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Introductio n 
This book marks two special moment s for me. First of all it 

completes (well, almost completes) my foray into the South 
America of Rifts Earth , where myths from the past and wonder s 
from impossible futures stand side by side. This exploration has 
been particularly exh ilarating. Secondly, this is the ftrst book 
completed since my move to Michigan, and my full-time com
mitment to Palladium Books. This move marks the conclusion of 
a five-year process between being a gaming fan and becoming a 
full member of the gaming industry. I hope this book is but the 
harbinger of things to come. 

Rifts® South America Two continues to explore the conti
nent. Here you wilt find the reborn Inca Empire battling extrater
restrial invaders, uncover the secrets of the Nazca lines, and 
explore the Silver River Republics, where humans, mutant ani
mals and D-Bees live, build wondro us machines, and face all 
kinds of dangers. I was perhaps too ambitious , and some sec
tions of the book had to be left out, including an adventure deal
ing with the fate of Professor Cudbury (from South America: 
One). Perhaps a future supplement will both expand on existing 
material and add new storylines . 

The next several Rifts® books will focus on the "roots" of 
the Rifts RPG - North America. Kevin and I wiU be worki..7g 
on a number of exiting projects, including the Juicer Upris
ing™, Psyscape™, the New West, Lone Star, The Coalition 
and Chi-Town books, among other projects. I know that 1996 is 
going to be a tremendou s year for Rifts, and firmly believe you 
won' t be disappointed. Enjoy! 

- CJ. Carella 
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The Empire of the Sun 
The region occupying much of pre-Rifts Peru and Bolivia is a 

cauldron of magic and conflict, a place of heroes, demigods and 
technology. Like mythical Atlantis, the court of Camelot and the 
fabulous cities of El Dorado, the new Inca Empire is a throw
back to an older era, returning in these times of magic to regain 
its lost glories. It is a place where magic and the surviving rem
nants of technology have combined to create a unique culture. 
However , the Empire of the Sun faces an alien threat that may 
endanger the entire planet. 

Shadows of the Past 
Archaeologists and historians from before the Rifts could 

only guess about the enigmatic civilizations of the Andes moun
tains. The Incas were relative latecomers to the Peru-Bolivia re
gion. Many other cultures, some of them dating back as far as 
10,000 BC, had settled in the region. Among them was the fabu
lous Nazca Empire, which rose and fell before recorded history 
began. Nearly nothing is known about the True Nazcans, and 
very little is known about those who followed them through his
tory. These civilizations, including the Moche , the Wari, and the 

· Nazca, have become a.II but extinct, with a few legends and frag
mentary languages as their only legacy . 

One of the most powerful civilizations in the Andes before 
the rise of the Incas, was the Chimu Nation. The Chimu built 
stone pyramids and lived in fortified cities. It is possible that 
some of their culture and knowledge came from Atlantean refu
gees from the ancient cataclysm that destroyed that civil ization. 
According to Chimu legends, the founders of their great cities 
arrived on the coast on makeshift rafts, and are said to be the 
survivors from the great floods that followed the destruction of 
Atlantis. The legends indeed had a grain of truth in them. The 
Chimu were influenced by the Atlanteans , and pan of that leg
acy would survive the millennia. 

The Lost 
Nazca Civilization 

Although pre-Rifts archaeo logists did not know this, the 
Nazca civilization was the oldest in the area. Other cultures rose 
and fell in the centuries that followed. 

Little is known of the Nazca civilization. It was apparently an 
ancient culture, best known for their intricate ceramics, pottery 
and the fabulous Nazca Lines (giant symbo lic animals and 
shapes etched into the desert sand). The Nazca were believed to 
have developed their culture between 1 and 600 AD, and which 
declined shortly thereafter , but the Nazca actually existed over 
ten thousand years earlier. This fact has escaped historians be
cause even before the Rifts, there were very few archeologica l 
remains of this civilization, and no records besides the desert 
drawings, legends and myths of the indigenous people. 
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The unknown truth is that the Nazcans had built an ancient 
civilization of un imaginable age and power , older than any ar
cheologist could env ision. Around 10,000 B.C., the Nazcans 
built a large and powerful kingdom, controlled by magicians. 
This was the same era in which Atlantis and Lemuria flourished, 
and only the fabu lous civilizations of Atlant is and Lemuria 
could match the power of Nazca . The three cultures grew during 
the same prehis toric era, from which no recognizable records 
survived. 

The Nazcans ' mastery over Line Magic allowed them to cre
ate huge palaces and buildings of pure magical energy! Unlike 
Atlantis and Lemuria, who built enormous towers and pyramids 
of stone and metal, the Nazcan cities used no physical materials , 
and yet they were just as large and powerful. Using their power 
over symbols, the mage-kings of Nazca grew in power and trav
eled to other worlds by opening Rifts in reality. By drawing on 
the ground and performing complex ceremonies, the Nazcans 
were able to grea tly increase the power of ley lines. Drawings on 
ceramic pots were used to transform magical energies into food 
and mystical potions. They even drew magical symbols on hu
man skin, granting powers similar to those conferred by Tattoo 
Magic (described in Rifts Atlantis). For the most part , they used 
their mystic secrets for peacefu l purposes - bringing rain down 
over their arid mountain lands , protecting the people from earth
quakes and natura l disaster s, and heal ing the sick. 

The Great Disaster was brought about by Atlantis' tampering 
with transdimensional magicks. As a result, the magical energy 
levels of the world were nearly dep leted. To the Nazca civiliza
tion, this was utter catastrophe. Their buildings sudden ly ceased 
to exist, causing thousands to fall to their deaths as the walls and 
floors of their towers became insubstantial. The carefully created 
energy matrix that kept their cities strong, collapsed. Transdi
mens ional gates slammed shut, trapping thousands of Nazcans 
on hosti le alien worlds. The most powerf ul of their sorcerer
kings escaped Earth through the last dimensio nal Rifts, but 
wouldn't return for thousands of years. As the magic energy of 
the planet waned, the Nazca civilization decayed and all but dis
appeared. Their cu lture and very existence becoming a thing of 
legend to the primitive tribes that lived around them. Only a tiny 
remnant, led by a handful of line makers, survived . They kept 
alive the Nazca culture that would be discovered by modern ar
chaeologists thousands of years later. However, this community 
was a considerably younger and much inferior civilization , best 
known for its colorful pottery and the mysterio us line drawings 
of the Nazca Plateau. 

Alien Invas ion & the Nazc a Lines 
With the disappearance of mystic energy, the Nazca became 

just one more tribe Jiving in the mountains. The line makers 
among them used their powers sparingly, and kept their knowl
edge alive thro ugh the centuries by teaching the line drawing se
crets to worthy pupils. Life went on. 



All this changed with the com ing of the Arkh ons, somet ime in 
100 BC. The Arkhons were aliens from another galaxy, explor
ers and conquerors with little sympa thy or mercy for the more 
primitive races. A huge, miles-long mothership appeared high 
over the Earth 's sky. Many legends of sky chariots, portents and 
other " lights in the sky" myths were inspired by this awesome 
sight. The conquest of Earth appeared to be inevitabl e. 

The arrivaJ of the strangers had not come without forewarn 
ing, however. Several old Nazcan seers and prophets, the heirs 
of the ancient lost c ivilization , sensed the danger facing the 
planet. Unlike other gifted men and women in other nations, the 
Nazcan seers were heard and their warnings heeded. At the same 
time, many of the magicians who had abandoned Earth centuries 
before returned to help their descendants one more time. A year 
before the alien ship arrived, the Mazcans started building a set 
of magic lines larger and more powerful than anything created 
since the collapse of the ancient, true Nazca culture. Motivated 
by desperation, the Nazcans ruthlessly drew as much mystical 
energy from the Earth as they could to fuel their powerful spells. 
Lines of giant animals were drawn, cove ring an area of ove r five 
miles, which drew on the power of a dozen major ley lines and 
four nexus points. As chance or fate would have it, the arrival of 
the Arkhons occu rred only a few days before the summer sol
st ice, giving the Nazcans more power for their ceremony ; it 
proved to be barely enough. 

As the Arkhons prepared their invasion plans, the Nazcans 
performed a massive group ritual, involving ove r two hundred 
magicians, shamans and priests. The lines they had drawn on the 
ground shone with blinding light, and the animals they had de
signed sudden ly came to life as giant energy beings that flew 
into the sky to meet the invaders. At the same time, blasts of 
pure psychic energy emerged from the geometric patterns, 
smashing into the Arkhons' mothership. 

The Arkhons had no knowledge of magic. Unprepared for the 
mystical barrage, they were taken completely by surprise. The 
mothership was severely damaged, and the aliens suffered over 
40% casualties before they even knew they were being attacked. 
Then the energy animals - birds, monkeys, spiders - came 
tlying into the stratosphere and attacked the mothership, swat
ting away defending fighters and robots like so many annoying 
insects. The terrified and she ll-shocked Arkhons had no choice 
but to flee - haJf of their crew and support ships gone, the 
mothership's eng ines damaged , the Arkhons barely managed to 
use their space-fold systems to leave Earth, never to return, until 
after the Coming of the Rifts. 

The ancient battle was a bittersweet victory for the Nazcans. 
AJmost one-third of the sorcerers who participated in the ritual 
perished, consumed by the energies they had unleashed. Even 
more importantly, the ritual drained all the psychic energies of 
the reg ion, literally "disconnecting" all the ley lines coursin g 
through the area. The Nazcan magicians left Earth and returned 
to their pocket universe, vowing to return when magic lived 
again on the world. 

The Nazcan decline continued unabated. Although the rem
nants of Nazcan civilizat ion would continue to exist for several 
more centuries, their mystica l powers were exhausted, dea ling a 
death blow to the already decay ing culture. The most powerful 
line makers left for other worlds, where they would establish 
their own secret empire. A small handful of shamans continued 
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to hand down their knowl edge ove r the generation s, but many 
secrets were lost. By 700 AD, the Nazca had practica lly van
ished, makin g way for other nations and peoples. Yet, even after 
other cultures conquered the area, the descend ants of the Nazca 
secretly maintained some understanding of the anciem magic 
and kept the tradition of maintaining and prese rving the plateau 
lines to guard aga inst a possible return of the invaders. 

The History of the 
Old Inca Empire 

Inconce ivable to modem scholars was the fact that many of 
the Incan " myths" were actually real stories, handed down and 
somewhat distorted throughout the centuries, but still essentially 
true, as were thei.r divine origins. The tales of magic and gods of 
legend were the reality of an ancient era when magic energy 
tlowed throughout the planet and so-ca lled "gods" walked the 
Earth. 20th Century occult scholars, like Victor Lazio (whose 
theories were scoffed at and rejected), believed some of the an
cient cultures were influenced by the Atlantean survivors tleeing 
the destruct ion of the ir civilization. They recognized the mystic 
significance of some of the prehistoric monuments, but unknown 
to most modem historians, many of these monument s continued 
to hold a great deal of mystic power. Power which would be re
awakened with the Coming of the Rift s. 

ln the history books of Earth, the lnca culture appeared at 
around 1200 A.O. Over a period of 200 years, this small city
state, based around the city of Cuzco, expanded and conquered 
all neighbor ing lands, and had a huge empire covering the Andes 
mountain s, the coastal regions, and even extending imo the in
hospitable jungles to the west. 

The Jncas claimed to be descendants of powerful gods and 
demigods, but such claims were considered myth and supersti
tion. Unknown to the archaeo logists and historians of Earth, 
however, the fantastic claims of the Incas were true. 

The Arrival of the Gods 
Ancient Cuzco was the location of three, small war-like tribes 

with liule to distinguish them from their neighbors. The history 
of its peop le was forever changed by the arriva l of a band of 
transdimensio nal travelers. These visitors were supernatural be
ings of incredible power - gods, godlings, demigods, and su
pernatura l humanoi ds from another world. These beings served 
the Panthe-on of the Sun, a powerf ul collection of divine beings 
who were aligned with the powers of light (for more information 
about the ongoing war betwee n the gods of Light and the gods of 
Darkness, see Rif1s Africa and the Rif1s Conversio n Book Two: 
Panth eons of 1he Mega verse) . 

The superhuman trave lers were the heralds and servants of a 
powerfu l transdimensional entity .known as Viracocha. At the 
time, Viraco cha and his pantheon of gods were actually refugees 
from another dimension, the losers of a war against the alien 
race of cybo rgs known as The Mechanoids. For all their power, 
the Pantheon of the Sun could not stand agains t the end less 
hordes of murde rous cybo rgs and robo ts sent aga inst them . The 



world they ruled and its ten billion inhabitants were consumed in 
unholy flames by the relentless Mechanoid fleet. Only the gods 
and their court, made up of demigods, god lings, and other he
roes, were able to escape the holocaust. 

During their travels through the Megaverse, Viracocha, Inti, 
and their followers had heard about the wonders of the magnifi
cent Nazca Empire and its untimely demise. Wishing to some
how recreate its glories, and assuming that mystic energy was 
accessible , Viracocha used most of his remaining power to send 
him and his court to Earth. The pantheon arrived through a giant 
Rift that opened over Lake Titicaca, one of the most powerful 
nexus points in the world. Over three hundred people were trans
ported to Earth, but the gods had erred. The ley line energy was 
weak and insufficient to support their energy needs. 

The Inca gods, utterly drained by the effort of Rifting to 
Earth, and injured from their battles with the Mecha noids, were 
left weak and powerless. One by one, the powerful beings 
slipped into a stasis sleep. In this heal ing slumber, the gods 
would regenerate and some day awaken, but in the low energy 
field of ancient Earth, it would take generations to regain even a 
fraction of their power. 

The nature of the humanoid demigods and godlings who 
comprised much of the gods' court was different than the gods' 
(see Pantheons of the Megaverse for detai ls and optional player 
characters) , so these beings did not slip into the coma- like state. 
They found themselves leaderless, weak and alone in a strange 
new world. 

The Birth of an Empire 
Manco Capac, son of the sun-god Inti, stepped forward to 

lead his fellow Inca godlings and demigods in a search for a 
suitable place to settle. After a number of adventu res, their trip 
marred by bickering between Manco Capac and the other god
lings, the travelers arrived in the region of Cuzco. At the time, 
the region was divided among three warring tribes, but the arri
val of the superhuman visitors would soon have a profound ef
fect on these people. The Inca demigods and godlings proved to 
be much more than human, easily conv incing the people of 
Cuzco of their "divinity ." The awestruck mountain people im
mediately accepted their supernat ural visitors as "gods" (making 
no distinction between "true" gods or the comparatively lesser 
beings known as god lings and demigo ds). Through the interven
tion of these "Inca Gods," unity and lasting peace was estab
lished between the three tribes. 

The sleeping (true) gods were carried to Cuzco and placed in 
a special building made by the humans under the directio n of the 
godlings. The structure and its location would eventually be
come known as the Temple of the Sun; built on a nexus point 
where the gods could draw on the trickle of mystic energy that 
radiated from this junction, could quietly heal in a safe confine, 
and receive the worship (and protection) of their new subjects. 

The demigods and godlings liked the people and adopted 
them as their "spiritual children," rather than using them as 
grovelling servants . In return for the peop le's adoration and 
service, the Inca godlings and demigods taught them the rudi
mentaries of sciences, agriculture, engineering, medicine and 
magic. To the primitive mountain people, these lesser supernatu
ral beings seemed in every way "godly" and the "bringers of 
knowledge and culture." As a sign of gratitude and respect, the 
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humans took the name of thei.r gods and called themselves the 
"Inca." The decades of philosophical, cultural and, occasionally, 
even physical union between demigods, godlings and humans 
would give rise to the Inca civilization and establish the perva
sive belief among the human Inca people that they were all the 
direct descedants of the gods of the Pantheon of the Sun. The 
awestruck humans even saw glimpses of the slumbering gods, 
refe rred to as the Great Gods. This would one day lead to the 
practice of mummifying noblemen and other notable people; a 
practice already practiced by other cultures, and one that would 
lead to attempts to bring the dead back to life! 

Of the legendary Inca Emperors, the first three were true god
lings or demigods. Manco Capac, the legendary founder of the 
Inca Empire, was revered as a true god. Under his leadership, the 
peop le of Cuzco flourished and the Inca Nation was born. Sinchi 
Roca and Lloque Yupanqui followed. Both tried to maintain a 
peaceful nation, in good terms with their neighbors, but the war
like people of Cuzco ended up resenting these policies and 
would abandon them shortly after the gods would leave them. 

After a number of decades, each of the long-lived demigods, 
in turn, faked his death and was replaced by a successor. This 
seemed to be a logical practice, because it prevented any one 
demigod from becoming too powerful or manipulative, and the 
humans better accepted a "line" of leaders. L/oque Yupanqui was 
the last True l nca godling in the line. It was during his reign that 
the gods of the Pantheon of the Sun started to stir from their 140 
year slumber. Having recovered from their terrible wounds, 
though still weak, the gods of the Pantheon decided they must 
leave Earth. The trickle of magic energy on Earth was only 
slowing down their full recovery, and left them weakened 
against their enemies. More importantly, they had received calls 
for help from other pantheons of Light, request ing their assis
tance in other dimensions. The entire Pantheon, including the 
demigods and godlings, moved on, leaving behind a human civi
lization that continued worshipping them for centuries. 

The new Inca emperors believed themselves to be demigods, 
true descendants of the gods, with supreme powers and privi
leges. Their bodies were mummified and kept in sacred places 
(just as the slumberi ng gods had once been kept in stasis). The 
vision of a huge universe beyond their borders inspired them to 
explore and expand their Empire, resulting in a series of con
quests, starting at the time of the Eighth Inca Emperor who 
called himself Viracocha, after the all-father of the Pantheon of 
the Sun. Emperor Viracocha and his successors rapidly con
quered the lands around them. By 1400 A.O. they had a huge 
empire that covered about one-third of the entire South Ameri
can continent! 

The Incas continued to worship the Pantheon of the Sun. Us
ing their own skills and talents (magic had all but vanished from 
Earth), they built huge temples and buildings in their honor. Fes
tivals and rituals honored the gods; some of them included hu
man sacrifices, a practice the gods would not have condoned 
(but did provide P.P.E. to perform some magic). Compared to 
the much more bloodthirsty Aztecs and similar Central Ameri
can peoples, however, the Incas were rather tame and non-vio
lent. Although they conquere d many other nations by force, and 
sometimes were utterly ruthless in suppressing rebellions, the In
cas managed to maintain peace and prosperity over their expan
sive empire. 



Roads linked every c ity and town in the Empire; the Incas 
built thousands of miles of roads linking the coasts and moun
tains, reaching as far as the Amazonian jungle. Runners canied 
messages and edicts through these roads, keeping Emperors and 
governors informed of what was going on. Agriculture was con
trolled by the Empire, and a grain tax was imposed; this surplus 
was stored and used during times of famine. In this manner, 
there were less food distribution problems than in any part of 
Europe, where scarcity and famine were stil l common . 

Less than 200 years after the great conquests, however, the 
Spaniard conquerors arrived to the Empire. The Incas first 
thought these warriors were the demigods of their legends, come 
back to lead their people. This and a civil war between the heirs 
to the Empire weakened the Incas enough to allow a few thou
sand Spanish warriors to conquer tl'le nation. Thousands of Inca 
were slaughtered and thousands more enslaved and abused. The 
conquest process took several decades, but at the end of that pe
riod, the Empire of the Sun had been shattered and its gods for
gotten and replaced. Elsewhere in the Megaverse, the loss of 
millions of worshippers severely weakened the Pantheon of the 
Sun, who were at the time engaged in a savage war against the 
Gods of Darkness and their demonic host. The Inca Gods were 
nearly destroyed, and once again they had to enter a mystical 
slumber, this time in a small dimension linked to Earth by small 
dimensional portals built into Huacas (holy places, most of 
whom were built over ley lines and nexus points). Their faithful 
demigod servants, led by Manco Capac, guarded the gods for 
centuries. 

The Return of the Gods 

The Great Cataclysm 
& New Empire of the Sun 

The Coming of the Rifts was a momentous time for all of 
Earth. As mystical energies exploded from ley lines and nexus 
points, and waves of magic triggered earthquakes, storms and 
worse, the attention of many beings of power was suddenly fo
cused on this largely ignored planet. Many old gods decided it 
was time to return. Some built new cities for their worshippers, 
like the feline deities in charge of Omagua (see Rifts South 
America: One). Others visited the planet only when great dan
gers threatened it, like the Pantheon of Ra has done in Africa 
during the coming of the Four Horsemen of the Apocalypse 
(described in Rifts Africa). And still others, the Pantheon of the 
Sun among them, decided to return to the place of their origins, 
the mountain city of Cuzco. 

The surge of dimensional energies awakened the gods of the 
Sun Pantheon. Yiracocha again led his people to Earth, through 
the Rift that opened over Lake Titicaca. The gods and their ser
vants anived amidst chaos and confusion. Civilization was 
crumbling all around. Undeterred, Viracocha marched towards 
the ancient capital of Cuzco. Thousands of humans who recog
nized the old gods followed them, which meant that most of 
these worshippers were spared from many of the lethal dangers 
that beset the world with the primordial spasms of rebirth. Yira
cocha and his fellow gods and goddesses were glad to help their 
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new "subjects." The Earth of this new era surged with incalcula
ble amounts of mystic energy, which served to enhance the 
gods' magical powers. 

During this odyssey, the Inca gods experienced their first 
contacts with modem technology. A Peruvian armored battalion, 
mobilized shortly before the Rifts to protect a vital mountain 
road, attacked the travelers out of sheer panic. Although the gods 
were able to easily disable and destroy dozens of tanks, helicop
ters and other vehicles, the concentrated firepower of the terri
fied humans was enough to kill several godlings and demigods, 
and to severely injure some of the lesser gods of the Pantheon. 
Yiracocha soon realized that technology was something to be re
spected. Despite this and other dangers, the Inca gods and their 
followers made it to Cuzco, where they used magic to rebuild 
the ancient city on the ruins of the modem metropolis. 

Elsewhere in the region, other major events were taking 
place. In the Nazca plateau, the line drawings flared to life. An
cient half-erased marks on the ground sudden ly became walls, 
buildings and towers! Some of the fabulous cities of Nazca were 
reborn -ancient magic feeding off the ley line energies that 
once again pulsed with power. Two of the cities were occupied 
by the heirs of the Nazca culture, led by a band of a long-lost de
scendants of the line makers who had tled Earth during the fall 
of Atlantis. The returning Line Makers used their powers to pro
tect the area's population from the brunt of the erupting ley lines 
and the Great Cataclysm. 

The Cataclysm that engulfed the planet was less kind to the 
nations of Peru, Ecuador and Bolivia, where only scattered 
bands of refugees survived - millions perished. Only the city of 
Arequipa (described elsew here in this book) managed to sur
vive, and even in that case it was a shadow of its former self. For 
several years, the three major powers of the area, Nazca, Are
quipa and Cuzco, grew in power independently of each other. As 
eac h city-state started growing in number s and power, they came 
into contact with each other. 

The Incas and the Nazcans were the first to face each other. 
The magic of the Nazca cit ies was too powerful and impressive 
to not be noticed by the gods . An embassy was sent to the 
Nazcans, offering their cities membership into the Empire of the 
Sun. At first, the Nazcans hesitated, leading to almost ten years 
of negot iation and political intrigue. Neither side wanted to start 
a war with an unknown but obviously powerful enemy, so they 
relied on their ambassadors and emissaries to try to work out an 
amicable agreement. 

The situation changed when a band of Larhold Barbarians 
(see the Larhold Threat Section for more information ) Rifted 
near the Nazca region. The savage dimensional raiders ran ram
pant through the Nazca cities, taking the mage-kings by surprise. 
The Larhold shamans used their Blue Flame to weaken and top
ple some of the mighty energy walls. By moving quickly, the 
barbarians overran the Nazca lines, cutt ing the people off from 
their most powerful line of defense. Besieged and desperate, the 
Nazcans appealed to Viracocha and the Pantheon of the Sun for 
help. In return, they agreed to become the vassals of the Empire. 
Yiracocha agreed to the terms (in a hurry, for he had no desire to 
see the magnificent cities fall), and he sent his best waniors for
ward, led by a host of True Inca demigods. Trapped between the 
surviving walls of Nazca and the Inca armies, the Larhold with
drew, and the marauding raiders were pursued all the way across 



the Andes mountains. Less than one in ten of the Larhold sur
vived the harrowing trip, hounded at every step by the Inca 
forces and vengeful Nazcans. Shortly thereafter, Nazca became 
part of the Empire of the Sun. The powerful Line Makers be
came Inca nobles, and they taught the secrets of their mystic arts 
to the Incan people, both mortal and immortal. 

The city of Arequipa became a technological enclave. Its in
habitants eventually became Inca subjects, but on their own 
terms (see the City of Arequipa elsewhere). Combining technol
ogy, magic, and line making, the Inca Empire grew and pros
pered. By the year 20 P.A., the Empire of the Sun encompassed 
the borders of the old Empire and beyond. At the time of great
est expansion, the Incas controlled the entire West Coast of the 
continent, from the Northern Andes (reachi ng to what is now the 
Vampire Kingdom of Haktla, see Rifts South America: One) to 
the tip of the continent in the south, and reached inland as far 
east as the shores of the Greater Amazon river. 

Unfortunately, later developments reduced the span of this 
mighty Empire. First, around 50 P.A., the transdimensional slav
ers known as the Dakir built a stronghold in the mountains west 
of Lake Titicaca. The Dakir and their slave soldiers were so 
well-armed and equipped that not even the Incas were able to 
dislodge them. Through their stronghold, the Dakir controlled 
most of the mountain passes in the region. This impaired trade 
and communications with the cities deep inland. Cut off from 
the Empire, these cities eventually vanished as their inhabitants 
migrated back to the coast, perished, o,r were conquered by the 
rising nations of Santiago and Cordoba (see the Silver River Re
publics for more information). Furious at their losses, the Incas 
are in a constant state of war with the Dakir. Even though the 
slavers have been overthrown (see the Megaversal Legion for 
more information) , there is much distrust and suspicion towards 
the alien mercenaries. 

The second upheaval was even more severe: the arrival of the 
Arkhons. 

TheArkhons 
In the year 74 P.A., the alien invaders the Nazcans had foiled 

thousands of years earlier, returned in force. The Arkhon invad
ers were prepared to completely destroy the Nazca lines and 
conquer the world, starting with South America. It was only 
chance and the Arkhons ' foolish miscalculations that prevented 
them from doing so. The aliens had not taken into account the 
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passage of time and the great advances the people of Earth may 
have made. Consequently, when the massive space fleet warped 
into orbit around the Earth, they were bombarded by the pre
Rifts space defen se network and moon base survivors before 
they knew what hit them (see Mutants in Orbit for details about 
post-Cataclysm space survivors and killer satellites). Further
more, the rash invaders were taken by surprise by the incredible 
changes on Earth and the immense dimensional energies and 
anomalies that pulsed through and around the planet. Between 
the space defense network and dimensional anomalies (one-third 
of the fleet disappeared without a trace - never coming out of 
the space warp), the fleet was decimated! 

A large percentage of the Arkhon survivors managed to enter 
Earth's atmosphere, just above the Nazca Plateau. Although blue 
energy coursed through the magic, desert line drawings (threat
ening a previously unparalleled power of destruction), this time, 
the Line Makers were taken by surprise! Only a few minor de
fenses were activated in time to save the Nazca Lines from an 
aerial bombardment. It was only the fact that the alien ships 
were so badly damaged and its troops so shaken and disoriented 
by the time they reached their target, that saved the lines and line 
makers from utter destruction. 

Crippled and disoriented, the remnants of the Arkhon fleet 
limped away as soon as only a few magic drawings flickered to 
life. The aliens found seclusion in the mountains of what had 
once been Ecuador. There they decided to make their stand and 
to establish an Arkhon stronghold. Hundreds of thousands 
strong , and equipped with high-tech weapons and machines of 
war, the Arkhons ravaged human villages, killing hundreds of 
innocent humans and D-Bees and enslaving thousands more. 
The Inca warriors in those remote areas lacked sufficient fire
power to stop the invaders, thus, the Arkhons were able to sal
vage some measure of success out of utter defeat. 

Emboldened by a series of easy wins, the aliens tried to ex
pand further, but they encountered fierce magical and techno 
logical resistance. Dragons, demigods, gods and sorcerers met 
the power armored troops and tanks of the Arkhons in fierce bat
tle. Losses were heavy on both sides. The war soon subsided to a 
limited conflict where skirmis hes were more common than fuU
fledged battles. The one bloody exception was the battle of Hu
mari, in 85 P.A. 

The Battle of Humari 
and its Aftermath 

The deciding battle in the Arkhons' bid for conquest was 
fought in the district of Humari, a relatively prosperous region of 
tlte Inca Empire. In an effort to gain a foothold in the Inca terri
tories, three Arkhon Armies (a force about 60,000 strong) 
poured into the territory. Stealth aircraft and power armor initi
ated the attack by launching surprise bombing runs against 
towns, cities and barracks. Over 5,000 people, most of them in
nocent civilia ns, were killed in the first minutes of battle. Then 
the Inca defense systems went into action. Nazcan line makers 
activated their energy grids, and dozens of Arkhon aircraft were 
knocked out of the sky by a bombardment of mystic energy. At 
the same time, however , the main body of the Arkhon invasion 
force fought its way into Humari. The local Inca forces , outnum
bered and outgunned, were overwhelmed. A force of 500 sol
diers , 200 superhuman Inca Warriors, 20 Rune Warriors and 10 



True Incas (gods) acted as a rear-guard to allow the Incas to re
treat and reorganize. These heroes stopped an armored division 
on a narrow mountain pass, and stalled the Arkhon attack. Of the 
730 heroes, only 82 survived, including 3 True Incas. The Ark
hon lost over a dozen tanks, twice as many robots and power ar
mor and 2,000 soldiers. By this point, however, the Empire of 
the Sun had mobilized their army; the Arkhons, having lost the 
initiative, could not advance further. At that point, the Nazca 
Line Make rs raised the Monkey and the Hummin gbird from the 
Nazca Line plateau. These g iant energy beings smashed the Ark
hon lines, killing hundreds of soldiers and comp letely disorga n
izing the troops. The Hummingbird was "destroyed" by 
concentrated gunfire from the alien tanks and robots, and the 
Monkey was finally dispelled by the magic ians when the energy 
expense became too extreme, but QY then, the dama ge was done. 
The Arkhons were forced to retreat. 

The final tally, counting the losses above, was over 20,000 
lnca subjects dead (one-th ird of them civil ians, women and chil
dren) and twice that many injured. The Arkhons lost 12,000 sol
diers and nearly 200 combat vehicles, with three times as many 
vehicles suffering serious damage. The victory lay with the In
cas, who had been able to stop the massive siege . Since then, no 
major engagements have been foug ht, however the Arkhon s' in
fluence and threat remains unabated. 

The alien warriors have successfully captured and cut off a 
number of cities from the Empire of the Sun. The most impor
tant isolated area is the city of New Quito . Despite a number of 
savage attacks by the Arkhons, the city holds on, and remains 
loyal to the Incas. Over the last decade, New Quito has contin
ued to fight, supplied by sea. In some ways, the situation in New 
Quito has benefited the Empire of the Sun, because it has 
prompted the Incas to develop a Navy, something they might not 
have done otherwise. 

The war rages on . The Incas have been unable to push the 
Arkhon invaders out of their mountain strongho lds. The Pan
theon of the Sun has cons idered intervening, but they fear that 
the aliens might, in desperation, resort to weapons of mass de
struction, including strategic nuclear or anti-matter weapons. 
Millions would be consumed in the ensuing holocaust, and eve n 
the gods themselves might be destroyed. Sho uld such a dire state 
of desperation ever occur, Yiracocha and the other gods will try 
to intervene in full "force, hoping to overw helm them before such 
weapons can be deployed. For the time being, they wait and 
leave the fight in the hands of humans, and god lings and other 
superhuman followers. 

Government & Society 

Population Percentage Breakdown by Race: 
28% Descendants of the Lnca 
10% Descendants of the Nazca 
30% Other South American/Peruvian People 
28% D-bees 
I% Godlings & Demigods 
3% Other 

A dozen true gods live in the Empi re of the Sun. 
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The Empire of the Sun is a curio us mixture of the Inca tradi
tions of old and modem republican principles. In some ways, the 
Inca nation is a constitutional theocracy, with the bulk of the 
power resting in the hands of the gods, their priests, and ser
vants. At the same time, the deities and their appo intees are re
sponsible for the welfare and happiness of aJI the people. 

As one might imagine, the leaders of the Empire are members 
of the Pantheon of the Sun. There are ten "true" gods in the Pan
theon, plus an additional 300 god lings and L0,000 demigods (see 
the True Inca R.C.C. , below). For the most part, however, the 
gods do not meddle directly in the affairs of their people. In
stead, they leave most of the decision-making to the Sun Priests, 
led by the High Priest. The High Priest is a political and relig
ious office, typically filled by a mortal human who has proven 
himself in both piousness and wisdom. He is looked at for guid
ance and rulings. Occasionally, when facing difficult or obscure 
choices, the High Priest will retreat to the Temple of the Sun to 
confer with Viracocha or other gods. 

The High Priest acts rough ly like a President or Premier; he 
can declare war, issue decrees and veto laws. The main ruling 
body of the Empire is a new development, based on 20th Cen
tury governments . The Parliament of the Sun (as this ruling 
body is ca lled) is also a combination of religious and polit ical 
organizations. The Parliam ent has 400 members; 30% of the 
membe rs are priests appointed by the High Priest; these appoint
ments are for life, unless crimes or inappropri ate conduct are 
proven to be grounds for dismissal. The remaining 70% are 
e lected representatives from the diverse imperial Districts , cho
sen through local electio ns every five years. There are no polit i
cal parties in the Empire of the Sun; each represen tative has to 
convince the local population to select him or her. The Parlia
ment of the Sun passes laws, drafts resolutions, and decides on 
most matte rs. The High Priest, or the gods themselves, have veto 
power over any of their decisions, and such a veto is not revoca
ble. So far, however, the veto power has never been invoked, 
which maintains the illusion that the Parliament is the most im
portant pan of the governme nt. 

In ancie nt times, the human Lnca people had a number of so
cia l divisions , with noblemen above commoners and peasants. 
The new Empire of the Sun has revived the concept of nobility, 
but has now based it on ach ievemen t rather than lineage. To 
achieve Nob le Status in any profession, craft, or even hobby or 
artistic expression, applicants must pass a number of tests. These 
tests are adminis tered at district capita ls, which makes it more 
difficult for poor people living in remote areas, but theoretically 
everybody has the right to attend the tests. Those who pass the 
very stren uous tryouts are given the rank of Noble in the spe
cia lty of the test. So, for example, somebody could be a Noble in 
swordsmanship, or piloting, after passing those tests, but fail in 
boxing or music. In game terms, to pass such a test the character 
must have a minimum level of 80% with a skill, or +5 to strike 
with a weaiPon skill (coun ting all bonuses), to hope to qualify as 
a Noble. 

Nobles earn more pay and have more recognition than "com
moners ," but have few other special privileges. As a symbol of 
their status, nobles usually wear large earrings, the origin of the 
name Orejones ("Big Ears"), which is the common title of high
ranking subjects. Nobles are also allowed to accumulate wealth, 
something that most commoners cannot do; most property is 



owned by the Empire of the Sun, and given out or shared as need 
dictates. Food is stored in common warehouses, to be distributed 
in time of need. All members of the Empire owe a labor tax 
(called the mita); with this labor (ranging from menial work to 
professional services like engineering, construc tion and admini
stration), public roads, bridges, fortresses and similar structures 
are built. 

If there is a true noble "class" it is held by the priests and 
practitioners of magic. They represent the political power in the 
Empire, possess the most influence, and garner the greatest re
spect among most people. This is due to the fact that their pow
ers are real, impressive, and potentially dangero us, as well as 
usually having been chosen by the gods as their favorites. Addi
tionally, magic and psionic abilities are generally considered 
"divine powers," shared by man and gods alike. 

Daily life in the villages where the majority of the population 
lives is not very different from the ancient Andean ways, a way 
that continued to exist through the 20th century and even the 
pre-Rifts years. Villagers share their farm equipment, food, and 
other products. Living conditions are fairly primitive; only 
health care (each vUlage has a healer trained in both holistic and 
modem medicine, and 60% of all villages have somebody with 
psionic or magic heal ing abilities) is provided. Each village has 
I D4 computer terminals (used on a time-share basis), twice that 
many radios, and perhaps one or two television screens (typi-
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cally very large, movie-screen size sets) on which the govern
ment channel can pass on important news and announcements as 
well as a number of programs teaching history and mythology. 
Outsiders find Inca television to be excruciatingly boring. 

Every village has an armory with 5-100 energy rifles, 5-50 
energy pistols, 50-500 grenades, and 5-100 suits of body armor. 
This armory is under the control of the village Prefect, and is 
opened only in cases of emergency. Typically, there is enough 
weaponry to outfit half of the adult males of the village. As part 
of their mita "labo r tax," all male villagers have to qualify with a 
weapon and have some military training; all Inca males of age 
16 have hand to hand: basic and either W.P. energy rifle or W.P. 
assault rifle; about 40% have both. The subjects of the Empire 
must also perform military maneuvers and patrols once a month, 
arranged so that about one-tenth of the militia is on patrol at any 
given time. 

Life in the "free cities" is very differe nt. These technologi
cal enclaves have more in common with the cities of the Coali
tion States and the NGR than with the primitive villages that 
surround them. Almost every household (except in the poorest 
areas and slums) have personal computers that double as tele
phones and T.V. sets. In addition to the official Inca Channel 
(which has the lowest ratings), half a dozen other channels air 
pre-Rifts and modem movies, soap operas, and variety shows. 
The attraction of this way of life often prompts people to leave 
their simple villages and try their luck in the cities. Migrat ion 
into the cities is strictly regulated, however, and those who try it 
without government permission are often forcibly relocated. 
Those who manage to sneak in, often end up living in slums un
der subhuman conditions, and decide to voluntari ly return to 
their simpler but safer and more peaceful lives. 

The government of the Empire of the Sun is not loved by eve
rybody. Many villagers envy the cities and the luxuries there. 
Many people do not want to miss out on the privileges of the no
ble class and the city technocrats, whose members can enjoy 
owning vehicles, computers and high-tech weapons and equip
ment, while the rest of the folk have to use community tools, 
many of which are old or of poor quality. Some of the discon
tented have started riots, have abandoned the Empire to form 
their own settlements, or joined other nations (such as the tech
nologically-oriented New Peru). In some instances they have 
started revolutionary movements to change or overthrow the 
government. The most notable of such movements is the ancient 
Communist guerrilla group known as the Shining Path (see the 
Other Republics Section, elsewhere). Despite its failings, the 
government does a good job in providing for the peop le, and 
compared with the chaos and carnage of the Great Cataclysm, 
invading aliens, and other kingdoms, the Empire of the Sun is a 
paradise. 

The Sun Priesthood 
Priests of the Sun are the servants of the gods. To the eyes of 

most common people, these men and women have been granted 
the enormous honor of serving as the gods' eyes, ears, and weap
ons. Priests are selected from young volunteers of both sexes at 
an average age of 12, but ranging from 10 to 17 years old. The 
acolytes then spend four years learning the traditions and mys
teries of the Pantheon of the Sun. About 70% of these students 
become Priests Minor, servants of the cult who do not have any 



priestly powers and act as servants, guards and other hono'.able 
but low positions. The gifted 30% become full-fledged pne sts, 
able to hea l the sick and perform miracle s. Priest s of both varie
ties attend to the needs of the gods, godlings and demigods of 
the Sun Pantheon , as well as func tion as public servants and po
litical and religious leaders. Depending on the rank and talent of 
the individual priest , they act as servant s, bodyguards, advisors, 
and liaisons between mortal s and immortal s. For a full desc rip
tion of the dutie s, privileges and power s of the priesthood , see 
the Sun Priest O.C.C., desc ribed be low. 

The Nazca Line Makers 
and Other Magicians 

Practitioner s of magic are held in high regard by the Inca s. In 
ages past, the Pantheon of the Sun worked alongside Atla nteans 
and other mast ers of magic. The Nazca Line Makers are admired 
by all member s of the Empire, both mortal and godlike. Thi s re
spec t also assume s a number of things about magician s. For one, 
all magi cia ns should, theor etically , be ready to serve the Empire 
of the Sun at any time, although in practic e, many of them seem 
ready to serve only their own ends. Magician s have a status 
similar to the militia or military reserves in modem nation s; in 
case of emergency, they can be ca lled up to use their power s in 
the service of the Empire. The war with the Arkhon s has often 
neces sitated such calls to duty . On more than one occasion, it 
was only the ability of these men and women of magic that 
turned the tide in favor of the Inca s. 

In addition to the line makers , other common magicians in
clude myst ics (heirs of ancient magic tradition s of non -Inca na
tives) , stone masters (who learned such secrets from the 
Atlantean s millennia ago), tribal shaman s, and Iey line walker s. 
Certain types of magic are not favored in the Empire of the Sun. 
Necromancy and dark witchery are universally repudiated and 
perse cuted ; anybody even suspected of such foul practice s is ex
pelled or exec uted summarily. Summoners and shifters are 
viewed with di strust, due to the fact that many of them se rve 
alien powe rs who may not have the bes t interests of the Empire 
at heart . Although not persecuted like witches or necromancer s, 
shifters/summoner s who show signs of having made a pact with 
a supernatural beiag risk being exiled or worse. The laws are 
equally harsh for those who use their powers to exploit , abuse, 
con or extort the innocen t. Since the Inca soldiers, who also act 
as peacekeepers, have a high percentage of mages and priests 
among them (acco unting fo r almost 20% of the ir forces!), identi 
fying and dealing with such crimes is relatively easy. 

As long as practitioners of magic behave themselves, obey 
the law, and don't abuse their special abilities, the Empi re treat s 
magicians as elite members of soc iety. Any citize n of the Em
pire with an aptitude for magic can study at the arcane universi 
ties located at Cuzco, Nazca and Ucayali. All spe ll magic from 
levels 1-6 can be learned at those universitie s, and many of the 
more adva nced spells can be made avai lable to "worthy" stu
dents. "Wo rth" is measured by power, dedication and past serv
ice ; a young mage is not allowed to learn the more powerful 
spe lls until he can prove these thi ngs. Such proof might include 
undertaki ng a quest or a miss ion for the Empire , having saved an 
important priest or a demigod from a letha l danger, perfo rm ing 
heroically in combat , and similar service or acts of patriotism. 
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The Ancients 
After their gods left , the human Inca continued to vene rate 

the royal family that followed in the footsteps of the gods as 
leader s of the lnca Empire. The se human monarchs were at first 
faithful worshippers, but some of them came to believe that they 
were true gods. Many of these Incas wanted the immorta lity they 
felt was their due , and used magi c tec hnique s to leave their souls 
in the ir bodies after death! Many were inspired by the tales of 
the ancient gods who had arrived in slumber and then been 
plac ed in my stical places to protect them unt il they awakened. 
The se ho ly place s, known as Jiuacas, were typically located near 
or on ley line s and nexu s point s. To emulate their gods, the hu
man Incas mummified the bodie s of certain nob les by freeze 
dryin g them in the mountains. Spell s and incantatio ns performed 
durin g the mummification process helped bind the Incas' spirits 
to their bodies. The mumm ies were then placed at huacas, where 
ley line energi es kept the spirit s in a state betwee n life and death. 

Th is nec romantic practice would not hav e been condoned by 
the Pantheo n of the Sun, but the gods and demigod s were long 
gone, embroil ed in other conflicts throughout the Megaverse. 
When they came back during the Great Cataclysm, the dama ge 
was already done, and the Ancients walked the Earth once more! 

For a thou sand years, these mummi es slept in a seemingly 
eternal slumber. Once or twice, one of these ancient beings 
would be awakened, but Earth's ene rgies were too low to perm it 
them to retu rn to life . When mag ic energy washed ove r the 
planet during the Great Cataclysm, the ancie nt spells were revi
taliz ed, and the Ancien ts awoke. The proce ss had turned the 
withered mummie s into immortal , incredibly powerful beings. It 
had also made them insane and evil, twisted mockeries of what 
they had once been. The Anc ients needed the life energy (P.P.E.) 
of sentient beings to surviv e. They obtai ned it through a lethal 
draining touch that withe rs victims in less than a minute! Addi 
tionally , they have a great deal of magica l and psio nic power , 
making them very dangerou s ene m ies. One such power is the 
ability to transform thei r victims into zombie-like creations, thus 
a powerful Ancient can create a small army of undead servants. 

The Anci ents are few in number. The human Inca of the Em
pire of the Sun think there are less than a hundred throughout the 
Empire - in reality there may be as many as three or four times 
as many (plus a handful hav e awakened in other lands , taken 
from Peru as museum s artifact s and the subjects of scholastic 
study ). Filled with hatred toward s all living th ings, but above all, 
against the true Inca gods, the Ancients plot agains t the Empire 
of the Sun. They live in the most remote areas of the forest or 
j ungle , where they slowly work fo r the downfall of their descen
dant s. These undead would want an all iance with the Arkhons, 
but for the time being the aliens are too scared and suspicious of 
these undead horrors. The Ancient s wi ll also work with other 
undead , demon s, devil s and supernatural intelligences. There are 
rumors of Ella! (see Rifts South Ameri ca: One) work ing along
side Ancients, but none has been confirmed. 

Note: T he most powerfu l and fearsome Anc ient is the undead 
mummy of the former Emperor Yahuar Huacac, the Blood 
Weeper. This savage tyrant, both duri ng his life and in undeath , 
is a majo r threat for the Inca God s, people and Empire. 



Foreign Affairs 
The Arkhons: The Empire of the Sun and the Arkhon Free

hold are at war with each othe r. Currently their clashes are con
ducted as a dirty guerrilla war. The Arkhons often strike at 
helpless villages and towns. The Inca retaliate by sending magi
cal storms and earthquakes against the Freeho ld's enclaves. 
Skirmishes with less than a hundred soldiers on each side are the 
norm; both sides strike quick ly and retreat before air support, ar
tillery or demigods, sorcerers, and powerful spells can be called 
down upon them. On a coup le of occasions, one of the gods 
themselves launched attacks against the Arkhons, but the dei ties 
are being cautious for fear of nuclear retaliatio n. A team of True 
Incas (demigods and godlings) once tried to assassinate Warlord 
Enno, but the Ark hons' psionics wer~ able to detect and stop the 
attackers. 

The Silver River Republics: The Empire of the Sun is iso
lated from most of the SRRs, with the exception of the republics 
of Cordoba, Santiago and New Babylon (see below) . Relations 
with Santiago are cold but rarely hostile. As long as both sides 
respect the informal borders between them (and they usually do), 
peace is assured. 

Cordoba is another matter altogether. This aggressive nation 
has often launched raids into Inca territory, despite the dangers 
from both the Incas and the marauding Arkhon aliens. If the two 
nations didn't have more important things to deal with, they 
would have been at war long ago. Even now there is an unoffi
cial state of war between the two, with each attacking interlopers 
in their respective territories without regard to the actual inno
cence of those involved. Furthermore, any travelers in the area 
risks being attacked by one or both sides. Acts of sabotage, spy
ing and banditry are constantly waged against each other. 

New Babylon: This prosperous human and D-Bee enclave 
trades with the Incas on a regular basis. Cultural, trading and 
diplomatic exchanges are common, with weapons, magic, art 
and fashion being the primary staples. Babylonian technology 
supplemen ts what is produced in the free city of Arequipa (see 
below). In return, they acquire Inca works of art, magical items 
and raw materials. The Babylonians are fascinated with the cu l
ture and gods of the Empire of the Sun, and the Inca are often 
amused by the swashbuckling antics of both the alien and human 
members of New Babylon. Although the two gove rnments are 
very friendly, the two nations are not formally allied to each 
other. 

The Megaversal Legion (Dakir): This transdimensional 
mercenary force is distrusted by most members of the Empire. 
The crimes the Dakir committed when setting up their base are 
not easily forgotten, even 50 years later. At best, they are treated 
with coldness and respect, but not friendship. At worst, they are 
attacked at the slightest provocation. The alien D-bees in the Le
gion cause many natives to fear that organization, and even the 
human soldiers are identified with the ancient "Americans" who 
are still hated by many imperials of Peruvian descent. Despite 
the fact that the Legion has fought the Arkhons, no formal alli
ance or treaty has ever been sign~d, nor is likely to be. 

Manoa (EI Dorado): Thi s mythical city was founded by At
lanteans fleeing the fall of their civilizatio n, but after magic con
tinued to wane it was moved to another dimension. The city 
returned shortly after the coming of the Rifts. The Incas know of 
this city's existence, but have no wish to become involved with 
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it. The Nazca line makers in the Empire blame Atlantis for the 
downfall of their civilization, and want nothing to do with them. 
The Inca gods concur. Although they know most True Atlan
teans are on the side of Light, they are suspicious of those 
transdimensional ex iles, and prefer neither to attack nor parley 
with them. 

The Other Cities of El Dorado: Two other great cities rise 
in the jungles of South America; one, Omagua, is peopled by fe
line mutants and supernatural beings; it too is ruled by gods. One 
of the ruling deities of Omagua is the Jaguar god Yaguar-Ogui. 
This god has lost many worshippers during the Inca expansion, 
and he blames the Pantheon of the Sun for it. For that reason , re
lations are strained between the two theocrac ies. Although they 
are geographically too far apart to become involved in a conflict, 
encounters between the natives of these two civilizations are 
likely to become ugly. 

The other city is Cibola, another mythical gilded city. Cibola 
is ruled by supernatural monsters, led by the evil Soul Worm 
known as /n ix. The Incas have heard rumors and tales of this 
city, but are not concerned with it, as long as it doesn't threaten 
their dominions. Unknown to the Incas, however , spies from Ci
bola are beginning to learn about the Empire and the Arkhons. 
They have yet to report to Inix , but when they do it is likely that 
Cibola will try to somehow profit at the Lncas' expense. 

Note: The three cities of El Dorado, their peoples, magic and 
technology, are fully described in Rifts World Book Six: South 
America One. 

The Republic of Colombia and the Kingdom of Haktla: 
The Empire of the Sun borders on the North with the warr ing 
vampires and humans described in Rifts Sowh America: One. 
Sometimes, Colombian patrols have clashed with Inca forces, 
but for the most part the two human nations leave each other 
alone. The lncas will not abide vampires in their territories, and 
their sun powers terrify most Undead, so very few vampires ever 
dare venture into the Empire. 

The Coalition States: The CS know nothing about this king
dom and are busy with their own machinations in North Amer
ica. 

The Splugorth of Atlantis: The Splugorth have heard tales 
of a city of gods and magic, but have yet to investigate. 

Cities and Places of Note 
ln addition to the cities briefly described in the next few 

pages, only about half a dozen population centers with more 
than 10,000 people exist in the Empire. They include Ucayali 
(pop. 35,000), best know n for the second largest school of magic 
in the region, New Quito (pop. 60,000), which is isolated by 
land from the rest of the empire, and Ancon (pop. 40,000), built 
around a large military base that acts as a shield against Arkhon 
attacks. Most of the rest of the population lives in smal l villages 
or towns. The typical village has JD6x100 people while the av
erage town has about 1,000 people. Most are simple farm com
munities. 

Cuzco, the Imperial Capital 
Population: 300,000 

Cuzco has undergone several transformations in its history. 
The city was the capital of the original Inca Empire at the time 



of the Spanish conquest. Afterwards, it became an important Pe
ruvian city. The Great Cataclysm devastated the modem city, 
leveling almost every single building and flattening most houses. 
With the help and powers of the Pantheon of the Sun, the city 
has been rebuilt in the likeness of the ancient Inca city. 

The Great Temple of the Sun dominates the city. This 
walled structure has been plated with solid gold and stands 500 
feet (152 m) high, supported through the use of stone magic. 
When the sun shines on the highly polished gold, the building 
reflects it with near blinding intensity, looking like a miniature 
sun. During special magical ceremonies, the building glows with 
its own supernatural light even during the nighttime; the magical 
glow is enough to create a false day across the entire city. It is 
important to note that this ilJumination is powerful eno ugh to 
scare and harm vampires and other creatures who are affected by 
normal sunlight (but at half the usual damage and effects from 
normal sunligh t). The source of this supernatural light is be
lieved to come from Inti, the Incan Sun God. 

Most of the interior of the temple is empty; save for twisting 
balconies and a ramp on one of the walls that reaches to the top 
of the structure , the rest of the temple is open space. The balco
nies can accommoda te as many as 50,000 spectators, more peo
ple than live in most cities of Rifts Earth! A giant skylight lets 
the sunlight illuminate the inside of the whole complex. A large 
(20 feet/6.1 m tall) altar is the centerpiece of the structure. The 
High Sun Priest conducts all major ceremo nies there. Near the 
top is a narrow strip leading to twelve doors. These doors are di
mensional portals that lead to the private residences of the gods 
of the Pantheo n of the Sun. Each god dwells in a smalJ pocket 
dimension. The twelve portals can also be made to transport the 
gods or their servants to several hundred other dimensions. The 
Inca gods sometimes travel to the domains of other deities, al
though they avoid most transdimensional centers, including 
Splynn (at Atlantis) and Phase World. 

The second most important area in the city is the School of 
the Arts. This university was built when the True Incas gathered 
all the surviving sages and scholars they could find in an effort 
to preserve their knowledge . Although all subjects are taught in 
the school, its major strengths are in the liberal arts, social sci
ences, and the study of magic. The School of Magic is a strange 
place, a heavily fo'}ified building where mystics , ley line walk
ers, stone masters and a dozen other strange and often conflict
ing methods of magic are taught. Elementals, entities and other 
supernatura l beings occasionally get loose and wreak havoc 
through the school halls; fortunately, many magicians and 
priests are there to deal with the situation before it gets out of 
hand. 

The Great City of Nazca 
Population: 230 ,000 

The foremost of all the revived Nazca cities, the Great City ls 
a glorious remaking of the awesome feats of the True Nazca 
Culture. Like all the cities of that ancient civilization, many of 
the buildings use no stone, rock, concrete, wood or metal. In
stead, the imposing palaces, walls and towers are made up of 
solid green and red energy, glowing with their own light and 
harder than any normal building material! There are six domed 
towers in the Great City; each of them stands 1,500 feet (457 m) 
tall. The towers are used as watchtowers and the center of many 
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magical ceremonies. The four City Warders live in the towers. 
Each Warder is a powerfu l Line Maker (10th to 14th leve l), and 
has full access to the energies of a nexus point located right be
low each tower. Other energy buildings include the Imperial Pal
ace, where the Inca authorities and the local city government 
conduct business, and the Temple of Dawn, where the Pantheon 
of the Sun is worsh ipped. The city's defensive walls are also 
made up of solid energy. In an emerge ncy, the walls can encom
pass the entire city in a nearly unbreakable shield (700,000 
M.D.C. are needed to breach the dome). 

Many of the smaller buildings and houses are built with con
ventional materials. The Nazcans have realized that depending 
solely on magical energy is foolish and arrogant, so 60% of all 
dwellings use normal S.D.C. or M.D.C. brick and concrete, but 
the streets themselves are "paved" with the magical energies of 
the ancient lines. Magical signs are "programmed" to give direc
tions to tourists or newcomers. Should attackers ever enter the 
city, drawn wards and circles can fire energy bolts from every 
street come r (these magica l attacks can inflict from 2D6 M.D. to 
I D6xl0 M.D., and are at +4 to strike). Othe r wards raise energy 
walls to cordon off streets. Arkhon strategists have calculated 
that any attempt to take the city by storm will fail, with the at
tacking forces suffering losses as high as 90%. 

The Free City of Arequipa 
Population : 200,000 

Arequipa was an important Peruvian city which, up to the 
tum of the 20th Century, had only dealt with light industry and 
commerce. The "New Cold War" of the 21st Century prompted 
the construction of several military facilities in the city, which 
would be used as a shield against possible invasions from other 
nations. A number of factories were also built there, greatly in
creasing the size and populat ion of the ci ty (which nearly tripled, 
from 500,000 in the 1990s to 1.3 million in 2020). When the 
Great Cataclysm struck, Arequipa's proxim ity to the mountains 
saved much of the population (about 50%) from the tidal waves, 
and the military helped protect the survivors from monsters and 
other disasters. While the New Inca Empire was being formed in 
Cuzco, the survivors of Arequipa worked hard to maintain and 
rebuild their technology. A number of simplified versions of pre
Rifts power armor, robot vehicles and light armored vehicles and 
helicopters were kept in production. 

When the Incas of the Empire of the Sun and the Arequipan 
citizens met, almost a decade after the catac lysm, diplomacy 
prevailed. The Arequipans were in awe of the mystical power of 
the "gods" and their followers, and the Incas realized that tech
nology was a necessity if their Empire was to survive. Rather 
than force submissio n upon the city (an undertaking that would 
have led to a savage war), Manco Inca offered Arequipa "free 
city status," allowing it to rule and control its internal affairs, 
while accepting overall leadership from the Empire. In return, 
the Arequipan industries would provide the rest of the Empire 
with technological items, from weapons to farm machinery. 
With a few except ions, including a couple of nasty inciden ts that 
ended up in bloody skirmishes, the arrangement has worked very 
well. 

The standard of living in Arequipa is the highest in the Em
pire of the Sun. Most of its citjzens are literate, well-trained fac
tory workers, engineers and designers (90% literacy). Since the 



city effectively has a monopoly in the high-tech arena, except 
for trade with New Babylon, it has become incredibly wealthy. 
This wealth has caused problems, however. Many peasants from 
neighboring villages have migrated to the city, violating Impe
rial edicts. to make their fortunes there. Many of these unfortu
nates end up working in menial occupations. risking being 
discovered and deported by the authorities. Most of these mi
grants live in run-down sections of the city, where crime is ram
pant and living conditions are far worse than those that could be 
found on a fam1. There is a high turnover of migrants, as many 
discover city life is not all it was cracked up to be and return to 
their villages; others are preyed upon by criminals, and a small 
percentage actually make it and become prosperous factory 
workers or merchants. Some of the most frustrated migrants end 
up joining revolutionary groups like t_he Shining Path. 

These slums are sometimes used as the hunting grounds for 
supernatural predators. The lnca authorities do their best to root 
them out, but weird murders still happen. Drug dealers, prostitu
tion, gambling rings, and the black market all operate among the 
poor and destitute. 

Lima 
Population: 50,000 

The traditional capital of Peru, Lima was unfortunately a 
coastal city. The Great Cataclysm generated huge tidal waves 
that washed the city of all life, killing over five million people as 
waves rushed through the streets, toppling buildings and drown
ing helpless victims. The tidal waves retreated to some degree, 
but they still left one-third of the city under the sea. For centu
ries, the city remained an uninhabited ruin, frequented by small 
tribes of scavengers. Inca colonists started rebuilding the ruins 
and tried to salvage some of the huge industrial capacity of the 
city. Eventually, 10,000 professionals from the Free City of Are
quipa relocated there and formed the core of the reconstruction 
efforts. When the need to build a navy became apparent, Lima 
became the Empire's largest shipyard, and most of the medium 
and heavy warships of the Navy of the Sun are built there. 

The City of the Dead 
Population Breakdown: 100,000, including about 30 Ancients, 
20,000 minor undea9 (zombies, skeletons, etc.), 500 vampires, 
1,000 assorted minor demons, 1,000 entities, and thousands of 
human and D-bee slaves and fanatical followers. 

Nobody knows exactly where this dreaded city is, but its ex
istence is a source of fear and suffering throughout the Empire. 
The City of the Dead is the mountain fortress of the undead Inca 
Emperor Yahuar Huacac, the infamous Blood Weeper. This city 
is ruled by the Ancients, undead mummies of noble Incas. Many 
other supernatural creatures have joined the Ancients since the 
founding of their foul city. Among them is a master vampire, the 
servant of a powerful vampire intelligence who is contemplating 
settling on Earth. Emperor Huacac has consented to allowing the 
creation of a master vampire and a few hundred vampires, but he 
is concerned at having such a powerful rival to contend with. 

The city is surrounded by eternal mists, so uninvited travelers 
will almost always (90% chance) become lost in the mists. Ulti
mately, they find themselves on the other side of the mountain 
range without coming even close to the City of the Dead; many 
disappear without a trace. Aircraft flying into the mist are almost 
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always lost (destroyed or sucked into another world? Nobody is 
sure). lt is possible that the City of the Dead is a dimensional 
anomaly like the Yucatan Peninsula (see Rifts Vampire King
doms), surrounded by Rifts and dimensional pockets and portals. 



O.C.C.s and R.C.C.s of the 
Empire of the Sun 

Listed below are some of the character classes original to the 
Empire of the Sun. In addition to the classes described in the fol
lowing pages, other typical occupations and races include the 
following: 

Warrior O.C.C.s: Vagabonds 'and Wilderness Scouts are 
fairly common; many of them are natives of the Free City of 
Arequipa , or travelers from other nations. Headhunt ers exist 
only in Arequipa. A few Totem Warriors (see Rifts South Amer
ica: One) dwell in the jungle regions. 

Magic O.C.C.s: Mystics , Warlocks and Tribal Shamans are 
the most common magical O.C.C. s (not counting the ones in
digenous to the region). Ley line walkers and techno-wizards are 
much rarer; less than 5% of the total wizard population, combi n
ing the two! Other magical O.C.C.s are even less frequent. 

Psionic R.C.C.s.: Wild psi-stalke rs, bursters and mind mel
ters can be found in small numbers across the Empire of the Sun 
and other parts of South America. The Incas have decreed that 
psionics are not inherently good or evil, it is how their psychic 
powers are put to use that matters. Psychics are therefore not 
persecuted. 

Other O.C.C.s: City rats, operators, and similar city or tech
nological-related O.C.C.s are common in the free city of Are
quipa, but rare everyw here else. 

R.C.C.s: Like everywhere on Earth, D-bees (dimensiona l be
ings) brought to the planet by Rift activity are fairly common, 
accounting for nearly 30% of the total population . Common non
humans include feline mutants from Omagua, other mutant ani
mals from the Achilles Republic , lizard men from the Kingdom 
of Lagarto , dragons and psi-stalkers . Dozens , possibly hundreds, 
of other D-bee races have members living in the Empire and 
Peru, but in very srnall numbers, usually less than 1,000, and 
often less than one hundred. 

Inca Soldier O.C.C.: Soldiers are the rank and file of the 
Inca Armies (not to be confused with the elite Inca Warriors). 
These soldiers undergo basic training and are then sent to fight 
the Arkhons and protect the frontiers. They are best used as non
player characters rather than player characters. Inca Soldiers 

have no special bonuses, and have the following common 
O.C.C. skills: basic radio (+15%), one piloting skill, two piloting 
related skills (both at +5%), two W.P.s (including either Energy 
Rifle or Assault Rifle), and Hand to Hand: Basic. Related ski lls: 
nine additional skills from any category, with a +3% bonus, and 
seven secondary ski lls. 

Inca Soldier Specialists: These are equivalents of the CS 
Elite RPA, Military Specialist and Techn ica l Officer O.C.C.s. 
Use the Rifts RPG attributes and skills, but change the special ties 
and equipment to Empire of the Sun equivalents. 
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True Inca R.C.C. 
Demigods 

The True Incas are transdimensional beings with superhuman 
power s who belong to the Pantheon of the Sun (Inca gods), led 
by the all-father deity Viracocha. They founded the Inca Empire 
some 800 years before the Coming of the Rifts, but they left the 
Earth not too long afterwards, leaving the care of the empire in 
the hands of human believers. True Incas are related to demi
gods or god lings (see Rifts Conversion Book II: Pantheons of the 
Megaverse for more information about those beings). They ap
pear to be lesser descendants of the Inca gods, or perhaps valu
able servants who were granted supernatural abilities as a 
reward. Like other demigod s and godlings, the True Incas are 
very long-lived and have supernatural abilitie s. 

Typically, True Incas are tall , athletic humanoids. They are 
slightly lighter-skinned than most Andes natives, but have simi
lar facial features. It was that light-skinned quality that led to the 
belief that the Spanish invader s were the returning demigods. 
Each True Inca has a patron deity from which his or her individ
ual powers are determined (they reflect those of the patron god). 
Viracocha Incas have great power over spirits and magic , for in
stance, while Inti Incas have powers over light and fire. The 
demigod s dress in colorful tunics and capes, and often wear 
large, ornate earrings. 

Most True Incas are the loyal servan ts of the Pantheon of the 
Sun. There are some who have left the Pantheon and have their 
own goals . A few of those are evil Incas who have utterly re
jected their pantheon and now work for its enemies. Some of 
these renegades have become bandits , warlords and crimina ls. 
One of them, a former Inti Inca known as Flame Puma , is the 
leader of a large Larhold war band (see the Larhold Threat sec
tion for more information). Others are not necessari ly evil, but 
have moved on to search for their own destiny. Some of these 
wanderers and adventurers are actually heroes who join forces 
with undead slayers, cosmo-knights, dragons and magicians , and 
travel the Megaver se righting wrongs. 

The god-like True Incas in the Empire act as protectors, 
judge s and commanders of the realm. Although they no longer 
serve as the rulers of the people, they are respected or feared by 
all. Often , True Incas are used as messengers, troubleshooters , 
and scouts. They typically travel in small groups; there are rarely 
more than four or five True Incas in any given group, and most 
travel by themselve s or with mortal companions. Many of their 
missions involve dealing with the Arkhons. The invading aliens 
hate and fear the True Incas, so the Arkhon Spectral Hunters 
(advanced cybe rnetic soldiers) are often tasked with the destruc-



tion of these supernatural champion s. Besides the High Priest of 
the sun, the True Incas have the most direct access to the gods of 
the pantheon, especially each one 's patron god. Although gods 
do not expect to be troubled unless it is something important , 
they will almost always be there for their progeny. 

True Inca R.C.C. 
Alignment: Any, but most are good or unprincipled. 
Attributes: I.Q. 3D6+4, M.E. 3D6+4, M.A. 3D6+6, P.S. 
4D6+6, P.P. 3D6+5 , P.E. 3D6+ 10, P.B . 3D6+6, Spd. 4D6+8. 
Size: Average six feet (1.8 m) tall. 
M.D.C.: P.E. x8 , plus P.E. attribute number per additional leve l 

of experience (a True Inca with P.E. 18 would have 144 
M.D.C. at level one and get 18 M.D.C. per level of experi
ence). Additionally, any S.D.C. bonuses for physica l skills 
count as additiona l M.D.C. 

Horror Factor: 10 if their true nature is revealed . 
P.P.E.: 2D6x I 0+P.E. attribute number, plus 15 points per level 

of experience if a practitioner of magic; I D4x IO otherwise. 
Average Life Span: 40,000+ years, effec tively immorta l. 
Natural Abilities: See the invisible, regenerat ion ( ID4x l 0 

M.D.C. per minute/4 melee rounds), and nightvision 200 feet. 
(61.0 m). Plus special powers determ ined by the True Inca's 
patron deity. The following are the most common: 

Viracocha Inca (All-Father): +1D6x 10 M.D.C., +6 to P.S. 
Magic: Knows 4 spells each from leve ls 1-3 at first level, 

plus add two new spells of the character's level or less per ad
ditional level. 

Psionics: Knows 4 sensitive powers at first leve l, plus two 
sensitive or healing powers are acquired at every new leve l of 
experience. 

Specia l Powers: Can exorcise spirits (60% plus 3% per ad
ditiona l leve l) and is immune to all forms of possess ion and 
mind contro l. 

Inti Inca (Sun God): +10 M.D.C., +2 to P.P. 
Flame/L ight Powers: Can fly at up to 300 mph (480 

kmph), surround himself in a nimbus of true sunlight (20 
foot/6. 1 m radius; vampires take half normal sunlight damage 
if in the area), and create an energy field with 20 M.D.C. per 
level of expe rience. The character can also fire sun-bolts 
(2D6 M.D. plus 1D6 M.D. every two levels after the first; 
range: 500 feet/152 m). 

Psychic Powers: Has the following Burster powers: extin
guish flame and sense fire. 

Pachamama Inca (Earth Mother): +3 to M.A. and P.E. 
Hea ling Touch: Can restore 2D6 M.D.C. or 3D6 S.D.C. of 

hit points, six times a day at no P.P.E. cost, plus can use the 
psionic healing touch (at normal I.S.P. cos t), and the spell 
heal wounds (at normal P.P.E. cost); both the spell and 
psionic healing restore the equivalent M.D.C. as well as hit 
points! 

Psionic Powers: Knows 4 sensitive, 4 healing and 2 physi
cal powers , plus can select a power from any of those catego
ries at every additiona l level of experience . 

Magic Powers: Knows 3 earth warlock spells each from 
levels 1-3, plus gains a new spell per additional level of expe
rience (spells of the same or lower leve l than the character). 

Illapa Inca (God of Thu nder): +2 to P.S. and P.P. 
Thunder/Air Powers: Flight {Up to Mach One) , can sum

mon storms as per the warlock spell (see Rifts Conversion 
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Book One, page 83), three times a day, and can fire lightning 
bolts inflicting 1D4 M.D. per level of experience (range: 500 
feet/ 152 m). 

Magic Power s: Knows three water warlock spells each 
from leve ls 1-3, plus learns an additio nal two spells per level: 
these spells are of the same or lower level as the character. 

Psionic Powers: Hydrokines is and four psionic powers 
from any of the three non-super categor ies, plus one new 
power from those categories at each additional level of expe
rience. 

Experience Leve l: Player characters start at first or second level 
of experience. NPCs average I D4+2. 

Psionic Powers: As determined above. All True lncas with 
psionics have the following l.S.P.: 2D4x IO plus M.E. attrib
ute plus 2D6 T.S.P. per leve l of exper ience. 

Magic Powers: As determined above, plus add one attack/actio n 
per melee. 

Combat: As per skill. 
Dama ge: Supernatural P.S. (see Rijis Conversion Book One, pg. 

22) or by weapon or power. 
Bonuses : +104 on initiative, +I to strike, parry and dodge, +2 

to save vs magic, +6 to save vs horror factor. 
Vulnerabilities /Penalties: None. 

R.C.C. Skills: 
Dragonese/E lven 98% 
Quech ua 98% 
Spanish 98% 
One Language of Choice:( +20%) 
Demon and Monster Lore (+20%) 
Basic Math (+10%) 
Wilderness Survival (+ 15%) 
W.P.s: Two of choice. 
Hand to Hand: Expert 
Hand to Hand: Expert can be changed to martial arts at the 
cost of one "o ther" skill. 

R.C.C. Related Skills : Select eight other skills. Plus select two 
additional skills at levels three, seven, ten and fourteen. All 
new skill s start at leve l one proficiency. 
Communications: Cryptography and Radio: Basic only. 
Domestic: Any (+ 10%) 
Electrical: None . 
Espionage: Any (+5%) 
Mechanical: Locksmith on ly . 
Medical: Holistic med icine only (+5%) 
Military: None 
Physical: Any (+5% where applicab le) 
Pilot: Any, except robots and power armor. 
Pilot Related: Navigation only. 
Rogue: Any 
Science: Any 
Technical: Any (+ 10%) 
W.P.: Any 
Wilderness: Any (+5%) 

Secondary Skills: The character also gets to select five secon
dary skills from the previous list. These are additional areas 
of knowledge that do not get the advantage of the bonus 
listed in parentheses. All secondary skills start at the base 
skill leve l. Also, skills are limited (any, only, none) as pre
viously indicated on the list. 
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Alliances and Allies: Work s closely alongs ide any member of 
the Inca Empi re, including warrior s, line makers, and rune 
warriors. Will a lso work with godlings and demigods of other 
pantheons of light, cosmo-knights, undead slayers, cyber
knights and other champion s of good . 

Weapons: True Incas are given a magical club (2D4 M.D. plus 
supernatura l hand to hand dama ge) and an enchanted spea r 
(2D6 M.D. plus supernatura l hand to hand damage). Addi 
tionally, they can select one energy wea pon and two normal 
archaic weapons. 

Body Armor: Enchanted cloth armor with 90 M.D.C. 
Money and Equipment : Basic survival equipm ent (includin g 

fishing hooks, rope, one week 's rations, holistic first-aid kit, a 
hammock, and a tent) in a backpack, and I D4x I 000 credits in 
coins. Also, a True Inca in a miss.ion for the Empire can ex
pect to be clothed, fed and equipped at no cost in any dwell
ing or province of the Empire. 

At third level, a True Inca still in service with the Pan
theon of the Sun will be granted a holy item of choi ce (see the 
Inca Warrior for more information ). An additional ho ly 
weapon will be granted at leve ls five, six and nine. Other 
weapons and equipm ent may be acquired over time. 

Inca Warrior O.C.C. 

A member of the warrior elite assigned to protecting the Incas 
and their Empire . The Inca Warrior is far different from the mili
tias that make up the majorit y of the Imper ial Arm ies. Th e war
rior is provided with holy and magical weapons of great powe r, 
and trained exhaustively in the arts of war. The intensive mental 
and physical trainin g, coupled with their magica l equipm ent, 
makes them the match for any power ann or soldier or any squad 
of modem infantrymen. 

The warrior class is not well verse d in technolo gy; on ly sol
diers trained in the free city of Arequipa learn to understand and 
use advanced weapons like power am1or, robot vehicles and 
similar systems. The warr iors rely on the magica l powers of their 
talismans and weapons, along with their skills and cunning, to 
overcome their enem~es. Inca Warriors are tradition ally men, but 
in latter years dedicated female s have been granted the same 
privileges and special wea pons; their conduct and performan ce 
have been outstanding so far. 

Inca Warriors are sometimes sent on missions alone or in 
small group s. These missions include scouting for enemy troops, 
search and destroy guerrillas and terrori sts, sabotage against the 
Arkhons or other enemies, and espionage. Often , the warriors 
fight side by side with True Inca demigods, or they may lead a 
squad, platoon or compan y of regular soldiers. There are only 
about 2,000 elite warriors in the entire Empire of the Sun, mostly 
because there are no more holy weapons available to equip oth
ers. 

The only shortcoming of the Warriors is that most of their 
trainin g is mystical or archaic. Although they often use ultra
tech energy weapon s, they know very little about vehicles, 
power armor or other advanced systems. As a res ult, they some
times underestimate or misjud ge the danger posed by those tech
nological wonders, which has cost many a Warrior his life. 
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Inca Warrior O.C.C. 
Alignments: Any , but usually good or unprincipled. 
Attribute Requirements: M.E. 12 or higher. Physica l attribu tes 
should all be at least a IO (also see attribute bonuses). 
O.C.C. Abilities and Bonuses: +1D6 to P.S. and P.E., +1D4 to 

P.P ., + 1D4x J0 S.D.C. +I to initiative, +I to strike and parry , 
+2 to dodge, +2 to roll/pull pun ch, +2 to save vs magic, +3 to 
save versus psionics. All the se are in addit ion to attribut e and 
ski ll bonuses. 

Magical Weapons and Talismans: These weapon s make the 
Inca Warrior a magical jug gernaut , able to face off against 
technological foes. All lnca Warrior s are equ ipped with the 
follow ing: 

1. Holy Axe: This is a minor ho ly weapo n with the follow
ing abilit ies: inflicts 4D6+6 M.D ., can heal I D8+ I S.D.C . or 
M.D.C. points six times a day , and glows golden when 
wielded again st supernatural beings . 

2. Amulet of Protection: An amul et that projects the Ar
mor of Ithan spell at l 0th level ( I 00 M.D.C.) strength and can 
be activated at will, six times a day (each activation lasts I 0 
minut es) . 

3. Holy Sun Sling: A magical weapon that fires small 
balls of magica l fire. Dama ge : 4D 6 M.D. Ran ge: 2000 feet 
(610 m). 

4. Additiona l Holy/Magica l Weapons: When go ing on 
dangerous missions, Inca Warrior s are equipp ed with either 
Nazca n Mystical Armor or Sun Power Armor (see below) . At 
sixth leve l, Inca Warriors still serving the Empir e are given a 
greater ho ly weapon (see Rifts Atlant is for more inform ation 
on rune and other magic weapon s). 

O.C.C. Skills: 
Language : Quechua 98% 
Two languages of cho ice (+25%) 
Wild erness Surv ival (+ 15%) 
Runnin g 
Climbing (+ 10%) 
Demon and Monster Lore ( + 10%) 
Power Armor Combat: Elite (Nazc a PA or Sun Power Armor) 
W.P. Axe (treat as W .P. Sword) 
W .P. Sling (Lreat as Archery and Targeting) 
W.P . Blunt 
W.P. Energy Rifle 
Hand to Hand: Expert 
Hand to I-land: Expert can be changed to hand to hand : mar
tial arts at the cost of one "other" skill . 

O.C.C. Related Skills: Select eight other skills. Plus select an 
additiona l ski ll at leve ls three, five, seven, and twelve. 
Communi cations: Any 
Domestic: Any (+10 %) 
Electrica l: None. 
Espionage: Any (+5%) 
Mechanica l: None. 
Medical: Holi stic Medicin e on ly . 
Mil itary: None. 
Phys ical: Any 
Pilot: Any 
Pilot Related : Any (+5%) 
Rogue: Any 
Science : Any 
Technical: Any (+ 10%) 

W.P.: Any 
Wilderne ss : Any (+ 10%) 



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

Standard Equipment: In addition to the magic/ho ly weapons 
previously described, the Inca Warrior is equipped with either 
an Inti-20 laser rifle or an 11Japa-5 rocket rifle , an energy pis
tol of choice, six grenades (equivalent to Coalition grenades), 
and a suit of Gilded Armor (70 M.D.C.). Plus he has three 
sets of ordinary clothing and two sets of ceremonial, tradi
tional clothing, a survival kit, and a radio. 

Money: 1D4xl000 credits. 
Cybernetics: Starts with none and rarely gets any. 

Inca Sun-Priest O.C.C. 
The Inca priesthood is the most prestigious organization in 

the Empire. To be a priest of the Pantheon of the Sun is to be a 
leader of the community , loved and respected by the multitude 
of believers. With the status and power comes a great dea l of re
sponsibility. The historical Inca priesthood enjoyed a lot more 
privileges and much less scrutiny. Now, however, the priests are 
literally living under the supervision of their gods. They are also 
going through a time of strife , with enemies within and without, 
and with thousands of fearful believers looking to their priests 
for leadership. 

There are many types of priests in the Empire, although most 
believers find such distinction s irrelevant. Some priests have no 
magical powers and serve as administrators and scholars. Most 
have some degree of power, but their duties are relatively mun
dane, helping tend the sick , spread the teachin gs of the pantheon, 
and similar clerical activities. Others are active defenders of the 
faith, acting as troubleshooters sent to the farthest reaches of the 
Empire to help the people and to defend against supernatural 
threats. This last type is described here. 

Itinerant priests are agents of the Pantheon. Often , they travel 
alongside True Incas, Inca Warriors, other defenders of the 
realm , champions of ligh t and adventurers. Their duties include 
offering spiritual he]p to the distraught, healing the sick , protect
ing the innocent and combating evil. They are not trained in the 
arts of war, but some of them learn such skills later on in life, to 
better protect the believers. Most of their power comes from 
their link with the gods rather than from any spec ial ski lls or 
combat abilities. Sometimes they even travel in secret, hiding 
their rank and ability to carry out their mission unhampered; this 
is especially true when a priest is sent beyond the borders of the 
grea t Empire, where his status may actually gain him enemies. 

O.C.C. Abilities and Bonuses: 
Note: In addition to the powers and abilities listed here, Inca 

priests can select three of the special power s listed in Rifts Con
version Book Two: Pantheons of the Megaverse. If the Game 
Master/players do not have that book, add one more spell per 
level of experience to make up for those abilitie s. 

l. Spell Casting: The Inca priest can use magic and cast 
spells. These spells are granted by the Pantheon of the Sun, and 
are not learned . In fact, most Inca priests do not know much 
about the study and practice of sorcery . Spells cannot be learned 
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or purcha sed, only acquired through meditation every time the 
priest has reached a higher spiritual plateau (i.e. , a new level of 
experience). Spells are selected from the common magic spells; 
priests of some specific deities can also select elemental spells 
(see below); elemental magic is described in the Rifts Conver
sion Book One. 



At first level selec t a total of six spells from levels 1-2. At 
second level, select an additional four spell s from levels 1-3. At 
third level, select three more spells from levels 1-4. At fourth 
level and beyond, select two spells equal to or lower than the 
caster 's level of experience (i.e., spell levels 1-4 at fourth level, 
1-5 at fifth, and so on). 

2. P.P.E.: Throu gh his connection to the gods, the priest is a 
living reservoir of mystica l energy . P.P.E. is equal to I D6x 10 
plus the P.E. attribute number, plus gains an additional IO P.P.E . 
per level of experience. Priests can also tap into the power of ley 
lines and nexus points to fuel their powers. 

3. Gifts of the Gods: In addition to their spell cas ting pow
ers , Inca priests gain specia l abilities which vary depending on 
which god they worship. The four major gods and their spec ial 
abilities are listed below: · 

Viracocha (the All-Father): Priests of Viracocha not only 
learn common magic, but can also select elemental spe lls from 
any two elements! Add two spells at level one (for a tota l of 
eight spells); these two additiona l spells are chosen from any one 
or two elements (after the choices are made, on ly spells from 
those two elements can be chosen). Add an addi tiona l elemental 
spell at levels two, three, six, nine and twelve. Level limitation s 
remain the same. Also, a priest has a chance (20% +5% per addi
tional leve l) of once per day calling on Viracocha for help. If the 
roll is successful, the priest can cast ANY one spell , of any spell 
level, that his god knows. Furthermore , he can cast it as if he 
were five levels higher ! For example, a fifth leve l priest of Vira
cocha who successfully ca lled on his god could cast any spe ll 
Viracocha knows at tenth level effecti veness. 

Inti (Sun God): The True Sun Priests can learn elemental 
fire spells; the character will know two elemental fire spells at 
level one (for a total of eight spells), and will gain an additional 
elemental fire spell at levels three, five, seven, nine and eleven. 
Level limitations remain the same. Also, True Sun Priests can 
cast the spell globe of daylight at no P.P.E. cost, at will . 

Pachamama (Earth Mother): The Priests of Pachamama 
can leam earth spells. Add one earth spell per leve l of exper i
ence; these are in addition to the norma l spells described above. 
Also, the priests can use a heal ing touch which restores I D8 hit 
points/S.D.C. or 1 D4 M.D., as often as once every other melee 
round (twice per minute) . The heal.ing touch only works on oth
ers. 

Illapa (God of Thunder): Devotees of lllapa can learn ele
mental water spells; the character will know two elemental water 
spells at level one (for a total of eight spells), and will gain an 
additio nal elemental water spell at levels three, five , seven, nine 
and eleven. Level limitations remain the same. The priests can 
also sense weather changes and predict the weather (34% at 
level one, +4% per additiona l leve l of exper ience), and can cast 
the Thunderclap spell, at no P.P.E. cost, once per minute (4 me
lees). 

4. Other Bonuses: + 1 to spell strength at levels four, eight 
and twelve ; + l to save vs magic at levels three, six, nine and 
twelve, +2 to save vs horror factor. 

5. Holy Symbol: All priests are given a holy amulet of Vira
cocha, a religious symbol that can cast the follow ing spells , three 
times a day, each at tenth level proficiency : armor of I than, cir
cle of protection (superior; the symbol is used to draw the cir
cle), and heal wounds. 
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No P.P.E. must be spent to activate the spells. The holy sym
bol will only work for the priest it was made for . If a being with 
hatred for the pantheon in his heart touches the holy symbol, he 
is burned for 3D6 M.D. of damage (this only works if the victim 
willingly touch es the symbol; the power cannot be used as a 
weapon). The holy symbol can also be used to repel vampires 
like a cross . The symbol is made out of gold, and shaped like a 
ceremo nia l knife; the "blade" is the face and headgear of Vira
cocha, and the handle is his body. 

6. Bond of Loyalty: The powers of the priests are conditiona l 
on their service and loyalty. Should the priest break his vows of 
loyalty by betraying the pantheon or the Empire of the Sun , wor
shippin g an alien or evi l god , aiding and abettin g supernatura l 
monsters (includes vamp ires and demon s, but not D-bees or su
pernatural beings of non-evil alignment s), refusing to help or at
tempt to help the needy , and similar dishonorabl e behavior, the 
god may withdraw his support . The Game Master should decide 
based on the priest 's past performanc e, the (role-played) piety of 
the character, and other factor s such as, is the priest in an impor
tant quest for a pantheon ? Some gods might decid e to over look a 
transgress ion, either because the priest has rendered valuable 
service in the past or because he might redeem himself in a cur
rent quest. If those factors are not enoug h to merit mercy, the 
god will withdraw his/her power from the priest! This is a pain
ful, horrible experience; the priest will feel as if his soul was be
ing tom away from his body, a cold, wrenc hing experience that 
leaves the character fee ling nause ated , weak-kneed and feverish 
(only one attack/action per melee, no combat bonuses, all skills 
at -40%). This feeling lasts for 1D4 hours. 

The defroc ked priest loses all his power s, bonuses and magic! 
Even his holy symbol will cease to functi on; often the symbol 
will melt or bum from the rage of the god! Furthermore , other 
priests, demigods and supernatural servants of the pantheons 
will know that the prie st has broken his vows and betrayed the 
gods. This may lead to exile, public abuse, beatings and persecu
tion in the lands of the Empire. The unfortunate character be
comes a pariah, desp ised by all. Trying to atone for this sin is 
difficult but not impossible; a sufficie ntly devout character 
might be readmitted to the fold - but he or she would start at 
first leve l of experience! 

Inca Sun-Priest O.C.C. 
Alignment: Any, but typica lly good or anarch ist. 
Attribute Requirement s: None. The priest only needs his faith 
and dedication. A high M.E. and M.A. are helpfu l but not neces
sary. 
O.C.C. Skills: · 

Language and Literacy: Quechua (98%) 
La nguage and Literacy: Dragone se/E lven (+25%) 
Languages and Litera cy: Two of choice (+20%) 
Basic Math (+20 %) 
Demon and Monster Lore (+20%) 
Land Navigat ion (+10%) 
One W.P. of choice 
Hand to Hand : Basic 
Hand to Hand : Basic can be changed to hand to hand: expert 
at the cost of one "other" skill or to martial arts at the cost of 
two other skills. 



O.C.C. Related Skills: Se lect eight other skills. Plus select two 
additiona l skills at leve ls four, eight and twelve . All new 
skills start at leve l one profic iency. 
Communicat ions: Any 
Dome stic: Any (+I 0%) 
Electrical: Basic only. 
Espionage: Wilderness survival only. 
Mechanical: No ne. 
Medica l: Any, except cybernetics (+10%) 
Military: None. 
Physica l: Any 
Pilot: Any 
Pilot Related: Navigation only. 
Rogue: Any 
Science: Any (+10%) 
Technical: Any (+20 %) 
W.P.: Any 
Wilderness: Any (+5%) 

Secondary Skills: The character also gets to select three secon
dary skills from the previou s list at leve ls one , five and ten. 
These are additiona l areas of knowledg e that do not get the 
advantage of the bonus listed in parentheses. All secondary 
skills start at the base ski ll level. Also, skills are limited (any, 
only , none) as prev iously ind icated in the list. 

Standard Equipment: Holy symbol (see above ), a suit of 
Sinchi light body armor (45 M.D. C.), traveling clo thes, cere
monial robes and masks, sleeping bag, canteen, ration s, and 
survival kit, as well as an energy weapon and an archaic 
weapon of choice . 

Money: 3D6x 100 credi ts. 
Cybernetics: None to start. Most will avoid most cyberneti cs, 

preferring to rely entirely on their god(s). 

Nazca Line 
Maker O.C.C. 

The Line Makers are the heirs of the ancient Nazca culture. 
Once a proud and powerful race, most Nazcan s died or fled the 
Earth during the full of Atlanti s, and the few survivor s who 
stayed eventually lost most of their know ledge. In the decades 
following the defeat of the first Arkhon invas ion, the Nazcas left 
on Earth were absorbed by other tribes and all but forgot their 
identity. 

Meanwhile , the Nazcas who tled Earth traveled the Megav 
erse. Some of them , clamoring for revenge aga inst the Atlan
teans, spent centuries in futile wars against the transdimen sional 
survivors from that culture. Most of them settled in small pocket 
dimen sions, never forgetting their homeland , using their magic 
to observe their old wor ld and prepare for their return there. 
Some Nazca sorcerers came back Lo Earth to help their desce n
dant s fight off the Arkhons , but they left soon thereafter. The 
Nazca s saw the rise of the Inca Empire , a worthy heir to their 
culture, but then witnes sed, with dismay, the destruction of all 
native civilization s at the hands of European s. For five hundred 
years and more , the magician-kings continued to hide out in 
their pocket dimen sion. Sometim es they fought with other di
mensional wanderers, including the Splugort h, but for the most 
part they have kept to themselves. 26 

The Coming of the Rifts was everyt hing the Nazcas had 
dream ed of, and more, although the return of mag ic was cata
strophic , destroyin g almost every civilizat ion on the planet. At 
first, the Nazca s considered settling in the returned cont inent of 
Atlantis (a fitting reveng e, some mage s said), but the majori ty 
decided against it, preferring to return to the high plain s they had 
once ruled. The greate st line maker s hidden away in their pocket 
dimensions opened large Rifts and their entire population of 
l0 ,000 line maker s and 50,000 servant s and bodygua rds (includ
ing 5,000 Rune Warriors) returned to the Nazca plateau. In the 
three hundred years since then, new generati ons of line makers 
have been trained in the secret magick s of Nazca . 

Line makers do not learn spell s like norm al sorcerers; instead ; 
they focus their will and their psychic energy thro ugh symbols 
and drawin gs. Interestingly enough , the symbols do not even 
have to be sketched with writing or drawin g implements. In 
most cases, ju st makin g the sketch in the air will produce the re
sult. Beg inners have to see the drawings to make sure that they 
are not making mistakes, but with experience, this physica l point 
of focus become s less necessary. Although the drawing s are only 
ways to focus the will, the belief necessary to make symbols into 
rea lity requ ires prec ise exacti tude in the ritua l of makin g the 
symbol s. Consequently, only the most experienced magicians 
(and those with an M.E. of 23 or higher) can dispense with 
physical drawin g material s. ln any case, it takes ju st as long to 
trace the symbo ls in the air as it does to draw them normally on 
paper or in the dirt. 

Line Maker O.C.C. Abilities and Bonuses: 

1. Sense ley line and ley line energy: This power is some
what similar to the ley line walker , psi-stalker and similar sensi
tive. The line maker can sense and see the presence o f magic. 
All the following abiliti es are automatic and do not require the 
expenditur e of P.P .E. 

Sense ley line: The line maker is able to fee l whe ther there is 
a ley line within the area of his sensing abilitie s, 5 mile s (8 km) 
per level of experience. The line maker can tell the exact dis
tance from the ley line, within 3 feet (0.9 meters)! He can loca te 
the ley line with uncanny accuracy (60%+5% per additional 
level of experience). 

Sense rift: The character can sense the opening of a Rift 
within 50 mile s (80 km). 

Sense magic in use and see magic energy: Equal to the ley 
line walker (see Rifts RPG, p. 83). 

2. Knowledge of Line Magic: Line Mak ers are the masters 
of the sec rets of line magic; on ly they can use it to its full poten
tial. At first leve l, the character know s eight common line rituals 
(see the Line Magic desc riptions). At eve ry leve l after the first, 
the character can select two addit ional drawin g rituals. 

Furthennor e, Line Makers have a good chance to recog nize 
and understand line drawin gs made by another maker (JOO% if 
the drawing is one the magic ian knows, 30% plus 5% per addi
tional leve l of experien ce for drawin gs he has not mastered). If 
the line drawing was made permane nt (see the Pennan ence ritual 
drawing in the line desc riptions), he can use it by spending the 
normal P.P.E. Thi s ability is exclusive to the Line Maker O.C.C. 
Other magicians can lea rn to use drawin gs, but can never make 
use of other mages' drawin gs. 
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At first, second and third leve l, the mag ician must actually 
draw the pattern to use it. Thi s requires a roll against the Art: 
Line Drawing ski ll (see below). The amount of time it talces to 
do the drawing is listed under eac h drawing desc ription. Any 
writing implement can be used (modern line maker s favor mark
ers; the ancient ones used chalk, brushes and eve n st icks on 
mud), but if the magic ian's hands are bound or he doesn ' L have a 
writing or drawin g instrument, he cannot use his magic! 

Upon reaching the fourth level of exper ience , the line maker 
can visualize the lines; usually, he will make sketching gestures 
with his hands, but no roll aga inst the art skill is necessary . Re
stra ining the magic ian's hands will still keep him from using the 
magic, regardles s of his leve l of expertise. 

3. Other Spell Magic: Althoug h line maker s do not learn 
magic the way other mages do, some of their line drawin g ritual s 
have simi lar effec ts as com mon magic spells. Add itiona lly, line 
maker s can learn diabo lisl wards if they have access to them; 
however, the Inca civilization has no forma l contact with di
abolists or any civi lization that uses that style of magic, so ac
cess to any wards is determi ned so lely by the Game Master. The 
spells listed below can be selected in addi tion to, or instead of, 
the new line drawing ritual s; each spell counts as one ritual: 

Concea lment 
Mystic alarm 
Circle of flame 
Protection Circle: Simple 
Protection Circle: Superior 
Summon Entity 

4. P.P.E.: Like other practitioners of mag ic, the line maker 
can store magical energy. Tota l P.P.E. is equal to 2D4xl0 plus 
the P.E. attrib ute number, plus 3D6 P.P.E. per leve l of expe ri
ence. The cha racters can also draw from the energ ies of ley lines 
and nexus points. 

5. Bonuses: + I to save vs psionics , + I to spell strength at lev
els three, seven, ten and thirteen, + 1 to save vs mag ic at leve ls 
three, six, nine, e leven and fourteen, +4 to save vs horror factor. 

Nazca Line Maker O.C.C. 
Alignment: Any 
Attribute Requirements: I.Q. 11 or higher . High P.E. and M.E. 
attributes are desirable but not mandatory. 
O.C.C. Skills: 

Language: Quec hua (98%) 
Language: two languages of choice ( + 15%) 
Basic Math (+20%) 
Art: Line Drawing (+30%) 
Astronomy (+15%) 
Demo n and Monster Lore (+I 0%) 
Hand to Hand: Basic can be se lected as an "ot her" skill, Hand 
Lo Hand: Expert at the cos t of two "other" ski lls, or Martia l 
Arts (or assassi n if an evi l alignment) for the cost of three 
"other" skills. 

O.C.C. Related Skills: Select nine other skills, but two must be 
from the technical category. Plus select an additional skill at 
levels three, six, e ight, e leven and thirteen. All new skills 
start at leve l one proficiency. 
Commun ication s: Basic rad io only. 
Domestic: Any (+ 10%) 
Electr ical: None. 
Esp ionage: Intelligence and Wi lderness Survival only (+5%) 
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Mechanica l: None. 
Medica l: First aid or holi stic medi cine on ly(+ 10%) 
Military: No ne. 
Physical: Any 
Pilot: Any (+5%) 
Pilot Re lated: Any 
Rog ue: Prowl on ly. 
Science: Any (+ 10%) 
Tech nical: Any (+ 10%) 
W.P.: Any 
Wild erness: Any 

Secondary Skills: The charac ter also gets to select six secon
dary skills from the previous list. These are add itional areas 
of know ledge that do not get the advantage of the bonus 
listed in parentheses. All secondary skills start at the base 
ski II level. 

Standard Equipment: Ceremonial robes and feathered head
gear, traveling clothing (2 sets), suit of Sinchi Body Arn1or 
(45 M.D.C.) , backpac k with survival kit, camp knife, one en
ergy weapon of choice and I D6 E-clip s, writing/drawing im
plemen ts, and one Jar of Power (see below ) with 4D6 stored 
P.P .E. (usable only once). 

Money: 2D4x I 000 credits. 
Cybernet ics: None. 

Rune Warrior O.C.C. 
Rune warrio rs first made the ir appearance dur ing the early 

days of the Tnie Nazca civi lizat ion. The once primitive peoples 
of the Nazca platea u had used their know ledge of line makin g to 
become a powerfu l nation during the early yea rs of humankind. 
Success attracts enemies, howeve r, and the Nazca were beset by 
a race of demoni c beings , the Red People. To co nfront this race 
of red-skinned giants (see the Red People R.C.C.), the Nazca 
sorcerer-kings created the rune warrior s. This elite group of war
riors were raised from childhood in special camps (orpha ns were 
typica lly selected for this life) where they were exposed to magi
cal energies and trained in the arts of war. 

The gradual expos ure to magi c and the application of perma
nent line drawings turned the rune warrior s into supernatura l be
ings. Furthermore, they were gifted with a symbiot ica lly-linked 
Pattern Staff, a powerfu l magical weapon with doze ns of carved 
symbols and patterns. With or without their staffs, howeve r, rune 
warr iors were living repos itories of magica l energy; line draw
ings allow them to store P.P.E., power magica l spell effects, and 
perform superhuman feats. The process is somewhat similar to 
tattoo magic (see Rifts Atlantis ), but it is not as painfo l or mind
wracki ng. The power s granted by the line drawing s and the 
magica l transforma tion are not as varied or radica l. St ill, the 
rune warrio rs were fearso me opponents, and they led the coun
terattack s that finally pushed the Red People into cavern 
hideouts deep within the Andes mount ains. Since then, a smal l 
cad re of these warriors has been kept by the Nazcans to serve as 
bodyguards, agents and war leaders . 

When Nazca was absorbed by the new Empire of the Sun, the 
Incas expanded its scope, trainin g thousands of chi ldren and giv
ing them the gift of power patterns. Altho ugh not as powerfu l as 
the True Incas (dem igods), rune warrior s are ju st as widely re-



spected, and their role is just as important. They often escort 
priests, diplomats and other important members of the Empire. 
The unarmored warriors, armed with strange spears and dressed 
in archaic cloaks and loincloths, often stir laughter and contempt 
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among technologica l societies. Rune warriors do not mind the 
laughter, because many an enemy has underestimated the 
"primitives," and paid dearly for their presumption. These warri
ors are also found at the forefront of battle, and patrol the most 
dangerous areas of the Empire. They actively combat marauding 
Arkhons, evil undead, guerri llas and bandits. A few champions 
have also been sent beyond the Empire of the Sun on missions 
spanning the Earth and even the Megaverse. 

The new crop of Nazca warriors have been better trained in 
the ways of technology, but for the most part, they reject it, us
ing it only when absolutely necessary , and far preferring to rely 
on their powers. 

O.C.C. Abilities and Bonuses of Rune Warriors: 
1. Supernatural Transformation: Rune Warriors are magi

cally transformed into superna tural beings by the power patterns 
etched into their skin. As a result of this magic, the character's 
strength, reflexes, speed and endurance become supernatural. 
Bonuses: +8 to P.S., +4 to P.P., +8 to P.E. and +15 to Spd. The 
warriors become M.D.C. beings, determined by the characte r's 
P.E. number plus lD4x10 M.D.C., plus they gain an additional 
2D6 M.D.C. per level of experience. 

2. P.P.E.: Some of the pattern s drawn on the skin of the rune 
warriors allow the characters to store magical energy and 
quickly regain it. P.P.E.: P.E.x5 +10. Add 10 P.P.E. per level of 
experience. Unlike mages, however , the rune warriors cannot 
draw on ley lines, living beings or other sources for additional 
power; they are restricted to their own personal P.P.E. However, 
their P.P.E. recovery is linked to ley lines; used P.P.E. is re
gained at the rate of 6 points per hour normally, 10 per hour if 
within a mile (1.6 km) of a ley line, and 15 per hour if within a 
mile from a nexus point. 

3. Magic Drawings: Power patterns are magically drawn 
(not tattooed) on the skin and can never be erased. To activate 
the drawings, the rune warrior must concentrate and spend the 
necessary P.P.E. The effects of all these symbols last one minute 
per level of experie nce. The following power pattern s are given 
to all rune warriors: 

Pattern Armor: A suit of energy armor appears around the 
wearer. Typically the armor has fanciful shapes , including horns, 
animal shapes, etc. The suit protects the wearer against hostile 
environments, gases and toxins, and has 200 M.D.C. P.P.E. 
Cost: 25 

Pattern Sight: These geometric symbols, painted over the 
eyes of the warrior, can be activated to allow him to see the in
visible, sense magic, sense evil and presence sense, as per the 
spells. P.P.E. Cost: 15 

Power Symbol: These lines, drawn alongside the arms and 
torso of the warrior, enable him to raise his strength and stamina. 
When activated, the warrior temporarily raises his P.S. by 5 and 
gains an additional 50 M.D.C. P.P.E. Cost: 20 

Speed Symbol: This pattern is drawn on the sides of the legs 
and lower torso. When activated, speed is raised to 110 (75 
mph/110 kmph!), and kick attacks do l04 x l0 M.D.! P.P.E. 
Cost: 15 

Skill Symbol: These patterns are shaped like interlocking 
weapons, drawn around the warrior 's wrists. When activated, the 
warrior is at + I to strike, parry and dodge with any weapon he is 
proficient with. P.P.E. Cost: 20 



Healing Symbol: These concentric circ les within rectan gles 
are drawn on the ches t of the warrior. When act ivated, the rune 
warrior rege nerate s damage at the supernatural rate of I D6x l0 

per minute . P.P.E. Cost: 25 

4. Pattern Staff: Thi s pow erful weapo n is created durin g the 
rune warrio r 's initiati on. A perma nent line pattern is wove n and 
linked to the warrior 's life force. The result is somewhat similar 
to Spl ugorth bio -wizardry, but the staff is not a true living orga n
ism, but a construct of pure magical ener gy. The staff looks 
vague ly crys talline, with many growth s, spines and carv ings 
along its length. It has the followi ng qualities: 

M.D.C. Construct : The staff has ID4 x l 00+200 M.D. C. It is 
only dama ged if an attacke r delib era te ly targets it. Furthermore, 
the staff rege nerates at the rate of IO M .D.C. per hour. 

Transfer Life Force: Th e Staff can tran sfer some of its life 
force to the wearer, to a maximum of I 00 M.D.C. over a 24 hour 
period. Thi s link is two- sided, however ; if the staff is destroyed , 
the rune warrior takes 2D6x IO M.D.! 

Energy Beam: The warrior can focus his P.P.E. and fire 
powerfu l energy beams through the staff. Dama ge is 1 D6 M.D. 
per P.P.E. point spent. The blasts are +3 to str ike. Range is lim
ited to I 00 feet (30.5 m) per leve l of exper ience. 

5. Other Bonuses: + I on initiati ve, +2 to ro ll with impac t, 
add one attack per melee, and +3 to save vs horror facto r. 

6. Other Magic : Rune warr iors have little know ledge of spell 
cast ing and magic. Their abilities are limited to the use of power 
pauerns , so they can not learn other types of magic. However , 
they can use techno-wiza rd or magica l items. 

Rune Warrior O.C.C. 
Alignment: Any, but usually good or unprin cipled. 
Attribute Requirements: None; but see bonu ses. All that 's 
needed is a desire to fight ev il, defe nd the innocent and/or pro
tect the Empire. 
O.C.C. Skills: 

Language: Quechua 
Language: Two of choice. 
Basic Radio (+ 15%) 
Basic Mat h (+15%) 
Intel! igence (+ I 0%) 
Wilderne ss survival (+10%) 
Tracking (+ I 0%) 
W.P. Staff (treat like W.P. Sword) 
Two W.P.s of choice . 
Hand to Hand : Expert 
Hand to Hand: Expe rt can be changed to Martia l Arts at the 
cost of one "other" skill. 

O.C.C. Related Skills: Select 8 other skills. Plus select an addi
tional ski ll at leve ls three, six, eight , eleven and thiJteen. All 
new skills start at leve l one proficiency. 
Communi cation s: Any (+5 %) 
Domestjc: Any (+5 %) 
Electrica l: None. 
Espionage: Any (+ 10%) 
Mechanica l: None. 
Medical: First Aid, Paramedic or Holistic Medicine only. 
M ilitary: Any. 
Physical: Any (+5% where app licab le) 
Pilot: Any 
Pilot Related: Any 
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Rogue: Any (+5%) 
Science: Any 
Technica l: Any (+10%) 
W.P.: Any 
Wild erness: Any (+10%) 

Seconda ry Skills: The charac ter also gets to se lect three secon
dary skills at level s one, five and ten. These are add itiona l ar
eas of knowledge that do not get the bonus listed in 
parentheses. A ll seco ndary skill s start at base skill level. 
Also, skills are limited (any, on ly, none) as previously indi
cated on the list. 

Standard Equipment: See the Pattern Staff, above. Addition 
ally , rune warrior s are issued two energy or rocket weapo ns_ 
of choice (typica lly a pistol and a rifle), a radio, survival 
knife , survival kit , two sets of traveling clot hes, two sets o f 
ceremon ial robes , a backpack and a first aid kit. 

Armor : None. Rune warr iors cannot wear sea led/e nvironmental 
armor. Their line pattern s are cons tantly emitting magica l en
ergy; under most circu mstance s, this presents no problem s, 
but if encased in sea led armor, the magi cal energy has the 
chance to build up and it start s eat ing at the armor! Damag e is 
I D4 M.D.C. point s eve ry hour , taken from the armor layers; 
the first IO point s wi ll unsea l the armo r. In any case, rune 
warr iors prefer to rely on the ir magica l power s. 

Money: I D6x I 000 credits. 
Cybernetics: None. Will not accept cybernetic enhancements 

under any c ircumstances. 

Nazcan 
Line Magic 

The mystical drawin gs on the Nazca plateau are but one ex
amp le of the magical powers of that lost culture. The Nazcan s 
discovered millennia ago that symbol s cou ld be made to work 
powerful magic; this know ledge may date as far back as the pre
historic cave painting s in Europe 30,000 years ago. The fact that 
many anc ient So uth Amer ican people s practiced cave painting 
may be re lated to this practi ce. The Nazcans went beyond those 
primiti ve forms of assoc iative magic; by 10,000 BC , their cul
ture had mastered a system of magic that brid ged the gap be
tween an object and a symbol of an objec t. By drawing on the 
rich magica l fields that ex isted on Earth at that time, the line 
maker s cou ld crea te magica l constructs of pure energy. These 
constructs ranged from solid energy wa lls and const ructs to en
ergy to an imated energy creatu res. 

The ritual of makin g the drawin gs beca me the focus of the 
mag icia n's wi ll and energy. The drawing also acted as a matrix 
that held pure magica l energy and contained it in the desired 
form. To some degree, each patt ern acts like a miniatur e system 
of ley lines and nexu s points, stori ng and controll ing magic to 
produc e a particular effect. Most Nazca line creation s shine like 
neon lights, and are construc ts of energy mad e solid . Semi-tran s
parent and luminou s, they can be eas ily confu sed for holograms 



or illusions, but their power is very real. An energy j aguar 's 
claws are just as powerful, if not .more so, than a real one 's. 

By making the lines permanent or semi-permanent, the magi
cian can consistently create the magic effects automatically by 
spending P.P.E., but without taking any time to perform the 
"drawing" ritual. This was one of the reasons for the elaborate 
Nazca pottery; the drawings on those pots could be used by line 
makers as the focus for their magic. The Nazca Lines of the de
sert plateau are large-scale examples of this technique. 

The other aspect of Nazca line drawing is its connection to 
ley lines and nexus points. The Nazcans were among the first 
cultures on Earth (matched only by the Atlanteans) to recognize, 
sense and study the unique network of magic that controls the 
flow of psychic energy across the planet. In fact, it was the 
knowledge of lines of mystic energy . that prompted the use of 
line drawings for ritual magic. To the Nazca wizards, ley Lines 
are part of a "cosmic drawing" whose very pattern is life and re
ality. Their magic drawings are an attempt to simulate these cos
mic patterns on a smaller scale. The more powerful line makers 
can even extend ley lines by channeling and refocusing ley line 
energy! 

Unlike traditional magic, which is based on the spoken or 
written word (casting spells, reading from scrolls, etc.), line 
magic uses drawings. When casting a spell, the line maker draws 
the desired pattern; when the drawing is completed, P.P.E. flows 
from the mage into the pattern, fueling it. Pre-made draw ings 
can also be used, in which case the spell effect occurs immedi 
ately after P.P.E. has been spent on it. Patterns are often drawn 
on jars and ceramic objects, or woven in capes, carpets, etc. 
Only characters with skills in weaving can inscribe patterns in 
clothing, although patterns can also be drawn on body armor, ve
hicles and other flat surfaces. 

Note: Characters of other magical O.C.C.s can learn to use 
line drawing rituals, but the alien style of magic requires a lot of 
work and is very difficult to operate and understand. First of all, 
the characters must gain the art skill to learn how to draw the 
pattern, and they never gain the bonuses that allow true line 
makers to make symbols without using drawing implements (see 
the Nazca Line Maker O.C.C. for more information). Further
more, the art of magic drawing requires a different type of disci
pline, focus and precision that most other magic O.C.C.s will 
find awkward and disorienting - only the circle making di
abolist has a knack for line making magic. 

At second level and above, a mage (ley line walker, mystic, 
temporal mage, etc.) can learn, purchase or mystically acquire a 
line ritual. However, the power, range and effects of the line 
magic/spell functions at only half the leve l of the magician! For 
example, a fourth level ley line walker who learned a line ritual 
would only cast it at second level strength; a seventh level one 
would only cast it at third level of power (round down when 
halving levels). Only line makers, who have spent their lives 
studying these rituals, can use their powers at full strength (and 
are themselves penalized in that they cannot cast most regular 
spells). 

Also note that line making magic is comparatively rare. It is a 
unique type of magic that was developed in one particular region 
of the world. Even dimension spanning Nazca mages are hesi
tant to share their secrets. Consequently, this fonn of magic is 
most common to the Empire of the Sun, Peru in general, and ex
tremely rare beyond the South American continent. 
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Common Line Drawings 
All line drawing rituals have three elements: drawing the 

design, the time it takes to draw (divided into minut es for long 
rituals or melee attacks/actions for short ones; approximately 3-7 
seconds; most practitioners of magic have two actions per me
lee), and the P.P.E. cost. Range and area are typically deter
mined by the drawing itself; magic effects with range are 
detailed in the ritual description. Unless otherwise indicated, 
spells that negatively affect the subjec t of a mystical attack can 
be resisted with a successful saving throw against magic. 

Alphabetical list of Nazca Line Drawings 
Close Rift (200+ P.P.E.) 
Draught of Health (8 P.P.E.) 
Earthquak e Pattern (50-200 P.P.E.) 
Energy Jar (20 P.P.E.) 
Entryway (15 P.P.E.) 
Feast Sign (6 P.P.E.) 
Fire Lines (8 P.P.E.) 
Greater Animal Drawing (18-72 P.P.E.) 
Healing Pattern (20 P.P.E.) 
Lesser Animal Drawing (6-24 P.P.E.) 
Line Blast (30 P.P.E.) 
Monster Drawing (25- 120 P.P.E.) 
Pattern Armor (45 P.P.E.) 
Pattern of Control (30+ P.P.E.) 
Pattern Wa ll (8+ P.P.E.) 
Pattern of Wounding (40 P.P.E.) 
Power Symbol (20 P.P.E.) 
Symbol of Pain (8 P.P.E.) 
Wield Lightning (25 P.P.E.) 

Secret Line Magic 
Create Ley Line Stonn (800 P.P.E.) 
Extend Ley Line (200+ P.P.E.) 
Make Ley Line (300+ P.P.E.) 
Open Rift (2000+ P.P.E.) 
Permanency (Special) 
Warrior Pattern (40 P.P.E.) 
Activating Nazca Lines of the Plateau (Special) 

Close Rift 
Drawing Description: Two sets of arrows forming the sides of 

a triangle, aimin g towards the rift. 
Time to Draw: Two melee actions. 
P.P.E. Cost: 200 plus 2 P.P.E. from the characte r 's permanent 

P.P.E. base! 

Thi s ritual works ju st like the Close Rift spell (see the Rifts 
RPG, page 189), except that the ritual fonn with line magic will 
only take 1 D6 minutes. 

Draught of Health 
Drawing Description: A circle within a square, with a snake 

twisting out of each comer of the square. 
Time to Draw: Three melee actions. 
P.P.E. Cost: 8 

The drawing is done on the outside of a canteen, cup, glass or 
other drinking vesse l. Traditiona lly, it was permanently in
scribed on a ceram ic jar. When the P.P.E. is expended, •he drink-



ing vesse l is filled with a glowing red liquid. Drinking this liquid 
will hea l I D8+2 hil points or S.D .C., or I D4+ I M.D.C . for su
pernatura l beings. The liquid musl be drunk within 24 hours, at 
which point it will vanis h. 

Feast Sign 
Drawing Description: A basket or jar , overflowing with food

stuff. 
Time to Draw: Three melee actions. 
P.P.E. Cost: 6 

The drawing is typically made on a jar, basket or other food 
container. When the ritual is complete, six glowing, wafer-like, 
thin squares of magical energy appear in the container. These 
wafers will provide sustenance and nourishment for any living 
thing that eats to survive . Each spell cast ing provides eno ugh to 
satisfy a human for three meals (2 wafers per meal; 6 wafers are 
created). Larger humanoid s, or beings with higher metaboli sms, 
will need to consume more to sustain themse lves. 

The energy wafers have a tinglin g "taste," with a faint scent 
of ozone. Although not filling, the energy creation s will quell 
hunger and make peop le fee l energized and revitali zed in 1D4 
minutes. No digestion process is needed , as the energy automat
ically bonds wilh Lhe body . Even psi-stalkers will gain nouri sh
ment from these energy wafers; Lhe equivalent of one P.P.E. 
point per each wafer (psi-stalkers need 50-100 P.P.E. per week). 

Note: These wafers do nothing for thirst, vitam in deficien
cies, or other nutrit ional needs (mineral s, etc.); they only provide 
energy. Living exc lusively on the energy blocks wi ll have detri
mental effec ts on human s after I D4+2 weeks (dizziness, vision 
impairment, pangs of hunger even afte r eating the wafe rs, and 
other afflict ions as a result of malnourishment - the body 's way 
of lett ing one know it needs proper food and vitamins). If com
bined with vitamin supplemen ts and/or norma l foodstuffs, how
ever, no negative effects app ly. 

Lesser Animal Drawing 
( Animal Type) 
Drawing Descript ion: A geometric, two-dimensional, line rep

resentation of a specific animal, at 1/5 to I/20 th scale. 
Time to Draw: S.mall anima ls (cat-sized or smaller): 1 melee 

action. Medium sized (dog-s ized Lo man-sized) : 2 melee ac
tions. Large (up to horse-s ized): 3 melee actions. Huge ani
mals (buffalo, elephants, etc.): 4 melee actions/one minute. 

P.P.E. Cost: 6 for small , IO for med ium-sized, 15 for large and 
24 for huge types. 

Duration: The pattern is powered by the spell for 10 minute s 
plus one minute per level of experience. 

This pattern creates an energy animal with S.D.C. and powers 
equ ivalent to Lhe real life version, but look like they are made of 
glowing energy. The creature is a constr uct that will obey every 
command of its maker, and it has maximum S.D.C. and hit 
points commo n to that type of animal (see the Palladium Book 
of Monsters & Animals for stats of approximate ly 200 different 
anima ls). 

I 
Note: Each time the ritual is learned, the line maker knows 

how to create ONE type of energy animal. The ritual can be 
learned multiple times, each time learning the pattern of a new 
animal type or anima l category. The specific anima ls must be 
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known to the line maker either from pictures or in real life, con
sequently , the animals and insects drawn most often reflect those 
indigenous to South America. Anima l types/categories are as 
follows: 

African Giants (e lephant , rhinoceros, giraffe, etc.) 
Apes (chimpanzees, gor illa, etc.) 
Anteaters (all kinds, plus armadi llos and tree sloths) 
Arac hnid (spiders and scorpions of all kind) 
Bear (all types) 
Birds: song types/sma ll 
Bird s of prey/la rge 
Bovine : cattle (ox, bull , cow, buffalo) 
Bovine: deer (all kinds, plus sheep and lama) 
Canine (dogs, wo lves, etc.) 
Fe line (cats, jag uar, ocelot, puma, mountain lion, etc.) 
Fish: Genera l (all kinds) 
Fish: Predators (sharks, barracuda, etc .) 
Horse (all kinds, pony, donkey, mule, etc.) 
Insects (wasp, bee, fly, etc.) 
Lemur s (all kinds) 
Monkeys (all kinds) 
Mustelids (badger, wease l, skunk, etc .) 
Pigs (wild boar , warthog, pig, etc.) 
Sea mammal s of the land and water (seals, otters, walrus) 
Reptil e: Lizards (lizards, caiman , alligators, etc.) 
Reptile: Snakes (python s, and all kinds) 
Rodents (capybara , mice, rats, squirrels, etc.) 

Some brief Animal Descriptions: 

Alligator & Caiman: The same size and behavior as the real 
animal s (but look like they are made of glowing energy). 40 hit 
points and 30 S.D.C. Bite inflicts 2D6+2 S.D.C. damage , slash
ing and tear ing hands do 1D4 damage. Two attack s per melee. 
+3 to strike , +I to parry and +2 to dodge. Average speed is 9 on 
land and 14 in water/swimming. Nightvision 40 feet (12.2 m), 
swim 90%, hold breath for up to four minutes, prowl in/under 
water 68%, exce llent sense of sme ll and hearing, track by smell • 
55%. 

Ape: Chimpanzee: The same size and behavior as the real 
anima l. 48 hit points and 40 S.D.C. Bite inflicts 2D4 S.D.C. 
damage, slashing and tearing hands do 2D4+3 damage. Three at
tacks per melee. +3 to strike, +2 to parry and dodge, and can use 
simple weapons such as clubs, knives, swords, etc. Average spd 
is 10. Nightvision 15 feet (4.6 m), climb 60%, leap up to 10 feet 
(3 m). 

Ape: Gorilla: The same size and behavior as the rea l animal. 
80 hit points and 80 S.D.C. Bite inflict s 2D4 S.D.C. damage, 
slashing and tearing hands do 2D6+6 damage. Four attacks per 
melee . +3 to strike, +3 to parry, +l to dodge, and can use simple 
weapons such as clubs , knives , swords, etc . Average spd is 12. 
Nightvision 15 feet (4.6 m), climb 40%, and prowl 40%. 

Baboon: The same size and behavior as the rea l animal. 48 
hit points and 10 S.D.C. Bite inflicts 2D6+3 S.D.C. damage, 
slashing and tearing hands do 2D4+2 damage. Three attacks per 
mel~e. +3 to strike, +2 to parry and dodge. Average spd is 12. 
Nightv ision 40 feet ( 12.2 m), excep tional vision and hearing, 
track by smell 45%. 

Badger & Wolverine: The same size and behavior as the 
rea l animals. 30 hit points and 10 S.D.C. Bite or slashing claws 



do I 06+2 S.D.C. damage. Three attacks per melee. + I to strike 
and parry, and +3 to dodge. Average spd is 12. Nightvision 50 ft 
( 15.2 m), track by smell 65%, and dig 5 feet ( 1.5 m) per minute. 

Bear: Black and Brown : The same size and behavior as a 
real bear. 66 hit points, 80 S.O.C. Bite does ID8+2 S.O.C. dam
age, slashing claws 2D6+6 damage, pouncing/ram does I D6+4 
and has a 1-50% chance of knocking its opponent down (victim 
loses initiative and one melee attack), but counts as two attacks. 
Three attacks per melee. +2 to strike and parry, + I to dodge. Av
erage spd is 22 but can run in bursts of speed at 30 mph (48 km) 
for up to 15 minutes. 

Bear: Grizzly: The same size and behavior as a real bear. 
120 hit points, 80 S.O.C. Bite does ID8+6 S.O.C. damage, 
slashing claws 206+8 damage, pouncing/ram does 206+4 and 
has a 1-62% chance of knocking its opponent down (victim loses 
initiative and one melee attack), but counts as two attacks. Four 
auacks per melee. +2 to strike and parry, +I 10 dodge. Average 
spd is 16 but can run in bursts of speed up to 20 mph (32 km) for 
up to 15 minutes. 

Bird: Hawk or Falcon: The same size and behavior as the 
real animals. 16 hit points and no S.O.C. Bite I 06 S.O.C. dam
age, slashing claws inflict I 04+2 damage, and a diving claw at
tack 204+2 damage, but counts as two attacks. Three attacks per 
melee, +2 to strike and parry and +3 to dodge. Average speed 
flying is 50, about 35 mph (56 km). Nightvision 300 feet (9 1.5 
m), exceptional vision and hearing, and track by smell 65%. 

Bird: Eagle: The same size and behavior as the real animal. 
24 hit points and lO S.D.C. Bite 2D4 S.D.C. damage, slashing 
claws inflict 2D6+4 damage, and a diving claw attack 4D6+4 
damage, but counts as two attacks. Four attacks per melee, +2 to 
strike and parry and +3 to dodge. Average speed flying is 50, 
about 35 mph (56 km), but can attain a speed of 75 mph (120 
km) and maintain that speed for an hour. Nightvision 400 feet 
( I 22 m), exceptional vision and hearing, and track by smell 
46%. 

Boar or Wild Pig: The same size and behavior as the real 
animals. 40 hit points and 40 S.D.C. Bite/slashing tusks does 
I 08+2 S.O.C. damage, head butt does I 06+ 2, ram does 2D6+4 
and has a 1-55% chance of knocking its opponent down (victim 
loses initiative and one melee attack), but counts as two attacks. 
Three artacks per mel~. + I to strike, and +2 to dodge. Average 
spd is 22 but can run in bursts of speed at 35 mph (56 km) for up 
to 30 minutes. 

Canine: Fox, Coyote, Jackal, or Small Dogs: The same size 
and behavior as the real animals. 24 hit points, IO S.O.C. Bite 
does ID6+4 S.D.C. damage, slashing claws do 1D4 damage. 
Three attacks per melee. + I to strike and parry, +4 to dodge. Av
erage spd is 50, about 35 mph (56 km) and can run at that speed 
for I 0 6 hours. Track by smell 60%, swim 50%, keen vision and 
hearing. 

Canine: Wolf or Large Dogs: The same size and behavior 
as the real animals. 48 hit points, 40 S.D.C. Bite does 206+8 
S.O.C. damage, slashing claws 1D4 damage, three attacks per 
melee. +3 to strike, +I to parry, +6 to dodge. Average spd is 50, 
about 35 mph (56 km) and can run at that speed for 204 hours. 
Track by smell 85%, swim 65%, prowl 50%, keen vision and 
hearing, and nightvision 30 ft (9 m). 

Elephant: The same size and behavior as the real animal. It 
can be ridden by the Line Maker who created it. 90 hit points 
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and 80 S.O.C. Three attacks per melee, tusk inflicts 206+6 
S.O.C. damage, strike from trunk I 06 , leg kick/stomp 3D6+6 
damage, head bun does 3D6+6, and a ramming charge and tram
ple inflicts 6D6+6 damage and has an 80% likelihood of knock
ing opponents weighing less than I 000 lbs to the ground, 
causing them to lose one melee attack and initiative (counts as 
two attacks). Average spd is I 0, about five mph (8 km), but can 
run as fast as 35 mph (56 km) for 30 minutes. Keen hearing and 
sense of smell, good vision, nightvision 40 ft (12.2 m), swim 
90% and has prehensile trunk. 

Feline: African Lion: The same size and behavior as the real 
animal. 52 hit points, 80 S.D.C. Bite does 204 S.O.C. damage, 
slashing claws 2D6+6 damage, four at.tacks per melee. +3 to 
strike and parry, +4 to dodge. Average spd is 22, about 15 mph 
(24 km), but can run in bursts at a speed of 25 mph (40 km) for 
I D4 minutes. Track by smell 70%, swim 50%, prowl 70%, 
climb 30%, leap up to 15 feet high (4.6 m) and 20 feet long (6 
m), keen vision and hearing, and nightvision 60 ft ( 18.3 m). 

Feline: Bobcat , Lynx, Ocelot, Jaguar, Mountain Lion: The 
same size and behavior as the real animals. 42 hit points, 40 
S.D.C. Bite does I D6 S.D.C. damage, slashing claws 204+3 
damage, four attacks per melee. +3 to strike and parry, +4 to 
dodge. Average spd is 22, about 15 mph (24 km), but can run in 
bursts at a speed of 30 mph (48 km) for 104 minutes. Swim 
44%, prowl 86%, climb 90%, leap up to 20 feet high (6 m) and 
20 feet long (6 m), keen vision and hearing, and nightvision 60 ft 
(18.3 m). 

Feline: Leopard & Panther: The same size and behavior as 
the real animals. 48 hit points, 40 S.D.C. Bite does I 06 S.O.C. 
damage, slashing claws 2D4+3 damage, four attacks per melee. 
+3 to strike and parry, +4 to dodge. Average spd is 22, about 15 
mph (24 km), but can run in bursts at a speed of 35 mph (56 km) 
for I 04 minutes. Track by smell 50%, swim 80%, prowl 90%, 
climb 75%, leap up to 20 feet high (6 m) and 40 feet across ( 12.2 
m), keen vision and hearing, and nightvision 60 ft ( 18.3 m). 

Feline: Tiger: The same size and behavior as the real animal. 
68 hit points, 80 S.O.C. Bite does 206 S.O.C. damage, slashing 
claws 2D6+8 damage, four attacks per melee. +3 to strike and 
parry, +4 to dodge. Average spd is 22, about 15 mph (24 km), 
but can run in burst at a speed of 35 mph (56 km) for I 04 min
utes. Track by smell 50%, swim 80%, prowl 70%, climb 50%, 
leap up to 20 feet high (6 m) and 25 feet long (7 .6 m), keen vi
sion and hearing, and nighrvision 60 ft ( 18.3 m). 

Ferret, Mink, or Martin: The same size and behavior as the 
real animals. 12 hit points and no S.D.C. Bite and slashing claws 
innict l 04 S.O.C. damage. Three attacks per me lee. + I to strike 
and parry and +4 to dodge. Average spd is 10. Nightvision 40 
feet ( 12.2 m), exceptional vision and hearing, track by smell 
65%, climb 50%, prowl 65%. and swim 70%. 

Horse: The same size and behavior as the real animal. It can 
be ridden by the Line Maker who created it. 48 hit points and 80 
S.O.C. Three attacks per melee, bite innicts I 04 S.O.C. damage, 
front leg kick 206 damage, hind leg kick 406 damage, charging 
head butt does 2D4+10 and has an 80% likelihood of knocking 
opponents weighing less than 300 lbs to the ground, causing 
them to lose one melee attack and initiative (counts as two at
tacks). Average spd is 33, about 22 mph (36 km), but can run as 
fast as 45 mph (72 km) for I 04 hours. Can also leap up to six 
feet high ( 1.8 m) and 12 feet long (3.6 m), keen hearing, and 
swim 50%. 



Monkey: The same size and behavior as the real anim al. 32 
hit points and IO S.D.C. Bite and slashing/tearin g hands inflict 
I D6+ I S.D.C. damage. Three attacks per melee, +3 to strike and 
parry and +5 to dodge. Average spd is 12. Nightvision 25 feet 
(7.6 m), exceptional vision and hearing, climb 95%, acrobatic s 
95%, leap 8 ft high (2.4 m) and 20 feet (6 m) across in trees, pre
hensile tail. 

Rhinoceros: The same size and behavior as the real animal. 
It can be ridden by the Line Maker who created it. 84 hit point s 
and 80 S.D.C. Two attacks per melee, jab with horn inflicts 
2D6+4 S.D.C. damage, leg kick/s tomp 3D6+4 damage, head 
butt with horn does 3D6+4, and a rammin g charge and trampl e 
inflicts 4D6+6 damage and has an 80% likelihood of knock ing 
opponents weighing less than 1000 lbs to the ground, causing 
them to lose one melee attack anq initi ative (counts as two at
tacks). Average spd is 14, about seven mph (11 km), but can run 
as fast as 30 mph (48 km) for 12 minutes. Keen hearing and 
sense of smell, poor vision, and swim 40%. 

Scorpion: The same size as a common scorpion, it behaves 
as a living scorpio n would, its sting is poisonous. Thr ee attacks 
per melee, +2 to strike and dodge, spd 8, and can climb most 
surfaces except glass or highly polished metal. 

Spider (non-poisonous): One to three inches (76 mm maxi
mum) in diameter. Bite does one point of damage. Two attacks 
per melee, spd I 0, and can climb most surfaces exce pt glass or 
highly polished metal. 

Spider (poisonous): Three inches (76 mm) in diameter. Bite 
does one point of damage plus 4D6 damage (roll to save vs poi
son -a successful save means no damage). Three attacks per 
melee, spd 12, and can climb most surfaces except glass or 
highly polished metal. 

Snake (poisonous): About four to six feet long ( 1.2 to 1.8 
m). Moves and behaves as a normal snake. Bite inflicts I 0 4 
S.D.C. damage and releases a poison that causes an additional 
4D6 damage (roll to save vs poison - no damage if save is 
good). Two attacks per melee. +3 to strike and dodge, spd 7. 

Wasp or Bee: The same size as the common insects, it be
haves as a living bee or wasp. Its sting is painful , causing one 
S.D.C. point of damage per every two stings. Two attacks per 
melee, +2 to strike and dodge, spd walking 8, spd flying 37 (25 
mph/40 km) and c4n climb most surfaces except glass or highly 
polished meta l. 

Greater Animal Drawing 
Drawing Description: Fundamen tally the same as Lesse r Ani

mal Drawing, but surrounded in a circle within a triangle. 
Time to Draw: Three melee actions for a small crea ture, four 

for a medium-sized one, five for a large animal, and six for a 
huge one (see Lesser An imal Draw ing for size determina
tion). 

P.P.E. Cost: I 8 for a small creature, 30 for medium sized , 45 for 
large and 72 for huge ones. 

Duration: Greater Animal Drawings last five minut es plus I m
inute per level of exper ience of the maker. 

This pattern creates an energy animal with M.D.C. equal to 
its S.D.C., and equiva lent mega- damage from its attacks; bite, 
claws, sting, etc. For example, an animal that inflicts 20 6 
S.D.C./h it points from its bite, now does 2D6 M.D.! 
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Monster Drawing 
Drawing Description: A fanciful pattern, usually with horns, 

clawed hands or tentacles, and sinister looking faces or of 
known monster species. 

Time to Draw: Three melee actions for a small monster (less 
than 50 M.D.C.), four melees for a medium-sized monster 
(less than 150 M.D.C.), six melees for a large monster (less 
than 400 M.D.C.) and eight melees for a huge monster (500-
1,000 M.D.C.). 

P.P.E. Cost: 25 for a small monster, 50 for a medium-sized 
creature, 75 for a large one and 120 for a huge monster. 

Duration: One minute per level of the maker. 

These magic drawings create an energy monster with maxi
mum M.D.C. and power. Only non-intelligent monsters can be 
created through this ritual. The construct will obey its maker and 
fight his enemies to the death. Nazca sorcerers use the creatures 
as bodyguards, mounts, and guardi ans. Once summoned, the 
monster will exist for one minute per leve l of the caster. 

Note: Each monster species has an individual pattern that 
must be learned separately; so, for exampl e, a line maker could 
have Monster Drawing: Pegas us and Monster Drawing: Fury 
Beetle. Each monster pattern counts as a specific line ritual. 
Most creatures from the Rifts Conversion Book One, Rifts Atlan
tis, Monsters & Animals and other sourcebooks are known to the 
Nazca, and they have line patterns for each of them. 

Earthquake Pattern 
Drawing Description: A dou ble line with many complex geo

metric symbols in the middle, forming a triangle with three 
equal sides. There are three sizes; 5 foot ( I .5 m), IO foot (3.0 
m), and 30 feet (9. 1 m) long. 

Time to Draw: IO or 30 minutes for the two smaller ones, one 
hour for the larges t ones. 

P.P.E. Cost: 50, 100 or 200 

These patterns can send impulses along ley lines to cause 
tremors or even full-fledged eart hquakes. The same pattern can 
also prevent earthquakes from happening in an area. The small
est (5 ft/ 1.5 m) pattern affects a 50 foot ( 15.2 m) area up to one 
mile (1.6 km) away (the line maker must know or be able to see 
the area affected). The large r one affects a 200 foot (61.0 m) 
area up to ten miles ( 16 km) away, and the most powe rful one 
affects a 600 foot (183 m) area up to 20 miles away (32 km). 
Note: The duration of the tremors is one minute per level of the 
maker. 

The initial earthquake strength is relatively low (2.0 Richter); 
each minute after the first increases the sever ity by a full point 
on the Ritcher Sca le; at levels 4-6, most buildings (those not 
built to withstand earthquakes or made of energy, including most 
S.D.C. structures) may collapse; level 9 earthquakes are the most 
powerful poss ible, and they will destroy almost anything in the 
epicenter (one-tenth of the overa ll area affected) and severe ly 
damage every thing else, toppling all S.D.C. structures and dam
aging mega-damage ones (each structure loses haJf its M.D.C .). 
Note: During an earthquake, vehicles are shaken and contro l 
will be lost (including robot vehicles) . The passe ngers inside are 
tossed around the vehicle, taking 1D4 S.D.C. damage every me
lee round/ 15 seconds if buck led into their seats, 4D6 S.D.C. 
damage if not. Furthermore, vehicular control is extremely diffi
cult: -40% on the piloting skill for even the most basic maneu-



vers, -60% on stunts, and an additiona l -20% if speedin g faster 
than 30 mph (48 kmph ). The greatest dan ger to tho se in vehicles, 
robots, and walking in the streets are buildin gs topplin g down on 
them and crushin g or bury ing them alive! Ther e is also some risk 
of fissures opening up in front or underneath them and swa llow
ing them into the earth! Tho se on foot will be knocked to the 
ground and craw l or stumbl e at one-tenth their normal speed. 

The pattern can a lso be used Lo he lp prot ect agains t earth 
quakes. The area affecte d is the same, but the duration is equal 
to the earthquak e's, and the seve rity leve l of the tremors is re
duced by 2 leve ls on the Richter Sca le per leve l of the caster. Fo r 
exam ple, if an eart hquak e with a seve rity leve l of 5.6 struck an 
area protected by a seco nd leve l magician, the seve rity wou ld be 
reduced by four leve ls, to 1.6. A third leve l magic ian wou ld drop 
the seve rity by six leve ls, meaning that while the eart h shook all 
around , the area protecte d would suffer no ill effec ts whatsoever. 

Energy Jar 
Drawing Description: An intri cate inter lacing geo metric pat

tern, typically drawn or paint ed on a j ar or drinkin g vesse l. 
Time to Draw: 5 minutes (20 melee rounds). 
P.P.E. Cost: 20 

Can only be drawn at a ley line or nex us point. The pattern 
acts as an energy matrix which can store 2D6 P.P.E. per leve l of 
the caster inside the conta iner. This energy can be kept inside the 
contain er until needed, but it is com pletely used up whenever the 
energy is released, whether the chara cter want s to use it all or 
not. The energy can be used by any practiti oner of magic. The 
contai ner has to be at leas t the size of a can tee n; a mage could 
expect to carry no more than 4-6 of the se containers (in addition 
to other equ ipment) without being laden down and cumbersome. 
If the character has seve n or more containers, the follow ing pen
alties apply: reduce speed by 10% and initiative and parry and 
dodge rolls by two points. 

Note: Energy Jars are for sale in the Empir e of the Sun and in 
areas that trade with the Empire, suc h as New Babylon . Cos t for 
these j ars is typica lly 50 to 100 credits per P.P.E. point stored. 

Entryway 
Drawing Description: A doorway with crisscrossi n g diagonal 

lines is drawn on a wall or other surface. 
Time to Draw: 2 melee actions. 
P.P.E. Cost: 15 

When activa ted, the pattern crea tes a doorway or openin g on 
any non-living material. This can be a wall, fence, roof of a ve 
hicle , etc. The maximum thickness of material that can be pene 
trated with this ritua l is three feet (0.9 m). The area affec ted gets 
a save versus magic, at +3 if the mater ial is an M.D.C. alloy. The 
ritua l also does not affect energy force fields , magic wa lls/barri 
ers, or living materials like a tree or human. 

Fire Lines 
Drawing Description: A serra ted line surround ed by triangle s. 
Time to Draw: One melee round per 3 feet (0.9 m) of leng th . 
P.P.E. Cost: 8 P.P.E. per 3 foot (0.9 m) sec tion. 

The line maker must draw the line on the gro und. Like all 
other line patterns, once dra wn, it can be activated at will. The 
pattern causes wa lls of gree nish flame to shoot up ten feet (3.0 
m) into the air whereve r the lines are activated . Anything cross
ing the wall wi ll suffer 6D6 M.D. energy damage. 
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Healing Pattern (Minor) 
Drawing Description: A geo metric human figure is dra wn on 

the ground or on a bed (permanent patt erns are often wove n 
on blankets). 

Time to Draw : Five minute s (20 melee round s) 
P.P.E. Cost: 20 

The person to be hea led must lay down on the pattern. When 
the spe ll is activated, magical ener gy surrounds the subject, heal
ing ID6x l0 S.D.C. or hit points (or l04 x l0 M .D.C.) and curing 
any natural disease, infect ion or ailment (but not the effec t of a 
curse or other magic). Minor cripplin g injuries , including broken 
bones, concussion s and tom ligame nts, wi ll also be heale d, but 
only if the subject is brou ght to full hit point s and S.D.C. 
strength. The patient who continu es to lay on the pattern wi ll 

ga in an additional 306 S.D.C. (or 2D6 M.D.C.) every hour he 
remai ns there, unti l he regain s his full hea lth/hit point s/S.D .C. 
Note: The pattern will rema in active for one hour for every leve l 
of exper ience of the cas ter. 

Line Blast 
Drawing Description: A snake in a square in a triangle. 
Time to Draw: One mele e attack. 
P.P.E. Cost: 30 P.P .E. 
Saving Throw: Spec ia l; can on ly be dodged , and the dodge roll 

must be 16 or higher. 

This pattern can only be drawn on the gro und within a mile 
( 1.6 km) of a ley line or 2 mile s (3.2 km) from a nexus point. Its 
power feeds off the ambient energy near the ley lines rather than 
on the power of the spe ll cas ter. When activated, it create s an 
arcing crack le of energy that inflicts 3D6 M.D . plu s I D6 M.D. 
per leve l of the cas ter on the target (range 300 feet/9 1.4 m). 
Once activated, the caste r ca n use the line blasts for 4 melee 
round s at leve l one, plus one addi tional melee round per leve l of 
expe rience. Each energy attack counts as one melee attack/ac
tion. The line maker must stay within 20 feet (6.1 m) of the line 
draw ing to be able to use its power. 

Drawing the line on the ground counts as one melee attack; 
once it is drawn it can be used at any tim e by simpl y spending 
P.P.E. ene rgy - giv ing a Line Maker time to prepare is very 
dangerou s. Also, it can be woven onto a carpet or blanket, ready 
to be activated whenever it is rolled on the gro und (must still be 
near a ley line and the P.P.E . mu st be spent, however). 

Pattern Armor 
Drawing Description: Depicts a jaguar-headed warrior with a 

club and a spear, surro unded by snakes. 
Time to Draw: 2 me lee actions. 
P.P.E. Cost: 45 

The symbol can be drawn on a wa ll or armor, or woven into 
clothing. When activated, a neon-red suit of sem i-tra nsparent ar
mor surround s the caster or the subjec t of the line draw ing (such 
armor can be used by charac ters other than the line maker, but 
thi s must be indicated in the drawing). Thi s energy armor pro
tects with 100 M.D.C. Furthermore, as long as the energy armor 
surround s the wearer , it transforms his strengt h into supernatural 
P.S. (see Rifts Conversion Book One, page 22, for damage de
tails) ! The armor and its pow ers last for two minutes (8 melee 
round s) per leve l of the line maker. 



Pattern of Control 
Drawing Description: Varies from the instruction s made in the 

pattern, but are usua11y a pictogram symboli zing the circu_m
stances or events needed Lo trigger the pauern . Any hne 
maker seeing the pattern has + 15% to his basic ski11 to recog
nize the pattern and the instruction s it has set. 

Time to Draw: 5 to 10 minutes depending on the complexity. 
P.P.E. Cost: 30; does not count the P.P .E. cost of any pattern 

activated by this ritual. 
This line drawing enables the magician to delay the triggering 

of another line ritua l drawin g until some evenl or circumstance 
has occurred. For exam ple, a line maker could mak e a monster 
drawing (peryton) and add a Pattern of Control specifying that 
the monster wi11 only appear if a stranger enters the chamber 
where both symbols are drawn. Or ·a symbol of agony will strike 
anybody opening the chest where the two drawing s are made. 
When conducting the ritual , the P.P.E. for both the activated rit
ual and Lhe pattern of control must be spenl right there and then. 
The pattern of control will hold the P.P.E . of both_ drawin gs in 
the pictogram for one week per level of experience. Lf the two 
line drawings are within a mile (1.6 km) of a ley line or ley line 
nexus, duration is extended to one monlh per leve l of experi

ence! 

Pattern Wall 
Drawing Description: Lines are drawn on the ground ; the pat

tern determines the height , thickness, and roofing, if any, of 

the walls. 
Time to Draw: Two me lee actions per 6 foot x 6 foot (1.8 m) 

sect ion of wall. 
P.P.E. Cost: 8 per 6x6 foot ( 1.8 x 1.8 m) section. 

This is the basic spe11 that enabled the Nazcans to build their 
energy buildings and cities . When activaLed, a wall of shining 
red, green, blue or yellow light (characLer's choice) appear s as a 
sheet of energy and can be used like self-connecting building 
panels. If two walls are made at right angles to each other, or as 
a square/box, a roof can be made to cove r it at no extra cost. De
tails like walls or windows can also be selected by the speci fic 
pattern s of the line drawn. 

Each 6x6 foot ( t. 8xl.8 m) section of wall has 200 M.D.C . By 
spending more power (al least an additional 8 P.P.E.), the line 
maker can extend the wall , and ultimately make an entire house 
or building, tower , etc. The walls each last one hour normally , 
but if placed within a mile of a ley line, they last e ight hours, and 
if built on a ley line they will last 24 hours, and 48 hour at a 
nexus! The secret permanency power must be used to create a 

permanent structure. 

Pattern of Wounding 
Drawing Description: Small drawing s of spears and arrow s, 

made on a weapo n's blade or hilt. 
Time to Draw: One hour 
P.P.E. Cost: 40 
Note: Only one weapon can be enchanted per ritual. 

This enchantment surrounds an archaic weapon with magical 
energy. The most common weapon s used are clubs, spears, 
swords and axes. When activated, the weapons will do M.D. 
damage equal to triple the weapon's normal damage! For exam
ple, a long swo rd that norm ally inflict s 1 D8 or 2D4 S.D.C. now 
inflicts 3D8 or 4D6 M.D.! 

Once activated, the weapon will be surrounded by magical 
energy for one day per level of experience of the line maker. 
Only the crea tor of the line magic can power such weapo ns, but 
they can be used by anybod y. However, if the line maker is 
killed or put into a coma, the weapon reverts to normal (unless 
permanency has been applied). Eac h weapo n so empowere d re
quires a separate ritual. Note: Some weapons are perman ently 
enchanted; this requires the Permanence sym bol (and a perma
nent P.P.E. sacrifice of 4 poinLs). Such magi c weapons are very 
rare and expensive; sold only at Nazca enclaves, for as much as 
30,000+ credits. 

Power Symbol 
Drawing Description: A mace and a spear crossed LOgether, 

drawn on the skin or armor, or woven into clothing. 
Time to Draw: One melee action. 
P.P.E. Cost: 20 

ActivaLing this paLLern raises the P.S. of Lhe subject by 6 (or 
Lo a minimum of 20, whichever is grea ter), and make s it super
natural (see Rifts Conversion Book One, page 22). The symbo l 
also creates a skin-tight protective field around the character, 
protecting him with 20 M.D.C. +5 M.D.C. per level of the ritual 
maker. As long as the field is active, S.D.C. characters can 
punch or kick M.D.C. sLructures without any risks and inflict 
M.D. like a supernatur al creatur e. If the fie ld M.D.C. is depleted, 
how ever, Lhe character sLill has supernatural strength, buL punch
ing any hard material will inflict damage to their "fragile " bod
ies. When without their magic armor , each punch or kick against 
a mega-damage being or structure causes the character to suffer 
2 S.D.C. points for every M.D. point he inflicts. 
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Symbol of Pain 
Drawing Description: A circle with four intersecting triangles 

touching it. 
Time to Draw: One melee action if used in comba t; one minute 

(four melee s) per 3 foot area otherw ise. 
P.P.E. Cost: 8 
Saving Throw: 16 or higher. 

This pattern can be used in two ways. In comba t, the line 
maker can make Lhe drawing on the floor or a wall (or, if fourth 
leve l or higher, sketch it in the air) and point to the victim to in
flict mystic agony (range is 30 feet/9.1 m plu s IO feet/3 .0 m per 
leve l of experience). If the victim fails to save vs magic , he take s 
10 6 S.D.C ./hit point s (or 2D4 M.D.C. if a supernatural being ) 
and is racked by pain for I D4 rounds. Durin g LhaL Lime, he can 
not use magic and psionic s (cannot focus his thoughts ) and at
tack s/melee actions are reduced to one! During that period he 
can parry and dodge, but at -2 ! A successfu l save means no dam 
age, pain or penalties . 

ln the alternative , the line maker can use the drawn symbol as 
an area effect auack (maximum area affected is equa l to 3 
feet/0.9 meter s per leve l of the caster), which is then activated 
whenever somebody enters the area. 

Wield Lightning 
Drawing Description: Two zig-zagging snakes. 
Time to Draw: Two melee actions if drawn on skin/clo thing/ar

mor; two melee actions per 3 foot (0.9 m) area if drawn as an 
area effect magic. An additional person can be granted light
ning power s for every 3 feet (0.9 m) after the first. 



P.P.E. Cost: 25 
Duration: One melee round per leve l of the line maker. 

The pattern can be drawn on skin or clothing , or on the 
ground. In the first two cases, the person on whom the pattern is 
drawn gains the power to shoot lightnin g bolt s, inflicti ng 2D4 
M.D. plus I D4 M.D. per level of the line maker (range: I 000 
feet/305 m). The spell subject is also immune to electricity and 
electrical attacks, and all other fire and energy attacks do half 
damage. 

If drawn as an area effec t magic, every per son in the area 
when the ritual is activated will be able to cast lightning bolts 
(same damage and range)! 

Secret Line Drawings 
These line drawing s are not commonly taught to beg inning 

line makers. Advanced adepts (6th leve l and higher ) who have 
performed a valuable service for the city of Nazca or the lnca 
Empire cou ld, if they so reques t, be rewarded with one of these 
rituals . Magic ians who do not specia lize in line makin g are 
never taught these powers (an individual teac her might be per
suaded to do otherw ise, but very rare ly). 

Create Ley Line Storm 
Drawing Description: Six snakes twisted like lightning bolts, 

each coming from the comer of a hexago n, with a circle in 
the midd le. Drawn on the ground, or woven into a carpet. 

Time to Draw: One hour (ceremonial magic only). 
P.P.E. Cost: 800 

Thi s drawing can only be used within one mile ( 1.6 km) of a 
ley line, or two miles (3.2 km) from a nexus point. When acti
vated, a devasta ting ley line storm (see Rifts Atla111is or Rifts Un
derseas) opens up to one mile away from the place the symbol 
was drawn. The ley line storm causes massive damage, tw ists re
ality and brings havoc on the area. The sym bol is on ly used in 
times of war. The storm lasts for 5 minutes per leve l of expe ri
ence. Once started, it is diffic ult to stop/cancel this magic (5% 
chance per leve l of expe rience). 

Extend Ley Line 
Drawing Description : A straight line with symbols of power on 

both sides. 
Time to Draw: Two hours per 100 foot (30.5 m) stretch (mini

mum). 
P.P.E. Cost: 200 per 100 foot (30.5 m) stretch, plus I D4 P.P .E. 

from the character's permanent base. 

This powerf ul line ritual exte nds the length of a ley line ! In 
ancient times, teams of Nazca line makers were able to extend 
natural ley lines by hundreds of miles, creating dozens of new 
nexus points. Thi s is a difficult and drainin g ritual, the magical 
equivalent of building a river canal, and it has a price in perma
nent P.P .E. lost. The other risk is that the interfere nce with the 
Earth 's natural field can have disastrous consequences. When
ever this ritual is success fully completed, there is a I % chance 
that e ither a Rift or a ley line storm (50% chance of either ; see 
Rifts Atlantis for information about ley line storms) will be 
opened. This chance is raised to 3% if the ritual is begun at noon 
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or midni ght, 6% durin g the Vernal or Autumnal Equinox, 10% 
during the Summer and Winter Solstice, 12% durin g a lunar 
eclipse and 20% durin g a so lar eclipse. 

Unlike many other line rituals, this one is permanent, as is 
Make Ley Line , below. 

Make Ley Line 
Drawing Description: A straight line with symbo ls of power on 

each side. 
Time to Draw: One day 
P.P.E. Cost: 300, plus I D6 from the caster's permanent P.P.E. 

base ! 

Thi s closely guarded ritual is only taught to the grand masters 
of the Nazcas (8th leve l or higher), and is used very carefu lly, 
because tampering with such forces alway s has negative conse
quences. The ritual consists of drawin g a straight line for I 00 
feet (30.5 m), and then concentratin g P.P.E. on it and trying to 
reshape the Earth 's magical fields to power this new ley line. 
The Earth gets a saving throw (this is always a ritual) , at +3 to 
save. On a success ful save, the magician loses the P.P.E., includ
ing the pemrnnent loss, and does not make a new ley line. Even 
on a success there is danger; a ley line storm or a Ri ft may ap
pear; use the guide lines given for Extend Ley Line, above, but at 
doubl e the percentages! 

Open Rift 
Drawing Description : An elliptica l pattern surro unded by 

powe r symbols, drawn on the epice nter of a nexus point. 
Time to Draw: Two hours. 
P.P.E. Cost: 2,000 plus 1D6 from the cas ter 's permanent P.P.E. 

base. 

Thi s massive ritual will open a Rift into another world! The 
Rift will rema in open for 3D6 minute s. It can lead to a world the 
line maker has personally visited (88% chance the Rift will lead 
there), a world he has studied carefu lly for years (66%), a wor ld 
he has hea rd of (40%), or a random place (the Game Master de
cides what is at the other side of the Rift), or roll on the follow 
ing table. Use this table also if the attempt to go to a specific 
world failed: 

01-10 % Netherworld: The Rift opens to one of the hell di
mensions; they can be, at the Game Master 's discretion : Dyval, 
Hade s, or Tarta rus (see the Rifts Conversion Books: One or 
Two); the characters may be attacked by demon s or dev ils ( 15% 
chance as soon as the Rift is opened, 20% chance every day the 
characters venture into this realm). 

11-20 % Divine Realms: The Rift leads to one of the home 
dimensions o f a pantheon (see Rifts Conversion Book: Two Pan
theons of the Megaverse for more information abo ut the .panthe 
ons and the entities that dwell within). The gods and/or their 
serva nts may be amused at the intrusion, or may react violently 
to this " invas ion." 

21-30% Wormwood: The Rift opens to the demon -ridden 
dimen sion of Wormwood (see the Rijis Dim ension Book One: 
Wormwood for more inform ation). The characters are at risk of 
being attacked on sight by the inhabitants of that wor ld, good or 
evil. Thi s is a world at war where anybody can be assumed to be 
an enemy. 

31-40% Phase World/The Three Galaxies: The Rift leads 
to the fabul ous planet Phase World (most like ly to the under-



ground cataco mbs of Center, the largest city in the Megaverse) 
or to one of the hundreds of worlds of the Three Galaxi es. There, 
the characters will have to deal with cosmic heroe s and villa ins, 
pirates, and monsters. Phase World and the Three Galaxie s are 
described in the Rifts Dimension Book Two: Phase World. 

41-50 % The Xiticix Homeworld: The dimen sional opening 
connects Earth to the alien homeworld of the Xiticix insectoids 
(see the Rifts RPG , page 253). The alien insectoids will attack 
anyone on sight! 

51-60% Space Shift (Minor): The Rift opens up somewhere 
else on Earth, 1D6x l00 miles ( 160 to 960 km) in a random di
rection. If this leads to sea, there is a 25% chance that the Rift 
opens underwater - and that thousands of gallons of water 
come crashing down on the caster and anybody standin g in front 
of the Rift! 

61-70% Space Shift (Major): The Rift opens up somewhere 
else on Eart h, but very far from the characters. Select or roll ran
domly (this tab le assumes the charact ers opened the Rift in 
South America; if that is not the case, replace South America for 
the area in which the dimensional portal was opened): 01-20 % 
Japan ; 2 1-30% Centra l America (Yucatan or Mexico), 3 1-40% 
North America n Mid-West , 41-50% North American West, 5 1-
60% England, 6 1-70% NGR (or Europe), 71-80% Atlanti s, 81-
90% Africa or 91-00 China or Australia . Where exac tly in that 
region, and what recep tion the characters rece ive upon arrival, is 
up to the Game Master. 

71-80% Time Shift (Minor): The characters do not travel in 
space, but in time. Tho se cross ing the Rift will find themse lves 
back to where they started, but 3D6x l0 hours will have passed! 
The characters suffer no ill effects. 

81-90% Time Shift (Greater): As above , but 1D6x l0 days 
have passed and can be the past or future! 

91-00% Other: The characters appear in a comple tely differ
ent dimensio n, time or place - maybe the world of another 
RPG, or 20th Century Earth, or the Nightland s (see the Nigh t
spawn RPG) or any realm or time the Game Master cares to use. 

Additionally, the standard chances/risks of an entity, monster 
or random creature emerg ing from the Rift app ly. 

Permanency 
Drawing Description: A square drawn around another pattern, 

with a triangle at each comer. 
Time to Draw: Twice as long as the line drawing affected. 
P.P.E. Cost: Varies; the character making the drawin gs and con

duct ing the ritual must first create and activate a di fferent rit
ual that he wants to make permanent. The permanen cy magic 
is then performed at the P.P.E. cost of one-tenth the first 
spell, but this P.P.E. cost is taken from the PERMANENT 
P.P.E. base of the line maker and is lost forever! 

Makes a drawing' s magic perman ent until the drawin g is de
stroyed. Requi res a sacrifice of P.P.E. equal to 1/ 10 the P.P.E . 
spent on the creat ion to be made permanent. The powers of the 
rune warriors are an examp le of permanen cy symbol s. 

Warrior Pattern 
Drawing Description: A man-si zed drawing of a warrior with 

snakes instead of hair. 
Time to Draw : Three me lee actions. 
P.P.E. Cost: 40 
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The warrior pattern summon s an energy entity with J.Q. 10 
(alignment anarchist or aberrant) and gives it physical form in 
the shape of an energy humanoid wielding a club and a spear. 
The warrior has 200 M.D.C., is +2 to strike, +4 to parry and 
dodge, and inflict s 3D6 M.D. with his club or 4D6 M.D . with his 
spear . The construct can be given verbal instructions, and will 
fight until its M.D.C. is depleted, at which time the entity will 
leave this plane of ex istence . 

The Secrets of 
the Nazca Lines 

Many modem archaeologi sts, UFOiogists, and scientists have 
pondered the mystery of the Nazca lines. Why would a primi tive 
people build huge drawings whose patterns could only be seen 
from the air? Dozens of different theories claiming that the lines 
were anything from ancient airstrips meant for extraterrestrial 
visitors, to ceremonial drawing s meant for balloon-riding priests, 
to simple ritual centers aimed at invisible gods. The truth, how
ever, was far different. The Nazca lines were indeed meant for 
alien visitors, but not as airstrips or welcome signals. They were 
weapon s, a mag ica l defen se grid that tapped the power of ley 
lines to destroy an invad ing armada; specifica lly the Arkhon s. 

The line network used the energies once applied to creating 
the magic walls and building s to fire beams of devastating en
ergy. The giant drawin gs also came to life as gigantic energy be
ings, able to destroy spaceships and crush robots. When they 
were activated, they lit up the sky for a thou sand miles (1600 
km) and smashed the proud Arkhon fleet. 

Today , the drawings are under the care of the Empire of the 
Sun - Nazca line makers and their Inca partner s. The power the 
lines use is such that they can only be activated briefly without 
risking overload, the death of the line makers act ivating them, or 
the temporary or even permanent drainin g of the ley lines which 
power the line drawing s. 

The Super Nexus Point: A super-powe rful Nexus point is 
located on the Nazca Plateau . Thi s is the place where dozens of 
ley lines were extende d to intersect at a single point. The area's 
ley line energy is so strong the lines can be seen with the naked 
eye as glowing blue walls. Rifts open up regu larly, but a perma
nent team of Nazcan line maker s are on watch to ensure that no 
monsters or dangers emerge there. The Super Nex us also sup
plies much of the powe r needed to power the giant drawings and 
line grids. 

Using the Great Nazca Lines 
Access to the Nazca lines is restricted by the Empire of the 

Sun, but the plateau is so big that it is impossible to patrol the 
entire area, even by the gods and their godlings. Arkhon teams 
have tried to destroy the drawings using explosives, but have 
failed every time. Magicians, renegade line makers, and other 
adventurers have sometimes manag ed to bypass the roving Inca 
patrols and reach the lines. On two occas ions, ev il line maker s 
managed to activate one of the animal drawings and used it for 
their own nefario us purposes. 



All line drawin gs are placed ove r ley lines, and the line mak
ers who want to activate them can draw on that power. Further
more, the power pattern make s it eas ier to draw energy to use for 
this purpose; when activat ing any of the great drawin gs of the 
Nazca Lines, the magician gajns an additional 10 P.P.E. per 
leve l of experience. This is counterbalanced by the fact that try
ing to draw power from the ley line for any other purpose is 
more difficult. Reduce available ley line energy by 20% when 
the energy is used for other spells; this applies to a one mile/ 1.6 
km area around the drawin g. 

The Nazca Energy Beings in Combat: These energy entities 
are nearly invincible in combat. Only spaceships or large armies 
can stop these constructs, and even then the outcome is in doubt. 
Even ultra-powerf ul beings like gods or alien intelligences 
would not take fighting these crea tures lightly. The constructs 
are immune to illusions and most spe ll effects such as pain, car
pet of adhesion and similar powers. The spell impervious to en
ergy protects its user against such attacks as lightnin g bo lts and 
light beams, but is ineffect ive against the creatures' phys ica l at
tacks, such as bites and punches. The entities are also immune to 
all forms of mind control , possess ion and charm s. Only brute 
force, and immense power can destroy them. 

Killing or subduing the person controlling the drawing is a 
much easier tactic. Typically, the line maker is surrounded by 
bodyguard s and followe rs while he is in the trance that enables 
him to contro l the energy beings, plus he can direct the energy 
constructs to come to his defense. Furthermore, the link also pro
tects him from any mind-altering spe lls, but not other common 
magic effects. If the character is knocked unconscious or killed, 
the energy construct carries out the last orders it had been given 
for I D6 melee rounds, and then vanishes. 

The Hummingbirds 
Size: 150 to 900 feet (45.7 to 274 .3 m) 

The se stylized hummin gbirds are drawn in the middle of 
three ley lines, and can be brought to life by trigger ing the an
cient power matrix they represent. Any line maker or group of 
line makers can activate a hummin gbird by spend ing 1,200 
P.P.E.; the magician can draw on the power of the ley line to do 
so. 

Activating the pattern brings to life a giant energy creatu re, 
that looks like a hummin gbird . The energy cons tructs have 
3,500, 7,000 and 10,000 M.D.C., respectively. Each takes half 
damage from all non-magica l weapons, regenerates at the rate of 
1D4x 10 M.D.C. per melee round, and can str ike with its beak, 
inflicting 4D6xl0 M.D. to small and medium -sized objects (less 
than 30 feet/9.1 m tall) and 2D6x 100 M.D. to large objects like 
ships, starships, building s, etc. 

Combat Bonuses: Three attacks per melee, +4 to strike, -2 to 
dodge . The bird can fly through the air at an incredible Mach 6, 
and in space it can reach Mach 12 (twelve times the speed of 
sound). Special Power: By beat ing its wings at superso nic speed, 
the hummin gbird can create debilitating vibrations within a 300 
foot (91.4 m) area! Everybody (friend of foe) in the area has to 
make a save vs lethal po ison or be stunned (lose initiative and 
one me lee per attack) for 1 D4 rounds. 

Once activated , the hummingbird will obey the mental com
mands of its creator. The line maker or leader of the ceremonial 
group who summoned the hummin gbird goes into a trance, un-

39 

able to move or act while he control s the crea ture. The creature 
will last for one hour per leve l of experience of the caster . 

The Lizard 
Size: Over 600 feet ( 183 m) long. 

The Lizard is a symbol of rain and fertility; the Nazcans had 
used it before as a tool of rainmakin g, similar to the Tree of Life 
(see below). When it was used against the Arkhon, however, the 
line makers altered the pattern to create a devastating weapo n of 
war. Activating the lizard costs 1,200 P.P.E. The giant energy 
creature has 12,000 M.D.C.; its bite automatica lly swa llows any
thing smaller than 40 feet (12.2 m) tall (the act of being swa l
lowed inflicts 2D4x l0 M.D.) and spits them out when the lizard 
uses his breath attack (see below). Against larger objects, the 
bite does 2D6x l00 M .D.! Its tail attack inflicts 2D6x l 0 M.D. on 
small (less than 40 feet/12.2 m tall) target s, or 3D6x 100 M.D. on 
large targets. 

Combat Bonuses: Three attacks per melee, +3 to strike, can
not dodge. 

Spec ial Powers: 

Breath Attack : Once every other melee round , the lizard can 
release winds of beyond hurricane force; over 500 mph (800 
kmph), nearly the speed of sound! This deva stating windstorm 
will knock down robots and tanks, blow away human sized crea
tures for ID6x I 00 feet (30.5 to I 83 m), and inflict 4D6 M.D. to 
anything in the blast radius of the breath attack ( I 00 foot/30.5 m 
area!). This attack only works in an atmosphere. 

Teleport: The lizard can teleport up to 100 miles away ( 160 
km) on the Earth's surface, and thousand s of miles if teleporting 
into space. Activat ing this power requires an additional expendi
ture of 100 P.P.E. The lizard cannot carry passenger s. 

The Monkey 
Size: 150 feet (45.7 m) 

This stylized monkey with a long, snaking tail is one of the 
most powerful Nazca symbo ls. It is also the most draining one to 
draw, always requiring a permanent expend iture of P.P.E.! Acti
vating the line drawing costs 2,000 P.P.E . plus a permanent loss 
of I D4 P.P.E. This loss affects all living beings (P.P.E. donors) 
invol ved in the ritual! If P.P.E. is reduced to O or below in this 
way, the person dies. This influx of power creates a giant energy 
being with 25,000 M.D.C. Its punch does 4D6xl0 M.D. to small 
(less than 30 feet/9. 1 m tall) objects, and 3D6x I 00 M.D. to 
larger ones . Its tail does the same amount of damage, plus it can 
snake around large vehicles or buildings and squeeze them, in
flicting 1D4x 100 M.D. every round. Furthermore, once per me
lee the monkey can fire energy bolts from its eyes, inflicting 
2D4x 100 M.D. (small vehicles and robots who dodge the 
beam's main cone suffer on ly 2D6xl0 M.D .). Range: 4000 feet 
( 1220m). 

Combat Bonuse s: Five attacks per melee, +4 to strike , cannot 
dodge. Teleport: The monkey can teleport up to 100 miles away 
(160 km) on the Earth 's surface, and thousands of miles if tele
porting into space. Activating this power requires an additio nal 
expenditure of 100 P.P.E., however. The monkey cannot carry 
passengers. 



The Spider 
Size: 120 feet (365 m) 

This drawing crea tes a giant flying spider, able, among other 
things, to ensnare enemies with energy webs. It costs 1,000 
P.P.E. to activate this draw ing. The spider has 10,000 M.D.C. Its 
bite does 5D6xl0 M.D.C. 

Combat Bonuses: Four attacks per melee, +4 to strike. 

Specia l Power: Energy Webs: The Spider can "spin" energy 
webs that ensnare and consume the targets. Each web attack 
covers an area of 60 feet (18.3 m)! Webbing can be fired with a 
range of 4000 feet (1200 m). Dodging is possible, but at -6. If 
snared, the victims are trapped until they can break loose (possi
ble only for those with robotics or supernatura l P.S. of 30 or 
higher; takes I D6 melee rounds} or if they can inflict 100 
M.D.C. on the web section. Meanwhile , the ensnared victims 
suffer I D4x 10 M.D. at the end of every melee round if they are 
M.D.C. beings/or materials, or 1D4x10 S.D.C. points othe rwise 
(armor is consumed first, followed by flesh and bones) . En
snared aircraft wi ll crash unless the pi lot makes a piloting roll at 
-30%. Large starships will only take damage, unless covered 
with multiple webbings. 

Flight: The spider can fly at speeds of up to Mach 2 in an at
mosphere , and Mach 5 in space. 

The Tree of Life 
Size: 300 fee t (9 l.4 m) 

This was an older line drawing, originally used for bringing 
rain and other peacefu l purposes, but at the time of the invas ion 
it was redesigned to use its power against the Incas' ancient ene
mies. It appears that this tree is related to the Millennium Trees 
found in Europe, Africa and Asia, although such trees do not ex
ist in America, or it might be connected to the fabulous Tree of 
Life of innumerab le legends. When activated, a massive tree of 
energy appears to rise up into the sky and disappear from view 
(30,000 M.D.C.). This activation costs 2,500 P.P.E. Once acti
vated, the tree can change weather conditions anywhere withi n 
an area of 100 miles (160 km). Storms and hurricanes can be di
rected to hit enemy formations and vehicles. By spending an
other I 00 P.P.E ., the line makers can also cause the tree to 
trigger ley line stOl1]1S! 

Combat Bonuses: Can generate energy blasts inflicting 
2D6x10 M.D. six times per me lee round, at +4 to strike. Range: 
One mile ( 1.6 km). No other combat bonuses apply. 

The Energy Line System 
Size: hundreds of miles of lines, scattered over a 500 square 

mile (1295 sq. km) area. 

This is the mysterious grid of lines , some of wh ich extend up 
to five miles (8 km) in length, and sometimes drawn up in 
strange geome tric pattern s. About half of these lines trace ley 
lines, and are often the result of extending a ley line. The others 
are actually a giant version of the Line Blast ritual (see above). 
Activating these giant symbols costs 400 P.P.E. per outlet, and 
releases a blast that inflicts 2D4x100 M.D.! These blasts can hit 
only target airborne objects, but they have incredible range, able 
to hit targets in orbit! Small objects, such as power armor and 
fighter aircraft, can dodge these blasts on a roll of 9 or higher ; 
spaceships and other large flying objects do not get a dodge! 
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The Pantheon 
of the Sun 

The Pantheon of the Sun is an ancient and once powerful as
semblage of deities, worshipped on several dozen worlds across 
the Megaverse. Viracocha and Inti , the main deities of this pan
theon, are ancient beings who "wa lked between the worlds" be
fore humans arose on Earth. Originally, Yiracocha was a being 
of pure energy, as strange and inhuman as an alien intelligence. 
Whi le that is still his true shape, Yiracocha has learned to adopt 
a more humanoid aspect to better interact with other beings. Inti 
followed suit, but he continues to be surrounded by an energy 
aura that has led to his identific ation with the sun (and other 
stars in other worlds). Unlike most alien intelligences, howeve r, 
the two gods had a genuine love and respec t for all living beings. 
In those early days, the two gods formed all iances with beings 
who shared their goa ls and created the Pantheon of the Sun. 
These allies included the elementa l deit ies Pachamama and 11-
lapa and many other gods, as well as thousands of godlings and 
tens of thousands of demigod s. For eons, these gods protected 
many worlds from the depredations of the Splugorth, vampi res 
and other danger s. 

Misfortune can befa ll the most powerful beings, however, 
and the gods of the Sun were no exception. First, the largest 
world under their control fell to The Mechanoids. Then, they 
tried to establish themselves on Earth at a time when the mystic 
energies of the planet were low and erra tic, and finally, they lost 
the worship of the Inca Empire at the worst possible moment, 
fightin g against an invasion of their dimen sional realm at the 
hands of the minion s of Ahriman (see Rifts Conversion Book 
Two: Panthe ons of the Megaverse). The Pantheon was cast 
down , and the gods were forced into stas is to survive the catas
trophe. 

With the Coming of the Rifts, the pantheon has been revived, 
and they are now estab lishing themselves again on Earth. The 
gods still look back at the times when they were champions of 
entire planets, and find their sti ll weak hold in South America to 
be small and confining. This is their last chance for glory and 
power. If the new Inca Empire falls, so do they. Consequently, 
they plan on spending the next few centuries strengthening and 
expand ing that nation. 

Viracocha, 
the All-Father 

Little is known of the orig in of this powerful being. He first 
appeared, with his brother (or son?) Inti, during a chaotic period 
of the Megaverse , an apoca lyptic war called The Shattering . 
Beings of evil related to the Horsemen of the Apocalyp se (see 
Rifts Afri ca), literally smashed whole planets with their powers. 
The Old Gods , deities now long forgotten by all but the most an
cient living beings in the Megaverse, were all destroyed fighting 
The Shatterers of Worlds. Viracocha and Inti were members of a 
new generation of deities who had to come to the rescue of the 



infinite worlds. With their help, The Shatterers were destroyed , 
or perhaps only impri soned . Some rumor s (circulating only 
among the oldest gods) cla im that Viracocha was him self a Shat
terer who turned against his former peers. This seems difficult to 
believe, since Viracocha has always been kno wn as a defender 
of the Mega verse. 

The god's true body is a shining orb of pure d imensional en
ergy. When deal ing with human oid beings, howeve r, he usually 
takes on the form of a tall man with glowing yellow eyes. The 
god's features and body were originally Caucasian, but now he 
has reshaped his humanoid body to more close ly resemble a na
tive of the Andes. He dresses in traditional lnca vest ments, but in 
battle wea rs a suit of complex and sty lized body annor and 
wields two energy swords. Most of the god 's powers relate to di
mensional energ ies; Viracocha can unleash ley line storms, clo se 
and open Rifts, and manipu late magica l fields. Addi tionally, he 
wields a vast number of magica l abilities and powe rs. Once , he 
was one of the most powerful beings in the Megaverse. Now he 
is a shadow of his former self, but still as dedicated as always. 

Alignment: Princip led 
M.D.C.: 15,000 (75,000 in the city of Cuzco). At the height of 

his power, the god had 150,000 M.D.C .! 
Attributes : J.Q. 28, M.E. 30, M.A. 22, P.S. 45 (supernat ura l), 

P.P. 26, P.E. 25, P.B. 20 (not app licable in energy form), Spd. 
40 (200 in energy form). 

Disposition: Viracocha is friendly but somewhat rec lusive and 
distant towar d others. When he looks at somebody, he ap
pears to be able to see right into the soul of the person, know-
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ing his thoughts and emotion s (see psionic powers, below). 
He has little time for idle chatter, but he will listen to people 
who need help, even if it is for emotional troub les. People of 
evil and anarchist alignments anger him , with the exception 
of some aberrant characte rs with rigid codes of honor. He will 
not strike without pro vocat ion even if faced with evil beings, 
unless they are alien intelligences, vampires or other inher
ent ly evil creatures. 

Horror Factor: 15 (awe) 
Level of Experience: Equival ent to a 20th leve l ley line walker 

and shifter . 
Natural Abilities: See the invisible and in total darkness (range: 

2000 feet/610 m), bio-rege neration ID4 x l00 M.D.C. perm 
inute, immun e to normal heat and cold, and takes half dam 
age from mega-dama ge energy attacks. Healing touch 
restores I D6x JO S.D.C. or M.D.C. Immun e to all forms of 
mind control or charms, and can exorcise minor spirits and 
demons at will (no savings throw; major demon s can save vs 
ritual magic, at -4 to save, to resist the exorcism). 

Dimensional Powers : By spending 100 P.P.E., Viracocha can 
clo se a Rift (same as the spell , but there is no saving throw 
and no perman ent P.P.E. expenditure!). With 200 P.P.E., Vi
racocha can open a Rift to any dimension he has visited 
(wh ich are many), and keep it open for an hour. Whi le the 
Rift is open, the god can deny entrance to anything or any
body trying to cross over (gods and major ent ities/ intelli
gences can resist this by makin g a saving throw vs ritual 
magic at -5 to save!). 

Ley Line Storms: The god can start or stop a ley line 
storm (see Rifts Atlantis, Rifts England or Rifts Underseas for 
more inform ation). This ac tion costs 150 P.P.E. 

Dimensional Blasts : Viracocha can fire bolts of pure cos
mic energy. These bolt s are +4 to strike and inflict ID4 x JO 
M.D. to supernatura l beings and mega-damage materia ls, and 
5D6 S.O.C. to humans and non-s upernatural creatures. The 
bolts can hit anything within his line of sight ! Additionally, 
those hit by the beams must roll on the following table: 

01-20 % Lucked Out! No additional effec ts. 

21-35 % Dimensional Wrenching: The victim is pulled in 
seve ral directions at once, including fourth-dimens ional vectors! 
As a resu lt, the character is nearly pu lled inside out, suffering an 
additional 4D6 M.D. or S.D.C., plus he is at -4 to strike, parry 
and dodge for 104 melee round s. 

36-50% Temporal Distortion: Age. The target ages 2D4x!O 
yea rs! If the character is aged near the normal life span of his 
race, he loses half his melee actions, all combat bon uses, and re
duces his P.S., P.B. and P.E. by 25% ! If he is taken past the nor
mal life span of the race , he is down to one melee attack/action, 
has no bonu ses and an additional penalty of -2 on all comba t ac
tions. Furthermor e, the ancient character will collapse from ex
haustion afte r 106 melees of com bat! Th is aging effec t is 
temporary and will disap pear in I D4 hours. Beings of races with 
long life spa ns will typica lly be unaffec ted by this power , as will 
gods and alien intelligences. Cyborgs are still affec ted, although 
their physica l abilities are not altered. 

51-60 % Tempo ral Distortion : Youth. As above, but the 
chara cter becomes 5D6 years younger! For human s, no major ef
fects are felt unless the regress ion takes them to age 13 or less. 
Childr en will not be able to use the weapon s, armor and equip -



ment they once had. Comba t bonu ses are all lost, and they lose 
half their attacks. If reduced to an age of 5 to I, they are unable 
to use any skill s or fight in combat. If reduced to less than one 
year of age, the charact er is temporarily turned into a newbo rn . 
complet ely helpless! Any cybernet ic or bioni c implant s tempo
rari ly disappear when regressed to an early age. This effec t lasts 
ID4 melee rounds. 

61-75% Tem poral Shift: The character jumps 2D6 melee 
rounds into the future! It appears that the character disappear ed 
(or was disintegrated) by the blast, but at the allotted time he 
will return to the exact same spot. If anoth er object is sharin g the 
space, both take JD4x!0 M.D . or S.D.C. dama ge as they push 
each other away. 

76-90% Spatial Shift: The targ et is teleport ed 4O6x l0 feet 
(12.2 m to 73 m) in a random dire ction (roll I D4 , with 1 being 
north and go ing clockwi se). If another object is sharin g the 
space. both take ID4 x !0 M.D . or S.D.C. dama ge as they push 
each other away. Note that nobody , includin g Viracocha, will 
know whether the character has jumped in time or space unless 
they can see where the character reappeared. 

91-00% Spatial and Temporal Shift: Combine s both ef
fects, with the same resu lts. The character will appear in the new 
place at the allotted time. As in the two examp les above, he will 
appear to have been disintegrated. 

Optional 00: If 00 is rolled, roll again. If the seco nd roll is 
9 1-00, the victim is teleported to a diff erent dimension! Game 
Masters should use this on ly if such an event would be appropr i
ate for his campa ign and the situation. 

O.C.C. Skills of Note: Magically knows all languages, literat e 
in Dragonese/Elven , Spanish , Quechua , and American. P lus 
demon and mon ster lore 98% , faerie lore 98%, detect ambush 
and concea lment 98%, and W.P. sword , W.P. shield and W.P. 
archery and targeting. 

Combat abilities: Equal to hand to hand : martial arts plus spe
cia l bonuses. 

Attacks Per Melee Round: Seven 
Damage: As per supernatural P.S. While in energy fonn , it can 

crea te pseudop ods (tentacle s) that inflict nonna l pun ch dam
age . 

Bonuses (all): +5 on initiativ e, +8 to strike, + 11 to parry and 
dodge, +6 to rollipull punch, +6 save vs magic, + IO to save 
vs horr or factor. 

Magical Knowledge: Knows all spe lls from levels 1- 15; equal 
to a 20 th leve l ley line walker. 

P.P.E.: 10,000 (100 ,000 when he was at his peak). 
Psionic Powers: Has all healin g and sensitive power s and em

pathic transmission , gro up mind block and mind block auto
defense; equal to a 15th leve l psychic. 

I.S.P.: 1,000 
Vulnerabilities/Penalties : Takes triple dama ge from rnne 

swords of ev il a lignment. 
Alliances and Allies: In addition to the other gods of the pan 

theon, Viracocha has had dea lings with the gods Zurva n, Ra 
and Brahma (see Rifts Conversion Book Two: Pantheons of 
the Megaverse) and other gods of light. 

Weapons: Two energy swords, similar to psi-swords, sprin g to 
his hand s whenever he wills it. The energy blades inflict 
ID6 x l0+ 10 M.D. in additi on to nonnal hand to hand dam
age ! 
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Body Armor: Enchanted plate annor, highly styli zed. 2,000 
M.D.C. 

Money: As the titular head of the Inca Empir e, Viracocha has 
access to literall y billions of credits' worth of cash, weapo ns 
and vehicl es. 

Inti, the Sun God 
Inti is somehow related to Viracocha; it is unkno wn whether 

he is the son or brother of the god, or simpl y a member of the 
same species, clan or race. Like Yiracocha, Inti is an energy be
ing that typica lly appears as a glow ing ball of blindin g light, 
which explain s the god's identification with the sun . Even his 
human guise glows with unnatural brillian ce, making it di fficult 
to look at the god directly. lnti neve r wears any clothin g, and ap
pears like a human body made of pure energy. His powers ap
pear to be light and ene rgy-re lated, and he lacks mo st of 
Yira cocha 's dimensional abi lities. 

The sun god shares Viracocha 's desire to defend the Megav
erse from those who would conquer. despoil or destroy it. His 
deepest hatred is reserved for creatu res of the dark and night, in
cluding vampires. There are rumors that the deity once did battle 
with a gro up of god-l ike beings known as the Nightlords in a 
mysterious, shadowy dimension. Inti suppo sedly lost the en
counter and bare ly esc aped with his life, leav ing beh ind over a 
hundr ed dead True Incas (dem igods). The god has sworn re
venge and is trying to find a way to return to that dark plane of 
ex istence. He wants to wa it unti l he is once aga in at the peak of 
his powe rs. 

Thi s desire to regain his po wers may lead to danger, howeve r, 
beca use Inti is pressing for an expan sion of the Empire of the 
Sun to ga in more followers. Thi s would be started with mission
aries and hero ic champi ons to win the hea rts and minds of out
siders, and might be followed by the conquest of surroundin g 
areas (milit ary or otherwise). Althoug h the god does not want to 
forcibly convert others, in his des ire to beco me a more powerful 
force of good, he is beg inning to over look the ethical implica
tions of what he is propo sing. lnti is also grow ing more and 
more vio lent toward s the Arkhons , and his propo sed solutions to 
the "alien problem" are get ting ext reme ly bloodt hirsty. Viraco
cha is worried that this might cause his ancien t comrad e to fall 
from grace. 

Alignment: Scrupulou s with unprin cipled or anarchist leanings. 
M.D.C.: 10,000 (50,000 in Cuzco). At the peak of his power. he 

had I 00,000 M.D.C. 
Attributes: l.Q. 22, M.E. 26, M.A. 2 1, P.S. 35, P.P. 24, P.E. 27, 
P.B. 19 (not applicab le in energy fonn ), Spd. 60/200 in energy 
fonn. 
Disposition: Inti is less even- tempered than his broth er, and has 

been known to fly into a rage if sufficiently provoked. Acts of 
injustice and savagery (like an Arkho n massacre) ca n enrage 
the god into taking action. Once, he persona lly followed and 
killed every member of an Arkhon patro l that bombed a hos
pita l, causing ove r two hundr ed deaths. AL the same time , he 
is beg innin g to be tempted by his desire for power . The god 
might be tricked to commit evi l or reckless acts to ga in power 
or to destroy an enemy. 
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Horror Factor: 14 (awe) 
Level of Experience: 15th leve l ley line walker and psychic. 
Natural Abilities: See the invisible and in total darkness (range: 

2000 feet/610 m) , bio-regeneration ID4x l00 M.D.C. perm
inute, immune to norma l heat and co ld, and takes half dam
age from mega-damage energy attacks. Healin g touch 
restores I D4x10 S.D .C. or M.D.C.; and dimen sional teleport 
88%, but only to dimension s the god has visited (which are 
many). 

Energy Powers: Inti can manipulate light in a number of ways. 
These include increasing radian ce to blind ing levels. This 
light harm s vampires like normal sunlight. Inti can also fire 
energy blasts that can inflict as much as 4O6xl0 M.D. (the 
god can control the intensity of the blasts in 10 6 M.D. incre
ment s), with a range of 2000 feet (6 IO m) and at + 3 to strike. 
Inti can also create energy fields with as much as 500 M.D.C. 
(creating a force field costs 100 P.P.E. ) and use them around 
himself or to protect /imprison targets up to 1000 feet (305 m) 
away. 

O.C.C. Skills of Note: Magicall y knows all languages, literate 
in Dragonese/Elven , Spanish, Quechua, and American. Plus 
knows demon and monster lore 98%, faerie lore 98%, detect 
ambush and concea lment 98%, and holistic medicine 98%. 

Combat abilities: Equal to hand to hand : martia l arts with spe-
cial bonuses. 

Attacks Per Melee Round: Six 
Damage : As per Supernatural P.S. 
Bonuses: +3 on initiative, +7 to strike, + 10 to parry and dodge, 

+4 to roll with impact , +6 to pu ll punch , + 10 to save vs horror 
factor. These include all bonu ses available to the god. 

Magica l Knowledge: Knows all spe lls from levels 1- 15. Equal 
to a 15th level wizard. P.P.E.: 5,000 

Psionic Powers: Has all sensitive and physica l powers, equal to 
a 15th level mind melter. I.S.P.: 700 

Vulnerabilities /Penalties: Takes trip le damage from rune weap
ons of evil alignment. 

Alliances and Allies: In addition to the gods of light, for the last 
hundred years or so, Inti has been in contact with an ancient 
Temporal Raider (see Rifts England, page 72) called Eingred. 
Eingred has been spinning tales of great sources of power in 
other dimensions, and lnt i is beginning to believe the crea
ture. Unknow n to him , the temporal raider is working side by 
side with a goqua (see Rifts Conversion Book One) who is 
trying to corrupt the god. Inti is being tricked into abandoning 
his principles for the sake of power and vengeance. 

Weapons and Armor: None. Inti relies exclusive ly on his pow
ers. 

Money: Inti has access to bill ions of credits in cash and equ ip
ment. 

Pachamama, 
the All Mother 

There are many legends of living worlds in the Megaverse. 
The fabulous world of Wormwood is one of them. The planet 
Paxull was another. Paxull was a living elemental world , and 
Pachamama (then called simply the Paxa, the Great Mother ) was 
as much a part of that world as the brain is part of the human 
body. She was a semi-elemental being associated with the earth, 



a creature who could feel, moni tor and understand everyt hing 
that occu rred within the living planet! Paxa lived in happ iness, 
in a wor ld complete ly alien to human thought and emo tion, but 
yet wonderf ul in its ow n way. A world where eve ry thing had a 
place and lived in peace with all around it. 

Thi s peace was shattered by the coming of three Dominato rs 
(see Rifts Dimension Book Two: Phase World) , beings of nea r
godlike power who loved to conquer and plunder for its own 
sake. Paxull was an idea l place for these raider s, full of mineral 
wealth, and seemingly unu sed to the ways of war. The invaders 
were surprised by the spirit ed resistance the living world dis
played. Under the leadership of Paxa, the elemental beings of the 
planet fought for their survi val with incredib le courage. One of 
the Dominator s was killed , and hundr eds of their robotic ser
vants were destroyed. The two remain ing despo ilers, however, 
simply took their giant ships up to orbit, and bombed the help
less planet. Paxa felt the world d ie. Her scream for help tran
scended the dimensions and attracted the attention of Viracocha 
and Inti. The two gods were able to trace the cries for help and 
teleported to Paxu ll. They arrived just in time to witness the 
death-blow to the planet, as an antimatter device litera lly carved 
out its heart! 

Inti and Yiracoc ha each went after one of the Dominato rs. 
After a savage battle, the evil creatures were destroyed. Unfortu 
nately, there was little they cou ld do to repair the damage the 
fiends had in0icted on the wor ld. Paxull was dying, and with it, 
everything that lived in it. Amids t the carnage, Viracoc ha found 
a life force that was semi-independent from the whole; it was 
Paxa, who, in her role as the guid ing force of the planet, had to 
distance herself from it. In a unique feat of psychic surgery, they 
managed to seve r Paxa 's life energy from the dying planet 's. 
The operation almos t killed the god- like being, but she survived 
even after her world was transformed into a crumb ling ball of 
dust. 

At first, Paxa bore nothing but hatred toward her rescuers. 
The ache of loss was too stron g to endure, or so she thought. It 
took all of Viracoc ha 's patience and wi sdom to teac h her other 
wise. Eventually, Pax a 's feelings changed from resentment to 
love, and she beca me Yiraco cha 's lover and join ed his panth eon. 
The goddess discove red that she could still link to the living 
spirit of eve ry plan~t that contained the spark of life. She could 
help life flourish and sense its prese nce whenever she touched 
the earth. This connection was something wonderful , but also a 
constant source of pain. Every time the Pantheon of the Sun lost 
a world, she felt the pain most seve re ly. It was as if she was a 
matron who, having lost her first child , adopted and ca red for 
other children, on ly to see them die in turn. The Andea n natives 
of Peru named her Pachamama, the "Lady of the Earth." She has 
resolved that this wor ld will not die. 

Origina lly, Paxa's form was utterly inhuman , a mound of 
earth that could produce limbs at will, with no appar ent sensory 
organs. With Viracocha's help, she learned to adopt and cherish 
a humano id fom1, and now she can appear at wi ll as a stunnin gly 
beautiful woman, an attractive but stem elderly lady, or any 
form in between. 

Alignment: Principled 
M.D.C.: 12,000 (60,000 in Cuzco) . 
Attr ibute s: l.Q. 30, M.E. 28, M.A. 32, P.S. 28, P.P. 20, P.E . 30, 
P.B. 24 (in human form), Spd. 70 
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Disposition: The goddess often has a distracted appearance, ow
ing to the fact that she is constant ly listenin g to the "music of 
life" as she calls it. She is extremely compass ionate and 
friend ly even toward s her lowes t servants. and loves all life. 
Pachamama is not incapabl e of killing when necessary, how
eve r; to the goddess, death is a part of life and nothing to be 
hated. Needless death is something else altoget her, and she 
despises those who inflict torment and torture. The god dess 
also hates the undead, who are a mocke ry of all she holds 
dea r. She has so far been blocked from discovering where the 
Blood Weeper (descr ibed elsew here) has his city of the dead, 
but if she ever find s it she w ill fa ll upon it with a vengeance. 

Horror Factor: 12 (awe) 
Level of Experience: Equal to a 20th leve l warlock and mind 

melter. 
Natural Abilities: Bio-rege neration 2D6x IO M.D.C. per me lee 

round , see the inv isible, takes half damage from all non-magi
cal anacks. 

Link with the Earth: This powerf ul abi lity is partia lly psionic 
and part ially magica l. Pachamama can become one with any 
p lanet that has life on it. Through this link, she can sense 
where and how much life is in the world, and can even find 
the whereabo uts of any individual she knows as long as that 
person is standing on/ove r soil or eart h; conc rete/paved roads, 
inside buildin gs and similar man -made structures will block 
her senses. The goddess can also sense eart hquakes, volcanic 
act ivity, hurricanes, weather pattern s, Mi llennium Trees, ley 
lines, Rift s and other phenome na, anyw here on the planet! 
However, she can only pay attention to five or six events at 
any given time. 



Powers Over Life: Pachamama can cause crops to grow 20% 
faster than normal and can increase crop yie lds by as much as 
50%, over an area of 200 miles (320 km). The goddess does 
not use this power much , becau se such changes will bring bad 
consequences at a later date. For example, a nearby region 
might suffer because of the goddess' interference. She can 
also heal others of up to 100 points of damage (S.D.C. or 
M.D.C.) every melee round! She can even bring back the 
dead (75% chance, at - 1 % per day since the death of the per
son, to a minimum level of 20% for up to a year, or 10% if 
the person has been dead for more than one year). 

O.C.C. Skills of Note: Magically knows all language s, literate 
in Dragonese/Elven , Spanish, Quechua , and American. Plus 
demon and monster lore 98%, faerie lore 98%, holistic medi
cine 98%. 

Combat abilities: Equal to Hand to Hand: Basic. 
Attacks Per Melee Round: Five 
Damage: As per supernatural P.S. 
Bonuses: +1 on initiative, +5 to strike, +6 to parry and dodge, 

+4 to roll/pull punch, +4 to save vs magic, +IO to save vs 
horror factor. These include all bonuses ava ilable to the god. 

Magical Knowledge: Know s all earth warlock spells. Equal to a 
20th level warlock. P.P.E.: 9,000 

Psionic Powers: Has all sensitive, healing and physical powers, 
all at 20th level of proficiency , plus psi-sword (14D6 M.D. or 
2D4xl0 M.D.) I.S.P.: 2,000 

Vulnerabilities/Penalties: None 
Alliances and Allies: Pachamama has some connections to the 

elemental plane of earth; she can actually understand the 
alien beings that inhabit this plane, and she is greatly re
spected and admired by them. 

Minions: Pachamama can summon 2D6 minor earth elementals 
and in an emerge ncy, call as many as 5,000 minor earth ele
mentals and 500 greater ones! 

Weapons and Armor: None 
Money: Has access to billions of credits. 

Illapa, God of 
Thunder & Storm 

This semi-e lemental god has contro l over the weather and has 
been worshipped throughout the Megaverse as a fertility deity, 
bringing rains in return for the worship of the faithful. lllapa was 
an independent deity on a small, sparsely populated world when 
he first met Viracocha and his companions. Illapa ' s world was 
being plagued by demons and evil entities. His few remaining 
worshippers, priests, and even the god himself had been unable 
to stop the demons' depredation s. Viracocha was able to follow 
the monsters to their plane of origin, where, together with Illapa 
and the gods of his growing pantheon , they confronted the de
mon lord responsib le for the raids. The demon was no match for 
the combined might of the gods, and was quickly defeated. Il
lapa realized that this and similar threats to the Megaverse had to 
be dealt with, so he jo ined the Pantheon of the Sun. 

During the first Inca period, Illapa was widely worshipped. 
Any children born in an open field during a thunder storm were 
dedicated to him as a priest , and was said to be a "so n of 111apa." 
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This custom is still followed in the new Empire, and those 
priests are gifted with increased elemental powers. 

Illapa usually adopts a humanoid shape when appearing in 
front of his worshippers, dressed in traditional Inca clothing, sur
rounded by a crackling aura or energy, sometimes with electrical 
arcs forming over his head. He wield s two powerful rune weap
ons, the mace of the elements and the golden sling of thunder. 
The god often ventures into the astral plane, from which he visits 
priests and heroes with dreams and visions. These visitations oc
cur most often during storms, at which time the priests of Illapa 
often go into a trance to receive visions, inspiration and divine 
guidance. 

Alignment: Principled 
M.D.C.: 9,000 (45,000 in the Cuzco area). 
S.D.C./Hit Points: Astral form has 4,000 S.D.C. and has no 

connecting silver cord. 
Attributes: I.Q. 22, M.E. 18, M.A. 22, P.S. 40, P.P. 26, P.E. 23, 

P.B. 4, Spd. 60 running, can fly at up to Mach 10. 
Disposition: Illapa is both a warrior and fertility god. He is con

cerned with the welfare of his people, and is ready to fight for 
them. The god hates weather-manipulating deities who use 
their powers to blackmail or dominat e helpless beings. One of 
the chief offenders of this type of control is the Aztec god 
Tlaloc (see Rifts Conversion Book Two: Panth eons of the 
Megaverse). Tlaloc is just now becoming active in the Yu
catan area, so the two gods are likely to clash. In fact , Illapa 
wants his pantheon to declare war on the Aztec gods. Viraco
cha prefer s to wait and see what the Aztec are up to before he 
declares war, and Inti wants to regain more power before 
striking. If Tlaloc 's crimes continue, Jllapa may find himself 
unable to control his rage and a god war may rage in South 
America. 

Horror Factor: 13 (awe) 
Level of Experience: Equal to a 20th level air and water war

lock. 
Natural Abilities: Tum invisible at will, see the invisible, bio

regeneration 3D6x10 M.D.C. per minute , takes no damage 
from electrical attacks (including magical lightning) and half 
damage from all non-magical energy attacks. Can fly at 
speeds of up to Mach 10, teleport without error up to 100 
miles (160 km), and dimensional teleport 88%, but only to 
place s the god has personally visited (which are many). 

Weather Control: Once every hour , Illapa can start or stop rain 
over a 100 mile ( 160 km) radius. By spending 100 P.P.E .• he 
can reshape the weather over a 500 mile (800 km) radius! The 
god uses this power sparingly, however, becau se such ma
nipulati ons of weather often have unpredictable and negativ e 
conseq uences, including droughts in other areas, flooding, 
hurricanes, storms, and other problems. 

Elemental Control: Illapa can try to control any air or water 
elemental within his line of sight. Most elementals will re
spect and obey him without having to use this power , but if 
they choose to disobey the god, they must make a save versus 
ritual magic or they will be coerced into obeying him. Addi
tionally, lllapa can negate any air or water elemental spells by 
spending 15 P.P.E. (no saving throw applicable!). 

Astral Powers: The god can transform his who le body into an 
astra l form, unfettered from the real world. No body is left 
behind as Illapa ventures into the astral plane. While in astral 
form, Illapa can use any of the abilities of astral travelers, 



plus he can enter the dreams of people sleeping or meditating. 
During these visitations, Illapa can create images and entire 
landscap es, hiding his true identity or appearing " in person " 
to offer advice or guidance to the dreamer . 

O.C.C. Skills of Note: Knows all language s magically. Literat e 
in over 20, including Quechua , Spanish , Aymara and Eng
lish/American . Plus demon and monster lore , faerie lore, and 
wilderne ss surviva l, all at 98%, plus W.P . archery and target
ing and W .P. blunt. 

Combat abilities: Equal to Hand to Hand: Martial Arts with ex
tra bonuses. 

Attacks Per Melee Round: Eight 
Damage: As per supernatural P.S. 
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Bonuses: +3 on initiative, + 10 Lo strike, +12 to parry and dodge, 
+6 to roll with impact, +8 to pull punch, +5 to save vs magic, 
+8 Lo save vs horror factor . The se include all bonuses avail 
able to the god. 

Magical Knowledge: Knows all air and water warlo ck spells 
from levels 1-8 at 20th leve l profici ency. P.P.E.: 6,000 

Psionic Powers: All sensit ive powers (plus see his spec ial astra l 
powers, above). Equal to a 10th level psychic. I.S.P.: 700 

Vulnerabilities/Penalties: None. 
Alliances and Allies: As a warlock god, Illapa has connections 

with the elementa l planes, spec ifically the air and water 
planes. Some elemental intelligences know and respect the 
god, but other s have come to hate and resent the deity's influ
ence. 
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Weapons: 
The Mace of the Elements: This wooden club is made of the 

living wood of a Mi llennium Tree and then empowered by magi
ca l runes and holy symbols. The mace is indestructible and has 
the following powers: 

• Infli cts 3O4x 10 M.D. Any creatu re that takes extra damag e 
from Millenn ium Trees will be affected in the same way by 
the club. 

• Can cast the following spells three times each per day, al I 0th 
leve l potency : rain dance, summon storm and drought. 

• Can heal 2D6+6 S.D.C./hit points or M.D.C. up to six times a 
day . 

The Golden Sling: This sling shoots lightning bolts, inflicting 
2O6x 10 M .D., with a range of 4000 feet (1220 m). 

Body Armor: Typi cally none. 
Money: As a god of the Pantheon of the Sun, Illapa has access 

to the entire Imperial treasury - billion s of credits in cash, 
vehicles and eq uipment. 

Manco Capac, 
The First Inca 

The first and foremost among the True Incas, Manco Capac 
has served loya lly at Viracocha ' s side for over 20,000 years. 
Manco Capac has acted as Viracocha's messenger, herald, secret 
agent and scout in hundreds of missions and adven tures. He has 
confronted the minion s of the Splugort h, vampires, demons, and 
eve n stranger beings and creatures, and he has traveled to hun
dreds of worlds and dimensions. His leadership and heroism 
gained the pantheon an empire on Earth, and he is recog nized as 
the sav ior of the gods. 

Althou gh he could have been acclaimed as the High Priest or 
ruler of the Empire of the Sun , Manco Capac has kept a rela
tively low profile since the god 's return. He prefers to be in the 
forefront of battle rather than sitting on a throne, and he often 
hides his true iden tity from his mortal all ies and companion s. On 
more than one occasion, a simple peasant soldier or militia 
member has turned out Lo be Manco Capac in disguise, revealing 
his powers only when it became a matter of life and dea th. The 
godling has spent years fighting the Arkhon threat, but lately he 
has been sent out on missions beyond South America. Some of 
those missions involve exploration and discovery. The gods 
wish to know more about Rifts Earth , so Manco Capac and his 
Chose n have been dispatched to explo re the world. It was 
Manco Capac who discove red that the Aztec god Tlaloc was ac
tive on Earth (see Illapa, above, for the results of this discovery); 
this discovery ended up in a short fight between the ev il god and 
Manco Capac, a fight the godling barely survived by fleeing. 
Manco Capac agrees with the god lllapa that the Aztec gods 
must be dealt with, but has to admit that the Empire of the Sun 
has more than enough enemies at the moment. 

The True lnca is rarely in Cuzco for more than a week at a 
time before he goes off on yet another mission. Rea lizing he 
could not do every thing that was required of him, Manco Capac 
decided to recruit a group of like-minded champion s. This band 
of heroes is know n as the Heroes of the Sun or Manco Capac's 
Chosen (see belo w). 



Manco Capac - Godling 
Alignment: Scrupulous 
M.D.C.: 601 
Attributes: I.Q. 17, M.E. 20, M.A. 18, P.S. 32, P.P. 22, P.E. 25, 

P.B. 22, Spd. 30 
Disposition: The character is truly a heroic figure , yet Manco 

Capac can be surprisingly humble and down to earth. He has 
a sense of humor about most things, and is unexpectedly 
friendly and warm towards the common people, always ready 
to offer a soothing smile to calm frightened children and reas
sure adults. When confronted with supernatural evil, he will 
become a grim avenger, giving no quarter to such beings as 
vampires, demons and devils . 

Horror Factor: 10 if his true nature is revealed, 11 if his true 
identity is revealed. · 

Level of Experience: 14th level True Inca (Godling) 
Natural Abilities: See the invisible, regeneration ( ID4x 10 

M.D.C. per minute/4 melee rounds), and nightvi sion 200 feet 
(61.0 m), and can exorcise spirits (60% plus 3% per addi
tional level), and is immune to all forms of possession and 
mind control. 

O.C.C. Skills of Note: Dragonese/Elven 98%, Quechua 98%, 
Spanish 98%, American 98%, demon and monster lore 
(98%), wilderness survival (98%), W.P. energy rifle, energy 
pistol, sword, archery and targeting, blunt and heavy energy 
weapons. 

Combat abilities: Hand to Hand: Martial Arts plus boxing and 
special bonuses. 

Attacks Per Melee Round: Seven hand to hand or two by 
magic. 

Damage: As per supernatural P.S. 
Bonuses: +4 on initiative, + 7 to strike, + 10 to parry and dodge, 

+5 to roll with impact, +6 to pull punch, +2 save vs magic, +8 
to save vs horror factor. 

Magical Knowledge: Knows all spell s from levels 1-3 plus car
pet of adhesion, heal wounds, call lightning, fire ba\1, fly as 
the eagle and mystic portal. P.P.E.: 305 

Psionic Powers: Knows a\1 sensitive and healing powers. I.S.P.: 
132 

Vulnerabilities/Penalties: None per se . 
Alliances and Allies:. See the Heroes of the Sun, below. 

Weapons: 
The Sword of Manco Inca: This was a Spanish greatsword 

that was captured by one of the last Inca kings , who called him
self Manco Inca. The sword was enchanted and blessed by the 
greatest Inca sorcerers and priests of the time , and after the death 
of Manco Inca it was kept hidden in a remote mountain fortress. 
Manco Capac found the sword, which after the Coming of the 
Rifts had become a powerful holy weapon, and he has kept it as 
his sidearm of choice. 

The powers of the Sword: 
• Inflicts 6D6+6 M.D. 
• Can heal I D6+6 S.D.C. or M.D.C. points six times a day. 
• Does double damage to vampires and alien intelligences. 
• Can sense evil as per the spell (equal to an 8th level spell), six 

times per day. 
• Can cast the Armor of Ithan spell (100 M.D.C.) around the 

wearer, three times per day. 
Body Armor: Gilded Body Armor (70 M.D.C.). 
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Money: Has access to 4D6 million credit s on a moment's no
tice, and ten times as much if he needs it in a matter of a day 
or so. 

The Heroes of the Sun: 
Manco Capac's Chosen 

In his travels through the Megaverse , Manco Capac has en
countered a number of champions dedicated to fighting the 
forces of darkness. Some of these heroes have joined forces with 
the godling and eventually crea ted the organi zation known as the 
Heroes of the Sun. This group often operates independently of 
the gods, even though its member s answer to Manco Capac. The 
god Viracocha has granted the heroes permi ssion to act as they 
see fit, and all member s have the military rank of captain and 
can command and deputi ze other soldiers in the war against the 
darknes s. Any abuse of powers will bring down the rage of 
Manco Capac and the gods themselves , but in the 300 year his
tory of the Chosen, no such incident has occurred. 

The Chosen are experie nced warr iors, magician s and super
natural creatures of a good alignment. Among their number are 
beings who are more powerful than Manco Capac himself, but 
all respect the godling's experience and abilities. Typically, 
member s are assigned missions, including quests for lost or sto
len artifact s of power , exploration and espionage, rescue mis
sions, hunting monster s and superna tural predators, and other 
missions. 

Members of the Chosen: 
There are about 200 Heroes of the Sun active at any one time. 

The exact numbers keep changing , but some of the most notable 
members include: 

• 12 dragon s: 10 hatchlings of different species (including a 
Chiang-Ku dragon, see Rifts England), and 2 adult dragons. 

• 4 Cosmo-knights (see Rifts Dim ension Book Two: Phase 
World) , levels 1-6. These champion s are often sent to other 
places in the Megaverse for importan t missions. A fifth 
cosmo-knight tried to leave Earth's atmosphere and has not 
been heard of since. 

• 10-20 True Incas (godlings and demigods), Manco Capac's 
personal retainers. 

• 9 Anti-Monster s (see Rifts South America: One) who have 
decided to fight for all of humankind . 

• 10-20 True Atlanteans, including several Undead Slayers. 
• About a dozen godlings and demigods from other pantheons. 
• Dozens of assorted D-Bees, mutant s and beings with specia l 

or unique powers and a courageous spirit. 
• Dozens of magicians, psychics, cybe r-knights and other 

champions. 



Using the Heroes of the Sun in Your Cam paign 

An cnLire campaign cou ld be based around the adventures of 
the Chosen. The player characters could come from all parts of 
the Megaverse, from different areas of Rift s Earth and places 
like Wormwood , Phase World or even olher RPG or fictiona l 
settings. The y could be official member s of the Heroes of the 
Sun or adve nturers and heroes who the Chosen regard as wort hy 
associates, potential new members or simply peop le worth help
ing. 

The Heroes of the Sun can provide focus and direct ion for 
any group of heroes, assigning missions and que sts, and identify- -
ing places and perpetrator s of great evil. Alternatively, the 
player characters need not be associa ted with the Chosen. 

As an alternat ive, they might encounter members of th is 
group in diver se situation s; maybe both the player characters and 
the Chosen are seeking the same object or person. Do they have 
the same intention s towards that object? Will they fight over it? 
Any number of plot lines and scenarios can be built around this 
organization. 

Forces of Darkness 
Not all the supernatural beings who returned to Peru after the 

Great Cataclysm are benevo lent. Many are evil predator s and 
despoilers, a threat 10 both the Empir e of the Sun and all mortal s 
on the continent. The two most important supernatur al threats to 
the Andean civilizations come from the mythical past: the An
cients, undead beings of immense power, and the Pucara or Red 
Giants, an ancient race that was driven into hiding by early lrn
mans and who now want revenge. 

The Ancient R.c·.c. 
Incan Undead 

The practice of mummifi cation was common in the Ande s re
gion befo re the rise of the Incas. The early True Incas did not 
condone it, however, because it smacked of necromancy. After 
the gods and their progeny had left the Incas, mummification 
was revived. The human Incas had seen how the slumbering 
gods had been kept in a holy magica l place from which they 
eventually awakened. In an attempt to imitate that feat, the bod
ies of Emperors and noblemen were specia lly treated , freeze
dried, dressed in luxuriou s cloaks and masks, and stored in 
huacas, places of. magic. Magical rituals were conducted 
throughout the mummifi cation process, but the weak magica l 
energies of pre-Rifts Earth were not enough co allow the rituals 
to work in their entirety. 

Over the centuries, many mummie s were destroyed, buried 
under avalanches, burned by European exp lorers, or looted for 
gold and jewe ls. A few were kept in museums, displayed for the 
enterta inment of modem people s, and a small number, maybe no 
more than a few dozen, remained hidden in ancie nt huacas, in 
their original resting places. 

Unknown to the ancient weave rs of magic, their rituals h.:d 
worked far better than they would know. The life-force of the 
mummifi ed Incas had been bound to their mummifi ed bodies . 
These unfortunate s were trapped in immobil e, useless bodies! 
Centuries passed, and many of the once-proud Incas becam e in
sane due to their long imprisonment. A few managed to travel 
astrally, and wandered the world as formless spirits, or jo ur
neyed into the mysterio us astral plane. Some of those traveler s 
learned many secrets of magic and psionics, and they comm uni-
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cated them to their fellow mummi es. They even managed to 
curse many of the looters and despoilers of their tombs. Despite, 
or maybe because of their astral powers, the mummie s were all 
consumed by insanity and hatred for all living things. 

When the Grea t Ca taclysm struck, the rituals that had pre
served the Incas' bod ies for centuries suddenly flared in power. 
The Ancient s' bodies moved, fueled by supernatural energies. 
Mummifi ed bodies broke out of museum display cases, buried 
tomb s, and other resting places. Many spent the next few months 
plunging into an orgy of destruction , killing terrified humans 
even as their cities collapsed. Others hid in the mountain s, re
vealing themselves only to a chosen few, who worshipp ed the 
mummie s as gods. 

When the true Inca gods returned to Earth , however, they saw 
these beings as aberrations to be destroyed. The Ancients plagu
ing the city of Cuzco were hunted down and destroyed by the 
gods in spectacu lar but one-sided batt les. Even with all his su
pernatural and undead powers, an Anc ient was no match for a 
full-fledged deity. The rest fled and hid. Many turned to the 
most powerful among them, the fonner Emperor Yahuar Hua
cac (see below), for guidance_ The dreaded "Blood Weepe r," 
over a dozen Ancie nts, and hundreds of follower s retreated to a 
remote mountain fortre ss, and now dwell therein, in the so
called City of the Dead. Other Ancients work alone or in small 
groups, hiding in the vast Andes chain, or in the teeming j ungles, 
where they work mischief on humans and other easy victims. 

The Ancients all look like dried-out corpses. Their skin clings 
to their bones, their eyes are sunken, and their faces look like 
skull s with wrinkled skin. Their hair is typically long, and their 
ears are pierced with the traditional Inca earplugs. Many wear 
their burial masks and cloak s to cover their withered forms. De
spite their appare nt frailty, the Ancients are incredibly strong, 
able to crumple stone in their bare hands, and are supernatural 
beings who can survive attacks from M.D . weapon s. 

In addition to their supernatural attributes, the Ancients have 
a host of magical and psionic powers, learned over centuries of 
ast ral travel. Additiona lly, they have an undead withering touch 
they can use at will; this touch causes the vict im to shrivel up 
and weaken , prolonged or repea ted touches can kill all but the 
most powerful entities - even gods can be harmed and weak
ened by this evil power. Thankfull y, the effects are tempor ary, 
unless the victim is killed by them. 



For all their power, the Ancient s have one fear : fire. Even 
normal flames will harm their undead flesh. To protect them
selves, these creatures enchant their garments or projec t magical 
force fields to keep dangerous flames at bay. 

Note: The Ancients are powerful, evil entitie s not suitable as 
player characters. 

Alignment: Any evil, but usually miscreant or diaboli c. 
Attributes: 1.Q. 3D6+8, M.E. 3D6+6, M.A. 3D6, P.S. 4D6+24, 
P.P. 3D6+8, P.E. 3D6+4, P.B. I D6, Spd. 4D6+6 
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Size: Average height is five feet, five inches (1.65 m). 
M.D.C.: 1 D4x l000 
Horror Factor: 14 
Average Life Span: Undead ; will never age or "die," but can be 

destroyed. 
Experience Level: Average I D4+5 

Natural Abilities: Undead being that can exist indefinitely. 
Night vision (range: 2000 feet/6 10 m; can see in total dark
ness), regenerat e 2D6x l0 M.D.C. every minute (4 melee 
round s); but see vulnerabiliti es, below. The undead fiends 
also take half damage from all non-magical weapons excep t 
those that are fire-based (includes plasma weapo ns, but not 
ion, particle beam or laser weapons). 

Witherin g Touch: On a success ful hand to hand attack 
(does no dama ge other than the withering touc h), the Ancient 
can use his withering touch on a victim. The target can try to 
save against magic ( 14 or higher aga inst this powe rful effect); 
on a successf ul save the victim takes 2D6 damage to either 
M.D.C. or hit point s, and is - 1 to strike, parry and dodge for 
that round . 

lf the save fails, the victim takes I D4x IO to M.D.C. or hit 
point s, and is racked by pain from the draining. All attacks, 
bonu ses and skills are reduced by half for 1D4 melee rounds; 
furthermor e, the victim 's P.E. is temporarily reduced by I D6; 
this temporary loss is cumulati ve, and should P.E. be reduced 
to zero or below, the character falls into a coma and must roll 
to survive it! Powe rful supernatural beings like godl ings, 
dragons or demigods are at +25% to survive the coma (gods 
are temporarily knocked unconscious for 1 D4 melee rounds). 
This P.E . loss is temporary; mortals rega in P.E. at the rate of 
one per day; supernatural beings rega in 1D6 P.E. per day, and 
gods rega in it at the rate of I D6 per minute ! 

The withering touch can affect characters wear ing body 
armor, but not those wearing power anno r or piloting a robot 
or vehicle. Full conversion Cyborgs take no M.D.C. or hit 
point damage, but do suffer the weake ning and draining ef
fects of the touch. 

Undead Control: The Ancients have great power over all 
types of undead. They can raise, animate and control I D6 
dead per leve l of experience. They can also attempt to control 
vampires (use the tables in Rifts Vampire Kingdoms, and treat 
the Ancient as a Master Vampire from another intelligence). 
Ancients are immune to mind control, mental effects, posses
sion of other undead, as well as the vampire's slow kill bite. 

R.C.C. Skills : Quechua and five other languages at 98%, seven 
Technica l skills at +20%, and ten additional skills at +5% (if 
applicable); typica lly weapo n proficiencies, hand to hand 
skills (bas ic counts as one selection, expert counts as two, and 
martial arts or assassin counts as three selections), wilderness 
or domestic skills, and similar areas of knowledge; very 
rarely will they be interested in technologica l sk ills. 

Combat: As per skill , but has one additional melee attack bo
nus. 

Damage : As per supernatural strength (see Rifts Conversion 
Book One, page 22) . When fighting vampires, the Ancient's 
attacks do damage as a master vampire (see Rifts Vampire 
Kingdoms for more informati on). 

Bonuses: +l to strike, + l to parry, +2 to dodge, +3 to save vs 
magic, +9 to save vs horror factor , plus atlribute and ski ll bo
nuses . 



Magic Powers: Knows all spells from levels 1-5, plus three 
spells from each level equal to or lower than their experience 
level (so an 8th level Ancient would know all spells levels 1-
5 and three spells each from levels 6, 7 and 8), and one spell 
from each of the higher levels (so in the previous example, 
the Ancient would also know one spell each from level s 9-
15). Spells can be chosen from the common magic list or 
from the necromantic spell list (see Rifts Africa; half are nec
romancers). Spell strength improv es with level as a ley line 
walker. 

P.P.E.: 2D6x 100, plus 50 per level of experien ce. 
Psionic Powers: Knows all sensitive power s plus psi-sword and 

four super powers of choice . Master psionic. I.S.P.: 3D6x l0 
plus M.E . attribut e. Add 12 I.S .P. per additi onal level of ex
perience. 

Vulnerabilitie s/Penalties: Fire ! Even S.D.C. fire does damage 
( 106 M.D. from a blow with a torch; 6D6 M.D. if tossed into 
a bonfire). M.D . fire attacks do double damage. Magic or 
psionic fire does triple damage! 

Dependency on the Draining: The Ancients must drain a 
victim using With ering Touch at least once a month ; after a 
month without "feeding" in this manner, the monster will lose 
3D6x l0 M.D.C. that cannot be hea led or regenerated until he 
has fed. Additi onal months do the same amount of damage. If 
M.D.C. is reduced to zero in this manner, the Ancient will 
crumble to dust and cease to ex ist. 

Alliances and Allies: Ancients often work with one another. 
Also, they sometimes form alliances with other undead crea
tures (includin g vampires), demons, necroman cers, and other 
powerful, evil beings. 

Weapons : Most ancie nts have enchanted clubs (inflict 3D6 
M.D. in addition to supernatural strength damage); a few 
have captured energy weapons, TW weapons, or other magi
cal weapons; they covet rune weapons, but very few have 
them. 

Body Armor: Enchanted poncho and face mask: 120 M.D., 
and protects from flame attacks until destroyed. 

Money and Equipment : Ancients sometimes accumulate a 
hoard of plund er worth 10 6 million credits; they have little 
equipment, as they need very little for their survival. Their allies, 
servants and followe rs may be equipp ed with technologica l or 
magical weapons. ~ 

Yahuar Huacac, 
the Blood Weeper 

Little is known about the reign of Yahuar Huacac (the name 
is actually a nickname, the Quechua words for "B lood 
Weeper "), the seventh Inca Emperor. For some reaso n, no re
cords of his reign were kept , and only a few fanciful stories 
about his nickname have been passed down ove r the generat ions. 
The reason behind this silence is a combin ation of shame and 
fear. The crimes of the Blood Weeper were such that future In
cas decided to erase them from the memories of the people, so it 
was made forbidden to speak his name, or tell stories about Ya
huar Huacac. Thus, the oral historians o f the Incas were ordered 

so 

to forget everything about him and the horrible secret Yahuar 
Huacac kept. 

Before his rise to the throne, the young prince was kidn apped 
by the Incas' enemie s, and carried through many remote and 
strange areas of the Ande s. At some point , Yahuar met an an
cient sorcerer living in the mount ain. The sorcerer was an evil 
necromancer, so feared by the surrounding communitie s that no
body dared stand against him . The necromancer showed the im
pressionable youth the evil , twisted power of the forces of 
darkn ess, and took him on an astral voyage to the Realms of 
Death. The experienc e complet ely transformed the prince. When 
he returned, his eyes wept bloody tears whenever he was sad
dened, enraged or joyou s! 

Eventuall y, Yahuar Huacac retumed to Cuzco and became 
the ruler of the Empire. He was beset by bouts of madness dur
ing which he would murd er innocent people , laughing mania
cally and weeping blood as he tortured and mutilated. Other 
times he behav ed normally, and fathered a·son and continued ex
panding the empire. As soon as his heir was born, however, the 
child was kept hidden, to spare him from the erratic murderous 
rages of his father. 

At the end of his life, Yahuar Huacac had acquired a diaboli
cal reputation as a murderous madman and practitioner of the 
black arts. He was mummi fied, but his body was interred far 
away from Cuzco, high in the mountains. There, Yahuar Hua
cac's, an undead, formless spirit hovered near his body, slowly 
growing in powe r. He had learned the secrets of necromancy, 
and further travels into the Death Realms strengthened his magi
cal abiliti es. He made pacts with supernatural intelligences to 
further his power to the point that he rivals the gods in sheer 
might, and surpasses most of them in malevolence. 

The pursuit of power is Yahuar Huacac's only concern. 
Power over the living and the undead, as well as power over the 
material and astral planes. This Ancient is even more powerful 
than the rest of his unholy kin. The mumm y still can weep tears 
of blood - tears that can cause fear and burn through flesh and 
stone! Also, Yahuar has links to the gods of darkness, and can 
call upon some of these evil beings for assistance. 

A sadistic, erratic murderer in life , the Blood Weeper has be
come even worse in Undeath. Centuries of jealousy against the 
living has only sharpened his lust for inflicting pain and misery . 
His City of Death is a hellish place , where howls of agony and 
despa ir can be heard, day or night, echoing through stone walls 
and houses. His "court" is a huge chamber, decorated with skulls 
and gruesome, mutilated corpses. He is attended by vampires, 
zombies and demons. His principal advisor is a disgusting Go
qua (see Rifts Conversion Book One) named Sinchi Yahuar, the 
Lord of Blood. This evil trickster is the chief spy, diplomat and 
organizer of the city, and he is dedicated to the destruction of the 
Empire of the Sun, ju st as his master is. Rumor has it that Sinchi 
Yahuar was near ly destroyed by Viracocha millennia ago, dur
ing a conflict over a tribe of humans the goqua was preying on. 
Thus, the disgusting creature has sworn revenge on the god's en
tire pantheon. 

Yahuar Huacac hates his former gods. Even before his death, 
he had rejected them and the forces of light for the powers of 
darkness. After the Great Catac lysm, he fought Manco Capac 
and his band of heroes, demigods and warr iors. Despite his pow
ers, Yahuar Huacac was forced to retreat after his demon and 
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vampir e bodyg uards were destroyed. The Ancient has sworn re
venge against the god ling, and he wi ll reserve his worst tortures 
for the Heroes of the Sun and any other friend or ally of Manco 
Capac. 

Alignment: Diabolic and mani aca l. 
M.D.C .: 6,000 (enhanced throug h the power of the forces of 

darkness) . 
Attributes: 1.Q. 25, M.E. 19, M.A. 13, P.S. 40 , P.P . 23, P.E. 18, 
P.B . 3, Spd . 22 
Disposition: Whatever little humanity was left in the murderous 

necroman cer has been burned away by his years as an Un
dead . The creature lives on ly to increase his power , both 
magical and pol itical. His dream of recla imin g the Inca Em
pire has now been twisted, and he wishes to rule a huge rea lm 
of the walking dead that extends from coas t to coast. A land 
where no living being survives. 

Horror Factor: 16 
Level of Experience: 12th leve l Ancient and Nec romancer 
Natural Abilities: Nightvision (range: 2000 feet/6 10 m; can see 

in total darkness), regenerate 2D6x l0 M.D.C. every minute 
(4 melee rounds), but see vu lnerabi lities, below. Takes half 
damage from all non-magica l weap ons except those that are 
fire-based. 

Blood Weeping: When angered or gripped by a strong 
emotion, Yahuar starts weepin g blood. His horror factor is 
raised to 18 when this occurs. The fiend can also fling drop 
lets of blood by shaking his face. Range is limited to IO feet 
(3 m) and counts as an additiona l attack that inflicts 4D6 
M.D. on any materia l (the blood bum s like acid), plus victims 
must save vs magic or be consumed by fear! Fright-filled 
charac ters will wish to flee from the Blood Weeper; if they 
are unable or unwilling to escape, they must make a save vs 
horror factor 18 at the beginning of every ro und; the effects 
of a failed horror fac tor save are standard (see Rifrs RPG, 
page I 14 ); people who success fully save vs magic are unaf 
fected. 

Witherin g Touch: Same as the Ancient R.C.C.; see that 
description for detai ls. 

Undead Control : As a powerfu l necroman cer, the Blood 
Weeper has grea t power ove r all types of undead, even be
yond the capabi lities of normal Ancients. He can raise, ani
mate and control 3D4x10 dead every day. He can also 
attempt to control vampir es (use the tables in Rifts Vampire 
Kingdoms , and treat the Ancient as a Mast er Vampi re from 
another intelligence). Like all Ancients, the Blood Weeper is 
immun e to the mind control of other und ead, as well as pos
sess ion and the vampire's slow kill bite. 

Necromantic Power s: Yahuar Huacac has all the stand ard 
necromant ic powe rs described in Rifts Africa. Among these 
is the ability to wear magica lly animated remain s of super
natural creature s as armor, control the dead , and access to 
many powerful spells. 

Vulnerabilit ies: Same as the Anci ent R.C.C. 
R.C.C. Skills of Note : Literate and fluent in the following lan

guages (98%): Spani sh, Quechua, Aymara , Creole and 
American. Plus demo n and monster lore 98%, vampire and 
undead lore 98%, and W.P. swo rd. 

Combat abilities: Equal to Hand to Hand : Assass in 
Attacks Per Melee Round: Seven or two by magic. 
Damage: As per supernatu ral P.S. 



Bonuses (all): + I on initiative, +9 to strike, +9 to parry and 
dodge, +4 to roll with impact, +4 to pull punch, +3 to save vs 
magic, and +IO to save vs horror factor. 

Magical Knowledge : Knows all spells from leve ls 1-10, plus all 
necromantic spells (see Rifts Africa). P.P.E.: 1,500 

Psionic Powers: Knows all sensitive powers plus empathic 
transmission, hypnotic suggestion, mentally possess others, 
psi-shield, and psi-sword (12D6 M.D.). I.S.P.: 241 

Alliances and Allies: Sinchi Yahuar, a Goqua (see Rifts Conver
sion Book One), is his trusted advisor. He also has a tentative 
alliance with a vampire intelligence, and often consorts with 
necromancers, alien intelligences, demons, vampires, and 
other enemies of humanity. 

Minions: Dozens of lesser Ancients, zombies, mummie s, skele
tons, ghouls, dar'ota, dybbuk, a couple of evil dragons, and 
undead of all kinds. 

Weapons: Relies on his powers and psi-sword. 
Body Armor: Enchanted poncho and face mask: 120 M.D ., that 

protects from flame attacks until destroyed. 
Money: The Blood Weeper has over 10 billion credits in gold, 

jewels, captured equipment and other treasure. Most of it is 
buried in the catacombs beneath the City of the Dead, pro
tected by all manner of demons and supernatural monsters. 

The Pucara, 
the Red Giants 
Population Breakdown: 200,000, scattered among several 
dozen kingdoms in Peru and the southern portion of South 
America (most stay in the mountains). 

In the years following the coming of the rifts, a race of tall 
red-skinned giants has plagued the Andes and surrounding lands. 
Alternatively called the Pucara, the Red Giants, or the Red Peo
ple, these strange creatures have become one of the scourges of 
the region. They have seemingly appeared out of nowhere and 
launch raids against all people. Both the Incas and the Arkhons 
have suffered from those raids, as the Pucara attack all others 
without prejudice. The natural assumption is that, like the Brod
kil, Larhold, and other alien creatures, the Red People are D-Bee 
monsters. The Nazca people know the bitter truth, however. 
These giants are native to Earth, and have a rightful claim as the 
oldest inhabitants of the Andes mountains! 

Thousands of years ago , even as the predecesso rs of the 
Nazcans were first coming south from North America , and as 
the Atlanteans were beginning to build their civ ilization, an an
cient race dwelt in the mountains. Perhaps they migrated from 
another dimension, or maybe they evolved on Earth; nobody 
knows. The Pucara (or "the People, " as they called themselves) 
had an old and advance d civilization before the first humans 
ever set foot on the continent. 

Living high in the mountains, these giants were masters of 
psionic powers , which included control over the earth and stone, 
somewhat similar to those of Atlantean stone masters. Some Red 
Giants even claim that it was they who taught the secrets of 
stone magic to the first Atlanteans (this claim is a lie; the giants ' 
earth control is psionic in nature, while the Atlanteans' stone 
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mastery is magical). They had no central emp ire, but a number 
of small kingdom s. Warfare between those tiny nations was· 
common and brutal. These conflicts kept the Red Giants too 
busy to notice the small human nomads that started moving into 
the jungles and lowlands. Content in their great mountain cas
tles, the Pucara paid no heed to those "unimportant savages ." 

Two millennia later, things changed, as Atlantis rose to the 
height of its power, Lemuria flourished to the West , and the 
Nazca peoples discovered the secrets of line magic and started 
building their energy cities on high mountain plateaus. Contact 
between the Giant Kings and the Nazca sorcerers became inevi
table . The Red Peop le were divided on this issue: some kings 
and their advisors believed that peacefu l coex istence with the 
Nazca was not only possible, but desirable. Most of them, how
ever, reacted with either greed or fear; greed for the secrets of 
line making magic, and fear that the rapidly multiplying humans 
would overrun them. In two thousand years, while the numbers 
of the Pucara had barely increased by one-fifth, humans had 
multipli ed tenfold! The giant race was long-lived, but took years 
to reproduce; humans were the total reverse. Already they out
numbered the Red Peop le; in a few centuries, many feared there 
would be too many for the two races to survive. 

Fear and greed won out. For the first time in the Pucara 's his
tory, a High King was selected, the most brutal and warlike con
queror among them. The High King and a mighty army 
descended from the peaks of the Andes, slaughtering everyone 
in their path . Most of the first victims were primitiv e villagers 
with no contact with the Nazca, but soon a stream of refugees 
reached the Nazca plateau , bringing news of the destroying 
army. 

The Nazca sorcerer-kings reacted swift ly, creating a new 
breed of soldier, the dreaded Rune Warriors. The Nazca hosts, 
armed with magica l weapons, and drawing on the power of the 
great network of ley lines they had built , prepared for the on
coming enemy. It took years before the Pucara invaded the 
Nazca kingdom. In the meanw hile, they butchered tens of thou
sands of innocent humans. Potential young civilizations, some of 
which might have one day rivaled Nazca or Atlantis , were wiped 
out. Then the Pucara and the Nazcans collided. 

The battle that followed was referred to as legends of the end 
of the wor ld. Earthquakes and ley line storms were launched 
against each other. Airborne sorcerers exchanged lightning bolts 
while armies battled and bled below . The Red Giants were out
numbered, but their size, strength and psychic prowes s more 
than made up for it. Their greatest mind mages controlled human 
soldiers, created terr ifying illusions, sent rocks raining down on 
the heads of their enem ies, and melted the ground beneath them! 
In response, the Nazcas released the raw power of their line 
drawings, creating giant energy creatures, releasing bolts of pure 
force, and shatterin g the giants' formatio ns. 

The Nazcas prevailed. They had numbers and magical power 
on their side, and they enjoyed unified command, while even the 
High King of the Pucara could not count on the full obedience of 
his warriors. Dozens of groups of Red Giants, starting with the 
ones who had opposed the war, retreated from the field of battle. 
Dividing in the face of the enemy, the Pucara host shattered like 
a dropped glass bottle, with fragment s fleeing in every direction . 

The war was not over, however. Enraged by the crimes the 
Red Giants had committed on their way to the plateau , the 
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Nazcans swore reve nge, and their own armie s pursued the flee
ing enemies, killing them without quarter. When the Nazca 
forces reached the first giant strongho ld, they utterly destroyed it 
with a ley line storm . The y did the same to the second and third 
ones. Realizing they now were faced with a fight for survival, 
the remainin g Pucara Kingdoms united once again, and forced 
battle on the narrow mountain passes where they had the advan
tage. Thou gh they fought ferocious ly, the giants were com
pletely outnumbered, and the Nazcans were relentless. Defeat 
followed defeat, and more stronghold s fe ll. This savage conflic t 
lasted twenty years. 

At its end, less than one in ten Pucara survived , huddled in 
the last stronghold, besieged by bloodthirsty Nazcans. The great
est of the giant psychics came up with a desperate escape plan: 
using their powe rs, they burrowed deep into the mountain side, 
miles into the sheer rock, and fashioned an enonno us under
ground complex. While the bulk of the Red People took refuge 
there, a sacrificial rear guard made a last stand against the 
Nazcans, dying to the man, but caus ing the strongho ld to col
lapse, sealing the escape tunnel and convincing the Nazcans that 
the Pucara were no more . 

The Red People now refer to the Nazca as the "sun stealers." 
because they pushed the giants underground to hide in holes, de
priving them from the pleas ure of living under the sky and en
jo ying the warmth of the sun for millennia. Secure in their 
undergrou nd lair, the Pucara remained in hidin g, terrified that if 
they were found, the humans would finish what they started. 
They were not to see the sun until the Great Catacly sm, when an 
earthquake collapsed an exterio r wall and revea led the chaos 
outside. Desp ite having lived peacefully among themse lves for 
centuries, the Red Giants had long memori es. A few of their old
est leaders remembered the days of their child hood, when their 
kind had been slaug htered and forced into the darkness. Their 
words inspired a desire for revenge. Once again, "the People " 
sp lit into factions. The greatest number wanted to go outside, re
claim their ancient holdings and extract bloody vengeance. Oth

ers counseled prudence and caution , to stay inside the mountain s 
where it was safe. A third faction wanted to go outside, but pur
sue a peaceful existence. 

The hostile group acted first, dispatc hing small bands of gi
ants to kill every human they could find. These bloodthirsty war
riors bui lt hidden fortresses in the highest peaks and mounta ins. 
The Incas were also hated and seen as the heirs of the Nazca, 
and therefore, ju st as responsib le for the "cr imes" against them. 
Consequently, the hated Nazcas and the Emp ire of the Sun face 
the giants' most terrible wrath and suffer their worst atrocities. 
The Pucara are so adept at hiding themselve s that nobody has a 
good guess as to how many of the giants exis t, or where their 
strongholds lie. Wor se, the giants are the masters o f the moun
tains, and know where every other nation and culture is gath
ered. Nor even the mysterious City of the Dead is a secret from 
them (they know its locat ion, but have done nothing against it, 
realizing rightly that the undead hate humans as much as the Pu
cara do and are engaged in their own campaign to destroy them 
- a worthy cause) . 

The Pucara attack the Arkhons and the Megave rsal Legion in 
addition to the native humans. Their raids sometime s reach the 
lands of Santiago and Cordoba. Through these raids, the Red Gi
ants have acquired a numb er of high-tech weapon s, although 



they do not have any means to keep them in repair or supplied, 
except by stealing more. Over the years, the crea tures have 
amassed large arsenals of technological weapo ns, which they 
use in addition to their psionic powers. 

For the moment, the giants have ignored many D-bee tribes 
and clan s, unless they assoc iate with humans. Those who be
friend humans are slaughtered at their side! The Pucara have not 
yet sought the alliance of other , non-human beings, but this is a 
possibility in the future, particu larly if that potential ally is a race 
of giants. 

Pucara Red 
Giant R.C.C. 

The Pucara are giant humanoids, averag ing 20-24 feet (6.1-
7 .2 m) tall. Their skins are bright scarlet and hairles s, and their 
bodies are broad-shouldered and heavily muscled. Their faces 
have very small noses, with six long but thin, slitted eyes ar
ranged in a semi-circle . Their mouths are thin slits, and their 
faces are narrow and vague ly skull-like. Little knobs and spines 
are arranged around the head and cheeks. The Pucaras muscle 
structur e is different than human s', making the creatures appear 
somewhat lanky , even gawky. The giants are incredibly strong 
and able to powder granite between their finger s; they are eas ily 
capable of crushing a human with a care less swat. 

The Red Giants do not depend solely on their great physica l 
strength . All Pucara are master psionics , with the unique ability 
to manipulate rock, making it flow like melted wax and reshap
ing it at will. The Pucara can hide beneath rock and emerge from 
it like an amphibiou s predator leaping out of water. Time after 
time, their powers have allowed them to ambush the most care 
ful and watchful human warriors, and then they slip away, liter
ally into the mountain , and disappear. Their most powerful 
psychics are trained in special monasterie s to become the great
est warriors and myst ics (see the Pucara Mind Mage O.C.C., 
below); fortunately they are a comparatively small group within 
the Pucara race. 

It is important to note that not all the Pucara seek to destroy 
humans . Many just wish to be left alone (most of these remain 
underground and avoid contact with surface beings). A small 
percentage have returned to live on the surface and enjoy the sun 
and the wind, and have made a valiant effort to befriend human s 
and other races. So far, these non-hostile Puca ra have only man
aged to make friends with individual members of other races. 
The depredations of their murderou s brethren have made most 
humans suspicious or hateful toward s all Red Giants. This has 
also led to tragedy, as a number of peace-loving gian ts have 
been slain by frightened or vengeful humans who regard all Pu
cara as evil monsters. 

All Red Giants are trained for war; the threat of humanity has 
kept the entire race prepared for war for thou sands of years , and 
most of the giants are itching to use their ski lls in combat. Typi
cal Pucara war bands have 3-12 (3D4) warriors, often supported 
by one or two Pucara mind mages . 

Alignment : Any, but most revenge-minded Pucara are aberrant, 
miscreant or diaboli c. 

M.D.C.: 1D6xl00 plus P.E. attribute. Add 10 M.D .C. per leve l 
of experience. 
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Attributes: I.Q.: 3D4+8, M.E.: 3D4+12 , M.A.: 3D6. P.S .: 
4D6+24, P.P.: 3D6, P.E .: 3D6+10, P.8 .: 2D6, Spd.: 2D4x l0 

Size: 20 to 24 feet (6. 1 to 7.2 m). 
Weight: 3,000-4,000 pounds 
Horror Factor: 11 
Average Life Span: Average of 600 years, but a small percent

age (less than I%) somehow live ten or twenty times as long 
as normal. Some of the longest-lived Red Giant s have lived 
for over I 0,000 years. This appears to be a mutation that also 
renders such characters sterile after their first 800 years of ex
istence. 

Experience Level: Varies. Average NPC is 1D4+2. Player char
acters start at the first or second level. 

Natural Abilities: Superior nightvisio n (can see in total dark
ness and in the infrared spectrum, to a range of 2000 feet/610 
m), does not need air to breathe or eat (can survive underwa 
ter or even in the vacu um of space), getting energy instead 
from ambient P.P.E. (which means in a low P.P.E. environ
ment on another world, the ir psionic and natural power s are 
reduced by 25%), rapid hea ling (4D6 M.D.C. per hour of 
rest), immune to mind control and possession, and highly re
sistant to magic. 

Stone Powers: The Pucara have the ability to psionica lly 
manipulate rock and stone. By spending 10 I.S.P., the charac
ter can reshape up to 20 pounds (9 kg) or a two foot (0.6 m) 
section of stone or rock per leve l of experience . The stone can 
be remolded in any shape the Pucara wishes it to , but the 
proce ss is long and takes about one minute per 20 pounds (9 
kg) of rock. Or the character can greatly speed the process by 
spending 30 I.S.P. and turning a similar amount of stone into 
a semi-liquid substance. If this is beneath the feet of an en
~my, the victim will sink in the liquid stone unless he can 
dodge (must roll a 16 or higher). The Pucara can then cause 
the stone to harden, trapping the victim until 10 M.D. is in
flicted on the rehardened stone. A favorite Pucara ploy is to 
create a hole on the side of a mountain, hide in it and re-cover 
it with stone, and when the enemy passes by, cause the stone 
to turn liquid and spring into ambus h! Only a detect ambush 
roll at -50% will detect such a hiding spot. 

Telekinetic Stone Missi les: As long as the Pucara have 
rocks and stones handy, they do not lack for missile weapo ns. 
The Red Giants can cause rocks to strike at incredible speeds. 
The telekineti c powers not on ly launch the rocks , but tempo
rari ly surround them in an M.D.C. energy field that allows 
them to inflict mega-da mage. The rocks will fly out of or off 
the ground towards the target. By making a called shot, the 
Pucara can have a rock leap from anywhere within 30 feet 
(9.1 m) of him to strike. Thi s attack can also be used to strike 
an unsuspect ing foe from behind (no dodge possib le). The 
telekinetic stones are at +3 to strike and inflict 4D6 M.D. at 
level one; add 1D6 M.D. at levels three, five, seven, nine, 
eleven, thirteen and fifteen . This power costs 4 I.S.P . per 
"shot" and has a range of 1000 feet (305 m) ; each "shot" 
counts as one melee action. 

Strengthen Molecular Bonds: By using this power, the Pu
cara can manipulate stone at the molecular level, making 
stone ultra-hard . The character can actua lly transform ordi
nary stone into M.D.C. materials using this power! All Pucara 
weapons , armor and fortresses are made of stone streng thened 
in this way. The power is expe nsive and time consuming , tak-



ing 30 l.S.P. and 106 hours per pound (0.45 kg) of stone, but 
once the process is finished, the material is super-strong, able 
to hold an edge like metal and able to inni ct and sustain 
mega-da mage. 

Combat: As per hand to hand skill. 
Damage: As per supernatura l P.S. 
Bonuses: +4 to save vs magic, +5 to save vs horror factor; all in 

addition to attribut e and skill bonuses . 
Magic Powers: None, and neve r learn any. The Puca ra are natu

ral , master psionics and rely entirely on their natural power s: 
P.P.E.: 204+4 

Psionic Powers: Considered to be a master psionic. Se lect two 
powers from eac h of the sensitive , physica l and hea ling cate
gories. At every leve l after the first, select one additiona l 
power from any of those three categories per leve l of experi
ence. Their special psionic stone powers take the place of su
per-psionic abilit ies. 

I.S.P.: 2D6x IO plus M.E. attribut e number, and 306 I.S.P . per 
leve l of experience . 

Vulnerabilities/Penalties: None. 
R.C.C. Skills: 

Language and literacy: Pucara (98%) 
Language: one of choice ( + 15%) 
Basic math (+ 15%) 
Climbing (+ 10%) 
Detec t concea lment (+I 0%) 
W.P. Blunt 
W.P. Sword 
W.P. two of choice 
Hand to Hand : Expert 
Hand to Hand : Expert can be changed to Hand to Hand : 

Martial Arts or Assass in at the cost of one "other" skill. 
R.C.C. Related Skills: Select eig ht other skills. Plus select one 

more skill at leve ls three, five, seven, ten, twelve and four
teen. All new skills start at level one proficien cy. Most Pu
cara do not learn many techno logica lly oriented skills, but a 
few have managed to learn some basics. 
Communications: Basic radio only. 
Domestic: Any (+ 10%) 
Electrica l: None. 
Espionage: Wilderness survival, tracking, camouflage and de
tec t ambush only. -
Mechanical: Any 
Medical: Holistic medicine only. 
Milita ry: None. 
Physica l: Any exce pt acrobatics. 
Pilot: Any 
Pilot Related: Any 
Rogue: Any (+2%), except computer hack ing. 
Science: Any 
Technical: Any (+ 10%) 
W.P.: Any 
Wild erness: Any (+5%) 

Secondary Skills: The character also gets to select six secon
dary skills. These are additional areas of kno wledge that do 
not get the benefit of the bonuses listed in parentheses. All 
secondary skills start at the base skill leve l. Also, ski lls are 
limited (any, only, none) as previous ly indicated in the list. 

Alliances and Allies: None at this time. Most Pucara are at war 
with humans and distrust all other humanoids, or are hiding 
from all other races on the planet. 

Weapons: Typica l Red Giant weapo ns include giant stone axes 
(306 M.D. plus P.S. damag e) and hammers (406 M.D. plus 
P.S. dam age). Man y g iants (40%) have one captured energy 
weapon and J D4 spare E-clips for it. 

Body Armor: Plate armor mad e of solid stone ( 150 M.D.C.) or 
lighter half plate (90 M .D.C.); both weigh well over a hun
dred pound s (45 kg). 
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Pucara 
Mind Mage O.C.C. 

The Pucara Mind Mage is a powerful psychic, trained in spe
cial schools to be the best combination of warrior and mystic 
possible . These powerful warr iors not only have the powers and 
skills common to all Pucara, but also have super-psionic powers. 
Typica lly, there are only a handful of these psychics in any Pu
cara stronghold (one in one hundr ed), and rarely more than one 
in a war band, unless the group is after a very import ant goal. 
Many mind mages become chiefLains or even kings, and killing 
or injuring them is considered to be the ultimat e offen se against 
the entire race. 

O.C.C. Abilities and Bonuses 
1. R.C.C. Powers: Pucara Mind Mages have all the powe rs 

and bonus es of the Pucara race described prev iously. 

2. Enhanced Psionic Powers: At first leve l, the character can 
select three powers from each of the three categories, and two 
from the super-psionic category . Every leve l after the first, the 
character can select an additi onal two powers from any category . 
Re strictions that apply to mind melters also app ly to these cha r
acters . 

3. Enhanced I.S.P.: 4D6 x !O plus M.E. attribute number. 
Add 15 I.S .P. per leve l of expe rience . 



Attribute Requirements : M.E. 15 or higher. 
O.C.C. Skills: 

Languag e and literacy: Pucara (98%) 
Language: one of choice ( + 15%) 
Basic math (+ 15%) 
Climbing (+ 10%) 
Demon and monster lore (+ 10%) 
Detect concea lment (+ I 0%) 
W.P. Blunt 
W.P . Sword 
W.P. two of choice 
Hand to Hand: Martial Arts 

R.C.C. Related Skills: Selec t nine other skills. Plus select two 
more skills at levels three and six, and one at levels eight, ten, 
twelve and fourteen. All new skills start at level one profi 
ciency. Most Pucara do nor learn many technologica lly ori
ented ski lls, but a few have managed to learn some basics. 
Commun ications: Basic radio only. 
Domest ic: Any ( + 10%) 

Electrical: None. 
Espionage: Wilderness survival and detect ambush only. 
Mechanical: Any 
Medi cal: Holi stic medicine only. 
Military: None. 
Physica l: Any, except acrobatics. 
Pilot: Any 
Pilot Related: Any 
Rogue : Any, except comp uter hacking. 
Science: Any 
Technica l: Any (+ 10%) 
W.P.: Any 
Wi lderness: Any (+5%) 

Secondary Skills: The character also gets to select six secon
dary skills. These are additio nal areas of knowledge that do 
not get the benefi t of the bon uses listed in parentheses. All 
secondary skills start at the base skill leve l. Also, sk ills are 
limited (any, only, none) as previously indicated in the list. 

Standard Equipment: Same as the Pucara R.C.C. 

Weapons and Equipment of 
the Empire of the Sun 

Most of the technology of the pre-Rifts nations of Peru and 
Bolivia was lost during the Great Cataclysm. A few energy 
weapons from that period have been hoarded and jury-rigged 
over the centuries, but the bulk of the Inca's technological weap
ons come from the city-state of Arequipa, or from trade with the 
D-Bee/Huma n nation of New Babylon (descr ibed under the Sil
ver River Republics). A few other goods and products also come 
from other SRRs, including the nation of Santiago. The Empi re 
is a big market for Glitter Boy power armor. Glitter Boys are 

Inti-10 Variable Laser Pistol 
Just released by the factories of Arequipa , the Inti laser line is 

the pride of the Empire. The frequency of the laser beams can be 
changed which allows it to defeat laser-res istant armor like the 
Glitter Boy and similar alloys. Unfort unately , this weapo n was 
developed as a countermeasu re aga inst Arkhon body armor, and 
in that regard, it is a failure (see the Arkhon Threat section for 
more information). Still, this serviceable pistol has been adopted 
as the Imperia l armies sidearm of choice. The var iable frequen cy 
laser system will defeat laser -resistant armor 1 D4 attacks after 
the first hit. 

Weight: 2 lb. (0.9 kg) 
Mega-Damage: 2D4+2 M.D . 
Rate of Fire : Standard. 
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liked because they look like homages to the sun god, plus they 
are extremely effic ient weapons. 

Some Inca soldiers also use captured Arkhon weapons. Are
quipa has one of the few factories where Arkhon weapons can 
be converted and retoo led to accept Earth energy clips. The fac
tory only works on captured weapons; the Peruvian scientists 
lack the technology to understand, let alone replicate, the alien 
weapo n systems. See the Arkhon Threat Sectio n for more in
formation about the weapons and armor of these alien invader s. 

Effective Range: 1000 feet (305 m) 
Payload: IO shots. 
Cost: 10,000 cred its 

ii 



Inti-20 Variable 
Laser Rifle 
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A rifle version of the laser pistol, the Inti-20 is the standard 
issue long-arm of the Inca Army, equipping about 60% of the in
fantry (the other 40% use rocket rifles). The variable frequency 
laser system will defeat laser-resi stant armor ID4 attacks after 
the first hit. 

lllapa-5 Rocket Rifle 
The Illapa-5 rifle fires 15mm "long" cartridges. These rifle 

warheads are longe r and pack more punch than the pistol ammo, 
and have much better range. Like all Illapa weapons, the amm u
nition is carried in a drum magazine, somewhat similar to the 
magazine in the Thompson sub-machinegun (but the gun design 
is far different). Some 30-50% of the Inca troops are equipped 
with this weapon, especia Jly when facing off the Arkhon aliens, 
whose armor is highly resistant to energy weapons . 
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Weight: 4 lb. ( 1.8 kg). 
Mega-Dama ge: 2D6+6 M.D. per single shot or 1D4x I0+IO 
M.D. for a triple pulse. 
.Rate of Fire: Standard. 
Effective Range : 2000 feet (610 m) 
Payload: 24 shots. 
Cost: 18,000 credits. 

Illapa-1 Rocket Pistol 
Named after the Inca thunder god, the Illapa fires 15mm ex

plosive bullets. These fat pistol bullets (about half as thick as a 
.45 round) are fed from a drum magazine located in front of the 
trigger guard, makin g it a front-heavy and rather clumsy gun. 
The 15mm exp losive rounds are comparable to lasers in tenn s of 
dama ge and penetration, however, and they work very well 
against Arlchon compo site armor. 

Weight: 5 lb. (2.25 kg). 
Mega-Dama ge: 2D6+4 M.D. per shot. 
Rate of Fire: Standard. 
Effective Range: 600 feet ( 183 m). 
Payload: 80 shots in drum magaz ine or 20 in a small clip. 
Cost: 14,000 credits; each bullet costs 20 credits. 

Weight: 9 lbs. (4.05 kg). 
Mega-Damage: 4D6 M.D. per shot. A three round burst does 
1D4x l0 M.D., and a 10 round burst inflict s 2D4x 10 M.D. 
Rate of Fire: Selective fire; single aimed shots, 3-round bursts, 
and 10-round bursts. The weapon has a disengage mechanism 
that prevents fu ll-automatic fire (the gun stops cycling after I 0 
rounds have been shot and until the soldier releases the trigger 
and presses it again). 
Effective Range: 2400 feet (731.5 m) 
Payload: 60 shot drum magaz ine. 
Cost: 26,000 credits 



Gilded Body Armor 
The pride and joy of the Arequipa armor ers, Gilded Body Ar

mor is designed for both looks and strength. The suit is rese rved 
for officers, soldiers in crack assau lt units, and other elite forces . 
Gilde d armor consists of solid metal plates and a helmet simulat
ing the half -moon headgea r of the Inca sun-god, Inti. The face
plate is somet imes sculpted with a face mask, and the armor can 
be deco rated with fantastic designs and eleme nts. Nazca line 
makers sometimes have magic patterns permanently inscribed in 
the armor (these pattern s are destroyed when half the M.D.C. o f 
the armo r is depleted). The only defect of the armo r is that it is 
somewhat cumbe rsome. 

• 70 M.D. C. 
• Weight: 2 1 lb. (9 .5 kg). 
• Fair to good mobility : -10% prowl penalty . 
• Cost: 50,000 credits 

Sinchi Body Armor 
Sinchi ("chieftain" or "w arlord") body armor is commonly 

worn by the rank and file of the Inca army . The armo r is a serv
iceable military suit based on pre-Rift s Peruvian Army design s, 
and is somewhat similar to the North Amer ican Urban Warrior 
suit. The Sinchi is a jump suit with solid plates protecting the 
chest, forearm s, thighs and shins. Articulated plates protec t the 
elbows and knees, and a helmet with face-p late protects the 
head . The aITHy issue is pai nted with mountain camouflage pat
terns (brown and black shades, des igned to meld with the sur
roundings; ju ngle units use a green-black pattern). The suit is 
light and easily used and the favorite of priests and magicians in 
war zones ; often repaint ed a colorful red or ye llow, or with 
feathers attached to the helmet. 

• 45 M.D.C. 
• Weight: IO lb. (4.5 kg). 
• Good mobilit y: -5% prow l penal ty. 
• Cost: 25,000 credits. 
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Nazca Power Armor 
This is a recent Inca-Nazca collaboration, in service for the 

last 5 years. Inca priests channel ed some of the energies of the 
Pantheon of the Sun to permanently power the pattern s im
printed on this metal and ceramic suit. The basic design of the 
suit is pre-Rifts Peruvian; an oversized, heavi ly anno red suit 
meant to destroy Glitter Boys. Although the blueprint s survived 
in the city of Arequipa, the technology to build and power this 
powerful model was lack ing. The Incas and the Arequipan 
weaponsmiths collaborated on this creation , one of the few 
techno-wizard items in the Empire. Advisors from New Babylon 
also helped with the engineering. The result was a suit of power 
armor, powered entirely by magic ! 

The armor is hum'1oid, with over lapping curved plates, most 
of them triangular or spiked, which give the annor a vague ly de
monic look. The head has a central "V" plate that extends be
yond the head like a set of horns. The suit has no apparent eyes, 
because the Peruvian designer s had decided to rely on fiber-op
tic multiple visual sensors distributed in three "bundles" on the 
annor. This makes it impossible to blind the armor by destroyin g 
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the head. V-shaped forearm blades were designed to have vibro
energy fields, but the Peruvian s could not replicate this technol
ogy; however Nazca magic makes the blades even more 
effective . 



The pilot is inside the torso, safe eve n if the robot head is de
stroyed. The suit 's size makes the pilot 's comp artm ent very 
cra mped. Th e pilot sits with his knees drawn up toward s the 
body, and the armor is designed for soldiers less than six feet 
( 1.8 m) tall ; most Lnca soldiers are 5'8 to 5' 10 ( 1.7 to 1.75 m), so 
they can endure the condition s witho ut much trouble . Ta ller pi
lots will be extremely uncomfortable: more than two hour s in the 
compartment will be painfu l and distracting (reduce all combat 
bonuses by -2 after two hours); the maximum height for use with 
this armor is 6'4 ( 1.9 m) . 

The original des ign called for the use of the most advanced 
M.D.C. materials ava ilable on pre-Rifts Earth, alloy s that only 
the NOR has access to in the post-apoca lyptic years. The best 
the Arequ ipans could come up with was a suit of "soft" M.D.C. 
material s, large and heavy but with less protection than a much 
smaller suit. Howev er, this offers adequate protection until the 
magic of the suit can be activated and the armor 's mega-dama ge 
capacity is dramati cally increase d. 

Inscribed on the annor are a numb er of Nazca line pattern s. 
When activated, a skin -tight energy field surround s the suit , 
strengthen ing its structur e and turnin g it into a super-hard magi
cal alloy, highly resistant to convention al weapons. The power 
armor can be magica lly "e mpow ered" with a simple verba l com 
mand form inside the suit. However , this magica l energy reserve 
has its limitations. The magi cally enhanced annor is onl y ava il
able for a total of e ight hour s a day (24 hour period ). Thi s means 
the pilot ~hould not squander the power and use it only when go
ing into certain battl e. Once activated, the extra prote ction will 
rema in until turned off. When reac tivated , it will hea l any dam
age from earlier battle s. Once a ll of the magic mega-damage has 
been dep leted , the physical armor becomes vulnerab le to attack 
and destruction. The armor does, however, automatically rege n
erate to maximum M.D.C. at the beginnin g of every new 24 hour 
period. Note : T he main pattern energizes the suit, a llow ing the 
wearer to move and fight with supernatural strength and speed. 
Other line drawin g magic makes the foreann blades lethal slash
ing, mega-dama ge weapons. Finally, the suit can fire blasts of 
pure ley line energy from its hands. 

Not all the weapon sys tems of the suit are magical. The 
Nazca Power Armor is equipp ed with a two-s tage rocket rifle . 
The rifle uses a S11}.all charge to fire the rocket out of the gun ; the 
rocket 's own engines fire up some ten yards away (30 feet/9 . 1 
m), propelling the weapon at the speed of a mini-missile, al
though for a shorter distance. The rockets are laser-gu ided; the 
rifle has lase r sights, and the rocket flies towards the target illu
minated by the cross hair s. The prob lem is that the crosshairs are 
visible to the naked eye; one's oppon ent can see a small red dot 
appear on him , and kno ws tha.i. he has been targeted. Thi s draw 
back can be an advantage if the purpose is to intimidat e rather 
than des troy. Mount ed below the rocke t rifle is a slender ma
chinegun used agai nst enemy infant ry or lightly armor ed vehi
cles. Other weapons include a conventional missile launcher 
mounted on the back (inspired by the "backpack launchers" used 
by the Arkho ns). 

In the five yea rs since its adopt ion, the Nazca PA has proved 
itse lf against the Arkhon Death Cyc lops and Stormwind suits. 
The Nazca is eas ily the match for half a doze n Stonnwind s, and 
can fight against the Death Cyclops one-o n-one. The power ar
mor ' s supernatural strength enables it to tear throu gh eve n the 
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Death Cyclo p's thick armor, so the Ark hons have learned to fea r 
it in hand to hand combat situations. The aliens' tactic is to 
avoid closing in, and instead, ove rwhelm the suit with ranged o r 
indire ct (mortar ) fire: The suit' s inability to fly also makes il vul
nerable to both the Stormw ind and the Ghost Wa sp, which can 
attack it from the air. Overa ll, howeve r, this armor is one of the 
main stays of the Inca Anny . 

The great cos t in both indu strial and magi ca l manpower has 
limited the number of Nazca PAs in manufacture. Currently, 
only I 00 of these su its are produ ced eve ry yea r; there are some 
250 suits in service; 65 have been des troyed , and 30 or so are 
missing, assumed to have been captured or destroyed. The Ark
hons are known to have five or so captur ed suits: they are trying 
to understand its mechani sms, but their lack of magical know l
edge severe ly hamp ers their resea rch . 

Model Type: NPA Mark I 
Class: Heavy Armor ed Infantry Assault Suit 
Crew: One 
M.D.C. by Location: Attribute s in parenth eses apply when the 

suit is not powe red up or when the first number has been de
pleted. The number in parentheses is the M.D.C. of the actua l 
suit when not magica lly enhanced. The higher numb er is the 
magic M.D. C. that is availabl e at the beg innin g of every new 
day for a maximum of 8 hour s. Once the magica l M.D.C. is 
deplet ed or the time limit reached (and the magic protection 
turn s off) , dama ge comes off the numb er in parenthese s. 
Arms (2) - 240 eac h (80 eac h when not magically ene r
gized) 
Rocket Rifl e/Mach inegun - 120 
Legs (2)- 300 eac h (100 when not energ ized) 
Missile Laun cher ( I , on back torso) - I 00 
Head - 250 (90 when not energized) 
* Main Body - 600 (200 when not energized) 

* Depleting the M .D.C. of the main body will cause the 
robot armor to comp lete ly disintegra te . Note: The suit does 
not appear to suffer apparent dama ge until reduced lo be low 
the M .D.C. listed in parenth eses! Thi s is one of the feature s 
of the magic and serves to create the illusion that the enemy 
is inflicting little or no dam age. 

Speed 
Runnin g: 60 mph (96 kmph) maximum. The act of running does 
not tire the operator. 
Leap ing: The powerful robot legs can leap up to 30 feet (9. 1 m) 
high or across. 
F lying: Not possible . 
Statistical Data : 
Height: 11 feet (3.3 m) 
Width: 6 feet ( 1.8 m) 
Length : 4 feet, 6 inches (I .4 m) 
Weight: 1.3 tons fully loaded 
Phys ical Stren gth: Equal to a P .S. of 35 (superna tural, not 
robot ic). 
Cargo: None. 
Power Sys tem: Magica l; the suit's energies need to be replen
ished every five yea rs. 
Mark et Cost: Not for sale ! Only troops loya l to the Em pire of the 
Sun (Inca Warrior s, regular Inca soldi ers, etc.) will be issued 
these rare and va luab le suits. Stole n/cap tured suits sold on the 
black market wou ld cos t upward s of IO million cred its; their 
magical energy life will only last l D4 years. 



Weapon Systems 
1. Rocket Rifle /lSmm Machinegun: This oversized rifle is an 

over-and-unde r design. The upper gun is a 60mm rocket 
launcher that fires laser-g uided missiles (less complex and 
shorter-ranged than commo n mini-missiles). Eight rockets are 
in an oversized vertica l magazin e on top of the gun. The 
lower, smaJler gun is a 15mm machinegun firing explosive 
bullets, an oversized version of the lllapa rifle, fed from a big 
drum magazine in front of the trigger. The rocket system is 
fired by a small charge from the rifle and then ignited in the 
air (el iminating the need for a backb last tube) . As he fires, the 
shooter has to keep the laser crosshairs on the target ; for tar
gets less than 600 feet (183 m) away, this takes effect ively no 
time (one melee attack). Targets beyo nd 600 feet ( 183 m) 
need two melee rounds of aiming before the rocket gets to 
them. 

Primary Purpose: Anti-armor, anti-personnel. 
Secondary Purpose : Defense. 
Mega-Damage: Rockets : Explosive warheads inflict I D6x l0 
M.D. to a 3 foot ( 1.0 m) area. Fragmen tary warheads do 5D6 
M.D. to a 20 feet (6. 1 m) area. Machinegun: A burst is I 0 
rounds and inflicts 2D4x IO M.D. Can only fire bursts. 
Rate of Fire: Equa l to the combined number of hand to hand at
tacks of the pilot. 
Effective Range: 2000 feet (6 10 m) for both weapons. 
Payload: Rockets: 6 in magazine; two additional magazines can 
be clamped to the sides of the suit. 

Machinegun: Oversized drum magaz ine has 300 rounds (30 
bursts). A spare can be clamped in back, below the back
mounted missile launcher (see below). Changing magazines 
counts as one melee action/attack. 

2. Short-Range Missile Launcher: To counteract the Arkhons ' 
superiority in artillery and mortar s, the Nazca PA is supplied 
with a backpack launcher and eight short-range missiles. 
These missiles can be targeted by forward observe rs to hit 
targets beyond the sight of the pilot. They are also the best 
weapon system to deal with flying robots and the Arkhon at
tack fliers. 

Primary Purpose : Bombardment , anti-aircraft. 
Secondary Purpo se: Defense. 
Mega-Da mage: Varies with missile type, typically ID6 x l 0 or 
2D4xl0. 
Rate of Fire: One at time, or in volleys of two or four missiles. 
Effect ive Range: 1-3 miles (1.6 to 4.8 km ). 
Payload: Eight missiles . 
3. Energy Blasters: There are no visible weapon mounts for 

these blasters because they are magic in nature; an exte nsion 
of the same energies that keep the armor suit powered up. 
These energy blasts are used ~ backups for when the ammo 
of the other weapon systems is used up. 

Primary Purpose: Anti-armor, anti-personnel 
Seco ndary Purpose: Defense. 
Mega-Damage: 5D6 M.D. per blast. 
Rate of Fire: Equal to the number of hand to hand attacks of the 
pilot. 
Effective Range: 1000 feet (305 m) 
Payload: Effectively unlimited. 
4. V-Blades: The forearm slashing blades are surrounded by the 

same energy field that strengthens and energize s the suit. As 
long as the energy field is on , the blades inflict 3D6 M.D. in 
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additi on to the suit 's supernatural P.S. damage (for a total of 
7D6 M.D.). When the su it is reduced to 200 M.D.C. or less, 
the blades only do 3D6+4 M.D . 

5. Hand to Hand Combat: Rather than use a weapon, the pilot 
can engage in mega-damag e hand to hand. See Power Annor 
Comb at training (Rifts RP G, page 44) for more infonnation. 

Mega-Dama ge: 
Punch: 4D6 M.D . Kick: 5D6 M.D. 
Power Pun ch: ID4xl0 M.D. (counts as two attacks) 

Armor of the Sun 
This is not truly a suit of powe r armor, but a holy talisman of 

the Panth eon of the Sun which, when act ivated, encases the 
wearer in a flaming golem- like creature! This magical item is 
not mass-prod uced; the gods of the pantheon have created about 
I 00 amulets, all of which are in the hands of loya l Inca Warrior s, 
demigods, or other champion s. The strength and power of the ar
mor are directly linked to the willpower and mental endurance 
(M.E.) of the wearer; the stronger the will of the wielder , the 
stronger the suit. 

The amul et is a go lden medallion, fashioned like a spiked 
sun. The wearer can activate it by touching the medall ion and 
concentrating (takes one melee action). An instant later, the 
characte r has been replaced by a huge golden figure , humanoid, 
with a broad back, thick limbs, and an Inca helmet seemingly 
sculpted into its head . The figure appears to be burning, but the 
flames never consume it, ju st extend all around him like the co
rona of a star. While inside the cons truct, the "p ilot" can see 
throu gh its eyes and use all of its senses . The armor of the sun is 



NOT a technolo gica l suit of power armor , howeve r; it has none 
of the special sensors, communication systems and other gea r 
commonl y found in such suits. Instead, it has several magica l 
power s and abilitie s. 

Amon g other thing s, the armor of the sun ca n fly, run al great 
speeds, and shoot searing bolts of magica l plasma. It is totally 
immune to fire and high ly res istant to energy attack s. The armor 
can be made to shine with a blindin g, searing intensity, ab le to 
harm vampire s and other creature s of the night. The armor' s 
very touch can melt iron and cause flammable s to ignite. The su
pernatural strength of the constru ct ca n threaten mega-dama ge 
creature s and vehicles that can resist the flames. 

The armor 's wearer can wear any sort of personal armor , but 
not power armor or exoske leton s. When the effect is over or the 
sun armor is destroyed , the wearer appear s in its stead. The amu
let can be activated up to six time s a day, and eac h activation can 
last up to two hour s. If the armor is destroyed , it cannot be reac
tivated for 24 hour s, but it does regenerate to full M.D.C. by the 
end of that time. Note: Any damage suffered by the suit carries 
ove r from activa tion to activation so canny character s ca nnot de
activate and act ivate the armor to ge t a brand new suit. 

Model Type: SOL -I Class: Magical Construct Assault System 
M.D.C. by Location: The M.D.C. of the Sun Armor is deter-

mined by the Mental Endurance (M.E.) of the wearer. There 
is a limit to the armor , however , regardle ss of how strong the 
will of the weare r is; this limit is listed in parentheses. 
Arms - M .E. x 10 (Maximum 250) 
Legs - M.E. x 15 (Maximum 375) Crew: One 
Head - M.E. x IO (Ma ximum 300) 
* Main Body - M.E . x20 (Max imum 600) 

* Depleting the M.D .C. of the main body shuts down the 
enchantm ent, ca using the armor to disappear. The wearer, 
clad in his normal clothing/body armor , will appear where the 
construct stood, unharmed but now vulnerable to attack. The 
armor is not ava ilable aga in for 24 hours after its destruction! 

All compon ents of the armor heal at the rate of I D6x I 0 
M.D. per hour. Deactivatin g and activat ing the armor does 
NOT bring back a brand -new suit of armor ; damag e is con
stant until it regenera tes (the rege nerat ion continu es wheth er 
or not the suit is act ive, howeve r). 

The armor takes no damag e from flame attacks , including 
plasma and maiica l fire , and takes half dama ge from energy 
attacks. 

Speed 
Runnin g : I 00 mph ( 160 kmph) maximum. The act of running 
does not tire the operator ; the armo r's magica l power pro vides 
all the energy. 
Flying: 200 mph (320 kmph) maximum. 
Range: Limited only by the number of act ivations ( 12 hours a 
day total), for a maximum range of 2400 miles (3840 km) per 
day. Maximum flying altitude is limited to 15,000 feet (4572 m). 

Statistica l Data Length: 3 fee t (0.9 m) 

Heigh t: 7 feet (2. 1 m) Weight: 800 lbs. (362.4 kg). 
Phys ical Strength: P.S. 40 (supernatural) Width: 4 feet ( 1.2 m) 
Cargo: None; clothes, body armor and carried weapo ns disap
pear when the armor is activated , and reappear afterward s. 
Power System: Magical; needs to be magically recharged (1,000 
P.P.E.) every two yea rs. 
Market Cost: Neve r sold by the Empire of the Sun ; a stolen amu
let could cost as much as 10+ million credits. 
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Weapon Systems 

l. Fiery Aura: The suit is surround ed by flames that can be ex
tended up to 6 feet (1.8 m) away from the suit. The power is 
usually only activated when the suit is flying, or the armor 
would melt and scorch the very gro und around it. Incomin g 
enemy missiles take dama ge from the aura before str iking the 
chara cter; if the dama ge is enough to destroy them, the armor 
only takes half dama ge ! 

Primar y Purpo se: Defense 
Seco ndary Purpo se: Anti-perso nnel 
Mega- Damage: Anythin g comin g into range of the field of 
flam es takes 4D6 M.D. 
Rate of Fire: Always on, damage occurs instantly; if the ob
ject/person remai ns in the field of effect, it/he will take 4D6 
M.D. every 5 seco nds (12D6 M.D. or I D6x 12 M.D., after a full 
melee round! ). 
Effect ive Range: 6 feet ( 1.8 m). 
Payload : Unlimited. 

2. Flame Blasts: The suit can fire fiery blasts from its hands or 
eyes. Damage can be adjusted in increments of I D6 M.D . 

Primar y Purpo se: Anti-arn1or 
Seco ndary Purpo se: Defense. 
Mega- Damage: ID6 M.D . to I D6x I0 M.D. 
Rate of Fire: Equal to the numb er of hand to hand a ttacks of the 
pilot. 
Effec tive Range: 2000 feet (6 10 m) 
Payload: Effect ively unlimit ed. 

3. Blinding Aura: The suit can increase its brightness until it 
dazz les anyone in the area of effect. People look ing directly 
at the suit will be blinded unless they roll a saving throw of 
I 6 or higher (-8 to strike, parry and dodge for I D6 melee 
rounds). Characters with polarized helmets, gogg les, etc., 
nee d to roll a 13 or higher to save vs the blindin g effects, and 
eve n then they are at -3 to all attacks for I D4 rounds. Targets 
inside power armor and robots suffer no ill effect. 

Primary Purp ose: Anti -personne l 
Mega- Damage: None , except vampire s (-3 to save vs blindn ess 
and suffer 2D6 damag e per mele e round exposed to the light). 
Rat e of Fire: Equal to the num ber of hand to hand at.tacks of the 
user; typica lly never used more ofte n than once per round. 
Effe ctive Range: Area bathed by light ca n be adju sted in IO foot 
(3.0 m) increments, up to a radiu s of 200 feet (61 m). , 
Payload: Unlimit ed. 

4. Magical Systems: The suit does not have rada r, radio or other 
normal features of armo r. However, its magic can replace 
many syste ms: 

Environm ental Sys tem: The armor prote cts the wearer from all 
ex trem es of temperature, gases, tox ins and hostile environ ment. 
Senso rs: The suit can see the invisible and sense magic (range 
2000 feet/6 10 m). 
Communi cation : The suit ca n send te lepathic messages to a psy
chic or magician (including prie sts and True Incas ) up to one 
mile (1.6 km) away. 
5. Hand to Hand Combat: Rather than use a weapon, the pilot 

can engage in mega-dam age hand to hand combat. Use the 
follow ing bonuses rath er than the standard Power Armor 
Co mbat bonuses: 

• One hand to hand attack per melee (plus those of the pilot) 
• +2 to strike and parry,+ I to dodge , +2 to dodge when flying, 



• +2 to dodge with punch , fall or impact. 
• Add an additional melee attack at levels six and twelve. 
Mega-Damage: 
Punch: 5D6 M.D. 
Power Punch: 1D6x l0 M.D. (counts as two attacks) 
Kick: 6D6 M.D. 
Leap Kick: ID6xl0+6 M.D. (counts as two attacks) 
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Atahualpa Combat Suit 
This s imple power armor was the first working model devel

oped by the annorers of Arequipa, and it has had over two cen
turies of serv ice. Its simplicity, sturdiness and relative cheapness 
have cont inued to make it the most commonly produced suit of 
annor in the Empire. Over 5,000 of these suits are still in mili-

' 



tary serv ice, and thousa nds more are in the hands of loca l mili
tias and volunteers. 

The Atahualpa is a fully sea led suit of armor with no apparent 
eyes. The head/he lmet is nea rly featureless (the sensors are hid
den in a manner similar to a two-way mirror), and it is rather 
square and unattrac tive. The torso am1or is a solid, broad-shoul
dered, central block; a tlexible , thin middl e joins the torso to a 
sma ller block protecting the pelvis/hip area. The ann s and legs 
are relatively thin, but the elbows and knees are big , round , al
most cartooni sh-looking, as are the feet and hands. Three mini 
miss iles are mounted over eac h shoulder . As a primary sideann , 
the pilot carries an oversized version of the lllapa ritle, with a 
much larger drum magaz ine. Two chest guns fire conventional 
S.D.C. 12mm bullet s, or can fire explosive round s to act as a 
back-up. 

Model Type: AC- I 
Class : Infantry Combat Exoske leton 
Crew: One 
M.D.C. by Location: 

lllapa Giant Ritle - 120 
Arms (2) - 80 eac h 
Mini-Missile Launc hers (2, on shoulders)- 60 eac h 
Legs (2) - 120 eac h 
* Head - 60 
** Main Body - 200 

* Destroying the head of the power armor will e liminate 
all fonns of optica l enhancements and sensory sys tems . The 
pilot is forced to rely on his own human vision and senses. 
All power annor combat bonuses are lost. Hilling the head re
quire s a called shot at -3 to strike. 

** Dep leting the M.D.C. of the main body will shut the ar-
mor down completely, making it useless. 

Speed 
Running: 50 mph (80 kmph) maximum. Note that the act of run
ning does tire out the operator, but at 30% of the usual fatigue 
rate thanks to the robot exoskeleto n. 
~: Not possib le. 
Statistical Data 
Height: 8 feet (2.4 m) 
Width: 6 feet (1.8 m) 
Length: 4 feet ( 1.2 m) 
Weight: 1,200 lb. (~44 kg) 
Phys ical Strengt h: Equal to a P.S. 30 
Cargo: None. 
Power System: Nuclear; average energy life is 10 years. 
Market Cost: 1.5 million credits 

Weapon Systems 
1. lllapa Giant Rifle: This is a standard Illapa ritle, but with 

larger handles to allow the powe r annor to use it, and a 
larger drum magaz ine. 

Primary Purpose: Assau lt 
Secondary Purpose: Defense. 
Mega-Damage: 4D6 M.D. per shot. A 3-round burst does 
ID4xl0 M.D., and a 10-round burst inflicts 2D4x 10 M .D. 
Rate of Fire: Selec tive fire; single aimed shots, 3-round bursts, 
and 10-round bursts. The weapon has a disengage mechanism 
that prevents full-automat ic fire (the gun stops cycl ing after I 0 
rounds have been shot and until the so ldier releases the trigger 
and presses it again). 
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Effective Range: 2400 feet (73 1.4 m) 
Payload: 600 round magaz ine; that's 60 ten round bursts. 
2. Mini-Mis sile Launchers (2): These mini-missile launchers 

are fed from interna l magaz ines, allowin g the power armor to 
laun ch seve ral volleys of up to six missiles before running out 
of ammo . Often , eac h launch er is loaded with a different type 
of missile Lo allow for a var iety of missions. 

Primar y Purpose: Varies with missile type. 
Secondary Purpo se: Defense. 
Mega -Damage: Varies with missile type. 
Rate of Fire: One at a time or in volleys of three or six missiles. 
Effective Range: About one mile ( 1.6 km). 
Payload: 18 total; 3 in eac h launcher and six more in integra l 
magaz ine, for 9 per launcher. 
3. Chest Guns: These guns fire 12mm bullets, used aga inst 

S.D.C. targets. The gun can also be loaded with explosive 
round s that enable it to damag e M.D.C. targets . 

Primary Purpo se: Anti-pers onnel 
Secondary Purpose: Defense. 

Mega-Damage: Standard round s: 2D6xl0 S.D.C. (1 M.D.) per 
burst of 10 round s or 4D6x l0 S.D.C . (2 M.D.) per simultaneous 
double burst from both guns (counts as one melee attack). Ex
plosive rounds: 2D6 M.D. per burst of 10 rounds or 4D6 M.D. 
per s imultaneous double burst from both guns (counts as one 
melee attack). Can only fire bursts . 
Rate of Fire: Each burst counts as one attack per me lee. 
Effec tive Range: 3000 feet (915 m) 
Payload: 2000 round s per gun; that's 200 bursts. 
4. Hand to Hand Combat: Rather than use a weapon, the pi lot 

can engage in mega- damage hand Lo hand combat. Refer to 
the Power Arm or Combat section in the R(fts RPG, page 44. 

Solar Combat Armor 

In an attemp t to find a technologica l equival ent to the Annor 
of the Sun, the armore rs of Arequipa worked for years trying to · 
develop a tlame-cove red suit of powered armor. ln the end, they 
did not have the technological deve lopme nt necessary to pro
duce this system, but their efforts intr igued the D-Bee engineers 
of New Babylon (see the Silver River Republics). A team of 
expert s from the Baby lonia n Gu ilds worked on the projec t inde- \ 
pendently, and years later, produ ced a success ful "flam ing ar
mor" suit. The prototype was sold Lo the Empire, and it proved 
to be a highly popular and effect ive model. By I 00 P.A., the So-
lar Co mbat Anno r was assemb led in Arequipa, although many 
part s still need to be imported from New Babyl on. 

Th e principle behind the Solar Power Armor is highly inno
vative. The anno r is covered by a number of magnetic fie ld gen
erators and plasma dischargers. When the flame system is 
activa ted, plasma is released at a cons tant rate by the dis
chargers. The plasma is then captured by the magnetic field gen
era tors and kept in a constant flux, about an inch away and 
around the armor. The magnetic field prote cts the armor surface 
from dama ge, proje cting 90% of the heat outwa rd, towards the 
enemy. The plasma field acts as a shield against flame attacks, 
and it also ignites or melt s any material s that come into contact 
with it. The plasma makes the suit very effec tive in hand to hand 
combat. The main disadva ntages of the tlame system are that it 



makes the suit detectabl e by any heat sensors or heat-seeking 
miss iles, and the fiery plasma field can be seen by the naked eye 
for miles around. On the other hand , the plasma projectors can 
fire bolts of mega-damage flames from six different positio ns, 
enab ling the pilot to engage targets in all directions. Also, the 
plasma field can be turned off instantly, which will invaria bly 
confuse heat-seeking missiles and sensor systems. 

In addition to the plasma projector s, the suit has one integral 
rail gun built into its right arm and fed from a central magazi ne 
in the torso. The rai~ gun is highly effective aga inst Arkhon 
Cerastee l armor and makes a good back-up for the plasma sys
tem. Finally, the Solar Combat Armor has a set of lasers in
stalled in the eyes of the suit. Its flying propu lsion system is 
much faster than the magical flight of the Armo r of the Sun, 
making it a goo d answer for the fast attack fliers used by the 
Arkhons. The main drawback to the armo r is its high cost, which 
limits the number the Empire of the Sun can put in the field. 

Model Type: SC-Mark HI 
Class: Airborne Assault Exoske leton with Plasma Fie ld System 
Crew: One 
M.D.C. by Location: 

Arms (2) - I 20 eac h 
Legs (2) - 200 each 
* Head- 120 
** Main Body - 320 

* Destroying the head of the power armor will eliminate 
all forms of opt ica l enhanceme nts and sensory systems. The 
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pilot is forced to rely on his own hum an vis ion and senses. 
All powe r armor combat bonu ses are lost. Hitting the head re
quir es a called shot at -3 to strike. 

** Depleting the M.D.C. of the main body will shut the ar-
mor down completely, makin g it useless . 

Speed 
Runnin g: 60 mph (96 kmph) 
Flying: 400 mph (640 kmph) maximum. 
Range: Can fly for up to 24 hour s witho ut overheatin g. Maxi
mum altitude is 20,000 feet (6096 m). 
Statistical Data 
Height : 7 feet (2. 1 m) 
Width : 4 feet ( 1.2 m) 
Length: 3 feet (0.9 m) 
Weight: 500 lbs. (226.5 kg). 
Phys ical Strength: Equal to a P.S. 35 
Cargo: No ne 
Power Syste m: Nuclear; average energy life is 15 years. 
Market Cost: 20 million credits. 

Weapon Systems 
I . Plasma Projectors (6): These plasma projectors appear to be 

small knobs on the hand s, chest, back and knees of the armor. 
The proje ctors can be used in two mode s; first , to release the 
plasma used by the fire syste m (see below). The seco nd, more 
common use is to fire plasma blasts at a distance. Although 
the six projec tors do not add to the number of attacks the pilot 
has, tbe pilot can engage targets without having to aim a 
weapon at them ; all he needs to do is activate the projecto r 
facing the target. As a res ult, when using this system the pilot 
gains a + I to initiative. 

Primary Purpose: Anti-armor 
Seco ndary Purpose: Defen se 
Mega -Damage: ID4x IO+ IO M.D . per blast. A simultaneous 
doub le hand blast does 2D4x I 0+20 M.D. (does not get an initia
tive bonu s). 
Rate of Fire: Equal to the combined number of hand to hand at
tacks of the pi lot. 
Effec tive Range: 2000 feet (6 10 m) 
Pay load: Effec tively unlimited. 
2. Arm Mounted Rail Gun: The rail gun barrel is mounted on 

the right ann of the suit, and it is fed round s from a disinte 
grat ing belt that is coiled inside the arm and torso. Reload ing 
the gun is a cumbersome process if not done at a military 
base where they have the right too ls for the job, and requires 
taking off the suit. 

Primar y Purpose: Assault 
Secondary Purpose: Defense 
Mega-Da mage: A burst is 80 round s and does I D6x IO M.D. 
Can only fire bursts . 
Rate of F ire: Equa l to the numbe r of hand to hand attack s of the 
pilot. 
Effec tive Range : 4000 feet (1220 m) 
Payload: 2000 rounds, that 's 25 bursts. Reloading takes 5 min
utes in a military hangar. 
3. Eye Lasers: These are a final backup weapons system for the 

armor suit. 
Primary Purpo se: Anti-person nel 
Secon dary Purpose: Defense 
Mega-Dama ge: 2D6 M.D. per eye, or 4D6 M.D. per simultane
ous double blast. 
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Rate of Fire: Equal to the number or hand to hand attacks of the 
pilot. 
Effective Ran ge: I 000 feet (305 m) 
Payload: Effective ly unlimit ed. 
4. Plasma Field System/Flame System: This is a constant 

stream of plasma, held in place around the suit by a magnetic 
field. The field inflict s 3D6 M.D. to anything it touche s. [n 
hand to hand combat , it adds 3D6+6 M.D. to the hand to hand 
damage normall y inflicted by punches and kicks. Addition
ally, any flammable materials within 10 feet (3.0 m) of the ar
mor will ignite ! 

Slinger Light Tank 
The Slinger H- 1 is the only armor ed vehicle built in the Em

pire of the Sun. Slingers are manufa ctured in Arequipa , and are 
light tracked vehicles designed to be operated by two peop le, a 
driver and a gunner/co mmander. The tank is tiny, barely taller 
than a norma l human. The command er sits half inside the main 
body , and half inside the turret; his seat rotates with the turret, 
and he has control.over all of its weapon sys tems. The turret is 
armed with either a conventional 90mm cannon (the Hl -C) or 
with a laser cannon (the H 1-L). rt also has a coax ial 15mm ma
chinegun and an automatic grenade launcher. The pilot has ac
cess to a bow-mount ed machine gun of the same make. 

The tank does not use a nuclear power plant (ve ry hard to 
manufacture in the Emp ire of the Sun). Instead, it is power ed by 
diesel or electric engines. Although the tank is not extre mely 
powerf ul or well-armored , it has done relative ly well against the 
more advance d Arkho n war machi nes. Entire armo red divisions 
depend almost exclusively on this vehicle for its armor and fire
power. 

Model Type: H 1-C or H 1-L 
Class: Light Batt le Tank. 
Crew: Two; a pilot and a command er/gunner. 
M.D.C. by Locat ion: 

Turre t/Main Gun - 120 
Bow-Mounted Machinegu n - 40 
* Track Treads (2) - 60 each 
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5. Hand to Hand Combat: Rather than use a weapon , the pilot 
can engage in mega-damage hand to hand com bat. Use the 
bonu ses listed under the Robot and Power Armor Combat 
skill s, with the following modifier s to dama ge: 

Punch : I D6 M.D. (4D6+6 M.D. when the plasma field is on). 
Power Punch: 3D4 M.D . (5D6+6 M.D./counts as two attacks 
when the plasma field is on). 
Kick: 2D6 M.D. (5D6+6 M.D. when the plasma field is on) . 
Body Block Ram: Same as kick. 

** Main Body - 220 
* Depleting the M.D.C . of a tread will immobilize the tank 

until it is replaced. Replacing a tread will take I D4x IO min
utes by a trained crew (2 replacemen ts are ca rried on board ) 
or three times as long by the inexper ienced . 

** Depleting the M.D.C. from the main body will shut the 
tank down complete ly, rendering it useless. 

Speed 
Drivin g on the gro und : 60 mph (96 kmph) maximum. Cruising 
speed is typica lly 40 mph (64 kmph ). 
~: Not possible. 
Range : 400 miles (640 km) with electric or combustion engine. 
Statistical Data 
Height: 7 feet (2. 1 m) 
Width : 6 feet ( l. 8 m) 
Length: 9 feet (2.7 m) 
Weight: 5 tons 
Cargo: Small storage compartm ent for two energy riles, and two 
I foot squared (0.3x0.3 m) areas for perso nal effects. 
Power System: Gaso line or Electric . 
Marke t Cos t: 90,000 credits with all weapo n systems. 

Weapon Systems 
l. Laser Cannon (Hl-L Model): About 40 % of all tank s are 

arm ed with this laser cannon. Although the laser has a grea ter 
payload than a conventional cannon, it is less effect ive 
agai nst Arkho n armor . 



Primary Purpose: Anti-armor 
Mega-Damage: 1D6x l0+10 M.D. per blast. 
Rate of Fire: Each blast counts as one attack per melee. 
Effective Range: 4000 feet ( 1220 m) 
Payload: 500 shots per power battery (basically a giant E-cl ip 
that weighs I 00 lb./45 kg). 
2. 90mm Cannon (Hl- C Model): The other 60% of the tanks 

use a conventional cannon instead of the laser. The cannon 
can use a variety of amm unition and is more effect ive aga inst 
alien vehicles and robots. 

Primary Purpo se: Assault 
Secondary Purpose: Defense 
Mega-Damage: High-Explosive: l D4x IO M.D. to a 20 foot (6.1 
m) area. Annor- Piercing Sabot-D iscarding Solid: 2D4x10+ 10 
M.D . (no blast radius). 
Rate of Fire : Up to four shots per melee. Each shot counts as one 
melee attack. 
Effective Range: 4000 feet (1220 m) 
Payload: 40 rounds tota l in two autoloading magazines. Usually, 
one magazine has high-explosive and the other has armor-p ierc
ing rounds. 

TheArkhons 
Over two thousand years ago, an alien armada tried to invade 

the Earth. Thanks to the effo rts of the Nazca civilization (see d1e 
Empire of the Sun, elsewhere), that invasion was repulsed . 
Now , the aliens are back. Fort unately, they have been taken by 
surprise once again, this time by the condition s on Rifts Earth. 
What had been a mighty fleet of powerful ships has now been 
divided and severely damaged, a shadow of its former self. Even 
so, the Arkhons still remain a powerful force which may affec t 
the balance of powe r on Rifts Earth. 

The Invaders 
The Arkhons civilization developed technolog ically at 

roughly the same time-as the Atlantean civilization (see Rifts At 
lantis), thousands of years ago. The se imper ialistic aliens ex
panded their influence over hundreds of worlds, creating the 
mighty Arkhon Commonw ealth. Although not utterly evil, the 
Arkhons' expa nsion was ruthless. Races who resisted were at
tacked without mercy and in a few cases, nearl y exterminated in 
genocidal wars. 

When probes found Earth , over two thousand years ago, the 
Arkhons saw a lightly populated planet, ripe for the taking. A 
small expedition was organized, enough to subdue the insignifi
cant and primitiv e cultures then establishing themselves after the 
fall of At lantis. The Arkhons had little experience with magic, 
and the Nazca ns' counterattack took them by surprise, and oblit
erated most of their fleet. The Arkhon Council decided that 
Earth must be studied carefu lly before a new attempt was made. 
For the next two thousand years, the Arkhons turned their aims 
toward s other worlds, and contented themselves with send ing 
unmanned probes to examine the planet (some of which were .the 
cause of more than a few UFO sightings). 

3. Coaxial Machinegun and Grenade Launcher: These two 
weapon systems are aimed the same way as the main gun, al
though only one wea pon at a time can be fired. 

Prim ary Purpo se: Anti-p ersonnel 
Secondary Purpo se: Defen se 
Mega-Damage: Machinegun : 2D4x l0 M.D. per burst of 10 
rounds. Grenade Launcher: 3D6 M.D . to a 10 foot (3.0 m) area. 
It can also fire smoke, tear gas and other grenades. 
Rate of Fire: Bursts and single shots only. 
Effective Range: 2000 feet (6 IO m) for both. 
Payload: Machinegu n: 600 rounds (60 bursts). Grenade Launch
er: 60 shot magaz ine. 
4. Bow-Mounted Machinegun: This gun can be used by the pi-

lot to engage targets in front of the tank. 
Primary Purpose: Anti -personnel 

Seco ndary Purpo se: Defense 
Mega-Damage : 2D4x10 M.D . per burst of LO rounds. 
Rate of Fire: Bursts on ly (each counts as one melee attack). 
Effective Range: 2000 feet (6 10 m) . 
Payload: 600 rounds (60 bursts). 

The second, current invasion force to arrive on Earth was not 
an "offic ial" Arkhon project. Th is time, the fleet was made up of 
a prominent Arkhon clan , the Tlo-Arkhon , who had lost their 
standing and their lands. The clan, tota ling nearly a million, in
cluding servant s, bodyg uards, assoc iate families (many of which 
belonged to other spec ies), packed their belongings in their pri 
vate fleet (which includ ed a number of powerfu l warships) and 
set off towards Earth. Probes had been unable to sense what was 
happening on Eart h for some time (since the Coming of the Rifts 
as a matter or fact), but the clan leaders d ismissed this mystery 
and went ahead nonethe less; they had little to lose. The Tio-Ark 
hon were confident of victory and thoug ht they were prep ared 
for the magica l defenses of Earth, believing the Nazca plateau 
was Earth's main defense. 

The Arkho ns' seco nd invasion armad a arrived on Earth in the 
year 74 P.A. When the space-fo ld system of the Arkhons depos
ited the fleet near Earth orbit, disaster struck once again. The di
mensional energies around Earth played havoc with the 
space-fo lding systems of the alien ships. Some Arkhon para 
physicists believe that Eart h is trapped in a dimensional pocket 
that reacted badly with their space-warp engines. Others theorize 
that a Rift was crea ted by the arriva l of the ships, unleashing 
enonno us energies. The end result was that one- third of the ar
riving fleet never materiali zed. Whether they are lost in limbo, 
have been warped to a different star system, sent to a different 
dimen:sion, or atom ized, is anybody 's guess. To make matters 
worse, the Arkhons we re instantly attacked by the pre-Rifts or
biting space defense network , as well as the orb iting space sta
tions and defenders of moon base. ARother quart er of their ships 
were destroyed and the fleet scattered into several fact ions as 
they fled into Earth 's atmosphere. Several of these factions dis-
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The majorit y of the fleet 's survivor s plunged into Earth 's at
mosphere with no choice but to make a massive emergen cy 
landing. As fate would have it, they ended up making planetfa ll 
only a few hundred miles away from their ancient nemesis, the 
Nazca lines. Before attempting a landin g, the frantic and desper 
ate Arkhons tried to bomb the Nazca lines, but the myst ical de
fenses of the line makers managed to protect them from the 
brunt of the attack. After the fai led strafing run , the largest ships 
crash-la nded on plateau s in the Andes mountain chain , others 
made it to the surroundin g jung les and plains. The scattered Ark
hons suffered an additional I 0% casualties from bad landings , 
attacks from magic wielding natives or supernatur al beings, and 
other mishaps. It took month s to get reorganized, durin g which 
time the Arkhons managed to seize control of a large area of the 
continent. Soon the aliens came into conflict with the Empire of 
the Sun to the west and with the Silver River Republics to the 
east. All contact was lost with an estimated I 00,000 survivor s 
who were splintered from the main force and presumed lost 
(they are scattered in other parts of the world, mainly China and 
Asia). 

Arkhons in Orbit 
Note: Mo st of this information will be especia lly useful to 

Game Masters and players who use the Mutants in Orbit sup
plement (a sourcebook for After the Bomb® and Rifts®). Game 
Masters who have been running campaigns in that sett ing should 
feel free to change, omit or disregard the story lines introduced 
by the arriva l of the Arkhons to Earth. 

Many of the ships that had disappeared upon warping into 
Earth's orbit were warped forward in time, appeari ng almost 
thirty years later in space. They appeared near the human colo
nies who had survi ved the Great Catac lysm and had built new 
lives in space (see Mutants in Orbit). Starships from Freedom 
Station and the Moon Co lony, which were just about to fight 
each other, saw these new arrivals as a new, more important 
threat. The human commanders on both sides agreed to call off 
their dispute and deal with these aliens. Although the Arkhons' 
ships were far sup1:rior technologically , they were damaged and 
in a state of disarray. An epic space battle followed that de
stroyed the two largest ships in the Arkhon armada and dozens 
of smal ler ones. The Arkhons managed to break free from the 
engageme nt , however, inflicting savage losses on the two human 
fleets. The aliens then discovered that every single space-fo ld 
drive and faster-than -light syste m in their ships had been com
pletely burnt out by the dimensional anomaly. They couldn ' t flee 
the solar system, and were stuck in space. 

Roughly 250,000 Arkhons have ended up stranded in our so
lar system. Bad as it may be for the Arkhons , it is worse for the 
strugg ling space communities that had lived in space since the 
Great Catac lysm. A new power has joined the floating colonies 

in Earth's orbit. The most immedi ate change was the furious 
space battle that erup ted in space. The resulting conflict weak 
ened every space power around Earth, with the exception of 
Outcast Station. 

The commandi ng officer of this Arkhon fleet, Lord Tarris, is 
theoreti cally under the control of the leade r of the ground forces, 
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but both he and Over lord Enno know that he is mostly on his 
own. Even communi cating with Earth is virtually impossib le, Lo 
the point that only a monthly conference can be scheduled to 
keep both sides abreast of what's going on. The communi cat ion 
problem s may be the result of debris orbiting the planet or di
mensional anoma lies surroundin g it. In any case , Lord Tarri s is 
the rea l commander of the forces in orbit. ironicall y, Tarris was 
actually an opponent of the plan to invad e Earth, but now that 
they are stuck orbiting what he calls "t his hellish mudball, " he 
plans to make the most of it. 

The goal of the Arkhons in orbit is to secure a planetary base. 
Although their ships have enough life support systems and sup
plie s to keep the crews and colonists a live for severa l decade s, 
they wi ll not be enough for the long tenn. To survive, the Ark
hons need to have access to the resources of a planet or at least 
the asteroid belt. Three separat e undertakin gs aim to ach ieve 
this. 

The first target of the Arkhons is the Moon Colony, better 
known as the CAN Republic. As the largest and most powerfu l 
colony, the CAN Republi c is an enemy that must be subdued 
sooner or later. Constant raids by spacefig hters ravage the col
ony's installations on a regular basis. Although such attacks are 
always defeated , often with higher casualties among the attack
ers, the Arkhon s are slow ly weakening the human co lonists. At 
this po int, it would be easy for the other space civi lizations to at
tack and maybe even conquer the Moon, but most Earth colonies 
have decided that the Arkhon threat is more important than pre
vious con flicts, and are not taking adva ntage of the moon col
ony 's weakness. 

The main part of the Arkhons' fleet has headed toward Mars. 
The planet has all the raw materials the Arkhon s need to sustain 
themselve s for centuries. Unfortunately for the aliens, settling on 
Mars for good will take centuries of terrafonning, something 
they lack the equipment to do (the ir pla n was to conquer a habit
able world; the Arkhon culture prefers to conquer rather than ter
rafonn ). The only obstacles the aliens have found on that planet 
are the insecto id mutants that plague it and the Rifted creatures 
and monster s that prowl the Martian wastelands. By 100 P.A., 
the Arkhon s managed to estab lish a sma ll base on Mar s, and are 
slowly expanding their influence on the red planet. 

The Arkhons in 
South America 

The majority of the Arkhon Armada has establi shed a Free
hold in the mountain chains of pre-Rifts Ecuador that extends 
into the Andes mountains, some of the Amazon Jungle and the 
plains to the East. The Freehold consis ts mainly of isolated or 
semi-isolated settlements, usually built around their downed 
starsh.ips. 

History 
The Arkhons' developed on an Earth-like planet some two 

million years ago. Their civi lization developed at roughly the 
same speed as on Earth, but with a couple of thousand years' 
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head start. The dominant culture was warrior and family-base d. 
Each Great Fam ily had thousands and, eventually millions, of 
members . Eac h family controlled a large area of land, as well as 
the region 's army , industry and businesses. The Great Familie s 
competed, made and broke alliances, and only worke d toget her 
to safeguard their common intere sts. Somehow, this disjointed 
culture managed to conquer and absorb all others, achieving 
complete dominance over their planet. A World Council, at
tended by representatives of all the Great Familie s, was founded 
shortly thereafter. 

The discovery of space flight and the capability to trave l to 
other planet s, allowed the Grea t Fami lies to once again strike out 
on their own. The largest and most powerful clans estab lished 
space program s and started colonizing and conquering worlds 
inhabited by primitive people. When one of the families invaded 
another advanced civi lization, the ensuing war forced them to 
ask for help from their Arkhon "cousins." The World Counci l, 
which for decades had been a mostly ceremo nial institutio n, 
soon became a powerful force that would quickly turn into an in
terplanetary government, ove rsee ing the Arkhons' Great Fami
lies and the races who had fallen under their sway. 

Even under the new system, the Great Famil ies continue to 
bicker amongst themselves. One of those disputes involved the 
Tlo-Arkhon family and the invasion of Earth. The family was 
one of the most influential, but the greed and savage ry of its 
leaders eventua lly proved too much for even the Arkhons to 
stomach. When Overlord Enno Tlo-Arkhon, the clan leader, or
dered the massacre of one million rebellious aliens on a recently 
conquered wor ld, the World Council turned against the entire 
family. Witho ut support from the other clans, and outnum bered 
and outgunned by the Counc il, Overlo rd Enno had no choice but 
to surre nder and accep t the rulings of the council. The clan was 
stripped of all its holding s, but was allowed to keep its weapo ns 
and starships. The ships' computers were programmed to set 
course for Earth , the mysterious planet that once before had 
thwarted their conque st effo rts. Clan Tlo-Ark hon believes that 
they could prove themse lves worthy by conquer ing that planet; 
nobody would help them , and if they failed there would be no
where to go. Thus , they leapt into the breach. 

Culture 
The Arkhons are a family/clan-orie nted warrior socie ty that 

has thrived for thousa nds of years. The dominant culture origi
nated in inhospitable plains, and was made up war-like of no
mad ic tribes who conquered and abso rbed their wealthier 
neighbors. As a resu lt, Arkhons greatly respect prowe ss in com
bat and mi litary sk ills. However, they are not simple-minded 
barbarians who will charge headlon g into battle at the slightest 
provocation; instead, they plan and act with cold-blooded preci
sion, plotting and calculating the best tactics and doing what is 
best for themselves and their families. Unlike other warrio r 
races, the Arkhons do not have an overpowering sense of honor, 
either. They will cheerfu lly ambush, betray or break treat ies with 
their opponents and riva ls if it best serves their purposes. They 
do this even when fighting amongst themse lves, let alone other 
races and cultures . Conseq uently, as many battle s are won 
throu gh treachery and duplicity as they are with brute force. 

The Arkhons on Earth came from a family of rogue s regarded 
as miscreants even among their race. The T lo-Arkho n made 
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many enem ies with their dreams of glory, bids for power , cr imes 
and cruelty. Now the survivors on Earth are truly desperate be
ings, willin g to pay any price to rega in their wealth and power . 
Overlord Enno, ruler of the family, is a brutal, cruel and ca lcu
lating being. He had planned to conquer Earth and use its peop le 
and resou rces to build a huge fleet with which he would return 
home and destroy his "cousin s" if they did not give him the re
spect and position he and the Great Family deserve d. Instead , he 
now is reduced to the role of minor warlo rd in a savage and tur
bulent land. Thi s infuriate s him and many othe r Tlo -Arkhon s. 
Still, he has a form idable army and feels that eventua lly he 
might fulfi ll his dreams. His first goa l is the conquest of the con
tinent and then of the world. At this point , he knows little of 
what lies ou tside South America , so he is bound to be bitter ly 
disappointed when he sees the formidab le forces arrayed against 
him. In time, however, he may become a force to be reckoned 
with. Eve n if he and his forces are doomed to ob livion by Enno 's 
shorts ightedness, they will cause great conflic t and destroy thou
sands before they perish. 

The gove rnment of the Arkhon family units or clans are fam
ily-based. The Over lord's title is Wellekhon, whic h means both 
"ove rlord" and "pa triarch." The Wellekhon is, in effect, the par
ent-figure of the entire clan, and everyone else is his "child ," 
honor-bo und Lo be obed ient and respec tful. He is assisted by the 
Elders, the older and wiser member s of the clan, who adv ise him 
in all matters. However, all fina l deci sions remain with the Over
lord. On a few occasio ns, insane or self-destruc tive Overlord s 
have been assass inated by the Elders, so their advice is a lways 
respected and often heeded (and their activities secret ly moni 
tored). 

The Arkhon Freehold 

Population Breakdown: 600 ,000 total (50 % Arkhons, 30% Fal
lam, 15% human serva nts, 5% other races). An additiona l 
400,000 humans and D-Bees live in the area, usually in small 
villages (under 200 inhabitant s per eac h comm unity). These vil
lages are usually ignored by the Arkhons unless they try to fight 
them or res ist their will. 

Afte r their ill-fated arrival on Earth, the Arkhons seuled in 
about a dozen citade ls, bui lt around the remains of their power
ful starships. Given the firepower of these starships (incl uding 
energy cannons that inflict damage in excess of 1 D4x 1000 
M.D. !), these citadels are basica lly impregnable aga inst anything 
but the large st armies, or small commando raids. Fortunately , all 
those ship s are gro unded for good, and their mounta inside loca
tion make their firepower relatively short -ranged. The main guns 
could co nceivably shoot through the mountai ns, but this might 
lead to a massive ava lanche that would bury the ships and every
body in them. The Tlo -Arkhon and Over lord Enno are vind ic
tive, driv en and not frustrated, but they are comp lete ly insane or 
suicidal. 

Each citade l has between 5,000 and 50,000 peop le, excep t the 
Grea t House, built around the flagship of the fleet, which hou ses 
150,000 people (mainly Arkhons). , he citade ls are organ ized 
and spread apart no further than I 00 miles ( 160 km) from eac h 
other, allowing for reinforcemen ts to arr ive rela tively quickl y. 
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Constant aerial patrols monitor the major mountain passes. 
These patrols are often attacked by either the lncas, the Megav
ersal Troopers, or soldiers from the Silver River Republics, so 
casualties are high. Land patrols, combining heavy robots, ar
mored vehicles and power armor, are sent on reconnaissance and 
raiding missions. Border villages and towns in other nations are 
often targeted fLrst. Typically, the target is looted and anybody 
who doesn't flee immediately is killed. The Arkhons rarely take 
slaves, and they already have all the human servan ts they need. 
Even more feared, however, are the Arkhon Spectral Hunters . 
a special brand of cyborg with terrifying stealth and weapon sys
tems. The Hunters often undertake "terror missions," commit
ting all kinds of atrocities to "teach" humans the consequences 
of rebellion. 

Arkhon Armed Forces 
The Arkhons Armed Forces are divided into two branches: 

the Land Army (LA) and the SAS (Space-Air-Sea) Army. The 
Land Army is itself divided into Mechanized Infantry, Armored 
Cavalry and Air Cavalry. Mechanized Infantry are the ground 
soldiers, carried in transports or using light exoskeletons like the 
Stonnwind Units. The Armored Cavalry includes tanks, artil
lery, ground robots and power armor. The Air Cava lry consists 
of flying power armor suits and light attack aircraft. 

The SAS Army controls the skies, the seas, and empty space. 
It flies the lethal fighter-bombers that spread terror in Inca cities, 
and it deploys small submersible ships to interdict oceangoing 
trade. Its role has become limited, and many of its own combat 
troops (marines) are now assigned to larger Land Army units. 

In all branches of the Army, the smallest unit is the Fireteam 
(equivalent to a squad): Arkhon fireteams have 10-12 infantry
men, 3-5 power armor soldiers, or 1-3 aircraft, tanks or robots. 
Fireteams are commanded by a Swordbearer. 

Following the Fireteam is the Triangle, the Arkhons' version 
of a company. A Triangle consists of three fireteams, about 30-
40 infantrymen, 10-20 power armor troopers, and 3-12 aircraft, 
tanks, robots or heavy vehicles. Triangles are led by a Knight 
and an assistant Swordbearer (for a total of four Swordbearers in 
the Triangle). 

A Shield consists of four Triangles and support units, includ
ing a medical team, an artillery battery, and a supply and repair 
team. Shields have between 120-200 soldiers, plus an additional 
40-60 support personnel. Typically, a Shield has two Triangles 
of infantry, one Triangle of power armor troopers, and a triangle 
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of tanks or aircraft, although all-infantry or all-tank Shields are 
used in large-scale conflicts. Shields are the largest unit used in 
most operations since the Arkhons' landing. Shields are com
manded by a Duke and his staff (usually two staff Knights and 
four Swordbearers). 

Larger and less-used units include the Shieldwa ll (4 Shields, 
400 to 800 soldiers), the Phalanx (4-6 Shieldwalls, 2,000 to 
5,000 soldiers), and the Army (2-4 Phalanxes, 6,000 to 20,000 
soldiers). The Arkhons have only moved Annies on two occa
sions; one large-scale assault in 85 P.A. against the Inca Empire 
(see the Battle of Huari in the Empire of the Sun section), and 
a later move in 93 P.A. against a threatened attack from Cor
doba; when the Cordobans saw a 20,000 strong alien Army ma
neuvering near the plains, they quickly reconsidered and called 
off their invasion. 

Overlord Enno 
The ancient patriarch of the Tio-Ark hon family, Enno has, for 

good or ill, led his people for over a hundred years. Under him 
and his father' s tutelage, the Tlo-Arkhons became the largest 
and most powerful family in Arkhon space, controlling over two 
dozen inhabited worlds and many times as many mining colo- · 
nies, space stations and other installations. Enno's ambition and 
ruthlessness became infamous even before he inherited the title 
of Overlord. As his father 's second in command, he personally 
led the Tlo-Arkhon armies against entire planets, showing his 
mastery as a strategist and suppressing all resistance without \ 
mercy. When his father was assassinated by a rival family, Enno 
swiftly consolidated his hold on the clan and then proceeded to 
destroy his father's killers, managing to make a number of gains 
for his family in the process. Many prominent Arkhons believed 
that if anybody could unify the entire Arkhon Dominion under 
one rule, it would be this brilliant and merciless overlord. 

It was then a combination of fear, hatred and revulsion that 
motivated the other Arkhon families to tum against Enno and his 
family. The crimes with which he and his people were accused 
(the genocide of over a million sentients) were real, but the real 
crime for which the family suffered was that Enno's Great Fam
ily was threatening the status quo and needed to be suppressed. 
At least, that is how Enno clearly sees events. He has sworn that 
one day, he or his heirs will return and take revenge on his tor· 
mentors. 

Even in defeat, Overlord Enno had a grand vision. His choice 
as a place of exile was the mysterious world where the Arkhons 



had suffered their grea test defeat. The Overlord decided that he 
would conquer Earth , and then use its resources to return in tri
umph and reclaim his rightfu l place among the World Council. 
Most of his clan elders believe in Enno' s vision, and will follow 
him anywhere. 

Overlord Enno is a tyrant , used to being feared and respected. 
Underlings are expec ted to grove l and kneel before him, and he 
expects such behavior from everybody, with the excep tion of the 
Elders and other powerful beings. Prisoners who do not show the 
proper respect are tortured or killed without a second chance. He 
will usually treat other members of his fami ly well and with 
honor. Everyone else is beneath his contempt and he will not 
hesitate to lie, cheat or harm outsiders. A co ld-blooded mur
derer, Enno had over a million people (including children, old 
people and other non-combatant s) eJtecuted when a conquered 
planet 's rebel forces wouldn 't surrender , and that is ju st one of 
many atrocities. He is willing to go to any length to further the 
interests of his Great Family. His plans for the Empire of the Sun 
include mass executions of all Inca nobles and demigods; he has 
a list of specific targets to be assass inated or captured , and it 
runs into the hundred s of thousands! 

Foreign Relations 
The Arkhon Freehold' s main goa l is to expand and eventually 

take over the entire planet. The aliens still do not know enough 
about Rifts Earth to realize how hopeless their task is. 

The Empire of the Sun: The Incas and their gods are the 
Arkhons ' most hated and deadly enemy . As the heirs of the se
crets of the Nazca lines, the Incas hold the power that once swat
ted an entire invasion fleet out of the sky, and the Arkhons ha
ven't forgotten that. A state of war exis ts between the Arkhon 
Freehold and the Empire. Skinni shes and even full -scale battle s 
occur often. So far, the Incas' magic, technology and superior 
numbers have held the aliens at bay. As the Arkhons grow in 
numbers, gather recruits, and start producin g more and bigger 
weapons, the tide may tum . 

Most of the war is being fought in the mountain ranges. Ark
hon aircraft fly through narrow mountain passes, shooting any
thing they see, often killing innocent villagers and traveler s. Inca 
mages and snipers attack those ships whenever they see them. 
Also, anned units ranging in size from squads (6-10 men) to 
full-fledged battalion s (500- 1000 troops) are sent on search and 
destroy missions (by both factions), or try to capture towns , vil
lages and major road junctions. So far, there isn' t a clear "wa r 
front," but as both sides commit more and more troops to the 
war effort, the battle lines will soon become clearly drawn. At 
this point, the war is one of raids and counter-raid s and of civil
ians living in fear that one side or the other will come and plun
der or pillage. 

The Megaversal Legion: This band of transdimen sional 
mercenaries has its headquarters in the Andean mountain range, 
which is also occupied by the Arkhon s. Soon after their arrival , a 
scouting force of Ark:hons made contact with the ML troopers. 
The overconfident aliens attacked without warning, only to be 
overwhelmed and killed to the last man. Since that encounter, 
the Legion destroys any Arkhons who enter its territory. At this 
point , the aliens are too busy with their war against the Incas to 
do anything major against the mercen aries; a number of raids 
and assaults and one full-fledged battle have erupted over the 
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last few years. In almost every such encou nter, the Legion car
ried the day. 

The Silver River Republics: The Republi c of Cordoba (see 
the SRR section) has borders with the Arkhon Freehold. Over
lord Enno realizes that eventuall y, the Arkhon s will have to ex
pand east into the fertile plains occup ied by these republic s, but 
his vendetta again st the Empire of the Sun is taking precedence 
over all other project s. For the time being , the Arkhons are con
tent with sending small-scale forces into Cordoba to engage in 
supply ra ids, seek and destroy missions, reconnai ssance and lo 
test the mettle of this potentia l enemy. 

If a good opportunity for expans ion arises (for examp le, if 
Cordoba becomes involved in a war against its neighbors), the 
Arkhon s might decide to take advantag e of the situation and 
launch a full-scale invasion. The aliens see the mutant-populated 
Achilles Republic as a poss ible ally in a war against Cordoba; 
the two nations are mortal enemies. Conseq uently , they have not 
taken any military action against the Achille s Republi c and are 
cons idering making diplom atic contact with them. 

The Arkhon s also know about another group of extraterrestri
als living in the area; the Ama ki, transdimensional colon ists who, 
together with human s, have fonn ed the prosperou s nation of 
New Babylon. The Arkhon s are very concerned about the 
Amaki , whom they see as possible competito rs. 

The Republic of Colombia and the Vampire Kingdom of 
Haktla: These two nations in the north are locked in a savage 
war to the death. The Arkhon s are aware of the conflict, and fear 
that the vampire kingdom might start expanding south into their 
territory , but for the most part, the aliens do not involve them
selves with either side. Explorers from Colombia are killed on 
sight, as are vamp ires. Colombia and Haktla are described in 
Rifts South America: One. 

Atlantis: Strange ly enough , the Arkhons have never had any 
contact w ith the Splugorth; they live in a reg ion of space that is 
yet to be tainted by those alien intelligences and their minions. 
In the last couple of years, long- range scout patro ls have trav
eled all the way north into the Devil 's Triangle. Only a few have 
returned alive, with terrifyin g stories of monster-filled cities and 
alien technolo gies fully the match of the Arkhons! Overlord 
Enno now considers Atlanti s to be the Arkhon s' major rival, al
though he refuses to admit, even to himself, that he and his army 
are comple tely outmatched by those transdimensional beings. 
Meanwhil e, Lord Splynncryth is aware of the alien presence in 
South America, but he considers it to be insignificant and hardly 
worth his attention. 

Arkhon R.C.C. 

The Arkhons are alien humanoid s with a mix of feline and 
repti lian characteristics. Their bodies are slender and agile. Ath
letic Arkhon s are wiry rather than over-mu scled, although their 
overall strength tends to be higher than the human average. They 
have a slightly crouched posture , their smooth skins are yellow
grey, and they have no body hair or scales. Their eyes are almost 
identical to those of human s, and their ears are large and 
pointed. They favor skin-tight clothin g, capes, and decorative 
chain mail or plate arrnor. Soldier s wear stylized body arrnor 
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with one central "eye" and decorated with short spikes. The 
military uses red for both unifonn s and vehicles/power annor. 
Civilian garb runs the whole gamut, and some Arkhons have 
adopted Earth clothing as a fashionable new trend. 

This species developed in an Earth-like world , so they are 
perfectly adapted to survive in Earth's environmen t. They favor 
high elevations, and are better adapted to the thin air of the 
mountain s, but can do equally well in the jungles or even desert 
climates. They dislike extremes of heat or cold , and have 
roughly the same 1olerance s as human s. The one exception to 
this is humidity; a leve l of humidity that would be uncomfort
able to human s (60% or higher), will make the aliens weak and 
easi ly exhausted (-4 to initiative, -2 to all combat actions, and 
lose one attack per melee). For this reason, they avo id jungles 
like the plague, unless they are wearing environmenta l armor. 
The only Arkhons who regularly venture into the humid jungles 
are the bionically-enhanced Spectral Hunters. 

The Arkhons ' warrior culture values sk ill and success above 
all other things. Success is the most important quality. Winning 
is very important , regardless of how it is accomp lished, and the 
whole concept of an "honorable defeat " is alien to their mind
set. If a warrior fails at a task, then he obviou sly wasn't good 
enoug h. Luck is considered to be a trait; an unlucky person is 
avoided, and his bad fortunes considered to be his own fault. 
This cultural bias has deeply affected the Tlo-Arkhon family. 
The entire clan was defeated and forced into exile, so they con
sidered themselves to be failures, and are desperate to redeem 
their reputation. The disasters that have ravaged the clan upon 
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arrival are regarded as bad luck and have worsened their des
peration and sense of doom. Overlord Enno in particular is con• 
ceme d with wiping out the stigma of being a luck less war leader. 

The second eleme nt of the Arkhons' culture is obedience. 
One's superiors are considered to be more successful, and there
fore , worthy of being heeded and followed. Even if a leader 
fails, it is not his underlings ' place to criticize him; instead, the 
leade r 's equals will overthrow and replace him. Should Overlord 
Enno continue to fail , he will eve ntually be replaced by one of 
the Elders. Meanwhile, however, all the warriors are duty-sworn 
to follow his orders and most still regard him as a supreme 
leader. 

These two elements result in a peculiar code of ethics. Ark
hons have a twisted code of honor, but it doe s not prevent them 
from lying and betraying their enemies. Their code simply states 
that winning is the most important thing, and that winner s can 
rewrite history to erase all past sins. Thi s culture tends to pro
duce miscreant, anarchist or aberrant characters. Most Arkhons 
of good alignm ent find themselves rejected by their peer s. Some 
of these outcasts have deserted the Arkhon army and escaped. A 
few have founded small settlements in the far South, where they 
have to fight or hide from the Larhold Barbarians (described 
elsewhere). 

Alignment: Any. A majority (65%) of the Arkhon invaders are 
anarchist or evil (typica lly miscreant or aberrant), but the re
maining 35% runs the whole gamut. 
Attributes: I.Q. 2D6+6, M.E. 3D6, M.A. 3D6, P.S. 2D6+ 12, 
P.P. 2D6+ 12, P.E. 3D6+4, P.B. 3D6+6, Spd. 3D6+10 
Size: 5-7 feet ( 1.5 to 2.1 m). 
Weight: 120 to 200 lbs. (54 to 90 kg) 
S.D.C./Hit Points: 2D6x IO S.D.C. in addit ion to skill bonuses. 

Standard hit points, same as human s. 
M.D.C.: By armor only. 
Horror Factor: None 
Average Life Span: 200 years with access to advanced medical 

technology; half that otherwi se. Some wealth y and powerfu l 
Arkhon s have managed to extend their lives by as much as 
500 years, using expensive chemical treatment s, cloning in
ternal organs, and advanced anti-aging techniques. 

Natural Abilities: None. Their senses are roughly equiva lent to 
human s. 

Experience Level: Varies. 
Combat: By skill. 
Damage: Bite does 2D6 S.D.C. , and claws add 1D6 S.D.C. to 

hand to hand punches and kicks. 
Bonuses: + I on initiative, +2 to roll with impact, +2 to pull 

punch, +2 to save vs magic and +3 to save vs horror factor. 
These are in addition to ski ll andattribute bonuse s. 

Magic Powers: None . While some Arkhons might learn magic, 
their culture abandoned its use millennia ago and they still do 
not believe in it - and belief is the basic element in working 
magic. Their disbelief actually helps them better resist magic 
spe lls (see bonuses). 

P.P.E.: Standard ; same as humans. 
Psionic Powers: A higher incidence of psionic powers exists in 

this race. 01-18 %: Major Psionics ; 19-50%: Minor Psion ics; 
51-56% master psionics. A tiny percentage are master psion
ics. These become Arkhon ESP Specialists. 

Vulnerabilities/Penalties: None . 
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R.C.C. Skills: 
Language and Literacy : Arkhon (98%) 
Language: Two of choice ( + 15%) 
Computer Operations ( + 15%) 
Basic Radio (+15%) 
Runnin g 
Pilot : One of Choice (+ 10%) 
W.P. Energy Rifle 
W.P. Energy Pistol 
W.P. Sword or W.P. Knife (choos e one) 
Hand to Hand: Expert 
Hand to Hand: Expert can be changed to Hand to Hand: Mar
tial Arts at the cost of one "other " skill. 

R.C.C. Related Skills: Select 8 other skills. Plus select one skill 
at levels three, five , eight , eleven , and fourteen. All new skills 
start at leve l one proficiency . 
Communication s: Any (+10 %) 
Domestic: Any 
Electrical: Any (+5%) 
Espionage: Any (+5%) 
Mechanical: Any (+5%) 
Medical : Any (+5% on param edic) 
Milit ary: Any (+ 10%) 
Physical: Any 
Pilot: Any (+5%) 
Pilot Related: Any (+5%) 
Rogue: Any 
Science : Any (+5%) 
Technical: Any (+10%) 
W.P.: Any 
Wilderness: Any 

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

Alliances and Allies : The Tlo -Arkhon Clan brought along war
riors from the Fallam race, an alien species that the Arkhon s 
conquered centuries ago. Most of the Fallam are loyal to the 
Freehold. Addition ally, a few human and D-Bee servants 
have been assigned to minor guard duty and other "trusty" 
positions. 

Weapons and Equipment: Arkhon energy rifle and pistol of 
choice, a suit of combat armor , communi cator , survival kit, 
survival knife, and an archaic or modem weapon of choice. 
Powe r armor and spec ial weapons and vehicles may be as
signed for special missions. 

Money: ID6x 1000 Arkhon credits (useful only within the Free
hold). Renegades who have lived outside the Freehold can 
have 2D6x I 00 standard credits. 
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Arkhon 
Spectral Hunter O.C.C. 

The Tlo -Arkhon Clan was well-kno wn amon g its culture for 
its interest in cyberneti cs, bionic s and artificial augmentation. In
stead of metals, the materials of choice for the Tlo-Arkhon cy
ber-docs were advanced polym er plastics and ceramic s. The 
resulting product , best known as Cerasteel, has a pseudo-organic 
feel and is highly res istant to energy dam age (this same material 
is used in weapon s and armor ; see the Arkhon Weapons and 
Equipment). The Spe ctral Hunter s are living military applica
tions of their advanced cyber -technology. These soldiers are all 
volunteers who undergo full bionic conversion. Rather than met
al 'bor gs , howe ver, the Hunt ers look like spike -covered hard
shelled humanoid s. Some people confuse their organic look for 
bioman cer armor (see South Am erica Book: One for more details 
on bioman cy) , somethin g that has helped the Arkhon s on more 
than one occasion. The armor uses an advanced chameleon sys
tem to allow the ' borgs to move unnoticed and ambush unsus
pecting enemies. 

The Spec tral Hunters operate in both the mounta ins and j un
gle areas. Their primary goal is to locate and "neutralize" enemy 
patrol s and scouts. Addition ally, they act as scouts themselves, 
using their stea lth sys tems to slip unnoticed past enemy pockets. 
The ' borgs are also sent out on missions of " Morale Adjust
ment." These words are a euphemism for terrori sm: Morale Ad
ju stment undertakin gs often invo lve massac ring civilians, 
kidnappin g and executin g enemy officers, and acts of murder 
and mutil ation designed to terrorize the enemy. After a few Mo
rale Adjustment missions, most warriors become extremely 
bloodthir sty and violent. Althou gh they are trained to repress 
their savage urges, they like to indulge in slaughter at any oppor
tunity. Many a small village has been used for "entertainment," 
its entire population massac red by a small squad of 2-6 Hunters. 
Th e cyborgs prefe r to fight "wo rthy" oppon ents, however, such 
as True Incas, Rune Warri ors and the Megave rsal Legio n 's De
stroyer 'Bor gs. Bru ta l duels between these superhuman oppo
nents often lay waste to whole sec tions of jun gle or mountains. 

O.C.C. Abilities and Bonuses: 
1. Cerasteel Bionic Reconstruction : Most of the Hunter 's 

body has been replace d with advanced ceram ics and polymers 
that grant him superhuman enduran ce and strength. Cerasteel is 
stronger and more dur able than comparable Earth alloys, and is a 
better hea t dissipater, which gives it an edge against energy 
weapons. As a result , the Spectral Hunter 's body becomes an 
M.D.C. structure with 320 M.D.C. Arms and legs have 50 
M.D.C. eac h, and hand s and feet have 15 M.D.C. Additi onally, 
the spike-covered armor adds an additional 380 M.D.C. All 
these alloys take half dam age from energy/heat weapons (includ
ing lasers, particle beams, plasma projectors, and flame-throw
ers), but suffer doubl e damage from impact weapo ns (bullets, 
punches, etc ., but not includin g explosions, which only do nor
mal damage). Magica l attacks inflict full damage (no modifie rs). 

2. Bionic Attributes : The Ceras teel construction gives the 
Spectral Hunter 's body the equivalent of a Robotic P.S. of 40. 
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Advanced reflex packages give the character P.P. 25 and a run
ning speed of 120 mph (192 kmph)! 

3. Chameleon System: Spectral Hunters can change the 
color of their shell rumor to match the surrounding s. Thi s gives 
people trying to spot the cyborg a -20% to detect ambu sh and 
detect concea lment, and +5% to prowl skill. The armor masks 
infrared and thermal emissions, making the weare r 's heat invis
ible to infrared and therma l optics. There is on ly a 21 % chance 
of showing up on thennal systems and even then the reading/im 
age will seem unusual. 

4. Other Bionic Systems: In add ition to these systems, the 
character has the following bionic and cybernetic systems. The se 
are roughly equivalent to Rift s bionic systems, although the Ark
hon versio ns are often lighter and more durab le. 

Bionic Lungs 
Multi -Optic Eye 
Sensor Hand (located in the tail instead , but same effect s) 
Built -in radio receiver and transmitter . 
Built -in Speech Trans lator 
Molecular Ana lyzer. 

5. Bonuses: + l on initiative , +2 to roll with impact, +5 Lo 
save vs horror factor. Plu s attribute , bionic syste m and skill bo
nuses. 

Arkhon Spectral Hunter O.C.C. 
Alignment: Any, but 70% are evil and 25% anarchist. 
Attribute Requirements: None; bionic systems replace most 
physica l attribute s. 
O.C.C. Skills: 

Language and Literacy: Ark.hon (98%) 
Language: Two of choice (+15%) 
Computer Operations (+ 15%) 
Basic Radio (+ 15%) 
Tracking: Animal s and humans (+ 15%) 
Detect Ambush (+ 15%) 
Prow l (+ 15%) 
W.P. Energy Rifle 
W.P . Energy Pistol 
W.P. Sword 
W.P.: One o f choice 
Hand to Hand: Expert 
Hand LO Hand: Expert can be changed to Hand Lo Hand: Mar 
tial Arts at the cost of one "other" skill. 

O.C.C. Related Skills: Select six other skills. Plus selec t one 
ski ll at leve ls three, five , e ight. eleven, and fourtee n. All new 
skills start at leve l one proficiency. 
Communications: Any (+ 10%) 
Domestic: Any 
Electrica l: Any (+5%) 
Espionage: Any (+ 10%) 
Mechanical: Any (+5%) 
Medical: Any (+5% on param edic) 
Military: Any (+5%) 
Physica l: Any 
Pilot: Any 
Pilot Related: Any (+5%) 
Rogue: Any (+5%) 
Science: Any (+5%) 
Tec hnical: Any (+ 10%) 

W.P.: Any Wilderne ss: Any (+ 10%) 
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Secondary Skills: The charac ter also gets to select four secon
dary skills. These are addit ional areas of knowled ge that do 
not get the advantage of the bonus listed in parentheses . All 
secondary skills start at the base skill leve l. Also, ski lls are 
limited (any, only , none) as previously indicated on the list. 

Standard Equipment: Two energy weapon s of choice (some
tim es carries captured weapo ns and equipment as a badge of 
honor), one vibro-blade or archaic weapon of choice , and 4 
E-c lips or spare magazines per weapo n. 

Money: 2D4x l000 Arkhon credits. 
Cybernetics: See above. 
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Arkhon ESP 
Specialist O.C.C. 

While a lot of Arkhon s are psionically talented, only a few 
are true master psionics: Most Arkhon families carefully train 
and cultivate these psychics to their full potential, and use them 
as elite scouts, warriors and spies . 

The ESP Specialists are organized in special fireteams and at
tached to larger units. Their main mission is to provide counter
intelligence and anti-magic protection . Since the Arkhons are 
fighting a number of magically adept civilizations and super
natural creatures, the ESP Specialists have been trained to detect 
such powers. On more than one occas ion, would -be assass ins 
and spies with magica l or supernatural abiliti es have been de
tected and stopped before they could carry out their missions. 
Even normal humans are in trouble, as the ESP Specialist 's em
pathic and telepathic powers are very effective in ferreting out 
the truth. Additionally, these psychics have at least a few powe r
ful abilities that allow them to personally take action against the 
enemies of the Arkhons. 

Some specialists are attached to the Interrogation Squads, a 
feared unit within the Arkhon Ann y. Interrogators are experts in 
getting information from prisoners, and know all forms of tor
ture and questioning. Psychic interrogators use their powers to 
succeed where torture might fa il. 

O.C.C. Abilities and Bonuses : 
1. Sensitive Psionic Powers: At first leve l, all ESP Special

ists have the following sensitive powers: 

Empathy 
Mind Block 
Presence Sense 
See Aura 
See the Invisible 
Sense Mag ic 
Telepathy 

At each additionaJ leve l of experience, the character can 
choose one more sensitive power. 

2. Other Powers: The character can also select either two 
powe rs from the physica l or healing categories, OR he can pick 
one super-psionic power. Every level after the first, the character 
can select an additional power of any category, in addition to the 
one sensitive power. 

3. Bonuses: Considered to be a master psionic. + 1 on initia
tive,+ 1 to roll with impact, +3 to pull punch , +5 to save vs hor
ror factor. These are in addition to skill and attribute bonuses. 

4. I.S.P.: 2D6x 1.0 plus M.E. attribute number, plus 10 J.S.P . 
per additional level of experience. 

Arkhon ESP Specialist O.C.C. 
Alignment: 45% are miscreant , 25% aberrant, 10% diabolic, 
15% anarchist and 5% other. 
Attribute Requirements: M.E. 14 or higher; master psionic. 
O.C.C. Skills: 

Language and Literacy: Arkhon (98%) 
Language: One of choice (+ 15%) 
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Computer Operations( + 15%) 
Basic Radio (+ 15%) 
Intelligence ( + 10%) 
Interrogation (+ I 0%) 
W.P. Energy Rifle 
W .P. Energy Pistol 
W .P. Knife 
Hand to Hand: Bas ic 
Hand to Hand : Basic can be changed to Hand to Hand: Ex
pert at the cost of one "other" skill , or to Martial Arts or As
sass in at the cost of two "other" skills. 

R.C.C. Related Skills: Select six other skills. Plus select one 
skill at levels three, six, nine, eleven, and thirteen. All new 
skills start at leve l one proficie ncy. 
Communi cations: Any (+ 10%) 
Domestic: Any 
Electrical: Any (+5%) 
Espionage: Any (+10%) 
Mechanical: Any (+5%) 
Medica l: Any (+ I 0% ); often selected for methods of torture . 
Military: Any (+5%) 
Physica l: Any 
Pilot: Any 
Pilot Related: Any (+5%) 
Rogue: Any (+5%) 
Sc ience: Any (+5%) 
Technica l: Any (+10%) 
W.P.: Any 
Wilderness: Any 
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Secondary Skills: The chara cter also ge ts to se lect five secon
dary skills. These are additional areas o f know ledge that do 
not get the advanta ge of the bonu s listed in parenth eses. All 
seco ndar y sk ills start at the base skill leve l. Also, skills are 
limited (any, only, none) as prev iously indicated in the list. 

Alliances and Allies: Most of the Fallam are loya l to the Free
hold. Additiona lly, a few human and D-Bee se rvants have 
been assigned to min or guard dut y and ass ist in other ways. 

Weapons and Equipment: Arkhon hand computer and re
corde r, energy rifle and pistol of choice, a suit of combat ar
mor, communi cator , survival kit , surviva l knife, tool s for 
tort ure (various knive s, scalpel s, laser sca lpel, pick s, needles, 
clamp s, etc. and a med ical kit if a doctor), I D4 pa ir of hand 
cuffs, and an archaic or modem weapon of choice. 

Money: 2D6x I 000 Arkhon credits (useful only within the Free
hold). 

Fallam R.C.C. 
The Fallam are a race of giant , minor M.D.C. beings who 

were conquered by the Arkhons centuries ago. After spendin g 
decad es as slaves and then seco nd-cla ss citizens, the Fallam 
eve ntually became full -fledged members of the Arkhon commu 
nity. These aliens had a clo se relation ship to clan T lo-Ark hon, 
and when that fami ly left fo r Eart h in exi le, over four hundr ed 
thousand Fallam warriors and their famili es followed them (ap 
proximately I 20,000 survived the failed invas ion and serve the 
Ark hons of the Ande s). 
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Typi cal Fallam are seve n to nine feet tall , and have abnor 
mall y broad shoulder s and almost ridiculou sly narr ow hips and 
wais ts. The legs are also "abnorma lly" short in comp arison with 
the arm s. Pre-technological Fallam wa lked on a ll fours in a man
ner similar to Earth gorillas. Mod em-day individ uals can bal 
ance we ll on two feet , althoug h they often lea n on their hands, 
espec ially when resting without sittin g down. Their skin is red
dish-brown , and the ir hair is white or light ye llow, and grows 
unevenl y in thick tuft s around the head, neck and back . Beard s 
are not uncomm on amon g males of the spec ies . T hey also have a 
centra l fin and two bony ridges that run down the back of the 
neck, where they mee t. The fin see ms to sugges t an amph ibian 
origin, but the Fallam have been land dwellers since before they 
develo ped a civili zation . 

Orig inally, the Fallam cultur e was arboreal, hav ing deve loped 
on a planet with dense tropi cal fores ts simil ar to the Amazon. 
They deve loped a high leve l of techno logy, nea rly equal to pre
Rifts Ea rth, befo re the Arkhons' conquest. Desp ite their size and 
strength , the Fallam were a re lative ly peacef ul race, willing to 
find dipl omatic solutions rather than resorting to war. Ce nturie s 
of conta ct wi th the Arkhon s have changed all that , mak ing the 
Fallam as violent , competitiv e and militari stic as they are. 

A significant percentage of the Fallam (3%) have the power 
to enter the Battl e T rance, a near-mystica l state in which they 
can shru g off pain and move with instinct ive perfect ion and pre
c ision. Entering the Battle Trance is dan gerous, beca use once it 
is over the warr ior is seve rely weakened by the after-effects, but 
usually by that time there are prec ious few enemies left standin g. 
Th ese gifted warrior s are known as the Battl emasters (sec be
low). The rest of the Fallam are train ed for a varie ty of jobs, 
from so ldiering to technica l skill s. All Fa llam within the Tlo 
Arkh on fam ily are so ldiers with a tec hnica l sub-specia lty and are 
great ly respected for the ir ph ysica l power and their stubborn 
savage ry. 

The Fallam on Rifts Earth have been faithful a llies of the 
Arkh ons for centuri es. For the mos t part, they share the Ark
hons' goa ls and have nothing but hat red and contempt for hu
mans. A small percentage are dissidents and renega des; Fallam 
who wish for the days when they were an independent race and 
see k revenge on the Arkho ns. These rebe ls often desert , travel
ing as far as they can from the Arkhons' domain . A small en
cla ve of 32 adults, includin g two Battl emaster s, escaped in a 
shuttle, not stoppi ng until reac hing North Amer ica. These rene
gades have jo ined a small D-Bee communi ty in Tolkeen. They 
have enou gh tech nolog ica l knowl edge to be an asse t Lo that na
tion , but for the tim e being, they are hidin g out, afraid to come 
forward , and so stay hidd en among the member s of the D-Bee 
village. Ot her rebe ls covert ly sab otage the Arkhon s' plan s of 
conques t. Sometimes , prisoners mysterio usly esca pe when 
hatches and doors are "acc identally" left open , or a space fighter 
cras hes when a small electro nic component myster iously "ma l
fun ction s." Ma ny an Inca and other hum an heroes have been 
saved throu gh the action s of these saboteu rs. 

Alignment: Any, although most are evi l; the major ity (50%) are 
aberrant and compl ete ly loya l to the Arkh ons. 
Attributes: I.Q. 3D6, M.E. 3D6 , M.A. 3D6 , P.S. 4D6+ 16, P.P. 
2D6+6, P.E. 2D6+ 16, P.B. 2D4 , Spd . 3D6+6 
Size: Average 8 feet (2.4 m) ta ll. 
Weight: Average 400 lbs ( 180 kg) 
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M.D.C.: P.E. x3, plus 2D4 per level of experience. S.D.C. bo-
nuses from physical skills are added as M.D.C. equival ents. 

Horror Factor: 8 
P.P.E.: 3D6 
Average Life Span: 150 years 
Natural Abilities: Heal three times faster than human s (18 

M.D.C. per day). 
Experience Level: Average I D4+ 1. Player characters start at 

the first or second level of experience. 
Combat: By skill. 
Damage: Supernatural P.S . See the Rifts Conversion Book One, 

page 22. 
Bonuses: +2 on initiative, + 1 to strike and parry, +2 to dodge, 

+2 to roll with impact, +3 to pull punch, + I to save vs poison 
and disease, and +4 to save vs horror factor. These are in ad
dition to skill and attribute bonuses. 

Magic Powers: None. 
Psionic Powers: Standard, same as humans. 
Vulnerabilities/Penalties: None. 

R.C.C. Skills: 
Basic Radio (+15%) 
Language and Literacy: Arkhon (98%) Note: The Fallam 
tongue is no longer spoken by this race; the Arkhons have de
stroyed most of their culture. Only a few scholars and rebels 
know that language. 
Language and Literacy: One Earth language of choice (typi
cally Spanish, Quechua or Aymara) (+15 %) 
Three Specialty Ski lls from the same field: choose from Elec
tronic, Mechanic , Military, Piloting/Pi lot Related , Scientifi c, 
Technical skills of choice (must include any prerequisite s; 
+ 15% each) 
Two related skills of choice (prerequi sites or related to the 
above specialty; +10%) 
W.P. Energy Rifle 
W.P. Assau lt Rifle 
Hand to Hand: Basic 
Hand to Hand: Basic can be changed to Hand to Hand: Ex
pert at the cost of one "other" skill, or to martial arts or assas
sin at the cost of two "other " skill s. 

R.C.C. Related Skills: Select IO other skills. Plus select two ad
ditional skills at level three, and one at levels six , eight, 
eleven and fourteen. All new skills start at level one profi
ciency. 
Communication s: Any (+l0 %) 
Domestic: Any (+5%) 
Electrical: Any (+ 10%) 
Espionage: Any (+5%) 
Mechanical : Any (+10 %) 
Medical: Any (+5%) 
Military: Any 
Physical: Any 
Pilot: Any (+5%) 
Pilot Related: Any (+5%) 
Rogue: Any 
Science: Any (+ 10%) 
Technical: Any (+10%) 
W.P.: Any 
Wilderness: Any 

Secondary Skills: The character also gets to select six secon
dary skills. These are additional areas of knowled ge that do 
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not get the benefit of the bonus in parenthe ses. All new skills 
start at the base skill level. Also, skills are limited (any, only, 
none) as previously indicat ed in the list. 

Alliances and Allies: The Fallam are a client race to the Ark
hons, and have no other allies on Earth. Even renegades are 
distru sted or even hunted down by the people of South Amer
ica. The Fallam are somet imes mistaken for the mysteriou s 
race of Red Giants. 

Weapons: TB-Prime or FR-5 rifle, and an energy weapon of 
choice. 

Body Armor: Modified Arkhon Body Armor (same charac
teristic s, but M.D.C. is 110). 

Cybernetics: None 

Fallam 
Battlemaster O.C.C. 

In Fallam mythol ogy, it is said that a select few warriors 
made contact with ancient spirits and gods, and were gifted with 
the power to invoke the gods of war and have them inspire the 
warrior s into performing heroic feats. The Art of the Battle 
Trance, as it was called, was practiced by only a tiny percentage 
of the Fallam before the Arkhon s' conquest; the then-peaceful 
Fallam saw no need to keep alive those martial arts. The incred
ible prowe ss of those few (some of whom were able to destroy 
power armor in hand to hand comba t) impressed the war-l ike 
Arkhon s, and after the Fa llam had been subdued, the few mas
ters of these arts were given a great deal of respect and attention. 
After being dismissed by their own people , the Fallam Battle
masters basked in this new glory , and became one of the main 
supporters of the Arkho ns. 

Battlemasters now compr ise an elite force within the Ark
hons' armies. These deadly warriors are very few in number; in 
South America only have 1,500 of these masters are al their dis
posal. Due to their scarcity and value, the Battlema sters are not 
used in standard military formations, but instead have their own 
units, made up of 3-6 warriors, called Talon s. Ta lons are typi
cally deployed agains t other elite enemies, includin g True Inca 
demi gods , Inca Warrior s, dragons, etc. The y also perform spe
cial missions such as sabotage, destruction of bridges and key fa
cil ities, and assassi nation. Battl emaster Talon s often work 
alongside Spectral Hunt er Squads and ESP Specia list teams. 
There is a spirited rivalry between the three elite groups, a ri
valry that sometime s turns ugly. On a few occasions, prisoners 
have escaped or a fight was lost because one of the three groups 
refused to cooperate with the other two. 

Although the Battlem asters are among the most loya l of the 
Fallam, there are rumor s that a secret organization of these war
riors, called the Inner Circ le or just the Circle, has been plotting 
agai nst the Arkhons since the Fallam conquest centuries ago. 
The Circle is said to include the oldest and best Battlemasters, 
and its plans are to undermine and one day, ruin the Arkhon 
race. Most people dismiss these rumors as fairy-tales. 
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Battlemaster Abilities and Bonuses: 
1. Attribute Bonuses: The extensive physica l trainin g and 

body hardening Battlemasters endure grants the character +2 to 
P.S., + I LO P.P., + I 0 4 to P.E. and + 1D4x l0 M.D.C. 

2. Combat Bonuses: Even without enter ing the Battle 
Trance, these warr iors have mastered advanced combat tech
niques. + l on initiative, + I to strike, parry and dodge, and add 
one attack/ac tion per melee. These are in addition to skill and at
tribute bonuses. 

3. The Battle Trance: Th is mysterious ability may be psy
chic or magical in nature, or may involve some sort of mystic 
activity separate from either, poss ibly a gift from a deity or other 
supernatural power. Enter ing the trance is not done lightly, be
cause when it is over, the warrior is weakened and dazed . Whil e 
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it lasts, howeve r, the Battlemaster beco mes an amazing killing 
machine, removed from all norm al concerns and emot ions like 
fear or rage. When entranced the detached warrior moves at in
credib le speeds and strikes with deadly accuracy. The entranced 
batt lemaster is immun e to pain and fatigue, mental controls, and 
even most magic spells will not affect him ! 

Activating the Battle Tran ce: The character must concentrate 
for one full melee round (15 second s). Durin g that time the char 
acter can on ly de fend against attacks at -2 to parry and dodge. 
Once activated, the trance will last one minute (four melee 
rounds) per leve l of experience. Note: The trance cannot be act i
vated whil e wearing power armor or powered exos keletons; only 
body armor can be worn . 

Bonu ses o f the Battle Trance (Cumulati ve with all other Bo
nuses) : +4 to initiative, +I to strike, parry and dodge, +6 M .D. to 
hand to hand damage, + IO to spd attribut e, and add two a/lacks 
per melee round . The character also temporarily gains and addi
tional I D6x IO+ 10 M.D.C. (wounds suffered after body armor 
has been destroyed subt ract from this M.D.C. first), and is im
mune to all forms of possess ion, mind control , charm, fear/hor
ror factor and illusions, inclu ding psionic and mag ic. Note: The 
character is not berserk; he is free to choose the most log ical tar
gets and does so with a clear head. 

Penalties of the Battle Tra nce: At the end of the trance , the 
warrior becomes weak and dizzy. The character has NO combat 
bonuses of any kind , only two melee actions/allacks per round, 
and all skills are at -25%. These after effec ts last for I D4 min
utes for every minut e the charac ter was entranced (i.e., a 3rd 
leve l Battlemaster who underwent the trance for the full 3 min
utes will be weakened for 30 4 minutes afterwa rds). 

Fallam Battlemaster O.C.C. 
Alignment: Any, but aberra nt is the most common (65%). 
Attribute Requirements: P.S. 22 and P.P. 16; open to the Fal
lam R.C.C. only. 
O.C.C. Skills: 

Language and Literacy: Arkhon (98%) 
Language and Literacy : One Earth language of choice 
(+ 15%) 
Basic Radio (+ 10%) 
Prow l (+ 15%) 
Detec t Ambush (+ 15%) 
Wilderness Survival (+ 10%) \ 
W .P. Sword 
W.P. Energy Rifle 
W .d to Hand: Mart ial Arts 

O.C.C. Related Skills: Select seven other skills. Plus selec t an 
additional skill at leve ls three, five, seven, ten, twelve and 
fourteen. All new skills start at level one profic iency. 
Communi cations: Any (+ 10%) 
Domestic: Any 
Elec trica l: Any 
Espio nage: Any (+ 10%) 
Mec hanical: Any 
Med ical: Paramedic or First Aid only. 
Milit ary: Any (+ 10%) 
Phys ical: Any (+5% where applicable). 
Pilot : Any (+ 10%) 
Pilot Related: Any (+ 10%) 
Rogue: Any (+5% 0 



Science: Any 
Technical: Any (+5%) 
W.P.: Any 
Wildernes s: Any (+5%) 

Secondary Skills: The character also gets to select six secon
dary skills. These are additional areas of knowl edge that do 
not get the benefit of the bonu s listed in parenthe ses. AU new 
skills start at the base skill leve l. Also, skills are limited (any, 
only, none) as previously indicated in the list. 

Standard Equipment: TB-Prim e or FR-5 rifle, and an energy 
weapon of choice, Tr i-blade energy sword, modifi ed Arkhon 
Body Armor (same characteri stics , but M.D.C. is 110), and 
surviv al kit. Addition al eq uipment may be made available for 
specia l missions. 

Money: 2D6x I 000 Arkh on credi ts. 
Cybernetics: Non e 

Arkhon Weapons & Equipment 
Three element s make Arkhon technology fairly unique in the 

Megaverse. While not incredibly advanced compared to such ar
eas as the Splugorth domain s and the Three Galaxie s, the Ark
hons have deve loped a number of spec ialized technologie s that 
few others have matched. 

The first element is cultural rather than technological. Most 
Arkhon vehicles, robots and armor suits have a cyc lopean motif , 
particularly a single central eye over the vehicle or annor 's 
"face. " This motif is due to the existence of a semi-int elligent 
predator on the Arkhon homeworld , a large , heavily muscled 
one-eyed creature larger than an Earth gorilla and with the ruth
lessness and thirst for blood of a leopa rd. The Arkhon s were in 
awe of this creatur e, called the Un-Mertak (Dea th Cyc lops), for 
most of their ear ly history. With the development of technology, 
the Arkhons hunted the Death Cyclops into near extinction, to 
the point that at the time of the second invasion only a few hun
dred of the creatures still exis ted, all of them in captivity . Re
gard less of this, the Arkhon s have always used a cyclops- like 
style in their artistic designs, includin g weapo n deco ration . 
When designing power armor , some scientists decided that a sin
gle central sensor system was easier to design than one mimick 
ing binocular vision. Most Arkhon systems follow this pattern. 

The second advance came in the field of energy weapo ns. 
The Arkhon s developed and discarded lasers centuries ago ; they 
decided the light beams were too easy to deflect, block out and 
defend against. Instead , they focused on particle beam and 
plasma weapo ns. Their greatest breakthrough was the creat ion of 
a combined beam that shared character istics of lasers, ion 
beams, plasma and other charged particl es . The result was called 
a tri-beam. 

Tri-beams fonn a compos ite ene rgy discharge, traveling 
along an ionized path created by an invisible ionizing laser 
nanoseconds before the visib le, mixed energy blasts. The visual 
effec t is impressive, as three beams of energy appear to jump out 
of the multi-barre led gun and then intertwine around each other! 
Even more impressive is the effect they have on targets. The 
charged particle s break down molecular bond s, and plasma 
bum s down the weake ned matter. As a resu lt, tri-beam s do dou 
ble damage to most material s, although they do nonnal dama ge 
to both technologica l and magic al force fields. Only the spec ial 
ceramic/plastic composite armor they've developed, called 
Cerasteel, defend s adequately against the triple threat. 
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Cerasteel was designed spec ifica lly for use aga inst the devas
tating tri -beams. The materials of the armor plates were designed 
to dissipate direct energy attacks. The resulting composite armor 
halves the power of most energy weapon s (and neutrali ze the tri
beam 's double damag e) . The main drawback is that the compos
ite material is relatively fragile against physical impacts, such as 
bullets, missiles, rail guns, robot punches and kicks, etc. Such 
impacts can eventua11y shatt er the armor. Thi s means, Arkhon 
armor takes only nonnal dam age from most energy beams (ex
cept tri-beams, which do half dam age, and exotic weapon s like 
phase beam s, which are not affected by mater ial barriers), but 
takes doubl e dam age from physical attacks. Exp losions have 
concu ssive waves that are evenly spread by the cera mic/plastic 
composite, so most explosive attacks do normal damage to Ark
hon annor s unless stnick direct ly by a missile. Missiles that im
pact on the armor do doubl e damage . 

Arkon E-Clips 
The Arkhons have their own equivalent of Earth's E-clips . 

The alien version is slightly smaller and lighter , and it has 
roughly the same energy capacity as Earth types. Earth E-Clips 
will not function in Arkhon weapo ns and vice versa, unless a 
compete nt armore r makes a successf ul weapons engineer roll at 
-20% to ju ry-rig connections. Eve n then, a norma l E-clip will 
on ly hold two-third s the normal energy an Arkhon clip would; 
this is due to the energy that is lost throu gh the impro vised con
nection s. 

ln the last couple of years, the Arkhons have captured enough 
terr itory, too ls, weapons and factory equipm ent to make them 
want to use terran E-cl ips on their weapon s. Warlord Enno real
izes his people are stuck on the planet for centuri es, and that the 
ships' mini -fac tories cannot cope with the demands of a centu
ries-long campaign of warfare and conquest. Thus, a small fac
tory using stolen Earth equipm ent is produ cing norm al E-clips 
and about 20% of all Arkhon weapons have an adapter to use 
Earth E-c lips built into them. Th is adap ter can accommodate 
nonnal Earth E-clip s without any loss of energy and perform 
ance. If the players capture any Arkhon weapons, the Game 
Master should roll percentiles: 1-20 means the weapon has an 
adapter; 2 1-00 means it doesn ' t and must use Arkhon E-clips or 
be customized as noted above. 

\ 



Hand Weapons 

TB-3 Tri-Beam 
Energy Pistol 

~ 

The Tri-Beam or "TB" pisto l is a relative ly stubby , short- bar
reled weapo n, eas ily confused for a flashlighL with a pisLOI grip. 
It has the characteristic three barrel s of all tri-beam weapons , but 
they only extend about two inches from the firing mechanism. 
The pistol grip is slight ly curved and made to fit the hands of the 
Arkhon s. Human s using them will find the grip new and unfa
miliar, but can eas ily get used Lo them (- 1 Lo strike until Lhe user 
practices for I 04 hours). 

The TB pisto l is not very powerfu l or long-ranged. Jt is issued 
to support personnel (clerks, mechanics, medics) and others in 
noncombat positions. The Arkhons even use the weapo n as a 
trade item amo ng the few D-Bee communiti es that do busine ss 
with the aliens. Traded guns will have an E-c lip adapter , but 
have a self-destrnct system that wi ll detonate if someone tries to 
tamper with its outer casing (whether to repa ir or disassemb le 
the weapons). Thi s is done to prevent outsiders from learni ng the 
secrets of tri-beam technology. Most Arkhon soldiers prefer the 
more powerful TB-9 pistol , which is neve r used as a trade item. 

Weight: 2 lbs (0.9 kg) 
Mega- Damage: 2D4 M.D.; doub le damage to most materials , 
except force/energy fields and Arkhon composite armor. 
Rate of Fire: Can only fire single shots (each counts as one me
lee attack); no burst capab ility. 
Effective Range: 500 feet (152 m) 
~ load: 15 shots • 
Cost: 12,000 cred its; poor availability outside areas under Ark
hon influen ce. 
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TB-9 Auto-Pistol 

This heavy weapon could be class ified as a heavy pisto l or a 
sub-machi neg un. It is big enough to be used Lwo-handed (al
though most Arkhons believe a "true male" should fire the gun 
one -handed), has a large capacity, and packs a powerful energy 
blast. TB-9' s are issued to officers , pilots and vehicle crews, as 
well as militar y po lice and intelligence units. The weapo n does 
not have the range or the penetration power of a true combat ri
fle, but is a close second, as well as being compact eno ugh to be 
carried and stored more eas ily. 

Weight: 5 lbs (2.25 kg) 
Mega-Damage: 4D6 M.D.; doubl e damage to most materials, 
exce pt force/energy fields and Arkhon compo site armor. 
Rate of Fire : Standar d. 
Effect ive Range: 1200 feet (365 m) 
Pay load: 30 shots 
Cost: No t nonnall y sold. Captured weapon s can cost anywhere 
between 30,000 and 90,000 credi ts; add 50% to the price if the 
weapon has an adapter for use with Earth E-clips. 

TB-Prime 
Tri-Beam Energy Rifle 

The Prime TB Rifle is the pride of the Arkhon armies. A 
solid, dep endable battle rifle, this weapon sports a tri-beam sys
tem over a semi-autom atic grenade launc her with a three round 
clip. Every infantryman in the Arkhon army has the capabilit y to 
shell enemies with indirect fire thank s to the grenade launcher, 
and the tri-beam blasts will chew through most materials if given 
enough time. These weapons have become know n as "demon ri- \ 
fles" among the people of the Andes , and are widely feared. 

Weight: 10 lbs (4.5 kg) 
Mega-Dama ge: 5D6 M.D. ; double damage to most materials, 
exce pt force/energy fields and Arkhon composite armor. 
Grenades: 4D6 M.D . to a 12 foot (3.65 m) area. 



Rate of Fire : Standard. 
Effective Range: 2000 feet (6 10 m) 
Payload: 30 tri-beam blasts, and 3 grenad es. 
Cost: Not for sale. The few captur ed rifles can be purchased (if 
avai lable) for 60,000 to 160,000 cred its. Add 30% if the weapon 
has an adapter for Earth E-clips. 

M-100 Tri-Beam 
Crew Served Gun 

This support weapo n uses an exte nded energy c lip; roughly 
equ ivalent to the Coa lition's Caniste r E-c lip or Tria x's FSE 
Clip, but even more powerful. The weapon is the eq uivalent of a 
medium machinegun and is typica lly car ried by a team of two 
(one carries the weapo n, the other has extra ammo in addit ion to 
a TB -9 auto-p istol); fired fro m a bipod rest. Cybo rgs and so l
diers in power armo r can use this weapo n instead of a standard 
ritle. The M- 100 ca n chew throu gh the front armor o f a main 
battle tank with a few long bursts, and its long-ra nge makes it a 
favored support weapon. 

A combat squad of IO Ark hon infantrymen will have one M
l 00 (and either one BM-2 or one BRL-3 respect ive ly) for c lose 
support; the M- 100 is sometime s replaced with a FRA-1 

001 

BM-2 Backpack Mortar System 

The BM-2 is worn ju st like a backpack . The syste m has a 
launch tube and a mortar magaz ine, and it is linked electron i
cally to a HUD (Heads-Up Display) on the Arkhon 's helmet vi
sor. Basica lly, when the gunner wishes to activat e it, he can 
verba lly give the system a range and coordinates, and the launch 
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flechelle machinegun . Combi ned with the fact that one-third of 
a ll combat soldiers wear exoske letons, these weapo ns give the 
Arkhons enom1ous adva ntages in firepower ove r most enemies. 

Note: Thi s weapo n does not have an adap ter, and will not ac
ce pt either Arkhon or Earth standard c lips. A spec ially jury
rigged clip will only prov ide the weapon with 15 shots if using 
an Ark hon clip or a mere IO wit h an Eart h clip . 

Weight: 2 1 lbs (9.4 kg) 
Mega-Da mage: A single shot inflicts 506 M.D.; a three round 
burst does 1D4x l0+10 M.D. , doub le damage to mo st materials, 
except force/energy fields and Arkhon compos ite armor. 
Rate of Fire: Standard burst firing. 
Effective Range: 3000 feet (914 m) 
Payload: 60 shots in an extended magaz ine. 
Cost: Rare ly avai lable for sa le; price starts out at 130,000+ cred
its. 

tube will orient itself and fire in that direc tion. The mortar is use
less against targets closer than 300 feet (9 1 m), but it has a range 
of near ly two miles (3.2 km)! The mortar-carrier can use infor
mat ion given by forwa rd observe rs or other soldiers. People who 
have started shooti ng at Arkhon soldier s have discove red that 
mortar shells will start raining down on them within a min ute 
( I D4 melee rounds) after the start of a fight. 

The bomb lets can be shot at like normal missiles (see Rifts 
RPG , page 42). They have I M.D.C. each. The only problem is 
that the bomb lets are very sma ll and hard to spot. Unlike mis
siles, they have no cont rails to indicate their position ; a called 
shot is at -4 Lo strike. 

Arkhon mortar s are far more advance d than Eart h equiva
lents. A lthough they can fire conventional "d umb " mortar 
rounds, most units are equipp ed with smart bomb s that have an 
e lectro nic gu idance system and fins that control their trajectory. 
These smart bomb lets will zero in on human oid or vehic ular tar
gets with frighten ing accuracy (+3 Lo strike!). Fortu nate ly for the 
Empire of the Sun, the Arkhons are hav ing trouble manufa ctur
ing enoug h smart bomb lets to keep up with the expenditur es, so 
on ly abou t 30% of the mortar 's ammo will be of this sort. 

Weight: 30 lbs. ( 13.5 kg) 
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Mega-Damage: Dual-purpose mortar round. The shooter can 
electronically "p rime" the rounds before firing them, selec ting 
either fragmentary or anti-armor. In the first mode, the bomb let 
detonate s in the air, 8 feet (2.4 m) before hitting the ground, and 
showers the area with lethal fragment s. In the second mode, the 
bomb explodes on impact, with a minimal blast radius but maxi
mum damage to the target. 
Fragmentary Bombs : 3D6 M.D. to a 20 foot (6.1 m) radius. 
Anti-Armor: 6D6 M.D. to a 2 foot (0.6 m) radius. 
Rate of Fire: Single shot, burst of three , or long burst of six. 
Each counts as one melee attack. 
Effective Range: Up to 2 miles (3.2 km). 
Minimum Range: 300 feet (91.4 m) 
Payload: 18 bomblets in the magazine. Reloadin g the magazine 
takes 5 minute s. Changing magazi nes (spares are loaded on 
trucks or similar cargo vehicles) takes one melee round for two 
people or four melees for one. 
Cost: 120,000 to 200 ,000 credits. Smart bomb s cost 3,000 cred
its each; rarely available outside the Arkho n Army. 

BRL-3 Backpack Rocket Launcher 
. 

The last of the "terrible trio" of Ark hon infantry support 
weapons, the BRL-3 is designed for use aga inst armored vehi
cles and as a direct and indrect fire weapon. The missiles are 
equally effect ive blowing up buildin gs and bunkers as they are 
stopping giant robots and tanks. The weapon consists of a rocket 
tube on the right side of the backpack, and a missile rack con
tained in the " backpack." The weapo n can be used in two 
modes: guided and direct. 

On guided mode, the racketeer simply designates a target 
through an aiming point projected into the face-plate of his hel
met. When he lines the electronic cross-hairs on the target, the 
missile launches itself from the backpack and arcs toward s the 
target (+3 to strike). 

On direct fire mode, the so ldier lifts the tube and fires it over 
the shoulder like a bazooka (use the so ldier's W.P. bonu ses for 
aimed fire). Direct fire is limited to line of sight, but tends to be 
more accurate at short range. The big advan tage of guided mode 
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is that any member of a squad can act as a target designator: 
Thus, the missileer could be hundred s of feet behind the lines, 
and a soldier far ahead could target an enemy vehicle or forma
tion for the rocket launcher. To reload, the soldier has to "re
chamber" the tube into the backpack (takes one melee 
attack/ac tion to reload in either mode). 

The missiles are slightly more powerf ul than conven tional 
mini -missiles, and have the advantage of being guided. Of late, 
the Arkhons have found themselves unabl e to keep up with the 
demand for guided miss iles, and have to rely on easier to pro
duce "dumb" missiles (can only be used in the direct fire mode). 
Even so, they are a very effective weapon. Every Arkhon squad 
(IO soldiers) has one backpack weapon, either the mortar (see 
above) or the rocket launcher. 

Captured rocket launchers are being used and copied by the 
human nations of Cordoba and Santiago (see the SRR section 
for more details). These knock-offs substitute the Arkhon rock
ets with conve ntional mini -missile launchers (use the stats from 
the Rifts RPG), and can only be used in direct fire mode , with re
duced range. 

Weight: 30 lbs. (13 .5 kg) 
Mega- Damage: 2D4x 10 M.D. for a direct hit , plus inflicts 4D6 
M.D. to an additional IO foot (3.0 m) radiu s around the strike 
point. 
Rate of Fire : Each missile shot coun ts as one hand to hand at
tack. Cannot fire volleys. 
Effective Range: Guided: 5 miles (8 km). Direct Fire: Line of 
sight to 2000 feet (610 m). 
Payload : 12 rocke ts; each is about twice the size of a grenade. 
Cost: 150,000 credits; rarely available. Cordoba and Santiago 
copies carry only 6 min i-missiles and cost 100,000 credits. 

Tri-Blade Energy Sword 
When deacti vated , this weapo n looks like a sword hand le 

with three long, thin wires protruding from the hilt instead of a \ 
blade. The flick of a button creates a tri-beam charge that runs 
up the connectin g wires, and turns into an energy blade that can 
slice through most alloys and construction materials with ridicu
lous ease. The tri-blade sword is assigned to officers, but many 
soldiers purchase a personal blade as a badge of courage, despite 
the fact that hand to hand combat is very rare in modem combat. 

Weight: 3 lbs. (1.35 kg) 
Mega-Damage: 3D6 M.D.; double damage to most materials, 
excep t force/ene rgy fields and Arkhon composite armor. 
Rate of Fire: Hand to hand combat only. 
Effect ive Range: Hand to hand melee weapon. 
Payload: An Arkhon E-clip powers the weapon for eight hours 
of continuous use; every time the sword is activated, it consumes 
a minimum of one minute's worth of energy even if the sword is 
turned off in less than a minute. 
Cost: Rare ly available; 50,000 credits or higher. 



FR-5 Flechette Rifle 
Despite the effect iveness of their tri-beam technolo gy, the 

Arkhons don't like Lo rely on only one type of weapon. Energy 
beam weapo nry have their shortco m·ings, among them the fact 
that some foes may be resistant or immune to them. To guard 
against this eventuality, the Arkhon equip about 30% of their 
troops with flechette rifles. These weapons use antigravity 
beams to accelerate aerodynamic flecheues (miniature arrows) at 
astronomi cal speeds. The FR-5 fires cartrid ges loaded with IO of 
these flechettes, much like a shotgun shell. Each flechette has 
enough penetration to bore through M.D .C. armor and ten of 
them will tear through armor and the flesh beneath with horrify-

FRA-1 Flechette Auto-cannon 
The flechette machinegun/auto-cannon is a support weapon 

that fires heav ier ammo than the FR-5 rifle from either a drum 
magazine or a disintegra ting belt . FRA- 1 s are used as squad 
weapons, or carried by powered armor and cyborg soldiers as a 
"rifle ." They are also mounted on light vehicles, especia lly cap
tured Earth vehicles that need extra armament. The FRA- 1 can
not be fired from the shoulder or hip unless the wearer has a 
natural P.S. of 24, a supernatural P.S. of 18, or is a cyborg or 

Robots & Power Armor 

Arkhon Body Armor 
All Arkhon body armor uses advanced ceramics that take half 

damage from all energy weapons, but double damage from 
physica l attacks (bullets, direct hits from missiles, supernatural 
and robot M.D. punches , magic weapons, and similar impacts). 
Explosive conc ussion and the impac t from a fall does normal 
damage, but direct hits from missiles do double damage. 

83 

ing ease. Furt hermore, these weapo ns exploit the weakne sses of 
Arkhon body armo r, and do doubl e dama ge to those armor su its 
(a necess ity when facing one's own kind in battle). 

Weight: 15 lbs. (6.8 kg) 
Mega- Damage: 6D6 M .D. per shot. 
Rate of Fire: Sing le shot only. Wi ld "bursts" spread the 
flechettes over an area , do ing 2D4 M .D. to each target hit. 
Effective Range: 1200 feet (365 m) 
Payload: 20 shot box magazine. 
Cost: Poor availability . Would be around 30,000 credits outside 
the Arkhon Freehold. 

wear ing a power armor with a P.S. of 20 or higher. 

Weight: 30 lbs. (13.5 kg) 
Mega-Damage: I D4x IO M.D. per shot. A burst is IO rounds and 
does 2D6x 10+10 M.D. The burst can be used to spray an area, 
doing one shot damage to affected targets. 
Rate of Fire: Standard. 
Effect ive Range: 4000 feet (1220 m) 
Payload: 30 round drum magazine or 200-ro und belt. 
Cost: 80,000 cred its or more; rare ly availab le outside the army . 

Pilots and rear-echelon soldiers, like sensor operators , com
munication experts, etc., are all assigned a suit of sealed, non
powered battle armor. About two-thirds of line soldiers wear the 
same armor; the other third use Stormwind Assault Exoskele
tons (described in this section). All Arkhon armor is painted red; 
captured suits are often repainted to avoid being mistaken for 
dangerous alien invaders. 
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The armor is designed to fit the Arkhon 's bodies, so normal 
humanoid s can wear pieces of captured Arkhon armor , but the 
result is not airtight and areas of the body are expose d (A.R. 17, 
M.D.C. 75 if worn by a human) . An expert armore r could refit 
the armor so a human wearer gains the full benefit, but one prob
lem remains; repairing the armor. Since no Earth culture knows 
how the ceramic-plastic composite is created , armor patch es will 
be made of traditional M.D.C. alloys. The se repair s can only re
place 60% of the damage (i.e., if a suit of armor took JO M.D. 
points' worth of damage, ordinary repairs will only bring back 6 
M.D.C. point s), and after more than 30 M.D .C. point s are re
placed , the armor loses its specia l advantage s. The armor has all 
standard accessories plus the following: 

• M.D.C. : 85 
• Weight: 20 lbs (9 kg) 
• Exce llent mobility; -5% prowl penalty. 
• Market Cost: Poor availability outside the Arkhon Freehold . 

Cost ranges from 40,000 credits to 60,000 credit s for a modi
fied, ready to wear suit (usable by humans with no penalty). 

Stormwind Assault Exoskeleton 

About one-third of all Arkhon line soldiers are equipped with 
this suit, a light exoske leton with many of the features common 
to power armor . The suit has flying capabi lities, which basically 
means that a sizable percentage of the Arkhon army can be air
borne without need of transport vehicle s. Althou gh it is less well 
armored than most suits of power armor, and does not have the 
enhanced speed and reaction times that most normal power ar
mor systems have, (no Power Armor Combat bonuses app ly), 
the Stormwi nd is still a near-match to most light and medium 
suits. 

The Stormwind is the standard issue body armor given to a 
combat unit. Pilots and rear-echelon soldiers (i.e ., those involved 
in communication s, sensors and other non-combat dutie s) are as
signed non-power ed armor suits (see above). For add itional sup
port , heavier power armor like the Ghost Wasp and the Death 
Cyclops (see below) are available to specialized armored squads 
in assault or suppoct missions. 

The suit has an integral tri-beam pistol built into the forearm 
to serve as a back-up should the soldier lose his standard issue 
weapon. Most trooper s carry a tri-beam rifle and 20% carry a 
heavier weapon, such as a crew-served gun, a backpack mortar 
or rocket launcher (these weapon s are built to fit over the Storm
wind antigravity system). Another 10% carry a heavy flechette 
rifle (see the FRA- 1 flechette auto -cannon for stats). 

Despite its shortcomings, the suit is coveted by the human 
kingdoms in the area, mainly because they wish to reproduc e its 
antigravity system. So far, attempts to study or copy the armor 's 
systems have failed. The technology used is so advanc ed and 
alien that the SRR scientists are at a loss. It is possible that a 
larger scientific community like Triax might be able to crack the 
secrets of antigravity , but even after (or if) the NGR gets access 
to this armor it would take decades. In any case , capt ured suits 
of armor with minor damage can be sold in the South and Cen
tral American republics for incredible prices. The only problem 
is getting the armor from Arkhon sold iers; most of whom will 
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not part with them willing ly, and who usually travel in well
armed groups. 

Model Type: LE-457S 

Class: Armored Infantry Light Exoskeleton 

Crew: One 

M.D.C. by Location: 
* Head -50 
** Antigravity System (bui lt-in , on back) - 40 
**** Side Wing s (2) - 60 each 
*** Main Body - 150 

* Destroying the head/helme t has an 80% chance of 
knocking the pilot uncon scious. If conscious, the wearer 's 
head is now vulnerab le to attack, and all the sensor and com
munications gear in the helmet are lost. 

** The Antigravity Syste m can only be targeted when the 
wearer is facing away from the shooter. Even then, it requires 
a called shot at -4 to hit the system. Depletin g its M.D.C . 
makes flying impo ssible! If the target was airborne when the 
suit was destroyed, he will crash, falling from the sky like a 
rock. 

*** Depleting the M.D.C. of the armor will shut it down , 
renderin g it useless and burns ou t the antigravity system. 

**** The side wings are mostly ornamental, although they 
are helpful in steering the suit. Destroying them reduces 
maximum speed by 5% and maneuverabilit y by 10%; de
stroyin g both doubles these penalties. 

Remember, energy weapons do half damage, but kinetic 
weapons (bullets, fists, direct hits from miss iles, etc.), do dou
ble dama ge. 

Speed 
Runnin g: 50 mph (80 kmph) maximum. Note that the act of run
ning does tire out its operator, but at 30% of the usual fatigue 
rate thanks to the exoskeleton. 
Fly ing: 200 mph (320 kmph) maximum speed. Cruising speed is 
typica lly 80- 100 mph ( 120 - 160 kmph ). The anti gravi ty system 
allows the wearer to make very tight turns, stop on a dime, and 
other aerial acrobatic feats. Furthermore, there is NO limit to the 
altitude the suit can achieve . It can even escape Earth 's atmos
phere and reach outerspace . 

Statistical Data \ 
Height: Personally fitted; adds 4 inches ( 10 cm) to character's 
height. 
Width: 4 inches (10 cm) wider than normal. 
Length: 2 inches (5 cm) longer than normal. 
Weight: 150 lbs. (67.5 kg) for the suit. 
Physical Strength: Equa l to a P.S. 22 
Cargo: None. 
Power System: Long-life battery; average energy life is 2 years 
(the techno logy is excl usive to the Arkhons and would take 
2D4x10 years to duplicate on Rifts Earth). 
Market Cost: Not for sale. Captured suits typica lly sell for 1-2 
million credits, depending on the state of repair, energy life re
mainin g, and similar factors. U they knew about the suit and an
tigravity flight system, weapons manufa cturers like the CS, 
Northern Gun, Triax, the Splugorth , and Nar uni Enterprises 
would pay as much as 5 million for a new, undama ged and com
plete suit. 
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Weapon Systems 
1. Tri-Beam Wrist Pistol : This is a built-in TB-9 pistol , used as 

a back-up weapon. 
Primary Purpose : Anti-per sonnel 
Secondary Purpo se: Defense 
Mega-Dama ge: 4D6 M.D.; double damage to most material s, 
except force/energy fields and Arkhon composite armor. 
Rate of Fire: Standard 
Effective Range: 1200 feet (365 m) 
Payload : Effective ly unlimit ed. 
2. Primary Weapon: Stormwind troopers are assigned a pri

mary rifle or heavy weapon. Typicall y, the weapons carried 
include: TB-Prime Rifles (60%), FR-5 Flechette Rifles 
(15%), M-100 Energy Machinegun s ( 10%), BM-2 Mortar s 
(5%), BRL-3 Rocket Launchers (5%), and FRA- 1 Auto-can
non (5%). 

3. Hand to Hand Combat : No special bonuses, but the suit en
ables the wearer to inflict 2D6+ 7 S.D .C. and 4D6+ 7 S.D.C. 
from kicks. ln additio n, the wearer can carry heavy loads at a 
fraction (30%) of the usual rate of fatigue. 

Ghost Wasp Aerial Power Armor 

This heavy power armor suit vaguely resemble s a humanoid 
insect, more like a dragonfly than a wasp, complete with two 
pairs of wings and a "stinger" on the lower torso. Ghost Wasps 
are the "stealth bombers" of the Arkhon armies. The suits are 
equipped with an advanced chameleon system that makes them 
nearly invisible to both visual and radar sensors . The only short 
coming is that the energy cost of the chame leon field allows 
only for slow flying and no use of weapons. To attack or maneu
ver at full speed, the pilot must drop the complex holographic 
project ion and become visible. Still , these suits ofte n provide 
their pilots with the element of surpri se, allowing them to close 
in and then attack enemies at point -blank range before they are 
even aware of their presence. Ghost Wasps are also ideal for 
scouting and special missions in which stea lth is more important 
than firepower. 

Ghost Wasps a~ used in combined groups (usually support
ing infantry units) or as special Wasp Squadrons made up exclu
sively of this power armor. While supporting infantry, the Ghost 
Wasps fly close to the ground, strafing enemy targets, or landing 
to fight side by side with the Arkhon "grunts." Squa drons are 
used to spearhead large -scale attacks , using their stealth to dam
age or destroy anti-aircraft guns, tanks, artillery and robots. 
Whenever you spot more than three in one group, you can be 
certain that a large-scale attack is heading your way ! 

The Ghost Wasp 's "stinger" is actually a tri-be am cannon . 
Mini-missile launchers on the sides and a heavy flechette gun 
complete the armam ent of this suit. The armor can be reconfig
ured as a bomber and armed with as many as four long- range 
missiles, at the cos t of the flechette rifle and reduced speed and 
maneuverabilit y until the missiles are launched . These bomber 
models have been responsible for the deaths of thousands of Inca 
civ ilians. The Ghost Wasps have penetrated deep into Imperia l 
territory and launched the missiles into city streets, killing and 
wounding innocents in an effort to break the Incas' will. Cap-
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tured Wasp pilot s are usually called "baby ki llers" and summa
rily executed. 

Model Type: APA-ID 
Class: Stealth-Capable Aerial Assault Exoskeleton 
Crew: One 
M.D.C. by Location: 

Wings (4, 2 per side)- 100 each 
Mini-Mi ssile Launchers (2, between wings) - 90 each 
Flechette Rifle - 130 
Stinger/fri -Beam - 90 
* Head- 100 
** Main Body - 350 

* Destroying the head of the power armor will eliminate 
all forms of optical enhancement and sensory systems. The 
pilot must now rely on his own vision and senses: no power 
armor combat bonuses to strike, parry and dodge ! The head is 
a sma.11 and difficult target, requirin g a ca lled shot at -4 to 
strike. 

** Depleting the M.D .C. of the main body destroys the 
suit , making it useless. Reducing the M.D.C. by 50% knocks 
out the cloaking system. 

Remember, energy weapons do half damage, but kinetic 
weapons (bullets, M.D. fists, magic arrows, direct hits from 
missiles, etc.), do double damag e. 

Speed 
Running: 50 mph (80 kmph) 
Flying : 600 mph (960 kmph) ; cruising speed is 100-300 mph 
( 160-480 kmph), depending on the mission. Note: The Stealth 
System canno t be engaged if the Ghost Wasp is flying much 
faster than I 00 mph (160 kmph ; the stealth system automatically 
disengages at IO I mph/ 162.5 kmph). The antigravity system al
lows the wearer to make very tight turns, stop on a dime, and 
other aeria l acrobatic feats. Furthermor e, there is NO limit to the 
altitude the suit can achieve. It can even escape Earths atmos
phere and reach outerspace . 
Range: The nuclear power system has decades of life, but the jet 
system needs a chance to cool down after six hours of flying 
above cruising speed (300 mph/480 kmph) or 15 hours at cruis
ing speed or below. 
Statistical Data 
Height: 7 feet (2. 1 m) standing. 
Width: 4 feet, 7 inches (1.4 m). 
Length : 14 feet (4.25 m) from head to tip of stinger. ' 
Weight: 1 ton fully loaded. 
Physical Strength: Equal to a P.S. 35 
Cargo: None. 
Power System: Nuclear; average energy life is 20 years. 
Market Cost: Not for sale. Available on ly at the Arkhon Free
hold. Captured and patch ed suits can be found in some areas of 
South America; typically they have 20% less M.D .C. and are 
missing one or two major weapon systems. These second-hand 
suits cost 7-10 million credits. 

Weapon Systems 
1. Flechette Gun: This is a rifle-shaped version of the FRA- 1 

auto-cannon. The weapon is fed from a back-mounted maga
zine, and is used primaril y against armored vehicles or 
massed infantry . When sent out on terror missions, the pilots 
"hose" an area with flechettes; the result is like hard rain on 
soft sand - except the "sand" in que stion includes concrete 
sidewalk s, building s, and unarmed civ ilians. 



Primary Purpose: Anti-annor and anti-personnel. 
Secondary Purpose: Defense 
Mega-Damage : I D6x IO M.D. per shot. A burst is IO rounds and 
does 2D6x 1 O+ 10 M.D. The gunner can hose the area with the 
Oechettes; a burst covers a 30 foot (9. 1 m) radius and inflicts 
3D6 M.D. on everything in the area! 
Rate of Fire: Standard. 
Effective Range: 4000 feet ( 1220 m) 
Payload: The gun is belt-fed from a 400 round magaz ine on the 
back. 
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2. Tri-Beam Stinger: A medium tri-beam canno n, slightly more 
powerful than the M- 100 crew-served weapon. The stinger is 
the main anti -annor weapon, and is also used in dogfight s 
against flying vehicles or power armo r. 

Primary Purpose: Anti-aircraft and anti -annor. 
Secondary Purpose: Defense 
Mega-Damage: A single shot inflicts 6D6 M.D .; a 3 round burst 
does 2D4x IO M.D. , double damage to most material s, except 
force/energy fields and Arkhon composite annor. 



Rate of Fire: Standard . 
Effective Range: 3000 feet (914 m) 
Payload: Effec tively unlimited. 
3. Side-Mounted Launchers: Two mini-missile launchers, each 

with eight mini -missiles, are mount ed betwee n the double 
wings. When spearheading an attack, or when ambu shing a 
large enemy fonn ation, Wasp squadron s often "ripple-volley" 
their entire missile payload - I 6 missiles per Wasp, result
ing in as many as 320 mini-mi ssiles raining down on the sur
prised enemies ! 

Primary Purpo se: Anti -aircraft 
Second ary Purpo se: Defense 
Mega- Damage: Varie s; commonl y uses plasma ( ID6 x10 M.D.). 
Rate of Fire: One at a time, or volleys of two, four , eight or six
teen. 
Effective Range: About one mile (1.6 km). 
Payload: 16 total; 8 per launcher. 
4. Long-Range Missiles: The Ghost Wasp can be reconfigured 

as a long-range bomber by mountin g two heavy missile 
launchers on the sides near the back . In this configuration, it 
cannot use the flechette rifle (the magaz ine would get in the 
way), although the pilot usually carries a regular rifle, either a 
TB-Prime or an FR-5, but the ammo is limited to what can be 
carried. The missiles are used again st heavy vehicl es (like the 
Galapagos robot), or against fixed targets such as cities and 
bunkers. 

Primary Purpose: Anti -armor, bombardment. 
Secondary Purpose: Defense. 
Mega- Damage: Varies with missile type. 
Rate of Fire: One at a time, or vo lleys of two or four missiles . 
Effective Range: 500 to 1200 miles (800 km to 1930 km). 
Payload: Four total; two per launcher. 
5. Stealth System: The Ghost Wasp uses a holographic chame

leon system, similar to the one used by the Spectral Hunt er 
cyborgs, but much more advanced. Whil e the cyborgs can 
change the color o f their shell annor to match the surround 
ings, the Ghost Wasp can actually project a hologram that 
completely matche s the surrounding area, down to leaves, 
cloud formations, and star patterns. People trying to spot 
them are at -50% to detec t ambu sh and on detect concealment 
rolls (-20% if the Wasp is moving). The stealth system also 
masks infrared and thermal emissions, makin g the wearer 's 
heat invisible to infrared and therrnal optics. There is only a 
2 1 % chance of showin g up on thermal systems and even then 
the reading/image will seem unusual. All this only works if 
the Wasp is moving at speeds under 100 mph (160 kmph) and 
is not using its weapon systems. The moment it does either, 
the holographic system becomes useless and shut s off. 

6. Hand to Hand Combat: Rather than use a weapon, the pilot 
can engage in mega-damage hand to hand combat. 

Power Ann or Bonuses: 
+ I attack per melee at levels one, six, and twelve; in addition to 
those of the pilot. 
+ 1 to dodge at levels three, seven and eleven. 
+ I to roll with punch, fall or impact. 
Critical strike, same as the pilot' s. 
Mega- Damage: 
Restrained punch inflicts I D4 M.D. 
Full Strength Punch - 106 M.D. 
Power Punch - 3D4 M.D. but counts as two attacks. 
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Kick - 2D4 M.D. 
Leap Kick - 3D6 M.D. but count s as two melee attacks. 
Flying Body Block/Ram or Wing Swipe - ID6x l0 + 10 M.D., 
but both wings on that side take 3D6 M.D. from the impact. 
Tail Strike - 1 D6 M.D. 

Death Cyclops Assault Suit 

The Death Cyclops is the standard assa ult suit of the Arkhon 
Arm ored Cavalry, designed to keep up with tanks, and to have 
the firepower to act like tank s, if necessary. Its general shape is 
inspired by a hum anoid predator native to the Arkhon home
world ; like the rea l death cyclops, th is suit inspires fear, and is 
quite capable of slaughtering victims who lesale. Thousands of 
these suits are in serv ice among the Arkhons on Earth and in 
space, where they have earned a reputation as demonic death 
bringers. 

Thi s suit of powered armor has broad armored shoulders, 
oversized arms, and comparatively slender legs. The tail of the 
Arkhon pilot can be tucked inside the arm ored torso for greater 
protection. The head has a central visual sensor; a similar cyclo
pean eye symbol decorates the chest plate . There are no visib le 
wea pon systems on the suit , but four small tri-beam guns are 
hidden in the chest and neck area. The Death Cyclo ps is often is
sued a flechette machineg un or a tri-beam M- 100 in a rifle con
figuration. They can also be outfitted with a num ber of attack 
modules. These modules are fitted to the back of the suit, and 
can include a variety or missiles, mortar rounds, or anti -aircraft 
weapons. 

The Death Cyclops exce ls at assault missions. The suit's ad
vanced artificia l muscles make it one of the strongest power ar
mor s of their size and weight. The spikes on its forearms are 
ultra-strong and surrounded by vibro-fields that do grea t damage 
to most M.D.C. alloys. Only the supernatura l-powered annor 
suits used by the Inca have proven to be superior in hand to hand 
combat. This superiori ty meant the deaths of hund reds of over
eage r Death Cyclops pilots who rushed to come to grips with 
their "primiti ve" opponents. 

Even when faced with the more phys ica lly powe rfu l magic 
armor of the Incas, howeve r, the Death Cyc lops have proved ' 
themselves in battle. For one, the Arkhons can produce more of 
the technological suits, and they can overw helm the more pow
erful Inca models by sheer weight of numbers. Additionally, the 
Arkhons have changed tac tics , and now engage the arrnored In-
cas at a distance, wearing them dow n with missile weapons, and 
saving their lethal charges when facing infantrymen or the less 
capable Atahualpa powe r armor. 

Death Cyclo ps typ ically ope rate in fireteams of 3-5 soldie rs. 
At least one of these will have a mortar or missile launcher, giv
ing the squad the abili ty to engage the enemy at any range up to 
a mile (1.6 km) away. They also rare ly operate too far away 
from larger formations. When encountering a team of Death Cy
clops , adventurers should remember that enemy reinforceme nts 
can be as litt le as five minut es away ! 

Model Type : APA -9 
Class: Heavy Assault Infantry Exoskele ton 



Crew: One 
M.D.C. by Location: 

Hands (2) - 70 each 
Arms (2) - 160 each 
Legs (2)- 230 each 
Assau lt Rifle - 150 
* Head- 180 
** Main Body - 450 
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* Destroy ing the head of the powe r armor will el iminate 
all fom1s of optical enhan cement and sensory systems. The 
pilot is forced to rely on his own vision and senses. Further
more, all power armor combat bonuses to strike, parry and 



dodge are lost! Note: The head is a small and difficult target 
to hit; requires a called shot, at -4 to strike. 

** Depleting the M.D.C. of the main body destroys the 
power armor, making it useless. 

Remember, energy weapons do half damage, but kinetic 
weapons (bullets, M.D. fists, magic arrows, direct hits from 
missiles, etc.) do double damage. 

Speed 
Running: 80 mph (128 kmph) maximum. Note that the act of 
running does tire out the operator, but at 10% the nomrnl rate 
thanks Lo the robot exoskeleton. 
Flying: Not possible. 
Statistical Data: 
Height: 9 feet (2.7 m) 
Width: 6 feet ( 1.8 m) 
Length: 4 feet (1.2 m) 
Weight: I Lon 
Physical Strength: Equal to a P.S. 45. 
Cargo: None 
Power System: Anti-matter; average energy life is 25 years. 
Market Cost: Not for sale. Captured or stolen suits may be found 
in the South American Black Market but are extremely rare, and 
would cost from 11 million for a new, undamaged suit (almost 
unheard of) to 5 million for a partially rebuilt suit (pennanenrly 
reduce M.D.C. by 25%, tri-beam system replaced by lasers in
flicting 1D6 to 4D6 M.D., shoulder weapon replaced with rail 
gun or similar large energy weapon). 

Weapon Systems 
1. Assault Rifle: There are two possible configurations for the 

shoulder weapon of the Death Cyclops. The first one is an 
oversized flechette gun, essentially identical to the FRA- 1 
auto-cannon. The second one is a rifle version of the M-100 
tri-beam gun. The typical five-man squad breakdown is two 
soldiers with flechette guns and three with tri-beams. 

Primary Purpose: Anti-armor, anti-personnel. 
Secondary Purpose: Defense. 
Mega-Damage: Flechette Rifle: ID4x IO M.D. per shot. A burst 
is 10 rounds and does 2D6x l0+ 10 M.D. The burst can be used 
to spray an area, doing one shot damage to affected targets. 
Tri-Beam Rifle: A single shot inflicts 5D6 M.D.; a 3-round burst 
does I D4x IO+ IO M.D., double damage to most materials, ex
cept force/energy fields and Arkhon composite annor. 
Rate of Fire: Standard. 
Effective Range: Flechette Gun: 4000 feet (1220 m); Tri-Beam: 
3000 feet (914 m). 
Payload: I 00 round magazine for the Flechette Gun ( IO bursts); 
unlimited for the tri-bearn. Two additional magazines for the 
flechette gun can be placed on clamps on the back. 
2. Torso Tri-Beams (4): Four light tri-beams, each roughly 

equivalent to a TB pistol, are located in strategic spots in the 
torso and can be activated by the pilot with a gesture. The 
beams can engage separate targets or can be made to lire si
multaneously at the same target. 

Primary Purpose: Anti-personnel. 
Secondary Purpose: Defense. 
Mega-Damage: Each beam does 2D4+2 M.D., double damage to 
most materials, except force/energy fields and Arkhon compos
ite armor. A double beam does 4D4+4 M.D., and a simultaneous 
quadruple beam attack inflicts I D4x IO M.D. (counts as one me
lee attack) 
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Rate of Fire: Equal to the combined number of hand to hand at-_ 
tacks of the pilot. 
Effective Range: 500 feet ( 152 m) 
Payload: Effectively unlimited. 
3. Mini-Missile Module: This is a common module used for a 

variety of missions, from assault to short-range bombard
ment. The launcher is a box of 24 mini-missiles that can be 
emptied in two volleys. 

Primary Purpose: Assault, anti-personnel 
Secondary Purpose: Defense, anti-aircraft. 
Mega-Damage: Varies with missile type. 
Rate of Fire: One at a time, or in volleys of two, four, six, eight, 
ten or twelve mini-missiles. 
Effective Range: About one mile (1.6 km) 
Payload: 24 mini-missiles. 
4. Anti-Aircraft Module 1 (optional): This module can be used 

in place of the mini-missile module. It includes an advanced 
radar array (increases radar range to I 00 miles/ 160 km and 
can identify and track up to 48 different targets) tied to a flak 
cannon and six medium-range missiles. This module is large 
and heavy; reduce maximum speed of the power armor by 
30%. 

Primary Purpose: Anti-aircraft 
Secondary Purpose: Defense 
Mega-Damage: Flack Cannon: Each explosive shell has a prox
imity fuse, and explodes in mid-air, inflicting 1D4x IO M.D. to a 
60 feet (18.3 m) area. 
Medium-Range Missiles: Varies with missile type. 
Rate of Fire: The cannon can fire single shots only. The missiles 
can be fired one at a lime, or in volleys of two, four, or six mis
siles. 
Effective Range: Flak Cannon: I mile ( 1.6 km). Missiles: 40 to 
80 miles (64 to 128 km) 
Payload: 60 flak rounds and six medium-range missiles. 

S. Anti-Aircraft Module 2 (optional): This system is designed 
to locate and engage targets over a hundred miles away, and 
relies on a larger radar array (range is increased 10 200 
miles/320 km, but only if the power armor is in the plains) 
and 3 long-range missiles. The usefulness of this system is 
limited in the mountains that are the main battlefields of the 
current conflict, but some of these modules have been used 
against Cordoba. 

Primary Purpose: Anti-aircraft 
Secondary Purpose: Bombardment 
Mega-Damage: Varies with missile type. 
Rate of Fire: One at a time, or in volleys of two or three missiles. 
Effective Range: Varies with missile type. 
Payload: Three missiles. 
6. Mortar Module (optional): This module is almost identical 

to the BM-2 backpack mortar, but it has greater ammo capac
ity. A squad of power annor troopers equipped with these 
modules can saturate a large area with bomblets, instantly 
killing anybody not wearing M.D.C. armor. 

Primary Purpose: Bombardment 
Secondary Purpose: Anti-armor 
Mega-Damage: Dual-purpose mortar round. The shooter can 
electronically "prime" the rounds before firing them, selecting 
either fragmentary or anti-armor. In the first mode, the bornblet 
detonates in the air, 8 feet (2.4 m) before hitting the ground, and 
showers the area with lethal fragments. In the second mode, the 



bomb explodes on impact, with minimal blast radius but maxi
mum damage to the target. 
Fragmentary: 3D6 M.D. to a 20 foot (6.1 m) radius. 
·Anti-Armor: 6D6 M.D. to a 2 foot (0.6 m) radius. 
Rate of Fire: Single shot, burst of 3, or long burst of 6. Each 
counts as one melee attack. 
Effective Range: Up to 2 miles (3.2 km). 
Minimum Range: 300 feet (90 m) 
Payload : 120 bomblet s in the magazine. 
7. Hand to Hand Combat: Rather than use a weapon, the pilot 

can engage in mega-damage hand to hand combat. 
Power Armor Bonuses: 
+ I attack per melee at levels one, six, and twelve; in addition to 
those of the pilot. 
+ 1 to dodge at levels one, four, eight aqd twelve. 
+2 to roll with punch, fall or impact. 
+ 1 to pull punch. 
Critical strike, same as the pilot' s. 
Mega-Damage: 
Restrained Punch: 1 D6 M.D. 
Full Strength Punch or Kick: 3D6 M.D. 
Power Punch: 1D4x l0 M.D. (counts as two melee attacks) 
Punch with Vi bro-Field activated: 6D6 M.D. 

Great Cyclops Assault Robot 

This robot is a gigantic version of the Death Cyclops power 
armor. Not only is the armor almost three times as big, it stands 
on two stilts that allow it to plant itse lf into the ground, making 
it very difficult to dislodge. The robot can also fly, making it one 
of the largest flying vehicles of its class. Unlike the Death Cy
clops, this robot does not carry any rifles or hand weapons. In
stead, it has a number of built -in attack systems that make it the 
match of any tank or robot on the planet. The hand s conceal 
heavy tri-beam cannons, a flechette machinegun is built into the 
chin area, the knees hide two batteries of mini-missiles, and the 
chest plates can be flipped outward to unmask a medium-range 
missile battery. The lower torso has two lighter tri-beams, and 
the head has two smoke dispensers on the sides and a powerful 
searchlight on the central "eye." Vibro-spikes on the forearms 
increase the damage from hand to hand attacks to almost super
natural levels. Massively armored with over 10 inches of 
Cerastee l in some places, the robot can sustain enormo us punish
ment before being destroyed. Since the weapon systems are built 
into the body, they cannot be easily targeted and thus can only 
be silenced by destroying the robot itself. 

The Great Cyclops uses only one pilot and no additional gun
ners. The "organic" arrangement of the weapons makes piloting 
this robot something more akin to wearing power armor than 
driving a vehicle, and early tests during the development of the 
Great Cyclops showed that multiple gunners only got in each 
other's way. Even with only one pilot, the robot moves and 
fights with incredible speed . 

A typical Arkhon attack formatio n consists of 1-3 Great Cy
clops supported by 5-10 Stormwind or 3-5 Death Cyclops power 
armor troopers. This highly mobile force is usually sent to cap
ture or destroy bridges, key road junct ions, and other strategic 
targets. When fighting the Empire of the Sun, these format ions 
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will often slaughter whole companies of infantryme n; the only 
way to stop them is to use the best rune warriors, demigods, god
lings, their own advanced power armor and/or Nazca line magic. 

Model Type: AB-17 
Class: Strategic Air-Land Assault Robot 
Crew: One. The pilot 's compartment can seat an additiona l 

three passengers. 
M.D.C. by Location: 

Hands (2) - 125 each 
Arms (2) - 350 each 
Legs (2) - 370 each 
** Head -35 0 
Knee Plates/ Mini-Missile Launchers - 150 each 
* Searchli ght - 20 
*** Main Body - 750 
Reinforced Pilot's Compartment - 200 

* The searchlight is a tiny target. It can only be hit on a 
called shot, at -5 to strike. The same is true of the concea led 
weapon systems. 

** Depleting the M.D.C. of the head has no effect other 
than destroying the weapon systems and searchlights built 
into it. Sensor arrays are spread around the torso area, and are 
only destroyed when the robot is destroyed. 

*** Depleting the M.D.C. of the main body destroys the 
robot. 

Remember, energy weapons do half damage, but kinetic 
weapons (bullet s, M.D. fists, magic arrows, direct hits from 
missiles, etc.) do doub le damage. 

Speed 
Running: I 00 mph (160 kmph) maximum . Note that the act of 
running does not tire out the pilot. 
Flying: 400 mph (640 kmph) maximum speed . Cruising speed is 
typica lly a lower 100 to 200 mph (160 to 320 kmph). The anti
gravity system allows the wearer to make very tight turns, stop 
on a dime , and other aerial acrobatic feats. Furthermor e, there is 
NO limit to the altitude the suit can achieve. It can even escape 
Earth 's atmosphere and reach outer space . 
Range: Theoretically unlimited. However, the propulsion system 
overheats and must be allowed to cool off after flying 6 hours at 
over 200 mph (320 kmph), or after flying 12 hours at cruising 
speed. 
Statistical Data 
Height: 35 feet (10.5 m) 
Width: 16 feet (4.8 m) 
Length: 8 feet (2.4 m) 
Weight: 35 tons 
Physical Strength: Equal to a P.S. 55 
Cargo: SmaJI locker with room for a pistol or sub-mac hinegun 
and personal effec ts. 
Power System: Antimatter; average energy life 25 years. 
Market Cost: Not for sale, and there has never been a stolen or 
rebuilt robot to ever reach market (pilots either fight to the death 
or set the self-destruct mechanism before they surrender. If the 
bot was ever made avai lable, it wou ld cost 50+ million credits! 

Weapon Systems 
1. Hand Tri-Beam Cannons (2): A tri-beam cannon is built 

into each forearm and back of the robot's hands. These "fist 
beams" can fire single blasts or comb ine them for a devastat
ing double blast (counts as two hand to hand attacks per me
lee). Note: If the hands are destroyed, so are these cannons. 



~ 

Primary Purpose: Anti-armor 
Secondary Purpo se: Defense 
Mega-Damage: 2D4xl0 M.D. per single blast, or 4D4x l0 M.D. 
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per simultaneo us double blast (counts as two hand to hand at
tacks) , double damag e to most materials, except force/ener gy 
fields and Arkhon composite armor. 



Rate of Fire: Equal to the number of hand to hand attacks of the 
pilot. 
Effective Range: 4000 feet ( 1220 m) 
Payload: Effect ively unlimit ed. 
2. Torso Missile Launchers (5): The converg ing pattern ex

tending from the eye design on the chest conceals movable 
plates. When the plates swing outward, five medium-range 
missile launchers are revealed, each with a payload of four 
missiles. Note: Each of the five launchers has 30 M.D.C. but 
are vulnerab le to attack only when they are preparing to fire, 
requiring a "caJled strike" to be made and even then are -2 to 
hit! 

Primary Purpose: Anti-armor and anti-aircraft. 
Secondary Purpose: Defen se 
Mega-Damage: Varies with missi le type. 
Rate of Fire: One at a lime, or in volleys of 2, 4 , 8, 16 or 20 mis
siles! 
Effective Range: 40 to 80 miles (64 to 128 km) . 
Payload: 20 missiles total; four per launcher. 
3. Flechette Machinegun (1, in head): The cen tral tube beneath 

the chjn is actually a flechette machinegun, a heavy version 
of the FRA-1. The gun is used to engage nearby target s, in
cluding infantrymen. 

Primary Purpose: Anti -personnel 
Secondary Purpose: Defense 

Mega-Damage: 1D4x10 M.D. per shot. A burst is IO rounds and 
does 2D6xl0+ 10 M.D. The burst can be used to spray an area, 
doing one shot damage to affected targets . 
Rate of Fire: Standard. 
Effective Range: 4000 feet (1220 m) 
Payload: 2000 rounds . 
4. Tri-Beam Guns (2): Two tri-beam guns are built into the 

lower torso , and are used to fire upon "sma ll" vehic les, power 
am10r and foot so ldiers. 

Primary Purpose: Anti-armor. 
Secondary Purpo se: Defense. 
Mega-Damage: 3D6 M.D. per beam , or simultaneo us double 
blast does 6D6 M.D., double damage to most materials , except 
force/energy fields and Arkhon composite armor. 
Rate of Fire: Equal to the number of comb ined hand to hand at
tacks of the pi lot. 
Effec tive Range: 2000.feet (6 10 m) 
Payload: Effect ively unlimit ed. 
5. Mini-Missile Launchers (2): The knee guards concea l two 

mini-mis sile launcher s. Two reloads per launcher are stored 
in the upper leg area. Once a launcher has empt ied its mis
siles, the storage area cycles a new load in. 

Primary Purpose: Anti-armor, anti-personnel, anti-aircraft. 
Secondary Purpose: Defense. 
Mega-Damage: Varies with missile type. 
Rate of Fire: One al a time , or in volleys of 2, 4, 6, 8 or 16 mis
siles. Once all 8 minj -missiles have been fired from a launcher, it 
talces one melee round for the reloads to cycle from the storage 
compartment. 
Effective Range: About one mile (I .6 km). 
Payload: 48 total, 8 missiles and two reloads in eac h leg . 
6. Smoke Dispensers (2): Two compartme nts on the sides of the 

head are smoke dispensers that release a thick, impenetrable 
cloud. The Arkhon favor a thick , heavier than air mixtur e that 
settles downward, blindin g infantrymen and ground vehicles 
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while the Great Cyclops towers over the fog and dominat es 
the battlefield. The gas is designed to interfere with infrared 
and therma l sights (-30% to sensor rolls) as well as normal 
sight. 

7. Searchlight (1): A multi-optic searchlight is built into the 
central "eye" in the head. The lenses can produce normal 
light, ultra-violet, and infra-red illumin ation. 

8. Hand to Hand Combat: Rather than use a weapon, the pilot 
can engage in mega-damage hand to hand combat. 

Robot Bonuses: 
+ I attack per melee at levels one, five and ten; in addition to 
those of the pilot. 
+ l to dodge at leve ls one and eight. 
+2 to roll with punch, fall or impact. 
Critica l strike , same as the pilot's. 
Mega-Damage: 
Restrained Punch: 2D6 M.D. 
Full Strength Punch: 6D6 M.D. 
Power Punch: 2D6x10 M.D. (counts as two attacks) 
Punch with Vi bro-Spikes Activated: I D6xl 0 M.D. 

Other Vehicles 

"Porcupine" 
T-10 Assault Tank 

The T-10 Porc upine is built along the same lines as all other 
Arkhon Vehicles , with a stylized "Eye" in the front of the vehi
cle (under the main turret) . The spine- like protrusions that cove r 
some of the tank are only part of the reaso n for the T-lO 's nick
name, the other is the number of guns that protrude from it. The 
Porc upine has one main turret with two over-and-under cannons; 
each double cannon consists of a tri-beam weapon over a rifled 
piece that fires conventional explosive shells. Additionally , two 
small side turrets bristle with smaller tri-beam weapons, and a 
box mini-mis sile launch er has its own turret in back. A cupola 
on top of the turret has an automatic flech ette gun, used to knock 
down enemy miss iles. Furthermore, the bow of the tank sports 
two additional flechett e guns on front-placed mini-turr ets. The 
T- 10 uses a hovercraft system , allow ing it to maneuv er even in 
the broken mountain terrain. 

T- I0s are used mainly during major engagem ents in the war 
aga inst the Inca. Tanks are too vulnerable in mountain warfare 
to use them extensively. The tank s can operate more efficiently 
in the jungle s and the plains, and in those areas, small platoons 
of 1-3 tanks (typically supported by 1-2 APCs or 3-10 Storm
wind troopers) can be seen in action. 

Model Type: T-10 
Class: Main Battle Tank 
Crew: Six; four gunners, a driver and a commander. 
M.D.C. by Location: 

** Mrun Turret - 450 
Over -and-U nder Cannons (2, on turre t) - 170 each 
Flechette Gun Cupola (on top of turret ) - 120 
Tri-beam Mini- turrets (2, on sides) - 130 each 
Front Flec hette Gun Mini-turrets (2, up front) - 120 each 
Mini-Mi ssile Battery ( I , behind main turret) - I 00 



* Fan Skirts - 250 
*** Main Body - 600 
Reinforced pilot' s compartment - 150 . -

* Destroy ing the fan skirts wi ll destroy the hover~raft ~ys 
tern grounding the vehicle and rendering it immobli e. F1e~d 
rep;ir s will take I D6 hours (a~d there is a 1-40% chance t e 
tank cannot be repair ed in the fie ld). . . 

** Depleting the M.D.C. of the turret tears 11_ off the vehi
cle, rendering all weapo ns in it use less. Targeting the turret 
requires a ca lled shot at no furth er penalty. h 

*** Depleting the M.D .C. of the main body des troys t e 
vehicle, rendering it use less. 

Speed imum 
Driving on the gro und: 200 mph (320 kmph) max . 
~: Not possible. The hover system cannot li_ft the ta~k more 
than five fee t (1.5 m) off any surface without los ing pressure and 
. k' back down. The tank can cross water (but on ly for short sm mg . 

distances) and is unaffecte d by brok en terra in. 
Statistical Data 
Height: 12 feet (3.65 m) 
Width: 13 feet (3.9 m) 
Length: 20 feet (6. 1 m) 

Weight: 70 tons fully loaded. 
Car o: Small 3 foot (0.9) locker compartment _for pe~sonal ef
~ plus a weapons locker with six energy nfl es, six energy 
pisto ls, 24 E-Clips and 16 grenade s. . . 
Power System: Antimatt er; average energy hfe is 25 yea rs. , k 
Market Cost: Not for sa le. There is a 3% chance a ca ptured tan 
can be found in the black market on any given month; such a 
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tank wou ld have 1D4x l0 % less M.D.C. , would be_missing ID4 
weapo n systems, and would cost 10-20 million cred its. 

Weapon Systems 'd 
l Double Cannons (2 sets): The two double canno ns prov1 e 
. the Porcupine with a total o f four main guns. The guns must 

fire independently; no doub le or quadrupl e blasts may be at
tempted. The gunners that man each cannon can fire as often 
as four times per melee each (if they have enoug h hand to 
h.and attack s/ac tions). The conventional cannon on the under
side fires a varie ty of amm uniti on, from plasma to armor-
piercing warheads. , , 

Primary Purpose : Anti-a rm or 

Seco ndary Purpose: Anti-personn el bl dam -
Mega-Da mage: Tri -Beam Cannon: 2D4xl0 ~.D. , dou e 
age to mo st material s, excep t force/e nergy f'.elds _and Arkho_n 
composite armor. Conventional Can non: ~a n es w11h ammuni
tion Available round s include High Explos ive (2D6x l0 M.D. t; 
a 30 foot/9 .1 m area), Plasma (2D6x l0 to a 20 foot/6. 1 m;rea , 
and Armor Piercing Discarding Sabot (3D4x l0 + 10 M . .. no 

blast area) . fi twice per 
Rate of Fi re: Eac h of the over-and- under gu~s can ire 
melee rou nd, for a tota l of four attacks. ~Ith t~ o gunners, ~he 
tank 's main guns can fire as often as eight times per me ee 

round! OOO f 1 ( 1220 m) Con -Effective Range: Tri -Beam Cannon: 4 ee . 
ventional Ca nnon: 10,000 feet (3,050 m). . . 
Payload: Unlimited for the tri-beam; 30 shots per c~nvent1ona:. 
cannon (60 total). The gunner can "di_al" for a spec ific type o 
round, as long as it is still in the magaz me. 



2. Flechette Gun Cupola: This is an automated weapon system, 
that fires at +2 to strike. Its mairi purpo se is to destroy incom
ing missiles before they can hit the tank . 

Primary Purpose : Defense 
Secondary Purpose : Anti-personnel 
Mega-Damage: A burst is three rounds and does 1D4x l0+10 
M.D.; can only fire bursts. 
Rate of Fire: The automated system is at +2 to strike and has 5 
attacks per melee . 
Effective Range: 3000 feet (914 m) 
Payload: 600 rounds. 
3. Tri-beam mini-turrets (2): The se side turrets are operated by 

the second and third gunners, and are used to engage targets 
threatening the flanks or rear of the tank. 

Primary Purpose: Anti-armor 
Secondary Purpose: Defense 
Mega-Damage: Each pulsed blast inflicts 104x10+10 M.D., 
double damage to most material s, except force/energy fields and 
Arkhon composi te armor. 
Rate of Fire: Equal to the number of hand to hand attacks of the 
gunner. 
Effective Range: 3000 feet (914 m) 
Payload: Effectively unlimit ed. 

4. Flechette Gun Mini-Turrets (2): These two turret s are in 
front of the turrets, and are operated by the same gunner s in 
charge of the side tri-beam turrets. The gunner s cannot use 
both weapons at once, however. Typica lly, the gunners 
switch to the flechette turrets when the enemy forces are in 
the rear. Alternative ly, the tank commander and/or the pilot 
can also take control of the weapon s. 

Primary Purpose: Anti-armor and anti-per sonnel. 
Secondary Purpose: Defense 
Mega- Damage: A burst is three rounds and does ID4x l0+10 
M.D. Can only fire bursts. 
Rate of Fire: The automated system is at +2 to strike and has 
five attacks per melee. 
Effective Range : 3000 feet (914 m) 
Payload: 600 rounds. 
5. Mini-Missile Turret : A box-shaped mini-missile launcher is 

located in the back. 
Primary Purpose: Anti-aircraft and anti-personnel. 
Secondary Purpose: Defense. 
Mega-Damage : Varies with missile type . 
Rate of Fire: One at a time , or in volley s of two, four, eight or 
ten missiles. 
Effective Range: About one mile (1.6 km). 
Payload: Twenty mini-mi ssiles. 

"Evil Eye" APC 
The "Evil Eye" has taken the Cyclops design one step further, 

making the eye into an energy weapon! Thi s troop carrier/ fight
ing vehicle has no turret; its boxy design is slightly reminiscent 
of the 20th Century M- 113 troop carrier , except that it floats on 
an air cushion instead of tracks , and the front is slightly curved. 

The "Eye " is a short -range particl e-beam irradiator; the 
weapon bathes the area in front of it with an intense burst of 
charged particles that melts or disintegrates almost everythin g in 
front of it. This "clears " the immediat e area, allowing troops to 
dismount in safety. Other weapon s include a pintle-mounted tri-
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beam machinegun (the gunner must open a hatch and expose 
himse lf to enemy fire to use it) and two side-mounted missile 
launcher s. Firing slits on the sides allow the troop s to shoot from 
both sides. 

Model Type: A-73 
Class: Armored Personnel Carrie r. 
Crew: Three; a pilot and two gunners. 
Troop Capacity: 12 soldiers in combat armor, or 8 in powe r ar

mor. 
M.D.C. by Location: 

Tri-Beam Gun (on top) - 60 
Side -Mount ed Missile Launchers (2) - 80 each 
* Fan Skirt s - 120 
** Main Body - 400 

* Destroying the fan skirts will destroy the hovercraft sys
tem, groundin g the vehicle and rendering it immobil e. Field 
repairs will take 1 D6 hours (and there is a 1-40% chance the 
tank cannot be repaired in the field). 

** Depleting the M.D .C. of the main body destroys the ve-
hicle, rendering it useless. 

Speed 
Drivin g on the ground: 200 mph (320 kmph ) maximu m. 

Flying: Not possible. The hover system will not lift the vehicle 
beyond 5 feet (1.5 m) off the surface . 
Statistical Data 
Height: I I feet (3.3 m) 
Width: 9 feet (2.7 m) 
Length: 15 feet (4.5 m) 
Weight: 15 tons fully loaded. 
Cargo : Troop compa rtment holds 12 troops with their equip
ment. 5 tons of cargo can be substituted. 
Power System: Anti-matter; average energy life of 25 years. 
Market Cost: Not for sale. 

Weapon Systems 
1. "Evil Eye" Particle Beam Irradiator: This wide-beam 

weapon is installed in the front, and is part of the Arkho n eye 
design. The beam is actua lly a burst of short-l ived but highly 
intense radiation that not only destroys matter like conven
tional particle beam weapons , but also heats armor and metals 
to the point that eve n soldiers in full body armor will take 
some dama ge as they are baked inside their armor! 

Primar y Purpose: Anti-personnel 
Second ary Purpose: Defense 
Mega-Damage: 4D6 M .D. to a 30 foot (9. 1 m) radius in front of 
the tank. Additionally, humans and S.D.C. humanoids protected 
by body armor will still take 3D6 S.D.C. dama ge from the resid
ual heat seeping through the armor! Power armor , robots and 
larger vehicles are better insulated ; their crews get a save vs le
thal poison ( 14 or higher) to avoid the effec ts of the heat. 
Rate of Fire: Each pulse counts as two melee attacks/ac tions (the 
pilot must hold the trigger down for 4-6 seconds) and it can only 
be used three times per melee maximum. 
Effective Range: 200 feet (61 m). 
Payload: Effect ively unlimited. 
2. Pintle -mounted Tri-Beam: The gunner must leave the safety 

of the vehicle and is exposed to enemy fire (hitting the gunner 
requires a called shot at -2 due to the gun shield protecting 
the gunner). 

Primary Purpose: Anti-armor 



Secondary Purpo se: Defen se 
Mega-Damage: Each pulse blast inflict s 1 D4x IO+ 10 M.D., dou
ble damage to most material s, except force/energy fields and 
Arkhon composite ann or. 
Rate of Fire: Equal to the number of hand to hand attacks of the 
gunner. 
Effective Range: 3000 feet (9 14 m) 
Payload: Effec tively unlimit ed. 
3. Mini-Missile Launchers (2): A launcher on each the side 

provides the APC 's main long-dis tance striking power. 
Primary Purpose: Anti-aircraf t and anti-armor. 
Secondary Purpose : Defense 
Mega-Damage: Varies by missile type. 
Rate of Fire: One at a time, or volleys of two, four, eight or six
teen missiles. 
Effective Range: About one mile ( 1.6 km). 
Payload: 16 total , e ight per launcher. 

Spikefish Attack Fighter 
The Spikefish is the main attack fighter in the Arkhon s' arse

nal. This ugly vessel can fly both in space and the atmosphere , 
and can be configured for a var iety of missiles, for intercep ting 
enemy fliers to strafing infantry and bombin g citie s or military 
targets. The people of the Empire of the Sun have learned to 
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dread the howlin g sound of these fighters when they make a 
bombing dive. The common Spikefis h attack load consists of 2-4 
long-range missiles and 4-8 medium-range missiles. Addition
ally, the fighter has four tri-beam guns. Attack wings of these 
fighters work side by side with flying powe r armor trooper s us
ing the Stonnw ind and Gho st Wasp armor. 

Model Type: AF-89 
Class: Auack Fighter (Air/Space Capable) , , 
Crew : One. 
M.D.C. by Location: 

Tri-Beam Double guns (2, on sides) - 100 each 
Missile Pylon s - As per the missiles carried (see Rifts RPG, 
p. 46). 
* Main Body - 300 
Reinforced Pilot 's Compartment/E scape Pod- 120 

* Depleting the M.D .C. of the main body causes the air
craf t to crash. The pilot can eject in the escape pod, designed 
to either parachute to safety in an atmosphere, or noat in 
space. The pod is airtight and has enough life support for 20 
hours. 

Speed 
Driving on the gro und: Not possible . 
Flying: Mach 2 in an atmo sphere, Mach 8 in space. The anti
grav ity system allows the pilot to make very tight turns , stop on 
a dime, and other aerial acrobatic feats. Furthermo re, there is 



NO limit to the altitude the fighter can achieve. It can even es
cape Earth's atmosphere and reac h outers pace. 
Range: In an atmosp here, the propul sion syste m must be allowed 
to cool off after 12 hours of flight. 
Statistical Data 

, Height: 6 feet (1.8 m); the landing whee ls, when extended, add 
an additiona l 2 feet (0.6 m). 
Widt h: 12 feet (3.65 m) from tip to tip. 
Length: 8 feet (2.4 m) 
Weight: I ton fully loaded. 
Cargo: None. Pilot has room for a sidearm and little more. 
Power System: Anti-matter ; average energy life of 20 years. 
Market Cost: Not for sale. No Spikefis h has been captured in 
any shape to be reso ld. 

Weapon Systems 
1. Double Tri-Beam Cannons (2): These side-mo unted guns 

are the main dogfig ht and strafing weapo ns of the Spikefish. 
Each double cannon fires devastating double blasts, but the 
two doub le guns are not aligned to fire at the same target si
multaneously. 

\ 
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Primary Purpo se: Anti-armor and anti-aircraft. 
Secondary Purpo se: Anti-perso nnel 
Mega- Damage: Eac h double blast inflicts 2D4x 10 M.D., dou
bled against most materials excep t force fie lds and Ceras tee l ar
mor. 
Rate of Fire: Equal to the combi ned number of hand to hand at
tacks of the pilot. 
Effect ive Range: 4000 feet (1220 m) 
Payload: Effectively unlimit ed. 
2. Missile Pylons: Up to eight medium-ran ge missiles or four 

long- range missiles, or any combination thereof, can be car
ried in the underside of the fighter. 

Primary Purpose: Bombardment 
Secondary Purpose: Anti-a ircraf t 
Mega-Damage: Varie s with missile type. 
Rate of Fire: One at a time, or volleys of 2, 4, or 8. 
Effective Range: Varies with missile (can fire long- or med ium
range missiles) 
Payload : Up to eight medium range missiles, four long-range 
missiles, or a combi nation thereof (i.e., two long-range and four 
medium-ran ge missiles, or one long-ra nge and six med ium
range missiles, and so on.) 



MEGAVER SAL. --1~.w/2 
LE<::t/ON 

An Independent Mercenary Force 
We were warrior slaves , recruited from a hundred worlds. 

But our former "masters" made one mistake. They enslaved free 
men from Earth, and brought about their own destruction. 

- Lieutenant Colonel Harris, Chronicler of the Legion 

A band of transdimensional mercenaries , known as the 
Megaversal Legion, have set up their headquarters in the moun
tains of Bolivia . The Legion is one of the largest annie s for hire 
ever built, and also one of the most successful. It is made up of 
soldiers and warriors from hundreds of races, but the core of the 
legion is made up of two species. The first one is the Ojahee 
(pronounced Oh-jaw-hee), giant warrio rs of great strength, cour
age and discipline. The other is humans who where fonne r U.S. 
soldiers kidnapped by aliens. The Legion was origina lly a slave 
army whose members were forced into service by a race of mer-
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ciless aliens. In recent year s, the slaves rose and destroyed their 
former masters, and now continue to sell their services, but as 
free soldiers. 

In the Beginning ... 
Ojahee Jungles, M'korro, 
Year of the Black Dragon: 

"They come." 

"I can see them ," said Warlord Okarr of the Ojahee, com
mander of the 3rd Rifle s. The clearing he and his warriors had 
burned into the jungle in preparation for the coming attack was 
beginning to be cove red by screaming Ta lian savages. Okarr 
smiled with grim antic ipation. His muscles rippled under his 
dragon -skin annor as he clenched his sword, a ceremonia l 
weapon nowadays, but still good to signal his warrior s and as le
thal in close quarters as it had been centuries ago, before the in
vention of the firesticks. He stepped forward , ahead of the 
well-drilled battle-line his warrior s had formed at the call of the 
drummer s. He raised his sword. 

"Ready ... !" 

The Ta lians, howling madly, pressed on. A few paused to let 
loose a spear, an arrow, or a blowgun dart . Few of the missiles 
reached into the Ojahee lines, and even fewer penetrated the 
Ojahee 's armor or thick hides. Here or there, a warrior staggered 
backwards, cursing or, if the Talian poison had gotten into their 
bloodstream, collapsing silently to their death. 

"Aim .. !" 

As one , the first rank leveled their musketoon s, the lethal 
weapons that shot half a pound of lead and could blow holes in 
anything but the sturdiest walls. Armed with musketoons, the 
Ojahee had conquered half the world. Today , a piece of the sec
ond half would fall. Okarr held his breath for a long moment, ad
miring his warriors , all selected for their size, strength and disci
pline; each a powerful eight feet tall, five hundred -pound block 
of solid muscle and lethality. 

The Talians were getting closer. More arrows and stones 
scored marks, but the Ojahee didn 't waver. Three hundred yards, 
two hundred ... 

"FIRE!!! " 

The earth trembled and the wor ld disappeared in a huge cloud • , . 
of black powder smoke . Even half-deafene d by the massive vol
ley, Okarr could hear the screams of agony as five hundred half
pound balls cut a swath of destruction among the Talian savages. 
The first rank stepped back, leaving enough room for the second 
rank to advance and ready their weapons . 

"Seco nd rank, FIRE!! " 

The second volley was as precise and measured as the first. 
Although the soldiers could not see through the cloud of smoke, 
accuracy wasn't necessary : the Talian s had been massing for a 
final charge, and a bullet that missed a warrior would hit another 
further down the line. 

"Fix axes !" 

The two ranks with the unloaded musketoons affixed axe
heads to the sides of the barrels. As the smoke cleared, Okarr 
saw the axes would be needed. Althou gh horribly mauled by the 
double volley, the Talians pressed on, their warriors just as tall 



and strong as his own. Here and there, however, a Talian wa
vered as he saw the line of axe-heads glitter ing in the sun. Okarr 
smiled. A quick charge would finish them off, and if that didn ' t 
work, four more ranks of musketeer s were ready to pour lead 
down the enemy's throat. 

Suddenly , the Talians stopped their charge. Warrior s tripped 
over their own feet, staring fearfully at the sky above Okarr and 
his troops. Screaming in the terror, the Talian s who had braved 
gunfire and cold steel fled like scared toddlers. 

"Warlord! Above us!" yelled Okarr's sergeant-at-a rms. The 
warlord could sense fear coursing through his army. He turned 
around and looked. 

At first, he thought he was seeing four of the airships that had 
ju st entered service in the Ojahee armies. Then he rea lized with 
a shock that these floating thing s were easily five times the size 
of the largest airship he' d seen. These flying things did not be
long in his world. If he had been an ignora nt savage like the nee
ing Talians, Okarr would have thought of spirits and demons, 
but he was educated and knew of machines and technology. 
These beings must be aliens from another world, just like the 
ones fantasists wrote about in plays and novels. 

"Warrior s!" A voice said in the Ojahee tongue, louder than 
the largest loudspeaker used by the High Kings. "You will come 
with us, fight for us on other worlds! Follow our orders, and you 
shall live ! Disobey, and ... " 

A beam of red light came from one of the ... objects ... above 
and raked the Talians as they fled into the jung le. Dozens, no, 
hundreds of the savages were incinerated. The smell of burnin g 
flesh soon filled the clearin g. 

"Do we fight or run, milord ?" the sergea nt of arms whispered 
urgently. The tough campaigner could see no other alternative 
under these circumstances. Okarr, however, could. 

"Hold your fire, everyone!" he roared. His voice stead ied the 
warriors, some of whom were wavering. "Dy ing here, in this 
manner, serves no one's interes ts. Let us obey these strangers, 
and learn their ways." Okarr knew he didn't have to say more. 
The Ojahee had learned many secrets from other nations and 
cultures, and in the end had turned that knowledge against their 
"teachers." Come what may, the aliens would pay for makin g 
slaves of Ojahee warriors. 

The two thousand warriors and the three hundred females in 
the medica l brigade marched silently towards the ships, to what
ever destiny the future held for them. 

Iraqi Desert, Earth 
(one of many Earths?), 2004 A.D.: 

Colonel Arthur Savage of the 7th Armored Cava lry studied 
the computer display in his command vehicle, go ing over the de
ployment figures with some apprehension. A vetera n of Desert 
Storm, he was fami liar with the terrain, the land and its peop le. 
But today he was facing a different foe . Who would have 
thought that the Turks would become the next "ev il Empire?" 
Even worse, an evil empire using the same weapons and equip
ment as his reformed regiment did. The U.S., after spend ing dec
ades cutting back the milita ry budget, had to scram ble to rebuild 
the military . His regiment was brand-new, a resurrected version 
of the ill-fated 7th Cava lry. The 7th, as in Custer's Last Stand . 
Not the best of omens, but the regiment was faring well so far. 
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All around him , the armored cava lry regiment moved over 
the desert platea u. They were protecting Iraq from Turkey , but 
contact with the enemy was days away. Air superiorit y had been 
achieved, and the only thing bothering the U.S.-led multin ational 
coa lition was the sudden influx of UFO report s. Savage snorted; 
there had been UFO reports in every modem war. The y made for 
a break in the routin e, but meant nothing. 

A bright flash filled the compartment of the Bradley Fighting 
Vehicle. For several moments, Savage grope d blindly , but even
tually his vision started to clear. Across every radio channel, and 
in the compartment itself, everybo dy was shoutin g, a Babel of 
voices. "What the hell?" he started to say . Then he looked at his 
command screens. 

All the satellite channels, every link outside the regiment, 
were silent. But even that paled to insignificance compared to 
the visuals on the video. He shifted viewpo ints, over and over, 
and every camera mount ed in every vehicle in the regiment told 
the same story . 

The 7th Cava lry was no longer in the Iraqi desert. They were 
in a red-earthen plain, flat and feature less except for distant 
monolith s (mountains?) of improb able size, loom ing high on the 
horizon. The sky was an angry shade of scarlet, marred only by 
occasional pinkish clouds. Three stars, one slightly brighter than 
the sun , two much smaller, made a long triangle overhead. 

"What the ... ?" Colonel Savage's words were cut short by a 
flash of light that again blinded him and obliterated every thing. 

Arthur Savage woke up with a murderous headac he. He 
could hear groans of pain all around him, and as he surveyed his 
surroundin gs he saw his troops, scattered all around him, each 
wear ing some unfamiliar type of underwea r. They were all in a 
huge room, the size of an aircraft han gar, and ... Savage blinked, 
or tried to; everybody in the room was wearing some sort of 
wrap-around glasses and a metal helmet. Then he realized he 
had them on, too. He tried to remove them, but could not. With 
terror he real ized they were grafted on. He wasn't the only one 
to make that discovery; his scream mixed with the screams of 
dozens of others. 

"Neve r fear, humans," a voice boomed from a loudspeaker, 
drowning out their cries. You have been improved to better 
serve us. Remember that. Your goal in life is to serve our needs. 
Obey, and you will be rewarded. Defy us, and you will suffer." 

Savage stopped shouting. The incipient attack of hysteria had 
been stilled. Rep laced by thoughts of vengeance. "O ne day," he 
mentally vowed, "whoever had done this would pay. It might 
take years, but they would pay." 

Many Years Later 
Savage mentally adjusted his cybe rnetic visor. The lenses 

zoomed in on the Brodki l corpse on top of the destroyed APC. 
The creature was horribl y burned, but enough of it remained to 
identify its species; brodkil s were inhum anly tough and strong. 
Those qualities hadn 't helped the Brodkil any more than its ad
vanced vehicles had. Savage continued scanning the batt lefield. 
The shattered remains of the Brodkil 3rd Armored Division lit
tered the valley . Savage hated brodkil s; the brutal , sadistic mon
sters were a plague on a thou sand worlds. On this particu lar 
planet, they had allied themselves with an advanced culture and 
had developed huge mechan ized armies. The last and larges t of 
those armies had met its end here, in the valley. 



"We won ," he muttered . 

"Was there ever a doubt we would win?" a rumblin g voice 
said behind him. 

Savage didn ' t tum around. His cybemet ically-enhanced hear
ing had picked up the approach ing Ojahee commander several 
seconds before. The giant aliens were great warriors, but were 
not built for stealth. "Nothing's ever certain, Okarr ," he replied. 
" If those idiots hadn ' t rushed into the valley, if their intelligenc e 
had been any good - they outnumbered us six to one ; their 
tanks were damn good. Hell, each of those Brodkil 's as tough as 
a tank on his own!" 

"As are we," Okarr said. Colonel Savage wasn't sure whether 
he meant the Ojahee warriors or all Legionnaire s. In either case, 
he was probably correct. 

"This should finish the campaign," the Ojahee continued . 
"The Brodkil do not have enoug h living to bury their dead. Their 
factories are smashed, and intelligence report s their shattered ar
mored company is running out of fuel and ammo. They can sur
render, or we can wipe them out. The Sylvan States got their 
money 's worth when they hired us." 

"Once again, the Legion wins," Savage said tonelessly. 

"Yes, Arthur, the Legion won. But who profits? The damned 
Dakir," Okarr made the last word a curse . "O ur owners and mas
ters." At Savage 's alarmed expression, Okarr smiled . "Do not 
worry yourself, Arthur . The spy-machines they drilled into our 
skulls no longer tell tales. I have seen to that." 

"You disabled the skull mikes? How?" 

"The Brodkils' slave scientists are very talented, my friend. I 
was able to phrase my request so our master s did not suspect. As 
of five minutes ago, the Dakir can neither spy on us nor send the 
death signal to the bombs they put into our bodies. We are free, 
for the time being. The final decision rests with you, old friend." 

Savage blinked. A lot of information , all coming in at once, 
but he was used to making snap life-and-death decisions. "A re
volt, then. We take them on." 

"Yes , and you must lead. The Legionnaire s will not follow 
me. Only the Ojahee, and maybe not aJI of them, not anymore. 
But you have the gift of leadership. Together, we can defeat 
them." 

"The Dakir always kept us from their best weapons and 
equipment," Savage lamented. 

Okarr spat over the side of the command vehicle . "Phaugh! 
Thi s for the Dakir! If they were any good at fighting, they 
wouldn' t have needed to ens lave us. And we are the best. We 
will prevail! And this time, we wiJI fight for our own sake. I be
lieve this. Do you, Arthur?" 

Instead of answering, Arthur keyed his personal radio to Pub
lic Address. "Attention aJI unit s. We have a Condition Red. All 
units, be ready to march within fifteen minute s. Blue -One, out." 
He turned to Okarr . "This time, we will fight for our own sake.'' 

Nineteen hours and three thousand and sixteen lives later, it 
was over. It was brief and violent, and ended in a giant red ex
plosion as the last Dakir ship died trying to escape. When it was 
over, the surviving soldiers of the Megaversal Legion, were free. 
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The Dakir Race 

Little is known about the Dakir race. The homewo rld and ori
gin of their planet remain a mystery to even such transdimen
sional explorers as the Splugorth, the Naruni , and True 
Atlanteans. The only Dakir seen regularly are those involved in 
the mercenary trade, either (rarely) as soldier s themselves or as 
the purveyors and agents of mercenary companies. The Dakir 
have reached one of the highest levels of technology in the 
Megaverse. Even in such high-tech universes as the Phase 
World{fhr ee Galaxie s milieu, Dakir technology tends to have 
the edge in lightness, effic iency and durability. Naruni Enter
prises (see Rifts Dimension Book Two : Phase World and Rifts 
Mercenaries) constantly try to smear the Dakir as evil, opportun
istic cheats and con-men, but such attack s only concea l the fact 
that the Dakir could be the top weapon merchants of the Megav
erse if they so wished. 

That is not the case, however. The Dakir never sell their 
weapons - they rent out soldiers who use them against others. 
For some reason, the Dakir prefer to use slave soldiers, which 
has often canceled out the advantages of their technology. Why 
they want to be in the mercenary business rather than the weap
ons market (a much more lucrative and less risky endeavor) is 
also a mystery. Rumors link the Dakir to some obscure god or 
alien intelligence dedicated to war, but no proof has ever been 
offered . Some Xenologists believe that the Dakir 's behavior is 
cultural; maybe they are afraid to trust other civilizations with 
their weapons, so they want to have utter control over those who 
use them. 

History 
The Megaversa l Legion is the most ambitious project of the 

Dakir yet. For several centuries, the mercenary company was 
under the control of Dakir Military Services, a transd imensional 
corporation similar in some ways to the nefarious Naruni Enter
prises. Master s of transdimensional travel, the Dakir were able 
to offer their services to thousands of worlds. Soldiers were re
cruited from relatively primitive planets, ens laved, and forced to 
fight. From the Dakir perspective , having slaves fight for them 
was cheaper (no bothersome division of loot or salaries), more , , , 
convenient, and it gave them complete control over the opera
tion. 

The Megaver sal Legion first appeared in transdimen sional af
fairs some 1,000 Earth years ago. They joined a war between a 
Splugorth lord and a planet ruled by god-like beings, fighting 
against the Splugorth. The Legion 's baptism of fire was not par
ticularly distinguished. Although they held the defensive posi
tion they had been assigned to, they suffered over 50% 
casualties (all of them slaves). Worse, an entire regiment tried to 
run away , but came back to fight after the Dakir overseers killed 
one-tenth of their numbers! Despite this, the Legion was able to 
fight off an equivalent number of Kittani veterans. This success 
led to more contracts. 

For centuries, the mercenary system worked, but the Megav
ersal Legion was never as successfu l as the Dakir had hoped . Al
though equipped with exce llent hardware (booby-trapped in case 
the slaves tried to turn it against their owners) and cybernetic 



and bionic systems, the mercenarie s did not fight as well as they 
should . The Dakir tried to find better slave-so ldiers , looking for 
war- like, yet disciplined races . They had made it their practi ce to 
always capture slaves in small group s of different races. In a 
change of policy, they decided to enslave two large gro ups of the 
most promi sing spec ies. The selected races were humans and the 
Ojahee. The human s they se lec ted were U.S. soldier s, an entire 
am1ored regiment of them, from an Earth time-line in the early 
2 1st Century . The soldiers, led by Colonel Arthur Savage , ac
quiesced to the aliens' orders, but only so they could find a way 
to escape or defy their captors. The Ojahe e, a warrio r soc iety 
that valued resourcefulnes s and courage, also surrendered for the 
same reasons. The two species, outward ly very different , man
aged to strike a fast friendship which deve loped into mutual ad
miration. 

For almost twenty years, the human s, Ojahee and creatures 
from a hundred worlds and dozens of races were forced to fight 
for the Dakir. Their bodies were altered throu gh cybe rneti c and 
bionic implant s, ultra-tech versions of M.O.M. , and other merg
ers of flesh and machine. When their bodie s started becoming 
old and losing vitality, they were clon ed new bodies and their 
brains were transplanted into them . Only death would free the 
Legionnaires from their masters. A few committ ed suicide, but 
most fought on, hoping to gain revenge one day. During their 
time as slave so ldiers, they mastered the arts of war, becoming 
veterans with mor e years of experience than almos t any other 
force ever crea ted. The U.S. 7th cavalry and the Ojahee Third 
Rifles provided the Dakir a core of trained soldiers who fought 
for the good of their regiments, not because their masters de
manded it, and they fought well. 

One of the Legion's most glorious moments occurred on 
Arctares' World , where the mercenarie s were assigned to protect 
the evacua tion of one billion peopl e - ju st as a Mechanoid 
horde was descending on the planet! Despite being outnumbered 
a hundred to one, the Legio n was able to hold off the 
Mechanoids for 19 hours, the time needed to evac uate the refu
gees via dimensional gates. The Leg ion suffered only 7% casual
ties (dead) and 9% wounded, while achievi ng a kill ratio in 
excess of 30 to I! ln this and dozens of other wars, the new 
Megave rsal Legion distinguished itself and became the most ef
ficient (and desired) mercenary compan y in the Megaverse, win
ning almost every conflict in which they participated . 

On 50 P.A. (Rifts Earth calendar ), the Dakir, flushed with 
success, wished to relocate their ever -expanding legio n. Rift s 
Earth was selected beca use it was a natural transd imensional 
"c rossroads," an ideal staging point to travel on to hundr eds of 
different worlds. An iso lated valley in the Andes mount ains was 
selected for its remoteness from the rest of the planet. The settle
ment brought about conflict with the Inca Empire of the Sun, but 
the Dakir 's superior technology allowed them to push out the In
cas and build their bases. 

The Mutiny (68 P.A.) 
Rebellion is common among slaves, but the Dakir had taken 

steps to guard aga inst it. All the weapon systems had computer
ized booby- traps that would cause the weapo ns to exp lode if 
they were ever turned against a Dakir. Tran smitters implant ed in 
the skulls of the slaves repor ted every single word the Legion 
naires said, making conspiracies impossib le. Furthermore, the 
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Dakir had personal force fields to prote ct them against hand to 
hand attacks, and their per sonal weapons were much more pow
erfu l than those of their slaves . For hundr eds of years, these 
measures worked. However , they didn ' t count on the inventive
ness of human s and Ojahee. 

The opportunity presented itself in a far-off dimen sion where 
a Brodkil horde, equipped with advanced weapons, was threat
ening the peace ful Sylvan Federation. The hapless federation, 
made up largely of Elves, knew enough about transdimensiona l 
politic s to ca ll for help , and they worked out a deal with the 
Dakir. The Megav ersal Legion was once again mob ilized, and in 
a series of battl es, they completely destroyed the Brodkil armie s. 

As luck would have it, the Brodkil had enslaved hundreds of 
brilliant scientists of the Men-Rall race (see below) durin g their 
reign of terror. The freed scienti sts and tinkerers were not only 
grateful to the Legion for their freedom, having been slaves 
themselves, they understood and sympathized with their plight. 
One of the Men-Ralls was able to help neutralize the beamed 
communic ators that linked the Dakir to their slave soldiers, and 
also disarmed the se lf-destruct mechanism s in the Leg ionnaires' 
weapons. Able to attack their former masters with impunit y, the 
Legion returned to its base on Earth and launched an assault 
aga inst their former headquart ers. 90% of all the Legionnair es 
joined forces with the rebe ls; the rest were remnants of the cow
ardly and ineffect ive original Legion who were quickly over
whe lmed. 

The Dakir them selves were the toughest challenge. Their per
sonal weapon systems were incredibly effec tive, and on ly quick 
thinkjn g and brilliant strateg ies were able to overcom e them. In 
the end, howeve r, all the Dakir at the Andes base were killed or 
captured. The Megave rsal Legion had triumph ed and was now 
an independent organization. 

Freedom did not mean a complete ly happy ending, however. 
Although the Leg ion headquarter s had (and still has) dimen 
sional portals leading to a numb er of world s, they did not con
nect to any of the Legionnaires ' home planets. Also, the Legion 
member s feared that if they abandoned their weapon s, the Dakir 
wou ld hunt them down on their home world s to get revenge. The 
on ly way for the Legionnaires to survi ve was to remain a mili
tary unit. For most of them, it was the only way of life they 
knew; many of them had married other so ldiers, and had chil-
dren who, in tum , grew up to become so ldiers. Consequent ly, •, . 
the vast majority of soldiers stayed toge ther. The Megaversa l 
Legion continu ed to offer its serv ices, but now it would accept 
only contracts that were acceptable to its members, and its prof-
its went to a common fund after meeting the upkeep and other 
expe nses. Today, most veterans are wealthy or at least well-off. 
Some have retired but still live in the mountain communit y, now 
renamed Fort Desperado . The armed camp has become a small 
country , with peop le living in the mountain s and valleys, right 
on top of the pre-Rifts ruins of La Paz, once the largest city in 
Bolivia . 

The Legion has been an independent organization for almo st 
forty years now. Many o f the original vetera ns live and fight on, 
kept youthful through Dakir technology. Genera l Arthur Savage . 
who should be in his nineties, is still the leader of the Legion, 
still as active as always . In rece nt years, the former members of 
the 7th Cava lry have discovered they are back on Earth , al
though it is not the world they grew up in, and they have become 



more inter ested in its affa irs. The Megaversal Legion may soon 
become involved in the conflicts ravag ing Rifts Earth , and may 
become an important factor in the world - provid ed the Dakir 
do not seek their destruction. 

Government & Society 

The Legio n remains a military organiza tion , but its contro l 
now extends over a large civilian popu lation ; a comb ination of 
retired Legio nnaires, childr en and dependents of the mercenar
ies, factory worke rs, maintenance workers, etc ., living in and 
around Fort Desperado. Before the Mutin y, the Dakir had utter 
control over everyone's life; all were slaves under them . After 
the successfu l uprising, the Legio nnaires had to come up with a 
new form of government. 

The Megaversa l Legio n is now command ed by the Joint 
Chiefs of Staff. Each Com mander in Chief (CINC) is in charge 
of a separate branch of the Legion. There is a CINC-Army, 
CINC-A ir, CINC-Navy, CINC -Logi stics, CINC-lntelligen ce and 
CINC-Civilian Affa irs. Overseeing them is the CINC-MEL 
(Commander in Chief, Megaversal Legion). For the last 40 
years, General Savage has been the CINC-MEL. In addition to 
the Joint Chiefs, the civi lian population of Peace City (built on 
the ruins of La Paz) elec ts a Mayor every five years. The 
Mayor 's office has no juri sdiction over military matt ers, but is in 
charge of the admini stration of the city; CINC-C ivilian Affair s 
(or CINC-CA) is the liaison between the Joint Chiefs and the 
Mayor' s Office. 

The former slave compan y is now a volunteer army. The 
terms of enli stment are two years, at the end of wh ich one is free 
to leave the Legion with a small pension (roughly equ ivalent to 
I 00 cred its a mont h; the pension grows the longer a soldier 
serves in the Legion). 80% of the Legio nnaires serve for ten 
terms (20 yea rs) of enlistment or more ! The childr en of the Le
gionnaires and the~civilian population make up most of the re
cruits (70% ). The rema ining 30% are volunteers from all comers 
of the Megavers e who typically join the Legion when it is cam
paigning on their home world . The bionic reconstructio n most 
slaves were forced to undergo is now optional ; 75% of all new 
recruits end up volunteering for it as well. 

Between assignments, life in the Legion can be fairly peace 
ful and pleasa nt. Defense pickets ensure that no threat can reach 
Peace City and Fort Desperado, so war and vio lence rarely mars 
the comm unity. Peace City has grown over the last three dec
ades; the fact that thousands of soldiers with a lot of cash are 
given leave to go into the city has led to the construction of casi
nos, bars, "escort houses" and all manner of entertainment (see 
Peace City, elsewhere in this section). 

The Megaversa l Legion is still a mercenary organization . Na
tions and planets with transdimen sional capabiliti es can contact 
them . All kinds of jobs , from small -unit training duties to full
fledged wars, are taken by these warriors of renown. For the 
most part, however, the Legio n refu ses to accep t job s that in-
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volve enslavin g or massac ring innocent vict ims, although they 
will readily accept missions against such miscreant s. 

Foreign Relations 
The Empire of the Sun: The Inca territ ories are on the other 

side of Lake Titica ca; the entire lake is considered to be Inca ter
ritory , and the Megav ersal Legion respec ts this. In the past, the 
Dakir had used the lake as a trainin g area for their few water ve
hicle s, but this is no longer done. Relations betwee n the Incas 
and the Legionnair es are somewh at coo l but not hostile. When 
the Dakir occupied the region, they did so throug h violence , ex
pelling thousands of Bolivian survivor s of the Great Cataclysm 
and cutting off a number of Inca cities in the plain s to the East. 
As a result , the Incas and the Legion had a number of violent en
counters. After the Legion overthrew their Dakir overlords, it 
sent a diplomati c mission to Cuzco. The results were unsatisfac
tory, but at leas t there is no overt warfare between the two na
tions. 

The two powers recog nize the Arkhons as a common enemy, 
so they leave eac h other alone. The Leg ion doe s not trust the 
"gods" that are said to rule the Empi re, and the Incas' followers 
still have bad memorie s of American interve ntion , and see the 
human legionnaires as "gringos" not to be considered friends. 

The Arkhons: The Arkhon Freehold is to the North of the 
Legion, across the no-mans- land that lies between the Empire of 
the Sun, the Freeho ld , and the human nations of Santiago and 
Cordoba. The aliens' attempts to expand into the Legion' s terri
tory have resu lted in some nasty fighting across treacherou s 
mountain passes and open battles in the plains. Althoug h the ali
ens outn umber the mercenarie s, the latter 's superior equipment 
and tactics have won the day time and time again. The Arkhons 
have even tried to hire the merce naries, but their offers have 
been refused. For the time being, the Arkhons have not pushed 
very hard aga inst the notorious soldiers, afraid that one of their 
other enemie s will take advanta ge of the distraction. 

The Silver River Republics: The Leg ion has borders with 
Cordoba and the Achi lles Repub lic. The hum an nation of Cor
dob a considers the Megaver sal Legion to be an alien presence 
similar to the Arkhons, and often conducts raids against its terri
tories. 

The Ach illes Republic has a friendly relation ship with the Le
gion, and has even hired some contingents to help tra in its army. , . 
A numb er of mutant anima ls have joined the Legion. 

New Babyl on, a human-D-Bee enclave, is dominated by the 
Amaki race, who, in the past , has hired the merce naries. Some 
Amaki and Babylonia ns have joined the Legion , and still others 
like to frequent Peace City. The main prob lem between New 
Babylon and the Legion is the latter 's refusal to sell any of the ir 
Dakir equipmen t. The Joint Chief s of the Megav ersal Leg ion be
lieve that Dakir technology should remai n secret, because it 
often provide s the Legion with the edge they need to survive . 
The Babylonians do not like but respec t this decision. 

The New Navy: Since the Legion 's headquarter s are land
locked, they have no direct contac t with any seafaring civi liza
tion . However, some human legionnaires from the 7th cavalry 
have heard rumor s of the New Navy, supposed ly the heirs of the 
U.S. Navy who have somehow survived the Great Cataclysm 
and continue to prot ect the oceans. Although at this point , the 
Legion is the only home most of them know, some humans 



yearn to return home , and link up with somebody with the same 
values they have (even if they are "sq uids") . Consequently, the 
New Navy is something that definitely attracts the interest and 
dreams of many human s. A small group o f Legionnair es have 
taken a leave of absence to investigate these rumors. If they 
prove to be true , half to all of the Megaversa l Legion might 
leave to join forces with the New Navy; the human memb ers of 
the Legion have enough respect and influence to get that conces
sion. The only possible stumblin g block is the presence of so 
many aliens and D-Bees, give n the New Navy's view on non
humans (tolerant but not friendly towards them). More informa
tion about the New Navy and other ocea n cultures can be found 
in Rifts Underseas. 

The Coalition States: The Megave rsal Legion has heard a 
few odds and ends about the Coalitiort States, but have neve r had 
any encounters with them. From what they hear, they know the 
CS are racis t fascists, who se policies are too reminiscent of the 
Dakir and many of their past, ruthless employers for the Leg ion
naires to feel comfortab le with them, even if they are reputed to 
be the "last bastion of humankind." 

The rest of the World: Ironically , the Legio nnaires know 
more about the Megaverse than the "a lien Earth" they have 
made their home. They 've heard rumors about dragons, were
jag uars, vampires and demon s to the south , and that the Splu
gorth reign over a continent that is supposed ly resurfaced 
Atlantis, but they know little more than that. 

MegaversalTroops 
The Megave rsal Leg ion has 300,000 combat ready troops and 

50,000 support personnel on its active duty rosters. These sol
diers are divided into six Armies of 50,000 soldiers eac h. These 
six Armies are organized and equ ipped almost identica lly, and 
are designed to be self-sufficient. At least one entire Army must 
remain at Fort Desperado at all times to provide for its defense. 
Typically, anothe r Army is also in the area, its troop s relaxing 
and its equipment being refitted after a campaign. Also, since 
not all jobs require the hiring of an entire Army, most of the time 
elements of a third Army , the regiments not hired out at the mo
ment , are also in the area . Meanwhile , at least I 00,000 soldiers 
(roughly two Armies) are in serv ice somewh ere in the Megav
erse at any given time. 

Armies are organized in Divi sions of 5,000 to 10,000 men 
each. The divisions are, in turn, made up of regiments of about 
1,000 men each. Each regiment is a self-contained unit combin
ing infantry, tanks, air support and artillery with in the same unit. 
The regiment is, in turn , divided into compani es of 100 to 200 
soldiers each, or 12-20 vehicles or robot s in the case of tank , ro
bot and air companie s. Companies are broken up into platoons 
of 20-40 soldier s or 3-6 vehicles, and the platoon s are divided 
into squads of 5- 10 soldiers (no equivalent with vehicles). The 
regiment is the smallest unit that can operate independe ntly; it 
has its own headquarters, logistics and supply system, and all 
types of weapon systems available. Units smaller than a regi
ment are rarely hired out for war situation s. 
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Cities Notes 

Fort Desperado 
Headquarters of the Megaversal Legion 

Population Breakdown: 350,000 total (about 250,000 are full
fledged members of the Legion). 
Hum ans 35% 
Ojahe e 15% 
Wolfen 5% 
Mutant Anima ls 5% 
Lizard Men 2% 
Larhold Barb arians 2% 
Men-Rall 2% 
Other s 34% 

Fort Desperad o, once a military base, is now the size of a 
city, and is still grow ing. Althou gh the majorit y of the popula
tion is made up o f soldiers, a lot of civ ilians work in the militar y 
facto ries that produce the Dakir weapo ns used by the Megave r
sal Leg ion. The city is north of where the city of La Paz used to 
stand (see Peace City, below), and is surround ed by hills that 
rose durin g the great catacly sm. The hills are crow ned by bun
kers with enoug h firepower to destroy a tank column, and air-de 
fense systems that can knock any aircraft out of sky; a fact many 
an Arkhon pilot attac king or scouting the area have discovere d. 

As the city grew, new neighborhoods have sprawled beyond 
the hills. These areas are less well-protecte d, but it has been 
years since enemies tried to test the defen ses of the city. 

East of the city are a number of empty fie lds used as firing 
ranges. Every other day, the sounds of explosions and energy 
discharges can be heard in the city. Beyond that there are farms 
where the produce that feeds both Fort Desperado and Peace 
City is grown . 

The most notable buildin g in the city is the Dimensiona l 
Dome. Thi s round-topped buildin g houses the Dakir 's Dimen
sional Gate System (DGS). There are two types of DGS, a re
ceiving platform and a projector. The receivi ng platform looks 
like a sound stage, surrounded by what appear to be spotlights 
but, in actuality, are dimensional beam projecto rs. Visitors using 
dimensiona l gates, pyra mids and Rifts arrive on th is platform . 
The projector looks like a huge gun, and is often mounted on a 
truck or a tank. The dimensional beam it "shoots" can bathe an 
area the size of a football field in seconds. The beam somehow 
causes the targe ts to shift out of phase and reappear in a separate 
dimension. Thi s is a unique form of dimensional trave l, perhaps 
re lated to the dimension al powers of the Prom etheans from 
Pha se Wor ld (for more informatio n on the Promethean race see 
Rifts Dimension Book Two: Phase World). 

The Dimensional Dome also has trans dimensional communi
cations equipment that allow s the legion to contact and hear 
messages from many wor lds throughout the Megaverse . Thi s is 
the place where job offer s are made. 



Peace City (La Paz) 
Population Breakdown: 300,000 (70% humans, 30% assorted 
races) 

La Paz is built on the actual ruins of the Bolivian city of that 
name. At first, it was little more than a shanty town where the ci
vilian slaves of the Dakir huddled after working in the mines 
surrounding the city. After the mutiny, it became a modem city. 
Thousands of former Inca and SRR citizens have migrated to 
this booming town, and its population has swelled with retired 
soldiers and their families, factory workers and even transdimen
sional emigran ts. 

The population of Peace City works in three major fields. 
Mining for raw material s still goes on in the surroundin g coun
tryside, although working conditions are much more humane 
than under the Dakir. Industry employs about 25% of the city's 
population ; several factories produce goods not made in Fort 
Desperado , mostly non-weapon products like canteens, belts, 
shoes and uniforms, although a factory that makes nuclear power 
systems for robots and armor and another that manufacture s and 
recharges E-Clips are in operation. Finally , entertainment ac
counts for 33% of the city's cash flow. The Strip, an area of 
over ten city blocks dedicated to movie theaters , casinos, restau
rants, bars. nightclub s and "pleasure houses," is quite famous (or 
infamous, depending on who you ask). Even members of the 
Amaki race (see the New Baby lon section) frequent this city 
when looking for a good time. Soldiers and miners, both of 
which make good money and like to spend it, are the main cus
tomers of the Strip. A force of detached Legionnaire s acts as 
military police to makes sure that no deadly fights break out, al
though brawls are not infrequent. 

The Dakir Slavers 
No Dakir remain alive at the Megaver sal Legion 's headquar

ters, but the race is not extinct by any means. These transdimen
sional slavers are still at large in the Megaver se, and many 
legionnaires fear their return . The worst part is that no living Le
gionnaire can claim to have seen a Dakir in the flesh! Messages 
and orders were always relayed through audio communicat ions. 
The few times the Dakir walked among their slaves, they were 
concealed beneath robes and surrounded by semi-opaque force 
fields. The robes and cloaks appeared to concea l a humanoid but 
inhuman shape , and many soldiers have reported to have caught 
glimpses of purplish or green skin. 

During the rebellion , the Dakir fought until dead. Their hand 
weapons fired beams of incredible power (3D6x10 M.D. per 
shot!). Their force fields withstood at least 1,000 M.D.C. of 
damage before collaps ing, at which point a self-destruct mecha
nism would obliterate the Dakir and a 60 foot (18 .3 m) radius 
around him (everything in that area would take 4D6xl0 M.D.!). 
No remains were left after the explosion. 

After years of investigating their former captors, the Megav 
ersal Legion has amassed a pile of rumors, wild stories and 
speculations. Some of the more consistent ones are listed below: 

• The Dakir are the minions of a renegade Splugorth. 
• The Dakir are nothing more than a splinter group from 

Naruni Enterprises who hate each other. hence the acts of be
trayal and secrecy. 
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• The Dakir are somehow related to the Gene-Splicers (see 
Rifts Sourcebook Three: Mindw erks). The two mysterious 
bands of dimensional traveler s may be enemies, competitors 
or part of the same species. 

• Some tales and even a couple of reports mention the Dakir as 
being involved in a war with a group of beings known as the 
Techno-Gods. The mercenaries continue to try to uncover 
more about these enigmatic beings. 

Common R.C.C.s 
& O.C.C.s of the 
Megaversal Legion 

In addition to the O.C.C.s and R.C.C. s described below, 
member s of hundred s of races serve in the Megaver sal Legion. 
Any race from the Rifts® sourcebooks, world books, and di
mension books, includin g the Rifts® Conversion Book One, 
Rifts® Dimension Book™ Two: Phas e Wor/d"'M, Scraypers™, 
and Rifts® Sourcebook Three: Mindwerks™ can be found 
among them. More species of aliens can be found in the Aliens 
Unlimited"'M sourcebook and other Palladium RPGs and source
books. 

Additionally, the Legion recruits whole units of soldiers with 
unusual magical or psionic abilities. Mind melter s, mind bleed
ers, bursters, psi-s talkers, temporal warriors, shifters and Ley 
line walkers all serve in the legion: use the appropriate 
O.C.C./R.C.C., but use O.C.C. related skills to acquire at least 
Hand to Hand: Basic, Basic Radio and W.P. Energy rifle (the 
minimum skills all trainees acquire) . 

MegaversalTrooper 
(Human) O.C.C. 

Chosen for their ability and training, the human troopers of 
the 7th Cavalry were given a bionic edge to survive in the tough 
battlefie lds of transdimensional warfare. They were given 
(whether they wanted it or not) partial bionic reconst ruction far 
more advanced than the Earth equivalent. All vital organs were 
replaced with mechanical M.D.C. structures, and protected by 
inner plating. The eyes were replaced by mirrored visor-like 
multi -optic systems, and meta llic helmets protect their heads. A 
lot of their bone and muscle tissue were replaced by metallic fi
bers. After the mutiny , this extreme bionic conversion are op
tional, but as many as 80% of all human volunteers choose to 
undergo it. The soldiers look mostly human ; even the optic sys
tem and helmets appear to be something worn, not grafted in. 
Underneath the skin is a powerful artificial frame - and under
neath the frame is an all too human spirit. 

About one-fifth of the human legionnaires used to belong to 
the 7th cavalry regiment, or are the children of such members. In 
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the decades since their abduction , the soldiers' aging has been 
retarded through genetic treatments, and even cut off from much 
of the Dakir 's medical resources, they can expect to live as much 
as another hundr ed to one hundr ed and fifty years. 

Most legionnaires are dedicated soldiers; they have almost no 
life outside their military outfit , and many end up marrying fel
low soldiers and raising future soldiers . A few of them grow dis
enchanted with army life and resign after their tour of duty is 
over. Discharged veterans are given the option of having their 
bionic systems replaced with bio-systems and cloned organs to 
restore as much as 90% of their humanit y, or they can elect to 
keep their powerf ul artifici al frames . Former soldiers sometimes 
leave Fort Desperado and start new lives on Rifts Earth or any
where in the Megaver se the Legion can reach. These ex-legion
naires run the whole gamut, from adventurer s and defender s of 
the innocent to rogues and criminals. Their only distinction from 
active Legionnaires is they are not allowed to keep any of the 
special weapons that use unique Dakir technologies. 

O.C.C. Abilities and Bonuses: 
1. Partial Bionic Reconstruction: By replacing most inter

nal organs, bones and muscle structures with M.D.C. alloys, the 
Megaversal Trooper s are in effect, M.D.C. creatures. S.D.C. at
tacks will damage the skin and cause minor bleeding, but the 
damage will be largely cosmetic and easily repaired. 

Bioni c M.D.C.: 120 for the main body, 70 for the head/hel
met (reinforced), 15 for the arms and legs, and 8 for the hands 
and feet. 

Except for the helmet/visor grafted to their heads, the troop
ers look like normal humans. The artificial muscles give the cy
borgs a P.S. of 30 (advanced cybernetic strength; restrained 
punch does 2D6+ 15 S.D.C., full strength punch does 104 M.D., 
a power punch does 2D4 M.D . and counts as two attacks), kick 
I D6 M.D. leap kick 2D6 M.D. (but counts as two melee ac
tions). Enhanced reflexes add +4 to P.P., for a minimum P.P. of 
17. 

2. Sensor Systems: The visors permanently grafted to the 
soldiers' faces act like advanced multi-system eyes. The visors 
provide the following abilities : 

Telescopic: I Ox magnification. Range: 6000 feet (1830 m) 
Macro Lens: lOx magnification . Range: 3 feet (0.9 m) 
Passive Night Vision: Range: 4000 feet (1220 m) 
Thermo Imaging: Range: 3000 feet (915 m) 
Polarized Filters: Allows wearer to look directly at the sun and is 
at +5 to resist dazzling lights. 
Targetin g Display: Adds+ l to strike with any weapon. 

3. Other Cybernetic Systems: Additio nally, the cyborg has 
the following bionic and cybernetic systems: 

Amplified Hearin g 
Sensor Hand (actually installed in the head/helmet) 
Bionic Lung and oxyge n storage cell. 
Built-in Language Translator . 

4. Power System: The bion ic and cybernetic components of 
the troopers are powered by a micro-antimatter power plant , far 
ahead of anything produc ed on Earth or even the Splugorth or 
Naruni factories ! This power cell has an average energy life of 



150 years. Only the Megaversa l Troopers and the Dakir know of 
this fact; if such infonn ation would become known, a lot of peo
ple and creat ures would do every thing in their power to capt ure 
live troopers and study their power source. If the trooper is 
killed, the antimatter reactor goes inert and turns into a shapeless 
gob of metal , impossible to analyze or copy. 

5. Bonuses: + I to strike, +2 to dodge, +6 on initiative, + I to 
strike with any weapon. Includ es cyberne tic system bonuses, but 
not attribute or skill bonuses. 

Megaversal Trooper (Human) O.C.C. 
Alignment: Any 
Attribute Requirements: None. 
O.C.C. Skills: 

Language: Dakir (98%) 
Language: Native tongue (98%) 
Language: One of choice ( + 10%) 
Basic Radio (+ 15%) 
Detect Ambus h (+10%) 
Piloting: One of Choice (+ 15%) 
Power Anno r Combat: Elite 
W.P. Energy Rifle 
W.P. Energy Pistol 
Hand to Hand: Expert 
Hand to Hand: Expert can be changed to Martial Arts at the 
cost of one "other" skill. 

O.C.C. Related Skills: Select seven other skills. Plus select one 
new skill at leve l three, five, seven, nine, and eleven. All new 
skills start at level one proficiency. 
Communications: Any (+10%) 
Domestic: Any 
Electrical: Any (+5%) 
Espionage: Any (+ 10%) 
Mechanical: Any (+5%) 
Medical: Paramedi c on ly (+5%) 
Military: Any (+ 10%) 
Physical: Any 
Pilot: Any (+5%) 
Pilot Related: Any (+l0%) 
Rogue: Any 
Science: Any 
Technical: Any ("+5%) 
W.P.: Any 
Wilderne ss: Any (+5%) 

Seco ndary Skills: The character also gets to select five secon
dary skills. These are addi tional areas of know ledge that do 
not get the benefit of the bonus listed in parentheses. A ll sec
ondary skills start at the base sk ill leve l. Also, skills are lim
ited (any, only, none) as previously indicated in the list. 

Skill Note: See Rifts Japan for a variety of "new" military ski lls, 
as well as new bionics. 

Standard Equipment : Mark l body annor, ARP- I plasma rif!e 
or IAR-20 inertia rifle, one energy weapon of choice, 4 E
clips or spare magazine s for each, surviva l knife, field kit, 
and first aid kit. Additiona l weapons, armor and equipment 
may be made available for specia l assignme nts. 

Retired veterans do not get Mark I body armor or an IAR-
20 inertia rifle; they are limited to plasma rifles, a suit of me
dium or heavy M.D.C. armor, and the equipm ent listed 
above . 
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Money: Pay is typically 2000 cred its a month plus free room 
and board, his bionics, his standa rd equipmen t, and access to 
military facilities. During comba t situations, soldiers get a bo
nus hazard pay of 800 more credits per month. Character 
starts with one month's pay . 

Cybernet ics: See above. 

MegaversalTrooper 
O.C.C./Ojahee R.C.C. 

The Ojahee are natives to a natural M.D.C. dimension (like 
most such dimensions, their home world has unusually high lev
els of P.P.E., roughly equ ivalent to those of Rifts Eart h and 
Wormwood). Their civilization was ju st beginning to undergo 
the equivalent of Earth's industrial revolut ion. Warriors fought 
wid1 black powder weapons (the Ojahee's size and streng th al
lowed them to use the eq uivalent of small cannons as rifles), 
steam engines were being used in trains and airships, and facto
ries were being built. The Ojahee (a national, rather than racia l 
name) were an up-and-com ing nation on their homeworld , a 
fierce warrior society that had learned a great deal from more 
advanced but decadent neighbo rs, and was now poised to con
quer them and perhaps their entire world. At the time of the 
Dakir 's kidnapping, the Ojahee were fighting savage jungle 
tribes called the Talians, and winning. 

The kidnapped reg iment, the 3rd Rifles, was a well-trained, 
highly capab le force. Its tactics consisted of using rifle volleys 
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and then charging with their axe bayonets. Under the Daldr , 
they've been trained to use cover and move in a flexible skir
mish line rather than a solid block of infantry , but they are still 
excellent shock troops. With their heavy body armor and per
sonal force fields, the Ojahee can go toe to toe with armored ve
hicles, and their heavy plasma rifle s are the equivalent of a tank 
gun in terms of firepower. 

As a race, Ojahee respect courage, invent iveness, creativity 
and honor. They are used to constant warfare, and the Ojahee le
gionnaires are even more war-like than their brethren back 
home. They see in humans a kindred species, and refer to them 
as their "litt le cousins." To the Ojahee, humans are inventive, 
child-like creatures (due to their relative small size) . At best, this 
attitude leads to lasting friendships between members of the two 
races. At worst, some Ojahee treat humans in a patronizing way . 

Ojahee R.C.C. 
Alignment: Any 
M.D.C.: P.E. x5; add 10 per level of expe rience. 
Attributes: I.Q. 3D6, M.E. 3D6, M.A. 3D6, P.S. 2D6+ 18, P.P. 
3D6, P.E. 3D6+10, P.B. 2D6 , Spd. 5D6. Supernatural strength 
and endurance. 
Size: 7-8 feet (2. 1 to 2.4 m) 
Horror Factor: 8 
P.P.E. : 3D6 
Average Life Span: 90 years (Note : Ojahee M-Troopers have 

bionic replacements and cloning treatments that can conceiv
ably raise this to 300-400 years!). 

Natural Abilities: Fast healing: recover 1D6 M.D.C. every 10 
minutes. 

Experience Level: Varies. NPCs average 2D4+ I; player charac
ters start at the first or second leve l of experience. 

Combat: As per hand to hand skill. Add one additional hand to 
hand attack at level one. 

Damage: As per supernatura l strength (see Rifts Conversion 
Book One, page 22). 

Bonuses: + 2 to save vs horror factor, + 10% to save vs 
coma/death. 

Magic Powers: None. Ojahee distrust magic and prefer to rely 
on technology. 

Psionic Powers: Very rare; only I% have psionic powers of any 
kind; of those, 801½5 are minor psionics and 20% major psion
ics. Master psionics are unheard of (a mutation might give an 
individual Ojahee such powers, but their frequency would be 
less than one in a million! ). 

Vulnerabilities/Penalties: None. 

Megaversal Trooper (Ojahee) O.C.C./R.C.C. 
R.C.C. Skills: 

Language: Dakir (98%) 
Language: Native tongue (98%) 
Language: One of choice ( + 10%) 
Basic Radio (+ 15%) 
Detect Ambush ( + 10%) 
W.P. Energy Rifle 
W.P. Energy Pistol 
W.P. Axe (treat as W.P. Blunt) 
Hand to Hand: Expert 
Hand to Hand: Expert can be changed to Martial Arts at the 
cost of one "other" skill. 
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R.C.C. Related Skills: Select six other skills. Plus select one 
new skill at levels three, six, eight, eleven, and thirteen. All 
new skills start at level one proficiency. 
Communications: Any (+10%) 
Domestic: Any 
Electrica l: Any (+5%) 
Espionage: Any (+10%) 
Mechanical: Any (+5%) 
Medical: Paramedic only (+5%) 
Military: Any (+10%) 
Physical: Any 
Pilot: Any (+5%) 
Pilot Related: Any (+ 10%) 
Rogue: Any 
Science : Any 
Technical: Any (+5%) 
W.P .: Any 
Wilderness: Any (+5%) 

Secondar y Skills: The character also gets to select six secon
dary skills. These are addit ional areas of know ledge that do 
not get the benefit of the bonus listed in parentheses. All sec
ondary skills start at the base skill leve l. Also, skills are lim
ited (any, only, none) as previou sly indicated in the list. 

Alliances and Allies: Ojahee M-Trooper s rely mostly on the Le
gion and have few other allies. 

Standard Equipment: Mark IT body armor, HRP- 1 plasma rifle 
or HIAR-22 inert ia rifle, one energy weapon of choice, 4 E
clips or spare magazine s for each, surviva l knife, field kit, 
and first-aid kit. Additiona l weapons, armor and equipment 
may be made available for specia l assignme nts. 

Retired veterans do not get Mark II body armor or an 
HIAR-22 inertia rifle; they are limited to plasma rifles, a suit 
of medium or heavy M.D.C. armor, and the equipment listed 
above. 

Money: Pay is typically 2000 credits a month plus free room 
and board, his equipment, training and access to military fa
cilities. During combat situations, soldiers get a bonus hazard 
pay of 800 more credits per month. Starts with one month' s 
pay. 

Destroyer 'Borg O.C.C. 
These are human or humanoid troopers who undergo total 

bionic reconstruction, becoming , in effect, a robot with a human 
brain. These cyborgs are trained to work in small units (typically 
3- 12, a squad having 12 members divided into 3-man teams). 
Their missions include scouting, surgical strikes, and long-range 
missions without much in the way of support. Since the cyborgs 
don ' t need food or water (the brain and small pieces of spinal 
cord left in the body are fed through internal systems that will 
last one or two years without renewal) , and they can supply 
power for their energy weapons through their personal power 
plant s, they can be sent on long-term missions, sometimes last
ing months. Some mission examples include setting up an am
bush position and then wait ing for the enemy to show up, 
whether it takes hours, days, weeks or months; infiltrating en
emy lines with a number of 'borg teams to "soften" their de
fenses before a main attack; and searching for enemies in jungle 
warfare . 



The advanced bionic systems provided by the Dakir make 
these cyborgs extremely stealthy, fast and maneuverable. To in
crease their stealth and movement capabilities, the 'borg has a 
nearly skeletal shape (only a metallic "spinal column" links the 
upper torso with the legs, for example). The head is sculpted to 
suit individual tastes. The cyborgs enjoy having intimidating or 
monstrous designs on their faces and heads, the better to scare 
off their enemies. A special system included in the 'borg pack
age is a virtual reality simulator that ' borgs can access during 
their free time to avoid boredom and depression. The VR system 
allows the 'borgs to live out any fantasies and temporarily es
cape their grim reality. 

Destroyer 'Borg Abilities and Bonuses: 

1. Full Bionic Reconstruction ·: The Destroyer 'borgs un
dergo full bionic conversion, replacing 95% of all body mass 
with metal, plastic and ceramic components. Only a small frac-
tion of the brain/spinal cord remains human, buried deep in the 
heart of the machine body. In effect, the character is a robot with 
a human brain, and his strength and endurance become 100% 
robotic. This extensive reconstruction and the use of highly ad
vanced alloys (at least 50 years ahead of what Triax is currently 
capable of) produces a tougher, yet lighter cyborg warrior. 

M.D.C.: 300 for the main body; arms and legs have 45 
M.D.C. each; hands and feet have 20 M.D.C. each. The spinal 
column can be targeted separately (called shot, -5 to strike); it 
has 100 M.D.C. Note: This 'borg cannot use any normal suit of • ·· 
cyborg body armor, but can use normal humanoid body armor. 

2. Force Field (150 M.D.C.): Destroyer 'borgs do not wear 
body armor. Instead, they rely on a silent, invisible force field 
that absorbs and deflects any incoming attack, be it energy or 
physical. The force field is modulated so that it doesn't interfere 
wilh movement up to running speed, but it automatically acti
vates whenever fast-moving objects (bullets, punches) or energy 
beams are about to hit the cyborg. The field protects with an 
M.D.C. of 150, and can be activated three times before needing a 
three hour charging period (it takes one hour to recharge for one 
activation; the cyborg's internal power supply takes care of the 
recharging). This force field precludes the use of an inertial 
shield. 

3. Inertial Shield: In addition to the force field, the 'borg has 
an inertial shield. This special energy shield cannot be activated 
when the force field is turned on. When activated, the inertial 
shield senses incoming physical attacks (like bullets, arrows, rail 
gun rounds, etc.) and creates a small shield in the path of the at
tack. This works like a parry; the automated shield has a +3 to 
parry. If successful, the missile loses all forward momentum and 
falls to the ground; no damage is taken. If the parry fails, the at
tack hits, but does half damage. The inertial shield can parry up 
to three attacks in a round; these parries are in addition to the 
character's hand to hand attacks, but cannot be used against 
hand to hand attacks. Note: The limitations of the shield are 
such that it cannot stop punches, kicks, melee weapons (swords, 
vibro-blades) or energy attacks (lasers, ion, plasma, etc.) 

4. VR System: This virtual reality system is built inside the 
cyborg's skull and can store up to four "features" in its data 
base. Each feature consists of an artificial environment. While it 
is activated, the 'borg enters a trance state and, in his mind, he 
can interact with the virtual environment. The character can look 
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like his own self, or have any shape he programs into the system. 
The Dakir left behind an abundance of different features for the 
entertainment of the cyborg warriors. Among them were forest 
scenes, love stories, heroic adventures, sports tales, etc. 

5. Robotic Attribute Bonuses: Reflexes, strength and speed 
are well above the human norm, or even the limits of normal cy
borgs. The character gains a robotic P.S. of 35, P.P. 26., and 
speed running is 70 mph (112 kmph). Plus the stealth systems 
add +5% to prowl (the 'borg design does not have a prowl pen
alty like the normal full conversion cyborg does); enemy sensors 
are at -15% to detect it, and the 'borg is - 15% Lo be sensed by 
detect ambush, tracking or similar skills. Additionally, advanced 
optical and targeting systems grant the cyborg a number of com
bat bonuses. 

6. Sensory Bonuses: Advanced bionic sensors give the ' borg 
the equivalent of multi-optic eyes (as per the visor described un
der the Megaversal Trooper O.C.C.), amplified hearing, motion 
detector, radar detector and personal radar (range: 5 miles/8 km). 

7. Implanted Weapons: The Destroyer 'Borgs have a built
in particle beam blaster (6D6+6 M.D., range 500 feet/152 m) 
and three slashing vibro-sabers that extend from one of the 
wrists (the 'borg getc; to choose which wrist has the retractable 
blades). These blades inflict 3D6+6 M.D. in hand to hand com
bat. 

8. Total Combat Bonuses: The combined cyborg bonuses 
(includes attribute and R.C.C. bonuses but not skill bonuses) are: 
an additional attack per melee, +3 to initiative, +4 to strike,+ I to 
strike with any ranged weapon, +6 to parry, +8 to dodge, +3 to 
pull punch and +3 to save vs horror factor. 
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Full robot P.S. means mega-damage from hand to hand com
bat. Restrained punch inflicts 1D4 M.D. , full strength punch 
does 2D4 M.D. , head butt 104 M.D., kick 2D6 M.D. , leap kick 
or power kick 4D6 M.D. (both count as two attacks), and power 
punch inflicts 3D6 M.D. (counts as two attacks); all plus P.S. 
damage bonus (M.D.). 

Destroyer 'Borg O.C.C. 
Alignment: Any 
Attribute Requirements: None 
O.C.C. Skills: 

Language: American (98%) 
Language: Dakir Common (98%) 
Language: Two of choice ( + 15 % ) 
Basic and Advanced Math (+15%) 
Basic Radio (+15%) 
Detect Ambush (+10%) 
Pilot: Tank and APC (hover) (+ 15%) 
Sniper 
Wilderness Surviva l (+10%) 
Prowl (+ 15%) 
W.P . Energy Rifle 
W.P. Assault Rifle 
One W.P. of choice 
Hand to Hand: Expert 
Hand to Hand: Expert can be changed to martial arts or assas
sin at the cost of one "other" skill. 

O.C.C. Related Skills: Select seven other skills. Plus select two 
skills at level three, two at leve l five, and one at levels eight, 
ten, and twelve. All new skills start at first level of profi
ciency. 
Communications: Any (+10%) 
Domestic: Any 
Electrical: Any 
Espionage: Any (+8%) 
Mechanical: Any 
Medical: Paramedic only (+5%) 
Military: Any (+10%) 
Physical: Any 
Pilot: Any (+10%) 
Pilot Related: Any 
Rogue: Any (+5%). 
Science: Any (+5%) 
Technical: Any (+10%) 
W.P.: Any 
Wilderness: Any (+5%) 

Secondary Skills: The character also gets to select five secon
dary skills. These are additional areas of knowledge that do 
not get the benefit of the bonus listed in parentheses. All sec
ondary skills start at the base skill level. Also, skills are lim
ited (any, only, none) as previous ly indicated in the list. 

Standard Equipment: ARP-1 plasma rifle or IAR-20 inertia ri
fle, one energy weapon of choice, 4 E-clips or spare maga
zines for each, survival knife, field kit, and first-aid kit. 

Money : Pay is typically 3000 credits. a month plus free room 
and board, his bionics, equipment, training and access to mili
tary facilities. During combat situations, soldiers get a bonus 
hazard pay of I 000 more credits per month . Starts with one 
month 's pay. 

Cybernetics : See above. 
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Ojahee Cyborg O.C.C. 

Unlike the Destroyer 'borg , Ojahee who undergo partial 
bionic convers ion are meant to be used as shock troops - walk
ing tanks with more firepower and armor than most suits of 
power armor or a giant robot. The O'borgs are the Ojahee's 
equivalents of armored vehicles. Given their tradition of being 
infantry fighters first and foremost, they prefer a walking "vehi
cle" than one of the "alien" tanks humans and other races use. 
About 5% of all Ojahee warriors undergo full bionic conversion. 
Ojahee regiments organize them like tanks or robot vehicles. 

A huge, armor-p lated, twelve foot (8.6 m) tall monstrosity, 
Ojahee ' borgs have severa l integral weapon systems thanks to 
the Dakir 's advanced technology. A gatling I-beam gun that can 
shred a tank with a long burst is housed in a forearm mount. Six 
mini-missiles are clamped over each shoulder and upper arms. A 
chest particle beam projector is used to engage foes at short dis
tances. In hand to hand combat , the O'bor g can engage enemies 
with a huge energy axe. Enough of the Ojahee 's musculature is 
left to maintain his supernatura l strength, which is augmented 
through metal reinforcement. 

The O'borgs do not have force fields or inertial shields; nei
ther do they have the VR system, because the Ojahee find the 
whole idea of "virtual reality" offensive and refuse to use it. 
Their basic systems are somewhat crude compared to those of 
the Destroyer 'borgs, and have none of their stealth systems, but 
O 'borgs don't need it; they are front-line fighters. 

O'borg Abilities and Bonuses: 
1. Bionic Reconstruction: The O'bor g undergoes partial 

bionic reconstruction. Most of their flesh and organs are not re
moved or altered. The bones are reinforced with metal and 
M.D .C. plating is permanentl y grafted to the skin. The plating is 
so thick it adds over a foot in height. The eyes are replaced with 
multi -optics, and other sensory systems. 

M.D.C. by Location: A range of numbers (i.e. 1D4x 10+) repre
sents the M.D.C. of the character's living, mega-damage 
flesh. The fixed numbers represent the combined skeletal re
inforcement and body plating. 
Hands (2)- 1D4x l0+ 30 
Arms (2)- 1D4x l0 + 100 
Legs (2)- ID6x 10+120 
*Head - P.E. attribute number+ 100. 
* Main Body - P.E. x3 plus 400; add 8 M.D.C. per level of 
experience. No extra body armor can be added on/worn. 

* Depleting the M.D.C. of the head or the main body will 
kill the Ojahee. 

The bionic reinforcements increase the Ojahee 's strength 
by +6, and it remains supernatural. Unlike a true 'borg, how
ever, the Ojahee gets no bonuses to P.P. or Speed, which re
main unchanged (bionic enhancements are canceled out by 
the extra bulk). 
2. Sensory Bonuses : Advanced bionic sensors give the 

O'borg the equivalent of multi -optic eyes (as per the visors de
scribed under the Megaversal Trooper O.C.C. ), amplified 
hearing, motion detector, radar detector and personal radar 
(range: 5 miles/8 km). 
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3. Weapon Systems: The O'qorg is equipped with the fol
lowing weapon systems: 

Gatling I-Gun: This weapon is belt-fed from an ammo com
partment on the O'borg's back. Damage: A burst is 10 rounds 
and does 1D6x l0+10 M.D. Can only fire bursts. Range: 1000 
feet (305 m) . Payload: 1,000 rounds in storage compartment. 

Chest Particle Beam Projector: Used for short-range at
tacks. Damage: 6D6+ 10 M.D. Range: 500 feet ( 152 m). Pay
load: Effectively unlimited. 

Energy Axe: This weapon does 4D6 M.D. plus hand to hand 
damage. 

4. Mini-Missile Launchers (2): Each shoulder can launch as 
many as three mini-mi ssiles at a time. 

Primary Purpose: Anti-aircraft 
Secondary Purpose: Assault 
Mega-Damage: Varies with missile type. 
Rate of Fire: One at a time, or in volleys of two, four, or six. 
Effective Range: About I mile (1.6 km). 
Payload: 12 total; 6 per shoulder launch system. 

5. Combat Bonuses: The combined cyborg bonu ses (in
cludes attribute and R.C.C. bonuses but not skill bonuses) are: 
an additional attack per melee, +6 to initiative , +2 to parry, +4 to 
pull punch, +4 to save vs horror factor. Remember, the character 
has supernatural strength and endurance and inflicts mega-dam
age (see Rifts Conversion Book One, page 22). 

Ojahee Borg O.C.C. 
Alignment: Any 
Attribute Requirements: None. 
O.C.C. Skills: 

Language: Ojahee (98%) 
Language: Dakir Common (98%) 
Lang uage: One of choice ( + 15%) 
Basic Radio (+15%) 
W.P. Energy Rifle 
W.P. Axe (treat as W.P. Blunt) 
One W.P. of choice 
Hand to Hand: Expert 
Hand to Hand: Expe rt can be changed to martial arts or assas
sin at the cost of one "other" ski ll. 

O.C.C. Related Skills: Select seven other skills. Plus select two 
skills at level three , two at leve l five, and one at levels eight , 
ten, and twelve. All new skills start at first level of profi
ciency. 
Communications: Any (+ 10%) 
Domestic: Any 
Electrica l: Any 
Espionage: Any (+8%) 
MechanicaI: Any 
Medical: Paramedic only (+5%) 
Military: Any (+10%) 
Physical: Any except prowling (not possible). 
Pilot: Any (+10%) 
Pilot Related: Any 
Rogue: Any (+3%) 
Science: Any (+5%) 
Technical: Any (+ 10%) 
W.P.: Any 
Wilderness: Any (+5%) 
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Secondary Skills: The character also gets to select five secon
dary skills. The se are additional areas of knowledge that do 
not get the benefi t of the bonus iisted in parentheses. All sec
ondary skills start at the base skill level. Also, ski lls are lim
ited (any, only, none) as previously indicated in the list. 

Standard Equipment: See weapon systems, plus an energy 
weapon of choice and 4 E-clips. 

Money: Pay is typically 3000 credits a month plus free room 
and board, his bionics, equipment, training and access to mili
tary facilities. During combat situation s, soldiers get a bonus 
hazard pay of 1000 more credits per month . Starts with one 
month' s pay. 

Cybernetics: See above. 

Men-Rall 
"Tech Master" R.C.C. 

The Men-Ralls communicate and manipulate the world via 
electromagn etic emissions. The y cannot talk like humans do, but 
special translators exist to render their electrical impulses into 
meaningful speech. Their electromagnetic contro l allows them to 
manipulate matter at the molecular level, and they can attack be" 
ings with electrical beam s. Their expert ise is such that they can 
control , disassemble and repair any piece of machinery , no mat
ter how alien, a power they refer to as "mecha-kinesis." 

The Men-Rall are an old and nearly extinct species. The crea
tures have revealed very little of their orig ins, but it is believed 
that their race once had a thriving culture until an enemy attack 
or other catastrophe layed waste to their home world . The survi
vors settled in small colonies throughout the Megaver se, where 
they sold their services as mechanics, tinkerers and operators. 
For some reason, perhaps related to the downfall of their race, 
the Men-Rall use other races ' technology but do not invent or 
create new devices. A rumor links these creatures with the mys
terious Machinists, a race that lived in the Three Galaxies uni
verse, where they created the Machine People (see Rifts 
Dimension Book One: Phase World). 

During the Brodkil Wars that led to the Megaversal Legion 's 
mutiny, several thousand Men-Rall were capt ured and enslaved 
by the brodkil and forced to repair their weapons. The Men-Rall 
were treated with utter contempt and brutality for several years, 
until the Legion was cal led in to put a stop to the brodkil' s con
quest. When Ojahee Commande r Okarr subtly exp lained the Le
gion' s plight to some Men-RaJI technicians, the creatures 
decide d to pay back their rescuer s by helping them gain their 
freedom. Using their mecha-kinetic powers , they disarmed the 
safeg uards and booby -traps the Dakir had installed , which, in 
tum, led to the successfu l mutiny. 

About a thousand of the Men-Rall decided to stay with the 
Megaversal Legion. Although they do not like fighting and pre
fer to avoid it, these creatures have served with distinction in the 
Legion , working mostly as mechanics and engineers, and occa
sionally lending a hand in combat. Their ability to manipulate 
and understand machines allowed them to keep the Dakir facto
ries and medical systems opera ting. Many Men-Rall are now 
doctor s, factory directors and science researc hers at Fort Desper-
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ado. Short ly after their joining the Legion, a human soldier jok
ingly gave a Men-Rall a human lab coat exp laining that the lab 
coat was, in his words "a ceremonial robe given to our men of 
science to honor their skills." Since that day, the Men-Rall make 
and wear similar coats with pride. 

Alignment: Any, but lean toward s good and selfish. 
M.D.C.: 1D4x 10. Add 106 M.D.C. per level of experience . 
Attributes: I.Q. 2D4+ 18, M.E. 3D6, M.A. 3D6, P.S. 2D6, P.P. 
3D6, P.E. 3D6, P.B. 2D4, Spd. 3D4 
Size : 5 to 6 feet ( I.~ to 1.8 m). Weight: I 00 to 200 lbs. 
Horror Factor: 7 
P.P.E.: 3D6 
Average Life Span: 300 year s 
Natural Men-Rall Abilities: 

1. Mecha-Kinesis: This power is somewhat similar to the 
psionic ability of Tele-mechanics (see Rifts RPG), although it 
works through elec tromagnetism rather than psionics. The Men
Rall can instinctively understand the workings of any machine 
(88% accuracy); this knowledge becomes pennan ent after the 
Men-Rall has been studying the machine for I D6 hour s. By ma
nipulating electromagn etic energy, the character can interact 
with the machine down to the molecular level, fixing damag e at 
the rate of 3D6 M.D.C. or JD6x l0 S.D .C. per 10 minutes o f 
concentration . The same power can destroy machines at the 
same rate (this power works too slowly for combat ; damage oc
curs only after ten minute s of concentration have passed , during 
which time the Men-Rall must be in direct contact with the ma
chine in question). This power does not work on living beings. 
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2. Electrical Discharges: The Men-Rall can release vast 
amount s of electrica l energy. These attacks can do I D6 to 
JD6x IO S.D.C. (regulated in !06 increments), or 2D6 M.D. 
Add + I D6 M.D . every two levels of experience after the first 
(i.e. , 3D6 M.D. at level three, 4D6 M.D . at level five, etc.). 
Range: 200 feet (61 m). 

Experience Level: Varies. 
Combat: As per skill. 
Damage: As per supernatural P.S. 
Bonuses: + I on initiati ve, + 1 to save vs disease, and +2 to save 

vs horror factor. 
Magic Powers: None. 
Psionic Powers: Select six power s from the sensitive, physica l 

or hea ling categories. Con sidered a major psionic. 
Vulnerabilities /Penaltie s: None. 
R.C.C. Skills : 

Three Langua ges of choice (+20%) 
Basic and Advanced Math (+20%) 
Two Scientific Skills of choice ( + 15%) 
Two Electrical of Mechanica l Skills of choice(+ I 5%) 
One W .P. of choice. 
Hand to Hand: Basic 
Hand to Hand: Basic can be changed to Hand to Hand: Ex
pert at the cost of one "other" skill , or to Martial Arts at the 
cost of two "other" skills. 
R.C.C. Related Skills: Select IO other skills, but at least 4 
have to be in the sciences, electrica l, mechanica l or medica l 
categories, and all requirements must be filled with related or 
secondary skills. Plus select two skills at leve l three, two at 
leve l five, and one at levels eight , ten , and twelve. All new 
skills start at first level of proficiency. 
Communications: Any (+10%) 
Domestic: Any 
Electrical: Any (+ 15%) 
Espionage: None 
Mechani cal: Any (+15%) 
Medical : Any (+ 10%) 
Military : Any (+10%) 
Physical: Any excep t acrobatics 
Pilot: Any (+15%) 
Pilot Related: Any (+ 10%) 
Rogue: Any 
Science: Any (+ 15%) 
Technical: Any (+ 10%) 
W.P. : Any 
Wilderness : Any 

Secondary Skills: The character also gets to select two secon
dary skills at levels one, four, eight, and twelve . These are ad
dition al areas of knowledge that do not get the benefit of the 
bonu s listed in parenthe ses. All secondary skills start at the 
base skill leve l. Also, skills are limited (any, only, none) as 
prev iously indicated in the list. 

Alliances and Allies: In addition the Megave rsal Legion, the 
Men-Rall have befriended the inhabitants of New Baby lon. A 
few hundred Men-Rall work in that nation, where they are 
admired for their skills. 

Weapons and Equipm ent: Energy weapon of choice and 1D4 
spare E-c lips, hand computer , camera, flashlight, tool kit, and 
first-aid kit. 

Money: 3D6x 100 in credit s and 2D4x l000 in salable mechani
ca l devices. 
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Weapons & Equipment of the Legion 

Most of the weapons used by the Megaver sal Legion are 
manufactured in Fort Desperado, and use Dakir technology. In 
their arrogance, the Dakir kept the factories in the same area 
they ket their soldiers, and the Men-Rall scientists have been 
able to keep those factories going. 

The Dakir had mastered a unique form of force technology 
they ca ll Inertia Beam or I-Beam technology, which uses a curi
ous energy field that reverses natural physical forces! Instead of 
slowing down, objects surrounded by I-Beam technolo gy actu
ally gain velocity and momentum as they travel. A bullet that 
has the normal speed of a 20th Century pistol as it leaves the 
muzzle will speed up to rail gun velocity after it travels IO feet 
(3.0 m), and will continue acce lerat ing for as long as it travels 
along the path of the I-Beam. Theoretica lly, such a bullet cou ld 
travel indefinitely, acce lerating until it approached (or maybe 
even reached) the speed of light! As soon as an object is no 
longer affected by the I-Beam (surpasses the range limit or the 
beam is shut oft) however, it instantly loses all its momentum 
and velocity, seem ingly stops in mid-air and drops to the ground. 
The range of I-Beam weapons is limited to the range of the iner
tia beam projector. 

The same techno logy responsible for I-Beam s also creates 
two kinds of energy fields: recoil-dampening fields (also ca lled 
RD-Fields) and inertial shields (I-shields). RD-Fie lds are used to 
allow humanoids to fire heavy weapo ns without suffering the ef
fect of recoil. A human firing a cannon, for example, would nor
mally be smashed into the ground , no matter how strong he was. 
With the RD-field on, however , the momentum of the gun firing 
is actually rerouted and refocused forward, increasing the speed 
of the projectile! 

Inertial shie ld generators are built into the body armor and 
cyborg frames of all legionna ires. The energy field is powered 
by an E-clip in the case of body armor or hooked into the power 
supply of cyborgs and powered armor. The energy field "senses" 

IAR-20 Inertia Rifle 
This unusual weapon uses the unique 

technology to eliminat e recoil and fire an accelerated 7mm rifle 
round at incredible speed. This is the most common rifle among 
the humanoid members of the Legion; about 60% of all human
sized line infantrymen use this weapon; 30% rely on the ARP- I, 
described below, and the remainder use specia lized rifles. 
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incoming physical projectiles (slugs, bullet s and missiles) and 
activates an inertial shield to intercept the object. Th is works 
like a parry ; the system has a +3 to parry the attack; on a suc
cess, the missile loses all forward momentum and falls, inert, to 
the ground. Even grenade s and impact-activated explosives will 
not go off. If the parry misses, bullets, rail gun slugs and similar 
attacks will strike, but only inflict half damage as their momen
tum is reduced but not neutralized by the shield . Explos ive force 
does normal damage and the I-shield cannot stop the force of 
punche s, kicks, hand-held weapons (swords, etc.), which inflict 
nonnal dama ge. Nor has it any effect against energy attacks (la
sers, ion, particle beams, plasma, etc.). The shield can only stop 
a certain amount of attacks every round (typ ically 1-3). See indi
vidual armor descriptions for more information . 

Other Weapons: In addition to the weapons described in the 
following section, the Legion has purchased a number of Naruni 
Enterprises hand weapons. Since the Dakir did not manufacture 
robots, a number of Naruni robots and a hundred tanks and 
APCs have been purchased to equip the grow ing army. Refer to 
Rifts Mercenaries and Rifts Dimension Book Two: Phase World 
for more information about the Naruni and other mercenary 
groups. Additionally, a few weapon systems developed in New 
Babylon have also been purchased to supplem ent the ones pro
duced locally. 

Note: Weapons and equipment that use Dakir technology are 
NEVER sold, traded, or abandoned outside the Megaversal Le
gion! In fact, the Legionnaires will confiscate or go after any 
Dakir weapon or item that falls into an adventurer's, or worse 
yet, an enemy's hands. The ammo and I-Beam technology can 
only be found in the automated factories of Fort Desperado (and 
the worlds controlled by the Dakir in other parts of the Megav
erse). The Coalitions States, Triax, Northern Gun, Naruni, the 
Splugorth and others would pay a fortune to acquire this technol
ogy if they rea lized it existed . 
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The IAR-20 is light and compact, with a folding stock, a short 
barrel, more appropriate for a carbine than a rifle , and a round 
magazine located on top of the gun, somewhat similar to the 
20th Century Calico sub-ma chinegun. The gun' s small size and 
light weight allow it to be used by tank crews, pilots and support 
personnel in addition to line soldiers. About 20% of these rifles 
(the IAR-20O ) have an attached grenade launcher with a shot
gun-like, tubular maga zine that holds seven grenades. 

Weight: 6 lbs. (2.7 kg) 
Mega-Damage: 2D6 M.D. per single shot , burst of 15 rounds 
does 1D4xl0 M.D. , a long burst is 30 rounds and does 
2D4xl0+10 M.D. The IAR-20G grenades do 3D6 M.D . to a 20 
feet (6. 1 m) blast radiu s. 
Rate of Fire : Single shots, or bursts of 15 or 30 rounds. Single 
shot only with the grenade launcher. 
Effec tive Range: 3000 feet (914 m) for both the bullets and the 
grenades. 
Payload: 90 shot maga zine; the grenade launcher can hold up to 
seven grenades. 
Cost: Not for sale outside the Megaversal Legion. 

HIAR-22 Heavy I-Beam Rifle 
This is the Ojahee version of the IAR-20 Rifle. Like the 

HRP- 1, this rifle also has an axe attachment. Damage and range 
are the same, but the HIAR-22 has an oversized magazine for 
extra ammunition. 

Weight: 24 lbs. (10.9 kg) 

~------· 

ARP-1 Plasma Assault Rifle 
The ARP-1 is a light but powerful rifle that fires thin plasma 

discharge s. The weapon is des igned for human- sized users, and 
is very easy to use and carry. The high rate of fire provided by 
this rifle allows for aimed bursts. Concentrated fire from several 
ARP- I rifles can melt down most M.D.C. vehicles. The gun is 
slightly heavier and larger than the IAR-20, and its use is limited 
to line infantrymen. In operations aga inst the Arkhons , the rifle 
has proved to be less efficient. 
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IAR-2 Auto-Pistol 
This hand weapo n is used by office rs and pilots, as well as a 

back-up for line soldiers. It uses the same I-Beam technology to 
propel rounds at great speeds as the IAR-20 rifle. The pistol has 
a cylindrica l magaz ine on top of the rece iver. 

Rate of Fire: Standard. We ight: 3 lbs. (1.35 kg) 
Effective Range: 1000 feet (305 m) Mega-Damage: 3D6 M.D. 
Payload: 20 rounds 
Cos t: Not for sale outside the Megaversa l Legion. 

Mega-Da mage : 2D6 M.D. per shot, burst of 15 rounds does 
ID4 x l0 M.D., long burst is 30 rounds and does 2D4xl0+10 
M.D. 
Vibro-Axe: 3D6 M.D. plu s superna tural P.S. damage. 
Rate of Fire: Single shots, or bursts of 15 or 30 rounds. 
Effective Range: 3000 feet (9 14 m). 
Payload : 150 shot oversize d magazine . 
Cost: Not for sale outs ide the Megaversal Legion. 

Weig ht: 8 lbs. (3.6 kg) 

Mega-Damage: 3D6+4 M.D. per shot; three round burst does 
1D6x l0+ 10 M.D. 
Rate of Fire: Single shot or three round burst only. No recoil, so 
it can fire aimed bursts at +3 to strike . 
Effec tive Range: 2000 feet (610 m). 
Payload: 30 shots 
Cost: Not for sale outside the Megaversal Legion. 



HRP-1 Plasma Heavy Rifle 
Designed for the Ojahee warriors, the HRP- 1 is a long, heavy 

rifle that fires an extra-heavy plasma discharge. The gun is built 
along the same lines as a musket to ease the Ojahee into using 
this advanced weapon. The rifle even has a vibro-axe attach
ment, ju st like the trad itional Ojahee musketoons. 

Weight: 30 lbs. ( 13.5 kg) 
Mega-Damage:Plasma: 1D6xJO+ l0 M .D. per blast. Yibro-Axe: 
3D6 M.D. plus supernatural P.S. damage. 
Rate of Fire: Single shot only. 
Effective Range: 3000 feet (914 m) 
Payload: 20 shots per E-Clip. 
Cost: Not for sale outside the Megave rsal Leg ion. 

H-llA Howitzer 
The H- 11 A is a hand cannon, a 75mm howitzer configured as 

a giant rifle. Ordinarily, such a weapo n has such tremendous re
coil that no biped, even a cyborg, could fire it from a standing 
position (and very few beings could shoot it from a crouch, 
either). However, the science of the Dakir has found a way 
around this prob lem through the use of reco il-dampening fields, 
or RD-fie lds. These energy fields somehow channel and deflect 
the incredib le recoi l this weapo n produces. The RD-field is in
visible, so their only effect is the fac t that a normal human can 
fire a cannon-like weapon without any more difficulty than 
shooting a heavy rifle. 

The howitzer fires a number of projectiles. Unlike 20th Cen
tury cannon shells, the H- 11 As ammuniti on is light and compact 
while packing even more explosive powe r. Each shell is roughly 
3 inches (75mm) thick and 5 inches ( 13cm) long. The fin-stabi
lized rounds can be used for direct fire (like a rifle) or indirec t 
bombardment (like a mortar). Even with the RD-System, this 
hand cannon is so heavy that only human s with a P.S. of 24 or 
higher can use it effect ively. Humans with a P.S. of 19-23 fire at 
-2 Lo strike, those with a P.S. of 16- 18 fire at -4, and weake r hu
mans simply cannot use it unless they are wearing power armor. 

The cannon looks like an overs ized rifle with a huge revolver 
cylinder that holds JO shells. The cy linder can be reloaded by 
hand or replaced by a new one. The gun is attached to the wearer 
by a harness that makS!S it eas ier to handle (without the harness, 
the penalties are doubled). 

Weight: 120 lbs. (54 kg) 
Mega-Da mage: High Explos ive: I D6x IO M.D. to a 40 foot 
(12.2 m) radius. Anti-Armor: 2D4xl0 to a 3 foot (0.9 m) radius. 
Fragmentary: 4D6 M.D. to a JOO foot (30.5 m) radius. 
Rate of Fire: Eac h shot counts as one hand to hand attack. Frag
mentary and High-Explos ive rounds can be fired in a high arc; 
the rounds are "smart" and will home in on any enemies within a 
500 foot (152 m) radius of its arc of descent. The bomb is at +2 
to strike as it falls. 
Effective Range: 2000 feet (610 m) d irect fire, or 2 miles (3.2 
km) indirect fire. 
Payload: IO round drum . 
Cost : Not for sale. 
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Armor & Power Armor 

Mark I Body Armor 
The Mark I Armor is designed for humans and hum anoid be

ings. The Legion's body armor consists of a breast plate and ar
ticulated plates for the legs and arms. The helmet has an open 
"T" slit, with enough room to fit the grafted visor most ML 
troopers wear. A transparent, glass- like M.D.C. material covers 
the slits, making the armor airtight despite the illusion of open
ness. This armor has a built in inert ial shield for added protec
tion. This energy shield is an invisible aura around the armor 
that " flares" up when a rapidly moving physical object (such as 
a bullet) enters the field. 

• 90 M.D.C. 
• Weight: 20 lbs. (9 kg) 
• Inertial Shield: Will try to stop incoming physical attacks (in

cludes bullets, missiles and rail guns, but not energy weap
ons, punches and hand to hand attacks). The shield 
automatically parries at +3 (automated, does not use the 
weare r 's attacks, nor his bonuses). If the parry is successful, 
the bullet or missile falls to the ground , inert and harn1less 
(no damage). Even if the parry fails and the round strikes, the 
wearer only takes half damage. The shield can only parry 
three projectiles per round. 

• Good Mobility: -5% prowl penalty. 
• No t for sale. 

Mark II Body Armor 
Th is body armor suit is esse ntially identical to the Mark I ar

mor, but is designed to fit large-s ized human oids, the Ojahee in 
particular. Thus, the armor is heavier and has grea ter penalties 
unless the person is strong enough to carry its weight (P.S. 24 or 
higher). Designe d for large humanoids (7 feet tall or taller). 

• 150 M.D.C. 
• Weight: 50 lbs. (25 kg) 
• Inertial Shield: Standard; same as the Mark I armo r. 
• Good Mobility for strong, large humanoids: -5% prowl pen

alty. However, the minimum strength required to carry the ar
mor effic iently is 24 (16 if supernatu ral P.S.). lf strength is 
less than that, the wearer has a - 15% prowl penalty, speed is 
reduced by half, and all attack actions are at - 1. 

• Not for sale. 

Counterstrike Power Armor 
The Counterstrike is the primary power armo r of the Legion. 

Th is large powe r armor can participate in many different mis
sions, from infantry to air attacks. On the borderline between 
power armor and robot, the Counterstrike has a hum anoid frame 
that resembles a suit of medieva l armo r. The helmet/head has a 
spike in the center, reminiscent of a World War I Austrian hel
met. The suit flies through a contra-gravity/ inert ia beam system 
that allows it to fly at great speeds and maneuver with great 
ease. Theoretica lly, the I-Beam propulsion system could allow 



the suit to fly at even higher speeds , but the Dakir purpose ly lim
ited its maximum speed to make it less dangerou s to use. So far, 
not even the Men-Rall engine ers have been able to overcome 
this limitation. 

Side wings also act like missile launcher s; they have nothing 
to do with the flight system, and destroying them has no effect. 
Other armament includes an I-Beam galling gun mounted on the 
right forearm, a plasma blaster on the left forearm, and two chest 
lasers. Retra ctable, double wrist energy blades can jump into 
place whenever the power armor enters close combat. Finally, 
two grenade launchers are mounted over the shoulders of the 
power armor. With this variety of weapon systems, the Counter
strike can engage in aerial dogfights, bomb and strafe infantry 
formation s, and take on tanks, robots and power ed armor. 

Counterstrike platoons ( 10 to 20 soldiers) are often sent ahead 
on reconnaissance missions, sometimes supported by 1-4 Neo
Apache Attack Helicopter s. This power armor has proved to be 
the match of both. the Arkhon s' and Silver River Republi cs' 
equivalents. Among other things, the Counterstrike has an I
Shield system that provides protection from most non-energy at
tacks. Coupled with its mobilit y and firepower, this suit has won 
the upper hand for the Legion in hundreds of batt les against ene
mies as diverse as the Splugorth , Naruni -equipp ed mercenaries, 
and dozens of others. 

Model Type: APA- 100 
Class: Air-Land Assault Exoskeleton 
Crew: One 
M.D.C. by Location : 

Wings/Missile Laun chers (2) - I 00 each 
* Hands (2) - 90 each 
Arms (2) - 200 each 
Legs (2) - 300 each 
* Retractable Vibro-Blad es (2) - 30 each 
* Shoulder Grenade Launch ers (2) - 40 each 
** Head - 180 
*** Main Body - 550 
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* Denotes a small and diffi cult target to hit, requiring a 
called shot at -4 to strike. 

** Destroyin g the head destroys all forms of optical en
hancement and sensory systems. The pilot must now rely on 
his own vision and senses. No power armor combat bonuses 
to strike, parry and dodge ! The head is a small and difficult 
target to hit. It requires a called shot and even then the at
tacker is -4 to strike. 

*** Depleting the M.D.C. of the main body destroys the 
armor, rendering it useless. 

Speed 
Running: 100 mph ( 160 kmph) 
Flying: 600 mph (960 kmph) maximum. 
Range: Unlimit ed; the I-Beam system does not require rest 
stops; the armor 's range is limited only by the endurance of the 
pilot. Maximum altitude is an unbelieva ble 40,000 feet (12, 192 
m). 
Statistical Data 
Height: IO feet (3.0 m) 
Width: 7 feet (2. 1 m); 9 feet (2.4 m) with the side wings/missile 
launchers. 
Length: 4 feet ( 1.2 m) 
Weight: 1 ton 

Physical Strength: Equal to a P.S. 40. 
Cargo: None. 
Power System : Anti-matt er; average energy life 30 years . 
Market Cost: Not for sa le. 

Weapon Systems 
1. I-Beam Gatling Gun: Mounted on the right forearm, this 

heavy gun fires inertia-acce lerated bullets at high speeds. 
Primar y Purpose : Anti-armor 
Second ary Purpo se: Defense 
Mega-Damage: A burst is 20 rounds and does 2D6x l0 M.D. 
Can only fire bursts. 
Rate of Fire: Equal to the number of hand to hand attacks of the 
pilot. 



Effective Range: 3000 feet (9 14 m) 
Payload: 2000 rounds in storage com partm ent. 
2. Plasma Blaster: A heavy plasma blaster is mounted on the 

other forearm , and is used mainly again st enemy vehicles. 
Primary Purpose: Anti-armor 
Secondary Purpose: Defense 
Mega- Damage: 1D6xl0 M.D. per blast. 
Rate of Fire: Equal to the numb er of hand to hand attacks of the 
pilot. 
Effec tive Range: 2000 feet (610 m) 
Payload: Effect ively unlimited . 
3. Mini-Missile Launchers (2): Two sets of 8 mini-mi ssiles are 

in double rows beneath the wings. 
Primary Purpo se: Anti-airc raft 
Secondary Purpo se: Defense 
Mega-Damage: Varies with missile type. 
Rate of Fi re: One at a time, or in vo lleys of two, four, six, eight 
or sixteen missiles. 
Effective Range: About 1 mi le ( 1.6 km). 
Payload: 16 tota l; 8 per launcher. 
4. Torso Lasers (2): These light lasers are used to engage infan -

try at close range or to detonate enemy missiles . 
Primary Purpose: Anti-per sonne l 
Secondary Purpose: Defense 
Mega-Damage: 2D6 M.D. per laser, or simultaneou s double la
ser blast does 4D6 M.D. 
Rate of Fire: Equa l to the number of hand to hand attacks of the 
pilot. 
Effec tive Range: 2000 feet (6 10 m) 
Payload : Effective ly unlimi ted. 
S. Grenade Launchers (2): Two rap id-firing grenades, fed from 

a back-mounted magaz ine, allow the Co unterstrike to saturate 
an area with grenades. The standard issue of this weapon are 
fragme ntation grenades . The grenades can also be primed to 
explode in the air, which makes them useful against aircraft 
and enemy missiles. The launchers can fire single shot s or 
full automatic bursts. 

Primary Purpose: Anti-personnel 
Secondary Purpo se: Defense, anti -aircraft . 
Mega -Damage: Each grenade does 3D6 M.D. to a 30 foot (9.1 
m) area. A burst of three grenades does 3D6+6 M.D. to a 60 foot 
( 18.3 m) area. A long-burst (10 grenades; count s as two melee 
attacks) does 4D6+6 M.D. to a LOO foot (30.5 m) area. 
Rate of Fire: Sing le shot s, or bursts of 3 or l O grenades. 
Effective Range: 4000 feet (1220 m) 
Payload: 60 tota l; 30 per launcher. 

6. Double Wrist Blades: Two blades can spring forward from 
each side of the wrists of the powe r armor. When energized, 
the blades can slash through M.D.C. materials with ease. 

Primary Purpose: Assault. 
Mega-Da mage: 4D6 M.D. per slash. 
Rate of Fire: Equal to the number of hand Lo hand attacks. 
Effective Ran ge: Hand to hand. 
7. Hand to Hand Combat : Rather than use a weapon, the pilot 

can engage in mega-damage hand to hand combat. 
Power Armor Bonuses: 
+ 1 attack per melee at levels one, six and twelve ; in addition to 
those of the pilot. 
+ 1 to dodge at levels one , four and eight. 
+2 to roll with punch, fall or impact. 

+2 to pull punch. 
Critica l strike, same as the pilot' s. 
Mega-Dama ge: 
Restrained Punch: One M.D. 
Full Stren gth Punch or Kick: 10 6 M.D. 
Power Punch or Leap Kick : 3D6 M.D. (counts as two melee at
tack s) 

Legion Vehicles 
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Neo-Abrams MIOAI 
Main Battle Tank 

The U.S. 7th Cav alry, kidnapped from Earth by the Dakir, 
were trained to use MlA 3 Abrams batt le tanks, the most ad
vanced tank eve r built in the 20th Centur y. To facilitate the tran
sition for their warrior -slaves, the Dakir based their new tank 
design on this respec table vehicle. The result was a tank that 
combined the best aspects of the Ml with the ultra- technology of 
the alien slavers. The MlOAl is a powerful , well armed and ar
mored war machine that can match even the dreaded Naruni 
Juggernaut (see Rifts Mercenar ies). The Megaver sal Legion is 
feare d mostly for their tanks. Eve n the Arkhon warrio rs feel it's 
no dishonor to flee from a compa ny of these land leviat hans. 

The basic shape of the M- 1 tank has been kept in the turret 
and its gun. The M-1 's 120mm gun now fires I-Beam projec
tiles, acce lerated to incredible speeds. This cannon has a good 
chance of getting a one-sho t kill on many armored vehicles and 
robots, and few targets can survive more than three shots. The 
prefe rred ant i-tank round is a solid sabot round , a metal dart fly
ing at a good approximation to the speed of light! High explo
sive and can ister rounds are used against "softe r" targets. The 
tank is auto-loading, eliminating the need of a loader, who has 
now been replaced by a second gunner. A coax ial grenade 
launcher is housed to the left of the main gun and used to com
bat infantrymen . 

The main body of the tank vag uely resemb les that of the 
original , but the track s have been repla ced by a hovercraft pro
pulsion system that can propel the tank at speeds of up to 300 
mph (480 kmph). An inertia field allows the tank to make 45-de 
gree turn s without losing any speed, and even 90-degree turns at 
speeds of over 100 mph (160 kmph)! Two additional weapon 
systems have been built onto the main body , to be used by the 
seco ndary gunner and the driver. The first one consis ts of two 
medium-range missile launchers on the sides of the main body. 
These launchers give the tank the ability to place 20 missiles up 
to 80 mile s (128 km) away! A bow -mounted plasma ma
chinegun is used to engage infantryme n at close range. The mis
siles or the plasma machinegun on a top cupola can be used by 
the tank commander. 

In addition to the stronge st M.D .C. material s ava ilable used 
to make the thick plates of the tank, it is protected by a force 
field. An inert ial shield was considered but then discarded; the 
tank 's motions tended to activate the shield at the wrong times, 
leading to contro l failures. Besides, the tank is as heavily ar
mored as any vehicle can be; one of the advantages of tank de-



signs over robots is that a relatively small area needs to be 
protected, allowing for thicker armor to protect the entire area. 

These tanks form the main strike force of the Legion. A 
squad of three or four tanks can advance despite enemy resis
tance; typically, one or two tanks move forward while the rest 
fire from cover. Very few small units will stand up to the punish
ment this combat vehicle can inflict at short or long distances. 
The speed of the M-10 is also a factor; even at cruising speeds, 
the tanks can cover 1-2 miles (1.6-3.2 km) in a minute! That 
gives the enemy precious little time to destroy the incoming 
tanks before they are on top of them. The Arkhon "Porcupines" 
can only match M- 1 Os if they outnumber the legionnaires five or 
six to one, and even in some skirmishes this numerical advan
tage is not enough. 

Model Type: MBT-IOAl 
Class: Main Battle Tank 
Crew: Four; commander, pilot and two gunners. 
M.D.C. by Location: 

* Turret - 550 • 
120mm I-Cannon in Turret- 200 
Coaxial Grenade Launcher - 80 
Mini-Missile Launchers (2, in turret sides) - 60 each 
Plasma Machinegun in Cupola -120 
** Fan Skirts - 400 
Bow-Mounted Plasma Gun - 120 
Medium-Range Missile Launchers (2, on main 

body sides)- 120 each 
Reinforced Crew Compartment - 150 
*** Main Body - 850 
Force Field - 450 

* Depleting the M.D.C. of the turret tears it off the vehicle, 
rendering all weapons in it useless. Targeting the turret re
quires a called shot at no further penalty. 

** Destroying the fan skirts will destroy the hovercraft 
system, grounding the vehicle and rendering it immobile. 
Field repairs will take 106 hours (and there is a 1-40% 
chance the tank cannot be repaired in the field). 

*** Depleting the M.D.C. of the main body destroys the 
vehicle, rendering it useless. 

Speed 
Driving on the ground: The hovercraft system can propel the ve
hicle to an incredible speed of 300 mph (480 kmph)! A low
grade inertial field allows the tank to maneuver even at these 
incredible speeds. 
Flying: Not possible. The hovercraft system can lift the tank to a 
maximum height of 7 feet (2.1 m) above a surface before losing 
pressure and causing the tank to sink down. The Neo-Abrams 
can travel over swamps and mud, but cannot travel over water 
deeper than 5 feet ( 1.5 m) or it will sink. 
Statistical Data 
Height: 14 feet (4.25 m) 
Width: 18 feet (5.4 m) 
Length: 36 feet ( 10.9 m) 
Weight: 160 tons 
Cargo: A storage space for the crew, large enough for clothing 
and personal effects, and a weapons locker that holds four rifles, 
16 E-Clips (or clips) and 20 grenades. 
Power System: Antimatter; average energy life of 30 years. 
Market Cost: Not for sale. Some nations would pay over 200 
million for a new, undamaged tank; so far, no tanks have been 
captured. 

Weapon Systems 
1. 120mm I-Beam Cannon: This cannon uses the same I-Beam 

technology that propels rifle bullets at incredible velocities. 
The beam does the same thing to tank rounds. The three main 
types of ammo used in the Neo-Abrams include an armor 
piercing solid round, basically a metal dart traveling at 1,000 
miles (1600 km) per second! This round will rupture most ar
mor plating (Note: AP rounds are only used against tanks, 
APCs and large robots; it would almost never be used against 
infantry - too wasteful). Conventional high explosive 
(roughly with the same exploding power as a long-range mis
sile) and canister (a giant shotgun load, thousands of metal 
balls flying from the barrel) are used against buildings and in-



fantry. The tank has a 60-ro uild magaz ine with three sub
compartments; typically it carries 20 rounds of eac h ammo 
type. 

Primary Purpose: Anti-armo r. 
Secondary Purpose: Anti-pe rsonnel (can ister) 
Mega- Damage: AP Round: 5O6x l0 M.D .; High Explosive: 
3O6x l0 M.D. to a 50 foot (15.2 m) radius. Canister: ID4x l0 
M.D . to all targets in a 60 foot ( 18.3 m) cone! 
Rate of Fire: Three times per melee round maximum (or number 
of hand to hand attacks of the pilot, whicheve r is less). 
Effective Ran ge: 11,000 feet (about two miles/3.2 km) for AP 
and HE round s; I 000 feet (305 m) for canister. 
Payload: 60 rounds. 
2. Coaxial Grenade Launcher: These grenades are I-Beam 

powered, and the gunner can actually have them drop on a 
target by illuminatin g the target with a laser-aim ing point. A 
common tactic to dea l with entrenched infantry is to drop a 
burst of grenades on them , flushing them out - right in time 
for a canister round. The grenades can be detonat ed in the air, 
making them a decent substitute for anti-aircraft and anti-mis
sile " flak ." 

Primary Purpose: Anti-per sonne l 
Secondary Purpose: Defense 
Mega-Damage: Eac h grenade does 3D6 M.D. to a 30 foot (9. 1 
m) area. A burst of three grenades does 30 6+6 M.D. to a 60 foot 
( 18.3 m) area. A long burst (10 grenades; cou nts as two me lee 
auacks) does 4D6+6 M.D . to a 100 foot (30.5 m) area. 
Rate of Fire: Single shots, or bursts of 3 or 10 grenades. 
Effec tive Range: 4000 feet (1220 m) 
Payload: 120 total. 
3. Plasma Machinegun (Cupola): Th is plasma gun fire s quick 

bursts of super-hot plasma. In add ition to its damage , the 
plasma beams will ignite any flammable materia ls within 20 
feet (6. 1 m) of its beam. 

Primary Purpose: Anti-per sonnel 
Secondary Purpose: Defense 
Mega-Damage: 1 D6xl0 M.D. per burst. Can on ly fire bursts. 
Rate of Fire: Equal to the number of hand to hand attacks of the 
gunner. 
Effec tive Range: 2000 feet (6 10 m) 
Pay load: Effect ively unlimited . 
4. Mini-Missile Launchers (2): These 8-shot missile boxes al

low the tartk to engage low-flying aircraft, as well as act as an 
anti-m issile defense system. 

Primary Purpose: Anti-aircraft 
Seco ndary Purpo se: Defen se 
Mega-Damage: Varie s with missile type. 
Rate of Fire: One at a time, or in volleys of two, four, eight and 
sixteen missiles. 
Effect ive Range: About one mile ( 1.6 km). 
Payload: Sixteen total, eight per launcher. 
5. Bow-Mounted Plasma Machinegun: Essentially the same 

weapon as the cupola gun; used by the secondary gunner or 
the pilot to take out any infant rymen who are close up, or en
emy vehicles in range. 

Primary Purpose: Anti-personnel 
Secondary Purpo se: Defense 
Mega-Damage: 1D6x l0 M.D. per burst. Can on ly fire bursts. 
Rate of Fire: Equal to the number of hand to hand attacks of the 
gunner. 
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Effect ive Ran ge: 2000 feet (610 m) 
Payload: Effec tively unlimit ed. 
6. Medium-Range Missile Launchers: Two 10 missile boxes 

on U1e sides of the tank give the Neo-A brams the capability to 
attack targets dozens of miles away. For the enemies of the 
Megaversal Legion, a massive volley of 80 missiles often 
heralds an attack by a Neo-Abrams tank platoon - a platoon 
that is probably only a few minut es away . 

Primary Purpose: Long-ran ge bombardment. 
Seco ndary Purpo se: Anti-aircra ft 
Mega- Damage: Varies with missile type. 
Rate of Fire: One at a time, or in vo lleys of two, four, six, eight, 
ten or twenty missiles. 
Effect ive Range: 40 to 80 miles (64 to 128 km) 
Payload: 20 total; 10 per missile launcher. 
7. Force Field: An energy field can be activa ted to protect the 

tank . The force field "regenerates" damage at the rate of I 0 
M.D.C . per minute (4 melee round s); if the fie ld 's M.D.C. is 
depleted, it shorts out and cannot be redeployed for four 
hours. 

8. Sensors , etc.: The tank has all the same basic sensors, com
munications, and environmental features as most giant robots. 

Neo-Bradley M6 IFV Scout Vehicle 

Like the MI 0A I , the Neo-Bradley is a hybrid of human de
signs and alien technolo gy. The result is a larger, more heav ily 
armored vehicle, bristling with weapons. The APC used to ferry 
a IO man human -sized squad , or a smaller squad of 6 Ojahec 
warr iors, throu gh the nastiest battl efields. Thi s vehicle uses a 
hovercraft system and like its compani on tank, can maneuv er 
over any solid surface without losing any speed or maneuver
ability. The main turret is a quick-firing plasma cannon, sup
ported by a coax ial grenade launcher. Two medium-range 
missile launchers give mechani zed platoons the same artillery 
capabilities of the M-10 tank. A scout vers ion of this vehicle has 
slightly heavie r armor but only capacity for two soldiers. 

Model Type: M6-IFV, or M6S-IFV 
Class: Infantry Fighting Vehicl e. 
Crew: Two; a gunner and a pilot. 
Troop Capacity: 10 human-sized soldiers in body armor , or 6 

Ojahee soldiers or power armo r troopers. Scout version only 
has room for two humans or 1 Ojahee or power armor 
trooper. 

M.U.C. by Location: 
* Turret - 200 
Plasma Cannon in Turret - I 00 
** Fan Skirt s - 200 
Medium-Range Missile Launchers (2, on sides) - 120 each 
*** Main Body - 450 
Force Field - 200 

* Depleting the M.D.C. of the turret tears it off the vehicle, 
rendering all weapons in it useless. Targe ting the turret re
quires a dalled shot at no further penalty. 

** Destroying the fan ski rts will destroy the hovercraft 
system, groundin g the vehicle and rendering it immobile. 
Field repairs will take I D6 hours (and there is a 1-40% 
chance the tank cannot be repaired in the field). 



*** Depleting the M.D.C. of the main body destroys the 
vehicle, rendering it useless . 

Speed 
Driving on the ground: The hovercraft system can propel the ve
hicle to an incred ible speed of 300 mph (480 kmph ). A low
grade inertial field allows the tank to maneuver even at these 
incredible speeds. 
~: Not possible. The hoverc raft system can lift the tank to a 
maximum height of 7 feet (2. 1 m) above a surface before losing 
pressure and causing the APC to sink down. The Neo-Bradle y 
can travel over swamps, mud, and even rivers or lakes, but only 
at high speeds (100 mph/160 km or greater) or it will sink. The 
APC will also sink if it travels more than a mile over water . 
Statistical Data 
Height: 12 feet (3.65 m) 
Width: 14 feet (4.25 m) 
Length: 30 feet (9.1 m) 
Weight: 60 tons 
Cargo: ln additio n to the troop compartme nt , the vehicle has a 
weapons locker with 8 rifles, 40 E-Clips and 40 grenades. 
Power System: Ant i-matter; average energy life of 30 years. 
Market Cost: Not for sale. Some nations would pay over 100 
million for a new, undamaged vehicle; so far, no Neo-Bradl eys 
have been captured. 

Weapon Systems 
1. Plasma Cannon: A light plasma cannon is the main gun of 

the Brad ley. 
Primary Purpo se: Anti-armor 
Secondary Purpose: Defense 
Mega-Damage: 2D4x l0 M.D. per blast. 
Rate of Fire: Equa l to the number of combin ed hand to hand at
tacks of the gunner. 
Effect ive Range: 4000 feet (1220 m) 
Payload: Effective ly unlimited. 
2. Coaxial Grenade Launcher: These grenades are I-Beam 

powered, and the gunner can actually have them drop on a 
target by illuminating the target with a laser-aiming point. 

Primary Purpose: Anti-personne l 
Secondary Purpose: Defense 
Mega-Damage: Each grenade does 3D6 M.D. to a 30 foot (9.1 
m) area. A burst of three grenades does 3D6+6 M.D. to a 60 foot 
( 18.3 m) area. A long burst (10 grenades; counts as two melee 
attacks) does 4D6+6 M.D. to a 100 foot (30.5 m) area. 
Rate of Fire: Sing le shots, or bursts of 3 or IO grenades. 
Effective Range: 4000 feet ( 1220 m) 
Payload: 120 
3. Medium-Range Missile Launchers: Two I 0-mi ssile boxes 

on the sides of the veh icle allow the Bradley to fire at fara
way targets. 

Primary Purpose: Long-range bombardment. 
Secondary Purpose: Anti-aircraf t 
Mega-Da mage: Varies with missile type. 
Rate of Fire: One at a time, or in volleys of two, four, six, eight, 
ten or twenty missiles. 
Effective Range: 40 to 80 miles. (64 to 128 km) 
Payload: 20 total ; 10 per missile . 
4. Force Field: An energy field can be activa ted to protect the 

IFV. The force field "regenera tes" dama ge at the rate of 10 
M .D.C. per minute (4 melee rounds); if the field 's M.D.C . is 
depleted, it shorts out and cannot be redeployed for four 
hours. 120 

5. Sensors, etc.: The armore d personn el carrier (APC) has all 
the same basic sensors, communi cat ions, and environmenta l 
features as most giant robots. 

Neo-Apache 
AH-50 Attack Aerodyne 

The Dakir consider helicopters to be primitive machines , so 
when training the crews of the Apach e helicopter gunships, they 
switched to a contragravity flier that has no vulnerabl e rotors to 
target and destroy. The Neo-Apac he still shares many similari
ties with the orig inal 20th century war machine. It has a dragon
fly-like shape, is fast and maneuverable , and is heav ily armored 
and armed - nothing short of a flying tank. The Neo-Apache 
doubles as both a gunship and a fighter , able to fly at speeds of 
Mach 3 and engage enemy aircraft with the same ease as it de
stroys ground vehicles. 

This aerodyne has a nose gatling plasma cannon and no less 
than five missile launchers under its "w ings" and underside, fir
ing a mixture of long, medium-range and mini-mi ssiles. Addi
tionall y, the gunship has two I-Beam machineguns mounted on 
the sides. l ts contragravity/inert ial beam propuls ion system al
lows the ship to mane uver even at very high speeds. A light 
force field offers some addit ional meas ure of protection. 

Neo-Apache patrol s maintain a constan t watch over the An
dean skyline , alert for Arkhon attacks and other threats. Dog
fights between the Arkho n "Spikefish" fighters and the 
Neo-Apa ches will sometimes light up the night sky. For the 
most part, however , the Arkhons have learned to respect the 
Megave rsal Legion's "no fly zone" around their territory - at 
least until the aliens decide to mount a major assault. 

Model Type: NAH-50 
Class: Gunship/Air Superiority Fighter . 
Crew: Four; pilot, co-p ilot/gunner, sensor operato r and secon

dary gunner. 
M.D.C. by Location: 

Long-Range Miss ile Launc hers (2, underside)- 100 
Nose Gat ling Plasma Gun - 120 
Wings (2) - 120 each 
Mini-Missil e Launc hers (2, under wings) - 50 each 
Medium-Range Missile Launcher s (2, under wings) - I 00 
each 
I-Beam Machineguns (2, on wing extremes) - 90 each 
* Main Body - 400 
Reinforced Pilot's Compartment - 150 
Force Field - 160 

* Depleting the M.D.C. of the main body causes the vehi-
cle to crash unless the pilot make s a skill roll at -35%. 

Speed 
Driving on the ground: Not possible. 
Flying: Mach 3 (2010 mph/3234 kmph ) maximum. When at
tacking ground targets, speeds rare ly excee ds I 00 mph ( 160 
kmph ). 
Range: Unlimi ted; does not need cooling off periods. The only 
limitation is the pilot' s endurance (needs to sleep, eat, etc.). With 
the pilot and auto-pilot taking turns, the ship could fly indefi
nitely. Maximum altitude is an astounding 30,000 feet (9 144 m). 



Statistical Data 
Height 12 feel (3.65 m) 
Width: 8 feet (2.4 m) 
Length: 35 feet (11 m) 
Weight: 8 tons 
Cargo: Small compartment for personal effects and a weapons 
locker with four energy rifles, 12 E-Clips (or clips), and 20 gre
nades. 
Power System: Antimatter; average energy life of 30 years. 
Market Cost Nol for sale. 

Weapon Systems 
1. Gatling Plasma Gun: This four-barreled gun fires fast con

centrated bursts of energy. Not even tanks can withstand the 
punishment the guns inflict for long. 

Primary Purpose: Anti-armor · 
Secondary Purpose: Defense 
Mega-Damage: 3D4x10 M.D. per burst. Can only fire bursts . 
Rate of Fire: Equal to the number of hand to hand attacks of the 
pilot. 
Effect ive Range: 4000 feet ( 1220 m) 
Payload: Effective ly unlimited . 
2. Long-Range Missile Launcher: These launchers hold three 

missiles each. They are used either to engage enemy tanks at 
point-blank range or to strike enemy installation s (radar cen
ters, military bases, etc.) at a distance. 

Primary Purpose: Anti-armor and bombardment. 
Secondary Purpose: Anti-aircraft 
Mega-Damage: Varies with missile type. 
Rate of Fire: One at a time, or volleys of two or three. 
Effective Range: Varies with missile type. 
Payload: Six; three missiles per launcher. 

3. Mini-Missile Launchers (2): These missiles can be fired in a 
spread pattern to cover a large area, or concentrated on a sin
gle target. The first mode uses fragmen tation missiles against 
concentrated infantry or light vehicles; the entire area is satu
rated and every body in it takes damage. The second mode 
uses armor-piercing missiles against tanks, robots and other 
"hard" targets. 

Primary Purpose: Anti-perso nnel and anti-armor. 
Secondary Purpose: Defense 
Mega-Damage: Fragmen tation: 5D6 M.D. to a 20 foot (6. 1 m) 
radius. Each missile raises the area affected by 10 feet (3.0 m). 
Armor-Piercing: I D4x IO M.D. per missile. 
Rate of Fire: One at a time , or in volleys of two, four, eight, six
teen or thirty-two missiles. 
Effective Range: About one mile (I .6 km ). 
Payload: 32 total; 16 per launcher. 
4. Medium-Range Missile Launchers (2): Two four-mis sile 

launchers are near the end of the wings. They add firepower 
and can be used for the same missions as long-range missiles. 

Primary Purpose: Anti-armor and bombardm ent. 
Secondary Purpose: Defense 
Mega-Damage: Varies with missile type. 
Rate of Fire: One at a time, or in volleys of two , four or eight 
missiles. 
Effective Range: 40 to 80 miles (64 to 128 km) 
Payload: 8 total, 4 per launcher. 
5. I-Beam Machineguns (2): These wing machineguns are used 

mainly to fight enemy aircraft, although strafing runs against 
enemy infantry are not uncommon . 
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Primary Purpo se: Anti-aircraft . 
Secondary Purpose: Anti-personnel. 
Mega-Damage: A burst is 10 round s and does 1D6x l0 + 10 
M.D. ; can only fire bursts. 
Rate of Fire: Equa l to the number of hand to hand attacks of the 
gunner . 
Effective Range : 2000 feet (6 10 m) 
Payload: 2000 rounds each . 
6. Force Field: An energy field can be activated to protect the 

aerodyne. The force field "regenerate s" damage at the rate of 
8 M.D.C. per minute (4 melee rounds); if the field's M.D.C. 
is depleted , it shorts out and cannot be redeployed for two 
hours. 

7. Sensors, etc.: The aircraft has all the same basic sensors, 
communication s, and environmental features as most giant 
robots. 



The Silver River Republics 
" By reaso ns of geogra phy, most of the Silver River Republics 

either hug the mountainou s Andes cha in, or concentrate in the 
rich plains - called pampa s - where food and cattle can be 
raised to feed the growin g human and transdimensional commu 
nities. Beyond these consideration s, howeve r, there is an amaz
ing amount of variety between these republi cs (kingdom s, we 
wou ld call them) ; eac h with a range in size, techno logical deve l
opment, general policies of toleration , and forms of government. 
Besides the major four powers that jockey for dominance on the 
continent, dozens or perhaps hundr eds of smaller settlements 
struggle to survive and show that their own brand of soc ial engi
neering is superior to the rest." 

- From the Cudbwy Jouma/s 

The Silver River Republic s are not a single nation , or even a 
confederatio n of nations. Their only cla im of unity is their col
lective name, a throwback to the ancient republic of Argent ina, 
the "S ilver Country." Geograp hy, wars, diplomati c intrigue and 
comme rce link the nation s together ; beyond that , they have little 
in common. The SRRs range from human kingdo ms not unlike 
the Coa lition or the NGR, to enclaves of aliens, mutant s and D
Bees. 

The four major Silver River Republics are fully desc ribed be
low. They include two human nations, the Republics of Cordoba 
and Santiago, the mutant ruled Achilles Republic, and New 
Babylon, an enclave of humans and D-Bee co lonists. Abo ut a 
dozen more kingdoms or independent republics are scattered be
tween these nations, as well as some large groups and organiza
tions whose influence extend s across national borders; some of 
them are described in the Other Republic s section. 

The Republics of 
Cordoba & Santiago 

These two "kingdoms" are the largest human-dominated na
tions in the Southern half of the continent. Cordoba is the larges t 
human nation in South America and is only seco nd to the Coa li
tion States in the America s. Like the CS, Cordoba is a human su
premacist culture, reject ing all D-Bees (called Dimensionales in 
Spanish) and mutant s as demon ic interlopers who pose a threat 
to all. Santiago is more to lerant , but it is also predominant ly hu
man and has some degree of prejudi ce against nonhuman be ings. 
fronically, these very similar countries are on the brink of war 
with each other; Cordoba wants to unify the two human king
doms, by force if necessa ry, and Santiago will fight to protec t its 
independence. Only the potential threat of the Arkho ns to the 
West and the mutants and D-Bees to the South has kept these 
two countries at peace, and even such threats may not suffice for 
long. 
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Republic of Cordoba 
Population Breakdown: 5 million citizens (98% human). An 
additiona l milli on other people also live in the terr itory, of 
which about 40+% of these are D-Bees; non-humans are not al
lowed in most cities and towns. This doesn' t include wandering 
tribes of larho ld Barbarians that con stantly raid the people of 
the reg ion and wander the plain s. At any given time, there can be 
as man y as 100,000 (206 x 10,000) of these barbarian s, despite 
repea ted effort s by the Cordoba government to expe l or extermi
nate them. 

Th e Cordo ba Republic extends from the Andean mountain 
chain to the Atlantic Ocea n. Seve ral hundred miles of the 
Grea ter Amazon river runs through the territory and is used for 
transport and fishing. Its neighbors include San tiago to the north , 
the Arkho n Freehold to the west, and the Achilles Republic to 
the south. Mos t peop le live in the fert ile plains, used for agr icul
ture and cattle ranching. Milita ry bases dot the landscape and 



protect the frontier by watching over all major roads , natural 
passes, waterway s, and large communitie s. 

Cordoba is a major industrial center. Advanced weapons, in
cluding the dreaded Glitter Boys, are produced here. Cybernet
ics, M.O.M. conversion and lhe j uicer treatment are all availab le. 

• The overa ll technology is comparable to the Coa lilion States, al
though it lags behind Triax , Japan and Atlanti s. Its strong tech
nology and size make s this nation one of the most powerfu l in 
the area, enabling it to absorb or conquer many of its smaller 
neighbors. At this point , conflict is brewin g between Cordoba 
and every nation around its borders. A state of war already ex ists 
to Lhe south and west, and it is possible that Cordoba wi ll start a 
war with the human repub lic, Santiago. 

History 
The city of Cordoba was one of the largest cities in South 

America, located in the heartland of Argentina , and was a vital 
industrial center. Although the Great Cataclysm devastated the 
original city, the survivor s managed to rebuild the ruins and re
Slore it to its former glory . The survivors were led by Manu el 
Borges, a wealthy cattle-ranch er with a flair for leadership and 
who showed courage and charisma. Backed up by his tough 
gauchos (cowboys), Borges soon controlled a sma ll army 
equipped with looted military equipment. The rancher was him
self a former military officer, and his know ledge of tactics al
lowed him to defend his peop le from many supernatural threats. 
In less than a decade , a small town had been built near the shat
tered remnant s of Cordoba. Borges kept the settlement alive 
through a mixture of genius and ruthle ssness. When horde s of 
refugees threatened to overwhelm the township' s supplies, Bor
ges ordered them kept out at all costs, even if it meant firing on 
the desperate people . The town survived, and it slowly grew in 
size. When Borges died at the ripe age of 87, Cordoba had al
most 10,000 people - a shadow of its former self, but still a 
large settlement by the standards of that time. He was succeeded 
by his son, Raul Borges, starting a bloodline that has persisted to 
the present day. The Borges family has had its share of tyrant s, 
incompetents and cowards, but the nation it founded has man
aged to survive and prosper. 

The current ruler of Cordoba is Manu el Borges Ill , who 
seems to have inherited his ancestors' qualitie s of toughness and 
ruthle ssness . Manuel is 39 years old, a former army colonel, and 
a veteran in dozens of border wars and skirmishes. He is a com
petent soldier whose exploits have made him very popular . Bor
ges wants to unify all human s in the region under his rule, and is 
prepared to go to war to do so. This naked ambition may spell 
doom for all human settlement s, since alien threats like the Ark
hons and the Larhold Barbarian s may take advanta ge of a war 
situation. 

Government and Society 
Although formally called a republic, Cordoba is a kingdom in 

all but name. The Borges family has kept a firm grip over the 
government for three centuries. As the wealthiest and most fa
mous clan, the Borges are still seen as the saviors of the nation 
and the only leaders worthy of the title . Occas ionally, a weak or 
inept Borges has risen to the presidency, but other family mem
bers have stepped in and either deposed him or ruled as the 
"powe r behind the throne. " 
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The Borges line is handed down thro ugh the male side of the 
family. Borges women who marry "lose" the Borges name, as do 
their proge ny. So far, there have been enough male heirs to guar
antee an unbroken family line. Typica lly, the ruling Borges 
writes a will naming his successo r at the time of his death or re
tirement. This name is kept secret until such time, to make sure 
the would-be president doesn't get too ambiti ous and decides to 
help the current president on his way. 

The ruler has the title of "President for Life" and has control 
over the armed forces, the police (considered a part of the army), 
and the government. He personally appoints a numb er of Minis
ters who ass ist him in runnin g things. These ministers cover such 
areas as the Treasury (which includes taxation , mintin g coinage, 
etc.), Defense (the second in command over the army), and 
Health, amon g others. Typically, there are 4- 12 mini sters serv
ing under one president. Mini sters are usually chosen from other 
prominent families, or from peopl e the president can trust. An 
unspoken agreement exists preventing any member of the Bor
ges family to assume the position of Mini ster. Typically , the 
other Borg es can be found as deputy ministers , assistants and in 
other seco ndary positions where they get to learn how to run the 
country. Such an arrangem ent also provid es them with the op
portunity to spy on the ministers to make sure they are doing 
their job properly. 

There is no congress or similar parliamentary body in Cor
doba . The wealthiest and most promin ent families, which are in
volved in cattle and farming interests, trading, industry, etc ., 
usually have access to the president and can exert some informal 
influence on him, but other than that, the president has final say 
on everything. This has created a lot of resentment among some 
of the most powerful families, whose only way to power is to 
have one of their daughters marry into the Borges family and 
hope the children from those unions will one day become powe r-



ful. Plots to undermin e or eve n overthrow the Bor ges fam ily 
have been around for ge nera tion s, but so far, have n ' t been suc
cess ful. 

The socie ty of Cordob a changes a lot between the hustle of 
the big cities to the mor e re laxed and quiet life of the co untry 
communiti es. The farm ers, cattle ranchers and wi lderness sco uts 
lead simple , if not always peace ful lives. Large landown ers use 
tenant farmers (who work a lot of land and pay for it with a por 
tion of the ir crops) and hired hand s to tend to the large herd s of 
cattle that feed the citie s. The Gauchos (cow boy s) who handl e 
the ca ttle and ca ll the vast plain s their home, are fairly inde
pendent , rowdy, and tough. They hav e to be, to face the many 
dangers that lurk throu ghout the co unt rys ide: mon ster and D-Bee 
raider s, the Larhold Barbarians, demons , Rift s and other dimen
sional disa sters, not to mention the more pro saic ca ttle thieve s, 
stampe des, poisonou s snakes, and similar dangers. 

Althou gh there is a lot of intolera nce in the reg ion towa rd 
non -hum ans, small D-Bee co mmuniti es that show themselves to 
be peacefu l and keep to themse lves are often a llowe d to exis t 
unm olested. Sometimes, however, army units will expel or at
tack those comm uniti es at the whim of the comm ander. The sol
diers, together with the large lando wners, are the law of the land . 
Sometimes the two forces clash with eac h other , espec ially when 
a local "noble" decide s to defy the orders of the central gove rn 
ment and the army is sent to teac h him a lesson. 

In the cities one finds the typical cla ss division s between the 
wealthy, middl e class and the poor. Most c ity res ident s work in 
the factories that are the lifeline of the large tow ns. Machinery , 
too ls and weapo ns are manu factured in the cities. In term s of 
tec hnology , most of the se facto ries are eq uiva lent to those found 
in the Coa lition States, and the ir product s approach pre- Rifts 
quali ty. One of the best known facto ries produces Glitter Boys ; 
repair s for this and other suits of powe r armor or robot vehicle s 
are ava ilabl e in the cities. The workers at the se fac tor ies live in 
small apa rtm ents and make up the bul k of the population. They 
enjoy steady, if not very high, sa laries which allows them to ac
qu ire a numb er of luxuries, includin g com puters, te lev isions and 
CD players. About 80% of the cities' population is litera te and 
skilled with co mputer s and technology , but in the co unt rys ide, 
the literacy rate is less than 30%! 

Abo ut 20% of the city population are not as fortun ate. Th ese 
are vagabo nds and desperate peop le out of wo rk (victim s of lay
offs, factory shut-down s and other mishap s) or emplo yed at low 
paying seas onal job s. A lot of impoverished famili es live in m is
erable slums around the city prop er. Literacy is less than 10% 
and many are peasant em igra nts or the childr en and grandchil 
dren of slum dweller s. Make shift houses of brick and shee t met
al fill the slums, and are ofte n knocked apart by flash flood s and 
storm s. The slum dwe llers are a lso ravaged by cr ime , and have a 
higher concentratio n of D-Bees than anywhere e lse. Often, hu 
man slum -dwe llers will take out their frustrations on the D-Bees , 
especia lly since the authorities rar ely investigate or prosecute the 
beating , robbery and even mur der of a non -hum an . The se slum s 
are also the place to go to acquire all kinds of black market prod 
ucts, from illega l weapons and cy bernetic implant s to dangerous 
drugs. 

The rich include factory owners, merc hant s, and ca ttle ranch
ers. The latter live we ll away from the cities and rule their land 
almost like medieval lords (see the Caudillos, below ) . This "no -
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bility " on ly leave their ranch es to ge t toge ther with other mem
bers of thei r class, or to serve in the govern ment or army. 
Promin ent merchants and factory owner s live in city ma nors, far 
away from the slum s, and prot ec ted by arme d guards. Govern
ment offic ials, man y of whom are re latives or proteges of the 
Borges, enjoy man y privil eges and in many ways, are above the 
law. 

Armed Forces 
Lo cated near but apart from most co mmuniti es are militar y 

posts . Some are as small as watchtow ers with less than a dozen 
soldiers or as big as military fortre sses wi th over a thou sand 
tro ops, aircraft , powe r armor and robots. 

Cordoba has two militar y force s, the Rep ubli ca n Army and 
the Nationa l Guard. The Republican Army is a large, strong 
force , with an integ ral Air Force and Navy. Its dutie s are to de 
fend the nation , and it answers only to the Borges Government. 
With this powe rful national army, the Borge s ca n keep the local 
landowne rs in line, as we ll as launch war s of co nque st against 
other nations. Repu blican Arm y men (no women are allowed to 
join ) are vo lunteer s, we ll paid and equipp ed; they have the most 
powerfu l robots , tan.ks and power armor. Th e typ ical Republi can 
so ldier is the equiva lent of the Coa lition Grunt O.C.C., with the 
additi onal sk ills of litera cy (Spanis h; +25 %) and co mput e r op
era tion (+ 15%). Equi valents to the CS Elite RPA , CS Military 
Specia list and CS Technical Specialist s also exist within the 
Army. The Army a lso uses specialty so ldiers, includin g ' borgs 
(see the Plains 'Borg O.C .C.), juicer s an d craz ies. 

The National Guard is charged with assis ting the Army in 
defe ndin g the state. It also doubles as a po lice force in cities and 
towns. The guard is mad e up of co nscripts; every citizen of Cor
doba (male and femal e) mu st serve for two years in the National 
Guard. Thi s mandatory req uireme nt must be fulfill ed between 
the ages of 17 and 20. Citi zens who by their 2 1st birthday s have 
not serve d are subjec t to arre st and pri son terms, unless they are 
exemp t for reasons of phys ica l disability , child ren (mothers and 
marrie d co uples can clai m an exem pti on), or having an impo r
tant or va luab le sk ill , craft or job. About 5% of the se rec ruits de
cide to stay in the Guard and form the core of the service, many 
of them becoming off ice rs and non-coms. Be sides a few helicop
ters and patrol boats, the National Guard is mainly an infan try 
force , with few tanks, robot s or heavy vehicles. 

The typ ica l rec ruit is first or second leve l, and gains the fol
lowing skill s from Ba sic Training: bas ic radio (+ 10%), W.P . en
ergy rifle, and hand to hand: basic. They typica lly have 4-8 
non-milit ary/com bat skill s at +5 % to + 15%. Tra ined full-time 
so ldie rs are equiva lent to the modified O.C.C. s descr ibed above. 

In additi on to the two branche s of the military , there is the In
ternal Security Agency , or ISA. Thi s is a sec ret police agency 
controll ed by the Borges, and used to ferret out and e liminat e 
any opposition to the governme nt. Commo n targets of the ISA 
include plottin g magnates and riva l famili es, terror ists and guer
rilla s like the Shining Path moveme nt, criminal organizations 
and the black market, labor leaders an d un ion organ izers, rebel
lious univ ersity students, and anybody who dares defy the gov 
ernm ent. Although most ISA agent s are plainclot hes detective s, 
the agency has access to advanced weapo ns, and can field two 
armor ed divi sions (typica lly divid ed up into sma ller units and 
used in limit ed operati ons). The ISA also has a Special Branch 



used against enemy nations. The Special Branch includes a 
number of psychics, mages, and beings with unusual powers, in
cluding a few D-Bees, the only non-human s allowed to serve in 
the Cordoban military. 

Foreign Relations 
Santiago: The second largest human nation in the SRR, San

tiago has had a cordial relationship with Cordoba for over a cen
tury. All this has changed since Manuel Borges rose to power. 
To Borges, Santiago is too valuable to be left alone; he wants to 
absorb that human nation and use its resources in a war of geno
cide against all non-human kingdoms in the area. 

The Achilles Republic: The mutant homeland of South 
America is a mortal enemy of Cordoba. The refusal to accept 
mutants as anything other than slaves or monsters to be de
stroyed makes it impossible to have nonnal relation s between 
the two countries. Past rulers of Cordoba have not even con
sented to admitting ambassadors from Achilles into the territory; 
they consider it beneath their contempt to deal with "talk ing ani
mals!" 

New Babylon: Cordoba hates New Babylon, despite the fact 
that trade with that human-alien nation is very profitable for both 
sides. Past humiliation s, inflicted at the hands of the Babyloni
ans, have earned New Babylon the Cordoban s' lasting enm ity, 
ranking just below the Achilles Republic (see above) on Borges' 
"enemies list." Still, at least for the moment, they hide their feel
ings and grudgingly trade with them. 

The Empire of the Sun: Although the Inca Empire favors 
humans over other species; the living "god s" who are said to 
rule that mysterious land are a source of concern for Borge s and 
his cronies. Occasionally , Cordoba soldiers make probing raids 
into Inca territory , but little is known about the Empire, other 
than its soldier s have a lot of magical assistance and that god
like beings (non-humans) wa lk among them. 

The Arkhon Freehold: The alien invaders contro l areas that 
touch on Cordoba' s borders. Since both nations have more im
portant enemies to deal with, contact is limited to occasional 
skirmishes and, once or twice a year, a small battle along the 
border. At some point , however, Borges wants to claim all the 
land to the foot of the Andes, and extenninat e the aliens. 

The Republic of C91ombia, Maga Island and the Kingdom 
of Bahia: These three nations do a great deal of tradin g with 
Cordoba, Santiago and other republics. Beyond the trading , 
however, no other contact has been made. Borges knows that a 
number of human kingdoms lie to the North , and he hopes one 
day to bring them under his rule. First, of course, all the non-hu
mans between them must be eliminated. 

The Kingdom of Lagarto: No fonnal relations have been es
tablished. The authorities of Cordoba know of this lizard man 
kingdom, and believe it is to blame for the attacks on shipping 
going up the Greater Amazon river. The Cordoba Navy sent a 
flotilla of two light cruisers and three frigates up the river, but 
constant attacks by lizard men and their dragon overlords sank 
all but two. At this point , all shipping North is made through the 
Atlantic Ocean. Borges and his minions have sworn revenge and 
lizard men (most of them comple tely innocent of any crime) are 
arrested or executed on sight. 

The Coalition States: The same embassy that recently vis
ited Colombia (see South America Book : One) has made contact 
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with the human kingdom s further south. The Death' s Head 
Transport returned to Chi-Town bearing ambassador s from Cor
doba, and Prosek and Borges have started to write each other; 
they see each other as a fellow conqueror, a relationship some
what similar to that between Hitler and Mussolini during World 
War II . Beyond these diplomatic exchange s and the use of each 
side's victories for propaganda purposes, there is little contact. 
Travel between the two distant nations, even using nuclear-pow
ered aircraft , is too risky to become commonpla ce. A fonnal alli
ance between the two nation s is in the works, although it will 
have little if any military value. On the other hand , known ene
mies of the Coalition seeking refuge in this far-off land will find 
themselves persecuted by the authoritie s. 

The Coalition has a standing feud with one of Cordoba's 
neighbor s, the Achilles Republic. CS agents have started to 
travel through Cordoba to spy on and sabotage that mutant -con
trolled nation. The Cordoba government condone s and often aids 
the CS in these endeavors, providin g the agents with guides, 
supplies and additional troops. These activities may eventually 
lead to war with the Achille s Republic . 

Atlantis: Other than the occasiona l raid , there is no contact 
between Atlanti s and Cordoba. The Cordoba ns know that some 
alien force is operati ng off the north coast of the continent , but 
knows very little beyond this. 

Other Nations in North America and Europe: There is 
very little contact with the rest of the world. Cordoba knows 
only the barest details of such nations as the Vampire Kingdoms, 
Iron Heart, Free Quebec, NGR, the Phoenix Empire, and others. 

Seafaring Nations: There is some trade betwee n Cordoba 
and Tritonia, the drifting colony. This trade is conducted by indi
vidual merchant ships, however, and there is no fonnal contact 
between the governments. The mythical New Navy occasionally 
patrols the waters of the Atlanti c, rescuing ships in danger. Also, 
pirates and alien beings like the Horune and the Naut'Y II often 
attack loca l shipping and make occasiona l inland raids. Refer to 
Rift s Underseas for more infonn ation about all these organiza
tions, nations and monsters. 

Cordoba City 
Population: 120,000 (90% human , and 10% assorted D-Bees, 
mostly living in the slums). 

The capital of Cordoba is located near the ruins of the old city 
of the same name. The location is ideal for a settlement, being 
on the river banks of a tributary of the Greater Amazon . The 
river is wide enough to allow oceangoing vessels to travel 
through it, and the city is a major trade center , with vessels 
bound for many place s in South America (and lately, a few in
trepid merchant s venturing North into Europe and Africa or the 
floating c ity of Tritonia) stoppin g here to sell or load cargo. The 
Palace of Government, where the Borges Fami ly rules and lives, 
is on top of a hill overlooking the entire city. The palace also 
doubles as a fortress, and it has the best weapons and defenses 
Cordoban technology can produ ce. The city markets do a brisk 
business in every thing from cosmetics to weapons. Trave lers 
into the city are not allowed to carry anything heavier than a 
light energy pistol and light body armor ; weapons and robots 
purchased in Cordoba are not given to the travelers until they 
have been escorted outside city limits. Any disturbance and vio
lence is dealt with quickly and without mercy by the National 
Guard or the Republican Army . 



Republic of Santiago 

Population Breakdown: 3.5 million citizens (85% human, 5% 
lizard men, 10% var ious nonhuman races, includin g j ungle 
elves, goblins, and mutant animal s) plus an additional 1.3 mil 
lion D-Bees, refugee s and indian tribes live in the region, away 
from the cities and settled areas. As in Cordoba, wandering 
bands of Larhold Barbarian s typ ically add an additional 
2D6x 10,000 to the population. · 

Santiago is the second large st human kingdom in the area. Its 
territory ranges from the Amazonian jun gle to the north , to the 
plains in the south, and controls both shores of the Greater Ama
zon for a good stretch of the river. To the west lies the Empire of 
the Sun and some outposts of the Arkhon Freehold. In the south 
is one-time ally, Cordoba, but now a growing threat to their free
dom. 

A wea lthy industria l nation , Santiago is far more tolerant of 
D-Bees than Cordoba and most of the other kingdoms. Although 
humans are by far, the largest group in the nation, beings of doz
ens of other species can hold job s, j oin the military, and even be
come government official s. This attitude has earned Sant iago the 
enmity of many human kingdoms, particul arly the Republic of 
Cordo ba. 

History 
The region of Santiago is located in Argentina and was one of 

the first nations to rise out of the ashes of the Grea t Catacly sm. 
During the years of chaos, random Rifts deposited several thou
sand humanoids from other dimen sions in the reg ion. Some of 
these humanoid s had magical or technologica l know ledge that 
would prove to be very useful in survivin g the dangers that beset 
the planet. Fort unately for the human refugees who encountered 
these D-Bees, the newco mers were friend ly and compassionate. 
Human s and D-Bees struggled, lived and survived side by side. 
As the small community grew in size, more and more human 
and inhuman refugee s flocked to the area. Unlike the co ld
blooded rulers of f:o rdoba, the first settlers of Santiago did not 
have the heart to tum away any of these unfortunates, and in 
some cases, this hurt the colony, bringing about times of famine 
and scarcity that sometimes killed as many as half the ent ire 
population! Other disasters , including ley line storms, monster 
activity and warfare with other fledgling settlements, cost more 
lives. 

Through luck, hard work and the use of both magic and tech
nology, howeve r, Santiago survived. By the early years Post 
Apocalypse (P.A.) , severa l fortified towns and a true city had 
risen from the ashes. A central gove rnment elected by the votes 
of the most prominent property holders was founded to oversee 
the nation. The towns and cities grew rapid ly, and by 50 P.A., a 
strong nation with a population of over two million people now 
existed. 

At first, relat ions with the other human nations were strained 
but peaceful. Santiago had deve loped enough technology and 
weapon s to protect itself from raider s and bandits. Cordoba , the 
other leading human nation , became , at first, a tentative ally in 
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the battl es aga inst the Larho ld and other threat s. Eventually: 
howeve r, Santiago 's tolerance toward s D-Bees and the amb ition 
of Cordoba's ruler led to today's enmity. 

Government and Society 
Santiago 's gove rnment has two branches, partia lly inspired 

by the democratic governme nts of pre-Rifts Earth. The executive 
branch is in the hands of the president, elected by the direct 
votes of all eligible citizens. Also elec ted through voting, the 
Senate passes laws and forms the legislative branch. Both the 
Senators and the Pres ident serve six year terms , and can stand 
for re-election indefinitely. The balance of power between the 
two branches changes back and forth from election to election. 

Although voting plays a major part in the shaping of the gov
ernment, Santiago is not, strictly speaking, a true democracy. 
Only eligible citizens can vote in the elections. Eligibility is di
rectly tied to wea lth; the peop le with an income of 40 ,000 credits 
a year, born in the Sant iago territory , and not currently serving 
in the army can vote. Since the average yearly wage in the na
tion is about 10,000 credits a year, only a small fraction (roughly 
20% of the populati on) has the right to vote! Wealth is the 
source of power in this republi c. 

Despite this inequality, the governm ent does try to work for 
the benefit of all the peop le. Although most cannot vote, they 
can channel their discontent in many other ways, from demon 
stration s to outr ight revo lt, and the ruling class does not wish to 
see that happen. Instead , the govern ment tries to balance the de
sires of the wea lthy constituents with the needs of the rest o f the 
people. While this balan ce is not perfect, it has kept Santiago 
functionin g for decades . 

The current government is led by Yolanda Morales, the first 
female presiden t in the country. A tough but attractive woman in 
her ea rly forties, Yolanda served in the military for several 
years, and then in the civil gove rnment in a number of positions. 
Morales and her admini stration wishes to promot e to lerance and 
friend ship between humans and other races. She keeps telling 
people, "The danger of the Arkh on aliens is too immediat e to 
waste time bickering about the shape of one's neighbor." These 
beliefs have not endeared her to either Cordo ba or the most ex
tremist factions in Santiago. Howeve r, the majority of the people 
agree and support her. 

Sant iago 's population is nowhere near as intoleran t of non
humans as Cordobans. Many D-Bees, mutant s and other beings 
are allowed to live and work in the cities of Sant iago. D-Bees 
with enough money are allowed to vote, ju st like everyo ne else. 
Things are not perfect. D-Bees are often discouraged from going 
to certain exclusive establishments, mixed marriages are consid
ered to be scandalou s, and many stereotypes about D-Bees 
("Yea h, all Dim ensionales are greedy thieves ; don't leave them 
alone with the good silver!") are believed to be true by a larger 
percentage of the population. Band s of young racis t punks occa
siona lly attack D-Bee neighborhoods, assa ulting and sometimes 
killing innocent people. The police and military do their best to 
crack down on these outbreaks, but they still occur with alarm
ing regularity. Thankfu lly, damage and injuries are seldom too 
serious and the majorit y of humans and D-Bees live and work in 
friendship and harmony. Attacking or persecuting D-Bees is 
considered a crime and the perpetrator s are punished. Except for 
the most ignorant and criminal-mind ed dregs of society, the citi
zens of Santiago believe in "live and let live." 



Life in the cities and the cou,ntry is very similar to conditions 
in Cordoba. The population in Santiago has a higher level of lit
eracy (70% versus 60% in Cordoba) but for the most part, the 
people in the two nations are extremely similar. It is best not to 
comment on those similarities , however; the citizens of both na-

• tions are fierce ly nationalistic and they consider themse lves to 
be completely different (and, of course, superior) to the other. 
This attitude is one of the major obstacles between a unification 
between Cordoba and Santiago - and it will most likely lead to 
a war. 

Armed Forces 
Santiago has a small standing army , the Santiago Defense 

Force. Additionally, it can field a Citizen's Militia. The Defense 
Force is a highly-trained and well-equipped force, designed to 
counterattack in case of invasions and raids. Tt relies on power 
armor, robots and Glitter Boys , and has a special forces group 
made up exclus ively of human oids and D-Bee s with strange 
powers (see the Specia l Phalanx). 

The Citizen's Militia is made up of part-time volu nteers who 
undergo a training period and then must serve one week every 
other month and stay in reserve the rest of the time. Most militia 
members are business professionals, shopkeepers, craftsm en and 
laborers who see it as their duty to be ready to defend their coun 
try. In theory , the entire militia is activated only in cases of 
emergency. Regrettably , such eme rgencies occur almost on a 
monthly base, so the militia is almost always on alert. 

The Special Phalanx 
la Falange de los Especiales (or simply "Los Especiales," 

the "specia l people") is an army Corps (4 divisions, about 
40,000 troops total) comprised of unusual creatures, human s 
with special power s (including Juicers, Crazies , Anti-Monste rs 
from Colombia and TW Crazies) , mages and shamans, D-Bees 
and similar "gifted" soldiers. The Phalanx is an all-volunteer 
army that rel ies on the extraordinary abilities of its member s 
rather than on heavy weapons and equipment. Each division 
only has one attached armored company (12 tanks and 12 robots 
total per division), and only transport vehicles. The Pha lanx' Ta
ble of Organization and Equipment (TOE) lists all troop s as 
"light or medium infantry." This refer s to their equipment ; typi
cally only smal l arms and rifles, with very few heavy weapons 
and power armor. This is because many of the soldiers provide 
their own "heavy artillery" in the form of magic spells, super
powers , psionics, and other abilities. 

Foreign Relations 
Cordoba: The two nations have been loosely allied for many 

years, but are now on the brink of war. A year ago, the Borges 
government started pressuring Santiago to sign a treaty of mili
tary cooperation. One of the treaty's clauses required Santiago to 
send half of its troops sout h, to join a campaign against the 
Achilles Republic . Santiago has no quarrel with that mutant 
kingdom; besides, the Santiago government fears this is a ploy 
to divide and weaken the country 's armed forces, making a take
over easier. The Morales government politely refused to sign the 
treaty and offered a different one, a non-aggress ion pact where 
both nations would agree not to attack one another under any 
circumstances. Borges refused to accept the counter-offer. In
stead, he has made a number of requests for a binding alliance 
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leading to a formal union of the two cou ntries. At the same time , 
the Cordoban Army has started massing in the north , near Santi 
ago's border. President Morales has ordered the Santiago mili
tary to raise its level of readines s and fears that war will erupt 
any day. Any incident could trigger a conflict. 

Other Silver Republics: Santiago has little direct contact 
with Achilles or New Babylon excep t through limited trade. As 
the danger from Cordoba increa ses, howe ver, Santiago's gove rn
ment is considering making an alliance with those two nations. 
Together, Santiago, New Babylon and Achilles outnumber Cor
doba, but pro-human factions are suspicious of the other two 
non-human dominated nations. 

The Arkhons: The aliens sometimes raid Santiago, and the 
government fears (rightly) that the Arkhons plan to take over the 
entire continent. 

CS and Others: Santiago has had little contact (and has little 
know ledge) about nation s beyond the South American continent. 
All they know of the Coa lition States is that it is the power in 
North America and has recently made some loose ties to Cor
doba (good reaso n to regard the CS with suspic ion and concern). 

Common O.C.C.s 
in Santiago 
and Cordoba 

Tn addition to the new O.C.C.s listed in this section, the fol
lowing O.C.C.s and R.C.C.s are common in these two nations, 
and in many of the smaller Silver River Republics as well: 

Headhunters and Wilderness Scouts: Remain unchanged. 
They typically serve as mercenaries, army special ists, scouts, 
and similar assignments, as well as adventurers. 

Glitter Boys: Both Santiago and Cordoba, especially the lat
ter , have large contingents of both standard (GB- LO) and modi
fied Glitter Boys (including GB-7s). These elite pilots are highly 
valued by both sides. 

Ley Line Walkers, Mystics and Shifters: Magicians are 
persecuted in Cordoba. In Santiago, magic is tolerated as long as 
it is not used to commit crimes, and is used to benefit the coun
try. Line magic is not known to this nation. 

Techno-Wizards: In Santiago, techno-wi zardry is beginning 
to be adopted as a regular "science." The success of such pro
ject s as the Techno -Wizard M.O.M. enhancements (see the TW 
Crazy O.C.C., below) has g iven a lot of popularity to this pecu
liar art. 

Cyber-Knights: Only a relative handful of these champ ions 
have reached South America. 

City Rats, Operators, Cyber-Docs and Rogue Scholars: 
All these O.C.C.s are common in cities, especia lly in the slums 
and unsavory areas. 



Other O.C.C.s: Anti-monster s, sailors, pirate s, tribal sha
mans, totem warrior s, biomancer s (from South Ameri ca Book : 
One) , bounty hunters, specia l forces soldiers, thieves, smugg lers, 
spies, (from Rifts Mercenaries), and temporal wizards and warri
ors (Rifts World Book Three: England) all exist in this part of the 
wor ld. 

Other R.C.C.s: Lizard men and jun gle elves (see Rifts South 
America: One and Rifts Conversion Book One) are very com
mon, espec ially the jun g les to the north . Gob lins (see the Con
version Book One) are somewhat common in Santiago. Any 
othe r race from Rifts® sourcebook s and wor ld books could also 
exist but in tiny number s or as part of an advent urer' s group. 

Gaucho O.C.C. 
Much like cowboy s in the Amer ican West, gauchos are fig

ures of myth and legend in the plains of South Ameri ca. To ugh 
horsemen who worked on ca ttle ranches, gauchos were romanti c 
heroes and rogues. They were well known for their skills in 
knife-fig hting, the bola and horsemans hip. As technolo gy made 
the need for horsemen disappear , the gauchos dwindled in num
bers, becom ing tourist attractions and old men reminiscing about 
lost times. The Coming of the Rifts and the wild, lawless chaos 
that followed have resurrected this ancient brand of adve nturers. 
The cattle ranchers of the second centu ry P.A. have to contend 
with transdimensional mon sters, bandit s, cattle rustlers, alien 
raiders, predator s, and each other. The traditiona l knive s and bo-
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las have been replaced by technolog ical equiva lents; vibro
blades and energy or exp lod ing snare s. Horses are often replaced 
with motorcycles or off-roa d vehic les and many Gauchos now 
ride on cyber-horses, partial conversio n mount s with heavy ar
mor , able to run as fast as a car and capable of surviving attacks 
that would kill any normal horse. Others favor robo t horses. 
Give n the dangers the gauchos face , the wea lthy landow ners 
who hire them are happy to provide them with all kinds of high
tech good ies, from energy weapo ns and cyberne tic or bionic im
plants to robot horses. 

The typical gaucho works for a cattle ranch, helpin g watch 
over the vast herd s that feed the Silver River Republics. Some of 
them often leave the ranch life for more adven turesome occupa
tions, and act as bodyg uards , bounty hunters, scout s and merce-



naries. Some even become heroes. Their skill s as trackers, riders 
and fighters allow them to gain easy empl oyment in the ann ed 
forces, outlaw gangs, adventur er group s, and other dang erou s 
occupations. 

O.C.C. Abilities and Bonuses: 
1. Physical Bonuses: The harsh lives of the pampa s (plain s) 

harden these adventur ers. Add 4D6 to S.D .C. +2 to P.S., and + I 
to P.E. 

2. Combat Bonuse s: +2 on initi ative, + 1 to strike and parry 
from horseback (applie s to hand to comb at only), +2 to roU with 
impact or fall, +2 to pull punch, and +3 to save vs horror factor . 
As kni fe spec ialists, they are at + 1 to strike and parry with 
knives, +2 to strike when thrown , and ca n use them as paired 
weapon s (usually vibro-knives). All b,onu ses are in addition to 
attr ibute and skill/W .P . bonu ses . 

Alignments: Any, but many seem to lean toward good . 
Attribute Requirements: P.P . and P .E. 12 or higher. 
O.C.C. Skills: 

Language: Spanish (98%) 
Literacy: Spanish (+ 15%) 
Basic Math ( + 10%) 

Horsemanship (+25%) 
One piloting of choice (+I 0%) 
Trackin g (+15%) 
Detect Ambush (+ 10%) 
Wilderness Surviva l (+ 15%) 
W.P. Kni fe 
W.P. Bola (treat as Arc hery & Ta rge ting) 
W.P.: two of choice 
Hand to Hand: Expert 
Hand to Hand : Expert can be converted to hand to hand: mar 
tial arts (or assass in if evil) at the cost o f one "o ther" skill. 

O.C.C. Related Skills: Select seven other skills. Plu s se lect one 
W .P. and one skill at leve l three , two skill s at level six, and 
one sk ill al leve ls nine and twelve. All new skills start at leve l 
one pro ficiency. 
Communi cations: Any (+10%) 
Domes tic: Any ( + 10%) 
Electrica l: Basic Electron ics only 
Espionage: Detect Co ncealment and Sniper only. 
Mechanical: Au tomo tive only. 
Medica l: First aid and paramedic only. 
Military: None. 
Physical: Any exce pt acrobatics. 
Pilot: Any (+ 10%) 
Pilot Related: Any (+ 10%) 
Rogue: Any 
Scie nce: Any 
Technica l: Any (+5%) 
W.P.: Any 
Wilderness: Any (+10 %) 

Secondary Skills : The character also gets to select two seco n
dary skills at leve ls one, three, six and ten. These are addi
tional area s of knowledge that do not get the bene fit of the 
bonus listed in pare ntheses. All second ary skills start at the 
base ski ll leve l. Also, seco ndary skills are limited (any, only, 
none) as previo usly indicated in the list. 

Standard Equipment: Suit of medium body arm or, two vibro
knives, two energy bolas, two reg ular knives, an energy 
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weapon of choice and four spare E-c lips, one non-e nergy 
weapon of choice and e ither a real horse, cyber- horse , robot 
horse, or a motorcyc le, hover cycle or small one-ma n vehicle 
of chojce. Plu s camp kit (small shove l, wood axe, lighter and 
matches, flashlight, sleep ing bag/bedro ll, surviva l knife, dry 
rations for 2D6 days, cantee n), two sets of work/trave l 
clothes, and one set of good clo thes for fairs, festiva ls and 
publi c occas ions. 

Money : 2D4x I 000 credits. 
Cybernetics: Starts with I D4 cybe rnetic implants and two 

bionic implants, lim bs or weapo ns (short of part ial or full 
bionic reco nstruction). 

Plains 'Borg O.C.C. 

Given the technology leve ls of such republics as Cordoba and 
Santiago, full bionic conversion is comm onp lace. A few 
gauchos have given up their humani ty either to become feare d 
warriors (machismo is alive and well in the SRR) , or to belier 
defe nd their people from supernatural threats. T hese cyborg 
champi ons are des igned to ride on the range on robot horses or 
aboa rd hove r cycles or motorcyc les . Although lightly armore d 

by Coa lition standards, these cyborgs have superior reflexes and 
coordinati on, and a lot o f hidden weapo n syste ms. Typica lly, the 
"cy ber-ga uchos," as they are ca lled, hide the ir metallic forms 
with capes, ponchos and hats, someti mes foo ling the unwary un
til they are within ann 's leng th. 



Ill 
These fonner gauchos are given their bionic enhancements 

for a number of reasons. Sometimes they are the survivor s of a 
savage battle or a terrib le accident, and would be crippled for 
life if they weren't "rebuilt" through bionics. Some teams of 
gauchos often put aside large sums of money to be used in such 
an eventuality. Others are volunteers who are given their new 
bodies to better serve as warriors and defenders of the land . A 
few are survivors of Larhold raids (see the larhold Barbarians 
section) who have suffered such tortures that they are willing to 
sacrifice their humanity to pay them back. 

These cyborgs are respected and feared by all and the scourge 
of the Larhold Barbarians , mercilessly tracking those D-Bee 
raiders and killing them, spar ing none! In return, capt ured 'borgs 
are killed horribly hy the Larhold; the most commo n (and least 
imaginative) method of torture consists of slowly ripping out all 
bionic components until only the flesh and organs of the 'borg 
remain. Most plains 'borgs will never let themselves be captured 
by the Larhold, fighting to the death rather than face the barbari
ans' "mercy." 

Most of these cybernetic warriors ride on robot horses or cy
ber-horses ('borg anima ls), altered to match their riders. A hand
ful ride the same dinosaur-like mounts of the Blood Riders or 
other monstrous riding animal. They favor long, heavy energy 
weapons that enable them to take down targets at great dis
tances. A favorite tactic against Larhold barbarians is to trick the 
raiders into pursuing a smaller band of 'bo rgs. While letting 
their cybernetic horses carry them off, the ' borgs twist and shoot 
at their pursuers from ranges further than the Larhold bowmen 
can shoot. Sometimes, a 'borg will shoot down five or six 
Larhold before the barbarians realize they ' ll never catch their 
quarry and give up. However, the wily D-Bees often lure the 
running ' borgs into an ambush by placing riders ahead of them 
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and surround ing them. Life in the plains is a series of such 
stratagems and dirty tricks. 

O.C.C. Abilities and Bonuses: 
1. Bionic reconstruction: Plains 'Borgs undergo full bionic 

conversion. As a result, they gain 280 M.D.C. , P.S. 26 and P.P. 
22., Spd. 176 ( 120 mph/190 kmph). They also have the follow
ing bionic and cybernetic systems: bionic lung, built-in radio re
ceiver, sensor hand , and multi-optic eyes. 

2. Bionic bonuses: + I to strike with a long-range weapon, +2 
to parry , dodge or roll with punch/impact, + I to pull punch and 
+4 to save vs horror factor. 

3. Other Bionic and Cybernetic Implants: The charac ter 
can choose up to three bionic limb modification s, weapo ns or 
enhancements and three cybernetic implants of choice, in addi
tion to the ones listed above. Further modifications must be pur
chased, or gained as rewards during the course of play. See the 
Rifts® RPG, Triax™, and Rifts Japan for a wide variety of 
bionic systems. 

Alignment: Any, but tend to be good or selfish. 
Attribute Requirements: M.E. 12 or higher. 
O.C.C. Skills: 
Language: Spanish (98%) 
Literacy: Spanish (+15 %) 
Basic Math (+ I 0%) 
Horsemanship(+ 15%) 
One piloting of choice (+ I 0%) 
Tracking (+10%) 
Detect Ambush (+10%) 
Wildernes s Survival (+10%) 
W.P. Knife 
W.P. Bola (treat as Archery & Targeting) 



W.P.: two of choice 
Hand to Hand: Expert 
Hand to Hand: Expert can be converted to Hand to Hand : 
Martial Arts (or assass in if ev il) at the cost of one "other" 
sk ill. 

O.C.C. Related Skills: Select six other skills. Plus selec t one 
W.P. and one skill at level three , two skills at leve l six, and 
one skill at levels nine and twelve. All new skills start at level 
one proficienc y. 
Communicat ions: Any (+10%) 
Domestic: Any (+ JO%) 
Electrica l: Basic Electronics only 
Espionage: Detect Concea lment and Sniper only. 
Mechanica l: Automotive only. 
Medica l: First aid and paramedic only. 
Military: None. 
Physical: Any except acrobatics. 
Pilot: Any (+ 10%) 
Pilot Related: Any (+ 10%) 
Rogue: Any (+2%) 
Science: Any 
Technical: Any (+5%) 

W .P.: Any 
Wilderness: Any (+ 10%) 

Secondary Skills: The character also gets to select five secon
dary skills. These are additiona l areas of knowled ge that do 
not get the benefit of the bonus listed in paren theses. All sec
ondary skills start at the base skill leve l. Also, seco ndary 
skills are limited (any, only, none) as previously indicated in 
the list. 

Standard Equipment: Suit of light cyborg infantr y armor (270 
M.D.C.), an energy rifle of choice, one additional energy 
weapon of choice, four E-clip s for each weapon, a vibro
knife, two energy bolas, one non-energy weapon of choice, a 
surviv al knife, camp equipment, a poncho or cloak and a 
wide-brimmed hat. 

Money: 1D6x JOOO credits. 
Cybernetics: See above. 

Ultra-Crazy O.C.C. 
a.k.a. the TW Crazy 

Argentina was the place where M.O.M. Works , the infamous 
"Crazy Conversion" was first developed. The original research 
centers where this technology was deve loped (and cont inued to 
be developed, in fierce competition with Germany's Mindw erks 
Corporatio n - see Rifts® Sourcebook Two: Mindwerks ™), sur
vived the Rifts with only minor damage . A team of researchers 
from Santiago found it and rebu ilt it from the ground up. One of 

the resear chers, Professor Nostradamus Cervantes, was a full
fledged Techno-W izard, obsessed with the search for the ulti
mate soldier. Cervantes believed that norma l Juicer s and Crazies 
could not compete with monsters with supernatural strength ; 
even a Crazy in full armo r only had a prayer of surviving a hand 
to hand fight with a gargoy le, brodkil, pucara giant or supernatu
ral predator . Already an authority in norma l Crazy Conversion, 
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Cervantes worked side by side with a team of expe rts, combin 
ing magic, technology and psionic power s to augment human 
volunteers. 

Many of the experiments were condu cted in secret; if the 
Santiago government ever discover s the truth about the number 
of "acci dental deaths" that occ urred in the M.O.M. Research 
Center, a number of people would be arrested and tried for mur
der. Many would-be Crazies became catatonic, lost their lives, 
were possesse d by supernatura l entities (and had to be de
stroyed) or went berserk, also necess itating their destruction . It 
took years, but by 93 P.A., the first Techno -Wi zard M.O .M. sys
tem was finally developed. Prototype s were quickly followed by 
standard system s, and by 100 P.A . there were over 3,000 TW 
Crazies in Santiago and other smaller kingd oms, many of them 
serving in the Santia go armed forces in the Special Legion . 

TW Crazies, also know n as "Ultra-Crazies," are minor or ma
jor psionics who underwent M.O.M. conversion. The brain im
plants are magically-powered, alterin g and mutat ing the 
make-up of the character 's brain. The resulting super-psychic 
energies emanating from the mutated brain (which incidentally 
turns the crazy into a mas ter psionic) also transfo rms the body, 
giving the person supernatur al strength and enduran ce (becomes 
an M.D.C. creature). The Ultra-C razy becomes a true superhu
man , able to go toe to toe with hatchling dragons and other mon
sters without fear, needing nothin g but his bare hands to destroy 
them ! 

There are after-effects, however. The damage to the charac
ter's mental stability is ju st as pronounced as in the norm al 
Crazies. Eve n worse, many TW Craz ies eventually deve lop the 
delusion of Power by Association, and with magic , belief is rea l
ity! As a result, TW Craz ies literally lose their powers (become 
S.D.C. crea tures) when the conditi ons for the use of their powers 
are not prese nt. The same happens when characters are affec ted 
by phobias and other psychologica l disorders. Thi s problem has 
preve nted TW Craz ies from becoming more common in Santi 
ago. 

The Powers of the TW Crazy: 
1. Supernatural Enduranc e: The Ultr a-Crazy becomes a su

pernaturally tough creature, able to withstan d M.D. weapo ns! 
Physical M.D.C.: 3p 6x l0 plu s P.E. attribu te . Add 2D4 M. D.C. 
per level of experience . 

2. Supernatural Strength: Add 2D4 to P.S. attribut e (mini 
mum 17). This is supernatural strength, enablin g the charac ter to 
inflict mega-dam age with punches and kicks. 

3. Supernatural Speed: Add 5D6 to the Spd attribute . Can 
leap 30 feet (9.1 m) across after a short run (half from a dead 
stop) and 20 feet (6. 1 m) high (half without a short run). 

4. Heightened reflexes and agility: +4 to roll with punch, 
fall and impact, +2 on initiative, add one extra attack per melee, 
and add 1D6 to P.P. attribut e (minimum P.P. 17). 

S. Supernatural Senses : The TW Crazy gains nightvision 
(200 feet/6 1.0 m range, able to see in complete darkn ess), excep
tional long-range vision (can read a small sign or recog nize a 
face as far away as two miles/3 .2 km away). The character can 
also see the invisib le! Enhanced sense of smell enables the char
acter to instantly recognize odors (65%), recognize a person by 
scent (25%) and even track by smell (30%). Enhanced sense of 
touch adds +5% to skills that require a very delicate touch, such 
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as both demo lition skills, pick pocke ts, pick locks, palming,_ 
electron ics, etc. 

6. Saving throw bonuses: +2 to save vs magic and psionic s, 
+6 to save vs mind control (psionic, chemica l and mag ical), +4 
to save vs toxic gases, poiso ns and drugs. 

7. Enhanc ed Healing: Hea ls at the rate of 2D6 M.D.C. per 
hour; + I 0% to save vs coma/death . 

8. Super bio-reg eneration: A superna tural vers ion of the 
Crazy's normal healing pow er, and very similar to the regenera
tive powe rs of dragons and other supernatural beings. The Crazy 
must stop to slip into a meditative trance . Whil e in the trance, he 
is complete ly helpless and cannot move or take any action. All 
of his concentration is being focused into an acce lerated bio
feedback program that restores 1D4x l0 M.D.C. per melee 
round ! This power can be used until the Ultra-Crazy is fully 
healed , but during that time he is vulnerable to attack. 

9. Psionic Powers: Select a total of six psionic powers from 
any category excep t super. Plus select an additional psionic 
power from any category (includin g super) at leve ls three, five, 
seven, nine, eleven and thirt een. I.S.P.: M.E. x5 plus 2D6 per 
level of expe rience. 

10. Suffer s from delu sions and insanity: Like the regular 
Crazy, the charac ter suffers from increasing ly more intense in
sanities as time goes on. Furthermo re, charac ters suffer ing from 
phobias and/or power by association may actually lose their 
powers when conf ronted by th ings they fear or when deprived of 
the "so urce" of their powe r! A roll vs insani ty/psych ic attack ( 12 
or higher) is needed to avoid this loss. 

Crazies who fa il this save lose all combat bonuses, height
ened senses and their M.D.C. and supernatural P.S. (M.D.C. is 
temporari ly halved!). For example, an Ultra-Crazy confron ted 
with a phobia for snakes find s him self facing a Serpentoid mu
tant! If the character makes his save aga inst insanity, he only 
suffers the norma l effec ts of being exposed to some thing he 
fears (see Rifts RPG, page 20); if he fails, howeve r, he loses his 
Crazy powers! Likewise, an Ultra-Crazy who believes he de
rives his power from the sun (or a trinket, etc.) will lose his pow
ers (no save) when the sun goes dow n (or if the trinket is lost or 
taken away). 

Ultra-Craz ies are trained to operate in the wilderness and the 
plains where most of the enemies of Santiago are located. Small 
scouting units made up of Ultra-C raz ies can be found patro lling 
the areas betwee n the cities of Santiago, often riding on hor se
borgs or horse-bots, on the prow l for raiders, monsters and in
vaders. 

Alignment : Any, but tend to be unprin cipled and anarchist. 
Attribute Requirements : None, other than a willingness to sub
ject onese lf to th is unusual mag ical treatment. 
P.P.E.: ID6x 10 
O.C.C. Skills: 
Lang uage: Spanish (98%) 
Literacy: Spanish (+ 15%) 
Radio: Basic (+10%) 
Aerobatics ( + 10%) 
Climbing (+15%) 
Prow l (+20%) 
Land Navigatio n (+10%) 
Horsemanship(+ I 5%) 
W .P. Ancient (choice of two) 



W.P. Modern (choice of two) 
W.P. Energy Rifle 
Hand to Hand: Martia l Arts (or Assassin if evil) 

O.C.C. Related Skills: Select six other skills. Plus select one 
add itional W.P. and two skills at level three, two at leve l six 
and one at levels nine and twelve. All new skills start at level 
one proficiency. 
Communications: Any (+5%) 
Domestic: Any 
Electrica l: Basic Electronics only. 
Espionage: Any (+I 0%) 
Mechanica l: Automotive and locksmith only. 
Medical: Paramedic and holistic on ly. 
Military: Any (+5%) 
Physica l: Any (+ 10% where applicable). 
Pilot: Any 
Pilot Related: Any 
Rogue: Any (+5%) 
Science: Any 
Tec hnical: Any (+5%) 
W.P. : Any 
Wilderness: Any 

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

Standard Equipment : A suit of mega-da mage body ann or, a 
set of riding clo thing, a blac k or camo uflage jump-suit for 
covert operat ions, two ancient weapons of choice, a vibro
blade of choice, two energy weapo ns of choice and four E
clips for each, surv iva l kit , camp knife, and either a horse 
borg or horse-bot, or a light person al vehicle. 

Money: Starts with 1D4x l000 in credits. 
Cybernetics: None, other than M.0.M. Cyber netics. Other cy

bernetics are avoided, because they may interfere with the 
magic abilitie s of the Ultra-Crazy. 

Blood Ri_der O.C.C. 
This elite group of riders is most common in the more toler

ant republics of the continent. Blood Riders are human psychics 
who have managed to fonn a telepath ic link with a D-Bee race 
of semi-intelligent camasaurs (see the Blood Lizard R.C.C.). 
Through this link, the Blood Riders are the ultimate cava lrymen , 
matched only by the Simvan monster riders in skill and ability. 
The Riders are also masters in the arts of survival, tracking and 
concealment, and make exce llent guerri lla fighters, raiders and 
scouts. 

Becoming a Blood Rider is a diffi cult and risky process. 
There are families and clans of Ride rs who breed their alien 
mount s. The children of these clans are screened for psion ic 
power s; the vast majority , about 70% of all the progeny of each 
clan , lack the ability to become a rider (note that the perce ntage 
of riders among Blood Rider clans is much higher than among 
the population as a whole). The "nonna ls" are trained as nonnal 
horsemen and warr iors such as the Gaucho O.C.C. The rest can 
work and take care of the Blood Lizard s; the creatures will not 
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trust or befriend any non-psychics, and are likely to attack any 
"outsiders." This is a reason why only Blood Rider clans keep 
Blood Lizards in large quantitie s. As they grow up, the young 
psychics try to forge a psionic link with the creature s under their 
care. The attempts are often risky, because the cama saurs may 
be enraged by the telepathic contact, and attack the apprenti ce. 
Every year, all the clans lose at least one or two apprenti ces this 
way. 

Eventually , however, the Blood Rider will manage to link up 
with one Blood Lizard. Although linking up with more than one 
lizard is possible, the clans only allow beginners to become 
bonded with one mount. This is both because the lizards are ex
pensive and rare and due to the fact that two or more Blood Liz
ards bonded to the same rider become extremely jealou s of each 
other and fight , often to the death . .Only a very experienced rider 
can manage a "pack" of Blood Lizards, and even then he can 
only use his psychic bond with one at a time . Most Blood Riders 
will never even attempt to bond to more than one. 

The Blood Rider clans train both males and females; psionic 
powers are too rare and precious among the clans to let ma
chismo get in the way. Besides riding, the trainees are taught the 
ways of combat, tracking and surviving in a hostile environm ent. 
The Blood Riders can do anything from lizard-back, including 
eating, shooting, reloading and even sleeping! Many bad j okes 
are made about the rider s, who are often believed to never dis
mount. The Blood Riders usually ignore the jo kes of the "land 
rats" as they call outsiders and like to think they are above such 
petty jealousies. 

Clan members often sell their services as couriers, body
guards and scouts. Any pay received for such assignments is di
vided evenly between the Blood Rider and his/her clan. The 
clans get the rest of their income from cattle ranching (each clan 
owns a vast expanse of territory , where they raise cows, horses 
and other animals). The clans operate in the plains of Santiago 
and a few small Silver River Republics, with the exception of 
Cordoba, where they are persecuted for consorting with "de
monic monsters." In Santiago, all clan members are official 
members of the militia , and are on call in case of invasion. Pa
trols made up of regular gauchos, plains borgs, Blood Riders and 
the occasional Juicer, Crazy or Ultra-Crazy are often sent out af
ter Larho ld Barbarian s. When the transdimensional barbarians 
and these motley groups meet there is always bloodshed and car
nage. 

Two Blood Rider clans also live in the Achilles Republic. 
The mutant animals in the area respect them, and feel a degree 
of kinship due to their psychic abilities. The Blood Riders and 
the Ps i-Taurs often compete against each other in friendly sport
ing contests. 

O.C.C. Abilities and Bonuses: 
1. Psychic Link to Blood Lizards: The character is psioni

cally bonded to his mount. Thi s telepathic and empathic link al
lows both the rider and lizard to see through each other's eyes, 
to feel each other' s emotions, and to communic ate in an instant , 
precise way. The Blood Rider has a base riding skill of 78% 
(add 3% per additional level of experience) with the lizard he's 
bonded to. Range of the mental link: 100 feet (30.5 m) per 
level of experience. 

2. Psionic Powers: All blood riders are major psionics . Select 
powers as appropriate (see Rifts RPG, page 12). Determine 1.S.P. 

134 

as norm al. Master psionics (a mere I% of all Blood Riders) use 
the Master Blood Rider R.C.C., described below. · 

3. I.S.P. Reservoir: Blood Riders can draw on the I.S.P. of 
their mounts (1D6x 10+10 or more). Whil e the Blood Lizard will 
usually be glad to share, drainin g one's mount of energy is con
sidered to be mistreatmen t, and most Blood Riders will never 
drain more than half of their animal 's I.S .P. 

4. Other Bonuses: Due to their extreme physical training, 
Blood Riders get a +l to P.S. and P.E., +10 6 to Spd and +3D6 
S.D.C . While fighting on lizard-back, Blood Riders are at +I to 
strike and parry (the lizard positions itse lf to give the rider the 
best shot/attack possible). As long as rider and mount are within 
I 00 feet (30.5 m) of each other, both of them are at + 3 to save vs 
psionics, possession, horror factor, magical charms and mind 
control (these particular bonuses are not applicable when the two 
are apart). 

Alignment : Any; but typica lly their alignment retlects a deep 
sense of loya lty towards their clan and their mount (aberrant if 
evil, unprincipled if selfish, principled if good). 
Attribute Requir ements : High M.E. and P.P. (10 or higher). 
O.C.C. Skills : 

Lan guage : Spanish (98%) 
Lit eracy: Spanish (+15%) 
Radio: Basic (+10%) 
Horsemanship ( + 15% to horses & horse-like animals) 
Horsemanship: Exotic Animals (+25% with blood lizards, 
+ 15% with other exotic riding animals). 
Wilderness Survival (+20%) 
Tracki ng: Animals ( + 15%) 
Track ing: Humans (+ 15%) 
Land Navigation (+ 10%) 
W .P. Energy Rifle 
W.P. One archaic weapon of choice 
W .P. One of choice 
Hand to Hand: Expe rt 
Hand to Hand : Expert can be changed to Hand to Hand: Mar
tial Arts (or assassin if evil) at the cost of one "other" skill. 

O.C.C. Related Skills: Select six additional skills. Plus the 
character gets to select two skills at level three, and one at 
levels six, eight, eleven and fourteen. All new skills start at 
level one proficiency. 
Communications: Any 
Domestic: Any (+5%) 
Electrical: Basic Electronics only. 
Espionage: Detect ambu sh, detect concealment and sniper 
only(+5%) 
Mec hanical: Automot ive mechanics only. 
Medical: First aid only. 
Milit ary: None. 
Rogue: Any (+5%) 
Science: Astronomy only. 
Tec hnical : Any (+10%) 
W.P. : Any 
Wilderness : Any (+10%) 

Secondar y Skills: The character also gets to select two secon
dary skills from the previous list at levels one, three and 
seven. These are additional areas of knowledge that do not 
get the advantage of the bonus listed in parentheses. All sec
ondary skill s start at the base skill level. Also, skills are lim
ited (any, only, none) as previously indicated on the list. 



Standard Equipment: Blood Rider "Claw" Armor (M.D.C. 
65), one energy weapon of choice and four E-clips, vibro
blade of choice, three archaic or non-energy weapons of 
choice, riding cloak, two sets of traveling clolhes, one set of 
fine clothes for public events, saddle, Blood Lizard riding 
animal, and camping kit. 

Money: ID4x l000 credits. 
Cybernetic s: None to start with. A void them for fear of interfer

ing with their psionic powers. 

Master Blood Rider R.C.C. 
These near-legendary riders are master psionics who, in addi

tion to their link to blood lizards, have great psionic powers. 
Most of the time, the clan keeps this power a secret, because 
many humans already fear and distrnst them as D-Bees. The d is
covery that a small percentage of the Blood Riders have super
powerfu l psionic abilities could lead to persecution. 

Within the clans, however, all members do their best to honor 
and train these powerful people, while at the same time instilling 
feelings of loyalty and responsibility towards their clan, all 
Blood Riders, and humanity: in that order. Their tra ining is more 
strenuous and intense lhan the normal Blood Rider, because the 
Masters are expec ted to be the best, and also need more time to 
hone their greater psionic abilities. The pressure and expecta
tions placed on the youngsters are very intense; some of them 
snap and run away, fail on purpose, or even commit suicide ! 
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Others carry on, but end up bearing an intense hatred for their 
own clans, or a sense of contempt for all who do not share their 
powers. Most, however, manage to weather both their harsh 
training and the occasional jealousy and hatred from young 
Blood Riders, and eventually rise to greatness. 

Most Maste rs end up finding a cause or overriding object ive, 
and devo te their lives to it. Such a cause can be something as 
simple as "p rotect my clan from all enemies," or as comp lex and 
difficult as "save the entire region from the evil of the Larhold 
Barbarians." Good or evil, the Master Blood Riders will be to
tally dedicated to achieving their goals. In the past, these leaders 
have tried to unify all clans and establish a homeland, or led 
their clan into dangerous, sometimes suicidal battles. Others 
have left their people behind, and become champions of greater 
causes and all people, for good or ill. 



O.C.C. Abilities and Bonuses: 
1. Psychic Link to Blood Lizards: The character is psioni

cally bonded to his mount. This telepathic and empathic link al
lows both the rider and animal to see through each other's eyes, 
to feel each other 's emotio ns, and to communicate in an instant, 
precise way. The Master Blood Rider has a base riding skill of 
8 1 % (add 3% per additional level of experience) with the lizard 
he's bonded to. Range of mental link: 150 feet (45.8 m) per 
level of experience. 

2. Psionic Powers: Master psionic. At first level , the charac
ter has the following powers: mind block, telepathy , levitation, 
telekinesis, telek ines is (super) , telekineti c levitation (special), 
and personal telekinetic force field (special) . 

Additiona lly, select two powe~s from each of the healing, 
physical and sensitive categories. Also select an additionaI two 
powers from any category (including super) upon reaching a 
new level of experience. Psi-sword cannot be taken until reach
ing third level. 

Telekinetic Levita tion (Special): While riding his mount , the 
Master Blood Rider can telekinetically levitate himself and his 
animal! This specia l power lasts one minute per level of experi
ence, and costs 10 I.S.P. While activated, the Blood Lizard 
mount can leap five times its normal distance s, increases its 
speed by 50% and can actua lly run in the air at its normal speed! 
Most of the time, the Master will use this power in subtle ways, 
to prevent revea ling himself; thus, his mount will leap over 
chasms, run extremely fast, and perform amaz ing but not incred
ible feats. The running on air/flying power is only used in emer
gencies, when no witnesses are around, when among trusted 
friends, or to terrify and intimidate one' s opponent(s). 

Personal Telekinetic Force Field (Spec ial): This is a variation 
of the standard Telekinetic Field. The character can surround 
himself with a skin-tight, invisible force field that protects with 
35 M.D.C. per level of expe rience. This force field can only be 
activated if the character is within 100 feet (30.5 m) of his Blood 
Lizard mount. The force field lasts 10 minutes per leve l of expe
rience and costs 35 I.S.P. 

3. I.S.P.: The character is a master psionic with 3D4x10 
1.S.P. plus the M.E. attribute number . Add an additional 2D6 
I.S.P. per level of experience. 

4. I.S.P. Reservoir: Master Blood Riders can draw on the 
l.S .P. of their mounts (1D6x l0+ 10 or more). While the Blood 
Lizard will usually be glad to share, draining one's mount of all 
psychic energy is considered to be mistreatment, so most charac
ters will never drain more than half of their animal' s I.S.P. 

5. Other Bonuses: Due to their extreme physical training, 
Master Blood Riders get a +2 to P.S. and P.E., +4D6 S.D.C., +2 
to pull punch, +2 to roll with impact or fall, and +4 to save vs 
horror factor. While fighting on lizard-back, Master Blood Rid
ers are at +2 on initiative, and + 1 to strike and parry (the lizard 
positions itself to give the rider the best shot/attack possib le). As 
long as rider and mount are within 100 feet (30.5 m) of each 
other, both of them are at +4 to save vs psionics, possession, 
magical charms and mind control. 

Alignment: Any; typically their alignment reflects a deep sense 
of loyalty towards their clan and their mount (aberrant if evil, 
unprincipled if selfish, principled if good). 
Attribute Requirements : High M.E. and P.P. (10 or higher). 
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O.C.C. Skills: 
Language: Span ish (98%) 
Literacy: Spanish (+20%) 
Radio : Basic ( + 10%) 
Horsemanship (+ I 0%) 
Wilderness Survival (+20%) 
Tracki ng: Animal s (+15%) 
Tracking: Human s (+20%) 
Land Navigation (+ 10%) 
W.P. Energy Rifle 
W.P. One archaic weapon of choice 
W .P. One of choice 
Hand to Hand: Expert 
Hand to Hand: Expert can be changed to hand to hand: mar
tial arts (or assassin if evil) at the cost of one "o ther" skill. 

O.C.C . Related Skills: Select six additional skills. Plus the 
character gets to select two skills at level three, and one at 
leve ls six, eight, eleven and fourteen. All new skills start at 
leve l one proficiency. 
Communications: Any 
Domestic: Any (+5%) 
Electrica l: Basic electronics only. 
Espionage: Detect ambush , detect 

concealment and sniper only (+ 10%) 
Mechanica l: Automotive mechanics only. 
Medica l: First aid only. 
Military : None. 
Physical: Any (+5% if applicab le). 
Pilot: Any (+5%) 
Pilot Related: Any (+5%) 
Rogue: Any (+5%) 
Science: Astronomy only. 
Technica l: Any (+ 10%) 
W.P.: Any 
Wi lderne ss: Any (+10%) 

Secondary Skills: The character also gets to select two secon
dary skills from the previous list at levels one, three, six and 
nine. These are additional areas of knowled ge that do not get 
the advantage of the bonus listed in parentheses. All secon
dary skills start at the base skill level. Also, skills are limited 
(any, only, none) as previously indicated on the list. 

Standard Equipment: Blood Rider "C law" armor (M.D.C. 65), 
one energy weapon of choice and four E-clips, vibro-blade of 
choice, three archaic or non-energy weapons of choice, riding 
cloak, two sets of traveling clothes, one set of fine clothes for 
public even ts, saddle, Blood Lizard riding animal and camp
ing kit. There is a 30% chance that a beginning Master will 
have a techno-wizard weapon or an additional energy weapon 
(roll for each). 

Money: 10 6x l000 credits. 

Cybernetics: None to start with. Will not get any implants ex
cept for medical reasons, for fear of interfering with their 
psionic powers. 



Blood Lizard R.C.C. 
Optional Player Character 

Blood Lizards are a D-Bee race of intelligent psionic preda
tors. Although at first glance, they look like prehistoric dino
saurs, Blood Lizards are far stronger and faster than the 
camosa urs they resemble. Bipedal runners, Blood Lizards can 
use both their forepaws and hind legs to deliver brutal slashes, 
and their long snouts/mouths have sharp fangs able to tear 
through metal and copcrete with ease . Despite their appearance 
and apparent lack of technology , the Blood Lizards are not 
mindless predators. They are extreme ly intelligent, and are able 
to understand technology and even occasionally use it! Few 
sights are more terrifying than a Blood Rider shooting from the 
back of a Blood Lizard who is, itself, holding and using an en
ergy weapon! 

Like most intelligent animals, Blood Lizards do not enjoy be
ing ridden like a herd beast. Only the Blood Riders can earn that 
privilege, because Blood Lizards count them as their friends and 
companions (a Simvan Monster Rider should be able to forge a 
similar bond, but no Simvan is known to have travelled this far 
south; they live in North America). The bond forged between the 
animal and its rider is almost always deeper than most friend
ships and even family ties. Each member of the symbiosis is 
ready to die to protect the other, or to cold-b loodedly avenge his 
death. " If you kill a Rider, you'd better kill his beast as well," is 
both a common saying and a warning; the Blood Lizard will 
spend the rest of its days tracking down and executing the killers 
of its friend. 
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In addi tion to their intelligence , speed, lethality and strength, 
Blood Lizard s have great tracking abilities, using both their 
sharp senses and their psychic abilities to find their quarry. To
gether with their skilled rider, they make the ultimate tracking 
team. 

Game Master Note: Blood Lizards are intelligent beings, 
and could be used as player character s. The Game master should 
remind players that the creatures are quite different from humans 
in terms of goals and priorities. Role-playing one of these 
strange creatures can be a challenging but interesting choice. 

Alignment: Most are aberrant or anarchist; will do anything for 
its rider but rarely cares about the welfare of others. 
M.D.C.: 3D6xl0+20 
Attributes: 1.Q. 2D4+4, M.E. 3D6, M.A. 2D6, P.S. 2D6+20 , 

P.P . 2D6+12, P.E. 2D6+14, P.B. 2D6, Spd. 1D4xl0 +100 
( 110 to 140; roughly 75 to 100 mph/120 to 160 kmph). At
tributes are considered to be supernatural. 

Size: 8-10 feet (2.4 to 3.0 m). 
Weight: 800 to 1200 lbs. (362 to 544 kg) 
Horror Factor: 9 
P.P.E.: 5D6 
Average Life Span: 50 years 
Natural Abilities: See psionic powers, below. Also can bio-re

generate 1D6 M.D.C . every minute, has exceptional vision, 
nightvi sion (1000 feet/305 m range) and is able to track by 



smell 68% (usually by blood scent or other strong smell), rec
ognize scent of rider 88%, and recognize others by scent 
38%. 

Experience Level: Varies. Average 1D4+l. 
Combat: Natural skills. Three hand to hand or psionic attack s 

per melee to start; add an additional attack at level s five, nine 
and thirteen. 

Damage: Claws or slashing tail do I 06 M.O. in addit ion to su
pernatura l P.S., bite inflicts 4D6 M.D., tearing leap kick 206 
M.O. plus supernatur al P.S., plus the beast can use hand-held 
weapons (vibro-blade, energy rifle, rail gun, etc.). 

Bonuses: +3 on initiative, +3 to strike, parry and dodge, +I to 
roll/pull punch, +5 to save vs horror factor, +2 to save vs 
psionics; all in addition to attribute bonuses. 

Magic Powers: None. 
Psionic Powers: Bond with rider (same as the power of the 

Blood Rider; see above). Additiona lly, Blood Lizards have 
the following psionic powers: empathy, telepathy, see aura , 
and see invisible. Considered to be a master psionic. 

Psychic Trackin g (Spec ial): Blood Lizards can follow the 
psychic "tra il" of any living being they've been in contact 
with . Base chance: 40% plus 3% per level of experience. In
crease this by+ I 0% if the target is a supernatural being; their 
auras are stronger and eas ier to track. The older the trail is, 
the more difficult it is to track; subtra ct I% for eve ry day that 
the quarry passed thro ugh the area. Range: 60 feet ( 18.2 m). 
Cost: Using this power costs one I.S.P. per 8 hours of track
ing (cannot be recovered until the lizard does not try to track 
the quarry for a full day). 

I.S.P.: I D6x 1O+ 10, plus 2D6 per leve l of exper ience. 
Vulnerabilities/Penalties: None, but dislikes cold and M.D. 

fire. 
R.C.C. Skills: Keep in mind that most skills are not appropriate 

for Blood Lizards. The creature s are intelligent, but they have 
grea t difficulty understanding the written word (literacy 
counts as two skill selectio ns, and cannot be chosen as a sec
ondary skill), and most techno logica l skills are beyond them. 
Wilderness Survival (+20%) 
Land Navigat ion (+20%) 
Detec t Ambush (+10%) 
Swimming (+20%) 
Climbing (+ 10%) 
Prowl (+5%) 
Language: One of choice, typica lly learned from Blood Rider 
( + 10% ). Note: This a.llows the crea ture to understand the lan
guage, not speak it. Blood Lizards communicate through te
lepathy; only Blood Rider s and psychic charact ers with the 
telepathy or empat hy power s can "hear" them clearly. The 
Lizard can communicat e with others through gestures or 
psionica lly transmitted images and emotions/fee lings. 

R.C.C. Related Skills: Select four other skill s. Plus selec t an 
additional ski ll at levels four, nine and fourteen. All new 
skills start at first level. 
Communi cations: None 
Domestic: Only sing, dance, and play musical instrument (-
20%) 
Electr ica l: None 
Espionage: Detect concealment only. 
Mechanical: None 
Medical: None 
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Milit ary: None 
Physical: None, besides the ones above. 
Pilot : None 
Pilot Related: None 
Rogue : Any, except comput er hack ing, but all are - I 0%. 
Sc ience: None . 
Techni ca l: Languages, literacy and lores only. 
W .P.: Any. 
Wild erness : Any, but all are at-10%. 

Secondary Skills: Select two secondary skills, exc luding those 
marked "none." These are additional areas of know ledge that 
do not get the advantage of the bonus listed in parenth eses. 
All secondary skills start at base skill leve l. 

Alliances and Allies: None besides Blood Riders and the occa
siona l Sim van Mon ster Rider (see Rifts Sou rcebook One). 

Weapons and Equipment: Some Blood Riders give weapons to 
their mounts. Typically these are heavy energy rifles or rai l 
guns. Also, a few wealthy Rider s equip the lizards with ar
mored bardin g; such a suit has A.R. 15 (protects only part of 
the body), has 100 M.D.C. , and costs 80,000 credits. Most 
Blood Lizards have little else in the way of equipment. 

The Achilles 
Republic 
Mutant Homestead 
Population Breakdown: 1.8 million (45% mutant anima ls, 35% 
humans, 20% assorted D-Bee races). There are three major cities 
in the Achilles Republic: Corde lia (pop. 230,000), New 
Neuquen (pop. 160,000) and Shieldtown (pop. 80,000). The rest 
of the popu lation is scatte red in villages, towns and small cites, 
usually under 10,000 people in size. 

This free Silver River Rep ublic is ent irely controlled by mu
tant animal s, a distinction it shares only with the hidden city of 
Omagua (see Rifts South America: One). Like Omagua, the 
Achill es Republic is the result of the forbidden experiments con
ducted by the Arge ntinean gove rnmen t, code-named Project 
Achilles. 

The citizens of Achilles are fairly tolerant of other species, 
but are not necess arily better or nicer than their neighbors. After 
centurie s of fighting for survival, many citizens have nothing but 
hostile feelings towards stra ngers. The Achilleans do not give 
their trust eas ily, and are always ready to assume the worst, es
pecially of humans. In fact, many of them believe that the best 
way to prevent hatef ul anti-mutant factions from attacking them 
is to strike first and conq uer and destroy potentia l enemies! Al
though the majorit y still do not advocate this policy, grow ing 
tens ions and the threat of war with Cordoba looms grimly over 
them. 

History 
The Achilles Project had its origin in the climate of distrust 

and fear that permeated the planet short ly before the Coming of 



the Rifts. It was insp ired by an ear lier project sponsored by 
ShaperCorp, a South American-based corporation specializing in 
genetic engineering . ShaperCorp was based in South America 
because of the lax laws regarding anima l and human expe rimen
tation, and environmental issues. Secretly, ShaperCorp was ma
nipulating the genetic codes of hum ans and anima ls to produce 
superior combination s. 

Howe ver, one of the company 's experiments involv ing hu
mans and fish, was revea led, resulting in the so-ca lled Amphib 
Scandal (for more information abo ut the Amphib Scandal and 
what happ ened to the victims of those experiments, see Rifts Un
derseas). The Argenti nean authorities arrested scores of re
search ers and executives at the fac ility, and the publi c uproar 
died down. Unknown to the rest of the world, however, the Ar
gentinean s decided to put the ski lls of ShaperCorp's researc hers 
to good use. The scientists were offered freedom and money in 
return for their secret parti cipation in the government spon sored 
Project Achilles. The govern ment seized documents and re
searc h was quietly relocated and the ShaperCorp's people qui
etly put to work. This time , however , the goal was to produce 
several races of super-soldiers, augmented through genetic ma
nipulation s. 

Note: Project Achilles was not the only genetic manipulation 
program in the wor ld. Its largest competitor was an American 
government contractor, Tex-Am, which also tried to mix anima l 
and human genes to produce super- soldiers. Tex-Am continue s 
its work under the auspices of the Coalition States at Lone Star, 
and is responsible for the famous Dog Boys (only the most com
mon , obedient and cheapest mutants to produce. Dozens, per
haps hundred s of different mutant animals continu e to be created 
there, some with superhuman psychic and physical powers. The 
upcomin g Lone Star supp lemen t for Rifts will detail many of 
the mutation s and experiments conducted by that Coa lition 
State). 

Over two dozen secret labs were built throughout Argentina, 
usua lly at isolated and inhospitable areas to prevent discovery 
and to make "esca pe" more difficult for the experimental sub
jects. Instead of volunteers, convicts, politica l prisoners and 
some randomly kidnapped people were used to provide the hu
man genetic material. Anima ls of all types, both native to South 
America and imported from elsewhere, were used by the thou
sands. One labor atory special ized in feline-human creat ures and 
its work would lead to the creatio n of the Omagua mutant s de
scribed in Rifts World Book Six: South Ameri ca (One). The other 
labs were less successfu l , but made up for it by the numb er and 
variety of their creations. 

Early on, scientists had discovered some animal strain s had 
latent psychic abilities, and the combinat ion with human genes 
seemed to activate and enhance tho se powers . Eventual ly, al l the 
creations of Project Achi lles possessed some degree of psionic 
power. 

When the Great Catac lysm struck, the military directors of 
the project thou ght that a nuclear war had erupted. Orders in 
such an eventua lity were to "te rmin ate" the expe riments. How
ever, one scientist, a brilliant young woman named Corde lia 
Valdez, could not bear the thought of massacring the thousands 
of mutant animal s that had been created. Not only had she come 
to think of them as peop le, with the same hopes, fears and fee l
ings as anyone else, she had used her genes in the most amb i-
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tious experiment in the project: a compl ete ly hum anoid mutant 
with incredibl e psion ic powers. Her "babie s" were still in the 
embryo nic stage ; as she heard the orders to inject every mutant 
anim al w ith a fast-acting poi son, she decide d to act. Using her 
sec urity clearance s, she managed to free a numb er of the mutant 
anim als, and with their help she managed to take over the largest 
research ce nter in the area, where over two dozen mutant stra ins 
had been deve loped. Under the circumstances , seizing the facil
ity was easy. With all the frightening storm s, disasters and di
men sional anoma lies of the Grea t Cataclysm, few worker s, 
police or other authorities care d about what happe ned to the fa
cili ty - it was every man for himself. 

Miraculously , Cordelia and the new ly-liberated mutants man
aged to survive the Great Cataclysm. Many of the psychic pow 
ers of the mutant anima ls became enhan ced and reached 
supernatura l leve ls. Wit h those powers, the former research sub
jects were ab le to defend thems elves and the facility. A motley 
group of human s, mutant s and, later, even some D-Bees, were 
able to establi sh a small town near the ruins of the city of 
Ne uquen . The new town was renamed Cordelia, in honor of the 
human researcher. Corde lia Valdez died in childbirth less than a 
year after the es tabli shment of the city. To save one of the em
bryonic mutant s, she had actua lly carried it to term in her own 
body! He r sons (Cordelia bore trip lets) were the first of a new 
line of "neo-human s," fully humanoid mutant s with great ly en
hanc ed psychic powers. 

It too k over a hundr ed years, but the strugg le to surv ive has 
been successfu l, and Cordelia became a strong city-state. By the 
year 18 P.A. , the Achilleans had expanded and established two 
more cities, one built by coloni sts from Corde lia, the other ab
sorbed by treaty (and the threat of war). That last city was a hu
man ind ependent kingdom that was abou t to be overrun by 
forces from Cordoba. The Achilleans offered the city pro tection 
in return for accep ting the repub lic's governme nt. The city coun
cil agreed, and the mutant animals routed the Cordoban army in 
the Battl e of the Red Storm, so called becau se a group of power
ful mutants used their power s to initiate a ley line stor m among 
the Cordoban soldiers! 

Since that battle , the mutant's Republic has become a full
fledged nation, a place where human s, mutants and D-Bees live 
together. Total harmon y, however, remains an elusive goal. 

Government and Society 
The Achi lleans have a republi can gove rnment. In the cities, 

election s are held to determine who will sit in the Animal House, 
the Achillean representative body (some historian s be lieve the 
name was some sort of inside joke by the found ers). The House 
(referred to as "the Zoo" by some anti-mutant groups) elects a 
Director , who acts as moderator of the House 's debate s and also 
has some special powers in case of emerge ncies. There is also a 
Military High Command, whose Com mander in Chief is also 
se lected by the Animal House. During emerge ncy situations, the 
High Command acts on its own, without waiting for instruc tions 
from the Animal House - but the actio ns of the military are then 
jud ged by the House. Although the system cou ld be perverted 
(by using a false state of emergency td seize power), so far it has 
worked in a fair and equitable way. 

All citizens have the right to vote. Even peop le living in re
mote areas can vote, if they feel up to traveling up to ten miles 



( 16 km) to the nearest government/military post. For the most 
part, howeve r, mutant animals are the most active in political 
life. Many of the human citizens are very apathetic (less than 
50% bother to vote) because they think the government is firmly 
in the hands of the mutants, and that there is nothing they can do 
to change it. On the average, only 10% of the members of the 
Animal House are normal humans; an additional 8% is made up 
of D-Bees. 

Mutants hold most of the important positions in the govern
ment, the military, and the business world. Although discrimina 
tion and abuses toward humans are not comm on or overt , there 
is a clear "understanding" that Achilles is a mutant s' nation. Dis
crimination against humans is not obvious, but it does exist, 
even if it is disguised as "common sense." Since many mutant 
animals are stronger, faster and tougher than normal humans, 
and have psychic powers to boot , they can often do things better 
and more eas ily. Thus, even if competing fairly, the mutant ani
mals will sometimes beat human candidate s and get the better 
paying jobs or higher positions of authority . Many humans are 
just happy to live in a place where they are protected from the 
dangers of Rifts Earth, and do not care about who is their boss or 
superviso r. A slowly growing minority is extremely angry and 
frustrated with the situation. Some have become terrorists, form
ing small groups similar to or even associated with the insidious 
Sendero Luminoso (the Shining Path, described elsewhere in 
this book). Others have in the past, betrayed their country to 
Cordoba and other enemies. Some mutants have seen those be
trayals as proof that all humans are not to be trusted , despite the 
fact that the maj ority of the human population is loyal or at 
worst, indifferent towards Achilles' affairs. Tension is mounting 
between humans and mutants. 

Armed Forces 
The Achilles Army is a motley combination of mutant s with 

superhuman powers and high-tech soldiers with cutting-edge 
equipment. Most of the Achilleans' advanced weapons and vehi
cles are purchased from New Babylon. Achilles, itself, has a 
relatively low leve l of technology (at best the equivalent of early 
20th Cenrury America). No manufacturing facilities for nuclear 
power plants, robots, power armor, and similar sophisticated in
dustries have been .established in the country. The major cities 
have facilities to repa ir and resupply such machines, and they 
also manufacture energy weapons, convention al vehicles and 
less complex devices, but they are backward compared to Cor
doba, and they know it. 

To make up for this technological gap, the Achilles Army re
lies heavily on psychic powers. Some of the mutant animal spe
cies, especially the serpentoid, psi-taur, condoroid s and 
neo-humans , have super-psionic powers that enable them to 
match soldiers in robots or power ann or. Every squad has at 
least one powerful psychic among its members, and special 
squads made up exclusively of these beings are present in all 
company-sized units and sent on special missions. Neo-Humans 
are so few in numbers that they are used in special teams; their 
ability to infiltrate human groups makes them ideal spies and 
saboteurs. 

All mutant animals serve in the Army. A mandatory term of 
service is four years for every mutant citizen. Humans and D
Bees must also serve, but only for two years. Most of the perrna-
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nent , professional army is made up of mutant s, as is 70% of the_ 
officer corps. Human and Amaki military advisors from New 
Babylon often fight side by side with the Achilleans. 

Foreign Relations 
Cordoba : Thi s human nation is Achilles' worst enemy. Since 

the two nations came into contact, battles and outright wars have 
plagued their borders. There is a "no man's land " strip separat
ing the two nations; this stretch of land, running almost the en
tire border, is full of mines, traps and obstacles. On each side of 
this buffer zone are military bases and forts spread along the en
tire front. At least once every couple of months, one side or the 
scale skirmishes, but sometimes they escalate into major battles. 
Travelers trying to cross the borders risk being attacked by one 
or both sides. 

The only safe way to trave l between Cordoba and Achilles is 
by water. Independent merchant ships from the Southern Fed
eration are allowed to travel up the Greater Amazon River un
molested. Mutant anima ls are not allowed into Cordoba, 
however. Passengers must remain aboard the ship until they 
leave that country 's territory . Sometimes, mutant passengers are 
seized, arrested or eve n killed , but this rarely happens, because 
Cordoba does not want to jeopardize their relationship with the 
South ern Federation. 

The Coalition /Lone Star : To the surprise of many travelers 
(includin g Professor Cudbury himselt), the Achilles Republic 
has been v isiting the Coalition States, especially Lone Star, for 
quite some time! Rumor s of a "mutant homeland" have reached 
as far as North America. Volunteer teams called the Freedom 
Riders often make raids and incursions into Coalition territory, 
seeking to liberate the mutant animals at the Lone Star CS State. 

The Freedom Riders typically use ships or aircraft to make 
the treacherous journey between the continents. These trips 
avoid populated areas and the worst dimensional anomalies in 
the open seas; even so, as many as 30% of those expeditions are 
annihilat ed in transit. Once they make it to Lone Star, the 
Achilleans try to locate and convince the many mutants from 
that land to abandon their former masters and jo in up with them! 

In Lone Star, a surprising 60% often refuse for various rea
sons. In some cases, like the Dog Boys, this is due to the gener
ally good treatment they enjoy in the State. For others is it 
family ties, the fear of their tyrant masters, or ju st the fear of the 
unknown . Many, especially escaped refugees, find the lure of a 
mutant homeland is enough to make them abandon their fears 
and seek a new life in Achilles. These journeys, to and from 
Lone Star, are fraught with danger, both from the Coalition 
authoriti es, which will not tolerate such invasions, and from 
travelling through inhospitable and monster-ridden regions. 
Game Master 's Note: ln short, Freedom Riders make excellent 
adventures or even the backdrop of an entire campaign. Don't 
forget that Mexico and the Yucatan Peninsula (Central America) 
are the domains of vampires and monsters. 

As a result of the Freedom Riders' activities, the Coalition 
was aware that a nation of mutant animals existed somewhere in 
South America. Through its grow ing diplomatic relations with 
Cordoba, the CS now has a great deal of information about that 
nation . The forces at Cordoba have diplomatically encouraged 
the Coalition to take (covert) punit ive action against these "dan
gerous mutants and rebels," and have offered to help support any 



such expedition with the Cordoban army! The CS is seriously 
consider ing this "generous" offer and is likely to take some sort 
of action in the future. For the moment, this will have to wait un
til other problems closer to home (such as Tolke en) are settled . 

The Arkhon Freehold: The Arkhons sometime s make forays 
into the Achilles Republic . For the most part , the alien invaders 
have not antagonized the mutant homeland. Some Achillean mu
tants look at this as a sign of respect and believe they have more 
in common with the vaguely animal-like aliens than with hu
mans. What this all means, is that under the right set of circum
stances, an alliance between the Arkhons and the mutant animals 
is possible, especially if a conflict involved Cordoba. 

The Larhold Barbarians: These nomadi c barbarians have 
travel routes right through the Achilles' territori es. Raids and 
even full-scale assaults against villages and towns are common. 
The Achill es army and special assault teams spend just as much 
time fighting these barbarians as they do dealing with Cordoba. 

Omagua, City of Felines: This mythical city is ruled by 
three feline gods, and is populated by mutant felines. These feli
noids were the product of the same experime nts that produced 
the mutant s that inhabit Achilles! Unfortunately, there is no con
tact between the two nation s of mutant anima ls; Omagua is hid
den, a myth that the Achill eans have heard of but never seen. 
Note: Omagua is fully described in Rifts® World Book Six: 
South America: One. 

R.C.C.s & O.C.C.s of Achilles 
In addition to the special breeds of mutants described below, 

dozens of other mutant anima l breeds live in Achilles. Hundreds 
of dog boys and other mutant animals from Lone Star have mi
grated to this land; any of the mutant animals described in the 
Rifts® RPG, Rifts® World Book One: Vampire Kingdoms™ 
and the upcoming Lone Star World Book can be found in this 
area; more animal creatures can be taken from After the 
Bomb® supplements and Teenage Ninja Mutant Turtles® 
and Other Strangeness. Mutants , both humanoid and animalis
tic, can also be found and converted from Heroes Unlimited™. 

SerpentoidR.C.C. 
A few of the most ruthles s researcher s at Project Achilles 

went beyond the "norma l" limits of genetic manipulation. Es
chewing mamma ls like cats, canines and horses, they mixed the 
DNA of humans with that of reptilians , snakes in particular. 
Some scientists believed that some of the fear and fascinat ion in
duced by snakes on most other animals was psionic in origin. 
They thought that by blending human and serpent genes they 
would create not only a superior humanoid, but would also pro
vide him/her with powerful psi-abilities. The scientists concen
trated on poisonous predator s: cobras, rattlesnakes and vipers. 
The final strain deve loped had the cobra as the dominating spe
cies (including the distinct head shape). 

Although there are some variations between individua ls due 
to genetic aberrations, 80% of all serpentoids are humanoid be
ings. The snake "body" becomes an elongated tai l and neck, and 
their spines bulge outward from their back - the impression is 
of a snake body grafted to the back of a human torso, arms and 
legs. The head is totally snake-like, with a cobra's flaps on the 
sides. The mutants tend to be lean and wiry, but have incred ible 
strength, boosted psionica lly to be equal to supernatural crea
tures. 

The experiments had succeeded beyond any expectations. 
The few "serpentoids" had tremendou s empathic powers, and 
could surround themselves with a psychic energy field that made 
them bullet-proof. With the increase of psychic energy on Rifts 
Earth , the psionic energies became M.D.C. capable, tough 
enough to shrug off any damage short of heavy military weap-
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ons. The psychic energies also increased the strength of both the 
serpentoids' body and their venom . Regrettab ly, the alien mind
set of a reptilian affected the minds of most serpentoids; their 
cold detachment allows them ta commit the worst murders with
out fee ling any compassion or guilt. Most serpentoids learn to 
follow a code of honor or the law of the land, and thus can be 
expecte d to respect the lives and properties of their fellow 
Achi lleans, even if they are human . When fighting the enemies 
of their country, however, many unsupervised serpentoids kill 
and torture with a clear conscience, as do miscreant criminals. 

Alignment: Any, but about 50% of all serpentoi ds are aberrant. 
They tend to lack empat hy and compassion, but are fiercely 
loyal to those they consider their friends. 
M.D.C.: When their force field is activa ted, serpentoids effec

tively become M.D.C. creatures with M.E .x5 M.D.C . plus 10 
M.D.C. per level of experience. 

S.D.C.: 4D6 x l0 plus skill bon uses, if any. 
Hit Points: P.E.x2 plus 2D6 per level. 
Attributes: I.Q. 3D6+4, M.E. 2D6+ 12, M.A. 2D6+10, P.S. 
2D6+20, P.P. 3D6+6, P.E. 3D6+6, P.B. 3D6, Spd. 4D6 . Strength 
become s supernatural when surrounded by the force field. 
Size: Average 6 feet (1.8 m) not counting the tail (adds another 

4 feet/1.2 m). 
Weight: Average 180 lbs. (8 1.5 kg) 
Horror Factor: 8; higher if specia l power s are used (see be
low). 
P.P.E.: 4D6 
Average Life Span: 100 years. 
Natural Abilities: 

I . Psionic Force Field: By spend ing IO I.S.P., the serpen
toid can surround himself with a force field that protects with 
an M.D.C. equal to the Menta l Endurance attribute (M.E.) 
times five. Add 10 M.D.C. per level of experie nce. While the 
force field is on, the serpentoid has the equivalent of super
natural strength in terms of damage and carrying capac ity 
(see Rifts Conversion Book One, pg. 22, for detail s). The field 
will last either until all M.D.C. are depleted or one hour per 
level of experience . 

2. Entranceme nt Gaze: If the serpentoid spends 15 I.S .P. 
and makes eye contact with somebody (maximum range 100 
feet/30.5 m), the victim will become entranced unless he 



makes a save vs psionics. As long as the serpentoid maintains 
the gaze, the victim cannot move, run away , or attack . The 
mutant cannot attac k, run or use any other powers, but he can 
approac h the victim at a walking pace. The effec t dissipates 
when the victim is struck, eye contact is broken (the victim 
cannot do this; only a third party can inter fere), or the serpen
toid stops using the power . Even after the entranceme nt is 
broken, the victim will lose initiative and one melee at
tack/ac tion for one round. 

3. Aura of Fear: Thi s is a psionic enhancement of the natu
ral feelings of fear and loathing inspired by snakes. The 
power costs 20 I.S.P . and affec ts a radius of 10 feet/3.0 m per 
leve l of experie nce. Anybody in the aura 's radi us will have to 
save against a Horror Facto r of 14 (raise this by I at leve ls 
three, six, nine, and twelve, to a maximum H.F. of 18). The 
aura lasts for one minut e per leve l of experienc e. 

4. Psychic Venom: The serpentoid can bite victims with a 
venom roughly as pow erful as a cobra 's . Normal damage is 
1 D6 points of damage taken direct ly from hit point s for 4D4 
melees. The charac ter must save versus lethal poi son each 
melee; a success ful save means no damage was taken on that 
round. Addit iona lly, however, the serpentoid can "c harge" his 
venom with psychic energy, inflicting incredible damage . 
One dose of venom can be charged at the cost of 15 I.S.P. If 
the venom is successfu lly injected, the victim must save vs 
psionics or take 2D6 to hit points or, for M.D .C. beings, 4D6 
M.D . for 1D6 melee round s! Saves must be made every 
round ; a success ful save reduces the damage to 1 point 
(S.D.C. or M.D.C.). 

5. Other Psion ic Powers: Considered to be a master 
psionic. In addition to the abilities listed above, the serpentoid 
has mind block auto-defe nse, hypnotic sugges tion , and can 
choose a total of six powe rs from any of the healing , sensitive 
or physica l catego ries. 

6. l.S.P .: 2D6x l0 plus M.E. number. Add IO I.S.P. per 
leve l of expe rience. 

Experience Level: Varies. Players characters start at the first or 
second leve l of experience. NPCs average I D6+ 1. 

Combat: As per skill. 
Damage: Punches and kicks do damage as per supernatural P.S. 

when the force field is act ivated, and normal S.D.C. damage 
otherwise. Their.bite does 2D4 S.D.C., or 2D6 M.D. when the 
force field is activated. 

Bonuses: +2 save vs magic and psionics, +5 to save vs horror 
factor. 

Magic Powers: None. 
Psionic Powers: See above. 
Vulnerabilit ies/Penalties : None. 
R.C.C. Skills: The se skills represent the basic mili tary training 

all serpe ntoids undergo. Bes ides this training, the mutant s can 
learn almost any other skills, representing thei r diverse pro
fessions and walks of life. 
Language and Literacy: Span ish (98%) 
One Language of Choice (+ 15%) 
Bas ic Math (+ 15%) 
Radio Bas ic (+15%) 
Wilderness Survival (+ 10%) 
W.P.: Energy Rifle 
W.P.: Two of cho ice 
Hand Lo Hand : Basic 
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Hand to Hand: Basic can be changed to hand to hand: expert 
at the cost of one "other" skill , or to martia l arts or assassi n (if 
ev il) at the cost of two "other" skills. 

R.C.C. Related Skills: Select eight other ski lls. Plus select two 
skills at leve l three, two at leve l seven, and one at leve ls ten 
and twe lve. All new skills start at the base skill leve l. 
Communi cation s: Any (+5%) 
Domest ic: Any (+5%) 
Electrica l: Any 
Esp ionage: Any 
Mechanica l: Any 
Medica l: Any (+5% on Paramedic or First Aid). 
Military: Any 
Physica l: Any 
Pilot: Any (+5%) 
Pilot Related: Any (+5%) 
Rogue: Any 
Science: Any 
Technica l: Any (+ 10%) 
W.P.: Any 
Wild erness: Any (+5%) 

Seconda ry Skills : The character also gets to select six secon
dary skills. These are addit ional areas of knowledge that do 
not get the advantage of the bonu s listed in parent heses . All 
seco ndary skills start at the base skill level. Also, skills are 
limited (any, on ly, none) as previou sly ind icated on the list. 

Alliance s and Allies: Other muta nt anima ls will work side by 
side with the serpentoid. The mutant serpe nts' eeriness and 
emotional detachment often drive s off many other mutant 
animals (especia lly rodents), to the point that mos t serpe n
toids have few friends outside their spec ies (as in all stereo 
types, there are many exce ption s). 

Weapons and Equipment: Equa lizer combat shotgun or light 
striker lase r rifle, energy sidea rm of choice, 4 full reload s/E
clips for eac h. Customi zable comba t armor (M.D.C. 75) , hand 
radio, gas mask, surviva l kit , bedroll , one week 's rations, and 
surviva l knife . 

Money: 3D6x I 00 credits. 

Mutant 
Capybara R.C.C. 

Wh ile searching for suitable species for mutations , the scien
tists of Project Achilles considered using a number of roden t va
riet ies . Although rodents are not lethal predator s, they have 
managed to survive in all kinds of environments, and are ex
tremely hardy and persistent. The resu lting mutat ion combined 
genes from rats, humans, and the largest rodent s on Earth, the 
capybaras. Capybaras, a species native to South America, can 
weigh as much as 100+ pounds (45 kg.+), and the ir ancesto rs 
(now long extinct) actually approac hed 900 lbs. (405 kg), mak
ing them bigger than bears ! The creatures are also extreme ly 
good swimmers, which made them useful for amphibiaou s mis
sions. 

The mutant capybara combine s the traits of the three geno
types very well, and is also a powerfu l psychic. The capybara's 
psychic abi lities enable the mutant to survive underwater and re
sist extreme environm ental condition s. But the mutant 's most 
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powerful abilities involve the psionic manipulation of dimen
sional energies. These powers are unique on Earth, although 
they may be related to the "phase powers" exhibited by the 
Promethean race (for more information about the Prometheans 
and their mysterious powers, refer to the Phase World dimension 
books). The capybara's psychic feats include ley line transmis
sion/teleportation, minor time warps, and the so-called "Psi
Wave," a cone of energy that will knock down light robots and 
vehicles and will stun most creatures. At high levels, capybaras 
can travel between dimensions, and often leave Achilles for a 
few years while they explore the Megaverse. Groups of capyba
ras can even unleash ley line storms and close Rifts! 

These abilities , which among other things, enable the mutants 
to see what normal living beings cannot perceive, gives them a 
mystical bent. They learn a great deal about the supernatural 
from their elders, and they often feel there is a greater purpose to 
everything that happens. The creatures also tend to be philo
sophical and laid back in their outlook . "What can't be fixed to
day will be fixed tomorrow;" "Give time some time;" and 
"Don ' t be in such a hurry to die," are common capybara sayings. 
Many of these mutant roden ts are elected to the Animal House 
due to their race 's reputation for wisdom and moderation. Capy
baras who serve in the army often act as medics in addition to 
their military duties, especia lly if they have healing psychic 
powers. 
Alignment: Any, but most (70%) are scrupulous. 
M.D.C.: By armor or psionic power only. 
S.D.C.: 2D6x10 plus skill and O.C.C. bonuses. 
Hit Points: P.E.x2 plus I D6 per level of experience. 
Attributes: I.Q. 3D6+3, M.E. 3D6+8, M.A. 3D6+6, P.S. 
3D6+4, P.P. 3D6, P.E. 2D6+8, P.B. 2D6, Spd. 3D6 running, or 
1D4xl0 swimming. 
Size: 4 to 6 feet (1.2 to 1.8 m) tall. 
Weight: 150-250 lbs. (68 to 113 kg.) 
Horror Factor: 6 
P.P.E.: 2D4 
Average Life Span: 120 years. 
Natural Abilities: 

1. Ley Line Transmission and Phasing: By spending 2 
I.S.P., capybaras can send verbal and/or visual messages 
along a ley line. This power is identical to the ley line 
walker's, except that they expend l.S .P. instead of P.P.E. 
Also, the capybara can te leport across ley lines, at the cost of 
6 I.S.P. This power has the same limitations as the ley line 
walker. 

2. Time Warp: The capybara can speed up or slow down 
time around him by spending 25 I.S.P. The power can affect 
the character and/or one person per leve l of experience 
(maximum range is 60 feet/18.3 m plus 10 feet/3.0 m per 
level of experience). Unwilling subjects can resist (save vs 
psionics ). 

At first level, the character can speed up or slow down 
time by a factor of two. Speeding up time adds three ac
tions/attacks per melee or doubles the number of attacks/ac
tions the character has (whichever is LESS) and adds +3 to 
initiative and +3 to parry and dodge. Slowed up characters 
lose half their attacks/actions per round, and are at -4 to in
itiative and -2 to strike, parry and dodge. 

3. Psi-Wave : This power costs 10 I.S.P. per attack. A cone 
of swirl ing psychic energy flashes forth from the character's 



head, striking targets both physica lly and psychically. The 
cone-s haped wave will affect a maximum area of 20 feet (6. 1 
m) plus 3 feet (0.9 m) per additional leve l of experience and 
is +2 to strike. Targets caught in the area of effec t can dodge, 
but need to roll a 14 or higher. The wave inflicts 1D4 M.D. , 
+ 1 M.D. per level of experie nce, and can knock down most 
beings or vehicle s weighing less than 2 tons (4000 lbs./ 1800 
kg)! Furthermore, living beings struck by the wave must save 
vs psionics or be srunned for I D4 rounds (lose initiative and 
one melee attack, - I to strike, parry and dodge, -10% on skill 
perfonnance). 

4. Dimensional Powers: The capybara mutants have a psy
chic connectio n with dimensional phenomena , a connect ion 
that eventually allows them to manipulat e dimensional ener
gies! Al first level, capybaras can sense Rifts, ley lines and 
nexus points that occur within a mile ( 1.6 km) per level of ex
perience. At third level, the characters can sense a Rift up to 
50 miles (80 km) away. At fifth leve l, they can dimensionally 
Rift home as per the shifter power, at the cost of 150 I.S.P. At 
seventh level, the character ga ins the power to close Rift s, 
same as the spell but cos ts 200 l.S.P. plus 2 J.S.P. are lost per
manently! At the same leve l, a group of at least four capyba
ras can unleash a ley line storm (see Rifts® Underseas, Rifts® 
World Book Three: England or Rifts® World Book Two: At
lantis for the effects of such a storm) by spending 150 I.S.P. 
each! Tenth level capybaras can dimensionally teleport at the 
cost of 75 I.S.P. plus 25 l.S.P. per additional person (89% ac
curacy for a dimension they have spent more than a month in, 
76% for a dimen sion they have visited before, 65% for a di
mension they have heard description s of but have never vis
ited). 

5. Other Psionic Powers: ln addi tion to the specia l abilities 
described above, the capybaras get to select two powers from 
each of Lhe healing, sensitive and physical categor ies. At each 
level after the first , the character gains one new power from 
any category, except super. 

6. l.S.P.: Capybaras have 3D6x IO I.S.P. plus the M.E. at
tribute, plus they gain 10 I.S.P. per addit ional level. 

Exper ience Level: Player characters start out at first or second 
level. NPCs range from I st to 15th level! Average level is 
ID6+1. 

Combat: As per sktll. 
Damage: Bite does 2D4 S.D .C.; powe r punch (counts as two at-

tacks) inflicts 104 M.D . 
Bonuses: + I lo save vs magic, +4 to save vs horror factor. 
Psionic Powers: See above. 
Magic Powers: None. 
Vulnerabilitie s/Penaltie s: None. 
R.C.C. Skills : 

Language and Literacy: Spanish (98%) 
Languages: Two of choice ( + 15%) 
Radio Basic (+10%) 
Demon and Monster Lore(+ 15%) 
Wilderness Surviva l (+5%) 
Holistic Medicine (+10%) 
W.P. Energy Rifle 
W.P. one of choice 
Hand to Hand: Basic 
Hand to Hand: Basic can be changed to Hand to Hand : Ex
pert at the cost of one "other" skill or to Martial Arts at the 
cost of two "other" skills. 
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R.C.C. Related Skills: Select six other skills. Plus select two 
more skills at level three, and one at leve ls five, eigh t, eleven· 
and fourteen. All new skills start at first level proficien cy. 
Communica tions: Any (+5%) 
Domestic: Any (+5%) 
Electrical: Any 
Espionage: Detect ambush and track humans only. 
Mechanica l: Any 
Medical: Any (+ 10%) 
Military : Any 
Physical: Any except acrobat ics. 
Pilot: Any 
Pilot Related: Any (+5%) 
Rogue : Any 
Science: Any ( + 10%) 
Technical: Any (+ 10%) 
W .P.: Any 
Wildern ess: Any 

Secondary Skills: The characte r also gets to select four secon
dary skills. These are addi tional areas of knowledge that do 
not get the benefit of the bonuses listed in parentheses. All 
secondary skills start at the base skill level. Also, skills are 
limited (any, only, none) as previou sly indicated in the list. 

Alliances and Allies: Other mutant animals. Also, as capyba ras 
have often traveled through the Megaver se, their species is 
respected by Prometheans, tempora l raiders, True Atlanteans 
and other dimensional travelers. 

Weapons and Equipment: Equalizer combat shotgun or ligh t 
striker laser rifle, energy sidearm of choice, 4 full reloads/E
clips for each. Customizable combat armor (M.D.C. 75), hand 
radio, gas mask, surviva l kit, bedroll, one week's rations, 
herbal medicine first-aid kit, and survival knife. 

Money: 3D4xl00 credits. 

Equinoid R.C.C. 
a.k.a. The "Psi-Taur" 

The Psi-Taur was the result of forbidden exper iments, forbid
den even among the Achilles researchers. Unknown to most re
searchers, a renegade named Leon Garcia experimented with 
predominantly human genes. His goa l was to recreate crea tures 
of myth and legend. Dozens of unfortunate human "subjects" 
died in bizarre attempts to create mermaids , minotaur s and other 
monsters. Fortunately, Leon 's secret expe riments were discov
ered and stop ped; Leon suffered an "accident" that took his life. 

By that time, however, one viable strain had been developed. 
A humanoid, with the lower body of a horse. Un like the mytho
logical centaur, Leon 's creation was covered with short fur, and 
the crea ture's hair was arranged in a crest, somewha t like a natu
ral mohawk. The "equinoid " was as fast and strong as a norma l 
horse, and had human intelligenc e. Even more impressive were 
its psionic powers. Unwilling to let such a promi sing subjec t go 
to waste, researchers continued the work , and soon an entire 
breed of "psi-taurs" was in the works. Like the myriad other mu
tants, the mutants escaped the }\chilies' laboratories and helped 
found the non-human homeland. 



Psi-taurs have a number of superhuman powers. The most 
impressive one is the abi lity to telekineti ca lly lift their bodies so 
they can "run" in empty air. The sight of a squad of these horse
men coming down from the sky has paralyzed foes with awe. 
Additionally , they have learned to fashion bows and arrows of 
pure psychic energy. The bow and arrow shape is ent irely pref
erential (some psi-taurs prefer to simp ly fire their energy bolts 
from their hands) but most of them have adopted it in keepin g 
with their mytholo g ical image. Also, they can surround them
selves with psychic force fields. These force fields not only grant 
them protection, but they also allow them to inflict mega-dam
age with their bare hand s. 

The combat powers of this race make its members natural 
warriors, and every Psi-Taur under goes extens ive trainin g. A full 
70% of all young Psi-Taurs (ages 16-30) are full-time members 
of the Achilles Army, professiona l so ldiers who make a career 
of army life. The rest are often scouts, messengers and body
guards, sometime s competin g with the Blood Riders and 
gauchos for the same job s; there is a great deal of rivalry be
tween these groups , most of it friendly. 

Alignment: Any 
M.D.C.: Telekinetic Force Field: 60 M.D.C. plus lO M.D.C. per 

level. 
S.D.C.: 1D4xl00 plus skill bonuses. 
Hit Points: P.E.x3 plus 2D6 per level of experience. 
Attributes: 1.Q. 3D6, M.E. 3D6+6, M.A. 3D6, P.S. 3D6+1 8, 
P.P. 3D6+6 , P.E. 3D6+10, P.B. 4D6 , Spd. 1D6x 10+80 run
ning/flying (90 to 140; roughly 60 to I 00 mph/96 to 160 kmph) 
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Size: 8-9 feet (2.4 to 2.7 m) tall, about 5-6 feet at the shoulder 
(horse part). 

Weight: 800- 1200 lbs. (362 to 544 kg.) 
Horror Factor: 8 
P.P.E.: 2D6 
Average Life Span: 120 years 
Natural Abilities: 

I. Sky Running Telekinesis: Thi s power is similar to the 
Master Blood Rider' s lev itation powers. At the cost of 10 
l.S.P. , the Psi-Taur can "run" in the air at the same speed he 
can on the ground. This power lasts IO minutes per level of 
exper ience. Maximum altit ude is 100 feet (30.5 m) above the 
ground per leve l of experience. 

This abil ity also enables the mutant to leap 30 feet (9 m) 
from a standin g still pos ition or 60 feet ( 18.2 m) with a run
ning start. 

2. Psi-Bow: By spending 15 I.S.P ., the character can create 
an energy "bow" that fires bolts of mental energy. Each bolt 
doe s 4D6 M.D , +I M.D. per level of experience. The bolts 
are +2 to strike plus any bonuses from archery and targeting. 
Once activated, the bow lasts for one minute per leve l of ex
perience. Firing range is 300 feet (9 l.5 m) +40 feet ( 12 m) 
per leve l of experience. 

3. Psionic Force Field: Th is power costs 10 I.S.P. and lasts 
two minute s per level of experience. The force field protects 
the Psi-Taur with 60 M.D.C. plus 10 M.D.C. per level of ex
perience. While the force field is on, the character can inflict 
mega-dama ge with his hand to hand attacks (see Dama ge, be
low). 

4. Other Psionic Powers: The character can select six pow
ers from the sensitive or physical catego ries. No new powers 
are gained at higher levels. 

5. I.S.P.: 2D6x l0+10 plus M.E. attribute. Add 2D6 I.S.P. 
per leve l of experience. 

Experience Level: Player characters start at first or second 
level. Average NPC level of experience is 1D4+2. 

Combat: As per skill, but add one melee attack per round. 
Damage: When the force field is activated, punch does I D4 

M.D. plus P.S. bonus. (i.e., a Psi-Taur with P.S. 28 would do 
ID4 + 13 M.D.); foreleg kick does 2D4 plus P.S. bonus M.D ., 
and hind legs kick does 3D6 plus P.S. bon us M.D. Without 
the force field, dama ge is the same, except it is reduced to 
S.D.C. dama ge. A power punch or kick does double damage 
but counts as two attacks. 

Bonuses: +2 on initi ative, + 1 to strike and parry, + 1 to roll with 
impact, +2 to pull punch, + I save vs magic, +4 to save vs 
horror factor. All are in addition to attribute and skill bo
nuses. 

Psionic Powers: See above. 
Magic Powers: None. 
Vulnerabilities/Penalties: The horse-s ized Psi-Taurs cannot fit 

in small vehicles, nor can they use motorcycles, power armor 
or robots, nor can they pilot any vehic le not specia.lly de
signed for their use. Prowl is at - I 0%. 

R.C.C. Skills: 
Language and Literacy: Spanish (98%) 
Language: one of choice (+I 5%) 
Radio Basic (+10%) 
Tracking (animals and humans;+ I 0%) 
Wilderness Surviva l (+ 10%) 



W.P. Archery and Targeting 
W.P. One of choice 
Hand to Hand: Expert 
Hand to Hand: Expert can be changed to Martial Arts at the 
cost of one "o ther" skill. 

R.C.C. Related Skills: Select eight other skills. Plus select two 
additional skills at levels three and six, and one at levels 
eight, ten and fourteen. All new skills start at the base skill 
level. 
Communications: Any (+5%) 
Domestic: Any (+5%) 
Electrical: Any 
Espionage: Any 
Mechanical: Any 
Medical: First aid and paramedit only. 
Military: Any (+5%) 
Physical: Any except acrobatics and climbing. 
Pilot: Any except power armor and robots (Note: Can only be 
used for custom vehicles the Psi-Taur can use) 
Pilot Related: Any 
Rogue: Any 
Science: Any 
Technica l: Any (+10%) 
W.P.: Any 
Wilderness: Any (+10%) 

Secondary Skills: The character also gets to select three secon
dary skills at levels one and four. These are additional areas 
of know ledge that do not get the bonus listed in parentheses. 
Also, secondary skills are limited (any, only, none) as pre
viously indicated on the list. 

Alliances and Allies: Other mutant animals. Some Psi-Taurs 
and Blood Riders and many gauchos become friends despite 
their intense compet ition. 

Weapons and Equipment : Custom Barding (90 M.D.C.), one 
energy weapon of choice plus four extra E-clips, hand radio, 
gas mask, survival kit, bedroll, one week's rations, and sur
vival knife. 

Money: 2D6x100 credits. 

Condoroid R.C.C. 
Some Project Achilles researchers worked on the creation of 

soldiers who could provide their own transport by flying. The 
most successfu l strains were the condo roid and falconoid. The 
first mutant race was based on the great condors of the South 
American mountains . These large scavengers were procured in 
great numbers under the guise of trying to "pro tect" the endan
gered species. The already scarce condors were almost com-



pletely exterm inated by this research, since well over 90% of the 
animals taken to the labs died or were crippled by the genetic ex
periments. By the time of the Great Cataclysm, there were only a 
few hundred condors left in the wild. 

The condoroid produced by these exper iments was a human
sized "b irdman" with wings on the back, independent humanoid 
arms, and two semi-humanoid legs. The head remained condor
like, and the creature's body was cove red with feathers. To al
low for human muscles, the condoroid became too heavy to fly 
by the use of wings; howeve r, the mutant was still able to fly 
through psionic powers. After the Great Cataclysm, the psionic 
powers of the mutant became even greater. 

A form of super-telekinesis allows the creature to fly at 
speeds approachin g the speed of sound. By following the path of 
ley lines, condoro ids can fly at speeds· in excess of Mach 2 (1340 
mph/2 160 kmph)! The mutants also have a number of menta l 
powers, including the ability of making themselves invisible 
through psychic illusions and the ability (very common among 
all mutant anima ls created by Project Achilles) to produce a 
psionic force field around their bodies. 

Condoroids in the Achille s Republic often work as scouts and 
commando raiders, relying on their stealth powers to get past 
sensor systems and living guards. Many of these mutant s also 
turn to a life of crime, forming small communiti es in the moun
tains and robbing unsuspecting victims. The bandits often limit 
their attacks to humans and D-Bees, respecting their fellow ani
mal mutants and concentrating on Cordoba, Sant iago, Arkhons 
and sometimes, the Inca Empire. 

Alignment: Any, but 30% are anarchist and 20% unprincipled. 
M.D.C.: Psionic Force Field: 30 M.D.C. plus 10 M.D.C. per ad-

ditional level of experience. 
S.D.C.: 2D4x \0+20 . 
Hit Points: P.E. x2 plus 2D4 per level of experie nce. 
Attribut es: l.Q. 3D6, M.E. 3D6+6, M.A. 3D4, P.S. 3D6+4, P.P. 
2D6+ 10, P.E. 3D6+8, P.B. 2D4, Spd. 3D6 on the ground, up to 
500 mph (800 kmph) flying under its normal abil ities. 
Size: 4-6 (1.2 to 1.8 m) feet tall; wingspan is typically three 

times the height of the characte r. 
Weight: I 00-200 lbs. (45 to 90 kg.) 
Horror Factor: 8 
P.P.E.: 2D6 
Average Life Span: I 00 years 
Natural Abilities: 

I. Psionic Flight: Condoroids can fly at great speeds. Their 
wings are useful for gliding, steering and maneuvering, but 
little else. Maximum speed is about 500 mph (800 kmph), ex
cept at ley lines . When flying on the path of a ley line (must 
be within 100 feet/30 .5 m of the center of the ley line), con
doroids can boost their speed to a maximum of Mach 2! The 
only problem is that at those speeds the mutant can only fly in 
a straight line and is unable to maneuver well. This speed 
boosts costs 2 I.S.P. per minute. 

2. Psionic Invisibility: This power works on seve ral leve ls. 
Matter and energy manipulation work to obstruct sensor sys
tems and normal vision, while a telepathic impulse convinces 
people that the condoroid is not there. Sensor operator rolls 
are at -40% to detect the condoroid when this power is in ef
fect, and living beings must make a save vs psionics to notice 
the mutant. Activating the power costs 15 I.S.P. and lasts one 
minute per level of experience . 
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3. Psionic Force Field: The condoroid can surround him
self with a telekinetic force field that protects him with 30 
M.D.C. at leve l one plus 10 M.D.C. per additio nal level of 
experience. Activating the force field costs JO I.S.P. and the 
field lasts until its M.D.C. is depleted or for two minutes per 
leve l of experience. 

4. Other Psionic Power s: Addition ally, the condoroid get 
psi-sword, psi-shield, and can select six powers from the 
physical, sensitive and healing categories. At each new level 
of experience, the condoroid can select one additional power 
from any category, exc luding super. 

5. l.S.P.: Base l.S.P. is 2O4x \0+10 plus M.E. attribute. 
Add 2D6 I.S.P. per leve l of experience. 

Experience Level: Player characte rs start at first or second level 
of experience. NPCs average I D4 + 1. 

Combat: As per skill. 
Damage: Beak attack does 2D4 S.D.C. 
Bonuses: + 1 to strike and +2 to dodge while flying. 
Magic Powers: None. 
Psionic Powers: See above 
Vulnerabilities/Penalties: None. 

R.C.C. Skills: 
Language and Literacy: Spanish (98%) 
Language: One of choice ( + 15%) 
Radio Basic (+ 10%) 
Wilderness Survival ( + 10%) 
Detect Ambush (+ I 0%) 
Track Humans and Anima ls (+ 10%) 
W .P. Energy Rifle 
W .P.: one of choice 
Hand to Hand: Expert 
Hand to Hand: Expert can be changed to hand to hand: mar
tial arts or assassin at the cost of one "other" skill. 

R.C.C. Related Skills: Select six other skills. Plus select two 
skills at level three and one skill at levels five, seven, ten and 
fourteen. All new skills start at leve l one proficiency. 
Com munications: Any (+5%) 
Domestic: Any (+5%) 
Electrical: Any 
Espionage: Any (+5%) 
Mechanical: Any 
Medical: Any (+5% to Paramedic) 
Military : Any 
Physical: Any 
Pilot: Any 
Pilot Related: Any 
Rogue : Any (+5%) 
Science: Any 
Technical: Any (+5%) 
W.P.: Any 
Wilderness: Any (+ 10%) 

Secondary Skills: The character also gets to select five secon
dary skills. These are additiona l 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. Also, skills are 
limited (any, only, none) as previously indicated in the list. 

Alliances and Allies: Other mutant animals. Condoroids who 
become bandits often work side by side with Larhold barbari
ans, Arkhon renegades and human and D-Bee outlaws. 



Weapons and Equipment: Equalizer combat shotgun or light 
striker laser rifle, energy sideann of choice, 4 full reloads/E
clips for each. Customizable combat annor (M.D.C. 75), hand 
radio, gas mask, survival kit, bedroll, one week's rations, and 
survival knife. 

Money: 2D6xl00 credits. 

Falconoid R.C.C. 
While the condoroid mutant was a highly successful and 

promising creation, differ ent teams of Achilles researc hers tried 
to come up with a more impressive and deadly flying warrior. 
The team working on felines came up with the devastating Fly
ing Tiger (see South America: One), while another team worked 
with the falcon. Hundreds of different varieties of these birds 
were imported and experimented upon. While dozens of lesser 
mutant species were produced, the researchers' main success 
was the falconoid. The genes that triggered such psionic powers 
as telekinetic flight and force fields were both present in this 
mutant. Furthennore, the creature could fire devastating bolts of 
mental energy that were capable of both destroying matter and 
shattering the minds of living things. 

Falconoids are a vital part of the Achilles defense system. 
Since the republic does not have much in the way of an air force, 
these flying mutants are often the only thing standing between 
Achilles and enemy aircraft and flying power annor. Aerial du
els between metal-clad warriors and lightly equipped mutants 
occur with distressing frequency over the plains. A few fal
conoids become expert pilots and fly the few aircraft the repub
lic has with great skill and panache. 
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Alignment: Any 
M.D.C.: Force Field: 80 M.D.C. plus 20 M.D.C. per additional 

level of experie nce. 
S.D.C./Hit Points: 2D4xl00 S.D.C . and P.E. x2 Hit Points. Add 

I D6 Hit Points per level of expe rience. 
Attributes: I.Q. 4D6 , M.E. 3D6+6, M.A. 4D6, P.S. 3D6+6, P.P. 
4D6+6 , P.E. 3D6+6, P.B. 3D6, Spd. ID6xl0 running , up to 
Mach 2 flying. 
Size: 5 to 6 feet tall (1.5 to 1.8 m). 
Weight: 90 to 120 lbs. ( 41 to 54 kg) 
Horror Factor: 7 
P.P.E.: 2D6 
Average Life Span: 120 years. 
Natural Abilities: 

1. Psionic Flight: The falconoid can fly at speeds of up to 
Mach 2! Whil e flying at these speeds, however, the character 
can only move in a straight line and is unable Lo maneuver. 
Cruising speed is typically Mach 1 (670 mph/1078 kmph) or 
less. 

2. Psionic Force Field: The character can generate a force 
field to protect himself. This field lasts for two minutes per 
level of experience and costs I 5 I.S.P. to activate. The field 
protects with 80 M.D.C. at leve l one plus 20 M.D.C. per addi
tional leve l of experience. 



3. Psi-Blasts: The falconoid s can fire psionic bolts with 
both physical and psychic effects. The se bolts orig inate from 
the heads or eyes of the mutant s, and are +3 to strike. The 
bolts inflict 2D6 M.D. at leve l one, + I D6 M.D. at levels 
three, five, seven, nine , eleven and thirteen. Furthe rmore, any 
living being who is struck, even if armor absorb s the damage, 
must make a saving throw vs psionics of suffer 2D6 S.D .C. 
(M.D.C. if a supernatural being) and be stunned for I D4 
rounds (- 1 on initiative , to strike, parry and dodge, and -10% 
on skill performance). Each Psi-Blast costs 6 I.S.P. to shoot 
and has a range of2000 feet (610 m). 

4. Other Psionic Powers: In addit ion to the powers listed 
above, falconoid s get to select six powers from either the 
physical or sens itive categories. 

5. I.S.P.: Falconoids have 2D6>< IO I.S.P. plus the M.E. at
tribute. Add 8 l.S.P. per additional leve l of experience. 

Level of Experience: Player characte rs start at first or seco nd 
level of experience. NPCs average I D4+ I. 

Combat: As per skill. 
Damage : Beak inflicts 1 D6 S.D.C. 
Bonuses: + 1 on initiative, +1 to strike and dodge in the air, +3 to 

roll with punch , fall or impact, +2 to pull punch. 
Magic Powers: None. 
Psionic Powers: See above. 
Vulnerabilities/Penalties: None. 
R.C.C. Skills: 

Language and Literacy: Spanish (98%) 
Language: One of choice ( + 15%) 
Radio Basic ( + 10%) 
Wilderness Survival (+10%) 
Track Human s and Anima ls (+ 10%) 
W.P. Energy Rifle 
W.P.: two of choice 
Hand to Hand: Expert 
Hand to Hand: Expert can be changed to Hand to Hand : Mar
tial Arts or Assassin at the cost of one " other" skill. 

R.C.C. Related Skills: Select six other skills. Plus select one 
skill at levels three, five, seven, ten and fourteen. All new 
sk ills start at leve l one proficiency. 
Communi cations: Any (+5%) 
Domestic: Any (+5%) 
Electrica l: Any 
Espionage: Any 
Mechanical: Any 
Medical: Any (+5% to Paramedic) 
Military : Any 
Physical: Any 
Pilot: Any (+ 10%) 
Pilot Related: Any 
Rogue: Any (+5%) 
Science: Any 
Technical: Any (+5%) 
W.P. : Any 
Wilderness: Any (+10%) 

Secondary Skills: The character also gels to selec t five secon
dary ski lls. These are additional areas of knowledge that do 
not get the advantage of the bonus listed in parenthe ses. All 
secondary skills start at the base skill leve l. Also, skills are 
limited (any, on ly, none) as prev iously indicated in the list. 

Alliances and Allies: Other mutant animals. 
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Weapons and Equipment: Equaliz er combat shotgun or light 
striker laser rifle, energy sidearm of choice, 4 full reloads/E
cUps for each. Customizable combat armor (M.D.C. 75), hand 
radio , gas mask, survival kit , bedroll , one week 's ration s, and 
survival kn ife. 

Money: 2D6x I 00 credits . 

Achilles 
Neo-Human R.C.C. 

The last years of Project Achilles were plagued with secret 
and internal conspiracies. Competing teams trying Lo outdo the 
other project members started conducting expe riments hidden 
from each other. Thus, felinoid mutants (fully described in Rifts 
South America: One) were created in only one resea rch center 
without the know ledge of the other centers. When reports of 
their success (once they succeeded, they wasted no time sharing 
the news) reached the other centers, the pressure to do better in
creased. A team of scientists decided that mutating anima ls was 
not the way to go. Instead, they decided to directly improve the 
human body ! 

Human embryos were experimented upon, mutated and al
tered. Genetic material from severa l members of the resea rch 
center, stolen from them without their consent, was used to fast
clone the embryos and manipul ate their genetic make-up. The 
goa l was to copy the genes that seemed to be linked to psionic 
powers. All these activities were the work of a small faction 



within the center, done without the knowledge of the rest. Cor
delia Valdez was a researc her there , and she accidentally discov
ered the experiment. Her shock was compounded by the 
realization that most of the embryos carried her genetic code, 
making them , in effect, her offspring. Her desire to preserve 
these "children" led her to stage the break-out that saved the 
founders of the Achille s Republic. 

The offspring of Cordelia Valdez looked completely human . 
Their bodies had near god- like phy sica l perfection, and they 
were extremely intelligent and perceptiv e. Beyond these out
ward appearances was a fountain of psychic power , perhaps the 
most powerful psionic species ever created. Each of the neo-hu
mans had enough psychic abilities to fight a tank bare-handed, 
heal the sick, and destroy people with but a thought. They com
bined the strength of a supernatural being with the abilities of a 
mind-melter. In the decades following the Coming of the Rifts , 
howev er, two groups of neo-human s chose different directions. 
The first one, nicknamed the "Neo-Abels," stayed with their 
"mother's people," the mutant animals. The other group, the 
"Neo-Ca ins," abandoned their companions, motivated by a sense 
of superiority and contemp t for all the "lesser" races. 

The neo-human s were incredibly long-lived ; those who ha
ven't died by vio lence have lived for nearly 300 years so far, and 
they have shown little sign of aging. The amount of I.S.P. energy 
they manage to store seems to have an effect on the aging proc
ess; the more I.S.P. the neo-human can store , the more slowly he 
will age. As a result, even good neo-human s are very concerned 
with using their abilities under challen ging condition s and thus 
grow more experienced and powerful. 

In Achilles, neo-humans are viewed with ambivalent feelings. 
On the one hand, their value to the Republic is unque stioned ; on 
more than one occasion, these psychics have saved the entire na
tion from supernatural entities, Cordoban conspiracies and Ark
hon raids. On the other hand , their human appearance and 
haughty attitude leads to hatred and distrust. The fact that the 
most powerful of the mutants look human is a bitter pill for the 
animal mutant s to swa llow. Although the neo-human s are closer 
genetically to the mutant animals than to "rea l" human s, their 
looks and raw power are enough to inspire negative feelings. 
Suspicion, bickering and compet ition often mars the relations 
between neo-hum~ns and their mutant brethren. As a res ult, a 
few neo-humans have left Achilles and now wander the Megav
erse, working with such beings as demigods , dragons , cosmo 
knight s, True Atlanteans and their like. 

The number of neo-human s is very low (acco unting for less 
than 1 % of all mutant anima ls). The "Neo-Abe ls" work within 
the Republic, acting as sec ret agen ts, specia l forces soldiers and 
other champi ons. Nobody know s what happened to the Neo
Cains. Some rumors claim these being s evolved even greater 
powers, and they have left Earth for other worlds. Others blame 
the "Cain-b rood" for everyt hing that goes wrong in the Repub 
lic, from crime to natural disasters , and often the finger is 
pointed to any neo-human who happens to be nearby. Some ru
mors claim that a band of supposed Neo-Abe ls have created a 
society of"Young Gods." 

Alignment: Any. 
M.D.C.: See psionic power s. 
S.D.C./Hit Points: 4D6 x IO S.D.C. and P.E.x3 hit points. Add 

2D6 hit point s per leve l of experience. 
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Attributes: 1.Q. 3D6+8, M.E. 2D6+14, M.A. 4D6 , P.S . 3D6+12, 
P.P. 3D6+6, P.E. 3D6+10, P.B. 2D6+12, Spd. 5D6 ; 
Size: Slightly taller than human s; average height is 6 feet, six 

inches ( 1.95 m). 
Weight: Average 200 lbs (90 kg) of muscle. 
Horror Factor: 9 when their identity and powers are revealed. 
P.P.E.: 2D6; most P.P.E . is spent to develop psychic power s. 
Average Life Span: Varies. The neo-human' s life span seems to 

be tied to their base LS.P. The formula seems to be I 00 plus 
1.S.P. x3 years. As neo -human s grow in power, their psychic 
energie s appear to slow down the aging pro cess . 

Natural Abilities: 
l. Supernatural Transformation: The neo-human can trans

form himself into a supernatural being. While transformed, 
the neo-human 's strength becomes supernatural, and his 
S.D.C. and hit points become M.D.C. points! The transforma
tion temporarily halve s the neo-human 's I.S.P. base. Any 
I.S .P. points over half are "spe nt" .and cannot be regai ned un
til the transformation is over. Furthermore, every hour after 
the transformation , 2 l.S.P . are subtracted from the charac
ter's I.S.P. base, and cannot be regained until the transforma
tion is over. When the I.S.P. base is utterly depleted, the 
tran sforma tion ends. 

Example: Mentallia, a 6th level neo-huma n, has 3121.S.P. 
She spends 37 I.S.P . on diverse powers during the course of a 
fight with an Arkhon cyborg (275 points remain), before she 
decides to undergo the tran sformation . Thi s reduces her I.S.P. 
base from 312 to 156 (of the 275 points she had, 119 are 
"lost"). She spend s an additional 60 points in the fight (leav
ing her with 96 T.S.P.) and after defeating the Arkhon cyborg, 
she remains super -charged for two more hours. During that 
time, her I.S.P . capacity is lowered by an additional 4 I.S.P., 
to 152; this does not affect her current I.S.P. (rema ins at 96), 
but even if she meditates , she can't regai n more than I 52 
l.S .P. until the transformation power runs its full duration. 

2. Hyper-Telekinesi s: This power costs 50 I.S.P. to acti
vate. The neo-human can move massive amounts of weight, 
the equivalent of M.E. xlO0 pounds (45 kg) , +100 pound s 
(45 kg) per level! So, a 3rd leve l psychic with M.E. 20 could 
lift 2,000 pounds (one ton!). M.D.C. objects thrown with this 
power will inflict l D4 M.D. per 200 lbs. (90 kg) of weigh t or 
fraction thereof. In the example above, the psychic could do 
1D4x l0 M.D. if he could find an M.D.C. object weighing a 
ton. Range is 100 feet (30.5 m) plus 50 feet (15.2 m) per level 
of experie nce. Bonuses and effects are otherwise identi cal to 
normal telekinetic powers. 

3. Telekinetic Flight: The same power that allow s the psy
chic to lift and throw huge weights also allows him to fly at 
great speeds. Thi s power costs 15 l.S.P. and lasts 2 minutes 
per leve l of experience. The psych ic can fly at a maximum 
speed of I 00 mph ( 160 kmph ). 

4. Mind-Wave: The neo-human can attempt to disorient an 
opponent's mind by sending it on a "trip." Victims of this at
tack get to save vs psionics at -2 to save (so even a master 
psionic must roll a 12 or higher to save) . A successf ul save 
means the charac ter is suddenly overwhelm ed by a splitting 
heada che and is -2 on initiative and -10% on skill perform
ance for 2D4 minutes. 

A failed roll sends the character's mind on an uncon 
trollable mind trip, as if riding a gent le wave on the ocean or 



among the clouds in the sky. The victim feels warm, at peace 
and awestruck. He or she loses all sense of time, his mission, 
goal, danger, and eve rything around him. While in this 
euphoric state, the character slumps to his knees and does ab
solutely nothing for 2D4 me lee rounds + I per level of the 
neo-human. Nothing can rouse the charac ter from the mind 
wave except being struck with serious physica l damage! The 
shock and pain brings the character around but all his attacks 
per melee, bonuses, speed and skill performance are half for 
2D4 minutes ! If allowed to snap out of the trance at the end 
of its natural duration, the character suffer s no ill effects 
whatsoever. 

Only one person can be affec ted by a mind wave per 
psionic attack, and each attack counts as the equiva lent of 
two melee attacks. This power costs 30 I.S.P. to activate, and 
has a maximum range of 300 feet (9 1.4 m). 

5. Touc h of Health or Death: This psionic ability requires 
that the psychic touches the subject (body armor will not stop 
the touch, but power armor or the armor of a vehicle will). 
Activating eithe r power cos ts 15 I.S.P. 

If heal ing is chose n, the subjec t regain s 1 D6x IO S.D.C. or 
M.D.C. points, and any non-magical disea ses, infect ion and 
fractures (but not miss ing limbs) are cured. If the subjec t was 
in a coma, he gets a +30% bonu s to survive! The Touch of 
Death literally saps the life force of the victim; if a save vs 
psionics is not made, the victim takes 1D4x 10 S.D.C. or 
M.D.C. damage, and must make a save vs lethal poison or fall 
unconscious for 1D4 melee round s! If the save vs psionics is 
made, the character takes 1D6 S.D.C. (or 2D6 M.D.) but suf
fers no other ill-effec ts. 

6. Other Psion ic Powers: In addit ion to the special powers 
listed above, the character gets to select three powers from 
each of the four categories (including super), with the same 
restrictions as a mind melter. An additio nal four power s, one 
from each category, can be selected at level two, three more 
from any category at level three, and two more per each sub
sequent level of experience. 

7. I.S.P.: ID4x l00 plus M.E. attribute number. Add 12 
I.S.P. per level of experience. 

Experience Level: Var ies. Player characters should start at first 
level. NPCs average 1D4+1. 

Combat: As per skill.· 
Damage: Varies (see Natura l Abilities, above). 
Bonuses: + I on initiative, + 1 save vs magic, +3 to save vs pos

session and mind control , +6 to save vs horror factor. 
Magic Powers : None. Neo-humans spend their P.P.E. in the 

mastery of psionic powers. 
Psionic Powers : See above. 
Vulnerab ilities/Penalties: None. 
R.C.C. Skills: 

Language and Literacy: Spanis h (98%) 
Language: One of choice ( + 15%) 
Radio Basic (+10%) 
Intelligence ( + 10%) 
Disguise (+ I 0%) 
W.P. Energy Rifle 
W.P.: two of choice 
Hand to Hand: Expert 
Hand to Hand: Expert can be changed to Hand to Hand: Mar
tial Arts or Assassin at the cost of one "other" sk ill. 
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R.C.C. Related Skills: Select five other sk ills. Plus select one 
ski ll at levels three, five, seve n, ten and fourteen. All new 
skills start at leve l one profi ciency. 
Comm unication s: Any (+5%) 
Domestic: Any (+5%) 
Electrica l: Any 
Espionage: Any (+10%) 
Mechani cal: Any 
Medi cal: Any (+5%) 
Military: Any 
Physical: Any 
Pilot: Any (+ 10%) 
Pilo t Related: Any 
Rogue: Any (+5%) 
Science: Any 
Technical : Any (+5%) 
W.P .: Any 
Wildern ess: Any (+5%) 

Secondary Skills: The character also gets to select two secon
dary skills at leve ls one, five and ten. These are addit ional ar
eas of know ledge that do not get the advantage of the bonus 
listed in parentheses. All secondary skills start at the base 
skill level. Also, skills are limited (any, only, none) as pre
viously indicated in the list. 

Alliances and Allies: Other mutant animals, but the neo-humans 
get along best with the mutant capybaras, and the worst with 
serpe ntoids. Some neo-humans also become friends with 
mind melters, master blood riders and other powerful psionic 
beings. Others enjoy the compa ny of godlings, demigods, 
True Atlanteans, dragons and othe r powerf ul beings. 

Weapons and Equ ipment: Energy rifle of choice, energy side
arm of choice, four full E-clips for each. Cho ice of human 
type body armor, usually light and unrestrictive types are 
favored (M.D.C. 45 Lo 60), hand radio, gas mask, survival kit, 
bedro ll, one week's rations, and survival knife. 

Money: 2D6x I 00 credits. 



New Babylon 
Population Breakdown: 5.3 million total; human s make up 
35%, Amaki Stone-Men 45% and other D-Bees, mutants and 
other races make up the remaining 20%. 

New Babylon is the wealthiest and perhap s the most hated 
and distrusted member of the Silver River Republics. The nation 
is one of the few successf ul partnerships between human s and 
alien beings. The D-Bees in que stion are the Amaki, emigrants 
from a prosperous but over-populat_ed world who have chosen to 
make their homes on Earth. Under this alliance, huge towers 
taller than pre-Rifts skyscrapers have been built in the middl e of 
burgeoning cities, which now dot the lower regions of the conti
nent. The influence of New Babylon reaches as far South as 
Terra del Fuego, the land of fire, and merchant ships brave the 
Amazon River , the Devil's Triangles and the oceans. This has 
enabled the New Babylonians to sell their wares as far as Eng
land and Africa and even parts of North America. 

Technology and techno-wizardry, especially psionic -based 
techno-wizardry, flourish in this land. The New Babylonians ' 
genius for all forms of science and engineering have become 
nearly legendary in the region. At the same time, however, the 
nation has a terrible reputation everywhe re else. The Babyloni
ans. both human and Amaki, are considered to be corrupt and 
decadent. This reputation comes from their flauntin g of wealth , 
both in their country and when traveling elsewhere. Baby loni
ans, as a culture, love to enjoy life to the fullest , both by getting 
the best comforts money can buy, and by cavorting in such ac
tivities as partying , gambling and amorous escapades. 

To the more stoic and strict nation s in the area, the Babyloni
ans seem to favor excess. Males are believed to be gluttons, 
lushes and lechers. Their love for poetry. artistic endeavors, and 
strange clothing (from capes, cloaks and boots to embroidered 
coats and even powdered wigs) has given them a reputatio n for 
being effemi nate and cowardly. Women are considered to be 
"loose," ready to cavort with anybody , any time. Many refer to 
Babylon Major, the capital city, as " the City of Sin." 

Despite their reputation, very few people want to mess with 
the Babylonian s. Almost all member s of the middle and upper 
classes are superb swords men, and the combination vibro
blade/pistols they favor as their personal sidearms are not just 
for decoration. Also, the "effeminate" Babylonians have fought 
and won every conflict with their neighbors. A powdered wig 
ma~ elicit laughter from outsiders, but there is nothing lacking in 
their courage, or bloodthirstiness if provok ed to violence. 

For all their qualities , the citizens of New Babylon have an 
attitude of superiority and almost, total contempt of all other 
people s, which is partially responsible for their bad reputation 
(envy and fear of the strange and unusual account for the rest). 
This has made for strained relations with their neighbor s since 
the republic was formed a cent ury and a half ago. 

History 
The Amaki civilization developed on an Earth-like world mil

lennia ago, and it is still going strong. The planet was unified by 
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a confederation of Noble Guild Houses, mercha nts, craftsmen 
and profes sional s who had transcended loyalties to nations and. 
reg ions, and instead were loyal to their fellow House members. 
House Rule allowed the Amaki to advance in leaps and bounds, 
soon learning the rudiment s of space travel (although they have 
yet to develop a faster-than-light drive ) and, more importantly , 
th~ secrets of transdimensiona l travel. The Amaki developed a 
umque blend of psionics, techno-wizardry and science, an "art" 
they called Gizmoteering. Gizmoteers cou ld make anything out 
of raw materia ls, and with time , effort and imagination, they 
could mix psionics and technology in a manner similar to the 
techno-wi zards. Using psionic techno-wizardry, the Amaki tink
e~ers a~d gizmoteers were able to pierce the barriers separating 
dimensions and started traveling to new, alien worlds. Earth was 
one of those worlds. 

Amaki explorers arrived in the lower part of the South 
American continent about one hundred years after the Great 
Cataclysm. They were disappointed to find that the planet had 
suffered a terrible holo caust, that most human cities had been ut
terly destroyed, and the survivor s lived in small villages or trav
eled as nomadic tribes. They were , however, delighted to realize 
that the land was rich with both magical energies and mineral re
sources. The Amaki, in their typical "en lightened self-interest" 
saw an opportunity to help the human surv ivors while building a 
prosperou s colony. 

In a few decades, over I 00,000 coloni sts arrived on Earth. 
The newcome rs had to deal with human fear and hatred D-Bee 
raiders, monsters, and many other dangers. No less th~n three 
colonies were completely wiped out, but the rest persevered, 
built up and conq uered the challenging, savage land. Many of 
the smaller Amaki gatherings started hiring human s as assistanls 
and apprentices. Eventually, those human s, or their descendants. 
became full-fledged members of the Noble Guild Houses. These 
human s started calling the Amaki "Baby lonians," a term that 
was first used by a rogue scholar who compared the stone-like 
beards of the Amaki with pictures of Babylonian and Assyrian 
nobles and warriors. The name stuck (the rogue scholar eventu
ally became Guild Master of the House of Leaming ), and the 
firs_t large city the colonists built was named New Babylon. 
which would eventuall y become the name of the entire colony. 

Amaki and human cu lture mixed in ways that puzzled and en
tertained the Amaki back home ; to this day, the New Babylon 
House of Music produces bizarre mixtures of Argentinean and 
Amaki styles so popular that their recordings are sold every
where the Amaki go, includin g Phase World, Worldgate, and 
other transdimensiona l trade centers . Humans have also excelled 
in the fields of techno-wiza rdry , psionics and engineering. While 
the Amaki have often partnered with other races, the success of 
the human -Amaki alliance is unprecedented . There is even a 
grow ing human minority (tota ling some 250,000) on the Amaki 
homeworld, 80% migrants from Rifts Earth. 

Problems arose in the ear ly post-apoca lyptic (P.A.) years. The 
growing nation of Cordoba started a genocida l war against the 
mutant nation of Achilles (see the Achilles Republic section). 
As the Cordoban armies pushed South , they started threatening 
Babylonian cities. When diplomatic negotiations fai led to tum 
back the human armies. the Babylonian House of War mobi 
lized, supported by the other House militias. A masterful series 
of pincer attacks quickly cut off and destroyed the Cordoban 
spearhead in less than seven days. 



As a result of this humili ating defeat , which incidentally 
saved the Achilles Republic from destruction , the Cordoba gov
ernment formally declared war on New Babylon. A second con
flict, this one lasting over a year, followed. The Cordob a armies 
were limited by the fact that they had to travel through territories 
under the influence of other nations, including the hostile Achil
les Repub lic, so they were never able to mass with any effi
ciency. By the thirteenth month of the conflict, it became clear 
that Cordoba had lost the war. The Babylonian armies, rein
forced by troops from the Amak i homeworld, were preparing to 
launch a counterattack into Cordoba's territori es, and the Borges 
government did not want to bring devas tation to their own lands, 
so a peace treaty was finally drafted and put into effect. The two 
countries are not and will never be friendly towards each other, 
but a tenuous peace exists. 

Other lesse r confl icts have flared up and down throughout the 
history of the nation, with New Babylon winning every one. The 
burgeoning nation has grown in size and influence, to the point 
that today it is the second largest Silver River Republi c. 

Government and Society 
The New Babylon government is commonly known as the 

"House Rule." The Noble Guild Houses of New Babylon form 
the basis of the government, and are also the basic glue that 
holds society together. Originating in the trade and craft guilds 
of the Amaki's past , the Nob le Guild Houses are associations in 
which every particular trade or profession is practiced. 

Among the main Houses are the House of Arms, which 
manufactures weapons and armor; the House of Sailors, who 
own and sail most of the ships and transports of New Babylon 
(including its Navy); the House of Engineers, involved in all 
construction projects; the House of Magic, which controls all 
forms of magic and psionics (originally considered to be another 
form of magic) ; the House of Health, which includes all doctors 
and medica l researchers , and the House of Money, which deals 
with banking, the treasury, and currency. Each house has 
smaller, more specialized Chapters. For example, the House of 
Sailors has a Chapter of War (the Navy), a Chapter of Com
merce (dealing with mercha nt ships, as well as tariff s and duties 
at seaports), and a Chapter of Design, in charge of research and 
deve lopment of new and better vesse ls. The Chapters of differ
ent Houses typically work together; the House of Sailors' Chap
ter of Design, for example, works with several Chapters of the 
House of Engineers. 

A person's position in society is determi ned by his or her 
standing within a House and a Chapter. The basic ranks (in as
cending order) include Apprentice , Probation er, House Member , 
Chapter Member, Chapter Master , and House Master, the high
est level within a house. Dozens of sub-ranks exist within those 
five, and they vary from House to House. To go up in rank, can
didates compete fiercely against each other, striving to outdo the 
rest. In theory, cheating, backstabbing and similar "cutthroat " 
competition is not condoned, but in some Houses , peop le can get 
away with murder if they do it carefu lly enough. 

About 70% of the adult citizens of New Babylon are Appren
tices and Probationer s (roughly 35% of each). Their status is that 
of laborers and semi-skilled workers who do most of the physi
cal, tedious and menial work in the nation, from secretaries and 
data entry operators to janitor s. They make decent salaries, and 
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their standard of living is one of the highest on Earth; only the 
NGR can compete in terms of quality of life . A lot of their 
money goes into luxuries, the latest fashion s, and other frivolous 
expenses; "New Babylonians work hard and play harder" is a 
common saying throughout the SRR. 

House Members are the equivalent of the lesser nobility and 
knight s. They have valuable skills and are usually young go-get
ters on their way up (or old-timers who were left behind and are 
now on their way down). They enjoy a number of luxuries and 
privileges, and are notorious party-goers and slaves to fashion. 
Chapter Members are spec ialists who are good enough to work 
full-time for a single Chapter in their House; their salaries, privi
leges and authority are correspondingly greater. Chapter Mem
bers have the most sub-ranks, from recently promoted House 
Member s to advisors and assistants to the Masters, with powers 
equiva lent to a prime minister. The Masters of a Chapter answer 
only to the overall House Master. House Master s answer to the 
House Master of the Amak i homewor ld (which is rarely re
quired), and to the Master s' Counc il. The Masters' Counci l is 
the ruling body of New Babylon; all the Chapter and House 
Masters attend it, and the group elects a President who acts more 
as a moderator of discussions than as a real executive. 

Each House has its own militia, which can be called up to 
serve in case of emergency. Some Houses' militia s are better 
trained and equipped than others; the House of Sailors' militia is 
much better than, for examp le, the House of Painters ' . Addition
ally, there is a standing army, the House of War, which is unique 
among all the other Houses in that it has no Master. Instead , it is 
ruled by the Master s' Council. Another special group is the 
House of the Sword, a small guild which serves as a fencing 
school (swords manship is great ly admired in New Babylon, 
practiced by almost 60% of its population ), and, it is rumored , as 
an assassin 's guild. The dreaded Duelists are all members of the 
House of the Sword; they are master psionics in addition to be
ing superb swordsmen. Some believe Duelists often perform 
other, less savory tasks, including espionage and assassination. 

Although this arrangeme nt might seem chaotic to outsiders, 
the Amaki and human Babylonians have managed to make it 
work for centuries. Amaki culture values protecting one's House 
and society at large over personal success, so most member s will 
never betray or harm the greater whole for their own benefit. 
Merit is considered to be the most important quality in any per
son. Wealth is assumed to be merit's just reward , as is enjoy ing 
one's life in any way possible. 

New Babylon is by no means a perfect society. Almost 20% 
of the overa ll population is not affi liated with the Nob le Guild 
Houses. These "house-le ss" people have very little recourse 
against connected persons. While in theory, the laws are applied 
equally for all , House member s (even Appren tices) have the sup
port of their entire House. Mess with one of them, and you are 
messing with the entire House, whether the situation is a bar 
fight, a lawsuit, or a criminal case. The person 's fellow House 
members will ass ist the person in need, so long as he isn't harm
ing the interests of the House. That means non-assoc iated per
sons will lose most confron tations with House members. 

Also, inter-House conflicts can be very nasty. Many Houses 
are very jealous and protective of their interests, and sometimes 
resent another House getting involved, cheati ng or stealing 
something from them. These conflicts can even lead to violence, 



although for the most part , the Masters' Council will dea l with 
such conflicts before they get out of hand. 

Foreign Affairs 
The Achilles Republic: Although the Baby lon ians and the 

Achilles Republic share a commo n enemy in Cordoba, diplo 
mati c contact between the two nation s is minimal. A treaty of 
non-aggression has been signed between the two nations, with a 
proviso that either country can hire mercenaries from the other 
nation should Cordoba launch an attack , but no forma l alliance 
has been established. The main stumblin g block is that the 
Achi lles mutant s think the Babylonian s are too deca dent to make 
good allie s. Commerce between the two nations is widespread , 
because psi-based TW weapons and equipm ent manufactured in 
New Babylon are very popular among the mutant animals. 

The Empire of the Sun: There is a Babylon ian Emba ssy in 
Cuzco, and vice versa. Relations between the two unusual na
tions are rather cordial , and Babylonian ships can find safe har
bors anywhere on the Inca coas tline. The gods of the Pantheon 
of the Sun respect the Amaki and their cultur e, and the humans 
and Amaki from New Babylon are intrigued by the Inca Empi re 
and its glories. Inca-like fashion is popular in New Babylo n, and 
there is a brisk trade of clothing, art and luxury arti cles betwee n 
the two countries. However, it is unl ikely that New Baby lon 
would come to the assistance of the Empire unles s the threat also 
endangered the Babylonians' interests. 

The Cordoba Republic : Despite the peace treaty signed dec 
ades ago, there is no love lost between the two countries. As far 
as the Cordobans are conce rned, New Baby lon is the beachhead 
of an alien invasion - lecherous, disso lute aliens at that. New 
Babylon has a number of spies (many of them Duelists disguised 
as merchants) in Cordoba, alert for any signs of war or invasion. 
The sp ies have discovered signs of an imminent war between 
Cordoba and Santiago, and the Masters' Council is discussing 
whether or not to intervene. 

The Santiago Republic : Bes ides commerce (Santiago is a 
big customer of New Baby lon and produces some adva nced 
technology that is of interest to the Amak i), there is little forma l 
contact between Santi ago and New Babylon . The human nation 
is moderately friend ly toward the Amaki and their human part
ners, and New Baby lonians are neve r bothered by the authori 
ties, although the occas ional jeering or malicious privat e citizen 
may cause brawl s, incident s and worse. Should Cordoba attack 
Santiago and appear to be winning, New Babylon might attack 
to prevent Cordo ba from gob bling up the other large human na
tion to prevent that racist, genocida l republic from getting any 
stronger. 

The Arkhon Freehold: The Arkhons and the Baby lonian s 
have very little contact. Occa sionally, an Arkhon raid will reach 
into Baby lonian territory , resulting in bloody skirmishe s, but for 
the most part the two powers leave each other alone. The Amaki 
are concerned about this aggress ive alien presence on the planet, 
so if the Arkhons start expanding , the Babylonians will oppose 
them with all their might. 

The Megaversal Legion: The Babylonians know of the Le
gion through the Amak i. By a twist of fate, the Amaki hired the 
Legion some thirty years back , durin g a confrontatio n with a 
maraudin g horde of dimen sional raiders. The Legion actually 
didn ' t acq uit itself very we ll in the battle , and the Amaki became 
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contemptuou s of the slave soldiers. Baby lonian spies discovered 
that the Legion has recently freed itself from its Dakir masters, 
and the Amaki member s of the country are considering estab
lishing diplom atic and commercial relations with that regional 
power. Some Amaki enjoy visiting Peace City, where the Le
gionnair es spend much of their free time. 

The Larhold Barbarians: New Babylon is the closest nation 
to the roaming ground s of these barbarian s. Raids and full-scale 
attacks are frequent , but they rare ly do much damage before they 
are repulsed. 

Colombia, Maga Island and the Kingdom of Bahia: There 
is on ly commercial contact with those nati ons. The House of En
ergy has recent ly acqu ired a contract with Colombia (see Rifts 
South Ameri ca: One) for a nuclear powered factory. Thi s con
tract may lead to the Colombians getting the tools to manufa c
ture nuclear power sources for their vehicles and weapons, 
which would greatly strengt hen that nation. Colomb ia 's ene
mies, includin g the Vampi re Kingdo m of Hakt la and the King
dom of Lagarto, do not want that to happen, and will do their 
best to sabotage the dea l. 

Maga Island and Ba hia also purchase a number of staples 
from New Baby lon, but they know little of the countries to the 
Sout h. 

The Kingdom of Lagarto: Baby lonian merchant s have 
brou ght back dire news of a rising lizard man kingdom, ruled by 
dragons and with links to the dreaded Splugort h. Although the 
Amaki have not had any direct contact with the Splugorth, they 
have heard enough about their cruelty and brutality to want noth 
ing to do with those alien intelligences and their pawns. While 
once there had been some trade between the lizard man king
doms and Babylonian ships, the Masters' Co uncil has dec lared a 
boycott against Lagarto , and their ships avoid the entire area. 
Rece ntly, a few merchant vessels have been lost while traveling 
off the coas t of Lagarto and up the Grea ter Amazo n river. The 
Babylonian Navy is consider ing sending warships up the Atlan
tic coas t to protect their shipp ing lanes. 

Psyscape: Some rumors speak of a powerful communit y of 
psychics in North America. This communi ty, known by such 
names as "Psi-world" and " Psyscape," is rumored to be a place 
where psionic abilities have been developed 10 their utmost. A 
gro up of psionica lly-adept travelers, includin g a Neo-Human 
from Achille s, a mystic, a due list, a mind melter and three 
gizmoteers, left looki ng for Psyscape a few years ago. Using an 
exper imental telepathic transmitter , they report ed they had seen 
something in the Ohio valley area, and then their report s 
stopped. The House of the Mind (which specializes in psionic 
abili ties) is cons iderin g sending a larger team to North America 
to investigate (Note: This psychic community in North America 
wi ll be fully describ ed in a Rift s World Book , sprin g or summer 
1996). 

Amaki Stone-Man R.C.C. 
The Amaki are humanoids with rock-hard skin. Their bodies 

appear to be made of sculpted marb le, and their size and propor
tions are very similar to those of humans; the shape of most 
Amaki follows the human ideal of perfection. Most male Amaki 
have protrusions under their chins that are shaped to resemble 



the ornate beards of Assyrian .or Babylonian sculptures. They 
have no other hair or hair-like growth s, their skin is smooth and 
cool to the touch. Although their flesh has some of the elasticity 
of humans, it is surprisingly tough and strong; Amaki are imper
vious to small arms and can even survive minor M.D.C. dam
age! Although their natural color is a shiny gray or black, 
Amaki, both male and female, like to paint themselves in diverse 
colors, from human like pink and brown tones to outlandish red, 
blue and green shades. Their clothing styles are incredibly varied 
and extravagant, runnin g the whole gamut from skin-tight 
jump suits (some of them inspired by Arkhon fashions!) to styl
ized, multi-layered dresses adorned by lace, embroideries and 
ruffles. 

Despite all these similarities to human shape, the Amaki had 
no contact with humans until their arrival on Rifts Earth. They 
found humans to be the most "Amaki-lik e" race they've ever en
countered, which may account for the strong bonds of friendship 
they've established with their human partners. Marriages be
tween humans and Amaki are not infrequent; although such un
ions cannot produce chiJdren, couples tradition alJy adopt a child 
from each race. 

Alignment : Any, but lean towards good and selfish . 
M.D.C.: None; but can survive minor M.D.C. damage. 
A.R.: Skin has a natural Armor Rating (A.R.) of 16. 
S.D.C.: 3D6x 100 S.D.C. (the equivalent of 3-18 M .D.C.) 
Hit Points: P.E. x lO plus 4D6 per leve l of experience. This 

means that the Amaki can survive minor M.D . attacks (1 

M.D.C. equals 100 S.D.C.). 
Attributes: I.Q. 3D6, M.E. 3D6+2 , M .A. 3D6+2, P.S. 2D6+12, 

P.P. 3D4+10 , P.E. 30 6+6, P.B. 3D6+2, Spd. 3D6 
Size: 5 to 7 feet tall (1.5 to 2.1 m). 
Weight: 120 to 200 lb. (54 to 90 kg) 
Horror Factor : 6 
P.P.E.: 4D6 
Average Life Span: 300 years 
Natural Abilities: Nightvision 1000 feet (305 m), exception aJly 

good hearing and vision (slightly above the best human lev
els), rapid healing (heal damage five times as fast as hu
mans!). 

Special: Damage Resistance: Amaki are naturally resistant 
to most forms of damage; all non-magical attacks, including 
physical and energy attacks, do only half damage. Magical 
and psionic attacks do normal damage. 

Experience Level: Variable. Typical NPC is 1D4+ 1. 
Combat: By skill. 
Damage: Restrained punch does 1D4 S.D.C. plus P.S. bonus, 

full strength punch does 4D6 S.D .C. plus P.S. bonus, power 
punch does I D6 M.D. (counts as two attacks). 

Bonuses: +l on initiative, + I to parry and dodge, +2 to roll with 
impact, +2 to save vs horror factor. 

Magic Powers: A number of Amaki have magical abilities (see 
Common O.C.C.s, below). 

Psionic Powers: Amaki have a higher incidence of psionics than 
humans. 01-20% Major Psionics, 2 1-50% Minor Psionics, 
51-64% Master Psionics and 65-00% No Psionics. 

Vulnerabilitie s/Penaltie s: None. 

R.C.C. Skills : The following skills are known by almost all 
(95%) adult Amaki on Rifts Earth : Amaki (98%) and Spanish 
(+20%). Almost alJ (95%) adult Amaki have W.P. sword and 
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W.P. energy pistol (the two skills necessary to use the Amaki 
blast sword). Additionally, most are great dancers: dancing 
skill ( + 15%) and select one musical instrument or singing 
(+JO%). These are in addition to O.C.C. skills. 

Common O.C.C.s: Besides the Duelist and Gizmoteer O.C.C.s 
(see below), common adventurer O.C.C.s include headhunt 
ers, wilderness scouts, rogue scholars, operators and city rats. 

Militar y O.C.C.s: Identical to the CS O.C.C.s, as well as the oc
casional master assassin, bounty hunter, specia l forces, smug
gler, thief and spy (see Rifts Mercenaries). 

Magical O.C.C.s: Most Amaki magicians are techno-wizards 
(50%); other common magica l O.C .C.s include shifters 
(10%), ley line walke rs (10%) , temporal mages (see Rifts 
World Book Three: England; 10%), and others (20%; in
cludes warlocks, mystics, shamans, etc.). 

Psionic O.C.C.s: Many Amaki are master psionics. Mind mel
ters are the most common (50%), although duelists, bursters 
and the equivalent to psi-stalkers and mind -bleeders also ex
ist. 

Alliances and Allies: New Babylon is a result of the Amaki's 
respect, like and friendship with humans. On other worlds, 
the Amaki have made contact with True Atlanteans, and have 
made alliances with a number of the ir clans. Amaki adventur
ers and champions often travel with True Atlanteans. 

Weapons and Equipment : Varies with O.C.C. 

Duelist R.C.C. 
All Amaki know something of the ways of the sword. Since 

ancient times, when disputes between clans were sometim es re
solved by duels at dawn, Amaki sword fighting was refined as 
an art, and for some, a way of life. Amaki Duelists are master 
psionics who have channeled their powers into the way of the 
sword. While their psych ic expertise in other areas is stunted, 
they are possibly the deadliest swordsmen in the Megaverse. 

Duelists are raised in the House of the Sword, a House that, 
among other things, provides the fencing teachers for the rest of 
the Amaki people. Duelists are taught to focus their psionic en
ergy first in the ability to wield any blade with total mastery, and 
then to use the same psionic energy to produce a sword of pure 
psychic energy. Only a few other psychic powers are deve loped 
to protect the character's body and his mind from intrusion. 

There is a great dea l of specu lation that the House of the 
Sword also sells its serv ices to other houses and even the gov
ernment , as assassins, spies and secret agents. Duelists know 
these rumors to be true, because they are trained from childhood, 
when their psionic powers first deve lop, to be more than just 
master swordsmen but multi-skilled soldiers and secret agents. 
Duelists often use their fame as a cover for their other activities. 
During espionage missions, they rarely use their psionic blades, 
and instead use common blast swords (the energy blades used by 
most Amaki adults) and other weapo ns. While duelists are mas
ter swordsmen, they do not abandon the study of all other weap
ons. In fact, duelists are expected to be competent in at least fou1 
different weapons at the end of their training period and before 
the initiation ceremony where three older Duelists help the 
youngster call forth his psi-blade. After this ceremony, the Duel
ist is given a techno-wizard psi-blade that enhances the strength 
of his psi-sword (see the Weapons and Equipment section). 



These warrio rs are perhap s the most serious and humorl ess 
memb ers of the Amak i race or the New Babylon enclave. Their 
training takes up so much of the Duelists' childhood that they 
rarely get the chance to have fun or enjoy life. After their initia
tion, the Duelists loosen up a little bit , but they generally lack 
the love for a good time that most members of their cultur e 
share. 

Duelists often travel alone or in small groups. In Amaki cit
ies, they openJy show themselves for what they are. Outside 
New Babylon, they often hide their TW blades and rely on nor
mal weapons. These trave lers are usually undertakin g missions 
for their House ~r their House's current emp loyers. Missions 
range from simple exp lorat ion expedit ions, especially to areas of 
Rifts Earth that have no contact with New Baby lon, to spy and 
sabotage missions against the Arkhon s or Cordoba. 

R.C.C. Abilities and Bonuse s: 
1. Psi-Sword: Upon passing the initiation ceremony, the Du

elist is taught to summon/crea te a psi-sword. This psychic 
weapo n is close r to the mind melter's blade than to the cyber
knight 's. Unlike the cyber-k night 's psi-swo rd, the Dueli st' s psi
sword costs 15 I.S.P. to activate (lasts 5 minut es per leve l of 
experience). The weapo n is typica lly shaped like a rapier or sa
ber. Whatever its shape, it infli cts 4D6 M.D. at leve l one, and 
does an additiona l 1 D6 M.D. at leve ls three, five, seve n, nine, 
twelve and fifteen. Thi s damage can be enhanced by the use of a 
techno-wizard psi-blade (typically 6D6 M.D. at first leve l). 

2. Psi-Field: A psionic force field can be created around the 
character. The field is skin-tight and invisible, a lthough psychics 
and magicians can detect it with the right spe lls or powers (sense 
magic, see aura, etc.). It prote cts the charac ter with an M.D. C. 
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equal to his M.E. attribut e x2 (i.e., a charac ter with M.E. 16 
would be protected by a field with 32 M.D.C.); this is raised by 
3D6 M.D .C. per leve l of experience. Eac h activation o f the force 
field costs 15 1.S.P. and lasts 2 minute s per leve l of experience. 

3. Other Psionic Powers: The Duelist gets the follow ing 
psionic abilities: bio -regeneration, ps i-shield, mind block, 
nightvision, empath y, and presence sense. 

No other psionic powe rs are ever ga ined by the character; his 
psychic abi lities having been focused on creat ing his powerful 
psi-sword , psi-field and enhanced fighting abilities. Despite the 
few but form idable powers, Duelists are cons idered to be master 
psion ics. 

4. I.S.P.: 2D6x l0 plus M.E. attr ibute. Add 2D6 I.S.P . per ad
ditional leve l of experience. 

5. Psi-Swordsmanship Combat Bonuses & Abilities: Bo
nuses and abilities are the resu lt of both physica l and mental 
trainin g to hone their "union " with the swo rd. 

Pai red weapons, but can on ly create one psi-swo rd, the other 
must be man-made (vibro-blade, techno-swo rd, rune weapon, 
etc.). 

+2 to disarm. The disarm auack is desig ned to make an oppo
nent drop his weapon. Thi s is typically done by striking, knock
ing or snaring and flinging an oppone nt 's weapon away. The 
player must announce his character 's attempt to disarm and rolls 
to strike as usual. His opponent can parry or dodge by rolling a 
20 sided die. The high roll wins; ties go to the defender. If the 
defender successf ully parries or dodges, the disarm attack fails 
and does no dama ge. If the disarm attack is successfu l, no dam
age is inflic ted but the defe nder drop s his weapon (it skitters or 
boun ces I D4 yards/meters away). He will have to grab a new 
weapon to defend himself or to continue his attack (losing initia
tive and one melee action/a ttack), or surrender. If facing an op
ponent with paired weapons, only one weapo n can be disarmed 
at a time, and the pai red weapons defender is +2 to parry the dis
arming attack! 

When using a sword, the character is actually more confident 
and is +2 attacks per melee round, +6 on initiative, +2 to strike, 
parry and dodge, +4 to pull punch/swo rd strike, +2 to roll with 
punch, fall or impact, +2 to save vs magic or poison, +2 to save 
vs psionics, and +6 to save vs horror factor - but reduce these 
bonu ses by half when not anned with a swo rd. These bonuses 
are in addi tion to attribute and skill bonu ses (cumulative). 

ln add ition, the character is equally skilled and confident with 
swo rds of all kind , large or small, man-made or mag ica l. 

6. Physical Bonuses: +2 to P.E., + 106 to Spd., + 1D4x IO to 
S.D.C. and fatigues at half the usual rate. 

Duelist R.C.C. 
Alignment: Any 
Attribute Requirements: Master psion ics, M.E. 14. P.P. 13 and 
P.E. 14. Also see phys ica l bonuses, below. 

Note: In the Amaki's history, only Amaki and trusted hu
man s loyal to the House of the Sword, have been tra ined as Du
elists. Theoretica lly, it is poss ible for other psi-or iented races to 
lea rn these skills, if they could find a teacher, but so far, this 
psionic discipline has been rese rved for members of the House 
of the Sword . 



O.C.C. Skills: 
Language and Literacy: Amaki (98%) 
Language and Literacy : One of choice (98%); typically Span
ish or New Babylonian. 
Basic Radio (+10%) 
Prowl (+10%) 
Detect Ambush ( + 10%) 
Climbing (+10%) 
W.P. Sword (paired) 
W.P. Energy Pistol 
W.P. One of Choice 
Hand to Hand: Martial Arts 

O.C.C . Related Skills: Select seven other skills and one addi
tional W.P .. Plus select two skills at level four , and one at 
levels six, eight, ten and thirteen. All new skills start at the 
base skill level. 
Communic ations: Any 
Domestic: Any 
Electrical : Basic only. 
Espionage: Any (+5%) 
Mechanical: Automotive only. 
Medical: First aid or paramedic only (+5% on First aid) 
Military: Any (+5%) 
Physical: Any (+I 0%) if applicable 
Pilot: Any (+5%) 
Pilot Related: Any 
Rogue: Any (+5%) 
Science: Any 
Technical: Any (+10%) 
W.P.: Any 
Wilderness : Any 

Secondary Skills: The character also gets to select three secon
dary skills at levels one, five and ten. The se are addition al ar
eas of knowledge that do not get the benefit of the bonus 
listed in parentheses . All secondary skills start at the base 
skill level. Also, skills are limited (any, only, none) as pre
viously indicated on the list. 

Standard Equipment: Duelist body armor , TW psi-blade, 
Amaki blast sword and one energy weapon of choice; 4 E
Clips for each; a set of travel clothes, a set of good clothing, 
boots, gloves and cape. 

Money: 2D6x 1000 in credit. 
Cybernetics: None; rarely get any . 

Gizmoteer R.C.C. 

The Amaki Gizmoteers are a special brand of psychic, similar 
to the techno-wizard, but who can modi fy and even create de
vices on the spot. Although their best devices are those devel
oped over time, a gizmoteer can modify any device he wants, 
albeit temporarily. Such devices as the "techno-wizard" psi
b lades were at least partially designed by gizmoteers. 
Gizmoteers and techno-wizards often work side by side creating 
unusual devices or are off adventuring. Their outlook s are very 
similar, and although gizmoteers do not use magic, they under
stand the principles behind techno-wizardry and can use any TW 
item. 
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There are gizmoteers in every Amaki House. They work as 
designers, researchers and troubleshooters. The troubleshooters 
are expected to deal with almost every imaginable problem, 
from helping with security to acting as investigators, secret 
agents and bodyguards. In fact, gizmoteers sometim es assist 
Amaki Duelists in their missions. Some who learn the psionic 
powers of psi-swords even pass themselves off as duelists ! This, 
of course, is not taken lightly by the real Duelists, and has 
caused problem s between the two groups. Unlike duelists, 
gizmoteer s are light-hearted and easy-going, much more like the 
average Amaki than the dour sword-ma sters. 

Since the establishment of New Babylon, dozens of 
gizmoteer s have struck out to explore Ri fts Earth . Many of them 
have not been heard of since; whether some tragedy befallen 
them, or they are still traveling remain s unknown. 

R.C.C. Abilities and Bonuses: 
1. Modify Machines: Gizmoteers have the ability to en

hance and modify machines. This is a psionic power related to 
telemechanics, and costs 15 I.S.P. to use. The gizmoteer can in
crease the damage, range or payload of a weapon, the speed and 
maneuverability of a vehicle, the range of a sensor or communi 
cation system, and any other element of the machine that the 
GM finds appropriate. The modifications are only temporary, 
and it has a good chance of damaging or destroying the en
hanced machine as it "burns out," perfo rming beyond its normal 
capabiliti es. The modification process takes I D4 minutes, during 
which the Gizomoteer disassembles and reassembles the ma
chine or some of its components. Too ls are helpful, but even 
without them, the characte r can psionically open and take apart 
most machines. Among the things that can be modified are: 



• Damage: +I die per every two levels of experience; i.e.: a 1st 
or 2nd level character can increase the damage by + 1 die, a 
3rd or 4th level charact er +2 dice of damage , and so on. Thus, 
a third or fourth level gizmoteer could modify a laser that 
normally does 204 M.O. to inflict 4D4 M.D . 

• Range: +5% to the maximum range per leve l of the charac
ter. This includes the range of sensor systems, rifles, pistols, 
missiles, etc. The maximum range of a vehicle that uses fuel 
or electric cells can also be increased. 

• Payload: The energy content of an E-clip, battery or similar 
energy conta iner (but not a magaz ine of bullets) can be in
creased by 10% per level of experience of the gizmoteer. 

• Vehicle Speed: The maximum speed of a vehicle can be in
creased by I 0% per leve l of the character. 

• Maneuver Bonuses: The Gizmoteer can make a vehicle 
more responsive to the pi lot. For every level of expe rience, 
the vehicle wilJ gain a +3% skill bonus for anybody with the 
sk ill to pilot it. 

Duration of Improvements: The modification s are tempo
rary and will only last one hour per leve l of the character 's expe
rience. 

• Penalties: There are some serious consequence s to souping
up weapons and machines beyo nd their normal level of toler
ance. There is a 10% chance per level of the gizmoteer's 
experience that the machine will completely bum out at the 
end of the duration period! That means at tenth leve l and 
above, the machine will always be destroyed after being 
modified - burned out by the tremendous stress and super
performance these high level gizmoteers can place on the de
vice (maxed out). However , the psychic can choose to limit 
the level of power to below his maximum ability. For exam
ple, a seventh level psychic can choose to modify a gun to 
only do + L die of dama ge (first leve l), which only has a I 0% 
chance of dest roying the gun, or +2 dice (3rd level), which 
has a 30% chance of destroy ing it, but the improvem ent will 
still last seven hours, the full duration of his power level. 

2. Create techno-wizard Devices: These abilities are similar 
to the techno-wizard's but rely on psychic powers alone. A 
techno-wizard, mage, any psychic and anyone who can use TW 
devices can use the devices. Instead of I.S.P., magicians use 
P.P.E. , but the cos_t is doubl ed! Some of the possible creations 
include: 

• Conver t an energy weapon to psionic energy: Cost: 60. 
Psi-Powers Needed: Mind bolt. Result: Any gun that can be 
powered by an E-clip can be converted to use psychic ene rgy. 
I.S.P. Cost to Recharge: Equa l to the number of shots the gun 
normally has for an E-clip. For example, a C- 18 laser pistol 
has IO shots from a norma l E-c lip, so recharging the gun 
would cost 10 l.S.P. (or 20 P.P.E .). 

• Psychically-reinforced Armor : Cost: 200 l.S.P . Psi-Powers 
Needed: Telekinetic force field . Result: The armor is sur---- ---
rounded by a field of psychic energy that protec ts it with I 0 
M.D.C. per level of the gizmoteer who created it. Cost to Ac
tivate: 20 I.S.P. (or 40 P.P.E.). 

• TK-Mach inegun, TK-Engine Convers ion and Mystic 
Generator, equal to the techno-wizard devices, but uses 
I.S.P. as the main source of power (i.e., the psionic TK-En
gine costs 260 I.S.P. instead of 260 P.P.E.). Psi-Powers 
Needed: Telek inesis (super), electrokinesis and mind bolt. 
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Cost to Activate: Use the P.P.E. costs of the spells used for 
those engines, but replace it with I.S.P .; double that amount 
of P.P.E. can be substituted. 

• Psionic Device: The gizmoteer can build a "gizmo" that can 
produce any psionic power that he knows! Creating the 
gizmo costs ten times as much as the basic cost of the psionic 
power. Activatin g the psionic powers costs as much I.S.P. (or 
twice as much P.P.E.) as the regular power. For examp le: a 
gizmoteer who knows the power , sense evil (2 I.S.P.) can 
make a "se nsor helmet" with that power at the cost of 20 
I.S.P. Anybody who can use TW devices can wear the helmet 
and activate it by spending 2 l.S.P. (or 4 P.P.E.). 

Materials Cost: I 00 credits for eve ry I.S.P. point of the 
powe r's activation cost. These materials are typica lly a plastic 
cas ing and circuitry that is rearranged and charged with I.S.P. 
In the examp le above, the "se nsor helmet" would cost 200 
credits to build. Note: This is the cost in a civilized area 
where circuitry and other high-tech components are readily 
available; cost can be doubled or tripled in remote areas . The 
sale cost is usually 10-50 times the cons truction cost. Time to 
Create: Typically, one hour of work for every I.S.P. point it 
costs to create the gizmo (in the exa mple above, the "sensor 
helmet" would take 20 hours to bu ild). 

3. Psionic Powers: The Gizmoteer can select psionic powers, 
but he can only use most of them in dev ices/g izmos. Only a few 
powers can be used on their own. 

The character starts with the following powers (these powers 
can be used without creating a gizmo): mind block , speed read
ing, total recall, electrokines is, and telemechanics. 

In add ition to these powers, the charac ter has an under
stand ing of psychic powers that he can build into machines: se
lect two powers from all four catego ries, with the same 
limitations as a mind melter. Every leve l after the first, select an 
additional two powers from any categories, aga in with the same 
limitation s as a mind melter. All of these powers can NOT be 
used without first building a gizmo (but see starting gizmos). 

4. Starting Gizmos: The character starts out play with 
I D4+2 gizmos of any powers he knows. Additiona l gizmos must 
be built or purchased. 

5. I.S.P.: 2D4x 10 plus M.E. attribute number. Add 20 6 1.S.P. 
per additional level of experience. 

Gizmoteer R.C.C . 
Attribute Requirement s: M.E. 12 or higher. 
O.C.C. Skills: 

Language and Literacy: Amak i (98%) 
Language and Literacy: One of choice (+20%; in New Baby
lon, this is usually Spanish) 
Radio: Basic (+ 15%) 
Advanced Math(+ 15%) 
Basic Electro nics (+ 15%) 
Pilot: One of Choice ( + l 0%) 
W.P. Energy Pistol 
W.P. Sword 
Hand to Hand: Bas ic 
Hand to Hand: Basic can be converted to Hand to Hand: Ex
pert at the cost of one "othe r" skill, or to Martial Arts at the 
cost of two "other" skills. 

O.C.C. Related Skills : Select IO other skills, but at least four 
must be selected from the electrica l or mechanical categories. 



Plus select two additional skil)s at level three, two at leve l six, 
and one at levels eight , ten and twelve . All new skills start at 
level one proficiency. 
Communications : Any (+10%) 
Domestic: Any 
Electrical: Any (+15%) 
Espionage: Intelligence and wilderness surviva l only (+5%) 
Mechanical: Any (+ 15%) 
Medical: Any (+5%) 
Military: Any (+5%) 
Physical: Any 
Pilot: Any (+5%) 
Pilot Related: Any (+5%) 
Rogue: Any 
Science : Any (+10%) 
Technical: Any (+10%) 
W.P.: Any 
Wilderness: Any 

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

Standard Equipment: Suit of body annor (can even select Du
elist body annor) , blast sword and 4 spare E-Clips, one en
ergy or non-energy weapon of choice, basic tool kit, 
miniature tool kit (can be carr ied in a pocket but is less effec
tive), canteen, sleeping bag, two sets of dress clothing and 
one set of traveling clothing . In addition, he gets a few 
gizmos (see #4, above). 

Money: 2D4xl000 in credits. 
Cybernetics: None to start, and will usually refuse to get any. 

Other Republics 
Besides the nations described above, dozens of other minor 

republics and kingdoms exist among the Silver River Republic s. 
The following list describes some of the most notable ones. 

The Southern Federation 
Population Breakdown: 1.1 million total (70% humans, 30% 
D-Bees). 

"le Federacion de/ Sur" is a loose confederation of cities 
and towns located in the southeastern tip of the continent. This 
area was one of the least populated and prosperous places on the 
continent, but the Great Cataclysm changed all that. During the 
great upheavals of the Coming of the Rifts, three entire cities 
were Rifted into the area! This phenomenon may have been 
caused by the proximity of the South American Devil's triangle 
(see below). It appears that entire continental segments were in
terchanged with similar areas in other worlds. The three cities 
came from different worlds and different times. All but one were 
made up of humans or D-Bees so close to human to allow inter
breeding. One was a medieval-like, fortified town controlled by 
super-powerfu l High Wizards. The power of these wizards is in
credible; even beginners are a match for hatchling dragons and 
lesser supernatural beings. 
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The second human city was highly technological; according 
to the Rifted survivors, their city was the Experimental Arcology 
of Patagonia, built in the year 2095; and Rifted in on December 
22, 2098 - the same year the Rifts occurred! No pre-rifts record 
show the existence of such a city, and the Arcology's citizens 
have a higher level of technology than known pre-Rifts Earth 
levels, so the city was probably Rifted in from a parallel Earth, 
one where history took a different tum. 

The inhabitants of the third city were human-lookin g, but 
came from the strange world of Wormwood (see Rifts Dimen
sion Book: One). 



The three cities appeared fairly close Lo one another, each 
within I 00 miles ( 160 km) - and each appearing at a ley line 
nexus. Although the arrival destroyed buildings and killed nearly 
60% of the entire population of each city, Lhe survivor s managed 
to pull together and make it through the strange days that fol
lowed. Smaller D-Bee comm unities also arrived to the area; 
some made their own towns and cities, while others became citi
zens of the three cities. The cities eventua lly decided to ally 
themselves to face the Larhold threat (described elsewhere). 
Only the alliance survived ; all the smaller cities and towns that 
did not join the Federation have been destroyed by the Larhold 
and other ravagers, or survive as client nations of the Larhold. 

The Federation prospered and has successfully held the 
Larhold at bay (the so-ca lled barbarian s now content themselves 
with ranging west of the three cities). Enormous deposits of 
valuable minerals, including petroleum , iron, gold, uranium and 
platinum , have been discovered around the cities. It is unknown 
whether these deposits were Rifted in at the same time as the cit
ies, or they were deep underground until the Great Cataclysm 
moved them closer to the surface. This mineral wea lth has al
lowed the Federation to rebuild their cities and keep a brisk trade 
of raw mineral s go ing with Santiago, Cordoba, Achilles and 
New Babylon. Such resources is helping the Federation to be
come a major center of technolo gy and commerce. 

Note: O.C.C.s and R.C.C .s found in the Federation includes 
equivalents of those found in the Rifts® RPG (excludin g cyber
knights, Glitter Boys, bursters, dog boys and dragons; cybo rgs 
and cyberoids like those described in Rifts® Japan are probabl y 
more appropria te for the high-tech city of the alternate Earth), 
Rifts® Mercenaries (excluding the Naruni) and WormwoodTM 
(excluding the Host and their evi l minions). 

The Shining Path 
Population Breakdown: 25,000 total , of which abo ut 10,000 
are fighting men and women; the rest are villagers forced to as
sist the guerrillas. 80% of them are human , the rest are humanoid 
D-Bees. 

Before the Coming of the Rifts, Peru, Bolivia , Ecuador and 
Argentina had been suffering from guerri lla raids at the hands of 
Communist revolutionari es. Nicknamed "the Shinin g Path," 
these guerrilla s started operating in late 20th Century Peru , and 
continued their attacks, on and off, for the next century. In the 
years before the Great Catac lysm, the guerrillas had expanded 
their operations to severa l other nations, and were growi ng in 
power , secretly assisted by other Empires during the cold war 
that preceded the cataclysm. The terrorists also supplemented 
their income by taking over the drug trade in the area. By the 
2 1st Century, they were very well armed and equipped , and had 
the equivalent of a small army hiding in the inhospitabl e moun
tain passes. 

The Shining Path guerrillas were as unprepared as the rest of 
the world for the Great Cataclysm. Most of them died horribly in 
the upheaval s that shattered the world. Un li.ke most other vic
tims, however , the Shining Path had weapons and knew how to 
use them. They were also in a relative ly iso lated part of the 
world, and the mountain s suffered much less than the coasts and 
other parts of the world. The survivor s were able to fight off 
monsters and desperate refugee s, and eventually established a 
small network of " loyal" villages. This loyalty was insured by 
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massacrin g entire village s who would not submit to the terror
ists ' demand s. 

The return of the Incas shook up the harden ed terrori sts; to 
their phi losophy , the Empire of the Sun was a "reactionary re
turn to a pre-capitali st, feudal society." The Shining Path de-

• clared war on the "superstit ious counter -revolutionarie s" within 
a couple of years . Their standard tactics failed miserab ly; bomb s 
and gun s weren 't enough against the powerful magi cks of the In
cas. 

Most of the first-generation Shinin g Path " freedom fighters" 
were rounded up and impri soned or killed within a few years. 
The survivor s holed up deep in the mounta ins, where they swore 
revenge and raised a new generation of guerrillas and terrori sts. 
That generation marched out and was, in tum , defeated and 
forced into hiding. For centuri es, this situation has remained un
changed. The Shinin g Path continue s to be a threat, espec ially in 
the more remote mountain passes . Most are little mor e than ban
dits who spout meaningless Marxi st ideology whi le they rob and 
murder their victims. Many Shinin g Path bands also deal drugs 
and/or smuggle illega l weapon s and Black Market items on both 
sides of the Andes. Their raids sometimes hit the smaller king
doms of the region. 

A large branch of the Shinin g Path (about 2,000 "full-time" 
guerrilla s) also operates in Cordoba , where they are sworn to de
stroy the "Borges Oligarchy." Man y of the Cordoban branch 
member s are D-Bees or mutant s who have experienced persecu
tion at the hands of the Cordoba regime. The se unfortun ates are 
now bitter, revengeful warrior s who care less about a "people's 
paradise" than about killin g those who persecuted them. 

The Shinin g Path operates in a "ce ll" system. Each cell has 4-
20 member s. One cell know s very little about the others, so that 
if a group is captured, they can revea l nothing o f importan ce to 
the enemy. The supreme leader of the Shinin g Path goes by the 
name "Mao Hernandez ." There are stories claiming Mao has 
been around since the Comin g of the Rift s, and rumor s hintin g 
he may be some sort of immortal , supernatural creature manipu 
lating the movement for his (or its) own ends. Most Shinin g Path 
member s dismiss these rumor s as "ca pitalist propaganda. " 

Note: O.C.C.s and R.C.C.s found amon g the Shining Path in
cludes equivalents of those found in the Rifts® RPG (excludin g 
cyber-knights), Rifts®-Mercenaries (excludin g the Naruni ) and 
Rifts® World Book Six: South America (one) . 

ltalo Industries 
Population Breakdown: 50 ,000 (80% human, 20% assorted D
Bees) . 

Although not a republic or kingdom , this weapons manufac
turer has so much influence and power it rivals or excee ds that 
of many small nations. " I.I. " was founded in 20 P.A. by a team 
of weapons engineers from Cord oba who left the government
owned weapons manufa cturer, Industr ias M il itares (J.M. ). The 
leader of the "dese rters," Jose ltalo , was a designing genius, and 
the fledgling compan y grew up over the decades until it beca me 
one of the largest weapon companies on the continent. Italo In
dustries is based in San Luis , an independent town ju st South of 
Cordob a. As it grew, factories and sales offices have been 
opened in Cordoba, Santiago, the Achilles Republic, and New 
Babylon. Through New Babylon , ltalo Industries has made some 

mode st sales to the Am aki homeworld , becomin g the first Earth 
company that directly export s to other dimensions! 

Ita lo weapon s are sturd y, effi cient and reasonabl y priced. I.ts 
most popular weapon line fires ion beams, but the company also 
produc es lasers, rail guns, rocket guns and many conventional 
weapon s. For the most part , the compan y produces small arms, 
light vehi cles, and civilian prod ucts like tools, farm machinery 
and similar produ cts. It is a point of pride for I.I . employees that 
many of their weapons end up being used by both sides of a war! 

Note : O.C.C.s and R.C.C.s found among the 1.1. includes 
equivalent s of those found in the Rifts® RPG (excludin g cyber
knights), Rifts® Mercenaries (excludin g the Naruni ) and some 
from Rifts® World Book Six: South America (one). 

Nuevo Peru (New Peru) 
Population Breakdown : 80,000 (90% human). 

Thi s tiny nation -state is based off the pre -Rift s city of Iquitos. 
Survivor s of the Great Cataclysm settled in the region, which is 
nowadays surrounded by jun gle. Nuevo Peru is a river port, 
linked by a tributary to the Great er Amazon. Its inhabitants rely 
on technology and distrust and fear magic. They are part icularly 
hostile and suspicio us towards the Empir e of the Sun, which 
they consider to be the result of a supernatural invasion. The city 
and its surroundin g villages have managed to defend themselves 
from attacks by both the Incas and the Arkh ons, due mostly to 
their one notable accompli shment: the discovery (a few years af
ter the Great Cataclysm) of an armory cache that had no less 
than a full comp any ( 160 suits) of USA-G I O Glitterboys ! 

Thank s to the G litterboys (89 of them are still acLive, having 
been repaired and overhauled dozens of times), New Peru was 
not absorbed by the larger nations around it, or by the man y dan
gers in the region. Due to their need to maintain their wondrou s 
war machines, the inhabitants o f the city have learned a great 
dea l of forgotten pre-Rift s sciences, and unearthed enough in
dustrial equipm ent to become a self-sufficient state. They are 
able to repair most robots and vehicl es and eve n manufacture 
simple weapon systems, mostly for domestic use, but with a 
small trickle of weapon s being exported into the other S.R.R.s. 

The city-state, renamed New Peru in an attempt to keep alive 
the long-dead nation, is a place of technology and human su
premacy, not very different from the Coalition or Cordoba. In 
fact, relations between Cord oba and New Peru are very cord ial; 
each sees the other as another bastion of humanity bese t by alien 
monsters. Cordoba 's friendliness goes to the point of allow ing a 
standin g army of 5,000 "vo lunteers" (mostly mercenaries) to be 
under the orders of the New Peruvian army, who has stationed 
them along the frontiers with the Empir e of the Sun . 

The New Peru gove rnment is ruled by a milit ary triad; thr ee 
generals sit on the triad until they die or are deposed by the other 
two . Most people are relatively happy with their situation , but 
those who complain are ruthless ly suppressed, arres ted , intimi
dated and even made to "disappear" unless they change their 
tune. 

The Ark.hons could still eas ily crush New Peru, but their 
losses would be unacceptabl y high. Warlord Enno is also wait
ing beca use New Peru is as much a thorn in the Incas' side as it 
is in the Ark hons' . A tempor ary alliance could make New Peru a 
goo d tool with which to attack the Empir e of the Sun from an-
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other front. So far, Arkhon ambassadors have been sent back, 
unhanned but unheard. Still , the military triad is discussing the 
possibility of receivin g the embassy; two of the generals are still 
reluctant, not only because the Arkhons are aliens and have at
tacked them in the past, but also because such a move would 
cost them the friendship of Cordoba. The third one thinks that 
the aliens' support is worth more than Cordoba's friendship and 
a few thousand mercenaries. 

Note: O.C.C.s and R.C.C.s found in New Peru includes 
equiva lents of those found in the Rifts® RPG (excluding cyber
knight s), Rifts® Mercenaries (excluding the Naruni) and some 
from Rifts® World Book Six: South America (one). 

The Local Caudillos . 
Population Breakdown: Varies. Include s roughly 10% of the 
popu lations of Cordoba and Santiago, and severa l hundred thou
sand more (possibly near a million total). 

This is not a single nation or kingdom, but rather a number of 
tiny states, so similar to each other that individual descriptions 
are not necessary. "Caudillo" is a Spanish word for "leader" or 
"warlo rd." For over a century in pre-Rifts history, Caudi llos 
controlled pieces of the South American countryside like the 
feudal lords of the Middle Ages. With wealth and armed men 
behind them, the Caudillos laughed at ~he national government, 
and did as they pleased in "their" domains. Their word is law, 
and anybody who displeases them can be disposed of as they 
wish. 

That historical process has repeated itself. Many towns, vil
lages and farmland s are now under the rule of a Caudillo, usu
ally the leader of a band of warrio rs equipped with power annor , 
robots , or other advanced weapons. Other Caudillos are mages 
or psychic s who assert control using their powers, but they are 
much rarer. In the nations of Cordoba and Santiago, Caudillos 
control almost one-tenth of the population. Typica lly, the war
lords acknowledge the authority of the central government, as 
long as it doesn't interfere with their own rule. The only way for 
the government to overthrow a Caudillo is to send an ann y, but 
both Cordoba and Santiago have too many problems and threats 
to afford such actions. 

A lot of these small kingdoms are in areas outside the control 
of any large natio~s. and are even more totalitarian and brutal. 
These tiny "nat ions" are often gobbled up or destroyed by other 
Caudillos, Larhold barbar ians, monsters , and other dangers. 

Note: Applicable O.C.C.s and R.C .C.s found under such rule 
includes equiva lents of those found in the Rifts® RPG (exclud
ing cyber-knights), Rifts® Mercenaries (excluding the Naruni) , 
Rifts® World Book Six: South America (one), and, this one , 
of course. 

The South American Devil's Triangle 
A powerful ley line triangle is located to the Southeast of the 

continent. Like the better known "Be rmuda Triangle" of the At
lantic Ocean, this dimensional formation is racked by ley line 
storms , Rifts and similar phenomena. No human ships ever ven
ture there willingly; traffic past the "Hell Peninsula" (la Penin
sula Infernal, in Spanish), beyond the southern mouth of the 
Greater Amazon River, is very limited, due to the fact that ships 
tend to disappear or suffer attacks from crea tures from the Rifts. 
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Languages 
The most common languages of South America include: 

Spanish: The accent and some grammar are slightly different 
from the Spanish spoken in Central and North America, but 
there are no comprehension problem s. This is the main language 
of Santiago, Cordoba , Achille s and all the Silver River Repub
lics. 

Creole: This combination of Spanish, Portuguese and Ama
zonian languages is most commonly spoken in the jun gle re
gions of the North, but many travelers in Santiago and some 
Incas know it. Creole has no officia l written languag e; characte rs 
with literacy in Creole usually write it down phonetically and 
spelling varies from writer to writer - any attempt to read a 
Creole manuscript written by somebody else is at -10% to the 
skill. 

Quechua: This Andean language was the tongue of the origi
nal Inca Empire. Quechua did not originally have a writing sys
tem, but by the 20th Century it had adopted the common 
alphabet and could now be read and written. At the time of the 
Rift s, over 50% of the popu lation of Peru, Ecuador and Bolivia 
spoke Quechua; many of them spoke no other language . The 
Empire of the Sun has adopted that tongue as the official lan
guage. 70% of the populat ion also speaks Spanish or Aymara, 
and 40% speaks all three languages ! 

Aymara: After Quechua , this language was the most com
monly spoken native tongue in the Andes region. About 40% of 
the Empire 's population knows Aymara as their native language, 
and have learned Quechua and Spanish as secondary languages. 

Arkhon: Thi s alien language uses sub-vocalized grunts and 
clicks that only the Arkhon s (and, to a lesser degree , the Fallam) 
can produce. As a result, humans and most other D-Bees and 
mutants (except feline and canine mutant animals and some ali
ens) can understand the Arkhons' language at no penalty , but are 
at -10% to speak it. Outside the Arkhon Freehold , Arkhon is 
spoken in the Empire of the Sun (usually by milit ary intelligence 
officers) and some Silver River Republics; typically learned 
from renegade Arkhon s, and is used by military personnel and 
by the few traders who do business with the aliens. 

Larhold: The language of these barbarians is extreme ly hard 
to master (base skill is 40% plus 4% per level of expe rience for 
all races but the Larhold, who learn it normall y). Also, the 
Larho ld never teach it to outsiders. Only members of the tribe, 
be it renegades or true Larhold , are ever taught it. Slaves are for
bidden to learn the tongue, and killed eve n if they are suspected 
of understanding it. If a player wants his character to know this 
language, he must come up with a story exp laining how the 
character managed to learn it. 

Others: Less than I 0% of the people understand or speak 
American, and under 2% speak Euro, Chinese, Japanese, Gob
blely or Faerie speak. About 15% speak and understand 
Dragonese/Elf. 



Weapons & Equipment of the S.R.R. 

NP-10 Plasma 
Net Launcher (Cordoba) 

This weapon was developed in Cordoba as a way to deal with 
supernatural beings, monst ers and othe r dangerou s enemies. The 
weapon looks like a single-shot grenade launcher with a 50mm 
bore. The missile it fires opens up in mid-air, becoming a net 
made up of mega-damag e metal strands. The metal is a speci al 
alloy that can burn explosive ly if exposed to the right tempera
tures. Small plasma charges are placed all through out the net. As 
soon as a person or object is entangled, the plasma charges ignite 
and the net starts burning at ultra-hot temperatures, consuming 
itself (and the target) within a minute. 

The NP-IO is typica lly issued to Cordoba patrol units, but is 
also on sale on the civilian market; hunters and wilderness 
scouts like the weapon, especially since it immobili zes targets 
even as it consumes them. 

Weight: 8 lbs. (3.6 kg) 

IP-7 Ion Pistol 
(Cordoba/Santiago) 

The IP-7 is commonly issued to soldiers in the Cordoba and 
Santiago armies. It is even used by the militi a of the Achi lles 
Repub lic! ItaJo Industries, a large weapons manufacturer, sells 
its wares to anybody with the cash. See the Other Republics sec
tion for more information . IP-7s are carried by officers , security 
officers, and is also issued as a back-up gun to line so ldiers. 

Weight: 8 lbs. (3.6 kg) 
Mega-Damage: 4D6 M.D. 
Rate of Fire: Standard 

Weight: 3 lbs. ( 1.35 kg) 
Mega-Damage: 2D6 M.D. 

Effective Range: 2000 feet (610 m) 
Payload: 20 shots. 
Cost: 20,000 credits. 
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Mega-Damage: Special: The net enta ngles the victim (it takes 
four melee actions/attacks to untangle oneself, half that for be
ings with supernatural P.S. 40 or greater ), and then bursts into 
flames, inflicting 4D6 M.D . for I D4 melee rounds, at which 
time the net is completely consumed . Meanwhil e, the victim 
cannot strike or parry, is at -2 to dodge, and move s at a speed of 
4! 
Rate of Fire: Each shot counts as one melee attack/ac tion. 
Effective Range: 500 feet ( 152 m) 
Payload: One shot only; a bandol eer hold s 20 net-grenades. 
Cost: 20,000 credits. Each net-grenade costs 300 credits. 

B 

Rate of Fire : Standard 0W 
Effective Range: 600 feet ( 183 m) 
Payload: .12 shots. 
Cost: 15,000 credi ts. 

1-9 Heavy Ion Rifle 
(Cordoba/Santiago) 

Another product of ltalo fndustries, the 1-9 can be found in 
the hands of Cordoba soldiers, many units of the Santiago Army, 
and other soldiers and adve nturers on the continent. A suspi
ciously high number of these weapons have also been sighted 
with the Shining Path guerrill as (see the Other Republics sec
tion). The Cordoba authorities are beginning to suspect that ltalo 
Industries has been selling the weapons to those guerrilla fight
ers. 



[ 
1-11 Long Gun 
(Cordoba/Santiago) · 

This weapon is meant to be used as a sniper rifle or heavy 
hunting rifle, and is a favorite among assassins, sharpshooters, 
and the plains 'borg. Its main drawbacks are its length (almost 
six feet/1.8 m long) and weight, which makes it difficult to 
carry. The plains 'borgs, who rely on their cybernetic horses, 
have no such problem and love to tote these long rifles along. 

Equalizer Combat Shotgun 
(Achilles Republic) 

The Equalizer is a smooth-bore, semi-automatic shotgun that 
fires 16mm explosive cartridges. The gun can also fire regular 
12 gauge shotgun shells, flares, and smoke or tear gas grenades, 
making it a very useful multi-purpo se weapon. Also, the weapon 
is incredibly rugged and durable , designed to function even after 
being submerged in a swamp or in mud for 24 hours, plus it is 
highly resistant to water damage and other environmental haz
ards. The Equalizer is manufactured in the Achilles Republic, 
and is one of the few weapons that is exported abroad ; the 
Amaki traders from New Babylon have started selling the 
weapon across several dimensions. Santiago has also bought 
several thousand of these weapons for use by the militia. Cordo
ban weapon makers have manufactured a cheap knock-off (re
duce damage of the 16mm explosive cartridges to 4D6 M.D. and 
range to 500 feet/152 m) for the use of the National Guard and 
private individuals. 

Weight: 10 lbs. (4.5 kg) 
Mega-Damage: Varies with cartridge type. The most common 
include: 
Standard 12-gauge buckshot: 4D6 S.D.C. Cost: 1 credit per 
round. 
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The enhanced sights of these rifles give a + 1 to strike on aimed 
shots. 

Weight: 28 lbs. (12.6 kg) 
Mega-Dama ge: 1D6x 10 M.D. per blast! 
Rate of Fire: Single shots only (each counts as one melee at
tack). 
Effective Range: 4000 feet (1220 m) 
Payload: 10 shots. 
Cost: 50,000 credits. 

Standard 12-gauge slugs: 5D6 S.D.C. Cost: 2 credits per round. 
16mm Armor Piercing Explosive (APE): 5D6 M.D. (no blast ra
dius). Cost: I 00 credits per round. 
16mm Fragmentary Grenade (FG): 2D4 M.D. to a 10 feet/3.0 m 
blast radius. Cost: 500 credits per round. 
16mm Smoke: Blocks vision in a 20 feet/6. l m radius. Cost: 100 
cred its per round. 
16mm Tear Gas: Save vs non-lethal poison or blinded (-6 to 
strike, parry or dodge in either case). 20 feet/6.1 m radius. Cost: 
200 credits per round. 
Rate of Fire: Each shot counts as one melee attack. Cannot fire 
bursts. 
Effective Range: 1,000 feet (305 m) for 16mm rounds, 300 feet 
(9 1.4 m) for regular shotgun rounds. 
Payload: Box magazine: 10 rounds. Drum magazine: 20 rounds. 
Can use either type. 
Cost: 12,000 credits. Ammunition costs are listed above. 



Lightbringer Laser Rifle (Achilles Republic)-------- -----
This is a compac t, bull-pup configuration laser rifle with a 

long carrying hand le, somew hat similar to the M-16's, but run
ning the length of the short rifle (to allow mutants with larger 

, than human hands to carry them with comfort ). Some 50% of the 
Achilles soldiers use this weapon (the other half use Equa lizer r,::======-==-----------=--==--====="'° 
shotguns or personalized energy weapo ns). 

Weight: 6 lbs. (2.7 kg) 
Mega-Damage: 4D4 M.D. per single blast or I D4x IO+ IO M.D. 
per multiple pulse burst (3 simultane ous shots). 
Rate of Fire: Standard. 
Effective Range: 2000 feet (6 10 m) 
Payload: 30 shots. 
Cost: 15,000 credits 

Amaki Blast-Sword 
(New Babylon) 

The Amaki b last-sword looks like a blunt fencing weapon. Its 
handle is at an angle with the " blade," a bit like a pistol grip but 
not too different from some types of fenc ing foils. Thi s weapon 
can fire plasma discharge s, and it can also run a cont inuous 
plasma stream, held in place by a magnetic fie ld along the blade. 
The plasma blade is a deva stating M.D . weapo n, and yet is so 
light it can be wielded quickly and easi ly by a fencing enthusi
ast. 

This weapon is a favor ite among the peop le of New Babylon , 
who admire and practice sword smanship. Almost every midd le
class or higher male cit izen (and many females) carry one of 
these weapon s, both as a symbol of status and as a means of self
defense. Most mode ls are richly decorat ed, with golden and 
gold-plated handguard s, pomme ls, and scabbards, some are even 
studded with jewe ls. 

Weight: 4 lbs. (2.2 kg) 
Mega-Damage: Plasma Discharge: 306 M.D. Plasma Blade: 
2O6+6M.D. 
Rate of Fire : Equa l to the numb er of hand to hand attacks per 
melee. 
Effective Range: Plasma Dischar ge: 500 feet (152 m). Plasma 
Blade: Hand to hand combat. 
Payload: 20 shots; if every shot is fired, the plasma blade be
comes inert until a new E-clip is inserted. Each "shot" can keep 
the plasma blade act ive for 10 minutes. 
Cost: 25,000 credits; higher for the better decorated models. 
Most well-to-do Babylonian s spend a small fortune in those 
blades. 

Amaki Blast Rifle 
This is the standard issue military rifle of the New Babylon 

Army. A few thousand rifle s have also been sold to the Emp ire 
of the Sun and the Achi lles Republi c. The weapon fires a 
"packet" of charged particl es, exploding on impact. The gun is 
richly decorated , and the barrel is often shaped like a fish, a 
snake or dragon, with an opened mouth for the muzz le of the 
gun. 

Weight: 10 lbs. (4.5 kg) 
Mega-Damage: 6D6 M.D. per blast. 
Rate of Fire: Sing le shot only. 
Effec tive Range: 2000 feet (610 m) 
Payload: 15 shots 
Cost: 20,000 credi ts 

Amaki TW Psi-Blade 
(New Babylon) 

A product o f Amak i Techno-Wizardry, the ps i-blade en
hances the psychic energies that create the feared psi-sword . The 
weapo n can only be used by master psionics who have that 
power, but its effects are devas tating. The few cyber- knights 
who have gotten their hands on the psi-blade have become fear
some fighters. Most of these weapons are used by the Amaki 
Duelists (see the Duelist O.C.C.). These feared swordfighters 
and assassins can also extend psi-swords, and are extensively 
trained with the TW psi-blade. In most places of South America, 
owne rship of one of these weapons is enoug h to brand the user a 
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New Babylonian and/or a Duelist -e ither of whic h is enough to 
get the characte r in a lot of trouble. 

Weight: 3 lbs. (1.35 kg) 
Mega-Damage: Varies; the psi-blade adds 2D6 M.D. to the dam 
age caused by the psi-sword! For exam ple, a 5th leve l Mind 
Melter (nonn al psi-sword damage 6D6 M.D .) would inflict 8D6 
M.D. while using a TW psi-blade, while a 3rd leve l cybe r-knight 

~ 
ATL-7 Anti-Tank Laser Rifle 

Thi s is a pre-Rifts design built to give infan trym en a chance 
against the annored behemoths that were dominatin g the batt le
field. It is a one-s hot weapon that releases all the energies con
tained in a norma l E-clip in one single shot! The shortcomin gs of 
this powerful weapon are tha t it must be reloaded by hand (takes 
two melee actio ns to reload after firing) , and that it 's so heavy 
(the barrel is thick with insulation to protect agains t the heat) 
that it take s two norma l hum ans to carry it (cyborg s and power 
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would do 4D6 M.D. instead of the tradition al 2D6 M.D. 
Rate of F ire: Not applicab le. 
Effective Range : Hand to hand combat. 
Payload: I.S.P. cost is the same for the super-psionic powe r; cy
ber-knight s and dueli sts mu st spend 2 I .S.P. per min ute to acti
vate the weapo n. 
Cos t : 30,000 credit s. 

annor troop ers can use it as a rifle without trouble). Also, they 
use up E-c lips so fast that only large organ izations or wealthy 
characters can afford to equip themselves with it. 

Weight: 30 lbs. (13.5 kg) 
Mega-Damage: 3D6x10 +20 M.D. per shot! 
Rate of Fi re: Sing le shot only; eac h shot empties an entire E
Clip! 
Effect ive Range : 3000 feet (9 14 m) 
Payload: 1 shot per E-Clip 
Cos t: 100,000 credits; poor availabi lity. 

Body Armor 
Gaucho Combat Armor 

This is a popular model designed to be used by horsemen or 
bike riders. The back of the legs and rear are covered with grip 
padding, making it more comfortab le to ride for seve ral hours at 
a time. Internal paddin g also helps lesse n the shocks of riding. 
The armor is modular, consisting of a lighter inner layer on 
which heav ier plates can be added. The heavier plates are used 
when riding on horseback or motorc ycles, and provide the maxi
mum protect ion availab le to non -powered armor. However, they 
are heavy and cumbersome if the character is movin g on foot. 
When stealth and speed are importan t, the plates are removed. 
The lighter armo r offe rs less pro tectio n but minima l encum
brance. Bes ides the plainsmen it's named for, the armor is fa
vored by guerr illas, adve nturers and bandit s. 

• M.D .C. 45 for the inner layer; 100 if the outer plates are 
added on. 

• Weight: 14 lbs. (6.3 kg) (inner layer alone); 40 lbs. ( 18 kg) 
(plates) 

• Variab le mobilit y : -5% prow l with inner layer alone; -30% 
prow l pena lty when wear ing the heavy plates . Plus the char
acter is at - 1 to all combat actio ns if fightin g on foot while 
wearing heavy annor. 

• Cost: 40,000 credits 



Battle Infantry Armor (Cordoba) 
Based on pre-Rifts milit ary armor, this is the standard combat 

armor used by the Cprdoban army. The armor consists of fa
tigues with a solid breastp late protecting the torso area, a helmet 
with a transparent face plate, and vertical strips protecting the 
legs and forearms. Copies and stolen suits are also worn by ban
dits, guerrillas and advent urers, and sold on the black market. 
Official colors are khaki and camo uflage patterns; black market 
suits are painted in all kinds of co lors. 

• M.D.C. 60 
• Weight: 22 lb. (9.9 kg) 
• Fair Mobility: - 15% prowl penalty. 
• Black Market Cost: 30,000 credits. 

Armored Fatigues (Santiago) 
Santiago's armed forces are equipped with this armored uni

fonn, another knock-o ff of a pre-Rift s model. Like the Cordoban 
vers ion, the armored fatigues consist of a reinforced j ump-suit. 
The armor consists of overlapping scales cove ring the chest and 
upper arm s, with solid shin guards protecting the legs. A fully 
enclosed helmet protects the head. Santiago's armed forces paint 
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the arn1or in gree n or black; civilian models are sold legally but 
have less M.D.C. 

• M.D.C. 65 (50 for civilian models) 
• Weight: 24 lb. (L0.9 kg) 
• Fair Mobility: - 15% prowl penalty. 
• Cos t: 35,000 credits 

Duelist Articulated Armor 
(New Babylon) 

This armor is a masterpiece of Amaki technolo gy, plates so 
closely fitted to the wearer 's body and so well articulated that it 
acts as a seco nd skin, with no encumbran ce. The armor is manu 
factured through nano-technology, and is customized for each 
wearer. Likewi se, the helmet design can be modified to suit the 
ow ner's tastes, from functional, common shapes, to fanciful de
signs with crests, horns, plumes, and other decoration s. Amak i 
duelists wear these suits almost exclusively; the fit is so close 
that it can be worn concea led under capes, loose- fitting robes 
and other bulky clothing (but cannot be worn under other types 
of body armor). The armor is incredibly expe nsive, costing al
most as much as a suit of pow ered armor. 



• M.D.C. 75 
• Weight: lO lbs. (4.5 kg) 
• Full mobility; no prow l pena lty! 
• Market Cost: 120,000 credits. Refitting a suit that used to be

long to someone else costs 20,000 credits. 

Blood Rider "Claw" Armor 
This stylized body armor looks as if it was made of overlap

ping teeth, claws or bones. Blood Rider s always wear them, 
most often painted red . Non-Blood Rider s who use the armor 
risk angering and offending the "reaJ guys." 

• M.D.C. 65 
• Weight: 18 lb. (8.1 kg) 
• Good Mobility: -8% prowl pena4ty 
• Cost: 35,000 credits 

Amaki Combat Armor (New Babylon) 
The heavy gear favor ed by the militar y forces of New Baby

lon. The armor consists of thick plates, well balanced and articu
lated . The helmet has a protruding, lower "jaw " to accommoda te 

the Amaki 's "beards." Most models also have a metalli c "c rest" 
running down the center of the helmet. New Babylon sells these 
suits on the open market ; some humanoid military units in 
Achilles use this suit instead of the standard issue (see below). 
• M.D.C. 90 
• Weight: 20 lbs. (9 kg) 
• Good mobility: -8% prowl penalty. 
• Market Cost: 50,000 credits. 

Customizable Armor 
(Achilles Republic) 

Given the variety of mutant animals that live in the Achilles 
Republic, the weaponsmiths of the nation decided to make a suit 
of armor that could easi ly be modified to fit as many differen t 
shapes as possible. The result was an extremely flexib le suit, ca
pable of being quickly adjusted to fit any being from 4 to 8 feet 
(1.2 to 2.4 m) tall, and in a wide varie ty of widths, limb lengths, 
and add-ons to accommodate tails, and extra limbs and wings. 
The armor is used not only by mutant animals, but also by D
Bees such as wolfen, ogres and other humanoids. 

• M.D.C. 75 
• Weight: 25 lbs. ( 11.25 kg) 
• Fair mobility: -15% prowl penalty. 
• Market Cost: 45,000 credits 
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Power Armor & Robots 

Mecha-Lizard Power Armor 
Blood Lizards are respected and feared throughout the plain s 

of the Silver River Republics. These intelligent predator s super
ficially resemble velociraptor s and similar bipedal , predatory di
nosaurs of Earth's primordial past (for more inform ation on 
Blood Lizards, refe r to the Blood Rider O.C.C. and Blood Liz
ard R.C.C.). It was only natural that weapon designer s in the 
Republic of Santiago would incorpo rate the qualities of this dan
gerous beast into one of their comba t power armor suits. The re-



suiting product has proven to be very popular, espec ially among 
wannabe Blood Riders who, deprived of the chance to bond with 
a real beast, can now ride inside a mechanical simulation of one. 

Like Blood Lizards, the Mecha-Lizard can carry hand weap
ons, and the standa rd model comes with a rifle-shaped weapon 
that combines a heavy laser with a rocket/mortar launcher 
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mounted undern eath. Two mini-mi ssile launchers on the sides 
and a pair of wrist-mo unted ion guns complete the firepower of 
the suit. In hand to hand combat, the slashing feet of the Mecha
Lizard are near ly the match of the other "dinosaur"- like suit , the 
Kittani Raptor PA (see Rifts South America: One). Additiona lly, 
the weapon engineers of Santiago equipped the Mecha-Lizard 
with a sonic pulse weapo n that simulates the blood-c urdling 
scream of the rea l creature. Wher eas the cry of the Blood Lizard 
simply scares its prey, the mechanica l one's yell can crack 
mega-dama ge materials and will deafen and stun most living 
things! 



The Mecha-Lizard is used by the Santiago Ann y, and can 
also be found among adventurers, mercenaries and retainers 
throughout the region. The Cordoba government purchased I 00 
Mecha-Lizards when re lation s between the two countries were 
friendlier. It is now likely that soldiers from both sides of the 
war will be pilotin g the same robot. 

Model Type : PA-lOML 
Class: Heavy Infant ry Assault Exoskeleton 
Crew: One 
M.D.C. by Location : 

Hands (2) - 30 each 
Arms (2) - 120 each 
Rifle-Mounted Multi-Weapon - 160 
Legs - 200 each 
Mini-Missile Launchers (2, on the sides) - 80 each 
* Tail - 100 
** Head - 120 
*** Main Body - 320 

* Destroying the tail will unbalance the Mecha-Lizard, 
causing a -1 penalty to dodge, and reducing running speed by 
20%. 

** Destroying the head destroys the sonic weapon, and de
stroys all fonn s of optical enhancement and sensory systems. 
The pilot must now rely on his own vision and senses. No 
power armor combat bonuses to strike, parry and dodge ! The 
head is a small and diffi cult target to hit. It requires a called 
shot and even then the attacke r is -4 to strike. 

*** Depleting the M.D.C. of the main body destroys the 
vehicle, rendering it useless. 

Speed 
Runnin g: 80 mph (129 kmph) maximum. Cruising speed is 60 
mph (96 kmph). The legs are wholly artificia l; the act of running 
does not fatigue the pilot. 
Flying: Not possible. 
Leaping: The powerful robot legs allow for a 20 foot (6. 1 m) 
standing still leap, or up to 40 feet ( I 2.2 m) with a running start. 
Statistical Data: 
Height: 9 feet seven inches (2.9 m). 
Width: 6 feet ( 1.8 m). 
Leng th: 20 feet (6.1 m) from head to tail. 
Weight: One ton. 
Physical Strength : tq ual to a P.S. 30 
Cargo: None. 
Power System: Nuclear; average energy life is 15 years. 
Market Cost: 10 million credits. 

Weapon Systems 
1. Multi-We apon: This huge rifle- like weapon features a heavy 

infantry laser mounted over a heavy grenade launcher (a mor
tar for most intents and purposes) with a long magaz ine. The 
laser is connected by an extension cord to the armo r's nuclear 
powe r plant, allowing it to fire indefinitely. The weapon c..an 
double as both an anti-tank and anti-personnel system. 

Primary Purpose: Anti-tank 
Secondary Purpose: Anti-personnel 
Mega-Damage: Laser: 1D6x l0 M.D.; Grenade Laun cher: 4D6 
M.D. to a 20 foot (6. 1 m) area (fragmentary) or 6D6 M.D. to a 6 
foot (1.8 m) area (armor-piercing). 
Rate of Fire: Equal to the number of hand to hand attacks per 
melee of the pilot. 
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Effective Range : Laser: 2000 feet (6 10 m). Grenade Launcher: 
3000 feet (914 m). · 
Payload: Laser: Effect ively unlimit ed. Grenade Launcher: 20 
rounds. 
2. Sonic Pulse Cannon: This innovative weapon system is hid

den beneath the mechanical jaw s of the powe r armor. It gen
erate s a mat ter-destroy ing beam of concentrated sound 
waves. In its "wide beam " setting, it can stun and hurt a lot of 
infantrymen at once; its concentrated beam can shatter most 
armor in seconds . 

Primary Purpose: Anti-armor and ant i-personnel. 
Seconda ry Purpose: Defense 
Mega-Damage : Wide Beam: 4D6 M.D. to a 30 feet (9.1 m) di
ameter . Concentrated Beam: 1D4x 10 M.D. Additionally, unpro
tected personnel must make saves vs non-lethal poison (16 or 
higher) or be stunned for l 04 melee rounds. People in sealed 
suits only fa il their save if they do not roll an 8 or higher . The 
targets of a concentrated blast must make a standard save versus 
non-lethal poison even if inside a suit of power armor, due to the 
focus and power of the concentrated blast. 
Rate of Fire: Equal to the combined number of hand to hand at
tacks per melee. 
Effective Range: 500 feet ( 152 m) 
Payload: Effec tively unlimited. 
3. Mini-Missile Launch ers (2): These side-mounted missile 

boxes are used for long-range attacks, as well as to engage 
airborne targets. 

Prima ry Purpose : Anti-aircraft and anti-anno r. 
Secondary Purpo se: Defense 
Mega-Damage: Varies with missile type. Commo nly uses 
plasma (ID6 x 10 M .D.) or armo r-piercing (lD 4x J0 M.D.). 
Rate of Fire: One at a time, or in volleys of two, four, six, eight 
or sixteen missiles . 
Effective Range: About one mile ( I .6 km) . 
Payload: 16 tota l; eight per launcher. 
4. Wrist Ion Blasters (2) : These short-ranged weapons are used 

mostly as back- ups, should the main carried gun become in
operable or is lost. Some soldiers also use the weapons on tar
gets " unworthy" of the big guns, such as lightly annor ed 
infantrymen. 

Primary Purpose: Anti-personnel 
Secondary Purpose : Defense. 
Mega-Damage: 3D6 M.D. per blast. 
Rate of Fire: Equal to the number of combined hand to hand at
tacks of the pilot. 
Effective Range: 300 feet (9 1.4 m) 
Payload: Effec tively unlimited. 
S. Hand to Hand Combat: Rather than use a weapon, the pilot 

can engage in mega-damage hand to hand comb at. 
Power Armor Bonuses: 
+ I attack per me lee at levels one, seven and fourteen; in addition 
to those of the pilot. 
+ I to dodge at levels one, four, eight and twelve. 
+2 to roll with punch, fa ll or impact. 
+3 to pull punch. 
Critica l strike, same as the pilot 's . 
Mega- Damage: 
Bite Attack - I 0 6 M .D. 
Clawed Hand Attack - 30 6 M.D . 
Power Hand/C law Attack - 1D4x l0 M.D. (counts as two at
tacks) 



Clawe d Kick Attack - 5D6 M .D. 
Leap Kick or Power Kick - 1D6x l0 M.D. (counts as two at
tacks) 

Toro "Minotaur" 
Power Armor (Cordoba) 

"E l Toro " implements the stren gth and power of the bull in its 
design. Thi s relative ly new power armor (only in produ ction for 
ten years) is massive , strong and fast. An infantry mode l, the 
Toro is des igned to assa ult enemy po sitions , firing its missile 
launchers, horn lasers and forearm-mounted ion guns, and then 
clos ing in and striking the enemy wit'1 its energy axe. Squads of 
4-6 troopers typically use a tacti c, with half of the team advanc
ing while the other half fires from cove r to suppress the ene my. 

The suit is built along humanoid lines, but the head/helmet is 
shaped like a bull. The horns are actually powerful lasers de
signed to fire deva stating double blasts. Each shoulder holds 
twelve mini-miss iles, and a pair of heavier medium -rang e mis
siles are inside launch tube s mounted on the back . Two ion blas
ters are mount ed on the forearms. Typica lly, the Toro carrie s an 
energy axe, but it can be repl aced by rail guns, heavy lasers and 
similar power armor weapon s. 

The Cordoba military has thousand s of these suits in service. 
A few hundr ed are owned by wealthy landowners, although the 
Borges gove rnment makes sure that no rancher has more than 
half a dozen of these pow erful suits - shou ld a "nobleman " try 
to break this unwritt en law, the government wou ld come down 
on him , hard and fas t. More than one landholding was razed to 
the ground as punis hment for this violation. 

Model Type: TPA-7 
Class: Heavy Assault Exoske leton 
Crew: One 
M.D.C. by Location: 

Medium-Range Missile Tube s (2, in back) - 25 eac h 
Mini-Missile Launchers (2, in shoulders/uppe r chest) - 40 
each 
Hands (2) - 60 each 
Arms and Ion Blasters (2) - 230 each 
Energy Axe-150 
Leg s (2) - 300 eac h 
* Head (reinforce d) - 200 
** Main Body - 450 

* Destroy ing the head of the power armor will e liminate 
all forms of optica l enhan cements and sensory system s. The 
pilot is forced to rely on his own vision and senses. All powe r 
armor comba t bonu ses are lost. The horn lasers are also lost. 
Hitting the head requires a called shot at -3 to strike. 

** Dep leting the M.D.C. of the main body will shut the ar-
mor down completely, makin g it useless. 

Speed 
Running : 70 mph ( 112 kmph) 
Leaping: The powerfu l robot legs allow for a 15 foot (4 .6 m) 
standing still leap, or up to 30 fee t (9. 1 m) with a running start. 
F lying: Not possib le. 
Statistical Data 
Height: 9 feet (2.7 m) 
Width : 6 feet (1.8 m) 
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Length: 4 feet ( 1.2 m) 
Weight: One ton (2,000 lb.) 
Physical Strengt h: Equa l to a P.S. 45 
Cargo: None. 
Pow er System : Nuclear; average energy life of 15 year s. 
Mar ket Cost: 8 milli on credits. 

Weapon Systems 
1. Ion Blasters (2): These ion beams are built into the forearms. 

They can be used against individual targets or combin ed for a 
devas tating double blast. 

Primary Purpo se: Assault 
Secondary Purpose: Defense 
Mega-Dama ge: I D4x l0 M.D. per single blast or 2D4xl0 M.D. 
per simu ltaneous doub le blast. 
Rate of Fire: Equal to the number of hand to hand attacks of the 
pilot. 
Effective Range : 1000 feet (305 m) 
Payload: Effec tively unlimited. 
2. Mini-missile Launchers (2): These launc hers are located on 

the should ers and upper chest area. A reload is kept inside the 
arm or itse lf; an empt y launcher wi ll reload itself in one melee 
round (15 secon ds). 

Prim ary Purpose: Anti-armo r and anti-per sonnel. 
Secondary Purpo se: Defense 
Mega-Dam age: Varies with missile type. 
Rate of Fire: One at a time, or in volley s of two, four, six or 
twelv e missiles. 
Effect ive Range: About one mile (1.6 km). 
Pa yload: 24 total, 12 per launc her. 
3. Medium-Range Missiles (2): Two missile tubes are mounted 

on the back, giv ing the Toro the capab ility to strike target s 
dozens of miles away. 

Primary Purpo se: Anti-armor and ant i-aircraft 
Secondary Purpose: Defense 
Mega-Dama ge: Varies with missile type . 
Rate of Fire: One at a time, or in volley s of two missiles. 
Effective Range: 40 to 80 miles (64 to 128 km) 
Payload : Two medium-ran ge missiles. 
4. Laser Horns: The horns are actually powerfu l lasers designed 

to fire devastat ing double blast s. 
Prim ary Purpos e: Assault 
Seco ndary Purpose: Defense 
Mega-Da mage: 4D6 M.D. per single blast or I D4x 10+8 M.D. 
per simultan eous double blast. 
Rate of Fire: Equal to the number of hand to hand attacks of the 
pilot. 
Effect ive Ran ge: 2000 feet (610 m) 
Payload: Effective ly unlimited. 
S. Energy Axe: The major close combat weapo n of the Min o

taur is its energy axe, a design copied from New Babylonian 
weapon s. A plasma fie ld is held by a magnetic field on the 
"edge" of the huge axe. The plasma field will cut through 
most M.D.C. materials wit h ease. 

Pr imary Purpose: Anti-armor 
Meg a-Damage: 1D4x l0 M.D. if power ed; 106 M.D. blunt dam 
age otherwi se. 
Rate of Fire: Equal to the numb er of hand to hand attacks of the 
pilot. 
Effective Ran ge: Hand comba t. 





Payload: Effective ly unlimited; the energy edge is powered by 
the suit 's power plant. 
6. Other Energy Weapons: Heavy lasers, rail guns, ma

chineguns, etc., can be substituted for the energy axe. 

7. Hand to Hand Combat: Rather than use a weapon , the pilot 
can engage in mega-damage hand to hand combat. 

Power Armor Bonuses: 
+ 1 attack per melee at levels one and seven; in addition to those 
of the pilot. 
+ 1 to parry. 
+ 1 to dodge at levels one, six and twelve . 
+3 to roll with punch, fall or impact. 
+3 to pull punch. 
Critical strike, same as the pilot' s. 
Mega-Damage: 
Restrained Punch - 1D4 M.D . 
Full Strength Punch - 2D6 M.D. 
Power Punch- 4D6 M.D. (counts as two attacks) 
Kick Attack - 3D6 M.D. 
Leap Kick or Power Kick- 6D6 M.D. (counts as two attacks) 
Head Butt/Jab with horns - 2D4 M.D. 

Glitter Boy Number 7 

Glitter Boys made their devastating debut in world affairs in 
South America (see Rifts RPG, page 128). A large number of 
countries in that continent set up factories to build this incredible 
suit of power armor, and some survived the Great Cataclysm . In
terestingly enough, there are now more Glitter Boys and variants 
in South America than in North America (unknown to the CS, 
Free Quebec and most Northerners). 

The GB-7 was a prototype of a new, lighter Glitter Boy with 
more weapons variety, and ready to be adapted to any number of 
missions. The armor was form-fi tting and could be customized 
to each wearer . As a result, female pilots were able to pilot Glit
ter Girls, robot suits with a female silhouette. The prototype 's 
blueprints were discovered some 150 years ago, and production 
of these suits started fifty years ago. GB-7s are still less common 
than the USA-G I 0, b_ut they are still fair ly popular. Duels be
tween pilots of the two suits are not uncommon, and a lot of 
point less arguments as to which suit is better can be heard in al
most any bar that caters to mercenaries and other warriors. 

One of the main difference s between the Gl0 and the GB-7 is 
the fact that the latter carries not one but two heavy shoulder
mounted weapons . Although neither is as powerful as the infa
mous Boom Gun, they provide an interesting balance between 
energy and kinetic weapons. A heavy laser cannon and a rail gun 
are the main weapons of the GB-7. The laser has the range but 
not quite the penetrat ion of the boom gun, and the rail gun has 
the punch but less range than the G !O's weapon. Also, while the 
laser cannon has effectively an unlimited payload, the gatling 
gun has less ammunition available than the standard Boom Gun. 
Under most combat situations, the ability of the pilot to switch 
back and forth between the two weapon systems allows for a 
powerfu l "one-two" combination of sizzling laser energy and the 
staccato hammering of hundreds of rail gun rounds. 
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In addition to these main guns, the suit has two side-mounted 
light lasers that can engage close-in target s. They are also very 
useful as an anti-missile defense system, and can be readied 
faster than the heavier weapons. No additional weapon systems 
were deemed to be necessary, and combat experie nce has borne 
that out. 

GB-7s can be found in Santiago , Cordoba and the Peruvian 
city of Arequipa (see the Empire of the Sun section). The Santi
ago army relies on this suit of armor a great deal ; over 500 of 
them are in active service , and several hundred more are in the 
hands of militia member s or mercenaries. 

Note: The GB-7 does not have recoil dampenin g thrusters or 
anti-sway pylon s. Thu s, it cannot use the Boom Gun, because 
the recoil would knock the suit to the ground. 

Model Type: AA-GB7 
Class: Laser Resistant Armored Military Assault Suit 
Crew: One 
M.D.C. by Location: 

Right Shoulder VF Laser Cannon - 120 
Left Shoulder Rail Gun Gatling - 150 
Head -220 
Hands (2) - 60 each 
Arms (2) - 220 each 
Legs (2) - 400 each 
Hip Lasers (2) - 70 each 
* Main Body - 700 
Reinforced Pilot' s Compartment- 100 

* Depleting the M.D .C. of the main body will shut the ro
bot down completely, rendering it useless. Note: Laser weap
ons do half damag e. 

Speed 
Running: 70 mph ( 112 kmph) maximum . Note that the act of 
running does tire out its operator, but at 20% of the usual fatigue 
rate thanks to the robot exos keleton. 
Leap ing: The powerf ul robot legs can leap up to 10 feet (3.0 m) 
high or 15 feet lengthwise (4.6 m) from a short running start. 
Flying: Not possible. 
Statistical Data 
Height: 9 feet (2.7 m), or 10 feet (3.0 m) with guns in the firing 
position. 
Width: 4 feet (1.2 m) 
Length: 4 feet (1.2 m) including ammo drum 
Weight: 1 ton fully loaded 
Physical Strength: Equal to a P.S. 30 
Cargo: None. 
Power System : Nuclear; average energy life is 20 years. 
Market Cost: 30 million credits for a new, undamaged GB-7, 
complete with all weapon systems. Price drops by 10 million if 
one main weapon system is missing, or for rebuilt ones (reduce 
M.D.C . by 10% permanently). Good availability in Cordoba, 
Santiago and the city of Arequipa, poor otherwise . 

Weapon Systems 
1. Variable Frequency Laser Cannon: This powerful weapon 

fires a laser beam whose light frequency can be adjusted to 
blast through reflective and laser resistant armor. The first 
two blasts do half damage, but the weapon comp uter auto
matically adjusts the light frequency to compensate for the la
ser resistant surface, so all subsequent attacks do full damage, 
even to Glitter Boys' . The weapon is hooked directly to the 
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armor 's nuclear power supply, eliminating the need of an ex
ternal power pack. 

Note: The wearer cannot fire both shoulder weapons simulta
neously without a lot of penalties; such attempts are at -4 to 
strike with one gun and at -6 with the other (shooter selects 
which), and this assumes that the attacker was shooting at the 
same target. 

Primary Purpose: Assault 

Secondary Purpose: Defense 
Mega-Damage: 2D4xl0 M.D. per blast 
Rate of Fire: Equal to the number of combined hand to hand at
tacks. 
Effective Range : 8000 feet (2440 m). 
Payload: Effectively unlimited. 
2. Rail Gun Gatling: This weapon ·system consists of 12 rail 

guns firing in rotation, providing an incredibly high rate of 
fire. Bursts of 200 rounds put enough flying metal in the air 
to match the dreaded Boom Gun. Unlike the real thing, how
ever, the gatling' s range is the same as a standard rail gun, 
making it inferior in long-range engagement s. The weapon 
has an advanced laser-targeting system, mounted ju st above 
the gun, that alJows the wearer to fire aimed shots with 
bursts! This ability is partly due to the super-high cyclic rate 
of the gun, which basically spits out 200 rounds milliseconds 
before the recoil can be felt by the wearer . The laser aiming 
system can be used as a weapon in a pinch (range is halved, 
and damage is 2D4 M.D.). 

Primary Purpose: Anti-armor , anti-aircraft. 
Secondary Purpose: Defense. 
Mega-Damage: A burst is 200 rounds and does 3D6x 10 M.D.; 
can only fire bursts. 
Rate of Fire: Equal to the number of hand to hand attacks of the 
wearer. 
Effective Range: 4000 feet (1220 m). 
Payload: Belt-fed from drum magazine containing 8000 rounds; 
that' s 40 bursts. An additional drum can be carried , attached to 
the waist; changing drums counts as two melee actions/attacks. 
3. Hip Lasers (2): Two tri-barreled lasers are mounted on me

chanical arm mounts on the hips. They can be slaved to the 
visor of the pilot and can shoot very quickJy. If the hip lasers 
are the first weapon used in a melee round, the Glitt er Boy pi
lot gets a + I bonus to initiative. The weapons cannot bear on 
exactly the same target, so double blasts are only possible on 
huge targets (a cross-section of at least 20 feet/6.1 m). Unlike 
the laser cannon, these lasers do not have a variable fre
quency, so they are not as effective against Glitter Boys and 
other targets with reflective armor. 

Primary Purpose: Anti-missile or anti-personnel. 
Secondary Purpose: Defense 
Mega-Damage: 3D6 M.D. per gun; a double blast (possible only 
against large targets) inflicts 6D6 M.D. 
Rate of Fire: Equal to the combined number of hand to hand at
tacks of the pilot. 
Effective Range: 2000 feet (610 m) 
Payload: Effectively unlimited . 
4. Hand to Hand Combat: Rather than use a weapon , the pilot 

can engage in mega-damage hand to hand combat. The fol
lowing bonuses are in addition to those from Power Armor 
Combat Trainin g found in the Robot Combat section of the 
Rifts RPG, page 45. 
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+I to strike with laser cannon and rail gun gatling. 
+ 1 on initiative 
+ 1 to parry and dodge 
+ I to roll with impact. 

Mastodon Battle Robot 

The Mastodon (officially called the "Hannibal") is a large 
combat robot inspired by the war elephant s of antiquity and by 
the living mastodons and mammoth s that have been Rifted to 
Earth (including South America) in the last centuries. This mili
tary vehicle is used as a shock/assault weapon, and is designed 
to intimidate enemies or, failing that, to crush them without 
mercy. This giant robot has the honor of being the second largest 
walking war machine on the continent, with the Galapagos being 
the biggest. 

The only nation to produce the Mastodon is Cordoba. This 
powerful nation-state has nearly two hundred of these imposing 
robots in service . Production only started eight years ago, and 
Cordoba' s engineers predict that they can double the numbers 
currently in service in as little as two years, should the need 
arise. The vision of would-be-emperor Borges (see the Cordoba 
section) is to trample his enemies under the weight of these and 
other mechanical monsters. Even the technologically-advanced 
Arkhons have learned not to mess with a Mastodon unless abso
lutely necessary. 

The massive robot is laden with heavy armor and weaponry. 
The "trunk" is designed to act as a close combat weapon, and is 
tipped with a spiked "morning star" ball that can shatter build
ings and hammer through M.D .C. plates with a few flailing 
blows. Two heavy missile launchers allow the pilot or ~n ners 
to engage long-range targets on the ground or the air. For direct 
fire, a turret on top uses a vehicle version of the infamous "boom 
gun" used in the Glitter Boy armor ! The "tusks" of the Masto
don are laser cannons that shoot devastat ing double blasts. A 
short-range particle beam weapon mounted on the belly can be 
used against masses of infantry troops or light vehicles, and two 
mini-missile MLRS boxes provides protection against enemy 
missiles and aircraft, as well as to strike at targets up close. 

The ears of the pseudo-elephant hide a new weapon devel
oped by Cordoba researchers, the Death Mirrors. They are two 
ultra-intense flashing mirrors that can dazzle and blind troops 
during the daytime, and which flash in subliminal combinations 
designed to provoke epileptic convulsions which work on I 0% 
of humans; the flashing mirror-like surfaces can produce three 
different flash combination s, affecting roughly 20-30% of most 
human (and human mutant) formations. Polarized helmets help 
against this attack, but do not offer complete protection. This in
sidious weapon has allowed one Mastodon to take out dozens or 
even hundreds of opponents. 

Despite its firepower, the Mastodon is not invincible. Guerril
las and other enemies have learned that the size and weight of 
the robot make it vulnerable to old-fashfoned "tiger traps" 
(pits/holes dug into the ground), as well as mines and other 
weapons designed to produce a "mobility kill." Being such a 
large target, the Mastodon cannot move fast enough to dodge en
emy attacks; its only hope to survive a fight against well-armed 



enemies is to overw helm them through firepower or the use o f 
the Death Mirror s. Most of the time, that is enough. 

Model Type: SHAB- 10 
Class: Super-heavy Assau lt Robot 
Crew: Five; pilot , cop ilot/g unner, and three gunners; the main 

gunner is on the Boom Gun turret. Two additiona l human 
sized passengers could be squeezed in if abso lutely necessary. 

M.D.C. by Locat ion : 
Heavy Missile Launchers (2, on rear sides) - 200 each 
Boom Gun Turret (top) - 300 
Trunk/Flail - 250 
Legs ( 4) - 400 each 
Head-450 
* Death.Mirro rs (2, on sides of head) - 150 each 
Laser Tusks (2) - 250 each 
Particle Beam Belly Gun - 200 
MLRS Mini-Missile Launchers (2, on sides, near the front) 
- 120 each 
** Main Body - 950 

* Destroying one Death Mirror only protects people on 
that side of the Mastodon. Both mirror s must be destroyed be
fore the dazzling flashes stop. 

** Depleting the M.D.C. of the main body destroys the ro-
bot and shuts down all systems. 

Speed 
Driving on the ground: 70 mph (112 kmph) 
Leaping: Not possible. 
Flying: Not possible. 
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Statistical Data 
Height: 35 feet (10.6 m) 
Width: 20 feet (6. 1 m) 
Length: 40 feet ( 12.2 m) ,,; 
Weight: 160 tons fully loaded 
Physical Strengt h : Equal to a P.S. 55 
Cargo: Minimal storage space for each crew member; about a 
one foot compartment each, with enough room for a rifle, a 
handgun, and basic survival eq uipment. 
Powe r System: Nuclear, average energy life is 10 years. 
Mark et Cost: 200 million credits. 

Weapon Syste ms 
1. Long-Range Missile Launchers (2): Two missile launchers 

are located on the sides of the Mastodon, toward the rear. 
These missiles give this vehicle the capa bilities of an arti llery 
battery. 

Pr imary Purpo se: Bombardmen t 
Secondary Purpose: Anti-armor 
Mega-Da mage: Varies by missile type. 
Rate of Fire: One at a time, or in vo lleys of 2, 4, 8 or 16 missiles 
per launcher. 
Effective Range: Varies with missile type. 
Payload: 32 total ; 16 per launcher. 
2. Death Mirrors (2): The "ears" of the robo t are mirrors that 

flash lights in a sublimin al combi nation designed to trigger 
epi leptic convul sions in humans. The lights somehow trigger 
impulses in the brain that temporari ly shut down motor con
trol. Thi s principle was discovered in a Cordoban medical 



lab, and the military promptly applied it. Otherwise, the flash
ing, blinding lights, makes it very diffi cult to aim at. 

Primary Purpose: Anti-personnel 
Secondary Purpose: Non -lethal warfare/crowd control. 
Mega-Dama ge: None. Each person in range has a 25% chance of 
being affected (roll for each character, or, in a large group , one
fourth will be affected). People affected must roll vs non-letha l 
poison (16 or higher). If success ful , the victim is only stunned 
for one round (loses initiative and one melee attack). If the save 
is failed, the victim falls to the ground, convulsing and with no 
control over his own movements (no attacks or actions are possi
ble). This effec t lasts 1D4 minute s. Polari zed helmets/goggles 
give the target a +5 to save versus the attack. 
Rate of Fire : Once per me lee round. 
Effective Range: 500 feet (152 m). All the people in a 100 feet 
(30.5 m) radius are affected. 
Payload: Effect ively unlimit ed. 
3. Boom Gun Turret: A turret near the top of the head holds a 

vehicle version of the infamou s "boom gun" used by the Glit
ter Boy armor. This is the principal weapo n of this massive 
robot ; the reco il of the gun is negligible for this 160-ton vehi
cle, and it can engage and destroy tanks, flying targets (the 
turret can rotate 90 degrees up) and enemy robots with equal 
ease. 

Primary Purpose: Anti-armor and anti-aircraft. 
Secondary Purpose: Defense 
Mega-Damage: 3D6x 10 M.D. per shot of 200 flechettes. 
Rate of Fire: Equal to the number of hand to hand attacks of the 
gunner. 
Effective Range: 11,000 feet (about two miles/3.2 km) 
Payload: 15,000 rounds. (75 blasts). 
4. Laser Tusks: Two laser cannons are built into the tusks. 
Primary Purpose: Anti-armor 
Secondary Purpose: Defense 
Mega-Damage: 1D4x J0 M.D. per single blast; simultaneous 
double blast does 2D4x i0 M.D. (counts as two melee attacks) 
Rate of Fire: Equa l to the combin ed number of hand to hand at
tacks of the gunner. 
Effective Range: 6000 feet (1830 m) 
Payload: Effect ively unlimited. 
5. Particle Beam Belly Gun: Thi s gun is mainly used to fire at 

targets that get too close to the robot for the main weapon 
systems to engage effect ively (with.in 50 feet/ 15.2 m). The 
gun can also rotate 360 degrees and fire at enemies behind 
the robot. 

Primary Purpose: Ant i-personnel 
Secondary Purpose: Defense 
Mega-Damage: I D4x JO M.D. per blast. 
Rate of Fire: Equal to the combined number of hand to hand at
tacks of the gunner. 
Effec tive Range: l 000 feet (305 m) 
Payload: Effect ively un limited. 
6. MLRS (Multiple launch rocket system) Mini-Missile 

Launchers (2): The front sides of the elephant have two long 
columns of mini-mi ssiles, staggered in two vertical rows on 
each side. Massive salvoes from these launchers are usually 
saved for large enemy formations or large vehicles (like an 
enemy Mastodon). Sma ller vo lleys are sometimes used to de
stroy enemy missiles, aircraft and infantry. 

Primary Purpose : Anti-armor and ant i-personnel. 
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Secondary Purpo se: Defense 
Mega-Damage: Varies with missile type. 
Rate of Fire: One at a time, or in volleys of two, four, eight, six
teen or 32 mini-missiles per launcher. 
Effective Range: About one mile ( 1.6 km). 
Payload: 32 tota l; 16 mini-mi ssiles per launcher. 
7. Morningstar Trunk: The trunk of the Mastodon has a large, 

spiked mace on its tip. The mornin gstar is energized like a vi
bro-blade. In close combat , it can swing this weapon with 
devas tating effec ts. 

Primary Purpose: Anti-annor 
Mega- Damage: l D6x i0 M.D . per energized strike; when not en
ergized, the morning star still hits like a wrecking ball and does 
4D6+6M.D. 
8. Hand to Hand Combat: Rather than use a weapon, the pilot 

can engage in mega -damage hand tCl hand combat: 
Robot Combat Bonu ses: 
+ 1 attack per me lee at leve ls one, two, six, and eleven (ma in 
gunner and pilot on ly; all other gunners use their normal number 
of hand to hand attacks). 
+2 to parry . 
+2 to pull punch. 
+2 to strike and parry with the trunk . 
-2 to dodge (too large and slow to dodge). 
Other Damage: 
Head butt - 2D4 M.D . 
Stomp - 304 M.D.; effect ive only agai nst small objects, 12 
feet (3.6 m) or smaller. 
Full Speed Charge/Ram - ID4 x i0 M.D. (counts as two melee 
attacks). 

Galapagos Submersible Robot 

The larges t and most powe rful robot design in South America 
is fashioned after the giant turtles from the Galapagos island. 
This behemoth , which dwarve s the Mastodon combat robot (and 
the Coalition Death' s Head Transport), is used for both military 
and scientific purposes, allhough the former is far more com
mon. The result of very ambitious applications of pre-Rifts tech
nology, this vehicle is capab le of traveling on the ground, on the 
surface of water, underwater, and even has limited flight capa
bilit ies. Added to its immense firepower and armor, these qual i
ties make it the foremo st comba t vehicle of its class. Galapagos 
robots are used by the nations of Cordoba and Santiago ; the 
blueprint s and production faci lities are evenly split an1ong the 
two nation s since a treaty led to the sharing of some pre-Rifts 
technology. A few units have been sold to or stolen by other na
tions and kingdoms (the Achilles Republic has gotten its hands 
on half a dozen of these power ful vehicles, much to the chagrin 
of Cordoba). 

The Ga lapagos robots are one of the main tools of defense 
against the Larhold raiders and seaborne pirat es and slavers. 
The multipurpo se vehicle acts as a heavy tank, a troop carrier, an 
attack ship, and even a flying transport/attack ship. A typical 
Cordoban LRDC (Long-Range Defense Company) includes a 
Galapagos robot and its comp lement of troop s, half a dozen 
Puma tanks and sometimes a combat wing of four attack jets. On 
rare occasio ns, a pair of Mastodon Battle Robot s will accom-



pany a defen se company. Using more than two Galapagos robots 
for the same mission is unheard of except during major military 
operations. One of the most ominous signs of activity from the 
Republic of Cordoba is the creation of combat groups led by as 
many as twelve of these fearsome machine s, backed up by twice 
that number of Mastodon battle ' bots and/or many times more 
tanks , power armor, and other vehicles. 

The basic design of the Galapagos is turtle- like, with a heav
ily armored carapace that covers both the top and bottom of the 
vehicle. The "head" is a giant turret with no less than four 
weapon systems, including two heavy laser cannons, a quad-rail 
gun used against aircraft, and two sets of mis sile launchers. Sci
entific versions used for exploration only have two weapon sys
tems (the particle beam weapon and the lighter missile launch 
ers). Both the head/turret and the four massive legs of the turtle 
can be retracted inside the armored carapace; the legs are typi
cally retracte d during flight or underwater. The head is typica lly 
half-retracted , allowing the guns to fire only at targets in front of 
the vehicle . The neck can be extended as needed to allow differ
ent angles of attack; the head can be completely retracted into 
the shell, protecting it from any attack, but that is usually done if 
it 's taken a lot of damage or while flying at maximum speed. 
Three other turret s, armed with ion cannons, are placed in strate
gic portions of the shell (one on the top and two on the sides), 
and an additional four missile/la ser batteries are also distribut ed 
around lhe shell. This latter system can be operated by individ
ual gunners, or can be controlled by a battle computer that fires 
at pre-selected targets or acts as a missile defense system. 

The main drawback s of the robot are its size and its cost. The 
tremendous size and weight of the robot makes it unsuitable for 
a lot of terrains; in mud or soft earth it risks becomin g mired, al
though the leg traction system is incred ibly strong and can drag 
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the robot through a swamp if necessary (but at only 25% maxi
mum speed). The flight system is only safe for short distances, 
less than an hour' s travel every three hour s or so, and the vehi
cle's large size make s it a tempting and easy target. Most ene
mies concentrate their fire on the giant robot and pay little 
attention to any other units (which can be made to work in one's 
favor). 

The cost to produce the robot is so high that on ly the wea lthi
est (and thus, the"ffiggest) gove rnments can afford it. Most small 
kingdom s con tent themselves with owning one of these mon
sters, and even Cordoba and Santiago have less than a hundred 
each (latest figures report that Cordoba has eighty-nine func
tional Galapagos robots , and Santiago has only sixty- three). A 
Larhold tribe managed to capt ure one of these robots, and it is 
now the "flagship" of the entire war band (the vehicle was per
manently damaged, however; reduce its M.D.C. by 20%). 

Model Type: GATV-5 
Class: Sea-Air -Land Ultra-heavy Combat Robot 
Crew: 14; commander, pilot, navigator/copilot , comm unica

tions/sensors officer, 2 engineers and 8 gunners. The robot 
can be operated with a skeleton crew of 4-6 , but most weapon 
systems must be left in the hands of the automa tic fire sys
tems. 

Troop Capacity: 3 Hussar APCs and their 12 troops each, 8 
Toro Power Armor , 4 Glitter Boys of either make, and 80 in
fantry soldiers. The APCs can be replaced by 20 trooper s 
without vehicles, or up to seven Hussars can be carried for a 
total of 84 mechanized soldiers plus the trooper s in power ar
mor . 

M.D.C. by Location: 
Head/Main Turret - 500 
Heavy Laser Cannon (2; front where the eyes would be) -
180 each 



Quad Rail Gun (1; lower front of the turret)- 200 
Medium -Range Missile Launchers (2; on sides of turret) -
180 each 
* Neck -285 
Jon Gun Turrets (3) - 250 each 
Miss ile/Lase r Batteries (4) - 150 each 
*** Legs (4)- 500 each 
Reinforced Pilot 's Compartment - 200 
** Main Body - 1,800 

* Destroying the neck separates the head/main turret from 
the body. Note that the neck can only be targeted if extended 
(most of the time, the turret is fired while retracted), and even 
then it requires a ca lled shot. 

** Depleting the M.D.C. of the main body destroys the ve
hicle, rendering it useless . 

*** Legs can be only targeted if they aren 't retracted into 
the body. 

Speed 
Driving on the ground : 50 mph (80.4 kmph) 
~: 200 mph (320 kmph) or 300 mph (480 kmph) with both 
head and legs completely retracted. 
Underwate r: 20 mph (32 kmph/ 17.2 knots) dived , or 25 mph (40 
kmph) on the water 's surface. 
Range: Theoretically unlimited (years, given the nuclear power 
plant). Flying can only be sustained for abo ut an hour safe ly; a 
cooling off period of 2-3 hours is advised afterwa rds, to prevent 
the engines from overheat ing and overloading. Exceed ing this 
margin has a 5% chance (raised by I% for every 5 minutes after 
the first hour of flight) of burning out the flight systems, requir 
ing mass ive overhauling and repairs ( ID4+2 weeks, and 40 6 
million credits' worth). 
Statistical Data 
Height: 70 feet (21.3 m) 
Width: 120 feet (36.5 m) 
Length : 250 feet (76.5 m) 
Weight: 1500 tons fully loaded 
Physical Strength: Equal to a P.S. 60 
Cargo: Minimal storage, not counting the troop capac ity; an ad
ditional 100 tons of cargo can be stored, not counting ammuni
tion. 
Power System: Nuclear; average energy life is 10 years. 
Market Cost: Not for. sale to individuals. Cost for the gove rn
ments of Cordoba and Santiago is approximately 550 million 
credits. 

Weapon Systems 
1. Laser Cannons (2): Two heavy laser cannons are on the front 

of the turret/head . They are meant to fire simultaneous blasts 
at the enemy. 

Primary Purpose: Anti-armor 
Secondary Purpose : Defense 
Mega-Damage: 2O4x l0 M.D. or 4D4xl0 M.D. per simultane
ous double blast (each counts as one attack per melee). 
Rate of Fire: Equal to the number of hand to hand attacks of the 
gunner. 
Effec tive Ran e: 6000 feet (1830 m) 
Payload: Effectively unlimi ted. 
2. Quad Rail Gun: This weapon consists of four rail gun barrels 

firing simultaneous ly, raising the rate of fire of each burst by 
a large margin. The gun can engage enemy airc raft or infan
try, or it can even engage and destroy armored vehicles. 
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Primary Purpose : Anti-aircraft and anti-personnel. 
Secondary Purpo se: Defense 
Mega- Damage: A burst is 120 rounds and inflicts 2D4x 10 M.D. 
Can only fire bursts. 
Rate of Fire: Equal to the number of hand to hand attacks of the 
gunner. 
Effective Range: 3000 feet (9 14 m) 
Payload: 24,000 round s, that' s 200 bursts. 
3. Medium-Range Missile Launcher s (2) : The sides of the 

robotic head have two missile launch tubes. The launchers 
can be reloaded from an automatic magazine, but only when 
the head is partially retrac ted into the shell. A common sight 
in combat is the turtle stretching its neck to reach enemy air
craft, firing a vo lley and then retracting the neck to reload. 

Prima ry Purpose : Anti-aircraft and bombardment. 
Seconda ry Purpose: Defense 
Mega-Damage: Varies by missile type. 
Rate of Fire: One at a time, or in volleys of two, four or eight. 
Effective Range: 40 to 80 miles (64 to 128 km) 
Payload: 8; each launcher holds 4 medium -range missiles. An 
additional 64 missiles are stored in the main body; to reload, the 
turret must be partially retracted (takes one melee attack; can 
only fire at front targets) and there's a wait while the auto-load
ing system replaces the missiles (takes one melee round). 
4. Ion Gun Turret s (3): These guns give the robot a 360 degree 

arc of fire; targets can be engaged anywhere around the robot. 
Theoretica lly, these guns create a "bubble" of 4000 feet 
( 1220 m) in every direction around the robot ( except under
ground), where nothing can live without the consent of the 
gunners. This is called the "death zone." 

Primary Purpose: Anti-armo r and ant i-personnel. 
Secondary Purpose: Defense 
Mega-Damage: I D6x I.O M.D. per blast. 
Rate of Fire: Equal to the number of hand to hand attacks of the 
gunner. 
Effective Range: 4000 feet (1220 m) 
Payload: EffectivelY"ffnlimited 
5. Missile/Laser Batteries (4) : Each mini -turret has 8 mini-mis-

siles and a medium laser. 
Primary Purpose: Anti-airc raft and anti-personnel. 
Secondary Purpose: Defense 
Mega-Damage: Laser: 4D6+6 M.D. Missile: By type. 
Rate of Fire: Laser: Equal to the number of hand to hand attacks 
of the gunner. Missiles: One at a time, or in volleys of two, four 
or eight per launcher . 
Effec tive Range: Laser: 4000 feet ( 1220 m). Missiles : about a 
mile. 
Payload: Laser: Unlimited . Missiles: 32 tota l; 8 per launcher. 
6. Hand to Hand Combat: Rather than use a weapo n, the pilot 

can engage in mega-damage hand to hand combat. 
Robot Combat Bonuses: 
+ 1 attack per me lee at levels one, three, six, and eleven (main 
gunner and pilot only; all other gunners use their norma l number 
of hand to hand attacks). 
No dodge. 
+2 to strike. 
Other Damage: 
Head butt - 2D6 M.D. 
Stomp does 1D4x 10 M.D . to targe ts smaller than 20 feet (6.1 m) 
tall. 



Puma-class Medium Battle Tank 
(Cordoba/Santiago) 

The Puma is a highly mobile and well-anned combat tank, 
based on pre-Rifts technologie s. This comba t vehicle can fight 
robots, monsters and all kinds of threats and is still cheaper to 
produce than a conventional robot. The tank relies on _a can
non/missile launcher system built into a turret. The mam gun 
fires conventional round s, and a missile launcher beneath it can 
ripple-launch devastating volleys. Other weapon systems include 
a pre-Rifts rediscovery, the Strobe Laser Array System_ (SLAS); 
a multi-faceted laser that can strike dozens of targets s1multane
ously and is an excellent anti-missile defen se. Rail gun turrets 
and secondary mini-missile launchers comp lete the firepower 
package . The tank require s a crew of four for maximum effi
ciency; a driver , two gunners and a commander/gunner, although 
it can be operated by as few as two crew member s. The tank can 
be powered by either a combus tion or electrical engine, or a nu
clear power plant; the latter is far more expensive and only spe
cial units are outfitted with such tanks. 

Ironically , both this tank and its companion vehicle, the ~us
sar APC, were the result of a joint weapons research pr~Ject 
sponsored by both Cordoba and Santiago. Now the two nations 
are on the brink of war, and they are equipped with the same 
combat vehjcles. 

Model Type: PT-34 
Class: Medium Tank 
Crew: Four 
M.D.C. by Location: 

** Turret - 350 
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Main Gun (ln Turret) - 200 
Medium -Range Missile Launcher (In turret, below main gun) 
- 100 
Rail Gun Cl~la (on top ofTurret)-100 
Rail Gun Mini-Turret s (2, on sides) - 70 each 
Mini-Missile Launcher s (2, on sides) -80 each 
* SLAS laser globe (in pop-up compartmen t in turret) - 60 
*** Tracks/freads (2)- 300 each 
**** Main Body - 550 

* The SLAS can only be targeted when deployed (most of 
the time it is hidden inside the turret). Even when deployed, it 
is a very small target , requiring a called shot at -4 to strike. 

** Depleting the M.D.C. of the turret tears it off the vehi
cle, rendering all weapons in it useless. Targeting the turret 
require s a called shot at no further penalty 

*** Destroying the treads immobilize s the tank. Replacing 
the treads (the tank carries 4 spares) takes 1 D6x IO minutes 
for a trained crew (twice as long for the inexperienced). Tar
geting the treads requires a called shot at -2 to strike. 

**** Depleting the M.D.C. of the main body destroys the 
vehicle, rendering it useless. 

Speed 
Driving on the ground: 100 mph (160 kmph) maximum speed on 
level terrain . Over broken terra in and off-road, maximum safe 
speed is 60 mph (96 kmph) . Exceeding the safe speed has a cu
mulative 10% chance of "jumping" a tread every hour (10% on 
the first hour, 20% on the second hour, and so on). 
Flying: Not possible. 



Range: 500 miles (800 km) with a combustion or electrica l en
gine. 
Statistical Data 
Height: 9 feet (2.7 m); 10 feet (3.0 m) counting the rail gun cu
pola. 
Width: 8 feet (2.4 m) 
Length: 12 feet (3.65 m) 
Weight: 30 tons fully loaded. 
Cargo: Small compartme nt has enough room for perso nal effec ts 
and one hand weapon (pistol or sub-machinegun-sized). Weap 
ons locker has room for four rifles, 20 E-Clips and 20 grenade s. 
Power System: Combustion, electrical or nuclear. 
Market Cost: 1.5 million credits for a tank with combustion or 
electrical engine. 10 million credits for one with a nuclear en
gine. Sold only to reputable military organizations. Capt ured or 
stolen tanks (typically with 20% less M.D.C. and missing the 
SLAS and one other weapon system) can be had for about half 
price. 

Weapon Systems 
1. Main Gun: Thi s is a 120mm cannon firing either high-explo

sive or armor-piercing, discarding- sabot (APDS) solid shot. 
The gun can be fired as often as twice per melee (the auto
loading magaz ine takes 6 seconds to cycle a new round in). 

Primary Purpose: Anti-tank 
Secondary Purpose: Anti-per sonnel and assault. 
Mega-Damage: High-Explosive Round s: I D6x IO M.D. to a 30 
foot (9. 1 m) blast radius. APDS Round s: 2D4xl0 M.D. (no blast 
radius). 
Rate of Fire: Up to twice per melee round. Each shot counts as 
one melee attack/actio n. 
Effective Range: 4000 feet (1220 m). 
Payload: 90 rounds in two 45 round interna l compartment s. 
Typically, one compartment is loaded with high-explosive and 
the other has armor -piercing rounds. 
2. Medium-Range Missile Launcher: Four launch "doors " are 

aligned in two rows under the main gun. After the four com
partment s are emptied , the launchers are reload ed from an in
ternal magaz ine, allowing for multiple launches. 

Primary Purpo se: Anti-armor and medium -range bombardment. 
Secondary Purpose: Anti-aircraft 
Mega-Damage: Varies with missile type. 
Rate of Fire: One at a time, or in volleys of two or four missiles. 
After the launchers are empty, four more missiles can be cycled 
in one melee round (so the launchers can fire every other melee 
round). 
Effective Range: 40 to 80 miles (64 to 128 km) 
Payload: 24 missiles total ; 4 in the launcher, 20 in an internal 
compartment. 
3. SLAS: This device was a cutting-edge deve lopment of pre

Rifts weapon technolo gy. Inspired by early SDI (Strategic 
Defense Initiative) ki ller satellite systems, the SLAS consists 
of a multi-faceted laser system that could strike up to ten dif
ferent targets simultaneously. The main difficulty in reinvent
ing the SLAS was the need for sophisticated computer 
targeting systems: the SLAS works best as an automated de
fense system. At first sight, the SLAS looks like a mirror ball 
from a 20th Cent ury disco, attached to a slim shaft. When ac
tivated, a hidden compartment slides to one side and the ball 
rises 3 feet (0.9 m) above the turret. From there, the lasers can 
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engage incomin g missiles , or the gunner can overrid e the 
autom ated system and engage a target with as many as five 
lasers simultan eously. The SLAS autom ated system has a 
base +3 to strike. It is great to shoot down missiles and to 
mow down lightly armored infantrymen who try to close in 
on the vehicle. 

The weapon system is not perfect, however. For one, it 
needs to be mounted on a relati vely stable platform such as a 
tank . A robot is too unbalan ced for the SLAS to be used 
safely; the lasers might end up shooting the robot in the arms, 
feet or head! Also, the lasers are relative ly short-ranged and 
useful mostly as a defensive system . Finally , the automated 
targeting system can be overloaded by multiple targets. 

Prim ary Purpo se: Defense/Anti-missile . 
Secondary Purpo se: Anti-per sonnel and anti-vehicle. 
Mega-Dama ge: Each individu al laser beam does 2D6 M.D. Up 
to five beams can be fired at an individual target , inflicting a 
maximum of 1D6x10 M.D . Multipl e beams reduce the amount 
of attacks the laser has. 
Rate of Fire: Up to ten attacks per melee if the automated system 
is used. A gunner can override and fire the laser individua lly or 
simultaneou sly; any such attack counts as one melee attack from 
the gunner, but the automated system cannot be used in that 
round . The laser can shoot down up to five missiles in a vo lley; 
if a vo lley has more than five missiles, roll percentile dice: 0 1-
60%: the laser neutrali zes five missiles. 6 1-00% : the targeting 
system freezes and does not fire or only hits one missile and the 
rest of the volley continues! 
Effective Range: 1000 feet (305 m) 
Payload : Effective ly unlimit ed. 
4. Rail Gun Cupola: This is the back-up weapon of the turret 

gunner or the tank command er, and is also used to engage en
emy infantry . 

Primar y Purpo se: Anti-personnel 
Secondary Purpos e: Defense 
Mega- Damage: A burst is 60 rounds and does ID4 x IO M .D. 
Can only fire burffl. 
Rate of Fire: Equa l to the number of hand to hand attacks per 
melee. 
Effective Range: 2000 feet (6 10 m) 
Payload : 9000 rounds (that 's 150 bursts). 
S. Rail Gun Mini-Turr ets (2): The se side-mounted guns can be 

used by the driver or the secondary gunner. 
Primary Purpose: Anti-personnel 
Secondary Purpos e: Defense 
Mega-Damage: A burst is 60 rounds and does ID4 x l0 M.D. 
Can only fire bursts. 
Rate of Fire: Equal to the numb er of hand to hand attacks per 
melee . 
Effective Range: 2000 feet (610 m) 
Payload: 3000 rounds (that's 50 bursts). 
6. Mini -Missile Launcher s (2) : Two launcher s are mounted on 

the sides, near the back, where they can engage both air and 
ground targets. 

Primary Purpose: Anti -aircraft and anti-armor. 
Mega-Dama ge: Varies with missile type. 
Rate of Fire: One at a time, or in vo lleys of two, four or eight per 
launcher; the two launchers cannot engage the same target. 
Effective Range: About one mile (1.6 km). 
Payload: 16 total; 8 per launcher. 



Hussar APC 
(Cordoba and Santiago) 

The Hussar was part of the same collaborat ion that produced 
the Puma Medium Battle Tank. This armored personnel carrier 
was built to keep up with the Puma and to carry a small squad of 
8 soldiers. The vehicle is not heavily armed; its turret has a rail 
gun and a mini-missile launcher on each side. It is fast and its 
firepower is not in its weapon systems but with the soldiers it 
carries. A typical Cordoba mechanized squad has 2-4 Puma 
Tanks supported by 2-6 Hussar s. Santiago organizes its vehicles 
differently, with tank squads of 4 Pumas, supported by a sepa
rate squads 4-6 Hossars. In the near future, the comparative 
benefits of the two formations may be put to the test in the field 
of battle . 

Model Type: HIT-11 
Class: Armor ed Personnel Carrier 
Crew: Two; a driver and a gunner. 
Troop Capacity: 8 soldiers in body armor or 6 troopers in 
power armor. 
M.D.C. by Location: 

* Turret - t 20 
Rail Gun in Turret - 100 
Mini-Missile Launchers (2, on turret sides) - 60 each 
* * Tank Tread s - 120 each 
*** Main Body - 280 

* Depleting the M.D.C. of the turret tears it off the vehi
cle, rendering all weapons in it useless. Targeting the turret 
requires a called shot at no further penalty. 

** Destroying the treads immobilize s the tank. Repla cing 
the treads (the tank carries 4 spares) takes I D6 x IO minute s 
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for a trained crew (twice as long for the inexperienced). Tar
geting the treads requires a called shot at -2 to strike. 

*** Depleting the M.D .C. of the main body destroys the 
veJ-i\:le, renderin g it useless. 

Speed 
Drivin g on the ground: 100 mph ( 160 kmph) maximum speed on 
level terrain . Over broken terrain and off-road, maximum safe 
speed is 60 mph (96 kmph ). Exceeding the safe speed has a cu
mulative 10% chance of "jumping" a tread every hour (10% on 
the first hour , 20% on the second hour , and so on). 
Flying: Not possible . 
Range: 550 miles (880 km) with a combustion or electrical en
gine. 
Statistical Data 
Height: 8 feet (2.4 m) 
Width: 8 feet (2.4 m) 
Length: 10 feet (3.0 m) 
Weight: 15 tons fully loaded. 
Cargo: Sma ll compartment has enough room for personal effec ts 
and one hand weapon (pistol or sub-ma chinegun -sized). Weap
ons locker has room for eight rifles, three miss ile launchers , 60 
E-Clips and 40 grenades. 
Power System: Combustion, electrical or nuclear. 
Market Cost: I million credit s for a tank with combustion or 
electrica l engine. IO million credits for one with a nuclear en
gine. Sold only to reputable militar y organizations. Cap

tured/stolen tanks (typicall y with 20% less M.D.C. and missing 
one other weapon system) can be had for half price. 



Weapon Systems 
1. Rail Gun: A rail gun with a high cyclic rate is mounted on 

the turret, and acts as the APC's main gun. 
Primary Purpose: Anti-armor 
Secondary Purpose: Defense 
Mega-Damage: A burst is 80 rounds and inflicts 1D6x l0 +10 
M.D. Can only fire bursts. 
Rate of Fire: Equal to the number of hand to hand attacks per 
melee. 
Effective Range: 2000 feet (610 m) 
Payload: 8,000 rounds; that' s 100 bursts. 

2. Missile Launchers (2): These mini-missile launchers are on 
each side of the rail gun, and are used to give the APC a long
distance weapon. 

Primary Purpose: Anti-aircraft and anti-personnel. 
Secondary Purpose: Defense 
Mega-Damage: Varies with missile type. 
Rate of Fire: One at a time, or in volleys of two, four, six, eight 
or sixteen missiles. 
Effective Ran ge: About one mile (1.6 km) . 
Payload: I 6 total; eight per launcher . 

The Larhold Barbarians 
Population Breakdown: 4.6 million total (60% Larhold , 5% 
human renegades , 35% diverse other races, espec ially giants, 
ogres, brodkil , etc.). A Larhold tribe typically has between 1,000 
and 100,000 members; the larger tribes are typically divided into 
5-20 smaller bands. 

The Larhold are a nomadic race with great magical powers; 
they have been compared to the Horune (see Rifts Underseas) in 
terms of their power, savagery, and capab ilities. While the Ho
rune are pirates and operate mostly in the seas and coastlines of 
the world, the Larhold are land-bound nomads who travel with 
their herds of catt le and raid the "dirt-grubbers," as they con
temptuously call farmers. Severa l hundred of these beings ar
rived through the Rifts opened during the Great Cataclysm, 
including several shamans and priests. These magicians, in tum, 
opened more Rifts to allow more of their tribesmen to aniv e. 
While many beings considered the monster-plagued lands of 
Rifts Earth to be a place to avoid, the Larho ld saw it as a land of 
opportunity, a place where the ruins of an entire civilization lay 
ready to be plundered. 

Over the centuries, the barbarians have grown in numbers; as 
of l 00 P.A., their population was in the millions, and sti ll grow
ing, despite several attempts by other cultures to wipe them out. 
For the time being, they have been isolated to the plains of South 
America. To go anywhere else, they have to go through the Sil
ver River Republi cs, the Empire of the Sun, or the Arkhons ' 
holdings. With their increas ing population, they may be able to 
do so in a few years, especially if the Silver River Republics 
continue bickering among themselves. 

History 
The Larhold are transdimensional nomads and raiders. Early 

in their history, before they had developed any techno logy be
yond metalworkin g, their culture discovered advanced magic. 
Some dimensional sages believe this know ledge was the "g ift" 
of some alien intelligence, demon, or a god of darkness. The fact 
that most Larhold worship such entities points in that direction 
as the likely source of their power. In any case, their newfound 
magical abilities made them extremely powerfu l, espec ially their 
mastery over the Blue Flame, a form of energy largely unknown 
in the Megaverse. They also learned how to open dimensional 
portals, and soon entire tribes abandoned their prairie- covered 
planet and ventured onto other worlds. 
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Many, perhaps most, Larhold perished as they encountered 
advanced cultures who quickly wiped out the alien barbarians. 
Some of the enemies the Larhold ran into during their millennia 
of travel included the Splugort h, who often enslaved them 
Narun i Enterprises, which somet imes hires them as mercenaries 
(and more often sold weapons to their enemies; and on a few oc
casions did both!), gods of light and darkness, who embroiled 
them in their age-o ld conflicts and many others. Whenever the 
Larhold did not encounter overwhelming odds , they thrived, 
sacking and destroying cities; enslaving or murdering the inhabi
tants, and soon reducing entire nations and planets to barren 
waste land s. The nomads, traveling on their monster-drawn wag
ons, moved quickly and rarely stopped in one place longer than 
was necessary to devasta te it. 

During their trave ls, many Larhold learned to worship some 
of the most evil and savage deities and alien intelligences in the 
Megaverse. Many are followers of the Gods of Darkness, includ
ing Set, Ahriman , and others. A few worship the Horsemen of 
the Apocalypse (see Rifts World Book Four: Africa) and still 
others sac rifice victims to alien intelligences like the dreaded 
Old Ones. In return, some tribes have been granted supernatural 
powe rs. Witches (see Rifts Conversion Book One) are common 
among man y tribes; they have almost as much respect and status 
as the shamans of the Blue Flame. With their magic and their 
connections to the forces of darkness, some Larhold managed to 
survive the dangers and pitfalls of dimensiona l raiding. 

As they came into contact with techno logical civilizations, 
the Larhold acquired a taste for high-tech weapons and equip
ment. Soon jeeps, trucks and motorcycles traveled side by side 
with animal-drawn vehicles. Soon for every Larhold there were 
one to two slaves of diverse races. These slaves were valued for 
their ski lls; they included mechanics, weaponsmiths, techni
cians, doctors and engineers among their numbers. Drawing on 
the know ledge of those slaves, the Larhold were able to field a 
powerful army. Eventually, the larger Larhold tribes were a 
force to be reckoned with. 

As their slaves multipli ed and had children, a number of non
Larhold soon became part of the tribe. These were the spawn of 
slaves who proved to be tough and ruthless enough to win their 
freedom and were welcomed into the ranks of the nomadic 
tribes. Among the "new Larhold" were beings like the brodkil, 



gargoy les, mutants, denizens of Wonn wood, ogres, and giants. 
Humans, as one o f the most numerous species in the Megave rse, 
eventually had a prese nce eve n among these barbarians. Human 
"Larhold" became incredibly vicious, cunning fighters, using 
their skills and trickery to best beings with supernatural strength. 
The leaders of the nomadic tribes, howeve r, continue to be 
"true" Larho ld warriors. 

On many worlds, the mention of the name "Larhold" is 
enough to make the natives nervo us. The more ruthless and evil 
transdimen sional cultures, like the Splugorth , have placed a 
2,000- 10,000 credit bounty on the horns of a Larhold. Many 
bounty hunters have met their demise trying to claim the bar
baric bounty. Other civilizations have used every reso urce at 
their disposal to destroy or even e~tenn inate the barbarians. Al
though the Larhold have been killed by the millions, many more 
still remain, the scourge of ten thousand worlds. 

The Larhold arrived on Earth in several places. Small bands 
were accidentally Rifted to North America, Europe and Asia. 
These relatively small tribes never had enough numbers to make 
a difference. A much larger continge nt arrived in the Andes 
mountain s and threatened the cities of the Nazca (see the Em
pire of the Sun section). The combined forces of the Empire of 
the Sun and the Nazca Line Makers were enough to push the 
Larhold out of their territory. The barbarians, who have little Ii.k
ing for mountains anyway, settled in the plains to the east. 

The Larhold of South America have changed their tactics. Al
though they still roam about and rarely stay anywhere for peri
ods longer than a month, these nomads no longer travel 
throughout the Megaverse. Instead, each tribe or sub-tribe has a 
defined "range" which they travel through in a migratory route. 
Along the way, they plunder all neighboring lands and riva l 
tribes; war between two Larhold tribes is fairly common, and 
ju st as vicious as when fighting non-Larhold. A few tribes have 
even allowed some towns and cities to survive with one condi
tion: whenever the Larhold arrive in town, a huge tax is co l
lected from that city, ranging in anything from gold and 
weapons to slaves and services. In return, the Larhold do not de
stroy the communi ty and let the inhabitants rule themselves as 
they see fit, so long as they do not interfere with the nomads. 

The growth of human and D-Bee settlements in the area have 
affected the Larhold. Large tribes still cross all national borders 
with relative impunity; the continent is so sparse ly populated 
(most "co untries" have less total population than a pre-R ifts 
city) that war bands with over a thousand warrio rs can still get 
past patrols and border crossi ngs, free to raid further inland. 
Still, pressure from such nations as Cordoba, New Baby lon and 
Achilles have forced the Larhold south. While the ir tribes roam 
as far north as the Lesse r Amazon, the grea test concentration of 
the barbarians is in the southwestern tip of the continent, where 
they are in constant conflict with the Southern Federation . This 
concentration is potentially exp losive; as more and more Larhold 
start competing for limited space and resources, severa l or even 
all the tribes could be unified under a single, powerf ul ruler. 
Such a confederation might have enough numbers to overwhelm 
the more civilized nations to the north . 
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Government and Society 
Most Larhold tribes have two leaders: the chieftain and the 

shaman. Chieftains are war leaders, respected for their prowe ss, 
cruelty or luck. The eldest son of a chieftain succeeds his father 
when he becomes too old or feeb le to rule, or when he dies. 
Howeve r, if the new chief is too young or too inept to control his 
people, another relative (often an older uncle or cousin) will 
challenge him to a duel, kill him , and take his place. Even 
among the ruling classes, violence and the rule of the stronges t 
are a way of life. 

Among most tribes , the shaman has almost as much authority 
as the chieftain. In others, the shaman is the ruler in all but 
name, and in a few instances, a shaman has also become a chief
tain, assuming both roles at the same time. These shaman-kings 
are lege ndary figures among the Larhold. They have often uni
fied a number of tribes and led them in savage campaigns 
against whole worlds. For the most part , howeve r, shamans are 
concerned with the magica l and supernatural aspec ts of Larho ld 
life. T hey and their assistants (some shamans have as many as 
100+ lesser shamans at their command) help warriors with their 
spells, or use divination magic to learn what the best strategy 
will be in a future batt le. They also open the Rifts thro ugh which 
the Lar hold travel to other worlds, and perfo m1 ceremonies and 
rituals to raise the morale of the tribe. Unlike chieftains, who are 
for the most part, male, shamans can be ma le or female. Female s 
are actually more feared by many Larhold , who superstitiously 
believe that their women are more devio us and dangerous than 
males. 

Beyo nd those leade rship positions, status among the Larho ld 
depends on one's courage and brutality, and on how much booty 
one has. A warrior 's worth is meas ured in "mounts"; the tradi
tional mount of the Larhold is the War Bison, a shaggy, super
natural homed creat ure that eats the flesh of other animals. Other 
mount s include horses and vehicles; a motorcycle counts as one 
mount , a truck or APC could count for as much as 3-6 mounts , 
and a tank or hover vehicle counts as 10-12 mounts. So, for ex
ample, a wealthy warrio r who owned 6 Bronze bulls, two motor
cyc les and a truck would be said to have 11 mounts (the truck 
counting as three) . Poor warriors who have only one mount 
often become the retainers of wealthier ones. The richest and 
more powerful warriors may have hundreds of retainers; eventu
ally, these minor war lords split off to form their own tribe, or try 
to take ove r their original tribe. 

Property only counts for so much. Combat abil ities are 
grea tly admired, even among enemies. Enemy warriors are often 
given the chance to die in combat by freeing them and letting 
them face Larhold warrio rs in single combat. Crue lty is also re
specte d . A Larhold who displays new and invent ive ways to tor
ture prisoners, or who comm its gruesome acts of murder, soon 
gains a positive reputation among the bloodthirsty warriors. 
Most tribes also pract ice ritual sacrifice and even cannibalism, 
especia lly if the victim is a powerf ul warr ior; many Larhold be
lieve that eating a warrior 's heart will impart some of his cour
age on the partaker. 



Larhold 
Barbarian R.C.C. 

The Larhold are humanoid creat ures. At first sight, they ap
pear squat and short, but they stand six feet ( 1.8 m) tall on aver
age. They have wide shoulder s and are bow-legged are a result 
of a lifetime spent riding and shootin g the bow. Four small , bi
son-like horns protrude from their temp les, two on each side. 
Males usually grow long mustaches and goatees; both men and 
women braid their hair. The traditional dress consists of leather 
or suede pants and jackets, fur hats, and pointy-toed boots. Some 
warriors wear chain mail, plate and scale mail armor, but the tra
ditional armor is the hide of their War Bisons, cured into M.D.C. 
leather breastp lates, helmets and shields. Their traditional weap
ons are bows made with the supernaturally-tough sinews and 
bones of their bronze bulls, bows that not even cyborgs can 
bend, and whose arrows can penetrate the armor plating of 
power armor. Wealthier warriors use captured energy weapons, 
ultra-tech armor, and other weapons. 

Although the Larhold are supernatural beings with great 
strength and endurance, the danger they pose lies in their tactics 
and savagery. The "barbaria ns" are master ambushers and ex
perts in hit and run tactics. When faced with determined resis
tance, the nomads melt away, only to appear from another side 
to take their enemies by surpri se. Nighttime raids, false retrea ts 
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and dirty tricks are all common among them. Another favored 
tactic, espec ially during sieges, is to use captured slaves as living 
shields, often friends and relative s of the besieged enemies, forc
ing them to choose between killing those loved ones or losing 
the battle . When they are certain of their victory, the Larhold 
will try to capture their enem ies alive, to eithe r enslave them, 
use them for sacrifices, or to torture them for the entertai nment 
of the tribe. Often, hap less prisoners are relea sed - after having 
been blinded or cripp led in some gruesome way. 

The Larho ld are violent and crue l even against each other. 
The one exception are children; although Larhold discipline is 
harsh, the barbarians cheris h their children, and mistreatment or 
abuse of their young is punishable by death, even if the abuser is 
the child's parent. The ch ildren of enemies are fair targets , al
though the Larho ld prefer to adopt young children into their 
ranks and teach them their ways. This is why renegades from 
hundreds of other race s ride alongside the Larhold (see the 
Larhold Renegade O.C.C., below). 

Different Larhold tribes often war against each other, espe
cia lJy if one is entering the range claimed by another. Those in
ter-tribal conflicts are as savage as anything the Larhold are 
involved in; the barbaria ns often save their worst cruelties for 
each other; after all, who can best appreciate sadism than an
other Larhold ? Sometimes, however, two or more tribes, or war 
bands from different tribes , will jo in forces for a while, usually 
when facing a strong common enemy. These alliances only last 
as long as it is convenient for both sides, which is rarely a long 
time. 



Alignment: Any, but lean towards anarchist and evil. 
M.D.C.: P.E . plus 2D4x l0 M.D. C. 
Attributes: I.Q. 3D6 , M.E. 3D6 , M.A. 3D6, P.S . 4D6+ 12, P.P. 

3D6+2, P.E. 3D6+6, P.B. 2D4 , Spd. 3D4 
Size: Average 6 feet tall ( 1.8 m). 
Weight: 200-350 lbs. (90 to 157.5 kg) 
Horror Factor: 8, 10 if the Larhold' s reputation is kno wn. 
P.P.E.: 3D6 
Average Life Span: 70 years 
Natural Abilities: Nightvision 200 feet (61.0 m), rapid hea ling 

(3D6 M.D.C. per hour of rest). 
Experience Level: Varie s. Average I 04+ 2 
Combat: As per skill. See bonuses, below . 
Damage: Supernatural strength (see Rifts Conversion Book One, 

page 22). 
Bonuses: Add one attack per melee, +l on initiat ive, +2 to roll 

with impact, +2 to pull punc h, +2 save vs magic, +6 to save 
vs horror factor. All these are in addition to skill and attribute 
bonuses. 

Magic Powers: No ne unless a magica l O.C.C. (see below ) is se-
lected. 

Psionic Powers: Standard; same as humans . 
Vulnerabilities /Penalties: Non e. 
O.C.C.s : In addition to the basic Larhold Barbarian R.C.C ., 

some Larho ld learn different skills, especia lly in the field of 
magic. Possib le O.C.C.s include Larhold shaman (see below), 
ley line walker, mystic , shifter, warlock, witch, and tempora l 
mage. A few Larhold also have powerf ul psionics (use the 
Mind Melter and Bur ster R. C.C.s). In addition to the spec ific 
O.C.C . skills, all Larhold will have Riding: War Bison (same 
basic leve l as Hor seman ship at +10 %), and W .P.: Archery 
and Targeti ng. 

R.C.C. Skills: 
Lang uage: Larhold (98%) 
Language : One of choice ( + 15%) 
Bas ic Math ( + 10%) 
Riding: War Bison (+20%) 
Wild erness Surv ival (+15 %) 
Detect Ambus h (+ 10%) 
Detect Concea lment (+10%) 
W.P.: Archery and Targeting 
W.P. Sword 
W .P.: One of choice 
Hand to Hand: Expert 
Hand to Hand: Expert can be changed to Martia l Arts or As
sassin at the cos t of one "other " skil l. 

R.C.C . Related Skills: Selec t seven "o ther" skill s. Plu s select 
two additional sk ills at leve l three and one at leve ls six, nine 
and twelve. All new skills start at level one profic iency . 
Communi cations: Any 
Domestic: Any (+ 10%) 
Electrica l: Basic Electronics only. 
Espionage: Any 
Mechanica l: Automotive Mechanics only. 
Medi cal: Holistic Medicin e only (+5%) 
Military: Any 
Physica l: Any (+5% where applicable) 
Pilot: Any (+5%) 
Pilot Re lated: Any 
Rogue : Any (+5%) 
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Science: None 
Techni ca.l: Any (+ 10%) 
W.P .: Any 
Wild erness: Any (+ 10%) 

Secondary Skills: The charac ter also gets to select six secon
dary skills from the previous list. These are addition al areas 
of kno wledge that do not get the bonus listed in parenth eses. 
Also, skills are limited as previously indicated in the list. 

Alliances and Allies: Larho ld tribesmen rely on each other, and 
occas iona lly on other tribes (when parti cipating in a large
sca le raid, for example), but have few other allies. Very rare ly 
will the Larhold form an alliance or hire out their services to 
an alien intelligence, god of darkness or powerful warlord . 
Pries ts of the gods of Darkn ess will some times aid the 
Larhold if doing so benefits their cause. 

Weapons: Larho ld Composite Bow: does hand to hand damage 
(based on supernatural P.S.) +6 M.D. , and has a range of 800 
feet (244 m). The bow can only be wielded by beings with a 
superna tural strength of 16 or higher. Larhold Saber: an M.D. 
alloy that inflict s 2D6 M.D. in addition to the wielder's su
pern atural P.S. damage. Additiona lly, select one energy 
weapon of choice and 1D4 energy clip s, and one modern 
weapo n. 

Body Armor: Traditiona l Larhold Hide Armor: 70 M.D.C., 
goo d mobility (-10% to prowl rolls) . May wear capt ured ar
mor . 

Other Equipm ent: A war bison mount (see below), or a small 
vehicle (typica lly a motorcyc le), cam ping kit, dry ration s for 
I wee k, cook ing utensils, and lD6 x lO00 credits in cash or 
trade items. 

Larhold Human 
Renegade O.C.C. 

Not all the members of the Larhold tribes belong to that race 
of beings. Membe rs of other races, the children and great-grand
children of slaves and other victims, have somet imes managed to 
rise to a state of near-eq uality with their former captors. These 
"new Larho ld" are typica lly more vio lent, savage and blood
thirsty than the norm; they have to be to gain acceptance. Their 
lives are bruta l and short ; very few human barbarian s live past 
the age of thirty. Furthermore, their yea rs of being exposed to 
transdimensional creatures have partially transformed them; al-



though they are still nonnal flesh and blood , their P.P.E. reserves 
are very high, and they can channel that energy to temporari ly 
increase their strength and endurance to superhuman levels. 

A few of these human barbarians tum against their former 
companion s and abandon the tribes. Out in the world, they risk 
being attacked by those who have good reason to distrust and 
hate the Larho ld. Some have survived and even thrived, how
ever. A renegade became an important genera l of New Baby
lon 's House of War , and won much glory fighting the same 
tribes he abandoned . 

O.C.C. Abilities and Bonuses: 
1. Physical Bonuses: Human renegades are hardened by their 

brutal lives, gaining +2D6x 10 S.D.C., +3 to P.S. and P.E. , and 
+2 to P.P .• in addition to skill bonuses~ 

2. P.P.E.: Their contact with supernatural creat ures and their 
semi-myst ica l upbringing greatly raises the leve l of P.P.E. 
among these barbarians. Base P.P.E. is 6D6 plus the P.E . attrib
ute; add I D6 P.P.E . per addition al level of experie nce. 

3. Temporary Superhuman Transformation : By spending 
P.P.E. , the character can temporaril y "super-charge" himself, be
coming the match of a full-blooded Larhold for a brief time . The 
transformation costs 25 P.P.E. and lasts three minute s per level 
of experience. During that time, the character inflicts 1D4 M.D. 
plus his P.S. bonus with his bare hands (if using a Larhold 
sword, vibro-blade or similar M.D. weapon, this M.D. damage is 
added to the weapon 's). Additionally, his S.D.C. (but not hit 
points) are temporari ly transformed into M.D.C. point s ! At the 
end of the transfonnation, any damage sustained carries over as 
S.D.C. points on a one-to one basis; if the tempor ary M.D .C. is 
reduced to zero, the character dies! 

Larhold Human Renegade O.C.C. 
Attribute Requirements: The minimum P.S., P.E. and P.P. of 
these renegades is 14. 
O.C.C. Skills: 

Language: Larhold (98%) 
Language: One of choice (+ 15%) 
Basic Math (+10%) 
Riding: War Bison (+ 15%) 
Wildernes s Survival (+12%) 
Detect Ambush (+~%) 
Detect Concea lment (+ I 0%) 
W.P.: Archery and Targe ting 
W.P. Sword 
W.P.: One of choice 
Hand to Hand: Expert 
Hand to Hand : Expert can be changed to martial arts or assas
sin at the cost of one "other" skill. 

O.C.C. Related Skills: Select seven "o ther" skills. Plus select 
two additional skill s at level three and one at levels six, nine 
and twelve. All new ski lls start at level one pro ficiency. 
Communications: Any (+5%) 
Domest ic: Any (+ I 0%) 
Electrical : Basic Electro nics only. 
Espionage: Any 
Mechanica l: Automotive Mechanics only. 
Medical: Holistic Medicine only (+5%) 
Military: Any 
Physical: Any (+5% where applicable) 
Pilot: Any (+5%) 
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Pilot Related: Any 
Rogue : Any (+6) 
Science: None 
Technical: Any (+10%) 
W .P.: Any 
Wilderness: Any (+10%) 

Secondary Skills: The character also gets to select two secon
dary skills from the previous list at leve ls one, three, seven 
and eleven. These are addition al areas of knowled ge that do 
not get the bonus listed in parenthe ses. Also, skills are limited 
as previously indicated in the list. 

Standard Equipment: Composite bow (Cannot use the Larhold 
bow) and 24 explosive arrows. 

Larhold saber: an M.D. alloy that inflict s I D4 M.D . if 
wielded by a being without supernatural strength, or 2D6 
M.D. in addition to the wearer's supernatural P.S. damage 
when wielded by a supernatural being. This means when 
"charged up," the renegades inflict the higher damage with 
this weapon. Additionally , select one energy weapon of 
choice and I D4 energy clips, and one modem weapon. 

Body Armor : Traditional Larho ld Hide Annor: 70 M.D.C. , 
good mobilit y (-10% to prowl rolls). May wear captured ar
mor. 

Other Equipment: A war bison mount , or a small vehicle (typi
cally a motorcycle), campin g kit, dry rations for I week, 
cookin g utensils, and 1 D6x 1000 credits in cash or trade 
items. 

Mone y: 2D6x 100 in credit and 1D4xl000 in trade items. 
Cybernetics: Stans with none. 

War Bison 
At first sight, these creatures appear to be large bison or buf

falo, unusual only because of the four horns on their heads. 
When angered or hungry, howe ver, these crea tures bare their 
tee th, revealing huge canines. Their eyes also shine with intelli
gence and malevo lence one would never expec t from a herbi
vore. 

The war bisons are strange creatures of unknown origins. 
Their basic body shape appea rs unsuitable for a predator; they 
are hoofed , heavy animals , and their horns are too small to be 
very effec tive weapon s. For some reason, however, the war bi
son eat flesh and hunt live prey. Maybe they are a magical crea
tion , or the result of an experiment by the Gene-Splicers. In any 
case , their brutality and savagery is ju st as great as their mas
ter 's . 

Alignment: Considered to be diabolic or aberrant. 
M.D.C .: 1D4xl0 0+ 100 
Attributes: I.Q. 2D4+3 (high an.imal intelligence), M.E. 2D6, 
M.A. 2D4, P.S. 2D6+30. P.P. ID6+ 18, P.E. 2D6+ 14, P.B. 104 , 
Spd. 2D4x 10+80 
Horror Factor: 9, 13 if the Larhold are a known menace. 
P.P.E.: 3D6+8 
Natural Abilities: Nightvisio n 600 feet (I 83 m), regeneration 

1D4x l0 M.D. per minute . 
Combat: Four attacks per melee. 
Bonuses: + 1 on initiative, +2 to strike , + 1 to parry (with horns) 

and dod ge, +4 to save vs magic and disease. In addition to at
tribute bonu ses. 



Damage: Bite: 4D6 M.D. Head Butt: 5D6 M.D. if standin g still, 
1 D4x IO M.D. with a running start. Power butt does 
I D6x IO+ IO M.D. (counts as two melee attack s). 

Magic: None. 
Psionics: None . 
Average Life Spa n: 70 years. 
Languages: Unders tand (but cannot speak) Larhold (65%). 
Value: The Larhold measure their va lue in War Bison; for ex-

Larhold 
Shaman O.C.C. 

The early Larho ld prim itives dwelt on a green-sk ied world 
that ofte n crackled with blue flame. The Blue Flame is some sort 
of eleme ntal force of grea t power that is all but unknown to most 
other races of the Megaverse. The early Larhold wise men and 
women learned to tame its power , either by mystica lly linking to 
it, or by learni ng spells and ritua ls that accessed it. The former 
type became shaman s, primitive priests of this mindle ss but 
powerful elemental force. The others are magicians (use the ley 
line walker 0.C.C.) who discovered spe lls that can be taught to 
anybody with the talent to work magic. The shamans can use the 
Blue Flame more effec tively than anyone else, however. 

188 

ample, a tank might be worth ten or twelve war bison. This 
translates to roughly 50,000 to 100,000 cred its, although the 
creatures are not for sale. 

Habitat: Typically plains and woodland s. 
Enemie s: All enemies of the Larho ld. 
Size: 5-7 feet ( l.5 to 2. 1 m) at the shoulder (head adds another 

1-3 feet), and 7 to IO feet (2. I to 3.0 m) long. 
Weight: 1,000 to 4,000 lb. (450 to 1800 kg) 

True shamans (the term shaman is also used by the Larhold to 
refer to ley line walkers, witches, warlocks and other practitio
ners of magic) are mysterious, often feared figures. Most of 
them hide their features with bizarre masks with demoni c de
signs. They also wrap themselves with bandages and cloaks. In 
many cases, this is to mask their hideo usly burned bodie s: many 
of the mystical rituals the shamans perform involve giving one
self to the blue flame, resu lting in painful, disfiguring scars. But 
the masks and wrappings are also used as symbo ls of fear and 
power. Few Larho ld will question what one of the demon
masked shamans do (a few advent urers have disguised them
selves as shaman s and managed to fool the unwary ; however, 
another shaman will instantly discove r the masquerade, with ter
rible consequences). 



The shamans use their magic, especially magic related to the 
blue flame, to harm the enemy, heal the wounded and sick, and 
aid warriors in combat. They often get the extra P.P.E. they need 
to fuel spells by sacrificing helpless victims. Shamans are often 
among the most skilled torturers among the Larhold, using their 
magic to inflict unimaginable pain. These last two characteristics 
have made shamans the most hated Larhold in the Megaver se. 
Enemies of the barbarians will rarely show them any mercy or 
give them any quarter. The magic users know this, so most will 
fight to the death if they cannot escape their tormentors. A cor
nered shaman is at his most dangerou s, for unless he is taken 
down quickly he will use his last breath to call down the Blue 
Flame to consume him and his enemies in a huge explosion ! 

Other practitioners of magic often mimic the dress and man
nerisms of shaman s, the better to impress their fellow Larhold, 
but are forbidden from wearing the demon-masks of the true 
shaman. Any non-shaman caught wearing those sacred badges 
of offices are condemned to a horrible, lengthy execution . The 
only rivals of the shamans are the priests of the gods of darkness. 

Not all Larhold shaman are evil or serve their barbarian tribe. 
A few renegades live and practice their magic away from the 
evil nomads. The Blue Flame is not inherently evi l; like many 
elemental forces, it is above such concerns. Also, shamans can 
belong to other races besides the Larho ld. Humans, ogres, 
wolfen and others have somet imes been trained in the Ways of 
the Flame . However, all shaman, good or evil, are in danger of 
being killed by the many people of South America, due to the 
reputation their kind has earned. 

Shaman O.C.C. Abilities and Bonuses: 
1. Connection to the Blue Flame: The mystic connection to 

this elemental force allows "True" Larhold shaman s to sense the 
use of any spell or ritual related to the blue flame. Range: One 
mile ( 1.6 km) per level of expe rience. The shaman will not know 
what the spell is, or for what purpose , but he will know the gen
eral distance and direction where the flame magic was sum
moned. 

2. Initial Spell Knowledge: At first level, select a total of 
three Blue Flame spells (from any level) and five common spells 
from levels one and two. These are part of the shaman's penna
nent spell cast ing capabilities. Once selected, they cannot be 
changed. 

3. Learning New Spells: Like a mystic, the shaman will in
tuitively sense when he or she has reached a new metaphysical 
plateau (level of expe rience). A ritual of immersion into the Blue 
Flame must be perfonned, taking 2 hours. During the ritual , 
there is a 15% chance that the shaman will be burned by the 
Blue Flame, scarring him for life (reduce P.B. by I). At the end 
of the ritual, the character has learned new spells. 

At level two, an additional four spells from levels one, two 
and three (or any Blue Flame spells) can be learned. At third 
level and beyond, the shaman can mystically acquire two more 
spells from any of the levels, up to his own level of experie nce 
(i.e .. , leve ls 1-3 at leve l three, 1-4 at level four, etc.). Shamans 
cannot learn or purchase spells. 

4. P.P.E.: Shamans are living batteries of mystic energy; their 
connection with the Blue Flame greatly increases their power. 
Base P.P.E .: 3D6x l0 plus P.E. attribute. Add 3D6 P.P.E. per 
each additional level of experience. 
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S. Summo n Blue Light: The shaman can always rely on the 
Blue Flame to illuminat e an area. By spending 1 P.P .E., the sha
man can light up an area of 30 feet (9. 1 m) for one hour. lllumi
nating a larger area requires the actual use of spells. 

6. Ritual of Immolation: All shamans learn this lethal ritual 
during their apprenticeship, as a way to get reveng e on one' s 
enemies eve n at the time of death. Shaman s who wish to die and 

take their enemies with them start the ritual, which lasts for 30 
seconds (two melee rounds). As the ritual occurs, the shaman is 
surround ed by a nimbus of blue flame, which inflict s 2D6 M.D. 
to anyone touching it. The ritual is purely mental; restraining or 
attacking the shaman does not stop it; only killing him will pre
vent the completion of the ritual. When the ritual starts, any spell 
or power affecting the shaman (both pos itive and negative) will 
be automatically negated ! If somebody doesn't kill the shaman 
or knock him unconscious, or into a coma, at the end of the rit
ual he will explode into flames! The explosion will cover a 100 
foot (30.5 m) radius. plus 10 feet (3.0 m) per leve l of experience . 
Everyone in the area will take 2D4x 10 M.D. per level of the sha
man (4D4xl0 M.D from a second level shaman, ID4x 100 M.D. 
from a 5th leve l shaman, etc). Even characters protected by the 
invulnerable to energy spell will suffer half damage. 

The ritual is always fatal. Even if the shaman decides to stop 
it, or is knocked unconscious, he will die within 1 D4 minutes . 
No force beyond the resurrection power s of the gods can restore 
the priest back to life (even deitie s have a -30% penalty to suc
cess fully resurrect the victim); the shaman has been claimed by 
the Blue Flame, which will not relinquish him. 



7. Supernat ural Bonuses: +10 to M.D.C. for Larhold and 
other supernatural (M.D.C.) creatures; humans and other S.D.C. 
creatures who are initiated into the Ways of the Flame become 
minor M.D.C. creatures; M.D.C. is equal Lo P.E. plus I 04 per 
level of experience. 

8. Other Bonuse s: +3 to save versus horror factor, + l to spell 
strength at levels four, seven, ten and thirteen. 

Larhold Shaman O.C.C. 
Alignment: Most are anarchist or evil; those who use human 
sacrifices to power their magic are always evil. Only a few rene
gades are good or unprincipled. 
Attribute Requirements: M.E .. 10 or higher. 
O.C.C. Skills: 

Language: Larhold (98%) 
Language of choice (+25%) 
Basic and Advanced Math (+25%) 
Demon and Monster Lore (+15%) 
Riding: War Bison (+10%) 
Holistic Medicine (+10%) 
Wilderness Survival (+5%) 
W.P.: Archery and Targeting 
W.P.: Sword 
Hand to Hand: Basic 
Hand to Hand: Basic can be converted to hand to hand: ex
pert at the cost of one "other" skill, or to martial arts or assas
sin at the cost of two other skills 

O.C.C. Related Skills: Select six other skills. Plus select one 
addiLional skill at levels three, five, eight, twelve and fourteen. 
All new skills start at the base skill level. 

Communications: Any 
Domestic: Any (+10%) 
Electrical: None. 
Espionage: Any 
Mechanical: None. 
Medical: Any 
Military: None. 
Physical: Any 
Pilot: Any 
Pilot Related: Any 
Rogue: Any 
Science: Any (+5%) 
Technical: Any (+10%) 
W.P.: Any 
Wilderness: Any 

Secondary Skills: The character also gets to select three secon
dary skills at levels one, four and nine. These are additional 
areas of knowledge that do not get the bonuses listed in pa
rentheses. Also, skills are limited (any, only, none) as pre
viously indicated in the list. 

Standard Equipment: Demon-Mask and Shaman Robes; these 
symbols of office have a Horror Factor of 7 against Larhold 
or people who know and fear Larhold shamans. Animal hide 
or light body armor can be worn under the vestments. Tradi
tional Larhold Hide Armor: 70 M.D.C., good mobility (- 10% 
to prowl rolls). May wear captured armor. 

Larhold Composite Bow: does hand to hand damage 
(based on supernatural P.S.) +3 M.D., and has a range of 800 
feet (244 m). The bow can only be wielded by beings with a 
supernatural strength of 18 or higher (or robot P.S. of 30+). 
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Larhold Saber: an M.D. alloy that inflicts 2D6 M.D. in 
addition Lo the wearer's supernatural P.S. damage. 

Additionally, select one energy weapon of choice and 104 
energy clips, and one modem weapon. 

A war bison mount (see above), or a small vehicle (typi
cally a motorcycle or robot horse), camping kit, dry rations 
for two weeks, cooking utensils, and holistic medicine bag. 

At Lhird level, Larhold Shamans are granted a magic 
weapon by their tribe. They must still be members in good 
standing of the tribe to receive the gift, which is granted dur
ing a major ceremony. 

Money : 2D6xl000 credits in cash or trade items. 
Cybernet ics: None. Cybernetics affect magic and are avoided at 

all costs. 

Blue Flame Spells 
These spells can be learned by any magician, but they need to 

be aware of the Blue Flame and must learn the spells from the 
Larhold or those who have learned it from the Larhold. The blue 
flame is an elemental force that has no apparent alignment or in
trinsic intelligence. The equivalent level of the spell is listed be
low: 

Alphabetical List of Blue Flame Spells 
Burning Light of the Blue Flame ( 12 P.P.E.) 
Eyes of Blue Flame (6 P.P.E.) 
Fists ofB lue Flame (10 P.P.E.) 
Flamebolts (20 P.P.E.) 
Flamehalo (15 P.P.E.) 
Flameshield (30 P.P.E) 
Flamewings ( 15 P.P.E.) 
Healing Flame (60 P.P.E.) 
Sense Blue Flame (2 P.P.E.) 
Whip of Agony (20 P.P.E.) 

Burning Light of Blue Flame (Level 6) 
Range: I 00 feet (30.5 m) +50 feet (I 5.2 m) per level of experi-

ence. 
Duration: One melee round per level of experience. 
Saving Throw: Dodge only (16 or higher) 
P.P.E.: 12 

This spell creates a tiny pillar of blue flame in the hand of the 
spell caster. At will (equal to the character's number of attacks 
per melee), a bright beam of blue light empts from the flame and 
toward any target in the spell caster's line of sight. The light 
burns with the intensity of a high-powered laser, inflicting I D6 
M.D. or S.D.C. (spell caster's choice) per every two levels of ex
perience. Vampires suffer triple damage and cannot come within 
50 feet (15.2 m) of the flame. 

Eyes of Blue Flame (Level 3) 
Range: Self 
Duration: One minute per level of experience. 
Saving Throw: Not applicable 
P.P.E.: 6 

The spell caster's eyes appear to be made of fire. The charac
ter can see all spectrums of light and heat, and therefore, virtu-



ally all invisible beings, including invisible elementa ls. 
Furthermore , he is imperviou s· to heat and all S.D.C. flames , can 
see in total darkness 400 feet (122 m), and is + 3 to save vs illu
sions. 

Fist of Blue Flame (Level 4) 
Range: Self. 
Duration: One minute per level of experie nce. 
Saving Throw: Dodge only (16 or higher) 
P.P.E.: 10 

The spell caster 's fist seems to be enve loped in a ball of Blue 
Flame that does not burn his flesh, but inflicts 2D6 M.D. plus the 
character 's normal P.S. damage with every punch or slap. 

Flamebolts (Level 6) 
Range: 200 feet (6 1.0 m) plus 30 feet (9 m) per level of experi-

ence. 
Duration: Instant 
Saving Throw: Dodge only (I 6 or higher) 
P.P.E.: 20 

Fires a bolt of blue flame that twists and turns while trying to 
hit the target. The only possible defense against this attack is to 
dodge, and even then the target must roll a 16 or higher. Damage 
is 3D6 M.D. plus 1D6 at levels three, five, seven, nine, eleve n, 
thirteen and fifteen. Creatures vulnerable to flame suffer double 
damage. 

Flamehalo (L.evel 5) 
Range: Self 
Duration: Two minutes per level of experience. 
Saving Throw: Not applicable . 
P.P.E.: 15 

A halo of blue flame flicker s around the spell caster, makin g 
him impervious to psionic probes (including see aura), disease 
and possession. Furthermore, the charac ter is + 1 to save vs 
psionics. 

Flameshield (Level 7) 
Range: Self 
Duration: 1 minute (4 melees) per level of the caster. 
Saving Throw: None 
P.P.E.: 30 

Creates an aura of semi-tran sparent blue flames that protects 
the spell caster with 100 M.D.C. plus 10 per additiona l level of 
the caster like a force field. While the tlameshield is on, flame 
and energy attacks do one-quarter damage, and the person is im-
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mune to heat, cold, non-M.D.C. fire and similar environm enta l 
hazards. The protection ends when the spell 's duration elapses or 
the M.D.C. of the shie ld is depleted. 

Flamewings (Level 7) 
Range: Self or other by touch. 
Duration: Two minute s per level of the spell caster. 
Saving Throw: None. 
P.P.E.: 25 

The character with flamewings can fly through the air, si
lently, like the wind. Maximum speed is 100 mph (160 kmph). 

Healing Flame (Level 8) 
Range: Touch 
Duration: Permanent 
Saving Throw: None. 
P.P.E.: 60 

Can heal any wound and restores 1D6 hit points , S.D.C. or 
M.D.C. per level of the spell caster. It can also help people in a 
coma; + 15% +2% per level of the spell caster. It can even bring 
back the recently dead (costs twice as much P.P.E.)! The chance 
is only 20%, +2% per leve l of the caster, -5% per day since the 
time of death. When used to save a person in a coma, or to re
store the dead back to life, the flame will scar the patient , reduc
ing his or her P.B. by 25%. 

Sense Blue Flame (Level One) 
Range: 100 feet (30.5 m) plus 10 feet (3.0 m) per leve l of expe-

rience. 
Duration: Instant 
Saving Throw: None 
P.P.E.: 2 

Detec ts the presence of blue flame being used in the area. 
Magicians who know blue flame spells will only be revealed if 
they are currently using a blue flame spell. 

Whip of Agony (Level 7) 
Range: 20 feet (6.1 m) per level of experience. 
Duration: I minute per leve l of experience . 
Saving Throw: Parry or dodge. 
P.P.E.: 20 

This spell creates a crackling whip of Blue Flame. The whip 
can be used as a weapon, is +2 to strike in addition to any hand 
to hand or W.P. bonuses, and inflicts 1 D6 M.D. per level of the 
caster. Alternatively, the whip can be used as a torture device 
(does I point of S.D.C. or M.D. damage, but racks the victim 
with unimaginabl e ago ny - must touch the skin of the victim to 

work). Survivor s of such a torture have to save versus insanity 
(12 or higher); a failed roll means insanity (G.M. assign a phobia 
about shaman, Larhold , whips, torture, blue flame, fire in gen
eral or roll for a random insanity). 



Experience Point Tables 
Ancient - Inca Undead Larhold Shaman, Destroyer 'Borg, 

True Inca Gauc ho 1 0,000-5,000 Pucara Mind Mage, Inca Warrior 
I 0,000-2,400 I 0,000- I ,900 2 5,00 1-10,000 Sun Priest I 0,000 -2, 150 
2 2,40 1-4,600 2 1,901-3,800 3 10,001-20,000 I 0,000-2,050 2 2, 151-4,300 
34,60 1-9,200 3 3,80 1-7,300 4 20,00 1-40,000 22,05 1-4, 100 3 4,30 1-8,600 
4 9,20 1-18,400 4 7,301-14,300 5 40,001-80,000 3 4,101-8,250 4 8,60 1-17,200 
5 18,401-28,300 5 14,30 1-2 1,000 6 80,00 1-120,000 4 8,25 1-16,500 5 I 7,20 1-25,500 
6 28,30 1-48,000 62 1,00 1-30,000 7 120,00 1- 160,000 5 16,50 1-24,600 6 25,50 1-36,000 
7 48,00 1-78,000 7 30,001-40,000 8 I 60,00 1-200,000 6 24,60 1-34,700 7 36,00 1-52,000 
8 78,001-1 I 0,000 8 40,00 1-53,000 9 200,00 1-250 ,000 7 34,701-49,800 8 52,00 1-73,000 
9 110,001-150,000 9 53,001-73,000 10 250,00 1-300,000 849,80 1-69,900 9 73,001-98,000 
IO 150,001-200,000 IO 73,00 .1- 103,000 I I 300,00 1-400,000 9 69,901-95 ,000 IO 98.00 1- 134,000 
11 200,001-250,000 11 I 03,001 - 138,000 12 400,001-500,000 10 95,001-130, 100 11 134,00 1-184,000 
12 250,00 1-3 10,000 12 138,00 1-188,000 13 500,00 1-600,000 11 130,101- 180,200 J 2 184,00 1-240,000 
13 310,001-380,000 13 188,00 1-238,000 14 600,00 1-1 Mi llion 12 180,201-230,300 13 240,00 1-295,000 
14 380,001-470,000 14 238,001-288,000 15 I Mi llion-2 Million 13 230 ,301-280,400 14 295,00 1-365,000 
15 470 ,001-600,000 15 288,00 1-328,000 14280,401 -340,500 15 365 ,00 1-425,000 

Larhold Human Renegade, 15 340,50 1-400,600 
Arkhon, Men-Ra JI "Tec hmaster" , Plains 'Borg, ESP Special ist Larhold Barbarian, 
Amaki Stone Man Nazcan Line Maker Megaversa l Trooeer Master Blood-Rider, Neo-H uman, Eguinoid 

I 0,000-2 , 120 I 0 ,000-2,240 I 0,000-2, I 00 Achilles Seree ntoid 1 0,000-2,600 

2 2 , 121-4,280 2 2,24 1-4,480 2 2, 101-4,200 1 0,000 -2,250 2 2,60 1-5,000 

3 4 ,28 1-8,480 3 4 ,48 1-8,960 3 4,20 1-8,400 2 2,25 1-4,500 3 5,001-10 ,000 

4 8,481-16,960 4 8,96 1- 17,920 4 8,40 1- 17,200 3 4,501-9,000 4 I 0,001-20,000 

5 16,96 1-24,960 5 17,921-25 ,920 5 17,201 -25,400 4 9,00 1-18,500 5 20,001-30,000 

6 24,961-34,960 6 25,921-35,920 6 25,401-35 ,800 5 18,50 1-27,500 6 30,001-39,000 

7 34,96 1-49,960 7 35,921-50 ,920 7 35,80 1-5 1,000 6 27,50 1-38,000 7 39,001-52,000 

8 49,96 1-69,960 8 50,921-70,920 8 51,001-7 1,200 7 38,001-54,000 8 52,00 1-70,000 

9 69,96 1-94,960 9 70,921-95,920 9 71,20 1-96,400 8 54,00 I-76,000 9 70,00 1- 100,000 

10 94,96 1-129,960 10 95,921-135,920 10 96,40 1- 13 1,600 9 76,00 1-100,000 IO 100,001-140,000 

11 129,961-179,960 11 135,921- 185,920 11 131,60 1-18 1 ,800 10 100,00 1-145,000 11 140,001-190,000 

12 179,961-229,960 12 185,92 1-225,920 12 181,80 1-232,000 11 145,00 1-190,000 12 !90,001-240 ,000 

13 229,961-279,960 13 225,92 1-275,920 13 232,00 1-282,200 12 190,001-240,000 13 240,001-290 ,000 

14 279,96 1-329,960 14 275,921-335,920 14 282,20 1-342,400 13 240,00 1-300,000 14 290,001-350,000 

15 329,96 1-389,960 15 335,921 -395,920 15 342,401-402,400 14 300,00 1-360,000 15 350,001-520,000 

Fallam, Duelist, Ojahee 'Borg, 
15 360,00 1-420,000 Gizmoteer, 

Ojahee , Fallam Battlemaster, Ultra-Crazy, Condoroid , Falconoid, Blood Rider, 

Pucara Red Giant Rune Warrior Arkhon Seectra l Hunter Achilles Mutant Caelbara Blood Lizard 

I 0 ,000-2 ,200 I 0,000-2,300 I 0,000-2,650 1 0,000-2,400 I 0,000-2,300 

2 2,201-4,400 2 2,30 1-4,500 2 2,65 1-5,300 2 2,40 1-4,800 2 2,30 1-4,600 

3 4 ,401-8,900 3 4,501-10 ,000 3 5,30 1-11,000 3 4,801-8,800 3 4 ,601-9,200 

4 8,901-18,000 4 10,001-20,000 4 11,001-2 1,000 4 9,60 1-19,200 4 9,20 1-18,400 

5 I 8,001-26,000 5 20,00 1-30,000 5 21,001-32,000 5 19,201-29,000 5 18,40 1-26,500 

6 26,001-36 ,000 6 30,00 1-42,000 6 32,001-42,000 6 29,00 1-38,000 6 26,501-36,600 

7 36,001-52,000 7 42,001 -65,000 7 42 ,001-62,000 7 38,001-55,000 7 36,60 1-5 1,700 

8 52,00 I -76,000 8 65,00 1-85,000 8 62,00 i -90,000 8 55,001-78,000 8 51,701-71,800 

9 76,001-100 ,000 9 85,00 1-110,000 9 90,001-120,000 9 78,00 1-99,000 9 7 1,801-96,900 

IO I 00,001- 150,000 10 110,00 1- 160,000 IO 120,00 1- 170,000 10 99,00 1- 132,000 10 96,90 1-137,000 

11 150,001-200,000 11 160,001-210,000 11 170,00 1-220,000 I I 132,001-182,000 11 137,000-188,100 

12 200,001-275,000 12 210,001-285,000 12 220,001-290,000 12 182,001-23 2,000 12 188,101-229,200 

132 75,001-350,000 13 285,00 1-370,000 13 290,00 1-400,000 13 232,001.-282,000 13 229,201-279,300 

14 350,00 1-425,000 14 370,00 1-450,000 14 400 ,000-500,000 14 282,00 1-343,000 14 279,301-340,400 

15 425 ,00 1-525,000 15 450 ,001-575,000 15 500,00 1-700,000 15 343,001-403,000 15 340,40 1-400,000 
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Also from Palladium Books® 
Mutants in Orbit 

Ever wonder if the pre-Rifts civilizations ever tried to 
colonize space? 

They did, and this book reveals all their secrets! Mutants 
in Orbit is a sourcebook for both Rifts® and After the 
Bomb® with tons of great source-material and adventure 
ideas. Even the material written After the Bomb has coot 
ideas and is easy to adapt to Rifts® or Heroes Unlim
itedTM. 

• Space Station s, space ships, and killer satellites. 
• Space Glitter Boys, the Steel Dragon , and other ro

bots. 
• Cyberworks and A.R.C.H.I.E. 7. 
• Virtual Reality Robot Defense System and VRRDS 

junki es. 
• CAN Repub lic, moon base and other nations. 
• The Mars outpost; over-run with mutant insects. 
• M1Utant insect creation tables. 
• World information and the date of the Great Cata

clysm. 
• Parkin son cover ; interior art by Gustovich, Ewel & 

Long. 
• Rift s® and mutant sections written by Kevin Siem-

bieda. 
• 112 pages - $11.95; cat . no. 514 

Available at hobby shops, book, 
and comic stores everywhere! 

Palladlum Booka• Pra-nta1 

Ritts• South America 2 
• Over 30 O.C.C.s and R.C.C.s including the Nazca Line Makers, Megaversal Legion, Blood Riders, Neo- · 

Humans, Psi-Taurs, Red Giants, Warriors of the Sun, Larhold Barbarians, mutant animals, and demi
gods. 

• Nazca line makers and line magic. 
• The return ·or ancient gods and the Inca Empire. 
• Lost or new power armor, robots, tanks, weapons and equipment. 
• The Blood Weeper and Ancients; undead beings or pure evU. 
• Arkhon Spectral Bunters, a special brand or cyborg with terrifying stealth and weapon systems. 
• Arkhon aliens, their technology and weapons or war. 
• More world information about South America and much more. 
• Over 190 pages or epic adventure. 

Explore the entire Palladium Books® Megaverse®! 
I SBN D- 91 62 11 - 89 - 4 

$19.9S 
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LS.B.N. 0916211-89-4 
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