered laser pulse cannon with unparalleled range and 
power. The weapon is hooked directly to the vehicle 's power 
supply , eliminatin g the need of an extern al power pack. 

Primary Purpose: Assault 
Secondary Purpose: Defense 
Weight: Built into the vehicle . 
Mega -Damage: I D4 x IO M.D. per one multi-pulse energy blast 
or 2D4 x 10 M.D. per double barrel pulse. 
Rate of Fire: Equal to number of comb ined hand to hand attacks 
(usually 4-6). 
Maximum Effec tive Range: 4000 feet ( 1200 m) 
Payload: Effec tively unlimit ed . 
2. Dual Light Lasers & Ion Blaster: The left weapon appendage 

has three weapon ports. Two are lasers that can be fired 
simultan eously or individually. The third , bottom mounted 
weapon port is a powerful , short range ion blaster . All face 
forward but can be angled up and down 90 degrees. Point 
and shoot. 

Primary Purpose: Defense 
Mega-Da mage: Lasers: 2D6 per single blast, 4D6 per double 
shot (counts as one melee attack). Ion blaster: 6D6 per blast . 
Rate of Fire: Equal to the pilot 's hand to hand . 
Maximum Effective Range: Lasers 2000 feet (610 m), ion blaste r 
1000 feet (305 m). 
Payload: Effec tive ly unlimited . 
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3. Hand to Hand Combat: Rath er than use a weapon , the 
operator of the vehic le can engage in mega-da mage hand to 
hand combat. 

Claw Strike ID6 M .D . 
Body Block/Ram 2D6 M .D. , plus a 1-50% likelihood of 

knocking one's opponent dow n (vic tim loses two melee at
tacks and initiative). Counts as two attacks. 

Combat Bonuses: Highly maneuverable ; + I on initiative, + 1 
to strike , + 3 to dodge, and prowl 50%. 

4. Sensor System Note: The vehicle has seismic sensors which 
are used when the vehicle is buri ed to monitor surface move
ment and earth tremors. It has a full optica l syste m, including 
laser target ing, telescopic, passive night vi sion (light amplifi
cation) , thermo-imaging , infrar ed , ultravi olet , and polariza
tion . Plus long range directional radar, dosimeter and distress 
signaler. 

Robot Spy Wing - -- -----
The spy wing is effec tively a flying camera that transm its 

eve rything it sees back to a video and sound rece iver, typically 
a nearby base, vehicle or portab le unit. Transmission range is 
100 mile s ( 160 km) . It has no weapons. The bot is piloted by 
remote control ; the pilot sees every thing the wing sees and can 
respond accordingly. 



Robot Spy Wing 
Model Type: Phoenix Empire 
Class: Robot Hover Unit 
Crew: None, drone. 

M.D.C. by Location: 
Wings (2) - 10 each 
Main Jet Thrusters ( I , rear) - I 0 
** Main Body - 40 
**Depleting the M .D .C. of the main body destroys the bot. 

Statistical Data · 
Flying Speed: Hover stationary or fly at speeds up to 140 mph 

(224 km). Minimum hover height is two feet (0 .6 m) to a 
maximum height of 1000 feet (305 m). 

Height: Three feet (0. 9 m), including fin. 
Width: 6 feet ( I. 8 m) 
Length: 4 feet ( 1.2 m) 
Weight: 90 lbs (40 .8 kg) 
Power System: Conventional gas or nuclear (two year life). 
Market Price: 40 ,000 credits for a conventional power system 

or 500,000 credits with a nuclear battery. Good availability 
only in the Phoenix Empire. 

Weapons of Note --------
The warriors, mercenaries and bandit s of the Phoenix Empire 

and parts of Africa can use ju st about any type of weapon avail
able to them. Some are stolen, others are knock-off des igns from 
other nations. The most common items are Triax and Kittani 
items. Atlantis sells thousands ofKittani weapons to the Phoenix 
Empire. The Empire has the capability to repair weapons and 
recharge energy clips but not manufacture them. The following 
items are reprinted from Rifts World Book Two: Atlantis . 

K-4 Laser Pulse Rifle 
A knock-off of the latest design from Wilk's Laser Industries 

Inc. The K-4 is a rapid-fire pulse rifle that has the trademark 
features of all of Wilk 's high quality weapons; sleek , light
weight , black plastic and ceramic construction , long-distance 
firing range, and reliability in the field. 
Weight: 4 lbs ( 1.8 kg) 
Mega-Damage: 3D6+ 6 M .D . per single shot, or ID6x 10+ 6 

per multiple pulse burst (three simultaneous shots). 
Rate of Fire: Standard , see Modem Weapon Proficiency Section . 

Effec tive Range: 3000 feet (9 10 m) 
Payload: 30 shots standard long E-Clip . 
Bonus to Strike: + I to strike on an aimed shot. 
Market Price: 75, 000 credits. 

K-30 Ion Pulse Rifle 
A devastating close range weapon. It is a dependable light

weight weapon with the benefit of rapid-fire bursts and greater 
damage. 
Weight: 7 lbs (3 kg) 
Mega-Damage: 4D6 M.D. per single shot , or ID6X 10+6 per 
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multip le pulse burst (three simultaneous shots, but - 2 to 
strike). 

Rate of Fire: Standard , see Modem Weapon Proficiency Section. 
Maximum Effective Range: 1000 feet (305 m) 
Payload: 15 shots short E-Clip or 30 shots long E-Clip. 
Market Price: 45,000 credits. 

KEP-Special Energy Pump Pistol 
The KEP Special is a short range ion blaster that works like 

a sawed-off shotgun, with pump action . The range is short but 
the damage is impressive. 
Weight: 4 lbs ( 1.8 kg) 
Mega-Damage: 5D6 M.D. 
Rate of Fire: Equal to the user' s number of hand to hand attacks 

(each pump action counts as a melee attack). 
Maximum Effective Range: 200 feet (6 1 m) 
Payload: 10 blasts from a short clip or 20 from a long. 
Market Price: 26,000 credits. 

K-E4 Plasma Ejector 
A heavy energy weapon inspired by des igns from the people 

at Northern Gun . Like most of their weapons, the K-E4 is a bit 
heavy and has minimum range capability. Comes equipped with 
telescopic sight; can be fitted with any optic system . 
Weight: 12 lbs (5.4 kg) 
Mega-Damage : 6D6 M .D. 
Rate of Fire: Standard , see Modern Wea pon Proficie ncy Sect ion. 
Maximum Effective Range: 2000 feet (6 10 m) 
Payload: 20 shots standard cl ip or 30 shots long E-Clip . 
Market Price: 60 ,000 credits. Good availability. 

K-500 Rail Gun 
A light rail gun similar to the Triax borg gun. As usual, it is 

a comparatively lightweight , portable weapon des igned for use 
by borgs and other creatures with a strength of 24 (or higher) 
and a high physical endurance (or made of steel and hydraulics). 
It can also be used as a machinegun mounted on a tripod. The 
K-500 comes equipped with a telescopic, nightvision scope and 
laser targeting system ( + I to strike). 

Weight: Gun: 80 lbs (36.3 kg), Power Pack: 30 lbs (13.6 kg), 
One Ammo-Belt: 25 lbs ( 11 kg), Case of six belts: 150 lbs 
(67.5 kg). 

Mega-Damage: A Burst is 30 rounds and inflicts 6D6 M.D ., 
one round does I D4 M. D. 

Rate of Fire: Standard , see Modem Weapon Proficie ncy Section. 
Maximum Effective Range: 4000 feet (1200 m) 
Payload: As a machinegun: 390 round belt (13 full 6D6 bursts). 

Or can be fitted with the mini-clip which contains 90 rounds 
(3 full bursts) . Each mini-clip weighs 33 lbs ( 14.9 kg). 

Market Price: 155, 000 credits. Fair availability. 

Kittani Plasma Axe 
An energy weapon used for close in combat orig inally de

signed for use with Kittani power armor. This is a man-size 
version of the giant weapon and can be used as a bludgeon or 
energized to slice through mega-damage structures like a hot 
knife through butter. It can also fire a short range burst of plasma. 
Unlike the power ann or version , this weapon draws its power 
from an E-clip. 



Primary Purpose: Assault 
Weight: 10 lbs (4.5 kg) 
Mega-Damage: 3D6 M.D. per axe strikeo r6D6 M.D. per plasma 

blast. Each blast drains IO minutes from the power supply. 
3D6 S.D.C. damage when not energized. 

Rate of Fire: Equal to the number of hand to hand attacks of user. 
Maximum Effective Range: Close combat or plasma blast of 

100 ft (30.5 m). 
Payload: 60 minutes or less per clip, depending on the number 

of plasma blasts fired. A maximum of six plasma blasts. 
Market Price: 32,000 credits; good availability in Atlantis. 

Kittani Plasma .Sword 
A sword that radiates plasma energy like the Kittani axe. 

Primary Purpose: Assault 
Weight: 3 lbs (1.35 kg) 

Pharaoh Rama-Set 
The Pharaoh is quite insane. He is a necromancer and master 

of tattoo magic. Publicly, he usually appears as a muscular 
human dressed in ancient Egyptian garb. He finds the human 
form pleasing because it represents his source of enlightenment. 
He also finds the gesture ironic since the "human" Pharaoh rules 
a country of monsters and human beings are his slaves. However, 
everybody in his court and most of his subjects know that he is 
really a powerful Chiang-Ku dragon. He is always accompanied 
by 2D4 mummies and/or I D4 of his advisors. His most trusted 
advisor. is Hass Uyban, a I 0th level raksasha of considerable 
power. Another trusted advisor is Mbau Ngbuto, a 9th level 
witch and psychic with clairvoyant powers. 

He is obsessed with causing chaos, mass suffering and death. 
For these reasons he worships the supernatural being men know 
as Set, a god that the Ancient Egyptians regarded as the Ultimate 
Evil. He also worships Anubis, Lord of the Dead. Pharaoh 
Rama-Set is so dedicated to creating chaos and death that he 
has become Set and Anubis' favorite agent of doom. This means 
that the dark gods smile favorably upon Rama-Set and provide 
him with their aid whenever it is reasonable to do so. 

The influences of Pharaoh Rama-Set are most obvious at the 
Phoenix Empire and surrounding territories, but he has evil ten
drils in many places. He enjoys fueling the fires of hatred and 
chaos in volatile parts of the world. He is constantly agitating 
monsters who live in the Mediterranean to attack human and 
D-bee settlements or rival kingdoms. He offers sanctuary to 
criminals and assassins and welcomes members of death cults 
and subversive organizations. Pharaoh Rama-Set often supplies 
both sides of a conflict; rival tribes, competing bandits, pirates 
and kingdoms. Food, weapons, ammunition, body armor, equip
ment, information and bedlam are his stock and trade. To top 
it off, most of these brigands feel indebted to him and will gladly 
fight at his side. Many also offer him tribute in the way of 
slaves, booty and information. With time, many of these factions 
are likely to jo in the Phoenix Empire. This activity is admired 
and encouraged by Set. 

Set and his pantheon have been attracted to Earth , in part, 
due to the diabolical efforts of Rama-Set. They are impressed 
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Mega-Damage: 2D6 M.D. per sword strike or 4D6 M.D. per 
plasma blast. Each blast drains 10 minutes from the power 
supply . Or 2D6+ 2 S.D.C. damage when not energized. 

Rate of Fire: Equal to the number of hand to hand attacks of user . 
Maximum Effective Range: Close combat or plasma blast of 

100 ft (30.5 m). 
Payload: 60 minutes or less per clip, depending on the number 

of plasma blasts fired. A maximum of six plasma blasts. 
Market Price: 28,000 credits; good availability in Atlantis. 

Kittani Class Two Combat Shield 
The shield can be used to block and parry physical and energy 

blasts. Each successful parry with the shield means it suffers 
half the normal damage. Note that parrying fast flying energy 
blasts with the shield is possible, but is -4 to parry. 
M.D.C.: 120 
Market Price: 30,000 credits. Fair availability. 

by the Pharaoh's power base in the way of followers, military 
and resources. They are equally impressed by his guile and 
cunning. Set finds Earth intriguing, with hundreds of oppor
tunities and fun distractions. One especially tantalizing distrac
tion is the conflict in Germany. Set is considering seizing control 
of the Gargoyle Empire in Europe and escalating the war with 
the New German Republic (NGR). He is encouraging the 
Pharaoh to spy on both factions, even though they are quietly 
helping the gargoyles. The Gods of Darkness are also apprecia
tive of Rama-Set for successfully establishing numerous death 
cults throughout the Phoenix Empire and the Mediterranean. 
Cults that worship Set and his vile pantheon also gives the gods 
a power base on Earth. 

The History of Rama-Set 
Rama-Set came to Earth 8000 years ago during its second 

magic epoch (this is Earth's third and greatest epoch of magic). 
He was known then as Lo Li . He had walked the shores of 
ancient Atlantis and Europe before settling in China with many 
other Chiang-Ku, one of whom was Lo Fung. He and a few 
other Chiang-ku, liked Earth so much that when the mystic 
energy began to ebb they stayed disguised as humans. Over the 
centuries, he and Lo Fung became casual friends. They would 
spend months together talking and exchanging observations, 
ideology and mystic secrets, then part company for decades, 
sometimes centuries. Lo Fung first noticed something changing 
in Lo Li, around the 10th Century of Man. He seemed increas
ingly melancholy and negative, talking of war and death. Lo Li 
disappeared completely around the 17th Century of Man and did 
not resurface till after the second World War. Lo Fung had 
discounted rumors that his friend was involved with the Nazi 
party as one of Hitler's psychic advisors, but when Lo Li reap
peared in the winter of 1945 he was a very different person. 

Lo Li spoke only of war , genocide, and war machines. He 
was excited and pleased to share his revelation that "from chaos 
comes enlightenment". He called his revelation, "The light of 
the atomic age." Lo Li seemed almost giddy with excitement. 
He insisted that humankind gained true enlightenment and great 
advancement only through war and chaos. He described the wars 
of the last millennium and each advancement that came from 
them. He marvelled at the incredible technology that erupted 
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between the first and second World Wars. He insisted that was 
the primal lust to destroy and conquer that plunged nearly the 
entire world into the chaos of World War II. From that chaos 
was born enlightenment , knowledge and incred ible technologica l 
advancement. 

The atomic bomb, he said, was only the beginning of a new 
age of chaos and enlightenment. He spec ulated about what great
ness humans would accomp lish now that the entire world teetered 
at the edge of sweet oblivion. He accurately predicted many of 
the locations of future wars and some of the things man would 
accomplis h because of them. Lo Li rejected any arguments to 
the contrary . He had seen the light and it was chaos. The two 
would not see much .of each other after that. Lo Fung noted that 
each time they met, Lo Li seemed a little bit more ext reme ... 
cruel and ... dare he say it, mad. 

Lo Li became a voyeur of violence. He was mesmerized by 
war, genocide, mass murder, serial killings and civil unrest. He 
studied the causes of conflicts and what effec ts they had on the 
people. By the 2 1st Century of Man, he was deliriously happy 
with the state of the world. Human augmentation through chem
icals, cybernetics, robotics, and bio-genetic engineering all glori
ously leading the way to war and a new age of enlightenme nt. 

Lo Fung alerted him to the alarming swe ll of energy in the 
ley lines. As the 22nd Century of Man drew nearer , his friend 
warned him about visions he and other psychics were having 
that warned of a great disaster . Lo Li 's psychics pinpointed the 
exact moment of disaster and predicted the mass destruction of 
billions. The two dragons joined forces to survive the approac h
ing holocau st. Together they witnessed the erupt ion of the ley 
lines and together they survived. 

It was the carnage of the Great Catac lysm that pushed Lo Li 
completely into the abyss of madness. Lo Li revelled in the 
beauty of the destruction . Magnificent chaos of a magnitude he 
had never imagined possible. In its wake , Earth was transformed 
into a world of pure chaos. He was moved to tears. Lo Fung 
saw only tragedy, devastation, suffering and the horror brought 
by the Cataclysm. Lo Li knew at that moment that Lo Fung was 
his enemy and that some day in the tumultuous future, they will 
fight to the death . 

Lo Li disappeared into the wilderness to meditate and become 
more enlightened. When he resurfaced his imagination was ex
panded . He believe s the Earth is the means to spread chaos 
through the Megaverse . The rifts to a thousand different worlds 
are his doorway of opportu nity - all he needs is to strike the 
right match at the right time to ignite the flames of chaos through
out the Megaver se. Eve n he can not envision what incredible 
advancement and enl ightenment might result from the destruction 
of a thousand worlds. All he knows is that he must make it 
happen . 

To accomplish his mad dream of multi-dimen sional armaged
don, he has successfu lly summoned the Four Horsemen of the 
Apocalypse! Unfortunate ly, his plans have gone awry. Rather 
than the Four Horsemen appearing together at the Giza rift, they 
have all been flung to distant comers of Africa . All Rama-Set 
can do is wait. When he knows where one of the Apocalypse 
demons is , he ' ll send a powerful minion or troops to help its 
progress to Egypt. However, the malevolent creat ures will strike 
these forces down as they would any other, thus they must work 
from a safe distance away and let the monsters of destruction 
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make their own way to Giza. Only Pharaoh Rama-Set and the 
Gods of Darkness will be spared by these monsters. 

To help facilitate their success ful trek , the Pharaoh h~s dis
patched squads of his minions to locate the Four Horsemen and 
to strike down any who raise their hand against them. He has 
also learned about the Gathering of Heroes and has sent out 
demonic agents to seek out these self proclaimed "heroes" and 
to capt ure or destroy them. He has already enjoyed some limited 
success in this area. He has also alerted bounty hunters, bandits 
and pirates to be on the lookout for suspicious characters. A 
reward of I 00,000 credits has been offered for the heads of the 
recog nized rebe ls and knights, 500,000 credits for the head of 
Fang-Lo, and one million for the head of Abkii the Defiant. 

Pharaoh Rama-Set 
True Name: Tor Li , also known as Lo Li. 
Alignment: Diabolic 
Attributes (adult): I.Q .: 25, M.E.: 2 1, M.A.: 26, P.S.: 26, 
P .P.: 20, P .E.: 21, P.8.: 10, Spd .: 20; attr ibutes are conside red 
to be supe rnatural. 
M.D.C. /Hit Points (adult): 1300 whe n in human form or 2300 

when transforn1ed into his natura l dragon form. 
Horror Factor: 14 
P.P.E.: 900 adult 
Level of Experience: A 12th leve l tattoo master and a 7th level 

necroma ncer! 
Natural Abilities: Imperv ious to poison , toxins, drugs, and 

gases, nightvision 90 ft (27 .4 m), see the invisible, fire and 
cold resista nt (does half damage) and can bio-regenerat e 
1 D6 x 5 M.D. points every five minutes. 

Metamorphosis: The power of metamorphosis is another natural 
abi lity common to all chiang-ku. Even as a hatchling, the 
dragon is a shape changer supreme, able to comp letely alter 
its physical shape to look like any living animal , from human 
being to raven , and can even turn. into mist. Unlike its kin , 
there are few limitat ions other than the inability to metamor 
phosis into inanimate objec ts or insects. The minimum size 
of the transformed body is the size of a cat and the maximum 
size can not exceed its own. 

The transformation lasts indefinitely- weeks, months, or 
years. Eve n when rendered unconscious or sleeping, the 
Chiang-k u reta ins its false shape. Only coma or death wi ll 
transform the dragon into its true serpentine body. Of course 
the Chiang-ku can alter its shape any time it conscious ly 
desires to do so. The dragon's shape-changing prowe ss is so 
great that it can try to copy/imitate a particular person or a 
specific anim_al (pet , watchdog, etc.) at a skill proficiency of 
I 0% at level one + 5% per each additional leve l of exper ience. 
Note: Regardless of his shape, a dragon is a dragon, with all 
its natural power s and abilities. So a hatchling metamorphed 
to look like a goat can still ta.Ik, cast spells, and kick with 
the strengt h of a dragon . The metamorphosis does not instill 
any of the abilities of the animal or person the dragon is 
imitating. 

Psiooic Powers: Major psionic with the following powers : Alter 
aura, death trance, ectop lasm, levitation , telekine sis, summon 
inner strength and mind block. I.S.P.: 70. 



Magic Knowledge: A full understand ing of magic, complete 
knowledge of tattoo magic and the creation of the Elixir of 
Powe r and Dece it. He is also a 7th leve l nec romancer. 

Magic Tattoos: As a Chiang-Ku Tattoo Master , Pharaoh 
Rama-Se t has the M arks of Heritage plu s the following: 
Powe r Tatt oos: 
Chain encircling a sku ll ( + 3 to save vs psionics) 
Eye of knowledge (can speak all languages) 
Eye of mystic know ledge (read all magic symbols and runes) 
Heart with large wings (fly at 130 mph/208 km) 
Phoenix rising from flames (super hea ling & resurrec tion) 
Skull with bat wings (animat e dead same as the spell) 
Weapon, Animal, & Monster Tatt oos 
Anim al: Vulture , 
Animal: Lion 
Animal: Elephant (which he ca n ride) 
Monster: Tri-Fa ng, Worm of Taul 
Monster: Moke le-mbembe/E rythru suchus 
Simp le Weapon: Silver kni fe ( ID4 S. D.C.) 
Simp le Weapon: Wooden cross 
Magic Wea pon : Flaming broadsword cove red in flames and 
a co iled snake (2D6 M.D. to most creatures, but 6D6 M .D. 
to drago ns and mega-damage serpents and reptiles). 
Magic Weapon: Flam ing knife cove red in flames and a coiled 
snake (ID6 M .D. to ordinary opponents, but 3D6 M .D. to 
dragons). 

Bonuses from the Tattoos of Masters: + I to save vs a ll magic, 
+2 to save vs horror factor, +2 P.E. attribu te points, and 
recove r P .P.E. twice as quick ly as normal. 

Combat abilities: Hand to hand: expert. 
Combat/Attacks Per Melee (adult): Five by hand to hand co m

bat or tattoo magic or psionics. 
Bonuses (adult): + 5 strike, + 6 parry , + 6 dodge, + 6 dam age, 

+ 4 to roll/pull punch , critical strike on unmod ified 18-20 
and pa ired weapons. + 1 save vs psionics , + 3 to save vs 
spe ll and illusionary magic, + I to save vs circle magic and 
+ 4 to save vs horror factor. 

R.C.C. Skills (includes I.Q bonus of + 11 %): Disguise 96%, 
escape 98%, forgery 9 1 %, intelligence 87%, bas ic math, and 
land navigation , wilderness survival, holi stic medicine, fae rie 
lore, demon & monster lore, all at 98%. W .P. knife, W .P. 
sword, W .P. blunt, W.P. energy pisto l and energy rifle. 

Human Appearanc e: A muscular hum an with black hair , gree n 
eyes and sinister smile. He stands six feet, four inches tall 
(1.93 m) and wears the traditional garb of the Pharaoh . 

Special vehicles: Sand skimmer. 
Weapons: Nothing spec ial , tends to rely on magic. 
Body Armor: None 

Money: Rama-Se t has a personal fortune worth J 00 milli on 
credits. As Pharao h he ca n lay his hands on ten billion credits 
and has the resources of his Empire at his disposa l. 

Alliances & Allies: Set and the Pantheon of Taut, Lord 
Splynncry th, Sunaj assass ins, Blood druid s and many death 
cults, priests of Set and the other dark gods, demo ns and 
many ev il characte rs. Not to mention the Four Horsemen of 
the Apoca lypse. 

Note : Rama-Se t is a master of disguise (metamo rphosis and alter 
aura). He is an exce llent strateg ist and tactician , alert , cunnin g, 
quick thinkin g, resourceful , merciless, dead ly and a masterful 
liar. He's beco me craz ier, mea ner and more maniacal with every 
pass ing year! 
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The Gathering of Heroes-----
Non-Player Characters of Note 

Katrina Sun - Line Walker & 
Worshipper of the Gods of Light 

This beautiful warrior woman (P .B. 27) is rea lly Isis disguised 
as a human via magi_c metamorphosis. Set learned of her disguise 
and has infected her with an experiment al bio-wizard microbe. 
The virus has been developed to impair and fight gods (harmless 
to lesser supernatural beings and alien intelligences). It was 
created by one of Set 's Splugorth allies (Splynncryth doesn' t 
know anything about it). He has toyed with the notion of killing 
Isis while she is in a weakened and confused state, but has 
decided not to. Instead, he hopes she and the other "heroes" 
will fail to stop the Apoca lypse demons and that her fa ilure and 
the resulting deaths of millions of innocent people will haunt 
her forever - perhaps even drive her insane! A far sweete r 
revenge than simple murder. 

The damage of the microbe 
The microbe has affected Isis' memory, causing her to forget 

that she is rea lly the warrior goddess! lnstead , she believes that 
she is Katrina Sun, a powerf ul human ley line walker. This 
means Katrina can only cast spe ll magic. The use of diabo lism 
and stone magic is not poss ible. 

However, Katrina will automatical ly recognize and identify 
magic wards, symbols and circles. She can also read magic runes 
and will instinctive ly know about the dangers and powers of 
stone pyrami ds and stone masters. This knowledge only surfaces 
when she is directly confronted by these things. She is as 
genuinely surprised by her subconscious knowledge as anybody 
else. As time goes on, her mega-damage body and superhum an 
attributes will also beco me evident , but the poor woman will be 
at a loss to explain them. She wi ll plead with her companions 
to believe her, apologize for her strange powers and she may 
become concerned to the point of distract ion ( - 2 on initiative). 

Similarly, she has forgotten that she has ps ionic powers and 
cannot conscio usly use any of them! However, she instinctive ly 
uses mind block auto-defe nse and P.P.E. shield without being 
aware of it. Furthermore, during moments of crisis she may 
draw on her formidable ps ionic powers. These instances will 
typica lly be life threatening and her psionic response will be 
defensive or to save the lives of others or her own. Psi-powers 
most likely to manifes t themselves under these circumstances 
are telekinesis, telekinetic force field, group mind block, and 
psi-sword (the latter only if she becomes weaponless or needs 
a weapon immedia tely). Half the time she won't even know that 
it was her doing. The other half of the time she will deny it was 
her and insist that the group must have "a secret ally" who's 
responsible for these occurrences. "Pe rhaps one of the gods." 

Penalties: The microbe weake ns Isis dramatica lly, making 
her far more vulnerable to magic . Reduce physica l M .D.C., 
speed (running and flying), all combat bonuses and all bonuses 
to save by half! Skills are - 20%. She also suffers from fatigue 
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after intense exertion , still she has twice the endur ance of any 
human and heals three times faster. All penaltie s have already 
been applied to the character stats for Katrina Sun. 

Game Master notes and plot ideas 
Isis under the effects of this microbe can be a fabulou s NPC ! 

Katrina Sun is an enigma that can only add to the tension and 
mystery of our heroes' quest to stop the Apoca lypse Demons. 
Who is she really? Human or supernatural monster? Is she truly 
a champion of light or a dangerous villain ? Does she have a 
secret agenda? How can she be trusted? And so on. Play on the 
conflicts and confusion of her own mind . Use the fact that she 
is genuinely unable to answer questions about her powers and 
past to mystify and fr ighten the player characters. 

Encourage all kinds of speculation, suspicions and fear . Use 
her sudden , inexplicable powers at the most dram atic points ! 
Have her engulfed in an explosion that no "human" could have 
survived . Katr ina may even lay on the ground , stunned for a 
melee round or two, before she rises from the smoke, dusts 
fragments of her shattered armor away and rejoins the battle ; 
very much alive and pissed off ! She may save the day, but only 
more questions and suspicions are raised . 

In the heat of battle Katr ina might even start to say things 
like, "By the gods! Now you shall feel the might of ... " Her 
words trail off without a name. After these strange and frighten
ing events happen , she may burst into tears and run off to be 
alone for a while. She is as frightened by these inexplicable 
occurrences as her companions. 

As such a powerful NPC, the Game Master should take great 
care NOT to let Isis dominate the action . Have her go off to 
explore dead ends, stand guard or face powerful or numerous 
opponents away from the main action . She can also be distracted 
or hesitate, allowing the player characters the limelight. Even 
after a power has manife sted itself once or twice, her faulty 
memory and the microbe-virus is such that she is still unable to 
use it whenever she desires. In fact , if she tries to re-create the 
power during another period of combat , it might be fun to have 
some other helpful power or magic happen instead . On the other 
hand , she is likely to be able to draw on some of these abilities 
as she becomes aware of them. 

Does Isis as the Katrina character have too much power in 
the first place? If you think the Katrina character is still too 
powerf ul , add more penalties . The GM could give her only 1000 
M .D.C. and make her a ninth or tenth level ley line walker, etc. 
Don 't forget about the virus that' s ravaging her body. Maybe 
she gets sicker and/or weake r as time goes on? That 's one interest
ing way to reduce her powers . It also offers yet another plot 
twist , especially if she and her companions have come to expect 
a particular level of power or abilities and suddenly it's gone or 
less powerful. Note: No matter how debilit ating the virus and 
its side effec ts become, the microbe will not kill her and Isis 
will eventually recove r her memory and full powers. It might 



take hundreds of years, depending on the plot twists, but she 
will recover. 

Exact ly when does Isis regain her memory? .I leave this 
dynamic story element to the Game Master. Remember , the 
anti-god microbe is experimental and not even Set nor its 
Splugorth inventor knows how long its effects will last. Isis 
could wander the Eart h or the Megave rse as Katrina for decade s 
or even centurie s! It' s up to you. It may be appropriat e to have 
her regain her memory and power s at the end of the adventure 
or during the final big battle with the Four Horsemen of the 
Apocalypse (if there is a big battle) . Perhaps she regains her 
memory but rema ins at half her streng th. Jt may be equally 
appropriate to keep Isis as Katrina the NPC. She may bid the 
characters farewell · to go off on other adventur es only to be 
reintroduced as a regu lar supportin g charac ter for years to come. 
If the group is associa ted with her, th_ey may become implicated 
in things that she does later because they are seen as members 
of her "gang." She can get into all kinds of trouble and when 
things start to get rea lly rough , Katrina finds her "o ld pals" to 
give her a helping hand. Alternately, she may stay with the 
player group as an NPC. The latter is completely accep table if 
both the GM and his/her players are enjoying the character. 

When the other gods realize that Isis is gone without a trace 
for more than a year, they will search in vain for her. When she 
can't be found, they will suspect foul play. Set and/or Anubis 
will be their prime suspects and tensions will mount betwee n 
the good and evil pantheons of the Nile gods. Only Set knows 
Isis came to Earth disguised as Katrina Sun, but he won't tell 
anybody and may even concoct a rumor about when , where and 
how she died (rumors will run rampant) . Even Set is likely to 
loose track of Isis over a long number of years. 

Another plot angle, especia lly if Isis/Katrina stays with the 
group , is that, Set might send evil forces to test/challenge, tor
ment or kill Katr ina and any who fight at her side (the player 
characte rs). It is possib le that Isis's affiliation with the player 
characters will make the entire group the enemies of Set and his 
minion s. Who knows, tl1ey may end up fighting gods! 

Whenever it is that Isis regains her memory, she will remember 
the peop le, places and experiences she had as Katrina Sun . Those 
characters who befriend ed and helped her as Katrina will have 
earned the goddess' eternal gratitude and friendship . 

Katrina Sun 
Note: All penalties from the microbe have been applied. The 
numbers that follow are the end result. 
Real Name: Isis 
Alignment: Principled good 
Attributes: I.Q.: 24, M.E.: 25, M.A. : 27, P.S.: 37, P.P.: 27, 
P.E.: 27, P.B.: 27, Spd .: 38 (penalty included: 28 mph/45 km) 
running, she doesn't remember that she can fly. 
Attribute Notes: Her physical strength and all other attributes 
are at the supernatural leve l. 
Size: Six feet tall (1.8 m), female, human. 
M.D .C.: 6000 (penalty included), wear ing human crusader 

armor (70 M.D.C .) . She think s she has 63 hit points and 30 
S.D .C. points. 

Horror/Awe Factor: Not applicable in human form. 
P.P.E. : 2000, I.S. P.: 1500 
Experience Level: Katrina believes she is a 15th leve l ley line 

walker. Also see stats for the goddess Isis. 
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Natural abilities: Katrina has forgotten she has these powers, 
although they may manife st themselves durin g a crisis, espe
cially to save somebody . 

Keen hawk- like vision enablin g her to see up to two miles 
(3.2 km) away. Nightvision 200 feet (6 I m), see the invisib le, 
knows all languages, telepo rt 94% , dimensional teleport 85%, 
metam orphosis (any humanoid , animal or bird) at will, fly, 
resistant to heat , cold , and fire (half damage), and she can 
summon I D4 Spirits of Light. She can appear completely 
human through metamorpho sis, a natural ability. 

Priest or healer abilitie s include exorcism 8 1 %, tum dead 
81 % (affect ing 1D6 x JOO dead at a time) , remove curse 86%, 
heal ing touch (restores 3D6 S.D .C or hit points and can be 
performed twice per melee round) , and bio-regenera tion 
( 1D4 X 100 M .D.C. per minute and can regrow a new limb 
overnig ht). 

Vulnerabilities : Rune magic, bio-w izard weapons /device s and 
weapo ns made from silver (they do mega~damag e Lo this 
being) inflict double dama ge ! 

Magic Powers : All she remembers is spell magic, levels l - 12 
at J 5tl1 level proficiency. Opponents must roll a 15 or higher 
Lo save vs any of her magic . 

Psionic Powers: She doesn't remember that she has any psi-pow 
ers. Again , they may manifest themselves during a crisis, 
espec ially to save a life. I.S .P . 1500, 15th level proficiency. 
Has all healing and sensitive abilities, p lus psi-sword , psi
shield, P.P .E. shield, group mind block, and mind block 
auto-defe nse. 

Attacks Per Melee Round: Four hand to hand actions or five 
attacks with a longbow. Or two spell attack s. Punches and 
kicks are normal for a human, howeve r, when fac ing super
natural foes, angry, or when under great stress, she can inflict 
the following mega-damage: 

Restrained pun ch - 5D6 S.D .C. 
Full strength punch - 4D6 M.D . 
Power punch - 1D4 x IO M.D. 
Kick - 4D6 M.D . 
Head butt - 1D6 M.D. 

Bonuses (penalties included): + 2 on initiative, + 5 to strike, 
+ 6 to parry and dodge , + 3 to roll with impact , + 3 to pull 
punch , critica l strike on a roll of a natura l 19 or 20, + 2 to 
save vs psionic attack, + 3 to save vs all types of magic, + 3 
to save vs poison and drugs, + 5 to save vs horror factor and 
is 92% to evo ke feelings of intimidation or trust and 83% to 
charm or impress. 

Skills of Note (penalties included): Basic and advanced math , 
astronomy, navigation, land navigat ion, wilderne ss survival, 
intelligence, disguise via metamorphosis, ho listic medicine, 
identify plants and fruits , preserve food, cook , horsemans hip 
at 78% and all W .P.s. 

Radio: basic, comput er operation , prow l, climb , acrobatics, 
palming and streetwise at 45%. 

Weapons of Note: Her magic longbow and a dozen moonbeam 
arrows. The rema ining arrows are a mixture of high-tech and 
conve ntional types. She also has a CS plasma rifle and Wi lk's 
laser pistol. 

Armor: Crusader armo r: 70 M .D.C. 
Vehicle: A trained pegasu s is her ridin g anima l, a very rare 

sight ! The pegasus has 120 M.D .C ., runs at a speed of 22, 



flies at 132 (90 mph/ 148 km) and has four attacks per me lee 
round. 

Technology: Katrina is pretty unfamiliar with even simple 
machines. 

Money: Katrina has 100 ,000 in cred its and 17,000 in gems. 

Erin Tarn 
The famous adventurer , Erin Tarn , embodies everyt hing one 

would expect from this legendary figure . She is intelligent , in
quisitive, observa nt , quick thinkin g, resourceful, modest, gentle, 
compassionate, selfless, and always concerned about others. She 
is a dynamic and strong-willed woman driven by an insatiable 
curiosity and indomitab le lust for life. Although Erin would 
argue otherwise , she is one of the greates t heroes of the age. 

In an ear lier time , Erin Tam was a slender beauty with long, 
flowing hair. Many of her reader s have a romant ic image of her 
based on her books , writings, and adventures. The fact that she 
has never allowed her photograph to be printed in any of her 
books, although some youthful photos and artist's portraits have 
seen print in unauthorized edition s, only adds to her mystique . 
As a result , many people think of her as a much younger , athletic 
looking woman . They are surprised, then , when they first meet 
the rea l Erin Tam . She is an older woman who appear s to be 
in her fifties (she's really 64 years old , although the time distor
tion during her dimensional journey to Wormwood would sugges t 
that she is 66). Her short , silver hair, gentle round face, warm 
eyes and sparkling smi le gives her the appearance of being some
body 's kindly mother or even grandm other. 
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Erin finds great amusement in people' s reactio ns to her appear
ance. Inevitab ly , somebody will remark someth ing like, "Please 
don 't take this wrong, Miss Tarn , but ... you don ' t look anyt hing 
like what I imagined ." Or, " ... you just don 't look like a 
philo sopher or adventurer. " At which point she' ll flash that dis
annin g smile and ask , "Oh? And what does a phi losopher or 
adve nturer look like?" A question most cannot seem to answer . 

Erin has always thought of herself as common in appearan ce 
and has never considered herself a philo sopher , although she is 
renowned as one. An advent urer? Yes , in the sense that she 
loves to exp lore the world around her and all the marvels it 
contains, especi ally its peop le. 

Although Erin can be soft-spoken and motherly, she is re
sourceful , brave and a chari smatic, natural leader. Not only is 
she willing to stand up for what she believes in, but time and 
lime again she has stepped forward to speak the truth when no 
others could find the courage to do so. Her hone$t , no nonsense, 
often uncompromi sing words have made this gentle woman the 
enemy of such wor ld powers as the Coalition States, Empero r 
Prosek , and Mrr ' lyn among other s. She has been a source of 
inspiration to millions. The "every woman" who transcends ra
cial, socia l, politi cal, and economic boundaries. She has touched 
people in all walks of life, human and inhuman , wealth y and 
poor, king and peasant. 

Erin is especia lly loved and respected by Sir Winslow Thorpe, 
the cyber-knight who has been with her since they bega n their 
journey to the Vampir e Kingdom s. He has beco me a loyal friend 
and protector who will never leave Erin 's side except in death. 
She has tried to explain to him that he needs to focus aJI of his 
attention on defea ting the Apocalyp se demons. She insists that 
he is a valuable warrior whose combat skills are needed in this 
greatest of battles and that he mustn't worry about her. However, 
Sir Thorpe values her life more than his own or any other and 
will not abandon her for any reaso n. 

True Name: Erin Tarn , the oldest of seven daughters. 
Alignment: Scrupulou s 
Attributes: I.Q .: 19, M.E.: 24, M .A .: 24, P.S .: 12, P.P.: 10, 
P .E .: 22, P .B .: 14 , Spd .: 15. 
Hit Points: 70 H.P. and 25 S.D.C . 
M.D.C.: She wears a Millennium Tree leaf poncho (60 M .D.C.). 
P.P.E.: 17 
O.C.C.: Rogue Scholar 
Level of Experience: Fourt eenth 
Natural Abilities: A natural leader, high intelligence, a curious 

mind , strong will and plea sant personality. 
Psionic Powers: None . 
Magic Knowledge: Erin Tam cannot cast spells, however, she 

has a reasonable understanding about the fundam entals of 
how magic, spe lls, ley lines and magic pyramid s work . She 
can also read and use magic scrolls ! 

Combat abilities: Hanl to hand : basic (9th level proficien cy). 
Combat/Attack s Per Melee Round: Four 
Bonuses: + 1 to strike , + 2 to parry , + 2 to dodge, + 2 to 

roll/pull punch , +2 to S.D.C . damage , critical strike on an 
unmodified 19 or 20, and jud o style body throw/fli p (ID6 
damage and victim loses initiative and one melee attack). + 5 
save vs psioni cs and horror factor, + 7 to save vs magic, 
+ 12 to save vs magic sickness, +6 to save vs poison and 
drugs , + 6 to save vs disease, + 23% to save vs coma/death , 
and has an 80% ability to evoke trust or intimid ation. 



Skills of Note (includes I.Q bonus of + 5%): Coo k, preserve 
food, basic math, computer operation , radio: basic, writing, 
reads and writes American , Spanish , Euro, and Drago nese , 
also speaks Gobb lely, anthr opology, archaeo logy, demon & 
monster lore, land navigation, wilderness survival, first aid, 
swimming, S.C.U.B.A. , climbin g, running, horsema nship, 
pilot sailboats, pilot automobile, pilot hovercraft , pilot hover
cycle, all at 98%! She also has W.P. knife and W .P. energy 
pistol at 14th level profici ency. Streetwise 72%, forgery 90% , 
palming 55%, prow l 60%, read sensory equipment 90%, 
T.V ./video 42%, and intelligence 89%. 

Appearance: Human woman in her fifties. 
Special vehicles: A bionic horse, comp liments of King Arr'th uu . 

Equipment of Note: Articles of cloth ing and stuff for carry ing 
things. Back-pack, large satchel , small purse, utility belt with 
eight compartme nts/pocke ts, three medium size sacks, hooded 
robe with many pocket s inside, and extra set of trave lling 
clothes , a pair of sandals, a pair of boots, a pair of walki ng 
shoes, sunglasses, a pa ir of leather gloves , six pairs of surgical 
gloves, two air filters , one environmental helmet with gas 
mask. 

Equipment includes: A portable language translator , pocket 
mirror , small camera with 30 discs of film (36 exposures 
each), sewing kit, magnifying glass, pocket flashlight, box 
of matches, a lighter, a pair of handcuffs, 100 feet (30.5 m) 
of string , ten feet (3 m) of nylon cord , two spikes, first-a id 
kit with a half doze n RMK and IRMSS med ica l nano-bots, 
tube of protein healing salve, PDD (pocket digital disc) audio 
player and recorder (with 30 one inch discs), portable pocket 
computer (with 24 one inch discs), a pair of hand-held com
municators, infrared distan cing binocu lars , multi -opt ics band , 
pad of paper and a dozen marker s. 

Weapons: Silver cross, large surv ival knife ( I D6 damage), tiny 
pocket knife (I point of damage as a weapon), Wi lk 's laser 
wand, Wilk' s laser scalpel, Wilk' s 320 laser pistol ( ID6 
M .D.; 20 shots), squirt gun (for fighting vampires) and six 
flares. 

Body Armor: Millennium Tree leaf: 60 M.D.C . and may also 
wear Urban Warrior environme ntal body armor (50 M. D. C.) 

Cybernetics: Clock ca lendar, gyro-compass, and a universa l 
headjack and ear implant. She also has two bio-sys tem fingers 
on her left hand and a bio-system spleen (lost during her years 
of adventure). 

Money: She rare ly has more than 3D6 x 1000 credits and an 
additiona l 3D4 x I 000 in gems or preciou s metal s because 
she spends much of her money helping the needy and on 
books and ancient artifacts . Her co llection of pre-rift s ar
tifact s, predominant ly books, recordings of aH kinds, and 
artwork , is worth about 90 million cred its and is kept in her 
home at Lazio. 

Alliances & AUies: Erin Tarn is one of the most famous figure s 
of Rifts Earth. Her name is known in almost every corne r of 
the world and even in some other dimensions. She is most 
revered by people of learning , but even the illiterate have 
heard stories about her , her trave ls, adventure s, speculation s 
and comme ntaries on the times. She has won many friends 
and allies . Some of the more notab le include Plato and the 
people of Lazio and New Lazio, Lord Coake and his legion 
of cyber-kn ights, the powers at Tolkeen, King Arr'thuu, the 
Nog Henge Druids, Lo Fung, Victor Lazio and many others. 
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She is especially app rec iated by D-bees, mutant s and prac
titioners of magic whom she has defended many times and 
because of her words about education , freedo m, ju stice, and 
equali ty for all life forms, human and inhuman alike . 

She has also won the animosity of the Coalition States , the 
Federa tion of Magic, Blood Druid s, Mrr'lyn and other despo
tic rulers, dictators, monsters and crimina ls. Even the New 
German Republic has some concerns about Erin Tarn , part ly 
because her books are so popular among their citizens and 
because the CS has branded her as a dangerou s subversive 
and criminal. 

Special Weapons & Magic Items 

], 

2. 

Millennium Tree leaf armor: 60 M.D.C.; two were given 
to Erin by King Arr' thuu . 
Millennium Tree wand of life with five buds. The wand 
was a gift from a Millennium Tree during ~er visit to Eng-
land . At the time , rece iving the wand was nice, but Erin 
wondered why she' d been given such a wonderful gift. 
Now, it would seem that the Tree knew of her impending 
involvement in combatin g the Apocalypse demon s and gave 
her somethin g that would help her in this struggle . 
Powers of the Wand: 
• Superior healing, restori ng 5D6 hit points five times a 
day . 
• Casts a total of five spells per 24 hour period. Spells 
avai lable are negate po ison, cure minor disorders, cure ill
ness, purification of food and water , and water to wine. All 
are 7th level in strength and can be cast in any combina tion. 
• The wand also gives her bonuses ( + 2) to save vs 
poisons, drugs, disease and coma (already added to Tam 's 
bonuses). 

3. Magic Amulet: This necklace was given to Erin by Plato 
34 years ago and has served her well. It provides her with 
protection against sickness ( + 6 to save vs magic sicknesses, 
includin g Death, Famine , and Pesti lence's magic touches; 
already included in the bonus section above) and protection 
against the undead, includin g vampires, zombies, and mum
mies (see Rifts RPG , page 186). 

4. Magic Scrolls: Erin Tam can read and use magic scrolls 
and several are part of her arsenal. Note that if necessa ry , 
Lo Fung and other powerfu l practitioner s of magic can create 
and give her "new" scrolls. Her current scrolls include the 
following spells, all are 8th leve l. The number in parenthesis 
indicates how many of each spell are available: Armor of 
!than (2), chameleon (2), g lobe of daylight (3), magic net 
(2), repel anima ls (2), call lightning ( I ), brea the without 
air ( 1), locate ( 1), impervio us to ene rgy (I) , magic pigeon 
(I), and lime hole (I). 

Sir Winslow Thorpe 
Erin Tarn's Cyber-Knight Protector 

Sir Thorp e volunteered to accompany Erin Tam on her trek 
to the Vamp ire Kingdoms as her protector from vampires, the 
Coal ition States and other dangers . Little did he know that he'd 
be swept from one epic adventure to another. 

Thorpe is a quiet , serious man of American Indian descent. 
Erin has often wondered whether he might be related to the 
famed pre-rifts, Olympic athlete, James Thorpe. The valiant 



knight is pragmati c and practical, yet at the same time quite 
idealisti c . He sees their being snatched from Mexico and 
whisked, via dimen sional teleportation , to the world of 
Wormw ood and then to England, as the work of fate. He wonders 
how else one could possibly exp lain these unlikely eve nts which 
ultimat e ly placed them in England , where they met Lo Fung , 
who would then take them to the Gath ering of Heroes where 
they are needed most!? 

The young knight sees his and Erin 's inclusion among these 
heroes in a quest to save the planet , perhap s the entire Megaver se , 
as an unima ginable honor . He feels that his entire life has led 
to this moment and that his coura ge and skills might make a 
diff erence in this titanic struggle aga inst unspeakable ev il. He 
also sees himself as the proud repre sentative of all cyber-kn ights. 
Many of the heroes have heard about the cyber-knig hts of the 
Americas, but few have eve r met one . He has vowed to him self 
to put his best foot forward and to bring honor and glory to the 
reputation of Lord Coake and his fellow knights. 

Sir Thorpe has been fiercely active in developing plan s and 
strategies with some of the others. His knowledge of and exper
tise in lightin g supernatural monster s, much of which he has 
learned from Lord Coake and Plato, has been a welcomed addi
tion among the heroes. Furthermor e, Sir Thorpe has a good head 
for strategy and tactics. His ca lm confident demeanor and the 
presence of Erin Tarn has helped to bring a feeling of direction 
and positiveness to an otherwi se tension filled situat ion . 

Desp ite his commitment to the struggle, Sir Thorp e ' s first and 
most important loyalty is to Erin Tam whom he has sworn to 
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protect at any cost! He will not hesitate to sacrifice his own life 
to save hers. 

True Name: Win slow J. Thorpe 
Alignment: Scrupu lous 
Attributes: I.Q .: 14, M.E .: 19, M.A .: 2 1, P .S.: 22, P .P .: 2 1, 
P.E.: 20 , P.B.: 12, Spd.: 17. 
Hit Points: 70 H.P . and 82 S.D.C. 
M.D.C.: Environmenta l annor with 110 M .D .C. plus cyber
armor (50 M .D.C., A.R. 16). 
P.P.E.: 19, I.S.P.: 74 
O.C.C.: Cyber-Knight (psychic) 
Level of Experience: Ninth 
Natural Abilities: A natural leader, high intelligence, a curious 

mind, strong wi ll and plea san t personal ity. 
Psionic Powers: 74 I.S.P. ; considered a master psionic. His 

power s include psi-swo rd (4D6 M.D.), mind blo ck, sense 
ev il, and see the invisible. 

Magic Knowledge: None, other than common lore and rumor s. 
Combat abilities: Martial arts (9th level proficiency ) 
Combat/Attacks Per Melee Round: Five 
Bonuses: + I on initiative , + 5 to strike, + 6 to parry , + 6 to 

dodge, + 3 to roll with impact , + 3 to pull punch , + 7 to 
S.D.C. damage, critical strike on an unmodified 19 or 20, 
karate sty le kick (ID8 S .D.C.), jump kick and leap kick (both 
critical strike s), paired weapons , kick attack, +2 save vs 
psionic attack and horror factor , + 3 to save vs magic, + 3 
to save vs poison , drugs, and disea se, + 10% to save vs 
coma/death, and has an 65% ability to evoke trust or intimi
dation . 

Skills of Note: Literate in American 98%, speaks Dragonese 
96%, Gobblely and Spanish 98%, demon & monster lore 
85%, anthropolo gy 75%, paramedic 98%, basic math 85%, 
radio: basic 85%, land navigat ion 80%, streetwise 52%, pick 
locks 75%, intelligence 69%, swimming 98 %, S.C.U.B.A. 
98%, climbing 90/80%, body building , gy mnasti cs ( + 5% 
on abilities), prowl 70 %, horsemanship 87%, pilot jet pack 
74%, pilot hoverc raft 90 %, pilot hover cyc le 90% , pilot power 
armor 80%, W.P. targeting, W.P . chain, W .P. swor d , W .P. 
energy pistol and W.P. energy rifle. 

Appearance: A muscular human male about 30 years old . Indian 
from the American West - bronze skin, long black hair , 
brown eyes, and stands six foot , two inche s ( I. 85 m) tall. 

Special vehicles: A bionic horse, complim ents of King Arr'thuu. 
Equipment of Note: Articles of clothing , back-pack, four 

med ium size sacks, utility belt with eight compartment s/poc
kets , an ext ra pair of moccasin s (great for prowling), a pair 
of boots , tinted visor, a pair of leat her gloves , and tent. 

Equipment include s: A small camera with 12 discs of film 
(36 exposures each) , medical kit with a half dozen RMK and 
IRMSS medical nano -bots, four laser scalpels , tub e of protein 
healing salve, sew ing kit, magnifying glass, pocket flashlight, 
large flashlight, box of matches, a lighter , 30 feet (9 m) of 
nylon cord, grapp ling hook , four sp ikes, a pair of hand-held 
comm unicators, infrared distancing binoculars and a hand 
axe for chopp ing wood. 

Weapons of Note: Large silver cross worn around the neck, 
large silver plated survival knife (106+ I damage) , pair of 
throwing knives ( 1D6 damage), pair of wood nunchuku ( I D8 
damage), Wilk 's 320 laser pistol (106 M .D.; 20 shots), laser 
rifle , squirt gun and four TW stom1 flares (for fighting vam
pire s). 



Body Armor: Knight' s armor from Wormwood , 110 M.D.C. 
He may also wear any kind of environmental body armor or 
use most types of power armor. 

Cybernetics: Clock calendar , gyro-compass, and a bionic lung 
with gas filter and oxygen storage cell . 

Money: He rarely has more than 4D6 x 1000 credits on him at 
any give n time. 

Alliances & Allies: American cyber-knig hts are known and re
spected throu ghout the Americas and much of Africa and 
Europe. Other knights, warriors and characters of a good 
alignment are likely to accept any cyber-knight as a comrade 
in arm s. Howeve r, the reputation of the cyber-knights is so 
legen dary that great things will be expected of him . Alon g 
these lines, a goo d number of ev il and anarchist char acters 
may want to see ju st how tough , skilled and noble an American 
cyber-kni ght really is. Thus , Sir Thorpe is likely to be chal
lenged and tested often in trial s of combat and wits. 

Among the more notable heroic figures who consider 
Thorpe an ally are Plato of Lazio, Lord Coake (his mento r), 
fellow cyber-knig hts, King Arr'thuu, Sir Prrcyvel, Sir Dred, 
Lo Fung, Erin Tam, Victor Lazio and Katrina Sun (Isis). 
Note that Sir Thorpe believes in equalit y and freedom for all 
intelligent beings and treats inhuman D-bees with the same 
kindness and respect as he would a hum an . Th is wins him 
many nonhum an friends . 

Special Weapons & Magic Items 
I. A rune nail named lsabart Wind. It is a greater rune 

weapo n presented to him by Lord Coake and was created 
by ancient elves from Lord Coake's homewo rld , Palladium . 
The powers of the rune Flail : 
• I.Q. 11 and has a telepathic link with Sir Thorp e. 
• Indestructible; blue grey in co lor and glows a light blue. 
• Scrupulou s alignment: If any creat ure of ev il or anarchist 
alignment touches it, they suffer 4D6 points of damage. 
• Mega-damage: 6D6 M.D., double damage to vampir es, 
undead, mummies , zombies, anim ated dead and the 
Apocalypse demons. 
• Spell Magic: The flail can cast four air spell per 24 hour 
period. The spells are float in air , fingers of the wind , wind 
rush and breathe without air. 

Victor Lazio---- -----
Yes, this is the legendary master of parapsychology from 20th Century Earth! 

Victor was ahead of his time. He was one of the few modem scholars to realize 
that so-called "magic" was the product of real energy not recognized by modem 
science. A source of power that could be manipulated , directed and controlled 
by the mind. A force he called potential psychic energy or P.P.E. 

He furthe.r observed that this energy flowed along invisible, straight lines in 
the earth . The Chinese knew these line as Feng-shui or "dragon tracks." 19th 
century dowsers of England and France called them "ley lines." Where two or 
more lines of potential psychic energy intersected was a place of even greater 
mystic energy. It was at many of these locatio ns that ancient psychics, oracles, 
priests and men of magic built great stone pyramids , temples, circles, mounds 
and megaliths. Victor found that eight out of ten times , places like Stonehenge , 
the pyramids of Egypt and places of healing or hauntings were ley line junctions 
which he called " ley line nexuses . ., 

His continued research showed that what ancient people believed as magic 
was actually a pseudo-science that enabled certain individuals to use the mystic 
energy. The energy itself was a natural resource which could be used for good 
or evil purposes. Victor further suspected that the focus of the user could change 
the end result of the magic . This would explain legends about geomancy, spell 
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casting , rune magic, alchemy, healing magic, witchcraft and others. Unfonu
nately, he could never learn to master the mystic arts himself , but learned that 
there were people , even in the 20th century who could . Arcanists ancfpsychics 
channeled P.P.E. to perform magic or caose psychic phenomenan. He speculated 
that both the psychic and the magic user drew their fundamental power from 
ley lines and ambient P. P. E. - the only difference was their focus and how 
the P.P.E. was used. 

The glow of Victor Lazlo 's discoveries quick ly faded when he learned that 
supernatural monsters were also a reality. The se horrible creatures had little in 
common with humans. Many were predato ry and sadistic fiends deserving of 
the names given to them by ancient people: demons, devi ls, evil spirits, dragons 
and gods. He correc tly speculated that these ancient .. . "demons," monsters and 
gods were actually beings from other dimensions. Creature s with magic, psionic 
and/or supernatural powers far beyond the average human. These monsters often 
saw humans as nothing more than slaves, playthings or food. They came out 
of random dimensional openings at ley line nexus junctions and were attracted 
to potential psychic energy in the form of Icy line energy, places of magic , and 
the use of magic or psychic powers. Having come to this realization, Victor 
dedicated himself to inform and educate people about the very real dangers of 
the supernatural world . 

Men of science and education labeled Victor a pop-scientist . They claimed 
he was using the media and sensationalism to hype his outrageous and unfounded 
theories to game r fame and wealth through the sale of his books and for lecture 
fees. Many were even crueler , calling him a crack pot who was setting science 
back to the Dark Ages. Others believed he was a masterful writer of fiction 
worthy of the esteem given to authors like Stephen King, but a charlatan, not 
a scientist. His radical research and theories made him the laughingstock of the 
scientific world and the embarrassment of the parapsychological community. 
Few scientists would even consider reading his work. The few that did, read it 
with such a jau ndiced eye that they could only see the ridiculousness and dismis
sed it as the fantasies of a seriously disturbed person. They took great delight 
in destroying Victor' s credibi lity and career as a scientist . 

Regardless of what his peers believed, Victor Lazio felt he had lo warn people 
about the real danger s of magic and the supernatural. Perhaps only one in ten 
thousand would believe him. but that was one more than before. One more 
individual who might avoid tragedy or convince others of the danger. After a 
while, Victor had unwittingly created a loose ly knit and informal underground 
of avant-garde parapsychologists, psychics, arcanists, students who studied the 
unknown, true believers and victims of the supernatural. They exchanged infor
mation , observations, theories and advice. 

After Victor Lazlo 's disappearance at the indian mound . some of his friends 
and students established a much more intricate and effective underground net
work. It was spearheaded by the paranormal investigation group named after 
their mentor, The Lazio Agency. Unlike Victor who sought mainly to educate 
and inform, the Lazio Agency became a group of monster hunters who aggres
sively sought out supernatural menaces and dispatched them. During the 50 
years that the agency was at its most effective, it was responsib le for saving 
and protecting thousands of innocent people. It also helped to train psychics 
and practi tioners of magic. Yet even the Lazio Agency was not prepared for 
the eruption of the ley lines and the coming of the rifts. Most were unprepared, 
with the exception of Lo Fung and a handful of other survivors. 

DISCLAIMER: Victor Lazfo is not a real person. His life, ley lines, monsters, 
magic and theories presented in this and other Palladium titles are all fictional. 
References to magic and the supernatural as being "real" are elements of the 
fictional world of Rifts. Victor Lazio was first introduced in the role-playing 
game Beyond the Supernatural. 

The Victor Lazio of Rifts Earth 
One minute Victor was standing atop the famous serpent indian mound in 

Ohio and the next moment he found himself in a strange, alien world . Evidence 
seemed to indicate that he had been flung into a nightmari sh , future Earth. 
Germany to be exact, some three or four hundred years in the future . For years 
he couldn't make himself believe it. The world was too alien, too unbelievable, 
even though it all fit his theories about ley lines, magic and the supernatural. 
He found ii profoundly ironic that much of his writings had survived the "Coming 
of the Rifts ." His books had been reprinted and were considered classics of 
great historical significance. Still, he hoped that this tumultuous planet was a 
parallel dimension. It was only when Victor was reunited with his old friend, 
Lo Fung, that he had finally come to accept that this really was his homeworld . 



Victor Lazio was rifted through space and time to the year 94 P.A. and into 
a small town near the New German Republic (NGR). His expertise being inves
tigative research , he wisely tried to blend into this strange, new world and 
observe. He spent the first four years becoming reasonably acclimated to his 
new environment. During that time he learned about the world , its people, 
customs, laws and technology before he began to take a more active pan in its 
existence. 

He both admires and dislikes the government and goals of the NGR. He 
admires their technology and fierce sense of survival. He understands that this 
country is in a war zone surrounded by savage supernatural monsters who seek 
to crush and enslave humankind. He can understand that this constant peril can 
make people cold and paranoid, but it still does not excuse the injustices that 
the NGR humans deliver onto nonhumans. He despises the NGR's human sup
remacist attitude and finds their inhumane treatment of D-bees, psychics and 
free thinkers to be despicab le. Although, in some ways the NGR is not as 
fanatical as the Coalition States (or so he believes), they arc quite extreme. 

In what he now considers an action of complete stupidity, he tried to approach 
a low level NGR bureaucrat. He made the colossal mistake of telling him that 
he was "the" Victor Lazio. Victor foolishly thought the man might believe him 
and that the Lazio name would give him some soc ial-political clo ut. Instead , 
Victor was perceived to be a lunatic and placed in a psychiatric institution. 
Eventually, he escaped and joined one of the many subversive underground 
organizations operating within the NGR . Here at least, he has been accepted as 
a rogue scientist , though few believe he's really "the" Victor Lazio. His connec
tion to subversives and his subsequent illega l, vigilante and anti-soc ial activities 
has caused the NGR to brand him as a dangerously insane sociopath , revolutio
nary and criminal! 

Victor 's crimes include educating D-bees, supporting social reform and 
freethought (contrary to current NGR teachings, history and policies), aiding 
and abetting suspected and known criminals (mainly helping non-humans, psy
chics, mutants and practitioners of magic trying to escape the tyranny of the 
NGR), and the capital offense of helping the enemy , as well as robbery, assault , 
and many other charges (murder is not one of them) . As for the charge of helping 
the enemy, what this really means is that Victor dares to associate with super
natural beings and members of monster races who are of a good alignment . 
Together they try to educate, help and defend D-bees and other non-humans 
from the same demonic forces that the NGR is fighting. In fact, if these good 
non-humans and humans could work together, they'd have greater success at 
defeating the supernatural menaces that plague them both. 
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Unfortunately , the NGR doesn' t see it that way. The NGR does nothing to 
help these people because they are not human and represent a potential .enemy 
for the future (a self-fulfilling prophecy if the NGR doesn' t change its ways). 
From the Republic's point of view, it is a matter of monster killing monster and 
they encourage them to do so. Thus, D-bees and peacefu l monsters fall easy 
prey to the ravaging demon s that dominate the land. 

The man out of step with his time has found himself turned into a revolutionary. 
He spends most of his time on the outskirts and wastelands of the New German 
Republic and surrounding territories. There, he teaches the backwoods and 
uneducated D-bees and peaceful member s of the so-called monster races how 
to read and write, make technologi cal advancemen ts, more effectively use their 
psychic and magic powers and how to better defend themselves against super
natural terrors. Victor, and others like him, hopes to build strong communities 
where all intelligent life forms are independent, free and equal. The NGR sees 
any such community of non-human s as an enemy and a threat to humankind 
and the Republic . Any human who helps these loathsome creatures is a traitor 
to the NGR and his race! Such is the fate of the famous Victor Lazio . 

Victor Lazio 
True Name: Victor Charles Lazio, professor of parapsychology ; he is also a 
latent psychic (see Beyond the Supernatural RPG) . 
Alignment: Scrupulou s 
Attributes: 1.Q.: 14, M.E.: 19, M.A.: 19, P.S.: 17, P.P.: II , P.E.: 14, P.B.: 
10, Spd.: 11 
Hit Points: 71 H.P. and 47 S.D.C. 
M.D.C. : Triax environmental body annor: 80 M.D.C.; P.P.E.: 19 
O.C.C .: Parapsychologist (roughly equal to a rogue scholar) 
Level of Experience: Twelfth level rogue scientist/parapsychologi st . 
Natural Abilities: A good leader, high intelligence, a curious mind , analytical, 

strong willed and resourceful. 
Psionlc Powers: They have never manifested themselves enough to be considered 

"powers" that are available at will. Instead, they tend to automatical ly engage 
during periods of stress or danger, particularly sense magic, speed reading, 
mind block and imperviou s to cold (he rarely notices when they occur). 
Lazio also gets "hunches" and the occas ional dream warning, both are aspects 
of clairvoyance . The most overt and least often occurring psi-power is see 
the invisible. Victor also uses meditation to relax . 

I.S.P.: 123 points . 
Magic Knowledge: Victor is not a practitioner of magic but does have a reason

able understanding about the fundamentals of how magic, spells, and ley 
lines work. He can read magic runes and symbo ls, recognizes magic wards 
and circles {86%) and can read scrolls and perform ritual magic as long as 
he has comprehensive notes or instructions (94%). His training also gives 
him some specia l abilities: 
• Recognize real psychic powers; 98 %, He can also determine what 
degree of power and the type of psychic the character Is; 66% 
• Recognize mind control and whether It Is the result of possession, 
psionlcs, magic, hypnosis or drugs; 98 %. 
• Recognize pslonic and techno-wlzard devices; 66 %. 
• Recognize real rune weapons; 98%. 

Combat abilities: Hand to hand: basic (I Ith leve l proficien cy) . 
Combat/Attacks Per Melee Round: Four 
Bonuses (includes all bonuses): + 3 on initiative, + I to strike, + 4 to parry, 

+5 to dodge, + 4 to roll w ith impact , +4 to pull punch , +2 to S.D.C. 
damage, critical strike on unmodified 19 or 20, kick attack (106 S. D.C.), 
and judo style body throw/flip (106 damage and victim loses initiative and 
one melee attack) . + 3 to save vs psionic attack , + 3 to save vs horror factor, 
+ 2 to save vs magic and poison , + 3 to save vs mind altering drugs and 
potions , + 2 to save vs possess ion, and + 8% to save vs coma/death . 

Skills of Note: Basic and advanced math, computer operation, biology , psychol
ogy, anthropology, parapsychology (including a fundamental knowledge of 
magic and psychic powers and how they work), research , photography, lore: 
demons & monsters 90%, lore: geomancy/ley lines 90%, radio basic, radio 
scramblers, He speaks and is literate in American, French and Spanish , all 
at 98%. 

He also speaks Gobblely and Euro, can read sensory equipment, perfonn 
first aid, swimming, climbing, running, wrestling , horsemanship, pilot au
tomobile, pilot power armor (Ulti-Max and Hopper) , all around 80%. He 
also has W.P. knife, W.P. automatic pistol, and W .P. energy rine, all at 
5th level proficiency. Note: See Beyond the Supernatura l for 20th Century 
skill s or fake it. 



Appearance: Human male who looks to be in his early forties, but is actually 
about 55 years old . He should be 63 but is the victim of space and time 
anoma lies . He stands 5 ft, 11 inches (1.79 m), white hair . 

Technology: As a man of scie nce, Victor has always loved and used technology. 
He is fascinated by the advances of Rifts Earth and has adapted well to the 
use of high-tech computers, weapons and equipment. 

Special vehicles: Pilots a stolen Ult i-Max! 
Equipment of Note: Basic articles of clothi ng, backpack , spec imen containers, 

utility belt, box of I 00 pairs of surgical gloves, two air filters , one enviro n
mental helmet with gas mask, portable video camera with 50 video discs, 
still camera and tripod with 100 discs of film (36 expos ures eac h) , portab le 
computer, pocket computer , portable bio-scan , laser distancer, pocke t scram
bler , portable language translator, pocke t flashlight , medical kit, all nano
robot medical systems, a lighter , PDD pocket digital disc audio player and 
recorder (with 24 one inch discs), two pairs of handheld communicators, 
and a multi -optics ban"d. 

Weapons: Silver cross, six woode n stakes and mallet, survival knife (I D6 
damage), pocket swiss army knife ( I point of damage as a weapon) , shotgun 
(7D6 S.D.C.), .45 automa tic pistol with 144 teflon armor pierc ing rounds 
(606 S.D.C.) and 48 rounds of same but silver coated. Triax laser scalpel , 
Triax-30 ion pulse rifle (2D6 or 6D6 M.D. , 2000 ft/6 10 m range ; dozen 50 
shot clips), and a TX- 11 sniper rifle (3D6 M.D.; 1600 ft/488 m range). 

Body Armor: Fully armed X-1000 Ulti-Max power armor with 309 M.D.C. 
left on the main body . He also has a Triax T-21 Terrain Hopper suit of 
power armor as a back-up suit. Can wear any type of armor and use most 
types of power armor at fifth level proficiency. 

Cybernetics: Gyro-compass, dosimeter /rad iation detector and amplified hearing 
(bonuses have been added to combat bonus section). 

Money: He has accumulated a reasonable amount of money to continue his 
crusade to help D-Bees in the NGR underground. He has with him 
I D6 x 10,000 credits and has approxima tely 500,000 credits back at his base 
in Germany . 

Alliances & Allies: Victor Lazio has a lot of friends and connectio ns in and 
around the New German Republic , especially among D-bees , city rats, and 
subversive organizations. He is friends with Lo Fung (a chiang-ku dragon) 
and will become friends with Erin Tam, Sir Thorpe, and possibly other 
heroes at the gathering. 

Victor is a hunted crimina l wanted by the NGR. If any Triax/NGR troops 
should be encountered, and they do have reconnaissance teams scattered 
throughout Europe and Africa , they are likely to recognize Victor or that 
the Ulti-Max is stolen (the serial number is that of a stolen vehicle and no 
NGR soldier would join forces with mercenarie s or Lazio). This can only 
mean trouble. They may confront the group and demand they tum the criminal 
over to them in chains. Fai lure to comply will cause the soldiers to take 
offensive action . If the group is too powerful, the soldiers may leave peace
fully, but track them while they await reinforcements, and attack at the next 
opportun ity. Or they may attack without warning and try to destroy Victor 
and/or the group. Characters who protect Lazio are considered to be fools 
or dangerous subversives to be eliminated. Associating with dragons or other 
monsters will brand them as monster loving enemy troOps. NGR soldiers 
will NOT join the group to fight the Four Horsemen of the Apocalypse , 
altho ugh they will report what's going on to their commander . 

Lo Fung 
Lo Fung is an ancient chiang-ku dragon who has lived on the 

Earth for over six thousand years. Victor Lazio met him while 
visiting Korea in I 963. The chiang-k u' s fulJ name then was Lo 
Fung, The Dragon. He was renowned in certa in circ les as a 
master arcanist, psychic, and spiritual leader of an oriental cult. 
Victor and The Dragon becam e close friends and worked on 
many projects together, but during all that time Victor never 
dreamt that his friend was a "real" dragon! When Victor Lazio 
disappeared in 1987, Lo Fung secretly used his powers to try 
to locate him . When that failed, The Dragon became a key force 
in helping to maintain the underground network of psychics and 
arcanists founded by Victor, the infamous Lozlo Agency (see 
the Beyond the Supernatural suppleme nt of the same name -
available late 1993 or early '94). 
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Lo Fung' s mastery of ley lines , knowledge about rifts, and 
his connections with psychics gave him advanced warning about 
the Coming of the Rifts . He and a number of his loyal followers 
were able to prepare, hide and survive the Great Cataclysm, but 
even Lo Fung was not prepared for the measure of destructio n 
and the new shape of the world. 

He has always liked humans and had dedicated his life to the ir 
sp iritual adva ncement. He had worked with Victor and later, 
the Lazio Agen cy, to protect humans from supernatural menace s. 
So it was that Lo Fung and his followers went into the new 
world to help humankind get back on its feet. The first two 
centuries, Lo Fung spent most of his time in the Orient where 
his presence was great ly needed . It has only been in the last 25 
years that he has begun to explore lhe rest of the world. 

Recently , Lo Fung and other chiang-ku had prop hetic dreams 
about a new danger that threatens the world: The Four Horsemen 
of the Apocalypse. He has foreseen the ir arrival to Africa. He 
has seen the return of the other dark forces, notab ly Set and his 
minions, with the insane Pharaoh Rama-Set leading the way. 

Lo Fung has speculated that the reason so many chiang-ku 
have sensed the danger is becau se Pharaoh Rama -Set is a chiang
ku dragon! It is the Pharaoh who has attracted the Apocalypse 
demons to Earth in the first place. He is obsessed with death 
and destruction and wants to wage a campaign of armageddon 
throughout the Megav erse. He will do everyt hing in his power 
to make his dream a reality. 

Lo Fung feels parti cularly respon sible for the actions of Rama
Set because he has known the villain for severa l millenni a, long 

152 



before he turned lo ev il. Rama-Set was one of three chiang-ku 
who had lived on Earth for thou sands of years. He was also one 
of the bein gs Lo Fung helped to survive The Great Ca taclysm. 
Even during the 20th and 21st Centuries, Lo Fung cou ld see 
Rama-Set (know n then as Lo Li) was mentally unbalanced and 
was becoming increas ingly irrational , cruel and obsessed with 
death. Despite Lo Li's mental instability , the two had been 
friends for many centurie s and Lo Li was still basically a good 
fellow . It was the carnage of the Great Cataclysm that sent Lo 
Li into the chasm of insanity. He di sappea red for many years, 
resurfaci ng about 150 yea rs ago as the self pro claimed Pharaoh 
Rama-Set. Lo Li/Rama-Set busied himse lf with rebuilding a 
twisted version of the Egypt ian Empire under the name of the 
Phoenix Empire. An evil empire ruled by an insane tyrant and 
populated by crue l mon ster s. 

Lo Fung discovered that the Pharaoh was Lo Li only IO years 
ago. Now with Lo Li/Rama-S et' s plan s to de stroy the world , 
Lo Fung has decided he's let thin gs pro gress out of control. It 
is because of him that Lo Li ex ists in this wor ld . A life who 
now threatens the ext inction of all life . His compass ion had 
blinded him to the truth about Lo Li in the past, but no longer . 
Lo Fung has made it his personal agenda to first stop the Four 
Horsemen and then put an end to Pharaoh Rama -Se t. 

Sub-plot & story ideas 
Game Masters, after the danger of the Four Horsemen is 

over, there is still the Pharaoh Rama-Set to worry about. This 
is an ave nue of adve ntur e that might be applicable for the player 
charac ters. There is no question that Pharaoh Rama-Set is danger 
ou sly deranged and com plet ely ev il. Undoubtedly, the chara cters 
will have had their run-ins with his mini ons, if not the Pharaoh 
himself , during their ques t to stop the Apocalypse demons. He 
is a the autho r of many atroc ities, a murd erer and slave master 
bent on tormenting and destroying human s and D-bees if not 
obliterating all life on Earth. Lo Fung reali zes that Rama-Set's 
continued exis tence is a threat to the entire world and plan s to 
kill him. The execution (or impri sonme nt) of Pharaoh Rama-Set 
is very justifiable. 

Player characters may accompa ny Lo Fung and ass ist him in 
his quest (he' ll want to be the one to deliver the final death 
blow), or they may carry on his quest for him should he die 
during the heroes' battle with the Apocalypse demo ns. An eve n 
better alternate plot line with plenty of room for developing 
dozen s of adve ntures , might be the characters and the Pharaoh 
becoming regular adversar ies. This can be esta blished from en
cou nters durin g the Apocalypse story- line, the Pharaoh look ing 
for revenge aga inst those who ruined his plans and so on. Perhaps 
Lo Fung is capt ured, tortu red and kill ed at the hands of the 
Pharaoh. This should incense the heroes and ceme nt a re lation
ship bet wee n the player characte rs and Rama-Set as archenemies. 
This wou ld estab lish a continuin g confli ct, with numero us adven
tures and story- line possibilities. The mad Pharaoh wil.l make a 
wonderfu l contin uing or recurring villain! The heroes don't have 
to kill him, but could become one of his main oppon ents, inter
fering with or stopp ing one insidious plot after another. The 
Pharaoh and his handiwork can pop-up anywhere, especiaJly in 
Africa and Europe. See Pharaoh Rama-Set in the sec tion about 
Egypt. 
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Lo Fung The Dragon 
True Name: He has neve r revealed his true nam e, Lon Zin, to 
anybody. He is also known as Lo Fung, The Dragon, or Lo 
Fung the Dragon. He alway s disguises him se lf as a human, 
usually an orienta l. 
Alignment : Scrupulous 
Attributes (adult): I.Q. : 26, M.E .: 22, M.A.: 26, P.S.: 24, 
P.P.: 19, P.E.: 18, P.B.: 15, Spd.: 20. 
M.D.C./Hit Points (adult): 1100 when in human form or 2 100 
when tran sformed into his natural serpe nt form. 
Horror Factor: 13 
P.P.E.: 800 adult 
Level of Experience: 15th leve l tattoo master. 
Natural Abilities: Imper vious lo poison, tox ins, dru gs, and 

gases, nightvi sion 90 ft (27.4 m), see the invisible, fire and 
cold resistant (does half dama ge) and can bio -rege nerate 
1D6 x 5 M .D.C. points every five minutes. 

Metamorphosi s: Same as all chian g-ku, see Pharaoh Rama-Set. 
Psionic Powers: Major psionic with the following powers: detect 

psionics, deaden pain , exorc ism, induce sleep, psyc hic diag
nosis, psychic purification, and psychic surgery. I.S.P. : I 00. 

Magic Knowledge: A full understand ing of magic, complete 
knowl edge of tattoo magic and the crea tion of the Elixir of 
Power and Deceit. 

As a Chiang-Ku Tattoo Master Lo Fung has the Mark s 
of Heritage plus the following: 
Power Tattoos: 
Rose of Healing (hea ling touch; a Mark of Heritage) 
Phoenix Rising (super healing & resurrection; a Mark of Herit
age) 
Heart Encircled by Chains (limited invulnerability, + 1125 
M .D.C.) 
Heart pierced by a wooden stake (prot ectio n from vampires) 
Skull Engulfed in Flames (fire power, fire bolt JD4x 15) 
Eye of Mystic Knowledge (can read magic symbol s & runes) 
Weapon , Animal , & Monster Tattoos 
Animal: Mongoose 
Animal: Tiger 
Anim al: Horse (which he ca n ride) 
Monster: Yazhing Multipede 
Simp le Weapon: Bow and Arrow (ID6 S.D.C.) 
Simple Weap on: Wood staff ( 1D8 S.D.C.) 
Mag ic Weapon: Flaming shie ld (inde slruc tible , + 2 Lo parry). 
Magic Weapo n: Flaming staff cove red by a co iled snake (l 08 
M .D., to ordinary oppo nents , 3D8 M.D. to dragons and other 
mega-da mage serpe nts). 
Magic Weapo n: Flaming arrows with wings (20 M.D . per 
arrow, thre e times normal range). 

Combat abilities: Hand to hand: marti al arts . 
Combat/Attacks Per Melee (adult): Five by hand to hand com

bat or tattoo magic or psionics. 
Bonuses (adult): + 5 strike, + 7 parry, + 7 dodge, + 6 damage, 

+ 4 to roll/pull punch, cr itical strike on unmodified 18-20 
and paired weapons. + 4 save vs psionics, + 5 to save vs all 
mag ic, + 6 to save vs horror factor, and recovers P.P.E. 
twice as quickly as norm al. 

R.C.C. Skills (includes I.Q bonus of +7%): All domestic 
skills, basic math , art, land navigation, wilderness surviva l, 
streetwi se, disguise, holistic medicine, climb ing, faerie lore, 



demon & mon ster lore, horseman ship , pilot hovercraft , and 
pilot sai lboat are all at 98%. W.P . targeting , W .P . blun Ustaff, 
W .P . swo rd, W .P. autom at ic pistol and energy rin e. 

Human Appearance: A five foot tall (I .5 m) orienta l monk 
with a shaved head and gentle express ion. He typi cally dre sses 
in oriental robes and sandals . He never wears armor. 

Special vehicles: None. 
Weapons: An ordinary wood staff , long bow and arrows. 
Money: He rarely has more than 2D6 x I 000 credits because he 

spends most of it helpin g the poor. 
Alliances & Allies: Victor Lazio, the Nog Henge druid s, 

Prrcyve l, member s of his sec t in the Orient and various heroes 
and kings throughout the Orient and part s of Europe. 

'Fang-Lo 
Fang-Lo has been driv en to action by bedeviling vis ions of 

the emergence of four powerful demon lords and with them, 
unimaginabl e sufferin g and death . She has seen that these four 
will unleas h a plague of destruction so dev astating that all life 
on Eart h is threatened unless they can be stopp ed. She ha s also 
envisioned that it is the New Phoenix where the four wi ll unite 
and become virtually unsto ppabl e . Some how , Rama -Se t and the 
gods of darkness will play a dangerous ro le in this affair although 
exactly what role they wi ll play in this drama has not yet been 
revealed to her. Fang-Lo has gone to the continent to find the 
fabled Abkii and other champion s to stop the four monsters 
before they can unite . 
Quick Stats 
Real Name: Fang Lowana 
Alignment: Scrupulous 
Attributes (hatchling): I.Q.: 19, M.E.: 19, M .A .: 2 1, P.S .: 
20, P.P.: 17, P .E.: 18, P.B .: 10, Spd.: 15. 
M.D .C./Hit Points (batchling): 200 when in human form or 
300 when transformed into her natural serpe nt form. 
Horror Factor: 9 
P.P.E .: 80 hatc hling 
Level of Experience: 5th leve l tattoo master. 
Natural Abilities: Impervi ous to po ison, toxin s, drn gs, and 

gases , nightvision 90 ft (27.4 m), see the invisible, fire and 
co ld resistant (does half damage) and can bio-rege nera te 
106 X 5 M.D.C. points every five minut es. 

Metamorphosis: Same as all chiang-k u , see Pharaoh Rama-Se t. 
Psionic Powers: Major psionic with the followi ng pow ers: Clair

voya nce , sixth sense, te lepathy , empathy, object read, pre
sence sense , see aura , and sense ev il. I.S.P.: I 10. 

Magic Knowledge: A full understandin g of magic, complete 
know ledge of tattoo magic and the crea tion of the Elixir of 
Power and Dece it. 

Skills: Standard R.C.C. skills at 5th leve l profi ciency. 
Age: 497 

Abkii The Defiant 
Abkii, The Defiant (pronounced Ob-Key) wanders the land 

in search of good a lcohol , parti es and adventure. He is a part y 
an imal who loves to drink, brawl, make love and have 
sophomoric fun , as much as he does defendin g the weak and 
partaking in ep ic adventur es. He is especially fond of helping 
the underdog (if they are deservi ng) and delights in battl es where 
the good guys are outn umbered ten to one or worse. During his 
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journey s, partyin g and adventures, he ha s come to befriend many 
noble warriors and pow erful being s who sometim es join -him on 
his crusades. He rece ntly left on a miss ion to the Phoeni x Emp ire 
and has not been see n since. 
Quick Stats 
Real Name: Ob kee 
Alignment: Unprin cipled 
Attributes (hatchling): 1.Q.: 17, M.E .: 20, M .A.: 20 , P.S.: 
22, P.P.: 2 1, P. E.: 20, P .B .: 8, Spd.: 12. 

M.D.C. /Hit Points (hatchling): 400 when in hum an form or 
500 when tran sfo rmed into his natural serpent form. 

Horror Factor: 9 
P.P.E.: 60 hatchling 
Level of Experience: 6th leve l tattoo master and warrior. 
Natural Abilities: Imp erv ious to poiso n , toxins, dru gs, and 

gases , nightvision 90 ft (27.4 m), see the invi sible, fire and 
cold res istant (does half damage) and can bio -regenerate 
106 x 5 M .D .C. points every five minute s. 

Metamorphosis: Same as all chian g-ku , see Pharaoh Rama -Set. 
Psionic Powers: Major psionic with the followi ng powers: Alter 

aura, ectopla sm, imperviou s lo fire and co ld, resis t fatigue, 
resist hunger , lev itation and telekinesis. I.S.P.: 80. 

Magic Knowledge: A full understandin g of magic , complete 
knowl edge of tattoo magic and the creation of the Elixir of 
Power and Deceit. 

Skills: Standard R.C.C. sk ills at 6th leve l proficie ncy, including 
hand to hand : martial arts, W .P . sword, W .P. targeting, W .P. 
blunt , W .P . energy pisto l, W .P. energy rin e. 

Weapons of Note: Sword of Atlantis (rune weapon), Kittani 
pla sma axe, TW-laser pulse rifle and a pygmy shaman's talis
man to shadow meld twice a day. 

Age: 749 

Sebek 
The Crocodile God 

Sebek is a se lfish troublemaker. If anything, Sebek can be 
considered a god of chaos or mischie f, siding with goo d and 
ev il forces as they best benefit him . He is an agent of anarchy 
who seems always to have his paws in some thin g. Thi s god is 
prob ably at his most dangerous when he is bored, because he 
wi ll go looking for trouble and if he ca n't find any , he' ll make 
some. He always has an eye out for a good scheme. 

Sebek has litlle regard for any gods, good or evil , and has a 
complet e disdain for authority and power, unless it is his. The 
crocod ile god can be incredibl y cunnin g but he is equally vindic
tive, petty and childi sh . He is happi es t when thin gs are going 
his way. As an a lly he is com pletely unpredi ctab le. The rea l 
reaso ns behind any alliance are strictly his own, despite anything 
he might claim to the contrary. Nine out of ten times, if Sebek 
wants in on so mething, especia lly so mething that cos ts him , you 
ca n bet that he expec ts some great rewa rd or adva ntage (for him) 
to arise out o f his involvemen t. Sim ilarly , it could mean that 
it's all a trick and the crocod ile god really plans on betraying 
his ally . Then aga in , he may be sincere and helpful. Unfortu 
nate ly , when things go wrong or he loses interes t, Sebek and 
his forces will disappear without a word of notice or a bit of 
regre t. 

The croco dile-heade d god was once a member of the Pantheon 
of Taut, but has fallen from grace among the Gods of Darkness. 



Unfortunately for Sebek, the Gods of.Light want nothing to do 
with him either. 
Real Name: Sebek Arimi 
Alignment: Anarchist with leanings toward evil. 

Attributes: I.Q .: 20, M.E.: 19, M.A.: 19, P.S.: 40, P.P.: 18, 
P.E.: 28, P.B.: 10, Spd.: 33 (22 1/2 mph/36 km - double 
swimming). 
Attribute Notes: His physical strength and all other attributes 

are at the supernatural level. 
Size: 18 feet (5.5 m) tall, male. 
M.D.C.: 6470 
Horror Factor: 15 
P.P.E. : 930, I.S.P.: 120 
Experience Level: 15th level con artist and I 0th level line 

walker. 
Natural Abilities: Nightvision 200 feet (61 m), see the invisible, 

knows all languages, metamorphosis into crocodile or 
crocodillian, teleport 94%, dimensional teleport 83%, swim 
98%, never fatigues, seldom sleeps, is always alert, summon 
and command and control 1D4X 100 crocodiles, summon 
and command 2D4 crocodillians, and can bio-regenerate 
( I D4 x I 00 points of damage per minute and able to regrow 
a new limb within a week). 

Priest or healer abilities include exorcism 50%, turn dead 
50% (affecting I D6 x IO dead at a time), remove magic curse 
34%, resurrection 10%, and healing touch (restores 2D6 
S.D.C or hit points and can be used without limit). 

Vulnerabili ties: Holy weapons, weapons made from silver (they 
do mega-damage to this being), the wood of a Millennium 
Tree, and some rune weapons inflict double damage. Magic 
fire also does double damage. 

Magic Powers: All ley line walker spell magic, levels 1-6, plus 
dispel magic barrier, negate magic, metamorphosis: human, 
life drain, minor curse, spoil, circles of protection, close rift, 
dimensional portal and teleport: superior. All ley line magic 
is equal to that of a I 0th level spell caster. Opponents must 
roll a 14 or higher to save vs magic ! 

Psionic Powers: Major psionic with 120 T.S.P., powers are 
limited to telepathy, mind block, and the super psi-powers 
of hypnotic suggestion, mind wipe and mentally possess 
others. 

Attacks Per Melee Round : Seven hand to hand actions or 
psionic attacks or two spell attacks. 

Restrained punch - 6D6 S.D.C. 
Full strength punch - 5D6 M.D. 
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Power punch - ID6X 10 M.D. 
Tail slash - 506 M.D. 
Bite - 5D6 M.D. 

Bonuses (includes attribute and skill bonuses): + 4 on initia
tive, + 6 to strike in hand to hand, + 3 to strike using an 
energy weapon, +8 to parry and dodge, + 4 to roll with 
impact, + 4 to pull punch, critical strike on a roll of a natural 
19-20, + 5 to save vs psionic attack, + 7 to save vs all types 
of magic, + 7 to save vs poison and drugs, and + 6 to save 
vs horror factor. 

Skills of Note: Basic and advanced math, escape, forgery, pick 
pockets, pick locks, palming, land navigation, pilot hover 
vehicles, and boats, all at 98%. Radio: basic, radio: scrambler, 
computer operation, streetwise, literacy in Dragonese and 
Euro are at 60%, W.P. blunt, W.P. energy pistol, W.P. 
energy rifle. 

Favorite Weapons: Loves magic items but can use anything. 
Armor: None. 
Technology : Sebek finds it fascinating. 
Description: Humanoid body with the head of a crocodile -

grey skin with some green highlights, and yellow eyes. Very 
alert and cunning. 

Money: For Sebek, money comes and goes; he currently can 
lay his hands on 2D4 million credits worth of precious metals 
and jewels, as well as an arsenal of weapons (ancient and 
modern), and a smattering of magic items, magic weapons 
and technological devices. 

Alliances: The Gathering of Heroes for the moment. His main 
reason for fighting the Apocalypse demons is to get even with 
Set and the other dark gods. Sebek is worshipped by crocodil
lians, the occasional cult and some tribes in Africa. 

Minions: His only completely loyal minions are the crocodil
lians, but he has worked with demons, men of magic, and 
just about anybody who can help him achieve his goals. 

Enemies : The Gods of Darkness, especially those in the pantheon 
of Taut, dislike Sebek immensely. The Gods of Light try to 
avoid and ignore him. 

Special Weapons 
1. The Scepter of the Serpent- A Greatest Rune Weapon. 

This black mace-like rod with twin crocodile heads is one 
Sebek's most prized weapons. 



The powers of the rune weapon: 
• 1.Q. 14 and has a telepathic link with Sebec. 
• lndestructible; reddish grey in color. 
• Anarchist alignment; if any creature of good alignment 
touches it, the scepter inflicts 6D6 points of damage, and 
will continue to do so each melee it is held. 
• The crocodile heads can breathe magic fire: I D6 x 10 
M.D., range: 1000 feet (305 m). 
• Drinks souls. 

• Mega-damage as a club: 1O6X l0M.D. 
• When parted from the scepter he can summon.it back 
to him no matter where it is, even from other dimensions 
- it teleports to him. 

2. Magic dagger: It inflicts 2D6 M.D., is indestructible, never 
dulls and returns when thrown. 

3. Boom Gun: A Glitter Boy Boom Gun which he carries 
with him often. Standard damage and range. He got himself 
one because Anhur has one. 

Encounters & Adventure Ideas 
Necromancer in league with the bark Forces of the Nile gods 

and/or the Phoenix Empire. Level of experience is I 04 + 4. One 
nasty fellow. He has used his powers to give himself extra limbs 
and powers. He is accompanied by a dozen animated dead and 
two humanoid (ogre, ore, troll, or similar) assistants. Both are 
equal to fourth level fighters. 

Caravan of the dead! A merchant caravan with a score of 
wagons and a hundred package bearers who are all animated 
corpses (60% human, 30% D-bee , and I 0% monsters, including 
a few gargoyles). Two D-Bee necromancers (2D4+2 levels of 
experience, miscreant evil) own the caravan or have been hired 
to protect the caravan from bandits. Their six living assistants 
are tough non-human warriors or demons. Ten percent of their 
bearers are actually grave ghouls. 

The caravan leaders eye strangers closely, especially if they 
are predominately human. If the characters look vulnerable and 
have obvious items of value, the necromancers may send their 
warriors or legion of dead to attack. The goal is robbery, so 
they won't pursue characters who flee or who offer too much 
resistance. These evil-doers are interested in easy profit not 
bloodshed. 

If the player characters prove to be too powerful and defeat 
them, the necromancers will surrender and pretend that they 
thought the characters were bandits. They' ll apologize and offer 
a few hundred credits worth of water, wine, food and trinkets. 
If the group demands restitution for their trouble or losses (dam
aged property) and makes serious sounding threats, the merchants 
will pay them a total of 406 x 1000 in universal credits, gold 
or gems. However, they will remember the characters and may 
seek revenge should they ever meet again. 

If the group looks too poor they'll be ignored. Any captives 
from a battle will be sold as slaves. Nothing will come of any 
reports made to the authorities regarding a confrontation. 

Wagon driven by a lone driver. The driver says he doesn' t 
want any trouble and will move on without incident if left un
molested or ignored. U investigated further, the player characters 
will find 30 skeletons and/or corpses inside the wagon. The 
driver claims to be a healer or medicine man transporting these 
tragic victims of a plague/accident/battle to a place to be burnt 
and buried or that he's returning them to their home village for 
a proper burial among family. Another story might be that he 
is an assistant mortician or a lowly servant obeying his master. 
Which is he? Any one of these things is a possibility, but more 
likely he is a necromancer! The dark sorcerer will attack if 
annoyed, threatened or if he sees something valuable among his 
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questioners that he wants. He will only attack if he believes his 
zombie legion can overpower his questioners: There may also 
be I D6 grave ghouls (assistants) among the corpses. 

Additional or alternative ideas. The driver may have important 
news about the Phoenix Empire, the Four Horsemen or bandits 
in the area which he might be willing to share depending on the 
circumstances and his disposition. He might claim that an area 
is safe, otherwise how could one lowly peasant come this far? 
In reality the area of passage is fraught with danger (bandits, 
witches, monsters, etc.) but the wily necromancer knows a secret 
way or is so feared by these brigands that they leave him alone. 
lf our heroes believe him, they walk into danger. Another idea: 
If the area is troubled by bandits or an aggressive tribe, perhaps 
the driver giggles and says something like, "Oh, I don't think 
they' ll be a problem anymore," and reveals his cargo, which is 
the dead bodies of many or all of these people. He then rides 
away laughing. 

Pirate raiding party! Pirates can be humans, D-bees, de
mons, monster races or a combination of any or all. Their base 
of operation and transportation is from a ship. A secret base or 
port can be on an island or mainland - several pirate organiza
tions are based on the Arabian peninsula, India and Indonesia. 
There is also a small, secret base on the east side of Madagascar 
and three in Morocco (northern Africa). Non-human pirates are 
welcome and given sanctuary at the Phoenix Empire as well. 
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Most pirates are part of a larger group and are typically the 
crew of I D4 ships. They will attack or invade land based cara
vans, outposts, temp les, towns and villages (rare ly cit ies), take 
what they came for and flee, returning to their ship (s) and heading 
back out to sea. Most pirates will venture more than one or two 
hundred miles away from their ship . The purpose of a raid is 
typically one of the followi ng: 
01-14 Food and Supplies 
1S-28 Booze, brawling , fun and relaxation 
29-42 Slaves 
43-S8 Booty: Gold, gems, jewe lry & simil ar valuables for resale . 
S9-74 Booty: On ly after weapons (usua lly high tech or magic). 
7S-87 Kidnappers: Kidnap, hold hostage and sell or trade a 

particu lar person or persons to whomever hired them or to 
the highest bidder. 

88-00 Mercenar ies: Pirates also accept jobs of assass ination , 
sabotage , and destruction (bum down a village, etc.). 

Bandits. There are all types of bandits and scoundrels in every 
sort of environment on the continent Most are small, dishevelled 
groups of briga nds who steal what they need and want, use it 
up and stea l some more. They are all crimi nals of anarchist and 
evil alignments. Some are humans , some O-bees, and others are 
monsters or a combination of them all. Some are high tech , 
some magic oriented and some rely only on their natural or 
supernatura l abilities. Most are independent operations not af
filiated with the Phoenix Empire. 

Mind bleeder spy or assassin. This is a character who uses 
his mind tripping powers for the purpose s of espionage, robbery 
and/or assassination. His selection of skills will reflect his thiev
ing and combat orientat ion rather than the more typical skills of 
that R,C.C.; most assassins and spies will be anarchist or evi l 
alignments. 

Witch looking of trouble for the fun it. She may be accom
panied by I 04 + 1 other witches or werebeasts, buti -fas, demonic 
cannibals or other "evil spirits" (demons). The witch and her 
friends may rob or extort protection money/valuables from the 
player character s, may cause trouble, sickness, murder , bad luck 
and other "bad medicine." One-th ird of the witches, espec ially 
to the north, are in contact with the Phoenix Empire and will 
know about the rewards offered for specific troublemaker s, dead 
or alive. 

Taboo shrine or temple. A taboo warning is etched into its 
surface telling all to stay away or suffer terrib le consequences 
(G.M. indicate what those conseque nces are). Inside the place 
is an important, helpful or powerful or legendary item (gem, 
weapon, charm, talisman , artifact, etc.). Does greed triumph or 
do the characters respect the taboo and avoid the area? A taboo 
place, animal or object can be found in the jungle, forests, 
savanna, desert, mountai ns and even at temple s and death cu lts 
in villages and cities. 

Addit ional or alternative possibilities. Village or tribal war
riors are hunting for outsiders who have broken a taboo and 
have brought bad medicine to their village. They have mistake n 
our heroes as those responsible and will try to capture or lead 
the group back to the village to receive punishment for their 
crime. These warr iors will not take no for an answer and will 
engage in life and death comba t to capture the characters. Note 
that the warriors are likely (80%) to be of predominately good 
alignments. Player character s who are made aware of this are 
not likely to fight. 
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The capture of the player characters can lead to all kinds of 
adventu res in and with the vi llage. First, they must prove their 
innocence . This can be accomp lished in any number of ways 
(tria l by comba t, psionic probe, ceremo ny by a priest or medicine 
man to determine the truth, etc.). Next, they might becom e 
involved in helping the villagers find the true culprits (evil guys, 
possibly bounty hunters or minion s of Pharaoh Rama-Set}, or 
help defend the village against a local witch who has appeared 
to add to their misery or take advantage of their strife . Who 
knows , maybe slavers or pirates show up. Perhaps the village 
is in the path of one of the Apocalypse demons! Many acts of 
heroism may make our heroes honorary memb ers of the village 
or tribe , whic h can become a base of operation. Alternate ly, 
perhaps our heroes' presence only bring s more misfortune to 
this beleaguered village. 

City Ruins . These are found main ly around the coasts of 
North and South Africa and the countrie s of Nigeria , Berkina, 
Niger, Chad, and Sudan. The ruins are the domain of any or all 
of the following: boog ie men , cannibal s, bandits, escaped slaves 
(they may have news or information to share), witch , a foul 
tempered dragon beast , a hungry manitcore on the prow l, a 
man-eating lion and similar. 

Nightmare Zombies created by Death. The Death 
Apocalyp se demon can create horribl e zombie-like monsters with 
multiple heads, limbs and mismatched body parts . He sends 
many of these monstros ities into the wor ld on a mission of death . 
The zombies try to kill every living crea ture they encounter, 
including animals and defen seless wome n and children. 

Regardl ess of what these animated dead things may look like, 
most have the same basic stats. 
Attributes (supernatural): P.S. 24, P.P. 20, P.E. 20, P.B. 6, 

Spd. 14. The zombies' actions are usually very direct and 
straightforward. I.Q. is roughly equal to an intelligence of 
six, without any imagination . 

They show no fear, are impervious to drugs, gases, poison , 
possession and mind control. The magic spells of turn dead 
and protection circles will only repel them or hold them at 
bay . Weapon s made of silver or magic and magic spells inrn ct 
doub le dama ge. 



M.D .C. : 1D4 x l00forhumant o horses izec reations, 1D6 x 100 
for huge creatures the size of an elephant or larger. 

Horror Factor: 14 for human sized zombies or 16 for giants. 
Attacks Per Melee: Two attacks per melee, plus one additional 

melee attack per eve ry two add itional arms , tentacles or tail. 
No extra bonuses for multiple heads or wings, although most 
winged zombies can fly at a speed of 44 , rough ly 30 mph 
(48 km). 

Bonuses: Hum an to horse sized monsters are + 4 to strike, parry 
and dodge . Giant monsters with multiple limbs are + 6 to 
strike , parry and dodge, + JO P.S., and + 10 Spd. 

Note: See the description of Death for full deta ils. 

There are many other possibilities. Animal encount ers, 
stampedes, tribal wars, demoni c cannibals, mutant s, aliens or 
monsters from another dimensions , .death cults, rogue minions 
of Splugorth , earthquakes , and on and on. In some of the mons
ter , world and character descriptions, there are sugges tions and 
ideas for their possible use in adve nture scenario s. These are all 
meant to help stimulate ideas for adve ntures. Of course, the 
ultimate conflict is the showdow n with the Four Horsemen of 
the Apocalypse (and possibly Rama -Set). 

The Four Horsemen 
of the Apocalypse-------

Where did the Four Horsemen 
appear in Africa? 

Game Masters can put them anyw here they think is best for 
their campa ign, but here are my sugges tions . 

Famine: Northern Ethiopia 
Pestilence: South Africa 
War: The Congo or Ivory Coas t 
Death: Southern Tanzania 

The Four Horseme n are instinctively drawn to the Giza com
plex of ley lines for two reasons. First, it is one of the most 
powerful ley line nexus centers on the continent. Second, because 
it was Pharaoh Ram a-Se t who has attracted them to Earth and 
is an aJly. Althoug h Egypt is their ultimate destination , they 
may travel all over the continent , particularly to meet one another 
somewhere before they embark on their journ ey to Giza. The 
Horsemen cause hatred , fear, suffer ing and death wher ever they 
go. See the power s, tactics and motivations of each of the Horse
men. 

Our heroes will be plagued by insect swarm s, nightmare 
zombies, animated dead, disease, and be troubled by unusually 
hot or cold temperature s, droughts, sudd en storm s, unusually 
host ile villagers, putrefied food and wate r , increase d act ivity by 
witches, evil sorcerers and demons, bounty hunters, and so on, 
All in addition to random encounter s, side adventures , and the 
hardships of the wilderness. 

Pharaoh Rama-Set has sent out his inhuman minions to de
stroy any who try to stop or hurt the Four Horsemen , so these 
demo nic assass ins and military death squad s will also be a con
stant prob lem, especially when an Apoca lypse demon is located 
or close by . 
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Some Specific Elements 
Heroes and Champions 

The hero charac ters, descriptions and story elements that fol
low are provid ed with the intention to add color, exciteme nt and 
drama to the game. It is alway s fun for player characters to rub 
shoulders with famou s peop le . Exac tly which, if any , of these 
famou s characters will be avai lable as No n-Player Chara cters 
(NPC s) is left entirely to the Game Master. Note that the heroes 
who have gathered are likely to divid e into many smaller groups 
to tack le a multitud e of problems and enemies. 

Other Heroes 
Game Masters can use this opportun ity to introdu ce other 

characters, from other game settings and dimensions , as NPCs 
or even as player characters. It's possible that these charac ters 
appea r only to fight the Four Horsemen of the Apoca lypse and 
then disappear , returning to their rightful time, place or dimen 
sion . It 's possible that cosmic forces, such as the gods of light , 
may interven e and bring these unusual heroes to Earth to help 
fight a menace of epic s igni ficance. The Game Master may also 
elect to let his or her player s select and play superhuman or 
supernatur al being s, including some of the gods of light and 
NPC s listed in this book , as a sort of mini- campai gn outside of 
the usual characters' realm s of adventure. As always, the pos
sibiliti es are many and they are all yours to explore. 

Gods of Light 
The gods of light , particularl y those of ancient Egyptian and 

African mythology , may take an active hand in helping the 
people of Eart h in their fight against the Apoca lypse demons. 
Howe ver, in many cases, there are equall y powerful evil forces 
and politica l entit ies also at play . These dark forces may prevent 
some gods or heroes from taking a direct hand in the conflict. 
Thi s may force these god-beings to take subtle action in the way 
of visions , warnings, messages, informatio n , clues , the location / 
acquisition of spec ial weapo ns, magic healing, and similar means 
of assistance. 

ln other cases, the invo lvement of one god ling or a group of 
gods may mean that old enemies, like the gods of darkne ss, may 
become involved to thwart the good deeds or wishes of their 
hated enemy. This can lead to addit ional skirmi shes for innocent 
people, heroes and gods alike. Thi s can also esca late the battle 
and even lead to conflic ts that will continu e long after the threat 
from the Four Horsemen has passed (a great opportu nity for 
developin g subplots and continuin g story elements). 

In still other situation s, the gods may direct ly confront each 
other, using oLher intelligen t creature s as their pawns, slaves, 
warrior s or champio ns. There can also be one-on-o ne combat 
between god-like beings and supernatural forces that might be 
limited to a tiny area or involve and affect an entire nation . Just 
remember, when beings with god-like powers engage in combat , 
it is likely that many innocent humanoids will suffer and/or fee l 
the conseque nces of the conflict for years to follow. Such con
frontation s might change the face of the land , alter the weather, 
open dimensiona l rifts, bring new alien life forms to Earth , 
destroy cities, or even annihil ate an entire race . 



Mrr'lyn & New Camelot 
Mrr'lyn doesn't want the champion s of Camelot involved in 

this conflict because he knows the number of casualties will be 
high. The loss of too many of New Camelot' s heroes and defen 
ders would weaken the kingdom , but more importantl y, set 
Mrr ' lyn' s present schemes back by a decade. The death of King 
Arr ' thuu would be devastating at this point and could lead to 
the collapse of the kingdom and every thing Mrr'lyn has set in 
motion over the last two hundred years. 

As a result , the enchanter will try to dissuade Arr'thuu from 
jo ining the crusade himself , as well as try to keep some of New 
Camelot' s greates t c hampions out of the conflict. To achieve 
this end , Mrr ' lyn will sabotage the gathering of the army and 
cause minor disturbances on Came lot 's borders to sugges t the 
kingdom may be under a more immediate threat of attack from 
other forces. The forces in Africa will receive little help from 
New Camelot when they most need it. 

Ultimately , King Arr ' thuu will take a personal hand in mobiliz
ing the troops he promised , but this intervention will come too 
late to help in the major confrontation against the Four Horsemen 
of the Apocalypse. However, they may be important in comba t
ing other dangers that arise from this conflict. 

GM Notes: 1. The heroes of New Camelot may be brought 
in like the calvary to rescue players from secondary villains 
and/or to "mop up" the remaining enemy forces and help vict ims 
of the war to rebuild their comm unities, but they are not likely 
to be directly involved in battling any of the Four Horsemen. 

2 . Mrr ' lyn may feel pressured into taking a direct hand in 
helping the forces in Africa from time to time , especia lly if his 
timely intervent ion wi ll prevent Arr'thuu from joini ng the quest. 

The enchanter will always conceal his true identity and is 
most likely to attack or help from a distance and in the shadows . 
He might strike an enemy down from behind , hea l a hero, create 
favorable or helpful weat her, send a warning of danger, and so 
on. He might even wrest le with one of the Horsemen for a few 
minutes. Even though he doesn ' t want to jeopardize everyt hing 
he's built at New Came lot , he does recognize that the Four 
Horsemen of the Apocalypse are a genu ine danger to the entire 
world and will want to see them stopped. He may also know 
what' s going on within a particular group by send ing a few of 
his Nexus Knights to assist (and spy on) them. 

3. Mrr' lyn , like so many of the god-like beings drawn into 
this conflict , can be played with great dramatic timing and effect. 
However , the enchanter will keep an extreme ly low profile and 
try to avoid any direct confro ntations. He has little regard for 
the peop le involved in this conflict. 

The Chiang-Ku Dragons 
The chiang-ku dragons have been drawn into this conflict 

because of their moral and philosophical view of the Megaverse 
and their place in it. Furthermo re, they feel more directly in
volved because it has been two of their kind, Fang-Lo and Lo 
Fung , who have foreseen the coming of the Apocalypse and 
because Rama-Set, an insane chiang-ku dragon, plays a key role 
in the entire affair. It is Rama-Set , working with ancient gods 
and the forces of evil , who plans to help the Apocalypse demons 
bring oblivion to the Megaverse . See the section describing 
Egypt elsewhere in this book . 
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Atlantis & The Minions of Splugorth 
Lord Splynncryth keeps vacillating as to what action he should 

take, if any. He is a rea list and knows that despite the power of 
the Apoca lypse demons, it will take them millions of years to 
destroy even half of the Megaverse . Besides, other powers are 
likely to unite and stop them before that ever happened . Until 
the Horsemen are stopped , he is confident that he and his minions 
can avoid their onslaught with a little creative dimen sion hop
ping. Still , he has a very good thing going on Earth with tremend
ous potential for expansion and profit - he'd hate to lose that. 
On the other hand , if he joins the forces of Earth to fight the 
Apocalypse demons and they lose, the Horsemen are likely to 
hunt him out of revenge and destroy him . Then again, if he was 
cra fty, how would they ever know? On the other hand , he has 
a reputation to consider and probably shouldn ' t associate with 
slave-stock such as humans , nor would he want .to illustrate just 
how powerfu l he really is. 

Decisions , decisio ns, what to do? That pretty much covers 
Lord Splynncryth ' s current train of thought. His gargoyle min
ions are quick to point out that their kin in Europe, with whom 
he has a loose alliance , will be among the first to fall before the 
Horsemen' s might. Of course, Lord Splynncryth is quick to 
point out that it is a "loose" alliance and one can always make 
new friends and allies . The Kittani warriors love a challeng ing 
fight , so they ' re hot to leap into battle . However, their involve
ment en masse will definitely implicate the Splugorth and things 
could get messy. 

Lord Splynncryth's likely action will be to send a few elite 
combat troops and powerful lone operators into the fray. He 
may also allow some powerful slaves to escape to Africa where 
they will be drawn into the conflict. GM Note: I leave it up to 
the individual GM to decide how involved the people of Atlantis 
might become. This is certa inly a good opportu nity to introduce 
player characters from Atlantis into other parts of the world . 

As for True Atlanteans, most of those in otl1er dimensions 
have no idea what is transpiring on Earth. Even most of those 
on Earth don't know about the arrival of the Four Horsemen , 
but you can bet your bottom dollar that there are some True 
Atlanteans cou nted among the heroes . 

The Americas 
Most of the people of North and South America , Mexico and 

Central America are ob livious to what's happening on the plains 
of Africa. Only a few of the elite at the city of Lazio are aware 
of events as they unravel , thanks to limited comm unications 
with Erin Tarn. 

The Coa lition States do not involve themselves in foreign 
affairs and have no inkling about the titanic war about to erupt 
in Africa. Even if they are told about it , they won't believe it 
and will ignore all pleas for help . 

Europe & Asia 
Like the Americas , few beings living in Europe and Asia 

know anything about the Four Horsemen of the Apocalypse, let 
a.lone that the entire planet is in danger. Only the most powerful 
practitioners of magic, priests and supernat ural beings may be
come aware of the danger and might travel to Africa to lend a 
hand . The NGR and even kingdoms along the Mediterranean 
are obliviou s to the events unfolding on the dark continent. 
Ironica lly , shou ld the Horsemen be defeated, the NGR, CS and 



most kingdoms will never believe how close to extinction life 
on Earth came, nor will they appreciate the sacrifices of those 
who fought the monsters. 

Story ideas for the Pharaoh 
Armageddon Lost 

If the Four Horsemen are defeated, the Pharaoh's dreams will 
be shattered. He will become melancholy and give in to depre
ssion. For 4D6 weeks he will ignore all but the most pressing 
affairs of the state and lock himself away to brood. After a time, 
melancholy will give way to anger and thoughts of revenge. He 
is likely to launch a_ campaign of revenge against all those known 
to have been involved in "his" defeat. He will see the destruction 
of the Apocalypse demons as a defeat against himself. After all, 
his plans to experience the ultimate in chaos and subsequent 
cosmic enlightenment have been lost , perhaps forever. Those 
singled out for persecution are likely to include the player charac
ters. This could lead to confrontations with assassins, bounty 
hunters, witches and demons. The group could be captured and 
brought to the City of Rama to face punishment at the hands of 
the Pharaoh. Or they might return to Africa to help one of their 
allies, like Lo Fung, escape the clutches of the Pharaoh. They 
may also become embroiled in the affairs of the Gods. 

Pharaoh Rama-Set will then turn his attention to his other 
schemes and escalate conflicts between other kingdoms and 
groups. His quest for cosmic enlightenment ruined, he will be
come even more cruel and dangerous than ever! 

Demons from the Past 
The oracles who counsel Pharaoh Rama-Set have warned that 

his "past is coming to confront him." He has taken this to mean 
that his old friend, Lo Fung, is finally coming for him. He has 
always known this day would come and he is prepared for that 
inevitability. However, his confrontation with his past might not 
be represented by Lo Fung, but by Victor Lazio, who also knew 
Lo Li (although not nearly as well). Rama-Set is not aware that 
Lazio is among the Gathering of Heroes. 

Although Lo Fung, and possibly Victor Lazio, may feel com
pelled or obligated to destroy Pharaoh Rama-Set, this doesn't 
necessarily mean a suicidal confrontation. Lo Fung and Lazio 
are both extremely intelligent and clever. They are more likely 
to bide their time and strike when they have the best opportunity. 
Meanwhile, the character(s) is likely to sabotage the Pharaoh's 
many other schemes and rescue those under his crushing thumb. 

Victor Lazio has responsibilities back at the New German 
Republic and will not stay in Africa for very long after the 
Apocalypse demons have been defeated. He will welcome Lo 
Fung's presence in the Phoenix Empire operating as a spy. Lo 
Fung can sabotage weapon and supply shipments to the monsters 
in Germany and warn Lazio of the Pharaoh's increased involve
ment in fighting the NOR. Lazio may have his differences with 
the heads of government at the NGR, but his loyalty is to his 
fellow human beings and all innocent humanoids. 

A Great Returning Villain 
Pharaoh Rama-Set can be a marvelous, continuing or reoccur

ring villain. He has his claws in many evil plots in Africa and 
places as far away from his empire as India, the New German 
Republic and Atlantis. He has been supplying the Gargoyle 
Empire of Germany and many other tribes, bandits, and non
human cutthroats with weapons, equipment and protection for 
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years. Publicly he denies this activity, claiming ignorance and 
helplessness or pointing to one of the many death cults· as the 
one to blame. Of course, it was Rama-Set who established many 
of these cults and it is he that encourages and supports them. 
He constantly provokes and encourages acts of violence and 
terrorism against humans and D-bees. War criminals, terrorists, 
assassins and supernatural monsters are always welcomed in his 
Empire and treated like visiting dignitaries. Among his friends 
are the Splugorth, the Gargoyle Empire , Blood Druids, Gods of 
Darkness, and numerous monster tribes, bandits, pirates, king
doms of monsters and the foulest of individuals. 

O.C.C. & R.C.C. Experience Levels 

Tree People, 
Pygm;r Hunter Pygrn;r Shaman 

& Tautons & Ramen A;gogwe & Crocodillians 

l 0,000-1,935 I 0,000-2 ,050 I 0,000-1.825 
2 1,935-3 ,870 2 2,05 1-4, 100 2 1,826-3,450 
3 3,871-7,750 3 4,10 1-8,250 3 3.45 1-6,900 
4 7,75 1- 15,400 4 8,25 1- 16,500 4 6,90 1-13,800 
5 15,40 1-20,000 5 16,50 1-24,600 5 13,80 1- 19,200 
6 20,00 1-30,000 6 24,60 1-34, 700 6 19,20 1-29,200 
7 30,00 1-40,000 7 34,70 1-49,800 7 29,20 1-39,200 
8 40,00 1-60,000 8 49,80 1-69,900 8 39,201-49,200 
9 60 ,00 1-80,000 9 69,90 1-95,000 9 49,201-70 ,300 
10 80,00 1-1 10,500 10 95,00 1- 130, 100 10 70,30 1-99,500 
II 110,00 1- 140 ,000 II 130, 10 1- 180,200 II 99,501- 130,500 
12 140,00 1- 180,000 12 I 80,20 1-230,300 12 130,501-180,500 
13 180,001-230,000 13 230 ,30 1-280,400 13 180,501-230,500 
14 230,00 1-280,000 14 280,40 1-340,500 14 230,50 1-280,500 
15 280,001 -350,000 15 340,50 1-400,600 15 280,50 1-320,500 

African Priest African Medicine Man African Rain Maker 

0,000-2,000 I 0,000-2, 110 I 0 ,000-2, 160 

2 2 ,00 1-4,000 2 2, 111-4,220 2 2, 161-4,320 

3 4,00 1-8,200 3 4 ,22 1-8, 440 3 4,321-8,640 

4 8,20 1- 16,400 4 8,44 1-16,880 4 8,641-17,280 

5 16,40 1-24,500 5 16,88 1-24,880 5 17,28 1-25,280 

6 24,50 1-34,600 6 24,88 1-34,880 6 25,28 1-35,560 

7 34,60 1-49 ,700 7 34,88 1-48,440 7 35,561-50,840 

8 49,70 1-69,800 8 48,44 1-68,440 8 50,841-72,280 

9 69,80 1-94,900 9 68,44 1-92 ,480 9 72,28 1-97 ,560 

10 94,90 1- 129,000 10 92,48 1- 128,480 10 97 ,56 1- 132,840 

II 129,00 1- 179 , 100 II 128,48 1- 178.480 I I 132,84 1- I 90 ,280 

12 179, 10 1-229,200 12 178,48 1-228 ,880 12 190,28 1-240 ,560 

13 229,20 1-279,300 13 228,88 1-278,880 13 240,56 1-297 ,880 

14 279,30 1-329 ,400 14 278,88 1-324,480 14 297,881-360,280 

15 329,40 1-389 ,500 15 324,48 1-388,880 15 360,281-420,560 

African Witch Necromancer & Phoenixi Mind Bleeder 

1 0,000-1,950 I 0,000 -2,200 0,000 -2, 130 
2 1,95 1-3,900 2 2,20 1-4,400 2 2, 13 1-4,260 
3 3 ,90 1-7,800 3 4.40 1-8,800 3 4,26 1-8,580 
4 7,80 1- 15,600 4 8,80 1- 17,600 4 8,58 1- 17, 160 
5 15,60 1-30,200 5 17,60 1-27,700 5 17, 161-24,910 
6 30,20 1-45,400 6 27 ,701-37 ,800 6 24,9 11-34,190 
7 45,401 -60,600 7 37,80 1-53, 900 7 34, 19 1-49,290 
8 60,60 1-85,800 8 53,90 1-75, 100 8 49 ,29 I -67 ,390 
9 85,80 1- 110,200 9 75, 10 1- 100 ,200 9 67,39 1-93,490 
10 110,20 1-150,400 10 100 ,20 1- 140,300 10 93,491- 13 1,590 
II 150,40 1-2 10,600 II 140,30 1-200,400 II 13 1 ,59 1- 182,690 
12 210,6 01-265,800 12 200,40 1-250,500 12 182,69 1-225,790 
13 265,80 1-325,200 13 250,50 1-300,600 13 225,791-272,890 
14 325,201-375.400 14 300,601-350,700 14 272,89 1-333, 190 
15 375 ,40 1-450,600 15 350,92 1-425,800 15 333, 191-399,690 

Note: The Children of Amon can be any O.C.C. 
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