


Warning!

Violence and the Supernatural
The fictional World of Rifts® is violent, deadly and filled with supernatural monsters and strange powers.
Other dimensional beings, often referred to as “demons,” torment, stalk and prey on humans. Other alien life

forms, monsters, gods and demigod, as well as magic, psychic powers, insanity, and war are all elements in this
book.

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

Please note that none of us at Palladium Books® condone or encourage the occult, the practice of magic, the
use of drugs, suicide, or violence.
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Volume Two includes ...

Juicer Uprising™, Coalition Navy™, Coalition War Campaign™, New West™, Lone Star, Spirit
West™ Rifts® Underseas™, Game Screen & Adventure Pack, South America II, Sourcebook 2: The
Mechanoids®, Phase World™, and Rifts® Japan. Plus 40+ pages of adventure.

The Rifts® Index, your reference to the Megaverse®.
1




Dedicated to epic adventure and Palladium’s gaggle of freelance writers.

— Kevin Siembieda, 1997

Coming in 1998

The Rifter™ Series — Your Guide to the Megaverse
Rifts® Dimension Book 4: Scraypers™
Rifts® Warlords of Russia™

Rifts® The Magic of Russia

Rifts® Australia

Rifts® Scotland

Rifts® Canada

Rifts® Free Quebec

Phase World™: The Three Galaxies
and much, much more.
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RIFTS® MULTI-BOOK INDEX II

By Craig Crawford

This is the second installment of works for the Rifts game. It
covers all of the latest Rifts books, and is similar in format to the
previous one. However, this time, the material is laid out with
more category headings, as well as being cross referenced with
Rifts Index Volume I. Hopefully, this volume will be even eas-
ier to follow than the first volume, making information hunting
quicker and easier for game masters and players alike.

APPENDICES

APPENDIX |: Body Armor
APPENDIX 2: Equipment

APPENDIX 3: Monsters

APPENDIX 4: Occupational Character Classes
APPENDIX 5: Power Armor
APPENDIX 6: Racial Character Classes
APPENDIX 7: Robots

APPENDIX 8: Robot Vehicles
APPENDIX 9: Vehicles

APPENDIX 10: Weapons

APPENDIX 11: Magical Items
APPENDIX 12: Skills

APPENDIX 13: Spells

BOOK ABBREVIATIONS

The page numbers in the Rifts” Index will always be accompa-
nied by an abbreviation corresponding to the book the informa-
tion is found in. Below is a list of books included within this
index and their abbreviations.

Rifts®B00k:

Coalition NaVy ..o s s san esissmn s CSN
Coalition War Campaign..............coovnnn.. CcwcC
Game Master Reference Screen. ................. GMI

**(GM1/R1 Refers To The Game Master’s Reference Screen
**GM1/M1 Refers To The Magic & Psionics Screen

TuicerUPHSING s vu cass sswamms sammmisvmsen waamn JUI
The Mechanoids. . .. .o vvvevieiinii s MEC
RIS . o5 cisisinam o o o e e s oy e e RFT
IO WIS s ot s e S L RIS AR BT A58 o WES
Phase World Sourcebook. .. .................... PH2
Rifts Index Volume I....... S S e e DX1
RifiS JAPAI .o scosmsoisismmmanin woness m maisimpimsimnmas e JPN
RiftsLione S8 « s 5w sim e sl SikinGs i LST
Rifts UInAersSeas v svs i comamas svianisa o SEA
South AMErica: 2 ..cvvvrreeronnrroaronnransns SA2
SPIFIL Westia s ismvvws e s smsataas s SPR

Rifts® Index Volume I1

-A-
Acid
M:D:ACI 55 i cvivwr s som 50 b e mmes JPN/163
Adventures
ABOULEBCR : 0 vv s o ivmie sommmim s nase wsmcecat sisien s DX1/81-83
ArsendloPTemor e camwmemmes svvasn doiens GM1/27-38
Pk SEOIIS .« ce smesmu e inn e v vt DX1/71-77
AFalse Alarmi. .. ..oovvvnn i e nrnseennn DX1/76
T Erobbles sres comivis S sasens DX1/77
The Raiders Reappear. . ................... DX1/76
Heartof Evil. ......... .., DX1/47-55
Hook, Line & Sinkers, Explanation. .. .......... CWC/220
DX1/88, GM1/38
Ambrosia of the Gods/Strange Brew ......... DX1/91
A0 5555, 6 00,5 e IR bR e T a8 DX1/89-90
ANGEISOTMErCY . cuvmmes smwamnn imwsmws v GM1/42-43
Body Double. ...............cooiuiin... DX1/92
Brain?Brain?. ............ ... ..., DX1/89
Coalition War Machine ................... CW(C/r219-223
TheBigOne...........ccovviiiinnennn. CWC/220-221
Dark Tunnels ......................... CW(C/222-223
InTheEronit DooT v saimiai vimvae CWC(Cr222
THEPIOPhE s wamammnsngmsmm s e CWC/222
The Price Of Freedom .................. Cw(Cr222
RESISIANCE: e vip s sl e Sisonee o CWC(C/221
BICEPEES ccvnvmmmwaamiomamese suwasrss o CWC/223
Stalagof Doom. . .......coovviiinn... CWCr221
Strange Bedfellows .................... CWC/223
ToTheRescue . ............ccoivinnn.. CWC/223
Country Hospitality ...................... DX1/92
TheDINEE: s i sos S s i S an s GM 1/46-47
Enemy/Ally Mine? .. ....ccvviivninnnnnns DX1/88-89
Errand 0f WISICY:. .o ooz miimmes bt e sinbis DX1/92
Evil For Hire: «.cqoowmmi vomsaie dum sess weivsa DX1/91-92
From Other Worlds. . ...........covivvnnn. GM1/47-51
LWhyTHateBugs ..................... GM1/47
I. RobotMasters ...............c....... GM 1/48
III. ANew Ally?. . ... GM/48-50
IV. Playing Chicken.................... GM1/50
V.Crossing theLine . ................... GM1/50-51
Gifl.of POWer « oz ssvanas disemng saiien GM1/43-44
GOod of THUNAEE. ..« oo vivwiain womanni o swes DX1/89
A Good Deal, BuyNow . .................. GM1/43
Help Wanted o vossn woviee s woum psaes GM1/45

Hunter's MOON ..o oot oo DX1/94



Identity Crisis ... oo vve e GM1/40-41
81171 111 [o] S —— DX1/92-93
Judgement............coiiiiiiniininan. DX1/93
Let's Play/ Bubble Trouble . ............... GM1/45-46
AMother'sLove ..........cooiiniinn.. DX1/94-95
Maiden In Distress? . ..................... DX1/94
IIGHSEERS ccnmons cimas R deom@l s S GM 1/42
More Trouble With Magic................. GM1/41
Must Every Cloud Have. .. ................ DX1/90
Onelf By Land-.cwvussuisin soemsas avvesn DX1/91
Quest of the Cyber-Knight. . . .............. GM1/38-39
Requiem of a Fighter (Solo). ............... DX1/88
RESCUR: < somv sosivva canitions sdimals o o welidi S SSwsiang GM1/39-40
Roanoake ReVISIed . o..uumums comsummn somsss DX1/91
(5 =1 A ey by LRt PSP I cos et GM1/47
The SelpP v wman crvssursess S LW DX1/95
The Silver Medallion ..........coovvvnn... DX 1/94
Tasmora’s Troupe. .. ....ovvivninenenen.n DX1/90-91
That O’ Black Magic..................... DX1/92
Too Gootd ToBe THIE ... oo nwwmmns sussms DX1/90
TwoGunSally ..........coivviiiiinn. GM1/40
Weapon of Tomorrow .................... DX/94
Who'sOnFirst? ... oovviiiiiiiien e, DX1/90
Worlds Apart ... DX1/92
Intruders, GM ideas &plots . ............. ... PH2/47
JOICBrIPOISIOG < v coire smomsm s wasiamam s JUI/132-150
Grim Discoveries ..............ciunn.. JUI/147-150

SEE ALSO Operation Phoenix
Rising, Phoenix Chip, Prometheus Treatment

Lone Star Complex

Bradford, Dr Desmond Ideas ... ............ LST/106-107
Claval, Major Ideas. . . ......... e LST/121
Collins, Colonel Ideas .................... LST/115
Kalpov, Brig- General Ideas. ............... LST/114
Kashbrook, General Ideas . ................ LST/109-110
Murphy, Colonel Ideas. ................... LST/117
Santiago, DrIdeas: : o e s wssmmans swases LST/125-126
Mechanoids . ... MEC/91-104
A Case of Mistaken Identity. ............... MEC/104
Childrenof DO cwn sos mams wosmass seems MEC/11-14
Evil Among Humans ..................... MEC/96-97
The Bactory.: v vvs s s msavas sameis MEC/100-101
Liberty. .o e MEC/97-100
SUbPLONS o s ovins IResnes PaisHs MEC/97-98
THEMAP cvcniminn sumaananmn awvemmn b e MEC/93-96
Subplots .. ..o MEC/95-96
The Mechanoid Godsoss - ciis cimaews siess MEC/101
The Nightmare Begins . . .................. MEC/91-93
Subplots . ..o MEC/92-93
THE SEETEE sccaivnns wsmowrin aars sRmmaass w5 31w MEC/101,104
Supemnatural Influence . . ........ .. ... ... MEC/104
The TOTUIET v v ainis d5ms e ean Lbeoa MEC/101

The Ultimate Showdown .. ................ MEC/104

Pantheon of the Sun, Adventure Ideas. .......... SA2/48
TR . cnsciwsimons svammi stirva v ooae DX1/77-80

DarkClouds .................ciieion.. DX 1/80
MOKe-POWEE, o isim si s et s sto DX1/80
NG POWET svssasanmeisvsms Semomss & shoiessos DX 1/80
The Stranger . ......... ..., DX1/80

Revenge is a dish best served. . . ............... DX1/57-71
Additional Ideas . . ................... ... DX1/67

Slavers, Xiticix & the Green Death. ............ GM1/6-27

SEE ALSO INDEX-1, Adventure Ideas

Aging

Molecular Medicine, Effects Of ... ............ LST/68

OnPre-RiftsEarth.......................... LST/69

On Post-Rifts Earth(CS) ... .................. LST/68-69

SEE ALSO INDEX-1, Age

Alcohol

Characters, Effecis On.: coeivis sievaanse s i WES/122

D-bees, EffectsOn............ ... .cccovuun.. WES/122

Monsters, Effects On ... ..................... WES/122

SKUL-DERKITE . oo ommanrcaess masmms s WES/121-122

SEE ALSO INDEX-1, Alcoholism and Effects
Aliens SEE Race, Non-Human
SEE ALSO INDEX-1, Alien Races

Americans, Native

Background . ......... ... . ... . LST/138
WES/14
Beliefs
Animal Spirits. .. ... SPR/82-83,95
Gircle of Lifé,: suvmmarsnss misetin s SPR/17
SPILEENEDY v cnnviivsns wwsin i SPR/83
Livestock, Beliefs About .................. SPR/83
Magic
Disappearance Of (Pre-Rifts). . ........... SPR/15,16
Return Of (Post Rifts) .................. SPR/17
Middle'Worldw .oy ipaven veiaas oo s & SPR/83
Realmofthe NearSky .................... SPR/17
SpiritCaves. . ..o v SPR/17
Bionics, ViewsOn .. ..................ou... SPR/35
Ties To Spirits, Effects On. .. .............. SPR/35
Totems, EffectsOn....................... SPR/35
Classifications By “Belief” . .................. SPR/25
Modern (Tech-Indians). . .. ................ SPR/25-26
Bionics, ViewsOn . .................... SPR/35
Equipment, AccessTO .................. SPR/189
Industrial/Military Facilities. ... .......... SPR/197,204
OCC Availability . .................0u0. SPR/26,35
Pre-Rifts Items, Caches .. ............... SPR/196
PrESBIVES: i mr caiiaani e hiimsms o5 e SPR/204
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Technology, Use Of... svnnmsmammm smmsmns SPR/25 Cowboys, ViewsOn ........................ SPR/37
Pure Ones.......oovvviinininnnnnnanns SPR/28-29 Confederacies
Beliefs:: civenines sssampapvm avanias SPR/13 I0guois Leapie - «uuwuws v cwvasmian sasmams s SPR/21
Biosics, VIEWSION:: s vommvansmms srvmmmiss SPR/35 Kachina Spirit Movements. . ............... SPR/24
Coalition, Viewson . . .................. SPR/31 Dream Speaker, PhilipNPC Historian
OCC Availability . ............oo ... SPR/29 Magic, BelieFs ABOUL . v sovsivnns vmewmm s SPR/14-15
Pre-Rifts. . ... SPR/12 Nepa-PSYCNIC . ... 5o viv i webmsise il SPR/15
BRIIS, .. oonrcaessongiemscbsiass s e Rlsl BT SPR/34 Oral Teachings .cun cvvmaun avaissn Sessek SPR/12-15
Technology, ViewsOn ................. SPR/29 BREITHES oo svamsuinns swmmasi s sine 5esmmms weis SPR/37
RENERAAES:, v uiviwis s wwmmamenimamnsemns wrasmmen SPR/29-31 BACHONS e mermmnsiin birsi bt st S O 5 A A s SPR/31
Coalition, ViewsOn. . ... .........ounn.. SPR/31 TSOIATIONISES oo s syes vow suE Tnes Suma s w SPR/31
OCC Availability oo vovimm vais i SPR/30-31 Pacifists. . ... e SPR/31
Technology, Use Of . . ...........ooionn. SPR/29,30 Supremacists: v s a5 SPR/31
Traditionalists (Retros). . ..........oinn.. SPR/26-28 . . .
BIOHIES, VIEWSOM .« v m e eomrs s ornne SPR/35 History, Native American . . .................. SPR/12-15,25
i i Ghost Dance Prophecy .. ............00u0.. SPR/15
Coalition, Views On. . .................. SPR/31 .
D-Bees, VIEWS Of -« o+ vvne oo SPR2T Great .Cala‘clysrn, Effects OF.c. anymonzs smvans SPR/12-13
2 Pre-RifISBarth . .cowswosmmias snmesn s SPR/25
1SOlationists .« ..o SPR/31 Repopulation of the Animals SPRITS
Mg, Use Uk romuiiun s aayeni aesa s REUITOFTHE ATEIENS o 005 « st mmsmsin SPR/12-14
OCC AVAIABIlILY oo vevs s soie s SPR/27, 33,34 B OF Native Ameri(:i;n.s. """""""" —
Preserves. . . .oviii i SPR204,205 T e
SES i cmva sammmurmivn SR SRR G SPR/34 Medicine Wheels
Supremacists . ...y SPR/3] Big Horn Mountains (Wyoming) .............. WES/24,29,138
Technology, Avoidance Of .............. SPR/27 Namies, Inportance OF. ..o woviemn i s v SPR/18



Populations
NeW WEEE i birca 2w v ke 7 WES/24-25
PreSEIVES .« vttt et SPR/6,204-208
Blackwall Preserve (Trad) . ................ SPR/6,206-207
Camp Cherokee (Trad). . .................. SPR/6,208
Casper PreServe: - vissuts svss et i ol SPR/6,207
Central Preserve (Trad). .. ........covvnnnn. SPR/6,208
Fort Alaska(Mod) ....................... SPR/6,208
Fort Apache Preserve (Mod) ............... SPR/6,24, 205-206
MEIArY, FOMES: i s owiera v warsii & i SPR/206
Population Breakdown. . ................ SPR/206
Fort Comanche (Trad) .................... SPR/6,207-208
Bort DAKOA s o ssimses s sviamima s wins SPR/6,207
Fort Huron (Trad) . .......covvivvnnnnnn... SPR/6,208
Fort Sky Preserve (Trad) .................. SPR/6,208
Longhouse Preserve (Trad) ................ SPR/6,21,208
Nimipu Preserve (Trad) ................00. SPR/6,107,206
Shoshone Mountain Preserve ... ............ SPR/6,206
TheValley PIeSEIVE vwnn-van svvvsva ame aos SPR/6,206
Water Point Preserve (Trad). ............... SPR/6,206
Rituals
SunDance........oooiiiiiiiiii. SPR/23
Shamans....... ..., SPR/48-50
Pad MedICIne o saiamann it St nanay SPR/70-71
Reperoussions: o ammmss swamnin weimas SPR/70,71
Spirit Intervention ..................... SPR/70
Becoming One: o spoguiwmion s i Svass SPR/48-49
Brush WithDeath. . .................... SPR/49
Blessings. ..., SPR/49
PFatishes covwnms sumam duiios SRy e SPR/49-50,83
Hit Points/SDC, Using AsPPE ............. SPR/71
Penalties .. ..........cooviiiiiinnn. SPR/71
Sacrificing One’s Life .................. SPR/71
Magic
Gifts oo SPR/48,70
VASION QUestS s e s copavim Bvideie s o SPR/T0
Requiremenis POL wvms vans vwvmn s swas i si SPR/49
Responsibilities. . ............... ... SPR/48
Simvan, Views on «..oes s snaavai oud st o SPR/37
Skills
Adjustment ForOCC’s. ................... SPR/34-35
Trading Modern Skills For Fetishes. . ........ SPR/34
Spirits, Significance
Old Flame Dancing, Blessing of Fire......... SPR/161
Thunderbirds, SacrednessOf ... ............ SPR/153,187
TRy 2 s R R AR S SRR o SPR/159
TEODAL S U o vt as i i 05 6 AR 15 SPR/18-19
BANAS im0 50 B ¥, 8 58 8 B vbbsima ien o SPR/18
CIANS i vamsrane s smsaems aviie, 0 e isama, s SPR/18
Nations .. ..ot SPR/19
Societies . sovunes gongey i PSR Wi SPR/19

Tribes

ARCEGL =5 o v s Wi SR e A SPR/19
VB s sesmmny s mreme mma s e S0 SPR/19
Inuit/Eskimo. ..o, SPR19

ATCHE ISUDY avisssin rvmin Sindarsimsmanig se SPR/19
BEOTNK - svvavenmmim s sss s SPR/19
Carmier. . ..ot SPR/19
ChippeWVan:: v e ivasannses vl o SPR/19
CTBE o o s 0 5 0 o DB S T SPR/19
Kutchin, ... SPR/19
MELS: cunm s simesan swis R sy s SPR/19
MORRAENATS. oo« cimsny e nasmsas oo SPR/19
Naskapi.......oooiinin i, SPR/19

California cvosen svvavin davevas semavas i SPR/20
Chiiashasns cummannmiaan saovntin i SPR/20
HOoOpa. ..ot e i SPR/20
IVIATI |k o o o 50 8 oo AT R RS TR A e SPR/20
NEWOK wivnns samamimve wsarm sem iiamsms, w SPR/20
Patwin. ....... ... ... .. i SPR/20

POMD 5sianiiai ssimins saismmmeivabiem vas SPR/20
WD coomnnn amsmmmism s srasmam. d SPR/20
Yahi o sosnims samamnsassmesss saaesme SPR/20
Yokuls ..o SPR/20
YUICCK soniulin sy it danimmrs s SPR/20
GIBALBASIN: 5 cniomunis wovin o s sieieimnss aeis SPR/20
Bannock . . ... SPR/20
PaTUTE o asmssm i immsesstly, s SPR/20
Shoshone . ........ .. ... ... ..., SPR/20

WESR22,.24
THE coovmempnam oo B s ey s SPR/20
WES/23
Northeast Tribes . .. ....ovvviivvnnenuns SPR/20-21
ADHART wasines s v s v ¥ SPR/20

AVEOTKIN . ooov inimovmarssmmomss nmmans s SPR/20
VAR o mriae moieon Sy e i b emn s s SPR/20
CHIPPEWE =« swamins aramin S mmnaatan. S SPR/20
Delaware. . ..., SPR/20
2 SPR/20
BTN rm i s o (e Sl GRERE s SPR/20
TS ccosaiem wosrimonnin e asise a e e o SPR/20
Kickapoo ........coiiiiiiiiii SPR/20
MEARICAN v o v e sevsased e SPR/20
Malecite . ..ot SPR/20
Massachusel ;oo ssamds svdsaas v SPR/20
7 (25170 1] 1< T T SPR/20
Miami, ... SPR/20
MICHAC o e s o0 S om0y SPR/21
Mohawk . ... SPR/21
Mohepan:: i svinins: daimaia s v 530 SPR/2|
MOREAUK v ovmsvmn v smaommmmymsaes i SPR/21
Namragensel, . .. ...ovveerinenn e, SPR/21
NIDPMUC e it miesv i W vl s, wes as SPR/21



Oneida ...
Onondaga .

Ottawa ...

Passamoquaddy .............. ..ot

Pennacock.
Penobscot .

Susquehannock. .. ..ccivinvis peiea i

Tuscarora .

WAMDANGAR: - ¢ .v.e 5is i 055 S 0

Wappinger
Winnebago
Northwest . ..
Chinook . .

Tlinglit ...
Tsimishian

Arapaho . .
Arikara . . .
Assiniboine
Blackfoot .

SPR/22
WES/21,22,24
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Tonkawa. ... ............ccooiiiiiinl, SPR/22
WHCHIA % 555 0 . 5 s e s ammsasie SPR/22
Plateau, Northern ........................ SPR/23
Cayuse . ..o SPR/23
Coer d’AIBNE 55 oot e o o0 msrare esssoremsne SPR/23
Flathead s suanawon cvmissmsssndiin savssee SPR/23
KENSPEL. .« voovmmin smmmmmmnsm e wsnemms SPR/23
Klamath . ... ........................ SPR/23
KOOTEOAT oo s camiiaty Si om e i SPR/23
OO, o sommansariems R e SPR/23
NezPerce............oooviiiunnnn... SPR/23,106
WES/21
PAIOUSE .o wms wmms s smissis s st SPR/23
Spokane ... SPR/23
UMANA ooz varevn codnss civeins nes SPR/23
WAllEWATIE o cvmmoms srammms svmaisns SPR/23
Yakima.........oooooiiiiiiiiia... SPR/23
Sotitheasti . suversimsiiesmi o des i SPR/23-24
ALBbAMA . casimnnn cmimssms s s SPR/23
Apalachee. ........................... SPR/23
Caddzicns Bereras SR I MEis b s SPR/23
CALOSE i cvmmomin A AR SR SPR/23
Catawba .. ...........coviiiiiiiinnn. SPR/23
ChETORER unss 130588, 5 S Sh @ mree. b SPR/23
ChIEKASIW o wisnsnme ey s G SPR/23
Chitimacha........................... SPR/23
CHOGKW movian sateems P oist raimies b SPR/23
COUSREA' 5o cvancon wemis s basa e s SPR/23
Creek ..o SPR/23
721 T ST e S S SPR/24
MaCHeZ v swmprmmameisaas serdiisgan SPR/24
Seminole. .......... ... ... .. i, SPR/24
TAIMMEHR s hsrm e ST 5% et v SPR/24
TG v nmammm. e e T SPR/24
Yamasee. .. ..ooitii e SPR/24
N HZOO S G5 Fovhiss Fhmmasi &b b mssme SPR/24
YUCHTE s s enriman emmasm B s SPR/24
Southwest . ........... ..., SPR/24
APACHE i s ina SRR SRS T R ra e S SPR/24
HAVASUPA ¢ v wosunsma s s sz SPR/24
Hopi oo SPR/24
WES/20,29
Hualapai.................. ... ... ... SPR/24
Mojave; covaves sireas s ez vsimme & SPR/24
INAVEND « vooscimme wmneman svshai s o SPR/24
WES/20,23,29
PAPEEO: . oorsrain it il i SR e e SPR/24
WES/29
PHN &5 5505 o Bieh 05 mmti s i evsiea SPR/24
BOBBIG. « v avenm s mmaesmms sommaaes, s SPR/24
WaqUl cosnmisvwe s i D SPR/24
Yavapai. .. ..o SPR/24
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PECOS BDITE « + v v v eveeeeneneeneenenns LST/139,170 Language. ........ooviiiiiii SEA/T5
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Mechanoid s cswasrirasnms s e MEC/18,30,32
Republic of Japan, Use Of . . .................. IPN/75
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SEE Dog Boys, Lone Star Complex
BRERTES. <o nim wvmae wmmnmma stomeiimem amss sessmiasy CWC/23-24
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Identification Coding (IC)
Psi-Net Jurisdiction. . ..................... CWC/190
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Lyboc, Colonel Thaddius
Deadball, Fan OF:: i o v v e s avvwii JUI/25
Juicers, Lyboc’s Supportof ................ CwWC/77
JUl/41,42,44,45.71
Private Force Of . ... ..., CcwcC/
Operation Phoenix Rising, Involvement In . ... JUI/132-133
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Regional Command .. .................. CwC/37
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O.C.C. Availability Listing . .. ................ CWC/67

Promotion

Medals o s p sy o g e CWC/54,56-57
NOLES: O, sniin viowa s taminsas Poe Ty CWC/57-58
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NTSET Uniform (Illustrated). . ........... CWC/187
Rank Placement On Uniforms ............ CWC/54-55
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Magical Items
Availability
InKingsdale . ..................coonnn. JUI/103

SEE APPENDIX-11 For Listing
Magic Zones SEE Ley Lines
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Malkovitch Armaments, Inc

Gravity Weapon Specialty. ................... PH2/58
Manistique Imperium
Coalition
Trade Agreement With. . .................. CSN/9,10
CWC/11,18,25
Currency
Credit BYS B e wowrs s wemm s s WES/18
Gangs OperatingIn ................covinn... JU1/60
BUSIORY:sisirs savins 553 srmsim s sy s o CWC/24
Naruni
VHEMWIE O oo coram sy s st CWC/11,18,25
Trade
| e e e T CSN/10
Imports/EXports ........c.oiviuiiiinnnn.n. CSN/10
SEE ALSO INDEX-1, North America
Maps SEE Individual Kingdoms, Ley Lines
Mechanoids
AberrantMutants. . .........ociiiiiinnin. MEC/31-32,
33-44
Base, EXAMple OF o wnnomvimms s anamss s MEC/85
CivilWar . ... e MEC/31-32
CommURICAIONS ; s5isvven casvvin 9 v e MEC/29,87
Computers (Living Organisms). . .............. MEC/86-87
Master Computer Brain . .................. MEC/87
Dionil RACE w it e vy d s snaiiis deinssmsess MEC/31
HACEATEIN s v orsmson s mmass austars. esmesmemm s MEC/45,81
HiStOTY . oottt et ie e iees MEC/29-32
Military Squads, Common. . .................. MEC/81-82
MOCKVEN s imsn sosssmai i s pme s MEC/72
SEE APPENDIX-7 for Types .............. MEC/72
Nigelian Confederacy ....................... MEC/31
Physical Bodies . ...........ccovvuiivnen.nn. MEC/89
Population Breakdown. . ..................... MEC/81
POWEY SOULCES FOr: i n vsamnmvann wimsmaiisrens MEC/34
Psychological Makeup. . ..............o0nn... MEC/31,87
SEE ALSO POWER CRYSTALS
Robots, Mechanoid Useof ................... MEC/72
SEE APPENDIX-7 for types
SEE ALSO Mechanoids, Mock Men
SPIIETTRGITEEE v sy dR R EIR MEC/82-86
Sustenance, Sourcesof . .......... ... .. ... MEC/89
SRR, 0w S50 oo R ITaaR PR v 1o W MEC/8,9
Technology .......coviiiiii i MEC/86
“True” Mechanoids ..o e vias savasih « vinis MEC/45
TYPSOF anim mwismon s st sssmsmansiress MEC/45-72
Battle Cruiser, Black Widow, Hauler. .. ...... MEC/89
SEE ALSO APPENDIX-3
ViewsOnD-Bees.........................0. MEC/17,87
Weaknesses .............. 0 i MEC/89

SEE APPENDICES-3,7,8,9,10



SEE ALSO Adventure Ideas
SEE ALSO Encounter Tables
SEE ALSO EnergySources

SEE INDEX-1

Medicine

MOJeCUIAT . o v vt vttt e e LST/68
Pre-Rilts:: iuiiwiniaism secadamsses aamaints s LST/69
Post-Rifts (Coalition). . .........ovvininnn.. LST/68-69

Medicine Shows SEE Traveling Shows

Megaversal Legion

A BOCeR: ruwrman metn v & Mok st e SA2/103
Colonel Arthur Savage. ...........coovuevnn. SA2/99,100
Dimensional Gates, Useof ................... SA2/103
Foreign Relations. .. ........covvviiiiiiennn. SA2/102-103
Fort Desperado (HQ) . .......ovvvevninnnn e SA2/103
GOVEIMMENL .0 0 vvovo e 5200048 6o a0 aiee Wy SA2/102
BHISTORY v o5 s o i rmaain o) v s w0 SA2/98-102
Men-Rall Race . .....ovvvveeninennnnnnn. SA2/101
MEAD ocrimmn st sbim A RS SRR SRR & SA2/98
OCCIRCC s Available. . .. v comwmne wamsnon - SA2/104
PEACE CHY. .o v mrmimanis mise goviaie svsopininimm wanmimssio 0 SA2/103,104
SOCIEY . i 4545 SR h R Al Gommeamns e SA2/102
TeetOlOgY. « v smmwcms vomimnn s o vws SA2/113,117
Mercenary Companies
Carolina CorSairs i v vs s mameimmsmwes oo CSN/17
Coalition, Use Of . . . ... CWC(C/28
Tolkeen, Involvement With. ... ............... CW(C/23-24

SEE ALSO INDEX-1, Mercenaries; Mercenary NPC Groups
SEE Three Galaxies, Tri-Galactic Military

Services

SEE Megaversal Legion

Mexico

As Partofthe New West ...............covunn WES/19

SEE ALSO INDEX-1

Millennium Trees

ADBTIIES  wosn s v et amhe s s B e L s JPN/29,32.33
HERINE & i wvvnnmnsinins e s ssans ssmias v JPN/33
Purification .. ....... .. ... ... ... JPN/33
Resurrection/Restoration .................. JPN/33
SIXIhSEARE o emmmimmme s e Gumiem e JPN/33
Teleportafion; - s snvsssnmsn crneivi s JPN/33
ViSTORS/DIrEAME: s wisnssionarneas wsiammmes #ims JPN/33

AFTICR 0 ormer mimsinsns srome s aesmians s5am s e JPN/28

DEFENSes s oy Biivios PETRRE R PETREER SeE JPN/30

GiflS . e JPN/32-37

Japan (Kyol0). .. ..oovvvvviinnnennennnennn, JPN/28-29

Ley Line Storms, Control Of . ... .............. JPN/30,32

Location of Known Trees on Rifts Earth. . ....... JPN/29-30

INOTEWERY - ovoaiwc s srsmanss wotaiers i wmess araaasiens) divie s JPN/28
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Statistics, AVErage .. .....ovvvvnnninnnennenan JPN/29
STAVES o swisiv Sum et 1 e alca valiin A JPN/33-34
COMPIBE s «amiims st wasvesimms s JPN/36-37
TPES cxie samsmistonian 8o b0t 5029581 RS0 JPN/35-36
WRDES, oo mivns S ovis Sy st JPN/33-34
Corrupted . uouan s simmans weeaian ves JPN/36-37
DS el S e, o, S JPN/34-35
Weather, Control Of . ... ... .. oiiinnn., JPN/32
SEE APPENDICES-1,11
SEE ALSO INDEX-1
MOM Technology
Lone StarComplex ........ovvviiininenen... LST/104
Dog Boy Implants. . .ciis i suvamms i i LST/96
Eevels:Of Testifg, v ouv vavwanasiwmnmen LST/96
Personality Modifiers. .................. LST/96
SEE Crazy

SEE Mindwerks
SEE APPENDIX-4, Crazy For Types
SEE ALSO INDEX-1, Mind Over Matter

(MOM) Technology
Mindwerks
MOM Conversions Developers. ... ............ JUL/8
SEE ALSO INDEX-1
Mines, Land
SEHSIGS: covt i PEN i FEd 487 S Shrsmssomenie JPN/131
TYPEE i snsnemusin viomoes Satm o bmammmes sl avsa i JPN/131
SEE ALSO APPENDIX-10
Missiles
Blast Radius, By Type. . .....co v, GMI1/R2
P ONCHESION r i i T B e s e e ot JPN/129
Costs I BY TP somms asmisimeven avasndaamsen GMI/R2
Damage; BY TYDPE ouiie vawmss o s e amaman GMI1/R2
GUIdRd CESY o o wiivnis Lt mbs 5o sarn passiims CSN/64
HEAUSOEKING - oiouoosinn sammsnn ets arvissmm s soasi JPN/129
Heavy Hitter. .. ...... ... oo ... JPN/129
Japan; RepubliC «vanns vvaiods v 250 vias svaay JPN/129
Knockout “Slammers”. . .............. ... ... JPN/129
Mini-Missiles. . ...t GMI1/R2
MNATUNL: o5 e aasenish ieesie ik avivs Sis sueah MEC/55,56
GNAE: o soimsn emmammmes vmveE s PH2/56
Micro-Missiles .. ......ovviii i, PH2/56
Range, BY TY P sawssss vani i awaimesrss: GMI/R?2
Ranged Missiles
LEONg vanios s sevsiie v s wiane iiva da@h GMI/R2
MEAIIMG v cowmirin viieseimnms s e GMI/R2
SROLE. . oceim i coinmi wsis oo s apsie e e GMI/R2
SEE APPENDIX-10
SEE ALSO INDEX-1
Space Designations . ..........coiiiiiiiiann PH2/6
THIRdErcIoNd GaARY. s e ervaim s PH2/11



Mock Men

SEE Mechanoids

SEE APPENDIX-7

Motherhome SEE Wolfen Republic

SEE ALSO Consortium of Civilized Worlds,
Planets

SEE ALSO INDEX-1, Three Galaxies,
Consortium of Civilized Worlds, Wolfen Republic
Mummies SEE Ancients, The

Mummification
PHACHOCES wnonsnonmie amsmmiie s muse soeHee s SA2/16,48
Mutants
HUMAHS ommmnoms swamsmes 65 R R W e LST/96-98
Abilities Table, Number Of .. .............. LST/97
Abilities Table, Special. . .................. LST/97-98
PEL-XEATNEAS cau sn oo s v LST/98-100
SEE ALSO Lone Star Complex, Bradford
SEE ALSO Animals
-N-
Nanotechnology
Cybernetics, Self Repairing. .. ................ PH2/16
H-Brand Use Of . ... ..., JPN/121
Prometheus Treatment. . o oo v ivvvevanvis svseivs JUI/147-148,
149-150
T'zeeRace,Useof........ooiviiiinininnnn PH2/24
WEANONS v svsndmyesivs cgss Sosmian pevein PH2/18
SEE ALSO APPENDIX-10
Naruni Enterprises
Bushido Ihdustries, Competition With . ......... PH2/81
Gunnery Trading Emporium .. ................ Jur/110
H-Brand Corporation (Japan) ................. JPN/23
Intruders, InterestIn. . voivin v cmvmns warewans PH2/46-47
Juicers
Blood Sports, InterestIn. .. ................ JUI/29
Uprisings, EffectsOn .. ................... JUI/146
Los Alamo, Business With . .................. JUI/113,
114-115, 118
MPKLL LESIer os s wswssmssan sws swimems wsames PH2/70
Merchants Of Freedom, Connection To ......... PH2/10
North America
Costsof Equipment. . . ...........coivnennn CWC/18
InfluenceIn........ ... .. iiiiiininnn.. CWC/18-19
QUK v svmmmomies Sevs WU Jaines CWC/19
TMS, DEalings W cocvevms som soamamss romems PH2/43
Utah,LostCacheIn..............ccovvunvn... WES/24
SEE APPENDIX-10
SEE ALSO INDEX-1
Naut’YIl
CitieS ..t e SEA/145

CUIUEE s s vvssns o5 s s s oporn st o mn e SEA/146
Foreign Relations. . . ................ ..., SEA/145,146-148
FreeThinkers......... ..., SEA/146
GOVEIRMENT v vrdaiaiowis v dons s SEA/146
HISEOTY oo nvmmmnenn summpmaimag a5smmes omedims SEA/144-145
Magic, Use Of .. ... ... ...t ., SEA/145,146
Map, Areas of Dominance. ................... SEA/161
Military

Complements ............coviiriinennnn. SEA/149,

157,158

SUATEEI88. o svivn smanmosions mue s e SEA/145
Population .......... .. ..coviiiiiiiiin... SEA/144
Slavery, UseOF ., covninin vws sovsen snviaas & SEA/146
TECHAOIBEY svaseawsmamemarons someswn sars@es & SEA/153

Nazca Empire SEE Empire of the Sun

Nazca Lines

Background ....... ... .. .. i SA2/9,10
Energy Beings oous o ivs camaies samaiss & SA2/39-40
Hummingbird .. ....... ... ..ot SA2/39
CiZards: cace v eatsm e Vs s m st v SA2/39
MOBKEV cnmwnn snmamme i ssmmmias wEvismais SA2/39
Spider ... e SA2/40
TreeolfLifes v imsasin vns Sivievma vnis smne SA2/40

Energy Line System. . ..............ovienn.. SA2/40
AndLeyLines ........coovviiniennninn.. SA2/31
MaKEIS: ciieniis s v vel rusaens s ins . SA2/16,26
PIATEALE. wcvniie s vmsmissaim vamanand wveases & SA2/12
USing. o oi e e SA2/38-39

SEE APPENDIX-13 For Line Drawings

Nemo-2 SEE New Navy
Nexus Points SEE Ley Lines

New Chillicothe
GangsOperatingIn . ........................ JUIL/60
SEE ALSO INDEX-1, Coalition States
New Del Rio
JUICE S s socnsmimrarmsmaen. w5n SETpaey G Caa e JUI/118
New German Republic
Juicers
Blood SPortsi cuwve i ssis svive 0555 58w JUI/25
Procedure
Availability. . ... JUI/120
Uprising, Affects On ..................... JUl/146
Navy. . i SEA/190
“Operation Sea Storm”. . . ................. SEA/190

SEE ALSO INDEX-1
New Kenora SEE Iron Heart
New Lazlo SEE Lazlo, New

New Navy
BIonics: TISEO . vanan vommmre i smm sae iy, & SEA/109
Availability From Tritonia. . ............... SEA/109
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Captain Nemo-2, NPC .. ............oovvvnn.. SEA/106,107,

110-111
Foreign Relations. . . ..........coviviunnnnnnn SEA/109-110
Gene Splicers, ViewsOn...............oouun SEA/38
GOVBITITEAt i s miesiniess s v SEA/108-109
Lemuria, Encounters With. . .................. SEA/106
Military
BQUIDIENL wvvniosivswmamsion s s s o wm s SEA/103,
104-105,120,121,127
T I e o T e o SEA/108
BIBBIS: cnvvumnms v o v s s s e SEA/108
JuniorNavy. . ..o e SEA/108
OIS sonvema crwaam s S e ey SEA/106-107
POPUTABON 4o @ucns simreommmos s oo s s o mss s it SEA/108
Refuge (Base Prime) ..............ccovvinnnn. SEA/106,108
Salvation Base .. .ouvavvovis vivin vanwan sas SEA/107,108
PSEATIANS s omns asmammmaemsin osommens swmmees & SEA/107
Technology. . ..ot SEA/108-109,115
Tritonia; Ties With. . vusiwims cviiam i snn . SEA/107
Newcomers SEE Appendix-3
Newtown, Kingdom Of SEE Coalition
Ninja
Clothing, Gimmick ......................... JPN/54-55
BEUIpIMENt wxwmmmin sesmimasss i imsmma. s JPN/54
L0 PH2/19-21
TechniqUes .. s .bis,nasesns s sss b ains s PH2/21-23
Tech-Ninja, Use In Japan. .. ...........oovnnn. JPN/82
Non Player Character
Generation, QUICK ..ux sovemsssmimssmeses s GMI/RI
Hand ToHand Skills ..................... GMI/RI
Physical Attributes . . ............. ... ..., GMI/R1
Physical Skills. . .......oovi i GMI1/R1
PPE By General Racial Type . .............. GMI/R]

SEE Tarn, Erin; Lazlo Victor; Coalition;
American, NativeDreamweaver, Philip

SEE ALSO INDEX-1, Tarn, Erin; Lazlo,
Victor; Coalition States

SEE ALSO Individual Countries/Kingdoms/Places

Noro Federation
Crime/Imprisonment .. .........ovviiniinnnn, PH2/9
SEE ALSO INDEX-1, Three Galaxies

North America

ATIZOMA. . vt et et e e et e e e e s WES/20,29-32
NOTHNEIN s suivenivi i Snas e o me 4858 6k WES/31-33
PHOBI coms wmens i csimass it e WES/29
Southern . ...t WES/31
TUCSON: e e n ey S aaamas s esves WES/29-31

NamipliEs, BIsbet: . oo comamos sowmemmn w WES/29
Davis Monthan Air Force Base .. ... ...... WES/29
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IronTown. ........coiviiiiiiinian.., GMI/10
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Barony of Testament . .................. WES/59-60
Barony of Wilmington.................. WES/60
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Background . ............. ..., WES/45-46
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EdWiaammeraiongs mamahn (s s WES/47-49
The Lost (Vampires) . ........coovvvenn.. WES/46,49-52
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StLawrence Seaway ................oovneen. CSN/8 Gangs Operating In ......................... JUU60
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1 LST/13-15 Juicer Production . . . ........................ JUI/9,30,36

e LST/13 Hyper Science Corporation . ... ............ JU1/39

Briscoe Military Base. .................. LST/13 Dr. Heinrich Rommel. .................. Ju1/39

G e sy s sEei ERECisG e LST/12 Naruni

DAllas ..o vvvee e LST/11,13 ViewsOn ... CWC/11,18,25
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Breelands oo sovovenmnn penm pes s e LST/13,166-170  Competition With........................ WES/203
Eastern Forests (Map) .................. LST/166-167 BNOCKOESS o oo snmmmsmmnn wsamwasiess WES/203
Kingdomof Worth. . ................... LST/13,167-168 SEE APPENDICES-1,4,8,9,10
Geography (OVerview) ...................... LST/165-174  SEE ALSO INDEX-1, North America
Areaof ... ... .. . LST/165 Niiclear Weapons SEE Weapon
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Magic, Practitioners . . .. ................ LST/170 -0-
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Comanche Populations. ................. LST/165 Operation Phoenix Rising
Bdswvard®s Plateati. . oovonss oo LST/166 Operation Phoenix Rising .. .................. JUI/121,133-134
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Map OF .. ..o LST/166 Outer Space
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Ri0 Grande RIVET . o500 visvamimanmoms smans e b LST/166 Dangers of the Spaceways.................... PH2/7
Natural Vampire Barrier ................ LST/166 Galactic Biosphere. ... ..................... PH2/6
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SEE ALSO Three Galaxies, Galaxies
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Gravity Drag. . ... PH2/7

SEE INDEX-1 for Background

Particle Beams SEE Weapon
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BloodFeuds . ..................cou.... LST/128-129
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Life Span: AVEIREE . . vuws simssn svwams v LST/128

OCC/RCCOPUONS . . vve e e e i e LST/153

OrganiZations . osvimeiivoiivi SpaREem v LST/131-135
Clans. . ..o e LST/132-133
BANES & i urns chemBae Sl @ I tE B it 5ol LST/134-135
Settlemients v cownmmiwranwssm mmaeree v LST/136-138
TrbeS . oo LST/132

West, PresenceIn .......ooivvnvinininnnnn WES/25




Cities/Towns Philippines

Crossroads. . . ....ovvvireiee s LST/171-172 Background ............. ... . ..ol JPN/26
EntertainmentCenter................... LST/N71 Phoenix Chip
MIlitia. cvovv oo i LST/172 Phoenix Chip . .. ........coveeirienien.. JUV/134,139
Population Breakdown.................. LST/172 SEE ALSO Adventures, Juicer Uprising
LA . ooommnmmns wsvmsmmommey ssmm e wi LST/173-174
Only Bridge On The Rio Grande. . . . ... ... LST/174 Pirates
New San AntOnio ... ..................... LsT/172-173 ~ Great Lakes
UVAle. .. .ot LST/172 Piracy On ..o CSN/11-12
Citizens Of GI‘OU]) SIZeS ..o CSN/12
275 ) o IS - N P PSP LST/153
Geography
The Bend aka Trans-Pecos ................ LST/170-171
The Grande Range v ann vis svvevias svied LSTN71
FOHBRIS v s et SRR SR JUI/118
Uprising, AffectsOn ........cooviiinn... JUI/146
MapsiO s o vms S5, pys@aa Frak L5 v ST LST/170
NOMAAS «wvismmms pavsesiens sheaies o LST/129-130
OVETVIBW 0 100w s w00 simm - 5imn s o 8 w0 LST/11
Population Breakdown. . ..................... LST/126
RUIEES civs snmanin ssmmmms smen awsmans emasss LST/127-128
Gray FOoX. ... i LST/138-139
King Macklin on vocsnesasen o LST/139-142
And Bradford, Dr. Desmond .. ........... LST/141
And Coalition. ........covvvviinnin..nn LST/137
Pecos RAIAErs . .. ... 'veveeieeninness LST/139,147 ~ Horune
Warlord Grange . . ...........o.oovun... LST/147 Culture ........oooviiiinieaiiiiiiiaiin, SEA/163
Lianna The Wild. - . . .. oo\ LST/144-145 Foreign AFFAIS .o ow s wnnmesmoramns snvmsns oo SEA/163-164
SHEDEUIIE cas v mnmomy Semaemss e LST/144-145 GOvernment ........vuiiuiieniniiianas SEA/163
Orpheus the THAN . . ... ..oovveeernnnnn.. LST/142 History .....ovvvvniniiiniiniiiii, SEA/162-163
Houstown, Home Base. . ................ LST/169 Influence, Areas Of. . ................ . ... SEA/163,165
Sabre Lasar (NPC Stats). . ... cu v vuviinsen LST/148-149 Knife Fin, NPC.............oooiiiiinnns SEA/53
Los Alamo, Relations. . . ................ LST/137 Magic, Use Of.........oooiiiiiiiinenn, SEA/163
WATTIOTS .+« o o o oo LST/149-150 Mechanized Forces. . ...............0vun.. JPN/174
T e LST/145-147 MoOthersea . .........overvvneeiiinnnnn. SEA/163
Wild Bunch Gang. . .................... LST/146 Population............ooooii SEA/162
Warlord Don Marco . . . ................... LST/150-151 Russian Coast, Presence In. . ............... JPN/24
Silver Dollar Gang (Breakdown). ......... LST/151 Sailing. ... JPN/9
Zimchex, Simvan Leader . ................. LST/143-144 Ship Dreamers. . ... SEA/163
Long Knives Tribe, Vendetta. . ........... LST/143 Technology . ....ovvvvniiiiiiniiiiiin. SEA/163
Reid’s Rangers, Friendly Relations . ... .... LST/143 Underwater Base......................00. JPN/24
Transportation, Favorite Modes. . .............. LST/130-131 North American
TSTSEE, BT OB s sovwrsmssrns aomiintn o LST/130 Backpround. . .c.vsxawsnmsms smmmmes sanmss CSN/112-113
SEE ALSO INDEX-1, North America BPay FOl s s soasai SRadies Sanaias iess CSN/113
Racial Breakdown, ....................0n CSN/114
Phase Powers River PIrates . . ...........ooeeeeeeeonn.. CSN/113
Capybara Psionics, Similarities To . ............ SA2/143 ORI . oo e S e CSN/118-119,
SEE ALSO INDEX-1 126.127
Phase World QueenstonHarbor ..................... CSN/120-122
Intruders, Reactions To . .....oveeveniennens. PH2/46 NOTBIE GIGUPE: . swciovim s aviimens cuiae CSN/118-123
Juicers. ... JUI/53 Blacktain Gus Remington., . ................ GM1/25-26
Prometheans’ Views On. .................. PH2/46 Remington's Raiders . .................. CSN/119

SEE ALSO INDEX-1 38



SIALISHCS v ivwmwsm cmmn domws i wimmae o GM1/26
Iron Heart Avengers. ..................... CSN/126-127
Military FOTCES . v v v iiva oot suiimaiais CSN/126-127
Manitoulin Kingdom Privateers............. CSN/126
Military FOrces. .. .....covviunvinennn. CSN/126
Nuhr DWAIVES: . « viv/v svivia 5o vss diliniive i CSN/122-123
Splugorth
Pitacy' Operaiiong « s.suewe awwnme v svewan CSN/114
Slaves, PaymentFor...................... CSN/115
Plasma Generator
MEChEANOID: v vrs s s srsmia s o s sins. @ MEC/65
Plato NPC SEE Lazlo
Power Armor
Features, (Japanese) . ... c.ovveeeeive ovnivvasn JPN/132

SEE APPENDIX-5 For Types & Manufacturers
SEE ALSO INDEX-1

Power Crystals

Meehanoid s parpsnaaans s gssisa s MEC/34

Power Armor

Coalition, Universal Features ................. CWC/105

Japan, Universal Features .................... JPN/132

Repair,Costs Of. .. . ...oooviiiiiiie i GMI/R2

Prometheus Treatment

Prometheus Treatment. . ..................... JUI/126132,

133,134

Projecl s summmms conivnme siads Siasmy Srad DX1/77

SEE Adventures, Juicer Uprising

Psi-Stalkers

ABTHITEE o o vveainn & wsnaaniinns sl dsbsres ara i s e LST/158-159

Coalition. . . v ot e LST/157,

159-160
Range of Activity In North America............ SPR/6
WES/6

Wild comssrmsarasiisrss Derses Feasey i LST/160-162

And Native AMETICANS. . ... ovvevn e SPR/205

Texas (Lone Star State) . ..................... LST/161

HOUSIOWI s e i s G A S iR wR T ¢ LST/170

SEE APPENDIX-6 For RCC

SEE ALSO INDEX-1

Psi-Wave SEE Psionics, Powers

Psi-World

Society Of Sages, ConnectionsTo ............. JU1/92

Psionics

Chart, Quick Reference . ... .................. GMI/MI
HEAHNE oy s sy S GMI/MI
PhYSICA). < com smsmmsan smmmmsems s e smms GMI/M]
SEASHIVE o5y wiviie 55 s m b oo o ereieor GM1/MI
SUPOLS warivvinmin swroasms MR CaER R Fhi GMI1/MI
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ClassHICAONS o . v ssov i s sms s 508 s CWwWC(C/193
Dominators. . ........... S CRRAISET et CWC/193
Brapbors! . on seesann sovtnyn povesat o8 CWC/193
MINMIEIETS) covewmn s mmmsmarmmmim s CWC/193
Nullifiers. . .....ooviiiiiiiiiiiiiiennn. CWC(C/193
Psychic Sensitive ........................ CWC/193

Powers
Dispersal.......coviiiiiiii e SEA/49
CHHOSEWATK i3 i w5 05 i il 5 s St g WES/129-130
PSIEWAVEL ..o smmmsnm suevs st wetdesws SA2/143-144

Warrior, Mystic . .. ..o e SPR/39-40

SEE APPENDIX-13 For Listing

Pyramids

On AlexandriaPlanet. . ...................... PH2/35

QoEERSIONHATEOT v ssmnmomemmss damimnm e CSN/121

South America...........ccoiiiiiinenennn.. SA2/9

SEE ALSO INDEX-1

-Q-
-R-

Race, Non-Human

AMPhIDS .« v oot SEA/98-100
OFIPIN & v cavmins Lad@nis 36 SmRsasisegs SEA/93

Dakir

Dimensional Gate System . ................ SA2/103
Invasionof Earth. ... ..................... SA2/13
Megaversal Legion, Ties To................ SA2/98-102
Rumors ABOut: e v amis v weimmman s SA2/104
InValian . ... PH2/11,12-13
ITUETS o ve s SR v maiey Jrmese SFae PH2/45-50
SEE ALSO APPENDIX-6
Men-Rall
Background.............. ... ... SA2/101,111
Rumored Links To Machinists.............. SA2/111
IMORTO. .« o vttt et e e e e e e PH2/28 34
1 11T ] | I At ey e i S g S SEA/144-148
SEE ALSO Naut'Yll
L PH2/11,
15-16,24
Pucara Red Giants ...conan canamnn vsie s v SA2/52-54
Nazca Empire, WarWith ... ............... SA2/28,
52-53
TR s avammmssses v 3507 B comessan g HEE@FINS R PH2/11
Captainsof Industry . ..................... PH2/24
Survival:SOCiety .. cw s savesuamess PH2/24
Vallax . ..o e JUI/147,
148,153
NEWCOMBIS .. oo e srvamno. swraiemsme s e JUI/121,123,
126,147,152-153
Technblogy i« w s voi sty amin sxivaain domi JUI/153-154



SEE APPENDIX-3,6 For Beings/Creatures
SEE ALSO INDEX-1, Alien Races
Reachers From the Deep SEE Lord of the Deep

Recoil Damping Fields (RD-Fields)

Background e siveiniees saiaEva deaeis SA2/113
Reid’s Rangers
Los Alamo, Former Partners . ................. JU/117
Pecos Empire
REPHATION. i oo s i s s o Saris LST/138
Simvan, Pervic TribeAllies. . ............... LST/143
TexaS ACHNIEY  « oie v iaivs il e i vin il LST/166
West, New
PYESenCe TN v s wvssvas sersnin st atats oo ara sins &s WES/20,23
ReputationIn ......... ... coiiivunnn.. WES/15
SEE ALSO INDEX-1, Tarn Erin; Vampires
Religion
Church of the Seven Waters .................. CSN/121
Religion in the New West . ................... WES/115-116
Preachers
Fire and Brimstone. . . .................. WES/115-116
PetCemBKEIS, «.oo v o euncimivssins b 5508w b WES/116
SEE Japan, Shinto
SEE ALSO Deities
SEE ALSO INDEX-1, Deities
SEE ALSO Individual Countries, Kingdoms
Repair
OF Armnor; CostS: e viwvins sliia vy @n e v GMI/R2
Of Power Armor, COStS . ... vvviiinnnnennn GMI1/R2
Of Robot Vehicles,Costs .............co.ovn GMI1/R2
SEE ALSO INDEX-1
Rift Jump Drive
THSIRIICES s s Soaiiai ome visesie inene PH2/6
SEE ALSO Faster Than Light Travel
Rifts
Dimensional Rifts
Takamatsu, Use Of .o . . v vaimnavmnsiasiies JPN/18
Open, Random Table.............coovvenne. SA2/37-38
Opening, Technology. . ...........cvvviuniin PH2/12
Sites
Canada
Calgary...oovvviiiiiiiei CWC/83
WES/21
North America
MagicZone ......ovvviniiiia CWC/83
Old Chicapo:::. voas s sam s e CWC/40,202
CHA PREOI . v mnmmaimamen wavvamssisasio CWC/83
St. Louis, “Devil’'s Gate” ... ............. CSN/9
CWC/40,82
Underwater. . ... .vvvirvineinnineciaeaannnn SEA/16
SEE ALSO INDEX-1
Rilts RPGChEEKHSE s wsmmmusmanramum s s s PH2/111
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Robot Vehicles

Coalition
Universal Features Of .. . .................. CWC/134
Japan, Listing . .. ..ovivne i JPN/158
Repair OF COStS: vy i emmpeis revenes danas GMI1/R2
SEE ALSO INDEX-1
Robot Animals
DIOTS s vrmeumsmen nommiss anmionsismmg Koamy 18 WES/199-200
Special Features . . ..................... WES/200
Weapon Options. cus vnnuwavias i siie is WES/200
HUOTBEE. o s omasamen wim o o e e i WES/195-196
Special Features . . ..................... WES/196
Weapon Options. . ........oiiiiiinn... WES/196
SEE ALSO INDEX-1
Rodeos
Backaronnd ... .4 58 50m80 shamling s famss s b WES/62-64
Buckaroo BonanzaRodeo ................. WES/64
BHoieOF iowimomans enmreruans S spess LST/172
EVENIS. .. oot e WES/64-65
Animal Wrestling Contests. . ............... WES/64
REACES: osmmn wovmmmnn smisioimn s s wis i s §ims WES/64
RidingContests. . ..........covvvvinennn., WES/64
Miscellaneous Riding Events. ............ WES/64-65
Roping Contests . ......oovuvnneeennnnann, WES/64
Shooting Contests. .. .........ovvvuiinnnnn WES/65
Events,; RESOIVINE. . .. v vomwsiwnsin wawm s i WES/65
Animal Wrestling Contests. ................ WES/66
Rates, soiemanmieind ST mvesm WES/65-66
Riding CORIESIS. v vvvien wwwemasrnms vawmess g WES/65
Roping Contests . ..........ccovviiiinnn.. WES/66
Shooting Contests. ..............ooovuunnn. WES/66
Ronin
ENECYDPOFES:. s o, subsatemag g s s i's PH2/16
Rune Weapons
JAPANGSE was sovarimasuvaiit v avEs JEv e b JPN/39-40
SEOMPAY . sonsromms sm it LEIORssE e o5 JPN/46
Underwater, Effects Of ... ................... SEA/174
SEE APPENDIX-11
SEE ALSO INDEX-1, Rune Weapons; APPENDIX-10
Russia
RUSSIANICORS wn vxmonammimiing, smsat e s s iis JPN/9,24
_S-
Salvage
Body AFMOT o i e fe v S e s S GMI/R4
MDC WEABOHS, 1 1ie wamssnesmmarie ssemsen v GMI/R4
POWEBE ATIMNOT a 55i 5 m b8, v 5800 opsn winceminie GMI1/R4
Robots/Hi-Tech Vehicles. .................... GMI/R4



Samurai

N 10 JPN/46
Bushido'Code: i s Siivn cviie, imits sy e bisii JPN/44
Family

Background (Table) ...................... JPN/47-48

SKINS(Table). oo i i an o a0is omma o epesns JPN/48
BEIALE o s wnres samevianmsasiays souire Simie o s avssnis JPN/49
LivingSwords .. ..., JPN/44-46

Rune Swords: s vissersasaine e sanmis JPN/46
RO s miinanmriirs suibe cn iogis s s saierons 58 o ision e 565710 JPN/49-50

Cyber-Ronin................cooiiunn.., JPN/RO
Societal SIRIIS . v s dnnme s RS S R T JPN/43
TRETOE 5 o wwcwrsomimtossioim oo mm s sass aale 47 7 IPN/46-47
Shell Shock
Rifl&s! (OIPOHALY s usess vssomn nasssimosis wimmsmeso v CWC/58
BOUTCESIOL o o ioor seimmimin s miarsiaie s S0 § a8 FoF CWC/58
Shimmering Water
BRSO oo aumve sumsanm i asmmmensnseeiotini s wen SEA/17-18
Explanation ..., SEA/17
Instruments, AffectsOn. ..................... SEA/17
Ships
Aircraft Carriers (CS) .............. S e CSN/81
Great Cataclysm

Affects On Seafarers/Navies ............... CSN/14-15
Histery, Bre-Rifts ooz svrvuns sownse vusenng g CSN/72,73
Motorized Vessels . ... conivismms sumnnn oo SEA/135-137
Sailing/Rowing Vessels. . .................... SEA/135
SEE APPENDIX-9

SEE ALSO INDEX-1, APPENDIX-9
“Shut Ins” SEE Consortium of Civilized

Worlds
Silver River Republics (SRR)

Achilles Republic. .. ........cooviiiiiiin SA2/138-141
Armmed Forces ..........oviviinnnninnn SA2/140
Foreign Relalions ... . ...cov veensewnnimns sus SA2/140-141
Government ............... i SRR S SA2/139-140
Languages. . .......covuriiiiin i, SA2/162
OCCREE 'S AVRIIABIE s vsrsw wnrameiss va SA2/141
POPRIAION . s sns e vmmme s e e SA2/138
Project Achilles. ..................... ... SA2/138,139

Cordelia Valdez o wonviasvvn suvvass i SA2/139,150
FUSIOEV O, cvomivmrn wosmmmmmenims ssimamsns v SA2/138-139

SHAOBIY .. c v v i siis Gal g e BT GRR Saas Gl SA2/139-140

AP samaras S wsiis st Wi SA2/122

NewBabylon...........ooooviiiiiii SA2/152-154
GOVEINMENt :vaian &6t s e Biss el SA2/152-154
Boreign AFTAIES o ven wiosamesiesmom wrea s s SA2/154
BEISIOEY: (1. vvcm e msmimi s e b S 5 A SA2/152-153
Lanpuages. « c:ommmn s siiosmie sidmsne SA2/162
BORUlaION . « wiviemons sammmnms rsvisemmn smvimsn SA2/152
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SOCIELY .ot SA2/153-154
7o (1115 (0] 1l N o gy R A Sy SA2/56
Republicof Cordoba . ................l... SA2/122-125
IETACEROTERS. « onr e mssce S e S H3FE SA2/124
CordobaCIty. o s rimvive 555 wivim b i e SA2/125
D-Bees, ViewsOn .........c.ooovvviininan. SA2/124
ForeignRelations .. ...................... SA2/125
COVeMMEDE 5 .55 rven 553 S i reLeiinios s SA2/123-124
Botges Bamily: ¢ cvsewii vamnnenivs s SA2/123
History ....... i SA2/123
INAUSIEY o simms risis s ses DovE vasn SA2/123
LABEUARES  ociirmiisioio ine o coasiv s, v s e SA2/162
OCC/RCC’s Available .. .................. SA2/127-128
Population s wesssuisnt wvsime v s smmid SA2/122
SOCIEY o vimmearsvonm sovisimm e s o s §ome i SA2/124
Republic of Santiago .. ...................... SA2/126-128
ATNEd POTEEs coopveniuin doveind Modagasis SA2/127
Special PhalanX .. ..o soomnissmessmnnns SA2/127
D-Bees, ViewsOn ........oovviiivniennnn SA2/126
Foreign Relations .. ................00nt. SA2127
CIONELAMEHY . oo oo i 83 i 51 5 8 S R vy SA2/126
Yolanda Morales, NPC . ................ SA2/126
HISEOEY s covnemmn susie masiconsomn i o somsnai SA2/126
LADAUAREE: ... .o iar somin it B8 AR R A B RETEE SA2/162
OCC/RCC’s Available . . .......ccvoviuiins SA2/127-128
Population. .. .......covviiiiennrinnnnnnn. SA2/126
Research
MOM Conversions. .. ......covvvnvnnnn. SA2/131
Professor Nostradamus Cerv2antes........ SA2/131
SOCIELY 5 sawemuaiad siii Suvaiss siam e SA2/126-127

SEE APPENDICES-1,5,8,9,10
SEE ALSO INDEX-1, South American
Empires, Kingdoms & Nations

Simvan Monster Riders

And Native Americans. . .. .........cvvveun.., SPR/205
Backgrotind o coswnen smvmmsna mevaies e LST/162-163
Origin Of . ... oo e LST/162
ClaNS i aans v sawa it 3T SRy S LST/162
DGR a1 o303 smmmisis s, sammmmon FOGFRE FRISHA CW(Cr213
Pecos Empire
Papulationg . «ouwms svwien sumnms vesusmy LST/163
Ranges; MAp....: vosmown smmmsmasimamsn saa s SPR/6
WES/6
SEE APPENDIX-6
SEE ALSO INDEX-1, APPENDIX-6
Skelebots
Backgraund i vivesss b diimmse beh b b CWC/122
CIASSTIEAHONE : covmmasims pvammmm wiemaeim DX1/81-82
Factory (Skelray) . ..., LST/13
Statistics SEE APPENDIX-7
Troop COMPIEMEntS: « i voawvawomiies vemaiig CWC/124
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USBOF s vniara i s sies wiwil s oo masng s CW(C/122
Ethical Dilemma. . ......coovvvvnneeiinenas CW(C/122-124
As Player Characters?. .........o.oiiiiunnn CWC/124

SEE APPENDIX-7

SEE ALSO INDEX-1, Coalition States

Skills

American, Native

Adjustments For OCC's . .........oovonnnn. SPR/34-35
Trading Skills For Fetishes. . ............... SPR/34
Bishamon Fighting Monk ............. .. ...t JPN/56-57
Coalition OCC/RCC Availability .............. CWC/58-60
CoWhOY: . iveii dsisian dvmaine ievsememns v WES/71-72
Physical
Swimming & Fatigue ... ... .ooviiniion SEA/210-211
Pilot
Horsemanship SkillsAbout. . ............... WES/72
Power Armor, Underwater. . ............... SEA/212
Pilot Related
Water/Underwater Vessels. . ............... SEA/212
Samurai; Family. . o« cosaw svmvevas samma s JPN/47-48
SAMUTAT SKIUS v s 500 cmmmsme wasssmn nwsmnns o JPN/46-47
UNAerWater. . oo v vne e eesnnnraeonnanns CSN/27-29
SEA/210-212
Alphabetical EiSts covnmmmmm simsmmns wamsammne CSN/27
SEA/210
SEE APPENDIX-12
SEE ALSO INDEX-1, Skills; Skills List
Slang Terms
SEE Coalition States, Chi-Town
SEE Juicers
SEE West, New
Society of the Knife
Oni Ninja, WarWith . ........... oo PH2/19
Gun Brothers, WarWith . ..... ... PH2/19
SEE INDEX-1, Phase World, Levels 5-8
Solid Energy Technology ..........cooonn.un. PH2/45-46
Three Galaxies, EffectsOn . .................. PH2/47
Sonar
ABIIVE cons. sssariaoa svosrs Boms i Ssias (diial e aveTs raiori (o5 CSN/72
PASSIVE .« covc wniw wisnis g sieesinin wrsiemns b eis m s 5 by CSN/72
South America
ChimuNation. . . .cvvve e ceiaarennnens SA2/9
HISTORY wsan v el e S e otane 40206 SUara o SA2/9
Halo INAUSITIES oo imvsvvn enmmmma aawemen s SA2/161
POPRIBYION, .., o ooioees ais s 0¥ 7 areia oy v SA2/161
LanBuapes e, i einin v meaomsone s SA2/162
Local Caudillos . ..o SA2/162
MADS. . oo msirs, 55 FRATNTRY SHIETRY SO R s SA2/6,7,98,122
GM1/61
NUuevo Pert. .o ov v i e i ece i aanans SA2/161-162
OCC/RCC s Available...ccicivuimumwme vus SA2/162
POPUTATON.. » o s00w:srmvemsssisims i tmin aumsmse mssseagoe SA2/161
Technology Level. .. ....ivviiiniiniinanas SA2/161
Southermn Federation. .........coovvvnvinnannnn SA2/159-160
OCC/RCC’s Available.. . .. ................ SA2/160
POPUIBHON: s s s wesasnnm aasmm v SA2/161
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Wormwood, Inhabitants. .................. SA2/159
Terra del Fuega, Land of Fire .. ............... SA2/152
SEE ALSO Arkhons
SEE ALSO Barbarians, Larhold
SEE ALSO Empire of the Sun
SEE ALSO INDEX-1, South America; South
American Empires, Kingdoms & Nations
SEE ALSO Megaversal Legion
SEE ALSO Silver River Republics

Space SEE Outer Space

Space ShipCombat ................. ... ... PH2/104-109
Crew Damage (Optional Rules). ............... PH2/108-109
Large Vessels vs Energy Weapons . ......... PH2/106
Large Vessels vs RailGuns................ PH2/106
Missile AACKS . cvvsmewus wamamae v e PH2/106-107
Heavy Energy Weapons
Bonuses and Penalties. .. .................. PH2/106
NS COMBAL o sz s wmamen s mnas im0 PH2/106-108
Bonuses/Penalties To Strike With . .......... PH2/107
BIOABING -« com momsmon s S e s s s PH2/106-107
Firing At Point Blank Range ............... PH2/107
vs Force Fields (Optional) .. ............... PH2/107-108
Random Missile Assault, .................. PH2/107
Volley Attacks .. ........cviiiinnnnns PH2/104-106
Damage, For Energy Attacks.................. PH2/106
PErMIBIEE : v urvvare vz witan wibs waiv s S eis PH2/106
Weapon Types . .......ovviiiieinennenn... PH2/104
SEE ALSO INDEX-1, Starships
Space Ships
BAteshins i ovame.nan i avmn S, siriles s s sm i PH2/98
CHIBERIE . v cmmi s dse e e e PH2/91
Dreadnoughts. .. ......coiiitiiiienrannennn PH2/98

SEE APPENDIX-9
SEE ALSO INDEX-1, Starships

Spells

Yamabushi Powers. . .......... ... . ... . ... JPN/61-63
SEE APPENDIX-13

SEE ALSO INDEX-1

Spirits Elemental
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CA-6/CA-6EX Heavy “Dead Boy”............. CWC/102
CA-7Special FOrCes . . vsvvmmwn vmmmams nsmmssn vs CWC/103-104
CA-7Mk-2 “Skull Armor” ... ............c0e. CSN/42
CAN-2 “Barracuida™: <« oo smmvmen vaesiin i CSN/44
CS Urban WAITIOT .. wsommins wwssms smsmmsms sy CWC/140
CSNA-1 Lightning Strike SCUBA . ............ CSN/43
DPMDI/D2DogBoy .......covviiiiiinnnn. LST/52-53
Dog Pack DPM Light Riot Armor. . ............ CWC/104
LST/52

Empire of the Sun
Gilded = i s sRva s R e R T e O SA2/58
SOEI e ssimmman s e arvsiahinios SR VAS i a1 SA2/58

H-Brand

A NIVErSAL FeatUIeS .o ov s wimwimis nia sovieismmians sinims JPN/181
HAAH A HIkR s v ins svaevas ivveosas savs JPN/185
HA-6/HA-7 Frontiersman .. .................. JPN/186
HA-20 JUICEr ..\ oottt ee e JPN/186
Kurm:Street (nockefl) . o sesesignseiese swis JPN/182

Ichto

**Universal Features . .. .............oovunnn. JPN/181
IA-100 Infiltrator . .. ... ..o JPN/184
[A-130-4Sumo™ s civenis diverve e vvie JPN/185
Kuru Street (Knockoff) . ... cocvevviiniine JPN/182

In’Valian Exoskeletons

Armored . ...t PH2/13-14
COMbat = comion a vy She s S s S PH2/14
7 P PH2/13

Independent

Flint Armor . ......ooiuininnonnenrnnenneens SPR/108
LEEWS:0WEeESHIt suu o vusianisms i SEA/137
MEWS-10"WEt S0ML... . ccomanes srmmmons o smsmesee s SEA/139
Ninja: Coneealed. . .v: cuiveins iviavin saisse i JPN/54




Intruder (I)

Solid Energy Armor. ..........ocvvuiniunannn PH2/50

WarBeast ATTOr. ..o vvvvnnirnnneinnnennns PH2/49

Japan, Republic Of (ArmaTech—AT)

**Universal Features ..................o..n. JPN/181

AT-All KuruStreet ........c0ovvvvennnenenn JPN/182

AT-AL4*Trooper™ . .. vsusicsi e ovs s JPN/183

AT-Al15Marine, Heavy. ..................... JPN/183-184

CYDOIE. % i wssi o S 5 b st e i JPN/97

Juicer

Man-IGler EBA| o sovwvansiin s sys v JuI/70

Mega-Juicer (UTI/NG) . ......cooveiiinnn .. JUr/e69

Spiked. ..ot e JUI/69
VABIO. 5.6 5 i i o S506 S arins o ¥ s sTaiSH JUI/69

SUpersHIde . o sovmia cwmmnmis s aoim e & v Juiii

TiHan Plate . ...t JUL/68

Kreeghor

Imperial Guardsman .............0venvvunnnn PH2/34

Megaversal Legion

Matk. L-. oo womemmsmmmm ewmn swomens e SA2/115

Mark Il 50 s nsimva i G o SA2/115

Millennium Tree

BTG . otconsonin mmimiitin Glisin BASem R A DR JPN/32

BaflcSRIld: v ramasnmiminin prs wnmaises demms JPN/32

Leal ... i s JPN/32-33

Naut’Yll

KOTBLIVIR oo snismanmm i sinsnn smsmmets Giovsms SEA/155-156

2T | O o T . SEA/155

Nemo-2 & the New Navy

Maring, US ... 0ivernrrincrianssonnssnnnnn SEA/118

NV st e e S o T ST R D SEA/118

Northern Gun (NG)

Buffalo Riding Armor . . .........ooevuvunnnn. WES/180-181

T T WES/179

Range Rider, Riding Armor. . ................. WES/179-180

WRAGHBTOS 5 sys i s dsm s s S Stie s aeia s WES/179

Oni

CURCIAT s e Sai SO PR RV a5 PH2/18

Ninja Armored Jumpsuit ............. ... PH2/21

Silver River Republics

Amaki (New Babylon). . ..................00. SA2/168

Armored Fatigues (Santiago).................. SA2/167

Battle Infantry Armor (Cordoba)............... SA2/167

Blood Rider “Claw” Armor. . ................. SA2/168

Customized (Achilles Republic) ............... SA2/168

Duelist (New BabyIon)i . v vvsmpams wmmmmnie s SA2/167-168

GanCho oy eRaisva s e e i SA2/166

Triax

Cyborg Armor —Deep-Sea Environmental. . . ... SEA/191

TXD-6/TXD-8 Frogman ..................... SEA/193

Tritonia

AP o5 wnmsmesios womonerans o s e umiss s mamesmmeni SEA/101
SCUBA: ... vxionmnit b omesinss SoAGNE SHEE SEA/100
United World of Warlocks (UWW)
Marine Combat Suits . .. ......ooviveunnnnn.nn PH2/38
Marine Non-Powered Armor. .. ............... PH2/39
WeTIW-BLEGHbAL. «.ix0 wsvias s wmmmas s PH2/65-67
APPENDIX 2 Equipment
Ammunition
SilVer ROunds: .. ovmias oarmms isamsis wimamas JPN/148
SDCRounds. .........oovviiiniiinnnnnn JPN/117
Communications
Sensor JaMmMerS s+ cimmsricaty i e fmaisovis JUL/66
WWECM 6:Black BOXES s . s v s wasinia WES/186
Cybernetics
Anchors, Stabilizing. «.c o snsanws vrsvsne vane WES/189
Appendages,Extra. . ............. ... ..., WES/189
Boosters & Maneuvering Jets .. ............... WES/188-189
Combat Computer . . ........ooovvuirinnnienn WES/189
Holsters, Quick-Draw ..................c0.... WES/189
JADADCEE  cvavisrvavsoiisiiin sivivasin ik ASTimers o e s JPN/109-113
Aerial JetThrusters. . ............oovuen... JPN/112
Bio-Comp Self-Monitor. .................. JPN/109
ChestBIASter. - .o v imsainvsswmmas svmesi JPN/111
Chips
Data (Mlegal) . civ cnvvmiianisi s sis sivis JPN/110
RAGIO s 5 i Ea s b et b e JPN/110
Security Clearance. . ................... JPN/110-111
Tracer(Illegal). .. ..o eninennnn, JPN/111
Cosmetic Implants .............ovvvuunn.. JPN/109
Computer
Hacker Encoder (Illegal). ............... JPN/109-110
Telephone Jack (Illegal) ................ JPN/110
Virus Carrier(Illegal) . ................. JPN/109
Cyberware Networking. . .................. JPN/110
Cyber-Drone (Illegal) . . ................... JPN/110
Depth GRUEE:.o.5 a0 wonwsmeesmssamms sivings JPN/110
Environmental Upgrade . .................. JPN/112
Fire-Breath SYStemi . cuos o0 vunains vosmnii JPN/89
HUD.Visor. .. ....ovvii i JPN/112
Internal: AmMmo DM caseis savesis aasanss JPN/111
Internal Comp-Calculator. .. ............... JPN/110
Internal Energy Supply. . .................. JPN/111
Intemal LV. Feed ...cciiviinvvivinacenies JPN/112
LaserBeamEye ......................... JPN/111-112
Metal DRECtor ;s s wiie s sumvgne s JPN/110
Palm Energy Generators. .. ................ JPN/112
Power Booster (Illegal). . .................. JPN/110



Radio/Scrambler Implant (IIl.) . . . ........... JPN/110 Miscellaneous

RebreatherLung.......ccoviviieeeininnnns JPN/112 Bracers, Grenade . .. ......ooveeiri s JUl67
Signal BOOSIEr. . .......oovviiiiiiiiiiinn, JPN/110 Combat Gauntlets. . . .........ooeveernren... JU1/66-67
Snaps, HOoKS, BIC, . o.veme vivnvinavesme e sans JPN/111 Combat Vambraces . . . . .oovvvr s JUI/67
Underwater Propulsion. ................... JPN/112-113 CC-26 Bomb Detector. . ... ...oovvveeernnn... JPN/130
Weapons and Tools ... JPN/111-112 Mutant Animal Restraining Harness . ........... LST/51-52
Paint Job, Customized ....................... WES/189 PR-1/PR-2/PR-3 Backpack ................... JPN/116-117
Plate, ArmoredorFace ...................... WES/189 Wilk’s PC-2020 Field
BXtra.....oooviiiiii WES/189 Identifier Portable Computer ................. WES/210
Survival Kit, Western .. ............coovian... WES/189
Triax
Depth Gauge & Alarm .. .................. SEA/191
GIlS: o ovienin seuisim e v SEA/191
BOMAT v vcciivcios s iebimintn #150FE awa ioiS e B SEA/191
Sonic Echo-Location ..................... SEA/191
West
Chemical Spray..........covviiiennvnenn, WES/187
High-Powered Flashlight . .. ............... WES/187
Modular
AmHousing. ......... i WES/187
Hand Housing ..............ccovvvnnn. WES/187
Lager Hand . oo soamnsn mmammsmsmsmams WES/187
SHOVEY BN =i ssmnaiminsrsmn siwmcasisorsms WES/187
Vibro-MOnster Claw o cvxe v s WES/188
ForearmAirBlaster .. .................. WES/188 Ninja
ForearmHeavy Mining Drill . .. .......... WES/188 ClHmbIng Claws . ... oo vveeeeeeeeeeeennn, IPN/54
ForearmJackhammer................... WES/188 Climbing SPiKeS. . . . ... .vueaeennnnn. JPN/54
EOAIMOETOOL o s e vmime mrnmmin WES/18 Clothing & BOOLS .« + + v+ v v eveeeeeeeenenenss JPN/54
ForearmPlasma Torch. .. ............... WES/188 .
ForearmPrecision Mining Drill. . ......... WES/188 Clothing, Reversible ........................ JPN/S5
FOrearmsSoniC - . . v vv v WES/188 Concealed Pockels v s i sisis fiiwvain swii JPN/54-55
ForearmVibro-Pick .. .................. WES/188 Concealed ToHIS: cammwmaim semmme s s JPN/55
Energy Clips Eggshell Bom.b ............................. JPN/54
BXTABIE. . - o oo GMI/RS EPRONGY Bl oo s v wREUH LA S5 ge
N 4(2)) Lo S T o <Rty Sy Sy SR SA2/79 Expanding Sfraps & Belts v vonwvnmeivsnii v JPN’ISD.
Fake Wounding ..............ccivvivninnnn. JPN/55
Japanese i
Energy Canisters. . ..........coiiennrnn.. JPN/117 Hang Ghd‘.:r Ty IPN/54
PISIOL .+ e e oo IPN/117 pon BOELNOBOL. 1vxcvpan wvwmmnsmeanes nues JPN/54
RIfle - oo IPN/117 JEAWARTG 5 65 2o SBT3 Bt IR A m s SaaE JPN/54
Rope SEEHAIN: s suvamammis e smns s samanee et JPN/54
Flares
Hand-held. . ... ovooeeeeeeee e aean CWORRIPNES  SOPELAME o s smmmme o v JEN/54
LST/48 Shoe C.orr‘lparlmenl .......................... JPN/55
Parachule ... ......o'eeeeeeeeeeeeenn CWC/98, JPN/130  TerSbIShi- v TPN/S4
LST/48 Weapon Accessories
Force Fields Ho]s?crs, HoldoutSpeed ..................... JUl/74
Vallax. . . JUL/154 Remington Speed Loaders. . .................. WESR212
Siphts, Thermal ;e casommais vam i dom s JUI/74
Jet Packs SNARLS Sensor System ... ........oouveen.n. JPN/116
CS-500SkyPack............... ... CSN/45 TW Silencers .. ..., WES/2i8
CSN-600 Deep-Six SeaPack.................. CSN/45 Wilk’s Laser Technologies
KM-200 ..o JPN/181 Laser Scalpel ............ ..., WES/210
KM-250 Underwater Propulsion Pack .......... JPN/182 Portable Laser Torch .. civosiwvivuiae vaisina WES/210
ROEIEL BBOS. o oo sancanoamims isasme s i JUL/67-68 LASET WHI: oo camersmm saempmn e WES/210
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APPENDIX 3 Monsters

Black Entity/Cloud Thing
Black-Winged Monster Men
Blood Lizard (OPC)
Brodkil (OPC)

Buffalo

Cactus People (OPC)
Crab Warrior

Demon

Dinosaurs (Or Similar Species)
Brontodon, Mammoth
Desert Sleepers. ... .....coovvvinennvennenn.
Duckbilled Honkers
Ostrosaurus

Quick Statistics
Tiger Claw Raptor

Tri-Tops

Tyrannosaurus Rex
Dragon

Asama-Tatsu ... ..ot e
Kumo-Mi (Cloud)
Shikome Kido-Mi
DragonRay (OPC)............ ...,
Dragonfish

Dream Snake, Great
Giant

Giant Canyon Worms

Goblin

Gwylack
Homed Demon-Fish
Horune Pirate (OPC)
Ship Dreamer (OPC)

Leatherwing
Leech, Giant

DX1/52-53
SPR/106-107
SA2/137-138
LST/164

WES/145-146
WES/158-160
WES/125-127
CSN/100-101

JPN/210-211
CWC/211-212
WES/140-141

WES/149-151
WES/138-140
WES/141-143
WES/153-155
LST/163-164

WES/162-163
WES/164-166
WES/166-167

JPN/214-215
JPN/212-214
JPN/211-212
SEA/20-23
CSN/102-103
WES/144-145

WES/136-138
SPR/120-121
WES/143-144

JPN/206-207
WES/146-147
WES/147-148
CSN/104-105
SEA/164-165
SEA/165-166
CSN/98-99
JPN/209-210

PH2/47-49
PH?2/49-50
WES/148-149
CSN/103-104
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Lord of the Deep
Lovica WEath .« o iivis o oriinie s o o8 0w aceons nincs
Maelstrom-Maker
Man-Eagles

Man-Monsters

BORETYPE T .o smmmmanin s o muavssasmimsnis wnas
Brute, Type Il
Exterminator
Ly E L S P

Naut'YIl, Monster
Oborus-SIherer. « . v o0 s cvssmn sovsbos savsivns

Phantasm
Picasso MagicFish. . ........................
Psi-Ponies (OPC)
Rifter
Rurlel Eel People (OPC)
Sea Doppelganger
Sea Maw/Gulper

Servants of the Deep
Scorpion

SEA/41-44
SEA/24-27
CSN/107-108
SPR/108-110

SPR/111-113
SPR/113-115
SPR/115-118

DX1/83-85
MEC/48-50
DX 1/86-87
MEC/54-57
MEC/57-59
MEC/61-62
MEC/65-67
MEC/67-69
MEC/69-72
MEC/47-48
MEC/45-47
DX1/85-86
MEC/52-54
MEC/62-63,89
MEC/64-65,89
MEC/59-61,89

MEC/33-35
MEC/39-40
MEC/40-42
MEC/35-36
MEC/42-43
MEC/43-44
MEC/37-39
WES/151-152
SEA/45
WES/152-153
SEA/23-24
JPN/199-203
JPN/202
JPN/203-204
JPN/204-205
WES/155-156
WES/157-158

WES/156-157
DX1/78-80
SEA/37-38
SEA/46-47
SEA/28-29
SEA/47-48
WES/161



Serpents

PIUmied (OPE) «vun s i smm ssmwsistome wms wem SPR/118-120
] < U O SPR/125-126
WERIEE uiviin wisos el indnh & SRETRSAS RN CSN/110-111
SHark: DVl . vmm o mieams s s swessme €05 SEA/45
Sharks, OCCANT . ..o iimmass s wrms tinms malh £ Y0 1 SEA/29-30
Great White <oy oy i psn vt smsia mas s e SEA/29-30
TRBEI G v o oo i om0 B 8 SEA/30
Shark, Shadow . ..... ..., SEA/3]
SIIOTAD o wmsm v slle s FaEsre Bum i Suars G WES/160
Simvan Monster Riders (OPC) . ............... LST/162-163
Skeleton Raider, Typical ..................... DX1/76
Snake
06 1100)1)11]0) 1111 NIRRT Sy i Joers gt WES/161
Diamondback. : ¢ vivwisies s sinsaien s WES/161
Spider
GOBIIN wicisimsi de saie S i dieiase i JPN/207-209
PRI «sovosiosiomsn sl Soiahe a5 R SR RO WES/163-164
SPINYRAVABEE . . o o covoe, i o st i 50 500 1 CWCR212-214
Squid; Gianti: e s aser e sen pvTpe ey SEA/24
23 114 {7761 SEA/35-36
Storm Riders/Ley Line Beasts. . ............... SEA/31-33
SUra-Kappa s epmpems s s st s JPN/205-206
Swamp-Sludger ...............cociiiiin CSN/109-110
TeePOWKE: o oiin veiavmaevie Silid SEwasy day SPR/122-123
Two-Faced Star-People . . ..................0. SPR/123-124
Vampire FlatWorm. . ....................... CwWC/212
WarBison «ueses s mmsedse viidani ey SA2/187-188
Waterstrider, Giant. . . .....ccvinviernnnnnanas CSN/111-112
Wendigo (OPC) ..o e SPR/126-128
Whale
BRI, 1. mvseomssnmmn vemimmes s e nos e Mo s mmers sy CSN/105-107
Prenma-Bilormy .. svneivivasnisid i v iisee i SEA/55-56
WHiSKEr COVOIB! . o i wovnsmvivie paci b imrs o s a s are s WES/167-168
Wraith
WIOTHOE s somimscmiens somsansrsm o mmsws s R ENESR b 65 JUL/50-53
Worm ..o e WES/168-171
XA KABE s sa sovraven s s bam Wi ey vap LST/91-93
Zomba/Silicon SeaSnake .................... SEA/33-34
APPENDIX 4 O.C.C’s
_—,————e e
Bandibsvs s o5 0 09 G te m e S 560 B ik WES/83-84
HigHWAYTATL . wcosmimws s siomme s aaeieas WES/85
BloodRider ............coviiiiiiiiinnn... SA2/133-135
Boonty HURter i cumsy dnas cvmsiamvia oo WES/87-90
Coalition
86111 017:)) i [0 P e e e el e CWCr71-72
EOD:SpeEialist: i s pawsvnisins awames CWCr713-75
“Fly Boy" Ace (RPA) ...........covvininn... CWC/84-85

ISS

Intelligence Officer. . ..................... CWC/184-185

Peacekeeper:: iuvwish vuie e vaensinag s CWC/180-182

SPECIBE o vonn sommnimm amemmsia e mas s ma CWC/182-184
MerchantMarine ...............coovivnnn... CSN/30-32
Nautical Commando . veausammasmng inn v CSN/37-39
Nautical Specialist (Sea Devils) ............... CWC/719-80
NTSET Organization

PEOIERIOR «rocn wimrsssvn ws ewmmsma st anons CWC/188-189

Psi-Hound..........ccovvuniiiinnnnnn... CWC/187-188
Naval [nfanbeymians«isa s avnaiis idnmiys dvs CSN/34-37
NaVY BATION v wmpommnmmmsins awsibmas s s CSN/32-34
PRPPsi-Net Agent. . .......ovviiiiunnnnnn... CWC/193-195
RANGEr . o sn/os oo sa 5V S0 Siia B gt CW(C/80-82
RESG SCIBNSE « sonievowirmai s wiamia s it CW(C/82-84
SPecial FOTCES o.om savin enisism sinmmnsmmmesins ra CWC/86-87
COWDBDY sy s adins v s ST S T 3 o WES/110-112
Crazy
IR o s s SeaTees, S JPN/86-88
Ultra—TWCrazy. ... ...coviiie i SA2/131-133
Wired Gunslinger. . .....ocvvvvinrinervvnnnes WES/107-110
CYDEIOIS < acuciiviairi wmis s s s s JPN/78-79
Cyborg
Coalition Strike Trooper ..................uu. CWC/69-70
Cyberai (Oni Cyborgs). . ...ovvvvvveeinnnnnnns PH2/15,16-19
Cyberslinger Series

Marki] “Kid”snwmmnme s sasisai Wi WES/190-191

Mark II “Super Slinger” . .. ................ WES/191-192

Mark [II“Gringo”. .. ... oo o iiii i WES/192-193
DESTOYEr “BOTE o vvniysmmnvnassn esana i adus SA2/107-109
“Flame Cloud,” C12000. ... .............o.... JPN/107-109
Imperial Combat
‘Boig, ATECI0000% v vwvesus sassssmawnsssos JPN/105-107
Mining ‘Borg/Prospector. . . .................. WES/113-115
BB oo rovanns SRrea SRR S T JPN/88-89
OTABEE wcasimmnmmns v wiseEin KR ay SA2/109-111
Plains‘Borg . ............ ... ....oviiin... SA2/129-131
Repablic:Soldier: 7« cavensn vvievni sidsumes JPN/97-98
Tsunami ‘Borg, AT-C9000 ................... JPN/102-105
Wing Blade, ‘Borg AT-C8000 ................ JPN/101-102
Pemon/QUeller sy vsaminm s SRve mem essins | JPN/64-66
GanDIET 5w susmoms smammas v o JUL/58-59
Professinnal s oo ins aa s i e ot b ¢ WES/117-119
GROCHO v is e s Srsms Ma R AT ¢ SA2/128-129
Glitter Force Trooper. . ....o.vvvviiinnnenn... JPN/93-94
Guardsman, Invincible. . ..................... PH2/32-34
G BIORET corvumon vwommms e s s e s PH2/25-26
Gunfighter ............ ... ...iiiiiniinnn.. WES/90-92
GURSHBEET ovemun wemaritin Vi sra vesmmes o WES/92-95
IncaSun-Priest...................ioiiia... SA2/24-26
ERFantEy AN 2 s v s s S R S B JPN/92
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Juicers

ABSASEIN oo vaminiamia g n s e e e JUI/56-57
COANEEION o500 i o wwssosissitom Suveis bimsisl sdienis CWC/76-78
Jul/42-45
Delphivrencns sosens svprasansetmaes wsmses JUI1/36-4]
Dragon . ..ottt JUI/47-49
GlAdIalor. o cscavss siveenm Fneshn sareis JUI/55-56
HYPETON.. sarsas sosmomass wisnns v mrisesom s s et JUI/30-32
Maxi-Killer (BioWizard) ................0000 JUI/53-55
MEER: ;. s o s i B SRR SR AR JU1/36-39
NIRJA. « e oo e et JPN/84-86
Phaeton. . ..ot it JUI/35-36
Psycho Stalker < s smnnng wia s e saia JUI/45-46
BB i TGS NSRS S JUI/57-58
I 1 JU1/32-35
WENDABE. v vv e i snnaes DemeRia i ve e Hans JUY/59-61
JusticeRanger ............. ..., WES/96-98
Larhold
Human REnegade. . con v vecwsnsm womamam samns SA2/186-187
Shaman. .. ..... ... .o SA2/188-190
Marine, New Navy...........coooiiiiinnn... SEA/112-113
Marine
WATIBCK 2 wrmamnanin dtmnd a3 el o il PH2/37-39
Warlock, magic specialist .................... PH2/39-40
Megaversal Trooper. . ............covvvvnn.... SA2/104-106
Monk
Bishamon Fighting. . ........................ JPN/55-57
SOohei Wartior, o euan svaspeses s dea s i JPN/58-60
Native American
Shamans
Animal ... ... ... SPR/53-56
Blemental's ooy svrsns ienanis snvames i SPR/65-67
FOUISH: s divmmanin sammainees masenit. SRsmiam SPR/67-69
Healing ..........cooiiiiiiiiiiiinn. SPR/60-62
MBS i o S A R R § SPR/56-60
ParadoX...........cciuiiiiiiiai i, SPR/62-65
3 1 o) e e U SPR/50-53
Warrior Classes
MysticWarrior .. ... SPR/39-41
SPirit WArIOr . wivi e viemvi svve s & SPR/44-47
Toem Wartion: . «ovswseimies stroaemsi o SPR/42-44
Tribal Warrior. . . ........coviiiiinnnnnn SPR/37-39
Navy Seaman, New Navy .................... SEA/111-112
NazcaLineMaker .. ............covnunnnn.. SA2/26-28
Ninja
BOrg ..o JPN/BB-89
Crazyic s dsaiam s S s vnm vl JPN/86-88
JURCRI o irc ramosiao sominm e s Sis iBIaE: s MR Reaoers ST JPN/84-86
MUYSHC: 1.0 eeviaiimie wimm e s oo mmie scesiasisin simes JPN/51-55
PO s woavasnm s o dsin st saali o gl JPN/82-84



TECHG-WATETAL oo usiommnsionon oo Spmmm JPN/89-91
OCEANWIZALA. . .+ 1o 2 smeis pasmsn e s e 6w o0 w668 SEA/60-6]
Pecos RAIQRr; s somsis s ims S e ey 585 emna LST/153-154
Pirate (OPC). .. oot CSN/113-115
River Pirale (OPC) .. ... 5o cnis s viis vl o555 75 5o CSN/116-117
SIAVEL (OPE) v wovcoinmm s e amimsianera e scai CSN/115-116
Police Officer. . v ovvvvvviiineennvrrnnnronnns JPN/94-95
PREACHEE . o.eomene e bt Kb 60 ST 5 505 5 WES/115-117
Priest
Yamabushi Mountain. .. ..................... JPN/60-64
PHVRIBEE - -isias 3 oy ol VT 47 R o s CSN/117-118
Psi-Stalker
Psycho Stalker . cuumn snavmaey s st v s JUI/45-46
ROBOU PO cwcsun s ramoasbiiens: s car s oo sitonsissain wisis JPN/92-93
ROMINL . ot iamssns: o eimaimbe il s, & s o JPN/49-50
Saddle Tramp.. o ean crvinmnneas fmy i peae WES/101-102
SAMOONBUM cowiiivii wmmasmimamm swmenig waeises WES/120-123
Saloon Girl/Barmaid ................c.couunn WES/123-124
Salvage BEXpert i vai voiias vasis Sjaens semes SEA/133-134
Samurai
CVBBE: w5 e s ws S R SRR T AR JPN/80-82
£1,T41) | g (o] S SR P S S JPN/43-49
SeADIIL ..o voon s o sosisdioneid R Gsias HEomia SEA/61-62
Sea INQUISHOT: = & weve svwi v aasein ateming e SEA/48-49
ShertfHLAWNMAN. .o s wmsvasinn @ s e s s s WES/102-105
Sheri S DePULY: .o n v w585 b EEIE S3 WES/105-106
SAMAS
Samurai Pilot ... ...ovveii e JPN/91
Tritonian
SEEIWIOTI™ 2 omssaonossri sovive sonwiims o st ossioer 4sas RERTass 35 SEA/96-97
L7511 1] (] SR P S SEA/97-98
Torbo Jockey s v canwimie s eave ias siseii PH2/41-42
Warrior
(1o PP SA2/23-24
RURR 5 vy Srnsms sima e e e R S s SA2/28-30
WhAlE SIDEEF vasuren wiss sasnes mm i v o SEA/56-57
APPENDIX 5 Power Armor
Archie Three
Arch HPA-1"Firebrand” ... .................. MEC/20-23
Arkhon
APA-9DeathCyclops..........covvivvuenen, SA2/88-91
APA-TITGhost Wasp . ......ooveiinnnnnnnnn. SA2/86-88
LE-457S Stormwind Exoskeleton .. ............ SA2/84-86
Bandito Arms (BA)
SAMAS
PA-09-AVT Sidewinder. .. ................ WES/181-184
PA-09-AVT Wild Weasel ................. WES/184-187
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Coalition (CS)
AAPEAtuTes OFf s covisws srsvsussns vivsata
PASIB THACRE cv.c.o nsmimmmmis mssim e smm By
PA-100Mauler. . ............coiviiiii...
PA-101W Death Wing (Combat) ..............
PA-102W Death Wing (Recon). ...............
PA-200 Terror Trooper . ...........covuun...
PA-300 Glitter Boy Killer
SAMAS
PA-06A “Death’s Head”
PA-07A “Smiling Jack”
PA-08A “Striker” ....... ... ...
PADDRSUPBE oo worowss somsnm mRseRs 530
PA-TOASEE v susesismmimse somimnin idaamsss e

Empire of the Sun
AC-1 Atahualpa

NPAMarkINazca...........covvnviinnnnn..
SC-Mark III Solar Combat Armor. . ............

SOL-I Armor of the Sun

H-Brand
H-Brand “Ninjabot”
Ichto

[PA-40 Dai-Katana Bugei
IPA-45 Tkusa (Warrior)
IPA-50 “Genadier”
IPA-60 Tazu-Tengu
[PA-62 Super-Tengu
IPA-70 Mizu Mi “Water Serpent”. . ............
Independent
LEA-5 Deep Sea
Orca-50 Aqua-Tech
Orca-100 Aqua-Tech
Intruder (I)
I-WB War Beast: v auiinis a b sisaiviies i

Japan, Republic Of (ArmaTech—AT)
**UUniversal Features
ATPA-85 “Power Spy”

Glitter Boys
USA-GIOGIitterBoy. . . ..........oovnnn..
USA-GI0AT “Point”
USA-G10A2 “Hawkeye”

PA-10A “Samurai” SAMAS

Kittani

TW-UDPA Destroyer

TW-UPA War Urchin

WEPA WarFish: covoessna s e saaas o

M’Kri Hardware

ME-95A1 “Avenger”

Megaversal Legion
APA-100 Counterstrike

......................

CWC/105
CSN/51-53
CWC/106-107
LST/62-64
LST/62-64
CWC/107-110
CWC/110-112

CWC/113-114
CWC/114-116
CWC/119-122
CWC/117-119
CSN/49-51

SA2/63-64

SA2/59-61
SA2/64-66

SA2/61-63

JPN/144-146

JPN/146-148
JPN/148-150
JPN/150-152
JPN/153-154
JPN/155-156
JPN/156-158

JPN/132
JPN/143-144

JPN/136-137
JPN/137-140
JPN/140-142
JPN/132-135

SEA/176-179
SEA/175-176
SEA/179-180



Naruni Enterprises (NE)
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PAE=1000 ERTOreen vixesse s vy v PH2/67-69
Native American
PA-O4AUSASAMAS ... .. ... ... i SPR/196-198
Ursa-HPA-O9IronBear. ... .................. SPR/201-202
WC-PA-02 WarChief . .......coviiiraiennans APR/199-200
Naut’YIl

APAL-10Torpedo. . ....ooiviiiiiininininns SEA/156-157
APTW-20 Techno-Wizard. . .................. SEA/157
Nemo-2 & the New Navy

APA-15"8emperFiM™.  comwsis wwasmnm s ; SEA/118-120
Northern Gun (NG)

BM-JAPEIl Defender . ...................... JUL/79-80
NG-JKIA/IB JuicerKiller . .................. JU1/77-79
Silver River Republics

AA-GB7 Glitter Boy Number7 ............... SA2/173-175
PA-10ML Mecha-Lizard .. ................... SA2/168-171
TPA-7 Toro *Minotaur” ...........ccouevnnn. SA2/171-173
Triax
TXD-100 Ultra Deep-Sea .. .................. SEA/195-196
VX-20,000 Barracuda .. .......... ... SEA/196-199
Tritonia

M-1000 Merbot . ..., SEA/101-102
Whale
TD-70 Sea-Snake Class . .........covvvuinnnn. SEA/8]
TDO-45 Man-O-WarClass . .................. SEA/82-83
TO-38 Unicorn Scout Class. . ................. SEA/84-85
TO-40 Sea TigerClass. . ......ooviviiinenn.n. SEA/B3-84
APPENDIX 6 R.C.C’s

Achilles, Neo-Human . ................cout. SA2/149-151
Amaki Stone-Man ........... ... . 00 SA2/154-155
AMPRIBL s s cussamimimosmamie s wawas SEA/98-100
Arkhon .. ... SA2/71-73
ESP-8pecialist . visevesyamam s vanieingh Saiii SA2/75-76
Spectial HUREE « «ovesmsssivesmns pammmms wsinams SA2/73-74
Blood Lizard (OPC). ... ......coiiiniiinnnn SA2/137-138
Brodkil (GPC) u: svuvnssamaiasnsdesieyi iaiaes LST/164
Cactus People (OPC) .. ...cocvviiiiiinnnn. WES/125-127
Capybara, NMUEANE: v savevin Ini SFieine a8 SA2/142-144
CONdOMId. s wovmsammmmsmes oeaeE e S SA2/146-148
Demigods, TruelInca . ...........oovvnvn.... SA2/20-23
Bevil Sharks: vvn cossvissvar nas e aiess s SEA/45

DO BOVS v s wasmmmnmaria s smmwnsn wases LST/32-36
Feral—“Free Borns” ...............c00vivn.. LST/38-39
KEOISHIFEIS" v v vsmmmime snsi i o LST/41-43
Kill Hounds . ...t LST/43-45
"SEADOE" v v SR R R CSN/39-40

LST/40-41




DOIPRIN. o v00 wmimes o s s s mime simsmsmss mane SEA/77-80

Dolphin Pneuma-Biform ..................... SEA/51-53
Dragon Ray (OPC)u: :vuvusainmrs sunm e wsmas SEA/20-22
DGELISE woovesasmsmrunins poomammimsvipimmiis-amen s, & wswes SA2/155-157
Equinoid, PSISTAUL.. . . v.c s meimmsims mes s im o s .8 SA2/144-146
Falconold:: susminemns auassmvm et i mmi SA2/148-149
Fallam.. ... SA2/76-77
Battlemastercauisn susismvmn sl wis e SA2/77-79
RORNBHE. s ssvnan wmvacivamamems = e s WES/128-130
Giant
Mountain (OPC). ...t WES/136-138
CIEITONEER, o vviivvrn s1a0:005 506w B T8 AR5 SA2/157-159
Horune Pirate (OPC) ... ....ooviin i SEA/164-165
Ship Dreamer(OPC). vvouw v v swwsn e SEA/165-166
In'Valian ...t PH2/12-13
Keepersof theDesert..covn v vovsiii i WES/130-133
Killer WHaleJOIGH «.s 50 omwmarscomins samwsmn s SEA/85-88
Killer Whale Pneuma-Biform ................. SEA/53-55
Kreel-Lok Nomad v s wmavaainnsg e s SEA/152-153
KreminCyborg . ......ovvviiiiiniiininnn CWC/209-211
Larhold Barbarian ..............c.ccoiviunn.. SA2/185-186
LyieSHal (ORE). covwwnimmra rummimsse samossis WES/133-134
Cloudweaver ............coevieernennennnnns WES/135-136
SKV-KRIBAL, -vvaivvisnas ss sy svassmaniies WES/134-135
Master BloodRider . ........................ SA2/135-136
Mechanoids
BEATI s it o o0 8 0 3 R A0 MEC/33-35
Brute. ..ot e MEC/39-40
EXIBMINAIOr o povieess st maid i e g MEC/40-42
RUNMET ottt e it MEC/35-36
S g o] PSR S N P MEC/42-43
TUnRENCrawler . «ovumreind v s Sy MEC/43-44
WS vsswsmsmies swiismomm s e own SEERERS HEwas MEC/37-39
Megaversal Trooper, Ojahee . ................. SA2/106-107
Men-Rall, TechMaster ...................... SA2/111-112
0% (0 11 (o PH2/34
Mutants (Animals)
Bat ..o LST/88-89
Bear, Ursa-Warrior ...........cciviiiinninnnn LST/12-75
Felines

BattlelCats, < ; s iii s iwiissn s saveine s LST/76-79

KGITCALS . vn wssimirsincmmsmaas «aimmine we e LST/79-81
Monkeys

MONKEY BOY . o vi sov vvsiain i aninsimansie v LST/83-84

MonkeyBoy Tech ...........coovvinn... LST/85

Mini Monkey Spies . ........... .. it LST/81-83
Rodents

RIS < v b i amd@d D i «Saedss s LST/85-88
NGOl oo woiin s Sovs sioaidsms sy CW(C/202-203
NA ™Yl smma vommvoemors s e wenmms SEA/148-149

Koral Shaper ............ ..., SEA/150-151
Soldiar o mm an s s SR A s B SR ERA st SEA/149
Devastator, Special Forces . . ............... SEA/150
L ¥ PH2/15-16
I I i 008 T w0 i B 0 W e PH2/19-21
PRI-PONIOS. i it iionimns cammin wiih s i WES/156-157
Psi-X Aliens. . .....coviiiiiiiii i LST/98-100
Psionic
Psi-Slinger .. ... WES/98-101
PEESHIKEras coviies onbein il a smn i a5 LST/156-159
Corlition: covswss mnmasmi cadina s LST/159-160
Wild ... LST/160-162
PSIeR:sva 557 cvdvasn aiiiaiss sammdneieine o SEA/46
Piicara, Red Giant ... covvis ssamavsswvaess o SA2/54-55
MindMage. ...t SA2/55-56
Rurlel Eel People(OPC). .« s s wvnmasinvin i SEA/37-38
SeaTitan. .. ...ttt i, SEA/113-115
Serpent,; Plomed (OPC) ivvivnt saveiis simavie os SPR/118-120
SEIPENtord uo v s s sam s o s sses i SA2/141-142
Simvan Monster Raider (OPC) . ............... LST/162-163
T ECE wiwwiis s vid Sipva oo 3 oS el ains o PH2/24-25
TengU .ot JPN/66-70
Tirrvol Sword Fist .. .. ... ... ... ....... CWC/203-205
TORINIT covrn samvaan wioniit: sasieit SETawa i LST/154-156
THMEIONS 0 carnismas maiasa SEmEms & RamaR CWC/208-209
Quick-Flex Alien . ...t .. CWC/205-206
Vanguard Brawler .......................... CWC/206-208
Wendigo (OPC) ... .ot iieeie s SPR/126-128
Whale
Humpback. ..o SEA/90-92
DOBI s S5ids v SETonns mRasRa FVE S s SEA/88-90
Whale Pneuma-Biform ...................... SEA/55-56
APPENDIX 7 Robots
Archie Three
AA-60 Hunter-Destroyer. . . ...........oovvunn. MEC/26-29
Coalition (CS)
CSNRobot Shark Sled. .. .................... CSN/55-56
SKEIEDOLE e v wsmmsmsronmas ines s o s weaiasi DX1/87-88
FASSAR-20/FASSAR-30 . ................ CWC/125127
FASSAR-40Hunter ...................... CWC/129-130
FASSAR-50 Hellion. ..................... CWC/130-132
FASSAR-60Centaur ..................... CWC/132-133
Dogs (Bandito Arms)
K-9R-1100 Companion . .. .............o..... WES/199-201
Horses (Bandito Arms & Northern Gun)
EBEALUTES oy 55 sy rr s o Eo it et S oot B B8 WES/196

APPAlOOSATPONY .« o iioi svmmwnn sawmein pewsss o WES/196-197




1 T e WES/198-199
Mustang/Pinto .. ....iiviiiiiieiiiinn s WES/197-198
TW GLHHemNOUIL ;i v simvaini v nomsise o WES/218-220
WArHOSE o o sivmamsi sivsmaaaness om e i WES/199
Horune

HM:-B1 Dolphin: s sneassn siaeviines SEA/167-168
HM:-S1: Land SKarke . . vo cmsmsmamme wawwasie i SEA/169-170
Mechanoids

ASSHUIMLPIODE oo v miisomicusmmmma i sesrsasis e MEC/77-78
Runt Combat (MockMan). ................... MEC/75-76
Runt Repait Unit v o viavimivans siosvias MEC/76-77
SRUDIICE 6 e s oo s e s 0 i W esuin e MEC/78-79
Thinman (MockMan) ...............c.ovun... MEC/72-75
Weevilossmans e mmsiiveda B o MEC/79-80

APPENDIX 8 Robot Vehicles

Archie Three
AH-1EarthSaverOne...................... MEC/23-26
Arkhon

AB= 17 Great CYClops: « v s wsmsmmn snevis v i SA2/91-93
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Bandito Arms (BA)

R-100 Taramilad (BAY .o vesmvmemes sssmsisnms WES/193-195
Coalition (CS)

FeRtureS IOE o om0 sinvemmoviea snese npsmipinin si@miminie o CWC/134
CR-004 Scout Spider Skull . .................. CWC/146-147
CR-005 Scorpion-Skull . .. .............0t. CWC/148-150
CSN-006 Sea-SpiderWalker.................. CSN/53-55
JAR-2AboOlIRher - conamii dusimmen sad s mamiig & CWC/134-137



CWC/137-140
CWC/140-143
CWC/143-145

IAR-3 Skull Smasher
TARAHENCAISEE: 5 oois woarsoimas e s i soa s wa s
IAR-5 Hellfire

H-Brand
All Terrain Crawler (Knockoff). ...............
Battler 1 & 2 (Knockoff)

JPN/164-165
JPN/165-168

Independent

IR-2015 Kani “Crab Walker” .. ............... JPN/164-165
IR-Z2020'Wretker - oo v awns neiain dus JPN/165-168
IR-2040 Destroyer. . . ..o v ennvenennnns JPN/168-170

JPN/170-173
JPN/173-176
JPN/176-178
JPN/178-181

IR-2050 Apocalypse
IR-2060 Banshee
IR-2070 Gemini
IR-4000 Tatsu “Dragon”

Kittani

ATV-RV WarCraly. « «. o050t tussabanbess SEA/181-182
Mechanoid

Multi-Brain . ...t MEC/51-52
Naruni Enterprises (NE)

0-AR600 OVOId . .o vee et et eeees PH2/73-74
Native American

THAR-06 Thunderbird ...................... SPR/192-194
WH-GAR-06 Wolf ......ovviiinninnnnnnns SPR/194-196
Naut’YII

D=2 PeathbritiPer: . . .o.covime pms omnm o s e & SEA/158-160
SHT Sea HONIEr e vmn s ommmsesianim satimsiw s SEA/157-158

Republic of Japan (ArmaTech—AT)
AT-1053 Ka-Kuma “Metal Bear”
AT-1063 Hi-Tora “Fire Tiger”
Silver River Republics

GATV-5 Galapagos
SHAB-10 Mastodon

Transgalactic Empire (TE)

JPN/158-161
JPN/161-163

SA2/177-179
SA2/175-177

IAR-500 Imperator ...........covvviininnnnn. PH2/75-76
APPENDIX 9 Vehicles

Air

AF-89 Spikefish Attack Fighter. . .............. SA2/96-97

CWC/164-165
CWC/165-166
CWC/166-167

AFC-101 CS Command Car
AFC-103 CSScarab. ;..o cviavn s wiimomminm se iais
AFC-105 CS Skull Patrol Car

CSNET1S 88t Stker™ e s wws wrsmn siassams CSN/86-87
CSN-117 “Shrike” Interceptor. . ............... CSN/87-89
CSN-118 DaggerBomber.................... CSN/89-91
CSN-120 Eagle Unmanned Aircraft ............ CSN/91-92
GAW-F14 Improved Super-Tomcat ............ CSN/92-93
IFS-1 Icarus Flight System (UTI) .............. JUL/86-87
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MEC/88
SEA/126-127
SEA/122-124
SEA/124
CWC/176-178

Mechanoid Digger
MEAS Mark I Manta Ray
S-14SeaHawk.............................
S-16s Stealth Fighter
SF-7 CS Talon Stealth VTOL

APCs

ATA BVl BYE. ccinvmwnmmmsnnmmn susminaies is SA2/95-96

AFC-060 CS Sky Lifter. .........coovvvui... CWC/162-164
AFC-151 CS Death Bringer. . ................. CWC/160-162
CS:Mark VIL¥SIayer” . v swvmanm s cnaams s CWC/150-152

HTT-11Hussar
M6-IFV/MG6S-IFV Neo-Bradley

SA2/182-183
SA2/119-120

ATVs

Rolling Thunder: o sersina 556 dosm el JUL/84-85

Cycles

Road Boss Combat Chopper (WI). . ............ JUL/82-83

Tarantula Combat Jump Bike (UTD) ............ JUL/B2-83

EPC

Mark IX(CS) . v svan avwsvin sow s saaessva CWC/152-153

DX1/55-56

Fortress

MO0\ SPIdEE o5 wnimmvas wwswesmes wimssi MEC/82-86

Helicopters

CH-10 Black Lightning . . ... ............on.t. CWC/172-174

CH-IONSeaStorm ...........ccovuunnnnnn... CSN/93-95

CH-12 Demon LioCUSt i vowiiis daiwvis CWC/174-176

CH-12N Sea WasDiouos sovesimn smammen ssamsmm CSN/95-96

IE-15AH Striker. ... ..ot SEA/124-126
IE-TTAH, NaGtical . o ovvwwn wampwen pawsncam SEA/124

....................... SA2/120-121

NAH-50 Neo-Apache

Hovercycles
AHB-2000 Assault (WI) .............cuvnn, JUL/85-86
Bronco Scooter. . ... WES/201-202
MIE10TODEsert FoX. «o ooy ssawman s i LST/56-57
.7 $ BT LU 2000 1 R — LST/55-56
NG-220ROCKEY cvv iis v i56 aivamvinsivs viis LST/57-58
NG-2BOPIOWIRE: - vuviosmmsnne s immssive s o LST/58-59
NG-300 “Speedster” ...........c.civiviunnn.. LST/54-55
NG-400Stinger <q i wiviiaies svvsiinevve i LST/59-60
NG-480 TOMDO v xirs wivin s ssonrs wan s st s LST/60-61
Sky Cycles

ABFC02FSETAAT v voovivn cnmmsmmemmeimasmm s CSN/96

CWC/171-172
CWC/167-169
CWC/169-170

AFC-033 CS Windjammer. . ...............
AFC-111 Scout Rocket Cycle
AFC-115Warbird. .. .............00vn...

Ships

AWC-012CSWaveDemon .................. CSN/58-59
AWS-1 Iron Heart Wasp-Class . . .............. CSN/68-70
AWS-2 Missouri Wasp-Class .. ............... CSN/68-70
CB1-001 Mark I Barracuda. .................. CSN/59-62



CPB-004 Mark IV Hurricane. . ................ CSN/62-63

GO TS s sermmomemieienmeg R CSN/57-58
CT-008 Supply-Class Transport . .............. CSN/70-71
CVN-1CSSChi-Town .......covvviiniennnn. CSN/83-85
CVN-73 Joseph Prosek Aircraft Carrier ... ...... CSN/81-83
CVN-82 Quebec Aircraft Carrier .............. CSN/B1-83
CVN-85 Lone Star Aircraft Carrier. ............ CSN/81-83
H-1 Horune Dream Ship .. ................... SEA/170-171
H-2:Strike SRIp: & 555 s5s vavamvsn ievesvi SEA/172
IHA Improved Sea KingCSN/64-65

MD-1—MD-6 Revenge-Class. ................ CSN/66-68
MD-7 James Bay Destroyer. . ................. CSN/65-66
MD-8 Citadel Destroyer ............ccovveun.n CSN/65-66
MD-9 Mactier Destroyer. . ................... CSN/65-66
Motorized Véssels:. . ..o vvvvmmvians visess o SEA/135-137
Rowing Vessels . ... ..o, SEA/135

SEA/188-190
SEA/185-188
CSN/125-126
SEA/204-205
SEA/205-207

Splugorth Sea Fin. .y vos vosanis s vas v
Spligorth Sea SRIMIMEE i vanws wammsa sonmwmass
TW Windjammer Frigate. .. ..................
XS-120 Interceptor
XS-400 Escort Battleship
Space Ships
Battleships, Carriers, & Dreadnoughts
CS-700 Packmaster Carrier
(CAF/CCW/Wolfen)
ID-1 Doombringer Dreadnought (TE)........

PH2/100-102
PH2/102-104

SB-87 Protector Battleship (CCW) .......... PH2/98-100
Cruisers
SC-55 Warshield (CAF). .................. PH2/91-94
TIV-SCSMAShRE{TE) s smimmnmmsmasae s PH2/94-95
UW-C15 Dwarven Iron Ship (UWW)........ PH2/96-97
Fighters
BIF-67 Katana (BU/CAF) .. .........cco.... PH2/81-83
FB-49 Fire Eater (NE) . ... .....ooivinin... PH2/83-84
SF-101A/SE-101AI Black Eagle (CAF) ...... PH2/79-81
Spinnerette Interceptor (I) ................. PH2/84-86
Frigates
—ARC-II Arcane Mark II (UWW). ............ PH2/88-89
—HF-75 Hunter-Class Destroyer (CAF) ........ PH2/86-88
MEAKETIVUBO Y w5 crsvmmmanas s PH2/90-91
Submersible
CVN-87USS Ticonderoga. . .................. SEA/128-132

SEA/127-128
SEA/132-133
SEA/160
SEA/207-210
SEA/160-161
SEA/183-184
SEA/184-185
CSN/72-74

EPC Mark I Trident Submersible
FS-350 Series Fleet Submarine
L-52 Leaper Submersible. .. ..................
NGRS-100 Poseidon
RT-II Red Trident Attack Sub. . ...............
S-RV Mk 4 War Shark Sub
S-RV Mk 5 Shark Mini-Sub
SSBN-737 Kentucky Defiance-Class

61

SSBN-739 Nebraska Defiance-Class. . ..........

CSN/72-74
SSN-01—SSN-06 Shark-Class . ............... CSN/74-76
SSN-07Orca-Class .........covivenennn.. CSN/76-78
SSN-10 “Stingray” Mini-Sub ................. CSN/78-79
T-23CS “Bottom Feeder” . . ..vvun cvnmsvnonins SEA/102-103
T-23AS Salvage/Repair . .................. SEA/102
T-23BS ScientificSub .. .................. SEA/102
UB-300Mini-Sub . .............oiiiiia... SEA/143-144
X-6000 Transformable Sub. .................. SEA/199-200
XS-20 SeaMite Mini-Sub. . .................. SEA/201
XS-24 SeaBatMini-Sub..................... SEA/201-202
XS-30 Torpedo Attack Sub .. ................. SEA/203-204

Tanks

AMBT-12x Merovingian. .. ..................
CTXES0MEINEBAtKEE” cuvwmianins smamme v
CTX-52“Sky Sweeper”. . ...
CGEX=34 “Five-Stovin™ i ovsmvainy svmsimm e ¢
HI-C/HI-L SlingerTank . .. .......ovvivnnn.n,
MBT-10A1 Neo-Abrams. ....................

SEA/120-121
CWC/153-155
CWC/156-157
CWC/158-160
SA2/66-67
SA2/117-119

PI=34 Puma-classov ivsins: vuid Svveiesims i SA2/180-181
T-10 “Porcupine”Assault Tank . ............... SA2/93-95
WIFV-99 Greataxe IFV (UWW)............... PH2/77-78
Trains

Coalition. .. ..ot CSN/20
TWIONhOISE: wivsuivan s Sos by | WES/220-223
Transport

BAWW-120 Cavalry War Wagon. . ............
MIFV-99 Iwo-Jima Class

Underwater

WES/202-203
SEA/121-122

CS Death’s Head Navy SeaSled............... CSN/56-57
CSN Robot Shark Sled. .. ...........oovvnn... CSN/55-56
HM-S2 Sea Horse Sled/Speeder ............... SEA/167

SEA/126-127
SEA/104-105
SEA/103-104
SEA/144

MEAS Mark I Manta Ray
T-06 Torpedo Sled

T-10 Sea “Fin” Combat Sled
UB-20 Jet Underwater Sled

.
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e e———

Coalition (CS)

APPENDIX 10 Weapons C-SPUMP PISIOl. . .. oo oo
C-10 Light Assault LaserRifle . ...............
Archie Three C-12 Heavy Assault LaserRifle ...............
D0 Plasmh CABRON e s v i s s MEC/22 C-14 “Fire Breather” .. ...t
C-1BLaserPistol ... vis vremesn onmvoms rmns smes
C-20EAsBE PiSIOL v s smmmviommsinsisimansi o
C-27 “Light” Plasma Cannon . ................
Arkhiin C2SUHONBIE™ 11 v e errmnssessonss s
BM-2 Backpack Mortar System ............... SA2/81-82 C-200 “Dead Man’s” Rail Gun - .« oo ...
BRL-3 Backpack Rocket Launcher. ............ SA2/82 CAAA-60R Rail GUD. -« v oo
FR-5 Flechette Rifle: .. civvvnsannn s SA2/83 CN-1Net GUN « oo oo
FRA-1 Flechette Auto-cannon. ................ SA2/83 CP-30 Laser Pulse Pistol .. ....oovoveennnnn..
Flechette Rifle.................oooveeennn SA2/86-87 CP-40 Pulse Laser Rifle. .. ...................
OVEESIZRHL -« v s v oy st oRe 50 SA2/90
M-100 Tri-Beam Crew ServedGun .. .......... SA2/81 CP-50 “Dragonfire” . ... ..oovoeeeeeennenn.
Rifle Version. ..., SA2/90 CR-1Rocket Launcher .............ooovvunn.
TB-3 Tri-Beam Energy Pistol . ................ SA2/80 CSN-20 SPeargun . ..........oouvveeeeunnn..
TB-9 Auto-Pistol .. ..ot SA2/80 CSN-60 Variable Beam laser Cannon . . . . . ... ...
TB-Prime Energy Rifle . . .................... SA2/80-81 CSN-T30 Torpedo/Grenade. . .. ...............
Lo CTT-M20 Missile Rifle. ...........oovvrn..
CTT-P40 Particle Beam Cannon . . . ............
CV-212 VLE LaSer Rifle. . - oo aniivnse sacvs
Dog Pack Spikes .............coviiiininn.n.
EleCton SIUNNEIS . v vumvias, sonamne o5
L
5000 “BigBear” Rail Gun. . .................. WES/175-176 Neueal Mage, .o
5500 “Cactus Juicer" RailGun . . .............. WES/176 Ty
6000 “Big Bang” Grenade Launcher............ WES/176 Fis Dol
BB-6 BigBore Revolver ..................... WES/174 7 T ToTroonrnrnan et
BB Long-Barrel ShOGUD . . .+« v vvveveneenns WES/175 Conventional Weapons
BB BaWed O o:vesunssvwvamvsnirm evvisei WES/174-175 ~ Two-Shot Demringer................ccooenen.
IP-10 100 PISIOl « « oo eeeeee e WES/173 1860 Colt 44 Revolver. .....................
LP1 Laser Pistol. . ... .ovvveeeeeeiinnnnns WES/173 1863 Remington 45 Revolver .................
Biological lg:}’: goll 381‘4RO REVOINEE 5 wivanns s
1 olt45Revolver.......................
ERoIZ ABED cororims mimnendiomi bttt o s s 1899 Smith & Wesson 38 Revolver ... ........
Black Market Wilk’s Winchester 40-82 Rifle . ... ............
Chi-Town Depth Charges
—FIWS e JUUT1-72 JRBRTEE o oo o v st st sie s
Bushido Industries (BI) New Navy
Daisho-10 Multiweapon ..........c.ovvvnn.n. PH2/61 DD SR, et
Cartridge Weapons (CFT Energy Six System) Empire of the Sun
BRI BO0E i i S RS WEZ2 Inti-10 Variable Laser Pistol .. ................
D SIDEE ™ e e T e e Inti-20 Variable Laser Rifle. ..................
"Cavalryf'nan‘ """"""""""""""" WEGL Illapa-1 Rocket Pistol. .. .....................
“Peacebrnger” i siin siaaie v WES/212-213 Mapa-5 RocKet RIfle . . oo oo oo
TRABIEMASET s asus mmmmoaneveun scmsi s s WES/213
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CWC/91-92,
LST/46

CWC/93, LST/47
CWC/93-94

CW(C/92
LST/46-47
CW(C/92-93
CWC/96
CSN/45
CSN/50
CSN/45-46
CWC/95
CWC/95
CWC/94
CWC/99
LST/49
LST/49
LST/49-50
LST/50
CWC/99
LST/49
LST/50-51

WES/211
WES/211
WES/211
WES/211
WES/211
WES/211
WES/212



NPA Mark IRocketRifle .................... SA2/61

Explosives
AT-DI10 Satchel Charge. ...........covvnnnn. JPN/129
Coalition
Fusion Blocks . .....covvvvvieniinnnininn. CWwW(C/98
Dual-Purpose Self Propelled . ................. SEA/155
Exploding Cannister. ............covvviuinn.nn CWC/74
Homemade
Explosive Charge s ososve iniivaiismsnalin £os CWC/74
Flash Bomb/Grenade ..................... CWC/r14
Smoke Bomb/Grenade .. .................. CWCr4
TBEANIGES 10105605508 wip e s v S 0T CWC/74
K-HEX Plastique Cubes ..................... PH2/56
Molotav Cocktail v« o cvnswsvsmis swsens was CWC/74
Retooled Military Explosives ................. CWC/74
Table: ONHCK. ... s v w050 G5 SRS BrvEa o GM1/R5
Gases
Chemical Stench .., ivvvivivieeionsrivsensns JPN/163
Fite Retardant Foam ... i viee s JPN/163
PEBRETTAS Liormusriois oo o (95 i N A 5 B 9 3 B JPN/163
Grenades
AT-AAD Anti-Armor Dissolver Grenade. . ... ... JPN/120-121
BYAGRISS oo sa i B s e S R A AR A Jure7
CORLITION 5 v:n5 ssvi i semmn s e S s CWC/98
LST/47
SMOKE: ussiins SaE e b AR S A CWC/98
LST/47
Stun/Flash .. ... ... . i i CWC/98
LST/47
TR A s mwirs v smhaon iy i s e s A RS CwWC/98
LST/47
Deadball s sss orniivs s TS s Ju74
Homemade
FlashGrenade..............ccvvinninnn. CWC/74
High-Powered. - vo: conwiisvniivnmsn o CWC/r74
SmokeGrenade. . ...............oiiiinn.. CWC/74
SR Grenade :uvsing svisnne i iee eteee sl CWC/74
JADANESE o wmcs s inn passonmein Ca et JPN/130
AT-D25Frag,Lt......oovviiiiiin i, JPN/130
TP RE, HVF i syt i JPN/130
AT-D28 High Explosive .................. JPN/130
AT-D29Plasma ..........coiviiiinnnnnn. JPN/130
AT-D30Stun/Flash ...................... JPN/130
ATDAL Tt Gias o o cemmmmnn smmmmmis JPN/130
AT-D32Concussion. . .......cvuvuernnn., JPN/130
AT=DE0SMOKE: o s csisscarsiamssos v wisiaisn o JPN/130
Kittani Rocket Grenades. . .................. SEA/173-174
Launcher; POr8arm. .. <. cowevs sy oaeasns s Jure7
Military Grade Grenade. ... .................. CWC/74
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Naruni

NE-10G Grenades. ... . cisii e vas s smisan PH2/56

NE-20G Micro-Grenades .. ................ PH2/56
Wilk’s

BEBHIVE & s ovmanase wosmmomse) o6 o pumie fssssisns wue WES/209

Blinder/Laser Grenade . . .................. WES/209
SEE ALSO Weapons, Techno-Wizard
Galactic Armory, (GA)
“Colonial” HI-LaserRifle .. ..o covivnnaaiaian PH2/60
H-Brand
H-10 Combat Laser Pistol .. .................. JPN/122-123
H-12 “Defender” lIon Pulse Rifle. . .. ........... JPN/126
H-13'1on:Pulse Pistoll. . oo smsmmmy basamns spss JPN/123
H-15 “Scattergun” Shotgun . . ................. JPN/126
H-600RailGun ........covvvnnnninanennn JPN/127-128
Hand To Hand
AmakiBlast-Sword . ........... ... ...l SA2/165
Amaki TW Psi-Blade. .. ..................... SA2/165-166
Arkhon Tri-Blade Energy Sword. . ............. SA2/82
Arrows

High Tech Arrowheads. . .................. JPN/118

SPR/203

Axes

Assault Robot, Energy . ................... PH2/76

Toro Minotaur Energy Axe ................ SA2/171
Bayonets

KESERITE oo amsmmmm snmaimmsssonsinn dvanies CSN/124
Bows

JAPANESE iy payin e Ve T AT SR S JPN/118

NA-LBI LaserBow . ...........ccovvvnnn.. SPR/203

NA-SWAMDCBOW ........ovvvvvvnnnn.- SPR/203
Crossbows

TADANESE. oo wnms st bt S & i Bl W 0 JPN/118
Spears

GIaNt . .o oot SPR/107
Swords

Assault Robot, Energy (TE). ... ............ PH2/76

Gt nn soenss Sop SV SN SPR/107

KISENIE s vsmmmumios vos o smsaumin s mos CSN/124
THAEn, ENBIRY 1vvoimmie sonn sommmtsans dinsiosin s SEA/166
WI-C8 Close Combat Chainsaw (WI)........... JULI/75
WI-CL8 Multi-Purpose Chainsaw (WI) .........JUI/75
Wilk!s LaserCane . . 1o o5 s s smtm s e WES/210
Wilk's Laser Knife. . ... ...ooivivniiieivnnnn WES/209
Horune
Harpoon G- o cocvvan aeie waksion « s vmiv e s SEA/166
SonicRifle. ... ..o i SEA/166
Ichto
IR-60Rail Gun. .. .....oviiiiiiie e JPN/148



Independent

ARC-2 “Nighthawk” Defense System. . ......... JPN/128-129
Green LaserBifle: o vnimssssin vamwes s SEA/137
HW-19SwnPistol .. ..o PH2/62
JA=12: Laser RYle.. . . . oo s vinmnisinn e sivivne aaiian Jui76
WEbGUN 1ovvin covemmnmnsie i semamsg v PH2/59

Japan, Republic Of (ArmaTech—AT)

AT-6 “Mini” LaserPistol . .. ............coovt. JPN/121
AT-8LaserPistol. ... ... ..o oviiiiiiinennnn JPN/121-122
AT-20 “Sharpshot” Police Special ............. JPN/122
AT-23 Plasma Thrower . . .................... JPN/121
AT-23 Police StunRifle. ..............cccn. JPN/123-124
AT-25 Pump Grenade Launcher . . ............. JPN/130
AT-30 Combat LaserPistol . . ................. JPN/122
AT-84 “Sharpshot” Laser Rifles oo vmimm smee s JPN/124
AT-88 Combat LaserRifle . .................. JPN/125
AT-130 Particle Beam Pistol. .. ............... JPN/122
AT-230 Particle BeamRifle .................. JPN/125
AT-600Rail Gun. ... vvvvvnveriieeiinnns JPN/127
AT-1200 “SuperRaill Gun” . . ......... .00t JPN/127
AT-1800 All-Purpose Rail Gun. ............... JPN/142
AT-5500 M-BiLAR, Underwater .............. JPN/142
AT-N20 Neural Stick. . ......ooviiiiinrnnnens JPN/120
AT-P1000 SAMAS Particle Beam Rifle......... JPN/135
ATU-80 Underwater AssaultRifle . ............ JPN/125-126
GMS-APM Launcher. .........ooviiinnenennn JPN/142
Kittani

Energy Net. . .......cives ivesveesnsioasais SEA/174
Energy TAdent . o msiwmswmemmann vosio as SEA/174
Plasma WEapons ........coovvrneeeninnnsons SEA/173
Rail Gun, Underwater ...........covuvivnnannns SEA/173
Malkovitch Armaments, Inc

“Death Disk” Weapons System. ............... PH?2/58
“Slicer" GR-GUN .. ...ttt PH2/58
Mechanoid

M5 PSS RIFIC . commvmnmans nmvmmmaemes b MEC/73
NE20Ton Pistolza paisansmsn meimissmieiems MEC/73
M-30 Robot Variable LaserRifle .............. MEC/73
Megaversal Legion

ARP-1 Plasma AssaultRifle . ................. SA2/114
H-11 HOWItZET . . v vvvnvovsonsmomsmanssosness SA2/115
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HRP-1 Heavy PlasmaRifle................... SA2/115
HIAR-22 Heavy [-Beam Rifle. . .. ............. SA2/114
[AR-2 AutoPistol . ...........coiivinnan.. SA2/114
IAR-20 InertiaRifle. .......... ...t SA2/113-114
Mines
Homemade...............coiiiuiininennn... CWC/74
Japan, Republic:OF: o cen o swaamnm vmieasm v JPN/131

AT-D50 Anti-Personnel . .................. JPN/131

ATEDSZUBUlIeLT I v oo i aim s b om s aos PIPN/131

AT-D54 Anti-Armor ........cooovnnennn.. JPN/131
1515 17e, L S RN S O CSN/46
Military Grade . . . ... CWC/74
Naval {CSY -scmsummess con v st s CSN/46
Missiles
**Charts

Quick Reference. ............ccooiiinn... CwWC/97
GMI1/R2
AT-AAD Anti-Armor Dissolver Missile......... JPN/120-121
Coalition

EADAGEEH: o voraommimmmimms orvemmmsss wime i a4 CWC/98
K-HEX MISSIES: cocinsn comamai divses e i PH2/58
JAPATESE: c-ivmvis st weaiodin Faia s G2 e JPN/129
Mini-Missiles ... ....cooiiiiiii i CwWC/97

GMI1/R2

Naruni

Quided s suneans seveves e Hasaie PH2/56

Micro-Missiles . .......ccoviiiiinnnn.. PH2/56
Rafged o mn S, sl it . et i, st CWC/97

GMI1/R2

Nanotechnology Weapons
TCAtANE s D Rimaa S S S S PH2/18
Piranha GURITT " ZR) v vwsemiw smimwian viviea PH2/63
Piranha Rifle (T"Zee). .. ......cooviininnnn. PH2/63
Naruni Enterprises
NE-2L Plasma Cartridge Autopistol ............ PH2/53
NE-6 "Magnumn™ o v ssnvaiaoss s v ewis PH2/52
NE-28R Micro-Missile Wrist Launcher ......... PH2/57
NE-74GL Grenade Launcher. .. ............... PH2/55
NE-75H “Shoulder Cannon™ . ................. PH2/54
NE-95 “Double Threat”. .. ................... PH2/54-55
NE-195 AssaultRifle. .. ............... ..., PH2/55
NE:300 “SHIErEr™. o v cumwicin v wemsssi PH2/53
NE-600 Pulse Laser. . .................o.u.u. PH2/53-54
NE-800R Missile Assault System .............. PH2/57
NE-H10 Plasma Derringer. . .................. PH2/52
Native American
NAE-1DIon Gun System .................... SPR/200
USA-M31RailGun.............coiiiiinnn SPR/198
Naut’yll
Bnergy: NEt . v . vorsinn nii i divinm side e SEA/154-155



Energy Trident
HarpoonRifle........ ...,
Particle Wave Pistol
Particle Wave Rifle
SEE ALSO Weapons, Techno-Wizard

Nemo-2 & the New Navy
LAWS-3 Rocket Launcher
M-20-Assault RIIE, .in coiis vvvn v v soivasits
M-90 Multi-Weapon
M-160 AssaultRifle. . ..................0o.n..
M-2011 Energy Pistol
Northern Gun (NG)

NG-45LP “Long Pistol”. .. .......ovivninnnnn.
NG-11S “Sawed Off”
NG-H5 Holdout Ion Pistol
NG-IP7 Ion Pulse Ritle
Neural Disruptor Rifle

Nuclear Weapons
BGM-109 Tomahawk Cruise Missile
CSN Mk108 Firefly Air-To-Sea
Pistols

Chart, Quick Reference
Rifles

Chart, Quick Reference

Rune Weapons SEE APPENDIX-12

Silver River Republics
Amaki Blast Rifle
ATL-7 Anti-Tank Laser Rifle
Equalizer Combat Shotgun
-9 Heavy Ion Rifle
I-11 Long Gun
IP-7 Ion Pistol
Lightbringer Laser Rifle
Mecha-Lizard Multi-Weapon

S.D.C. Weapons

Japanese, Traditional

Techno-Wizard

GENAHESS v onis m s e s SRSy G
Sonic Rifle (Naut’YII)
Sonic Wand (Naut’yll). . ...
TK Thunderball Cannon
TW-38 EndlessRevolver. .. ..................
TW-45/TW Six Gun
TW Eagle Eye Marksman Rifle. ...............
TW Firebolt Musket. .......... ... ... oot
TW Firebolt Pistol
TW Fire-Breathing Arquebus
TW Hellfire Shotgun
TW Old Lightning Rifle
TW Sapper

SEA/154
SEA/154
SEA/153
SEA/154

SEA/L16
SEA/117
SEA/120
SEA/116
SEA/116

JUI/73
JUI/73-74

CSN/48
CSN/48

SA2/165
SA2/166
SA2/164
SA2/163
SA2/164
SA2/163
SA2/165
SA2/170

JPN/118-120

SEA/155
SEA/153
SEA/153
CSN/125
WES/214
WES/214
WES/216
CSN/124
CSN/124-125
JPN/37-38
WES/217
WES/216-217
WES/217-218
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TWESNArE BN - i ioim e s sv s e m e
TW Spitfire REVOIVEL. ..vvx vavwnas susmn s vis i
TW Super-Six Carbine. . .....................
TWTRURAEESUD s oomncnn i fdim i Sava
TW Windblaster Rifle

Torpedoes
Japanese

Statistics
New Navy, Typical .........................
TXT-10 Ultra-mini (Triax)
Triax
TXD-01 Deep Sea Sonic Beam Rifle
TXD-02 Laser/Harpoon Rifle .. ...............
TXD-03 Deep Sea LaserRifle.................
TXP Quad Rifle

Tritonia
NP-10 Plasma Net Launcher . .................
BG-15 Blue-Green Laser Pistol
BG-20 Blue-Green Laser Rifle

Ultra-Tech Incorporated (UTI)
Zapper Gun

United World of Warlocks (UWW)
AML-11 Autoloading Missile Launcher
GC-55 G-Cannon
PB-60 Blast Pistol
PB-85 Blast Rifle
V-81 Volcano Plasma Dishcharger

Vallax
FOree PISION. o oo vonmsconns e s siiamenss st @ i
Force Rifle

Vibro-Blades
Axe/Tomahawk
Deadball

VaAMDBTACES: - v sin s ssmraiins saneiss o o
Dual Long-Blade
Hooked Forearm
Sabre Forearm
Short, Spiked. ......... ...
Triple Bladed “Cat’s Claw”

Wellington Industries (WI)
WI-FT'1 Plasma Flamethrower
WI-LP3 Pepperbox Laser
WI-NFT-1 Napalm-P Flame Thrower

WES/217
WES/215
WES/215
WES/215
WES/216

JPN/129
JPN/129
SEA/117
SEA/191

SEA/191
SEA/191
SEA/191-192
SEA/198

PH2/67
PH2/66
PH2/61
PH2/62
PH2/60-61

JUI/154
JUI/154

CWC/98-99
LST/48
LST/48-49
LST/48
LST/49
LST/49
LST/48
LST/48



Wilk’s Laser Technologies GreatHealing . ...........cc.ocvvveonn... SPR/88

210 “PoCKEL PESION™ o isvsone o it sswmavenstas: sveranss WES/203-204 GrRAt LUCK osmin s wamaiins dansinid i SPR/88
227 Pulse Pistol ... ...covviiiiiiii WES/204 GIBANSONE 0o sovwimnisimmiuin s s wosis s SPR/B8
237 BACKOD o s s e e s e WES/205 GreatSpeed.. .. .ot it Ladmsnd hndimnis SPR/88
240 Heto” Laser PISIOL. .. o v wone ssmsmaamemw s WES/205 Great Tooth & Claw . .. ..o oo i SPR/91
SV LRS- PASOL .o . minnin pesmmmsvomenmen wnimmtins s WES/204 G TERKING < o vociamumumaone sowswsm wie SPR/88
330 Sniper Laser Pistol ............oooiiiian WES/204 Medicine Bundle. ... ..................... SPR/88-89
447 Traditional LaserRifle . .................. WES/205 ShipechanPe'.. s wameseesw seaineiv SPR/B9
457 Laser PulseRifle........................ WES/206 Supernatural Damage .. ............ ... SPR/89-90
547 “Double Dealer” i v sovw s vews o WES/206 Superhuman Strength .. ................... SPR/90
557 VFALR “Chameleon”. ...............c.... WES/206-207 TARGOSPIA-SIGNRE . s mewainy s SPR/90
67 Lon@aun: ;s iaciin sast PRl TR e e WES/207 TattooSteady-Hand. . ..................... SPR/90
Remi Firearms TEMGOWE:: roveis awaaism saevin saavims SPR/90-91
104 DEMANGRN <« vvvnmn wans wwanimeiesvimian WES/207 WeAPON . vw somaman summaie s s i e SPR/91
130 “Six Shooter” ........ ...t WES/207 Wing Flight. ...... ... .. i SPR/9I
136 Big:Man” cuiva i e Silinmit i feas WES/208 Masks, Living Animal .................... SPR/57
137 “Kingdoni COme . oo wiiwm o s WES/208 Animal Totem..cove soiniosimisis. sasiias SPR/57-58
147 “Sharp Shooter”. ...... ..., WES/208 BT | e e ST P SPR/58
Y50/ Voleanie” isns wangrnsvmsnaat vag sves WES/208 Healing i i snnis srpsiwsin i s SPR/58
157 TudgemEnt DAS™ o e v mummoans wms WES/208 PROBEEN o coomsrarmnan wimmmsnonme mse s SPR/58
BPilils, . on, o S e e e, S Do SPR/58-59
= BB s s v e S S SPR/S8
APPENDIX 11 Magical Items Trickster . ....vvt i SPR/58
WAL s e s e a s S R S s SPR/59
Minor
SIS ATTIION o e ee et SPR/8S
Singing (Nari-Kabura). . ..................... JPN/38 T ——— SPR/8S
Ag(.)n.y ................................. JPN/38 CHIBING . + v v e e eeeeesnneeenns SPR/SS
Enticing Beauly s s sovayavssimissie JPN/38 Damage (SDC Weapons) - . . v vovervrenen SPR/8S
s JPN/38 BOES o - i SRR A NGRS SPR/86
Terror ... .. A L R RSB JPN/38 HEAHNG « .o vvereveeneneeneneneeennns SPR/S6
Blanket of Healing, Leaf ... .................. JPN/32 HEritage & Self. . . .o vovreeennssessensnns SPR/86
Bow, Zen Masterl ........................... JPN/39 Luck — oo SPR/86
Dome:of the:AncientS . i i s sevaiiismsivi s CSN/125-126 s v | SPR/86
Fanofthe Forest Wind ...................... JPN/41 Prowl. oo SPR/86
Fetishes o R T — SPR/86
Legendary SPERU..o o v e s m s s SR S SPR/B6
COSMIC AWATENESS . . v\t veeeee e aennnns SPR/92 Strength. . ... SPR/86
Dragon Bone Armor. ... ....covverenenn.n. SPR/92 Sure-Fooledness i, .c.us vema i dvenies v SPR/B6
e e vttt e e SPR/92 Swimming. ... SPR/B6
RIS PRI oo o o smmeiiaie s sss SPR/92 Tooth & Claw (Minor) .. .................. SPR/86
Metamorphosis. .. ........ciii e SPR/92 Tracking ..o SPR/86-87
T SPR/93 WA WIBG . oo mimoniomoim st ssmmimmmsieminmmen » SPR/87
Spirit Weapon. .. ......oovuiiriniieinns SPR/93 Flute, Heavenly Speaking .................... JPN/41
SpiritWing . ...ovvi i SPR/93 Grenades
SweatLodge.. .. cvevvininn vvmmnnaninn SPR/93 1 RS JPN/38
Wind-Rider.............oooooii SPR/93-94 ConfUSION . .o vttt JPN/38
Major Ciirss MIOr . svsinay e 3l Ssveba evsmiing JPN/38
(77711711 0] ORI ——— SPR/87 IAEEIE B oo i ccsarsgon armmirananss Ssainion EwmmEm i JPN/38
Great Body oo asseavvisssg vasieisate s SPR/B7 Hat of Invisibility (Kakuregasa) ............... JPN/41
GrEat Bar: o sswemammmnms smammeases wems SPR/87-88 Incense Burmer, Holy ... .........coviinnnn, JPN/41-42
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Powders

Deadand Undead . ....................... JPN/42

Ghosts and Spirits. .. .........coovviaann. JPN/41

Oni and Demons <« vvvevmvmsis smsmaa v JPN/42
Javelin, Vampire Slaying. . . .............ooo. JPN/35
Lantern of Protection . .. .......ovvvinneenn... JPN/42
Mirror of True Seeing . .........covvvennn. .. JPN/42
Naginata, Whirlwind ... ..................... JPN/38-39
Nunchakas, Ten Thousand Strength .. .......... JPN/38
Powder of the Heavenly Winds. ... ............ JPN/42-43
Purse, Bottomless. .. ......covviiieninrnnnnns JPN/40-41

\

Rune
Rune Claw .. ....cvuii i SEA/174
Rume HarPOoth s i s s a@aryasa 5 SEA/ITS
Runé Trident ..covsswenvas svmasmmsee s as SEA/175
Sea Slayer—Rune Sword. . ................... SEA/174
Spiked Sea Heltn o s wewmass wess zws s SEA/174
Swords
Daisho, Japanese. . ........... ... ...000.. JPN/39-40
Daisho of the Relentless Warrior ... ......... JPN/39-40
Daishoofthe Storm . .. ................... JPN/40
Ghostly Katana of Soul Slaying. ............ JPN/40
Shurikens
Elemental..oun soasvin sosam e aes s JPN/37
Power (TW) . oot i JPN/37
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Statues, Living Kami (Kiagan-Kuyo) . .......... JPN/42
Staves
Of Defense, Sohei ..........covvnvvennnnn.. JPN/35
GEFhEBARR o cnvmmmmnan saawin aawme ok JPN/35
OftheHunter...........cooviiuiinennnnnn. JPN/35
GELIfE vsmmissis o e mevaiea was JPN/35-36
OF PrOSPerity .. vovsswcamnn caamms aeeiims s JPN/36
OF PUMILY. ..ot e JPN/36
OEthe Serpent.coissrein sevonsa ey sens JPN/36
OFthe WINa. «.ccommvsinmac samsammamsssss s JPN/36
Stick, Throwing . ... oo iii i JPN/35
Talisman Of ATMOT) oot dow sram Doy s CSN/123-124
Tanto of Hellish Poison. ..................... JPN/38
Tattoos of Strength. . ... ... ..., JPN/43
Wands
Ofthe Animal .................iiienio... JPN/34
OF DeCeplion vasa e niaian S ssnE i ot ses JPN/34
OF DIVIGATIG < 00wt nimso sy e s JPN/34
Of DOWSING . ... vttt JPN/34
OFKnowledge . oo vpvwes s smine v o5w v JPN/34
Of Life ..o e JPN/35
(51l 570,71 | o np g - S PR S PP JPN/35
OFSEEIME cicosavsmramm ot SR o SRR IS JPN/35
APPENDIX 12 Skills
Alphabetical List, CS Availability. . ............ CWC/58-59
Communications
Communications Performance. . ............... JUI/65
Electronic Countermeasures .................. CWC/60
JPN/187
Cowboy
Branding. ........cooiiiiiiiiiii WES/71
Breaking/Taming a Wild Horse. ... ............ WES/71
Herding Cattle . v ..oomms sion wsvs s w sy s WES/71
HorsemanshipCowboy. ...................... WES/71
HorsemanshipExotic ......cococvviiineizin WES/71
LoreCattle/Animals o ci vsvssamsan samaess vas WES/71
Lorelndians . ............cvviiiivinennnrnn. WES/71
ROPINE: svssnm vaiavhasian o saeres pes WES/71
Trick Riding. .. ..o WES/71-72
Domestic
3 51 [ ) I P e P S P S JPN/187
BEFFINE oovmoramurosis oo s SR Rosw §ns JPN/56
CAMETAPRY v v s wwaremsiem weumemns ws JPN/187
Drink Others Under Table . ................... CSN/31
WES/121-122
Fasting ..., JPN/56
Floral Arrangement (Ikebana) ................. JPN/187




Gardening. iz -uvesiarssss sresne e daas JPN/187

(B0 s isin st I SRR e NI BT JPN/187
Poetry (Haiku) .. ..oovvviiiiii e, JPN/187
Espionage/Ninja
Imitate Voices/Impersonation .. ............... CwWC/60
JPN/188, WES/72
Interrogation Techniques..................... CWC/60-61
JUT/65, WES/72
Mechanical
Basic Mechanics ............ ... ... ... CWC/61
JPN/188
Submersible Vehicle Mechanics ............... CSN/27
SEA/210
Medical
Animal Husbandry. . ......... ... ... ... ..., WES/74
BIOWING: . ... siissine inish dsivnss e iis o WES/74
Fila SIIEOIY:. «cvwwssmn wivrs s msnma san s wis s CWC/6l
JUICEE TEChROIGEV: . oo wvimp s mrmevsiss miss wiasm simsie JUL/65
Sea Holistic Medicine .. ..................... CSN/27
SEA/210

Basic MeEChanics . . .ovvwamvnn womswsmanss sons WES/74
Camouflage ........cooviiiiiiiiiiiiennn CWC/61
JPN/188, WES/74
EGQUETE . oo wasavinmmmmms semremens 5w s CWC/6l1
WES/74
Find Contraband, Weapons & Cybernetics....... CWC/61
WES//74-75
Eortification . <iis sisesaiedn asepnnsie s CWC/61-62
WES/75
Homemade Explosives Skill .................. CWC/74
Nuclear, Biological, Chemical Warfare. ......... CWC/62
WES/75, JPN/188
Parachuting. ; . ... ieins e Seuum e’ CWC/62
JPN/188, WES/75
Recognize Weapon Quality . .................. CWC/62
WES/75
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Trap Construction ; s owiwiss sus SoviEia i & CW(C/62
WES/75
Trap/Mine Detection ... ......covvuevnreenn.. CWC/65
WES/75
Underwater Demolitions ... .................. CSN/27-28
CWC/65, SEA/210, WES/75
Physical
Acrobatics, Tengu .. .............o.iiiiiin. JPN/69
Beadballv: smsnsia e e vay By Sa TR RS JUI/65
Hand To Hand Commando . .................. CWC/65,72-73
JuicerFootball . ..........ccoiiiiiiiinnn.. JUI/65
Murderthion .. ..asvsssewmnis s e seseaiE JUL/65
Swimming (Fatigoe) ... . cowwa sammmss waswame CSN/28
CWC/65, SEA/210-211
Pilot
Death’s Head Transports (Fly Boy). ............ CWC/84
Deep Sea Diving (Adv) . .............c...... CSN/28
SEA/212
Flight SYstemi; . cun svive v oo i vivia i oo JUl/65
HOrSEEXONE ANTHEAN &« cav ssmmmancnmremig s CWC/65
JPN/188
HorsemanshipCowboy. ...................... WES/73-74
HorsemanshipCyber-Knight . ................. WES/74
HorsemanshipExotic Animals................. WES/74
Horsemanship (General) ..................... WES/73
HorsemanshipSamurai. ...............00..u. JPN/46
IVETEYCIO: 505 15 s 5 s Bl pemi riesirae isba et WES/77
MNP BIKE v vavonsn sespsssvamasspuninass JUI/65-66
Power Armor (SkillNote) . . ..........cov.n.. SEA/212
Sky Cycles (Fly Boy). . . «ovooiiiiiiii i CWC/84
Submersibles <. o covenrrreievis sevs e CSN/28
CWC/65, SEA212
Warships/Patrol Boals .« covsisniners savesns CSN/28
CWC/65, SEA212
Water SCOOerS. . ..ot in e in e CSN/28
CW(C/65, SEA/212
Water Skiing & Surfing. ..................... CSN/28
SEA/212
Pilot Related
Navigation (INOIES). . smw s siws s w s sama s CSN/28
CWC/66, SEA/212
Power Armnor SkillNote covvwominassss asvseas CSN/28
CWC/66
RadarfSonar-Ops o i vievmii evvs vevw s CWC/66
JPN/188
Rogue
CardsharD v m soons wiih Saisis SRS sy e WES/78
Find . Contraband ... ..cs e vaimuemsssiaaes Cwc/el
JPN/188-189, WES/74-75
Gambling (Standard) vox cvrmmi vawmmmissaesas JUL/66



Gambling (Dirty Tricks) .........covvivinn... JUL/66 Fowked TOHOOHE. o voe somnsomn sosemmmmmmmsssse JPN/189

SAFECTACKING. . . «.c v 5m ee 05 505 5 50 n 5o g mms WES/78 Mouth Weapons: .5 ss s smssnss s s JPN/190
SedUCTION 2w rvsaes i Sor e s S T 245 WES/78 SHAREhO s comumm o s e o v s JPN/190
Streetwise—Drugs. . ... CWC/66 I 1 1 JPN/189
Ventriloquismy < mivevah sive Siaem S WES/78 Staff oo cevan S R R R T A R B JPN/190
Science Thrown Weapons, Small ..................... JPN/190
Marine BIOlOY « v+ vvveneeeneeneenanennns CSN/28 RHORIL o1 skt i vim ot T WA AR T CONZY
SEA/212 SEA/212
Metal WOrKINE . . -+ oo o essenssesinsns s WES/113 WD, e e JPN/190
Ocean Geographic Surveying ................. CSN/28 WENT?
SEA211 Weapon Proficiencies, Modern
Recognize Enchantment. .. ................... CWC/83 BENOIES ABOUL v o5 b s v vind ©o, e 3 mienh g WES/79
ReCOZNIZE MAGIC . . . .. 'eeeeeeeeeeenns CWC/83 Deadball o conasn wonmsmanms smisviis e . JUI/66
Underses. FAIMING . . ... oo CSN/28 Grenade Launchers . ........................ JPN/190
SEA/211 Harpoon GUR s s s Vi d@sasin sudevis CSN/29
Technical o AEARIZ
Advanced Fishing ........... ..o, CSN/28 HPRNIOCOEIPCETRINN vncvn smmmmmsmmennans WESHI:B1
SEALI Torpedos sswasay fii ouie 5t men eIt savniiz s CSN/29
BIBEE DORS:nsnmusee wmacnsusimsinn v wwsses WESITS Trick Shooting . . ...t \SNI'SI;S}ZMI]Z
General Repair/Maintenance . . ................ WES/78-79 .
Geomancy/Feng ShUi. . .+ .o+ vveeenerenns. JPN/59 Wilderness
History Of the WSt « v+ vveeeeeeennnn. WES/79 Track & Hunt Sea Animals . .................. CSN/29
Japanese Mythology. ... vvvvaunvvnenan aanaus JPN/189 SEA/212
Law (BENCTAI) . -« o' vvv e ee e e e e WES/79 Trap COUSTHHCHON s commwremmnn naronsass e o CWC/62
Lore—D-bee .........ooviiiiiiiiiiiiiii, CWC/66 WES/T5
Lore—Cattle/Animals . . oo e WES/79 Trap/ Mine Detection. .. ...c.ovvveneiiaeennns, CWC/65
Lore—Geomancy/Ley Lines . cuamescemmmsnesms CWC/83 WES/71
Vors=Faidllanee o WES/79 Underwater Navigation . ..............0.u.u.. CSN/29
B OB, 05w svvomasivsiscssesisesias et s JUV66 SEA212
LOTE—MAGIC .+ v v e e e eeeeee e CWC/66 Undersea & Sea Survival..................... CSN/29
JPN/189 SEA212
Lore—PSyehit: cn wvie snmasise s s soavsis CWC/66
Lore—Religion ..........covvvniiinnvnnnn. WES/79
MEAHABON . & oo i oo a3 v S S b e JPN/65
MeditationBishamon ... .............oonn, JPN/56-57
MeditationYamabushi .. ... ... ... ... oL JPN/63
PhilosophiesOriental .. .. isasvasivii i saeas JPN/56
PROSPEEETIT, o:a s osiies b s e o i s 41 WES/79
Underground Architecture. . ............0vuuun WES/113
Underground Sense of Direction............... WES/113
Underground Tunneling. ............o0vvvnnn, WES/113
Undersea Salvage. ....................oou... CSN/28-29
SEA/211-212
Whittling & Sculpting ... ... WES/79

Weapon Proficiencies, Ancient

*ENOES ABOUL. . ..o e WES/79
BOIA: . vomia cninnmnitiin wis TamEsmss Soast pes WES/79
BOW .o e JPN/190
Bowmanship, Samurai............ ..o, JPN/46

CrOSEBOW s s v i s see e s s JPN/190
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APPENDIX 13 Spells/Psionics

Blue Flame Spells
Alphabetical List .. vovaiwnssmnsiwaies sasas SA2/190
Spells
Burning Light of Blue Flame . . ............. SA2/190
EyesofBlueFlame. ...................... SA2/190-191
Fistof Blue Flame . .iiiiieiiiviimesnein SA2/191
FIamebonS: .o smimass smmamme smsss SA2/191
Flamehalo......... ... ... . ... .. ..., SA2/191
Blameshield: . .. cim v sviis sawm s mame s SA2/191
BIAEWIRES . o v s s s st s s SA2/191
HealingFlame. .. .............ccoivivnnn. SA2/191
SenseBlueFlame..........cccvvevvn s SA2/191
Whip OFAGONY' «convwvmmsmmsmemnies v SA2/191
Biomancy
s*Alphabetical LiStInG ... oo v vvw v o vwmion v SOU/64
** Common Spell Magic Available ............ SOU/68-69
Level One
Commune With Nature, . . ................. SOu/64
Shape PIafits < cus comamesenmn pmmaan s SOu/64
WeatherSense .............. ...t SOu/64
Level Two
Animate PlantMinor. . .................... S50U/64-65
Animal WeaponrySimple.................. SOu/65
Plant Virtwal Sight ....................... SOu/65
Weave Plants. oo sevevnaanes sases neeme S0U/65
Level Three
Accelerate Plant Growth. . ................. S0Ou/65
CHRITIN s s o dsioe v sasme v i SOU/65-66
ShUNKPIANN «vcvmussmmae v s msmmanss s SOu/66
Level Four
Animal WeaponryMajor. ............c...... S0uU/66
Forest Camouflage .. ............covvuvnnnn SOU/66
StrengthenPlant .o iscvimanas s avs SOuU/66
Level Five
Animal GROSt v comsrseeiny seeeras w sSou/67
MetamorphosisPlant. . .................... Sou/67
Level Six
BAOBIAST . oix s simimimic simmmscs-srmmisis s imaions wos Sou/67
Tree Teleport. s xivis voswiscssms snepsmn s S0ou/e67
Level Seven
TTEe WRITIO  0v ) noes vsiminioisimimnins nisassimme 5inos Sou/67
Undo:Undead. copean assmsieesn sowm s SOU/68
Level Eight
Suspended Animation. .................... SOuU/68
Touchoflife.......ccvvviiniiniiena... SOu/68
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Level Nine

Heal the:Barths . soiie vss 5o s o SOU/6R
Level Ten
Woodland Entity. ........................ SOU/68

Cloud Magic

Alphabetical Listing. .. ..., WES/37
Clouds of Creation
Cloud ' Castles vunapvisimains svss s oissss WES/44
CIOUAWEAVATE v oo e i, sniinsa i oo rasrvisii WES/44
Create Cloud Figures ..................... WES/44
Create Waler : soesanssnasvi smea ey smrans WES/44-45
B R CIANIGOT oo araasvansra sios mimsems WES/45
Food from the Heavens. . .................. WES/45
Globeof Daylight. ..oy sow ennia v s WES/45
PATt e SK oo somviinion sovmmai e i s WES/45
Clouds of Defense
Blinding Flash. .. ......... .. ... .. ... .... WES/39
Cloud of Darkness ............covvuevnn.. WES/39-40
Cloud Rider AtmOr: o vs s ov s asm s WES/40
Cloud Shield . ............ ..., WES/40
Clouds of Light Deflection. . ............... WES/39
BOE Ot WEE csmni mmemmasossomimes maeamm WES/40
Storm Rider Armor. . ..................... WES/40
Clouds of the Mind
Cloudof Insanity .................c...... WES/43
Cloudsof Truth. . ........... i, WES/43
MITEESE cocirmm ommmsssmonmm s sseis WES/43
MindOverMatter. . . ..................... WES/44
Mistof Illusion . . .. ..oovvviiniiiinennenns WES/44
SR VIR o osmorss wromimmuansaa s aiase s s WES/44
Warrior’s Mist ..., WES/44
Clouds of Peace
Cloud 6f HArMOBY .. cumrvewsm s o s smmms WES/40
CloudHaven...............cvviveiinnn.. WES/40
POR OEPBACE s wrnn: comsmmenn avavi s enEmsa SETargs WES/41
SRR IRAT . a:50500 e sssmrasssns b e oS WES/41
WANAS OF CHANEE: ; a5 vien s mmm bt o dvbidrm s WES/41
Winds of Regret s . o vvmmnn v e man wimaass WES/41
Clouds of Survival
Aerial NavIgation  uqs v svrmisiiswnms s WES/42
BitdROEEE cusmmaoismmasmoreom s s wiss i WES/42
CalmSIOrMS: ivaiosin vavsines il swam vk 5o WES/42
Cloud of HEAlING < s vewssan womsmmse s s WES/42-43
Globe of Daylight. . ...................... WES/43
Hunter’s:Instnel. . . s cociainisioney ovi s WES/43
See the Invisible ... o cwsvvvvns smwramis v WES/43
SeetheLight. ... ........................ WES/43
TONGUES: 1+ v wiais Vs G &6 am sarvaiv WES/43
WarmthoftheSun....................... WES/43



Clouds of Travel
BlintkOF AT EBYE <o v s s i
Cloud of Ascension
Cloutd BOftal «venas senesimmas navesk s
CloudofSpeed . . ...........cviviiiinnn..
Cloud Surfing....ociviinivmevvavennnnvns
Fly Eikethe Witid. <« cvvssmnnnin e ows
Portaltothe Beyond. ... ..................
Clouds of War
Cloud Blast- omai isvssvoriieesiems pa
Clold DISK: - &« iccnnin vcimasiswsn s s vin
Clouds of Imprisonment. ..................
CIOLATANCE wmniiyn S e R e s s ¥
Clotd SWOI: . o mioemmn s s s w e am
Cloud Whip. . ...
FICTY CIOUd: & oo s swmiing v niieesm i mi
Poisonous: Cloud. ..c:..uisoms cvvans sas o
RollingThunder . ........................
SIOM CIoUH cvns wogiannes e saa v s
StormCloud Sword .................u...
Wind Hammer ...........ccoviirinnnnn..
Wind Spear. . i vvnsvmvsvss sivass sowes

Communion with Wormwood
** Alphabetical List. ... ......... ...,

Priestly Prayers/Spells

Closean Opening ..........covvvvnnnnennns
Control Temperature
Create a Burial Place
Create a Fountainof Water. . . ..............
Create Life ForceCauldron . ...............
Create Magic Slime .............coovvunnn
Createan:Opening i< oiaicisisevanss e
Ereate 8 PilEr o wenma s smsisma s dumsens
Create Shelter . .............covvuninan..
Credtei SIAIFS «ivn i vogaeiiie@ v s vig w5
CRERE TUIEL o wrsmomansaicssmsms memmr
CreateWall. ...........ccoviiiiiinn.
Create Worm Zombies . . ......vvevveniunnn
Destroy Life Cauldron ....................
HeatPoint..........civervuneeenennnnans
HEI TR v anwisviessiin s S5 vins mass v
Invisible to Magic Seeing..................
LifeBael ooovon sevmumsn s e s sasimes
Locate Food & Resources. . ................
Locate Home Town

Locate Places of Evil
Mold Structures
Open/Close Dimensional Rifts. .............
Ride Giant Parasites ... ............coc0neus
Summon & Use AngelHair . ...............
Summon Battle Saints & Orbs . . ............

WES/41-42
WES/42
WES/42
WES/42
WES/42

WES/38
WES/38
WES/38-39
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Summon Edible Grubs . . ... ............... WW/89

Summon Entities. ........... ..., WW/89
Summon FIes ... v e ioissievs e eiioe s WWwW/89
Summon & Command Parasites. . ........... WW/89-90
Summon/Use Spirits of Wormwood ......... WW/90
Summon & Use Stones & Crystals .......... WW/90
Bummon WInd ..o oo es s s imasmses o WW/90
SymbiotesImpervious To .................. WW/87
SymbiotesRemove . ..............o0i..n. WW/87-88
SymibiotesSRepel ..o v s e somamemain s WW/88
SymbiotesSummon & Use . ................ WW/89
Dolphin Magic
Alphabetical List ........................... SEA/70
Spells
Air Doubler: soiavin vevvsme vivaens iavesas SEA/70
Electro-Magnetic Pulse. . .................. SEA/I0
Psi-Flash Warning ....................... SEA/70
RideLey Eines . oo voousia imidvin s SEA/70
SenseFood ...............c i, SEA/TI1
Sense Predator: s vuivime i sslis seniinin s SEA/TI
DENSE Weathier. .« v wionmim sz wamieiss SEA/T]
SonicBlast .........ccoviiiiiiiii SEA/7]
S T6} 1 {eat] 11} 1 T e o SR SEA/T]
Spesd Donbler . .ouwws vonsem peyma s SEA/T1
Elemental
Air
LEVELIEINE, omasncsmmivici 4500 s s s S T4 4 CB1/62
Level Two ... CB1/63
E@VEI' ThIRE s v siinie 35 bt vivmsir somemimtmen meomie CB1/63-64
LENVELEGOF s asrinesnaesssetens v s msin o CB1/64-65
Level Five ... .. .o CB1/65-66
LaVel!Si%eu sumn saaimii o s SR e 155, 55 e CB1/66-67
LeVel SEVER v un vomsmin wwscameime e CB1/67-68
LevelEight............ ... .. .. ... ....... CB1/69
Earth
LevelOne..........coiiiiiiiiiinnannnnnn CB1/68-69
LeVBITWG o snni isessinm i ovivi i Sioinsns - CB1/69
Lavel TRECE. .o wimsmnm sinsmmvamsimamisa | CB1/70
LEVELBOUE © i cvieie mimmrisins sssismecs imimsissmineimissmmsnie CB1/70-71
LEVELFINVE: v sovmanivnes. e eans sesdva inis CB1/71-72
Level Six ..ot CB1/72
LaVel' SeVeN wivunme s s i e in i s s CB1/73
Level Biht'. o mvunmmaian avmamassssmevaestes CB1/73-74
Fire
LEVElONE .o s eumeviniae sisimii i soesisg e CB1/74-75
0 7 CB1l/75
EBVEI TIIRE svwsa avmneriimmatersss o i e (S Stey CB1/75-76
Level Four ........ ..o, CB1/76-77
LEVBLRINVE o cmimi v s i saion s sl sniat ey CB1/77



Level SiX .ottt CB1/77-78
Level Beven: . i coss iea s vnma v s st CB1/78
LAVEIBAERE. . oww v wrsinmnesen s s CB1/78
Water
LevElONE i cimmmomn vl s s CB1/78-79
Level TWO ..ot e CB1/79-80
Eevel Thiet s s oo Ya i i sins e amess s CB1/80
Level Four ..., CB1/80-81
Level FIVE . .. corvvrn vrinnnenrnssnnnenns CB1/81-82
Level SEX cuvsisspmaavametios svess st CB1/82
LSBT SENED - wvncismrmevananen e, Mass e s s s CB1/83
Level Bight. . ... ... i CB1/83
General
**Alphabetical Listing. . . ................00... RFT/166
BEEsting By Level (ragvevsiiasiieing vens RFT/167
SR QUICK e s wimimarorim svie vams s e GMI1/M2-M4
Level One. . ...vivri i iinnneens RFT/168-169
EBvel' TWo e vani v vams e ossmmas vivas RFT/169-170
LBNBIITTRIER . o wsvnanarsis st mmnusinie wsio atsvn & en wias RFT/170-172
LeVBLTFOME . . .« vinririnin min o ominio simsmn wiasesaimmse vinms RFT/172-174
LEVEIFIVE :waunmvmmnm masmssm s stwaaen s RFT/174-175
Charm ... CB1/51
Eevel SIE uva svsnvasnma seuai i e Ren i v RFT/176-177
LBV BENB we s s s sy oo R A SR S RFT/177-179
SeeWards. .. ... CB1/52
LeVEIBIgh . sonsnrn ansnnasiomd s iases RFT/180-182
ExpelDemons..............ccovvininn.n.. CB1/51
Level Nine wv suvosins avn 55 E8ns svveisi sines s RFT/182-183
SWords O SaKes . onsimivimmen e e CB1/52
Level Ten. .. .oooviiiei .. RFT/183-185
HAVOC v svssdi ovsmnvas i sminasma s CB1/51
Summon Greater Familiar ................. CB1/51
Level Eleven. . ....... ..., RFT/185-186
Level TwelVe coxavuawews suns dovsase saiis « RFT/186-188
Level Thirteen ..owmuma sy smmmusiswmmmme s RFT/188-189
Level Fourteen .. ............coiiirirninn.. RFT/189-190
RESUITBCHION - wcvmnmin enid wimvan wew i o CB1/52
Level Fifteen ................cciiiinn.n. RFT/190
Dimensional Teleport. .. .................. CB1/51
Herb Magic
Spell List/Herbs Used . v s vnmwsmnin smwssiss s ENG/32-33
Korallyte Shaping
RoralBlast s sy smmms s eranhas e SEA/152
ShapeKoral . ........cooiiiiiiiiiiiiia.. SEA/151-152
Mystic Martial Arts
Arts Of Invisibility
Disguise, Hensho-Jutsu . .................. JPN/196
Evasion, Hsing Tsia ...................... JPN/195
Hiding, IO ..o JPN/195
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Mystic Invisibility, Chi Zoshiki............. JPN/196

Stealth, Pi Mi Hsing Tung . ................ JPN/195
Vanishing, Sun Shih K’an Chien Chih ....... JPN/195-196
Body Hardening
Dam SUmSINE ;. comeiivn vivsinin ssde s b JPN/197
HONHANG: oo mamamnn immmmmn e i JPN/196-197
Kangeiko & Shochu Geiko. ................ JPN/196
Kick: PractiCe ooz civum s s e nas 40 maad o JPN/197
M.D. Skin (Chi-Gung) .........oovviinnn.. JPN/197
Stone OX v oo s JPN/196
Wost Havdening .o curasns somvnss ammmg o6 JPN/197
Zenjoriki Powers
CalmMinds ........ccviviiiiiiinnnnnn., JPN/197
KarniniJuish s cosasaasevan sesangs ssums JPN/197-198
TROMINAS o viorswnmnomsimin smsmmc s JPN/198
VibratingPalm .. ........................ JPN/198
Vital Strike Atemnisa v s i vass B sima JPN/198
Withering Flesh Atemi . . .................. JPN/198-199
Nazca Line Magic
Alphabetical List .............. .o, SA2/31
Line Drawings .. .....coviiniinieinennnn.n, SA2/31-37
Animal Drawing, Greater.................. SA2/34
Animal Drawing, Lesser................... SA2/32-34
CIOSERITD e connoposniatwmssmimiom eoms mmme R s SA2/31
DraughtofHealth. . ...................... SA2/31-32
Earthquake Pattern .. ..................... SA2/34-35
EnergylJar...... ... ... ..., SA2/35
BAtrY WA v wpsus snaian diaivemeaimiis v SA2/35
HEASE SO, curorvnsmm emsaniems asrimaoes femimminm SA2/32
FireLines ....... ..ot SA2/35
Healing Pattemn v o siosanini svivasie o SA2/35
Lin&BIASY o oo s mssivim s awmmsmmns SA2/35
Monster Drawing . ....................... SA2/34
PEHEMEATTIHON  wrmmnins drmeidssmaanig e SA2/35
Patternof Control ... ..................... SA2/36
Pattern-Wall .ovousvns s wivsias avveing s SA2/36
Pattern of Wounding. ..................... SA2/36
Power Symbol. ..., SA2/36
Symbolof PAIN ;i vin vid siineivndismes o SA2/36
Wield Lighthing . cune vommav s 2 SA2/36-37
Secret Line Drawings .. .............cou... SA2/37-38
Create Ley LineStorm. ................... SA2/37
ExtendLeyLine.............c.oouniiunn.. SA2/37
Make Ley Line vuvauis sovemie vsaeain e SA2/37
OpERRIRL oo varcwmn sires s mine sae ssin SA2/37-38
Permanency. ..........c.ovviiminnniinnn.. SA2/38
Wartior PATCEIN s ammi simmyais i o oo i i SA2/38



Sound Sponge. v vews veerram s seviii s SEA/68

Speak Underwater. .. ..........covvvunnnnn SEA/68
Strengthofthe Whale..................... SEA/68
Summon SeaFriend . ..................... SEA/68
Transmute Water ...........coovvunneinnn. SEA/68
Travel Above Water:; .oiaivea v iaiim doiwians SEA/68
Walk Like A Humanoid . .................. SEA/68
WaterEnvelope ................c.ooi.... SEA/69
Water Nourishment. . .........oooiiiiinn. SEA/69
Water PulsSe. consuns smvamis cmmaessin s sass SEA/69
WaterRush..............oiiiiiiinn... SEA/69
Water Sealss covvnms ivvs e sideyan muvengs SEA/69
WRIEEBPONE vwnoovs amvses seamaises sgeiivs SEA/69
WaterWall ..........c0viiviinennnnnnn. SEA/69
Weed:-SIaAm: oo ea s wenis e i ol vy SEA/69
WHRIEIBOOL i wssinsra s arssmnrsniin s svnca swie svarass SEA/70

Necro Magic
**Alphabetical List . ......... ..., AFR/108
**Components (Costs). . «..covvviriverinvenn, AFR/108-109
CoRmEndIGRONIE oo wens swmmmmsmmsmeng » AFR/105
Consume Power & Knowledge . ............... AFR/105
Death Mask . .evisis i avmasiamim s seamame 4 AFR/105
DeathStrike . ..ot AFR/105
DiviningTombs & Graves .. ...............o.u. AFR/105
AL Plants 5 ove s imerams eamisei s dasim s AFR/105
MApPOts (ANSECISY: e wsw wiwmimimivnn wisiss vimcamiaces oie AFR/105-106
Object ReadtheDead ..............covvnve. AFR/106
Recognize the Undead. . ............covnnnn. AFR/106
Shadow of Doom (curse). .. ....c..vvvvenenennn AFR/106
Shadowsof Death ...........covviveeennnnnnn AFR/106
StenchoftheDead...........covvviviininnns AFR/106
StrengthoftheDead ........................ AFR/107
Summon Insect Swarm . .....oovveieeiinnn AFR/107
Summon Magot (monster). . ........ovviinnn. AFR/107
Summon Vampires . .........c.coovvenenanna.. AFR/107
Summon Wormsof Taut .. .................0 AFR/107
Transfer Life Force ........oovvevininann. AFR/107-108
Ocean Magic
Additional Spell§ ..unam wimaamnin s dsmaii i SEA/63-64
Alphabetical List . ... .on v vvmmurmswss vomem o SEA/63
Spells
AbilitiesofaSnail ........coveviiiiiiinn SEA/64
ATFSWIN, ,...c55 coiv v iba b s fiy sk SEA/64
Amorof Neptune. . ...........coviiuann SEA/64
BlackWater ........ooviiiiiinirnnnnnn. SEA/64
Breathe Air (Without Gills) . ............... SEA/64
CAIH Watlrs comarsia smcaensim srm ssmmaivsa SEA/64
ChangeCurrent. . .......oovviinninennennn SEA/64
Communicate With Sea Creatures . . ......... SEA/65
Coral ATmOr . ... .ov it SEA/65
Float Underwater .............c.covvvnvnnn SEA/65
Floaton Water .........covvvivvnenarnnnns SEA/65
FlyingFish ........ ... ... .. SEA/65
Grow. Tentacles: oo vs vovwrines i ovis s s SEA/65
Healing WSS . < ccx comvnmommmm s SEA/65
ImpervioustoCold . . ..................... SEA/65
Impervious to Electricity .................. SEA/65
Impervious to Ocean Depths . .............. SEA/65
Metamorphosis Crustacean. . .. ............. SEA/66
Metamarphosis Fish . o wiaimmnie vwmsas SEA/67
Metamorphosis Shark. .. .................. SEA/67
Mystic Sea HOUSE iy s saaan SEA/67
Ride the WavES .o e i isie waemass waia SEA/67
Sense Direction Underwater. ............... SEA/67
SeEnSesiorithe Shark . «ons wumawams v wismess SEA/67-68

SonarHearing..........cooviiiiinnnennn. SEA/68

Oni Ninja Techniques

Artof Defense ................. ... ... ... PH2/22
Artof Stealth'.. vavu sz swvsns nesposmas i PH2/22
AuraofDefense................ccoviun.... PH2/22
AutomaticDodge. . . ........................ PH2/21-22
Body Hardening . s voswwma vosmers oo PH2/22
CombatDeath Strike. . ................c...... PH2/22
CombatDragonFist . ............ ..., PH2/22
CombatDragon Kk ... inn sammans anamesy i PH2/22
CombatDragon Leap Kick.................... PH2/23
CombatFast HAndS . . vuvavsmasseins sasasss win PH2/23
CombaSPITE RIS x summe s s s PH2/23
FaceofaFriend............................ PH2/23
Inner SETengilh s vunainn s doieiie i s PH2/23
UnnotiCed WALKEE .- 5o vms s smamams s PH2/23
Vanishing Act .. ..., PH2/23
Priest, Rifts
Abilities
X ORCIS I vce wivvamsinne shirsrvsiri wvsrs Auacasss e e CB2/13
Healing Touch . ................. ... CB2/13
Miraeles ovvivmiasear it s S e CB2/14
L HGKG oo s incmmmimsss sat dmosisrsans s S e CB2/14
Supernatural Strength. .. ................ CB2/14
Miracles, Greal o sun s svamiis aoamims v CB2/14
Control Over Nature . .. ........covnunn. CB2/14
Double Power Priest Abilities. ........... CB2/14
HERHNE v wses s sye se o s CB2/14
Mapgit Contiol. .« sosmmae e s CB2/14
Prayer of Communion .................... CB2/14
Prayerof INtervention; .« ;v vasns savsss i CB2/14
Prayer of StEngth. . . ..o s smsivenswss oo CB2/13-14
Remove Curse;: . v:nvii oo aniimiag dvis CB2/13
RESSUITEEHON s viwiossns arainms winiimmsmass s v, CB2/13
TumDead............coviiiiiiiininnn CB2/13




Priest, Ceremonial
Chants

BIBSSIIE. «cvmmmin s minsmianea sw s o AFR/87
Control Ley Line Storms .. ................ AFR/87
Divining (Chant/Ritual) . .................. AFR/87
EXOrCism. ... ..ovvniin e, AFR/87-88
Remove Taboo-Curse (Chant/Ritual). .. ... ... AFR/88
VARG, coiecnnre mosmarasiingms auieiseims SR AFR/88
Water Doubling . ............ .o, AFR/88
Dance
Blessing Weapons. .« s v vuis since s siaman AFR/88-89
Chase Away Evil Spirits/Witches ........... AFR/89
Close Dimensional Rift ................... AFR/91
Flames. . ......ccoiiiiniiiiii e AFR/89
Good Medicing: ; . svvisiames isvamss civisa AFR/89
T T AFR/89-91
ProtectionBad Medicine. .................. AFR/91
WAL s i aiesn pismainenas M vmTe Hssss AFR/91
Drums
5 o151+ 110 ) R AFR/88
Rain Maker’s Dance Rituals
Bad Medicine .. ............coouuiiann. AFR/92
Calm BSOS sa vevssmnsais snaaaiee dev s AFR/92
Part Waters . . . ...cov i ii e AFR/92
RAIEs, i A e A B i R T wRa e AFR/91
Ride the Lighthing oo vimi svnnsne sws s AFR/92
OFStones . ...oovviii i, AFR/92-93
Westher Control: omnasias maa savavin saiav AFR/93
Psionics
**Alphabetical List . ............ ..., RFT/115
BELISELOWCK: . 455 o sivmiiad s sva o ing e GMIMI
Classifications
Healing
Bio-Regeneration . ..................... RFT/115
DeadenPain.......................... RFT/115
Detect Psionics. . .......oovviniininnn.n. RFT/115
EXOrcism. . ....oovinineiiian. RFT/115-116
Healifig TOUCH : s svsonsnnmin s s RFT/116
Increased Healing. .....covnininvivas onn RFT/116
Induce Sleep ..., i vrwewsws e e v ai RFT/116
Psychic Diagnosis ..................... RFT/116
Psychic Purification.................... RFT/116
Psychic Surgery .. ..................... RFT/116
Resist Fatigue. ........................ RFT/116
Physical
ATCT RN ..« voov o sussis b o i o6 a5 RFT/116
DeathTrance........covevneecannnrs RFT/116
Ectoplasm .........covinininainiiannn RFT/117
ImpervioustoCold .. .................. RFT/117
ImpervioustoFire. . . .................. RFT/117
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Impervious to Poison/Toxin . ............ RFT/117
Levitation. ... ... vveeinien i RFT/117-118
MindBlock ........... oot RFT/118
INIBHIVISTON . sxsimmians somomasm v somman sormms RFT/118
ResistRatiglie oo s svamvmsease RFT/118
Resist Hunger vuowvi snviwmy sies vvw s RFT/118
Resist THIEst v vus st wane 668 sas RFT/118
Summon Inner Strength . ............... RFT/118
TEIEKITESIB. oo pivio mivorirnie s v warsimimss RFT/118-119
Sensitive
AStERY Projestioni: «veusswamsna oswan RFT/119-121
ClalrVOYaNtE o vuse v s i i v v i RFT/121
BMBARY: ioa s s srm i s ayeus RFT/121-122
MindBlock .........oooviiiiii RFT/122
Object Read (Psychometry) ............. RFT/122
Proseict SNt v nrassmusewomsm iasses RFT/122
SEERN comcumomun s mms s W RFT/122
See The Invisible. . .................... RFT/122
BenSE BVl wumunm ssssmal v et st RFT/122-123
Sense Magic suin vovemis gvs aiis Daai RFT/123
XN S BNSE . <055 e e b8 b B % it RFT/123
Speed Reading. .. ..................... RFT/123
Telepathy. . ........ . ... ... RFT/123
Total Recall .. ............ ..., RFT/123-124
Super Psionics
Bio-Manipulation (Evil Eye) ............ RFT/124
Bio-Regeneration (Super) . .............. RFT/124
Electrokinesis ........................ RFT/124
Empathic Transmission. ................ RFT/124-125
Group Mind Block .................... RFT/125
Hydrokingsis « < v svwanmeemwsaes s owvaws RFT/125
Hypnotic Suggestion. .................. RFT/125
Mentally Possess Others . ............... RFT/125-126
Mind Block Auto-Defense .............. RFT/126
MIndBolt ... com o ssism tesmses tmim s RFT/126
MindBond. ........covvvviiiniiinn... RFT/126
Mind Wipe. . ... RFT/126
PPE-Shield: s nuwnsmmmismmaomamssmnis RFT/126
Psi-Shield connnn ivenesigaem v i RFT/126
Psi-Sword i vvvm anmsae s o wakeviis RFT/126-127
PYTOKINESIS: .. - oo cimie menwir s ie mim e 8, i RFT/127
Telekinesis (Super). .. .................. RFT/127
Telekinetic Force Field ................. RFT/127
TelEOBEhADICS s wme sismmmme wge sans RFT/127
Mind Bleeder
¥ Alphabetical TSt . o commmmss e s swa AFR/95
Bleed Aura . ............oiiiiiiiii, AFR/96
Bleed P.E.Bnergy. s v v owsia v AFR/96
Bleed MEmMORY: .« socemiss simsimeas simaim sws s AFR/96
Bleed Skills: :5u cuivn son vavanne vsie van evive AFR/96
Blegd Truth. :oni e o smaimas samai i s AFR/96
BrainBleed................coiiiin. AFR/97
Brain SCAN: . veos waini sk i s e i s AFR/97
DAy DRI . snvmsismns s amiisranssn v s soms AFR/97
Healing Leeeh. . oo wig nnis i Sime sy sims AFR/97
Impervious to Bio-Manipulation ............ AFR/97
Mental Block ......... ... AFR/97-98



Mental Block Removal. . .................. AFR/98
MindTrp ..o AFR/98
INEUro=-TOUCH: c:roavim s ntesiosg s e, w0 AFR/98
INSUrALSIRE omcsmvieisan sromsarssns s sty s AFR/98-99
Shaman
**Alphabetical Listing. . . ........oovvvunnn., SPR/72
**Listing By Lievel .vuun vosvvnasni wisvsmais SPR/72
Animal Spells
Animal Companion ...................... SPR/75-76
Animal Speech. . ........covieuneiiannn, SPR/76
Ears of the Wolf . voumsviisiomampmn s ows SPR/76
MetamorphosisTotem. .. .................. SPR/77
MetamorphosisTotem Animal . ............. SPR/T7
Nose of the WolL. v wvamves s i SPR/T7
SRAFEd SPILILS v csavoreimnin wismom mrissnis v o wsmsen SPR/77
Spirit’s Blessing (Animal) ................. SPR/77
Summon Game Animals. .................. SPR/77
Totem Gift . ..., SPR/78
Paradox Spells
Absolute Darkness .. .........c.coveeinann. SPR/81
Little BOrCe i oo sowasss sivsn Gomeiss dumiass SPR/81
Sphere of Negation ... s e s s mwwwwmi wassn SPR/8I
Universal Balance. . . .........coovvviennns SPR/82
Willofthe Earth. ..o soie civaivns wvives SPR/81
Plant Spells
Animate the ForestFloor .................. SPR/78
ANIMAE TIBE oo wnimwnns sition simmiias isssis SPR/78
Call Forest Guardian. . ............covuuen.. SPR/79
DOWSING Jss s Ssiaishni deiie vl SPR/79
MAagiEiSHEk: v vamwsameim weie sy e SPR/79
NourishPlants. .. ........cooviiiiinnnnn. SPR/79
Plant/Growthi. ccoein smeswmamsmi s wes SPR/79
Plant Travel. . .......o.oiiiiiiiiinnn, SPR/80
Spirit's Blessing (Plant) . .................. SPR/80
SPIdtWalk «cvomaun womamvrais samess s SPR/80
Thornwall ... ... .. i SPR/80
Spirit Magic
CallTotem ......ovvvvnniennnnnnnns SPR/73
Call Totem Animal . . ..................... SPR/73
Call Tolem SPirit ou sssswoswsns samaman v SPR/73
CONACESPILIIS . s cnm bbb s sis S8 B 58 Somss SPR/74
Create ATTOWS s e s sievamsns s SPR/74
SpiritFence. ..., SPR/74
SPINEPAINE: 5 sovs e wines aas SPR/75
SPIAE QUESE oo vcoin s dessmss ¢ SPR/75
Spells of Legend
Barrier Of THOEH « oo wesowmmsmisane sromsmwias was CB1/52
Crimson Wall of Lictalon .................... CB1/52-53
Doppleganger (Superior) ..........covvevinnn CB1/53
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SanCLUATY . oot CB1/53
Spellsongs, Whale Singer

Alphabetical List . : i vuewmn wes sommums swamaa SEA/57
Songs
CAllNG 5 cmmmann cwmmmas s SEA/57
EYANBEE: .« cosiminn mimmm it sy mimsssmmissm e s simen SEA/58
Pébtis commees ssmrant. svssames sy e i SEA/S8
BB e sesiommzios SH s iEmERTeels SEA/58
T L A SEA/58
JOY izrats bty svgiona sty sials Fnn s DU TR & SEA/58
5 R PR SEA/58
PrOMEOUION: ..c.vc 0 w0sioimimys oo ms mscmsomiti o, it 1 SEA/58
REVEIFE ciovoniun smwmanm vk e Svaiime e 1% & SEA/58
Reversal ....... ... ... ... ...ciiuiii... SEA/59
NeASICKNeSS v ciiivin i s rdavvii s i ¢ SEA/59
SBVEIINE woamin cumamas com sumis nasee e g SEA/S9
SIEEP! 5. sromim s sosammmiinn sivin wrsesimnesaraie @b SEA/59
SENBING v 203 Crantiaeis S e e SEA/59
SO v« o s sme e e SEA/59
Y AT et wiomrs S, i mi om0 SEA/59
Spells
SonicBoom . .......oiiiii e SEA/59-60
Sound BIasti = ssvviss sivsimeiniiiam i SEA/60
SHUNdSPIke oo covnvin snueovasEsaaie v SEA/60
SEOTIISONE cvismg wiesrmmmmn simmmn sy sormsy, fe SEA/60
ValOrsong .. c.c ivieive ivinsisaniteys: vies SEA/60
Stone Magic
Camy WeIBhIS cnn wsmvenii wrsmsemassbmsisa o ATL/100
Gem Powers
Drawing Powers From Stones .............. ATL/102-104
Shaping . ... ATL/102
Levitate & Telekinesisof Stone ............... ATLI102
Locate Secret Passages ...................... ATL/102
MoldStone. . .....oovvviiiiiiiii e ATL/100
Move Stone Mentally. ....................... ATL/NM02
PUSHSIONE . & cowmwmns s sommmmms s ATL/100
Pyramid Technology
Control Weather, .. ..cvsre vos s mmedris s ATL/105
Create/Control Ley Line Storm . ............ ATL/105
Dimensional Portal/Rift . .................. ATL/105-106
Dimensional Teleportation. . ............... ATL/105
Focus/Controlof PPE. .. .................. ATL/104
Harmonious Affect on Ley Line Storms, Rifts . ATL/104
HeAHNE <. voomvsvsuam s s savmiiac ATL/104
Increase Power of Stone Magic ............. ATL/104-105
Pyramid Communication .................. ATL/105
SIOW ABINGE - - e s vvsima i e 2t w5 ATL/104
StasisSleep. ... ATL/104
Sorape of PPE ou connann sonmnin asivsme s ATL/105
Teleportation. .. ......cvvvevnieeninnen... ATL/105



SensSe WALEL . «.oviovmmnier mnim mimes mir s n e simsinies ATL/102
Sense Supernatural Under the Earth . ........... ATL/102
Temporal

**Alphabetical Listing. . ...........covivunnn, ENG/83
Attune Object tOOWNeT. . .. ..o neenns ENG/74
D-Phase ........ooiiimreeiiiiiiennnnnnns ENG/74
D-SKift Phantom . ..oaaanises svidisasaaivhe ENG/74
D-Shift Two Dimensions. .. ...........oovunnn. ENG/74-75
Dimensional Envelope. . ..................... ENG//75-76
Dimiensional POCKES . . vivwws winswam s s ENG/76
Fourth Dimension Transformation ............. ENG/76-77
0 1 | S e e I ENG/77-78
Remiote VIBWINE v cun somemevnmmm wams @ o ENG/78
Retro-Viewing . . ... onn. ENG/78
See Dimensional Anomaly ................... ENG/79
Sense Dimensional Anomaly. ................. ENG/78-79
S-Dep (Sensory Deprivation) ................. ENG/79
Suspended Animation/Stasis Field . ............ ENG/79
Temporary TimeHole . ...................... ENG/80
TimeBarrier. .........coiiiiiiiiiia.. ENG/80
TImeCapsule: o oumciwmmmrsuna vov e waes ENG/80
T-Dep (Time Deprivation). . .........oovunn.n. ENG/79
Time Maglstrom.. .« «s: cvae nrms s conmmss smme ENG/80-81
TIMEWATPAGE. < oaonisouon wmuaivee v S s ENG/81
Time WarpFast Forward ..................... ENG/81-82
Time WarpSend. .. .onsis sasvvvvenis e vivae ENG/82
Time WarpSlow Motion ..................... ENG/82
Time WarpSpace & Time .................... ENG/82
Wik OOk s scsmeseing s s asamiimens ENG/82-83
Totems

ATRGAIOR: smoss smsmnoma v pEsem e eem SPR/96
Badger ... SPR/96-97
BAL  omoiin oisema s 65 d i s e SPR/97
BOAE 1o ramsin olamsmem i (i s s e e s SPR/97
2150 1o L B A J GO A% S i SPR/97
BRIEEIAY v niissawamanan e w0t watimiiia se s mary SPR/97
Boar . ... e SPR/98
BOBCAL ot s v s oo siieavi svivila & SPR/98
BUBFALG s marsiin s o i s sos sbaaingng & SPR/98
Bull. . e SPR/98
COYOle v uwvarsem v STes Sosamss vile e o SPR/98-99
CRAWHESHL o meervmmsienss vaewmrm semeesm SPR/99
Crow/RaVen . .......ovviniieiinienninannn, SPR/99
DICBE: cuimvimmiis acis st s s A WA AR SPR/99
DOg. .+ v et e SPR/99
DOIPRING:: v sumsmssmi s Sreasss i SPR/100
BAPIE c.icv i e avmmaamsis s e s s e Maremsieie o SPR/100
Fermel ..o e SPR/100
B0 i, B R G S R T e SPR/100
GOHE wimce pas missra eiasine s i s el 5 SPR/100-101

Hawk/Falcon ...............oovvevunnn.....SPR/10]

15 o) 21 o) RSP AR LN e =P SPR/101

Himmingbird. oo oo cvnmiivinsensaiaais v SPR/101
MOTE: cooin i smmmrass actnsoay s oo s s ey svalis. §55 SPR/101
MOOSE Giras e i S S e A P RS b SPR/102
MOUSE crivii it it @i, Mt BUREas. m SPR/102

) 215 11,11 1) VR R SPR/102
BT s 0, s e AT s o T s s e eir SPR/102
CIN o orevscomminsin +ess ot wimySies s 9 b s SPR/102-103
Porcupine ............ ..., SPR/103
Puma/MountainLion.................covunun. SPR/103
RABBIL coiviaiscnmmen sanossm overeamamimen s SPR/103
RaccoOn . ..ottt e SPR/103
Rattlesnake: «ovnns vomess SBemio i eian v SPR/103
SOl v o siminsien yoae i s R S SPR/103-104
Shatk o anim i T S e A i SPR/104
SHaKe: s supnmnn oo SR i i e SPR/104
TDUIEEIEE o s somsecaciocmstmintio: et s ek A i i SPR/105
WRAIE ... i ST sk st T o T i SPR/105
Wolfsow s sunmerse e s s SPR/105
Voodoo

Abilities & Spells Available .................. SOU/51-52
Witch

s*hIphabetical List  cuvvvin oviammmasiesvae s AFR/78
Charge Object withEvil. ..................... AFR/74-75
DelifiUm . oo e AFR/75
BYIBYe cavssimn damimsas vor i s sy AFR/75-76
MAGIC DIUME. wivs swarmin s mmam s v AFR/76
Money Doubling ...................ian. AFR/76
Pestilence Toueh o covamun sammamn ruesmisn o5 AFR/76
PoisonTouch...........coiviiiiiinennnnn. AFR/76
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Hook, Line & Sinker™

Explanation

Hook: The current situation or location of the adventuring
party.

Line: An opportunity for adventure that presents itself to the
party. A line is normally presented as a short paragraph. Think
of the line as the “bait” to lure the party into an adventure.

Sinker: The clincher to the line. The sinker presents the GM
with a dilemma that makes the situation a true adventure.

By Craig Crawford

Here are several adventuring ideas for HLS’s that 1 have
come up with. While I have used some of these in my own cam-
paigns, others I have not. Most are simple enough and short in
length, while being open ended to inspire other options. Enjoy.

The Night Lights

Hook: The party of characters have been travelling through
the countryside when they come upon a small village (a couple
of hundred people) tucked in the edge of a large forest area. The
characters get lots of stares and concerned looks from the towns-
folk.

Line: While passing through, an older woman, dressed sim-
ply, approaches the party and makes conversation. She asks if
they have seen or heard any strange things in the forests. When
drawn out by the characters, the woman tells them about the
Night Lights: Every few days the town is visited by large, eerie
balls of light. They always come from the forests and mostly af-
ter sundown. The lights cavort and dance through the village
pulsing and changing colors. They float around and sometimes
enter homes and follow people. They never seem to harm any-
one, however, after they leave, a handful of townspeople are
found missing. The lost ones have never been found, and every-
one is afraid to go venturing too far into the forest. The woman
admits her own daughter was taken a week ago. She fishes a pic-
ture out of her purse to show them.,

Sinker: If intrigued, the woman will direct the characters to
the elected town leader, a farmer named Harry Trent. He, and the
rest of the town, would be grateful for any offers of assistance
the party might offer. The town can provide free room and
board, simple goods, and maybe even scrape together a few hun-
dred credits—it is a poor town, but they can offer genuine thank-
fulness and home cooked meals.

The party may accept the offer to help out the town, and will
be given room at Harry’s place (If the party does not stop to
help, they can have an encounter with.the Night Lights that night
on their way to wherever).

As night approaches, a glow comes through the trees in the
forest. The characters watch as bluish balls of light, roughly the
size of basketballs, float into view. They do indeed pulse and
change colors, shifting through the hues of the rainbow. Two or
three head in the direction of the player characters, circling
around them. If a confrontation ensues (the balls of light will not
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attack, but will fight back), the characters will discover the lights
are immune to all but magic, psionics and energy weapons. The
party may be able to drive off the mysterious Lights, but not be-
fore discovering one of their own is missing.

Deep within the forest (the lights can be tracked by psionics,
magic, etc) is a sloping hill. Near its base is a tunnel obscured by
bushes, leading back to an underground cavern. Inside are the
townspeople (around thirty-five) and the missing player charac-
ter all in an unwakable sleep. There are several skeletons around
and underneath the captives. The Night Lights will guard their
lair to the death. Once the Night Lights are defeated, the captives
will awaken. There might even be treasure upon some of the
skeletal remains, but not much.

Night Lights: Non-physical entities which have a multitude
of psionic powers for energy manipulation. They are also P.P.E.
vampires, similar to the Psi-Stalker. The Night Lights are minor
MDC beings with 1D6x10 M.D.C. each..

Now You See Them...

Hook: While travelling a pre-Rifts road that has remained
partially intact, the characters sight a Coalition patrol up ahead.
There are four Coalition Dead Boys surrounding a man. Two
SAMAS stand back away from the group, rail guns poised.

Line: One of the SAMAS notices the character party and
raises alarm. When everyone turns to face the group, the man
produces a short wand from his sleeve and taps one of the Dead
Boys on the shoulder. He disappears! Before the other three even
know what is going on, he taps each of them, causing the Dead
Boys to vanish. One of the SAMAS opens fire with a rail gun,
but the shells deflect off an aura surrounding the man. The man
rushes up, and taps first one and then the other SAMAS before
they can do him harm.

Sinker: The man waves to the party, and comes up in a
friendly manner to converse. He is dressed rather plainly and is
very friendly toward the party. He is a traveler who has some
knowledge of magic. The man offers any information he can,
though in truth, he doesn't know much about it or how it works.
While conversing, three other SAMAS fly over the trees. They
order everyone to drop their weapons and surrender. A fight will
most likely erupt. The man pulls out his wand and waits for an
opening. Meanwhile, one of the SAMAS will throw a concus-
sion grenade, and though the damage is not severe, the man
stumbles, and his wand touches a random character. He/she dis-
appears!

After the fight (and the Coalition will fight until it looks like
they are outmatched), the characters have to decide what is next.
The man has no idea where he sends things to when he makes
them disappear. It just happens, as he explains it with a shrug of
his shoulders. Does the party have the man make them disappear
too? Where do they end up? This could lead to some excellent
adventuring.

The Forest Has Eyes

Hook: The player characters are travelling toward some desti-
nation, across the countryside. Everything is quiet for a change.

Line: While passing a stand of about a dozen oak trees, a
Coalition patrol (4 SAMAS and 2 Sky Cycles) flies overhead.
They spot the party and drop down to investigate and hassle the



group. If the characters aren’t too numerous they will try to pick
a fight or goad the group into one. Otherwise, they will push the
group around as much as they can.

If a fight breaks out, the SAMAS will take to the air. During
combat, one of the SAMAS skims the tree tops, and is suddenly
grabbed and pulled down by tree branches. A second SAMAS
flies in to help and is ensnared and attacked also. The trees make
quick work of the SAMAS,

Sinker: Unfortunately, at least one of the patrol escapes to
call in reinforcements. The rest of the patrol retreats to wait for
more firepower.

The trees appear to be sentient and empathic beings of good
alignment. The player group knows more Coalition troops are on
the way. The trees can move, but not quickly (crawling move-
ments of about five miles per hour). They can communicate, but
have no way to hide themselves. The characters know the Coali-
tion will surely attack and try to destroy the trees once they ar-
rive.

Nano-Pneumonia

Hook: While tromping through the countryside, the group of
adventures happens upon a broken down, rusted out Mountain-
eer A.T.V. (Rifts, pg.227-228). By the shape of the vehicle, it
looks like it has been there a long time.

Line: Inside is the remains of a cyborg, stretched out and
head back against the seat. The body is rusted and full of holes.
Suddenly, one of the arms twitches and feebly grabs at one of the
characters. The ‘Borg’s head raises and it begins raving, in a
scratchy, broken voice. It yells for the party to save him. The
‘Borg has a P.S. of 14 and if it grabs one of the characters, will
not let go unless forced to. He continues to rant, “Should’ve left
it alone! Alone!” The ‘Borg goes silent and rests his head back
against the seat. The characters can get no real information out of
him. His systems have all but shut down, and he has barely
enough power to keep his vital functions going.

Sinker: In the Mountaineer is a M.D. strongbox which has
been forced open. Within is an egg shaped container made of an
unknown material. The egg is broken in half. In reality, the
strongbox contained what is the equivalent of a nano-virus. The
nanomachines run amok and attack anything metal. Anyone
touching the cyborg or the ATV is infected. Unless something is
done, there is a 20% chance every hour that the infected charac-
ter will touch another (inadvertently or otherwise) and infect oth-
ers as well,

Will the characters discover what is going on as their equip-
ment dissolves? Will they spread the virus to others? How will
they stop the nanomachines? Where did they come from? (The
G.M. should note: these nanomachines are programmed to eat
MDC alloys only. In addition, they do not die off and sustain
themselves as long as they have alloys to eat. They can not be
duplicated nor befriended in any way, not even via psionics.

And Then There Were None...

Hook: G.M.’s Note: This adventure can be a lot of fun, but
may not be suitable in campaigns where the players are heavily
attached to their characters. The characters have been hired to go
on board the ship, Pioneer, to act as bodyguards while the crew
studies the east coast of the former United States. The ship is a
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black market Triton Patrol Boat (Mercenaries pp. 118-119) mi-
nus the power armor suits. The crew is standard for the ship ex-
cept replace up to 3 gunners and 4 seamen with player
characters. At least five other crew members have a scientific
background.

Line: While exploring the new coast, the player characters
can encounter a variety of creatures and calamities. One of
which involves disappearances. On a given morning, one of the
crew at random, does not report on deck. Upon searching his/her
cabin, it looks as if there was a struggle and there are traces of
blood (The missing crew member’s). The body cannot be found.
The next night, all is peaceful, but in the moming, another crew
member is missing. On the third consecutive night, despite prob-
able watches and locked cabin doors, there is yet, another miss-
ing person. In addition, a fourth crew member is found dead in a
hallway, his/her throat ripped out!

Sinker: A shape changing beast has found its way on board
and is busy killing the crew one by one, devouring the flesh and
dumping the remains overboard. The creature is very intelligent
and very, very malicious. It takes great enjoyment in causing
confusion and chaos by killing a creature, assuming its form and
watching the fear and paranoia which follows. The creature will
wait for opportunities and strike when people are most vulner-
able. As may be expected, the player characters themselves will
be targeted by the creature,

The creature, when in disguised form, will be virtually unde-
tectable by psionics and magic as it takes on the mental signature
of the being it assimilates, The creature will naturally stick to tar-
gets who are humanoid and avoid those beings who have ex-
traordinary powers it cannot imitate with its own psionic powers.

I have found, when getting down to eating player characters,
it works best to take each character aside from the group at some
point, regardless of whether or not they are the victim this main-
tains uncertainty among the players as to who the creature really
is. It can also be fun for the player characters to role play the
creature once he or she has become a victim (I usually offer ex-
perience toward a new P.C. both as compensation and as an in-
centive for good role-playing of the creature).

Clues can be slowly uncovered: someone hears a splash dur-
ing the night; the remains of a body is found, but the identity is a
mystery; someone could catch a glimpse of a strange figure, etc.
Eventually, the player characters should be given enough clues
to show them something is not sneaking up on the boat, but right
there with them. The creature will continue killing until tripped
up (perhaps it will come down to the entire crew staying together
in the same spot, forcing the creature to make a rash move in or-
der to eat). In any case, once the creature is discovered, it will try
1o escape to seek its murderous pleasure elsewhere.

The Creature:

Assimilator: In its True form, the Assimilator is a humanoid
form roughly seven feet (2.1 m) tall. Its skin is pale gray with no
distinguishable facial features. By touching another for one me-
lee round, it can assume all physical characteristics, including
the mental signature of the being touched, but must physically
kill the individual to get rid of him and/or to feed. It doesn’t al-
ways have to kill, and might capture, tie-up and hide somebody
away while taking his/her identity to hunt and kill. It derives
pleasure by using its powers to drive others into states of para-
noia and fear.



Alignment: Diabolic

Attributes: 1.Q.: 3D6, M.E.: 4D6, M.A.: 5D6, P.S.: 3D6 (Super-
natural), P.P.: 3D6, P.E.: 4D6 (Supernatural), P.B.: Variable,
Spd: 3D6

Hit Points: See MDC

Natural A.R.: See MDC

M.D.C.: 2D10x4+24 (G.M.s can adjust this as they see fit)
Natural Abilities: Nightvision 200ft. (61.5m); regenerate
2D6/minute; knows all humanoid languages; see invisible; track
by smell 52%; metamorphosize into another being size ranging
from 3 ft. to 9 ft. tall, including features and mental signature; in-
visibility, simple as spell; bite, face transforms into huge mouth
and bite for MD damage.

Combat: 4 Physical HTH attacks per melee or 3 psionic per me-
lee.

Damage: 3D6 SDC/1D6 MD/2D6 power punch (uses 2 melee
actions); bite: 6D6 SDC/1D6 MD power bite (uses 2 melee ac-
tions).

Additional Bonuses: +2 vs. PSI; +3 to strike; +2 on initiative
Magic: None

Psionics: 7 Level Mind Melter.

Horror Factor: 10-14: Increases | for every victim after the
second

Average Life Span: 250 years

Habitat: Any; likes to infiltrate populated areas

Enemies: All humanoids

Allies: None

Size: 3 ft. tall to 9 f1. tall (0.9 10 2.7 m)

Weight: 45 Ibs. To 4001bs. (18-160 kilos)

P.P.E.: 3D4

LS.P.: M.E.x10 plus 10 per level

“Howdy Pardner”

Hook: Traveling through the western United States, the ad-
venturers get caught outdoors as a storm brews. The clouds roll
in and the sky darkens, promising rain and a long afternoon.

Line: A ley line storm erupts not far away (maybe a half mile
from the group), and the group watches as a large tornado forms.
It touches down and begins to head in the direction of the char-
acters. One of the characters makes out the figure of a humanoid
caught within the tornado’s spirals. Upon watching further, it ap-
pears the figure is not caught, but swirling about the funnel, con-
trolling its movements. The storm begins to fade and the tornado
weakens as it approaches the group. The figure drops from the
dwindling funnel of wind as it returns to the sky, landing next to
the group of adventurers.

The figure appears to be a human male dressed right out of
‘Old West’ movies, down to the spurs and weather beaten hat.
He winds up a lasso as he approaches. The lasso makes noise
and the party members can see that the rope ends in a rattle
snake-rattle. Stowing his lasso over his shoulder, the man sticks
out a hand and introduces himself as “Bill.” He is friendly and
will offer to tag along with the group if allowed—he offers to
cook and help out in whatever way he can.

Sinker: Bill is an extra-dimensional being of sorts (Godling
statistics—CB2/16-17)who has been in love with the ‘Old West’
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since it rolled around the first time. In addition to his usual skills
and abilities, he has all the spell capabilities of a 12" level air
warlock. Bill is scrupulous and good natured, but has a tendency
to show off from time to lime and may get the group into
trouble. He enjoys hanging out with mortals and getling into
mischief. It is very likely the player characters will be drawn into
his scenarios if they hang around him for any length of time. Bill
may be heralded as a hero or an outlaw depending on what town
or ranch he stumbles into—he is very well known around the Pe-
COs area.

Enemy of My Enemy

Hook: The party is making their way through the ruins of a
town in the Mid-West. There have been several Coalition patrols
working the area, including companies of Skelebots. The group
has been successful in avoiding detection within the ruins so far.

Line: Hearing the noise of something moving among the re-
mains of a building, the characters investigate only to find a lone
Skelebot walking through the rubble. It is acting very peculiar
for a Skelebot: first, it has its CV-213 Laser Rifle slung over its
shoulder while it makes its way through the debris. Secondly,
while walking in a mechanical manner, it movements display a
NErvousness.

Sinker: If confronted by the characters, its first reaction is to
throw its arms up into the air and plead for its life. It talks with
the same monotone, cold robotic voice, but its mannerisms be-
tray emotions. It says, “Please don’t kill me,” and appears very
confused. If asked about itself, it is unsure. It knows it awoke
this morning while on patrol — there was a storm and it remem-
bers the intense lightning flashes. It followed its compatriots, but
was unsure what it was doing or where it was heading.

The ‘bot tells how it and the other Skelebots happened upon a
camp of humanoids and its compatriots all began firing. It hesi-
tated and when ion beams and plasma cannons returned fire, it
ran off into the brush. It wandered six hours, twenty-two minutes
and thirteen seconds before it was contacted by the local outpost
command. It received a detonation signal after attempts to ascer-
tain its status failed, but the Skelebot managed to shut the deto-
nation sequence down. From that point on, it has been on the run
and doesn’t know what to do. Of course, it turns to the player
group for help and protection from the Coalition, who may be
looking for one of its renegades.

If the party invites the Skelebot into their company, they may
bring trouble upon themselves should they encounter Coalition
troops. It believes it has shut down its homing device, but it is
very confused about how it is functioning and why it has
achieved its present level of consciousness. Could it help with
information about the Coalition? Could it be used against the
Coalition directly? It will doubtless be grateful for any show of
kindness on the part of the adventurers, and could become a fun
and helpful NPC member of the group. Or is it all a cleverly con-
ceived and convincing CS ruse?! Is the ‘bot really a spy? Assas-
sin? It’s the G.M.'s call.

Gone Fishin’
or Moby Dick ... Rifts Style!

Hook: In Lazlo, the adventurers come upon a man named
Tiberius Kent (He can hold his drink with the best of them and



was probably found in some tavern or other). He was a captain
who sailed merchant vessels for Lazlo. He has since retired and
enjoys fishing on the waters of Lake Ontario.

Line: He owns a decent sailing ship called the Angelique and
is looking for some high powered sailors to venture out with him
on the waters of Lake Ontario. He is willing to pay several thou-
sand credits to those who are interested (And offers bonuses to
those who have any actual sailing experience). He explains, that
while he enjoys fishing, he has been busy looking for ships that
have gone down in the waters, and believes there may be quite a
treasure cargo if he could find any of the ships. (He will offer to
cut the party in for a percentage if they can be persuaded to keep
quiet).

Sinker: Captain Kent, while truthful about recounting the
ships going down in the area, also has ulterior motives. Several
years ago, his brother Calvin, also a seaman, went down aboard
a vessel. The two were leading cargo along Lake Ontario when a
huge serpent rose out of the waters. Calvin ran interference as his
own vessel had more weaponry, while Tiberius made it by.
Calvin and his crew underestimated the beast however, and after
a terrific battle, Calvin and the entire crew were lost beneath the
waves. Tiberius was in shock. He tried to continue the fight, but
his crew overpowered him and got out. Shortly after, Tiberius re-
tired and has the spent the last six years of his life financing voy-
age after voyage to find the beast again and destroy it.

Tiberius has one loyal mate: a swarthy man called Fiddler. He
has some psychic sensitive abilities and uses them to help
Tiberius hunt the creature. The party will notice a lot of fire-
power on his boat (his ship is a custom made job, but based on
the same design as the IH-TB12 Black Eel Torpedo Boat
MER/117-118). Tiberius’ vessel has triple the hull and several
weapons arrays. Tiberius has replaced the 14mm machine gun
with an NG-E12 Heavy Plasma Ejector (MER/100). He has also
added two 180 degree underwater laser batteries (Range: 1200
ft/610 m; 6D6 per triple blast; same attacks per round as gunner).
The Angelique still has the torpedo bay and depth charge launch-
er. Finally, to avoid being mutinied by his crew ever again, he
has had all of the ship’s controls set so that the ship will only re-
spond to voice commands matching his voice alone (Which
could be interesting should Tiberius be killed or incapaci-
tated).Once out upon the waters, he will use the ship’s sonar and
Fiddler’s skills to find the serpent. Their base chance to find the
serpent is a base 12% per day, plus 8% cumulative every day
thereafter. Once discovered, Tiberius will follow the monster un-
til he has killed it or it has destroyed the ship (the characters will
be integral in helping preserve the ship for their own welfare).
Should they be victorious, Tiberius will be eternally grateful and
offer whatever he can drum up in monetary terms to repay the
group for its efforts.

Captain Tiberius Kent

Alignment: Unprincipled, but driven on finding the serpent.
Attributes: 1Q: 17, MA: 15, ME: 8, PS: 12, PP: 14, PE: 16, PB:
12, Spd: 14

Hit Points: 45, SDC: 57

Size: 5 Ft. 10 Inches tall (approx. 1.7 m); 156 Ibs.; 52 years old
PPE: 6

Experience Level: 10™ level Sailor

Disposition: A capable seaman. He is very knowledgeable of
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the waters of Lake Ontario. However, when in pursuit the ser-
pent, he has an intense obsession which causes him to act irra-
tionally, taking unnecessary chances and risks.

The Serpent

Alignment: Anarchist or Evil;

Horror Factor: 12; Size: 75 ft (23 m) long;

Weight: 8 Tons; Attributes: Animal instincts and intelligence;
speed underwater is 60mph; PS: 48 Supemnatural

MDC: Main Body: 1500; Head: 550

Combat: Four attacks per melee; +3 to Strike, +2 on initiative
against Surface vessels. Attacks by biting—6D6MD; body
ram—2D6x10MD (Counts as two attacks)

Natural Abilities: Can sec underwater, good sense of direc-
tion, sense danger 58%; impervious to cold, depth tolerance 3
miles.

ISP: 1D6x10

Disposition: The creature is a predator hunting fish and such for
food. It is wary of human vessels and usually avoids them. How-
ever, it has come to know Tiberius' boat and will attack it if
sighted. It knows full well what the vessel is for.

Hook, Line & Sinker"™

By Eric Thompson
Monster Hunting

Hook: An ancient demon has suddenly appeared on the land-
scape and is wreaking havoc on the locals. This demon, a Baal-
Rog, it taking a particular liking to killing magic users and
anyone using magic or Techno-Wizard items at the time they
meet. The rampage has taken a slight intermission as the demon
is taking refuge somewhere in the nearby mountains after an en-
counter with a local militia.

Line: The Baal-Rog makes a mad dash through the players’
camp just as they are settling down for the night (or in a town if
they are at an inn; combat is less likely to erupt in a town). Any
magic users in the group will be targeted by the demon just long
enough for it to rethink and escape. The characters stand be-
tween it and its lair. If the group scatters to cover, it is more
likely that the Baal-Rog will continue on, In any event, the de-
moen will not hang around very long as it does not want to fight.

Shortly after the demon passes through, a score of armor-clad
soldiers rush into the camp, looking pale and winded. As they
catch their breath, they will notify the characters that they are
chasing a demon who was responsible for the destruction of doz-
ens of communities and thousands of lives. They knew the
beast’s lair was somewhere among the hills, had ambushed the
creature and are now closing in for the kill.

Sinker: The Baal-Rog is actually one of three who are using
the same lair for research. For some reason, the three are unable
to teleport home or use any sort of invocation magic whatsoever!
They believe it has something to do with their enslavement in a
reactor used to power some “great” vehicle they call “Unai
Macki-chun” (oo-nai mack-ee choon; meaning “Mechanical De-
mon").

There are two ways to work this through, the first is the
quickest while the second can spark a whole adventure by itself.



The characters, accompanied by the group of militiamen
hunting the Baal-Rog, storm the lair to assault the demon. The
Baal-Rog is slanted in the rear corner of its lair, almost as if it is
expecting the characters. (Powers like See Aura, Detect Magic,
Sense Evil, etc., will note very strange readings from the demon.
These readings will be warped, twisted and garbled; unreadable.
Empathy will reveal pain, desperation, and home-sickness). The
militiamen immediately bellow their war cry and attack. Death is
swift for the Baal-rog who barely puts up a fight. As the creature
dies, many of the militiamen will start to rejoice that they have
finally defeated the demon that had tormented their kind. The ap-
parent leader will approach the group and thank them for their
help. He looks slightly worried and may try to justify his actions
shortly after his showing of gratitude. He is a traveling knight
and has a feeling in his gut that something isn’t right. Within the
same week, reports of towns being assaulted by demons will
continue.

An alternative can be much more diplomatic. Should the
characters enter the lair without the militia, either with their own
agenda (no militia to begin with) or because the militia had
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fallen victim to some other wonders (say, a hunting party of
Grigleapers), they will come across the unoccupied lair of the
creature. Exploring the interior, they will come across what ap-
pears o be a workstation, a table strewn with various Techno-
Wizard components and several books. The TW equipment is
made up of various devices that use some sort of entity-entrap-
ment as a power source. The books are technical manuals of con-
struction notes and procedures of the equipment as well as side
effects from use and hazards to both the enslaved entity and user.
Any Techno-Wizard, T-Man, line walker, shifter, or bounty
hunter may become curious as to what the creature is really after
(if not, the GM may want an NPC to make that point). If the
characters approach the Baal-rog in a less-than-hostile way, the

beast will not attack and may actually inform the group of its
(their) situation.

The Baal-rogs have indeed escaped from their confinement
inside an Iron Horse locomotive during a freak derailment on a
ley line in the deserts of Arizona. Angry and suspicious the trio
had attacked some people from nearby settlements who threat-
ened them. However, the combinations in the confinement magic
had caused the mystical essence of the creatures to flux out of
phase with their environment (Earth) and they are searching for a
way to overcome this ailment and return to their native dimen-
sion. The answers to their situation may be found in Lazlo,
Tolkeen, or even Atlantis.

A Friendly Face

Hook: A string of towns have been violently raided over the
past month. These low tech, sparsely populated towns have
barely enough income to keep their heads above water, let alone
hire mercenary protection.

Line: The group is approached by a young fellow who is not
from any of the towns, but a friend of the leader of the bandits
(he can be any merc O.C.C. or headhunter of 1D4 level). He tells
the players that in exchange for their help, he can recharge weap-
ons, patch armor, offer additional ammunition, contraband (let's
keep it reasonable; no more than 2D4x1000 credits), or informa-
Lion.

Sinker: The man has no real compassion for the raided com-
munities other than sympathy of hard luck. However, as the
characters will find out, the leader of these brutal bandits is an
old friend (NPC, departed player character or other known char-
acter of good alignment) of theirs from a past acquaintance! De-
spite any justifying of the person’s reasons for turning to
banditry, it will be soon known that this man isn’t the same lik-
able fellow they remember. The person is not likely to even rec-
ognize any of the characters. He is mean, vile, arrogant, and
manipulative, and will send his bandits after the character group
upon sight, not even letting them get out so much as a “helle.”
Note: The bandit force should outnumber the characters at least
2 to 1, being mainly headhunters (1D4 in level) with at least two
highwaymen (1D4+1 in level). Many of these people are high-
tech bandits and may possess a wide variety of weapons and pos-
sibly one or two Samson, SAMAS, or flying Titan power armors



depending on the group’s strength. At least one of the towns un-
der the influence of these bandits has a local mechanic’s garage.

This “friend” of the characters is actually under the control of
a strange, symbiote-like being. The first thing the characters are
going to notice (if the NPC merc hasn't already mentioned it) is
the eerie red illuminations of the man’s eyes. He does not pos-
sess any supernatural powers, but is highly intelligent, focused,
and intuitive. If the characters had spent much time with the
NPC, he will retain that knowledge and use it against the char-
acters if he knows they actively stand against him. The bandit
leader will also be mounted on a black, shadowy war-horse and
have Horsemanship: Cyber-Knight equal to his current level of
experience, and a Shemarrian Rail Gun (see page 91 of Source
Book One for details) and five magazines of ammunition. In
combat, the character will use the rail gun in his left hand while
using a large sword in his right hand (3D6 M.D.; W.P.: Sword
equal to his current level).

The symbiote like creature is attached to the back of the per-
son’s neck and is about the size of a fist. Four tendrils extend up
his neck and are connected to his temples. The creature has con-
nected itself to the person’s brain and spinal cord, meaning
forceful removal will kill him (and the NPC will strongly oppose
such an action). However, the use of psionics will allow the
character to remove the creature without too much harm to the
victim. Without a living puppet to manipulate, the creature is de-
fenseless.

The Boogie Man

Hook: Traveling in the '‘Burbs of some large city, preferably
within a Coalition State, the group runs across a group of chil-
dren in distress. Apparently while the children were playing,
their ball bounced near a storm drain tunnel from the walled city.
One of the children had gone off to retrieve it and hasn’t been
seen for nearly 30 minutes and the children are becoming nerv-
ous.

Line: The chance to help ease the worry from a group of chil-
dren by investigating the mysterious disappearance of one of
their friends. The 'Burbs can easily become a dangerous place
where inhuman beings and diabolical creatures stalk the weak
and ill fated.

Sinker: The drain tunnel opening is four feet in diameter and
runs for some 15 feet before opening up into the outer drain sys-
tem with an arching ceiling height of nearly ten feet. Light glim-
mers into the drainage tunnel, from grates higher up on the walls,
leaving large sections of the interior shrouded in darkness. As
the group travels through the tunnel the stench of sewage be-
comes apparent as they approach the sewage treatment areas.
The sounds of a child screaming for help will echo through the
tunnels and alert the group lo its direction. The characters will
follow the screams into an area completely engulfed in an inky
darkness, all the while hearing screams and sounds of struggling
in the distance.

When the characters get close to the child, the abductor will
turn its attention to the group, setting up somewhere in the shad-
ows to ambush them. Wherever the creature hides, it will be out
of the reach of any sensors the group may be using other than the
psionic powers of Sense Evil or Presence Sense (they will know
“it” is near). They will find the child covered in filth, scratched
and bruised, huddled in the corner of a small chamber (a vertical
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drain leading to the top of the wall). The creature is hiding up the
vertical shaft, waiting for a moment to leap onto the characters.
Once one or more of the group goes to the child, the Boogie Man
will leap onto one of the characters’ backs, screaming, digging
an ice pick or vibro-knife (depending on the nature of the charac-
ter) into their shoulders in a downward stab (treat as a sneak at-
tack, possibly even a critical strike. The victim of the attack will
lose initiative and two attacks, the Boogie Man has the initia-
tive).

The Boogie Man will fight to the death and will most likely
be overcome by the group (though the thing can spark a chase
through the sewers for added spunk). Upon investigation of the
creature's lair, the group will uncover several skeletons and
bones from children, putting to rest the string of child disappear-
ances that had been taking place over the past six months.

Crossed Wires

Hook: Regardless of where the group is at the beginning of
the adventure, they will be contacted by a Tolkeen businessman,
whether it be from a pay phone, at a place of business (bar, gun
shop, tailor, etc.), or hacked through their radio com system, for
a job opportunity. He will claim that a courier of his firm has
been arrested by Coalition officials on trumped-up charges of as-
sault and rape while delivering a series of underground publica-
tions into the '‘Burbs and Lower Levels of Chi-Town. The only
means of identification information the man will give to the
characters regarding the courier is his code name, Sigma 24-10.
It will be the group’s job to escape the detention center with a
live target. Payment can be as high as 50% over the normal mer-
cenary pay for this kind of mission with the added incentive of a
nice, juicy bonus. Note: Anyone using a military communica-
tions system and adept in communications (Radio: Scramblers,
Cryptography, or Electronic Countermeasures) will discover that
the call is being placed from a secure location, untraceable due to
the multiple scrambled relays and junctions the transmission is
being looped through. Someone is going to great lengths to keep
this matter private and anonymous,

Line: A chance for the group to flex their skills and stick it to
the Coalition. The characters can also use this as an opportunity
to extract some revenge or launch a “preemptive strike” on the
CS. However, ex-CS soldiers may recognize the courier's code
name from some old covert operation, but can't identify the
fronting party or what it means (on the tip of their tongue but
can’t quite put their finger on it; Hacking CS databases will not
enlighten anyone on the subject).

Sinker: The group will be assigned a contact in the southeast
side of Chi-Town’s '‘Burbs who will be their guide in the big
city. The group will also have some sort of ticket into the fortress
city like a courier's pass, unless the GM has other intentions.
Once inside the city, locating and freeing the courier should be
fast and relatively easy. The GM may want to throw in some big
event like a parade, fair, debate, or election to occupy the mili-
tary and ISS's time so that the guarding of the courier will be
light.

When they find the courier, he will not know the characters
and be nervous, but will recognize their contact as a locally
known assassin. Execution will be too quick for the characters to
react to and the courier will die. When confronted by the charac-
ters, the contact will be confused and explain that he was con-



tacted in very much the same way as the characters, but was told
the courier was to be assassinated, being a security risk to the
employer's firm (make it believable; he is telling the truth).
Alarms will sound and the characters will have to think fast in
order to escape with the ISS on their heels the whole way
through.

Shortly afterwards, the group will be contacted inside the city
over an open line by the so-called “businessman.” This commu-
nication will be intercepted by the ISS, revealing the group's lo-
cation to them (the characters will know this). Ironically, the city
rat assassin is their key to the outside world. The search for those
responsible for the characters’ involvement in this “cannon fod-
der” mission can be the basis of an entire campaign. Most likely,
some sort of mercenary company will be involved, but can also
be a corrupt corporation for those cyber-punk style adventures.

What? Mechanoids, Again?

Note: This scenario should be played out on the east coast.

Hook: A recent severe thunderstorm in the area has caused
damage to many small towns along the eastern seaboard. The
group can be just traveling through the area or helping local
farmers rebuild after the storm when they come across a sheet
metal slab welded 1o the ground. Cutting or prying the S.D.C.
material open will reveal a wondrous sight that would brighten
the hearts of any thief, merchant, merc, black marketeer, or op-
portunist. A weapons cache filled with Mechanoid small arms!

Option 1) A recent skirmish with bandits or CS rangers has
revealed the metal sheet strangely welded to the ground.

Option 2) Out for some Mechanoid blood, the group notices
a thin patch of discolored grass among some bent and broken
shrubs (sifting through nearby debris, tracking a fleeing Runner,
Brain, or other cyborg Mechanoid).

Additionaley, the cache can be filled with Old Coalition,
Black Market, Northern Gun, Naruni Enterprises, Splugor-
thian/Atlantian/Kittani, or from some other type of small arms
manufacturer. Fit to player’s taste.

Line: Vent frustrations on some lowly Mechanoids, confis-
cating weapons and equipment to turn a profit on an otherwise a
gloomy day.

Sinker: Seizing the moment, the characters may wish to
lower one or two of the group into the cache to check things out.
Aside from things being slightly damp from the rains, which will
just make the weapons glimmer in the reflected rays of the sun,
the equipment in the hole is ripe for the picking. But with much
of the weapons out of crates or on racks, it may take some time
for one or two characters to load everything up for extraction (do
all the characters go down?).

The time for alarm will arise when one of the characters
raises up a new Coalition issue weapon to show his friends. Un-
fortunately, the previous owner refuses to give up the weapon,
his decayed forearm and hand keep a firm grasp on the weapon's
grip and trigger. When the character looks to where he picked up
the weapon he will see the skeletal remains (may or may not be
meaty) of a CS soldier (a bit of armor or clothing remains on the
corpse that bears a Coalition insignia). The Character will notice
that the upper right third of the body’s skull has been bitten away
by a set of powerful jaws. It is about this time the characters
should realize this isn’t your ordinary weapons cache (also, any
characters outside the hole will be pushed into the hole).

The moment the characters show shock or attempt to leave
the hole, a thick door will slam shut over the opening (183
M.D.C.; even if the hole had no original door or the characters
tore it off, the door will still slide over the opening). At that mo-
ment, two D-bees spring from hiding and attack the characters in
the pitch black darkness. The beasts are armed with blunt weap-
ons and/or vibro-blades, but if the group can handle it, they may
use low-tech energy weapons (black market or old Northern Gun
models) or even magic weapons.

When the characters beat the creatures and blow open the
door, they will end up finding that 80% of the weapons in the
cache are too old or sabotaged to work or garner much more than
scrap. The mass of the weapons found had been recovered from
fallen warriors, with the most attractive in plain view to entice
those that found the cache. By the body count, it would appear
that it worked very well.

Optional Ideas: To further the plot, the characters may have
found a sort of “back door” into an underground complex or find
evidence of one while scrounging through the equipment. Either
way, the door that slams over the exit will be much more sophis-
ticated, having 450 M.D.C. with a force field of 300 M.D.C, (re-
generates 25 M.D.C. per melee). The characters would be forced
to find another way out from the complex, possibly overrun by
the same mutants or D-bees encountered earlier, or controlled by
a more powerful force like a mercenary company or aliens.

On the same note, the adventure can begin with trying to find
a main power station to bring the lights and computers on line
(about 30% still work) and assess their situation. The characters
may find themselves in a Pre-Rifts facility of sorts or an aban-
doned, secret UTI, Naruni, Splugorth, Archie Three, or even
Coalition facility. It should be noted that at least 80 to 90% of
the weapons and equipment in the facility are unsalvageable.
However, if the characters are relatively poor, ill equipped, or
beaten up, some reasonable equipment replacements may be-
come available (an interesting way to bring other-dimensional or
foreign characters up to speed on Rifts Earth).
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Hook, Line, and Sinker™

By Christopher Jones
The Mark of the Wolverine

Hook: While traveling through the western wilderness, the
party comes across a small native american village which is be-
ing terrorized by an unknown force.

Line: The villagers claim that they are being stalked by a su-
pernatural creature. Already most of the warriors have been am-
bushed and killed, one at a time. The few remaining warriors
refuse to leave the safety of the village, and the food stores are
beginning to run dry. The villagers are getting desperate, and beg
for the party’s help.

Sinker: The beast is actually a Tribal Warrior with the mu-
tant ability to change into a wolverine (Animal Metamorphosis
major super power). He has been using this ability to move
around unseen and ambush the warriors while they are alone in
the wilderness. The warrior used to live a few miles away from
the village with his wife and young son. The warriors of the vil-
lage were suspicious of him, because he used modern technol-
ogy, and was from another tribe. A couple of weeks ago, in a
frenzy from a successful hunt, they let their prejudices over-
whelm them, and they set his home on fire. He was not there, but
his wife and son were killed. Now he is exacting his vengeance
on the village.

Naruni’s Revenge

Hook: While traveling in the midwest, the party comes
across the remains of a small Coalition patrol. Judging by the
scene, it seems that they were ambushed and destroyed by some
sort of robot or borg.

Line: Locals report that this is the third such massacre in the
last two weeks. All three occurred in the same general area. The
first group was also a Coalition patrol. The second was a team of
mercenaries hired by Ishpeming (Northern Gun). The latter were
searching for signs of the Naruni. Before they were ousted by the
Coalition, the Naruni had a small outpost nearby. No one has
seen any sign of the attacker, and no one else has been attacked.
Some believe that the Naruni have returned for revenge. The lo-
cals are concerned that if these attacks continue, the Coalition
will send a larger force into the area.

Sinker: The attacker is a Naruni Repo-bot (see Rifts Dimen-
sion Book 2: Phase World), but it is not here to exact vengeance.
When they were driven from the area, the Naruni were forced to
abandon a cache of weapons which was hidden nearby. They are
planning to send a team in to retrieve them, and the bot has been
sent ahead to secure the area. It is trying to keep a low profile,
and will only attack armed forces (like the party) which come
too near the cache. The retrieval team should arrive in a few
days. Should the bot be destroyed before then, or the Coalition
take a larger interest in its lost patrols, they will abort the mis-
sion, and write the weapons off as a loss.

The Bandito Hunters

Hook: The party is enjoying a little rest and relaxation in a
sizable town in the New West. Sometime during their stay, a
new group rides into town. They have the look of badlands ban-
dits, but there’s something suspicious about them.
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Line: Despite their appearance as bandits, the newcomers
seem out of place. They have a bad attitude, and their arrogance
gets them involved in more than one brawl. Their equipment is
high quality and they seem to be in remarkably good health (bet-
ter than could be expected given the state of frontier medicine).
They also seem to lack fundamental knowledge of life in the
west. Moreover, they have an unhealthy interest in Bandito
Arms.

Sinker: The newcomers are actually a unit of Coalition Spe-
cial Forces troops. They were assigned to find out as much as
they could about Bandito Arms, and especially their SAMAS de-
signs. Unfortunately, their contact (a military specialist who had
infiltrated the operation) has missed his rendezvous, and is
feared dead. This has left the troopers in a bad position, as they
are relative newcomers to the west. Nonetheless, they have de-
cided to continue with their mission as best they can. Their pri-
mary goal is to gather intelligence, but if they see any
opportunities to hurt the company’s business, they have been or-
dered to do so.

The Simvan’s Prey

Hook: The party is wandering the badlands of the New West
or Lone Star when they come across some sort of disturbance
near an outcropping of rock.

Line: Closer inspection will reveal that there are a number of
Simvan Monster riders surrounding the outcrop. Two human cy-
ber-knights have taken cover in the rocks and are trying to hold
off the raiders. It seems to be a futile effort, however, as they are
outnumbered and outgunned.

Sinker: The cyber-knights are actually brutal killers who
have been stalking the Simvan for months, They have killed doz-
ens of the bandits, but their luck finally ran out. A group of the
monster hunters caught up with them in the badlands and chased
them to the rocky outcrop. They are keeping them pinned down
and will take them when they run out of ammo.

The Preacher

Hook: Just after dusk, the party runs across a small, isolated
church. A spectral light can be seen through the windows, and
eerie voices can be heard coming from inside.

Line: The lone inhabitant of the church is a bedraggled and
gaunt looking preacher. He is being terrorized by visions of his
god which accuse him of not being worthy, faithless, a failure,
etc. He believes these visions are his punishment for not being
able to convert the local natives to his patron. He has not slept or
eaten in days, and he is quickly slipping into madness.

Sinker: In his earlier days, the preacher was a merciless gun-
fighter, responsible for the deaths of many innocents. He has
now reformed, and is sincere in his regret and his desire for
peace. The visions are actually being caused by a vengeful sha-
man who has not forgiven the preacher for his past misdeeds. He
hopes to punish him by driving him to suicide or madness.

The Big Race

Hook: While traveling the great plains (or the badlands) the
party arrives in a mid-sized town. At first, it seems to be de-
serted. Further inspection reveals that the entire population has
gathered outside of town at some sort of fairgrounds.



Line: It is the day of the Big Race, an annual event famous
throughout the area. It is set to begin in an hour or two, and the
contestants are finishing up their preparations. There is, how-
ever, still time for new entrants. The basic restrictions are that
only animals and homemade vehicles are allowed. Also, this is a
ground race, so no flyers, hovercraft, teleportation, etc.

Sinker: This is basically a recreation encounter. The party
can simply enjoy the festivities (there are food booths, games,
etc.), or they can enter the race and try to win the prize (which is
left to the gamemaster, but should not be too extravagant). The
race itself can be played either serious or light-hearted. If seri-
ously, no cheating would be permitted, and those who act
unsportsmanlike could well find themselves cooling off in the
local jail. If light-hearted, then interfering with your competition
is not only allowed, but encouraged. No deadly force is allowed,
however, and if someone dies as a result of your actions, then
you automatically lose, and are jailed.

Fire and Brimstone
Hook: Shortly after arriving in town, the party witnesses the
sermon of the local preacher.

Line: The orator speaks long and loud about the evils of the
world and how salvation can only be found in the service of god
(whichever god he espouses). To illustrate his point, a number of
people are brought up on the stage. They are bound, and are ex-
hibiting all kinds of strange behavior. Some are babbling inco-
herently, some are lashing out violently, some stare blankly
while drooling profusely, etc. The preacher claims that these
people are all in league with dark forces and that is what has
brought them to there sorry states. He moves to each in turn, al-
ternatively demanding, cajoling, or ordering them to renounce
evil and embrace the true god. None respond, and in sorrow he
declares that they cannot be helped. The only way to save their
souls is to put them out of their misery. Each is then slain by a
quick knife to the heart.

Sinker: In reality, the preacher is power-hungry and quite
mad. The people he ‘saves’ by putting to death are mainly those
who have opposed him, spoken out against him, or were other-
wise standing in his way. He has made a pact with a minor de-
mon, and it is that entity which has caused all the odd behavior
and so-called possessions. The preacher has a good thing going
here, and will certainly not appreciate the party's interference.
Initially he will try to discredit them as being in league with evil
forces, but if that fails, he will turn the demon on them.

Suburban Nightmare
Hook: The party is in a bar in the Burbs, resting up before
they continue adventuring.

Line: While minding their own business, the party hears the
faint sounds of a commotion outside. It sounds like screaming,
glass and other things breaking, and muffled gunfire. The sounds
seem to be coming closer when someone runs into the bar
screaming about the Coalition.

Sinker: The Coalition has gotten a tip that D-bee activity
here is on the rise, and that some of the ringleaders are planning
a meeting. This seems a good opportunity to them, and they de-
cide it's time to clean up the burbs. A large number of ISS
Peacekeepers in full riot gear, and supported by Grunts, are as-
sembled to perform a general sweep. They are to apprehend any

87

illegals (mages, D-bees, etc.), shady characters, known crimi-
nals, or anyone else that seems suspicious. Meanwhile, a Special
Forces squad would descend on the supposed meeting place and
take everyone into custody. As it turns out, the meeting place is
the bar the party is in! Regardless of whether the party leaves be-
fore the troopers arrive, or tries to fight their way clear, they are
in for a rough time. If they include any illegals, or have anything
questionable about them, they will be detained if they are caught.
It is possible to elude the troops, but it will not be easy as they
sweep through the whole area.

Refugees

Hook: The party is traveling somewhere west of the Missis-
sippi River.

Line: The party runs across a wagon train which is under at-
tack by bandits. The attackers are not particularly numerous or
powerful, but it is obvious that the people in the wagons are in
trouble. Their defensive fire is sporadic and wild, as if they are
untrained in combat. They won't be able to hold out for long.

Sinker: The wagon train consists of 3 to 6 families who are
traveling east in the hopes of finding a better life. If the party
drives off the bandits, they will ask them to be their escort. The
train has no warriors, and is very vulnerable. They cannot pay,
except in warm meals and good will, and are relying on the kind-
ness of the party. The families’ goal is to make their way to the
nearest Coalition city and apply for entrance.

Treasure Hunt

Christopher Jones

Adventure Overview

The party begins in a small town where they are approached
by a man who offers to sell them information. Rumors have been
circulating for years about a pre-Rifts ship with a cargo of weap-
ons which sunk in the area. He claims to know where it is, and
offers to sell them a map. Before they can collect the map, a
Coalition group kills him and takes it. They learn from his mis-
tress that he had a partner, who can be found on the Missouri
Belle, a riverboat. Also, the map was in code. If the man died be-
fore telling the troopers, they will also have to seek out the part-
ner, who they would have learned about from the notes with the
map.

It will be a simple matter to locate the riverboat and the part-
ner. Initially uncooperative, he will offer the group a deal afier
he learns of the Coalition’s involvement. While on board, the
Coalition party will show up, looking for him.

After eluding the troops, the party will need to get to the
wreck, and equip themselves for the salvage. After a couple of
encounters with local creatures, they will locate the wreckage
and begin recovering the cargo.

Once the cargo is recovered, the Coalition troops reappear.
They have followed the party and will now try to take the cargo.
If the party wins, they will have the cargo to themselves, but
may have problems transporting it, and finding a buyer.






Set-Up

The adventure begins with the party in a small town located
on or near the eastern half of the Missouri River, along the Ne-
braska/lowa border. It would help, but is not essential, if the
party is well-equipped and at least looks to be prosperous.

Part One: A Promise of Riches

The party is engaged in a period of rest and relaxation when
they are approached by a middle-aged man. The man introduces
himself as Gideon Roberts. Mr. Roberts is a man of average
height, with a stocky build, dark hair, and a mustache. He is
wearing clothes which, at one time, were of high quality, but
they, like he, seem to have fallen on hard times. Mr. Roberts can
see that the party is both capable of making use of what he has to
offer, and successful enough to compensate him as befits the in-
formation. In a hushed voice he will make his offer to the party.

For as long as he can remember, there have been rumors
along the Missouri of a sunken treasure. Tales were told of a pre-
Rifts shipwreck containing untold wealth. Of course, most folks
along the river regard that as wishful thinking, a fantasy. Roberts
claims that the stories are true. He has proof that a ship did in-
deed sink in the area of the river, He doesn’t know the exact na-
ture of the cargo, but assumes that it will be worth a substantial
sum, as all pre-Rifts technology is. One thing he does know, is
the location. He also claims to have a map which shows where
the wreck is located. It was his intention to keep this knowledge
to himself until he was in a better position. Then he was planning
to return with the proper equipment and retrieve the cargo. Un-
fortunately, he has fallen on hard times and has no other choice
than to sell the knowledge for whatever he can get. He is offer-
ing the map and his notes to the party.

(Game Master’'s Note: The exact amount asked for is left 1o
you, as you will have a better idea of the party’'s finances.
Roberts believes that this information is very valuable, but he is
desperate. He has already offered the knowledge to others, but
no one believes the stories, and most simply laugh at him.)

If a deal is struck, he will make arrangements for the transfer.
He does not have the information with him, of course. Instead he
asks the party to meet him at his office just after sundown. There
he will hand over the map and notes in exchange for the party’s
offer. If all is agreeable, he will express his appreciation, and
quickly leave.

When the party arrives at the meeting place, it will be obvious
that something is wrong. The office is located on the second
floor and is accessible by a flight of stairs on the side of the
building. From the street the party can see that the lights are on,
and the door has been broken down. The room itself has been
ransacked. Drawers are open, papers are strewn about, and furni-
ture is broken.

Gideon’s body is lying on the floor, his stomach laid open.
From the wound it appears that he fell victim to a vibro-knife.
There is a woman kneeling beside him, sobbing. She is Rachel
Sinclair, Gideon's girlfriend. Recognizing the party as the ones
Gideon was dealing with, she will tell them what she knows. She
was coming to see Gideon before his meeting with them. They
were planning to use the money to leave town together and look
for a better life. When she arrived, she spotted a number of men
descending the stairs. They were hard looking men, and well
armed. She cannot be certain, but she thinks a couple of them
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were wearing Coalition body armor. Frightened for Gideon, she
ran upstairs to find him like this. That was about ten minutes
ago. Since then she has just sat near him, stunned.

(Game Master’s Notes: Gideon’s attempts to sell his map
have attracted the wrong kind of attention. Coalition spies in the
city learned of his claims, and a party was sent to check them
out. They followed him home after his meeting with the party.
They burst in and demanded the map. Gideon tried to resist and
was killed. With him dead, the troopers were forced to search the
room. Knowing the party was on the way, they made quick work
of it. They found the map and notes, and left. In order to avoid
more trouble, they have already left the town. More information
on them can be found in the “Non-Player Characters of Note"
section, below.)

If the party searches the room they will find no sign of the
map or notes. Rachel doesn’t know any of the details in these
items, but she can supply some information. Gideon had a part-
ner years ago, and she thinks he knows about the ship. His name
is Ezekiel Watson, and he can be found on the Missouri Belle, a
riverboat which frequents the area. Also, the map was in some
sort of code Gideon had worked out. He kept the key in his head,
not the notes, so the murderers won’t be able to translate the
map. However, Ezekiel is mentioned in the notes as a partner,
and they may conclude that he can translate the map. One bright
spot, the notes do not say how to find him. In exchange for the
information she has provided, Rachel asks only one thing. She
wants the murderers punished. They will have to hurry if they
are going to reach the Belle first.

Part Two: The Missouri Belle
Background

The Missouri Belle is a classic Mississippi riverboat, (except,
of course, that it rides the Missouri). Typically it limits travel to
the Nebraska/lowa border, but occasional trips down the Platte
River are not uncommon. The boat itself looks like a classical
riverboat, but is constructed of M.D.C. materials to protect it
from D-bees and river pirates (the boat has a total main body of
400 M.D.C,, but it only takes 30 to penetrate the armor). Its only
armaments are two rail guns, one port, one aft,

The Belle was the brainchild of Horatio Fox, who designed it
as a recreational craft. Services it offers include numerous gam-
bling tables (various games), hotel style accommodations, live
shows, or simply a restful river cruise. The boat makes stops all
along the length of its route to pick up or drop off passengers. It
costs 100 credits to board the boat, and an additional twenty
credits per day spent on board after the first. These fees include
lodging and shows, but not food or drinks. Special rates are
available for particularly long stays, and there are a handful of
regulars who actually live on the boat.

M.D.C. weapons and armor are not allowed on board, and se-
cure storage facilities are available if necessary. Likewise, vehi-
cles are not allowed, and most docks will offer storage for these.
Borgs, monstrous D-bees, and similar creatures are generally re-
fused entrance, though exceptions are possible (usually this in-
volves restricting the individual to special quarters). This is done
as a security measure to protect the ship against more powerful
forces. The ship does have a security staff. They should be con-
sidered Deputies (see Rifts: New West, pages 105-106) ranging
from 3rd to 5th level. They wear Bandito body armor and are



armed with Model 1860 Colt .40 revolvers and neural maces,
They also have access to M.D.C. weapons if necessary.

Locating the Missouri Belle should not prove too difficult for
the party. Nearly every settlement along the river keeps regular
logs of it's arrivals and departures. In fact, it passed the town a
couple days ago on it’s southward journey. With adequate trans-
portation (at least good horses), the party should be able to catch
up to it in four days or less. The only way aboard is to buy pas-
sage at it's next port of call, as the Belle never picks up passen-
gers between stops. Entrance passes may be purchased there for
100 credits each. Any additional days must be paid to the stew-
ard aboard ship.

Once aboard, it will take some time to make contact with
Ezekiel. It's a large ship, and there is always a lot of people on
board. The quickest method would be to ask one of the casino
crew members. He is a gambler who resides on the boat, so they
all know him. Even so, it will take at least half a day to track him
down, as he wanders the ship regularly. (For more information
of Ezekiel Watson, see the “Non-Player Characters of Note” sec-
tion, below).

Once they mention Gideon, Ezekiel will take the party aside
and listen 1o their story. At first he is reluctant to deal with them,
as he still hopes to claim the treasure himself one day. After he
hears about Coalition involvement, however, he becomes very
nervous. He fears that the Coalition will get to the wreckage be-
fore he can, robbing him of his opportunity. He asks the party to
meet him again in the morning. He needs the night to think
things over.

In the moming, Ezekiel will meet the party for breakfast.
First, he has disturbing news. It seems that another group of men
is asking around for him. He has managed to avoid them so far,
but it’s only a matter of time before they catch up to him. He be-
lieves they are the ones who killed Gideon. Although he had al-
ready decided to make a deal with the party, the presence of this
new group has convinced him to split the profits with the party,
if they will help him to retrieve the cargo, and protect him in the
process. Ezekiel knows he is in dire straits now, but he will not
settle for less than 40% of the take. If the party will not guaran-
tee him that much, he will go to the others and take his chances
with them.

Assuming the player group agrees, there is much to do.
Ezekiel explains that he has business to deal with before he
leaves, and will be busy all morning. He suggests they depart
during the early evening stop. They all arrive at a small town
where they can get transportation (horses). While Ezekiel is get-
ting his affairs in order, the party is left to their own devices. If
they decide to try and find the newcomers, they can get a de-
scription from Ezekiel before he leaves. Finding them shouldn't
be much of a problem. Most of the passengers are gamblers,
common folk, or the odd adventurer looking for some R and R.
Regardless, all are here to kick back and enjoy. Not these men.
They are hard men with the look of killers. They are not even
trying to relax. From their mannerisms, it is obvious they are
looking for someone, and that they mean business. If the party
tries to keep an eye on them, there is a good chance they will no-
tice (they are highly trained soldiers), and begin to do the same.
If the party attacks them, or in some other way starts trouble
(they will not initiate contact), then the guards will intervene. In
that case, both groups will be confined until they arrive at the
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next port, at which time they will all be expelled from the ship.
Should that happen, the other group take note of the player char-
acter’s identities, appearances, weapons and abilities.

Part Three: To the Wreck

The party is now leaving town with Ezekiel taking the lead.
The wreck is located in the river about a mile south of the ruins
of Sioux City, lowa. Ezekiel says that the best way to reach it
would be to simply follow the river. Also, the town of Dakota
(formerly Dakota City), Nebraska is not far from there, and is
likely to have most of the equipment they will need for the re-
trieval.

The main problem will be navigating the river’s edge. In the
upheaval of the last few centuries, some areas of the shoreline
have degenerated into marshlands. Going around these marshes
will take more time, but going through risks the dangers of vari-
ous marsh creatures. One such marshland is the home of a pair of
Water Serpents. These Serpents normally hunt alone, but the in-
trusion into their marsh will draw the attention of both. They will
attempt to ambush the party by waiting beneath the shallow
walter, then rising to entangle.

Water Serpent - general

(combat stats; for full statistics see Rifts: Coalition Navy,

pages 110-111)

Alignment: Miscreant predator.

Horror Factor: 11

Natural Abilities: Swim 98%, climb 70%/50%, prowl 50%, re-
sistant to cold (half damage), excellent vision, nightvision
400 feet (122 m), keen sense of smell, track by sight 55%,
track by smell 70%. Bio-regenerates 4D6 per 24 hours. Pre-
hensile Tail. Constricting Body: Each constriction is one me-
lee action and inflicts 3D4 M.D., victims are -4 to strike and
parry while entangled.

Combat: Four attacks per round.

Damage: Bite does 4D6 M.D., a tail swat or head butt inflicts
3D6 M.D., goring with horns 4D6 M.D.

Serpent #1

Attributes: 1.Q. 8, M.A. 3, ME, 11,P.S. 22, PP. 19, PE. 17,
P.B. 3, Spd. 45 on land, 90 in water. P.S. and P.E. are super-
natural.

Size: 26 feet (7.9 m) long.

Weight: 320 pounds (144 kg).

M.D.C. by Location:
Horns — 12 each

P.P.E.: 3

Bonuses: +2 on initiative, +5 to strike, +4 to dodge, +3 to entan-
gle, 49 to save vs poisons/toxins and disease, and +5 to save
vs horror factor.

Serpent #2

Attributes: 1.Q. 7, M.A. 2, M.E. 13, P.S. 24, P.P. 16, P.E. 15,
P.B. 5, Spd. 53 on land, 106 in water. P.S. and P.E. are super-
natural.

Size: 23 feet (7 m) long.

Weight: 300 pounds (135 kg).

M.D.C. by Location:
Horns — 12 each
Tail section — 45
Main Body — 78

Tail section — 42
Main Body — 84



P.P.E.: 5

Bonuses: +2 on initiative, +3 to strike, +2 to dodge, +3 to entan-
gle, +8 10 save vs poisons/toxins and disease, and +5 to save
vs horror factor.

Should the party survive the encounter with the serpents,
they will eventually find their way to Dakota. This is a small
town, but as the Missouri is its lifeline, it has everything the
party needs for the salvage. The party will need a boat to get
to the wreckage, one large enough to hold the cargo. They
will also need diving equipment to reach the wreck, underwa-
ter lights to locate it, and rope to pull the cargo to the surface,

Part Four: Diving for Treasure
Background

In the days before the cataclysm, the entire world was in tur-
moil. With chaos breaking out everywhere, properly armed
peacekeepers were essential. Shipments of military arms were
sent to the police forces and national guard units throughout the
American Empire. One such shipment was sent along the Mis-
souri in a small hauler when the cataclysm hit. The hauler was
damaged and sank to the bottom. In the years since then, the silt
carried by the Missouri has nearly covered the ship, helping to
mask its presence. Currently, only small sections of the deck re-
main uncovered.

(Game Master’s Notes: Suggestions for the cargo are in-
cluded in the section marked “The Cargo” below. Game Masters
should feel free to make any changes they wish.)

Once all the equipment is procured, the party can begin the
hunt for the wreck. Ezekiel recognizes the area, but it has been
years since he and Gideon found the wreck. Finding it again will
still take some searching. Ezekiel is an accomplished S.C.U.B.A.
diver, and will lead the search. He is counting on the party to
protect him from any marine threats.

It will take 1D6x10 minutes to locate the wreck, even with
Ezekiel’s guidance. Most of it is covered in silt, but the outline
of a cargo hatch is visible. The hatch will need to be cleared of
silt, but even then it has rusted shut, and will take some work to
open. Anyone with a P.S. of 25 or greater can attempt to open it
by brute force, succeeding on a roll of 01% to 65%. Failure
means the crank has broken off, and the hatch will need to be cut
or blown open. In either case, the hatch has 25 M.D.C,

Once the hatch is open, the party can enter the cargo hold. In-
side are thirty large cargo boxes. The boxes are constructed of a
high-density plastic, and have remained sealed and in good con-
dition for all these years. The crates are all identical in size,
measuring six feet wide, four feet high, and four feet deep. Their
weight varies from 250 to 400 Ibs. The time it takes to unload all
of the crates depends on a number of factors including the
number of workers, and the method by which they will be raised
(i.e. pulling them up by rope will be much slower than having
someone with power armor or supernatural strength bring them
up). The extent of the party’s activity might also be affected by
how much air they have in their tanks (a typical tank has 2 hours
of oxygen).

Sometime during all this activity, the party is in for a rude
surprise, An Ukt Water Serpent resides in the area, and the
party’s actions have drawn its attention. It will wait for an oppor-
tunity when the party is most vulnerable, or when a member is
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isolated, and then it will attack. The Serpent will not fight to the
death, and if the battle turns against it, it will attempt to flee.

Ukt Water Serpent

(combat stats; for full stats, see Rifts: Spirit West, page 125-126)

Alignment: Miscreant

Attributes: 1.Q. 13, M.E. 14, M.A. 11, P.S. 27, P.P. 16, P.E. 11,
P.B. 3, Spd. 16 on land, 135 in water. All physical attributes
are supernatural,

Size: 12 feet (3.7 m) tall, overall length is 80 feet long (24.4 m).

Weight: 1.5 tons

P.P.E.: 210

M.D.C.: 530

Horror Factor: 15

Level of Experience: 7th level.

Skills of Note: Prowl 55%, Intelligence 56%, Tracking 55%.

Natural Abilities: Breathe underwater and on dry land, nightvi-
sion 1000 feet (305 m), infrared vision and thermal vision to
see through muddy water and smoke, sonar-like echo loca-
tion, track by smell 60%, impervious to cold and disease, and
bio-regenerates 3D6 per melee round.

Coiling Body: Can entangle on a natural roll of 17-20, and
can use constriction to crush (5D6 M.D. per constriction) or
strangle its ensnared prey (each constriction counts as one
melee attack). A P.S. of 30 is required 1o pry a captive free.

Prehensile Tail: Can be used like a snaking tentacle to
grab, ensnare, strangle, or strike like a whip (full P.S. dam-
age).

Venomous Bite: The bite alone does 4D6 M.D., but the
fangs can release at will (as often as once per melee round), a
powerful venom that does 1D6x10 damage (half if a save vs.
lethal poison is made). This poison is so lethal it will affect
dragons and supernatural beings, and kill most mortals (un-
protected by body armor) instantly. The venom can be con-
sidered a magic potion. Only other Ukt, Uktena, and the
Animal Shaman are immune o it.

Psionics: Alter Aura, Astral Projection, Mind Block, Object
Read, Presence Sense, See Aura, See the Invisible, Sixth
Sense, Telekinesis, Telepathy, Electrokinesis, Mentally Pos-
sess Others, Mind Bolt.

LS.P.: 114

Magic: All water elemental spells levels from 1-5.

Combat: Six physical or psionic attacks per melee, two by
magic.

Damage: Bite - 4D6, Talons - 4D6.

Bonuses: +3 on initiative, +3 to strike, +3 to parry, +2 to dodge,
+2 to roll with impact, +2 to pull punch, +2 to save vs. magic,
+6 to save vs. poison and drugs, and +4 to save vs. horror fac-
tor.,

Part Five: Caught

Just as the party finishes unloading the cargo, Coalition
troops show up. The CS soldiers have successfully trailed the
group (o their current location and have waited until they resur-
faced rather than confront them immediately. Engrossed in their
preparations, the party doesn’t notice they are being watched un-
til it’s too late,

Once the party began unloading the cargo cases, the soldiers
knew they had gotten lucky. Not only had they led them to the
wreck, but they were unloading it for them! They prepared them-



selves for combat, and then seitled down to wait. There was no
sense in attacking the party before they finished the job. Now
that it’s over, the troopers have come to claim their prize.

The Coalition party consists of various types of elite troops,
so they are all well-trained, highly disciplined soldiers. Their
plan is to ambush the party, and they will choose the most op-
portune moment to do so. Any party members who had robot ve-
hicles or power armor, and left it untended while they worked,
will find it disabled (not destroyed, the troopers want to confis-
cate it after the battle). If there is sufficient cover, the troopers
will attempt to sneak up on the party, surround them, and take
them prisoner. If not, or if the party contains obviously powerful
beings (dragon hatchlings, for example), they will instead snipe
at them from distant cover. If possible, they will try to set them
up in a crossfire.

The main goal of the troopers is o secure the cargo. If the
party flees, but leaves the crates, they may choose not to pursue
them. Once they have the cargo, they will set up a defensive pe-
rimeter, and radio for a transport. A Death’s Head, escoried by
two SAMAS, will arrive in about two hours. Two squads (six-
teen soldiers) will deploy from the transport. Half will take up
guard positions while the others load the transport. If the party
had surrendered, they will be secured and loaded first.

If the battle goes poorly for the Coalition troops, they will at-
tempt to retreat. Whether they are able 1o withdraw or not, they
will certainly try to call reinforcements. In that case, a squad of
four SAMAS will arrive in about an hour. If the party is still in
position, the Coalition forces will make another attempt. If
beaten again, they will call in an overwhelming force. Unless the
party can wipe out the troopers early, their only hope is to leave
without the cargo or take what little they can carry.

Closing

Assuming the party either wins the battle, or escapes with the
cargo, they will need to decide how to handle it. Selling it a little
at a time, in small bits, shouldn’t prove much trouble, but trying
to sell it all at once might be more difficult. There are no towns
in the immediate area with a large enough economy to absorb the
entire cargo. It is possible to reach black market contacts in some
of the towns nearby. They are willing to deal, but it would be at
least a week before they could arrange for payment and pickup.
If the party has the capability to transport the cargo, and the will-
ingness to risk keeping it for a little longer, there are a few pow-
ers in the area they could deal with. Tolkeen would be an
obvious choice, as it is relatively nearby, and certainly wouldn't
turn down the chance to get pre-Rifts weaponry. A somewhat
easier, but less lucrative, possibility would be the 1st Apocalyp-
tic Cavalry. Their base in central Nebraska would be easier to
reach, but they don’t have the kind of cash needed to pay a fair
price. They could, instead, make a respectable offer in trade
goods, though it would still be only a fraction of the weapons’
real worth.

There are, of course, endless possibilities for selling, or keep-
ing, the weapons. Game Masters are cautioned that should the
party manage lo retrieve the entire cargo, they will have a great
amount of weaponry, or money should they find a buyer. This
could have a powerful impact on your campaign, and should be
handled with care.
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The Cargo

The ships cargo consists entirely of military weapons and ar-
mor which was bound for various police forces. Energy pistols,
energy rifles, and body armor are included, as are stun and gas
grenades (use statistics for Coalition grenades). These were not
front-line weapons, but those used by military police and troops
which were occupying captured areas. To suit these special
needs, the weapons had two settings, one S.D.C. setting, and one
mega-damage setting.

The cargo is packed in high density, plastic cargo crates. The
crates are air tight, and normally would have remained intact,
protecting their contents. If you do not want the party to have all
of the cargo, then you can decide that some of the crates were
damaged. None of the equipment in these damaged boxes is us-
able. Exactly how much equipment is in these crates is left to the
game master, but here are some suggestions. Each crate could
contain: 50 pistols, or 20 rifles, or six suits of armor, or ammuni-
tion (100 e-clips, 50 gas grenades, and 50 stun grenades). After
so long, the e-clips will be half drained, and half of the grenades
will no longer function.

Laser Pistol

Weight: 3 Ibs (1.35 kg)

Damage: Setting One: 6D6 S.D.C., Setting Two: 3D6 M.D.
Rate of Fire: Standard

Maximum Effective Range: 1000 feet (305 m)

Payload: 20 shots per clip

Black Market Value: 22,000 credits

Laser Rifle

Weight: 61bs (2.7 kg)

Damage: Setting One: 1D6x10 S.D.C., Setting Two: 6D6 M.D.
Rate of Fire: Standard

Maximum Effective Range: 2000 feet (610 m)
Payload: 20 shots per clip

Black Market Value: 45,000 credits

Body Armor

Manufacturer: Old American Empire,

Type: Medium, environmental body armor.

Size: Human equivalent.

Weight: 10 Ibs (4.5 kg).

Mobility: Excellent mobility, no movement penalty.
M.D.C. by Location:

Head- 30

Arms- 30

Legs- 50

Main Body- 65

Black Market Value: 42,000 credits.

Non-Player Characters of Note

Ezekiel Watson

Ezekiel Watson's best days are behind him, and he knows it.
In his youth he was an enthusiastic explorer and treasure hunter,
It was during this period that he and Gideon Roberts (his partner
and friend) discovered the wreck. At the time, both were penni-
less wanderers. They realized that the salvage would require
more wealth than either had. Reluctant to involve any other part-



ners, they agreed to return when they had amassed enough
money for the needed equipment.

As it turns out, that day never came. Over the years, Ezekiel
had all but forgotten about the wreck. He lived on the Missouri
Belle, making his way as a gambler. His skills were enough to
keep him in booze, and pay his keep, but never allowed him to
make his fortune. He remained on the Belle because he was
known and liked there, and he had nowhere else to go.

Ezekiel is not your average saloon bum. He does drink regu-
larly, but rarely 10 excess, and he is not an alcoholic. He is best
described as world-weary, and he used the Belle as something of
a hiding place. He is a polite, cultured, well-spoken man who
had simply fallen on hard times.

Real Name: Ezekiel Watson

Species: Human

Alignment: Unprincipled

S.D.C./Hit Points: 15/33

M.D.C.: By body armor only (none).

Age: 52

Height: 5" 7" (1.7 m).

Weight: 154 pounds (69.3 kg)

Attributes: 1.Q. 14, M.E. 10, M.A. 15,P.S. 10, P.P. 13, P.E.

13, P.B. 15, Spd. 9.

Disposition: In familiar situations, Ezekiel is friendly, talkative,
and good-natured. He puts on a convincing show of confi-
dence and charm. At other times, he is a scared and insecure
old man.

Experience Level: 6th level Saloon Bum.

Skills of Note: Cardsharp 58%, dance 75%, disguise 25%, es-
cape artist 30%, first aid 45%, fishing 55%, horsemanship:
general 65%, interrogation 50%, language: american 98%,
language: spanish 95%, literacy: american 65%, mathematics:
advanced 80%, mathematics: basic 85%, palming 45%, pick
pockets 50%, prowl 40%, radio: basic 85%, sewing 55%, sing
70%, streetwise 60%, surveillance systems 65%, wilderness
survival 55%, W.P. energy pistol, W.P. energy rifle, W.P. re-
volver.

Combat Skills: Hand 10 Hand: Basic.

Number of Attacks: Two attacks per melee.

Bonuses: +2 to pull/roll with punch/fall/impact, +2 to parry and
dodge, +1 to strike, kick attack does |D6 damage, critical
strike on an unmodified roll of 19 or 20.

Magic Knowledge: None, P.P.E.: 10.

Psionic Knowledge: None, ISP: n/a.

Weapons and Equipment: Wilk's-Remi 130 Six Shooter,
Wilk's-Remi 104 Derringer, 1863 Remington .45 revolver,
knife, or other equipment as standard for a Saloon Bum.

Armor: None

Cybernetics: None

Description: Ezekiel is a distinguished and handsome man who
looks to be in his early to mid- fifties. His hair was once dark,
but is now almost completely gray. He is always dressed in
good quality, western style clothes.

Money: 2200 in credits.
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The Coalition Team

When their spies reported Gideon Roberts’ claims, thr Coali-
tion commanders weren’t sure how to deal with it. There was a
great probability that the supposed wreck didn’t actually exist,
and it was all a scam. On the other hand, if it was real, they could
not afford to let it fall into anyone else’s hands. They decided to
send a team in to find out, and to retrieve it if the story proved
lrue.

Major Benford, a veteran of many retrieval missions of all
kinds, was called in. His orders were to assemble a team, and in-
vestigate. If the wreck did exist, he was to secure the cargo. As
time was essential, and the situation fluid, he would have to as-
semble his team quickly, and with an eye for versatility. In the
end he chose two commandos, two special forces soldiers, and
Iwo nautical specialists. All were veterans, and most had worked
with him before, though never together. Additionally, a ranger
who was familiar with the area was called in from the field to act
as their guide.

Overall, Benford's team is highly competent, and very profes-
sional. All veterans, they are intimately familiar with the rigors
of the field. As they are all members of elite units, they are also
used to working without a net. Because they are working on the
borders of Coalition territory, much of their equipment is non-
standard.

Major Garrett Benford

Garrett Benford is something of an enigma to both his troops,
and his superiors. A cunning soldier, he is an accomplished
leader, and has earned a reputation for getting difficult jobs
done. He is well-versed in the art of war, and is willing to do
anything, no matter how distasteful, to achieve his assigned ob-
jectives. For all this, Benford is a reluctant soldier. He is a firm
patriot, and his pride in his homeland prompted him to join the
service, bul warfare does not make him happy. He finds killing
distasteful, and avoids it whenever possible. He will not hesitate,
however, should it prove necessary.

His superiors took note of his temperament, and while he
never faltered in his duty, or failed to carry out an assignment,
they were concerned. A few began to look for a way to have him
transferred. He was too good a soldier to lose, but his increasing
melancholy had to be dealt with. Then they found the solution.
Benford’s duties were changed to search and rescue, and there he
flourished.

As a search and rescue commander, Major Benford’s duties
include, but are not limited to: general search and rescue, hostage
liberation, small scale disaster relief (such as downed military
aircraft, sinking naval vessels, etc.), and in some cases less sa-
vory actions, such as political kidnapping. Locating lost items
(such as this shipwreck), is not a normal part of his duties, but
neither is it an uncommon occurrence.

Major Benford leads his teams with two main goals: accom-
plish the mission, and bring as many boys back as possible. Un-
like many Coalition officers, he has a genuine affection for the
men who follow him. This has endeared him to his troops, and
they work all the harder to please him.

Alignment: Unprincipled
S.D.C./Hit Points: 33/38
M.D.C.: By body armor only (200).



Age: 32
Height: 5’ 11” (1.8 m)
Weight: 175 pounds (78.8 kg).

Attributes: 1.Q. 14, M.E. 12, M.A. 13, P.S. 15, P.P. 16, P.E. 16,
P.B. 12, Spd. 21.

Disposition: Somewhat aloof, Garret Benford is uncomfortable
dealing with people unless it is in an official capacity. The
only exception is his men. Although not particularly social, he
treats them with respect and appreciation. He 1akes his role as
commander very seriously, realizing that they have put their
lives in his hands. He does his best to see that their trust is not
misplaced. He dislikes gratuitous violence, and unnecessary
death, and is grateful for his current assignment.

Experience Level: 6th level Military Specialist.

Skills of Note: Camouflage 60%, climbing 65%, computer op-
eration 70%, demolitions 75%, demolitions disposal 75%, de-
tect ambush 65%, detect concealment 60%, disguise 40%,
electronics: basic 30%, intelligence 62%, literacy 65%,
mathematics: advanced 70%, navigation 70%, parachuting
65%, paramedic 65%, pick locks 65%, pilot: automobile
70%, pilot: hovercraft 85%, prowl 55%, radio: basic 80%, ra-
dio: scramblers 35%, read sensory equipment 70%, robot
combat: elite, running, S.C.U.B.A. 60%, sniper, swimming
75%, tracking 60%, trap/mine detection 60%, weapon sys-
tems 75%, wilderness survival 65%, W.P. automalic pistol,
W.P. energy pistol, W.P. energy rifle, W.P. knife.

Combat Skills: Hand to Hand: Expert.

Number of Attacks: Three attacks per melee.

Bonuses: +2 to pull/roll with punch, fall, or impact, +3 to parry
and dodge, +2 to strike, kick attack does 1D6 damage, critical
strike on an unmodified roll of 18, 19, or 20,

Magic Knowledge: None, P.P.E.: 9.

Psionic Knowledge: None, L.S.P: n/a.

Weapons and Equipment: CP-30 Laser Pulse Pistol, vibro-
knife, .45 automatic pistol, other equipment as standard for a
Military Specialist.

Armor: CA-6EX Armor (200 M.D.C.).

Cybernetics: Gyro Compass, Amplified Hearing.

Description: Major Benford is a well-built man in his early thir-
ties. He has brown hair, kept short, and brown eyes. Unless
carrying out an assignment, he appears sheepish and a little
shy. When on duty, however, he exudes confidence and deter-
mination,

Money: 3500 in credits.

Whisper

Aidan Landers grew up on his father’s farm in the eastern part
of what was once Iowa, and dreamed of joining the military. He
was impressed by their confidence, their shiny armor and power-
ful weapons, and the power they radiated. As soon as he was old
enough, he signed up. It was not long after, when he was sent to
the nearest city for training, that his problems began.

As it turned out, Aidan discovered that he had an uncon-
trollable fear of cities. He simply could not deal with the masses
of people, the close buildings, and their general claustrophobic
nature. The mere thought was enough to start him trembling. His
superiors were at a loss. Initial testing had shown Aidan to be in-
telligent and resourceful, and they had high hopes for him. Given
his knowledge of the wilderness, they thought they found the so-

lution. He was sent to a remote training facility. There he would
learn the art of the ranger.

Aidan took to the new training instantly, and excelled. He is
perfectly at home in the wilderness, and prefers it to civilization.
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When he finished his training, he was assigned to a group of
rangers in the former state of Nebraska. For six months things
went well, and he honed his new skills. Then disaster struck.
While he was out hunting, his squad was ambushed and wiped
out by a group of anti-Coalition marauders.

When he called in reporting the massacre, he was ordered to
track the killers, and keep an eye on them. When he found them,
a squad would be sent in to deal with them. That’s not quite how
it worked out though. When the SAMAS patrol showed up, they
found him sleeping in the middle of the outlaws’ camp. While
waiting for them, he had begun picking off the marauders one by
one. By the time they arrived, all were dead.

Since then he has been alone in the field almost continuously,
providing the Coalition with reconnaissance data from through-
out Nebraska. He only checks in personally on rare occasions,
and he never stays for more than a day or two. He has been alone
in the wilderness so long that he has begun to go by the name
“Whisper,” which is what he is called there. In certain circum-
stances, he is called in to work with teams going into his normal
haunts. This is how he ended up with Major Benford.

Whisper has a rank of 2nd lieutenant, but rarely worries about
such things as rank (unless assigned to another group, as now).
Most of the time he can’t even remember what his rank is.

Real Name: Aidan Landers (Lieutenant)

Alignment: Anarchist

S.D.C./Hit Points: 30/34

M.D.C.: By body armor only (75+28).

Age: 28

Height: 5' 8" (1.7 m).

Weight: 160 pounds (72 kg).

Attributes: 1.Q. 15, M.E. 11, M.A. 9, P.S. 14, P.P. 17, P.E. 15,
P.B. 15, Spd. 28.

Disposition: Whisper prefers the wilderness, and dislikes civili-
zation, to the point that he cannot even enter a city. He prefers
to work alone, and is aloof if with a group. He has supreme
confidence in his own skills, almost to the point of arrogance.

Experience Level: 5th level Ranger.

Skills of Note: Athletics, camouflage 55%, climb 75%, cook
65(+5)%, detect ambush 60%, first aid 65%, fishing 70%,
horsemanship 70%, hunting, identify plants 65%, intelligence
53%, land navigation 72%, language: American 98%, lan-
guage: Spanish 98%, literacy: American 40%, mathematics:
basic 65%, preserve food 60%, prowl 62%, radio: basic 75%,
read sensory equipment 40%, running, sewing 70%, swim-
ming 70%, track animals 55%, tracking 60%, trap construc-
tion 50%, trap/mine detection 50%, W.P. energy pistol, W.P.
energy rifle, W.P. revolver, wilderness survival 75%.

Combat Skills: Hand to Hand: Basic.

Number of Attacks: Three attacks per melee.

Bonuses: +3 to pull/roll with punch, fall, or impact, +4 to parry
and dodge, +2 1o strike, kick attack does 1D6 damage.

Magic Knowledge: None, P.P.E.: 6.

Psionic Knowledge: None, LS.P: n/a.

Weapons and Equipment: Wilk’s 227 Pulse Pistol, Wilk’s-
Remi 157 “Judgement Day,” vibro-knife, 1863 Reminglon
.45 revolver, other equipment as standard for a Ranger.

Armor: Branaghan and overcoat (75+28 M.D.C.).

Cybernetics: None.

Description: Whisper is a ruggedly handsome man in his late
20s. He has long, sandy hair, green eyes, and a five o’clock
shadow. He is thin, with wiry muscles. Because he spends all
of his time outside the Coalition States, all of his equipment
and clothes are from other manufacturers.

Money: 1500 in credits and trade goods.

2nd Lieutenant Lawrence Grisham

When Larry Grisham was a child, he used to listen to the
propaganda speeches decrying those who used magic, and he
used to wonder what it would be like. He would dream of calling
down storms or throwing fire from his hands. The speeches said
that magic was evil, but he resolved to become a mage when he
grew up.

Larry’s dream died when he was twelve. His family’s farm
was attacked by raiders from the Federation of Magic. He
watched in horror as the powers he had dreamed about were
turned against his defenseless family. When the Coalition rescue
team arrived they found Larry badly burned, but alive. He was
the only survivor.

In the hospital, and later in the orphanage, Larry again heard
the speeches, but this time he believed them. He no longer
dreamed of magic, now he dreamed of stamping it out. He joined
the army as soon as possible, qualifying for the special forces.
Since then he has spent most of his time raiding in the Federa-
tion of Magic. Recently his commanders feared that it was gel-
ling too personal. They gave him a temporary transfer to the
lowa frontier. He wasn’t happy with the situation, but he is a
good soldier and did not question the orders.

Alignment: Aberrant

S.D.C./Hit Points: 40 /33

M.D.C.: By body armor only (100).

Age: 30

Height: 6’ (1.8 m).

Weight: 185 pounds (83.3 kg).

Attributes: 1.Q. 12, M.E. 15, M.A. 11, P.S. 15, P.P. 14, P.E.
18, P.B. 11, Spd. 20.

Disposition: In most things, Larry is well-adjusted. He is a good,
loyal friend, a patriot, a dependable soldier. He does have a
burning hatred of all things magical, but he doesn't let it
cloud his judgement. In training he learned that a clear mind
was a soldier’s best friend, something he truly believes. Still,
given the opportunity, he will do everything in his power to
destroy magic and those who use it.

Experience Level: 4th level Commando.

Skills of Note: Camouflage 50%, climbing 55%, detect ambush
60%, intelligence 54%, land navigation 58%, language:
American 85%, language: Spanish 85%, math: basic 80%,
parachuting 75%, pilot: robot and power armor 74%, prow!
55%, radio: basic 75%, radio: scrambler 60%, recognize
weapon quality 52%, running, sniper, swimming 65%, track-
ing 55%, trap construction 46%, trap/mine detection 50%,
wilderness survival 60%, W.P. automatic pistol, W.P. energy
pistol, W.P. energy rifle, W.P. heavy energy weapon.

Combat Skills: Hand to Hand: Commando.

Number of Attacks: Three attacks per melee.

Bonuses: +6% save vs. coma/death, +2 save vs. poison/magic,
+2 save vs. horror factor, +1 on initiative, +1 to sirike, +2 to
parry and dodge, +3 to roll with punch/fall/impact, +3 to pull



punch, +1 to automatic body flip, paired weapons, body
flip/throw, body block/tackle, backward sweep kick, disarm,
karate kick attack does 2D6 damage.

Magic Knowledge: None, P.P.E.: 4.

Psionie Knowledge: None, ISP: n/a.

Weapons and Equipment: C-20 Laser Pistol, CP-40 Pulse La-
ser Rifle, vibro-knife, 9 mm automatic, other equipment as
standard for a Commando.

Armor: CA-4 Standard “Dead Boy™ Armor (100).

Cybernetics: None.

Description: Lawrence is a large man with dark skin, black hair
and brown eyes. He has large burn scars all over his body, in-
cluding his right cheek.

Money: 1100 in credits.

Sergeant 1st Class Olivar “Olly” McKabe

Olivar McKabe grew up in Chi-Town where he was exposed
to the full-force of the Coalition propaganda machine. Although
he could never bring himself to hate non-humans with the pas-
sion that was expected, he did grow to love his nation. When he
was old enough he enlisted and his loyalty, bravery, and physical
skills, qualified him for the Commandos.

A simple man, Olivar isn’t given to deep thinking or philo-
sophical debates. To him life is a matter of obeying orders, being
happy, and respecting others. He has made many friends among
the commandos and the other services, and is always quick with
a smile or a kind remark. He is well liked by almost everyone,
and most of his companions would lay down their life for him
(not that he would ever expect them to).

Given his size and his knowledge of heavy weapons, Olivar is
usually assigned support duty within a squad, and this mission is
no exception.

Alignment: Unprincipled

S.D.C./Hit Points: 54 /30

M.D.C.: By body armor only (100).

Age: 26

Height: 6’ 2" (1.9 m).

Weight: 210 pounds (94.5 kg).

Attributes: 1.Q. 11, M.E. 14, M.A. 16, P.S. 19, P.P. 12, P.E. 20,
P.B. 13, Spd. 20.

Disposition: In combat, or on duty, Olly is serious, profes-
sional, dependable, and capable. He is a consummate soldier,
loyal 1o his companions, and willing to lay down his life for
his squad, his friends, and his country. When not on duty, he
is good-natured and happy, always laughing, joking, and en-
joying life (he is sometimes known as Jolly Olly). He has no
particular hatred for outsiders or d-bees, but he believes in the
basic principles of the Coalition (the preservation of human-
kind), and is proud to serve.

Experience Level: 3rd level Commando.

Skills of Note: Camouflage 35%, climbing 50%, demolitions
76%, demolitions disposal 76%, intelligence 50%, land navi-
gation 54%, language: american 80%, language: spanish
80%, mathematics: basic 75%, parachuting 70%, pilot: robot
and power armor 70%, prowl 50%, radio: basic 70%, radio:
scrambler 55%, recognize weapon quality 47%, running,
swimming 60%, tracking 50%, wilderness survival 55%,
W.P. automatic pistol, W.P. energy pistol, W.P. energy rifle,
W.P. heavy energy weapon.
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Combat Skills: Hand to Hand: Commando.

Number of Attacks: Four attacks per melee.

Bonuses: +2 hand to hand damage, +10% save vs. coma/death,
+3 save vs. poison/magic, +2 saves vs, horror factor, +1 on
initiative, +1 to strike, +2 to parry and dodge, +3 to roll with
punch/fall/impact, +3 to pull punch, +| to automatic body
flip, paired weapons, body flip/throw, body block/tackle,
backward sweep kick, disarm.

Magic Knowledge: None, P.P.E.: 5.

Psionic Knowledge: None, LS.P: n/a.

Weapons and Equipment: C-18 Laser Pistol, C-29 Heavy
Plasma Cannon, vibro-knife, 9 mm automatic, other equip-
ment as standard for a Commando.

Armor: CA-4 Standard “Dead Boy” Armor (100 M.D.C.).

Cybernetics: None, and will avoid them if possible.

Description: Olivar is a large bear of a man with an easy smile,
and laughing eyes. He keeps his head shaved, and his uniform
clean and tidy.

Money: 900 in credits.

Lieutenant (jg) Ben Jackson

Ben grew up on the shores of Lake Michigan, the son of a
fisherman. He learned to swim when a young child, and has been
at home in the water ever since. When he reached maturity, his
father pushed him to join the military in the hopes that he could
make a better life than his parents could make for him. Ben
wasn't thrilled with the idea, himself. He had no desire to hurt
others. Even though he agreed with the majority of Coalition
doctrine, he found parts (such as the wholesale extermination of
others) to be draconian. Still, he had great love and respect for
his father, and joined up.

Initially he was placed in the infantry, but in time his exper-
tise in the water earned him a berth in the newly created Navy.
Always at home in the water, he was overjoyed at the transfer.
He had been miserable as a ground pounder, but now he found a
new enthusiasm. He has excelled in the Navy, and is one of their
rising stars.

Alignment: Scrupulous

S.D.C./Hit Points: 42 /35

M.D.C.: By body armor only (100).

Age: 26

Height: 5’ 4” (1.6 m).

Weight: 145 pounds (65 kg).

Attributes: 1.Q. 14, M.E. 12, M.A. 15, P.S. 18, P.P. 13, P.E. 18,
P.B. 12, Spd. 17.

Disposition: At most times, Ben is a good-natured, happy man.
He dislikes killing, however, except in self-defense, and after
most such missions he falls into a melancholy state for a day
or two. During the mission, however, he is all business. He
quickly learned that distraction equals death. Ben is most at
home in the water, and even when off duty he can be found
there. He loves his country, but he does have some reserva-
tions about its policies. In his mind though, it is not his place
to question them,

Experience Level: 4th level Nautical Commando Specialist.

Skills of Note: Athletics, basic electronics 50%, boat building
45%, body building, camouflage 55%, climbing 65%, demo-
litions 84%, detect ambush 60%, escape artist 55%, first aid
70%, intelligence 54%, land navigation 48%, language:
American 98%, literacy: American 60%, mathematics: basic



80%, parachuting 65%, pilot: motorboats and hydrofoils 85%,
pilot: warships/patrol boats 67%, prowl 45%, radio: basic
75%, radio: scramblers 60%, read sensory equipment 55%,
robot combat elite: SAMAS and sea SAMAS, S.C.UB.A.
80%, swimming 85%, undersea demolitions 75%, underwater
navigation 46%, weapon systems 70%, wilderness survival
58%, W.P. automatic pistol, W.P. energy pistol, W.P. energy
rifle.

Combat Skills: Hand to Hand: Martial Arts.

Number of Attacks: Four attacks per melee.

Bonuses: +3 lo initiative, +7 to pull punch, +6 to roll with
punch/fall/impact, +4 to parry and dodge, +2 to strike, +2 10
save vs. horror factor, +6% save vs. coma/death, +2 save vs.
poison/magic, +3 hand to hand damage, karate-type kick does
1D8 damage.

Magic Knowledge: None, P.P.E.: 7.

Psionic Knowledge: None, L.S.P: n/a.

Weapons and Equipment: C-20 Laser Pistol, C-12 Heavy As-
sault Laser Rifle, vibro-knife, .45 automatic, other equipment
as standard for a Nautical Commando.

Armor: CA-7 Mk2 Nautical Commando Armor (100 M.D.C.).

Cybernetics: Underwater lung, clock calendar, gyro-compass,
toxic filter.

Description: Ben is a small man with red hair and green eyes.
He is well-muscled, which on his frame makes him look al-
most squat.

Money: 1200 in credits.

Petty Officer First Class Nicholas Sellen

Nicholas Sellen is a coward. He has achieved his current posi-
tion largely by riding on the success of others. He has been a
member of a number of successful teams, so, while he actually
contributed little, he benefited from the team’s accomplishments.
Most of his teammates regard him as unreliable, however, and he
has been transferred numerous times.

Nicholas grew up in a privileged family, and had everything
handed to him. He joined the military as a means to power, and
never gave much thought to how much work was involved. It
was his family's connections which secured his place in the nau-
tical commandos. Left to his own devices, he would certainly
have been a grunt.

He hates Ben Jackson with a passion. The two have worked
together for nearly a year now, and Nicholas is very jealous.
Jackson is everything he wants to be, successful, confident, ad-
mired. Nicholas feels he is playing second fiddle, and plans to
change that. He hopes an opportunity will present itself which
will allow him to do away with Jackson. So far, Ben's vigilance,
and Sellen’s lack of confidence, have prevented this. Although
he plans 10 eliminate Jackson, he must do so without witnesses,
and he will not jeopardize the mission,

Alignment: Diabolic

S.D.C./Hit Points: 68 /23.

M.D.C.: By body armor only (100).

Age: 25

Height: 6’ 1” (1.9 m).

Weight: 190 pounds (85.5 kg).

Attributes: 1.Q. I3, M.E. 12, M.A. 14, P.S. 17,P.P. 14, P.E. 13,
P.B. 15, Spd. 14.

Disposition: Nicholas is petty, spiteful, and thoroughly unpleas-
ant. He is hatefully jealous of anyone who performs better
than he, and he is ruthless in trying to discredit them. Com-
pletely egocentric, he cares about no one, and nothing, except
himself,

Experience Level: 3rd level Nautical Commando Specialist.

Skills of Note: Athletics, basic mechanics 50%, boat building
40%, body building, camouflage 40%, climbing 60%, demo-
litions 81%, detect ambush 55%, first aid 65%, intelligence
50%, land navigation 44%, language: American 98%, liter-
acy: American 55%, mathematics: basic 75%, parachuting
60%, pilot: motorboats and hydrofoils 80%, pilot: war-
ships/patrol boats 62%, prowl 40%, radio: basic 70%, radio:
scramblers 55%, read sensory equipment 50%, robot combat
elite: SAMAS and sea SAMAS, S.C.U.B.A. 75%, swimming
80%, undersea demolitions 74%, underwater navigation 42%,
weapon systems 65%, wilderness survival 53%, W.P. energy
pistol, W.P. energy rifle, W.P. heavy energy weapon, W.P.
revolver.

Combat Skills: Hand to Hand: Martial Arts.

Number of Attacks: Three attacks per melee.

Bonuses: +2 to initiative, +7 to pull punch, +6 to roll with
punch/fall/impact, +4 to parry and dodge, +2 to strike, +2 to
save vs., horror factor, +2 hand to hand damage, karate-type
kick does 1D8 damage.

Magic Knowledge: None, P.P.E.: 4.

Psionic Knowledge: None, L.S.P: n/a.

Weapons and Equipment: C-18 Laser Pistol, C-27 Plasma
Cannon, vibro-knife, .357 magnum, other equipment as
standard for a Nautical Commando.

Armor: CA-7 Mk2 Nautical Commando Armor (100 M.D.C.).

Cybernetics: Underwater lung, clock calendar, gyro-compass,
universal headjack and ear implant.

Description: Nicholas is a large man with blond hair and blue
eyes. He is handsome, though not as much as he likes to
think. He dresses in fine, although often outlandish, formal at-
tire, and carries himself in an aristocratic, foppish way.

Money: 1600 in credits.

Command Sergeant Major Thomas James

If there were any such thing as a “standard” special forces
trooper, Thomas James would be it. He grew up in Chi-Town,
the son of a military man. It was expected that he would join the
service when he reached his majority, and that is exactly what he
did. Having been immersed in military tradition for his entire
life, it was no surprise that he applied for, and was accepted by,
the special forces.

Thomas has always excelled, both as a solider, and as a pa-
triot. He wholeheartedly believes in the ideals of the Coalition
States, and would gladly give his life defending them. He re-
gards military service as the highest calling, and hopes one day
to work his way up the ranks, where he can make an even bigger
difference.

His fanatical nature makes some of his compatriots uneasy.
Even the most innocent remark questioning official doctrine
could result in a tongue-lashing. A number of soldiers have been
placed on report for complaining about orders, and Thomas is
suspected of turning them in. In fact, he does have the ear of cer-
tain higher officers (friends of his father) and he does report
those he deems less than fully loyal.



Alignment: Aberrant

S.D.C./Hit Points: 35/30

M.D.C.: By body armor only (60).

Age: 28

Height: 5’ 10” (1.8 m).

Weight: 175 pounds (78.8 kg).

Attributes: 1.Q. 15, M.E. 14, M.A. 12, P.S. 17, P.P. 14, P.E. 16,
P.B. 14, Spd 18.

Disposition: Thomas believes in the policies of the Coalition
States, and defends them whenever possible. As his duties in
the special forces often force him to deal with outsiders, he
has become adept at hiding his feelings. In fact, unless with
close friends or family, he rarely shows emotion. He has a
reputation as a cold fish. Despite appearances, he is passion-
ate in his patriotism, and desires nothing more than to serve
his homeland.

Experience Level: 4th level Special Forces.

Skills of Note: Boxing, camouflage 50%, climbing 70%, com-
puter operation 55%, detect ambush 60%, detect concealment
55%, find contraband 41%, first aid 50%, intelligence 54%,
land navigation 58%, language: American 98%, language:
Euro 85%, literacy: American 50%, lore: demon/monster
50%, mathematics: basic 80%, parachuting 45%, pick locks
50%, pilot: jet pack 64%, pilot: robot combat elite: SAMAS,
pilot: robots/power armor 74%, prowl 55%, radio: basic 75%,
radio: scramblers 60%, recognize weapon quality 55%, run-
ning, sniper, streetwise 48%, tracking 55%, trap/mine detec-
tion 50%, weapon systems 55%, wilderness survival 60%,
W.P. automatic pistol, W.P. energy pistol, W.P. energy rifle,
W.P. knife.

Combat Skills: Hand to Hand: Commando.

Number of Attacks: Four attacks per melee.

Bonuses: +2 save vs. horror factor, +1 on initiative, +1 to strike,
+4 to parry and dodge, +4 to roll with punch/fall/impact, +3
to pull punch, +1 to automatic body flip, +2 hand to hand
damage, paired weapons, body flip/throw, body block/tackle,
backward sweep kick, disarm, karate kick attack does 2D6
damage.

Magic Knowledge: None, P.P.E.: 6.

Psionic Knowledge: None, L.S.P: n/a.

Weapons and Equipment: C-20 Laser Pistol, L-20 Pulse Rifle,
vibro-knife, 1863 Remington .45 revolver, other equipment as
standard for Special Forces.

Armor: Bushman (60 M.D.C.).

Cybernetics: Clock calendar, gyro-compass, radar detector,
oxygen storage cell, and multi-optic eye.

Description: Thomas is an athletically built man with hand-
some features, and a solid chin. He has brown hair and eyes,
and always a serious expression.

Money: 1600 in credits.

Sergeant 1st Class Natan Handal

Natan Handal is a man with a chip on his shoulder. When he
was a child his parents took him to Chi-Town looking for protec-
tion and a better life. They were not allowed in, but were placed
on a waiting list, and told to return later. Disappointed, but not
hopeless, they ended up in the Burbs. Unfortunately, as peaceful
farmers they were unprepared for the dangers there. It wasn’t
long before they were confronted by robbers. Natan's parents
were killed and he was left an orphan, alone in the burbs.
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For years he suffered at the hands of humans and d-bees alike.
But he survived and grew strong. When he reached adulthood,
he realized that he had reached a crossroads. If he chose to re-
main in the Burbs, his survival skills could earn him a high rank
in one of the various gangs which controlled the underground
there. Instead, he volunteered for the military, where the skills he
learned on the streets of the burbs assured him a place in the spe-
cial forces.

Earning a place in that elite unit did nothing to soften his feel-
ings toward the world in general. His harsh youth molded him
into a hard, spiteful man. The indignities he suffered, the hard-
ship he had to endure, all served to destroy his faith in others. He
serves the Coalition only because he respects their stand of
might making right. He is a bitter man who cares nothing for the
welfare of others, and is always looking out for his own interests.
Alignment: Miscreant.

S.D.C./Hit Points: 40/29

M.D.C.: By body armor only (70).  Age: 30

Weight: 155 pounds (70 kg). Height: 5’6" (1.7 m).

Attributes: 1.Q. 10, M.E. 15, M.A. 8, P.S. 16, P.P. 14, P.E. 15,
P.B. 10, Spd. 25.

Disposition: A hard man with a definite streak of cruelty. It
isn't just d-bees and other enemies of humanity which earn
his scorn, but everyone. Handal is a bitter man with no regard
for anyone, including his superiors. It is only his respect for
the Coalition States as a whole that commands his loyalty,
and keeps him in line.

Experience Level: 4th level Special Forces.

Skills of Note: Basic mechanics 60%, boxing, camouflage 50%,
climbing 70%, computer operation 55%, demolitions 60%,
demolitions disposal 60%, detect ambush 60%, detect con-
cealment 55%, intelligence 54%, land navigation 58%, lan-
guage: American 98%, language: Spanish 85%, literacy:
American 45%, lore: demon/monster 50%, mathematics: ba-
sic 80%, pick locks 45%, pilot: motorcycle 82%, pilot: robot
combat elite: SAMAS, pilot: robots/power armor 74%, prowl
55%, radio: basic 75%, radio: scramblers 60%, read sensory
equipment 30%, running, S.C.U.B.A. 50%, swimming 65%,
streetwise 52%, tracking 55%, trap/mine detection 50%, wil-
derness survival 60%, W.P. automatic pistol, W.P. energy
pistol, W.P. energy rifle, W.P. knife.

Combat Skills: Hand to Hand: Commando.

Number of Attacks: Four attacks per melee.

Bonuses: +2 save vs. horror factor, +1 on initiative, +1 to strike,
+4 1o parry and dodge, +4 to roll with punch/fall/impact, +3
to pull punch, +! to automatic body flip, paired weapons,
body flip/throw, body block/tackle, backward sweep kick,
disarm, karate kick attack does 2D6 damage.

Magic Knowledge: None, P.P.E.: 3.

Psionic Knowledge: None, L.S.P: n/a.

Weapons and Equipment: Wilk’s 237 Backup, Wilk’s 447 La-
ser Rifle, vibro-knife, 9mm automatic, other equipment as
standard for a Special Forces.

Armor: Gladiator (70 M.D.C.).

Cybernetics: Clock calendar, gyro-compass, radar detector,
oxygen storage cell, and multi-optic eye.

Description: Natan is a well-built, but somewhat short man
with hispanic features. He has dark hair, and eyes, and a long
scar down the left side of his face.

Money: 1800 in credits.



Adventure in the Big City

This adventure is mainly centered around O.C.C.s based in
espionage and subterfuge like freelance spies, master assassins,
city rats of all types, gamblers, bar bums, and other street punks
like juicer wanabees. Any adventuring O.C.C. that gives the
character a good streetwise and other rogue skills will fit into
this scenario but may feel out of place (and stick out like a sore
thumb). Most of this adventure takes place in the ‘Burbs of Chi-
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Town. Descriptions of the ‘Burbs, O.C.C.s and R.C.C.s, can bee )
seen on pages 140 and 142 of the Rifts RPG, and pages 197 to
214 of World Book 11: Coalition War Campaign. I also rec-
ommend reading up on segments from World Book 10: Juicer
Uprising and World Book 1: Vampire Kingdoms, namely Ci-
udad Juarez and El Paso, for additional atmosphere and

infor- .
mation on gangs, businesses and traveling shows. Have fun.
By Eric Thompson ) ),

Wz




Plot Line Overview:

Recent events in the relatively peaceful, east side of the
‘Burbs have caused some commotion among the human domi-
nated community. The man in charge of security is a semi-retired
ISS investigator who had volunteered to keep the peace among
the residents in the area. Rumors of a fanatic cult spreading
throughout the 'Burbs have made the presence of the ISS felt.

In times past, the makeshift police department, unofficially
under the jurisdiction of the ISS and established with permission
from the military, had been showing better results in keeping the
peace than an ever-present military. People seemed more com-
fortable talking to one of their own than a soldier behind a mask,
making the entire investigation process that much more easier.
Patrick Klinesbrough, the Sheriff of the east side, has a deputy
force made up of headhunters, mercs, soldiers and common folk
with a knack for investigative work and keeping the peace (filing
and clerk skills are always helpful), most of which were born
and raised in the very same region.

The rumors of a cult, possibly a terrorist faction of the Fed-
eration of Magic, are about to throw all of what Patrick and his
deputies have worked for in the past decade out the window. The
ISS wants to conduct raids and shakedowns in the sector while
the military wants to make things quick and clean by decimating
of the area. The only factor holding them back (for the time be-
ing) is that over 70% of the east side residents are humans hope-
ful of citizenship. Killing them would go against Coalition
statutes, not to mention losing thousands of potential soldiers,
technicians, merchants, and supporters.

This all funnels down onto the shoulders of the Sheriff, who
already has his hands full with his daily routine. Fortunately for
him, the player group happens by when they hear the news.
While they may not care for the big picture, helping the Coali-
tion, they may see the Sheriff’s Department in the ‘Burbs as a
hopeful sign and saving tens of thousands of Burbinites from the
slaughter of CS troops an obligation. Farther still, the characters
may see their own kind of “big picture” from the deal, rewards
from the Coalition (unlikely if D-bees or outlaws), the Black
Market, cash payment from the Department, reputation, or ac-
cess to the city and its opportunities. This adventure is intended
for more experienced players and Game Masters who work well
in city environments. Some Game Masters may want to add or
change some of the situations and opposition (to paint a darker
picture?) to what the characters can better dig into. This adven-
ture can take place at pretty much any mega-city like Iron Heart
or even Old Bones and Free Quebec. Areas like Tolkeen and
Lone Star can provide for some interesting plot twists,

The Setting

The adventure will almost entirely take place in the urban de-
velopment areas of the ‘Burbs around Chi-Town'’s fortress city.
Once the group goes into CS Territory, they will be continually
pestered by patrols who will often tail the characters for a short
while before disappearing back into the wilderness. If the group
is unfortunate enough to have inhuman D-bees, magic users, or
CS outlaws in their group, they will be in for a bit of a show.
Obviously the CS won'’t tolerate their known presence, so the
group will have to make it a point not to be noticed by main-
stream CS patrols (no matter what they do, Coalition special
forces will know they are in their territory). It only gets worse in
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the 'Burbs, so these types of characters should refrain from on
using their powers wantonly. Most psychics will be treated indif-
ferently. Those with IC code bars will be treated better than most
other characters.

While the buildings in the ‘Burbs are run down, and trash and
loose papers litter the streets and alleys, the living conditions
here are relatively good, with running water, (barely) working
sewers (that connect with the east sector sewage treatment plant
of Chi-Town), eleclricity and a good number of working street
lights. Even though there were only two murders, CS paranoia
has struck hard, leading many to believe that a psychotic preda-
tor is stalking Burbinites, with a cult as its cause. This isn’t too
far off from the truth, but the characters will find empty streets,
uncooperative residents, and a near dead night-life (all sensible
people will be behind locked doors leaving thrill seekers and
probably the characters out after hours). Additionally, while the
deputies have their time occupied, they are still likely to see the
characters as a threat to their job and may go out of their way to
interfere with their progress.

The killings are far from the usual criminal types found as a
result of a fight, accident, or pleasure, these are incredibly brutal
and bloody. In both cases, the victims were females, the first be-
ing a waitress at a local dance club, and the second a suspected
Black Market weapons dealer. Both women had some connec-
tion to criminal activity as well as siblings or loved ones in the
Coalition military who suspect that the targets were predeter-
mined and that the style of the murder was to maximize its effect
on the victim’s friends, family, and community. Additionally,
both victims were murdered near a popular east side bar, called
“Mickey’s Tavern.” First a finger was pointed at Tolkeen as an
attack by some crazed soldier, pending troop advancement on
their kingdom. However, with rumors of a cult becoming more
and more frequent an eye has been cast on to an old enemy, the
Federation of Magic. Still, while many believe the terrorist group
is connected to the Federation of Magic, some continue to argue
a Tolkeen plot to sway attention away to another source, giving
them a wide open door to continue acts of terrorism and subter-
fuge.

All in all, this isn’t the characters’ concern, just information
based on a continuing investigation. The characters’ objective is
to hunt and locate the murderer, and if possible, find some hard
evidence to either support or dissolve the rumors of a cult infect-
ing the 'Burbs. Through the grapevine, it may become known
that the local police, and even the ISS, haven’t fully evaluated
the possibility of a supernatural killer in the murders. The case
itself is only a week or two old and Cleansing Squads haven’t
turned up any evidence to support supernatural activity, yet.

Painting the mood: Being the 'Burbs, the opportunity for de-
tails can be almost overwhelming. Take the time to envision all
the aspects the characters will witness and try to show them what
to see. For example: Riding through the east side 'Burbs, you
find yourself surrounded by an all too familiar sight among these
super-fortress cities. The atmosphere is almost contemptible.
Run-down, condemed buildings mock the tranquillity of the
starry sky as brisk winds gust through streets and alleys, prying
loose and scattering all sorts of garbage and papers about. Away
from the illuminating lights of the street lamps, steam rises from
many of the sewer grates that cover the stenchy bowels of the



barely adequate sewer system. It's a laborer’s world, most of the
people who live here work in the soot spewing refineries, mills,
and factories located at the edge of town, yet the streets are alive
with people flowing up and down the sideways as hover vehicles
and transports rumble through the streets, Though the mall busi-
nesses supply all sorts of entertainment, more illicit and exotic
pleasures are always available, noticeable to only the sharpest
eyes though the black shroud the buildings cast onto the alleys.
Loud music, drunks and others enjoying themselves, and the
pulsing of sirens in the distance carry through the atmosphere
like a sweet song of civilization.

Possible ‘Burb Encounters are likely to be limited to en-
gagements with drunks, junkies, bar fights and brawls, or being
caught in the crossfire of gang warfare. Characters driving nice
vehicles might find themselves on the wrong end of a car-jack-
ing. Likewise, those who make themselves known (flashing
money, holding themselves above others; not trying to fit in)
will find themselves the victims of all kinds of small crimes like
muggings, vandalism to their vehicle or equipment, getting
egged, etc. It should be noted that while the group may hear of
situations with CS authorities, they will not have a direct en-
counter with CS “dead boys” in this part of town.

An example of a neutral gang encounter can be as follows:
The street is full of people, probably as bored as you, walking up
and down the sidewalks, with some in the streets letting cars and
vehicles pass closely by without so much as a flinch. Out of the
corner of your eyes you see a small group of toughies sitting at
the steps of an apartment building, cat-calling women as they
pass and brutally belittling those who ignore them with slurs and
curses. Sexist, racist, and sexual jokes and gestures can be heard
bursting from the group as people pass, followed by laughter.
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(Have characters roll Streetwise skill to identify the gang colors
if they want).

“Show some respect!” The Skivers just laugh and point at
you all, making any racist comments they can.

“Why don’t you shut the hell up!!” The uglie at the top of
the stairs pulls an SMG around from his back and locks the bolt
“You got a problem sh!t heads? Huh? You wanna die today,
boys?!”

Combat: Five gangsters, three with 9mm pistols (2D6 S.D.C.
x2, x4; three, 11 round magazines), one with the SMG (2D6
S.D.C. x2 x5; three, 20 round magazines) and the fifth with
knifes (1D6+6 S.D.C.) and a ball & chain flail (2D6+6 S.D.C.).

No one will mourn the loss of this scum. When gunfire
erupts, the civilians will hit the dirt. Sirens will be heard after
four melees of gunfire and the Skivers will flee. The characters
can pursue if they wish, but run the risk of getting split up or at-
tacked by more Skivers or stepping onto other gangs’ turf. If
caught by the ISS, they will be booked and weapons confiscated
but will be released after a few hours in the slammer (may or
may not get their weapons back).

NPCs? Whether or not the GM wants to introduce any new
NPCs is completely up to him. However, if the characters are not
well acquainted with the city setting, it may be a good idea to
have someone show them around. This could be an active char-
acter like a Sheriff’s Deputy or a less apparent character like a
local gang gopher who tags along. Whatever the case the NPC
will need to be a streetwise person who will act as tour guide and
urban legend teller, informing the characters of rumors, pointing
out trouble spots, people and gangs to avoid, good information
locations and other helpful tips to working the ‘Burbs. Note that



the NPC will use his knowledge on a need-to-know basis. If the
characters don’t ask, he won’t tell. Also, some information
shouldn’t be revealed in its entirety and some should be replaced
by complete falsehoods and untrue rumors (in some cases, (o
protect the NPC and his friends depending on the background of
the character).

No Weapons Allowed: It is the GM's decision to allow or
confiscate weapons and armor from the characters once they en-
ter the east side, and if so, which ones or all. This will leave the
group temporarily vulnerable, at least until they shop at the local
black market. If or when they do, it is again the GM’s call on
what can be made available, though I recommend limiting the
selection to conventional S.D.C. firearms and melee weapons.
This way characters won’t be able to hide behind super-powered
armor and weapons while on this mission.

Creator’s Note: Players should not read below this part be-
cause it will reveal many hidden plot points and will spoil the
fun of hitting those nice plot twists that we love to see so much
of. It’s the GM’s job to keep half of the information shrouded
and mysterious while telling the story to keep the players on
their toes. For players to read beyond this point would shed a lit-
tle too much light onto the situation and may ruin it for every-
one, in fact, I can guarantee it.

Meeting the Sheriff

Setting up an appointment with the Sheriff will be a simple
task once the group decides to take the mission. Informants will
notify the Sheriff before the characters even reach the precinct
building (which incidentalley, is a Pre-Rifts precinct building),
connected to a newly built mecha vehicle garage. The group will
first come in contact with the receptionist who will know the
characters the minute they mention their names (*“Yes, the Sheriff
has been expecting you. Please check you weapons at this desk.
Go up those stairs to the second floor, it's the only enclosed of-
fice you'll see.).

The Sheriff is a calm, charming fellow who greets each char-
acter in a pleasant tone and politely asks them to take a seat
while he explains the current situation. He will tell the player
group of the cases’ background and the more obvious facts and
clues. He will also continue to mention some possible conclu-
sions and his own personal feelings on the matter. Despite how
the Sheriff presents himself, he will never mention or admit any
connections with the ISS or military, or even hint at such a thing.
As far as the characters are concerned, he is an independent en-
tity allowed to uphold the law in his section of the Burbs be-
cause he brings results with less man-power and resources.
Likewise, all his employees will deny any allegations, support-
ing their boss, and the CS and ISS will deny any affiliation with
his system, only that they allow him to operate because he abides
by the rules. 95% of the east side ‘Burbinites will also support
their local Sheriff, the other 5% are paranoids and criminals who
are deranged enough to believe anything without evidence.
Note: If the players continue to make a scene trying to get peo-
ple to see their truth, they will simply be shot as soon as the CS
Rangers see fit (outside of CS territory, of course). In the mean-
time, they’ll probably get ruffed up by the locals and kicked out
of the 'Burbs, or just imprisoned.

When the group leaves, they will get their equipment back
and can ask the staff questions if they wish, but won't turn up
much more information then they already received. They are
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most likely to get people’s names, locations, and nighttime hot
spots to check out or relax at. However, they will hear the name
of a witness to the killings mentioned several times by the Sher-
iff, deputies, and staff members. The witness is a known home-
less town drunk.

Talking to the Drunk

The only known witness to the killings was a street bum who
had seen the killer in action from his alley sleeping pile. His
home is between a well secured apartment building and
Mickey’s Tavern. He is also known by most people to be a
drunk and weaver of tales, but this time around, many realize he
may be telling the truth after the circumstances of the murders
became more public. The man is edgy and traumatized by what
he saw and may be initialley hostile to inquisitive characters.
However, with a gesture of “good will” he may be willing to
spill the news one more time for the characters. Use the follow-
ing dialogue:

“I was sleepin’ under my papers... Like I do every night
here... It gets cold, and I need ta stay warm, ya know?” The
man’s face is a pale shade of white as his jaw droops open after
finishing his statement, showing few teeth, a perfect accent to his
filthy clothes and skin, His eyes dart around the group and alley-
way before focusing on them again.

“This woman— the one on the news, the dead one, was walk-
ing through here... diggin’ in her purse—like she forgor some-
thing.” He takes a moment to swallow and steady himself. “She
was cursin an’ all... Then it caught my eye—" He swings his arm
to point towards a fire escape ledge some 20 yards away. “Over
there, on the escape. All crouched down, starin’ at the woman as
she walked by. Heh, I woldn't have seen’er if it weren't for the
refection of the light on its eyes—" His eyes widen “glowing all
red and evil... starin’ right into a man’s soul... a cold... cold
feelin’” He sighs and shakes his head as he rubs his chest, trem-
bling. “I, I froze. I wanted to yell out, but somethin’ inside
stopped me! The damn thing started ripping into the woman with
no hesitation, just kept bitin' and clawin’, cuttin her all up!!”
The man is shaking, almost uncontrollably, “I.. I shoulda done
sumptin’, I shoulda helped, her. Oh, god, I know I could!! I don’t
r'member what I was doin', but all’uva suddin the thing looked
straight at me! It looked so friggin evil, grinnin’... grinnin’ like
the whole thing was jus fun’n’games!!” He takes a pause to look
at the group and reposition himself.

“The nex’ thing I knew, the thing sneers at me, and lets the
slaughtered woman slouch to the ground... (swallows) ... Ugh, it
was discustin’... all that blood on her, guts and gore... an’ that
smell— Then it started towards me, all smooth and fluid like a
cat. Then the feelin’ came back in my body and without even
thinking, I reached for my gun!"" He pushes aside some trash to
reveal a sawed-off shotgun. “I was so scared that I pulled the
trigger early and blasted that dumpster over there.” He points to
the dumpster across the way that has a large hole in the side. “/
scared it though cuz it stopt comin".”" He grins widely, showing
his remaining teeth. “Bur the second shot, I aimed right berween
the eyes... Wanted to blast the freaky grin off its — But it jumped
as I shot! I cringed. I saw monsters on TV once that'd pounce on
(whispers a
bit as he leans forward and points up) But it never came down...
The next thing I knew, the fuzz showed up, all flashin’ their lights
and sirens and speeding their vehicles around.” He pauses one
last time to shake his head.



“Them damn cops didn't believe me when [ told'em what |
told you boys... (gets a sarcastic, bitter face). They said ‘I was
just a drunk who was exaggeratin’ the truth, and was too drunk
10 be a credible witness.' But I only had a couple a swigs on my
whiskey here. I wasn't drunk!!” His expression turns to worry as
he looks over the group. “You boys believe me, don’cha? Well,
don’cha?!”

If the characters continue to question him they will find out
that he was arrested and brought in on charges of murder only
later to be released after a coroner’s report concluded the cause
of death to be not from normal means. A few days after the inci-
dent, another brutal murder was commilted just across the street
from the bar.

Touring the Bar

Just walking into Mickey’s Tavern and asking questions isn’t
going to get the characters very far. They should just relax, en-
gage in a little small talk, arm wrestle fellow patrons, play a little
pool, toss some darts, you know, mingle. If the people around
the bar warm up to the characters, they will be a little more will-
ing to talk, but will be able to shed little light on the matter,
mainly giving their personal opinion on the situation or spread-
ing a little gossip or rumors. If the characters’ mention the bum’s
name to anyone, they will reply that sometimes the guy works in
the bar at night doing odd jobs for booze money, and paying off
his tab.

A Day at the Fair

It has become known to everyone that a traveling show called
*“The Urban Moonlight Camnival” has been in touring the ‘Burbs
for the past month or so and had arrived on the east side two
days before the first killing. The fairgrounds are a perfect place
for the characters to gather clues and information on recent
events, although most people will avoid talking about the mur-
ders. The group will get a chance to experience more of what the
‘Burbs have 1o offer, like encounters with gangs and security
teams. Rumors of the mysterious cult may also be floating across
peoples’ lips. Some people are blaming magic users for the kill-
ings. They see a lot of misuse of magic and the accidental sum-
moning of a murderous entity is a very possible scenario.

Although the owners and the fair itself are of good reputation,
they have an after-hours freak show and keep some concessions
and rides open well into the morning hours. This has caused
them to be put under investigation by the Sheriff. To further their
suspicions, one of their freak show exhibits had escaped prior to
their arrival the east side. As of now, the freak show portion of
the traveling fair has been put on hiatus until the missing exhibit
has been recaptured. No news or description of the escapee has
been made public at this time. Furthermore, the same problem
with the star arena combatant has caused the closing of the sports
arena while in the ‘Burbs this season.

A. Sponsorship: Independent Operatives

B. Qutfits: Utility Outfits: 5 points.

C. Equipment: Medical Clinic: 20 points.

D. Vehicles: Specialty Vehicles: 30 points.
E. Communications: Basic Service: 2 points.
F. Internal Security: Tight: 10 points.

G. Defenses: Weapons & Armor: 10 points.
H. Acts: Many: 183 points

[. Alignment: Unprincipled and Scrupulous: 6 points.
J. Criminal: Expert Worms and Smugglers: 25 points.
K. Reputation: Excellent Reputation: 25 points

L. Salary: Good Salary: 10 points.

Total Points Spent: 326 Points

The fees for the Urban Moonlight
Carnival performances are as follows:

1) Entrance into the common ground area— 6 credits. Enter-
tainment limited to the side show, freak show (currently closed),
and arena (also currently closed) with a 5 credit cover charge.

2) Daytime performances — 20 credits. Allows access to the
common grounds, concessions, games of chance and rides (food
costs the same as a saloon, games and rides cost 1 or 2 credits
per game/ride) as well as to the movie theater.

3) Nighttime performances — 75 credits. Allows unlimited
access to the carnival grounds all night, free pass into the movie
theater, arena (currently closed), side and freak shows (the latter
is also currently closed). Games of chance, carnival rides and
concessions still cost extra (food costs about the same as a sa-
loon, games and rides cost | or 2 credits per game/ride). There is
a 15 credit cover charge into the showgirls tent and all patrons
are carded upon entry (must be 18 or older to enter; shows start
at midnight).

4) All day pass— 135 credits. Unlimited access to all the
shows, rides, theater, arena (currently closed) and showgirls tent
(without cover charge). Concessions and games of chance are
still extra.

Tickets are good for one particular day only. Each day the cir-
cus changes the entrance tickets so they cannot be reused (ride,
theater, arena and showgirl tickets are the same so they can be
used over a period of days). While the carnival does make an at-
tempt to prevent unauthorized entry, they are not overly con-
cerned if one or two people defeat their security (some even say
they encourage it!). Normally, they will let such individuals stay
and enjoy themselves. Unauthorized access to UMC employee
living quarters is never tolerated and will result in imediate ex-
pulsion from the grounds.

Features of the Carnival

Carnival Rides: The main attraction is the carnival rides
which includes the ferris wheel, spinning teacups, scrambler, and
so on, and more interesting rides like the Centrifuge and Zero-G
chamber. Most rides are 1 credit per go while the newer, more
popular among the kiddies rides fetch 2 credits per ride. Other
ride types include pony, horse, camel, and even a Blood Lizard
ride (all 3 credits per ride except the Blood Lizard which is 5
credits). The Blood Lizard is the most popular ride (and he just
loves making the little kids happy).

Games of Chance: The second most popular attraction is the
games of chance. This includes a variety of archery, ring toss,
and simulated shooting or fishing (or other wilderness skill
types) games where if the player exceeds a certain amount of
points or largets, they win a prize. The higher the score, the bet-
ter the prize (which usually means a bigger stuffed animal). Also
included among the Games of Chance is an arcade with games
like foosball, ski ball, and air hockey, a bowling alley, and bil-
liards room. Games are about 1 credit per game, bowling is 3



credits per person, per game, plus 1 credit for rented shoes, and
pool tables are 2 credits a game.

Concessions: Bested in popularity only by the rides and ar-
cade games is the concessions. For a small amount of credits, a
person can buy food items like mini-doughnuts (2 credits for 13
mini-doughnuts; grease fried and sprinkled with cinnamon and
sugar), corn dogs (2 credits for a hot dog covered in a fried com-
meal breading; ketchup, mustard, or barbecue sauce available at
no extra cost), foot-long hot dogs (2 credits for the dog and mod-
erate toppings, 3 credits for the works), pizza (2 credits per sin-
gle slice, 10, 12, and 15 credits for a whole pizza with two
toppings, plus one extra credit for every additional topping),
fried cheese balls (3 credits for 12 quarter-size cheese balls),
soda (1 credit for a 12 ounce can), and hamburgers (same pricing
as hot dogs). Full meals are available in a diner like housing
(same as saloons) and the occasional foreign food may be avail-
able from time to time.

Sports Arena: The sports arena is a portion of the grounds
set up like a public baseball field (a couple of chain mesh fences
and bleachers) to hold a variety of sports games, mainly organ-
ized by the locals. It is also the area where street fighters and
professional fighters can challenge the carnival's “champion” to
combat. Unfortunately, a number of accidents in the fighting
arena with the M.O.M. augmented champion have caused the
deaths of several opponents leading to the closing of the combat
ring for the time being. However, locals can still organize other
games of sport in the arena with the permission of the arena su-
pervisor.

Rumor: If asked about the crazie champion, the arena super-
visor will tell the group the following:

“Yeah, the boy was jus fine fore years, here, boxing or play-
ing sports with the fair goers... | guess it was jus a metter a time
though.” Takes a deep breath and looks up to the sky/stars, “A
few months ago, he started getting realley enthusiastic when
someone challeng’d him in the ring," looks at the characters
with a worried expression, “I mean, a litlle too enthusiastic.”
Turns away again, taking a deep breath, “The next thing I know,
the crazie bats some young merc into a bloody pulp. Hell, we
didn’t have a full hospital functioning yet and didn’t tend his
wounds fast enough. The poor kid had a crushed wind pipe and
ended up drowning in his own blood. We were all shocked at
first, even the crazie, but we were foolish to think it wouldn’t
happen again.” He pauses 10 sift through a small stack of papers
used as sign-up sheets for the sports field. He continues to speak
to the characters as he looks the sheets over. “The second time it
was a fight outside the carnival, at a local bar... so I guess it re-
alley, our fault ... maybe ... but the man still died.” Shakes his
head in disappointment, “That was number two! Number three
happend on the west side. Some loudmouth wannabe all rigged
up in a fake collar was talking shit to’im. I guess he could of
thought the kid was a juicer and would show him he wasn't
gonna take no crap from no one. But he snapped the kid's neck
so hard and quick— right in mid sentance, that the collar
snapped into pieces and scattered across the ground. But the
crazie showed no remorse. He jus kept on walkin’, like he knew
all along.” Sighs deeply as he checks a few names and times on
the papers and writes a couple of short comments. “/ should’a
known something was up when number four came around... |
feel so bad for the poor fella... The crazie already had his eyes
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replaced cuz of an accident in the woods where he lost both of
‘em, then he got his teeth augmented to look more demonic, 1
guess, what with having those red eyes already.” Turms to give
the group a quick shrug before continuing, “Anyhow, number
four was a retired headhunter who bet his buddies he could 1ake
the crazie in three rounds, ‘first to drop, loses’ he said with a
laugh. But he was dead before he even hit the ground... the cra-
zie just stood there with this grin of satisfaction on his crack-pot
face... Pissed me off for the last time!! I told that bastard to get
the hell out of my arena... He said nothin’, I kicked his ass out
and he said nothin’, just kept on grinnin’,” If the characters ask
where he is now, the arena owner will respond, “Hell, I don't
know, the creep just disappeared a few days ago.” Shrugs. “I
have no idea.” Setting down the stack of papers in his hands to
pick up a new baich, he turns to the characters one last time, “/
helped ya about as much as I can right now. If you'll excuse me,
1 have a lot of paperwork to do.” With a handshake and good-
bye, he scurries off into his small office trailer.

Side Show: One of the more laid back attractions is the side
show, filled with all kinds of different cultural artifacts from Na-
tive American Indians, pots, tools and beadwork, D-bee items
and a few nonfunctional techno-wizard machines from the west.
Each display piece is under glass (2 M.D.C.) with a small de-
scription, history and summary of the item’s purpose and where
it was found. This particular Side Show is popular in the ‘Burbs
because the items are from the declared “No-Man’s Land” of the
west. An area off limits to Coalition citizens.

Freak Show: Currently closed, the drapes are pulled, the
doors bolted and no one is even hanging around this feature.

The Showgirls Tent(!): The acts performed in this location
are Vegas style song and dance numbers, musicals, and the occa-
sional play (usually comedies), starring a cast of scantily clad, at-
tractive females (average P.B. of 20). On special nights, the
shows may include a few strip numbers or a local show (play,
belly dancing, music band, etc.). The women are very charis-
matic and often see regulars among the faces night after night.

Cinema: The carnival also travels with a two theater set that
can seat up to 50 people per showing as well as a huge (120
feetx300 feet/36.6x91.4 m) projection screen for outdoor night
viewing (can be seen and heard just about anywhere on the
grounds). Currently showing is the Star Wars Trilogy, the first of
the Godfather movie series (popular among city rats and ISS of-
ficers), as well as a handful of black & white “sci-fi comedies”
as they call them, movies like Earth vs. the Flying Saucers, It
Came From Outer Space, War of the Worlds, and a small variety
of old Hercules movies.

The Cult (Optional)

Locating the cult, if there even is one, will not be an easy
task. Rumors tell of a dark group of individuals that gather in the
lower east side or south side '‘Burbs to conduct rituals and animal
(human?) sacrifices in the name of their evil god, demon or alien
intelligence master, or to a martyr or key figure in their religion.

There are an incredible amount of rumors floating about re-
garding this so-called cult. Rumeor: It is said that the cult con-
dones ritual kidnapping, human sacrifice and cannibalism.
Rumor: The cult is trying to summon or resurrect a great demon
lord to destroy Chi-Town. Rumor: The cult is brainwashing
Burbinites and CS soldiers to use as pawns against their enemies.



Rumor: The cult is a front for the Federation of Magic and are
in hiding, waiting for the order to attack (cultists number into the
thousands). Rumor: The cult is led by Emperor Prosek’s illegiti-
mate daughter in hopes of finding a place among the ruling fam-
ily. Rumor: The cult is led by Emperor Prosek’s illegitimate
daughter who is to lay siege on Chi-Town and take what is right-
fully hers. Rumor: Operates through traveling shows to smug-
gle illegal publications in and out of Chi-Town and spy on the
Coalition. Rumor: Operates through traveling shows to abduct
sacrifice victims and recruit new members. And the list goes on.

Finding the Cult

As of yet, there has been no sign of increased P.P.E. or other
types of energy inside the 'Burbs. This is why the ISS and Sher-
iff are so quick to dismiss any allegation about a cult existing in
the ‘Burbs. Simply put “If there were any sort of supernatural ac-
tivity in the area, our dog boys would immediately home in on
the source and dispose of it”. Unfortunately, this simple explana-
tion isn't enough to convince those that truly believe there are
cult fanatics gathering on the east side. Sadly, these folks are
ridiculed and said to be crazy after they insist that Nutset has
proven otherwise. Talking to one of these individuals will ex-
pose the following:

“It's like they're puttin a damn ‘dead boy' in front’a us an
tellin us that there ain’t no ‘dead boy' there. It may be good
enough for them other chumps, but it ain’t good enough fer me.
Hell, they’re the ones who're nuts fer tryin' ta tack us wit this
shit!”

Identifying with one of these people will begin to calm them
down, otherwise they'll just continue to rant and rave about the
system and a cover-up or some other theories that are definitely
“out there."”

“Ya see, you know what I'm sayin’! Yeah, I mean, it's damn
creepy, every once in a while I'll be comin home from Mick's —
comin’ home ta go ta bed when | hear this faint chanting. Over
and over again, mono-lones chantin away... then it gets louder
an’ louder.... louder an’ louder... I run into my house and sounds
like they're right outside my door, chanting, the same damn
thing over and over again in the same tone! Goddammit I can’t
stand it!!! | fear one day I'll lose it'—" Stutters trying to correct
himself, “I... I... done mean goin crazy... no... | mean lose my...
place...” Smiles a quirky smile and runs off before any other
questions can be asked of him.

Searching around the believer's home won't reveal much,
other than he lives alone, without much of a social life, and
hangs out at Mickey's Tavern, the local bar. Other than that, the
characters will note that the person lives on the fifth floor of a
condemnable building (it's amazing the slum still stands) and
makes his home in an office like environment. His building
neighbors a junk yard, a demolished building site with piles of
metal and debris, with a small clearing in the center, where the
man claims the cult gathers. Looking from above, there is no in-
dication of any type of activity in the center, and it is not accessi-
ble from any side due to the mounds of trash that crumble onto
itself, making climbing it impossible. While the man may still
insist, evidence shows that magic rituals can’t possibly be con-
ducted inside the mountains of trash.
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The secret revealed

If the characters ignore the man’s stories and go about their
mission searching for the killer, after one stormy night, a day or
two later, the man almost delirious with fright and suffering
from hypothermia, is found on the character’s doorstep early the
next morning. If questioned about anything, he’ll start ranting
about last night.

“I came home from work las night, with my weekly food and
set up to watch the local news like I always do, you know, ta see
what's happenin in the cities.” If asked anything about the TV,
he'll mention in a whispered tone that the signal is pirated, and if
they’re interested, he can hook the characters up for a good deal.
“They just started in with their usual daily statistics in the Lower
Level of the fortress city when | saw dis flash outside the win-
dow... I look... nothing, not a cloud in the sky... I get comfy in my
chair again and it happens again. Fooph!!" Gestures some odd
movements, “More lightnin, ‘cept this time I looks out. There're
all these clouds formin up above, and I tell ya, I never seen a
storm hit that quick, ya know?” Holds an expression of nervous-
ness and worry, “I'm at my window looking out at the lightning
and | hear it!! That godforsaken chanting starts again like my
building is full'a them monos, ya know? And as the chant gits
louder, gits faster, the storm grows and the winds pick up. Then
the second they mention that other murder in the 'Burbs, the
chanting stops and the rain comes crashing down! Hail, rain,
lighnin, thun’er. It was like hell's wrath!!!"

What? Another murder? “Y-you mean you didn’t hear... Ya
see? | shoulda' hooked you up with that TV.” Nods as if trasmit-
ting some kind of unspoken code. “Yeah, it was right outside
Mickey's again, in the alley across the street. It's a good thing |
left when I did. Couldn't’a happ’'ned 20 minutes after I left.”
Stares at the characters blankly in a pause. “/ don't know what
else the ‘dead boys' know ‘bout this cuz the second they men-
tioned the new murder, the power and transmission blew out.
Even my back-up battery somehow lost all its energy again. |
should’a been expectin’ the outage though, it happened the last
time.”

Rushing to the crime scene will reveal nothing helpful. The
harsh rains made sure of that. But if anything the “mad” man had
said to the characters sticks in their minds, they may want to take
one last look at the location of the so-called cult. Otherwise the
characters might just go around to Micky’s, possibly the carnival
(“what with discount tickets cuz of the rain and all...”), or just
head back home.

Coming up to the dump at ground level shows nothing new.
As the characters approach, they will see the occasional person
or group hauling their garbage to throw on the mounting piles.
Those that look in your direction will recognize the “mad” man
and snicker and call him names. If the characters go back up
with the man to look at the pile from above, they will notice a
slight shifting in the garbage and center clearing, almost like it
was a liquid. If a character gets curious and tosses something
small into the center of the clearing, they will all witness a splash
and rippling waves. The man will say that he usually does that
after a rain because it reminds him of his childhood, throwing
rocks into a pond. However, through a spark of genius or just for
fun, if a character grabs a large, heavy object, say, the man's bro-
ken television and throws it into the center, the TV will hit the
ground with a dull “thud” and will appear to be floating above



the ground. With even more curiosity, throwing large objects
into the center will garner similar results. If the characters decide
to try and see the “floating” objects on a level plane of sight,
they will find out that the third level window on that side is ex-
actly level with the pile, and the group can see that the television
and any other objects thrown onto the pile will truly look as if
they’re floating on the surface of a water-filled pile. If the char-
acters ask what the original components of the trash pile were,
the man will answer, “Well, it's jus a bunch’a robot crap from
the last black Black Market war in this sector, ‘bout 12 or so
years ago, why?"

And any robot pilot worth their marbles will rell ya that the
materials used in the armor composition will block magic and
psychic energies needed 1o casts spells. In other words, magic
energies would be reflected and contained within the armor. A
ring of this material would act the same way if it were dense
enough, and the amount of scrap from a “big” battle between two
mecha complemented forces might just do the trick. But what
about the energy escaping through the top? Well, if the character
explaining this is on a roll, he might point to the “floating™ TV.
The only way for it 1o stay suspended like that would be if some-
thing was holding it up. If the character really needs to prove his
point, he will be able to climb up to the fourth floor and jump
eight feet into the “center” of the pile. With a splash, the charac-
ter will be no more than ankle deep in water and appear to
“float” just like the other objects on the roof. What about the il-
lusion of the center crater? Well, Naruni Enterprises makes
sheets of fiber-optic camouflage netting. A simple jury-rig to a
holographic displayer could create the appearance of a crater of
trash.

Now it’s about time the characters call the Sheriff and inform
him of their findings. When the heavy equipment arrives and
they clear out the trash, they will reveal a fortified wall of robot
armor scraps capped off by a roof of flat armor pieces welded to-
gether to form the cover. Removal of the roof and tearing down
the walls will reveal a flooring of black compacted charcoal and
ash and cause all the energy trapped inside to pour out. The
flooding of magic energy from the room is so potent that all dog
boys, psi-stalkers, magic users and master psychics within 2
miles of the place will sense its location and distance instantly.
Giant magic symbols are written on the flooring in white and sil-
ver substances. In the center of the circles and symbols is a blood
encrusted marble altar with a jewel encrusted, archaic dagger
poised on a handsome wooden display carved of redwood. The
dagger’s pommel is braided with silk and holds a golden hilt
and silver double-edged blade. With this dagger as evidence,
Nutset Trackers can recognize the psychic scent of each member

of the cult. As far as the Coalition is concemed, this mystery is
solved.

A Killer Among Friends?
Confronting the Killer

Walking through the streets after hours, the group (walking
home from the carnival or maybe to talk to the bum again about
the crime scene) will make their way past Mickey's Tavern. As
they approach, they will hear a series of thumps come from in-
side the bar. The interior lights are all turned off, the bar is
closed. After a short while of silence, just as the characters de-
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cide to move on (or enter the bar), another series of thumps fol-
lowed by a multitude of metal clangs ring through from inside
the building.

Bursting into the bar, the group will be greeted by an uniden-
tifiable, pungent, almost gagging stench. Out of the corners of
their eyes, they catch the glimpse of a silhouette rushing through
an area of light in front of the bar, accompanied by the smooth
pitter-patter of footsteps and rush of passing air. Whatever
passed by them has stopped somewhere in the room, the charac-
ters can feel an eerie foreboding in their bones. Just as the sensa-
tion begins to rush through the characters, they suddenly notice
two faded red illuminations in front of them, slowly moving
from two slivers of dim light to two small circles not more than
an inch apart. At the same time, they feel a cold rush through
their bodies as if a being of pure evil were squeezing their hearts,
freezing them. The surge of senses cycles in only a few seconds,
ceasing when the two red lights trail off. A second or two later,
shattering glass is heard from a distant area of the bar.

The encounter happens as soon as they enter, before they
have a chance to turn on the lights. But when they do, they will
place smell with sight as they witness the entire front bar area
smeared with blood and gore. The shredded scraps of what
hardly seem to have been a human body are scattered across the
counter, stools and floor. Along with the ragged body, the area is
littered with broken glass as well as a the label from a bottle of
Zoom whiskey. From the back room, the characters notice a faint
mist seeping through the open doorway.

Venturing into the kitchen/back room will reveal signs of a
struggle, pots and pans litter the floor with knives scattered all
over the center counter and floor). Most are steak knives from a
small wash tub with the spray head still pouring forth small
streams of hot water into the basin. A large knife rack lies on the
floor with a few medium-size knives close by, one holding a few
beads of blood on its blade. Counting the knives in the rack will
show that two large knives are missing and nowhere to be found.
When the characters turn to leave the kitchen and go back to the
bar area, they may notice a dotted trail of blood leading over to
the body. Further searching will show that the trail leads up by
the door not much more then 10 feet (3 m) from where the char-
acters stood! The trail pools a bit, then leads over to the rear of
the bar, up to a shattered window spilling out into the alley.
Some blood taints the sill and glass shards along the bottom and
right side of the window.

Should the characters look out into the alley, they will spot
two glowing red dots from the shadow covered portion of a fire
escape several meters down the alley (the same fire escape where
the bum had seen the creature). Firing shots or rushing into the
alley will send the thing running, but if the characters approach it
slowly, it will let them get within 20 feet (6.1 m) before fleeing.
This will allow the characters to get a better look at whatever the
thing is. What they will discover is that it is a bipedal creature,
hunched over, but with long, slender arms and legs. The charac-
ters will also notice what looks like horns on the creature’s head.

Even if the characters lose sight of the creature, they will have
a small blood trail to follow. These red “footsteps” lead to an
abandoned twelve story building (levels 14 through 20 have cor-
roded away and collapsed making the twelfth level the new
roof). The group will find out there are two main stairwells, the
trail will lead the group, without encounter, up the right stairwell



to the 11th floor where it trails over 1o the left side, ending at the
bolted and barricaded door (the characters won’t be able to
budge the door without supernatural strength or mega-damage
weapons; it will take 1D4 minutes to hack/blast their way
through the barricade to free up that passage which does have
stairs leading to the roof). As the group stops for a moment at the
door, a sad, empty tune the wind is whistling through the holes
and windowless sockets of the building surrounds the characters.
While preoccupied with the door or doubling back, they will
have their first personal encounter with the killer who will use a
sneak attack (roll on killer’s prowl skill) to try and attack/kill the
most vulnerable character first. All the characters will see at this
point is two glowing red eyes coming towards them (at eye
level) with blinding speed.

Any show of competent resistance will send the killer hop-
ping backwards to the stairwell, up to the 12th floor/roof. Their
only way to follow is the way it went up. The wind has picked
up and is gusting violently over the open top of the building. The
top floor reveals the structure’s function as an old corporate of-
fice building. Some of the interior walls still stand, tattered and
crumbling, and one or two archways continue to hold their rot-
ting wood doors on their hinges, slamming and splintering the
beaten wood with each gust of wind. Some portions of the floor
are gaping holes, other sections hold piles of debris stacked sev-
eral feet into the air. On the highest pile, near the sheer edge of
the building, the group notices movement. Slowly, a tall, lanky
humanoid figure makes his way to the top of the largest rubbish
heap. His eyes are mechanical, his mouth surgicalley altered into
a fang-filled maw, and his head studded with knobs and tubes. In
his left hand he holds a large piece of fabric that noisily flaps in
the gusting wind. As the crazie swings the fabric around his neck
as a cape, he reveals his armament of two butcher knives, one in
each hand. He turns his head slowly to let the group witness the
full horror of his appearance, and through his fangs he spits “The
Grand Knight's Time has come...” Then in the blink of an eye,
the crazie leaps towards the group. Combat is to the death.

The Aftermath, Another Happy Ending?

When the characters emerge from the building, they will be
met by a joint force of deputies and ISS arriving on the scene.
Along with the peacekeepers and deputies, a pair of old style
SAMAS suits land a dozen or so meters to the left of the group.
The ISS will stonewall the characters, neither being grateful or
criticizing the group’s work. The Sheriff, on the other hand, will
be incredibly grateful that the characters succeeded (he gets to
keep his job) and will start to repay them by giving them free re-
pairs and supplies as well as a pardon from any laws violated or
damage caused during their mission. Payment may vary accord-
ing to the quality of work done, but the characters may soon find
themselves the proud owners of new, reliable small arms, quality
armor and vehicles courtesy of the East Side Police Department.
Or if the characters insist, a simple cash trade can be presented
(pay about equal to mercenary payment with a 10,000 to 25,000
credit group bonus; split among the entire group). Furthermore,
the group will not be hassled (but will be monitored) by CS pa-
trols if and when they choose to leave the ‘Burbs. This lasts until
they exit CS space.

Sheriff Klinesbrough

Ever since he was a kid, little Patrick admired the posture and
intelligence held by the ISS investigators. Despite the respect he

had for law and justice, it played second only to his love of fire-
arm technology. So enthused by the mechanics of modern en-
ergy weapons, Patrick had his records altered so he could join
the military at the age of 15. Despite his youthful appearance, his
knowledge of weapons was uncanny, even among career CS
technicians. Patrick sailed through his engineer classes with fly-
ing colors. The only thing holding him back academically was
his thirst for experimentation. The kid was never satisfied with
“stock” components and always had to pull some sort of modifi-
cations on his standard issue weapons. One such change to his
old issue C-18 laser pistol nearly got him kicked out of technical
college! This was because the modifications were unauthorized,
cannibalizing parts from Northern Gun and Black Market weap-
ons. Though Patrick loved the learning opportunities of the mili-
tary, when his registered tour was over, he resigned to reserve
status and went on to be an ISS inspector.

Patrick did his job for the Coalition and he did it well. Fur-
thermore, he was a hit at parties and public exhibitions, demon-
strating his masterful trick shooting and quick-draw techniques
to dazzle audiences. Coupled with his natural charm and good
looks, Patrick was a police officer loved by just about everyone.
But his thirst for justice, fueled by his compassion, forced him to
resign from the force after only four years on the job. He had his
eyes set on a little urban development in the east side ‘Burbs
overrun by D-bee gangs and stalkers. He wanted so much to
bring order to this area and spent months trying to smooth out a
deal with ISS Headquarters to accept his resignation as an offi-
cial officer, In his proposal he would set up shop in the east side,
claiming himself as Sheriff of the community. He would then re-
cruit deputies to aid him and begin to make a safer, more habit-
able place for citizen hopefuls to live while they waited to be
accepted into the city. They said that if it were any other man,
the answer would be “no,” but Patrick was so well known and
trusted that he was given a chance. That decision was made 10
years ago and the Sheriff hasn't let anyone down. The Sheriff
commands a force of 24 deputies and 30 ISS “plain clothes"
peacekeepers, plus is in charge of another 15 station employees.

Full Name: Patrick James Klinesbrough

Alignment: Scrupulous

Hit Points: 42 S.D.C.; 48

Height: 6 feet, 2 inches (1.88 m)

Weight: 193 Ibs (87.2 kg)

Age: 32

Attributes: 1.Q. 13, M.A, 19, M.E. 8, P.S. 11, P.P. 25, PE. 14,
P.B. 15, Spd: 13

Disposition: Naturally charismatic and a true master of the con-
versation, his easy to trust nature is what made his little dream
possible and he is happy with it. He is a gun fanatic, who col-
lects, repairs, and modifies all types of small arms and will
jump at the chance to bring it up in a conversation (the man
can talk your ear off!). By the same token, he also respects
people and their time, and it’s not uncommon to hear him
stop a gun statement mid-sentence if he senses the listener is
not at all interested.

Experience Level: 8th level Gunfighter

Skills of Note: Speaks American and Spanish (86%), Detect
Ambush (80%), Detect Concealment (70%), Find contraband
(80%), Armorer(95%), Streetwise & Drugs (56%), Prowl
(50%), Pilot: Hover Cycle (98%), Tracking: Humanoids
(55%), Build Traps (59%), Pick Locks (70%), Forgery (60%),



Weapon Systems (75%), Lore: Demons and Monsters, Lore:
D-Bees, Lore: Juicers, Lore: Psychics, Lore: Assassins. W.P.:
Sharp Shooter: Automatic Pistol, Derringer, and Energy Pis-
tols, W.P. Energy Rifles.

Combat Skills: Hand to Hand: Assassin

Attacks per melee: Seven, nine when using automatic pistols,
derringers, or energy pistols.

Bonuses: +5 on initiative and quick-draw (+7 with all types of
pistols, and +9 with derringers), +7 to strike, +8 to parry and
dodge, +3 to roll with punch, knockout/stun on an unmodified
17-20.

Magic Knowledge: None

Psychic Ability: None

P.P.E.: 8

Weapons: Always carries his modified C-18 pistol (5D6 M.D.,
200 foot/61 m range, 5 shots per clip), a 9mm automatic (2D6
S.D.C., 165 foot/50 m range, |1 shots per magazine), and two
concealed Wilk’s 210 derringers (1D6 M.D., 400 foot/121.2
m range, 3 shots per clip). Has access to M16A2 assault rifles
and shotguns as well as old-style “dead boy™ armor.

The Grand Knight
M.O.M. Converted Psychotic

The creature behind the killings is a deranged lunatic of a cult
leader who calls himself “The Grand Knight,” and insists, if
they wish to remain among the living, that everyone call him by
that name. Deterioration of his neural impulses from an M.O.M.
enhanced lifetime has caused him to be plagued by frequent and
random clairvoyant flashes that have left him quite insane. Early
on, these flashes were infrequent and completely random. How-
ever, in time, the duration lengthened as the elapsed time be-
tween flashes grew steadily less. Furthermore, these images went
from seeing random events to a focal point, a city, then a slum,
then a distinct picture of a time and place. The very near future
of the Chi-Town ‘Burbs.

Over and over again, the Crazy witnessed the destruction of
the ‘Burbs and the gruesome deaths of hundreds of thousands of
people, both human and D-bee life forms, by horrific demons
and powerful explosions. The visions were so vivid he could ac-
tually feel the fear, anxiety, and hate emanating from the sce-
nario. In a fit of desperation to halt these images, the Crazy
gouged his own eyes out with a steak knife. But to no avail. He
soon invested in a pair of cybernetic infrared camera-lens eyes.
While the visions never stopped, he began to like the appearance
his emotionless mechanical eyes gave him. Seeing more room
for improvement, he had artificial, oversized shark-like teeth put
in his mouth and his face muscles altered to give him a slight
grin. He learned to smile once again. As the flashes persisted, he
became more and more eager to find a cure for his insanity. He
deduced that if the blood surging through his veins was causing
his visions, perhaps the blood of a sane person would help him
regain his sanity. At this point, he took his first life, and con-
vinced of its healing capabilities, washing his face in the blood
of a sane man seemed to cure his insanity... for the time being.

In his moments of clarity, the Crazy saw fit to fulfill what he
believed to be his destiny. Seeing himself as a demon born to
bring a hellish wrath down upon the residents of the ‘Burbs, he
would make his way towards Chi-Town, leaving a trail of muti-
lated bodies in his wake.

Luckily for the group, the Crazy does not use any type of
modern weapons besides vibro-blades. On the same note, this
can also make the person more of a threat. A silent killer. If the
characters are all mortals, the Crazy will use S.D.C. weapons. If
one or more character is an M.D.C. creature, the Crazy will use a
vibro-saber or Katana.

Real Name: Unknown

Horror Factor: 12

Alignment: Diabolic

Hit Points: 56 S.D.C.: 96

Age: Looks about 26

Height: 6 foot, 5 inches (1.96 m)

Weight: 154 lbs (70 kg)

Attributes: 1.Q: 9, M.A. 13, ME. 21, P.S. 19, P.P. 19, PE. 14,
Spd 29

Disposition: A crazed man who sees himself as a demon. He is
in search of a cure for his growing insanity and believes that
through killing he can achieve mental clarity once again. His
true identity and life was lost months ago after uncontrollable
clairvoyant flashes plagued every hour of his days, driving
him insane.

Insanity: Nighttime Complex; only stalks/hunts at night, hates
music and musicians (affective disorder), and phobia of small
woodland animals.

Experience Level: 4th level Crazy

Skills of Note: Prowl (60%), Climb (70%/60%), Acrobatics
(+10%), Radio: Scramblers (55%), Electronic Countermea-
sures (55%), Tracking (50%), W.P. Knife, W.P. Long Sword,
W.P. Blunt, W.P. Axe.

Attacks per Melee: Six

Combat Skills: Hand to Hand: Assassin

Bonuses: +2 on initiative, +4 to strike, +2 to parry and dodge,
+7 to roll with punch, +2 to leap, +2 to back flip, +8 to S.D.C.
damage.

Magic Knowledge: None

Psychic Abilities: Clairvoyance, Mind Block, Presence Sense.

LS.P.: 26

P.P.E.: 16

Weapons: 3 S.D.C. knives, a vibro-saber or katana, and a crow
bar.
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THE OBERMAX
Imperative

A Rifts® Adventure In 3 Episodes

By Kevin E. Krueger
The OBERMAX Imperative: G.M.’s Notes

This adventure is designed to be played either singly or as a
larger quest, for beginning to mid-level characters. I've written it
for 10-15 total experience levels, with average levels of 2-6 in
mind. You may adjust this using the suggestions under each
heading or sub-heading, or make up your own sliding scale to
take care of it.

The OBERMAX Imperative is a study in what can go both
right and wrong with genetic research. The characters are drawn
step by step into a terrifying ordeal of bizarre proportions and
consequences in their quest to find the ultimate reason behind
some rather unorthodox happenings. Episode One begins under
martial law in Chi-Town with the characters ambushing a way-
ward CS Mk V transport and its curious cargo, then immediately
encountering something inexplicable in the form of strange
dragonmen warriors. Back in Chi-Town, things grow ominous as
their benefactor turns up missing. His fate is a grotesque, and
grim one. But not before he fills in a missing peice of this grow-
ing puzzle.

Episode Two continues beneath the frozen streets of Chi-
Town in a race to find the owner of the vial container. Along the
way they’ll tangle with the mysterious sorcerer Carathrax of
Tower Nebh and his Grulluks, as well as meet some possible
new allies, a secret colony of Mutant Rat deserters living under
the city! Finally another piece of the puzzle is revealed, but not
before yet another firefight, this time with the infamous Col,
Avery Mayfair and a bunch of pissed-off Skullheads!

The final Episode of the OBERMAX Imperative deals with
the horrifying secret behind OBERMAX and Mayfair's insane
plan to drench the Xiticix Hives of Duluth with the stuff. The re-
sulting chaos would set mankind in North America back at least
20 years! Now the campaign has grown personal as party mem-
bers have been exposed to the stuff themselves. A final firefight
in mid-air aboard a CS Skylifter APC, over the Hives them-
selves, brings the multi-venture to a thundering close.

Throughout is a continuous storyline which has been capped
at beginnings and endings with suggestions for either single or
multi-venture roleplaying.

I hope you enjoy playing the OBERMAX Imperative as much
as I did writing it. This project gave new meaning to the word
“deadline” for me, but I've recently been looking for a good ex-
cuse to drink a lot of coffee and stare for many consecutive
hours at a Macintosh monitor. Enjoy, explore, and make a dream

happen . . .

G.M. Pro-Tips

® Please read closely through an entire Episode before you run
it. Each section of each Episode has a central focus in the
form of combat, a physical challenge, or important informa-
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tion. The parts I considered especially relevent have been un-
derlined, boldfaced or capitalized. In any case, I’ve found it
most effective to familiarize myself with what’s going on and
WHY it's happening. This will speed up play and contribute
to the willing suspension of disbelief.

The OBERMAX Imperative has a number of vivid settings,
designed to capture player interest. Do yourself a favor and
do them justice by first reading through them, then visualiz-
ing them as fully as you can before you start the session
they'll show up in. This will go a long way toward creating
not only another roleplaying session, but much more. By us-
ing the graphic detail included, you can create something per-
haps closer to a cinematic experience if you're careful!

The supporting cast of these adventures are a colorful lot. The
instigator of this whole brouhaha, Col. Mayfair, is a man bal-
anced on a thin line between glory and a court martial for
high treason. He is committed to this venture because he no
longer has any choice. He's rolled the dice himself and now
he must see this project through. Failure is NOT an option for
him! This do-or-die attitude creates an incredible motivation
for the character, causing him to take amazing chances 1o in-
sure success. Bringing this manic aspect of Mayfair out is es-
sential to the realism of the OBERMAX Imperative. Take a
little time going over Mayfair’s statistics and description to
give yourself the best chance of bringing him to life.

Episode 1 Set-Up

Setting: The Chi-Town ‘Burbs, Mid-Winter 103 P.A., Rudy’s
Rest inn, Around lunchtime.

The tangled, smoky streets of the ‘Burbs are quiet today.
Martial law was declared yesterday at midnight to run through
midnight tonight, Any “non-essential personnel” are ordered off
the streets, upon pain of death if they’re caught outside. Skull
troopers patrol back alleys and UAR-1 Enforcers keep watch
along major boulevards and avenues with “weapons hot.” Why?
Nobody knows.

Your adventuring party has been holed up in an eastern zone
‘Burbs inn since last night, (called Rudy's Rest), and everyone’s
getting antsy. They've played as many hands of cards, thrown as
many darts, and drank as much as they can readily stand and the
walls are starting to close in.

Game Masters, I suggest you roleplay a little of the setting,
just to help relate the boredom (a few minutes in real time should
begin to produce yawns). The characters can hear the sounds of
marching boots and a klaxon calling out from time to time “Stay
off the streets by order of our wise Chairman. Non-compliance
will be dealt with harshly!”

The characters will be sitting around downstairs, staring
dead-eyed at the bar clock ticking the seconds away when a
frosted-looking human just passing middle age will stumble into
the bar from the back entrance area. He looks both scared and ill,
sweating profusely and shaking as though he has a flu. After a
quick consultation with the barkeep, he'll turn towards the char-
acters, then warily approach them.

“They call me Harold, that’ll do for now.” He’'ll say. “Big
Rudy (the barkeep) told me you don’t mind taking a few chances
to earn a living, that true?”

Hopefully the characters will reply with a hearty YES!
They’re climbing the woodwork by now and should be willing
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to get moving! If they say yes, Harold will sit and cautiously be-
gin relating his idea.

“There’s a Skullhead shipment coming in from the east,”
(he'll look around to see if that produces a response), “something
being carried by special transport from the Federation of Magic
into Chi-Town. I'm looking to take what's on it. I'll pay every
one of you 25 large if you're successful, 5,000 each up front, any
currency you name. You interested?”

Again, hopefully, the answer should be yes. Point out that
leaving Chi-Town from this location to the east won’t be overly
difficult if the characters use a few precautions, and that much
credit can go a ways. If the characters are resistant, DOUBLE
the offer, If they still balk, DOUBLE it again! Harold is obvi-
ously anxious and will promise almost anything to assure this
task is completed. Finally, he'll get down to details.

“The shipment is being transported via CS Mk V transport
with two Light Assault SAMAS pilots flying close escort. There
may be more back-up but we . . . ah, | meant to say, I, don’t
know for sure. I've got a few toys out back to help you out, but
that's all [ can offer except for the money.”

Harold will take the characters behind the inn where he has a
beaten-up landvan parked in the alley with the motor running.
Inside are 4 fusion blocks (3D6x10 M.D.C. each to a 10 foot/3
m radius), 12 large plasma grenades (1D4x10 to a 5 foot radius
each), and a WI-40M “Fire & Forget” super-heavy missile
launcher (from Rifts Mercenaries, pg. 105). All look to be well-
used, but in good condition. The WI-40M has two super-heavy
missiles, one on the rack and one in a special hardcase.

Harold will tell the characters they have less than 18 hours to-
tal to complete the mission (it's around 12:30 P.M at this point);
any longer than that and they get no more money for the job.
They are to meet him back at the inn where they met him, or
leave word with Big Rudy the bartender.

The transport should be carrying a box or special carton
(he’s not sure which), containing three vials. These must be de-
livered to him by tonight or tomorrow morning at the latest. If
the transport gets within 20 miles (32 kilometers) of Chi-Town,
the deal is off. If the characters return empty-handed, the deal is
off. If the characters decide to simply walk away with the vials,
well, he cautions them in a strangely-haunted tone of voice that
this wouldn't be a good idea . . .

The characters can collect their deadly booty from Harold and
be off in minutes. Getting out of Chi-Town will be a snap.
Harold has told them the transport should be around 130 to 150
miles (208 to 240 kilometers) due east by the time they leave. If
they move it, their deadline shouldn’t be a problem (Author’s
Note: I'm not even going o touch that one).

NOTE: Questioning Harold about the vials' contents will pro-
duce only a sullen “Dunno, I don’t ask questions about things
which aren’t my business. You might take that as advice.”

Episode 1.1: The Transport Convoy

The characters will travel along an old, snow-brushed, dirt
path east out of Chi-Town for 75-85 miles when they come upon
a small group of humans, three men and a woman, sitting
camped around a fire. Nearby sits a Big Boss ATV. It should be
around 2:00 or 3:00 P.M. by the time they encounter this. There
is nothing overtly odd about these people, (actually they look
like a low-rent adventuring party), save that they seem to be
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looking back down the road to the east quite a bit. If the charac-
ters just go around them they'll encounter the transport convoy
in about 30 minutes, If the adventurers hail the party, the woman
will come out to meet them.

“Road’'s a bad gamble,” she’ll state vaguely. “We just came
from Shiny Shore Landholding about a hunnert klicks from here,
and there’s some kinda Coalition parade comin' this way.
Should be along in about half an hour I bet. Just a friendly word
of advice . . .” The woman, Geri, and her friends aren't much
more help than that

But the information should be all the characters need to com-
plete their mission. Considering what they must face, the most
obvious course of action will probably be an ambush, hence the
explosive firepower they received from Harold back in Chi-
Town. If they don't make that leap in logic, the G.M. might hint
that a couple of fusion blocks planted in the roadway would be
helpful in crippling the Mk V ATV. For the SAMAS pilots?
Well, that’s why missile launchers were invented in the first
place.

Conversely, the characters could go for a diversion-and-strike
scenario, or flank the roadway and come in from both sides, lay
fallen logs or boulders to impede the Mk V, create quick vehicle
traps (remember, they only have about 20-30 minutes before the
tranport is in sight!) and so on. This is a stellar time for those
with Demolitions and Trap Construction skills to use them.
However they decide to proceed, the heroes will encounter the
transport soon afterward, headed due west towards Chi-Town.

The SAM pilots are flying 50 feet (15 m) up, one 500 feet
(152 m) ahead and the other behind the Mk V. They look rela-
tively alert, tracking potential targets with their suit gunnery.
One is also armed with a CTT-M20 missile rifle for back-up fire-
power. If one were to guess, this doesn't look like anything re-
ally important. I mean, you'd expect there to be a cordon of steel
around something the CS really values, right? This just comes
off like an ordinary troop transport rolling down the road, from
Point A to Point B.

From here on out, the scenario should rapidly degenerate into
a bloody firefight. There are only 8 Coalition Grunts inside the
ATV, armored with old-style Dead Boy armor. If the characters
have hustled a little bit and mined the roadway, it should be a
matter of just wasting the whole lot before they know what hit
them, The players should realize they'll need to slaughter them
all, or at least tie them up and leave them. Any pilot or other sol-
dier reaching civilization will make life very difficult for the
characters!

If things progress smoothly, the transport and SAMAS should
be a breeze. Well-placed explosives will blow the hydraulics on
the APC doorways, causing them to yawn open, and kill at least
2D4 of its troops outright. If the explosives are set to hit the front
of the vehicle, there is a 70% chance the forward missile launch-
ers will detonate, blowing away the entire front end of the APC!
Anyone left alive will be disoriented and easily eliminated. For
parties of Good Alignment, the characters may simply opt to de-
stroy any visual records in the soldier’s helmets and tie them up.

Inside are two items of interest. First of all, there is evidence
of “trophies” in the form of several Xiticix carapaces bolted to
one wall. Although this piece of information is currently unus-
able by the characters, it will become an important part of the
multi-venture scenario if that is played. Also is a container about




the size of a 2-gallon jug (weight: 11 pounds/4.9 kg), made of a
reflective greenish metal, attached to one wall by a specially
made latch. It can be easily unlatched from its holder but is im-
pervious to any physical attempts to damage or destroy it.

The characters should be feeling pretty good with this raid, it
wasn't all that difficult. But, as it’s said, the “The best laid plans

Episode 1.2 Another Interested Party

Just as the characters step out of the APC with their prize,
they are attacked! Not by CS troops, but by several bizarrely
clad individuals! Each is dressed in form-fitting red armor and
wear fantastic helms in the shape of dragon-heads. Each also has
an interesting golden medallion (see below). They are armed
with assault style ion weapons and exquisite swords.

Game Masters: See the end of this adventure for statistics on
the Dragonmen Warriors. Vary the number of attackers to fit the
threat level you think your party can handle. A minimum of 3 on
up to over a dozen can show up, just keep the second fight rela-
tively short (you have a ways to go with this adventure!).

None of these fighters (or anything they carry) will register
on any sensors, it's as though they don’t exist! The only way
characters could know they are coming will be if one or more
has the “Sense Magic” spell active, or some other magical sense.
The warriors are most definitely interested in what the characters
have taken and will gravitate towards it immediately. A vicious
battle will follow, with the warriors evidencing an amazing
physical prowess on par with juicers. They flip and leap around
like ping-pong balls while striking with magical swords or hand-
to-hand attacks which do mega-damage!

The truth is they do exist, but they’re not in this fight to the
death. When at least half of them have taken at least half their
damage, they’ll take off quickly. If any are killed they will fade
from sight within 3D6 seconds along with anything they carry.
Each has the ability to teleport away a distance of some 100
miles (160 kilometers), once per day, so they're pretty much out
of the picture for now.

More importantly are wounded dragonmen warriors. Some-
where along the line it's important for one of them to drop his or
her golden medallion. Each medallion is the size of a silver dol-
lar, fashioned in the shape of a twisted snake, or so it at first ap-
pears. Any character with the Biology or Chemistry skill may
make a roll at +20% 1o notice that the “snake” is in fact the sym-
bol for the famous Double Helix, the DNA molecule itself! But
it has been so highly stylized it would take someone with a
knowledge of science to have any chance of discovering its se-
cret. G.M.s NOTE: To move things along a little less realisti-
cally, but more pointedly, you may simply allow everyone in the
party a percentage roll of a flat 35% + 1.Q. attribute bonus (if ap-
plicable) to discover the medallion’s secret.

Who are these guys? And what in the living hell are dragon-
men warriors doing wearing these things? For that matter, why
was a convoy, which obviously had something worth killing
over traveling with such light escort? Some of the answers are
waiting in Chi-Town.

The Green Metal Container

The container is an irridescent green cube with rounded
edges, 1 foot (0.3 meters) on a side. Its top has a built-in, retracl-
able handle. One of the four side panels has a S-space digital

readout and keypad, all of which are glowing arcane symbols.
For those practicing mages, this is quite obviously a techno-wiz-
ard device. The other three sides have an 8-inch oval etched in
silver. It seems that keying certain symbolic combinations
should open the other three ovals and release the vials, but how
this could be accomplished may be beyond the characters.

If they are able to open the container they’ll find 3 beautiful,
hand-etched, crystal vials, each containing a radiant golden lig-
uid. They are stoppered with metal plugs, each of which has a
tiny rune drawn on it. Attempting to open the vials without the
appropriate password will inflict a 2D6 S.D.C. or M.D.C. shock
to anyone holding it. Please see below under “What Is OBER-
MAX?" for more information.

SECRET!: There is a micro-bug transmitter glued to the dis-
play panel which looks and acts exactly like the rest of the but-
tons. It will take a Detect Concealment or Electrical Engineering
roll at -10% to discover it and that it isn’t working precisely like
the other buttons. Unless a character removes it, the device will
continue to transmit its current location on a tightbeam signal for
up to 5 miles.

Episode 1.3 Back To Rudy’s Rest

It should be simple to get back to the ‘Burbs. A light snowfall
sets in only a few minutes after the characters are underway, but
it isn’t hard to find their way. If anything, the snow will erase
their tracks to and from the kill-site, making CS discovery of
their actions unlikely. NOTE: If the party decides to go back and
visit their campfire friends (the adventurers from Episode 1.1),
they will find them gone.

The heroes should arrive back in good ole' Chi-Town around
dinnertime (5:00 to 7:00 P.M.), in plenty of time to meet their
deadline and reap a generous reward. Ah, if the lives of adven-
turers were even remotely that simple! First of all, martial law is
still in effect. Characters will have to sneak around to get back
into the ‘Burbs without arousing suspicion. In the distance can
be heard what sounds suspiciously like a street execution. How-
ever, please don’t make getting into town too difficult. You want
your characters back at Rudy's Rest inn for the next part of their
adventure. Just let them know that life is rough in Chi-Town
these days and leave it at that.

Second, there’s something amiss back at Rudy's Rest. Char-
acters should arrive to find a dark pall hanging over it. There are
only a handful of people clustered around bar tables, journeyers
trapped here for the duration by martial law. Rudy casts a baleful
glance at the characters when they come trooping in, then mo-
tions them over to the bar.

“Harold’s gone.” He’ll state flatly. “He left word about two
hours ago that he's going to his hideout, but . . . something hap-
pened, I don’t—I think something went wrong.”

Big Rudy doesn’t know any more than that except the loca-
tion of Harold’s “hideout.” A hundred credits will help Big Rudy
remember where that hideout is, part of a little-used underground
water treatment plant in the northern ‘Burbs. The directions to
get there are easy enough, involving a trek through the rear of an
abandoned tire warehouse. Big Rudy seems very worried about
Harold, but he can’t afford to go out looking for him under mar-
tial law. And the deadline clock is ticking.
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Episode 1.4 The Water Treatment Plant

The worn rear door to the tire warehouse (about 10 blocks
north of the inn) opens with no problem under the characters ef-
forts. The streets are now dark and filled with dry, blowing
snow. Now and then a muffled figure scoots from doorway to
doorway as SAMAS patrols drone overhead, spotlights sweeping
the streets. Inside the warehouse it is also dark, smelling strongly
of old rubber and diesel fuel. The entrance Big Rudy described
to the water treatment plant complex lies behind a large stack of
solid rubber tires in one comner. There is a a rusted iron grating
that looks as though it's solidly bolted to the wall, but it’s actu-
ally on hinges and opens to the touch.

However, something about the grating is strange. There is a
clear, mucous-like substance coating parts of the portal, impossi-
ble to miss by even the dullest perception. It smells like vinegar
and something far worse. Any mages in the party may recognize
this substance as a kind of ectoplasm, but it’s unlike anything
they've ever encountered. Beyond the grate is a 4x4 foot tunnel
leading 20 feet (6 m) to another such grating, which opens into
an unused iron stairwell. This leads down, turning 3 times, until
characters can hear sluggishly flowing water.

Below (about 30 feet/9 m) the streets of Chi-Town is a nar-
row sewer cistern, rimmed with a thin layer of ice in spots. The
passage is only 10 feet (3 m) high, 6 feet (1.8 m) across, and
flows southward, towards the ziggurat. There is a narrow, 2 foot
ledge with obvious signs of passage over the years, leading in
the direction of city-center (southwards). If the characters check
to the north, they’ll find no signs of passage and the tunnel ends
in a series of small (1 foot diameter) pipes from above.

To the south, the tunnel winds back and forth, occasionally
fed by the smaller | foot pipes. After only 100 feet (30 m) or so,
there will be more of the ectoplasmic gunk smeared along the
tunnel wall as if someone had brushed against it. After another
50 feet (15 m), the tunnel will open into a large room and the
characters’ next surprise.

The Treatment Plant Cistern

The room (measuring 50 feet wide, 110 feet long and 20 feet
high) is ringed by a 3 foot catwalk grating at the characters level
and another one set 10 feet above them. Six large, cracked lights
overhead afford a dull glow, shrouding the room in velvet shad-
ows. There is an entrance in the form of an iron door set on
either side, halfway along the room, on the upper catwalk. They
are accessable by metal ladders to the left and right of where the
characters enter. The interior is taken up by the cistern itself, a
pool 6 feet (1.8 m) deep and full of vile, brackish water. The fil-
tration system is sel underneath the water, two rusted gratings on
each side of the room, which lead 50 feet back and through three
water filters each. There is no sound of generators at work. The
plant is quiet.

Somewhat more to the point, most of the room's entire vol-
ume is choked with an eerie blue, spiderlike webbing! The entire
left wall, bleeding 2/3's of the way into the cistern itself, is full
all the way to the gloomy ceiling with the stuff! The webbing is
sticky (P.S. 18 + human strength to push through it, and has 50
M.D.C. per 10x10x10 foot cubel Movement can be noticed im-
mediately to the left about halfway (55 feet away and 10 feet
up), among the webbing. Any spotlights shown on the area or
lowlight sensors will pick up two disgusting figures crouched
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among the webbing. Without preamble, they will begin scuttling
towards the characters to attack!

The Beta-9’s

These creatures are Beta-9’s (see the description and statis-
tics of Beta-9's which follow the adventure.) Each is rather
nasly, possessing a number of interesting and deadly abilities.
The characters won’t be able to talk to them or reason with them
in any way. If they don’t fight, they’ll have to run! Assuming
they stand their ground, this will quickly turn into a pitched bat-
tle. The Beta-9's will fight to the death with vicious abandon,
giving as well as they take. Hopefully, the characters should be
able to get off a couple of shots before they close (at least one
free shot or action for each character before the abominations
close with them).

However the battle proceeds, eventually the Beta-9's will lie
dead. After this happens, please read the following description.
“You watch in horror as the two monsters begin to rapidly dis-
solve! Nothing you do seems to stop it and the process is unnatu-
rally rapid. In a handful of seconds, the bodies fizz and foam and
disappear, leaving nothing but clouds of nauseating blue smoke.
Then you'll all notice some movement among the webbing near
where they were originally spotted. There’s some kind of large,
human-sized cocoon up there and it’s moving!”

In seconds, the cocoon hatches, revealing nothing less than a
sticky version of the Beta-9's! But this one is in no condition to
attack anything. Observation will quickly reveal the sad, twisted
features of none other than Harold! He's in very bad condition.
Game Masters: It’s important the characters don’t kill Harold.
He has something important to relate. I suggest you play up the
pathetic and sickened aspect of the character. He looks, even
from a ways back, as though he’s dying. Any characters getting
near him will receive the following soliloquy.

“So it ends.” The Harold-creature will cough up an oozing
bile. “I was hoping you’d arrive in time, but it's too late for me
now. Not your fault, the OBERMAX was too advanced in me. |
was just desperate. You can understand that, can't you? I won’t
be paying you anything more, but don’t be too disappointed. If
you have the vials you can still make a credit or two off them.”
He smiles a terrible smile through glazed eyes. “Just don’t let
Mayfair get them or you’ll end up the way [ did! I . . .” And his
head sinks in silent death.

In seconds, Harold goes the way of the Beta-9's for he is, in
the end, one of them. The characters are left with their container
and its 3 vials, and no extra money for them. In addition, they
have (possibly) committed the multiple murders of Coalition sol-
diers. And what in the world is the OBERMAX? Life’s begin-
ning to look grim, but there’s a bit more to go.

Episode 1 Single Adventure Ending

If you want to play the OBERMAX Imperative as a single ad-
venture you can use this ending, otherwise use the ending below
to continue with the multi-venture. In this ending, there will be a
rucksack laying about 10 feet from Harold's cocoon, tangled in
the webbing. It's easily retrieved and inside reveals a C-20 laser
pistol (Coalition War Campaign, pg. 90), a scarred diary and a
hypodermic carefully wrapped in clean cloth. The pistol is brand
new and has two e-clips. The hypodermic is sterilized and
empty. The diary is written in a hand which shows progressive



trouble in legible writing throughout its course. The diary con-
tains a day-to-day description of a life suffering with something
called the OBERMAX, a magical transmutation agent designed
to alter DNA sequences through powerful alchemical means.
The following passage can be read to the players.

“. .. 12/25/103. Carathrax has injected me with the OBER-
MAX. I can feel it working already, filling me with itself. May-
fair will pay well for it, the dirty bastard! His career would never
have improved without it, but he's playing a dangerous game. If
Joseph or Underhill suspect anything, they haven’t come down
on him yet. Mayfair's a clever devil. How he convinced them to
impose martial law is beyond me, but it looks as though he’ll
shut the city down for a day to transport his precious cargo under
their noses.

“I sometimes hate this world, hate living. Maybe the OBER-
MAX will make me a god as Carathrax has said. Don’t trust him
or his dragonmen either . ..”

“, .. 12/28/103. It’s happening! Can’t go out now without
covering myself, I'd be shot as a D-Bee. Maybe the Banker will
buy what I have left over, if only I can find a group stupid
enough to take the risks. But I have to stop Mayfair somehow!
I've looked everywhere and time is running out for me. Maybe
Big Rudy knows someone, I'll try him tomorrow . . .”

— Journal Ends

The characters will find the “Banker” easily enough; a cul-
tured rogue (7th level Smuggler) willing to take the OBERMAX
off their hands for 50,000 credits. Afterwards they might want to
blow town while the CS investigates the Mk V APC incident!

Episode 1 Multi-Venture Ending

In this scenario, the characters will go through the same se-
quence of events as in the Single Adventure Ending, but the por-
tion of Harold’s diary marked in boldface isn't there. The
characters aren't sure where to get rid of these weird vials! Not
to worry, that’s coming up in the next adventure!

Episode 2 Single Adventure Set-Up

Those just beginning the OBERMAX Imperative do so
through an inexplicable occurence. While staying in the same
inn as is discussed in the Episode 1 Set-Up, one of the characters
unexpectedly discovers the green metal container in his room
with a note which states “Can’t go on anymore, too sick. OBER-
MAX is a fraud. You must take this container to Descartes at the
old water treatment plant by midnight. Mayfair will be after you
so be careful! And one other thing, you may already be infected.
I don’t know what its capabilities are.” The note will simply be
signed “H.” There’s a crude map of the entrance to the water
treatment plant via the old tire warehouse.

The characters should proceed to the warehouse to find out
what’s going on here, but if they don’t, have a few Dead Boy
troopers show up looking for the OBERMAX. They are obvi-
ously not interested in discussing a peaceful hand-over, but in
destroying the characters! Simply dropping the container and
running isn't going to be enough, the characters will have to re-
solve the situation or face constant attempts on their lives.

IMPORTANT Game Masters: It is imperative that the char-
acters have the container with them in this Episode, it’s crucial
to the storyline. If they seem unwilling to take it along in locat-
ing Descartes, remind them what the note said, that the individ-

ual reading the note (possibly others nearby?) may already be
“infected!” They'd better bring this stuff with them or risk the
unknown and maybe-dangerous effects of exposure to a sub-
stance which may prove capable of providing an anti-body for it-
self.

Back to the water treatment plant! Instead of Harold being at-
tended by other Beta-9’s, in this scenario he’s by himself in his
opened cocoon and dead by the time the characters arrive. Please
refer to the Episode 2 Beginning below to proceed.

Episode 2 Multi-Venture Set-Up

The characters have found out a few items of interest, namely
that OBERMAX was responsible for Harold's death and that he
feared someone named “Mayfair.” Also that someone else
named “Carathrax and his dragonmen” were probably responsi-
ble for the untoward attack back at the APC (was that only a few
hours ago?). There is also the hypodermic and the vials inside
the container, Was Harold planning to inject himself with more
OBERMAX? Now the characters will never know, but they
should be getting a bit worried. They have a hold of something
capable of producing beings like Harold, and that’s a little more
important than simple Earthly concerns right now. What to do?

IMPORTANT Game Masters: It is imperative that the

« characters have the container with them in this Episode, it's cru-
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cial to the storyline. If they seem unwilling to take it along in lo-
cating Harold, remind them that if they have to go back for it,
they're taking the risk of traveling through streets under martial
law not once, but twice! Their chances of getting shot will drasti-
cally increase if they have to go back and return with the con-
tainer,

Episode 2 Beginning

Here's where the players need one more piece of information
to make things fall into place, and they'll get it soon after finish-
ing up with the dissolved Harold. From up on the right wall, the
metal door on the upper catwalk begins to open! A tall, lean fig-
ure will step through the doorway, spot the heroes, and bolt in
terror!

What makes this encounter so unusual is that the individual
isn’t human, nor is he a Beta-9. He is in fact, an anthropomor-
phic mutant rat! His inhuman features will be visible even in the
dim light. Those with lowlight sensors will see him quite clearly.
He wears shreds of custom-tailored Dead Boy armor and carries
a C-14 Fire Breather assault laser/grenade launcher rifle.

One hopes the characters will have the foresight to follow the
rat! They don’t know if there are others with him or how they’ll
react to the news that there is a group of heavily armed individu-
als tromping around down here! If the players seem unwilling to
proceed, mention that the mutant seemed to be wearing a golden
medallion glinting in the dim light of the ceiling bulbs, one
shaped like a DNA molecule. That should get them going!

The doorway leads into a narrow access tunnel which goes
straight for 50 feet (15 m), then ends in a metal ladder leading up
to a rusty, iron trapdoor. But the rat isn’t there, besides the trap-
door has a chain wrapped around a stout lock. Where did the
bugger go? A quick search will reveal a 3x3 foot (.9x.9 m) metal
panel set at floor level a few feet behind where the characters are
standing. Moving the panel aside shows a slimy tunnel leading
down at a 45° angle at least another 200 feet, maybe more. Time
to slide.



The shaft ends in a crumbling cave only 8 feet (2.4 m) above
the floor. As it happens, the characters won’t have far to chase
the mutant, In his fear, the rat has already managed to hobble
himself sliding out of the shaft, bruising an ankle. He’ll be mov-
ing at about 1/2 his normal movement rate after that incident.
This mutant rat’s name is “Descartes,” and he’s one scared boy
right now. When the characters bear down on him, he’ll turn to
fire, but trip under his own forward momentum and end up
scouring a laser burn in the roof of the cave. After this he’ll sur-
render immediately and beg for mercy. He’ll promise to help the
characters, especially if they have the container of OBERMAX
visible on them.

Episode 2.1 Shadows Under Chi-Town

Descartes will take the characters through a series of dry,
cracked and broken sewers of great antiquity (they are now
around 70 feet/21 m below the water treatment plant and at least
100 feet/30 m below the Chi-Town city streets). These tunnels
don’t resemble the sewer system above, and are far older. Expe-
rienced or knowledgable characters will recognize these as noth-
ing less than Pre-Rifts structures! And sure enough, after a few
windings there is a rockfall leading up 10 feet into the dusty
streets of ancient Colfax, Illinois! They stretch to all points of
the compass, ending in silent shadows to the limits of armor sen-
sors. Above them, 25 feet up, is a uniform M.D.C. duracrete ceil-
ing which stretches for blocks in all directions.

The characters are directly below the Chi-Town ziggurat.

If your players don’t catch this, drop a couple of hints. If it
isn’t yet evident, your characters are now engaged in something
extremely cool. Give ‘em a killer description! The tops of
crushed buildings support the ugly foundation of the ziggurat
(perhaps a fitting testament to the Prosek dynasty), none higher
than six stories. Streets are clogged with dank piles of emulsified
rubble. Rebar juts menacingly at crazy angles from it, making
travel a careful thing to avoid cuts and gashes to armor and self.
It looks as though this section of old Colfax was somehow
sunken or undermined, long ago, and the ziggurat sets on the
tops of the buildings for support. It is quiet and somehow very
sad down here.

Descartes limps along, leading everyone through this silent
monument to the past while keeping a wary eye out for anything
dangerous. He'll explain that he was friends with Harold. Harold
was supposed to have contacted him a few hours ago with word
as o whether he had the OBERMAX or not, but he never
showed up. Descartes finally went looking for Harold, and the
water treatment plant was the first place he’'d gone. It seems to
bother him that the characters are in possession of the container.
If asked about it he’ll just shrug and say “I guess Harold didn’t
trust us in the end, can’t blame him. I mean, would you trust de-
serters?”

The players should like Descartes, he's a likable guy, and
somewhat of an anomally in mutant rats. He's of Good Align-
ment and the characters should be aware of this from the way he
speaks and acts. It’s clear also that he has suffered recently. He
looks haggard, even for his species, and frightened. Afler 10
minutes of slow travel, Descartes will lead the characters to a
newer tunnel, made completely of metal.

This tunnel is the crux of this part of Episode 2, designed as a
physical challenge for the characters. Descartes tells them it's
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got sensors and automatically tracking lasers to keep it cleared.
Skull troopers use it from time to time to patrol this lower world.
Destroying the sensors or weapons will only bring down a swift
reprisal from the Coalition military. He knows the tunnels so
well that he can travel them without fear, but this knowledge
can't be completely transferred to the characters. They'll have to
do their best. The only way to proceed is to run it!

Here's where you really wish you had a jetpack. Characters
capable of sustained speeds of greater than 45 (31 mph/49 kph)
won't have a problem. They'll still have to roll vs P.P. attribute
three times at -5 to get through without tripping, stumbling etc.
Those with P.P. attributes of higher than 25 have automatic suc-
cess unless they roll an unmodified 20. Those using power armor
or jetpacks will have to roll three times versus their piloting
skills for success.

If any rolls are missed, the laser nearest them will get a lock
and fire. These can only be dodged with the aurododge abiliry.
Using a dodge to avoid the blast will only slow the character
down, allowing the weapon system another opportunity to fire!
Roll for the weapon, it's still possible for it to miss. But any roll
higher than an unmodified 5 will strike the target, delivering
5D6 M.D.C.

Beyond the lasers are heat grills set in the floors, walls and
ceilings. The characters must carefully walk, crouching, through
the area or activate superheated coils which will radiate 3,500°
blasts of exhaust (routed from Chi-Town’s below-ground incin-
erators) from all sides. It will take another two rolls (versus P.P.)
for individuals attempting to navigate this section. Anyone
caught in the exhaust will take 3D6 M.D.C. 1o ALL parts of
themselves as they are smothered in super-heated flames!

Past the heat grills, Descartes climbs a short iron stair and
turns into a shadowed hall some 30 feet (9.1 m) across and 70
feet (21.3 m) high. This is a major access tunnel to various blast
doors in the base of the ziggurat. Characters will have to stay
away from these to avoid being recorded on video cameras, but
Descartes will point that out so it shouldn't be too tough. The
hall stretches the length of 4 football fields, around 1,200 feet
(365.6 m). A line of lamps hangs from the ceiling around 55 feet
up, spaced 50 feet from one another the length of the hall. Shad-
ows cluster thick here as well. Descartes warns them that mutant
rats aren’t the only denizens living down here. This giant hall is
accessed from above by “unliving creatures” from time to time.

Game Masters: What Descartes and the characters don’t
know is that these are ghouls. And not just any ghouls, but the
tortured souls of those put to death by Coalition Death Squads!
They've found a way into this long hall through the ceiling and
enter from time to time to check out the possibilities of a light
snack.

The Ghoul Pack

Halfway through the room, disaster will strike. A pack of
hungry looking ghouls will be seen flanking the characters from
overhead, crawling like spiders along the roof sections among
the lamps. There can be from 4 to 24 ghouls depending on what
you think the party can take. They are vicious creatures and will
fight savagely until they've taken 75% of their M.D.C., after
which they’ll flee at top speed back through the crack in the ceil-
ing.



By now the characters’ actions are definitely a matter of cam-
era record! They will have to move out the other end of the hall
and through another crack in the foundation. Beyond is what
looks like a buried office building. Descartes winds through this
for another 5 minutes, moving quickly now. Soon the characters
come out into a 40 foot high room, shaped in a crescent out-
wards. The far wall is composed of broken glass hanging in huge
metal panels. The floor is made of dusty marble, cut in appealing
patterns.

Beyond this is a rubble-strewn street and a set of cement steps
leading down 20 feet below the ancient city streets. A small sub-
way stretches off north and south, fronted by a very large
(40x100 foot) platform. Here, a dozen creatures exactly like
Descartes turn at the approach of the characters. Signs of habita-
tion are evident. Descartes will turn and smile ruefully to the
characters.

“If we knew you were coming, I'd have put on the tea.”

Episode 2.2 The Skull
At Midnight/The Coming of Carathrax

This tiny camp represents one of the few attempts by the Coa-
lition to work with mutant rats as soldiers. This group began to
question the authority of their CO almost immediately. They
ended up deserting a few months ago with the help of a smuggler
named Harold. He was the one who brought them down here and
helped them get some provisions (while charging them, of
course).

As the characters relax for the first time in a number of hours,
have them get to know the deserters. They all have names like
“Neitsche,” “Hume,” “Aristotle” and “Plato.” It will be immedi-
ately plain that not all of them are as friendly as Descartes, when
of a small fight break out over whether or not to give the charac-
ters anything to eat. Some of the rats glare at the characters with
obvious ill feelings, while others just ignore them. A couple,
Freud and Skinner, will offer the characters a can of stew and
some military rations. They aren’t great, but the characters have
been going pretty much non-stop for 8-9 hours by now and
might appreciate a bit of a bite.

After the meal, Neitsche and another rat, “Chauvan,” will be-
gin questioning the characters rather pointedly about what
they're doing here and what has happened to Harold. He was to
get them out of here and provide passage south to El Paso or
maybe even further. They knew he’d been sick but they are leery
of anything the characters say about Harold dissolving (or disap-
pearing in the case of the Single Adventure Set-Up).

The Softening Crew

Just as this discussion is beginning to grow personal and a bit
ugly, something’s going to happen in a specific way and it is
VERY important you implement this sequence. As hands are be-
ginning to steal quietly towards concealed weapons, there is a
pounding of heavy feet from both up and down the ancient sub-
way tunnel. The rats will instantly race for the stairs at the far
side of the platform, while drawing what weapons they have.

But it will be a tad too late.

Neitsche, (its got to be Neitsche! His influence with the others
of the pack is essential to the storyline!), and probably members
of the group, will encounter a giant creature stomping its way
out of the tunnel, half-filling it. The steps are now shaking the
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ground slightly with its 7 tons of bulk. This is a Drulluk. Please
refer to the section following the Episodic descriptions for com-
plete statistics on Drulluks. The monster will gravitate toward
Neitsche and reach for him with two of its four grasping append-
ages.

Game Masters: These are the creations of Carathrax of
Nebh Tower. There are only two Drulluks here (he has a dozen
back home). They were extremely difficult to import from the
Federation but Carathrax thought it worth the effort. They have
tunneled their way into the underground city from miles outside
it, filling in the earth behind them as they went.

Here it is important for an action to be taken. Neitsche is in
trouble. With characters of Evil Alignment, it may be tempting
to let him become Drulluk-chow, after all, he's been confronta-
tional and suspicious (as are most mutant rats). However, he’s
also an obvious influence over Descartes and the other rats. It
might be more effective to spare his life if possible, and what
more effective a way to control him than to gain his confidence
by saving his worthless hide?

That's the attitude I'm trying to get across, with evil being the
toughest to justify the act, we need to save Neitsche’s life some-
how, But it has to seem natural and seamless so that your players
get the feeling of having made the decision themselves. That it
was the ONLY thing to do at the moment. For this reason, please
familiarize yourself with the statistics and capabilities of the
Drulluk so that you can play the creature’s actions and reactions
smoothly in the session,

So someone, or several people, can leap in and save Neitsche.
Maybe they shoot the Drulluk, or magically affect it, or pile into
it vibrosword-first. However they attack it, the incident will
serve to divert its attention for the crucial second it will take for
Neitsche to cut and run, and that is what we're trying to do. Any
fighting subsequent to this act is irrelevant except to kick a little
ass and have fun.

NOTE: The Mutant Rats flee in terror from the Drulluks!
They’ll scatter to the four corners of the globe when the Drulluks
show up. But don’t worry, you haven't seen the last of them by a
long shot!

The Drulluks are here to soften the charcters up and will at-
tack them continuously until taken down to 50% of their M.D.C.
Then they’ll smash through the nearest wall in a geyser of earth
and disappear downwards. Whenever this happens, Carathrax
will appear.

The Big Entrance

Wherever the characters happen to end up by the close of this
battle, Carathrax will appear before them. The special effect for
this entrance is that the alchemist rises as a pillar of man-shaped
rock from the street or building floor, to his full 7 foot, 7 inch
height. Then the rock man shakes itself, and the rock drops to the
ground, revealing the mage.

His robed arms will raise to either side of his lean physique,
pulsing with psychic energies.

“I"'m here for what has been taken by trickery and deceit! You
will deliver it to me, NOW!

The thundering Word of Command will shake every charac-
ter's nervous system (unless a robot or extremely alien being),
requiring saving throws at -2 vs psionics for everyone within 50
feet (15 m). Anyone failing is caught in the enchantment and




will do what Carathrax mentally commands them to do. If the in-
dividual carrying the green metal container is affected, he in-
stantly jump to obey.

It looks bad for the characters here. Carathrax has an Invul-
nerability spell operating, making him impervious to non-magi-
cal assaults. The enchanter wears a psio-mechanical helm which
protects him from mind control and other attacks, and carries
M.D.C. weapons to conserve his magical power. He can defeat
the characters with little trouble at this point, and after all, why
bother fighting for this stupid container anyway, right?

Wrong. At this point the army shows up.

Episode 2.3 Col. Mayfair, I Presume?

Col. Mayfair announces his presence by firing in ambush at
all and sundry from several nearby positions. His troops (which
will vary from 8 to 30 or more depending on how much you
think can beat your party, not what they can take) are shooting
Carathrax and the characters with virtually no discrimination
whatsoever. Mayfair’s brought these forces with him:

2-8 FASSAR-20 Skelebots with DV-213 robot variable laser ri-
fles.

2-6 Terror Trooper power armor commandos with CTT-20 mis-
sile launcher rifles.

3-10 Soldiers in CA-6C Armor with C-29 Hellfire heavy plasma
cannons.

2-5 Death’s Head SAM’s with C-40R Coalition SAMAS rail
guns,

1-4 TAR-5 Hellfire Combat Robots(!)

Considering the characters’ average effectiveness, this should
prove to be an overwhelming threat, especially if you go with the
higher end figures. The troops close in from all sides, SAM’s
flying near the ceiling to contain stragglers. Another firefight
will undoubtedly erupt between the characters, the frustrated
Carathrax, and the troops. Fireballs and mini-missiles will deto-
nate together and the underground world will light up like
Christmas!

Not only that, but by some amazing coincidence, the ruins of
downtown Colfax have been considerably weakened over 300
years of supporting the ziggurat. By this point, Mayfair is al-
ready beginning to lose control and he'll stop at nothing to re-
trieve the container of OBERMAX. He's ordered his troops to
destroy everything, take no chances, for he realizes his puny
earthly weapons cannot affect the container. Everything else is
fair game, light ‘em up!

SAMAS will drone overhead, flying at insane speeds and an-
gles through the low ruins, firing on the fly at the characters. At
one point, a solid hit from one of the characters (25 or more
M.D.C. in a single attack) causes one of them to veer off course
and slam brutally into the side of a building, causing brick to fly!
He'll spin a couple of times, then stabilize himself and turn back
toward the battle. He'll raise a hand and wave to show everyone
that he's alright, then his fusion powerplant will detonate with
unbelievable force. The soldier disappears in a sphere of intense
light 30 feet (9.1 m) across and is gone.

Terror troopers will unleash volley after volley of mini-mis-
siles at the adventurers and Carathrax. Lines of flaming explo-
sions rock the foundations of the ziggurat. Soldiers are firing
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plasma cannons and robots are separating building tops from
building bottoms. After a few actions of this nonsense, Carathrax
finally leaves in disgust, disappearing into the earth as he came,
The characters are trapped and quickly getting their fundaments
handed to them. Finally, a signal is given and the fire lets up.
Smoke floats through the air, carrying the stench of melted metal
and burned stone.

The troopers don’t retreat, they keep their weapons trained on
the characters’ position(s). That’s when Mayfair at last steps up,
surrounded of course by his FASSAR-30's. He'll make the fol-
lowing speech.

“I don’t really know who you all are, which is probably good
for you, but I'd like my vials please. You see, 1 have important
things to do with them. Come now, I know you can't harm them,
let's get this over with!" If the characters just slide it out, skip to
the next part of the episode. If somebody gets cute and tries hid-
ing it, have Mayfair's goons physically overpower and capture a
character to use as a hostage. If the container isn’t retrieved and
brought forward within a very short period, the character will be
put to death!

However it comes down, it is important the characters even-
tually hand over the container. If it looks as though they’ll try
anything tricky, the CS soldiers will just close in and take it by
force if they can. In the end, Mayfair should have possession of
the container. Now it looks very bad for the characters! The
forces begin retreating, releasing the characters and backing
away. Weapons are coming up with the obvious intention of de-
stroying the beaten and demoralized adventurers,

The Cavalry Arrives

But at the last possible second, the one where everyone thinks
they'll be rolling up new characters, a blistering volley of fire
from overhead tears into the massed CS soldiers! The Mutant
Rats are back, led by Neitsche! They pour fire into the soldiers,
driving them back and allowing the characters to dive for cover!
By the time the troops begin firing at the characters again, they
should be under cover and have their weapons back. Under the
combined firepower of the characters and the 12 mutant rats, the
Skullheads will retreat!

Episode 2.4 The Secret Plot Revealed

Time for a piece of news. Neitsche will say that he inter-
cepled a transmission from Col. Mayfair to the State Landing
Grid LZ-4021, 2 miles east of Chi-Town. The rat shrugs and re-
lates that Mayfair said something about . . . the Skylifter.” He
has a recording of the conversation which is jangled, but audible
for just a few sentences. Here is that transmission:

. .. (white noise) . . . at Landing Grid CS-40 is a roger, Col.
Mayfair, awaiting your arrival. Yes sir, the unit is in place. I was
wondering just what that was for . . . no, no sir, I’'m not question-
ing my orders! I'm sorry, sir, I hope this won’t be reported. Yes,
yes, thank you, Col.! Yes sir, the unit should cover at least that
great a surface area, the tanks are 200 gallons each. [ . . .(mes-
sage fragment ends in static)"

Carathrax Returns!

Just as the characters are digesting this, Carathrax re-emerges
for a final time. He's got a speech to make, so he’ll play nice
with the characters this time. It should be made clear to the play-
ers that Carathrax is here to parlay, not fight. His speech follows:



“Put up your weapons, you don’t need them now! It seems
the OBERMAX is beyond my reach yet again, and now the
stakes have grown higher. Do you known what the serum does?”
The characters should probably answer either “no,” or that
they've seen some of the results of it, (if they played the first
Episodes of the OBERMAX Imperative). Carathrax continues.

“It's a transmutational agent, for use in tiny amounts under
experimental conditions. I was duped, you see? By Harold, of all
the cretins! But he and his conspirators have paid for their fool-
ishness by now, I'm sure. OBERMAX,” he'll tum to eye them
all, “. . . ransforms whatever life it encounters, even extraterres-
trial, into something else, something it is perhaps capable of be-
coming. Harold and his lot were Beta-9’s, hardly worth
mentioning I'm afraid.

“Here’s the rub,” the mage will spread his arms in a very hu-
man shrug. “Mayfair is going to do something with it I can’t
even begin to imagine! Whatever it is, he doesn't know what
he’s doing! He could create monsters beyond his worst imagin-
ings with OBERMAX! Beyond your worst imaginings . . .!” He
talks slowly to let the meaning sink in. “And another thing, any-
one handling that container is now potentially at risk of transmu-
tation. I highly suggest you find that container and return at least
one of its vials intact. Both you and I may need it now!”

Now the characters will know about Mayfair’s transmission
to the Landing Grid and the presence of “the unit,” whatever that
is. But they know that he's “arriving” there, probably to board
the Skylifter. Anyone familiar with CS vehicles will also know
that a CS Skylifter APC is a giant robot flying vehicle, capable
of long range and considerable payloads.

Carathrax will disappear into the floor again after this speech,
this time with a thoughtful look on his rocky features.

Neitsche’s Suggestion

Neitsche speaks up, “We'd like to help you get back your
item. You saved my life and I owe you that. I know where that
landing pad is, we could be there in 20 minutes if we move!”

The characters should be anxious for this since one or more of
them may be infected with traces of this transmutation agent. If
they seem hesitant to believe this substance could penetrate ar-
mor, etc., remind them that it isn’t man-made, but a magical sub-
stance with proporties they can't begin to imagine, formulated in
conditions which require senses human beings don’t even pos-
sess! Who knows what this crap can do?

Neitsche will lead them all along a tunnel which ends in the
Chi-Town sewers and finally comes out in a cellar in the outer
eastern ‘Burb zones,

Carathrax Reprise

From there the characters will strike a piece of luck in the
form of a completely empty and unmanned Coalition Mk V APC
just sitting in the nearby street! Stuck to one door is a message in
American which reads “The crew will awake in less than two
hours time. Good luck to you all.” It is signed with a flourishing
“Carathrax/Tower Nebh.”

The crew, 8 individuals, are sleeping peacefully in the APC.
They are wearing old-style CS Dead Boy infantry armor (80
M.D.C., weight 18 pounds/8.1 kg.). The characters can easily
don said armors and tie and stuff the sleeping beauties behind a
few crates in back. The mutant rats will don uniforms and hide
their features under helmets as best they can. Each soldier has a
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C-12 heavy assault laser rifle and a C-18 laser pistol as well as 2
concussion hand grenades (heavy high explosive, 4D6 M.D.C. to
a 6 foot (1.8 m) area). Each also has a vibro-knife in a boot
sheath.

Finally, one of them carries a plastic ident card worn on a thin
metal chain around his neck. It will be very visible and of obvi-
ous importance.

The aforementioned crates are labeled “LZ-4021/Mayfair.” A
happy coincidence? Perhaps, but with Carathrax one can never
be too sure. Finally a stroke of good luck! And it’s just what the
characters need to finish this Episode. Anyone with Tanks &
APC'’s skill can drive the vehicle, or anyone with a ground vehi-
cle piloting skill at -30%(!)

Episode 2 Single Adventure Ending
State Landing Grids & LZ-4021

This State Landing Grid is one of a dozen military oriented
landing fields scattered around the Chi-Town area. This particu-
lar SLG is SLG-12, located some 2 miles (3.2 kilometers) east of
Chi-Town. It is surrounded by a 30 foot (9.1 m) duracrete wall
with computer-controlled gunnery platforms every 200 feet (61
m) along its considerable length. Inside it measures 1,500x3,000
feet. Longer landing strips are rarely necessary with Coalition
military vehicles capable of VTOL style travel.

The gates of the wall surrounding the LZ will already be
opening as the APC rumbles up. A quick check of the ident card
and the characters will be inside the Landing Grid area. As long
as nothing goes wrong, the characters should be pulling up to
LZ-4021 minutes after passing the gates.

The centerpiece of the compound is a radio antennae-en-
crusted control tower rising 250 feet above the landing fields.
The fields are scorched duracrete, measuring either 100x100
feet, 200x300 feet or 300x500 feet. The smallest pads are in fact,
on M.D.C. steel gantries which can retract into the ground. Each
has huge numbers painted on it and the pads are also equipped
with concentric traffic beacon lighting. These will begin on the
outer areas of the pad and light their way inwards, providing a
highly visible target for landing aircraft. For reference sake, this
SLG handles LZ’s 4000 through 4100.

Game Masters: Beneath the surface is a maze of service tun-
nels and repair facilities, 100 rooms on two underground levels.
Technicians and repair personnel work here round-the-clock,
keeping vehicles serviced and ready for flight.

Among and around the pads up top, technicians and laborers,
soldiers and pilots, stand in conversation or are engaged in busy
activily as the case may be. The characters can now see LZ-402]
clearly and its tremendous burden, the Skylifter. More amaz-
ingly, the characters are being waved aboard the thing by several
CS troops! I've used the word “hopefully” a lot in this adven-
ture, but hopefully the players won't look a gift-APC in the
mouth and drive that big sucker aboard with no problem.

The Trojan Horse

Your characters are now inside the modern-day equivalent of
a Trojan Horse, with all the advantages that implies. First of all
are the weapons on the Mk V transport itself. With its missile
launchers and gunnery it can decimate sections of the Skylifter
from inside, blow tremendous chunks of its interior away, crip-
pling the giant vehicle in a blistering hail of fire. Or the charac-



ters may opt to simply walk among the crewmen on the APC
until they find out where the container is being stored.

From here on out things get intense. Mayfair is caught off
guard in this scenario. He hadn’t counted on Carathrax’s con-
tinuing interference. Another bloody firefight will ensue, either
through use of the APC or by going out on foot. Mayfair will
definitely get away in this ending, but his career as a glory hound
is over and he'll have to flee the Coalition States completely for
his treasonous activities.

The characters can retrieve the container and probably drive
the APC out the front gates in the confusion. They'll have to
stash it quick, but if they don’t stay with the vehicle for more
than 5 minutes after the event, their capture will be unlikely.
Eventually they can give the container back to Carathrax by trav-
eling to Tower Nebh (but that’s for another adventure!)

Character Rewards

Those playing this second Episode may opt to sell off the
suits of armor, weapons and other goodies they got from the
APC. Each suit of armor can be pawned for 15,000 credits, each
rifle for 10,000, each pistol for 5,000 and each vibro-blade for
2,000. There also may be stolen equipment from the Skylifter
APC to pawn, but that’s for you to work out. In any case, this
should be sufficient reward, for now.

In the case of playing up to this point, the characters may opt
to sell off the container to anyone they run across. This wouldn’t
be a greal idea since each character in contact with the container
stands a flat 30% of becoming infected with the OBERMAX 1o
varying degrees. Please refer to the heading “What is OBER-
MAX?" below for more details on this.

Episode 2 Multi-Venture Ending

The multi-venture ending is similar to the single adventure
ending in that the characters are now aboard an APC headed for
the State Landing Grid. They will be allowed into the field just
like the first ending, but this time, something has changed. The
crates in the back of the APC do NOT say “LZ-402 1/Mayfair,”
but are for some other cargo. As they near the LZ, they will see
something they'd rather not.

The characters are simply too late to stop Mayfair! They
watch in horror as the massive vector jets of the Skylifter roar to
life, the nearby ground shakes, and the vehicle lifts with ponder-
ous grace into the air. What is Mayfair up to and how are they
going to get the OBERMAX back? Answers in the next adven-
ture!

Episode 3 Single Adventure Set-Up

It’s mid-winter. The characters are sitting at Rudy’s Rest in
the Chi-Town ‘Burbs when a group of 12 Mutant Rats, all
dressed in Coalition Dead Boy style armor, storm the room.
They will immediately close every door and window, securing
the lower level, then look around for someone they call
“Harold.” The characters will have no idea who this Harold is or
why the rats are looking for him,

A moment later, the front door to Rudy’s Rest explodes in-
wards. It's Mayfair’s soldiers and they’ve come for Harold as
well, but this scenario goes different than the last. Here they kid-
nap the characters on the basis that one of them vaguely matches
the description Harold gave when questioned, of a fellow smug-
gler.
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The Skullheads will take the characters outside to a waiting
Mk IX EPC. They will be hustled aboard roughly and driven
through the snow covered streets. But after only a dozen blocks,
the EPC is unexpectedly stopped. After several weapon reports,
the mutant rats are back! They leap into the EPC and take over,
helping to polish off the couple of guards watching the charac-
ters.

Then the little vehicle is in motion once again, going through
the outer ‘Burbs and out to LZ-4021. When order is restored,
one of the rats moves forward and greets the characters, “Sorry
for the hassle back there, but we weren’t sure we were on the
right track. My name’s Neitsche. Just put on a suit of armor and
follow our lead at the Landing Grid!” If the characters balk, re-
mind them that no matter what they do at this point, they’re still
guilty of aiding and abetting these treasonous mutants in the eyes
of the State. They’d better see this thing through!

They'll arrive at the State Landing Grid to watch as the Sky-
lifter takes off; see the description from the last part of the Epi-
sode 2 multi-venture ending. Too late! But nearby is a waiting
Demon Locust helicopter whose fuel hoses are just being pulled
back. It's ready to fly. Skip ahead to Episode 3.1 below.

Episode 3 Multi-Venture Set-Up

The characters begin play inside the Mk V APC in the middle
of State Landing Grid-12, near LZ-4021. All around them are
military personnel, guards and vehicles of tremendous value,
Just as the characters are getting used to the fact that the OBER-
MAX is beyond their reach, Neitsche will lean over and flip the
command channel on the APC’s radio. There’s a patch of static,
then someone will point towards a nearby landing pad holding a
fully fueled Demon Locust helicopter! It's a desperate gamble,
but Mayfair’s getting away!

Episode 3.1 Mayfair’s War

Neitsche will take one look around the APC (or EPC if the
single adventure is played), then get out and begin walking
briskly for the chopper! The characters should figure out to fol-
low him. If he's caught here they will quickly follow his fate! By
the time they’re all piling out and approaching the chopper, Neit-
sche is calmly pulling himself up into the forward pilot’s com-
partment. By the time they reach him, he's engaged the engines!

And from behind comes a shout of discovery. Now every-
one’s committed. They stand no chance of getting out of the
Landing Grid via the way they came in, and capture by the CS at
this point would be inadvisable. The group had better pile inside,
rats and all! As the last individual dives inside, Neitsche will lift
off with crushing speed, banking steeply over the compound
wall and flying nape-of-the-earth at the copter’s top speed of 250
mph (400 kph).

There’s complaining from the back, something about being
cramped by a refit device or something from the rats. But the
characters don't have time to deal with that right now! Any CS
attackers or incoming missiles will be dealt with by Chauvan
(Neitsche’s lieutenent), using the wing rail guns or nose rail
guns. The characters will find that Neitsche is a superb helicop-
ter pilot who psyches himself up by singing at the top of his
lungs while he flies. His razory tenor will resound through the
cabin, . . . she said she ain't waaannnt me! She said she ain’t
neeedd me!” Someone may recommend closing the crew com-
partment.



Strangely enough, the characters won’t be pursued by CS
troops. There will be a few shots coming out of the Grid, and a
volley of cannon fire which will damage part of the tail (16
M.D.C., the tail can take it), but that will be about it. Although
they can’t know why this is, it might strike them as peculiar.
Please feel free to agree with the players that they should be
drawing fire from strategic ground missile batteries by now.

A radar lock on the Skylifter has it headed North/Northwest
in the direction of former Wisconsin. Game Masters: This is de-
signed to throw the players off a little bit at first. After all, what
the hell's in Wisconsin these days? In fact, Mayfair is heading in
this direction for that very reason, bypassing mustered troops
headed into Tolkeen, (and Tolkeen itself for that matter).

Chi-Town quickly falls away to the south over the horizon.
The Demon Locust is a fast bird, but she can't catch the Skylifter
no matter what. The only option the characters might have is to
fire the four medium range missiles the craft has in an effort to
cripple the other ship. The Skylifter will be out of range in 16
minutes (based on a 150 mile-per-hour differential between the
Demon Locust and the Skylifter with a 40 mile standard range
for these missiles).

If the missiles are deployed, roll the missiler’s Weapon Sys-
tems skill to first get the weapons on-line. Then roll to strike. All
missiles in any volley will either hit or miss. The Skylifter pilots
will be allowed an anti-missile strike roll (see Rifts RPG, pg.
41/42). Whether some or all of the medium range warheads hit
or miss, things are looking grim. They won’t be enough to take
out the Skylifter!

Some 20 minutes after leaving the Landing Grid, Neitsche
will look glumly back at the characters and say, “He’ll be off of
my radar in another few minutes, I can’t match that speed!” The
copter is now around 83 miles (133 kilometers) north/northwest
of Chi-Town, flying low over areas of frozen woodland.

What to do now? If the characters haven’t looked around the
copter yet this would be a good time. If they don't jump to that
conclusion, one of the mutant rats will speak up and mention that
there’s something strange in the back of the thing, a refit for the
engines. Hello?

Sure enough, this copter is one of nine which have recently
been refitted by the CS with fusion engines. Some careful look-
ing around will reveal extra controls beneath the normal control
interfaces and a new HUD will apear on the cockpit screen! And
the fun’s just starting! Anyone looking through the Locust’s dat-
abanks will easily find something labeled “Black Earth Mode."”
Well, it’s nighttime, isn’t it?

Black Earth Mode

Black Earth Mode will register on voice computer as “, . .
stealth and velocity maximized, automatic features available.”
Sounds good, but what's it do? No other looking will produce
any information except how to initiate this function; a red button
in the dash beneath a flip-up plastic guard marked with a CS
skull emblem. Mayfair’s getting away, it's crunch time.

Hopefully, someone will push the stupid button. If no one in
the party can make the decision themselves, have Neitsche slam
his paw down on the thing in disgust!

When this happens there is a quiet roar of power and the De-
mon Locust changes. The flooring will slide outwards a couple
of feet and the crew compartment will flatten out somewhat.
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Metal restraining harnessess will slide down over the pilot and
co-pilots, allowing them to access the HUD with specially-made
buttons in the hamess. Characters looking out windows can
watch as the helicoptor blades stop spinning. Then each slides
around the shaft until they are all aligned one over the other, and
the whole works slides down into the top of the Locust. It's
stubby wings fold in and the craft streamlines itself. Neitsche
calls from forward that he’s got a bit more power to work with
now.

The next second, the characters are thrown backwards as the
craft accelerates to nearly 450 mph (720 kph)! Anyone wanting a
look can watch and be amazed as the Locust now flies smoothly
and at high speeds quite low to the ground. The ride is eerily si-
lent and graceful. The adventurers are making great time and it
looks as though Mayfair and the OBERMAX are within their
grasp once again! But life is going to get even more interesting.

The Survivalists

The Demon Locust is now flying low to the ground, about
170 miles north/northwest of Chi-Town, at high speed. What
Mayfair knows, and the characters don't, is that there is a small
colony of survivalists 40 miles or so past the old Wisconsin bor-
der who haven't yet been assimilated into the CS. He has
avoided their missile emplacement, but the characters haven’t!

The skies will light up around the newly-transformed Locust
with light medium range missiles. Because of the ship’s stealth
capabilities, only 1 in 10 has a real chance of hitting it. Anyone
with the Pilot Hovercraft skill can now jump in any time to help
the pilot if necessary.

Suddenly comes a “thaawuuumpp!™ and everyone's thrown
sideways from the solid impact of a missile. Damage lights blink
on and off, a klaxon starts up with a “vreeep! vreeep!”

Game Masters: Here’s another spot where we have to help
things a little. It is important that the helicopter is damaged, but
not beyond repair. Things should also seem bad. Damage to the
engine is the most crucial aspect of the adventure, so we'll dam-
age that, If there are Operators or other people with tech skills,
this is where they’ll come in handy.

If no one has any tech skills, have one of the mutant rats pitch
in and do his best to repair the engines. The Locust is losing
power because of a low-level radiation breach. The ship is being
radiated to dangerous levels, but slowly. The safety function
must be overridden to keep Black Earth Mode in operation or the
craft will transform again.

Allow any character who tries two rolls to get it versus Air-
craft Mechanics, Electrical Engineer or Robot Electronics. Basic
Electronics can be used at -25% to the roll if necessary. There
should be at least two rats who can try and perhaps one or two of
the characters. NOTE: If you're playing a really techno-oriented
party, feel free to advance the threat level of the damage. Maybe
the thing’s slated to blow up unless they do something and
quickly!

The Grapnel Cannon

As the characters and rats are trying to shut off the safety fea-
ture, have someone stumble across what at first looks like part of
the bulkhead, but turns out to be a grapnel cannon bolted to the
wall! It can swivel out a doorway, possibly for rescue work or
some kind of espionage, who knows?



However you decide to run things, repair work will take at
least 1D6x10 minutes. Eventually the heroes should get the
safety feature turned off, but the repair time has slowed them
down. They have to make time!

Episode 3.2 The Race For Tolkeen

It’s all-out speed now, flying as fast as possible after the Sky-
lifter. Land will scroll away undemneath the characters as the Lo-
cust performs admirably, bordering hillsides and valleys with
flawless and breathtaking speed. After another few minutes,
Mayfair and his goons come back on the radar and it appears as
though they’ve taken a somewhat western turn in their direction.
If the characters haven’t tried projecting his flightpath, have
Descartes (see Descartes description following the adventure)
punch up a sketchy electronic map of the Great Lakes region.

After a minute or two, the Skylifter’s course becomes evident.
It is heading northwest across Wisconsin, directly for old Duluth
and the Xiticix Hives! If the characters don’t know anything
about Xiticix, Descartes can lend the benefit of his limited
knowledge and describe them as “man-sized insects.” He knows
little more than that, save that they keep to themselves.

And just as everyone's digesting this, one of the mutant rats
doubles over in pain! He says that his “skin hurts,” Removing
his armor will show his furred hide beginning to change into
something else, something with thick steel-colored fur a lot
longer than the surrounding substance. Any characters missing
their saving throws vs magic after handling the container might
begin to get a little anxious at this point! For those just beginning
the adventure at Episode 3, this can serve as foreshadowing, or
setting the stakes, for the actions to come.

The rat (it's Plato) isn’t going to spontaneously transform, but
he’s getting sicker by the minute. Which means that it’s time to
introduce the snow storm,

The Snow Storm

As the Black Earth vehicle closes in on Mayfair's APC, a
blizzard sets in. Not happy, friendly, first-snow type weather, but
a nearly horizontal gale screaming in from due north, following
the jetstream south from former Canada. The weather is on them
before they really know what hit them. As anyone who lives in
northern climes is aware, a blizzard is the combination of dry,
dusty snow and strong winds. Wind currents change and move
like water, causing areas of blizzard to descend in sometimes
minutes.

The radar will keep tracking, but both the Locust and the Sky-
lifter are going to have to slow down or risk piling into a hillside
at over half the speed of sound. And so the chase becomes some-
thing different, a game of cat-and-mouse.

The characters are closing in on the Skylifter, staying low to
avoid possible radar. The Skylifter doesn’t have the luxury of
that in a blizzard, so it remains on radar in the dark, in the mid-
dle of a snow storm. But it will begin to go glitchy soon after the
storm begins. The reason for this will soon become evident.

A range of hills blocks their progress! Neitsche, or whoever's
flying this thing, will have to pull up, risking detection. Flying
through the hills will cause them to slow even further. If the
characters don’t come up with the idea of flying over the snow
storm, you can either drop a hint or have one of the rats suggest
it. It's the best course of action at the moment and will set every-
one up for the next Episode nicely.
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Episode 3.3 The Mid-Air Transfer

The Locust makes good time flying above the clouds for a
few minutes, but there’s a glitch. Neitsche will point out that
their craft can only fly so much further in its damaged condition.
They'll have to somehow get aboard the Skylifter in mid-air and
take it in one piece, not an easy proposition. As an alternative to
boarding by mid-air transfer, the characters can just opt to ram
the Skylifter! It's extremely dangerous and stands only a slight
chance of working, however. Besides, if they miss, well . . .

Assuming that the adventurers will go for a mid-air transfer,
they'll have to plan the thing. Mayfair undoubtedly has the same
radar as they do, if not better. He now realizes that he's got a tail
and will most certainly try to make life difficult for them if they
try to board. But he’s also committed to going after the Xiticix.
He can’t afford to fly off-course or back to the Coalition any-
more because he's just stolen that Skylifter! The players don't
necessarily know that, but it’s true. Unless Mayfair acheives suc-
cess he might as well keep right on flying that hog all the way to
Canada.

The Locust banks back down into the storm and preparations
should be made for the big slide. The blizzard’s still howling
outside as the bizarre Black Earth prototype copter opens one of
its side doors. This, plus the fact that both ships are moving at
over 200 mph (they slowed down ‘cause of the blizzard, right?),
should make this a pretty cool maneuver in more ways than one,

The premise is that the Locust will fire a metal grapnel cord
across to the APC and each character will slide down the line
(several can slide at once unless inordinately large). The Locust
has to be slightly ahead of where the grapnel is or the characters
will flop like rag dolls out there. Neitsche (or whomever) comes
roaring in overhead and the grapnel is fired with a boom. It
snakes backwards into snow and darkness, and then there is a
“wheeep! wheeep!” sound, signalling all jumpers out of the
troop area! One by one they’ll slide at over 100 mph down the
cord towards their goal.

It will be like hitting a carwash at Mach 1. Any visual sensors
will shut down under an instant layer of ice forming over them
and the characters will be thrown around by the hand of God in
the upper reaches of the atmosphere! They’ll sway and flop
down the line one after the other, until they're huddled behind
the vehicle’s giant retractable cannon.

Game Masters: Since this is a do-or-die thing, you’ll have to
decide whether or not to actually make rolls for everyone to
complete the slide. I've found that often this kind of thing is so
exciting that I'll go for a situational combination of dice rolls,
mixing up possibilities to create as much randomness as possi-
ble. However you want to do it, at least some of the characters
should be clinging to the roof sections of the APC afler the slide.

Episode 3.4 Battle Over Duluth

This is it, folks. Hang on. An access panel pops beneath
someone’s efforts and the characters are inside! They will be
coated head to toe in sheets of ice, but they'll be mostly alive
which is what counts. The characters are now in the upper
reaches of the Skylifter, several levels from the floor. After a bit
of crawling through the service duct a ways, the lead character
will find a way onto a deck and everyone can pile out to take a
look around. Everything seems to be going great. They’re aboard
the Skylifter and no one knows they're here. Time for subtlety.



At that point the floor turns sideways.

The Skylifter is nosing for the ground, pulled along by the
failing Demon Locust via its grapnel line, with the characters on-
board! If you'd like, have one of the mutant rats attempt a he-
roic, (if rather overdone), last-ditch effort to stop this madness.
Or Neitsche could have thought of it himself to slow the Sky-
lifter down. Whatever you decide, things are going bonkers here!

Everyone’s running around and panic is the word of the day,
Weapons fire will probably follow. The Skylifter is slowly spi-
raling down, drawn inexorably by the Demon Locust. But just as
the characters think they're going to crash, something else oc-
curs.

The floor lurches back up, throwing everyone sideways again.
The adventurers will be able to feel that the weight of the Locust
has been cut free somehow! The characters must decide what to
do once again, but the final part of the puzzle is just ahead of
them. Go ahead and throw in a couple of brief firefights as the
characters advance downwards to set your players up for the big
showdown.

Al this point, everyone on board the Skylifter knows they’ve
had some kind of visitors, Both the CS troops and characters will
have to be smart in how they pursue the container. Their weap-
ons fire is damaging all kinds of equipment and they happen to
be in mid-air! If the characters try to take out the engine room,
they’ll find a bolted door which can’t be opened by their some-
what limited efforts. If they try the cargo areas, they’ll encounter
a lot of firefighting and do a lot of property damage.

But you've probably guessed where the real action is, the
bridge! Mayfair and his cronies are barricaded up front, pro-
tected by hastily erected barriers (100 M.D.C. each). He’s got
the following force up there:

6-12 (or more) Infantry Grunts

7 Technicians

6 Pilots, co-pilots, etc.

2-6 FASSAR-30 Skelebots (Mayfair’s personal guard)

The final firefight will rage through the front of the APC,
tearing into the barricades first and then the soldiers. As the char-
acters get closer and closer to the bridge itself, they’ll hear a
computer-voice countdown, “. . . thirty seconds to target drop-
zone ..."”

Drop-zone?

The OBERMAX!

This is it, down to seconds remaining. Characters with the
tele-mechanics ability may be able to figure out where the vials
are kept, but getting to them would take far too long, even by the
time the characters came onboard. Now it’s really do-or-die!

The last fighting should be sporadic, with several large explo-
sions. Unknown immediately to the characters perhaps, is that
Col. Mayfair is once again eluding them. They won’t know that
until they clear the bridge and find out who and what’s left alive.
The computer has a large central screen with the number count-
ingdown®“...10...9...8..

And this is where anyone with Computer Operation or Com-
puter Programming would be really useful. Allow everyone in
the party at least one roll. If NO ONE gets it, have a dying tech
reach up and press a button they didn’t see, shutting off the unit.

But that’s not quite the end.
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When the characters finally track down and find the OBER-
MAX container, they'll be able to easily retreive it. That’s not
the problem, The 20 second countdown, which starts the second
they move the container, is. Mayfair’s booby-trapped the Sky-
lifter! No way of knowing where the bomb and its controls are
either. Uh-oh.

Luckily, all is not lost. The nearby cargo hold has an emer-
gency glider just waiting to be released. There’s a lever to pull
alongside it, but that's it. The character who pulls the switch
must either do so through TK (or have another do it), or he'll be
forced to leap after the glider as it drops out of the bottom of the
Skylifter. The characters must hang on for dear life as the vehicle
banks away from under the giant APC, icy winds stinging the
characters faces. Directly below, alien towers can be seen rising
above a snowy landscape.

Then the APC detonates, exploding like it was Christmas all
over again.

Wrapping Things Up

The characters can seek help in Tolkeen if they wish (al-
though this might be tough with the war and all), or they might
head east towards New Lazlo. Many people there could help
them with possible side-effects from exposure to the OBER-
MAX. However they go about figuring that out, there’s one last
thing. Buried deep in the middle of the container, is a crystal
with fine etching on it. This is the OBERMAX formula and
worth a fortune. Any mage would pay dearly for this information
and the characters should be able to find a buyer with little
trouble.

If the players have gone through the entire three Episodes the
price will be a total of 2.5 million credits and free passage to
anywhere in North America they prefer. If the players have fin-
ished two Episodes, the price is 800,000 and if they've only
played the third Episode, the price is 100,000.

No one will see where Mayfair went during the fighting.
Could he still be alive or did he die in the Skylifter explosion?
And what will become of Carathrax? The answers to these ques-
tions must definitely wait for another adventure!

What Is OBERMAX?

OBERMAX stands for “Ober-Tension Maximum.” Ober is an
arcanist’s term used by some mystics to describe potential for
transmutation or genetic change. So essentially, it's a measure-
ment system, rated from 1 to 100. The higher the number, the
greater the possible change, with a geometric, not linear, pro-
gression. The highest number, 100, is not 100, but 10,000 times
greater than number 1. OBERMAX is rated 99, almost complete
cellular transformation!

Important!: Anyone touching either the container or vials in
loading or carrying will have to make a Saving Throw versus
Magic to resist the residual effects of the substance. If they fail
they will begin to suffer an alchemical change which will cause
the following;
® Humans: Turn S.D.C. into M.D.C. as well as decrease P.E. by

1D4. Hair will turn snow white and the individual’s bio-

rhythms will change. The affected individuals will now exist
by night instead of day. They are NOT vampires! Their sys-
tems will simply change so that they will live by night from



now on. Daylight will create the same penalties that darkness
does for normal humans (-10 in bright daylight!).

Elves: Causes massive skin growth and the ability to See the
Invisible! Increase P.E. by 1D6 and decrease 1.Q. by 2D4

Dwarves: Unknown

Orcs: Causes super-hearing (as the amplified audio from the
bionic section of the Rifts RPG), as well as constant and ago-
nizing Tinnitis! Tinnitis is a constant ringing in one’s ears.

L]

Ogres: Unknown

The Background Story

The OBERMAX Imperative begins with a piece of new infor-
mation, Harold’s capture. Mayfair was intrigued with Harold and
had the man delivered to him. But he first learned through his
spies everything he could about Harold, about Harold's friends,
and the two surviving family members he had. With their exact
locations, then sent CS Dead Boys there secretly. When they
were in place, he had Harold brought before him and interro-
gated him on everything the frightened man knew about the Fed-
eration and how it worked. At one point in the “conversation,”
Mayfair let it slip about what he had done. He carefully de-
scribed what would happen to everyone Harold knew and cared
about if he thought of refusal to do anything Mayfair asked.
Harold agreed to play ball.

The would-be smuggler knew of Carathrax and the man’s leg-
endary skill with serums. Mayfair coerced Harold to use his past
as a semi-trusted individual in the Federation to ask Carathrax to
prepare a special serum which would cause run-away transmuta-
tion in any biological organism. It was to be used for “magic ex-
periments” by another mage who wished to remain anonymous.
Carathrax prepared and sold the serum in good faith, until Col.
Mayfair decided to have Harold destroyed and take the serum
then and there. Of course he couldn’t be there himself to super-
vise the job because that would have meant traveling to the Fed-
eration and the Coalition tends to frown on that.

Harold survived the attack by a freak coincidence and high-
tailed it back to Carathrax with the news, who immediately in-
jected him and his smuggler friends with OBERMAX as both a
punishment and a means of getting revenge on Mayfair,

The Transport is blocked for a week before getting back to
Chi-Town because they were ordered to lay low and hide after
the incident. That was both a smart and dumb thing to do. Smart
because the thing can't be found and Carathrax has no idea
where it might be. He can’t search everywhere. Conversely,
dumb because it gave Carathrax time to organize his dragonmen
warriors and other searchers to look for it.

Harold and his gang returned to Chi-Town where he began
searching for the Mk V APC. After a couple, of days he was
convinced it hadn’t arrived and began using all his contacts to
track it down. The OBERMAX was beginning to work in him
and his original plans of going after the Transport himself be-
came impossible. So he searched for an adventuring party to
bring the shipment back so he could find someone 10 make an
anti-serum for him and his fellow smugglers. As we discover,
the adventurers are too late.

Col. Mayfair is planning to use OBERMAX against the Xi-
ticix Hives of Duluth. He will spray diluted serum over the area
to destroy the creatures once and for all, or so he believes. What

he doesn't know, and Carathrax does, is that OBERMAX will
make the Xiticix far more powerful than they were before! Their
M.D.C. will triple and they’ll develop psionic abilities almost
overnight (average of 2D4x10 L.S.P. per individual).

Furthermore, and of devastating consequence, is that their
Queens will begin laying even more eggs, and 5 times more
Queens-per-clutch than before. OBERMAX will turn the Xiticix
from a dangerous but contained foe into a growing entity which
will consume not only all of former Minnesota, but spread north-
wards into southern Canada and south into Wisconsin, lowa, the
Dakotas and Illinois! Queens cannot tolerate each other’s close
company and will seek to move further and further afield in their
efforts to set up new Hives, CS Marine Patrols in Lake Superior
and northern Lake Michigan will find themselves besieged by
thousands of the flying monsters. If OBERMAX is deployed, the
Campaign of Unity is going to make a pretty drastic aboutface!

The fallout from this disaster will set mankind and his influ-
ence in North America back at least 20-25 years. Furthermore, it
could open the door to attacks by “unfriendly powers” such as
dreaded Atlantis. Tens of thousands of humans would die over
the course of forcing the horde back and finally destroying it and
more would be displaced. Dozens of settlements, forts and vil-
lages would be forced to emigrate or face deadly warfare. The
hardship and suffering of innocents would be great for at least a
decade due to shortages caused by the desperate provisioning of
a major war effort.

Cast of Characters
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Col. Avery Mayfair

This inflated peacock is the victim of narcissism, self-love.
No one and nothing is good enough for him and never was. The
child of poverty, Avery Mayfair was raised in the Chi-Town
‘Burbs. He had to scrape and hustle to make due, suffering terri-
ble hardships at times. His parents were a pair of forgettable la-
borers whom the young Avery despised, their common attitudes
and low dreams sickened him. He wanted something more,
much more, and got it by joining the CS Military at the age of
17.

Mayfair worked like a demon to gain ground, but by his late
20’s he was coming to realize a painful lesson of life, “that it’s
not always what you know, it's who you know.” His progress
was blocked by the very thing about himself he detested, his
humble origins. Mayfair became obsessed with success at any
cost, turning to increasingly unorthodox methods in his quest for
advancement. He doesn’t realize it himself, but he is also grow-
ing to hate the Coalition and it’s policies of advancing the off-
spring in older families ahead of others. Those with connections
he’d been denied through no fault of his own.

It was this way he happened on the idea of going outside the
Coalition for help. They'd never given him his just due and he
wasn’t going 1o make it no matter how hard he tried. He discov-
ered Carathrax and his amazing skills with alchemy through a
captured smuggler named Harold, who’d been making a precari-
ous and sporadic living selling oddities from the Federation of
Magic inside the Coalition States for some years. See above for
the Background Story to fill in this scenario and Mayfair's in-
volvement with it,



To get an idea of what's going on in this freak’s mind, under-
stand this. One of the items on his “to-do list” for the future is to
raze the ‘Burbs, burn it to the ground along with everyone in it.
He already has an elaborate scheme outlined in his head about
how to coerce, bribe, cajole and wheedle its inception after his
“grand success” with the Xiticix Hives of Duluth, He figures
he’ll be made General, equal to men like Ross Underhill. That
he'll have the Emperor’s ear and a life of luxuries beyond what
he ever imagined. It warms his soul at night, heated from the
burning wreckage of the ‘Burbs, smiling at the screams.

When in the field he’ll wear CA-5 armor and carry weapons.
He will also never fight a fight himself, being far too self-ab-
sorbed to consider risking his own precious existence. He'll or-
der his minions ahead of him and always keep his (2-6)
FASSAR-30 skelebots around him. Their first actions will al-
ways be to step in the way of weapons fire and absorb damage
for Mayfair, then return fire.

Col. Avery Mayfair

Race: Human

Alignment: Diabolic

Hit Points: 48; S.D.C.: 55

Weight: 201 pounds (90 kg); Height: 6 f1, 2 inches (1.9 m)

Age: 36

P.P.E.: 6

Attributes: 1.Q. 16, M.E. 13, M.A. 12, P.S. 18, P.P. 16, P.E. 16,
P.B. 18, Spd 27 (18 mph/29.6 kph)

Disposition: The left hand of The Beast. Mayfair is capable of
looking through you and seeing nothing, for he has little in-
terest in anything not centered around himself. He has the
habit of couching insults in the form of accurate information
which leaves the receiver of such embarrassing and humiliat-
ing treatment unable to respond in kind without looking fool-
ish.

For Example: Mayfair, who spots a hated rival whom he
knows has an alcohol problem, might wait until the two of
them are with a superior officer. Then he’ll say to the rival,
“Well, Reg, the hands aren’t shaking today, looks like you’ve
got that demon under control, eh?”

This information is true. If Reg were tested on-the-spot,
liver damage, blood alcohol level and other simple tests
would reveal the painful truth, that this man is probably an al-
coholic and unreliable as a CS Officer of the State. Reg is in-
capable of saying anything, save trying to laugh off the
incident, and whether or not the superior realizes that this was
a breach of confidence on Mayfair’s part (and a character
flaw), he'll look at Reg with new eyes from now on.

Avery Mayfair will use any emotional lever and psycho-
logical wedge he can to crush an opponent.

Description: Avery Mayfair is a blonde-haired, blue-eyed
Aryan, his only real asset to the Coalition States’ twisted ideal.
He is also very handsome with chiseled features and a classic
brow, his only real asset, period. He is lean, powerful and built
like a young god. This, and an ability to ingratiate himself with
others, has allowed him to move up to a Commissioned rank in
the CS military machine. Mayfair's eyes are particularly capti-
vating and he’s considered an irresistible female magnet. How-
ever, he has little use for women unless they further his designs
on acquiring personal glory.
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SPECIAL!: Mayfair wears TWO sets of clothing under his
armor, one set of military-issue officer’s apparel and a crew-
man’s bodysuit. He carries his disguise kit with him these days,
since failure could mean a hasty flight and require a bit of misdi-
rection. When things go badly for him, he’ll whip out the dis-
guise kit and shuck down to the bodysuit. He can alter his
appearance, through arduous practice, in less than a minute. He
will then pretend to BE a crewman, donning a cap and acting just
as they do (he's been observing their routines and mannerisms
for some time).

Experience Level: Eighth level Coalition Military Specialist

Magic Knowledge: None

Psionic Powers: None

Combat Skills: Hand to Hand Expert. Paired weapons (two vi-
broblades/knives), judo-style body throw/flip does 1D6 + 3
H.P./S.D.C. and victim loses initiative and one attack.

Attacks per Melee: Four

Bonuses: +2 to strike, +3 to parry and dodge, +2 to pull/roll with
punch/fall, kick does 1D6 +3 H.P or S.D.C.

Weapon Proficiencies: Energy Pistols, Energy Rifles, Knife,
Sword.

Weapons and Equipment: Immaculately kept, modified CA-5
Dead Boy armor (it has minor hydraulic enhancements to
shore up the spine and legs so Mayfair can wear his jet pack
without difficulty), CP-50 Dragonfire assault pulse laser/gre-
nade launcher, CP-30 laser pulse pistol, 4 extra e-clips,
IRMSS robot medical kit, personal skycycle, jet pack, com-
municator, distancing binoculars, disguise kit, 3 smoke gre-
nades and 3 vibro-knives.

Cybernetics: None and won't consider them. He finds them

horrifying (besides, why ruin pertection?).

Skills of Note: Radio: basic 90%, radio: scramblers 80%, play
musical instrument (flute) 70%, disguise 70%, detect ambush
75%, pick locks 75%, intelligence 70%, literacy (American)
75%, computer operation 80%, paramedic 75%, pilot hover-
craft 95%, robol combat: elite, read sensory equipment 80%,
weapon systems 85%, boxing and running.

Money: 9,500 credits currently and another 84,000 credits in
liquifiable assets from local (illegal) investments,

Other Resources: FASSAR-30 Skelebots, all with C-200 “Dead
Man’s” rail guns, (2-6 of them depending on the proficiency
of your role-playing group). He finagled these out of requisi-
tions by blackmailing the requisitions officer.

Carathrax of Tower Nebh

A mutant human driven by the dark passions of immorality,
Carathrax, ironically, mirrors Avery Mayfair’s personality in
some aspects. Carathrax was born to dirt-poor villagers in the
Federation some 94 years ago. Like Mayfair, he longed for more
and saw magic as the logic-driven alternative. Like Mayfair, he
worked hard to achieve success. But unlike his advisary,
Carathrax chose a profession in which his birth didn’t dictate his
approval by society.

He rose high in his profession and today is recognized by ar-
canists as a leading authority in North America on alchemical
processes and imbedding magics. The magic infusing him
through a lifetime of alchemical treatments has extended his
lifespan to nearly 4 centuries if he is not done in by violence.
Carathrax appears to be an imposing man in his late 30's, tall,
whiplean and supernaturally strong.



Carathrax made good by not getting in the way of more ambi-
tious mages, and not getting involved with power struggles be-
tween individuals/contemporaries. His career is a study in
avoidance. He is a hermit at heart, not caring for any society at
all. Traveling to Chi-Town is a terrible internal struggle for him,
but the existence of the OBERMAX makes it necessary. He's
not worried about the CS soldiers (he doesn’t really have to be).
Instead he’s angry with Harold and especially with this upstart,
Mayfair, for tricking him into producing OBERMAX in the first
place, and he feels like a fool. To save his conscience a little, he
goes to kick ass and take names in Chi-Town.

Think of playing Carathrax like a miltary General, he’ll walk
in and seize command because that’s the kind of guy he is. Any-
one who can take it away from him, he’ll listen to, but until
someone impresses him he’ll dominate a situation with power,
selfishness and cold reason.

Carathrax of Tower Nebh

Origin: Tower Nebh, (which he designed and built himself),
where he has lived for 25 years. It is as imposing as he is, a
leaning monolith 50 miles (80 kilometers) east of former Cin-
cinnati. Tower Nebh is 475 feet high and 80 feet in diameter.
Its crennellated P.P.E.-conversion surface bleeds energy from
the nearby ley line for use by the mage on a daily basis.

Race: Human psychic mutant

Alignment: Aberrant

M.D.C.: Carathrax is an M.D.C. being, the result of his mutation
and advanced alchemical self-treatments. He has 440 M.D.C.
+ 500 M.D.C. special TW Armor totalling 940 M.D.C.(!) He
will also use Armor of Ithan spells (120 M.D.C. per casting)
if necessary.

Weight: 310 pounds (139 kg): Height: 7 ft, 7 inches (2.3 m)
Age: 94, (appears late 30's)

P.P.E.: 211 + 50 each in four special psychic gems he carries
with him,

Attributes: 1.Q. 21, M.E. 26, M.A. 23, P.S. 20 (supernatural),
P.P. 14 (supernatural), P.E. 25 (supernatural), P.B. 13, Spd 17
(11 mph/18.5 kph)

Disposition: Aloof, forceful and impatient. Carathrax considers
himself superior (another of Mayfair's traits) to others and
subsequently talks down to them constantly. Imagine your
worst high school teacher on his or her worst day, embarrass-
ing you in front of a classroom. He doesn’t care for anyone
but himself, really, but he isn't as over-the-edge as Mayfair.
Quite the opposite in fact, when in normal conversation.

The major problem in dealing with this irascible wizard is
that your characters have to be SMART to speak with him on
any level he considers worthy. Any being incapable of keep-
ing up with his extensive vocabulary and verbal pyrotechnics
he considers a fool. He's right most of the time but he’s miss-
ing the point that wisdom isn’t always found in raw knowl-
edge, but expressed in logic.

Description: A giant mutant human, 7 feet, 7 inches (2.3 m),
weighing over 300 pounds. His face is worn and lined, but
seems no older than late 30's, with a long, powerful nose and
brow. His black hair is worn long, tied into a braid down his
back. Anyone guessing his human origins is in for a long
guessing game. Carathrax shares the facial characteristics of
every race on Earth, distilled through extensive magical re-
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search and treatments. He is a vastly different being than the
the little boy he once was. His face and movements radiate
barely-checked power. Anyone leaping on him in combat will
get a nasty surprise. Carathrax is quite capable of picking up a
grown man with one hand, and throwing him through a wall
if the mood strikes him,

Experience Level: 12th Level Techno-Wizard, 7th Level War-
lock (Earth).

Magic Knowledge: Extensive. It includes a number of special
Lores (see skills below) which Carathrax uses on a daily basis
in his exacting work. Metallurgy and Alchemy lores aren’t
published as yet, but maybe we’ll see them in an upcoming
Rifts product soon.

Psionic Powers: Speed Reading, Total Recall, Tele-Mechanics
and Mind Block.

LS.P.: 90

Combat Skills: Hand to Hand Basic.

Attacks per Melee: Four per melee; two by magic.

Bonuses: +2 to strike, +3 1o parry and dodge, +2 to pull/roll
with punch/fall, kick does 1D6 +3 H.P or S.D.C., critical
strikes on an unmodified 18, 19 or 20.

Weapon Proficiencies: Polearms, Energy Pistols, Knife

Weapons and Equipment:.Carathrax has a number of different
items he won't bring along for the OBERMAX Imperitive,
and which are not described. However, he has a couple of
toys available during the adventure. The most interesting of
which are his Flying Carpet and his handjaws. The carpet is a
specially made item which can fly at up to 300 mph (480
kph), with no ceiling, forever, or until the user wills it to stop.
This is rolled up and stored among the mage's robes. The
handjaws, which Carathrax has taken with him for protection,
are TW items, like many of his possessions. See the handjaws
description below.

Cybernetics: None and won’t consider them.

Skills of Note: All listed skills are at 98% proficiency. Lan-
guages: American, Gobbeley and Dragonese, Euro and Span-
ish, literacy in American, Dragonese and Euro, lore:
metallurgy, lore: alchemy, lore: demon & monster, lore: fa-
erie folk, land navigation, wilderness survival, chemistry, bi-
ology, computer operation, radio: basic, computer
programming, computer repair, basic electronics, read sen-
sory equipment, mathematics: basic and advanced.

Spells of Note: Amulet, Armor of Ithan, Circle of Flame, Climb,
Cloud of Smoke, Constrain Being, Control/Enslave Entity,
Create Golem, Dimensional Portal, Dispel Magic Barrier,
Domination, Energy Field, Energy Bolt, Energy Disruption,
Globe of Daylight, Heal Wounds, Impervious to Energy, In-
vulnerability, Ley Line Transmission, Metamorphosis: Mist,
Metamorphosis: Superior, Negate Magic, Stone to Flesh, Su-
perhuman Strength, Superhuman Speed, Swim as a Fish: Su-
perior, Telekinesis, Trance, Tongues and Teleport: Superior,

Money: 11 million credits in gems and gold and another 7 mil-
lion credits in the form of minor enchantments Carathrax
could sell off or trade.

Other Resources: Tower Nebh, located on a ley line in central
Ohio, 50 miles east of old Cincinnati.
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Descartes, the Mutant Rat

This mutant is a relatively cheerful and decent fellow who
just wants his freedom and a few modest possessions. He's what
the Coalition was hoping for, but Descartes had seen one too
many problems among his test group back at Lone Star Labora-
tories to buy into their lifestyle. He fought for awhile with the
others in special squadrons, taken to the Coalition borders on ex-
tended patrols. But ironically, they were watched in the field too
closely to get away. Descartes and his brothers had to wail until
they'd arrived back in Chi-Town for reassignment in Tolkeen to
escape!

Descartes is quite different from his fellow deserters. He is
inquisitive but not nosy like other mutant rats, and he knows
when to speak up and when to shut up. He's the kind of charac-
ter who would fit quite well in a continuing campaign as an
NPC. He doesn’t mind doing a bit of work now and then and
he’s brave enough unless things get really hairy. All in all, he's a
good addition, a guy who's willing to help out and travel, espe-
cially travel.

For those game masters interested in using Descartes, he is
my “‘voice of conscience” for this adventure. He can fulfill the
role of occasionally mentioning some story relating to the situ-
ation the characters are in, while emphasizing a moral point. Or
write up a few killer lines fqr him to say at opportune times.

Descartes

Origin: Lone Star.

Race: Mutant Ral

Alignment: Scrupulous

Hit Points: 268.D.C.: 29

Weight: 120 pounds (54 kg); Height: 5 feet (1.5 m)

Age: 8(!)

P.P.E.: 11

Attributes: 1.Q. 13, M.E. 9, M.A. 11, P.S. 17, P.P. 19, PEE. 11,
P.B. 11, Spd 20 (13.6 mph/21.8 kph)

Disposition: Happy and contented for the most part. He’s fully
capable of attacking and killing others, but he’ll try not to, re-



alizing the tragedy he’s inflicting. Descartes likes to take
walks, build things and appreciates life. He’s actually better
suited to be an Operator than a CS Grunt anyway, so it's
probably good he got out when he did. Players should find
him easy-going, except for the topic of freedom or those who
enslave others. He'll become agitated at that, (he's repressing
the feelings he's had about where he came from), and won’t
want to talk about such things in detail.

Description: An anthropomorphic mutant rat with long
brown/black hair on his head and back. His arms, torso, legs
and tail are hairless. See pg. 87 in Rifts Lone Star for a great
picture!

Experience Level: 4th Level Mutant Rat R.C.C.

Magic Knowledge: None unless you count the OBERMAX.

Psionic Powers: None

I.S.P.: None

Combat Skills: Hand to Hand Assassin.

Attacks per Melee: Four

Bonuses: +3 on initiative, +2 to strike, +1 to dodge and pull
punch, +5 to roll with fall or impact, +3 H.P. or S.D.C. dam-
age.

Weapon Proficiencies: Energy Pistols, Energy Rifles, Heavy,
Knife

Weapons and Equipment:. A suit of Dead Boy armor, 50
M.D.C., a C-12 laser rifle and C-18 laser pistol as well as two
vibro-blades. He also has a communicator, pocket laser-dis-
tancer and distancing binoculars. Descartes carries a backpack
in which he has several very old books. With titles like “Wind
in the Willows,” and “Uncle Tom’s Cabin.” They are worth a
fortune to the right dealer but Descartes just likes to read the
words, to understand them a little more every time he does so
(he's on his second time through at the beginning of play).

Cybernetics: Nope.

Skills of Note: Speaks American at 90% efficiency, radio: basic
(70%), escape artist (65%), intelligence (54%), pick locks
(55%), pick pockets (50%), land navigation (68%), wilder-
ness survival (55%), sniper, boxing, W.P. energy knife, W.P.
energy rifle, W.P. heavy, pilot: hover craft (70%), pilot: mo-
torboat (75%).

Natural Abilities: Climb 85%/80%, swim 75%, prowl 66%,
identify scents 48%, track by scent 44%, leap 6 feet (1.8 m)
up and 10 feet across, up to 13 feet with a run or swing, dou-
ble-jointed, ambidextrous.

Money: About 75 credits when the characters meet him,

Dragonmen Warriors

These are the loyal servitors of the great man himself, normal
humans trained to protect Carathrax at all costs. They are, to a
man, dedicated and loyal to the mage. He favors loyalty most, so
they constantly request missions involving trust and responsibil-
ity in his name. They come from many backgrounds, but the
dragonmen warriors are only such because of their armor.

The average dragonman warrior has a P.P. of 19, P.S. of 20
and a Spd. of 50. Their other toys follow.

® Their armor is a burnished bronze and catches the light just
so. It has 150 M.D.C., adds +40 to Spd. and allows the user to
leap up to 30 feet (9.1 m) straight up and 100 feet (30.4m)
outwards from a standing start, 20% greater from a running
start. It also has the ability to teleport the user up to 100 miles
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(78% chance of success) once per day. Finally, it has the abil-
ity to move silently and leave no trace as to its passing. All
sensors and searches are at -20% due to the magical nature of
the armor.

® Their weapons, their broadswords are of fine magical make,
yeilding 3D6 M.D.C. per strike in combat. They can affect
items and creatures impervious to technology, such as vam-
pires and other unfriendly spirits.

Their helms possess the following spell effects: Adds +3 to
all attempts to Save versus Magic for anyone wearing them. It
also has the Tongues spell operating constantly, Darkvision to
500 feet (152 m), meaning the wearer can see in pitch-black
areas, as well as both See Aura and See the Invisible, both to
250 feet (76 m). The helm and armor are FULLY ENVIRON-
MENTAL for the life of the suit, and they don’t have separate
oxygen supplies. You could sit on the bottom of an ocean un-
til you died of starvation inside one of them.

Their_ion weapons are quite nice since they run off a TW
crystal. These guns are capable of firing forever, just like in
the movies!

Type: TW lon Assault Rifle

Weight: 8 pounds

Mega-Damage: 4D6

Range: 2,500 feet (762 m)

Cost: Not Available for sale, but theoretically it could fetch up-
wards of 300,000 per unit.

Beta-9 Human

The folly of OBERMAX when used for such bizarre pur-
poses, is that the Beta-9's are one-off’s. They'll hopefully, never
be created again. A Beta-9 is one of the lowest forms of human
transmutation, accounting for maybe 3% of the total human pos-
sibilities in OBERMAX. They are six-limbed, scaled, spiderlike
humans with two sets of arms, one beneath the other. Each is a
beautiful aquamarine blue, shaded in body creases. The legs sup-
port their weight, but Beta-9's can run on all limbs like an ape.
In some ways they're like apes, primitive and feral when pro-
voked. They have no real language and no real anything for that
matter. Beta-9's are monsters without any society, species or rea-
son Lo exist.

Beta-9 Human/Mutant Monster

Alignment: Equivalent of miscreant or anarchist

Attributes: 1.Q. 1D6+1 (high animal intelligence), M.E. 1D6,
M.A. 1D6, P.S. 12+1D6 (supernatural), P.P. 15+2D6, P.E.
5+1D6, P.B. 1 D6, Spd 20+3D6

Mega-Damage Creature: Beta-9's have 25 + 4D6 M.D.C.

Horror Factor: 9, as high as 11 or 12 in packs

Size: 7 feet (2.1 m) high

Weight: 350 pounds (157.5 kg)

Average Life Span: Unknown

P.P.E.: 5D6

0.C.C.: None; animal

Natural Abilities: Prowl/ambush 70%, good swimmers 88%,
can stay submerged underwater for up to 30+3D6 minutes at
a time, superb climbers 98%.

Attacks Per Melee: Four

Damage: Restrained slap does 6D6 S.D.C. + P.S. bonus, punch
does 1D6 M.D.C., bite does 1D4 M.D.C., claws do 1D4
M.D.C.



Bonuses: +3 on initiative, +2 to strike and parry, +4 to dodge,
+3 to fall/roll with punch/impact

Magic: None

Psionics: None

Enemies: None

Allies: None

Value: To anyone but a scientist, virtually nothing. To the right
scientist, up to 100,000 credits.

Habitat: Theoretically underground or in forests/mountains.

The Ghouls

The ghouls are sad souls who were put to death by CS mili-
tary personnel. Characters can see shreds of rags hanging from
them, which flap around because they don’t care about that any-
more. They’re quite insane and will sometimes stop to wail an
eerie shriek! The shriek has no effect other than to let everyone
within a long way know of their presence.

Ghouls will try to get hold of characters weapons if at all pos-
sible, ganging up several apiece to get at them if necessary. They
seem to gravitate towards them as though they have some kind
of significance. Actually, the ghouls are entranced by the focus
of their demise, at the barrels of weapons! The more characters
shoot at them, the more they'll keep coming! See the description
for how to handle the ghoul encounter beneath the ziggurat.

Drulluk

A two-legged saurian similar to an allosaurus, but its head is
like a hammerhead sharks’, with eyes on the ends of the skull.
Beneath the head is a largish maw, easily capable of storing at
least half a man in one gulp. They are hairless, with tough mot-
tled hides colored from sandy to rich brown.

Unlike the allosaur, the Drulluk has muscled upper arms
which end in large claws capable of crunching and tearing with
complete abandon. Its three-toed feet also end in thicker claws.
Plus, it has a short, heavy tail for counter-balance. The resulting
combination is squat and powerful. The drulluk can move at fair
speeds on land and under water, and can run along the bottoms
of lakes and rivers. Its weight is enough to keep it from washing
downstream!

Of interest is that this monster can actually grasp and manipu-
late items to some degree. Carathrax has created them for work-
related chores as well as his “shock troopers.” The average
drulluk doesn’t get much out of life, but with Carathrax, they
have three squares a day and a place to hunker down out of the
rain at night, and that’s all a drulluk expects.

Drulluk/NPC Monster

Alignment: Equivalent of anarchist

Attributes: 1.Q. 1D4 (slightly above animal intelligence), M.E.
1D6, M.A. 1D6, P.S. 25+2D6 (supernatural), P.P. 10+2D6,
P.E. 22+3D6, P.B. 1D6, Spd 40+3D6

M.D.C. by Location:
Head —- 150
Arms (2) —— 80 each
Legs (2) -- 175 each
Tail -- 90

Horror Factor: 13
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Size: 26 feet (7.9 m) long total, standing 16 feet (4.8 m) off the
ground in a semi-crouch.

Weight: 12 tons

Average Life Span: 45 years

P.P.E.: ID6x10

0.C.C.: None; animal

Natural Abilities: Ability to burrow through earth (even clay
and rock!) at the rate of 50 feet every 15 second combat
round, can exist in low oxygen for extended periods, can see
in absolute darkness to line-of-sight, track by scent up to
1,500 feet (457 m) in any direction, prowl/ambush 60%, can
stay submerged underwater forever.

Attacks Per Melee: Four

Mega-Damage:
Restrained Punch — 1D4 M.D.C.
Full Strength Punch — 3D6 M.D.+ P.S. bonus
Roundhouse Punch — 1D6x10 M.D.(counts as two attacks)
Kick — 1D8 M.D.
Leap Kick — 6D6 M.D. + P.S. bonus
Bite — 2D6 M.D.

Bonuses: +2 on initiative, +3 to strike, parry and dodge, +1 to
fall/roll with punch/impact

Magic: None

Psionics: Immune to psionic Mind Control attempts!

Enemies: Anyone Carathrax says.

Allies: Carathrax

Value: An arcanist of some kind might pay up to 15 million
credits for such a creature.

Habitat: N/A

Skylifter CS Troops

The Troops in the Skylifter wear new CA-3 body armor,
(M.D.C. 80), for mobility, and carry CP-40 pulse laser rifles.
These guys are pretty tough but not overly bright. Mayfair
picked them specifically for that reason. He didn’t want anyone
questioning his authority about the Skylifter or some of the other
irregular things going on around Chi-Town recently. The sol-
diers aboard the Skylifter will be quick to take action against the
characters, but they don’t have a lot of imagination, If you'd like
to, you may even insert a brief comic episode (misfires and
weapon malfunctions are wonderful for that). They’'ll definitely
put up a fight!

Handjaws

Handjaws are an invention by Carathrax a while back, involv-
ing a wrist gauntlet system. The “jaws"” part is worn over the en-
tire forearm. When the weapon is released at its target, the
handjaws fly at whatever its aiming for up to 30 feet, clamps on
and retracts. This attack can be used to disarm opponents by
making a strike roll versus dodge, or it can inflict up to 1D4
M.D.C. A pair of handjaws can grab and retrieve something up
to 15 pounds (just big enough for a container [ know of . . )

THE END(?)
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