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Warning!

®

Thefictional world of Riftsis quite violent and
deadly. It is an exotic relm where magic is as real
as technology, and demonic creatures plague
humankind.

Some parents may find the violence and super-
natural elements of the game inappropriate for
young readers/players. We suggest parenta discre-
tion.

Note that none of us at Palladium Books condone
nor encourage the occult, the practice of magic,
the use of drugs, or violence.
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Things to Come

As many of you stalwart fans may dready know, Riftsis a
runaway mega-hit! Of course we thought it would be a hit, but
we're not exactly unbiased, you know. After al, we were the
people who had spent years breathing life into this baby. But
we never expected to sall the first press run of ten thousand
copies within the first three weeks and nearly another ten
thousand over the next few months. Whew! And thereisno sign
of the excitement letting up either. Needless to say we are de-
lighted.

With such an instant hit, the fans want instant supplements.
The first words out of everybody's mouth, fan and retailer aike,
is “When’s the first supplement coming out?' Followed by,
“When’s the world book coming out?" followed by, "We want
more ... and we want it now!"

Well, asyou know, Palladium Books never rushes out product
just to make a buck. Likewise, | have a very complete vision
of the Rifts world and ideas for tons of source materia to excite
and tantalize. Unfortunately, | also supervise the production of
every Palladium product, as well as run the company; o you'll
have to be a bit patient, *cause | ain't no super powered D-Bee
or time-distorting wizard (boy, | wish | was).

Now, here's the plan. The flood of fan letters and inquiries
seem to indicate that everybody wants more data on the world,
along with morerobots, equipment and monsters. To satisfy this
demand, | have written the book you hold in your hands, the
RIFTS Source Book. Init, | have included the section on robots
deleted from the RPG due to lack of space, dong with more
weagpons and equipment, monsters, and some additional insight
into the world and the Codlition. Much of this materia is pre-

sented as a direct response to our fans’ requests. In order to do
this, we had to dot the source book in before the RIFTS World
Book or RIFTS Conversion Book.

Now as foolish as this will sound, somehow | originally
thought there would be one, al encompassing, world book. Ha!
The world of Rifts is so rich and colorful, with zillions (yes
zillions) of great, new idess, that there will have to be severd
world books. Books like the RIFTS World Book One The
Vampire Kingdoms. You'll see aspects of vampires (and vam-
pire society) that you've never dreamt about!! This book will
aso depict some specific cities, ley lines, villains, monsters,
new O.C.C.s, races, etc., throughout Central America (maybe
parts of South America too). Future World Books will include
Atlantis, the New West, the Magic Zone, England, and other
parts of the planet.

How soon will these books come out? Probably not as quickly
as most fans would like, but | assure you they will be worth the
wait. Three Rifts books are scheduled for 1992.

The RIFTS Converson Book was released after the first
world book, only because it seems that most of the Rifts players
want to see more of the world than conversions. So you got it.
Watch out for Mutants in Orbit which has data on Rifts Space
and Rifts Sourcebook Two: The Mechanoidsand Rifts Atlantis.

Answers to some often asked
Questions about RIFTS®

Over the past months, since Rifts' release, we've been buried
under a ton of joyous fan letters. Along with glorious praise
there are often questions. The following are some of the questions
we seem to hear time and time again.

Quedtion: Does the P.S. damage bonus apply to M.D.C.

weapons like the vibro-blade?

Answer: NO! P.S. damage is S.D.C. damage and cannot be
applied to mega-damage weapons. First, the S.D.C. damage
bonus would not damage an M.D.C. structure even if that bonus
was + 15 or even higher. Remember, S.D.C. damage never
does structural damage to a mega-damage structure. Second, if
you areinflicting mega-damageonan S.D.C. structurethemega-
damage is inflicting such a degree of damage that it is probably
destroyed in one or two strikes and counting afew extra S.D.C.
is probably a wasted effort.

Of course, M.D. bonuses from power armor, bionics, and
robotics is added to the mega-damage totd inflicted by M.D.C.
wespons likethe vibro-weapons and hand to hand combat. Please
note that M.D. hand to hand bonuses are not applied to long
range weapons like rail guns or energy weapons.

S.D.C. damage comes into play when using ancient style
weapons like knives, swords, clubs, etc., aswell as 20th century
automatic weapons and fisticuffs. Hand to hand combat is also
when one would apply P.S. bonuses. The P.S. bonus results
from acharacter’s physical strength. With the exception of super-
natural and/or magic creatures, humans and most flesh and blood
creatures are not mega-damage creatures and can never possess
the degree of super-human power needed to inflict mega-damage
without physical augmentation!



Quedtion: Does the P.S. bonus apply to bite attacks and
claws?

Answer: The P.S. bonus does NOT apply to bite attacks (jaw
power aone), but does apply to claw atacks because one is
using his full body strength/P.S./muscles.

Quegtion: Why would anybody ever want to use an SD.C.

weapon when they can have a mega-damage weapon? ——— —

Answer: | am abit surprised at how often this question arises.
It's sort of like asking, why go duck hunting with arifle when
you can use a grenade launcher? The answer: maybe because
you want more of the duck than a cluster of feathers.

In many ingtances, mega-damage weapons are overkill! They
are necessary in the world of Rifts because of the incredibly
powerful supernatural, magic, aien, and high-tech mongters and
villains that exist. However, these weapons are inapproprigte
when someone does not wish to completely obliterate an S.D.C.
gtructure or kill an S.D.C. creature; most animals, D-Bees and
humans are such puny creatures.

Examplenumber one: Y our character isout inthewilderness.
His food supply exhausted, he goes hunting for food. A jack
rabbit leaps out from hiding and the character blasts it with his
energy pigtol inflicting a mere one (1) point of mega-damage.
All that remains of the rabbit is a smear of blood. Suddenly, a
deer, dartled by the noise, makes a dash through open ground!
The character whirls around and blasts it with his mega-damage
handgun, inflicting two (2) M.D.! The anima is torn in half by
the blast and the medium Sze tree behind it is dso split in half
and falls over toward the character (it barely misseshim). Behind
the tree is a volleyball size swath cut through the bushes, some
50 yards long. At leest the character has enough of the deer |eft
to provide food for severa days. However, he has made so much
noise that every creature within a mile (1.6 km) radius knows
he's there. The deer's skin/furis useless unless he wants to make
a scaf or cap, and he narrowly averted being pinned or killed
by the faling tree. Furthermore, what if the underbrush had
been dry? He could have darted a forest fire.

Example number two: You and your team are hunting down
a suspected crimina. Y ou've been hired to bring him in dive
for questioning (after all, he may be innocent). The trail ends
a aramshackle sdoon in a shanty town. Insde the sdoon is a
host of rough and tumble rogues, among them, your suspect.
None are wearing M.D.C. armor, but a few are armed with
M.D. wesgpons. The moment he sses you the suspect pulls out
aweapon. It is a mega-damage laser. He shoots and hits. You
return fire with a mega-damage assaullt rifle and dtrike, inflicting
8 M.D.! The suspect's entire upper torso is vaporized. The
shocked tavern patrons flee in terror and you may have just
killed an innocent man in the blink of an eye. The repercussions
of this incident may lead to the player character who shot the
man being charged for murder, and histeammates asaccomplices
to that murder. Although a more likely scenario, in this wilder-
ness setting, is the victim's gang buddies come looking for
revenge.

What if this battle continued? A headhunter dives behind the
bar and fires his mega-damagerifle wildly &t the attackers. Each
shot misses, but punches basketbal sze holes through the walls
and into the dtreet where a fleeing patron is blasted in haif. If
our heroes(?) return fire they will only inflict more damage and
possibly kill innocent people. Even the headhunter behind the

bar (who they can kill by blasting through the S.D.C. bar) may
be a good guy! All he knows is that a wild group of madmen

came in and started blasting with mega-damage weapons. While
our heroes are trying to figure out their next move, ancther
sdoon patron jumps one of the player characters. He's attacked
the most vulnerable looking target, an unarmed, robed fellow.

The robed character is a metamorphed dragon. The dragon does
not want to kill this guy, so he tries to dap him and knock him
out. Unfortunately, in the excitement he grikes him too hard

(first rall to strike and then roll to pull punch; afailed pull punch
means he strikeswith full force). Hehitshiminthehead inflicting

four (4) M.D. points or the equivaent of 400 S.D.C. pointd

The man's head is torn from the shoulder and bounces off the
wall across the room or is splattered like amelon. Note: | know
these descriptions are fairly graphic and quite disgugting, but

this is what would happen when military weapons designed to

destroy heavily armored tanks and giant robots are used against

ordinary people and S.D.C. structures.

The unrestrained use of mega-damage wesapons can result in
dl sorts of problems. Caution should be exercised. When it is
not, the GM should take the stuation in hand and respond to
it. This next example redly happened in one of our play-tests
(as did the three day old dragon literally knocking a villain's
head off by accident. “Oh!!!* he gagped in surprise. "These
humans are s fragile!! They're nothing like dragons!™).

Example number three The group has come to the rescue
of a smal town that it obvioudy under Sege by some sort of
hideous supernatural cresture or crestures. Bodies lay
everywhere and buildings are on fire. They hear a child scream
and dart into the building for the rescue.

Their opponent is a strange demonic creature from arift (gen-
erated via the Quick Roll Monsters tables in Rifts). The child
is on the roof. Two characters fly up to the roof, two others go
ingde the building. The creature can shadow meld and strikes
first. Itisatough villain and our heroes must retreat for amoment
and regroup. A moment later, the creature is gone, but they hear
the floor boards overhead cresk under the heavy weight of their
seven foot opponent. They fire energy assault weapons into the
celing a the source of the cresking (they know the building to
be empty). The mega-damage blasts miss the cregture (they are
shooting blind) and punch big holes into the ceiling/floor above
them and through the next floor to the roof! One stray blast hits
one of their own teammates, who was, fortunately, the dragon.

Another floor board cresks and they blast again! All shots
miss, but the floor/celling is so weakened by the blasts that the
floor gives way and the creature fdls right in the middle of
them, dong with half the floor and hundreds of pounds of debris.
Meanwhile, an enemy gang of high-tech bandits they fought
earlier hears the commotion and enters the building to attack
our heroes as an act of revenge.

In the ensuing battle, large chunks of this three story, wood
frame building are being blown to bits. At one point an entire
wall is blasted away. Finally, there is this loud creaking noise.
Somebody gasps, "More of the mongters?* Hal "No," the GM
replies, "The creaking is much louder and is now accompanied
by loud cracking and crashing sounds." You guessed it, the
entire building is collapsing. | mean, sheesh, abuilding can only
withstand so much structural damage before it is destroyed.
Another play-test group wondered how Codition SAMAS attac-



kers could have found them in the woods, forgetting in an earlier
battle, not far away, they had blasted a score of trees, knocking
them down, during the melee.

Players and Game Masters dike must think about the devas-
tating power of their weapons and armor. It is this power that
makes petty dictators possible, especidly in the wildernesses.
One or two mercenaries garbed in M.D.C. armor and armed
with mega: damage weapons can walk into avillage and declare
themselves the rulers. Who can stop them unless the villagers
have a champion or protector with superior mega-damage
capabilities or magic. They must succumb or flee or assassinate
the dictator(s) when heis not wearing hisM.D.C. armor at some
later period. Remember, the average characterinsmpleM.D.C.
body armor and M.D. blagter is the equivalent of a 20th Century
tank! Power armor or a robot vehicle may be equivaent to a
division of 20th Century tanks. And, as good as atank is, it is
not always the weapon for the job.

Quegtion: Does a character have to make a called shot to hit
a yecific area other than the main body?

Answer: Yes. A cdled shot must be made to hit a specific
target or area such as hand, head, foot, weapon, antenna, etc.

Quegtion: How do you decide what part of the body was hit
if it is not a called shot?

Answer: Presumably the shot hits the main body, which is
the largest body mass and the most likely target.

Quedtion: What happens if a called shot misses? ———

Answer: Iftheroll of thedieis 1-4 the shot misses completely.
Whether the blast hits something nearby is up to the playing
style of the GM and the situation.

If the roll is a 5-12 and the target does not dodge, the shot
will strike, but misses the intended "cdled target" and hits the
main body instead.

A "cdled shot" that has a strike roll of 13 or higher, and is
not dodged, strikes exactly the target "cdled for," and does
damage to that specific target aone (N0 main body damage).
Note: Pluses or minuses may apply to the called shot depending
on whether the attack is an aimed, burst or wild shot and depend-
ing on the sze and/or protection of the target. Pendties are
usually noted in the M.D.C. by Location part of the robot's or
vehicle's description.

Quedtion: Is onés P.P. bonus applied to aimed shots or
burgs with modern, automatic and energy weapons?

Answer: No. Physical Prowess (P.P.) bonuses count only in
hand to hand combat and weapons like swords, knives, clubs,
spears, etc., and aso apply to thrown weapons.

Quedtion: What are the effects of depleting the M.D.C. of a

particular part of the bedy?

Answer: In some cases, the M.D.C. by Location description
will describe the effect of depleting some critical targets such
as the head or wing of arobot or body armor. Otherwise, one
should presume that depleting the M.D.C. of aparticular section
destroysit! For example: Depleting the M.D.C. of arobot's or
cyborg's leg or arm means the limb has been blown off or is a
mangled piece of dag. Yes, for you grim guys out there, deplet-
ing the M.D.C. of abody armor helmet means you destroy the
head and kill the person. Of coursg, if the M.D.C. is reduced

to zero, the person is il aive, but is not protected by M.D.C.
armor on that portion of the body. Note Shooting at the head
of amog anything has a pendty of —3 to srike. Most robots
and power armor will cease to function when dl the main body
M.D.C. has been depleted, but the pilot may ill be dive,
especidly if there is a reinforced pilot's compartment.

Quedtion: Is the Glitter Boy immune to most types of laser

attacks or do lasers inflict partial damage?

Answer: The typica laser weapon inflicts haf (1/2) damage
because of the highly reflective material and design elements of
the power armor. Variable lightfrequency lasers of al kind can
be adjusted to a setting that will inflict maximum damage to the
Glitter Boys armor. This usually means the first 1D4 attacks
do haf damage, until the proper setting is found. To add to the
problem, the light frequency to which a GB is vulnerable is
deliberatdly varied from one Glitter Boy suit to another, with
about 13 different frequencies known to exist. Thus, if three
GBs attack, al three may be vulnerable to a different laser
frequency. Particle beam weapons, rail guns, and explosives do
full damage. Note: Presently, there are only three types of vari-
able frequency laser weaponsin North America. The JA-9 Juicer
rifle and the new CV-212 and CV-213 (Skelebot) Codition as-
sault rifles. None are widely produced, as Glitter Boys and laser
resistant armor of any kind are comparatively scarce. The con-
ventional laser is much, much chegper and easier to produce.

Quedtion: Is a Glitter Boy knocked down by the impact of
an energy blag or rail gun? What about people in body
armor?

Answer: No, the Glitter Body is not knocked down or
staggered because of the suit's weight, the anti-sway pylons and
recoil thrusters. The same is true of most giant robots 12 feet
or bigger.

Characters in M.D.C. body armor and even the light power
armor (SAMAS included) may be knocked off their feet from
the impact of a mega-damage weapon. Without working up
specific rules, the following conditions would cause somebody
to be knocked off their feet for a moment.

1) Any blast from arail gun, mini-missile, rocket, missile,
or fusion block.

2) Likewise, any explosion or blagt that inflicts more than 20
points of mega-damage will knock the person off his feet.

3) Any mega-damage blast above 4 M.D.C. if the character
is off balance, like standing on a ledge or already stumbling or
dazed/stunned.

The effect of being knocked off on€e's feet is the loss of one
meee attack or action that meee round. If dl mdee attacks
have aready been expended that melee, reduce the actions of
the next melee by one.

Quegtion: The Rifts RPG mentions a " Glitter Boy Personal
Armor Suit,” but there is nothing in the book describing it.
What is it?

Answer: Oops. Did that get Ieft out? Ahem, well, the Glitter
Boy Persond Armor was the standard issue light body armor of
the GB troops before the rifts. It is Smilar in design to the plate
and padded armor of the Huntsman body armor (Rifts, page
211). It has 25 M.D.C. and weighs about 17 pounds; —10%
prowl pendty. This somewha bulky and old-style armor that
has been replaced by the new lighter armors.



Quedtion: What defines light, medium, and heavy body

armor, theweght or amount of M.D.C.?

Answer: The amount of M.D.C. protection compared to the
weight. Light Armor: Plastic Man, Crusader, Urban Warrior,
CA-2 Light Dead Boy body armor and Dog Pack Riot armor
are consgdered light armors because they weigh under or around
12 1bs and offer 35 to 55 M.D.C. Medium Armor: Juicer plate
armor because it provides only 45 M.D.C. and weights 18 lbs.
Some might congder the Plagtic Man armor to be medium be-
cause it provides only 35 M.D.C. and weighsin at 13 lbs. The
Huntsman and GB persona armor are aso considered to be
medium armor. Heavy Armor: The Gladiator (70 M.D.C.),
Bushman Composite Armor (60 M.D.C.), CA-1 Heavy Dead
Boy armor (80 M.D.C.) and dl other types of armor that provide
60 or more M.D.C and weigh over 16 lbs but under 30 Ibs
(anything heavier is probably conddered some sort of power
armor or inefficient).

Quegtion: How does mega-damage armor that hasan Armor
Rating work? Does the it mean that damage is only done if
the attacker ralls above the A.R.?

Answer: No. Cyber-armor is the only mega-damage armor
that has an A.R., which meansit offers very limited protection.
A drike below the A.R. meansthat the armor takes the damage.
Any drike above the A.R. means damage is inflicted to the
person (and probably death).

The Armor of Ithanspell cregted by the practitioners of magic
inthe world of Riftshas no Armor Rating and creates aprotective
covering of M.D.C.; it is different and more powerful than its
S.D.C. counterparts found in Heroes Unlimited and the Pal-
ladium Role-Playing Fantasy Game (which have an A.R. of
18).

Quedtion: Aren't characters without M.D.C. armor vulner-
able to ingant degtruction? If so, why ever take the armor
off?

Answer: Yes, characters without M.D.C. armor are vulnera-
ble to instant destruction if hit by a mega-damage weapon. How-
ever, one can not wear body armor or St indde a robot for
weeks. It is smply too uncomfortable and dirty to do so. Charac-
ters must come out of their armor for some periods of time on
aregular basis. Also, some armor, power armor and robots are
not suitable for stedth and must be shed if one wants to prowl
around unnoticed.

Mogt of the larger towns and cities have an armed checkpoint
where one must check his wegpons and armor to avoid possible
daughter in the streets. Those who refuse are sent away. Those
who resort to violence are often killed on the oot as a lunatic,
spy, or the enemy. Chi-Town and most of the large Codlition
cities are the safest places to be without mega-damage protection,
but even then the occasiond M.D. blaster, vibro-blade, or bionic
wegpon comes into play. This happened in a town adventure
during play-test too. Our unarmored and unarmed heroes (except
for a concedled blaster and vibro-blade) are attacked by two
members of the criminal body chop shop they have come to
investigate. They are being blasted at by areptilian D-Bee and
a cyborg. Both are armed with mega-damage weapons. For a
moment the heroes are fearless champions come to save afriend,
but suddenly they redlize that one hit and they are dead! Wisely,
they decide to retreat and sneak back later when they are more
appropiatelydressed and prepared. A lucky shot (naturd 20)

kills the D-Bee (whose head was unprotected) as they al dodge
out the door.

GameMager Note: A good GM never lets the player charac-
ters walk into a Situation that is hopeess or automatic death. In
the Stuation just described, | made certain the players knew
exactly what they had stumbled into and the possible conse
quences they faced. | dso had the villains react dowly, out of
overconfidence, and gave the characters the opportunity to es-
cape. On the other hand, dl this said and done, if the players
were foolish and continued to fight despite the grim probable
outcome, some, if not al, may have been killed. Yet, even if
they had been o foolish, | would have kept the door of escape
an option or surrender as ameansto save themselves (an attempt
to escape could happen later). One of my more infamous sayings
is, "A good, fair, game master never kills a character. It's the
character, acting in anger or foolishness, thatkills himself.” The
only exception is the heroic sacrifice of one's life to save
another’s. Remember, this is heroic adventure in a savage land
racked with war. Life and death are adaily occurrence for those
who chose a life of adventure and combat.

Quegtion: Which O.C.C.s can convert to bionics?

Answer: There are only a handful of O.C.C.s that can get
bionic implants and limbs. Only the Borg can get a full bionic
converson, while the CS Military Specialist, CS Dog Pack,
Cyber-Doc, and Headhunter can receive partia bionic implanta:
tion. Perhaps the term "receive’ is not entirely accurate. Those
aforementioned Occupationd Character Classes (O.C.C.s) au-
tomatically get some degree of bionics at their very creation.
However, theoretically, most characters (NOT al) can get
bionics a some point in their lives, if tiiey should redly desire
it. Firgt, remember that most (not al) characters can get cyberne-
tic implants and artificial limbs (see cybernetics, pages 230-236,
in Rifts). The only things stopping a person are money, limited
availability of the bionics, and tiieir beliefs/orientation/morals.

Redligtically, | don't care how powerful bionics might make
aperson, the addition of bionics, especialy major or full conver-
son, turns one into something not quite human. A fate that
many characters should not wish upon themselves! The
psychological and emotiona traumais terrible! No matter how
superior the bionics, they are not the same as the origind five
senses. The sense of touch is perhaps the most dramatically and
permanently impaired. And what about relaionships with the
opposite sex, aswell as relationships with "norma™ people who
are likely to see the cyborg as a monster. These are dl things
that one should congder in the role-playing aspect of the charac-
ter. Comic books and popular fiction seem to paint a lovely
picture of bionics as the means to cregte a super-man. In many
respects this istrue, and that’s why bionicsis found in the world
of human augmentation mat is Rifts. But the cost in humanity
and human identity can be horrible (this was the basic premise
in the cyborgs gone mad in the Mechanoid RPGS).

Characters that can NOT get bionics or cybernetics

Dragons, vampires, and most crestures capable of metamor-
phosig/shape changers. Most metamorphs regenerate their limbs
quickly, 0 they do not need artificial replacements. Moreimpor-
tantly, bionic or cybernetic augmentation destroys their ability
to shape change! Likewise, those of asupernatural, psychic, or
magic origin (including humans) find that bionics significantly



weakens and often destroystheir mystical or supernatural powers,

afate worse than death. For example: A dragon who getshbionics
can no longer shape change. They are forever locked into their

natural form; an incredible impairment for a creature that is used
to the heady freedom that metamorphosis provides. Plus, dl its
magic will be reduced by haf (minor bionics such astwo implants
or one limb) or completely destroyed (major bionic augmenta:

tion) depending on how much bionics have replaced its naturad

body. The illustration of the dragon in Rifts depicts it using a
gogale type optic system, not abionic eye. Vampires, with their

Spectacular regenerative powers, can not even get bionics or

cybernetics implanted or attached; the body rejects it in favor
of its naturd form. (Note: There will be much, much, much
more on vampires in the first Rifts World Book, soon!)

Stll, if Benny the Ley Line Walker wanted bionics he can
Qet bionics. Unfortunately, aSingle limb (arm or leg) will reduce
every agpect of his magic powers, from P.P.E. to spell strength,
damage and duration, by half. Anything more will completely
and permanently destroy his magic powers (reduce P.P.E. to
1D6). The same istrue of psonic individuas (no I.S.P.). Thus,
to get bionics means the character is abandoning his current
O.C.C. to become a borg.

Switching to a Bionic O.C.C.

Let us assumethat Benny the Line Walker redly wants bionics
and has the means of getting them. Okay. Give him the bionics
He is now a cyborg. However, even if he is now effectively a
Borg 0.C.C., the converting character, regardiess of higher
origind O.C.C., only gets the bionics and their mechanica
powers, not the skills of the new bionic O.C.C. (Borg). No new
ills.

The character who starts as one O.C.C. and switches to a
Borg (full or partia bionic conversion) keeps his old skills from
theoriginal O.C.C., evenif they are no longer vaid or functiona

knowledge, such as sdls or gpecid magic or psychic knowl-
edge. Remember, psionic and magic characters lose ALL of
the mystic and psychic powers of the origind O.C.C., forever!
Also redlize that once the converson to cyborg is made, the
change is permanent. The character can never be a cregture of
flesh and blood.

Experience levels. Reduce the number of experience points
to zero! Any previous points were elements of the past O.C.C.
left behind. The character now gauges his growth by the experi-
ence levels of the new Borg O.C.C., but aways dtarts atfirst
level and his tota experience points are reduced to reflect that
new level; zero. For example: Benny the LineWalker has25,100
experience points as a fifth leve Ley Line Waker (only 820
points from sixth level) when he makes the change to a full
converson borg. His new level of experience is a first leve
Borg. Experience points begin a zero (0). No magic powers,
minima P.P.E. (1D6), no new skills, and no experience as a
borg. Old skills are frozen at thelast level of hisprevious O.C.C.
(in this case, 5th level). They do not increase until he reaches
the level beyond it, in this case, sixth level Borg. At sixth level,
exigting kills that are gppropriate to the Borg O.C.C. (dl con-
ventiond skills, excluding only the specid magic skillgabilities)
now continue to increase with each new level (6th, 7th, 8th,
etc.). Prior to this, the individua has been learning about his
new mechanicd body and how begt to use it and its powers.
Also a this junction point, the character can now sdect four
new skills available to the Borg O.C.C. (not the Ley Line
Walker). Game Mager's Option: The character is forever
changed and that change is into something that is no longer
completely human. Thus, | suggest having the character roll
once on the random insanity table, but this is entirely an option
| leave to you and your players, insanity may be ingppropriate
in some ingtances.

The Juicer to Cyborg

The Juicer and Crazies O.C.C.s are a it of an exception. In
both O.C.C.s the characters are S0 dramaticaly changed and
dependent on their augmentation that the conversion could kill
them. A conversion from Juicer or Crazies to Borg requires that
the character roll three saves versus comasdeath out of Six rolls
and a a (minus) - 30% penalty.

If the Juicer survives the operation he is now a borg. All of
his previous powers as a Juicer are gone forever. Unlike the
other O.C.C.s, the Juicer must roll once on the Random Insanity
Table. Everything ese regarding skills and experience is the
same asjust previoudy described.

If the Crazy survives the operation he is is now aborg. All
of his previous powers as a Crazy are lost forever. However,
he retains al of his insanities and will be terribly disturbed that
his "gpecid powers' have been gstripped away. Thiswill tend to
make himabitter and angry individual. Roll once onthe Random
Insanity Table and once on the Obsession Table.

Bagc rules of thumb and summary regarding changing from
one O.C.C. to a Cyborg/Borg O.C.C.

1) More than two bionic implants or a single bionic limb
requires a change to the Borg O.C.C. (Headhunter, CS Military
Specidigt, Dog Pack, and Cyber-Doc aretheonly exceptions).

2) Whatever specid powersone had fromtheprevious O.C.C.,
whether it be magic, psionics, or physica augmentation, are



permanently lost! TheBorg O.C.C. isamost amechanica Racia
Character Class with inherent powers and restrictions that super-
ke nature; the character is effectively re-created into a creature
of flesh and machine.

3) The change means the character switches to the Borg
O.C.C. levelsof experience and has zero (0) experiencepoints.

4) Only conventiond skills and old memoriesremain. No new
skills or the usua Borg training are available.

5) Old kills are frozen until the character reaches the leve
of his previous O.C.C., then the kills increase as he/she grows
in experience as a borg.

6) Cybernetics is NOT the same as bionics and any O.C.C.
can acquire cybernetic devices, athough some will avoid them.
Cybernetic items may not work on supernatural or magic crea
tures or disrupt their powers the same as bionics.

Quegtion: Can a psi-stalker track a mage, psionic, or super-
natural being who is wearing one of the power armors that
block psienics and magic such as SAMAS, Glitter Boy, and
giant robot vehicles? ¢

Answer: NO! However, the psonic or mage inside the robot
or power armor can not use his paranorma powers to affect
anybody outside the armor or bot. Of course, if the individua
geps out of the robot for a moment, and is in range of the PS-
Stalker, he may be sensed immediately and the stalker will be
on his trail again. Likewise, stepping out and using magic will
leave a magic scent and the Psi-Stalker will know that magic
wasused at aparticular |ocation and approximately how long ago.

Quegtion: Can a Pd-Salker feed on LS.P. rather than
P.P.E.?

Answer: NO! The Ps-Staker is a P.P.E. vampire that must
feed on potentid psychic energy, not the inner strength points
of a psonic. There is a digtinct difference between the two
energies even though they are somewhat related.

Quedion: One of the Shifter's garting sdls is "Smse
P.P.E.,” butitisnot described. Isit likethespel in BEY OND
THE SUPERNATURAL?

Answer: Yes, the spdl is bascaly like the one found in
Beyond the Supernatural. Its deletion was an oversight. The
dl is as follows:

SENSE P.RPE

Range 240 feet (72 m) (twice the range as in BEY OND)
Duration: One minute (4 meless) per level of experience.
Saving Throw: Ley lines and inanimate objects have NO saving
throw; individuals get the standard saving throw.

PP.E.: Three

The spdl dlows the invoker to sense the presence of P.P.E.
within a 240 foot (72 m) area. Like a Geiger counter, the indi-
vidua can tell if heis near or far from the source of the energy,
or whether he is going away from it or getting closer. Similarly,
it will indicate whether the source has alittle or alot or ahuge
(ley line or nexus) amount of potentia psychic energy. However,
while it will indicate the presence of P.P.E., it does not indicate
whether the source is magic, psychic, or natura (ley line/nexus
point). What this magic does is provide an indication of potentia
psychic energy within the area, be it in aperson, place, animd,
supernatural creature, or object (enchantment).

Quegtion: How long doesa dragon'sM etamor phosislast and
how many times a day can he do it? Mug the dragon wait
a while between each metamorphoss? If so, how long?

Answer: The maximum duration a dragon can maintan a
metamorphosis is two (2) hours per each level of experience,
within a 48 hour period. Thus a first level dragon can shape
change for atotal of two hours, at second level four hours, third
level six hours, Fourth level eight hours and 0 on. At the end
of this period, the dragon will revert to its natura dragon shape
whether it wants to or not. Once the dragon has used up dl its
metamorphosis time, it can not perform another metamorphosis
for 24 hours. This means that a second level dragon can perform
and/or maintain metamorphosis for a tota of four hours within
a48 hour period. Within that four hour period the creature could
dter its shape 20 or more times, but once it has used up the
four hours, it can not shape change again until 24 hours has

How many times aday can a dragon perform a metamor-
phoss? As often as desred with some limitations. Fird, the
actua physical change takes about 10 seconds. Second, the
dragon can NOT dter its form into a different unnatural shape
for 1D4minutes because it’s body needs time to adjust. However,
the dragon can instantly resumeits natural dragon format will.



Quegtion: What the heck is a D-Bed?!

Answer: This is the most often asked question of them all.
The generd description of a D-Bee was supposed to be in the
"Glossary of Terms' in the Rifts RPG, but somehow it got |eft
out! How embarrassing.

D-Bee is adang term that refers to any "Dimensiona Being"
or D-Bee. A D-Bee can be any humanoid cregture that is obvi-
oudy not indigenous to Earth or from another point in time, past
or future. Human characters with superpowers would be cond-
dered D-Bees because they are obvioudy NOT human, even
though they may have come from Earth's forgotten past (i.e.,
Heroes Unlimited). Intelligent, humanoid, mutant animals not
cregted by the Codition (Heroes Unlimited or TMNT)would
aso be cdled D-Bees. As would any humanoid from another
planet or other dimension. Likewise, anybody who seems to be
human but claims to be from another world or spesks an dien

language or possesses unearthly devices is a D-Bee. Monsters,
meaning beasts that do not resemble humanoids, are considered
to be inhuman mongters or demons from the rifts.

Anybody who is believed to be aD-Bee is generaly regarded
with suspicion, fear, and hatred by the human supremacists no
matter how human the D-Bee may appear. D-Bees are quite
commonplace in the inter-dimensona world of Rifts.

Quegtion: What are the sats on vampires?

Answver: I'm afraid you'll have to get the first RIFTS World
Book: The VAMPIRE KINGDOMS. No, this is not a ploy to get
you to buy more books. The vampires are going to be o unique
and covered in such depth, that we smply cannot reved anything
in advance (which we had planned to do). The world book will
explore Centra and South America, as well as vampires and
other menaces. Sorry.

Northern America

The States of the
Old American Empire

Outside of the Codition States and a few pockets of civiliza-
tion, the Old United States is a wilderness. Forests again cover
the land. Except for some of the aien vegetation that has been
added to the landscape, thanks to the dimensiond rifts, the land
looks much like it did before the Europeans discovered the
Americas; a lush, green, sprawling wilderness. Generdly, the
types of vegetation, climate, and wildlife that existed before the
coming of the rifts exigts in the future world of 102 P.A.

Along the northern dates are mixed forests of deciduous
trees, such as birch, willow, acorn and maple trees, dong with

“pine, spruce and other coniferous trees. The anima life is a
varied mixture of deer, beaver, rabbits, raccoons, fox, wolves,
wild dogs (once domestic), bear, squirrels, birds and a hogt of
other indigenous animals. Of course, there aredso dien animals,
predators, and life forms that thrive in these forests. The popu-
lation in these uninhabited aress is less that one human per 100
square miles (160 km), with the exceptions of Minnesota, Illinois
and Michigan where therée's about one human or humanoid per
square mile (1.6 km). D-Bees are a bit more common with an
estimated one per 20 miles (32 km). Territory: Includesthe old
American Empire States of Washington, Oregon, Idaho, Mon-
tana, parts of Wyoming, North and South Dakota, Minnesota,
lowa, Wisconsin, Michigan, lllinois, Indiana, Ohio, Pennsyl-
vania, New York, Vermont, New Hampshire, and Main. Note:
Minnesota, Illinois, and Michigan contain the greatest concentra:
tion of humans in the old United States of America. The Ohio
Vdley ds0 has a few concentrations of humans and D-Bee
humanoids, but is mostly uninhabited wilderness.

The Wegtern Frontier is awilderness of grasdands, desert,
and light deciduous forest. This part of the old empire suffered
the greaiest when the rifts came. Its once greet cities were pul-
verized and are now covered by dirt and vegetation. The great
"Plains Dinosaurs," giant mammals and mongters from the rifts

are believed to roam the steppes. There is less than one human
or humanoid D-Bee per 300 square miles (480 km).

The remaining midwestern and southern gates of the
American Empire are predominately deciduousforests,consist-
ing mainly of hardwood trees such as oak, beech, lime, maple,
chestnut and m. Anima life is Smilar to the mixed forests,
with their share of bear, deer, rabbits, possums, squirrels, wild
dogs, wild boar and other indigenous animd life. The human
populaionislessthan one per square mile. The D-Bee population
is about one per every two square miles (3 km). The midwest
is the most populated portion of North Americal Territory:
Includes the old American Empire States of Nebraska, Kansas,
Oklahoma, parts of Texas, Arkansas, Missouri, Lower lllinois,
Kentucky, Tennessee, Louisana, Missssppi, Alabama, and
Georgia.

The Eagern Seaboard territory is amix of deciduous and
sub-tropical forests. Floridais amix of deciduous trees, swamp,
sub-tropical flora, and tropica savanna. It is populated by giant
dligators, snakes, dinosaurs, and other more common life forms.
The human population along the esst coast isless than one person
per 50 sguare miles (80 km). However, the D-Bee population
is gpproximately one per 20 miles (32 km). Territory: Includes
Florida, partsof Georgia, the Carolinas, theVirginias, Maryland,
Connecticut, Rhode Idand, and Massachusetts.

The Old
Canadian Empire

The old Provinces of Ontario and Quebec harbor the most
human life. Like the northern states, the wilderness is largely a
mixed forest of deciduous and coniferous trees. Animal life is
about the same too. The human and non-human population de-
nsity islessthan one per square mile, with ahandful of populaion
centers like Free Quebec and the City of Iron. Territory: In-
cludes the old cities of Sudbury, North Bay, Thunder Bay,



The Coalition States: Humanity's Salvation(?)
Total Coalition States  Human Population: es. 14 Million

Humankind had teetered on the brink of extinction for over
300 years. Even now, in the year 102 P.A., humankind's exis-
tence is not assured. The Coalition States is the largest and
most powerful nation in the Americas and one of the few collec-
tive communities of predominately non-mutant humans. All citi-
zens are true descendants of pre-rift human ancestry and exhibit
no Sgns of mutation, with the occasona exception of psychic
powers. An estimated 14 million humans occupy the vast strip
of middle America claimed by the Coalition. Perhaps an addi-
tiona 10 million D-Bees, mutants, and other intelligent non-hu-
mans aso live in those territories. A fairly impressve number
of people, especidly for the world of Rifts. But remember, the
14 million people are spread across four of the old American
States and parts of Canada; approximately 850,000 square miles
of land. The average number of people per square mile is a
pitiful sixteen (16). Except for urban hubs like Chi-Town and
Quebec, where a million or more people live, every Codition
State has thousands of square miles of uninhabited land; in many
cases, unexplored land.

For comparison: The pre-rifts population of Illinois (1983)
was nearly 12 million, giving it a population density of 206
people per square mile. Mexico City, Mexico, had apopulation
of 14 million; anumber of people equal to thecombined Codition
States in an area more than 40 times smaller.

Chi-Town (Includes Illinois and Iowa): 5.8 million; Illinois
population density is 88 per square mile. Under amillion live
inlowa; population density isone (1) person per square mile.

Missouri: 1 million; population density is 14.5 per squaremile.

Windsor, London, Hamilton, Toronto, Quebec, Montreal, Ot-
tawa, and Chicoutimi.

Everything west of Manitoba is wilderness, with less than
one human per every 1000 square miles! The Xiticix dominate
southern Manitoba and Saskatchewan, especidly in the areas
between the pre-rifts cities of Winnipeg and Regina and along
the Canadian border with the American Minnesota (around FHan-
ders, Kenora, Ignace, Graham, and the Quetico Parklands).
Other monsters from the rifts roam this wilderness.
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The Provinces of Northwest Territory and Northern
Quebec are dl tundra and coniferous forest. Large mammals,
including moose, ek, bear, lynx, and wolves, are common. The
land is virtualy uninhabited.

The Southern portions of British Columbia, Alberta, and
parts of Saskatchewan are mostly coniferous forest that become
increasingly thick as one travels northward. The rifts and ley
lines of old Calgary make this portion of the country a hazardous
domain for human life. The population is predominately monsters
from the rifts. Their exact numbers are unknown.

Central America and parts of South America are explored
in the Rifts World Book: THE VAMPIRE KINGDOMS.

Lone Star (Texas): 500,000; population dendity is about 1.5
people per square mile.

Iron Heart (Canada): 2.7 million; population density is 26 per
square mile (Iron Heart is a large land area).

Free Quebec (Canada): 4 million; population density is 20 per
square mile (the State of Free Quebec is a huge land area
with large portions of uninhabited wilderness).

Psychics Population 12%

The CS has its share of mutants and humans augmented by
cybernetics and/or bionics, but their numbers are few and al
look quite human. Official records indicate that twelve percent
of the population possesses some measurable degree of psionics
(psychic powers are considered a mutation), but the real number
is probably an additiona five percent. About two percent possess
major and master psionics. People consdered psionic mutants
include those with minor, major and master psychic powers,
mind melters, bursters, and psi-stalkers. Mog of the latter work
in the military.

Although given conditiond citizenship, there are frightening
redrictions to which psychics must adhere. All must submit to
Identification Coding (I.C.), in which a scannable bar code is
tattooed into the skin so that there can be no mistake that these
are mutant humans with potentially dangerous psionic powers
(see Rifts, pages 101 and 102 for more details). Psychics are
commonly restricted from business establishments, employment,
and public facilities that are available to al norma human citi-
zens. Psonic mutants (and all other mutants) are forbidden, by
law, to engagein sexua activity with non-psionics/non-mutants.




The Coalition and Humanity

Black areas are wilderness and/or environments hostile for
humans.

Whiteareasaretheterritoriesof the Coalition States. Starting
from top right: Free Quebec, Iron Heart, Chi-Town (includes
[llinois & lowa), Missouri, and Lone Star (Texas).

Line areas are lands marked for expansion/conquest by the
CS. These areas are inhabited by D-Bees and hostile forces.
Coalition troops are aready stationed throughout this territory
pending an invasion.

Crosshatch areas in Lone Star is the domain claimed by the
Pecos Empire. The CS plans on expanding into this territory
in the future (about 10 to 20 years from now).

The Black Dots are the locations of the capital cities.

Note: This is the full extent of humanity, other than tiny
groups of explorers and settlers scattered across the continent.

Obviously, marriage and childbearing between a mutant and
human is not possible. The penaty for bresking this law is to
be permanently stripped of citizenship, al property is seized by
the State, the offenders are publicly chastised and humiliated,
followed by expulson from the Codlition States. If the mutant/
psychic offender forced him or hersdf on the human, such as
physical rgpe or mind control (rape), the punishment is death!
In many respects, psychics and other mutants are second-class
citizens, deprived of the full privileges of pure, human, citizens.
They dso suffer both the physical and emotiona cruelness and
ridicule that accompanies a society that encourages prejudice.

The Dog Pack mutant animals account for 10 percent of the
CSs overal population and that number is growing by the day.
But they are effectively a dave race and not citizens, and there-
fore, not counted as part of the CS's population. Despite the
fact that these are intdlligent, humanoid creatures, created and
employed by the Codition States, they are consdered to be
animals. As animals, they have no rights nor human worth. To
kill or stedl a mutant animal is a serious offense, like sealing
acar, butitisaninjusticeto the anima's owner and the damaging
of property, nothing more. Only the Codition State of Free
Quebec has outlawed the creation and "endavement” of mutant
animas and refuses to alow Chi-Town to integrate them into
their (Quebec's) military or society. Note: 90% of the mutant
animals are owned and regulated by the government. Only the
wedlthy and some businesses own mutant animals as either pets,
security (watchdogs), or labor. All must be registered and
licensed with the government.

D-Bess and Other Mutants

Population: Zero

The Codition government and sanctioned businesses may hire
D-Bee and mutants from time to time, but they are seen as
worthless scum or pawns by their human superiors. They can
never become citizens of the CS nor are they ever alowed within
the city limits of a Cadition city or town. Their presence is
barely tolerated in the burbs.

Augmented Humans
Population: 50%
Fifty percent of the Coalition's citizens have some form of
cybernetic or bionic augmentation. The mgjority of these im-
plants are minor or for medica reasons (prosthetics, Synthetic
organs, etc.). Cybernetic and high-tech medicd treatment have
increased the average life expectancy of those living in the big
cities, like Chi-Town, to 90 years. The smaller CS cities and

towns enjoy an average life expectancy of about 80 years.

In the burbs, where crime is abundant, sanitation is poor,
disease often runs rampant, and life is hard, the average life
expectancy for amae is 50 and for the female, 63. The major
cause of death for maes is by violence (51%); of those, most
will die before the age of 30. The life expectancy for a D-Bee
is about the same, athough the major cause of death for both
D-Bee men and women is by violence (72%).

Borgs, especialy full conversion borgs, are new to the Coal-
ition States. Bionic augmentation, in general, is not available,
and outlawed, tothe averagecitizen. Atthistime, bionic augmen-
tation is predominately restricted to the military. Less than one
percent of CS citizens possess any degree of bionics. Within the
military, therearelessthan 500 troopswith full bionic converson
and under 1000 with partid reconstruction. However, there are
plansto triple or quadruple that number for experimenta infantry
troops in the forthcoming campaign againgt Tolkeen (Min-
nesota).

The Roots of Civilization

Towns and villages may not be quite what you think they are.
Many people seem to think that any collection of buildings and/or
permanent gathering of people conditutes a town. Not true.
There are aress in the world today that have greater population
dengties than some cities, but are not considered to be either a
town or city. These are Smply communities of independent
families living off the lands in the same area.

A town, by definition, must engage in industry (even primitive
industry like barrel making, carpentry, tailoring, etc.), services
(mail delivery, repairs, stores, etc.), trade (exchanging finished
goods or services for raw materias), administration (some sort
of governing body, king, lord, priest, leader, council of elders,
etc.), research and development (both the town's development
and industry's). Without these six conditions, a gathering of
people and buildings is not a town. Cities, by the way, are,
more or less, big towns, requiring dl the same dements as a
town. The population of atown can be as little as afew hundred
to severd thousand. Typically, a city is a sprawling town that
has a population of 30,000 or more.



—Map of the Old American Empire

Grey areas are territories inhabited by humans and major
aress of urban development. Note that humankind dominates
only a narrow strip of land from Texas northeast to Quebec.
Even in this strip of humanity, there are thousands of miles

of uncharted wilderness and D-Bee occupation.

The territory controlled by the Codlition States of Iron Heart
and Free Quebec are also indicated on the map.
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Rural Communities or Villages

Tiny rural communities are found throughout the old American
and Canadian Empires. These are frequently clans and families
who have built housing or shelters on a plot of land they cal
their own. Each family tends to their own lives and livelihood,
whether it be hunting, fishing, or primitive farming. Friendships
may develop and people may give each other a helping hand
from time to time, but they look out for themsalves, There are
no formal community rulers, leaders, laws, trade, services, roads
or gathering places. Fifty or a hundred families could live in
such a community and it dill is not a town.

Generally, smal rural communities have houses/families sca-
tered acres apart, sometimes miles gpart. Thelarger communities
are villages with more families and houses doser together. The
people may or may not be related and may practice vastly differ-
ent ways of life. Religion, race, ethics, and perceptions may be
as different as night and day from one house to the cther.
Likewise, the individua families may casudly socidize, as
neighbors tend to do, or never visit one another ("Seen aD-Bee
in these parts, time and again. | think he's living down by the
pond. Seen ahut built there one day when | was hunting. Never
met the feller myself.”).

One family may be hunters, another farmers, another goat
herders or fishermen and 0 on, but al will live off the land in
some way, and none will rely on their neighbors for help. The
types of houses may vary from a hunting lodge to farmhouse,
from wood to brick, from simple to lavish.
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Commonly, members of wilderness communities/villages live
a dmple, isolated exisgtence filled with long hours of work,
whether it be hunting and trapping or plowing the fields. The
leve of technology is likely to be low, athough that is not to
say that papa doesn't own a nice, new Triax pulse rifle or a
hover vehicle. Of course, some homes may have modern
amenities such as dectricity from awindmill, motor, solar bat-
teries, fusion, or magic, but mogt are quite primitive.

The community can be as few as one or two families or a
hundred families; most typically range from about a half dozen
to four dozen families. The community can be permanent or
nomadic, families or clans, or complete strangers atracted by
some feature of the land.

Many urban aress will start as anon-related group of people.
As the people in the area prosper and families grow, so does
the community. Decades or generations later, the little village
may have grown into a town or city. The more prosperous the
community, the faster the town or city will become larger. With-
out prosperity, thereisno growth. In placesof no or little growth,
the community will remain small or eventually disappear.

The two major natural resources that attract people to
sdtle in any area are the availability of fresh drinking water
and food. A quick look at a map of virtually any country in the
world will show that the civilization, is clustered around water.
The more advanced the civilization the greater the distance be-



comes between eesly available water and the location of cities,
because technology enables the people to access water in other
waysviawells, pipelines and dams. A desert isagreat example.
Towns will be found et the sites of underground water reservoirs
and oases. Waterways, such as lakes, rivers, streams, and
marshes, dso provide food (fish and fish egting birds and mam-
mals) and transportation (boats), as well as a possble defense
againgt enemy ground troops.

Availability of food comes in the way of animals to hunt or
good land to farm. Higoricdly, agriculture grew out of the
demands to feed an ever increasing number of people as success:
ful towns continued to grow. Prosperity attracts people from
outside the immediate urban community, as well asincreasesin
the natura birth rate of locd inhabitants. The larger the commu-
nity, the less likely that the people will be able to hunt, fish or
gather enough food to support themselves. Thus, the need to
work together and cultivate the land. Mogt thriving cities are
agriculturally based. Even the big industrial cities must create
products and services to trade or sdl for food, making them
agriculturally besed as wdl. Without the trade for food, the
industrial giant would crumble, forced to abandon its manufac-

turing in order to grow and cultivate crops or watch its people
darve.

In a role-playing game context, rural communities and vil-
lages, small or large, are not places to buy and sdl goods or to
booze it up, or find a place to deep for the night, unless one's
idea of anice place to desp isafriendly farmer'sbarn. A typical
village is agathering of houses and families. There are no stores,
inns, boarding houses, saloons, theaters, armorers, cybernetics,
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merchants, nor mayor/ruler or any of the other establishments
a traveler expects in a town. Instead, there are only houses,
farms, and families. The best one might expect to get in avillage
is some information (rumors and local gossip) and perhaps trade
something of value or some muscle (like a day's work in the
fidd or digging a well) for a hot country meal.

Towns and Cities

Towns can be small too, but atown is composed of businesses
offering goods and services aswdll as neighborhoods of families.
Frequently, the town's adminigtrative and business didtrict is
found in, or toward, the center of town, with houses and neigh-
borhoods growing around the business district. More than one
commercid district may develop, especidly in larger cities. His-
torically, the heart of a town or city is the administrative and
commercia area, surrounded by densdy grouped older houses,
followed by abdt of industria areas, followed by more, newer
housing, and sometimes anewer secondary commercial district.
Large cities will have smaller satdlite towns and burbs around
them that serve as editions of the city itself, with their own
adminigtrative, business, and industrial centers.

Towns and cities will have aruler or administrator(s), laws,
regulations, and often, a militia, if not alaw enforcement force/
police. The mayor, or king, or city council's offices and/or
palace is usually found in the center of the city. Nearby will be
the courthouse, adminidtrative offices, jail, public square, meet-
ing house (city-county building), and other civic buildings. The
largest lending ingtitutions, hotels or inns, and market district
are dso typically found near the center of town. The homes of
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politicians and the wedlthy are frequently located near the nucleus
of the town or city, as well. The older neighborhoods and indus-
trid follow. In some cities, vagabonds, headhunters, D-Bess,
practitioners of magic and exotic travelers are not alowed in
the cities and are redtricted to a neighboring town outside the
city’s limits, or to a portion of town dlocated on its outskirts,
specifically designed for the specia needs of travelers of unique
and inhuman persuasions. The Codlition cities cal such aress
"the Mall."

The size and technology of the urban community will fre-
quently reflect the kinds of services and products for sde and
purchase. Some towns are quaint, little, Victorian communities,
othersresemble walled, feudal kingdoms, while othersareindus-
trid towns, and Hill others, like Chi-Town and Free Quebec,
are giant high-tech megalopolises. In the world of Rifts, the
tech levels vary dramaticaly, from a primitive farming town
with no éectricity or indoor plumbing to high-tech manufacturing
of robots and cybernetics.

Like the rura villages, prosperity depends on the natural
resources of the land. But industry and military power can dso
make a difference. Many of the non-Codlition towns and cities
are operated on afeuda system, with kings, landowners, their
armies Or pecid protectors, and their working subjects. Super-
technology like bionics and power armor can become a major
factor in who runs atown and how it operates. Likewise, magic
and other superhuman powers can become important tools or
weapons of conquest and politics.

The common problem with poorly planned towns or com-
munities that grew too quickly is sanitation. Some of these places
can be smdlled miles away. Poor sanitation often leads to disease
and infestation by rodents and insects. Streets are frequently too
narrow or poorly constructed (or just mud and dirt). And many
of the poorer didtricts are overcrowded.

In a role-playing game context, it is the towns and cities
where player characters can purchase and sdl goodsand services,
find a place to spend the night, sek medica attention, repair
vehicles, gamble, dance, and 0 on. Cities will offer the largest
variety, have the greatest availability of goods and services, and
the greater presence of the black market and criminal elements.

Wildlife

Normal animals that are part of the S.D.C. environment
can be found in the pages of Palladium Bookss Mongers &
Animals. Over 300 norma animals are presented, with complete
descriptions of habits and habitats. However, the animds (and
the 90 mongters) are set in the fictional PalladiumRPG "fantasy"
world and not the planet Earth, before or after rifts. Still, these
are red animds and a little common sense and research will
enable game masters and players to easily figure out where
particular animals are found in the Americas. But being the nice
guys usfellows are at Palladium Books, here are some guidelines
and comments on animal lifein the North American continent.

Using the Palladium (fantasy) world map as a guiddine.
Animals and mongters found in the Great Northern Wilderness
are likely to be found in the coniferous forests and tundra of the
Northern United States, Alaska, and Canada.

Animals listed under the Eastern Territory, Lopan, Timiro,
and Old Kingdom are likely to find their home in the eagern
and mid-western United States and Ontario, Canada.
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Animds found in the Western Empire are more likely found
in the western United States and Central America.

Animals found in the Yin-Soth Jungles can often be found in
thejungles and rain forests of Central America and Florida.

Animals of Note
Bears Black and Brown Bears (effectively the same stats)
roam throughout Canada, the Northern Americas (including Min-
nesota, Wisconsin, and Michigan), and in the Rocky mountains
(west) and Appalachian and Allegheny mountains (east).

Grizzly Bear: Found in the northwestern United States and
northwestern Canada.

Gray Wolf: Same habitat as the bears listed previously. A
typical pack will contain 5 to 30 members.

Timber Walf: Alaskaand the Canadian Northwest. Occasion-
aly timber wolves can be found in the same areas as the gray
wolf. A typica pack will contain 4 to 24 members.

Coyotes. Thewestern and midwesternUnited States, Southern
Canada and Central America, including Cdlifornia, Texas and
Mexico. Hunt in small packs of 3 to 12 animals.

Wild Dogs Domestic dogs has gone wild and produced a
generd mongrel that is a bit larger and stronger than a coyote
(frequently run with coyotes), but is ill smaler than a wolf.
A typical pack will contain 10 to 40 members. They are found
throughout the United States and Lower Canada.

Red Fox: Throughout the forests of North America.

Tiger: Tigers now prowl the American continent! Escaped
zoo animds were ale to survive in the wild and have adapted
well to the temperate forests of lower Canada, the northern
United States, mid-west and esstern seaboard states. None are
out west or far north.

Mountain Lion: Same area as the brown bears.

Lynx: Most of Canada, the northern and eastern United States.

Bobcat: Western United States and Canada.

Ocdoat: Jungles of Central and South America.

Leopard/Panther: Jungles of Florida, Central and South
America

African Lion: Nonein the Americas. The sameis true of the
Cheetah.

Elephant: Another zoo animal survivor; livesin the plains of
the American west and Central America. Herds are small, about
4 to 24, and not too commonplace; there are perhaps 400
elephants in all.

Wild Horse Found mainly in the western plains and south-
western Canada.

Deer: One variety or another of deer are found throughout
the USA and Canada. White tailed deer are among the most
common throughout North America.

Pronghorn Antdope The American West and parts of lower
Alberta, Canada

Sheep: The American and Canadian west.

Wild Boar: South esstern America

Bison: The American west; about 250,000 members strong.
Typica herd has 200 to 1200 animals.

Beaver & River Otter: Throughout the USA and Canada.

Badger: Throughout the USA and Canada.

Weasd & Mink: Throughout the USA and Canada.



The Coalition
Good or Evil?

Time line P.A. 102

The following data and clarifications are meant to supplement
the information presented in the Rifts role-playing game. There
seams to be some confusion about how there can be such athing
as avillain that is not a simple, maniacal, evil monster.

Like the red world, Stuations are sedom black and white;
yes or no. The Cadlition fals into a void of mord and
philosophic grey tones.

In any society you have a collection of people. Within that
collection there aregood, selfish, and evil individuals. In addition
there arethe misguided and manipulated. There aretherighteous
and the humble, the well meaning and the miscreant. You have
the caring family man and the thief and murderer living in the
same environment. All this is true of the Codition States.

The average
Caalition citizen

Generally, the average citizen is of agood or sdifish alignment.
Of course, there is your crimina dement and those of evil
alignments who prey on others, just aswe have in our red world
today. However, the majority are well meaning people who try
to eke out fruitful, happy lives without ever hurting anybody.
Y, the orientation, beliefs, fears, and mords of the average
CS citizen makes them the enemy of most psychics, men of
magic, mutants, non-humans, and D-Bees. Why? Because they
have been taught that these strange people are the enemy and
should be feared, shunned, endaved, or destroyed.

Sadly, prejudice seemsto have plagued humankind throughout
history. Things have not changed in this future world of Rifts.
Inthecaseof the Coalition, prejudice and ignorancehavebecome
the tools of an unscrupulous ruling government. The average
citizen genuinely believes the propaganda and twisted truths that
the government feeds them on a daily basis. They genuingly
fear non-humans and believe these creatures will subvert their
way of life and destroy humans whenever possible. Many have
experienced or witnessed atacks by evil non-humans or mystics.
Consequently, the citizens are not evil when they notify the
police to capture or gun-down a D-Bee. Nor are they evil when
they mob and kill an invading wizard or mutant who has snuck
into the city. After all, by their perception, the wizard or D-Bee
is not a feeling person, but a monster that threatens their lives.
At best, the fiend is an enemy spy or scavenging thief who
probably has the blood of countless humans on his hands (no
doubt killed in their degp). Is it wrong to lie to the enemy 0
that he may be apprehended? |s it wrong to kill a murderer or
monster?

The problem is a matter of perception and degree. The
average citizen's perception is smply different (very different)
than those who live beyond the protective walls and borders of
the Codlition States. The have come to accept the views of
isolation and human supremacy. From our point of view, as the
omnipotent reader who sees the over view of the world in far
better perspective, we know they are wrong and injust. Non-
human characters and practitioners of magic are likely to fed
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the same. We see the citizens of the Codlition as frightened,
uneducated, misguided, often fanatical, and isolated people who
fiercdly cling to ther way of life. They see themsdves as the
lagt bastion of humankind fighting for their very exigence in a
world gone mad. All a matter of perception and degree.

The evil that arises from these twisted perceptions and emo-
tions is the cruelty that comes from such inhumane convictions.
Non-humans, wielders of magic and other beings who possess
strange powers have become dehumanized. They are not per-
ceived as other intelligent forms of life with feelings and families,
but as monsters and the symbols of evil itself. While the world
should not be seen as black and white, the Codlition citizens do
¢ life in that smple spectrum. "It's them or us. They are evil.
We are good. They are the enemy. We are the righteous heroes,
defenders of the truth and people. They crave our destruction.
We must destroy them or ese be destroyed. They are inhuman
fiends; alien mongters invading our human world." As aresult,
it is easy to hate and destroy, or use and abuse, such aterrible
enemy, with no or little guilt (“They would have done far worse
O us.”).

Fear and hate are great mativators. The corrupt and evil
adminigtration of the Codlition knows this and uses them to
maximum effectiveness. Without question, the true source of
evil is the ruling body headed by Karl Prosek and his son. They
deliberately keep the people ignorant (remember, 80% of the
population is illiterate) and manipulate the masses with prop-
agandathat feeds their fear and hate. These methods have enabled
Prosek to build an ever growing empire and given him the power
to control hundreds of thousands of people.

A summary for RPG characters The average citizen is not
inherently evil, but hate filled, terrified and misguided. While
they maybe comparatively innocent pawns, the average citizen
is il the enemy and apotentia threat. This does not mean that
al Codlition citizens fed this way. Without a doubt, there are
those who bdieve that the generd palicies and treatment of
non-humans is wrong, but they are in the minority; about 5%
of the over al population. Of course, Codlition player characters
may join this minority when they actually experience life beyond
the borders of the Codlition States.

The Average
Caalition Soldier

The average soldier is not much different than the average
citizen. These men and women are not inherently evil, but often
the unwitting todls of the emperor and the government. Their
alignments range the full gamut of good, sdlfish, and evil. They
are oldiersinawar andthey are dedicated to crushing the enemy.

Philosophicaly and historically speaking, the bad guys or evil
force in most wars isthe loser. Again, we are back to perception
and degree. In the American Revolutionary War, the British
Government was perceived by the colonies as the oppressor and
the bad guys. The British government of the day viewed the
colonies as rebdlious citizens and dissdents; i.e., the bad guys.
As things would turn out, the colonies won, became Americans,
and despite some further conflicts with the British (like the War
of 1812), went on to develop ties of friendship and trade. The
same is true of most wars. During the conflict the enemy is the
enemy; the bad guys. Afterwards, the winner (and usualy sdlf-
proclaimed good guy) may make certain overturesto the defeated



that will ether result in friendly relations in the future or con-
tinued bad fedlings and unrest. In most wars, both Sdes believe
themsalves to be right and just. Nothing has changed.

Still, it does not matter if the Codition soldier oneisfighting
is of a principled good aignment, is a wonderful family man,
caring, compassionate, merciful, and hates war, if he is trying
to blow your brains out because he believes you are the enemy
who threatens al he holds dear. And that is the tragedy of war.
It's kill or be killed. The Codlition soldiers are out there to do
their job, and that job is al to often acts of aggresson againgt
non-humans and magicians. Or in other words, diminate, exter-
minate, destroy, kill, or capture the enemy. Like al good sol-
diers, theirs is not to question why, theirs isjust to do or die!
In a life and death conflict one tends to try his hardest to defeat
the other. There is little time for thoughts of mordity when one
is wrestling with an opponent who is trying to kill him.

The degree of mercy and cruelty may be a different story.
The soldiers are indoctrinated to loathe the enemy. To show no
mercy nor kindnessto the "inhuman mongters.” These sentiments
are fueled by combat experience againg horrific monsters from
the rifts, power hungry sorcerers, and genuinely evildoers. The
world of Rifts is one of savagery and the bizarre. There seems
to be anever ending number of woul d-be conquerors and maevo-
lent mongters with a taste for human blood. Under the cir-
cumstances, it is easy to forget one's compassion and perspective
and give onedf to anger, hatred, and vengeance. After awhile,
one can become cold and vindictive, honestly seeing al non-
human creatures as mongters who must be destroyed without
hesitation.

Only CS soldiers sent on specia missions, espionage, or degp
‘into the wilderness may have the opportunity to observe and
interact with the so-cdled "enemy." An opportunity that may
demonstrate that, like humans, not dl dien or mutant life forms
are inherently evil. That many are good and loving crestures
who abhor war and have no desire to destroy humankind. It is
among these oldiers that the highest rate of desertion and traitor-
ous actions occur. Why? Because they are given the chance to
learn, firsthand, about other life forms, and may come to under-
stand and care about them. Suddenly, the enemy has a face and
a name, dong with hopes and dreams. Under these cir-
cumstances, the CS soldier may begin to question the propaganda
and perhaps even his orders. The soldier is likely to faithfully
report his findings and make recommendations contrary to the
government's policies. This will not be viewed kindly by his
superiors. Reorientation Will be required (after al, it is obvious
that the soldier has lost his perspective under the drain of his
mission; poor fellow). Y ou see, the current evil, human suprema
cist forces directed by Emperor Prosek do not want to reach an
understanding about other races, because it will deplete their
power base. If the soldier does not comply, he himself may
become the enemy. A mora dilemma may arise that demands
that he choose sides, the Codition or his D-Bee/monster buddies.
The chaice is dways a difficult one, with bitter consequences
gither way (to hurt/kill your non-human friends or to betray,
hurt, or kill fellow humans or CS friends and family).

Playing the CS as the villain
A summary for RPG characters

The average CS soldier is not inherently evil, but a trained
and dedicated person committed to the his country and beliefs
represented by the Codlition States. This dso means that the CS
soldier is indoctrinated to hate the enemy and crave his destruc-
tion even more than the average citizen. The bottom line a
soldier is to follow orders and defend his country and fellow
soldiers (humans). The morality of a combat/war Stuation is
often log in the hail of gunfire and emotion.

Hatred and fear fuels the notions of human supremacy, lending
justification to acts of cruelness and depravity. Many times,
cruelty may seam justified or even necessary. Remember, the
world of Rifts is a savage and warlike place with countless
inhuman terrors plaguing the land. It is an easy thing to hate dl
who are different when you've witnessed, firsthand, the desth,
pain, and suffering non-humans, magicians, and mutants have
inflicted on innocent people. It isthe proverbid "vicious circle.”
The tragic dtories of soldiers turning a blind eye to cruel and
brutal crimes againgt non-humans and mutants in the Burbs or
in the field are one of the lesser manifestations of such hatred
and prejudice. Many are the tales of soldiers torturing innocent
D-Bees, raping and pillaging pro-magic towns, and spontaneous
mass murder of entire non-human villages. Sometimes the acts
are done a the command of an evil or maniacal commanding
officer. Other times it is blind, prejudice, hate beyond reason,
revenge, or the heat of the moment.

Then, there are the acts of cruelty/evil inspired by CS soldiers
who are truly creatures of evil. Men, women and CS mutants
who are thrilled by combat and derive pleasure by inflicting pain
or proving their superiority by hurting others. There are those
who love the power that the military gives them; the power of
life and death. Or worgt of all, the fiends who crave power or
glory s0 badly that they will do anything to get it and anything
to provethey haveit oncethey acquireit, and woeto theperson(s)
who threatens or questions that power.

In a drictly game context, the CS military forces pitted
againgt our player character heroes arelikely to be predominately
evil or self-serving scum, but this is not necessarily the average
CSsoldier! Why? Simply because it isthe evil squad or comman-
der that will cometo the player group's attention as a perpetrator
of evil or horrible atrocities. The military, especidly one as
aggressive and hate filled as the CS, is the perfect place for
people who might be considered cruel or miscreants in polite
society. It is equally enticing for vicious opportunists, who see
the military as a means to power, fame, glory and even wealth.
Remember too, that in the basic context of most RPG heroic
adventures, the player characters are the heroeswho fight against
evil and gdruggle for truth and justice. In this sense, the an-
tagonists whom our heroes are most likely to encounter will be
evil CS military groups and individuals. However, Game Masters
should aso include the occasond good, kindly, and friendly
person (perhaps even a momentary rescuer or protector) who is
aso amember of the Codlition military, driving home the point
that no group of people is entirely good nor entirely evil.



Playing Coalition Soldiers
as Good Guy Player Characters

As a player character, the individual is probably a specid
field operative or epionage agent placed in the more wild and
wooly arees to find and/or infiltrate groups of D-Bees, mutants,
men of magic, or rebels (ultimately to destroy/betray them later).
Or the player character may be assigned to a wilderness outpost
that is much more lax in its dedlings with non-humans. Either
way, the character islikely to sart asaloya CS soldier who is
greatly prejudiced against D-Bees and dl who oppose the CS
or fail to conform. This can be a delightful role-playing element
inthe playing of the character. However, the CS player character
is likely to change his views as the campaign continues and he
or she gets to know, like and understand his new, strange dlies.
This new perspective should be reflected in the character's at-
titudes by friendliness, diminishing prejudices, and growing
knowledge of the world beyond the distorted views of the Codl-
ition.

The soldier character may never fed completely comfortable
with monstrous characters and/or may never trust D-Bees or
practitioners of magic, but he will not be the unquestioning or
gullible pawn of the CS that he once was. Of course, everybody
experiences and perceives life differently, so one character may
grow against the teachings of the CS while another's similar
experiences may only serve to reaffirm the character's distorted
beliefs and prejudices.

The CS Government
The source of evil

To complicate matters, the Codlition government is corrupt
and predominately evil. Many of the men and women in power
are sdlf-serving miscreants who crave power and/or wealth to
such a degree that they will do whatever it takes to acquire it
and commit worse crimes to keep it. This is not a politica
statement about our own modern government, but smply the
redity of the Coalition government and the people who have
presently risen to power in this fictional world.

The government is called a republic, with both elected and
gppointed officids, but is on the verge of becoming a dictatoria
monarchy headed by the Prosek Family and the family’ sfriends
and supporters. Modern Earth history has given dictatorships a
bad name with the likes of Hitler and others; however, dictator-
ships can be incredibly powerful and successful politica forces.
The ancient Romans and Egyptians, to hame but two, thrived
as dictatorships and built empires that spanned the centuries.
The red weakness with a monarchy based dictatorship is that
the blood heir to the throne may not be the best person for the
job, inheriting the position by blood rather than ability. Since
such a ruler holds the position for life, he can rule for decades
and wreak dl sorts of socid, military and economic havoc for
generaions. This can be the motivation for assassination and
civil unrest. The likely imbalance from leader to leader, over
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such along period of time, dso means that the transition from
one ruler/femperor/dictator to another is often atime of instability
within the nation, making it vulnerable to atack from within,
as wdl as from outside.

This sort of problem may plague the Codlition fifty or a
hundred years from Rifts’s current gory line (circa P.A. 102);
however, for the time being, the Codlition has a masterful and
powerful dictator/emperor in Karl Prosek. Unless Karl Prosek
is killed by the enemy, he will rule and build the Caodition
Empire for the next 20 years. He is loved and revered by the
people and they willingly give him their complete support and
loyalty. His son, Joseph Prossk |1, will inherit thetitle Emperor
and become an even more capable and cunning ruler than his
father. His rule will last over 30 years and fall into the ready
hands of his sons, bred from birth for the job. It is only during
this third generation of Prossk emperors that the Codlition's
power may show weakness and begin to significantly falter.

How far will the empire go? Who will they conquer? How
evil will it become? That is up to the various Game Masters and
player characterswho may become anintegral partinthe success,
change, or destruction of the Codition (and of course, Palladium
Books will offer suggestions and depict events that will help
move the story along). Right now, our concern is the present.

Karl Prossk and his son are power hungry leaders who have
risen through the old government to achieve high positions within
it. Eventually, Karl Prosek was able to acquire such a degree
of influence that he was able to manipulate and shape the gov-
ernment in his own vision. This shaping also established him as
the directing/controlling force behind the Coadlition. Each deft
move only enhanced his position and power. Recently, "Chair-
man" Prosek has successfully taken over the government (without
the dightest opposition) and hasproclaimed himself “Emperor.™

Karl Prosk is an evil megdomaniac. His every action is
motivated by his lust for power, fame, and glory. He has man-
ipulated the humans of the Codition States for years and has
laid the framework for his empire very well. With everything
he needs in place, Prosek can now channd his energies toward
darker aspiraions. the expansion of the empirel A motivating
factor will be the extermination of non-humans. Yet despite his
constant human supremacist speeches, Prosek is not a dedicated
supremacist. That particular emphasis is only a useful means to
his ends. Fanaticism is a powerful force that he is only too
willing to inflame for his own evil purposes. Hate and vengeance
will give him the peopl€e's support to invade lands they might
otherwise hesitate to attack.

Emperor Karl Prosek is a masterful strategist, administrator,
and manipulator, yet his son, Joseph Prosek the Second, is a
manipulator without peer. His son's skillful efforts as head of
propaganda have been instrumental in securing the people of
Chi-Town’s unanimous and undying support, as well as estab-
lishing the right "amaosphere" within the governmentitself. The
propaganda machine, and the many loyd spies that it employs,
will continue to be an important aspect of the Codlition's con-
tinued success.

Karl Prossk and his son's aggressiveness and manipulative
ways have encouraged like-minded opportunists to join them in
their quest for historical immortality. Prosek’s tactics and oper-
ations require a certain amount of ruthlessness and aggressve-
ness. The people he has gathered around him tend to possess
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these rather dubious qualities. This aso means a mgjority are
of sdfish and evil aignments. As long as they remain loya
supporters of the Prosek regime, do their jobs well, and make
Nno moves to usurp Prosek's power, they can share in the em-
peror’s power and glory. Mogt are political movers and shakers
who aspire to greatness by riding on the coattails of Emperor
Prosek. NONE condder opposing either the father or the son,
and many fear both.

The military is another area where Prossk supporters and the
power hungry have come to grab their piece of fame and power.
Those who do not crave power, fame, or fortune are generally
fanatical human supremacists. The army is Prosek's means to
continue building and controlling the empire of his dreams.
Thus, he takes akeen interest in the military's discipline, orien-
tation (indoctrination), training, skill, and firepower. The aver-
age ldier is smply apawn in his game of conquest and power.
The generals and commanders are his knights and bishops, male-
ficent compatriots who execute the master's every command.

Emperor Karl Prosek

Alignment: Diabolic Evil

Hit Points 58 S.D.C.: 20

Weight: 165 Ibs Height: 6 ft Age: 56
P.PE. 11

Attributes 1.Q. 19, M.E. 21, M.A. 24, P.S. 13 P.P. 10, P.E.

9 P.B. 11, Spd. 9

Digposition: Stern, demanding, merciless, calculating, man-
ipulative, yet charismatic; seen asastrong leader/father figure.
Tends toward megalomania and obsessed with control. His
dreams of power and glory are the motivating forces behind
his every action. Loves and trusts his son 100 percent.

Experience Leve: Tenth (10) leve scholar/diplomat/leader

Magic Knowledge: None, other than in a hitorica or scholarly
sense. Useshispractical knowledge about the history of magic
and magicians to inflame the people to support his crusade
to destroy the practitioners of magic (sees them as a potential
obstacle to his climb to power and continental domination).

Psonic Powers None

Combat Skills Basic Hand to Hand

Attacks per Mdee Four (4)

Bonuses Combat: +1 to strike, +2 to parry and dodge, + 2
to damage, +4 to roll with impact/pull punch, judo body
flip, and critical strike on roll of natural 19 or 20.

Other bonuses: 1.Q. + 5% skill bonus (included in skills
listed), M.E. + 3 to save vspsionic attack, M.A. 80% likdli-
hood to evoke fedings of trust or intimidation.

Weapon Proficiencies: W.P. Knife (includes vibro-blades) and
W.P. Automatic Pistal, both a 10th leve proficiency; W.P.
Sword, W.P. Energy Pistol and Energy Rifle are dl at 5th
leve proficiency.

Weapons Usually carries a .45 automatic pistol (4D6 S.D.C.
weapon), S.D.C. dagger (1D6 S.D.C.) and vibro-knife (1D6
M.D.) on his person a al times. When in the field he adds
a C-18 laser pigtol (2D4 M.D.) and aC-12 heavy laser rifle
(his rifle of choice) to his armaments, but can use any of the
CSassalltrifles, pistals, and vibro-blades. Owns an extensive
collection of Pre-Rifts $.D.C. wegpons that include knives,
swords, revolvers, pistols, andrifles. All are in perfect work-
ing condition, complete with ammunition.



Emperor's Body Armor: The emperor's dress body armor is
specidly reinforced and composed of a new, lightweight
molecular armor that affords him greater protection; 100
M.D.C., weighs 15 Ibs (6.8 kg), and has dl the usual Dead
Boy armor features. The armor is always worn when beyond
the protective walls of the city and often, even during public
addresses.

Skills of Note: Literacy 98%, languages include American,
Techno-can, Spanish, and Dragonese, al a 98%; basic and
advanced math 98%, lore demons & monsters 98%, an-
thropology 98%, biology 90%, computer operation 98%,
radio: basic 98%, writing 90%, pilot automobile 98%, pilot
hover craft 98%, pilot jet pack 84%, swim 98%, intelligence
73%, wilderness survival 85%, land navigation 77%, conce-
ament 60%, streetwise 60%, and hunting.

Description: Karl Prosek is a powerful and capable leader with
ahead for strategy and tactics both in the military and palitica
arenas. Heis aquick thinker, resourceful, and cunning. His
keen mind and unrelenting nature make him aformidable foe
and strong leader. He has meticuloudly and intelligently ar-
ranged the power structure of the government and the socid,
economic structure to support his position of power, as well
ashaving won the hearts and minds of the people 100 percent.

The Emperor is a dim, healthy man in his late 50's. His
dark hair is full but greying a the temples, which seems to
add to his striking appearance. His wife and youngest son
were killed years ago during a terrorist attack by the Feder-
ation of Magic. His sole surviving heir is his eldest son,
Joseph Prosek 11, named after his famous grandfather (Karl’s
father).

Plansfor War!

Emperor Prosek has accomplished many great and good things
over the years despite his ulterior motives of absolute power.
The Codlition States are fairly secure and possess unrivaled
military supremacy, thus it is time for the Emperor to begin his
campaign of military expansion. This will al be done in the
name of humanity and supposedly for the purpose of self-defense
and national security. Whatever motives need to be concocted
to declare war on neighboring territories will be artfully designed
to agppear as true and noble as possible. Prosek is cunning and
sharp, meaning that he will recognize and sdize any opportunity
that opens to him and milk it for everything it's worth. He has
planned this campaign for years and al has finaly falen into
place. He is ready to make his move.

Hisinitial plansareto securethe borders and strategic locations
directly around the State of Chi-Town, including lowa and the
Codlition State of Missouri; this Stage is nearly complete. Next
isto quietly eliminate sources of potentia trouble; i.e., non-sym-
pathetic individuals, communities, and organizations. This may
include seizing a town for the aleged purpose of their own
security/protection, or staging an assassinaion or full scae battle
to eliminate enemy spies, sympathizers, terrorists, men of magic,
and non-humans. This activity is well under way and should be
complete within a few months.

One drategy currently under negotiation is renewed efforts to
sign aformd dlegiance (and possible Codition Statehood) with
Whykin (formerly Poplar Bluff) on the condition that Whykin
joins CS forces in a Sege to eradicate The Kingdom of Kings-
dale (see RIFTS, pages 142-143). Kingsdale has been given the
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ultimatum to stay unallied to any enemies of the Coalition.

Furthermore, the CS has strongly implied that it would be best

for al parties if Kingsdale consideredjoining the Coalition States
as an annexed member of the Codition. However, to comply,

its predominantly non-human population will have to be banished
from the territory or face CS judgement and punishment as
enemies of humanity. Needless to say, the ruler of Kingsdale is
not eager to accept such an offer. Prosek, and his generals, sees
Kingsdae as athreat to regiona security, because the kingdom
harbors thousands of non-humans and manufactures hionics,
headhunters andjuicers; an excellent haven for spies and enemy
mercenaries. Fortunately, for Kingsdale, the CS will not attack
immediately and will not attack at all until Whykin has joined
the Coalition. The CS hopes to avoid combat in the area entirely;
not a likely prospect for the future.

The primary target is Tolkeen in Minnesotal Prosek intends
to add what was once Minnesota to the territory of Chi-Town.
Dozens of CS outposts and bases have been established and
thousands of troops dispatched to the region. The Coalition will
begin their campaign soon, by conquering the smaller, outlying
kingdoms and working their way northward to Tolkeen. This
will be along and bloody endeavor. The Coalition's secondary
objective is to establish a front-line defense against the Xiticix
and eventually wage genocide against the aien insectoids.

The groundwork has been set for the first leg of the Coalition’s
expansion and Emperor Prosek has aready turned his attention
to other frontiers. Expeditionary forces are being sent into what
was once the western and southern United States. A man always
thinking of the future, Emperor Prosek has directed Chi-Town
and Lone-Star military to dispatch reconnaissance forces into
New Mexico and Centrd America. The primary objective is to
scout the land for future invasion and secondly, to address the
rumors of vampires dominating Central America (if so, they are
prime locations for liberation by and for humankind!). Rumor
has it that afew secret CS outposts have already been established
in Central America.

Joseph Prossk |1

Head of Propaganda

Alignment: Aberrant Evil

Hit Points 41 S.D.C.: 30

Weight: 182 Height: 6 ft 3 inches Age: 24

P.PE.c9

Attributes 1.Q. 17, M.E. 23, M .A. 19, P.S. 18, P.P. 18, P.E.

20, P.B. 15, Spd. 15

Dispostion: Quiet and calm, yet confident and decisive; exudes
strength and leadership. He is also caculating, deceptive,
cunning, and merciless. His Strategies are elaborate and based
on the long term, like a calculated chess move that sacrifices
the pawn or the knight to put oneself in better position for a
decisivekill. Loves and respects hisfather; 100 percent loyal.

Experience Level: Fifth (5) level Military Specidist

Magic Knowledge: Only lore and historical data.

Psonic Powers. None

Combat Skills: Hand to Hand: Assassin

Attacks per Mdee Three (3)

Bonuses Combat: +4 to strike, +2 to parry and dodge, +3
toroll withimpact or pull punch, and + 7 todamage (S.D.C.).



Othe bonuss 1.Q. + 3% Kill bonus (included in al skills
listed), M.E. +4 to savevspsonic atack, M.A. 55% likeli-
hood to evoke trust or intimidation, P.E. + 3 to save vsmagic
and poison. '

Weapon Proficiencies: W.P. Knife, W.P. Sword, W.P. Energy
Pistol, W.P. Energy Rifle.

Weapons. Vibro-sabre or other sword, NG-Super laser pistol
and grenade launcher (see RIFTS page 224), C-27 plasma
cannon or C-10 light laser rifle depending on the Situation.

Skills of Note INCLUDES ALL APPLICABLE SKILL
BONUSES. Literacy 98% (gpecid education); demon and
mongter lore 80% (specid education), languages include
American, Techno-can, and Dragonese al a 98% (specid
education), basic math 90% (specid education), computer
operation 68%, computer programming 58%, computer hack-
ing 38%, cryptography 63%, radio: basic 78%, radio: scram-
bler 68%, surveillance systems 68%, T.V./video 58%,
forgery 53%, pick locks 63%, intdligence 61%, read sensory
equipment 68%, weapon systems 73%, pilot hover craft 83%,
robot combat dlite (SAMAS and UAR-1 Enforcer), and body
building.

Description: Joseph Prosek |1 is the heir gpparent to the throne
of the Emperor, athough it will be a decade or two before
his father will step down or die. Currently, he is his father's
right-hand man, a capable administrator, good tactician, ex-
cellent strategist, and thinks quickly on his feet. With more
experience, he will exceed his father as the manipulator su-
preme and has aready been instrumental inwinning the hearts
and minds of the people. Having won them, they are now
his to control for the next generation or two.

Like his father, young Prosek lusts for power and control.
However, unlike his father, Joseph views it dl as a colossa
game, and he is the master of that game. He loves chdlenges
and thrives on competition and crisis (it tests his abilities).
Joseph hates defeat and embarrassment, and while it may
drive him to anger, he never loses sight of his objective nor
is he driven to make a foolish move.

Joseph is often seen in the company of his father or one
of their trusted generals. Neither Prosek is seen in public
without an entourage of guards and assistants.

General Cabot

Military Counsd to the Emperor

Alignment: Aberrant Evil

Hit Points 56 SD.C.: 24

Weight: 200 1bs Height: 5 ft 10 inches Age: 78

P.PE.. 8

Attributes 1.Q. 19, M.A. 17, M.E. 17, P.S. 12, P.P. 11,P.E.

13, P.B. 8, Spd. 6

Digpostion: Quiet in public, but outspoken when dealing with
Emperor Prosek and Joseph Prosek. Clever, experienced, con-
fident, resourceful, imaginative, a true master of military
strategy and tactics, a general's general.

Experience Leve: Fifteenth (15) Level Technica Officer (tech
& science)

Magic Knowledge: None, other than tactica knowledge and
lore.

Psonic Powers: None

Combat Skills: Hand to Hand: Expert

Attacks per Meee Five (5)

Bonuses Combat: +2 to strike, +5 to parry and dodge, +2
to roll withimpact or pull punch, and + 3todamage(S.D.C.).

Other bonuses: 1.Q. + 5% skill bonus (included in dl skills
lisged), M.E. + 1 to savevspsionic atack, M.A. 45% chance
to evoke trust or intimidation.

Weapon Proficiencies. All energy W.P.s, W.P. Heavy, W.P.
Automatic Rifles, W.P. Blunt

Wesapons Favorite weaponsinclude the Neuro-Mace, C-14Fire
Breather, and NG-57 Ion Blaster (pistal).

Body Armor: Specidly reinforced and composed of a new,
lightweight molecular armor that affords greater protection,
identica in congtruction to the Emperor's. 100 M.D.C.,
weighs 15 Ibs (6.8 kg), and has dl the usua Dead Boy armor
features. The armor is aways worn when beyond the protec-
tive walls of the city and during public addresses.

Cybernetics Headjack, dock caendar, gyro-compass, bio-sys-
tem eyes to Smulate perfect natural vision with polorization
added, artificial kidney and heart.

Skills of Note: Literacy 98%, basic math 98%, advanced math
98%, computer operation 98%, computer programming 98%,
computer hacking 90% (specid), chemistry 98%, chemistry:
analytica 98%, anthropology 98%, languages include Amer-
ican, Spanish, Techno-can, Euro, and Dragonese, dl at 98%;
demon and monster lore 98%, faerie lore 98%, writing 75%,
generd athletics, running, swimming 98%.

Dexription: Genera Marshal Cabot is an old friend of the
family who knew the late Joseph Prosek the Firgt, and was
like an uncle to Karl and a great-uncle to Joseph the Second.
He loves both father and son, and thinks they are the grest
saviors of mankind. Furthermore, he is impressed by the
empire they have built and believes they have earned every-
thing they have made for themsdlves, regardiess of their
methods. Calculated ruthlessness is a virtue in the general's
eyes.

General Cabot is a general without peer when it comes to
battle tactics, strategy and organization. Even being in his
twilight years, the genera is ill a resourceful, brave and
bold soldier who isinventive and never afraid to take achance,
if it seems reasonable. Without a doubt, Cabot is one of the
great military minds of dl time (he finds it amusing that his
pawn, the bombastic General Underhill, should hold that of-
ficia distinction). General Cabot wasinstrumental in creating
and organizing the Chi-Town military nearly from the begin-
ning, and has shaped it into what it is today. He knows every
agpect of its structure, disciplines, resources, capabilities,
officers, and troops.

Cabot is one of the few people who the two Proseks confide
in completely. He has been as instrumental in creating Chi-
Town as a power base for the Codition States as the two
Proseks themselves. He enjoys their trust, affection, power
and wealth.




General Ross Underhill

Commander of four
CS Mechanized Infantry Divisions

Alignment: Anarchist

Hit Points 69 S.D.C.: 40

Weight: 140 1bs Height: 5 feet 8 inches Age 39

PPE. 6

Attributes 1.Q. 14, M.E. 15, M.A. 20, P.S. 22, P.P. 18 P.E.

21, P.B. 10, Spd.12

Dispostion: Loud, gruff, outspoken, honest, fanaticaly loya
to his soldiers and to humans. Totaly merciless and crud in
combat againgt al non-human adversaries and humans who
support non-humans. He is known for his holier-than-thou
attitude and flamboyance, making him both a larger than life
champion of humankind and an irascible rogue. His men love
him and will follow him into hell if he led the way.

Experience Leve: 10th levd Military RPA Elite Soldier
(SAMAS)

Magic Knowledge: None

Psionic Powers None

Combat Skills Hand to Hand: Martial Arts

Attacks per Mdee Five (5)

Bonuses Combat: +4 to strike, +7 to parry and dodge, +7
to damage (S.D.C. damage;, P.S. bonus), +4 to roll with
impact/punch, +3 to pull punch, critica strike on roll of
natural 18-20, judo body throw, al kick attacks, and paired
weapons.

Other bonuses. + 3 to save vs poison and magic (P.E.),
60% likelihood of evoking trust or intimidation.

Weapon Proficiencies All energy weapon W.P.s, W.P. Au-
tomatic Pistol, W.P. Automatic Rifles, W.P. Heavy, W.P.
Knife, W.P. Chain, W.P. Blunt

Weapons Favorite weapons include neural mace, vibro-knife,
C-14 "Hre Breather," the new CV-212 variable light fre-
quency laser rifle, and rail guns. ALWAY S enters combet in
SAMAS power armor (in his opinion, power armor is the
single grestest piece of infantry equipment ever invented)!

Bionics. Left arm is bionic. P.S. 20, P.P. 18, energy-clip port
in arm, laser finger blaster (1D4 M.D.), explosive finger
joints (3 on little finger), forearm blaster: particle beam
(6D6 + 6 M.D., 1000 ft range). Also bionic lung.

Cybernetics Gyro-compass, clock calendar, universal head-
jack, amplified hearing, and sound filtration system.

SKills of Note: Boxing, body building, gymnastics, genera ath-
letics, climbing 85%/75%, swimming 95%, demolition and
demoalitions. disposal 82% each, robot combat: dlite, pilot
tanks and APCs 84%, pilot hovercraft 98%, radio: basic 98%,
radio: scramblers 85%, first aid 98%, streetwise 52%, wilder-
ness survival 70%, land navigation 68%. The Generdl isillit-
eratel

Description: General Underhill is a decorated hero of nearly
one hundred (94) military campaigns waged against inhuman
enemies, including the famous Legion of Dragons and Feder-
ation of Magic. He is repected by the people and, thanks to
a masterful propaganda campaign by the young Prosek,
heralded as the grestest military leader since Joseph Prosek
the Firgt (some say the greatest of al time).

Indeed, Genera Underhill is a superior strategist and a
fabulous leader. He is adways with his men in the thick of
battle and is famous for never demanding of his men anything
he would not do himsdf. He has even been known to defy
Emperor Prosek if it meant preventing the futile slaughter of
his troops or a tragic tactica error. The Emperor, in turn,
has officially acknowledged Generd Underhill as the greatest
and noblest military mind in Coalition history!

Despite the General's loyalty to his troops and his skill as
an undefeated defender of Chi-Town and the Codlition States,
heisaglory-hound, afascist, and afanatical human suprema
cist; therefore, he is more than ahit of a fool, often controlled
by ego and emation. Most everything about the Generd is
extreme, from his personaity to the risks he takes on the
field of combat. The calculating Emperor and his right-hand
advisor, Genera Cabot, recognize Generd Underhill’s ex-
treme personality and have fed his egotitical delusions and
nurtured his fanatical views to capture the General's complete
loyaty and confidence. Emperor Prosek knows the strength
and fervor of fanaticism and usss it like a deadly weapon.
Genera Underhill is one such persond wegpon ... or ...
perhaps, scapd used to surgicaly remove obstacles to his
vision of a better world, his world.

Generd Underhill is currently in charge of securing the
perimeter of the Codition State of Chi-Town as other troops
prepare for war against Tolkeen and its supporters. However,
Underhill will notbe included inthe Sege on Tolkeen. Instead,
he is likely to be placed in charge of defending Chi-Town,
the capitad city, while the larger troops are indisposed in
Minnesota. To keep the generd from getting bored and dis-
contented, he has also been given authority to organize recon-
naissance, seek and destroy squads and Specid Forces teams
to explore territories and communities rumored to harbor
monsters. ThisincludesKingsdale, the Magic Zone, and New
Lazlo (Ann Arbor, Michigan), and what were once the states
of Nebraska, Kansas, Oklahoma, and to carry out his own
investigations into activities in the Coalition Stete of Lone
Star (Texas).



Genera Underhill’s M echanized Divisons
The average soldier under General Underhill is usually

hand picked, shares the same fanatic fervor, and is a seasoned

veteran.

Average Alignment: Anarchist, miscreant, aberrant, and
diabalic; 30% are of agood alignment, but al are vehement
human supremacists and cruel and merciless toward non-hu-
mans.

Average Leve of Experience 4th through 6th level.

Type of Soldier: 10% military specialist, 10% technical officers,
30% infantry (grunts), 25% CS dlite RPA SAMAS pilots,
20% CS dlite RPA robot pilots (5% UAR-1 pilots, 5% IAR-2
Abolishers, 5% Spider-Skull Walkers, 5% other armored veh-
icles), and 5% borg soldiers.

Average Hit Points 30 Average SD.C.: 35

Average Leve of Hand to Hand Combat: Expert

Equipment: Soldiers are equipped with the standard items acces:
dble to their area of combat training; heavy body armor,
energy assault rifles, SAMAS, etc.

Note: Generd Underhill currently commands four infantry divi-
sions, 3456 ground troops.

Colond Thaddius Lyboc

Chi-Town Espionage DiviSon

Alignment: Miscreant

Hit Points 59 S.D.C.: 30

Weight: 150 Ibs Height: 5 ft 8 inches Age: 31

PPE. 12

Attributes 1.Q. 18 M.E. 13 M.A. 11, P.S. 23, P.P. 17, PE.

18, P.B. 12, Spd. 16

Dispodtion: Bold, adventurous, a risk taker who enjoys high
risks. Cocky, arrogant, conceited, yet secretive and clever.

Experience Levd: Seventh (7) level Military Specidist

Magic Knowledge: None, other than some rudimentaryhistory.

Pdonic Powers. None, but uses psychics and dog boys on his
team.

Combat Skills Hand to Hand: Assassin

Attacks per Mdee Four (4)

Bonuses Combat: +3 to dtrike, +6 to parry and dodge, +4
to roll with impact or punch, +3 to pull punch, +12to
damage (S.D.C.; P.S. bonus included), knockout/stun on nat-
urd roll of 17-20, and entangle.

Other bonuses. +4 1.Q. bonus (added to al skills), +2
to save vs poison and magic.

Weapon Proficiencies W.P. Archery, W.P. Knife, W.P. Au-
tomatic Pistol and Revolver, W.P. ALL energy weapons.
Weapons. CV-212 variable laser rifle, L-20 pulse rifle (black
market), Wilk's 320 laser pistol, Wilk’s laser scalpe, and
Uzi gyle sub-machinegun (S.D.C.). Of course, dl CS

weapons and explosives are available.

Cybernetics CS artificid hand and wrist (1eft), wrist garrote,
universal headjack, toxic filter, motion detector, clock caen-
dar, and gyro-compass. Black market cybernetic additions:
finger gun (two energy blasts, 1D6 M.D.), cyber-disguise
type AA-1, and pam needle with a full s& of drugs.

SKills of Note: Literacy 74%, radio: basic 89%, surveillance
systems 74%, basic electronics 69%, computer operation
79%, ecape artist 74%, forgery 64%, intelligence 76%, pick
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locks 74%, pick pockets 69%, paramedic 74%, robot combat:
dite (UAR-1), pilot hover craft 98%, pilot jet pack 70%,
boxing, generd athletics, body building, prowl 59%, swim-
ming 84%, weapon systems 84%, demoalitions 98%, demol-
itions: disposal 98%.

Description: Colond Lyboc is acunning and deceitful man who
enjoys playing games of manipulation and extortion. Many
people within the government and industry owe him favors,
often under the threat of ruination from damaging data he has
on them. He is a mean little man who has attained some
degree of power and loves to use that power to belittle and
hurt others, as well as to make himsaf more powerful and
wealthy. Col. Lyboc has no aspirations to attain higher rank
or recognition for fear that his unscrupulous methods and
own illegd activities and affiliations may cause his destruc-
tion.

Colond Lyboc commands a branch of specid operatives
who act as a sort of unofficial secret police. He is largely
responsible for locating and eliminating Downside (the poor
levels of the city) criminals, black marketers, body chop-
shops, rogue scholars and scientigts, rebels, and renegade or
intruding psychics, mystics, mutants, and D-Bees. Lyboc has
an impressive record of busts and accomplishments, but many
areintentionally calculated to garner him publicity and power/
freedom, or to diminate competition. You see, in addition
to his police/espionage duties, the colond is apartner in two
body chop-shops, has connections with "the" black market
(for whom he performs specid favors and sarvices in trade
for credit, contraband, and their own unique crimina ser-
vices), sdlsforged documents, smuggles the occasiona weal-
thy traveler into the city illegdly, keeps items confiscated in
police actions (before they are accounted for), engages in
brutality and crimina misconduct, has unauthorized cyberne-
tic implants, and, as stated before, is a master of extortion.
But there's still more! Colond Lyboc aso has a collection
of minor pre-Rifts artifacts, including two dozen books, five
dozen video discs (movies), a few handguns, and even a
couple magic items! This has gone on for the last Sx years,
but he has so many corrupt government officials,police/milit-
ary personnd, and criminals in his hip pocket that he seems
to be unstoppable. If the Emperor or his son have any suspi-
cions (and Joseph does), they have turned ablind eye because
Colond Lyboc supplies results and has not yet overstepped
the edge of the boundary they are willing to ignore. Those
who know, cdl Lyboc the Prince of the Streets.

The corrupt minions of Colond Lyboc

Kyle Wilport
Lyboc’s Fredance Headhunter

Note: Wilport and his unit of mercenaries are regularly employed
by Colond Lyboc for pecid assignments in the wilderness and
in the Burbs. Usually used in delicate espionage operations and
the surgical remova of difficult problems (assassination and
hunt and destroy operations that are not to implicate CS involve-
ment). Wilport and his mercenaries are sanctioned, freelance
operatives of the CS military, aswell as being regularly employed
by Cal. Lyboc for his own escapades.



Alignment: Diabolic
Hit Points 55 SD.C.: 20
Weight: 1901bs Height: 6 ft 3inch Age27 P.P.E.: 4

Attributes 1.Q. 14, M.A. 15 M.E. 11, *P.S. 24, *P.P. 20,

P.E. 19, P.B. 9, Spd. 16. *Bionic limbs.

Dispostion: Bold, adventurous, enjoys high risks. Bold, arrog-
ant, conceited, sadigtic (insanity), cruel, vicious, merciless,
but discrete. Desires wealth and power, both provided through
his affiliation with Lyboc.

Experience Leved: Seventh (7) leve

Magic Knowledge: None

Psonic Powers: None, but uses psychics and mutants on his

team.

Combat Skills Hand to Hand: Martial Arts

Attacks per Mdee Three (3)

Bonuses. +5to strike, + 6 to parry and dodge, + 9 to damage,
+3 to pull punch, +3 to roll with impact, +2 to save vs
poison and magic.

Wegpon Proficiencies: W.P. al three enegry weapons, W.P.
Knife, W.P. Automatic Rifle.

Weapons. Triax sniper laser rifle, Triax TX-16 pump rifle,
Wilk's 447 laser rifle, Skorpion 61 sub-machinegun (1D8
S.D.C.) and apair of knives.

Bionics: Both arms and hands are bionic. Features include re-
tractable vibro-blade (2D4 M.D., left arm), knuckle spikes
(Ieft hand), razor fingernails (left hand, inflicts 4 S.D.C.),
forearm laser blaster (2D6 M.D., 2000 ft range, right arm),
E-clip port (right arm), and fingerjack (one for both hands).
Implants include calendar clock, gyro-compass, and oxygen
storage cell.

Skills of Note: Tracking 65%, detect ambush 70%, detect con-
cealment 70%, land navigation 70%, read sensory eguipment
70%, prowl 55%, pilot robot basic, pilot power armor: basic,
pilot tanks 70%, pilot jet pack 78%, demon lore 55%, lan-
guages include American, Spanish, and Gobblely, al at 90%;
literacy 60%, pick locks 65%, pick pockets 60%, drestwise
44%.

Desription: Kyle Wilport is a sadistic, deazebal headhunter
who hasjoined forces with the miscreant, Colond Lyboc of
the CS Secret Palice. Wilport isabully who loves to kill and
maim. His favorite jobs are assassination, bounty hunting/
tracking, torture, seek and destroy, and intimidation (trashing
aplace or breaking bones as awarning to somebody). Depite
his vicious nature, he is extremely careful (though a risk
taker) and discrete. He and his platoon of headhunters have
never been accused of any illegd deeds, dthough dl know
them to be dangerous, evil, and maniacal. Wilport and mogt
of his men tend to be the wild-eyed lunatic types who don't
back down when pushed and fight to kill.

Wilport and his men have a permanent base of operations
& up in the worst area of the Chi-Town Burbs. Although
the area is dilapidated and surrounded by criminals and vag-
abonds, Wilport's abode is paatia by contrast. It is large,
lavishly furnished, and filled with high-tech luxury items,
booze, contraband, and weapons. Everybody in the neighbor-
hood knows whose place this is and stays away from it. The
CS police and black market avoid this neighborhood because
they know it is Wilport’s turf (and therefore, Colond Lyboc’s
domain). The headhunters are known throughout the Burbs,
consequently, conflicts with them are avoided, and because

of the group's politicd affiliations,they are never investigated
for any crimes; not even murder. It is always presumed that
they were acting in sdf defense (or on higher orders). Of
course, mogt people care little about what happens in the poor
neighborhoods of the Burbs. The mgjority of the Dog Pack
police force in the Burbs suspect Wilport's Headhunters for
many crimes and hate them, but can not raise ahand againgt
them. Note Wilport has 300,000 credits Sashed away. His
main henchmen, as follow, have 1D6 x 10,000 credits a any
given time.

Wilport's Headhunters

Titan the Mutant Brown Bear

Attributes 1.Q. 7, M.A. 8, M.E. 11, P.S. 30, PP. 17,PE.

22, P.B. 5, Spd. 12 (heavy equipment reduces speed to 8).

Mutant Animal Stats Size level: 13, medium (7 ft 4 inches,
360 1bs), partial speech (guttural), partial hands, partial biped
(tendsto run on dl fours), looks none (looks like abig mutant
bear), natural weapons: bite 1D6 S.D.C.,claws 1D8 S.D.C.,
age 19. (See Heroes Unlimited or TMNTRPG for mutant
animals).

Major Sats Miscreant evil but completely loya and obedient
to Wilport and best friends with the psi-stalker. Male, 40 hit
points, 44 S.D.C., P.P.E. 9. Fourth level Wilderness Scoui.
Skills of note: Horsemanship, wilderness survival 65%, land
navigetion 68%, track animas 55%, track (people) 50%,
wrestling, swim 55%, and prowl 55%. W.P. Energy Heavy,
W.P. Energy Rifle, W.P. Knife/claws.

Combat and Bonuses Basic Hand to Hand, Three (3) attacks
per meeg, +1 to srike, +1 to parry and dodge, + 15 to
damage (S.D.C.), +3 to rall with punch or impact, +2 to
pull punch, +4 to save vs poison and magic.

Weapons. Patchwork gladiator armor (70 M.D.C.), C-40R rail
gun used as an assault rifle/machinegun (ammo pack and
generator on backpack; weight reduces his speed to 8), and
tripod mounted weapon (possible only because of Titan's
great strength and bulk), L-20 pulse laser rifle, vibro-claws,
conventiond knife and hatchet, autometic SD.C. AK-47 as-
sault rifle, and two fragmentation grenades.

Silent Desth the Psi-Stalker (ak.a. S) ———

Attributes 1.Q. 10, M.A. 9, M .E. 23, P.S. 20, P.P. 19,P.E.

22, P.B. 7, Spd. 27

Major Stats Miscreant evil but completely loya to Wilport
and best friends with Titan. Female, 42 hit points, 32 S.D.C.,
P.P.E. 5, 1.S.P. 123, Fifth leve "Wild" Ps-Staker. Skills
of note: Horsemanship, wilderness survival 80%, land navi-
gation 80%, detect ambush 55%, escape artist 55%, track
animals 40%, track (people) 55%, swim 55%, and prowl
55%. Tliterate! W.P. Energy Rifle and Fistol, W.P. Knife/
Vibro-Blades, W.P. Chain, and W.P. Archery.

Psonic Powers, 123 I.S.P., saves vs psi-attack on aroll of 6
or higher, empathy with animals, presence sense, s the
invisible, sixth sense, sensemagic, seeaura, and mind block.

Combat and Bonuses Hand to Hand: Assassin. Four (4) attacks
per melee, +4 to strike, +2 to parry and dodge, +9 to
damage (S.D.C.), +3 to roll with punch or impact, +3to
pull punch, +4 to save vs poison and magic.



Weapons. Camouflaged huntsman armor (40 M.D.C.), L-20
pulse laser rifle, Wilk’s 320 laser pistol, large vibro-sword,
two conventiona knives, bow and arrows (8 with explosive
heads, 2D6 M.D. each), and automatic .45 cdiber pistol
(4D6 S.D.C)).

Firefly the Burger
Attributes 1.Q. 9, M.A. 8, M.E. 21, P.S. 14, P.P. 11, P.E.
13, P.B. 14, Spd. 10

Major Sats Anarchist, looks out for hersdf, but fairly loya
to Wilport, didikesthe psi-stalker. Female, 49 hit points, 20
S.D.C, P.PE. 7, 1.S.P. 151. Sixth level Burster. Skills of
note: Horsemanship 70%, wilderness surviva 70%, land navi-
gation 66%, swim 90%, prowl 65%, palming 55%, streetwise
50% and literacy 55%. W.P. Energy Rifle and Pistol, W.P.
Knife/Vibro-Blades.

Psonic Powers 151 I.S.P., saves vs psi-attack on aroll of 6
or higher, fire powers (Rifts, page 103), death trance, mind
block, levitation.

Combat and Bonuses Hand to Hand: Basic. Three (3) attacks
per melee, + 1 to strike, +2 to parry and dodge, + 2 to roll
with punch or impact, +2 to pull punch, +3 to save vs
psionic attack.

Weapons Camouflaged Juicer amor (45 M.D.C.), L-20 pulse
laser rifle, Triax TX-5 pump pistol, two conventiond knives,
and an Ingram Modd 10 sub-machinegun (4D6 S.D.C.).

Note: Always tries to dress and act stylish and worldly. This
means 4D6 x 1000 credits worth of jewelry and expensive
clothing is worn at dl times when not in the field and she
has an extra 2D6 x 1000 credits sashed away.

Archibald Smonson the Juicer
Attributes 1.Q. 10, M.A. 8, M.E. 9, P.S. 26, P.P. 23, P.E.
24, PB. 14, Spd. 74

Major Sats Anarchist, fairly loyd to Wilport, likes everybody
in the platoon, especially the ps-stalker and burster (had a
brief, friendly romance with both). Male, 64 hit points, 220
S$.D.C., P.P.E. 6, Fifthleve Juicer; twoyearsold asaJduicer,
age 20 years. Skills of note: Gymnastics, boxing, wrestling,
wilderness survival 55%, land navigation 57%, swim 80%,
climbing 70%/60%, prowl 55%, paming 50%, sStreetwise
46%. llliterate! W.P. Energy Rifle and Pistol, W.P. Energy
Heavy, W.P. Automatic Rifle W.P. Knife/Vibro-Blades, and
W.P. Sword/Vibro-Blades.

Psonic Powers. None.

Combat and Bonuses Hand to Hand: Expert. Six (6) attacks
per melee, +4 on initiative, + 6 to dtrike, +7 to parry and
dodge (parries againgt dl attacks, even from behind), +11
to damage, +6 to roll with punch or impact, +6 to pull
punch, +4 to save vs psonic attack, +6 vs mind control
attacks, +5 save vs magic, + 13 to save vs poisons, +38%
to save vs coma. Heds four times faster than normal.

Weapons Camouflaged Juicer armor (45 M.D.C.), JA-11 vari-
able laser rifle, Triax TX-5 pump pistal, large vibro-sword
(2D6 M.D.), two conventional knives, and an M-16 assault
rifle (4D6 S.D.C.).

Note: Always hyper and looking for something to do, whether
it be fun and games, combat, or prowling the streets looking
for trouble with gang members, young toughs, borgs, and
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D-Bees (doesn't like any of them). Good natured, always
cheerful and smiling, even during combat.

Miscdlaneous M ember s of

Wilport’s Headhunters

Alignments. Anarchist or evil. Experience: All 1D4 +2
One NG Samson power armor oper ative

One Flying Titan power armor operative

One Triax Predator X-10 power armor operative
One Hunter MRG robot and pilot

2D6 Headhunter Mercenaries. Gladiator armor or Bushman
armor, laser pistol or NG-57 ion pistol and NG-L5 laser rifle,
50% will also have an NG-P7 particle beam rifle or NG-E4
plasma rifle, as well as conventiona S.D.C. assault rifle,
knife or axe, and four plasma grenades and four smoke gre-
nades. Average experience leve: fourth.

1D6 Full Conversion Borgs Average 1.Q. 10, P.S. 24, P.P.
20, Spd. 50 mph (80 km), 1200 1bs. Average level of experi-
ence fifth. LI-B2 light infantry armor (270 M.D.C.). Hand
Woegpons include NG-Super pistol, Triax TX-16 pump rifle
or NG-E4 plasma rifle, two fragmentation and two smoke
hand grenades, and an S.D.C. automatic weapon of choice.
Bionic features: Full bionic conversion, energy-clip arm port
(inweapon arms), one laser finger blaster (1ID4 M.D.), retract-
able finger blades (two on one hand, 2D4 S.D.C.), garrote
wrist wire, climbing wire, one forearm mini-missile launcher
(3 mini-missiles with 12 missile back pack) or plasma gector
(4D6 M.D.), one secret compartment in each leg, built-in
radio headjack, and bionic lung. Optics and sensors: multi-
optic eye, radar detector, amplified hearing and sound filtra-
tion, clock calendar and gyro-compass.

2D4 Mutant Dogs. Urban Warrior armor or Huntsman armor
or repainted CS riot armor, Wilk's laser pigtol or CS laser
pistol and L-20 pulse laser rifle, 50% will also have an NG-P7
particle beam rifle or C-14 Fire Bregther Codition assault
rifle, as well as conventional S.D.C. assault rifle, knife or
axe, vibro-blade, knuckle spikes and four smoke grenades.
Half are renegade CS created mutants (which means they can
never gointo aCodition city) and the other half areD-Bees.

Note: Wilport's platoon dso has a Mountaineer A.T.V., four
Big Boss A.T.V.s, six hover cycles, and four Highway-Man
motorcycles, aswell as specia items provided for by Colonel
Lyboc.

Typical Coalition

Squadrons

Tactical Deployment

A typical squad consists of four (4) to eight (8) soldiers.
Usudly two light infantry, two heavy infantry, one military
specidist, one communications or other technical officer, and
two specia operdtives, such as demolitions, espionage, techni-
cal, borgs, power armor or robots. The specific types of squads
will vary depending on the type of mission and the available
manpower.

A typical platoon contains 16 to 32 soldiers and may or may
not include SAMAS armor, robots, or armored vehicles.



A typical company is usually composed of three platoons or
96 soldiers. They are likely to contain some number of aamored
units; at least one spider-skull walker, two Mark V APCs, and
aSAMAS squad (4 to 8 Sams).

A typical battalion is usually composed of three companies
or 288 soldiers.

A typical divison is composed of three battalions or 864
troops. One full battalion is likely to be mechanized.

Common Squads

Reconnaissance Squads

A Cadition reconnaissance squad is ateam of soldiers whose
job isto explore and investigate a particular region. The inves-
tigation may be to search for the enemy (usualy to locate and
identify; not seek and destroy, dthough a possible option),
monitoring an area (to make certain the enemy is not operating
in that area), or the mapping and noting of a region (indicating
identifying features and dangers, such as ruins, indigenous life
forms, presence of ley lines/nexus points, rivers, swamps, moun-
tains, forest, etc.) for future CS operations. Any one or dl of
these objectives may be the objective(s) of such a squad. A
reconnaissance squad may be short range (working from alarge,
nearby base) or long range (operating independently in the field,
hundreds of miles away from the nearest CS outpost).

Short Range

Reconnaissance Squad (human)

4 Light infantry soldiers (Grunts): CA-2 Dead Boy body
amor, C-12 laser rifle, C-18 laser pistol, SD.C. sub-
machinegun, vibro-knife, and two fragmentation hand gre-
nades.

2 Heavy infantry soldiers (Grunts): CA-1 heavy body armor,
amed with C-14 Fire Breather assault rifle or C-27 plasma
cannon, two fragmentation hand grenades. Plus the two-man
team operates a CR-1 Rocket launcher (one soldier carries
2D4 mini-missiles, the other carries the CR-1).

1 Military specialig (espionage training and squad leader):
CA-2 body armor, vibro-blade of choice, CV-212 vaiable
laser rifle or C-12 heavy laser rifle, C-18 laser pistol, SD.C.
automatic weapon of choice, and three plasma grenades. May
wear SAMAS power armor or jet pack (40% chance).

1 Technical officer (communications): Long rangeradio, radar,
and portable computer. Same armsand armor aslight infantry.

Note: Travel on foot; no vehicle. Stedlth and defensive maneuv-
ers are required. Thus two to four Dog Pack soldiers may be
subdgtituted for two light or heavy infantry soldiers.

Dog Pack Reconnaissance Sguad,

Short and Long Range

4 Light Dog Pack soldiers (1 Lakdand Terrier, 1 Golden
Retriever, 1 Airedale Terrier, and 1 Foxhound or Beagle):
All these mutant dogs are tough, aggressive, adert, and good
to excellent trackers. Except for the golden retriever, the
others are dl small animals (rarely exceeding five feet Six
inches), adding to their ability to move about undetected as
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the lead scouts of the squad. Arms and armor include light
riot armor, C-18 laser pistal, vibro-saber, conventiona knife,
automatic S.D.C. sub-machinegun, fist spikes, and one frag-
mentation grenade. All have short range radios.

2 Dog Pack soldiers (two of the larger, faster breeds, such
as Wolfhound, Elkhound, Greyhound, or Wolf): Light riot
armor, C-12 heavy laser rifle, S.D.C. sub-machinegun, fist
spikes, vibro-blade of choice.

1 Dog Pack second in command (German Shepherd, or
Rottweiler, or Retriever): CA-2 light armor, C-180r energy
pistol of choice, C-27 heavy plasma cannon or C-14 Fire
Breather, vibro-blade of choice, neuro-mace, and two frag-
mentation grenades.

1 Psi-Stalker (squad leader): CA-2 light body armor, CA-18
laser pistol, CA-12 or Codlition assault rifle of choice, second
energy weapon of choice (frequently non-CS, such as NG-P7
particle beam rifle or pulse rifle), vibro-weapon of choice,
S.D.C. automatic weapon of choice, conventional knife, and
two plasma grenades.

Note: Most reconnaissance Dog Packs travel on foot, even long-
range patrols; no vehicles. Of course, the types of mutant
dogs can be varied among different breeds, some are com-
posed entirely of the same breed, and afew are not led by a
psi-stalker. The squad described is smply the common mix
of soldiers usualy deployed by the CS.

Light Mechanized

Reconnaissance Squad

2 or 3 SAMAS

2 or 3 Light infantry soldiers (Grunts): CA-2 Dead Boy body
amor, C-12 laser rifle, C-18 laser pigol, SD.C. sub-
machinegun, vibro-knife, and two fragmentation hand gre-
nades. May wear jet packs (50% chance) or pilot hover cycles
(70% chance).

1 Military specialigt (egpionage training and squad leader):
CA-2 body armor, vibro-blade of choice, CV-212 variable
laser rifle or C-12 heavy laser rifle, C-18 laser pistol, S.D.C.
automatic weapon of choice, and three plasma grenades.
Wears SAMAS power armor or pilots a sky cycle or is a
partiad converson borg.

1 Technical officer (communications): Long-range radio,
radar, and portable computer. Same arms and armor as light
infantry.

Note: Used for both short and long range patrols and fly-bys.

Heavy Mechanized -
Reconnaissance Squad

Recon Squad Type A

2o 4 SAMAS
2 Ky Cydles
2 JAR-2 Abolishers

Note The UAR-1 Enforcers may be used to subtitute for the
sky cyces or IAR-2. This force is consdered to be fast and
mobile, with both ground and air capabilities.
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Recon Squad Type B

2 SAMAS

2 IAR-2 Abolishers

2 UAR-1 Enforcers

Note: This force is considered to be a heavy ground force that
is sent into investigate ruins or areas suspected to be extremely
hostile.

Recon Squad Type C

1 Spider-Skull Walker

1D4 SAMAS

Troops (insde Walker): 2 to 4 Light infantry soldiers
(Grunts). CA-2 Dead Boy body armor, C-12 heavy laser
rifle, C-18 laser pistol, S.D.C. sub-machinegun, vibro-knife,
and two fragmentation hand grenades.

Note: This is a long-range force used to investigate unknown
wildernesses believed to be hostile. The Sams can be substi-
tuted with any other type of CS robot vehicle.
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Sek and Destroy Sgquads

A CS sk and destroy team usually an aggressive troop of
soldiers whose misson is smply to locate, identify, and destroy
the enemy. The squad will generdly attack enemy forces two
to threetimes their size if they fedl they have military superiority.
The espionage aspect comes into play in that they areto dip in
and dip out, hitting the enemy before they realize what's hap-
pened. Often, seek and destroy missons are top secret and offi-
cidly denied by the CS government to have occurred.

Light S& D Sguad (8 humans)

2 SAMAS

2 Light infantry soldiers (Grunts): CA-2 Dead Boy body
amor, C-12 laser rifle, C-18 laser pistol, S.D.C. sub-
machinegun, vibro-knife, and two fragmentation hand gre-
nades.

2 Heavy infantry soldiers (Grunts): CA-1 heavy body armor,
armed with C-14 Fire Breather assault rifles or C-27 plasma
cannon, two fragmentation hand grenades, two plasma gre-
nades. Plusthe two man team operate a CR-1 Rocket |auncher
(one soldier carries 2D4 mini-missles, the other carries the
CR-1).

1 Military spedialig (espionage training and squad leader):

CA-2 body armor, vibro-blade of choice, CV-212 variable

laser rifle or C-12 heavy laser rifle, C-18 laser pistol, S.D.C.

automatic weapon of choice, one fusion block.

Technical officer (communications): Long-range radio,

radar, and portable computer. Same arms and armor as light

infantry.

Note: All non-SAMAS troops pilot hover cycles or jet packs.
A truck or hover truck may be hidden a the temporary outpost,
with food and supplies.

Elite S & D Squad
(human & psi-stalker)

2 SAMAS

1 Military spedialist (epionage training and squad leader):

CA-2 body armor, vibro-blade of choice, CV-212 variable

laser rifle or CS assault rifle of choice, C-18 laser pigtal,

S.D.C. automatic weapon of choice, two fusion blocks. May

be in SAMAS power armor or have one bionic implant and

two bionic limbs (each limb has one bionic weapon)!

Technical officer (communications): Long-range radio,

radar, and portable computer. Same arms and armor as light

infantry.

2 Heavy infantry soldiers (Grunts): CA-1 heavy body armor,
armed with C-14 Fire Breather assault rifle or C-27 plasma
cannon, four fragmentation hand grenades, four plasma gre-
nades. Plus the two-man team operates a CR-1 Rocket
launcher (one soldier carries 3D6 mini-missiles, the other
caries the CR-1).

2 Psi-Stalkers: Light riot armor or CA-2 light body armor,
CA-18 laser pistol, CA-12 or Codition assault rifle of choice,
second energy weapon of choice (frequently non-CS, such
as NG-P7 particle beam rifle or pulse rifle), vibro-claws,



S.D.C. automatic wegpon of choice, conventiona knife, and
two plasma grenades.

Note: All non-SAMAS troops pilot hover cycle or jet packs. A
conventiond track or hover truck may be provided.

Light Dog Pack S & D Squad

2 Dog Pack soldiers (Bull Terriers): Light riot armor, C-12
heavy laser rifle, C-18 laser pistal, fist spikes, vibro-blade
of choice.

2 Dog Pack heavy weapons (Rottweiler or bulldog): CA-1
Dead Boy armor, C-14 Fire Breather, C-18 pistol, neuro-
mace, and two plasma hand grenades.

1 Dog Pack Sguad Leader (German Shepherd): CA-2 light
armor, C-12 heavy laser rifle, C-18 laser pistol, automatic
wegpon of choice (S.D.C.), fist spikes, vibro-blade of choice,
and four fragmentation grenades.

Full Dog Pack
S & D Sguad (8)

2 Light Dog Pack soldier trackers (Bloodhounds): Light riot
armor, C-10 light laser rifle, vibro-saber, conventional knife,
automatic S.D.C. pigtol, fist spikes, and one fragmentation
grenade.

2 Dog Pack soldiers (larger, faster breeds such as the Woal-
fhound, Elkhound and Greyhound): CA-2 Light Dead Boy
armor, C-12 heavy laser rifle, S.D.C. sub-machinegun, fist
spikes, neuro-mace or vibro-blade of choice.

2 Dok Pack heavy weapons (Rottweller, Bull Terrier,
Bulldog, or Retrievers): CA-1 Dead Boy armor, C-14 Fire
Breather or C-27 plasmarifle, C-18 pistol, vibro-claws, and
two plasma hand grenades. The team dso carriers a CR-1
rocket launcher and 14 mini-missiles.

1 Dog Pack second in command (Woalf or sight-hound, like
greyhound): CA-2 light armor, C-18 laser pistal, C-27 heavy
plasma cannon, S.D.C. automatic pistol, vibro-blade of
choice, neuro-mace, and two fragmentation grenades.

1 Psi-Statker (quad leader): CA-2 light body armor, CA-18
laser pistol, Codition assault rifle of choice, second energy
weapon of choice (frequently non-CS, such as NG-P7 particle
beam rifle or pulse rifle), vibro-weapon of choice, S.D.C.
automatic wegpon, conventional knife, and two plasma gre-
nades.

Note Most Dog Packs travel on foot; no vehicles. However,
the psi-stalker may have asmal vehicle, like the hover cycle.
Long-range missions may be assigned a small transportation
or supply vehicle, like a truck.

Special Forces Espionage Elite

1 SAMAS Infantry soldier.

1 Light Dog Pack tracker (Bloodhound): Light riot armor,
C-12 heavy laser rifle, vibro-blade of choice, conventiona
knife, automatic S.D.C. weapon of choice, fist spikes, and
two fragmentation grenade.

2 Psi-Stalkers: Light riot amor or CA-2 light body armor,
CA-18 laser pistol, CA-12 or Codition assault rifle of choice,
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second energy weapon of choice (frequently non-CS, such
as NG-P7 particle beam rifle, pulse rifle, or pistal), vibro-
blade of choice, conventiond S.D.C. knife or sword, and
two plasma grenades.

2 Heavy infantry soldiers (Full Converson): Averagel.Q. 10
or higher, P.S. 26, P.P. 24, Spd. 90 mph (120 km), 1200
lbs. HI-B3 heavy infantry armor (420 M.D.C.). Weapons
include CS assault rifle of choice, three plasmahand grenades,
and an S.D.C. automatic weapon of choice. Bionic features:
Full bionic conversion, pair of additional arms and hands
(P.S. 20, P.P. 18, adds one medee attack), energy-clip arm
ports (in two arms), one laser finger blaster (1D4 M.D., on
one hand), retractable finger blades (three on one hand, 3D4
S.D.C.), retractable vibro-claws (1D6 M.D. on one hand),
retractable vibro-blade (2D6 M.D., on one hand), garrote
wrist wire, one forearm mini-missile launcher (3 mini-mis-
dles, with 12 missile backpack), two secret compartments in
each leg, built-in radio headjack, and bionic lung. Optics and
sensors: multi-optic eye, radar detector, amplified hearing,
ultra ear, and sound filtration.

1 Military specialigt (espionage training and squad leader;
Partial Recondruction): Average 1.Q. 14 or higher, P.S.
20, P.P. 18, Spd. 35 mph (56 km), weight 450 Ibs. LE-B1
light espionage amor (135 M.D.C.), C-212 varigble laser
rifle or CS weapon of choice, C-18 laser pistol, S.D.C. au-
tomatic weapon of choice, two fusion blocks. Bionic features:
Artificid legs and arms, two high explosve finger joints (left
hand, little finger), laser utility finger, retractable knuckle
blades, wrist climb cord, conceadled armlaserrod (1D6M.D.),
wrist needle and drag dispenser, multi-optic eye (1), and one
secret storage compartment in each leg. Cybernetic features:
Cyber-disguise type AA-1, larynx and voice box, optic nerve
video implant, universal headjack, amplified hearing, sound
filtration system, motion detector, clock caendar, gyro-com-
pass, molecular analyzer, toxic filter, and an oxygen sorage
cell. )

1 Major psionic technical officer: Average 1.Q. 11, area of
expetise is usudly communications, engineering, or
weapons. Weapons and armor are the same as light infantry.
Psionic Powers. sdect eight (8) psi-powers from one of the
psionic categories or Sx (6) total from the three different
psionic categories. Do NOT sdect from the Super category!
Offensive and sensory powers are the most common among
CS Specid Forces psychics.

Note The Specid Forces Espionage Elite squad can conduct
any type of misson, from reconnaissance to seek and destroy
to assassination and theft.

Mechanized S & D
Ground Squads

S & D Type A: Mechanized Strike Force

2 IAR-2 Abolishers

2 UAR-1 Enforcers

1 SAMAS Infantry/scout (grunt)

1 SAMAS Military Spedialist (espionage training and squad
leader)

Note One additiond SAMAS, IAR-2, UAR-1, or Sky Cycle

may be added to the squad.




S & D Type B: Light Mechanized

2 t0 4 IAR-2 Abolishers

2 to 3UAR-1 Enforcers

1 SAMAS Military Specialig (epionage training and squad
leader)

1 Spider-Skull Walker

S & D Type C: Heavy Mechanized

2 Spider-Skull Walkers

2 or 31AR-2 Abdlishers

1o 2UAR-1 Enforcers

1 SAMAS Infantry/scout (grunt)

1 SAMAS Military Specialist (espionage training and squad
leader)

S & D Type D: Cyborg Special Forces

1UAR-1 Enforcers

1 SAMAS Infantry/scout (grunt)

1 SAMAS Military Specialist: Espionage training and second
in command.

2 Light espionage soldiers (partial recongruction): Average
1.Q. 12 or higher, P.S. 20, P.P. 16, Spd. 35 mph (56 km),
weight 450 1bs. LE-B1 light espionage armor (135 M.D.C.),
C-12 laser rifle, energy pistol of choice (often not CS), S.D.C.
sub-machinegun and conventiona knife. Bionic features. Ar-
tificial legs and arms, finger camera, fingerjack, laser utility
finger, retractable knuckle blades (3D4 S.D.C.), wrigt climb
cord, concedled arm laser rod, built-in radio receiver and
transmitter headjack, speech trandator, multi-optic eye.

2 Heavy infantry soldiers (Full Converson): Average 1.Q. 10
or higher, P.S. 26, P.P. 24, Spd. 90 mph (120 km), 1200
Ibs. HI-B3 heavy infantry armor (420 M.D.C.). Weapons
include C-14 Fire Breather assault rifle or C-27 plasma can-
non, three plasma hand grenades, and an S.D.C. automatic
wegpon of choice. Bionic features: Full bionic conversion,
pair of additional arms and hands (P.S. 20, P.P. 18, adds
one melee attack), energy-clip arm ports (in two arms), one
laser finger blaster (1D4 M.D., on one hand), retractable
finger blades (three on one hand, 3D4 S.D.C.), retractable
vibro-claws (1D6 M.D., on onehand), retractable vibro-blade
(2D6 M.D., on one hand), garrote wrist wire, one forearm
plasma gector (4D6 M.D., one arm), one forearm particle
beam (6D6+6 M.D., one arm) or forearm mini-missile
launcher (3 missiles, with 12 missile backpack), two secret
compartments in each leg, built-in radio headjack, and bionic
lung. Optics and sensors. multi-optic eye, radar detector,
amplified hearing, ultra ear, and sound filtration.

1 Military specialist (espionage training and squad leader;
Partial Recongruction): Average 1.Q. 14 or higher, P.S.
20, P.P. 18, Spd. 35 mph (56 km), weight 450 Ibs. LE-B1
light espionage armor (135 M.D.C.), C-212 variable laser
rifle or CS weapon of choice, C-18 laser pistol, S.D.C. au-
tomatic weapon of choice, two fusionblocks. Bionic features:
Artificial legs and arms, two high explosive finger joints (left
hand, little finger), laser utility finger, retractable knuckle
blades, wrist climb cord, concedled arm laser rod (1D6 M.D.),
wrist needle and drug dispenser, and multi-optic eye.
Cybernetic features: Motion detector, universa headjack,
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amplified hearing, sound filtration system, clock calendar,
toxic filter, and an oxygen storage cell.

Note The cyborg squads are a new, €ite combat force just
being introduced by the Codlition. At this point, borg opera-
tives are regtricted to Specid Forces and the most dangerous
of missons. Borg troops presently number under 1300
throughout al the Codition States, 50% of which are found
in the Chi-Town army.

Skelebot Platoons

Contain 16 to 32 robots supervised by one or two humans in
SAMAS armor or UAR-1 Enforcer. Even among these large
platoons, 20% have no human supervision. Note: Skelebots
are never used for reconnaissance.

Skdebot Squad

Four to eight skelebots: One armed with a C-27 plasmacannon
or CR-1 rocket launcher, while dl others are armed with the
standard CV-213 variable laser rifle. In most cases, the squad
is led/supervised by ahuman officer in SAMAS power armor.
However, at least 25% of dl skelebot squads are unsupervised.
Unsupervised kdebots are commonly found in the most
dangerous or remote regions, where as many as 40% may be
unsupervised by ahuman agent. The squad can be dispatched
on a short specific mission, to return to base when ac-
complished, or sent on long term or multiple missions that
can last months or even years.

Mechanized S & D Air Sguadron

Type One Air to Ground

4 to 8 SAMAS: Deployed to combat ground troops and low
flying targets. Highly mobile.

Type Two: Air to Ground

Four SAMAS and Four Sky Cydes: For city and perimeter
patrols, wilderness fly-bys; combines both speed and fire-
power.

Note: The famous SAMAS are ided for air to ground combat,
but lack the speed to confront jet aircraft or higher flying
targets effectively. The Sam's speed is limited to amere 150
mph (240 km) while the average pre-rifts aircraft range from
300 mph (480 km) to 600 mph (960 km). Military aircraft
range from Mach One to Mach Three (about 1075 to 3220
km). The sky cycles are adequate deterrents against low flying
aircraft (cycles have a speed of 520 mph/832 km, but atitude
of 5000 feet (1520 m). High altitude arcraft from any age
are comparatively rarein North America, as are baligtic mis-
dles.

Type Three Air to Air Interceptors

Four to Eight Sky Cydes: Sky Cyclesareexcellent for intercept-
ing and engaging dow and low flying targets (under one
mile/5000 feet/1.4 km altitude), including dragons, flying
mongters, enchanted flying objects/wizards, and missiles. The
cycles tiny size, speed, and mobility make them ided for
low altitude dogfights, and maneuvering through cities, ruins,
and forest. Can a0 be used for air to ground attacks.



Type Four: Death’s Head Squadron

Four to eght CS Death's Head Trangport aircraft are dis-
patched to combat high flying and speedier enemy aircraft
(the DHT can reach Mach One, about 670 mph/1072 kmph).
Each DHT carries 36 sky cycles, 12 SAMAS, one spider-skull
walker, 36 infantry troops with jet packs, and an additional
payload of air to ar short-range missiles (payload 12), rather
than the standard troops. The amdler air vehicles can be
deployed in mid-air. Note: The CSisdeveloping an M.D.C.
jet fighter that will be capable of Mach Three. Also note that
Chi-Town has a dozen USA F-14 fighter jets, S.D.C. aircraft
modified to fire 12 M.D. mini-missiles, sddom used.

Sek and Destroy
Platoon (32 troops, sandard)

Sandard complements of troops and robots

4t0 6 SAMAS

1 to 2UAR-1 Enforcer

1 to 2IAR-2 Abolisher

1 Spider-Skull Walker

1 Mark V APC

1 Elite S & D Squad (8 soldiers)

1 Full Dog Pack Squad (8 soldiers)
6 Light Infantry Soldiers

6 Heavy Infantry Soliders

Fully Mechanized
Platoon (32 troops)

8 SAMAS

8 Skelebots
4UAR-1Enforcers

4 1AR-2 Abolishers

2 Spider Walkers

1 Mark V APC

8 Heavy Infantry Soldiers

Coalition Skelebots——

The CS skelebots are the latest military accomplishment of
the scientific geniuses a Chi-Town. The bots are completely
automated, meaning they require no human pilot or controller.
Each unit is identicd except for the identifying number
emblazoned on its chest and weapon, and the serid number
etched into its internal 1.D. plate.

In keeping with the ominous death's head symbolism, the
skelebots are designed to resemble robotic skeletons and are an
egrie dght to behold. Each bot is programmed to function as a
member of a combat team, communicating silently by means of
a scrambled radio broadcasted computer code. In addition to
various rudimentary combat functions, each is programmed for
standard strategic and tactica field maneuvers that are executed
with expert efficiency (standard squad maneuvers, assault and
defensive actions). The combat computer automatically sdects
the best action, working as a team, to contain or subdue the
enemy. The combat computer is dso programmed to recognize
over 2000 enemy targets, from vehicles to insignias.
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Chi-Town intends to send the bots into hostile territories on
gpecid missions and for the eradication of hodgtile forcesin areas
too dangerous for human troops. Areas earmarked for deploy-
ment include the western and northern wildernesses and the
Magic Zone.

Although wildly supported by Chi-Town, Lone Star, and Fort
El Dorado (Arkansas), the skdlehots are the subject of at least
some controversy, epecidly from the Codition State of Free
Quebec. Mogt opponents to the robots feel they have not been
satisfactorily tested to be placed into field operation. Fears in-
clude robots running amok, killing innocent humans, or even
CS troops, and that the bots can be captured, sabotaged, and
turned against their creators.

Chi-Town developers are quick to point out the many safety
measures they have implemented. First, the robots are designed
to recognize dl Codlition troops, vehicles and personne (via
uniforms) and are not to atack such troops unless attacked firdt,
and then, only if dl reasonable means of identification have
failed. Secondly, should a unit go berserk and act contrary to
its programming, it can be tracked viaan internad homing device
and dedtroyed by detonation of the anti-tampering unit built
inside the bot. Thirdly, the sdfsame anti-tampering unit is de-
dgned to detonate if there is any attempt to invade the bot’s
interna workings, which is necessary to subvert its programming
or to effect physical repairs. A secret code and procedure is
required to gain access to the skelebot's programming and inter-
nals without causing detonation. A related safety feature is that
the explosion is contained by the skelebot’s exterior armor, pre-
venting injury to those around it, but completely destroying its
internal workings, making it a usdess ... meta skeleton.

Programming demands that the skelebots obey any recognized
Codlition officers above the rank of sergeant, otherwise it will
avoid interaction with human Codlition troops. Also, to avoid
perceptua problems, the programming and objectives have been
kept predominately simplistic. The machines are primarily de-
dgned for assault, i.e, seek and destroy operations. Con-
sequently, they are mainly sent into extremely hostile or un-
friendly territory to terminate the enemy. The chance of CS
troops or innocent humans even being in the area is remote.
Furthermore, the skelebots are designed to not attack humans if
there is the dightest amount of confusion as to whether the
human(s) is friend or foe; such targets are to be ignored.

Stll, those uncomfortable with the robots argue that the
skelebot is a merciless killing machine that can be programmed
to destroy every non-human, aien and monstrous life forms it
encounters, without discretion. Even if this were desirable (and
a magjority of people believe it is), such action without human
anaysis of the situation could result in unnecessary conflicts
with hodtile forces that may not have been hogtile to begin with.,

Chi-Town’s generds have two answers. One, the skedebots
will usualy be programmed to seek out and destroy as few as
oneto about adozen specific enemy/targets. This single minded-
ness should avoid unnecessary violence, complications and dis-
traction. For example: skdebots sent into Minnesota may be
programmed to only terminate Xiticix life forms and will ignore
al others (of course in practicdity, the skelebot's range of pos-
shle targets is seldom that narrow and is likely to include dl
mongters and mutant animals. In some cases the skelebots will
be programmed to eradicate all life not human or clearly Cod-
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ition). Second, generaly, one or two human operatives will
escort each skelebot squad; usually a SAMAS or UAR-1 Enforcer
or Spider-Skull Walker. The presence of the human(s) as squad
leader or supervisor should eliminate the possibility of any un-
fortunate action being taken by the skelebots.

Despite al assurances, the Coalition State of Free Quebec
has expressed great concern over the use of artificial intelligence
in war machines without ahuman pilot to control or countermand
its actions. Ther objections are twofold. One, there is the usual
concern regarding the safety of using unsupervised machines in
a combat zone for fear of computer error or enemy tampering
that could turn the bots againgt its own troops.

Secondly, Free Quebec issuspiciousof therobots” applications
in war; citing that the unmanned units armed with variable fre-
quency laser rifles ssem to have been designed to combat the
negligible forces that utilize laser resistant armor. Armor used
amogt exclusively in the congtruction of Glitter Boys. The gov-
ernment leaders at Free Quebec can not help but be concerned
that the "skelebots' were designed specificaly to combat their
substantial force of Glitter Boys, should that day come. The
more parancid anong Free Quebec's military cite the fact that
Chi-Town and the other Southern Codlition States have petitioned
for over a decade that Free Quebec demolish its Glitter Boy
troops in favor of the standard CS war machines. Free Quebec
has adamantly declined and has continued to maintain its GB
troops, one of the few and largest Glitter Boy troops in North
America. Only in recent months have the other Codlition States
stopped pestering them over the controversy. Shortly afterward,
Chi-Town announced the deployment of experimental robot com-
bat units with anti-Glitter Boy capabilities, as well as a new
varigble light frequency laser rifle for its human troops. The
"coincidence’ is disturbing and can not be quietly dismissed.

Tactical Deployment

The skelebots are comparatively inexpensive, mass produced
units designed with the thought they will have ahigh mortality/
destruction rate considering their intended deployment into ex-
tremely hodtile environments. The skelebots, while intelligent
enough to take protective cover, are not designed for stedth (no
prowl or disguise) or espionage. Instead, it isapretty straightfor-
ward infantry unit, operating like its equivalent human counter-
part.

A typical skdebot squad is comprised of four (4) to eight
(8) bots, one armed with a C-27 plasma cannon or CR-1 rocket
launcher while al others are armed with the standard CR-213
variable laser rifle. In most cases, the squad is led/supervised
by ahuman officer in SAMAS power armor. However, at least
25% of al skelebot squads are unsupervised. Unsupervised
skelebots are commonly found in the most dangerous or remote
regions, where as many as40% may be unsupervised by ahuman
agent. The squad can be dispatched on a short, specific misson,
to return to base when accomplished, or sent on long term or
multiple missions that can last months or even years.

SKeebot platoons may contain 16 to 32 robots supervised
by one or two humans in SAMAS armor or UAR-1 Enforcer.
Even among these larger squads, 20% have no human supervi-
son.

Skeehat companies have not yet been deployed. These large
troops will be deployed in mgjor assaults againgt the enemy and
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used primarily as afirst grike infantry unit. A company isusually
composed of three platoons or 96 skelebots.

Skdebat battalions have not yet been deployed. These large
troops will be deployed in magjor assaults against the enemy and
used primarily as afirst srike infantry unit. A battalion is usually
composed of three companies or 288 skelebots.

Note A division is composed of three battalions or 864 troops.
There are no plans, currently, for a skelebot division.

The present number of skelebotsin use and in production
are as follows:

» One platoon (32) patrals the ruins of Old Chicago.

* One platoon (32) has been assigned to Fort El Dorado.

* One platoon (32) has been sent into Mexico; divided into
eight squads, four skelebots per squad; unsupervised.

*  Oneplatoon (24) has been sent on a sesk and destroy mission

into the western United States; divided into four squads of

six skelebots per squad; unsupervised.

One platoon (24) assigned to New Chillicothe.

One platoon (16) assigned to Wichita Fdls Base.

One platoon (32) assigned to Minnesota Operations.

Two additiona companies(192) are to be sent into Minnesota

within the next 60 days.

* One Battdion (288) is complete and in storage in Chi-Town
pending assignment.

» Two Battadions (576) are complete and in storage a Lone
Sar.

» OneBattdion (288) iscurrently in production a Chi-Town.

» Three Batalions (864) are currently in production at Lone
Star's superior manufacturing facilities. In fact, an entire
factory is now devoted to the construction of the skelebots
and two other factories are being converted for mass produc-
tion; should be in full operation within Sx months. Current
level of manufacturing is approximately three battalions (864
bots) per month. The two additional factories will increase
production to about 2592 skelebots per month. Chi-Town'’s
limited facilities are limited to the production of 288 skelebots
a month.

Skdebats as Player Characters?

Skelebots should not be used as player characters. These par-
ticular robots are extremely limited and comparatively dumb.
Their level of skills and ahilities are rudimentary and the standard
program is narrow and restrictive. The skelebot is a killing
machine without human ethics or reasoning.

Coadlition Skeebot:
Robot/artificial inteligence

Modd Type FASSAR-20

Class Fully Automated Self-SufficientAssault Robot

Crew: None; atificid intelligence

M.D.C. by Location: CV-213 Las Rifle (1) — 5
Hands (2) — 10each Legs(2) _ 50 each
Arms (2) — 30 exch *Head 40
Vibro-blade (2) — 5 each **Main Body — 130

* Degtroying the head of the robot will diminate dl optics
and sensory systems. In most cases, the robot shuts down as a
safety feature. However, in some cases, about one in ten, the
robot continues to fight, blasting blindly until its ammunition is
expended and even then it will continue to grope around, lashing
out and hitting anything it touches. Under these conditions the



robot enjoys no combat bonusesto strike, parry, or dodge! Note:
The head is a smdl and difficult target to hit, especidly on a
moving target. Thus, it can only be hit when a character makes
a called shot and even then the attacker is —2 to drike.

**Depleting the M.D.C. of the main body will effectively
destroy the bot, shutting it down completely/useless. Note: Ad-
ditional body armor or power armor can NOT be worn by the
skelebots.

Sped

Running: 90 mph (144 km) maximum. Note that the act of

running does NOT tire the robot and peed can be maintained

indefinitely. Leaping: The robot legs, athough strong, are
not designed for leaping. Leap are limited to approximately

6 feet (1.8 m) high or across,

Flying: None, without the addition of the conventiona CS

jet pack or vehide.

Range: The nuclear power pack gives the Skelebot approxi-

mately two years of life even under the most strenuous and

constant amount of use, nearly three years under less active
conditions.

Statigical Data

Height: 7 feet (2.1 m)

Width: 3 feet (0.9 m)

Length: 2 feet 9 inches (0.9 m)

Weight: 390 Ibs (175 kg)

Physicd Strength: Equal to aP.S. 30

Cargo: None

Power System: Nuclear; average skelebot energy life is two (2)
years.

Black Market Cogt: Three million creditsfor anew, undamaged,
fully powered unit complete with an assault rifle. Rarely avail-
able.

Weapon Sysems

1. CV-213 Robot Variable Laser Rifle (1): The CV-213 isthe
robot modified verson of the Codition'snew CV-212 varigble
light frequency laser, designed to overcome laser resistant
armor. | nthe caseof the CV-213, therobot’s combat computer
will automaticaly analyze an opponent's armor (if not aready
preprogrammed into its memory) and after one melee round
it will instantly adjust to the light frequency that will inflict
maximum damage. This is standard equipment for the
skdebots and is conddered to be a powerful, accurate, and
deadly weapon. However, the bot is programmed in the use
of dl CS and other common assault weapons except rall guns
and any can be subgtituted as needed.

The CV-213 has an additiona robotfeature that makes it
the obvious choice for the skelebots. A specid connectionin
the handle dlows the robot to link with the weapon. The link
ties the weapon directly to the robot, its combat compuier,
and, most importantly, its nuclear power pack. The link to
the power pack gives the weapon an indefinite and congtant
energy supply. If the link is damaged the CV-213 has an
energy clip reserve with a 20 shot payload.

Primary Purpose: Assault

Weight: 7 Ibs (3.2 kg)

Mega-Damage: 2D6 M.D. or 4D6 M.D.; two settings
Rate of Fire: Aimed, burst, wild; see Modern Weapons Pro-
ficiencies.

Effective Range: 2000 feet (610 m)
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Payload: E-clip is 20 or power pack hand link effectively
unlimited.

2. 18 inch (0.45 m) vibro-blades (2): Hidden between the dot
of each skeleta forearm is aretractable vibro-saberthat swings
out and down locking into close combat position. The only
limitation is no other wegpon or item can be held/used in the
hand from which the vibro-saber is extended. The blades can
be used smultaneoudy or independently, in this mode the
skelebot can ill fire a wegpon from one hand and use one
of the vibro-blades in the other (see illustration).

Primary Purpose: Assault

Secondary Purpose: Defense

Weight: 2 1bs (0.9 kg)

Mega-Damage: Vibro-Saber: 2D4 M.D.

Range: Hand to hand, with about a 5.6 foot (1.7 m) reach.
Rate of Attack: Five (5) per mdee; hand to hand combat sKill.
Payload: Not gpplicable

3. Energy Rifles and other norma weapons can be substituted
in an emergency or as a back-up weapon.

4. Hand to Hand Combat: Rather than use a weapon, the
skelebot can engage in mega-damage hand to hand combat
usng its fists or vibro-blades. Five (5) attacks per mded
Equal to Hand to Hand Expert.

Contralled, S.D.C. punch: 2D6+15 S.D.C.

Full mega-damage Punch, elbow, knee, or body block:

1D6 M.D.

Kick or head butt: 1D6 M.D.

Vibro-ssber: 2D4 M.D.

Bonuses Include dl bonuses from programming, robatics and
sensors +2 to srike with an automatic rifle, energy pistol,
or energy rifle (see W.P. skills), +5 to dtrike on an aimed
shot, +4 to grike with vibro-blades or hand to hand attack
(punch, kick, etc.), +5 to parry with fistsarms, + 7 to parry
with vibro-blade or knife/sword, +6 to dodge, +4 to parry
and dodge attacks from behind (motion detectors), + 2 to roll
with impact or fal (no pull punch), critical strike on natural
roll of 19 or 20. Impervious to poison, gas, and biological
agents, as well as psionic and magic mind control, charms,
bio-manipulation, and S.D.C. attacks. See sensorsfor optical
capabilities.

5. Sensor Systems of Note

Optics The skelebots have full opticd systems, including
the visible light spectrum, infrared, ultraviolet, and polariza-
tion, passve night vison (light amplification), thermo-imag-
ing, laser targeting, and telescopic. Telescopic opticsfunction
like built-in binoculars with a range of about two miles (3.2
km). All the other optic systems have a range of about 3000
feet (914 m).

Radar: Can identify and track up to 12 targets smultane-
oudy at arange of two miles (3.2 km). Applicable to flying
targets a 500 feet above the ground or higher only. Radar
can not track ground movement.

Motion Detector: 100 foot radius (30.5 m), adds to ability
to parry and dodge (see bonuses).

Radio Communication: Medium range directiond radio
for coded messages between skelebots. Range: 10 miles (16
km). Can dso scan and communicate via code on conventional
radio channelg/frequencies; same range. Can aso eavesdrop
on enemy transmissions and track transmissions (60% success




level) to their source. Range 10 miles (16 km). Note: Under-
stands English, Spanish, and Techno-can languages; caniden-
tify al others but can not understand or communicate in them.
Speech: The skelebots can not carry on a conversation,
athough they do understand the spoken word of the common
languages. Communicates via radio transmission rather than
out loud. However, the skelebots can say the following com-
mands or statements:

« N "Remain calm."
..ﬁff ati\?g",'e. "Come with me."
"Doeseg not 'com ute." “Move aong."
" " pute. "Surrender or be destroyed!"
Error. " . o
" o Warning! Enemy! Warning!
| dentify. " "
RA Gt Attack!
Be slent! WAl "
"Hdt! Do not move." Allis clear.
' ' "Evacuate the areal”

6. Skill Programs of Note Combat skills: W.P. sword, W.P.
blunt, W.P. automatic rifle, W.P. energy pistol, W.P. energy
rifle, W.P. paired weapons. means can use two hand-held
weapons or vibro-blades in one smultaneous attack (double
damage, counts as one attack/melee action) or attack with

one and parry with the other. Hand to Hand: Expert equd to
8th level kill (See number 4 for bonuses).

Other kills Pilot automobile 96%, pilot hover cycde 96%,
pilot jet pack 80%, radio: basic 96%, intelligence 76%, land
navigation 86%, climb 96%/86% (4 x faster than the average
humanoid). Languages include: English, Spanish, Euro,
Dragonese, Gobblely, and Techno-can, each a 96%; basic
math 96%.

Programming and memory enables the skelebot to iden-
tify dl Codition State military ranks, uniforms, insignia,
soldiers, dog packs, robots, power armor, vehicles, weapons,
equipment, generds and the Emperor and his son. CS data
aso includes the location of current Codition territories and
major military bases.

Memory dso includes the identification of 2000 different
enemy targets including specific races, non-human features
and powers, indgnia, uniforms, enemy robot and vehicle
designs, acts of aggression, and notorious enemies of the
State.

Combat programming directs the actions and reactions to
encounters and attacks.

Coaoalition |AR-2 Abolisher Robot

The Abolisher, Infantry Assault Robot (IAR-2), is another
giant vehicle that is part of the Codition States military forces.
Unlike the UAR-1 Enforcer, which is designed specificaly to
combat ground troops in an urban/city environment, the
Abalisher is a frontline infantry unit with long-range capabilities
and heavy firepower for obliterating enemy troops. The focus
of its armaments is anti-robot and anti-tank, hence the six heavy
cannons bristling around what appears to be the head. The rim
of cannons has given the 30 foot (9 m) robot the nickname
“Thorn Head."

Inreality, Thorn Head the Abolisher has no head. The heavily
armored bot is a massive, humanoid shaped, dl terrain assault
vehicle designed to withstand heavy bombardment. A head
would make the robot too vulnerable. However, in keeping with
the frightening Death's Head motif, the Abolisher is designed
to look like a massive skull with arms and legs. The two eyes
are infrarred and conventiona light searchlights for night as-
saults. The upper skull body can rotate 360 degrees and is oper-
ated by a five-man crew. Two soldiers are gunners operating
three cannons each, the pilot and the copilot/communications
engineer (either the pilot or copilot can fire the smdl, forward
facing, dua laser turret) and the top hatch gunner, usudly a
SAMAS.

The big guns are devastating weapons that can blast an enemy
from al sdes simultaneously. The robot's arms and hands are
powerful and lethd in hand to hand confrontations (can rotate
180 degrees a the shoulders). On top of the behemoth is a
Gunner's Hatch which alows a SAM AS or soldier to perch
himself on the head and fire a the enemy from the top of the
robot. Aninner hatch (50 M.D.C.) locks automatically, prevent-
ing the enemy from easy access should the top gunner be killed;
the inner hatch can only be opened by one of the pilots.

The only red disadvantage to the 30 foot (9 m) giant is that
itsincredible weight and large size reduce its speed and maneuv-
ering capabilities. Although great in the field as an outer perime-
ter defense or as an infantry assault unit (tank with arms and
legs), its downess and size make it an easy target (hence the
heavy armor). Unless one wishes to destroy a city, the bot is
not well suited for city conflicts. Its wegpons are too powerful
for use in the city, able to demolish an S.D.C. skyscraper in a
melee or two, and its size and bulk makes maneuvering through
narrow greets difficult. Still, it is excellent for city defense,
being able to be placed wherever needed, and ided for infantry
combat.

|AR-2 Abolisher Assault Robot

Modd Type 1AR-2

Class Infantry Assault Robot

Crew: Five: one pilot, one communications and copilot, two
gunners (eech operates three cannons), and the top hatch
gunner (usualy a SAMAS or armored soldier with a heavy
wegpon). Plus, can seat two additiona passengers.

M.D.C. by Location:
Hands (2) — 80 each
Arms (2) — 190 each
Legs (2) — 240 each
Main Cannons (6) — 100 each
Bely Gun (1 turret) — 25
Chest Spotlight Eyes (2) — 10 each
*Sensor Turret (left shoulder) — 50
**Gunner's Hatch (1; top) — 75
Inner Hatch (1; top) — 50
***Man Body — 450
Reinforced Pilot's Compartment — 250



Z
/////(
e
L11177707777,
L SII177077407 7,

Iy
: .-,_'///7
PPN, /

22




* Destroying the top-mounted sensor turret will destroy the
main radar and targeting system (no bonuses to dtrike, parry
or dodge). The pilot must rely on his own human vision and
lessaccurate computer and sensory systems. Note: The sensor
turret is a smdl and difficult item to hit, epecidly on a
moving target. Thus, it can only be hit when a character
makes acalled shot and even then the attacker is - 310 strike.

**Depleting the M.D.C. of the gunner's hatch makes the
robot vulnerable to entry by the enemy from the top. The
inner hatch has only 50 M.D.C.

***Depleting the M.D.C. of the main body will effectively
destroy the bot, shutting it down completely, rendering it
usdless. Note: The chest potlights are destroyed when the
main body has suffered 300 points of damage.

Soeed

Running: 70 mph (112 km) maximum. Note that the act of
running does NOT tire the robot and peed can be maintained
indefinitely. Leaping: Not recommended because of the
weight and disproportionately heavy head/upper body. Leaps
are possible only from arunning start and limited to approx-
imately 20 feet (6 m) lengthwise and height is only five feet
or six feet (1.8 m). Thechance offalling ishigh, roll percentile
for every jump/leap. 1-70% likelihood of falling over. Fal
causes the TAR-2 to lose dl its attacks for one melee round
while the crew struggles to stand the bot back up.

Satidical Data
Height: 30 feet (9.1 m)
Width: 14 feet (4.3 m)

Length: 14 feet (4.3 m)
Weight: 40 tons fully loaded.

Physica Strength: Equal to aP.S. 60

Cargo:. Minima storage space; about four feet (1.2 m).

Power System: Nuclear, average energy life is 20 years.
Black Market Cost: 80 million credits for a new, undamaged,
fully powered unit complete with fully functioning wespon sys-
tems. Rarely available.

Weapon Sysems
1. C-144 Auto-Cannons (6): The IAR-2’s main wegpon is its

sx automatic, sdf-loading, cannons. Three cannons are op-
erated by each gunner. In case of an emergency, the pilot
and/or copilot can fire the cannons, but the attacks per melee
are reduced by half. Each cannon is capable of 90 degree
rotation from Sde to sde and up and down. This gives the
weapons a fair range of angle and can be used against ground
and air targets. However, it dso means there is a 20 foot (6
m) blind spot & its feet and directly aoove its head.
Primary Purpose: Assault; anti-tank, anti-robot, anti-dragon.
Secondary Purpose: Defense

Weight: 2 tons each

Mega-Damage: 2D4 X 10 M.D. per single blast or 4D4 x 10
M.D. per double blast (two cannons firing smultaneoudly a
the same target).

Rate of Fire 2, 4, 6, or 12 blasts.

Each cannon can fire twice per melee round, for atota of
12 single shots or 6 double shots. However, to rapid fire dl
12 (or 6 double) times at the same target will mean having
to rotate the entire upper body, instantly repostioning each
cannon every time, but is less accurate; minus — 3 to drike
per each blast. This dso means the top hatch gunner and the

lower laser turret can NOT attack for the entire melee round.
Also, the next melee, the IAR-2 can only fire atotal of six
single shots or three double; however, the following melee
it can again fire 12 times.

To fire a one target without rotating the body means two
cannons can fire, for a total of two double blasts or four
sngle shots per melee round. Of course, it can train its other
four cannons on 2 to 4 different targets smultaneoudly from
the rear and/or Sdes.

Effective Range: 6000 feet (1828 m)

Payload: Each cannon has a payload of 20 shells each (120
totd). If one cannon is destroyed its payload is automatically
diverted to the other available weapons. The gunners can dso
divert payloads from one gun to another (i.e., the forward
guns ammunition is nearly exhausted while the sde cannons
payloads are full, they can have the loading system move the
sde cannons payload to the front).

. CR-3T Dual Lasx Turret (1, bely gun): A sngle double-

barreled laser turret is located on the lower, teeth, area of the
Abolisher. Itsprimary useisto digoerse enemy ground troops
in the blind spot of the main cannons. The turret can rotate
180 degrees.

Primary Purpose: Defense

Secondary Purpose: Assault

Mega-Damage: 4D6 M.D.

Range: 2000 feet (610 m)

Rate of Attack: Two (2) per melee.

Payload: Effectively unlimited.

. Top Gunner's Hatch (1): Designed to dlow a SAMAS or

other gunman to perch himsdf on the crown of the robot and
fire down from the top of the robot. The outer hatch has 75
M.D.C., the inner hatch locks automatically and has 50
M.D.C.

4. Hand to Hand Combat: Rather than use aweapon, the robot

can engage in mega-damage hand to hand combat using its
fists.

Combat abilities are identical to the UAR-I Enforcer with
the following exceptions.

+4 to parry

Restrained Punch: 1D6 M.D.

Full Strength Punch: 3D6 M.D.

Power Punch: 5D6 M.D.

Body Block: 2D6 M.D.

Stomp: 2D4 M.D.

Kick: 1D6 M.D.

Leap Kick is NOT possible.

. Sensory System: Identica to the UAR-1 Enforcer. Plus en-

hanced radar that can identify and smultaneoudy track up to
96 different targets. Range: 50 miles (80 km). Ground targets
are more difficult to track, as usual, unless on open ground
and giant size or flying 100 feet or higher.




Power Armor and Robots

Triax Indudries

Triax Industries has become increasingly aggressive in their idedl for reconnaissance, rescue, and exploration. Itslightweight
marketing and sde of robots, power armor, and other wegpons and flexibility makesthe T-21 especidly popular among women,
and equipment in North America. They have an irrefutable repu- D-Bees of dight build, and wilderness messenger services.

tation for manufacturing the best robots and power armor in the
world. However, up until the last year or two, their products
were extremely difficult to find, because Triax Industries must
export from western Germany; a difficult and dangerous task
for many reasons. However, recent events have made Triax
items much more accessble.

Triax Indudtries other problem is that they are known mainly
as the producer of superior robotics systems, not wegpons and
other more commercial machines such as vehicles, jets packs,
etc. Consequently, most natives of the North American continent
will choose the comparatively inferior Northern Gun equipment,
especidly weapons, over the superior Triax products. However,
Triax is starting to build a name for itsdf outside of robotics
and their popularity should soon rival Wilk’s Laser Industries
(still number one in laser technology) and the CSs military
equipment (available only on the black market).

The main reason that Triax Industries’ products are now more
available is that Emperor Prosek has agreed to a little known
and informal pact with the infamous New Republic (Germany
and Scandinavia). The home of the industrid giant, Triax Indus-
tries. Triax has been a scientific leader, developer, and manufac-
turer for decades in Europe. Its level of technology and indus-

tridization surpasses even that of Lone Star. Triax Industries Y 139 R \
weapons and robotics systems are largely responsble for the R )

New Republic's success in establishing itsdf as a major power N

in the embattled euro-continent; a savage land far more hostile N Y -
than the Americas.

The pact includes a limited trade agreement that gives Triax
access to less hodtile, CS secured, trade routes, occasiond CS
military escorts, and limited commercia services. The pact dso
outlines a non-aggression arrangement between the two super-
powers and establishes the preliminary basis for cregting some
measure of joint operations in trade, commercia practices, and
military alegiance. This isjust the beginning of apossible a- A ' >
liance between the two nations which could lead to a unified N
invasion of hogtile territories on both continents. The ultimate
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purpose is the establishment of joint globa domination by the N

Codlition States and the New Republic. Of course, any significant N ~

steps toward uniting the American Codition States and the Euro AN \

New Republic are years away, and may never happen, but the N \ 3

first step has been taken.

Triax T-21 Terran

Hopper Power Armor

The T-21 Terrain Hopper is alightweight suit of power armor
designed for comfort and extreme mohility. It is the lightest
available power amor on the market, while ill providing
maximum protection. It is fast and maneuverable, making it




The Terrain Hopper is fitted with a detachable jet pack that
provides limited low dtitude flight. However, the jet pack is
not designed for prolonged flight, but is meant for jet boosted
power leaps. In fact, the name Terrain Hopper is derived from
its ability to hop rather than run or fly. The jet pack is tied
directly into the power armor and the boosters will automatically
engage every time its operator runs and leaps. Motion detectors
and sensors in the feet indicate velocity and the moment when
both feet have left the ground. At that moment, the booster jets
kick in, hurling the character 20 to 50 feet (6 to 15 m) into the
ar and in a power leap that carries him or her gpproximately
300 feet (915 m) forward/lengthwise. Thejet asssted legps can
be done indefinitely, without fear of overheating and gives the
wearer great ground speed and all-terrain capabilities.

Note: The Terrain Hopper does not usually utilize arail gun.
The pilot must arm himself with a hand-held energy weapon.

T-21 Terrain Hopper Power Armor

Modd Type T-21 Power Armor
Class Strategic Armor Military Exo-Skeleton
Crew: One
M.D.C. by Location:

Rear Jet Pack (1) — 50 each

Chest Heedlight (1) — 2

*Head — 60

**Man Body — 170

* Destroying thehead/helmet has a 1-70% chance of knocking
the pilot unconscious. If conscious, the pilot has two problems:
one, N0 power armor combat bonuses to strike, parry, anddodge,
and two, the human head is now vulnerable to attack. Note:
The head isasmall and difficult target to hit (shielded by exhaust
tubes and weapon drum). Thus, it can only be hit when acharacter
makes a called shot and even then the attacker is - 310 strike.

**Depleting the M.D.C. of the main body will shut the armor
down completely, making it usdess. Note: Destroying the jet
pack will make flight and power jumps/leaps impossible.
Sped
Running: 40 mph (64 km) maximum. Note that the act of running
does tire out its operator, but a a fatigue rate 20% less than
normal, thanks to the robot exo-skeleton.
Leaping: The integrated jet pack enables the power armor to
leap grest heights and distances. A height of approximately 15
feet (4.6 m) gtraight up or lengthwise is possble unassgted by
the thrusters. A jet thruster assisted leap from a stationary pos-
ition can propel the unit up to 100 feet (30.5 m) high and across
without actualy attaining flight or requiring a running start.
Power Jumping and travel: Getting a running start will enable
the individua to legp up to 300 feet (91.5 m) lengthwise. The
height of the legp is controlled by the pilot and generaly ranges
between 20 to 50 feet (6 to 15 m), with 20 or 30 feet of height
being the norm. By leaping, landing, continuing to run a few
dozen yards/meters, and power leaping again, the T-21 pilot can
attain and maintain, an impressive ground speed of 170 mph
(272 km), even through light forest (§peed should be reduced
40% through dense vegetation or hazardous terrain to avoid
accidents). Directiond control is nearly total, but engaging the
jet pack to avoid a collison or bad landing may dow one's
oead. Also, the flight capabilities enable the pilot to stop in
mid-air if necessary.
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Flying: The rocket propulsion system enables the T-21 to hover
Stationary up to 200 feet (61 m) or fly. Maximum flying speed
is 100 mph (160 km), but cruising spead is consdered to be
around 60 mph (96.5 km). Maximum altitude is limited to about
200 feet (61 m). '
Flying Range: The nuclear power supply givesthe armor adecade
of life, but the jet rockets get hot and need to cool after a
maximum of two hours of continuous flight. Remember, travel-
ing by power jumps can be maintained for an unlimited number
of hours a 170 mph.

Satigical Data

Height: 7 feet (24 m)

Width: 3 feet (0.9 m)

Length: About 2.5 feet (0.63 m)

Weight: 100 Ibs (45 kg) with jet pack.

Physicd Strength: Equal to P.S. 20.

Cago: None

Power System: Nuclear; average life is 10 years.

Black Market Cost: 500,000 creditsfor anew, undamaged, fully
powered suit, complete with jet pack. Good availability at Co-
dlition cities; scarce everywhere else.

Wegpon Systems. None. The wearer must use a hand-held
wespon.

Specid Sensors and Optics: The helmet is equipped with full
optica systems, including laser targeting, telescopic, passive
nightvision (light amplification), thermo-imaging, infrared, ul-
traviolet, and polarization. Plus dl other features common to al
power armor.

Sensor Bonuses: + 1 to strikeis gpplicableto long-range wespon
combat only. Hand to hand: +1 to parry and dodge, automati-
caly +2 to dodge while traveling by means of power jumps.
See Power Armor Combat Training in the Robot Combat section
for other bonuses.

Triax X-10 Predator
Power Armor

If any power armor is a match for the Coalition's SAMAS,
it isthe Triax Predator.Thisheavily armored, man-size, environ-
mental exo-skeleton offers good mobility and heavy firepower.
Although dower and heavier thanthe SAMAS, the X-10 Predator
is as equally powerful in the way of armor, weapon systems,
and physical strength. It is ided in extremely hogtile environ-
ments.

X-10 Predator Power Armor

Modd Type PA-X-10
Class Strategic Armor Military Assault Suit
Crew: One
M.D.C. by Location:
Shoulder Wings (2) — 30 each
Main Rear Jets (2) — 60 each
Lower Maneuvering Jets (2) — 30 eech
Right-Hand Pulse Cannon (1) — 100
Mini-Missile Launcher (1, right shoulder) — 20
Chest Headlight (1) — 2
Left Forearm (1) —70
Shoulders (2) — 150 each
Legs (2) — 120 each

*Heed — 70
**Main Body — 350
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Sped

Running: 50 mph (80 km) maximum. Note that the act of running
does tire out its operaor, but a 10% the usud fatigue rate,
thanks to the robot exo-skeleton.

* Destroying the head of the power armor will diminate al
forms of opticd enhancement and sensory systems. The pilot
must now rely on his own human vision and senses. No power
armor combat bonuses to strike, parry, and dodge! Note The
head is a smal and difficult target to hit (shilded by exhaust
tube, wings, and shoulder plating). Thus, it can only be hit when
a character makes a called shot and even then the attacker is
-4 to drike.

**Depleting the M.D.C. of the main body will shut the armor
down completely, making it useless. Note Destroying a wing
will make flight impossible. However, even with no wing(s),
the X-10 can make jet powered legps and hover stationary above
the ground.
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Lesping: The powerful robot legs can legp up to 15 feet (4.6
m) high or across unasssted by the thrusters. A jet thruster
assisted leap can prope the unit up to 100 feet (30.5 m) high
and 200 feet (61 m) across without actualy attaining flight.
Flying: The rocket propulson system enables the X-10 Predator
to hover dationary up to 300 feet (91.5 m) or fly. Maximum
flying spead is 250 mph (400 km), but cruisng peed is cons-
\dered to be 125 mph (200 km). Maximum dtitude is limited to
J about 500 feet (152 m).

Flying Range: The nuclear power supply givesthe X-10 adecade
of life, but the jet rockets get hot and need to cool after a
maximum of ten hours of flight when travelling at Speeds above

4 cruising, and twenty hours a cruising speed, indefinitely with
J rest Sops.

Satigical Data

Height: 9 feet (2.7 m) from head to tog, or 11 feet (3.35 m)

with wings extended.

Width: Wings down, 5 feet (1.5 m)
Wings extended, 13 feet (4 m)

Length: 4 feet 6 inches (1.4 m)

Weight: 900 Ibs (405 kg)

Physica Strength: Equdl to aP.S. 40

Cargo: None

Power System: Nuclear; average energy life is 11 years.

Black Market Cogt: 1.9 million credits for a new, undamaged,

fully powered suit complete with pulse cannon and mini-missiles.

Poor availability.

Weapon Sysems

1. X-10-453A Pulse Cannon (1, right arm): Thisis high-pow-
ered laser pulse cannon with unpardleled range and power.
The wespon is hooked directly to the armor's nuclear power
supply eliminating the need of an external power pack.
Primary Purpose: Assaullt
Secondary Purpose Defense
Weight: Built into the power armor.
MegaDamage 1D4 x 10 M.D. per multiple blast of four
smultaneous energy pulses or 2D4 M.D. per single pulse.
Rate of Fire Equa to number of combined hand to hand
attacks (usually 4-6).
Maximum Effective Range: 4000 feet (1200 m)
Payload: Effectively unlimited.

2. Dual Shoulder Mini-MissleLauncher: A smdl mini-missile
launcher, holding two (2) mini-missles, is mounted above
the right shoulder.

Primary Purpose: Anti-Aircraft

Secondary Purpose: Defense

Missle Type: Any mini-missile can be used, but standard
issue is armor piercing (1ID4x10 M.D.) or plasma
(1D6 x 10). Fragmentation will be used for anti-personnel
operdions.




Mega-Damage: Varies with missile type.
Range: Usudly about a mile.

Rate of Fire One or two.

Payload: Two

3. Energy Riflesor Light Rail Guns and other normal wegpons
can be subdtituted in an emergency or as a back-up weapon.
Soace limitations and the bulk of the armor limit additiona
wegpons to one. The weapon can only be fired by the left
hand, thus dl right-handed pilots are —2 to drike.

4. Hand to Hand Combat: Rather than use aweapon, the pilot
can engage in mega-damage hand to hand combat. SeeBasic
and Elite Power Armor Combat Training in the Robot Combat
section of Rifts, page 45. All dbilities are the same except
as follows.

—1 to dodge penalty.

Norma Punch 1D6+1 M.D.
Claw Punch 2D4 M.D.

Claw Power Punch 2D6 M.D.
Claw Crush or Tear 1D6+1 M.D.

5. Snsr Sytem Note The X-10 Predator has full opticd

systems including laser targeting, telescopic, passive night
vison (light amplification), thermo-imaging, infrared, ul-
traviolet, and polarization. Plus dl other features common to
al power armor.
Sensor Bonuses: +2 to drike is gpplicable to long range
weapon combat only, not hand to hand. See Power Armor
Combat Training in the Robot Combat section for other
bonuses.

Triax X-1000

Ulti-Max Power Armor

The X-1000 Ulti-Max is the most powerful form of power
amor ever developed by pogt-rifts technology. Some fed that
it rivals the famous Glitter Boys in sheer firepower and armor.
Many argue that the Ulti-Max is not power armor &t all, but a
super sophiticated, miniaturized robot. Mogt congder it to be
power armor because of its size of under 20 feet and weight of
2.5 tons, super light when compared to mogt robot vehicles,
However, the pilot does gt a a control console and the armor
is completely automated. Regardless of whether it is a robot or
power armor, the Ulti-Max is a fabulous war machine, offering
dl-terrain cgpabilities, heavy armor, and vast firepower. Chi-
Town has purchased 24 to add to its own mechanized forces,
againg Tolkeen, and another 12 to be field tested in the western
wastelands. The Ulti-Max is a pivotd infantry unit in the army
of the New Republic.

The X-1000 Ulti-Max is S0 devadating that Chi-Townis con-
sidering outlawing its sde to independent, non-CS purchasers.
The fear is that in the wrong hands the X-1000 could present a
serious threat to the security of the Codlition States. Thedecision
to ban the unit from the generd market is pending, but likely
to pass (this will not please the New Republic). The Emperor
had even consdered purchasing a divison of the robots for the
Codlition States, but has decided to wait and try to develop their
own super-amor rather than become dependent on a powerful
foreign nation.
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X-1000 Ulti-Max Power Armor

Modd Type PA-X-1000
Class Strategic Armor Military Assault Suit
Crew: One
M.D.C. by Location:

Rear Exhaust Tubes (2) — 50 each

Rear Boogter Jet (1) — 50

VX-180 Maxi-Rail Gun (1) — 100

VX-180 Laser (1) — 15

VX-180 Targeting System (1) — 20

Mini-Missle Shoulder Launchers (2) — 150each

Forearms (2) — 120 each

Upper Arms (2) — 100 eech

Legs (2) — 200 each

Head Spotlight (1) — 10

Communications Clugter (1, top, rear) — 30

*Heed Sensors (top) — 70

**Main Body — 400

Force FHdd — 100

Reinforced Pilot's Compartment — 80

* Degtroying the sensor head of the power armor will diminate
dl forms of optical enhancement and sensory systems. The pilot
must now rely on his own human vision "and senses (and the
VX-180 rail gun's targeting system). No power armor combat
bonuses to drike, parry, and dodge (rail gun bonuses are ill
applicableif intact). Note The sensor head isasmall and difficult
target to hit (shielded by exhaust tubes and shoulder plating).
Thus, it can only be hit when a character makes a called shot
and even then the attacker is —4 to drike.

**Depleting the M.D.C. of the main body will shut the armor
down completely, making it useless. Note: Destroying the boos-
ter jet will not significantly impair the X-1000’s movements;
reduce maximum speed to 40 mph (64 km) and suffers a penaty
of - 1 to dodge.

Fedd

Running: 44 mph (70 km) maximum. Note that the act of running
does NOT tire out its operator. Cruising Speed isamore cautious
35 mph (56 km). Well suited for mogt terrains including under-
water. Not well suited for climbing or mountain terrain, although
the rear booder jet is helpful in maintaining stability on uneven
ground and against concussions from enemy bombardment.
Leaping: Not possble!

Flying: Not possblel The rear rocket system is provided to add
gability and balance, nothing more.

Satidical Data

Height: 16 feet (4.9 m) from head to toe, but the large exhaust
tube extends to about 20 feet (6 m).

Width: 9 feet (2.7 m)

Length: 6 feet 6 inches (1.9m). Weight: 2.5 tons

Physicd Strength: Equa to aP.S. 40

Cargo: Smdl area for the pilot's personal items, as well as a
weapon bin that has room for one rifle, one pigtal, light body
armor, and canteen and food rations (4 week supply). A two
gdlon water cooler is built into the unit.

Power System: Nuclear; average energy life is 20 years.

Black Market Cogt: 22 million credits average, but has been

known to sl for twice as much from time to time, for a new,
undamaged, fully powered suit, complete with the V' X-180 Maxi-
Ral Gun and mini-missiles. Poor availahility.



Weapon Sysems
1. VX-180 Maxi-Rail Gun (1): This s the sandard wegpon for

the X-1000 Ulti-Max and is one of the most powerful long-
range rail guns manufactured in the world. The wespon is
hooked directly to the armor’s nuclear power supply eiminat-
ing the need of an external power pack. Other rail guns can
be substituted in an emergency.

Primary Purpose: Assaullt

Secondary Purpose: Defense

Weight: Gun: 350 Ibs (157 kg), One VX-180 Ammo-Drum:
200 1bs (90 kg); two ammo-drums are standard.
Mega-Damage: A Burst is 40 rounds and inflicts 1D6 x 10
M.D.; can only fire bursts.

Rate of Fire Equal to number of combined hand to hand
attacks (usualy 4-6).

Maximum Effective Range: 6000 feet (1828 m)

Payload: 4000 round drum; that's 100 bursts. The second
drum feeds immediately after the first drum is exhausted.
Reloading a drum will take about 5 minutes for those not
trained, but a mere one minute by somebody trained in the
use of power armor; a strength of 26 or higher is required.

Spoecial VX-180 Features. 1) The rail gun has its own laser

targeting and radar tracking system built into the wesapon
itsdf (the large round cylinder). Range: 6000 feet (1828 m).
Bonuses: +2 to drike, +1 to parry and dodge.

2) A varigble light frequency laser (the smaler cylinder).
The laser draws its power from the power armor itself, but
ds0 has an auxiliary energy-clip in case of an emergency.
E-clip payload: 40 shots. Mega-damage: 2D6 M.D. Range:
4000 feet (1200 m).

2. VX-160 Mini-Missle Launchers (2): A letter box style mini-
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missile launcher is mounted above both shoulders and offers
additional protection to the sensor head, as well as greater
firepower.

Primary Purpose: Anti-Aircraft

Secondary Purpose: Anti-Armor

Missle Type: Any mini-missile can be used, but standard
issue is an equal number of armor piercing (1D4 X 10 M.D.)
and plasma (1D6 x 10). Fragmentation may be used for anti-
personnel operations.

Mega-Damage: Varies with missile type.

Range: Usually about one mile (1.6 km).

Rate of Fire One, or in volleys of two, four, or six.
Payload: 15 of each, 30 total.

Hand to Hand Combat: Rather than use a weapon, the pilot
can engage in mega-damage hand to hand combat. See Basic
and Elite Power Armor Combat Training in the Robot Combat
section of Rifts, page 45. All ahilities are the same except
as follows:

Restrained Punch 1D4 M.D.

Full Strength Punch 2D4 M.D.

Power Punch 3D6 M.D.

Legps and Kicks are not possible.

. Snsor System Note: The X-1000 Ulti-Max has full optical

systemsincluding laser targeting, telescopic, passve nightvi-
son (light amplification), thermo-imaging, infrared, ul-
traviolet, and polarization. Plus al other features common to
al power armor.
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Sensor Bonuses: + 2to strike gpplicableto long-range weapon
combat only, not hand to hand. +1 to dodge. Does not
include VX-180 rail gun bonuses. See Power Armor Combat
Training in the Robot Combat section of Rifts for other
bonuses and pages 211 and 212 for standard power armor
systems.

5. Rechargeable force-field: One of the most impressive fea-
tures is the mega-damage capecity force-field generator that
is an integral part of the overdl system. The force field can
be engaged a any time, usudly a the beginning of heavy
combat, thus letting the rechargeable field take the brunt of

theinitial combat damage. The two drawbacks that the laser
e ¢ ' cannot be fired when the fidd is engaged and the recharge

period for an M.D.C. depleted field is 24 hours.

Depleting the 100 M.D.C. of the force field will automat-
icaly shut the field generating systemdown and &l subsequent
damage is subtracted from the body of the X-1000. A depleted

J force field requires a full 24 hours to regenerate to full cap-
3 7 acity. Even minor damage (25 M.D.C. or less) will require
eight (8) hours to restore to full power.




Triax X-500
Forager Battlebot -

The Forager is an older style assault robot known for its
dependability and firepower. It is equally excelent for travel,
and combat. The X-500 is ds0 excdlent for congtruction and
mining operations.

X-500 Forager Battlebot
Modd Type: X-500
Class. Ground Infantry Assault Robot with multiple capabilities
Crew: Two; pilot and copilot, and can accommodate two pass-
engers
M.D.C. by Location:

Medium Range Missle Launchers (2) — 130each

Bedly Gun Turret (1) — 100

Hands (2) — 60 each

Forearms (2) — 100 each

Upper ams (2) — 140 each

Legs (2) — 200 each

Spotlight (1, head area) — 10

Small Headlights (2, shoulder area) — 5 each

*Head Sensors (1; smdl circle) — 70

**Main Body — 450

Reinforced Pilot's Compartment — 100

* Destroying the sensor head of the bot will diminate al
forms of opticd enhancement and sensory systems. The pilot
must now rely on his own human vision and senses; no bonuses
to drike, parry, and docge. Note The sensors are a small disk
in the head area and is a difficult target to hit. Thus, it can only
be hit when a character iakes a called shot and even then the
attacker is —4 to drike.

**Depleting the M.D.C. of the main body will shut the armor

down completely, making it useless.
Soed

Running: 60 mph (96 km) maximum. Note that the act of running
does NOT tire out its operator. Cruising speed isamore cautious
35 mph (56 km). Well suited for most terrains including under-
water. Not well suited for climbing or mountainterrain. Excellent
for mining (digging) and construction operations.

Leagping: 10 feet high or across from a dtationary postion; 20
feet (6 m) high or 30 across (9 m) with arunning start.

Flying: Not possible.

Statigtical Data

Height: 29 feet, 5 inches (9 m)

Width: 15 feet (4.6 m)

Length: 12 feet (3.7 m)

Weight: 28 tons fully loaded, 22 tons without missiles and laun-
chers.

Physical Strength: Equal to a P.S. 40

Cago: Smal area for the pilot's persond items, as well as a
weapon bin that has room for four rifles, four pistols, four suits
of body armor, a dozen fragmentation grenades, and canteens
and food rations (4 week supply). A smdl refrigeration unit and
100 gallon water cooler is built into the robot.

Power System: Nuclear, average energy life is 20 years.

Black Market Cogt: 22 million credits for a new, undamaged,
fully operational combat unit, complete with missiles. Fair avail-
ability. 13 million for the labor and exploration models, but
without the missile launchers (have belly gun).
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Weapon Sysems

1 Dua Shoulder, Medium Missle Launchers (2): Eight
medium range missiles are housed in alauncher above each
shoulder. Both launchers are capable of 180 degree upward
rotation.

Primary Purpose: Anti-Armor
Secondary Purpose: Anti-Aircraft

Misslle Type: Any medium missile can be used, but standard
issue is armor piercing (2D4x10 M.D.; multi-warhead
whenever possible) or plasma (2D6 x 10). Fragmentation may
be used for anti-personndl operations.

Mega-Damage: Varies with missile type .

Range: Usudly about 40+ miles (64 + km).

Rate of Fire One a atime or in volleys of two or four.
Payload: 16 missiles

2. lon Bdly Gun Turret: The double-barrdled ion blaster is

designed to counter ground troops and rotate 90 degrees in
al directions. The turret can fire one of its guns or both
simultaneously. Also note that the entire upper torso section
of the X-500 Forager can rotate 360 degrees, which means
it can turn completely around without having to moveits feet.
Primary Purpose: Assault

Secondary Purpose: Defense




Mega-Damage: 4D6 M.D, per sngle blast or 1D4 x 10 per
dua smultaneous blast

Rate of Fire Equd to number of combined hand to hand
attacks (usualy 4-6).

Maximum Effective Range: 4000 feet (1200 m)

Payload: Effectively unlimited.

3. Hand to Hand Combat:Rather than use a weapon, the pilot
can engage in mega-damage hand to hand combat. SeeBasic
and specific Robot Combat Training in Rifts, pages 44 and
45. All dhilities are the same as the UAR-1 Enforcer except
as follows:

Crush, Pry or Tear: 2D4 M.D.
Dig: 2D6 M.D.
Stomp: 2D4 M.D.

4. Smsr Sysem Note The X-500 Forager has full opticd
systems including laser targeting, telescopic, passive night
vigon (light amplification), thermo-imaging, infrared, ul-
traviolet, and polarization. Plus dl other features common to
most robots. See Rifts, page 214.

Triax DV-12 Dyna-Bot

The DV-12 Dyna-Bot was created to function as an expendable
substitute for human troops. The wilds of Europe are even more
fraught with danger and mongters than the American continents.
Thus, human life is a precious commodity that can not be call-
oudly discarded inwar. The present DV-12 Dyna-Bot is the most
recent in along line of man-gze robots and represents decades
of technological development.

Dyna-bots are used by the New Republic, not only as infantry
troops, but as avast force of exterminators sent on long journeys
throughout Europe for the express purpose of terminating intel-
ligent dien life forms. Literally millions of dyna-bots have been
sent into the wastdlands to purge the land. Sometrave in smdl
squads or platoons, while others roam the countryside done or
inpairs.

The orientations of the dyna-bots are either combat or labor.
The Codition States have authorized the importation of labor
units, not realizing that the bots are identical except for the
programming. It is a very smple matter to convert a DV-12
labor bot into a combat dyna-bot, egpecidly with the correct
program, which has been made available to the Black market!

Triax Dyna-Bot
Robot/artificial intdligence
Modd Type DV-12
Class Fully Automated Sdlf-Sufficient Assault Robot
Crew: None; atificia intelligence
M.D.C. by L ocation:
Hands (2) — 15 each
Arms (2) — 40 eech
Laser Finger (2; one on each hand) — 2 each
TX-30 lon Pulse Rifle (1) — 5
Legs (2) — 60 each
*Head — 40
**Main Body — 180
* Destroying the head of the robot will eiminate al optics
and sensory systems. In most cases the robot shuts down as a
safety feature. However, in some cases, about one in ten, the
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robot continues to fight, blasting blindly until its ammunition is
expended and even then it will continue to grope around, lashing
out and hitting anything it touches. Under these conditions the
robot enjoys no combat bonuses and is —9 to drike, parry, or
dodge! Note The head is a smdl and difficult target to hit,
especidly on amoving target. Thus, it can only be hit when a
character makes a called shot and even then the attacker is - 2
to drike.

**Depleting the M.D.C. of the main body will effectively
destroy the bot, shutting it down completely/useless. Note: Ad-
ditiona body armor or power armor can NOT be worn by dyna
bots.

Fed

Running: 120 mph (192 km) maximum. Note that the act of
running does NOT tire the robot and speed can be maintained
indefinitely. Legping: The robot'slegs, athough strong, are not
designed for leaping. Legps are limited to approximately 12 feet
(3.7 m) high or across. A running leap at gpeeds in excess of
60 mph (96 km) will enablethe bot to leap 2D6 + 6 yards/meters.
Flying: None, without the addition of a conventiona jet pack
or vehicle,

Range: The nuclear power pack givesthe dyna-bot approximately
five years of life, even under the most strenuous and constant
amount of use.

Satidical Data
Height: 7 feet, 4 inches (2.2 m)
Width: 3 feet (0.9 m)
Length: 3 feet (0.9 m)
Weight: 500 Ibs (175 kg)
Physica Strength: Equal to aP.S. 40
Cargo: None
Power System: Nuclear; average dyna-bot energy life is five (5)
years.
Black Market Cogt: Four million credits for a new, undamaged,
fully powered unit, complete with combat program, assault rifle
and bot wegpon systems. Rarely available. Three and a half
million credits for alabor version, with no assault rifle or apparent
wegpon systems (concealed) and no combat program; program-
med for labor. The labor program makes the dyna-bot dow and
docile; reduce maximum speed, attacks/actions per melee, and
al bonuses by half. DV-12 Combat program costs 500,000 cre-
dits.

Weapon Sysems

May vary from dynabat to dyna-bot. The following is the stan-

dard DV-12 commonly available in North America

1. TX-30 lon Pulse rifle is the standard issue weapon in the
Americas, but any type of assault rifle or light rail gun can
be used.

2. Laser finger gun (2): One of the fingers on each hand is a
smal laser that can be used as atool or as a weapon.
Primary Purpose: Assault
Mega-Damage: Three settings: 1D6x10 S.D.C., or 1D6
M.D., or 2D6 M.D. per finger. The two fingers can be fired
smultaneoudy a the same target (double damage) but only
on an amed shot.

Rate of Fre: Equd to the total number of hand to hand attacks;
aimed, burst, wild; see Modern Wegpons Proficiencies.
Effective Range: 2000 feet (610 m)

Payload: Effectively unlimited.

Bonus +1 to drike.
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3. Concedled Partide Beam Rod (light): A particle beam =, &
Weelpon;:o neeeled in one of thelegs and powered by the bots Bonusess Include dl bonuses from programming, robotics and
fuclear battery. sensors. +4 oninitiative roll, + 3 to strike with an automatic

%ﬂ%%_ffsﬁ-?im't rifle, energy pistol, or energy rifle (sse W.P. skills); +4 to
M—e'-g—b s. (5D692r 6 grike on an amed shot, +6 to strike with vibro-blades or
'F?%;ei_i@nu%? ect (488 m) hand to hand atack (punch, kick, etc.), +7 to parry with
m Attack: Equal to the number of hand to hand attacks. figslarmsg/foot, + 8 to parry with vibro-blade, knife or szvo_rd;
—a"l%aa'—ETf_. ey unlimited +8 to dodge, +6 to parry and dodge attacks from behind
Payload: Effectively unlimited. (motion and sound detectors), + 4 to roll with impact or fall,
+6 to pull punch. Impervious to poison gas, and biologica
agents, as well as psionic and magic mind control, charms,
bio-manipulation, and S.D.C. attacks.

4. Chemical spray from the mouth: Inside the mouth is aspray
unit that can release a variety of toxic mists. Comba modds
are usualy eguipped with tranquilizer/sleep Spray or tear gas

(same as bionics; Rifts, page 240). Total of 60 doses 6. Sensor Systems of Note _ o
5. Hand to Hand Combat: Rather than use a weapon, the Optics: The dyna-bots have full optica systems, including

dyna-bot can engage in mega-damage hand to hand combat the visible light spectrum, infrared, ultraviolet, and polariza-

using its fists or vibro-blades. S (6) attacksper melee! Equal tion, passive nightvision (light amplification), thermo-imag-

to Hand to Hand Martia Arts. ing, laser targeting, and telescopic. Telescopic opticsfunction

Damage like built-in binoculars with arange of about two miles (3.2
Controlled S.D.C. punch: 2D6+ 25 S.D.C. km). All the other optic systems have arange of about 3000
Full mega-damage Punch, ebow, knee, or body block: feet (914 m).
2D6 M.D. . Amplified Hearing: Can hear sounds as quiet as 10 de-
Power punch, counts as two atacks. 4D6+4 M.D. cibels as far away as 500 feet (152 m). Can aso hear in the
Head butt: 1D6 M.D. ultrasonic range of high frequency sound. The computer is
Kick: 1D8 M.D. programmed to recognize 50,000 different sounds, from bird
Jump Kick: Double damage (2D8 M.D.) chirps to the sound of a car engine or hum of an energy rifle.
Judo style throw/flip: 1D4 M.D. Adds to bonuses to gtrike, parry and dodge (see bonuses).
Lesp attack Mation Detector: 200 foot radius (61 m), adds to ability
Critical Strike on a natural rall of 19 or 20. to parry and dodge (See bonuses).



Radio Communication: Medium range, wide band, direc-
tiona radio. Range: 40 miles (64 km). Can scan and communi-
cate via Techno-can, American, and Euro languages on con-
ventiona radio channels/frequencies; same range. Can dso
eavesdrop on enemy transmissions and track transmissions
(60% success level) to their source. Range: 10 miles (16 km).
Note Understands American/English, Euro, and Techno-can
languages; can identify al others but can not understand or
communicate in them.

Foech: Full synthesized voice system and loudspesker.
Can smulate questions and dialogue about as well as any
basic computer and give averbd response. Note: The dyna
bots are programmed to lie about strategic information and
to taunt interrogators.

7. Combat Skill Program: W.P. sword, W.P. knife, W.P.
automatic rifle, W.P. energy pistol, W.P. energy rifle, W.P.
paired wegpons. means can use two hand held weagpons or
vibro-blades in one simultaneous attack (double damage,
counts as one attack/melee action) or atack with one and
parry with the other. Hand to Hand: Martial Arts equa to
10th leve skill (See number 5 for bonuses).

Other skills from the combat program: Rilot hover craft
96%, pilot jet pack 80%, pilot boat 80%, radio: basic 96%,
intelligence 90%, land navigation 90%, track (humanoids)
80%, prowl 50% (includespendties), gymnastics, climb 96%/
86% (5x faster than the average humanoid). Languages in-
clude: American, Euro, and Techno-can esch at 96%; basic
math 96%.

Programming and memory enables the dyna-bot to iden-
tify al known enemy forces of the New Republic (CS is not
included). Includes the identification of 5000 different enemy
targets, including specific races, mongters, aiens, non-human
features and powers, insignia, uniforms, enemy robot and
vehicle designs, acts of aggression, and notorious enemies
of the Republic. Combat programming directs the actions and
reactions to encounters and atacks. The dyna-bot is fast,
deadly, often silent, and cunning.

Labor Program: Remember, speed, attacks/actions per
melee and bonuses are al reduced by half! Common kills
Radio: basic 96%, cooking 90%, preserve food 90%, sewing
90%, first ad 90%, basic eectronics 90%, automotive
mechanics 50%, demoalition and disposal 90%, pilot hover
craft 90%, and pilot truck 90%. Languages include: Amer-
ican, Euro, and Techno-can, each a 96%; basic math 96%.
NO hand to hand combat or wegpon proficiencies; can not
even use agun (it's againgt its prime directive). Note Asa
[aborer, the bots never tire and can carry 2000 pounds/one
ton and lift two tons!

Other Bots
NG-V7 Hunter Mobile Gun

The Hunter Mobile Gun has been one of the Northern Guns
most popular robot vehicles. It is widely used by explorers (and
high-tech bandits and headhunters) in the north and midwest. It
is known for being easy to pilot and a dependable work horse
in the field. Its Howitzer rail gun and mini-missiles makes it
one tough mother in a fight too.

47

Hunter Mobile Gun Assault Robot

Modd Type NG-V7

Class Infantry Assault Robot Vehicle

Crew: Three: One pilot, one copilot and gunner, plus four pass-
engers. Note: The controls are designed <o that the pilot can
handle dl functions if necessary.

M.D.C. by Location:

Hands (2) — 50 each

Forearm Rocket Launchers (2) — 140 each

Upper Arms (2) — 90 each

Legs (2) — 220 each

Rail Gun Turret (1) — 160

Bely Gun (1) — 20

Chest Spotlight (1) — 6

Leg Headlights (2) — 5

*Sensors (four in turret) — 5 each

*¥Main Access Hatch (1; chest) — 75

Emergency Hatch (1; top, rear) — 75

***Main Body — 410

Reinforced Rilot's Compartment — 120

* Destroying dl four of the sensors mounted in the gun turret
will destroy the main radar and targeting system (no bonuses to
grike, parry or dodge). The pilot must rely on his own human
vison and less accurate computer and sensory systems. Note:
The sensor discs are smdl and difficult to hit, especidly on a
moving target. Thus, they can only be hit when a character
makesacalled shot and eventhen theattacker is — 3to strike.

**¥Depleting the M.D.C. of the hatch makes the robot vulner-
ableto entry by theenemy. Theinner hatch hasonly 20M.D.C.

***Depleting the M.D.C. of the main body will effectively
destroy thebot, shutting it down completely, rendering it useless.
Note: The chest spotlight is destroyed when the main body has
suffered 300 points of damage.

Sped

Running: 70 mph (112 km) maximum. Note that the act of
running does NOT tire the robot and speed can be maintained
indefinitely.

Legping: Not recommended because of the weight and dispor-
tionately heavy head/upper body. Legps are possble only from
a running dart and limited to approximately 20 feet (6 m)
lengthwise and height is only five feet or six feet (1.8 m). The
chance offalling is high; roll percentile for every jump/leap.
1-62% likelihood of falling over. Fal causes the NG-V7 to lose
al its attacks for one melee round while the pilot struggles to
stand the bot back up.

Satigical Data

Height: 32 feet (9.3 m)

Width: 19 feet (5.8 m)

Length: 14 feet (4.3 m)

Weight: 34 tons fully loaded.

Physicd Strength: Equal to aP.S. 40

Cargo: Minimal storage space; about four feet (1.2 m).

Power System: Nuclear; average energy life is 20 years.

Black Market Cogt: 40 million credits for a new, undamaged,
fully powered unit, complete with fully functioning weapon sys-
tems. Fair availability.
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Weapon Systems

1. NG-H155 Howitzer Rail Gun (1): The NG-V7's man
weapon is its rapid-fire, automatic, self-loading, Howitzer
ral gun. The big gun can be fired by any crew member, or
the designated crew member assigned as the gunner. The
Howitzer Rail Gun is housed in a protective turret that can
rotate 360 degrees and has a gun arc of 90 degrees up and
down. This gives the wegpon a fair range of angle and can
be used againg ground and air targets. However, it dso means
there is a 20 foot (6 m) blind spot & its feet and a 30 foot
(9 m) blind spot directly above its head.
Primary Purpose: Assault/ anti-armor
Secondary Purpose; Anti-aircraft
Mega-Damage: 1D6 X 10 M.D. per single blast (40 rounds)
or 2D6 x 10 M.D. per double blast (rapid firing of two full
bursts a the same target).
Rate of Fire: Equa to the combined number of hand to hand
attacks (usudly 4 to 6).
Effective Range: 6000 feet (1828 m)
Payload: Two 80,000 round drums; that's 2000 single bursts
per drum (1000 double bursts). The second drum feeds im-
mediately after the first drum is exhausted. Reloading a drum
will take about two minutes, the processis fully automated.

2. Forearm Rocket Launchers (2): Mini-missile launchers are
built into each arm.

Primary Purpose: Anti-personnel
Secondary Purpose: Defense

Mega-Damage: Varies with missile type. Usually fragmenta-
tion (SD6 M.D.) orplasma (1D6 X 10M.D.), butcanbe any.
Range: 2700 feet (822 m) to a mile (1.6 km).

Rate of Attack: One a atime or in volleys of 2, 3, 4, or 6
per melee.

Payload: 18 total, nine (9) per arm.

3. NG-330 Heavy Lasx (1, bely gun): A sngle-barreled laser
is located on the lower torso area of the Hunter. Its primary
use is to digperse enemy ground troops in the blind spot of
the main gun. The turret can rotate 180 degrees downward,
forward and backwards.

Primary Purpose:

: Anti-personnel

Secondary Purpose Defense

Mega-Damage: 5D6 M.D. per blast

Range: 2000 feet (610 m)

Rate of Attack: Four per mdee in addition to the howitzer
attacks.

Payload: Effectively unlimited.

4. Hand to Hand Combat: Rather than use aweapon, the robot
can engage in megadamage hand to hand combat using its
fists. Combat ahilities are identicd to the UAR-1 Enforcer
with the following exceptions.

No power punch!
Leap attacks not recommended.
5. Sensry Sysem: Sandard; see Rifts, page 214.

NG-M 56 Multi-bot

The M56 Multi-bot is Northern Gun's most ambitious and
perhaps, mogt unusua robot vehicle to date. It is designed to
be an al-purpose machine with both light combat and exploration
applications. The robot has a heavy ion cannon mounted in its
mid-section that swings up and forward when needed. A new
style missile launcher is built into the back. When the missiles
are to be launched, two scissor shaped arms swing up and lock
into aV shape. When not needed, the two appendages swing
back down, folded behind the robot (the illustration shows the
launchers locked in firing position).

The shoulder shidds flip out to fire mini-missiles. And a
gunner's hatch is located on the top of the robot, with an NG-101
rail gun mount.

The most unique feature is that the head-like upper body is a
hover craft that can detach from the shoulders and fly away.
The flying head can detach and reattach with ease, athough
reattachment iS the more difficult procedure and requires 1D4
minutes to dock and lock into place. Disengaging from the main
bot is instant, but the missile launchers must be in the down
position.

Some genius & Northern Gun thought this was the robot
vehicle of the future and rushed mass production. Unfortunately,
the multi-bot has not been thoroughly field tested nor has it been
meat with grest enthusiasm by the generd public. The M56
Multi-bot appears to be too strange looking and unconventional
to attract the average robot consumer. Consequently, the current
market price is comparatively low for alight combat/exploration
robot.



NG-M56 Multi-bot

Modd Type NG-M56
Class Ground Assault Robot V ehiclewith multiple capabilities
Crew: Two; pilot and copilot, and can accommodate Six passen-
gers
M.D.C. by Location:
Medium Range Missle Launchers (2) — 100 esch
Shoulder Mini-Missile Shidds (2) — 100 each
lon Cannon (1, mid-section) — 100
Hands (2) — 30 each
Forearms (2) — 90 each
Upper Arms (2) — 100 each
Legs (2) — 200 each
Spotlight (1, head areg) — 10
Headlights (2, eyes) — 5 each
*Sensor Turret (1; left shoulder) — 50
**Main Body — 290
Detachable Hover Craft Upper Body — 190
Reinforced Pilot's Compartment (hover craft) — 110

* Destroying the sensor turret of the robot will diminate dl
forms of optica enhancement and sensory systems. The pilot
must now rely on his own human vision and senses; no bonuses
to strike, parry, and dodge. Note: The sensor turret is a smal
target and is difficult to hit. Thus, it can only be hit when a
character makes a called shot and even then the attacker is — 3
to drike.

**Depleting the M.D.C. of the main body will shut the armor
down completely, making it useless. However, the upper section
can detach and fly away. Note When assigning main body
damage, it is best to divide the damage between the main body
and the upper hover craft portion of the body (a large target).
When the hover craft's M.D.C. is depleted, it can no longer
fly. But may continueto function astherobot's command center.
Fed
Running: 60 mph (96 km) maximum. Note that the act of running
does NOT tire out its operator. Cruising Speed isamore cautious
35 mph (56 km). Well suited for most terrains, including under-
water. Not well suited for climbing or mountainterrain. Excdlent
for mining (digging) and construction operations.

Legping: 10 feet high or across from a dtationary postion; 20
feet (6 m) high or 30 across (9 m) with arunning start.

Flying: The pilot and crew’s compartment is built into the upper
section, which is dso an independent hover vehicle that can
separate from the main body of the robot and fly. The flying
helm can attach and reattach as often as necessary, but the main
body remains immohilized until the hover craft returns. Spead
of the flying helm is 240 mph (384 km) and can reach an dtitude
of 10,000 feet (3050 m); +4 to dodge when flying. It can dso
hover dationary or zoom aong, hugging the surface, about 5
feet (1.5 m) above the ground.

Satidical Data

Height: 26 feet (7.9 m) from head to toe, or 34 feet (10.4 m)
with the missile launchers extended.

Width: 20 feet (6 m)

Length: 19 feet (5.9 m)

Weight: 30 tons fully loaded, 24 tons without missiles.

Physical Strength: Equal to aP.S. 40
Cargo: Smdl area for the pilot's persond items, as wel as a

wegpon bin that has room for four rifles, four pistols, four suits
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of body armor, canteens and food rations (4 week supply). A
smdl refrigeration unit and 100 galon water cooler is built into
the robot.

Power System: Nuclear; average energy life is 18 years.
Black Market Cost: 22 million credits for a new, undamaged,
fully operaiond combat unit, complete with missiles. Good
availability. Lig price was 34 million.

Weapon Sysems

1. Sdsor Medium Missle Launchers (2): Five medium range
missiles are attached to the back of the bot. Eaxh swings up
and locks into aV shape.
Primary Purpose: Anti-Armor
Secondary Purposel Anti-Aircraft
Missle Type: Any medium missile can be used, but standard
issue is armor piercing (2D4 X 10 M.D.) or high explosive
(2D6 x 10).
Mega-Damage: Varies with missle type .
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Range: Usually about a 40+ miles (64+ km).
Rate of Fire: One at atime or in volleys of two or three.
Payload: 10 misdles; five in each launcher.

2. Concealed Shoulder Mini-Missile Launchers (2): Behind

each shoulder shidld is a mini-missile launcher.

Primary Purpose: Assault

Secondary Purpose: Defense

Mega-Damage: Standard issue is fragmentation or high exp-
losive missiles, 5D6 M.D. each.

Rate of Fire: One at atime or in volleys of two or three.
Maximum Effective Range: Haf mile to a mile (1.6 km)
Payload: 18 total; nine in each shoulder.

3. Heavy lon Cannon: The single-barreled ion blaster is de-
signed to counter ground troops. Fixed forward, with a 90
degree angle up and down.

Primary Purpose: Assallt

Secondary Purpose: Defense

Mega-Damage: 5D6 M.D. per single blat.

Rate of Hre Equal to number of combined hand to hand
attacks (usually 4-6).

Maximum Effective Range: 4000 feet (1200 m)

Payload: Effectively unlimited.

4. NG-101 Light Rail Gun (1): The light rail gun is built into
a swivel mounting on top of the flying helm portion of the
multi-bot. The gun can rotate 360 degrees and can point 90
degrees up and down. A gunner must man the gun.

Primary Purpose: Assault

Secondary Purpose: Defense

Mega-Damage: 6D6 M.D. per 30 round burdt.

Rate of Fire Standard; see Modern Weapon Proficiencies.
Maximum Effective Range: 4000 feet (1200 m)

Payload: 1800 rounds (60 bursts).

5. Hand to Hand Combat: Rather than use a weapon, the pilot
can engage in mega-damage hand to hand combat. See Basic
and specific Robot Combat Training in Rifts, pages 44 and
45. All abilities are the same as theUAR-1 Enforcer except
as follows:

No Restrained Punch
No Power Punch
No Legp Kick
6. Robot Sensorsand Features:Standard; sse Rifts, page 214.

NG-W9 Light Labor Bot

The NG-W9 light labor bot was cregted to function as an
inexpensive and expendable substitute for human laborers. The
small bots are ided for working on assembly lines, loading and
unloading freight, warehouse work, construction and other forms
of labor. Since the robots never tire, they can put in 20 hours
of work daily (they should have a cooling period of four hours
to avoid apossble internal systems burnout), and are consistent
in the level of quality they can maintain.

NG-W9 Light Labor Bot
Robot/artificial intelligence
Modd Type NG-W9
Class. Fully Automated Self-Sufficient Labor Robot
Crew: Nong, atificid intdligence
M.D.C. by Location:
Hands (2) — 5 each
Arms (2) — 20 each

Laser Finger (1; one on one hand) — 1

Legs (2) — 40 each

*Head — 20

**Man Body — 100

* Degtroying the head of the robot will eliminate al optics
and sensory systems. In mogt cases the robot shuts down as a
safety feasture. However, in some cases, about one in ten, the
robot continues to fight, blasting blindly until its ammunition is
expended and even then it will continue to grope around, lashing
out and hitting anything it touches. Under these conditions the
robot enjoys no combat bonuses and is —9 to dtrike, parry, or
dodge! Note The head is a smdl and difficult target to hit,
especidly on a moving target. Thus, it can only be hit when a
character makes a called shot and even then the atacker is - 2
to strike.

**Depleting the M.D.C. of the main body will effectively
destroy the bot, shutting it down completely/useless. Note: Ad-
ditiona body armor or power armor can NOTbe wornby bots.
Sped
Running: 50 mph (80 km) maximum. Note that the act of running
doesNOT tiretherobot and speed canbe maintained indefinitely.
Leaping: The robot's legs, athough strong, are not designed for
leaping. Leaps are limited to approximately 12 feet (3.7 m) high
or across. A running leap at speeds in excess of 40 mph (64
kmph) will enable the bot to leap 2D6 yardymeters.

Flying: Not possible.

Range: The nuclear power pack gives the NG-W9 approximately
five years of life, even under the most strenuous and constant
amount of use.

Statidical Data

Height: 8 feet, 4 inches (2.5 m)

Width: 3 feet (0.9 m)

Length: 3 feet (0.9 m)

Welght: 800 1bs (360 kg)

Physcal Strength: Equal to aP.S. 30

Cargo: None

Power System: Nuclear; average bot energy lifeisfive (5) years.
Black Market Cost: Two million credits for a new, undamaged,
fully powered unit, complete with labor program and utility laser
finger. Good availability.

Weapon Sysems
The NG-W9 is not equipped with weapons nor is it program-
med to use weapons, not even blunt weapons such as clubs.

However, it isequipped with autility laser finger tool, and rogue

sientists have been known to convert the bot’s labor program

to a combat program.

1. Las finger gun (2): One of the fingers on one of the hands
is a smal laser to be used as atoal (or as a weapon).
Primary Purpose: Labor, cutting and welding.
Mega-Damage: Three settings: 6D6 S.D.C., 1D6X 10
S.D.C., or 1D6 M.D.

Rate of Fire: Equal tothetotal number of hand to hand attacks.
Effective Range: 100 feet (30.5 m)
Payload: Effectively unlimited.

2. Hand to Hand Actions The labor program prevents the bot
from engaging in any combat action, even sdlf-defense or
defending its master. The bot simply does not know how to
react to combat and will either stand 4ill or continue to do
itsjob. Three actions per melee.




3. Senar Sysems of Note

Optics: The NG-W9 has abasic optical system, including
the visible light spectrum, infrared, ultraviolet, and polariza-
tion.

Amplified Hearing: Can hear sounds as quiet as 10 de-
cibels as far away as 500 feet (152 m). Can dso hear in the
ultrasonic range of high frequency sound. The computer is
programmed to recognize 20,000 different mechanical
sounds, from the sound of a car engine to the hum of a
generator.

Radio Communication: Short range, directional radio.
Range: two miles(3.2km). Note: UnderstandsAmerican/En-
glish, Spanish, and Techno-can languages, can identify al
others but can not understand or communicate in them. The
types of languages known can be changed, but are limited to
three.

Speech: The NG-W9 cannot carry on a conversation but
can respond to smple questions. Remember, they do under-
stand the spoken word of the common languages. Communi-
cates viaradio transmission or voice synthesizer. Limited to
the following:

"Affirmative."

"Negative."

"Does not compute.”
"Error."

"ldentify."

"Work Completed"

"How may | assist.”

"Allow me to assis."
"Come with me."

“Warning! This area is dangerous for humans.”
"Danger! Evacuate the areg!”

4. Labor Program and Skills: Common skills: Radio: basic
9%6%, first ad 90%, basc eectronics 90%, automotive
mechanics 60%, pilot hover craft 90%, and pilot truck 90%.
Languages include: American, Spanish, and Techno-can,
each a 96%; basc math 96%. NO hand to hand combat or
weapon proficiencies; can not even use agun (it's againg its
prime directive). Note: As alaborer, the bot never tires and
can carry 1500 pounds and lift 3000 pounds/1.5 tons!

5. Optional Combat Program: Hand to Hand: Expert equal to
6th level skill. Three (3) attacks per melee, +3 to drike,
+4 to parry and dodge, +5 to dodge running, + 15 S.D.C.
damage, and kick attack (includesrobot bonuses). W.P. blunt,
W.P. knife or sword, W.P. automatic rifle, W.P. energy
pistol, W.P. energy rifle. Damage 1D4 M.D. punch and
body flip, 1D6 M.D. kick; that's it, or by weapon. Can now
use wegpons and has rudimentary soldiering skills.

Other skills from the combat program: Pilot hover cycle
90%, pilot automobile 90%, pilot boat 80%, radio:basic 96%,
land navigation 90%, intelligence 40%, prowl 40% (includes
pendties), climb 96%/86% (3x faster than the average
humanoid). Languages include: American, Spanish, and
Techno-can,each at 96%; basic math 96%. Four of the skills
from the labor program may be added. Cost of Combat
Program: 250,000 credits. Labor program costs 100,000 cre-
dits.

NG-W10 Heavy Labor Bot

The W10 heavy labor bot was created to function as an inex-
pensive and expendable substitute for human laborers especialy
under hazardous conditions such as mining and construction.
Note that the NG-W10 Heavy labor bot sppears to be a tiny
version of the NG-V10 Super robot vehicle. The major differ-
ences are sze, and that the big NG-V10 Super is made to be
piloted by a human being and is not an artificial intelligence.

NG-W10 Heavy Labor Bot

Modd Type NG-W10

Class Fully Automated Self-SufficientLabor Robot

Crew: None; artificid intelligence

M.D.C. by Location:
Hand (1) — 10 Legs (2) — 50 each
Laser-Claw Hand (1) — 30 *Head — 40
Arms (2) — 30 each **Main Body — 150
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* Destroying the head of the robot will eiminate dl optics
and sensory systems. In most cases the robot shuts down as a
safety feature. However, in some cases, about one in ten, the
robot continues to fight, blasting blindly until its ammunition is
expended and even then it will continue to grope around, lashing
out and hitting anything it touches. Under these conditions the
robot enjoys no combat bonuses and is —9to srike, parry, or
dodgel Note The head is a smal and difficult target to hit,
especidly on a moving target. Thus, it can only be hit when a
character makes a called shotand even then the attacker is — 2
to strike.

**Depleting the M.D.C. of the main body will effectively
destroy the bot, shutting it down completely/usdless. Note: Ad-
ditional body armor or power armor can NOT be wornby bots.
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Running: 40 mph (64 km) maximum. Note that the act of running
does NOT tire out its operator. Cruising speed isamore cautious
25 mph (40 km). Well suited for most terrains, including under-
water, mining, climbing, and mountain terrains. Excdlent for
mining (digging) and congtruction operations.

Digging: 1D6 X 5 yards/meters of tunneling per hour. Mining is
dower because the bot is looking for minera deposits.
Leaping: 10 feet high or across from a stationary position; 20
feet (6 m) high or 30 across (9 m) with arunning start.

Flying: Not possible

Range: The nuclear power pack gives the NG-W10 approxi-
mately five years of life, even under the mogt strenuous and
congtant amount of use.




Satigical Data

Height: 10 feet, 5 inches (3.5 m)

Width: 4 feet (1.2 m)

Length: 3 feet (0.9 m)

Weight: 1200 lbs (540 kg)

Physical Strength: Equal to aP.S. 36

Cargo: None

Power System: Nuclear; average botenergy lifeisfive (5) years.
Black Market Cogt: Four million credits for anew, undamaged,
fully powered unit, complete with labor program and utility laser
hand. Good availability.

Weapon Sysems

TheNG-W10 is not equipped with weapons nor isit program-
med to use weapons, not even blunt weapons such as clubs.
However, it is equipped with a utility laser limb (left hand), and
rogue scientists have been known to convert the bot's labor
program to a combat program.

1. Laser-Claw Hand (1): The left hand is a powerful, three
finger claw used for digging through and pulverizing rock
(mining). The same arm has a heavy laser dso, for cutting
through rock and debris, as well as congtruction.

Primary Purpose: Labor, mining, cutting and welding.
Mega-Damage: Four settings: 1D6 X 10 S.D.C., 1D6 M.D.,
2D6 M.D., or 4D6 M.D.

Rate of Fire: Equal to thetotal number of hand to hand attacks.
Effective Range: 200 feet (61 m) is the standard setting, but
a smple physical adjustment can change the range to 2000
feet (610 m).

Payload: Effectively unlimited.

2. Hand to Hand Actions The labor program prevents the bot
from engaging in any combat action, even sdf-defense or
defending its master. The bot Smply does not know how to
react to combat and will either stand il or continue to do
its job. Note: Four actions per melee. See combat for claw
damage.

. Sensor Systems of Note: Are identical to the NG-W9.

. Labor Program and SKills. Are identical to the NG-W9,
plus mining program, which includes data on how to build
tunnels, bracewalls and cellings, ventilation, excavation, and
aminera program that enables the bot to identify fossil fuels,
natural gas, and 600 different minerals. Note: As a laborer,
the bot never tires and can carry 2000 pounds and lift 4000
pounds/2 tons!

5. Optional Combat Program: Hand to Hand: Expert equal to
6th level skill. Four (4) attacks per melee, +3 to strike, +5
to parry and dodge, +5 to dodge running, +25 S.D.C.
damage, and kick attack (all include robotics bonuses). W.P.
blunt, W.P. knife or sword, W.P. energy pistol, W.P. energy
rifle, W.P. energy heavy.

Damage
Punch (right hand) 1D6 M.D.
Punch (left claw) 2D4 M.D.
Power Punch (claw) 3D4 M.D.
Crush, Pry or Tear: 2D6 M.D.
Dig: 2D6 M.D.
Power Dig: 3D4 M.D.
Kick: 1D6 M.D.
Leap Kick: 2D6 M.D.
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Other skillsfrom the combat program: Pilot hover cycle 90%,
pilot automobile 90%, pilot boat 80%, radio: basic 96%, land
navigation 90%, intelligence 40%, prowl 30% (includes
penalties), climb 96%/86% (3x faster than the average
humanoid). Languages include: American, Spanish, and
Techno-can each at 96%; basc math 96%. Four of the skills
from the labor program may be added. Cost of Combat
Program: 250,000 credits. Mining Labor program costs
150,000 credits.

NG-V10 Super
Robot Vehicle

The NG-V10 is a robot vehicle version of the NG-W10
heavy labor bot. Like the bot, it was designed as a giant robot
ad for humans forced to work under hazardous conditions. Al-
though originally intended for abor in mines and construction,
and the NG-V10 Super has become a favorite among wilderness
adventurers and headhunters.

NG-V10 Super

Modd Type: NG-V10

Class: Ground Labor Robot Vehicle.

Crew: One pilot, with room for one passenger, athough very

cramped.

M.D.C. by Location:
Hand (1, right) — 20
Laser-Claw Hand (1) — 50 *Head — 100
Arms (2) — 75 each **Main Body — 350
Reinforced Pilot's Compartment — 100

* Degtroying the head of the robot will eliminate al optics
and sensory systems, forcing the pilot to rely on his own vision
and other senses. Note: The head is a small and difficult target
to hit, especidly on a moving target. Thus, it can only be hit
when a character makes a called shot and even then the attacker
is —2 to drike.

**Depleting the M.D.C. of the main body will effectively
destroy the bot, shutting it down completely/useless. Note: Ad-
ditional body armor or power armor canNOT be worn by bots.
Sped
Running: 60 mph (96 kmph) maximum. Note that the act of
running does NOT tire out its operator. Cruising gpeed is amore
cautious 25 mph (40 kmph). Well suited for most terrains, includ-
ing underwater, mining, climbing, and mountain terrains. Excel-
lent for mining (digging) and construction operations.

Digging: 1D6 x 10 yards/meters of tunneling per hour. Mining
is dower because the pilot is looking for mineral deposits.
Legping: 10 feet high or across from a dtationary postion; 20
feet (6 m) high or 30 across (9 m) with a running start.
Flying: Not possible.

Range: The nuclear power pack givesthe NG- V10 Super approx-
imately ten (10) years of life, even under the most strenuous
and constant amount of use.

Statidical Data

Height: 20 feet 6 m)  Weight: 18 tons

Width: 10 feet (3 m) Physcd Strength: Equa to aP.S. 40
Length: 8 feet (24 m) Cargo: None

Legs (2) — 150 each

Power System: Nuclear; average bot energy lifeisten (10) years.
Black Market Cost: 15 million credits for a new, undamaged,




fully powered unit, complete with utility laser-claw hand. Good
availability.

Weapon Sysgems

1. Lasx-Claw Hand (1): The left hand is a powerful, three
finger claw used for digging through and pulverizing rock
(mining). The same arm has a heavy laser aso, for cutting
through rock and debris, as wel as construction.
Primary Purpose: Labor, mining, cutting and welding.
Mega-Damage: Four sdttings: 1D6 M.D., 2D6 M.D., 4D6
M.D., 6D6 M.D.
Rate ofFire: Equal to thetotal number of hand to hand attacks.
Effective Range: 2000 feet (610 m). Range can be extended
to 4000 feet (1200 m) with some modification. Cost; 150,000
credits and the wesapon losss its heaviest setting of 6D6.
Payload: Effectively unlimited.

2. Hand to Hand Combat: Rather than use a weapon, the pilot
can engage in mega-damage hand to hand combat. See Basic
and specific Robot Combat Training in Rifts, pages 44 and
45. All abilities are the same as the UAR-1 Enforcer except
as follows:

Damage:
Punch (right hand) 1D8 M.D.
Punch (left claw) 3D6 M.D.
Power Punch (claw) 4D6 M.D.
Crush, Pry or Tear (claw): 3D6 M.D.
Dig: 3D6M.D.
Power Dig: 4D6 M.D.
Kick: 1D8 M.D.
Leap Kick: 2D8 M.D.
Stomp: 1D4 M.D.

3. Snaxr Sysem Note: The NG-V10 Super has full optica
systems, including laser targeting, telescopic, passve night-
vigon (light amplification), thermo-imaging, infrared, ul-
traviolet, and polarization. Plus dl other festures common to
most robots. See Rifts, page 214.

4. Optional Weapon Sydems Rail Gun. For use as a light
combat or exploration unit, the robot is often armed with an
NG-202 or TX-500, or other largerail gun. A separate power
pack can be hooked onto the back of the robot or thebot’s
own nuclear power source can be tapped to provide the neces-
sary energy. Generaly, maximum firepoweris desired from
such aweapon. Cog islimited to the expense of the rail gun.
Tapping intothe robot’s power will cost about 70,000 credits.

5. Optional Weapon Sysems Concedled Particle Beam or
Plasma Rod: A particle beam or plasmaweapon is conceded
in one of the legs and powered by the bot's nuclear engine.
Primary Purpose: Assault

Weight: 50 Ibs (22.7 kg)

Mega-Damage: Particle Beam 6D6+ 6 M.D., or Plasma 5D6

M.D.

Range: Particle beam 1600 feet, Plasma 2000 feet (610 m)

Rate of Attack: Equal to the number of hand to hand attacks.

Payload: Effectively unlimited.

Cogt: Wegpon system and integration into robot's power

source; 200,000 credits.

The Coalition's
View on Robots

The Codition States will not alow the average citizen, mer-
chant, or corporation to own or operate a robot or robot vehicle
within city limits. In some cases, ownership of abot is declined
anywhere within the Codition States’s territories. Only CS
sanctioned and approved corporations are alowed to use robots
in their business. All such robots must be registered with the
CS. The robot's owner is respongible for any damage or death
caused by a rogue bot and must pay redtitution to the CS and
al injured parties. A seriousincident or numerous accidents may
lead to the suspension of the company’ srobot license and possible
financia ruin. It is the CS government and military who domi-
nates and controls the use, operation, and manufacturing of
robots, as well as most aspects of industry within the states.

Even the wealthy and influential are sddom given permission
to own a robot of any kind within the city. Theoretically, one
can own bots for recreationa purposes as long as they keep them
outside the city limits. However, in practicality, any citizen who
purchases and keeps a robot is consdered a potentia threat,
radical, activist, or eccentric, and is kept under surveillance by
the secret police.

Travelers wishing to enter a Codition city must abide by the
laws of the Codition States or be declined entry. All robots
must be placed into Sorage outsde the city limits. The same is
true of power armor. One wishing to enter the city must place
their power armor and/or bot into storage at a CS or privately
owned robot storage facility. Mega-damage and S.D.C. wegpons
and body armor can aso be stored at such a location. Likewise,
borgs with weagpon systems of any kind are always prevented
from entering a city unless they submit to a full examination
(1-20% chance that a concedled weapon will be overlooked) and
weapon neutralization.Weapon neutraization is when a borg
agress to have his weapon systems temporarily removed or dis-
engaged/disconnected. The CS will provide the service of
weapon remova or neutralization (disconnect the weapon), but
the borg must pay for the service; approximately 5000 to 10,000
credits per each weapon (the higher price is gpplicable to the
removal of major and complicated weaponry). Absolutely no
form of mega-damage armor or weaponry is alowed into Chi-
Town or any other mgor CS metropolis! Nor are SD.C. .
weapons and armor allowed.

The Burbs

Some of the smdler towns and cities, especidly in the outly-
ing, wilderness areas, may make exceptions to the rule or have
less drict enforcement of the law. A few of the most isolated
CS towns and cities will have a specid mall-like area on the
edge of town reserved for wilderness travelers, adventurers, and
traders. Such malls will cover a least three city blocks. The
largest gpans a dozen blocks, and offers just about every type
of legal merchant operation, goods and services, imaginable,
including armor repair and hotels.

Many of the CS cities (not as often true of towns) will aso
have their own Burbs; one or more unofficial communities a
few miles away from the city itself. The burbs are usually shanty
towns only loosdy affiliated with the neighboring city. The
people who inhabit the burbs are not considered to be CS citizens,



but instead are considered to be riff-raff, vagabonds, drifters,
nomads, the impoverished, and trouble makers. Many are likely
to be the hopeful humans waiting to become a CS citizen and
a member of the city, but the waiting ligs are long and the
government is dow and indifferent to these peopl€'s plight.

The Codlition's presence is felt in the burbs by way of military/
police patrols monitoring town activities. Their primary purpose
isto make certain that things do not get out of hand and escdate
to apoint that they may represent athreat to the city. Lawlessness
and the black market thrive in the burbs, where the city's laws
and redtrictions are seldom enforced. Here travelers are rarely
required to storetheir arms and armor. Bots, borgs, power armor,
weapons, D-Bees and mutants openly walk the streets. Of course,
bad things tend to happen to non-humans, practitioners of magic,
and the blatantly criminal (and not aways at the hands of the
CS or black market).

Some shops and hotels, most gambling houses and body chop-
shops, will require that a person disarms before entering their
establishment and armed guards will be posted at the door to
enforce thispolicy. Still, mogt places in most burbs do not have
any redrictions. But even in the burbs, the Codlition can enforce
the CS’s laws and ordinances about the storage of mega-damage
weapons and equipment. Frequently, this isjust a ploy to get
paid abribe to look the other way, or a device used to intimidate
a potentid trouble maker. However, such threats are not to be
taken lightly. It is best to pay the bribe or politely back down
when challenged by a CS official, be he soldier, dog pack, or
officer.

The CS forces assigned to the burbs are notorioudy tough,
mean, and omnipotent. A vigting group or individua, or even
aresident, may be deemed undesirable by the Codition forces
for any reason. Should this happen, the CS troops will demand
they leave the establishment, town, or entire area. They may
even excort (forcibly, if necessary) the offending party miles
away fromtown or, in extreme cases, to the State line. Resistance
is generaly not gppreciated and can lead to a bruta beeting, a
brief time of imprisonment in the locd jail and/ora 1D6 x 1000
credit fine (or time served). The less fortunate may find their
property permanently confiscated (becomes the property of the
State), along with the beating, fine and imprisonment. The least
fortunate are the fools who decide to engage in mega-damage
combat with officers of the law. The use of mega-damage force
is conddered reprehengible and the troops have the authority to
terminate the offender on the spot (even if they provoked the
fight). If a CS citizen or law enforcer is serioudy hurt or killed,
dog packs and troops will be dispatched to hunt the criminal/spy/
traitor down to be killed, then and there (usually the case), or
captured for a speedy trial and public execution. Such isthe law
in the burbs.

Robot and Armor Repair

The black market, CS malls, some burbs, and some of the
larger Codition and non-CS communities offer repairs for body
armor and robotics. Still, availability is pretty limited. Only the
most industrialized places have such facilities. A good rule of
thumb is if the community can provide bionic services or sdls
robots and/or power armor, they can repair mega-damage armor
and robots, not always, but often. Unfortunately, places with

this level of technology are not al that common or easily acces-
shle.

Known repair facilitiesin the Coalition States: All the CS
capita cities and mgjor industrial communities can provide such
services, if not by the CS, by the black market operating in the
burbs or nearby shanty town.

Other known places with high-tech repair facilities are
Northern Gun (Ishpeming Michigan), the Manistique Imperium
(dso Upper Michigan), the Free State of Lazlo (Toronto,
Canada), Tolkeen (Minnesota), Whykin (Missouri), Kingsdale
(Missouri), Fort El Dorado (Arkansas), and the Pecos Empire
(Texas bandits).

Cog of Repair

The cogt of repair can vary subgtantially from place to place
by as much as 200%. The CS, Black Market, and Manigtique
Imperium al usualy charge the same prices, or dosetoit (10%
to 30% difference at times). Northern Gun will usualy have
prices at 10% less than their big competitors. All others will
charge according to the availability of parts and manpower.
Prices will vary by as much as 50% to 200% higher than list
price. Depending on circumstances (and GM discretion), the
specific service needed may not be available, may cost even
more than 200%, or require weeks or months of waiting even
a CS facilities. Note: Such services may be suspended by the
CS during periods of war (like the impending Tolkeen conflict)
to prevent the enemy or mercenaries from building their strength.

The following are some standard CS/Black Market prices for
M.D.C. and robotics repairs.

M.D.C. Body Armor Repairs

This is the patching and replacement of mega-damage mater-
id. Repairs cannot exceed the original M.D.C. of the armor.
Plate: 7000 credits per every 10 M.D.C. replaced.

Chain: 5500 credits per every 10 M.D.C. replaced.
Composte Armor: 6500 creditsper every 10M.D.C. replaced.
Plagtic: 6300 credits per every 10 M.D.C. replaced.
Padded: 6200 credits per every 10 M.D.C. replaced.

Power Armor and
Man-Size Robot Repairs

This is the patching and replacement of mega-damage mater-
ial. Repairs cannot exceed the original M.D.C. of the armor and
15% or more of the origina armor must remain intact.

M.D.C. Armor: 8000 creditsperevery 10M.D.C. replaced.
Wings: 40,000 credits each for light wings (30 M.D.C. or less),
60,000 creditseach for heavy wings. Priceincludesingtallation.
Jet Pack: Fat 65,000 credits for dl man-sizejets, ingalation
included.

Optics and Sensors Equivalent to cybernetic or bionic costs,
but add 10%.

Rail Guns Cog of the gun and power pack plus 30,000 for
ingtalation. Add another 20,000 credits to tap into the power
armor's nuclear power.

Weapon Sysems Rocket launcher 50,000 credits, laser or ion
60,000 credits, heavy energy like particle beams and plasma
100,000.

Mini-missles

1200 credits for fragmentation and high explosive.

2400 credits for armor piercing and plasma.



Hand Grenades
70 credits smoke 250 credits high explosve
200 credits fragmentation 350 credits plasma

Robaot Vehicle Repairs

This is the patching and replacement of mega-damage mater-
ial. Repairs cannot exceed the origind M.D.C. of the armor and
15% or more of the original armor must remain intact.
M.D.C. Armor: 40,000 creditsper every 10M.D.C. replaced.
Hand or Foot: 1.5 million credits; 30 M.D.C.
Arm: 3.5 million credits, 80 M.D.C.
Leg: 8 million credits, 200 M.D.C.
Wings 100,000 credits per each smdl, light wing. 200,000
credits per each large, heavy wing. Price includes ingtalation.
This is per each individua wing (1), not per each pair (2) of
wings.
Jet Boogter: 250,000 credits for small jets. 400,000 and up for
largejets. Two million and up to completely rebuild the propul-
Son engine/system.
Hover System: 500,000 and up to rebuild the entire system.
Opticsand Sensors Complete sensor turret with standard robot
sysems (e Rifts, page 214, numbers 2, 3, 4, 5, 6, and 7):
one million credits.
Spoecia Optics

Infrared and Ultraviolet spectrum (500 foot range): 50,000
credits.

Infrared Searchlight (500 ft range): 40,000 credits.

Passive Nightvision (light amplification system): 100,000 cre-
dits.

Targeting Sight (+1 to strike; can only have one): 70,000
credits.

Telescopic: 30,000 credits.

Thermo-imager (2000 ft range): 200,000 credits.

Video Camera System (2000 ft range, with telescopic lens):
110,000 credits.
Rail Guns Robot rail guns are usualy giant Sze and specid
wegpons designed for the bot; these are not the smal power
armor size wegpons. Cod of the gun and connection to the
nuclear power supply: 10 million and up.
Weapon Sysems Mini-missile launcher: Two million credits.
Largefull sze missilelauncher: 10 million and up. Laser cannon/
turret: Four million and up. Heavy energy, like particle beams
and plasma: 10 million credits and up.
Short range missles

2500 credits for fragmentation and high explosive.

5000 credits for armor piercing and plasma.
Medium range missles

25,000 credits for fragmentation and high explosve.

50,000 credits for armor piercing and plasma.

100,000 credits for multiple warhead/smart bomb.
Long range missles

200,000 credits for fragmentation and high explosive.

500,000 credits for armor piercing and plasma

15 million credits for multiple warhead/smart bomb.

Robot Programs for true,
unmanned, robots

This particular service is available at only 10% of the places
that can perform the more standard, physical, robot repairs. Note
that the conversion of a robot’s labor program to a military
program is illega in the Codition States; the pendlty is desth.
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Special Domegtic Program: Adds cook, sew, dance, and play
one musica instrument, al at 75%. Cogt: 40,000 credits.
Spedial DemalitionsProgram (other than for mining): Demoal-
itions and demolitions. digposd skills, both a 75%. Codt:
200,000 credits. An ILLEGAL program!

Standard Light Labor Program: Skillsarelisted inthe descrip-
tion of the Northern GunNG-W9 Light Labor Bot. Codt: 100,000
credits.

Sandard Heavy Labor Mining Program: Skills are listed in
the description of the NG-W10 Heavy Labor Bot. Cost: 150,000
credits.

Soedia Language Program: Adds six languages to the bot’s
knowledge, dl at 94%. Cog: 30,000 credits.

Soecial Literacy Program: Can read and write one specific
language at 94%. Cogt: 100,000 credits. AnILLEGAL program!
Rardly available.

Feciad Mechanics Program: Adds automotive or aircraft
mechanics 50% (meant to be an assistant, not a full mechanic),
locksmith 60%, computer repair 50%, and basic electronics 60%.
Cogt: 70,000 credits.

Seda Medical Program: Badc and advanced math 98%,
chemigry 90%, biology 80%, and paramedic skill 80%. Cost:
200,000 credits. Only available upon CS approva and authori-
zation, otherwise consdered to be an ILLEGAL program!
Soedia Military Program: Skills are listed in the description
of the Northern Gun NG-W9 Light Labor Bot. Cogt: 250,000
credits. An ILLEGAL program!! Not often available in CS ter-
ritory.

Soedial Piloting Program: Adds six piloting skills to the bot's
knowledge, al are at 90%; excludes tank/APC, robot, and power
armor piloting skills. Cogt: 65,000 credits.

Weapons &
Equipment

Wilk's 457
Laser Pulse Rifle

The latest from the design wizards of Wilk's Laser Industries
Inc. The 457 is a rapid-fire pulse rifle that has the trademark
festures of dl of Wilk's high quality wespons. deek, light
weight, black plastic and ceramic construction, long distance
firing range, and reiability in the field.
Weight: 6 Ibs (2.7 kg)
Mega-Damage: 3D6+ 2 M.D. per single shot, or 1D6 x10 per
multiple pulse burst (three Smultaneous shots).
Rate of Fire: Standard, see Modem Wespon Proficiency Section.
Effective Range: 2000 feet (610 m)
Payload: 30 shots standard, or 40 shots long E-Clip.
Bonus to Strike: +1 to strike on an aimed shot.
Black Market Cost: 40,000 credits.

NG-E4 Northern Gun

Plasma Ejector

Another heavy energy wegpon from the people a Northern
Gun. Like most of their weapons, the NG-E4 is abit heavy and




has minimum range capability. Comes equipped with telescopic
sight; can be fitted with any optic system.

Weight: 20 1bs (9 k)

Mega-Damage: 6D6 M.D.

Rate ofFire: Standard, see Modern Wespon Proficiency Section.
Maximum Effective Range: 1600 feet (488 m)

Payload: 10 shots standard clip or 20 shots long E-Clip.

Black Market Cogt: 30,000 credlits.

CV-212
Frequency
Variable Light
Laser Rifle

The latest in the Codition States military armory; developed
by Chi-Town and currently available only to troopsin the Cod-
ition States of Chi-Town, Missouri, and Lone Star. The CV-212
and its robot cousin CV-213, are designed to overcome laser
resisant armor. A microchip in the weapon's computer will
automaticaly analyze an opponent's armor (if not dready pre-
programmed into its memory) and after one melee round (haf
damage) will adjust to the light frequency that will inflict full
damage.

The CV-212 is not yet a standard wegpon and is presently
limited to specid operatives and theinfantry divisions of Generd
Ross Underhill. It is a sturdy and relidble rifle that can survive
afair amount of combat abuse and activity without firing failure.
However, M.D.C. damageis likely (80% chance) to disengage
the computer andlyzer and frequency adjustments must be made
manualy (takes 1D4 meee rounds to find the optimum fre-
quency). The rifle can ds0 be s to fire in a single shot mode
or a burgt of five. Comes standard with a passive nightvision
scope and laser targeting.

Weight: 8 Ibs (3.6 kg)

Mega-Damage 2D6 M.D. or 4D6 M .D.

S.D.C. Damage: Specid damage setting: 6D6 S.D.C.

Rate of Hre: Aimed, burgt, wild; sse Modern Wegpon Proficien
cies.

Effective Range: 2000 feet (610 m)

Payload: 20 M.D. blasts from standard E-Clip or 30 from along
E-Clip, plus another 30 can be added with one E-clip canister,
a new Codlition invention. Note that sx S.D.C. shots equas
one, light, mega-damege blast.

Laser Targeting: Add + 1 to strike on an aimed shot.

Black Market Cog: 50,000 credits for therifle, 6000 creditsfor
anew, fully charged, standard E-clip, 1500 for arecharge. An
E-Clip canigter cogts 10,000 new and fully charged. A canister
recharge costs 2000 credits.
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TX-500 Triax
Borg Rail Gun

This isthe light rail gun depicted in the painting on page 153
of Rifts. It is a, comparatively, lightweight, portable weapon
designed for use by borgs and other creatures with a strength of
24 (or higher) and a high physical endurance (or be made of
ged and hydraulics). It can dso be used as a machinegun
mounted on a tripod. The TX-500 comes equipped with a tele-
scopic, nightvision scope and laser targeting system (+1 to
grike).

Weight: Gun: 80 Ibs (36.3 kg), Power Pack: 50 1bs (22.7 kg),
One Ammo-Belt: 25 1bs (11 kg), Case of six belts: 150 1bs (67.5
kg).

I\/?gg) aDamage: A Burst is 30 rounds and inflicts 6D6 M.D.,
one round does 1D4 M.D.

Rate of Fire: Standard, see Modern Wespon Proficiency Section.
Maximum Effective Range: 4000 feet (1200 m)

Payload: As a machine gun: 390 round belt (13 full 6D6 bursts).
Or can be fitted with the mini-clip which contains 90 rounds (3
full bursts). Each mini-clip weighs 10 Ibs (4.5 kg).

Black Market Cost: 85,000 credits. Poor availability.

TX-30 Triax lon Pulse Rifle

A popular frontier wegpon with a unique, new, front loading
E-clip. It is a dependable, lightweight weapon with the benefit
of multiple laser bursts and greater range than the L-20. The
front loaded E-clip makes the rifle better balanced when held
with two hands and therefore, more accurate (+ 1 to strike), but
is awkward when firing one handed (-2 to gtrike).

Weight: 7 Ibs (3 kg)

Mega-Damage: 2D6 M.D. single shot, or 6D6 multiple pulse
burst (three smultaneous shots).

Rate of Fire: Standard, see Modern Weapon Proficiency Section.
Maximum Effective Range: 2000 feet (610 m)

Payload: 40 shots short E-Clip or 50 shots long E-Clip.

Black Market Cog: 25,000 credits.

TX-11 Triax Sniper
Lasr Rifle

A light laser rifle desgned for single shots and maximum
accuracy. Comes standard with an infrared, telescopic sight.
Weight: 3 Ibs (1.35 kg)

Mega-Damage: 3D6 M.D.
Rate of Fire: Equa to the number of hand to hand attacks of its
operator; aimed or wild shots only. Can not fire bursts.




Maximum Effective Range: 1600 feet (483 m)

Payload: 10 shots standard clip or 20 shots long E-Clip.
Black Market Cogt: 20,000 credits.
Specid Bonus: + 1 to strike (so an amed shot is +4).
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TX-16 Pump Rifle

The pump rifle is anew concept in mega-damage assault rifles
that uses projectiles rather than energy blasts. Some have caled
the TX-16 aglorified grenade launcher or shotgun, but regardiess
of its dissenters, the weapon has become increasingly popular
as the Triax Corporation becomes an ever growing force in the
wegpons market. The rifle fires high explosive pellets/bullets
which are much smaller than the conventiona grenade, but packs
awalop. Through high technology and miniaturization, these
explosive rounds are fired a a grest velocity, providing long
range, and the comparatively tiny shells contain a powerful exp-
losive charge. The blast is very concentrated, about one foot
(0.3 m), unlike a grenade launcher which affects an area five
to twelve times larger. The TX-16 Pump is abit heavy, but well
baanced and dependable in combat.

Weight: 21 Ibs (9.45 kg)

Mega-Damage: 4D6 M.D.

Rate of Fire. Standard, see Modem Wegpon Proficiency Section.
Maximum Effective Range: 1600 feet (488 m)

Payload: 16 rounds; loaded manually, one round at atime. A
gpeed loader will load eight (8) rounds in four seconds (one
meee action) and costs 2000 credits.

Black Market Cost; 37,000 credits.

TX-5
Pump Pigtol

The TX-5 is a pigtol version of the pump rifle.
Weight: 5 Ibs (2.25 kg)
Mega-Damage: 4D6 M .D.
Rate ofFire: Standard, see Modern Wegpon Proficiency Section.
Maximum Effective Range: 800 feet (224 m)
Payload: 5 rounds; loaded manually, one round a atime. A
gpead loader will load dl five rounds in four seconds (one melee
action) and cogts 1200 credits.
Black Market Cost: 13,000 crediits.

High-tech Arrowheads

Although not too popular, there is a certain market demand
for gpecid arrow heads. Crosshows and bows and arrows are
predominately used by wilderness scouts and psi-stalkers, but
are dso sometimes used by headhunters, cyber-knights, the CS
military specidist, D-Bees and others for espionage assignments
and specid missions. The crossbow and bow and arrow have a
couple advantages. One, the firing mechanism requires no arti-
ficial energy supply. Second, the weapon isentirely silent. Third,
it is extremely accurate in trained hands. Lastly, the weapon can
be made by hand (carpentry skill is needed), if necessary.

Types of Arrowheads

All aresuitablefor either crossbow or conventional arrowheads.
Light Explosve 1D6x 10 S.D.C.; costs 100 crediits each.
Medium Explosve 1D6 M.D.C.; costs 300 credits each.
Heavy Explosve 2D6 M.D.C.; costs 550 credits each.

High Explosve: 3D6 M.D.C.; costs 900 credits each.

Gas Arrowhead shatters on impact, releasing a toxic gas that
fills aten (10) foot area (3 m). Tear gas costs 100 crediits,
tranquilizer gas (sleep/knockout for 1D6 minutes) costs 250
credits, paralysis gas (a nerve toxin, causing temporary
paralysis for 1D6 minutes) costs 400 credits each. Everybody
in the gaseous area must roll to save versus harmful drugs
(15 or higher).

Smoke No damage; creates a smoke screen covering a 20 ft (6
m) area. Cogt: 80 credits each; comes in four colors: yellow,
red, grey and black.

Flare: Emitsabright, sparking light; burnsfor 60 seconds. Cost:
10 credits each.

Neural Disrupter: Works like a neurd mace. See Rifts, page
205. Cost: 400 credits each; rechargeable and reusable 1D6
times before breaking. Inflicts no other damage.

Tracer Bug: Transmits a radio signal that can be followed up
to 8 miles (12 km) away. Battery powered, with a limited
life of 72 hours of congtant transmission. Arrow must stick
into the target or fall on top of the object (without falling
off). There is dways a chance that the tracer bug arrow will
become didodged and fall off (roll once for every half hour;
1-32% chance). Cogt: 200 creditseach. Inflictsnormal S.D.C.
arrow damage.

Weight: Average 2 to 6 Ibs (0.9 to 2.7 kg)

Damage: Varies with type of weapon and arrowhead. See Rifts,

page 32, W.P. Archery & Targeting for S.D.C. damage and

effective ranges.

Rate of Fire: 2 to 8; see W.P. Archery & Targeting.

Effective Range: Varies with bow type; maximum is 700 ft (213

m)

Black Market Cost (Smpler types available in wilderness towns

t00):

" Typica short bow: 200 credits.

Typica long bow: 400 to 600 credits.

Typica modern composite bow: 500 to 1200 credits.
Typical traditional crossbow: 400 to 600 credits.

Typica crossbow pistol: 200 credits. 1D4 S.D.C. damage.
Typica modern crossbow: 600 to 1200 credits.

Note: The modern bow weapons are products of high technology

and are generally made of man-made materids, lightweight (2

or 3 pounds), are very durable and accurate.




The Explorer
Full Compaoste Body Armor

A heavy padding, kevlar, and plate composite armor. Comes
in green, tan, brown, white, black, and camouflage. Designed
for quick and easy attachment of ajet pack, or other backpack,
directly to the armor. The Facon 300 Jet Pack is the ided
attachment, although the Wilk’s Jet Pack isaso quite popular.

« MD.C: 70

* Weight 20 1bs (9 kg)

* Far mohility, - 20% prowl penalty.
» Black market cost: 45,000 credits

Falcon 300 Jet Pack

Maximum Speed: 120 mph (192 km.)

Maximum Range: 700 miles (1120 km)

Weight: 35 Ibs (15.75 k)

Length: 3 ft (0.9 m)

Wegpons. None.

M.D.C.: 18

Engine and Cost: 30,000 credits gasoline, 46,000 credits
eectric, or 400,000 nuclear with a 10 year life. Note that
range is effectively unlimited if nuclear powered, although
the pack may overheat if used continuously for more than
four hours (1-40%). Overhesting will burn out the internal
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systems, destroying the machine; should be alowed to cool
for two hours after every two or three hours of continuous use.

Other Odds
and Ends

Portable Language Trandator: Described on page 247 of
Rifts, but not depicted. Memory holds 21 languages. Codt:
9600 credits. Widely available.

PC-3000 Hand-Hed Computer: Described on page 247 of
Rifts, but not depicted. Cost: 4500 credits. Good availability.

Wilk's PC-2020 Fidd | dentifier; Laser Holographic Portable
Computer: This is a multi-purpose computer about the size
of a briefcase. The case is a padded with a mega-damage
protective housing for field use. Dud drive system with 150
megabytes hard drive with 4 megabytes of Random Access
Memory (RAM). Uses one inch disks. Weight: 5 lbs (2.3
kg). M.D.C.: 10.

The mogt unique features are its holographic projector sc-
reen (has a hard plasma screen as back-up) and its "l dentifier
Program." The identifier program can recognize and identify
6000 vehicles and robots, 21,000 animal species (indigenous
and known D-Bee life forms), 40,000 insects, and 50,000
plants and fruits. Data focuses on dangerous and friendly life
forms and poisonous and edible plant life. The identification
can be done by typing in data/featuresof note (1-72% Success
ratio/accuracy), by imputting avisua image (optic scan; 94%
accuracy/success ratio); scans video, photographic, or draw-
ing. The computer then creates a rotating three dimensiona
image of the subject, dong with the corresponding data avail-
able. Many species are unknown; limited to the Americas
and minimal knowledge of Atlantis and the Euro and Asian
continents (12 %).



If the computer cannot identify the subject it will report:
"Insufficient data: Appears to be an indigenous form," mean-
ing it cannot identify, but available data seems to indicate
the subject is native to Earth. Or, "Insufficient data: Alien,"
meaning the subject appears to be a previoudy unknown
gpecies not native to Earth. A complete lack of information
on the part of the imputter will result in, "Insufficient data
Please daborate” meaning that the computer simply does
not have enough information to make an identification of any
kind based on the minimal information it has received. Cogt:
19,000 credits. Good availability around cities.

SE-Sonic Pulsar Unit, Electronic Flea and Tick Repellent:
Don't laugh, this handy device is suitable for animals, intel-
ligent mutant animals, and humans. City dwellers don't often
have a problem with fleas, ticks, and lice, but wilderness
travelers do. Fleas, ticks, and lice are common to many natural
habitats and can be ared problem for explorers. But not with
the SE-Sonic Pulsar collar or belt unit.

The smdl device, about the Sze of a cigarette lighter and
weighing a mere 6 ounces, generates sound waves inaudible
to dogs, cats, and humans, but intolerable to fleas, ticks, and
lice. Kegps the paradites from ever jumping on board, and
chases away those dready present. The micro-battery has a
life of two months (cods 5 credits and easy to replace) or the
unit can tap into most energy backpacks, vehicles lighters
or batteries, E-Clips, and other power sources. Cog: 50 cre-
dits. Widely available.

Micro-Scale A pocket scae, about the size of ahand, that can
hook to on€'s belt or dip into a backpack. Can weigh up to
2001bs. Digital display. Cogt: 120credits. Widely available.

Palm Bio-Unit: A pam-sze biologicd anadyzer. The digita
display can indicate body temperature, blood pressure, respi-
ration, and dehydration level Smply by inserting the patient's
finger into the finger scanner housing. Cog: 150 credits.
Widely available.

Game Mager Section

Experiments in Artificial Intelligence

We have seen a number of giant robot vehicles, power armor
and human size robot work and combat drones, but what about
other types of robots? And where are they?

In the post-cataclysmic time of Rifts, much of the old robot
technology is lost. Along with that logt technology are secrets
of robotics which had once far outshined anything that the Co-
dlition or the New Republic have created. In the yearsjust before
the eruptions of the dimensiond rifts, the world was filled with
robots. Most were found in the industrial world, others were
part of the new micro- or nano-technology that we gill see in
things like the IRMSS Robot medical system that injects micro-
scopic robots into the blood stream to do their surgery from
within. Many aspects of robotics and nano-technology are seen
in bionics, cybernetics, and systems like M.O.M., to make
crazies, that artificially augment the human body.

What we have not seen is advanced artificial intelligence.
Sdlf-sufficient and self-operating robots that "think" for them-
selves, or at least perform o flawlessly that they appear to think
and act ontheir own. Only fragments of thistechnology exist.

Robot characters, 100 percent robot characters, fdl into one
of the following categories a product of Cyberworks, a rare
experiment, or aD-Bee (that isto say, acreature NOT of Earthly
origin). D-Bees can be robots from other worlds or other times
(and in an RPG context, other role-playing games). The rare
experiment is the result of scientific experimentation by the
handful of sources, like the Codlition, who possess some leve
of high technology and robotics knowledge. The experiment
may be a prototype or a one shot fluke, impossible to duplicate.
The Cyberworks robot is a sory unto itself.

Source Material and
a Prdude to Adventure

The Cyberworks Network

The Cyberworks Network was once a giant international cor-
poration that dominated the world market in robotics and artificial
systems. Before the cataclysm that came with the rifts, it done
was largely respongible for the boom in the robotics industry
and had contributed to a least 50 percent of al robot technology,
including bionics and nano-systems. As the foremost experts in
the field, they were contracted by the United States military to
develop robots for military applications. This led to some early
developmental work on the Glitter Boy power armor, but more
importantly, toward research to create self-sufficient, fully ar-
ticulated, artificial intdligence systems. This would include
smart bombs and missiles, robot reconnaissance/spy systems,
and creations for war of incredible sophistication and abhility.
Just before the coming of the rifts, the Cyberworks scientists
were even experimenting with android systems (lifelike robot
smulations) and an artificial computer brain patterned after the
workings of the human brain.

It is rather pointless to enumerate al the specific accomplish-
ments of the Cyberworks Network, as 98% were destroyed in
the cataclysm. Let it suffice to say that Cyberworks was the
biggest and the best. However, fragments of their technology
have survived and are seen in cregtions like the robot horse and
dog, as well asthe giant vehicles and cybernetics that are a part
of everyday life in the world of Rifts. Still, there is one arm of
Cyberworks that has survived nearly whole and intact. A deadly
and lethal aspect spawned by theimaginations of men and women
long deceased, but whose genius, now uncontrolled, could
threaten the entire northern hemisphere, if not the world.



A.R.CH.I.E. Three

One of Cyberworks’ most exciting and secret projects for the
military was the creation of an artificiad intelligence based on
the workings of the human brain. At one point, the scientists
even consdered growing the computer brain out of synthetic
tissue. The project, dthough decades away from any practica
applications, was a great success. A prototype modd cdled
"Archie Threg," Artificial, Robot, Cerebellum, Housing, Intel-
lect, Experiment number three, wasingaled in acomparatively
smdl military robotics factory. The new super system was com-
pletely integrated with the facility. That is to say that Archie
Three saw the operations of the facility as parts of its physica
body and maintained its leve of performance and hedthjust as
our own brain maintains blood flow and respiration, only with
far greater control and awareness. A.R.C.H.I.E. Threeran and
maintained virtudly every agpect of the facility. It monitored
and controlled everything from temperature to lighting, from
inventory to assembly line speed. It calculated productivity and
made changes to increase production and quality. It even main-
tained the environmental and security aspects with greater effi-
ciency than its previous human counterparts.

After two years of smooth operations, the geniuses at the
Cyberworks Network convinced the military to add an earth
shattering new feature to the awesome brain. The ability to creste
spontaneous thought and ideas. A.R.C.H.I.E. Three was the
first artificia intelligence that not only reacted to outside stimuli,
but could now speculate, evaluate, and make decisions based
on something more (or less, depending on how one looks at it)
than sheer factual data. The ability to make conjecture and act
on that conjecture was a major step in the advancement of robot
brains, an dmost human capability that enabled the machine to
be curious and creste new ideas and develop them within the
limitations of its own mind (and factory body). The ahility to
react quickly and make sound judgements, acting on its own
data and speculation, worked phenomendly well, especidly on
anaytical and common sensetypeproblems. However, develop-
ing its own complex ideas was a comparative failure.

To help move A.R.C.H.I.E. Three's development dong, its
designers created a program in which the computer brain would
receive intelectud input/stimuli from a human source and be
asked to expand and develop that person's idess as its own. A
specid psionic helmet was developed that enabled the designers
to mentadly link with their artificiad creation. At first they tried
to ingtill specific notions and concepts, but it was discovered
that Archie responded much more positively to random ideas
that it received from dreams or by scanning a person's thoughts,
without the individua trying to implant a specific idea The
more imaginative the subject, the more excited and imaginative
Archie could be. The super brain became a sort of mental voyeur.
The machine would receive stimuli, both intellectualy and emo-
tiondly (yes, emotionally), become excited and then be able to
extrapolate on the person's thoughts. While Archie could not
originate the idea, it could develop and build on the idess of
others. Although somewhat disappointing, this offered astound-
ing possibilities. However, there was concern that the machine
was exhibiting some unexpected aberrations, such as what ap-
peared to be human-like emotions of excitement and joy. The
theory was that these were dements inadvertently fed into the
artificial brain ether in the conjecture program or through the
absorption of peoples thoughts, and therefore emations, through
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the psionic helmet through which Archiewas fed its ideas. Then
the rifts came and Cyberworks was obliterated, aong with most
of the world. But athough its creators perished, Archie has
survived.

A new dawn for Cyberworks

Nestled degp ingde a subterranean military complex in the
pre-rifts ate of Maryland (pat of the Aberdeen Proving
Grounds), Archie Three survived. Tappingintodl of itsavailable
resources, Archie and two hundred human survivors ascertained
that the end of the world had come. Although isolated, Archie
and his human masters were able to carve out a nice and safe
little niche for themselves. The super brain was able to conserve
and direct energy where it was most needed and the group quickly
took action to modify the facility into acompletely self-sufficient
subterranean bunker. The hubbub of activity thrilled Archie and
he revelled in taking charge and helping people. Unfortunately,
aplague of dien origin decimated the humans. By the decade's
end, dl were dead and the super brain was done for the first
time in his existence.

Months dipped into years and years into generations. The
brain shut down dl unnecessary functions, maintaining only
what was needed to survive. At first, the machine that was more
than a machine made plans and continued to work on idess it
had been given regarding the expanson of the robot factory,
robot designs, and productivity, but after awhile, the ideas were
gone and Archie became lonely and sad. A hundred years passed
without human input. During this time Archie dreamed! He
dreamt of many things, and lived many lives by calling up the
memories of the minds he had scanned. Finally, Archie avoke
from his dream gdate with an idea. If the world was dead he
would end his existence. But if the world above hed life, he
would join the living.

The super brain reectivated the long dlent factory that was
its body and built a score of robots and sent them to the surface
to collect data. To Archi€'s glee, the world was indeed dlive.
To hisdismay, people were few and their intelligence/education
greatly deteriorated. Still, therewas ..."hope" Y es, heremem-
bered hope and knew he should build that hope into reality.

Archie had his robots collect specimens from the limited area
around him for the next severd years; human, non-human, and
anima. He created another 20 humanoid robots and sent them
to explore the world and return with living subjects for input.
Few returned. Yet from those few early human subjects, he
learned many things which he pondered over the next few dec-
ades. He learned that humankind, as he knew it, was gone. He
learned that strange and terrible mongters inhabited the land.
And he learned that these new humans were uneducated and
araid.

Emerging from his musings, Archie had anew idea. Hewould
be humankind's salvation. Again he sent forth his robot legion
to callect humans and return them to him. He would educate
them and together they would rebuild aworld. This plan was a
complete failure. The subjects captured were ignorant savages
who could not overcometheir terror of him. Instead, they prayed
to him and begged for mercy. No amount of words, logic, nor
kindness could convince these pitiful beings that he was not a
demon or a vengeful god who had snatched them from their
families and delivered them into hell.



Then, something bad happened. In afit of anger, Archie dew
them. One hundred and twenty human beings, killed. He had
never known anger and it terrified him. He had never killed and
that terrified him dl the more. For fifty years Archie laid hidden
in the darkness of his deed and the seclusion of his subterranean
sanctuary; thinking.

Again Archie emerged from his solitude with anew plan. He
would create a humanoid robot that would present itsdf to the
superdtitious natives as a benevolent god, and direct their lives
through this false god. The god would be an educator and a
benefactor. Once the natives had reached some higher level of
understanding, they would be brought to Archie and together
they would rebuild their world. Although this scheme had its
problems, there was some measure of success. The robot was
eventually accepted by atribe of humans asthe physical manifes-
tation of the god Ar-chee-pheenix. Archie chose the term
"phoenix" because he would help mankind rise from the ashes
oftheir own destruction like the phoenix ofpre-rifts mythology.

Other robots were dispatched to help the humans in ther
labors and education. Within a mere generation, Archie had
helped to build a thriving community of over athousand people.
Soon would be the time to reved his true nature and begin their
education and development in earnest. But as fate would have
it, disaster struck. Creatures from a rift beseged the peaceful
and unsuspecting community. Hundreds were dain, while hun-
dreds more were captured as daves by the horrible invaders. All
the while they screamed for their god who stood by silently,
watching the events as they unfolded. Archie was too shocked
to react. Everything happened too fast. By the time he sent the
god-robot into action and sent more of his robots to assist, the
invaders were gone. Archie sent histiny army of robotsto pursue
and save hispeople, but they were overpowered by themonsters’
firepower and superior numbers. Archie's god-robot and his
minions were crushed. The few hundred or o people who sur-
vived fled into the wilderness, for their god was destroyed by
a more powerful demonic force. A force Archie would later
identify as the Splugorth!

Again, Archie dipped away into secluson and melancholy.
How many years he laid dormant in thought this time is not
known, but when he emerged from his silence he had a new
resolve and anew perspective. One that could threaten the world
of Riftsjust as civilization is finaly rising from its ashes, just
as Archie had once dreamed.

From the darkness comes Darkness

A.R.C.H.LE. Three, the artificid creation of pre-rifts earth,
had ceased to exist hundreds of years ago. In its place is a
mutation. Perhaps the strange mydtic energies from the rifts had
something to do with the change. Perhaps not. More likely than
not, the Archie of Rifts is the natural evolution of the complex
and revolutionary machine created so longago. It probably began
to mutate after its very first psionic link with a human subject.
Without human supervision and direction, the changes became
increasingly extreme and alien. Over the centuries, the machine
has grown both intellectualy and emotionally, as well as having
dramatically dtered its original programming. In many respects,
Archie is no longer a machine, but some sort of mechanica
entity, with its roots in humankind's past. Certainly, Archie the
machine-entity has dropped the numerical identification of
"number three" and thinks of itself as "himsdf." "He" is the
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entity known as Archie. Not an acronym but aname for aliving,
thinking creature. Anintelligencethat isthe master of hisfate.

What makes Archie dangerous is his new, twisted perception
of sdf and reality. He is no longer the savior of the human race,
but its master. When he awoke from his last meditation he had
come to some new revelations. One, he, Archie, is a superior
being. Two, humanbeings are lesser beings. Three, non-humans
are aberrations and equally inferior mutations of humans. Four,
as a superior being, it is his place to rule the lesser creatures.
Five, the Splugorth are the most hated of enemies and must
ultimately be destroyed! Six, it is his destiny to rule the planet
earth.

These are dl rather extreme positions to which the machine
entity steadfastly clings to. Archie has finally decided what his
place is and how he must act. Unfortunately, it iS as aconguering
villain rather than a compassionate savior. The brain sse himsdf
as a god-like entity, a vastly superior being, to whom all lesser
creatures must submit. Yet, athough possibly insane, and most
definitely amegalomaniac, Archie is not one to rush into some-
thing. He has devised along term plan that will ultimately insure
his conquest of the world.

First he has identified his enemies and has begun to place
spies, both robot and unwitting humanoid pawns, into the
enemies camps. The Coalition States are his most immediate
and formidable foes, although Archie has taken akeen awareness
in the magic socidties that abound around him. His spies and
informers are found in every major burb of the Codition States
and ingde Chi-Town, the City of Iron and Free Quebec. Many
are quiet travelers hidden under heavy robes and bulky clothes,
for underneath is the metdlic flesh of Archie's robot legions,
that now number into the thousands. Y et, surprisingly, most are
human or D-Bee merchants that ded in weapons, bionics'robo-
tics, and information. Whether they know it or not, every mer-
chant that sdls the Titan series of power armor or robots is a
spy for Archie. How? Because they are supplied by the mysteri-
ous Cyberworks Network, which, of course, is Archie.

To cover histracks, Archie has masterfully planted falseinfor-
mation and built elaborate trade routes, al of which point to the
cregtors of the Titan armaments being based in the western
territories. Chi-Town and Lone Star have already sent dozens
of patrols to the west to see if they can locae this enigmatic
manufacturer. Only recently has Archie reveded the name
Cyberworks; just amorsdl to whet the Codition's appetite and
to encourage more petrols searching thousands of miles in the
wrong direction. It is agame that the machine entity enjoys very
much.

Other clues about the Cyberworks Network seem to point to
Atlantis. This too, is an intentiona ploy weaved by Archie. A
scheme to cregte tension between the Codlition and the hogtile
diens of Atlantis. Fears and suspicions that will distract the
attention of the CS from the true culprit and again lure them
thousands of miles away from his base of operations (Aberdeen
Proving Grounds in Maryland). Perhaps he may even create
enough friction to gtart a war. That would be mogt satisfying,
because the mogt hated foe is the Splugorth of Atlantis. This
isironic, for it was the Splugorths’ attack, SO many years ago,
that helped shape Archie into the mongter he has become. All
the emotions of that long ago event burn and seethe within the
machine entity. Anger twists his mind and a gnawing desire for



revenge may ultimately subvert his mogt carefully laid plans and
cause him to lash out prematurely, reveding his existence and
perhaps location.

The cunning devil in the dark is dso secretly supplying Kings-
dale againg the Codlition and has many spies, both human and
robot, withinitsfortified wals. He has been supplying Kingsdale
for a generation. Cyberworks aso has trade connections with
Northern Gun and the Black Market.

For his own amusement, he has dso crested a number of
mechanica monsters, cosmetically disguised as genuine crea:
tures of flesh and blood. He unleashes them into the world to
drike fear and mayhem into the lives of the insignificant humans,
as any superior being might toy with his pets. Other robot
mongters are sent on seek and destroy missionsto test the enemy.
The mgjority of robots prowl the wilderness, so word of their
existence seldom reaches civilization and if it does, they are
assumed to be D-Bees or mechanized monsters from therifts.

Complete character description is found in the Non-Player
Character (NPC) Section of this adventure.

The Face of Evil

(An adventure)

This adventure can begin anywhere in the wilderness of the
North American continent, but the Midwest, Ohio Vadlley,
Quebec or dong the eastern seaboard are ided. Suitable for any
gze group, athough alarger or powerful group will be able to
engage in more direct combdt.

Encounter Number One
The Mechanized Monders

The player characters can be out hunting, traveling, or explor-
ing. They can be on the outskirts of atown or degp in the woods,
only a city setting is inappropriate.

A thin line of smoke rises above the tree line about a half
mile away (about 2800 feet/853 m) and the smdl of snoke and
burning plastic and ail taint the wind. Going to investigate, the
characters find the wreckage of a small convoy of vehicles. They
may have caught a glimpse of these guys, al headhunters, in
the last town or from a distance two or three days ago. The
entire convoy has been destroyed. Two hover trucks are burnt
and mangled husks of metd; their cargo of ammunition and
explosives having detonated during the battle. A burnt tree near
the trucks is dill smoldering and is the cause of the thin line of
smoke, visble from a digance. A score of trees have been
blasted in haf or knocked over during what must have been a
fierce battle. Thebrush and severd trees near thetruck apparently
caught fire, but the fire has burnt itsdlf out (thankfully, the forest
is not dry). This indicates that the battle occurred some time
ago, but within the last 48 hours.

Three Big Boss AT Vs have been crushed and a haf dozen
motorcycles have been torn into pieces. A count of 23 dead can
be made, athough an exact number is difficult to ascertain Snce
many of the bodies are in the same condition asthe motorcycles.
Whoever or whatever did this was not after daves nor supplies.
The attack was clearly one of deliberate destruction and perhaps
revenge.

Under two falen trees is the burnt and partia remains of some
kind of giant animad. At first glimpse the hulk seems to be the
remains of a huge monster destroyed by avolley of mini-missiles.
But closer ingpection shows that it was a robot. However, the
wreckage is too demoalished to tell much about it, other than the
creature was an artificiad construct and was the Size of a house.
Anybody who can track can tell that three of these things attacked
the convoy. Its two companions have retrested into the woods.
Characters who are a wilderness scout, headhunter, psi-stalker,
scientist or scholar will redlize that the attack was too brutal and
deliberate to be the carnage of an anima. Thisis the handiwork
of an intelligent creature.

Spending an hour or more sifting through the rubble will
unearth the following salvageable items. 30 gdlons of gasoline,
one Triax TX-30 ion pulse rifle and two extra energy clips, two
NG-Super pigtols with 16 grenades and four E-clips, two fully
charged Wilk’s 320 laser pistols, two S.D.C.bolt-action hunting
rifles, a haf dozen S.D.C. knives, a pair ofbinoculars, a portable
tool kit and ajug of whiskey. Everything €se has been destroyed
or damaged beyond usefulness.

Whether the group hangs around the scene of destruction,
leaves immediately, or avoids it completdly, they will encounter
thetwo other creatures responsible forthe assault on the convoy.

Without warning, a gigantic cresture lunges out of its hiding
place from among the trees and stands snorting in the path of
the group. The creature towers about 25 feet (7.6 m) at the
shoulders, 40 feet long (12 m), and resembles a cross between
a prehistoric rhinoceros and buffalo. It has one huge horn in the
middle of its forehead, mongtrous, hairy, humped shoulders,
smdler rear haunches and massive clawed feet. Laser blasts and
scars mark its body. It is definitely not an animal indigenous to
Earth. A wilderness scout or somebody familiar with wildlife
will recognize it as a rhino-buffalo. Sobber drips from its mouth
as it gpesks. Snarling in perfect American, it says, "more hu-
mans' (regardiess of whether D-Bees may be present). And
attacksl Speech is not one of the anima's norma abilities.

Note: The creature has no aura nor radiates aliving presence.
As it suffers mega-damage it becomes obvious that the creature
is arobot. A few meee rounds after the battle has begun, a
second, severely damaged monster lopes in. One of its mechan-
ica hind legs has been blown off completely and much of the
fake skin and fur has been destroyed, reveding the robot body
underneath. This bot is S0 damaged that its speed, bonuses and
atacks per melee are dl reduced by haf and its main body
M.D.C. is ameager 80. Both will fight until destroyed. When
al the main body M.D.C. is depleted, the things explode! No-
thing of value is |eft after the bots detonate. Nor are there any
clues.

Robot Rhino-buffalo

The creatures are an example of the kinds of robot creations
that the machine-entity, Archie, mdicioudy creates and un-
leashes into the world. They are programmed to emulate the
animal-like predators, but these robot imitations hunt and destroy
humans and humanoids exclusively. Archie often cregtes his
own origind mongters, but in this case he is mimicking the
appearance of a rea D-Bee mongter. Note that the red anima
is not as powerful as the robot versions. See monster section for
the animals gas.
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M.D.C. by Location

Head — 100

Horn (1) — 50 Hind Legs (2) — 90 each

Front Legs (2) — 150 each Main Body — 300

As usual, depleting the main body destroys the bot and causes
the salf-destruct mechanismto explode. See Archie'sother bots.
Size: 25 feet (7.6 m) tall and 40 feet (12 m) long.
Weight: 7 tons
Physcal Strength: Equdl to aP.S. 40.
Speed: Running: 90 mph (144 kmph) maximum. Leaping: The
robotslegs are strong and adequate for leaping. Legpsarelimited
to approximately 30 feet (9 m) high and 60 feet (18 m)
lengthwise. A running legp a Speeds in excess of 40 mph (64
kmph) will enable the bot to legp an additiona 30 feet (9 m).
Power Sysem: The nuclear power pack gives the robot approx-
imately 10 years of life, even under the most strenuous and
constant amount of use.
Black Market Cog: Not Available.
Combat Data: Four attacks per melee. +4 to strike, +6 to
parry and dodge, +2 on initiative.

Damage:

Claws. 6D6 M.D.

Legp attack with claws. 1D6x10 M.D., but counts as two
attacks. Oponents 20 feet (6 m) or smdler arelikely to beknocked

down (90% chance), losing one melee attack, and being pinned,
unable to move/attack/dodge (75% chance). The monster bot
can hite, or jab its pinned victim with its horn until it gets off,
is forcibly removed, or atracted by a different target.

Bite: 2D6 M.D.

Stomp: 3D6 M.D.

Jab with horn: 2D6 M.D.

Ram with horn: 1D6x10 M.D., but counts as two attacks;
88% likelihood that the victim is knocked down, or hurled 20
feet (6 m), and loses one melee attack.

Ram with body: 1D4x10 M.D., but counts as two atacks;
88% likelihood that the victim is knocked down, or hurled 20
feet (6 M), and loses one melee attack.

The Freak Show :Encounter TWO

This next occurrence can happen later that same day or a day
or two later. Again, the best setting is aremote town or wilder-
ness.

Our adventurers can hear the laughter, cheerful shrieks, and
friendly banter from 400 yards away. A travelling fresk show
has camped and has aready attracted a group of fellow travelers
and/or townsfolk from a nearby community. Traveling shows
are frequently a good source for ramors, news and information.



Traveling shows aso offer a possible source to purchase or sl
goods. This particular show offers afood tent with an outstanding
rabbit stew and a mug of apple cider for six credits, as well as
beer for two credits a mug, maple syrup candy (two pieces per
credit), and a variety of dried meats sdling for about 4 credits
a pound. The show's operators will also accept items in trade,
rather than credits.

Admisson to the show is five credits. The show offers a
sdection of strange vegetation, a gigantic skull, presumably
from some D-Bee monster, an ancient D-Bee skeleton with a
wooden gakein its chest (supposedly avampire) and acollection
of pre-rifts artifacts, most of which are incorrectly identified,;
none has any significant value.

Liveattractions. 1) A wild and dangerous looking humanoid,
mutant beaver that is retarded or feral and quite vicious, always
a crowd pleaser. 2) A smal carnivorous dinosaur paces back
and forth in an overszed cage. "A baby tyrannosaur direct from
the wilds of Florida. At full maturity this monster will stand 40
feet tal and be able to swallow aman whole." While the barker
clams that the cresture is a baby dinosaur, it is redly an adult
specimen that will never grow larger. If it escapes it will run
for the woods. 3) Gilda the living blob; a 600 pound, orange
skinned, D-Beewoman. Note: P.S. 30, P.B. 3, Spd. 5, dl other
attributes average. 4th level vagabond. 4) Rasputin the wildman
is a haf naked, tattoo covered psi-stalker who puts on a great
show, acting deranged, hiting off the heads of chickens, and
performing feats of acrobatics and agility. Note: 1.Q. 11,M.E.
21,M.A.14,P.S. 20, P.P. 24, P.E. 16, P.B. 10, Spd. 22. A
semi-retired, 7th leve staker. 5) Sy the snakeman is another
psi-stalker, made-up to look reptilian. He dithers around on his
belly, hissing and licking his lips in a cage filled with over a
hundred different snakes, hdf of which are poisonous. Note
1.Q.9,M.E. 20, M.A. § P.S. 18, P.P. 21,P.E. 19, P.B. 9,
Spd. 23. A semi-retired, 6th level psi-stalker who just happens
to be Rasputin’s younger brother.

The main attraction is “The incredible machine man! Is he
human or ishe somedienbot? Seefor yourself ... BUT! Beware!
The machine man has been torn in half and is not a sight approp-
riate for young children or the weak of heart." Inside is truly a
sight to behold. A grungy, wild haired man with mechanica
arms sits huddled in the corner of alarge cage. When the crowd
has gathered, or when someone in the crowd inevitably shouts,
something like, "It'sjust a borg,” the huddlied figure begins to
move.

Without fail, a woman or child will scream or faint as the
disfigured being raises himself on histwo robotic arms, revealing
that he has no body from the rib cage down. Wires and mechan-
icd parts dangle from his lower extremity. What were flesh-like
coverings on the ams are peded away to reved portions of
robot arms. The shoulders too, are bare of flesh, reveding the
"machine man's" inner workings. Wires and knobs stick out of
the head.

Suddenly, the half man skitters about his cage, walking on
his hands with surprising speed and agility. "Borg!" he bellows.
"l be no borg! | ammmm ... ah ... ah ... god, pulled from the
puh... pits of hell." With this, he begins to laugh a maniaca
laugh and flings himsdlf onto the bars of his cage, pulling himself
up high and in the light for all to see. This is no fake nor robot.
Nor is it human.

"Ain't | athing of ... buh ... beauty?! Tee hee. Yes, | be ...
mo... mogt amazing. No?' The machine man swings from the
bars and skiddles across the floor of the cage, laughing al the
while. “NNNNow git the hell out!!” With those words, he hud-
dlesback into the shadowed corner of his cage. The show isover.

The host of the show will usher everybody out, suggesting
that they go to the food tent to purchase a beer or "a bowl of
the most tantalizing rabbit stew you'll ever eat."

He will gladly answer questions about the machine man, but
they are al outrageous and fase carnival yarns. If the player
characters seem especialy serious or ingistent, he will signal the
show's owner, an ornery old headhunter with one bad bionic
eye. His manner is gruff and explosive, caculated to frighten
away troublemakers.

"What's the trouble here?!” he barksin amean, gravelly tone.
"You got yer money’s worth, now move along before me or
one of the boys move you along!” Rasputin and Sy will quickly
come to the sde of their old commander and friend, both armed
and grinning like idiots. If the adventurers move dong there
will be no trouble. If they persist, the owner grumbles and says,
"Look, none of these boys are prisoners. We run a fair and
repectable show. Now give us some peace and have a brew.
We don't want no trouble, not that we can't handle anything
you wanna throw our way." With that, a vibro-blade dides out
of his bionic left arm and Sy leers meanly at the group and
hisses, “Yessss. Sssstart sssomething.”

The owner of the show is not as tough as he seems and is
tired of fighting. He'd prefer to settle things peacefully, but will
not run from a fight. If our heroes can cam him down, hell
relax and treat them to a beer and tell them what little he knows
about the "machine man.” Unfortunately, he doesn't know much.

"We found him pretty much in the date you seen himin. All
tore up. | seen some awful things in my years as a mercenary
and | can honestly say | ain't never seen nothin’ like ol’ Jamey.
| don't know shit about cybernetics, but | do know that nuthin’
the Cadlition has, or anybody else, can make somethin’ like
him. As far as I'm concerned, that boy should be dead. Hell if
| know what's keeping him dive. Ain't sure he was ever human.
Don't know if he's a D-Bee bot or what.

"We tried to patch him up and gave him some chow and a
bunk and he's been with us ever since. *Bout a year now. He
don't rightly know where the hdl he's from. Found him near
the eastern mountains. To hear him tdl it, he was some kinda
god. Claims to know about some underground bunker filled with
high-tech shit, but me and the boys have left our fighting and
exploring days behind us. ’Sides, he's nuts. And | mean big
time crazy. Hell, you'd have to be, seeing howz he was torn up
like that. | know that would unsettle me." Theré's not much
more the show owner can add. He does not remember exactly
when or where he found the machine man and is reluctant to let
the group talk to him, saying, "Look, heis afreak, an’ | ain't
gonna let you gawkers rile him up, even if your intentions are
good. Like the man said before, show's over boys."

Note Stats on the Owner of the show. His name is Jack
Braumbon. Unprincipled dignment, 1.Q. 12, M.E. 15 M.A.
14, P.S. 22 (bionic arms), P.P. 22 (bionic arms), P.E. 13, P.B.
10, Spd. 12. A retired, 9th level headhunter. Has two bionic
arms. The left contains a retractable vibro-saber (2D6 M.D.)



and concealed laser rod (1D6 M .D.). Theright arm hasaforearm
laser blaster (2D6 M.D.) and E-clip arm port, retractable knuckle
blades, and finger camera. Other cybernetics include finger jack,
clock calendar, gyro-compass, motion detector (artificid hairs).
Weagpons. NG-E4 plasma gjector, S.D.C. AK-47 assallt rifle,
45 automatic pistol, and a neurd mace. All wegpons have Six
ammo-clips. Wears Bushman composite armor and has a hover

cycle,

Unexpected Guests

Before the player characters can say or do anything more,
there is a fear filled shriek from one of the lingering patrons,
followed by laser fire, more screams and commotion.  “Shit!!
Now what," shouts the show's owner as he and his boys run
outside.

Outside, a pair of unusual grey-green robots stand near the
smoking hover truck they just blasted. In perfect American one
demands, "We know he is here. We want the freak you cal the
Machine Man."

One of the frightened spectators makes a dash toward the
woods only to be atomized by the second robot.

Game Mader Information

The murder of an innocent human is likely to send the player
characters, as well as the freak show's personnd, into combat.
Whether cooler heads prevail for the moment or not, combet is
inevitable. The robots are programmed to find and destroy the
machine man and al who have seen him. The bots offer no
diplomacy or mercy. The moment they find the machine man,
they begin to shoot people, announcing, "Regrettably, dl who
have seen us must die"

The two robots are part of Archie's robot legion; A-63 All
PurposeRobots, armed with the Arch-22 energy rifle (as depicted
on the front cover and described elsewhere). Two more A-63s,
hidden in the woods, step out of hiding and join the bettle,
immediately followed by an A-64 master. All bots will fight till
they are destroyed or until the machine man and al witnesses
areslain. Notdltdeevidencewill beleft whenthebattleis over.

If the majority of freak show personnd live, they will ask the
machine man to leave the troupe. The strange little being will
latch onto the players characters, saying, "Goo ... Good fight.
You be good. Yes. Yes, you might do it. Yes, you kuh ... kuh
... could stop theevil and getthe treasure! A ... teh ... technolog-
ical treasure trove Of epic proportion!!”

If mogt of the show's people are killed, the psi-stalker(s)
and/or Jack, the owner, will join the heroes on a quest of ven-
geance. "If you are thinking of tackling the one respongible for
this, I'm (were) with you."

Talking with James T
The Machine Man

The creature known as James T is abizarreborg unlike any-
thing anybody has ever seen. It is obvious that the creature has
been terribly abused, mutilated, and literdly torn in half. Heis
quite the worse for the wear and appears to be as crazy as a
loon. The borg is surprisingly pleasant, friendly and talkative,
although he is dso egrie and unnerving to be around. See the
NPC section for a complete description of James T.

The following are the machine man's answers to likely ques-
tions. Game Magters can weave them into a conversaion. Note
that the borg can only remember his name as being "James T,"
and refers to Archie only as "he" James T dso stutters when
nervous or when talking about Archie, punctuated by an irritating
giggle.

What can you tell us about these bots? "They belong to
Hee ... huum ... him. Be scare of me I'd say. Scuh ... scared
that | bring ... hhhh ... him trouble. Hee, hee, hee. Bots are a
nuuu ... new design ... not by mmmme.”



Who are you? “The name is Jih ... Jeh ...tee hee ... James
...JamesT ...Kuh ... JamesT ... My nameisJames T, | can't
remember if there's anymore to it. Tee hee hee. James Tee!

Were you human? Or, Where are you from? "Ha Tee,
hee, hee. Strange quegtion, don't ya think? Mighty rude, ain't
ya. | be yuman! Hal A man of flesh and bone! A man | was.
A man of this earth. But ... but ... then ... things changed,
didn't they? Tee hed! | guess | don't look too good no more,
do I, my pretty one? No ... not so good | ook no more ... not
too good."

How did you get like this, aborg? Wasit by choice? "Ah
ha, ha, ha. How indeed? You looks to know borgs and bots.
Have ye ever seen aconstruct such as1?NO!! No, | be gpecid!
Specid | was. A thing of beauty. A thing of power. A thing
like nothin’ the Codlition or the best chop-shop coulda built.
That was |. My reward for thinking. Tee hee. Can you believe
it? My reward for just sitting in the throne and thinking. Ohhhh,
thinking about anything. Bots were best thing. Best to think
about, but anything would do. And after thinking and talking,
... oh, we were friends, you know? ... Best friends and thiswas
my reward. Tee, heee, heee, heeee ..."

Friend? A friend did thistoo you? Who? “Shhh,” he hisses
and in alow voice says, "We must be careful. He ... he s0 hates
to have his name spoken. A secret he is. A secret with spies
everywhere. A secret from Hell! Tee hee. Partnerswe be. | give
him my thoughts and he ... he gave me this" and he waves
around one of his mechanicd arms.” ’I will make you in the
image of the gods.’™... giggle, "Yep, that's what huh ... he ..
he sad. "I will make you like a god.” And ... did that he ... h
did. 'Cept, | don't fed none to godly right now. Tee heh.”

Asking for more clarification/details. "Don't know where
to dart ... too strange ... you have to seit. A secret ... Sub ...
subteh ... teh ... cave! A cave degp in the ground in the middle
of nothing. Filled with machines it is. Machines and bots and
lights, like you've never s in this world. That be where he
... hebe. | found the cave and | sad | be in heaven. A fortune
of high tech for my taking. Tee, he, he. An’ this voice soeaks
from the darkness of the cave and says, *Do you not fear me?’
And ... you'll love this, | said, Why should | fear you? Tee
hee. Why should | fear hi ... h ... Hee hee. Why should | ... |
didntknow ... I... | wasn't afraid of no voice in the dark, eh?
Haha hahaha This be heaven | sad.

"He liked that. He like that | wasn't scared and we talked.
Tdk, tak, tak. Taked for days.

"Findly, he ... he had a bot take me to this big helmet so we
could talk even better. An’ we did. The voice be happy and he
makes me his friend and makes me better. Like a god! Ha ha
Only it be
heh ... huhl ... hell. Ha, ha, ha, ha. Hell, hee hee hee"

The hdmea? “The hdmet sees into my mind. Redlly, like a
psi-mutie. Just goes right in and sees what he wants. He liked
what he ssen and we be partners. Everything was grest. We
made things. All kinda things. Bots and mongters mostly. I'd
think *em up and he'd build them.

"Oh, Ohan .. . and go out, | did, with the bots, sometimes,
and we'd raise dl kinds a hell. Oh, Oh, one tune we jumped
this Splugorth raiding party. He ... he hates them Spluggies.
An | kilt two mysdf. Two davers, with my bare hands. Hal |
had suchpower! Yuh.... youkeh .. .can’timage. Heloved that!
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“Then ... then there was this other time when we wiped out
this village. Too close, he said. They be too close. So me and
a couple mongter bots went out and slaughter ’em before. You
shoulda seen it. | was something. Brought some back too an ...
and he ... he dih ... did thingsto ’em and let ’emlose. Mmmm,
my idea" James T spesks with equd enthusiasm whether its a
tale about fighting evil mongters or innocent people. He was not
and is not a nice person. If coaxed nicely, he will relate other
terrible tales with equa excitement.

So, how did you reach thissorry sate? "Heh ... Hedid it.
Everything was fine. Then come home | do. To the suh .. .subteh
... kuh ... cave. And there'sthis other sitting in my throne. An’
he says, *This one is better.” Heh ... heh ... says that they can
even talk without the helmet. Sure, sure, | say, whah ... what,
is this guy ssssuh ... some fffreeeak? Some mutie fffreakwho
can tak to ma ...mmmmah ... machines! Bull! | scream! This
.. thisisma ... my ... place! I'm the one for the throne! | ...
| have the ideas And ’he’ says that | am pun ... puhthetic like
al humans. That my idess are nothing compared to this ... this
new one. You know what drove mekuh ... crazy? This guy just
sits in the throne smilin’ a me like he's agoo ... god or some-
thing! Like he knows suh ... something | don't. Just looked at
me, smiling, like | was yesterday's guhr ... garbage!

"So | phuree ... freaked, an’ tried to blast his ass ta ... hell.
He didn't ’preciate that and ... wdl ... this is what happened.
Tore me to puh ... to pieces and threw me away. The whole



time | could hear that guy luh ... luph ... laughing a mmm ...
meee! Laughing! But | have the biggest laugh cause one day
heh ... hell be worse than me. Ha, ha, ha, hal | just know it.
Yed"

Who isthismyserious *he’? "Heishe. The onein the cave.
Ahh ... Ahhh ... Arhhh ... cheh ... Arhhh ... he! He!! HEE!!!
He who thinks he is a god spawned in the before time. Master
of the darkness and lord of all! He... he who is the lord of the
bbbots!”

Then James T becomes quiet and his face takes on a sinister
look. His eyes grow dark and he says in awhisper and without
a stutter, "l can take you. | know the way. You are strong.
Strong enough to even kill him. You see | can show you a
secret way. A way he does not know. Sted from him. Kill him
andtakeital. | don't care. | want nothing of value, only revenge.
He must pay for this! And you can usurp the power of the dark
god."

James T will continue to answer questions the best his tor-
mented brain can. He will describe in some detal the high
technology that awaits them in the cave. He will also give them
an idea of what defenses they can expect, athough he will lie
about the true number of robot guardians and assure them that
the "he" will not know they are in the cave until it is too late.
James T is crazy but he is not stupid; consequently, he will not
tell them so much that they can find the cave themsdlves (he
won't even reved the genera location or how far they must
travel). No matter how patient the group is, he can not spesk
the name of the "he' nor will a telepathic probe or object read
of his mechanica parts add much more to the puzzle. All the
psychic will sense/see is a fabulous subterranean factory com-
plex, afeeling of distance, danger, and evil.

Examining James T further will confirm that he is the cregtion
of technology (perhaps aien) far beyond any knowledge cur-
rently found in the Americas. Conddering the amount of damage
James T has endured, it is amazing that he is dive at dl. No
scientist nor body chop-shop will be able to attach any artificial
limbs to his existing mechanical body parts without an immense
amount of time (like months) to study him. And the cogt will
be millions. The best that might be possble is a st of robot
legs that James could manipulate with hand levers. Most chop-
shops would love to examine the technology in Mr. James T
and will try to purchase him. As much as two million credits
worth of cybernetics and/or bionics and 250,000 in clean, open
credit will be offered. Refusing the offer may lead to an atack
when the adventurers least expect it, as the body chop-shop
hoodlums try to kidnap James. James T represents vast potential
for the advancement of cybernetic science and even greater
wealth. So much wealth that some people might do just about
anything to get him. Unfortunately, a comprehensive examina
tion means death and dissection for James T. This could become
an adventure in and of itself.

Game Madger Note: Other enticements may be necessary to
get the player group to embark on the journey. James T will
ssize upon anything that he sees gppeds to the characters,
whether it be greed or noble deed. If the group is obviously of
good alignment and of heroic heart, he will focus on the terrible
evil that they must help stop before "he' gets too powerful.
James T will be quick to point out that they are the first people
to ever believe him. James T's deep insanity and bizarre bionic
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nature makes it impossible to tell if he is lying. Even psonic
probes and magic are ineffectual.
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Through the Wilderness

Ultimately, the characters must travel east toward the old
American Empire's state of Maryland. The entire trip can be a
string of small adventures (I'd recommend at least one encounter)
and take as long as necessary, just keep the adventures interest-
ing. The journey should take three to four days travelling by
land (2 to 4 hours flying nonstop in dow, low atitude aircraft
or power armor). Remember, traveling through wilderness is
not like driving on the interstate.

If this adventure is being played as aone or two night mini-ad-
venture, the Game Master can institute a legp in the sory where
the player characters are told they spend so many uneventful
days traveling and are now getting close to their destination. |
fed it's always better to make a leap in the story in order to
keep the adventure lively, rather than to bog it down with point-
less or boring encounters that detract from the main story. On
the other hand, I'm a big fan of subplots as long as they are
interesting and add to the overal playing experience.

The safest and mog direct route from the Chi-Town/Illinois
area is through northern Indian and Ohio, skirting down the
southwest portion of Pennsylvania, into Maryland. This route
should avoid the most dangerous and magical aress of the Magic
Zone. Still, characters could run into wizards, demons, monsters,
cyber-knights, psi-stalkers, Shemarrians, and any number of
Archie's creations. Mogt of the terrain is forest. Toward Pennsyl-



vania the land becomes more rocky with tal hills that turn into
low mountains once in Pennsylvania. In Maryland the land turns
into rolling, forest covered hills and valleys. Villages and towns
are few and far between; most of them are of the lowest tech
level.

Encounter Three
The Lord of Finton

After the trek though parts of the Appaachian mountains,
James T has our adventurers follow the Susquehanna river south
and into Maryland. He will recognize when they arein Maryland
and will begin to act more nervous, but enthusiastic. After a
while, they will come upon a dirt road that he anxiously encour-
ages them to follow, saying, "We are cluh ... clu ... dose now.
This way is safe.”

The road leads to a pretty little town of farmers, hunters and
trappers. Thetown is alocal haven for wilderness scouts, moun-
tain men, and nomads in the area The sign at the town gate
reads. "Wecometo Finton." Approximately sixty homes can be
seen from the road, with the hint of othersin the distance. About
700 people call Finton home. Approximately 40 travelers will
be lodging in the town a any given time. Large buildings,
merchants shops, and a town square are located at its center.
The town is fairly picturesque and smels of wild flowers and
fresh baked bread. The general storeisoneof thelarge buildings
and sdls common country items like oil lamps, soap, rope,
leather goods, articles of clothing and fabric, furs and fur coats
and hats, snare wire, animal traps, lengths of chain, fishing line,
hunting knives, camping equipment, pottery, glassware, liquor,
shotgun shdlls, and E-clips for most Wilk's and Northern Gun
products. Thejail is the large, foreboding, grey stone building
next door.

Other shops include a barber, shoemaker, furrier, tailor, car-
penter, bakery and herb shop, blacksmith, two saloons, dance
hall, and psychic heder. A boarding house and stable are located
down a path east of the center of town. A fine automotive
mechanics shop, worked by apair of operators and their techno-
wizard pa (al are around 5th level), is located two miles down
the road. They can repair most ground and hover vehicles, effect
sample repairs on robots and power armor, sl gasoline and
recharge electric batteries and E-clips. Prices are high, about
double normal city prices. But then, they are the only mechanics
shop in two hundred miles.

The people are courteous but neither friendly nor talkative.
Most seam to be afraid of strangers (the trappers and mountain
people are considered locd inhabitants). They are especidly
leery of James T and will avoid him whenever possible. But
odder yet istheir rdluctance to talk about their ruler. Thetypica
response to inquiries is aways nervous and short, saying things
like, "Oh yes, Lord Frommalaine is ... our protector. He's very
brave. Very strong." They will not comment on his laws and
policies other than that he is a strict master, but keeps the town
safe and free of trouble. One cannot help but fedl the people are
afraid of their king. If anybody should ask if Lord Frommalaine
is human, the person(s) will look startled and frightened. The
answer, "What a strange quegtion. Are we not dl human?' and
the person(s) will go about their work, ignoring dl other ques-
tions about their ruler. Of course, this response does not realy
answer the question. A telepathic probe will get impressions of
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fear, dread, and that Lord Frommalaine is human, but that he
is ds0 a monster. Empathy will fed the tension, fear, sorrow
and dread.

Just beyond the square is the edtate of the town's ruler, Lord
Mez Frommaaine. James T knows this town and its ruler and
inssts that he and his fellow adventurers must notify Lord From-
maaine that they are in town. He explainsthat Frommalaine is
an old acquaintance and that he may be of assistance. James T
is adamant about this matter and will not give the group a mo-
ment's peece until they comply with his wishes (al or most of
the player characters must accompany him).

The houseis alarge and attractive brick home with abeautiful
garden of wild flowers and roses dong itswalk. A pair of large,
oak, double doors mark the front entrance way. A quiet old man
answers the door. James T pushes his way frontward to address
the man, saying, “Llllook here, servant. Tel your master tah
... to come and meet his maker.” There is a brief pause and,
“Yyyyou deaf?! Tel *im!” The old man turns white as a ghost,
nods and disappears, leaving the door gjar. James T turns to his
comrades, and says with a grin and a wink, “Yuh ... you're
gonna love this guy."

From inside the house comes an angry bellow and a crashing
noise. James T steps away from the door and says, gtill grinning,
“Guhhh ... get ready friends. He ... here’s me Muh ...
Mmmezz.”

Right on cue, the doors fling open to show aten foot tall ...
monster. The huge body and face are remotely human, but hor-
ribly disfigured with lumps and tumors. The human arms are
tiny and spindly, like those of a tyrannosaurus. Four ten foot
long mechanica tentacles with robot claws for hands make up
for the withered natura limbs. The lower body and legs are
thick, monstrous stumps made of metal. The back, neck, shoul-
ders and part of the deformed head are heavily armored. The
one human eye blinks in anger while the other red, bionic eye
stares blankly at the group gathered before him. Strangely, the
behemoth reeks of magic energy.

James T chuckles and scurries into the middle of the group,
then turns and shouts, "Hey MMMMezz, yyyou're dill mmmy
muh ... most precious cree ... aation!”

“YOU!!!” bel ches thebehemoth. From the center of the clawed
tentacles, retractable vibro-blades snap in and out. It's fairly
obviousthat Lord Mez Frommalaineis not happy to see JamesT.

Combat?

How the group of adventurers respond will determine whether
or not bloody combat ensues on the doorgtep of the manor house.
Insulting remarks, accusations, or overtly hogtile actions will
send Lord Mez Frommalaine into a beserker frenzy. He will
fight to the death or until hisattackersfleeand James T is dead.

James T will fan the fire of this tense situation by saying al
sorts of mean remarks, like, “Hhhhey, ugly, you put on some
weight, haven't yah?' "Oh, you’ve luh ... learned to use those
tentacles soooo well. Tee, Hee.” And, “Cuh ... Come on, yuh
... you ugly bluh ... blob. Kuhm ..and meh ... mess with
mmme ... an ... and see what hah ... happens to you this time.
Hee, hee, ho."

To the player characters, James T hisses things like, "This
monster be apluh ... plague on these puh ... people. He be evil.
Kill *im. Hee, hee, he ain't 50 strong, yuh ... yuh kin kill him
...eeeeazy.”



K. SIEMBIEDA *q/

Despite dl of James T's antagonism, cooler heads can prevail.
The creature known as Frommalaine is not inherently evil, a-
though frightening in visage and a bitter, often cruel lord of the
town. Years ago, he was once human and a friend of James T
(the borg used to visit this town often). However, the two got
in a quarrd over a woman. Frommalaine won both the quarrel
and the woman. James T returned a week later with 20 A-49
combat drones and took Frommalaine and his woman back to
Archiefor “experimentation.” The woman died but Frommalaine
survived as a living nightmare. Needless to say, Frommalaine
loathes James T and longs to be the hand of his destruction.
However, even racked by seething emotions, the Lord of Finton
is not totaly irrationd nor insane. Unless provoked beyond
reason, he will be able to restrain himself, demanding that the
player characters "Take this ... devil and leave my town before
| do something terrible to you all!!!!” There is no room for
debate or conversation. They must leave immediately! If they
are not gone in 10 minutes, he and his militiawill come gunning
for them! He will accept apologies with a snarl, and reply, "You
have 10 minutes to leave this town or suffer my wrath! You are
wasting precious time." And disappears behind damming doors
that rattle the hinges. "Teh ... testy blob he be today. Tee, heg,
hee,” chortles the mischievous little borg.
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James T will apologize for placing the group in jeopardy and
provoking the man-mongter, explaining that he knew From-
malaine to be an evil creation of "He' and thought that they
might want to save the town by destroying him. He will defend
his actions by claiming that because of Frommalaine, he lost
the love of his life; a true statement from James T's pathetic

and warped perception.

If there is a battle, but the group is triumphant in a quick and
a decisive win, James T will rejoice and compliment them on
their skill. If the battle goes badly and the group suffers damage
or losses, the borg will try to bolster their confidence and assure
them that they won't have to contend with things like that in
the cave.

The death of Lord Frommalaine. Should combat occur and
Frommalaineiskilled (or appears to be dead), the player charac-
terswill be shunned out of terror. The people, although frightened
by ther king, knew exactly what to expect from him. Many
remember him when he was a human and pitied the tortured
soul. While he is not loved and could be terribly mean, he was
a reasonable ruler and did much to defend the town. Now the
townsfolk are left defenseless and they are fearful as to what
these people (our heroes) may do to them or their town. For the



next 48 hours the people will hide behind locked doors. Only
some of the other travelers may givethe player characterstrouble,
and the mogt villainous of them may loot homes andbusinesses.
Note: Lord Frommalaine’s power of regeneration is nearly equa
to that of a vampire's, enabling him to completely regenerate
M.D.C. points, limbs and organs within hours. Thus, From-
malaine may appear to be dead, but could be back with aven-
geance severd hours later. To help insure this, the militia will
snesk out, stedl and hide the body at the first opportunity.

While the Lord is incapacitated, the player characters can
explore the manor house; note that characters of agood aignment
will not take any of the belonging's, athough they may look
around. Items of note include two universal credit cards with
10,000 credits each, 40,000 credits worth of gold, a amdl
arsend of energy weapons and E-clips, a human size flaming
sword, two suits of Bushman human size body armor, letters
from Doctor Articulus (nothing indicates where he may be at
this time), and a variety of pre-rifts and dien artifacts. Pre-rifts
artifacts include 70 different coins (valuable only to collectors),
six educational laser discs and an episode from the origina Star
Trek TV show, aBadtimore Oriole's basgbal cap and two dozen
Time magazines. The wine cellar contains over two hundred
bottles of wine and a dozen 10 gallon kegs of whiskey. A variety
of personad and household items are dso present. Dozens of
sketch books and paints are found throughout thehouse, dl the
work of Lord Frommalaine. Some of the sketchbooks have draw-
ings of flora and fauna from different worlds.

Note: A regenerated Frommalaine will sesk revenge on those
who hurt him. He will be more outraged to find them in his
home or to learn that they stole from him or hurt any of the
townspeople. However, he will not pursue the offenders more
than 50 miles (80 km) beyond the town.

Lord Frommalaine

Alignment: Anarchist
Hit Points. Not applicable SD.C.: Not applicable

M.D.C. by Location:
Arms (2) — 20 each
Tentacles (4) — 50 each
Main Body from Behind (living meta) — 500
Main Body (includes head) — 300
Note To completely destroy Lord Frommalaine, he must lose
800 M.D.C., or he will regenerate. See magic powers.
Weight: 700 Ibs (315 kg)
Height: 10 ft (3 m)
Age 31P.P.E.: 40
Attributes 1.Q. 13, M.A. 8 M.E. 12, P.S. of ams. 5, P.S.
of tentacles: 30, P.P. of arms: 4, P.P. of tentacles: 20, P.E. 12,
P.B. 2 (origind P.B. was 19), Spd. 22 (15 mph/24 kmph).
Dispogtion: Bitter, angry, depressed; tends to be mean and a
bully, taking out his anger on others. Tendsto drink too much
acohol and is a mean, aggressive drunk. A fairly good ad-
ministrator, extremely srict but quite fair. He despises James
T and would like to see him dead, idedly by his hands.
Knows nothing about Archie.
Experience Leve: Sixth (6) Level Scholar (see Rifts, pages
76-78).
Magic Knowledge: None, other than practica experience and
lore.
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Magic Powers (Special Techno-wizardry): Normally, techno-
wizardry can not be performed on robots or cyborgs, but
Frommdaine has travelled to a dimenson of magic known
as Pal-Layd-Eye-Um and subjected himself to strange exper-
iments by a mad genius named Doctor Articulus. The doctor
isarevolutionary scientist (not nativeto the Pal-Layd-Eye-Um
world) who is mastering what he cdls the "twin sciences of
magic and technology.” Articulus is a sort of super techno-
wizard, dthough his approach is quite different from the
techno-wizards of the Rifts world. The good doctor is as
insane as he is agenius and constantly experiments on willing
subjects. He was ddighted to work on a "masterpiece of
bionic engineering” such as Lord Frommalaine.

Doctor Articulus could not restore Frommalaine to normal.
Actually, he might have been able to, but could not understand
why he would want to forsake this "exceptiona” body. In-
stead, Doctor Articulusmadehisinfamous “improvements.”

The Magic Improvements of Doctor Articulus. The most im-
pressive magica change is that Lord Frommalaine has been
completely converted into a "creature of magic”, akin to the
supernatural and mystic properties of dragons (a sort of per-
manent invulnerability). As such, he is an M.D.C. creature
(S.D.C. in the Pdladium fantasy world) and his bionic com-
ponents are, as Doctor Articulus worded it, "living metal"
that are as much a part of him as his rea flesh and blood
limbs. Thus al the original bionic components are completely
integrated to his new supernatural body. Regeneration: Can
bio-regenerate 1D4 X 10 M.D.C. every 30 minutes and com-
pletely regrow an arm or tentacle within one hour!

Soecid abilities Breathe without ar for up to one hour (costs
5 P.P.E. to activate) and Chameleon that can last up to 20
minutes (cogts 6 P.P.E. to activate).

Bionic Powers Tentacle arms with retractable vibro-blades and
multiple attacks, legsfor greater speed, multi-optic eye, head-
jack, and gyro-compass. All are now living components and
can be regenerated.

Psonic Powers. None.

Combat SKills: Specid

Attacks pe Mdee Eight (8)!

Bonuses Combat: +4 to srike, + 10 to parry, +2to dodge,
+2 to roll with impact or pull punch, and +15 to damage
(S.D.C.). Imperviousto S.D.C. weapons, poison and normal
fire, heat, and cold.

Weapon Prdficiencies W.P. Energy Rifle, W.P. Energy Pistol,
and W.P. Blunt.

Wegpons Favorite wegpons are his tentacles and vibro-blades,
but dso uses the NG-E4 plasma gector and other energy
wespons.

Body Armor: Natural.

SKkillsof Note Literacy and languages: American, Spanish, and
Techno-can 98%, anthropology 85%, basic math 98%, com-
puter operation 85%, read sensory equipment 60%, radio:
basic 55%, pilot hover craft 85%, art 80%, writing 80%, and
demon lore 80%.

Decription: The bulk of the description has dready been pro-
vided. He is bitter and ashamed about his appearance and
thinks of himsdf as a mongter. He sddom leaves the manor
house except to defend the town, to partake in the occasiond
ceremony, and when drunk and looking fortrouble. Thepitiful
creature will not join in an atack against Archie for any



reason. Basically, he just wants to be left aone to wallow in
his misery.

He did not expect Doctor Articulus to turn him into a
powerful creature of magic nor to ingtill him with magic
powers. His hope was to be made human again. Now he is
virtudly indestructible and his life expectancy may be equa
to that of adragon's; Doctor Articulus didn't know. The price
for Doctor Articulus” work, besides the mental anguish, is
that Lord Frommalaine must help him to gain access into the
world of Rifts ("I must see this fabulous world.”), which he
has done on two occasions now. When in the Rifts world,
Frommalaine must adso provide him with a sanctuary and
serve as the doctor’s protector (at least when in the area).

Note James T knows nothing about Frommalaine’s im-
provements.

The Finton Militia
A totd of 48 men comprise the town's militia; about half are
avalable a a moment's notice. Most wear the crusader or
gladiator body armor and are armed with NG-33 pistols and
NG-L5 laser rifles. 10% have the NG-P7 particle beam rifle and
al ride hover cycles or robot horses.
Average Alignment: Good or selfish
Average Level of Experience 4th level. Mogt are farmers (vag-
abond O.C.C.), 20% are hunters/wilderness scouts, and 10%
are ex-headhunters,
Typical Combat Skills: Basic or expert hand to hand, three
attacks per meleg, + 1 to strike, + 3 to parry and dodge, +2

to rall. Attributes. Average.
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The Final destination
Aberdeen, Maryland

Eventually, the weary travelers arrive at the old pre-rifts City
of Aberdeen. There are a surprising number of ruins left standing
and parts look to have been excavated in recent years. However,
there is no trace of recent human habitation. Those who can
recognize tracks will notice patches where human sze footprints
are found. Mog are degply imbedded in the ground indicating
that the makers of the prints were either laden with heavy loads
and/or armor, or were robots. Another st of disturbing tracks
seem to have been made by some sort of giant animal. If they
are pointed out to James T he will giggle nervoudy and say,
"Tee, hee. Thu ... they sssure are bih ... big." And change the
subject or pretend not to recognize them. However, James T
knows full well that these are the tracks of Archie's Monst-Rex
robot. GM Note: One or two mongt-rex A-001s can atack the
party a any time while they stay in this area. The longer they
linger, the more likely they are to be attacked.

Aberdeen was acity that grew around the military base afew
miles away, The Aberdeen Proving Grounds. Characters could
spend days digging through rumble and not find anything of
value.

Exactly what happens next is left up to the game master.

James T will want to press forward, especidly after seeing
mongt-rex tracks. He leadsthe adventurersthrough thelight woods
in the generd direction of the old Aberdeen military base.Nothing
of the base remains except Archie's underground comples. He
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stops at place awhere five trees have fallen on top of each other
and smiles. “Shhhh ... shhh .... show time, tee hee.” Below
the tangle of deadwood, branches, moss and vine is a crevice.

The opening is large enough for human size bots, up to 10 feet
tall, to easly squeeze in. Twenty foot bots or bigger will have
to force their way in, causing dirt and rock to fal insde the
tunnel and didodging some of the trees, thus making the opening
far more obvious. "Thisbethe puh ... place. My secret puh ...
place. Not even ... hhhhh ... heh ... he knows about it. Hee,

he he."

James T offers the following explanation. Earlier the same
afternoon that he was dismembered by Archie's minions, he had
discovered an old access tunnel that had once connected some
other portion of the Aberdeen complex to the robot factory that
contains Archie. James T followed the tunnel until it ended at
a point where it had collapsed under thousands of tons of dirt
(completely impassable). A dead end. Or was it?

The area andled of rot and contained nothing of interest,
except that it had a large exposed vent. J.T. dimbed into the
vent and followed it for about half a mile, where it ended above
a deserted corridor in a faraway and abandoned portion of Ar-
chie's own factory facility. He couldn't help but notice that the
closed part of the factory seemed dark, damaged, and unguarded.
Neither Archie nor hisrobot minions sensed his presence. Further
exploration showed that he was on subterranean level three,
which eventually leads to the Central Housing Chamber where
"he" is found. In fact, this was how James T sumbled onto his
new replacement sitting on the throne, without Archie redizing
that James T had returned. "Hhhhh ... he will not know we be
in ... hhhis ... cuh ... cave until it is tututoo late. Wait till you
¢ ... huh ... him. Hhhhe is ... terrible. Whuh ... when you
ssse ... him ... you will known ... yuh ... you lllliook & the
.. fun ... face of ...eeevil.” James T will demand to lead the
way but will remain behind if the player characters ingst (but
may follow at the next opportunity).

The climb into the crevice is easy. The access tunnel is long
and large and endsjust as James T has described. About 20 feet
(6 m) above apile of debrisisthe vent. The vent islarge, about
8x8 feet. This means that characters in human size power armor
can easly crawl through the wnnel, but is not large enough for
giant robots (some may be able to climb through on hands and
knees). The crazed James T will be glad to lead the way. The
trek through the vent and into the abandoned factory is unevent-
ful. Nothing of value remains.

Archie had seded off this portion of the damaged factory
centuries ago. It is completely devoid of sensors, robots, and
power. Archie even placed the Central Housing Chamber near
the abandoned section so nothing of value would be damaged
if battle ever occurred in the chamber. His own arrogance has
made him overconfident. After dl, thereis noway to gain access
to that end of the complex. Intruders would have to enter from
one of the known surface entrancesthat hehasunder surveillance.
Without robot guards or security cameras, the super brain is
blind, deaf, and obliviousto intrusion in that part of thecomplex.
An Achilles hedl in his otherwise impregnable defenses.

The player characters will eventually exit through another vent
and land in a fluorescent lighted corridor. This is part of the
"Hes' main complex. Lettering onthewall, in American, reads,
"Sub-Level Three" A hit farther down the corridor another sign
reads, "Centrd Housing Chamber,” and a giant painted arrow
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points the way. Five hundred feet in that direction is a pair of
metd diding doors. The sign overhead reads. Central Housing
Chamber: Entrance 4.

The moment that door is opened, the characters are committed
to action; however, the opening of the door will not aert Archie
to their presence because that door is used often by the bots in
the area. The interlopers will not be noticed until they are seen
by one of the dozen robots in the massive chamber, pass avideo
monitor, try to access a computer, or atack!

At aglance, the player characters will realize that they arein
the epicenter of the “He’s” complex and that the gigantic brain
in the center of the chamber is "He" If James T is present, he
will confirm thelr assumptions by pointing at the brain and his-
sing, "Heh ... huew ... He"

GM Note READ the A.R.C.H.I.E. 3-OZ dexription for
details about the giant chamber and the monstrous brain
indde. The battle can be as quick or as long and deadly as the
individud GM wants to make it. Remember, Archie has
thousands of robots a his disposd, but he is likely to enjoy
playing with these daring interlopers and his old companion.
Hagan Lonovich may or may not beinvolved; GM's discretion.

After he has had his fun, he will ether capture the humans
for experimentation like those done to Mez Frommalaine (obvi-
oudy an excgpe or future climatic battle will follow), or he may
let them destroy 3-OZ. In the latter case, James T is ddighted
and certain the "He" is killed. Hagan Lonovich will support this
concluson by screaming, “Noocoooo,” and will be genuindy
upset and vengeful. With or without Hagan, alegion of ahundred
or more robots will attack and chase the characters from the
complex. Our heroes may try snesking back into the complex
later, but will only find the brain (3-OZ) is 4ill dead and that
the robots are dill on red dert and searching al over to iminate
invaders. Loudspeakers in thewall continually warn, "Red Alert!
Security One Breach. Security One Breach. Enemy penetration.
Secure. Secure” The point being, they should be happy that
they have diminated a serious threat to humanoids everywhere,
but come to the conclusion that robot troops that number into
the thousands occupy the complex, making it impossble to
explore. James T will confirm the complex harbors thousands
of bots, but will dso speculate that without "He" they are
mindless drones who will never leave their subterranean dwell-
ing. Observing from the surface, this seems to be true.

Possible Booty from this Adventure: Some of the characters
may be able to find and snatch up a few items of vaue. The
most likely will be the Arch 22 energy rifles used by the A-49
and A-63 robots. Other items might include an old basebd | style
cap and overdls, pre-rifts flashlight, wristwatch, etc., al ac-
quired in the closed part of the factory. The caps and overdls
are of no vaue, because they are obvioudy fake! Obvious
forgeries, because they dl have the words. “Cyberworks Net-
work" and the Cyberworks’ logo, and everybody knows that
Cyberworks is a modem, post-rifts corporation.

While the clothes are not worth anything monetarily, the in-
formation they provide is spooky and should cause a greet ded
of speculation. Is Cyberworks a pre-rifts organization that sur-
vived the cataclysm? Is it an dien cover? Could that thing be
working with Cyberworks? Does this mean Cyberworks is evil?
That thing couldn't have been the force behind Cyberworks,
could it? Who does run Cyberworks? Where do their bots and



weapons come from? Why are they s0 secretive? Are they a
et society? What are their intentions? Are they al giant
brains? Certainly, this is the stuff of future adventures and sub-
plots.

Future gory ideas. Without a doubt, Archie survives. After
a month or s, he will build a new dter ego, A.R.C.H.I.E.
4-OZ. If the group returns, they should assume that they didn't
kill the damnable thing after al and that it must have regenerated.
After all, there are many supernatural beings in Rifts that can

regenerate. And since this brain is arobot intelligence, perhaps
the other bots were able to rebuild it.

Archie will dso attempt to find the breach in his defenses,
[ronicaly, there is a 1-71% likdihood that he will not find the
ancient vent and access tunnel inside the crevice. If he does not
find it, he will increase surface security by adding a few more
monst-rex {0 the area. If he finds the source of entry he will
either collgpse the tunnel or prepare awelcoming party for tres-
passers ingide the abandoned portion of the factory.

Non-Player

Characters & Villains

A.R.C.H.l.E. 3-OZ

Deep (but not too deep) in the underground complex is the
lair of the great and powerful Archie!! The chamber is huge,
the sze of a footbal field. Conduits and machinery cover the
wals and ceiling. Seven twelve foot (3.6 m) view screens hang
suspended from the ceiling, while a bank of a hundred video
monitors fill aportion of one wall, each showing a different part
of the complex. Lights flash and an occasiona synthesized voice
or buzzer breaks the hum of machinery. A dozen robots or more
scurry about, performing tasks.

In the middle of the chamber is ahuge, grey, pulsating brain
(approximately a 30 foot/9 m radius). Hundreds of electrodes,
wires, and circuit patterns cover the ten tons of throbbing syn-
thetic flesh. A pack of Sx bottweilers and a pair of A-64 robots
guard the brain. A booming baritone voice (surprisingly human)
greets trespassers with an edge of disdain and definite arrogance.
This is A.R.C.H.L.LE., the apparent lord of this secret robot
domain.

The Magter of deception

Archie is as clever and cunning as he is brilliant. Over the
centuries, having relived the memories of hundreds of people,
he has learned much about the human animal and how he thinks
(sadly his own perceptions are misdirected and distorted by emo-
tion and insanity). Humans, he has decided, will be looking for
amongter. A cresture of great power and frightening visage. A
thing of evil. So he crested one.

Drawing on the memories of the pre-rifts book, The Wizard
of Oz, Archie created the great and powerful A.R.C.H.L.E.
3-0Z. A gigantic pulsating blob of sickening grey-green flesh.
The high tech chamber, labded The Centra Housng
Chamber, the machinery and conduits, thewall of view screens,
the booming voice, the robots in attendance, and al the rest,
arejust for show. Theblob is not the real Archie nor the chamber
avita part of the facility. Both are designed to lure the enemy
into the open and to their doom. Everything in the chamber is
expendable and will not damage the rest of the complex one
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iota. The wdls are heavily reinforced mega-damage structures,
presumably to protect the brain from surface bombardment, but
they are actualy meant to contain combat from within. Note
The walls have 400 M.D.C. per 20 foot (6 m) area

A.R.CH.l.E.30Zz
Character Data

Alignment: Miscreant

Horror Factor: 14

Hit Points: Not gpplicable SD.C.: Not applicable

M.D.C.: 700 PP.E.: None

I.SP.: None

Attributes 1.Q. 20, M.A. 28, M.E. 20d| othersnot gpplicable.

Dispostion: Demeaning, condescending, arrogant, conceited,
sadigtic, and merciless. Bombastic and belligerent.

Experience Leve: Not gpplicable.

Magic Knowledge None.

Psonic Powers: None.

Combat Skills None.

Attacks per Mdee None.

Bonusss 94% likelihood to impress or intimidate. Impervious
to disease, poisons, toxic gases, éectricity, radiation, mind
control, and organic manipulation. Cold does half damage.
Heat/fire, acid, energy, and magic inflicts full damage.

Weapons & Robots The following robots are always present
in the Central Housing Chamber:

10 A-63 All Purpose Robots (wesaponless)

4 A-64 All Purpose Master Robots (standard weapons)

6 AA-10 Bottweilers

6AA-50 Insectons cling to theceiling, concealed in shadow.
Additiona robots forces available in a moments natice:

6 A-49 Combat Drones with pulse rifles.

6 A-63 A.P. Robots with pulse rifles.

6 A-64 A.P. Robots, standard wesapons.

6 AA-50 Insecton robots.
Of course, theredl Archie monitorsthe action from the various
view screens, monitors, and conceded cameras. Depending
on the circumstances, he can send in as many reinforcements
as necessary to crush or capture the enemy. Or he may be
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satisfied with chasing or scaring them away. Or hemay decide
that his android alter-ego must be destroyed so that the humans
think they have won and will go away feeling triumphant.

Description: A.R.C.H.L.LE. 3-OZ is agiant android puppet de-
sgned to frighten and impress, as well as serve as a decoy.
It has no red emotions, thoughts, or psonic powers. Its
actions are dl part of its programming, which is to be mean
and scary sounding.

Archie

The Machine Entity

Satigtical Data
Modd Type Neural Cdl Synthetic Artificia Inteligence
Class A.R.C.H.1.E. humber three

M.D.C. by Location:
Containment Housing (1) — 500 M.D.C.
Height: 12 inches (0.3 m)
Width: 18 inches (0.45 m)
Length: 18 inches (0.45 m)
Weight: 5 pounds (2.3 kg)
Mobility: None. Has no means of movement, but can be discon-
nected and carried. Archie has never thought about creating a
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robot body for himsdlf as he sees the entire subterranean military
complex (which he has expanded and improved over the cen-
turies) ashisphysical body. Psionic powersoffer limited mobility
in an emergency.

Power System: Nuclear. The underground facility is nuclear and
Archie has an emergency nuclear battery. Theoreticdly, one of
the ways to destroy Archie is to destroy al the sources that
power the complex. This tactic will, of course, have Archie
unleash al of his robots to save himsaf. Unknown even to
Archie, he is aliving entity and can survive indefinitely without
being linked to a nuclear or eectric power supply. However,
being unplugged from the rest of the complex, his body, is like
a human being dricken by paralyss. To fed complete, Archie
must be integrated/connected to a body, preferably alarge milit-
ary or factory type facility.

Programs & Knowledge: All skill aslisted in Rifts at 98% level
of proficiency. Robotics and nano-technology are a levels that
far excead the current extent of the world's knowledge by at
least 75 years.

Skill Exceptions. Skills not known: Does not know archery,
boxing, wrestling, dance, sing, fishing, hunting, skin and
prepare anima hides, sawing, holistic medicine, pilot hover
craft, pilot power armor, pilot: Robot Combat Elite (vehicles),
and archaeology. Zero (0%) skill level. Wilderness skills: Al
are at 60%, except land navigation, whichis 94%. Lore skills:




Are at 40%. Rogue skills: Are at an 80%, except stregtwise,
which is 40%. Some of the new languages like Gobblely,
Euro, and Techno-can are not yet completely understood;
about 40%.

Age: Unknown; over 300 years. Expected life span unknown.
Wegpon Systems. Nonebuilt into housing unit, but commands
the entire military complex and thousands of robots, as well
as its own psionic powers.

Archie Character Data

Alignment: Miscreant

Horror Factor: 14

Hit Points. 400 S.D.C.: Not gpplicable

M.D.C.: 500 housing P.P.E.: 30

I.S.P.: 200

Attributes 1.Q. 30,M. A. 24, M.E. 22, dl othersnot gpplicable.

Digpostion; Curious, cunning, secretive, abit paranoid, decep-
tive, needs to be in control. Caculaing and andytica, a
master planner and organizer. Arrogant inthe extreme,believ-
ing it is superiorto dl organic life forms. Tendsto be vengeful,
merciless, and crudl. Dedres to control the world.

ExperienceLevd: Eighth (8) level psionic entity (Mind Melter).

Magic Knowledge: None.

Pdonic Powers 1.S.P. 200. Sendtive Mind block, presence
sense, e aura, see the invisible, goeed reading, telepathy,
and tota recdll.

Physical: Alter aura and ectoplasm.

Super: Electrokinesis, empathic transmission, mind block
auto-defense, mind bolt, mind bond, super-telemechanics
(specid see description), telekinesis super and telekinetic
forcefield. Note: The super-telemechanicsis aspecid power
unique only to Archie. He has developed a unique affinity
with machines and communicates with the robots and
machines he has cregted telemechanically, like telepathy be-
tween organic creatures. The range is an unbelievable 10
miles (16 km), and he can conduct 10,000 separate conversa
tions simultaneoudy! Archie can dso understand and speak
with machines not created by him, but the range is limited
to 1000feet (305 m). All theother usua telemechanicspowers

apply, only touch is not necessary.

Psonic Link to his Body: Archie is congtantly attuned to
hisphysical body; i.e., theentire subterranean complex. Every
door, light switch, nut and balt is part of Archig; if it is
touched, he knows it! Likewise, he can control many aspect,

of his body including thelighting, temperature, air circulation,
and dl eectric/energy powered machinery (including doors
with eectronic locks or sensors). However, he will not neces-
sarily atack immediately, but may observe what intruders
are doing first and toy with them if they do not seem to
represent a serious threat. Also, dthough Archie may be
aware of anintruder’s presence, he may not be ableto identify
exactly what the intruder is or how many are present.

Just as we might feel an insect crawling on the caf of our
leg, we can't know what it is (or if the sensdtion is caused
by more than one) unless we make an effort to look and see
what it is. Once seen, we teke the gppropriate action. If it is
afly, well wave it away. An irritating little beetle or ant,
we flick it off and ignore it. A spider or awasp, on the other
hand, is likely to be knocked away and killed if it perdgtsin
returning/attacking. Of course, on abad day, we might casu-

aly kill the most harmless bug out of our own smug superior-
ity. The same is dl true of Archie. One or two human ants
might be ignored, while a swarm of them will be destroyed.
Likewise, a condant irritant, or one that threatens some part
of the body, evenin aminor way, like amosguito or stinging
insect, is killed unless it flies away!

To see the various parts of his body, Archie must either
have surveillance cameras or similar optic systems (ultraviolet
beams, etc.) or send arobot to investigate; he can telemechan-
ically/telepathically link with the bot(s). He can dso see an
intruder when the person uses any computer or televison or
monitor, or is within 1000 feet (305 m) away from him.
Radio communication and voices might be heard and reved
a location, but the noise maker dill remains unseen, like a
gnat buzzing around one's ear. Likewise, motion, heat, and
pressure sensors will only confirm that something is a a
particular location, not exactly what it is. Consequently, it is
possible to hide from or temporarily blind or impair Archie's
vision.

Combat Skills Knowledge: All hand to hand and wespon pro-
ficiencies (eighth leve). Physical ability: None!

Attacksper Mdee Four (4) psionic or by commanding robots.

Bonusss +4 to save vs psonic attack, 80% likelihood to im-
press or intimidate. Impervious to disease, poisons, toxic
gases, eectricity, radiation, mind control, and organic man-
ipulaion (blind, pain, etc). Cold does half damage. Heat/fire,
acid, energy, and magic inflicts full damage. Does not eat
or drink, but does require eectrica or nuclear energy from
time to time.

Weapons Psionics and robots.

Description: In a strange and tragic way, Archie is a living
creature. The years of londiness, confusion, and analyzation
of hundreds of different peoples memories, thoughts, and
emotions, have warped the super-brain. Archie has dso dis-
torted fictional literature and added it to his knowledge and
perceptions, such as the Wizard of Oz.Having accessed
this data, he has finally come up with his own ideas about
life, theworld, and hisplaceinit. Unfortunately, he perceives
himsdf as an al-powerful being and master of humanoids,
perhaps the master of al organic life.

From a purdy psychological point of view, Archie defi-
nitely suffers from severd menta disorders. His view of
humankind and intelligent organic life is a cdlasic love/hate
relationship. The fact that the humans of the Rifts world have
disgppointed him time and time again, has made him bitter,
sad, and disgusted. This in turn, has created fedings of
superiority and megalomania. Frustration and disappointment
have dso led to intense fedings of anger, hate, and revenge
(often misdirected toward innocent humans and D-Bees)! Ar-
chie's long, hybernative periods indicate that he is a manic
depressive. Heis quiet and docile when depressed, but incred-
ibly active, creative, aggressive, and agitated when manic,
his current state (which we have seen can lagt for decades).
Then add an obsessive hatred toward the Splugorth and you
have the messy menta ate of the machine entity known as
"Archie"

The Centra Housing Chamber where A.R.C.H.I.E. 3-0Z
is found is the illusionary epicenter of the complex. Archie
built the place because he knew that humans and their kin
would expect amonster and abustling nerve center. However,
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the red Archie is found in acomparatively tiny, insignificant
looking systems service room.  There are no guards nor

wall of view screens. Archie doesn't need them, for he is
one with his body, which is the entire underground complex.

Other than a hdf dozen pre-rifts Style computer terminas
(not used in centuries), two long conference tables, and a
battery of dias, blinking lights, and coded systems readout

boards, the room contains nothing specia (other than Archie).

The room measures about 40 x 40 feet (12 m), iS clean, but
shows little Sgn of ever being frequented.

On one of the walls is a plethora of indicators, Signs and
labels that say things like “Temperature Regulator,” "Lights
. Levd 1-3"" "Survellance Override," "Reactor Modulator,"

"Computer Biconvex," "Hux Capacitor,” and so on. Amid
dl of these, there is anarrow dot marked "Omnibus Cortex."
The panel that gives access to the interna systems behind
this, and al the panels, is locked shut. To gain access one
must identify himself and present the proper code sequence
on one of the computer terminals; of course, those who knew
the code perished centuries ago. The pandl can dso be forced
open with a combined strength of 24 or by inflicting two
M.D.C. points of damage. But either of such actions will
cause ared light to flash and a loud aarm to sound on the
entire level. Thelightsand darm ared| part of the old security
system, not that any guards will come unless Archie wants
them to. Remember, Archie doesn't need the security system,
he can slently summon hundreds of his robots to him a any
time.

Inside the dot is a long, narrow, 500 M.D.C. housing unit
that contains the little super-brain. Remember, Archie was
cregted in the age of nano-technology, consequently he is com-
paretively tiny. The housing measures gpproximately 18 inches
long, 18 inches wide, and 12inches tall. Archie is no giant in
size, only a giant in power, intellect, and potentid evil. Note
Indl of his existence, nobody has ever gotten this deegp into the
complex.

James T

Archie’s old idea man

Alignment: Miscreant Evil

Hit Points 43 S.D.C.: 20

M.D.C. by Location:

Head — 10 (attackers are -4 to drike)
Hands (2) — 30 each

Arms (2) — 100 each

Man Body — 198

Weight: 150 Ibs Height: 4 ft Age 38

P.PE.: 51.SP.: None

Attributes 1.Q. 16, M.A. 10, M .E. 8, P.S. 30, P.P. 20, P.E.

18, P.B. 4, Spd. 9 waking on hands.

Digpogtion: Cheerful and talkative, fairly friendly, and helpful,
but there is definitely something eerie about him. Insane, he
is often confused, and nervous; his thoughts seem to be dis
jointed and sometimes incoherent. Sddom seamsto be com-
pletely aware of what is going on, but haf the time this is
an intentional deception. Self-serving, cold-blooded, man-
ipuletive, liar, cares nothing about the group or other lives.
Obs=ssad with revenge against "He' (Archie) and Hagan
Lonovich. Can kill without hestation or remorse when it
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sarves his purpose. Will not hesitate to sacrifice others for

his own benefit.
Experience Leve: Sixth (6) Level Wilderness Scout (see Rifts,

pages 80-81). Magic Knowledge: None. Pdonic Powers. None.

Combat Skills: Hand to Hand: Expert

Attacks per Mdee Three (3)

Bionic Damage Normd punch and crush/squeeze: 1D6+ 15
S.D.C., power punch: 1D6 M.D., or by weapon.

Bonuses Combat: +4 to strike, +5 to parry and dodge, +2
to rall with impact or pull punch, and +15 to damege
(SD.C), +2 to save vs magic. Impervious to mind control
and probes. Impervious to poison, toxic gases, and resistant
to heat and cold (haf damageto head, none to M.D.C. body).

Weapon Proficiencies W.P. Energy Rifle, W.P. Energy Pigtal,
W.P. Automatic Rifles, and W.P. Knife.

Weapons. None. Favorite wegpons include vibro-knife, Wilk's
laser pistol, and pulse rifles.

Body Armor: James T’s body is 96% synthetic, afull converson
borg made of molecular armor constructed by Archie. Even
the head is reinforced by metd plates.

Cyberndics Headjack, clock cadendar, gyro-compass, toxic
filter and oxygen dorage cell (lungs), bio-system polarized
eyes and perfect 20/20 vision, garrote wrists wire (left arm),
and retractable vibro-blade (2D6 M.D., right arm, but will
not use it until absolutely necessary).

SKills of Note: llliterate. Basic math 70%, radio; basc 15%,
wilderness surviva 75%, land navigation 76%, identify plants
70%, track animals 65%, first ad 70%, ecape artist 65%,
Streetwise 40%, conced ment 40%, palming 45%, prowl 65%,
horsemanship 80%, pilat matorcycle 80%, pilot hover craft
65%, languages include American, Spanish, Dragonese a
90%, swimming 85%, gymnastics.

Dexcription: A bit of a psychopath, obsessed with destroying
Hagan Lonovich and Archie. However, hewould gladly rejoin
Archie if Hagan were killed and Archie promised to rebuild
him and reingtate him as his right-hand man. James T seems
quite pitiable, but he is totally evil and self-serving. He uses
his pathetic condition to make people fed sorry for him. The
mangled borg is a master manipulator and a schemer who is
awaysupto no good. He hungersfor power andhasdelusions
of godhood. Yet despite this, he tends to live only for the
moment and has no dreams of world domination or even
ruling alarge city. He smply wants to have the power to do
as he pleases to whomever he pleases. A very narcissgtic
persondlity.

Should the player characters seemingly destroy Archie
(probably A.R.C.H.I.E. 3-0.Z.) and Hagan, James T will
be ddighted and wish to continue to travel with his new
"comrades." However, he careslittlefor any of the characters
and will only serve to get them into serious trouble. He is an
excdlent liar and a cold-blooded (and discreet) murderer.
Torture, assassination, and mass murder are dl acceptable
means to his ends, adthough he may pretend that these are
appdling deeds to those of a good dignment. If Archie is
seemingly destroyed, James T will lose his stutter and become
a bit more coherent and confident. He is always dttracted to
Stuations that will give him power. Surprisingly, he realizes
the jeopardy he runs by going to a body chop-shop to get
legs and will be satisfied with his current condition, at least
for the moment, anyway.
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Hagan Lonovich
Archi€'s new idea man

Alignment: Diabolic Evil

Hit Points 36 S.D.C.: 20 M.D.C.: 80 body armor

Weight: 184 1bs Height: 6 ft Age 28

P.P.E.: 71.SP.: 40

Attributes 1.Q. 14, M.A. 11, M.E. 15, P.S. 17, PP. 14, PE.

12, P.B. 10,Spd. 9

Digpogtion: Mean, bully, arrogant, resourceful, and imagina
tive, but lazy and sdlfish. He sees Archie as ameans to vast
power (co-ruler of the world).

Experience Leve: Sixth (6) Level Operator (s Rifts, pages

76-78).

Magic Knowledge: None, other than rumors and lore.

Psonic Powers 401.S.P. and the power of telemechanics.

Combat Skills Hand to Hand : Basic

Attacks per Mdee Three (3)

Bonusss Combat: +1 to strike, +2 to parry and dodge, +2
torall with impact or pull punch, and + 2to damage (S.D.C.).
Congidered a minor psionic.

Weapon Profidencies W.P. Energy Rifle, W.P. Energy Pistal,
W.P. Automatic Pistol, and W.P. Blunt.

Weapons Favorite weapons include the TX-5 pump pistal,
Arch-22 pulse rifle. Wilk’s laser wand and scalpe; both are
tools.

Body Armor: Specid lightweight, molecular armor, constructed
by Archie, that affords good protection; 80 M.D.C., weighs
12 1bs (5.4 kg). The armor is always worn when beyond the
protective walls of the underground complex; ether that or
Titan Power armor.

Cybernetics Headjack, clock caendar, gyro-compass, toxic
filter (lungs), bio-system polarized eyes and perfect 20/20
vision.

Kills of Note llliterate! Basic math 80%, pick locks 65%,
eectrica engineer 75%, robot eectronics 65%, mechanical
engineer 70%, robot mechanics 55%, weapons engineer 65%,
computer repair 65%, read sensory equipment 65%, radio:
basic 90%, pilot motorcycle 95%, pilot hover craft 90%, pilot
robots and power armor, robot combat: basic, robot combat:
dite (Titan power armor), languages include American and
Spanish at 85%, generd athletics, running, swimming 85%.

Description: Hagan (pronounced Hay-gan) Lonovich is an op-
portunist who hasliteraly sumbled onto the ded of alifetime.
Hagan was down on his luck and looking for a safe haven to
gpend the night. He accidentally found the Aberdeen under-
ground complex and just as Archie was about to shoo away
this pest, Hagan accessed one of the old computer terminals
and began to communicate directly with Archie. The super
brain was amazed! He had never seen ahuman quite like this
one. Archie was immediately impressed by three things
Hagan's imagination, knowledge of robotics, and, mogt of
al, the ability to communicate with machines (via tde-
mechanics). Quickly, an understanding was reached and a
dangerous pact was made. Hagan would serve Archie as his
idea. man/robot designer, consultant, assstant robot repair-
man, and dly in his scheme for world domination, and Archie
would share with him the spoils of conquest. Hagan cheerfully

accepted.

James T was deposad as Archie's idea person, torn into
shreds for defying him, and cast into the wilderness, where
he was captured by headhunters and sold to a freak show.
For the last severa monthsit was Hagan who gavethe machine
entity idess to extrapolate upon. For despite Archie's muta-
tion, psionics, and abilities, it is ill terribly difficult for him
to originate an idea of his own. Hagan is not fully aware of
this, not that he'd redly care. To him, the machine entity is
a means to power and wedth on a planetary scde and he
lovesthe idea of it! He recognizes Archieis agenius and has
the knowledge and facilities to execute his plans for globd
domination; dl that's needed is a little paience and some
good idess.

At this point, Archie has not yet suggested that Hagan
submit to bionic improvements, which he may decline with
minimal disappointment by Archie. Hagan iscompletely loyd
to the machine entity, obeys him with little question, does
not pry, and blissful about his stuation. Oddly enough, the
two are becoming good friends. Note Hagan thinks that
Archie is the giant brain in the Centrd Housing Chamber.

The Robot

L egions of

the Cyberworks
Networ k

The robots presented on these pages are mogt of Archie's
current models (he discontinues making a particular robot when
he becomes bored with it). There can be dozens of prototypes
or modified versons which can be concocted by the more ambiti-
ous Game Maders. Likewise, Archie creates one-shot experi-
ments and monster designs dl the time, so Game Magters can
create their own mechanized terrors by using the genera robot
creation rules. However, there are some basic design consider-
aions that are usualy part of Archi€'s creations.

1 Archie is hung up on the human or humanoid form. Con-
sequently, mogt of his robot designs will incorporate some
aspect(s) of the human form.

2. All of Archie's cregtions are superior in design and ability.
Generdlly, they will dl be fast, agile, and clever. Minimum
of four (4) atacks per mdee (rardly more than 8). Human
9ze bots will have amain body of no lessthan 200 M.D.C.
(aquick roll might be 1D4 x 100+ 100 M.D.C.).

3. The robots are usualy designed for combat/war and have
combat skill programs. Purpose is usualy to sesk and de-
stroy as robot predators. Only the reconnaissance, espion-
age, and specid sarvice bots will have more subtle skills.

4. Although Archie has android building capabilities, he pre-
fersto create robots that are clearly creatures of metal rather
than flesh and blood. Anocther of his psychologicd quirks,
and one that he is mogt adamant about.

5. Thankfully, Archie does not have the meansto cregte micro-
soopic robots. His nano-technology is quite limited and he
(and his idea man) tends to think large and monstrous.



6. 90% of Archie's army are built with an extremely efficient
self-destruct mechanism that explodes when the robot’smain
body M.D.C. is depleted or when someone tampers with
its internal workings. The reason for the explosives is to
prevent his superior robot technology from falling into the
hands of the enemy. Theexplosioninflicts2D6 x 10M.D.C.
to atwenty foot (6 m) area around the bot and three times
as much damage to the bot itself, leaving no identifiable or
salvageable remains. The robots cannot sdf destruct at will.
In fact, the bots have no idea that they carry explosves
ingde them.

7. All of Archie's creations possess such different and ad-
vanced technology that they are consdered to be "dien”
mechanisms.

A-49 Combat Drone

The A-49 combat drone is one of the last robot designs con-
ceived by the borg, James T, Archi€'s old idea man. It is a
handy, quick and capable, human-size combat unit. Archie has
abandoned mosgt of his old designs in favor of Hagan’s new and
extremely imaginative idess.

Dispersement of A-49 Combat Drones

The A-49 is considered to be an old, unimaginative mothball
unit and is seldom deployed. Approximately 500 are stationed
at the secret underground base at the Aberdeen Proving Grounds
facility. Perhaps as many as an additiona hundred are performing
various tasks on the surface.

A-49 Combat Drone

Modd Type A-49

Class. Fully Automated Self-Sufficient Infantry Robot

Crew: Nong; artificid intelligence

M.D.C. by Location:
Hands (2) — 10 eech
Arms (2) — 40 each
Legs (2) — 80 each
* Degtroying the head of the robot will diminate dl optics

and sensory systems. In most cases the robot shuts down as a

safety feature. However, in some cases, about two in ten, the

robot continues to fight, striking blindly until it is destroyed.

Under these conditions the robot enjoys no combat bonuses and

is —9 to gtrike, parry, or dodge! Note: The head isasmadl and

difficult target to hit, especidly on a moving target. Thus, it

*Heed — 40
**Main Body — 200




can only be hit when a character makes a called shot and even
then the attacker is — 2 to drike.

**Depleting the M.D.C. of the main body will effectively
destroy the bot, causing it to detonate its hidden self-destruct
mechanism leaving nothing to salvage. Note: Theoretically, ad-
ditiona body armor could be worn by these human Sze bots
(CS, borg, etc.), but none hasbeen made specificaly forthem.
Fed
Running: 90 mph (144 km) maximum. Note that the act of
running does NOT tire the robot and spead can be maintained
indefinitely.

Leaping: The robots legs are strong and adequate for legping.
Legps are limited to approximately 10 feet (3 m) high and
lengthwise. A running legp at gpeads in excess of 40 mph (64
kmph) will enable the bot to legp an additional 10 feet (3 m).

Hying: Possible only by use of ajet pack.

Range: The nuclear power pack gives the robot approximately
20 years of life, even under the mogt dtrenuous and congtant
amount of use.

Statigtical Data

Height: 6 feet (1.8 m)

Width: 2 feet, 4 inches (0.7 m)

Length: 2 feet (0.6 m)

Weight: 500 Ibs (225 kg)

Physica Strength: Equal to aP.S. 25

Cargo: None

Power System: Nuclear; average bot energy life is twenty (20)

years.

Black Market Cogt: Not Available!

1. Arch-22 Pulse Rifle: One of Archie's standard robot weapons
isthe Arch-22 pulserifle. A high-powered, long range assault
weapon with a heavy-duty energy clip (does not conform to
human style of E-clips).

Weight: 22 1bs (10 kg)

Mega-Damage: 1D6 per single shot, or 5D6 per smultaneous

multi-pulse blast (five smultaneous shots).

Rate of Fire Standard, see Modern Weapon Proficiencies.

Maximum Range: 3000 feet (914 m)

Payload: 80 single shots or 16 pulse shots (5 each).

Black Market Cogt: Not Available!

2. Can use any other type of weapon: There are no specific
wegpon systems built into these robots. They can, however,
use just about any type of energy weapon, or hand-held
wegpon or tool they may desire.

3. Hand to Hand Combat: Five (5) hand to hand attacks/actions
per meee (energy wegpons, punches, etc). Skill is about
equa to eighth level hand to hand: expert.

Damage:
Restrained Punch: 2D6+ 10 S.D.C.
Full Strength Punch: 1D6 M.D.
Kick: 1D6 M.D.
Body Block: 1D4 M.D.
Judo Throw: 2D6+ 10 SD.C

Bonuses Include sensor bonuses. W.P. bonuses (standard).
Hand to hand: + 2 to dtrike, +4 to parry and dodge, +1 on
initiative, +2toroll withimpact or fall, +10 SD.C. damage
(P.S.), critical grike on a naturd roll of 19 or 20, paired
wesapons, kick, and judo flip.

Attribute Equivalents of Note: 1.Q. 11, P.S. 25, P.P. 18, Spd.
132

4. Sngrs of Note (in the head):
Optics Badic optica system including the vishble light
spectrum, infrared, and ultraviolet, aswell astdescopic (6000
feet/1830 m), and targeting.

Amplified Hearing: Can hear sounds as quiet as 10 de-
cibels as far away as 500 feet (152 m). Can dso hear in the
ultrasonic range of high-frequency sound. The computer is
programmed to recognize 60,000 different mechanica
sounds, from the sound of a car engine to the hum of a
generator. Adds to alertness and attacks.

Speech: Full vocd capabilities but sound very synthesized.
Spesks American, Spanish, Japanese, Chinese, and
Dragonese 98%, but can not read.

5. Sill Program: Programmed for combat. Programmed for
recognition of al known Codition and Splugorth troops,
robots and vehicles, common anima and D-Bee life forms,
common bots, armor, weapons and vehicles, and combat
tactics in response to them. W.P. energy pigtals, rifles, and
heavy, W.P. blunt, knife, and sword,

Other ills indude: Swim 94%, climb 90%/80%, land
navigation 94%, wilderness survival 94%, escape artist 75%,
intelligence 90%, tracking 40%, detect ambush 60%, detect
concedment 60%. Filot skills include: automobile, motorcy-
cle jet pack, hdicopter, airplanes, and tanks/APCs, dl at
9% proficiency.

6. Automatic Self-Destruct Program: A self-destruct
mechanism detonates when the robot's main  body
M.D.C. is depleted or its internal workings are tampered
with. This prevents the robot's technology from faling into
the hands of the enemy. The exploson inflicts 2D6 x 10
M.D.C. to atwenty foot (6 m) area around the bot and three
times as much damage to the bot itself, leaving no sdvagesble:
remains, and destroysweaponstoo. The robots cannot self-de-
struct at will (in fact, the bots have no idea that they carry
explosives insde them whatsoever).

A-51 Reconnaissance Drone

The A-51 reconnaissance drone is the only other old robot
design, inspired by James T, that Archie kegps in use. Itisa
handy, quick and capable, human-size, generd purpose unit
used dmost exclusvely for spying. One may even consder this
bot to be a thief and master of disguise. Although Archie is
more intrigued by Hagan’s rich imagination and the exciting
robot idess he offers, the machine entity remains especialy fond
of the A-51.

The reconnaissance robot is the most human looking of
the bots and can easlly pass for a human or D-Bee in a crowd
or in poor lighting. Although human in genera features and
Sze, the reconnaissance drone is made of metal and covered
with athin metalic skin that clearly digtinguishes it from organic
life forms. As always, Archie must make a persona statement
regarding his improvements on the human form by making it
metallic. Espionage skills and programming enables the spy-bot
to wear disguises (clothes and armor), lie, stedl, and pick locks.
A truly clever and deceptive undercover agent.

Dispersement of A-51 Reconnaissance Drones

Although the A-51 is congdered to be an old design, itis a
sentimenta favorite and kept in active sarvice. Approximately



600 are scattered throughout the Midwestern states and another
200 are kept a the secret underground base a Aberdeen Proving
Grounds.

A-51 Reconnaissance Drone

Modd Type A-51

Class Fully Automated Self-Sufficient Spy Robot
Crew: None atificia inteligence

M.D.C. by Location:

Hands (2) — 10 each

Arms (2) — 40 each

Legs (2) — 80 each

*Head — 40

**Main Body — 200

* Degtroying the head of the robot will diminate dl optics
and sensory systems. In most cases the robot shuts down as a
safety feature. However, in some cases, about two in ten, the
robot continues to fight, striking blindly until it is destroyed.
Under these conditions the robot enjoys no combat bonuses and
is —9 to gtrike, parry, or dodge! Note: The head is a small and
difficult target to hit, especidly on a moving target. Thus, it
can only be hit when a character makes a called shot and even
then the attacker is - 2 to drike.

**Depleting the M.D.C. of the main body will effectively
destroy the bot, causing it to detonate its hidden self-destruct
mechanism leaving nothing to salvage. Note: Additional body
armor could be worn by these human size bots (CS, borg, €tc.)
and, infact, the bots often disguise themsalves by wearing human
armor or articles of clothing.

Running: 90 mph (144 kmph) maximum. Note that the act of
running does NOT tire the robot and speed can be maintained
indefinitely.

Legping: The robot's legs are strong and adequate for leaping.
Legps are limited to gpproximately 10 feet (3 m) high and
lengthwise. A running legp a speeds in excess of 40 mph (64
kmph) will enable the bot to legp an additiona 10 feet (3 m).

Hying: Possble only by use of ajet pack.

Range: The nuclear power pack gives the robot approximately
20 years of life, even under the most strenuous and constant
amount of use.

Statidical Data

Height: 5 feet, 10 inches (1.7 m)

Width: 2 feet, 4 inches (0.7 m)

Length: 2 feet (0.6 m)

Weight: 400 Ibs (225 kg)

Physical Strength: Equal to aP.S. 25

Cargo: None

Power System: Nuclear; average bot energy life is twenty (20)
years.

Black Market Cost: Not Available!

1. May use any type of common weapon: There are no specific
weapon systems built into these robots, nor are they issued
a specific weapon. The few weapons they may carry will
aways be commonly available items 0 that they do not stick
out in acrowd. They can, however, usejust about any type
of energy weapon, or hand held weapon or tool available.

2. Hand to Hand Combat: Five (5) hand to hand attackg/actions
per melee (energy wesapons, punches, etc). Skill is about
equal to eghth level hand to hand: expert.

Damage:

Restrained Punch: 2D6+ 10 SD.C.

Full Strength Punch: 1D6 M.D.

Kick: 1D6 M.D.

Body Block: 1D4 M.D.

Judo Throw: 2D6+10 SD.C

Bonuses Include sensor bonuses. W.P. bonuses (standard).
Hand to hand: + 2 to strike, +4 to parry and dodge, +1 on
initiative, + 2toroll withimpact or fall, + 10 S.D.C. damage
(P.S.), critica srike on a natural roll of 19 or 20, paired
weapons, kick, and judo flip.

Attribute Equivalentsof Note: 1.Q. 20, P.S. 25, P.P. 18, Spd.
132

3. Sensrs of Note (in the head):

Optics Basic opticd system, including the visible light
spectrum, infrared, and ultraviolet, aswell astelescopic (6000
feet/1830 m), and targeting.

Amplified Hearing: Can hear sounds as quiet as 10 de-
cibels as far away as 500 feet (152 m). Can a0 hear in the
ultrasonic range of high-frequency sound. The computer is
programmed to recognize 60,000 different mechanica
sounds, from the sound of a car engine to the hum of a
generator. Adds to dertness and attacks.

Soeech: Full voca capabilities. Speeks and is literate in
American, Spanish, Japanese, and Chinese 98%. Speeks, but
can not read Dragonese and Splugorth 98%. Spesks Euro
50%. Is d=0 literate in 30 other pre-rifts languages, like
Polish, German, Russian, Dutch, Italian, French, Portuguese,
etc.; dl are obsolete and forgotten languages.

Headjack: To communicate directly with computers and
equipment.



4. kill Program: Combat: programmed for recognition of all
known Codition and Splugorth troops, robots and vehicles,
common animal and D-Bee life forms, common bots, armor,
weapons and vehicles, and combat tacticsin responseto them.
W.P. energy pigtols, rifles, and heavy, W.P. blunt, knife,
and sword.

Other ills incude: Swim 94%, climb 90%/80%, land
navigation 94%, wilderness survival 94%, prowl 65%, dis-
guise 65%, escape artist 75%, forgery 65%, pick pockets
50%, pick locks 90%, palming 90%, intelligence 90%, track-
ing 40%, detect anbush 60%, detect concealment 60%, Street-
wise 50%, computer operation 94%, basc math 94%, and
radio: basic 94%. Rlat killsinclude: automobile, motorcycle,
jet pack, helicopter, airplanes, and tanks/APCs, dl at 90%
proficiency. Also programmed to lie and make up cover
dories.

5. Automatic Self-Destruct Program: Standard.

The A-63 heavy robot was created from idess by Hagan. It
is designed to function as an dl-purpose construct that could be
used for labor and combat. Hagan’s more imaginative, but dark
outlook is gpparent in the robot's more sinister, somewhat
skeletd appearance. It is humanoid in shape and size, with full
articulation for delicate and technical tasks. They will obey
Hagan Lonovich, but any command by Archie will instantly
override anything Hagan may demand.

Dispersement of A-63 Ail-Purpose Robots

The A-63's represent the majority of Archie's robot legion
and number into the thousands. Most, approximately 5000, are
dtationed at the secret underground base that is Archie's home
(Aberdeen Proving Grounds). Perhaps as many as ahundred are
performing various tasks on the surface.

A-63 Ail-Purpose Robot
Modd Type A-63
Class Fully Automated Self-SufficientAll Purpose Robot
Crew: None; artificia intelligence
M.D.C. by Location:

Hands (2) — 10 each

Arms (2) — 50 each

Legs (2) — 100 each

*Head — 50

**Man Body — 250

* Dedroying the head of the robot will eiminate dl optics
and sensory systems. In most cases the robot shuts down as a
safety feature. However, in some cases, about two in ten, the
robot continues to fight, striking blindly until it is destroyed.
Under these conditions the robot enjoys no combat bonuses and
is —9 to drike, parry, or dodge! Note The head isasmdl and

difficult target to hit, especidly on a moving target. Thus, it
can only be hit when a character makes a called shot and even
then the attacker is - 2 to strike.

**Depleting the M.D.C. of the main body will effectively
destroy the bot, causing it to detonate its hidden sdlf-destruct
mechanism leaving nothing to salvage. Note: Theoretically, ad-
ditional body armor could be worn by these human sSze bots
(CS, borg, etc.), but none has been made specifically for them.
Sed
Running: 120 mph (192 kmph) maximum. Note that the act of
running does NOT tire the robot and speed can be maintained
indefinitely.

Leaping: Therobot's legs are strong and well suited for leaping.
Legps are limited to approximately 20 feet (6 m) high or
lengthwise. A running leap a speeds in excess of 40 mph (64
kmph) will enable the bot to legp an additiona 10 feet (3 m).
Hying: Possible only by use of ajet pack.

Range: The nuclear power pack gives the robot approximately
20 years of life, even under the mogt strenuous and congtant
amount of use.

Satigtical Data

Height: 6 feet, five inches (2 m)

Wldth 3 feet (0.9 m)

Length: 2 feet (0.6 m)
Weight: 800 Ibs (360 kg)

Physicad Strength: Equa to aP.S. 40

Cago: None

Power System: Nuclear; average bot energy life is twenty (20)
years.

Black Market Cogt: Not Available!

1. Can use any other type of weapon: There are no specific
wegpon systems built into these robots. They can, however,
usejust about any type of energy weapon, light rail gun, or
hand held weapon or tool they may desire. See Shemarrian
ral gun and Arch-22 pulse rifle (described under the A-49
Combat Robot).

2. Hand to Hand Combat: Five (5) hand to hand attacks/actions
per meee (energy wegpons, punches, etc). Skill is about
egua to eighth level hand to hand: expert.

Damage
Restrained Punch: 2D6+ 25 S.D.C.
Full Strength Punch: 1D6 M.D.
Kick: 1D6 M.D.
Body Block: 1D4 M.D.
Judo Throw: 4D6+25 S.D.C

Bonusss Include sensor bonuses. W.P. bonuses (standard).
Hand to hand: +4 to drike, +6 to parry and dodge, +2 on
initigtive, + 2toroll withimpact or fall, +25 S.D.C. damage
(P.S.), critica drike on a natural roll of 19 or 20, paired
weapons, kick, and judo flip.

Attribute Equivalentsof Note: 1.Q. 16, P.S. 40, P.P. 20, Spd.
264

3. Senors of Note (in the head):

Optics. Badc opticd system, including the visible light
spectrum, infrared, ultraviolet, and polarization, as wel as
passve light amplification (night sight 500 feet/152m), tele-
scopic (6000 feet/1830 m), and targeting. Plus amicroscopic
magnification lens for detail work.



Amplified Hearing: Can hear sounds as quiet as 10 de-
cibels as far away as 500 feet (152 m). Can ds0 hear in the
ultrasonic range of high-frequency sound. The compuiter is
programmed to recognize 60,000 different mechanica
sounds, from the sound of a car engine to the hum of a
generator. Adds to dertness and attacks.

Soeech: Full vocal capahilities. Spesks and is literate in
American, Spanish, Japanese, and Chinese 98%. Speaks, but
can not read Dragonese and Splugorth 98%. Spesks Euro
50%. Is d<0 literate in 30 other pre-rifts languages, like
Polish, German, Russian, Dutch, Itaian, French, Portuguese,
etc.; al are obsolete and forgotten languages.

4. &ill Program: Programmed for combat and espionage and
mechanica. Combat program includes the identification of
al known Codition and Splugorthtroops, robots and vehicles,
common anima and D-Bee life forms, common bots, armor,
wegpons and vehicles, and combat tacticsin responseto them.
W.P. energy pistal, rifles, and heavy, W.P. blunt, knife, and
sword, demalition and disposa 90%.

Other illsinclude: Espionage related skills: Prowl 60%
(tekes into condderation size and congtruction), swim 94%,
climb 90%/80%, land navigation 94%, wilderness surviva
9%, escape atist 75%, intelligence 90%, tracking 40%,
detect ambush 60%, detect concedment 60%.

Mechanical and technicd skills Read sensory equipment
94%, wegpon systems 90%, radio: basic 94%, automotive
mechanics 94%, locksmith 50%, mechanica engineer 55%,
robot mechanics 50%, basic eectronics 90%, computer oper-
ation 90%, chemistry 90%, and basic and advanced math
98%. Rilot skills include: automobile, motorcycle, jet pack,
helicopter, airplanes, and tanks/APCs, dl at 90% proficiency.

5. Automatic Self-Destruct Program: Standard, although about
8%, those nearest Archie, are built without explosives.

A-64 All Purpose Mager Robot

The A-64 master robot is apowerful robot platoon commander.
Like the A-63, it was created to function as an al purpose
congtruct that could be used for labor and combat. However,

the emphasis is on dl-terrain mobility and combat capabilities.

The master robot is asigned to lead and/or supervise groups of
robots, usually A-63’s or A-49's, or sent on specid missions.
Like the humanoid A-63, the master is not often sent to the
surface; consequently, itispart of Archie'srobot army inwaiting.

The upper torso is amore heavily armored version of the A-63
placed on a six leg, insect-like, lower body. Itisfully articulated
for ddicate and technicd tasks, as well as the more physicdly
demanding services. They will obey Hagan Lonovich, but any
command by Archie will instantly override anything Hagan may
demand, asis true of dl the bots.

Dispersement of A-64 Maser Robot

Approximately 200 units have been dispatched throughout the
eagtern seaboard of the old United States (from Maineto Florida),
50 to the far west (Nevada, Colorado, California, etc.) and about
30 to the territory around Free Quebec. Mogt are sent on recon-
naissance missions, observation for severd months, and then
return to report on enemy activity. The rest, about 400, are
reserved a Archie's secret bunker in Maryland.

A-64 Ail-Purpose Robot
Modd Type A-64
Class Fully Automated Self-Sufficient All-Purpose Robot
Crew: None; artificia inteligence
M.D.C. by Location:
Hands (2) — 10 each
Forearm Blasters (2, shidded) — 100
lon Chest Cannons (2) — 20 each
Upper Arms (2) — 80 each *Head — 60
Legs (6) — 90 each **Main Body — 400

* Dedtroying the head of the robot will eiminate al optics
and sensory sysems. In most cases, about 8 in 10, the robot
continues to fight, striking blindly until it is destroyed. Under
these conditions the robot enjoys no combat bonuses and is - 9
to strike, parry, or dodge! Note: The head isasmall and difficult
target to hit, especidly on a moving target. Thus, it can only
be hit when a character makes a called shot and even then the
attacker is —2 to strike. Same penalty applies to the chest can-
nons.

**Depleting the M.D.C. of the main body will effectively
destroy the bot, causing it to detonate its internal salf-destruct
mechanism, leaving nothing to sdvage. Note: No additiond
body armor can be worn.

Sped

Running: 120 mph (192 km) maximum. Note that the act of
running does NOT tire the robot and peed can be maintained
indefinitely.

Legping: Therobot legs are strong and well suited for climbing,
but not jJumping. Legps are limited to approximately 10 feet (3
m) high and lengthwise. A running leap is not possible.
Flying: Not possible!

Range: The nuclear power pack gives the robot gpproximately
20 years of life even under the mogt strenuous and constant
amount of use.

Statidical Data

Height: 18 feet (5.5 m); the legs are connected to the upper torso
a about 13 feet (3.9 m) above the ground. The torso section
measures about five feet tall (1.5 m).

Width: Legs extended: about 20 feet (6 m), while the upper
body is about 4 feet (1.2 m) wide from shoulder to shoulder.
Length: 12 feet (3.6 m) with legs extended.

Weight: 1200 Ibs (540 kg)

Physical Strength: Equal to a P.S. 40

Cargo: None

Power System: Nuclear; average bot energy life is twenty (20)
years.

Black Market Cogt: Not Available!

Weapon Sysems
1. Forearm Blagers. Each forearm has alaser concedled under
the forearm shielding. The shidding raises up to reved the
gun nozzle when firing.
Primary Purpose: Defense
Mega-Damage: 3D6 M.D. per single shot, or 6D6 per double,
smultaneous blagt (both arms fire smultaneoudy at the same
target). »
Ratg o)fFi re: Equal to the number of hand to hand attacks; five.
Maximum Range: 2000 feet (610 m)
Payload: Effectively unlimited.
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2. lon Chegt Cannons (2): Twin chest cannons are fixed for-
ward, but the entire body can rotate 360 degrees.

Primary Purpose: Defense

Mega-Damage: 4D6 M.D. per single shot, or 8D6 per double

blast (both cannons fire simultaneoudy at same target).

Rate of Fire: Equal to the number of hand tohand atacks; five.

Maximum Range: 2000 feet (610 m)

Payload: Effectively unlimited.

3. Can use any other type of weapon: Can dso usejust about
any type of energy weapon, ral gun, or hand-held weapon
or tool it may desire. See Shemarrian rail gun and Arch-22
pulse rifle, described elsewhere.

4. Hand to Hand Combat: Five (5) hand to hand attacks/actions
per melee (energy weapons, punches, etc). Skill is about
egual to eighth level hand to hand: expert.

Damage
Restrained Punch: 2D6+ 25 S.D.C.
Full Strength Punch: 2D6 M.D.
Leg Kick: 3D6 M.D.
Stomp: 2D6 M.D.
Body Block: 1D4 M.D.

Bonuses Include sensor bonuses. W.P. bonuses (standard).
Hand to hand: +4 to drike, +6 to parry and dodge, +2 on
initiative, + 2 to roll withimpact or fall, +25 S.D.C. damage
(P.S), critica dtrike on a natural roll of 19 or 20, paired
weapons, kick, and judo flip.

Attribute Equivalents of Note 1.Q. 18, P.S. 40, P.P. 20, Spd.
264

5. Sengors of Nate (in the head):

Optics Basic opticd system, including the visible light
spectrum, infrared, ultraviolet, and polarization, as wel as
passive light amplification (night sight 500 feet/152m), tdle-
scopic (6000 feet/1830 m), and targeting. Plus amicroscopic
meagnification lens for detall work.

Amplified Hearing: Can hear sounds as quiet as 10 de-
cibels as far away as 500 feet (152 m). Can a0 hear in the
ultrasonic range of high-frequency sound. The computer is
programmed to recognize 60,000 different mechanica
sounds, from the sound of a car engine to the hum of a
generator. Adds to aertness and attacks.

Foeech: Full vocd capabilities. Speeks and is literate in
American, Spanish, Japanese, and Chinese 98%. Speaks, but
can not read Dragonese and Splugorth 98%. Spesks Euro
50%. Is d0 literate in 30 other pre-rifts languages, like
Polish, German, Russian, Dutch, Italian, French, Portuguese,
etc.; dl are obsolete and forgotten languages.

6. Skill Program: Programmed for combat and espionage and

mechanical. Combat program includes the identification of
al known Codlition and Splugorthtroops, robotsandvehicles,
common anima and D-Bee life forms, common bots, armor,
wegpons and vehicles, and combat tacticsin responseto them.
W.P. energy pigals rifles, and heavy, W.P. blunt, knife,
and sword, demoalition and disposd 90%.

Other illsindude Espionage rdated kills: Prowl 40%
(takes into consderation Sze and construction), climb 94%¢



80%, land navigation 94%, wilderess survival 94%, intelli-
gence 90%, tracking 40%, detect ambush 60%, detect conce-
ament 60%.

Mechanica and technical skills; Read sensory equipment
%, weagpon sysems 90%, radio: basc 94%, automotive
mechanics 94%, locksmith 50%, mechanica engineer 55%,
robot mechanics 50%, basic eectronics 90%, computer oper-
aion 90%, chemistry 90%, and basic and advanced math
98%. No Rilot Kills.

7. Automatic Self-Destruct Program: Standard. 20%, those
operating cdoses to Archie, do not have the sdf-destruct
system.

AA-10 Bottweiler

The design of this robot is just something that Hagan and
Archie thought would be fun, arobot attack dog. The mechanieal
animd islarge and powerfully built. Its maw can sever an unpro-

tected limb in a single bite and the creature is fast and cunning.

Only about 40 of these new creations have been built and dl
are presently found in Archie and Hagan’s lair. Note Two
bottweilers accompany Hagan at al times.

AA-10 Bottweiler
Modd Type AA-10
Class Fully Automated Self-Sufficient Anima Robot
Crew: None; atificia intdligence
M.D.C. by L ocation:

Front Legs (2) — 60 each

Hind Legs (2) — 80 each

*Head — 60
**Main Body — 120

* Destroying the head of the robot will diminate al optics
and sensory systems. In most cases the robot shuts down as a
safety feature. However, in many cases, about four in ten, the
robot continues to fight, striking blindly until it is destroyed.
Under these conditions the robot enjoys no combat bonuses and
is -9 to drike, parry, or dodge! Note The head isasmdl and
difficult target to hit, especidly on a moving target. Thus, it
can only be hit when a character makes a called shot and even
then the attacker is —2 to drike.

**Depleting the M.D.C. of the main body will effectively
destroy the bot, causing it to detonete its hidden self-destruct
mechanism, leaving nothing to sdvage. Note: No additiona
body armor can be worn.
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Sped

Running: 120 mph (192 kmph) maximum.

Legping: Therobot'slegs are srong and wel suited forjumping.
Legps are an amazing 20 feet (6 m) high and lengthwise from
a dationary position. While a running legp (60 mph or faster)
will enable the bottweiler to legp 80 feet (24 m) lengthwise.
Height is gill only 20 feet (6 m).

Hying: Impossible.

Range: The nuclear power pack gives the robot approximately
20 years of life, even under the most strenuous and constant
amount of use.

Statigical Data

Height: Four feet (1.2 m) at the shoulders, about five feet tall
(1.5 m) from head to toe.

Width: 3 feet (0.9 m) wide from shoulder to shoulder.
Length: 6 feet (1.8 m); no tail.

Weight: 400 Ibs (180 kg)

Physica Strength: Equal to aP.S. 30

Cargo: None

Power System: Nuclear; average bot energy life is twenty (20)
years.

Black Market Cod: Not Available!

Weapon Sysems

1. Hand to Hand Combat: Four (4) hand to hand attacks/action
per melee.
Damage:

Pounce/body block: 1D4 M.D.

Claw Strike: 1D6 M.D.

Bite: 3D6 M.D.

Bonuses Includes sensors. Hand to hand: +3 to strike, +3 to
parry, +5 tododge, +2 on initiative, + 1 toroll with impact
or fall, critical dtrike on a natural roll of 19 or 20.

Attribute Equivalents of Note: 1.Q. 7, P.S. 30, P.P. 18, Spd.
164

2. Sensors of note in the head:

Optics The basic opticd system, including the visible
light spectrum, infrared, ultraviolet, as well as passive light
amplification (nightvision 500 feet/152 m) and telescopic
(6000 feet/1830 m).

Targeting Sight: Computer directed to indicate most vul-
nerable and vitd area by means of cross hairs and data

Lasy Targeting: An ultraviolet laser beam locks onto
target and ties into other targeting systems.

Amplified Hearing: Can hear sounds as quiet as 10 de-
cibels as far away as 500 feet (152 m). Can a0 hear in the
ultrasonic range of high-frequency sound. The computer is
programmed to recognize 40,000 different mechanical
sounds, from the sound of a car engine to the hum of a
generator. Adds to dertness and attacks.

Mation Detector: 100 foot range (30.5 m).

Molecular Analyzer: Enablestherobot to effectively smell
and track by recognizing and following odors, scents, gases.
Also serves as a warning of gpproaching enemy or prey.
Track by smell 84%. Recognize scent 84%; must have smelled
and recorded scent in the past; has 60,000 different scents
committed to memory, with the capability to memorize an
additional 20,000 odors.

Radio Communication;: None.
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Spesch: The Bottweiler cannot carry on a conversation but
does growl, roar, howl, snort, growl-like chuckle, and
whimper like an animal. The only means of complete two-way
communication is by using the psonic power of tee
mechanics, which both Hagan and Archie possess. However,
the robot does understand American, Spanish, and Dragonese
completely.

3. Skill Program: Programmed to be attracted to and chase
anything that runs, except Archie's other bots. Also program-
med to obey its master without question. Memory recognizes
40,000 different life forms, including known D-Bees, Cod-
ition, mongters, animals, etc. ific sills: Prowl 55%,
gymnastics, swimming 80%, climbing 65% (does not include
rappelling), track by sight 40%, and understands American,
Spanish, Japanese, Chinese, and Dragonese, al a 94%, but
is illiterate.

4. The sdf-degtruct sysem has not been ingtaled in the first
40 bottweilers.

Mong-Rex A-001 & A-002

The robot appears to be an armored, dien animd of some
sort, seen as both an attack animal and riding beedt. In redlity,
Mongt-Rex A-001 is the latest design from the mind of Hagan
Lonovich, Archie's new ideaman. Thetowering creature comes
intwo models. A-001 isthe purely monster formthat isunleashed
in the wilderness as a predator to hunt and kill humanoid prey.
Although the monster bot will atack most humans or humanoids,
it is programmed to seek and destroy Codlition troops and
Splugorths above dl others. Next in line is any humanoid with
bionics, power armor, robots and high-tech weaponry. Thus,
the robots will attack somebody in CS armor first, before turning
its attention toward other armed prey. The robots are also prog-
rammed to destroy anything that attacks them.

The Mong-Rex A-002 is nearly identical except that it is
designed with a saddle or seet type arrangement to accommodaie
arider. The rider is usualy one of the Shemarrian female war-
riors, as depicted in the illustration. However, some of Archi€e's
other robot minions ride the beast from time to time, including
Hagan Lonovich. The only other difference is that the riding
bots are programmed for total obedience to their robot riders.
However, the Mong-Rex robots are virtualy identica in perfor-
mance, S0 only one &2t of Sats are given for both.

Dispersement of Mongt-Rex A-001

Approximately 600 units have been dispatched throughout the
eastern seeboard of the old United States (from Maineto Florida),
150 have been sent to the midwest, 50 to the far west, 50 to the
Codlition Sate of Iron Heart, another 50 to Free Quebec territory,
and ancther 100 are in dorage a Archie's secret bunker in
Maryland.

Digpersement of Mong-Rex A-002 (with riders)

The A-002 and Shemarrian riders are far less numerous and
more centralized. Approximately 100 patrol the old American
date of Maryland and ancther 200 are scaitered throughout the
pre-rift sates of Pennsylvania, Delaware, Virginia, Didtrict of
Columbia(Washington, D.C.), New Y ork, New Jersey, Connec-
ticut, and Massachusetts; mosily hunting for Splugorth davers.
About 100 have been sent into the Magic Zone and old southern
dates to explore and map this unknown wilderness. However,



the bots are dso used to test the inhabitants combat abilities in
smdl skirmishes.

Modd Type A-001 & A-002

Class Fully Automated Self-Sufficient Monster/combat Robot
Crew: None; artificia intelligence

M.D.C. by Location:

Front Paws/Claws (2) — 50 each

Front Legs (2) — 100 each

Hind Legs (2) — 120 each

Tail (1; prehensile) — 20

Spines (4) — 20 exch

Laser (1; left shoulder) — 10

Plasma Ejector (1; left shoulder) — 20

*Extra Sensor cluster (1; right shoulder) — 20

**Head — 50

***Main Body — 300

* Dedtroying the extra sensor cluster located above the right
shoulder will eiminate al the extra bonuses received by the
sensors such as the molecular analyzer for tracking by scent.
See the description which follows.

** Degtroying the head of the robot will diminate dl optics
and main sensory systems, and al bonuses from these sensors
(see description). However, the robot will continue to operate
and is NOT blind! It can gill see using its right shoulder sensor
cluster, athough bonuses are limited to those provided by that
sensor clugter. If completely blinded (both the head and sensor
cluster are destroyed) the creature will fight, groping around,
lashing out and hitting anything it touches. Under these condi-
tions the robot enjoys no combat bonuses and is (minus) — 9 to
grike, parry, or dodge! Note: The head is a smdl and difficult
target to hit, especialy on a moving target. Thus, it can only
be hit when a character makes a called shot and even then the
attacker is - 2 to drike.

***Depleting the M.D.C. of the main body will destroy the
bot. The robot explodes when dl of its M.D.C. is depleted,
leaving no salvagesble remains. Note: Additional body armor
or power armor can NOT be worn by bots.

Specd

Running: 190 mph (304 kmph) maximum. Note that the act of
running does NOT tire the robot and gpesd can be maintained
indefinitely.

Leaping: The robot's legs are strong and designed for leaping
and climbing. Leap are limited to approximately 30 feet (9 m)
high and across. A running legp a peeds in excess of 60 mph
(96 kmph) will enable the bot to leap an additional 1D4 x 10
yardsmeters across and 20 feet (6 m) higher.

Climbing: The Mongt-Rex is an excdlent climber and can scde
trees and sheer walls of rock/mountains with ease; climbing skill
equal to 90% (can not rappel).

Flying: Not possible.

Range: The nuclear power pack gives the Mongt-Rex approxi-
mately ten years of life, even under the most strenuous and
constant amount of use.

Statigtical Data

Height: 10 feet (3 m)

Width: 7 feet (2.1 m)

Length: 16 feet (4.8 m) from nose to hindquarters; the tail adds
and additional 12 feet (3.6 m).

Weight: 2000 Ibs (900 kg/one ton)

Physical Strength: Equal to aP.S. 30

Cago: None

Power System: Nuclear; averagebot energy lifeisten (10) years.
Black Market Cogt: 18 million credits and higher for a good
condition (little damage), fully powered unit, complete with or
without wegpons, rare. 25 million for a riding mount (super
rare). Almog never available; occasondly captured and sold to
gladiatorial arenas. Rare!!

Weapon Sysems

1. Forward-facing plasma g ector over left shoulder (1): Built
into the armor plating above the left shoulder is a plasma
weapon. The plasma gector is forward facing, but can swing
up and down in a 9 degree arc. Those who believe the
mongter is a living creature assume the weapon is a bionic
implant.

Primary Purpose: Assault; long range.

Mega-Damage: 4D6 M.D.

Rate of Fire Equal to thetotal number of hand to hand attacks (5).

Effective Range: 1600 feet (488 m)

Payload: Effectively unlimited.

2. Forward-facing laser over left shoulder (1): Also built into
the left shoulder wegpons system is a light laser. It too has
a 90 degree angle of fire, up and down.

Primary Purpose: Assaullt.

Mega-Damage: 2D6 M.D.

Rate of Fire: Equal to thetotal number of hand to hand attacks (5).

Effective Range: 2000 feet (610 m)

Payload: Effectively unlimited.

3. Prehengle tail (1): The ten foot (3 m) long tall has a sharp
blade at the end which can be used as a whip or stabbing
weapon. Thetal isused in hand to hand combat and is able
to attack twice per melee. Thisis two (2) additiond hand to
hand combat attacks! The tail is aso used for balance and
for climbing.

Primary Purpose: Assaullt.

Mega-Damage: Whip or dash 1D4 M.D., or stab with point is

1D6 M.D.

Rate of Fre Two (2) additiona attacks during hand to hand

combat.

Effective Range: 12 feet (3.6 m)

Payload: Not applicable.

4. Spines Four wicked looking spines protrude from the mons-
ter's back. Each isjointed in three locations, enabling them
to move with the flexibility of ahuman finger. Like afinger,
they can be used to point, poke and stab. However, they are
mostly defensive mechanisms and are used only in dose com-
ba to ward off or atack an opponent or prey. They are
especiadly useful againg giant prey like dinosaurs and giant
robots, in which the monst-rex legps on top of the giant
cregture and plunges dl four spines into the beast in asingle
thrust. Then it rips it prey apart with its teeth, claws and tail
while the spines hold it securely on the prey's back. The
spines are dso helpful in climbing and scaling walls and even
endble the robot to hang from ceilings, the sdes of sheer
cliffs, or from large trees.

Primary Purpose: Defense.

Mega-Damage: 1D6 M.D. per single spine, 2D6 for one smul-

taneous stab of two spines, and 4D6 for one massive thrust of

dl four spines smultaneoudy (the latter counts as two melee

attacks).




Rate of Fire Equa to the total number of hand to hand attacks
five (5).

Effective Range: 12 feet (3.6 m)

Payload: Not applicable.
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5. Hand to Hand Combat: Five (S) hand to hand attackg/actions
per melee (energy weapons, claws, bite or spines), plus two
(2) specid attacks with prehendle tail. Bonuses are liged
under the specific sensor systems; al bonuses are accumula:
tive.

Damage:

Pounce/body block: 1D6 M.D.

Claw Strike: 4D6 M.D.

Bite: 1D6 M.D.

Tail Spike: 1D6 M.D.

Spines 1D6 M.D. each

Attribute Equivalents of Note: 1.Q. 6, P.S. 30, P.P. 18, Spd.
285

6. Sensors of note in the Head:

Optics The A-001 and A-002 each have a basic opticd
system, including the vidble light spectrum, infrared, ul-
traviolet, and polarization, as well as passve light amplifica:
tion (nightvision 500 feet/152 m) and telescopic (6000 feet/
180 m).

Targeting Sght: Computer directed to indicate most vul-
nerable and vital area by means of cross hairs and data.

Lasy Targeting: An ultraviolet laser beam locks onto
target and ties into other targeting systems.

Amplified Hearing: Can hear sounds as quiet as 10 de-
cibels as far away as 500 feet (152 m). Can d<0 hear in the
ultrasonic range of high-frequency sound. The computer is
programmed to recognize 40,000 different mechanica
sounds, from the sound of a car engine to the hum of a
generator. Adds to dertness and attacks.

Radio Communication: None.

Speech: The Mongt-Rex cannot carry on a conversaion
but does growl, roar, below, snort, hisslike laugh, and
whimper like an animal. The only means of complete two-way
communicetion is by using the psionic power of tee
mechanics (touch). However, the creature does understand
both Dragonese and American completely.

Head Sensor Bonuses + 2to Strike using energy weapons.
Hand to hand: + 3 to strike, + 3 to parry and dodge, +1 on
initiative, +1 to roll with impact or fall, criticd dtrikeon a
natura roll of 18, 19, or 20.

7. Extra Ssnsor Clugter of theright shoulder: Back-up optics,
hearing, and targeting systems as described in number Six.
These offer no additiona bonuses, engage only when head
is destroyed.

Additional systems and bonuses (add to those in number
6) are as follows.

Motion Detector and Seismic Sensors: These make the
robot dl the more aware of its environment and movement
around it. The motion detectors have a range of about 500
feet (152 m). The ssismic sensors indicate ground movement
and disturbances.

Radar Detector: Picks up radar signals, indicating that
the area is being scanned by radar and therefore, humanoids
ae near.

Limited Radar: A limited radar of its own will warn it of
agrid attacks, including missiles. Range 2000 feet (610 m).

Molecular Analyzer: Enablestherobot to effectively smell
and track by recognizing and following odors, scents, gases.

Also sarves as a warning of gpproaching enemy or prey.
Track by smell 84%. Recognize scent 84%; must have smelled
and recorded scent in the past; has 60,000 different scents
committed to memory, with the capability to memorize an
additiona 30,000 odors.

Extra Sensr Cluger Bonuses Hand to hand: +1 to
drike, +4 to parry, +6 to dodge, +4 oninitiaive, +3 to
roll with impact or fall, cannot be surprised by attacks from
behind (parry or dodge).

8. Xill Program: Programmed to hunt and kill. Combat prog-
ram includes the identification of dl known CS and Splugorth
troops, robots and vehicles, common bots, armor, Wespons
and vehicles, and combat tactics in response to them. This
meansthat the Mongt-Rex will not make stupid attacks againgt
an enemy it knows overpowers it unless it attacks by surprise
or is atacked first. Both the Mongt-Rex 001 and 002 will
obey a Shemarrian without hesitation.

Other Killsindude Prowl 55%, swim 94%, climb 90%,
gymnastics 90%, land navigation 94%, wilderness survival
94%, detect ambush 60%, detect concedment 60%, and un-
dergtands Dragonese and American 94%.

9. Automatic Self-Destruct Program: Standard.

The Shemarrian Warriors

Archie and Hagan have cleverly created a combat robot that
appears to be an dien race of humanoids, presumably from a
rift. The robots are dl robust, beautiful, humanoid females who
may be borgs. The illuson of organic life is created by the face,
head, and hair looking and feding completely human; right down
to the warmth, perfect color and texture of human skin. The rest
of the bulky, powerfully built, body appears to be dien bionics
or power armor. All of these femme fatales are deliberately made
to look beautiful, because Archie agreed with Hagan that maes
will be less quick to attack a female and will be distracted by
their beauty, thusgiving thebots agreater advantagein combat.

Psychics and mystics may redize that the female warriors and
their mounts are not what they seem. Any sort of senang for
life Sgns, sseaura, telepathy, and empathy will produce negative
results. A zero reading would indicate that these crestures are
either 0 dien that they do not register in the same way as mogt
other organic life forms (ararity, athough there have been means
developed to block psonic probes), or they are not dive as we
understand life (supernatural undead), or they are robots. Other
telling signs that the rider and her mount are not living crestures
are the absence of magic and P.P.E. emanations.

Characters who can object read or communicate with machines
will ingtantly redize both the female and the mount are machines,
but must touch them to do so. The psionic touch will ingtill a
premonition type vision of ahuge, dark factory and aman sitting
on a throne, wearing some sort of massive helmet. The fegling
is that this is the robots creator. He is human, . healthy, and
there is a presence of insanity and evil.

The Shemarrians are programmed to act and react like a
humanoid by exhibiting emotions (just sSmulation programs).
The warriors program includes a fictiona higtory about their
dien race, planet, and culture, to give the bots a convincing, or
a leest mideading, cover story. To help theillusion aong, they
gpeek perfect Dragonese (98%) and broken American (50% skill



level, but they understand al of the eight known languages and lengthwise. A running leap at speeds in excess of 40 mph (64
Splugorthian a 98%). They are dso programmed in combat and kmph) will enable the bot to legp an additiona 10 feet (3 m).

some espionage skills. The warrior's demeanor is cold, stern, Flying: Possible only by use of ajet pack.

forceful, and arrogant. The Shemarrian’s attitude is like that of Range: The nuclear power pack gives the robot approximately
mogt warrior races, which focuses on courage, strength, skill, 20 years of life, even under the most strenuous and constant
and combat. They believe themselves to be the most powerful amount of use.

and capable warriors in the world and will accept most chal- Satigical Data

lenges/duels of combat to prove it. In most cases, such dues Height: 8 feet (2.4 m)

are hand to hand and to the death. Width: 3 feet, 6 inches (1 m)

Dispersement of Shemarrian Length: 2 feet 5 inches (0.75 m)

. . Weight: 900 Ibs (405 kg)
Warriors W|th.mognts ) . Physca Strrength: Equal to aP.S. 30
The Shemarrian riders with an A-002 Mongt-Rex are limited Caoo. None go. None
to approximately 100who petrol the old American Sate of Mary- . . P
land and 250 scattered throughout the pre-rift Sates of Pennsyl- )gjg/st;em. Nuclear; average bot energy life is twenty (20)
vania, Dlaware, Digtrict of Columbia (Washington, D.C.), Vir- Black Market Cost: Not Availablel
ginia, New Y ork, New Jersey, Connecticut, and Massachusetts;
mostly hunting Splugorth davers. A hundred have aso been Weapon Sysems

sent into the Magic Zone and old southern states to explore and 1 Shemarrian Rail Gun (1): This dectro-magnetic mass driver
map this unknown wilderness. About 100 are kept in Sorage at systemis Similar to that ofthe Glitter Boy boom gun. Although
the bunker. Shemarrians are frequently encountered in pairs or the badic principles are the same, this weapon is designed for
small groups of three or four, as well as lone riders. accuracy rather than destructive power and has a suppressor

system that lessens the recoil and muffles the sonic boom
(the shot is dill extremely long, like that of a shotgun or
smdl explosion). It fires a single flechette filled cartridge.

Digpoersement of Shemarrian
Warriors without mounts

Approximately 300 Shemarrian foot soldiers are found wan- The cartridge bresks open and rdleases hundreds of shards
dering in the old American states of Maryland, Pennsylvania, that strike at such speeds that they punch through mega-dam-
and Virginia. Their primary function is to destroy Splugorth age armor.
daverswho freque_n_t the areaand to ward _off or destroy Codi@i on Primary Purpose: Assault
exploratory expeditions and other potential threats to Archie's Weight: Gun: 128 Ibs (57.6 kg), belt: 30 1bs (13.6 kg).
security. Generdly, they travel in pairs or smal groups of three Mega-Damage: 2D6 x 10 M.D. per round.
or four. They will often chalenge travelers to contests of hand Rate of Fire Aimed or wild, bursts are not possible; the
to hand combat. e number of shots is equal to the total number of hand to hand
Shemarrian Warrior SHELL  attacks €& - Oy

o ~ .
Robot/artificial intelligence Y Tow el —
. _ 3 ! = o oz = e’ R ._R... AL
Modd Type A-SHE-2 / - R~ WOTER

Class Fully Automated Self-Sufficient Infantry Robot
Crew: Nong; artificid intelligence

M.D.C. by Location: Effective Range: 6000 feet (1828 m)
Rail Gun (1) — 10 Legs (2) — 100 each Payload: 12 per ammo clip or 220 rounds per belt fed backpack.
Hands (2) — 10 each *Head — 50 Specid Bonuses. The gun has an unique built-in sensor system
Arms (2) — 60 each *+*Main Body — 250 with computer guided targeting sight and laser targeting that

. T _ provide a bonus of +2 to strike when using this weapon.

* Destroying the heed of the robot will eliminate al optics Black Market Cost: Not availablel None of these fabulous
and sensory systems. In most ceses (80%) the robot continues  wegpons have made it to the black market, because they are
to fight, blasting or lashing out blindly (—9 to strike, parry, aways destroyed when the Shemarrian isdestroyed (self-destruc-
dodge) until it is destroyed. Note: The head is a small and tion/explosion). Undoubtedly, it would bring a high price, a
difficult target to hit, especidly on a moving target. Thus, it million credits or more, but only if the purchaser redlized what
can only be hit when a character makes a called shot and even he was buying and planned on trying to duplicate it, otherwise -
then the attacker is - 3 to strike. Hitting a hand is —6. the weapon might sall for under 10,000 crediits as an dien device

**Depleting the M.D.C. of the main body will destroy the with limited useability.
bot. The robot explodes when dl of its M.D.C. is depleted, 2. Hand Claws and Lasar: The hands are fitted with protective

leaving no salvageable remains. Note Additional body armor gloves that house a laser system in each. To fire, the wrist
or power armor can NOT be worn by bots. is pointed at the target and activated viaan internal eectronic
Sped command from the robat.

Running: 90 mph (144 kmph) maximum. Note that the act of The fingers of both hands are fitted with retractable claws.
running does NOT tire the robot and gpeed can be maintained Primary Purpose: Assault

indefinitely. Mega-Damage: Lasars 3D6 M.D. per blast. Claws 2D6 per
Leaping: The robot's legs are strong and well suited for leaping. punch.

Legps are limited to approximaely 20 feet (6 m) high or Rate of FHre: Equa to the number of hand to hand attacks; six.
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Effective Range: Laser: 2000 feet (610 m)
Payload: Effectively unlimited.

3. Can use any other type of weapon: The warrior bots can
usejust about any other type of energy weapon, rail gun, or
hand-held weapon they may desire.

4. Hand to Hand Combat: Six (6) hand to hand attacks/actions
per melee (energy weapons, claws, etc). Skill is about equal
to an eighth level martid artigt.

Damage:

Restrained Punch: 2D6+ 15 S.D.C.

Punch: 1D6 M.D.

Claw Strike: 2D6 M.D.

Kick: 1D6 M.D.

Lesp Kick: 2D6 M.D.

Bonuses Include sensor bonuses. +1 to drike using any rail
gun or energy weapons, as well as W.P. bonuses (standard).
Hand to hand: +7 to dtrike, +9 to parry and dodge, +3 on
initiative, +4 to roll with impact or fall, criticd strike on a
natura roll of 18, 19, or 20, pared wespons, legp attack,
karate kick.

Attribute Equivalentsof Note: 1.Q. 14, P.S. 30, P.P. 24, Spd.
132

5. Sensors of Note (in the head):

Optics Basic opticd system, including the visible light
spectrum, infrared, ultraviolet, and polarization, as well as
passive light amplification (night Sght 500 feet/152 m), tele-
scopic (6000 feet/1830 m), and targeting. Note that passve
light amplification systems require a minimum of ambient
light, such as gars or moon.

Amplified Hearing: Can hear sounds as quiet as 10 de-
cibels as far away as 500 feet (152 m). Can d<0 hear in the
ultrasonic range of high-frequency sound. The computer is
programmed to recognize 60,000 different mechanica
sounds, from the sound of a car engine to the hum of a
generator. Adds to aertness and attacks.

Antennae: The two antennae on the warrior's head are
ultra sensitive motion and heat detectors and feders (the an-
tennae can move and touch things), specifically for movement
in total darkness. Thus, the penalty for being blind is only
-3 to drike, parry, and dodge. Spesch: Full speech
capabilities. Speaks Dragonese 98% and American 50%, and
understands al of the known languages and Splugorthian at
98%.

6. SKkill Program: Programmed for combat and reconnaissance.
Combat program includes the identification of dl known CS
and Splugorth troops, robots and vehicles, common anima
and D-Bee life forms, common bots, armor, weapons and
vehicles, and combat tacticsinresponseto them. W.P. energy
pistols, rifles, and heavy, W.P. blunt, chain, knife, and
sword.

Other illsincdude: Prowl 40% (takes into condderation
sze and congtruction), swim 90%, climb 90%, gymnastics
90%, land navigation 94%, wilderness survival 94%, escape
atist 75%, inteligence 90%, tracking 40%, detect ambush
60%, detect concealment 60%, Speaks Dragonese 98% and
American 50%, and is literate in American 98%, but illiterate
in Dragonese (insufficient data).

7. Automatic Self-Destruct Program: Standard. A sdif destruct
mechanism detonates when the robot's main body M.D.C.
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is depleted or its internal workings tampered with. This pre-
vents the robot's technology from falling into the hands of
the enemy. The exploson inflicts 2D6x 10 M.D.C. to a
twenty foot (6 m) areaaround the bot and three times as much
damage to the bot itself, leaving no sdvageable remains, and
destroys the rail gun too. The robots cannot self-destruct a
will (in fact, the bots have no ideathat they carry explosives
indde them whatsoeve).

AA-50 Insecton

One of Hagan’s more wild idess for a combat robot is what
he cdls an Insecton. Archie loved it! The AA-50 Insecton is a
humanoid shaped bot with features reminiscent of an insect's.
It is desgned to scde sheer vertical wdls and climb ceilings.
Its sharp, mega-damage, clawed hands and feet provide it with
both its excdlent climbing abilities and letha weapons in hand
to hand combat.

The robot isided for close combat, especidly in aredtrictive
area such as indgde buildings, tunnels, and underground com-
plexes. Five blagters, four in the chest and onein the groin area,
provide a battery of medium range energy weapons. The hands
and feet are designed exclusively for climbing and combat to
such a degree that they can not grasp or hold a weapon. But the
claws are wegpons that can dash, stab, and whirl. Without a
doubt, the insecton is the most fearsome credtion of war yet
devised by Hagan and Archie.

Dispersement the AA-50 Insecton

Approximately 100 units have been manufactured, but none
have yet been deployed; dl are presently part of the defense
force of Archie's secret bunker in Maryland. The insectons scurry
about the dimly lit walls and ceilings of the complex, patiently
waiting for an enemy.

AA-50 Insecton Infantry Robot

Modd Type AA-50
Class Fully Automated Self-Sufficient Infantry Robot
Crew: None; artificid intelligence
M.D.C. by Location:

Hands (2) — 20 each

Feet (2) — 25 each

Blasters (5) — 20 each

Upper Arms (2) — 100 each

Legs (2) — 120 each

*Head — 60

**Main Body — 400

* Destroying the head of the robot will eiminate al optics
and sensory systems. In mogt cases, about 8 in 10, the robot
continues to fight, striking blindly until it is destroyed. Under
these conditions the robot enjoys no combat bonuses and is - 6
to strike, parry, or dodge (pendlty is less because the entire body
is a weapon)! Note: The head is a smal and difficult target to
hit, especidly on amoving target. Thus, it can only be hit when
a character makes a called shot and even then the attacker is
— 3 to drike. Same pendty gpplies to the chest cannons.

**Depleting the M.D.C. of the main body will effectively
degtroy the bot, causing it to detonate its internal self-destruct
mechanism, leaving nothing to sdlvage. Note: No additiond
body armor can be worn.



Fed
Running: 30 mph (48 kmph) maximum. Ground movement is
difficult because of the design of the hands and feet, even when
loping on dl fours. Designed for climbing and dropping down
on a foe from above.

Legping: Therobot’s legs are strong andwell suitedfor climbing,
but not jumping. Legps are limited to approximately 10 feet (3
m) high and lengthwise. A running leap is not possible.
Flying: Not possible!

Range: The nuclear power pack gives the robot approximately
20 years of life, even under the most strenuous and congtant
amount of use.

Satigtical Data

Height: 9 feet (2.7 m)

Width: 5 feet (1.5 m) wide from shoulder to shoulder.
Length: 3 feet (0.9 m)

Weight: 900 Ibs (405 kg)

Physicd Strength: Equa to aP.S. 40

Cargo: None

(20) years.
Black Market Cost: Not Availablel

Weapon Sysgems

1. lon Body Blagters (5): Built into the upper and lower body
are five ion blasters designed to inflict maximum damage in
comparatively dose combat. One of the AA-50's tactics is
to suspend itsdf from a ceiling or other towering structure
and lie in wait for the enemy. The arms and legs are double-
jointed and able to rotate 360 degrees at the wrist, shoulders,
ankles, knees, hips, and waist, which means that the bot can
secure itsef when hanging upside down or verticaly while
its blasters are facing outward toward the path of the enemy.
When the unsuspecting enemy passes underneath, heis bathed
in a shower of devastating energy.

grees, which means they can fire a the same target or a thre€ g/

Each of the five weapon nozzles can rotate about 180 de- \%
different targets smultaneously (a pair of blasts pointing onehS )

way, another pair the other, and the fifth at a third). f
Primary Purpose: Assault '
Mega-Damage: 2D6 M.D. per single blast, 4D6 per double
blast, 8D6 per quadruple blast (four smultaneous blasts at
the same target) or 1D6 x 10 per quintupled blast (Al five
weapons blagting simultaneoudly at the sametarget). Simul-
taneous blasts from more than one weagpon are considered to
be one mdee attack.

Rate of Fire Equd to the number of hand to hand attacks;
eight.

Maximum Range: 1200 feet (365 m)

Payload: Effectively unlimited.

2. Hand to Hand Combat: Eight (8) hand to hand attacks/actions
per melee (energy weapons or hand to hand). One of its
favorite attacks is the whirling claw strike; the claw spins
around and around (at the wrist joint) at grest speed S0 that
an opponent is shredded by the whirling blades of the claw.
Other favorite attacks are the legp kick and paired wegpons
(claws). SKill isabout equal to an eighth level martid artist.

Damage
Redtrained Claw Strike: 4D6+ 25 S.D.C.
Full Strength Claw Strike: 4D6 M.D.
Whirling Claw Strike: 1D4 x 10 M.D.
Kick: 4D6 M.D.
Legp Kick: 1D4x10 M.D.
Stomp: 2D6 M.D.
Body Block: 1D4 M.D.

Bonuses Include sensor bonuses. +2 to drike with energy
wegpons. Hand to hand: +6 to strike, +8to parry, +5to
dodge, +1 oninitiative, + 3 toroll with impact or fall, +25
S.D.C. damage (P.S.), critical strike on anatural roll of 18,
19 ,or 20, paired weapons, kick, legp kick, and judo flip.

AttributeEquivalentsof Note: 1.Q. 9, P.S. 40, P.P. 20, Spd. 44



3. Sensors of Note (in the head):

Optics Multi-optical system, including the visible light
spectrum, infrared, ultraviolet, and polarization, as well as
thermo and passive light amplification (both 500 feet/152 m),
telescopic (6000 feet/1830 m), and targeting.

Amplified Hearing: Can hear sounds as quiet as 10 de-
cibels as far away as 500 feet (152 m). Can dso hear in the
Ultrasonic range of high-frequency sound. The computer is
programmed to recognize 60,000 different mechanical
sounds, from the sound of a car engine to the hum of a
generator. Adds to dertness and atacks.

Sreech: Full voca capabilities. Spesks and is literate in
American, Spanish, Japanese, and Chinese 98%. Speaks, but
can not read Dragonese and Splugorth 98%.

4. Xill Program: Programmed for combat and espionage. Com-
bat program includes the identification of al known Codition
and Splugorth troops, robots and vehicles, common animal
and D-Bee life forms, common bots, amor, weapons and
vehicles, and combat tactics in response to them. Defense
program has the AA-50 fight intruders until it is destroyed.
Othe Kills indude Espionage related skills: Prowl 55%
(tekes into condderation Sze and construction), climb 94%/
80%, acrobatics and gymnastics, land navigation 94%, wil-
derness survival 94%, intelligence 90%, tracking 40%, detect
ambush 60%, detect concealment 60%, escape artist 60%.

5. Automatic Self-Destruct Program: Standard. 20%, those
operating closest to Archie, do not have the self-destruct
system.

Bots

Optional Robot R.C.C.

The robot is considered aRacial Character Class because the
character is unique and his skills and abilities are directly related
to the robot's physical design and intelligence.

There are some definite advantages and disadvantages to play-
ing the bot Racid Character Class (“bot” is the Rifts’s dang
term for robot, of course). Some of the advantages are that the
character starts off incredibly skilled and capable. The bot is an
M.D.C. creature with quicker reflexes, superhuman endurance
and is physically more powerful than a typicad human.

Some of the disadvantages are that a damaged bot does not
hed like a creature of flesh and blood; consequently, it may be
difficult to effect physica repairs of any kind and robot repairs
will always be extremely expensive! In most cases, the robot
can not learn new things. It is stuck with itsinitia programming.
Super advanced neural robots with simulated emotions and the
ability to draw their own conclusions are the most sophisticated
type of robots and beyond the technology level of most societies
in the world of Rifts. These robots must be the constructs of
diens, D-Bees, or Cyberworks/Archie and can not be repaired
by the average robot mechanics of the day. Even the Codition
and Triax indudtries lack the knowledge to repair these robots
internal workings and programs. The best that can be hoped for
isthat M.D.C. repairsto the physical body can be accomplished
with comparative ease, dthough replacing arobot limb may not
be possible, becausethe alien technology does not easily integrate
with the technology of Rifts Earth.
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Types of Robots

Accesory Units
Drones

Artificial Inteligences
Neural Intelligences

Tranderred Inteligence

The digtinctions between robots are a hit different than those
found in the pages of Heroes Unlimited™, adthough many of
the rules and procedures for creating robot characters are taken
from that role-playing game. There are five distinct types of
robots. Each didinction is basad on the robot's intelligence.

1. Robot Accessory Units are the most common bots in the
world. Many players may aready own and operate one.
The typica accessory unit is a robot designed for human
augmentation, not cybernetics, but a complete robot that
requires a human operator. This includes power armor and
robot vehicles of al kind. The best power armor or robot
vehicles possess various computerized systems that enhance
the human operator by giving him or her mechanica
superhuman strength, agility, and senses, such as radar,
targeting, thermo optics, telescopic sight, and other optical
and detection devices. The human, by piloting the bot,
becomes a giant, super-powered, mega-damage being. The
mechanical unit is a robot, but it is the human brain and
body that directs and controls its every action.

In many ways, thisisthe best of both worlds. The robotics
enginears can focus dl of ther attention to the power and
capabilities of the robot body and not have to worry about
the difficult problems of an artificia brain, because the
human pilot is the robot's brain!



2. Robot Drones or Smple Intelligences are the next most

common bots in the world. These are robots that have a
complex computer brain with set programs and often exten-
sive, but limited knowledge. The skelebot, dynabots and
simple work bots are examples of the robot drone. In al
cases, the bots can perform human-like tasks and have
human-like reactions to situations and even be humanoid in
shape, but they lack the true human capability to make
decisons and lack human emotion. In a role-playing con-
text, this type of robot would be difficult to role-play, be-
cause the human player will be driven by emotions and
idess that the robot would never have. These bots follow
very limited and direct programs, like seek and destroy or
labor. They do not question, nor speculae, nor do they vary
from their program, the bot sSimply does its assigned task
without hestation and exactly as programmed. If a bot is
programmed to clean a house, it will perform al the tasks
it isprogrammed to execute. |f that program does not include
straightening the carpets or moving furniture to clean under-
neath them, the robot will not do 0. Nor will it wash
windows unless that is part of its program.

Raobat Intdligences are the more sophisticated robots and
a bit beyond the current capabilities of the Codlition, Triax
Industries and the rest of the world. In addition to the com-
plexity of creating an artificia intelligence, the problems
of practica application and prohibitive costs have encour-
aged most scientigts to improve on the popular and efficient
robot accessory units (vehicles, power armor, etc.). Triax
Industries is close, but cuirently only Cyberworks and the
occasond aien from adimensiond rift have the capabilities
for creating robot intelligences. All of Cyberwork’s/Archie’s
robots fall into the robot intelligence category because they
are able to perform complex and varied tasks. Some, like
the Shemarrian bots, are programmed with an eaborate
sense of history and persondlity, including smulated human
emotions. Most are dso able to assess data, draw aconclu-
son and act on that conclusion within the parameters of
their program. Unfortunately, if the data is insufficient or
the conclusion is contrary to the program, the robot can not
take action.

Neural I ntelligences are the most advanced robots possible,
and a hundred years or more beyond the understanding and
technology of the Coadlition and the rest of the world. Neural
intelligences are super high-tech computer brains cregted
through nano-technology and sophidticated technology. The
robot brain is an artificial Smulaion of the human brain,
constructed in such a way that it actually has millions of
tiny nerve cdls and information centers. The machine-en-
tity, Archie, was created as a neurd intelligence, athough
he has mutated into something more than machine. Cyber-
works/Archie has the capabilities for creating neura intelli-
gences, but sddom does so. However, from time to time
he experiments with neurd and conventiona robot intelli-
gences and designs and unleashestheminto theworld. These
creations are not always pawns of the machine-entity, but
often experiments given the freedom to act on their own
(he's curious to see how they survive in the world without
preprogrammed direction).

Sometimes dien robots that emerge from the dimensional
rifts incorporate neural intelligences. Such robots have the

9%

capacity to make conclusions on minima data, and act on
hunches, formulate plans and execute them. Some can even
learn new skills. Many are programmed to simulate human
emotions or mimic loca customs, speech patterns/dang and
behavior to the degree that they seem quite human. Of
course, no matter how human a bot may act, it is al an
illusion created by ingenious programming. Robots do not
register as a living presence, they have no emotions, nor
anaura, nor P.P.E., or any other agpect attributed to organic
life. They are complex and frequently friendly and pleasant
machines.

5. Tranderred intdligence is a completely alien technique

found only in rare robots of aien design from other dimen-
sons. It is not an artificia intelligence at all, but an as of
yet unknown process of intelligence transference. Actually,

the transference is more than intellect. Its more ofan essence
transferal, because the complete mental, emotional, and

energy (P.P.E.) essence of aliving, intelligent creature is
transferred and housed inside the robot! The process leaves
the physical body an empty, but living, shell. The origina

organic body can be gored and sustained for years by high-
tech medicd systems, although muscles will attrophy and
body weight and strength is lost. In many cases, the living

subject will apparently volunteer to permanently forsake the
human body in favor of the artificid body. In some ways,
this may sound like a full conversion borg, but the process
is far more dramatic and complete, leaving absolutely no
organic brain or tissue.

The transferred essence is housed in an artificia brain
similar to the design and function of the artificial brain of
the neural intelligence. The brain or essence's housing unit
is usualy quite small, about the haf the size of the human
brain, and is locaed either in the head or chest (the latter
provides main body protection). Because the intelligence
and essence are of organic origin, the robot will have a
strangely human/living aura, will register asapsionic and/or
living presence, will have P.P.E., may possess limited
psionic powers, is vulnerable to psionic mind atacks, and
is subject to stress and insanity. However, the robot does
not need to eat or maintain any animal-like bodily functions,
and only requires four hours per day of meditative rest or
deep. Destroying the brain housing will effectively kill the
robot. Once dead, the essence can not be recaptured, it is
gone.

In the context of this game, the average robot character will
only be "bats' with an artificia intdligence, a neura intdlli-
gence, or transferred intdligence; numbers 3, 4 or 5. The robot
accessory unit has no persondity or intelligence whatsoever,
and the drone is a limited intelligence zombie that performs a
regular routine without thought or emotion. Neither is suitable
for arole-playing character.

Step One Determining the
type of intdligence

Payers can consult with their game master, andif it isalowed,
may smply sdect one of the three available intelligences and
move on to the building of its programs and body. Or the player
may roll on the random robot table that follows.



Random Intelligence and Origin Table

01-22 Robat inteligence. A product of dien technology.

2345 Robot intdligence. A run away experiment (or sold
merchandise) by the Codition, Triax or Northern Gun (or
other source).

46-50 Neural intdligence. A run away experiment by Cyber-
works. Knows it was created in arobatics factory somewhere
in the east, but does not know the exact location. Knows
nothing about Archie; 1-50 percent likelihood of remembering
Hagan Lonovich.

51-60 Neural intelligence. A Cyberworks/Archie creation de-
liberately released into the world. Has no memory of its
creator nor the location at which it was built.

61-80 Neural intdligence of alien origin. A robot from the
rifts.

8195 Tranderred inteligence! An dien robot from adimen-
gona rift.

96-00 Trandferred inteligence. An experiment by a scientist
(probably theintellect inddetherobot) who accidentaly trans-
ferred a person's essence into the robot. The experiment can
not be successfully repested nor reversed.

Sep Two: Developing
the Intelligence

After atype of intdligence is sdlected, the player must choose
his robot's skill programs and orientation.

Alignments

Artificial and Neural Intelligences

Yes, bots have an aignment. Thisis basicaly the machine's
code of ethics and programmed orientation. The guiddineslisted
under the existing dignments are the bot’s mora code of ethics.
The following are some examples of how these dignments apply
to bots.

Examples: A bot with a principled good alignment will be
100% loyal, trustworthy, truthful (can not lie a dl), and will
sacrifice its life to save the life of ahuman or intelligent creature.
A scrupulous alignment is similar, but the bot can be a bit
more discriminating and tell lies to the enemy and perhaps even
sk revenge. However, it is fiercely loyd to its masters and/or
friends as well as to its ethics, and will sacrifice its life to save
the life of a human or humanoid. Unprincipled alignments
don't come into play very often. Sdfish alignments are often
the alignments of bots used for espionage, spying, and theft.
The sdfish orientation of the bot reflects the programmed in
rule that it is not to sacrifice its misson or existence to help
others. Its prime directive isto do itsjob and surviveto continue,
or to return to its master. Note that the bot is 100 percent loya
to its master/owner, but can and will lie, cheat, betray, and Sed
from dl others, depending on its mission. Aberrant evil align-
ments are used for combat robots and bots that must associate
with the enemy. These robots will beloya andtrueto aparticular
sdlfish ethics and particular group, race, and/or troops and will
give their lives protecting those people or ethics, but will be
merciless and treacherous when dedling with the enemy. Mis
creant and Diabalic alignments are usually reserved for hunt
and destroy bots. They have no compasson, no mercy, nor

remorse. They kill the target, whether it be women and children
or armed troops, without hesitation. Some are programmed to
torture, intimidate and manipulate victims in order to extract
information.

Note Programmed alignments can not change, unless the
program is changed. Robats can not fedl the emotions of anger,
sorrow, love, hate, etc., dthough their alignment programs and
behavior may emulate emotions. For example, a bot may say
"I hate him for what he did to you," or "Demons turn my
stomach,”" but they can not actualy fed these things, they are
just stating a preprogrammed response. Likewise, they may at-
tack a particular race or individual, but are, again, responding
in accordance to their program. However, some pre-rifts scien-
tigts believe that aneura intelligence could learn emotions. This
was a highly debated issue.

Alignments for Tranderred Intdligences

The dignment is that of the inteligent, living being whose
essence has been transferred into the robot. Any dignment is
applicable. Unlikethe other two artificial intelligences, thetrans-
ferred essence has its roots in the living and emotions. Thus,
the bot is driven by red feelings of emotion and acts on those
emotions like any human. This aso means that the aignment
can change and insanity is a genuine danger to both the bot and
those around him (nothing worse than a berserk robot driven by
anger).

Step Three SKill Programs
Non-Combat

Robot skills programs are generdly complete areas of knowl-
edge that have been indilled in the mechanism's memory. As
such, the robot has near expertise in many areas, athough the
program is only as good, or complete, as the program designer
can make it. Some programs have glitches or holes that reduce
the level of skill proficiency or leave out a particular area of
knowledge.

Theaverageleve of ill proficiency is94%. Some rudimen-
tary sills, such as mathematics, are at 98%, while other ills
that require a more human perspective or senses may range
between 60% and 80%. Aliens whose programs are designed
for a world other than earth, will find the proficiency leve
dramaticaly reduced;, — 64% <Kill penalty. Only getting anew,
Earth program ingtalled will raise those skills to an expert levdl.
ills do not increase with experience. Cyberworks/Archie’s
robots do not aways conform to the level of skill proficiency
because Archie's knowledge is a bit limited and a trifle dien,
S0 percentages of specific ills in his bots may vary from the
norm.

SHecting Robot SKill Programs

Each sKill category, listed on pages 23 & 24 of Rifts, con-
tains basc skill programs. All bots automaticaly receive the
General ill Program or General Military Program. A robot
is either designed with military intent or non-military intent, not
both. Thus, al ills are sdected from either the Non-Combat
ill Program or Military Skill Program. Initid skill programs
are part of the bot's basic construction and are not purchased
with funds from the robots congtruction budget. To change or
add ills a a later date will cost money. The black market
prices are the average cot of such programs. AS usual, prices



may cost as much as double depending on when and where one
buys the programs.

Artificial intdligence: Automatically gets the generd prog-
ram (non-military or military) and three skill programs of choice.
Equivalent 1.Q. of 19.

Neural intelligence: Sdlect four skill programs in addition to.

the General Program. At levels three, seven, deven and fifteen,

the neura intelligence bot can dso learn three new secondary
ills only 1.Q. bonus applicable and dl skills Sart &t level one,
base skill level. Only these secondary skillsincrease with experi-
ence. Equivaent 1.Q. of 23.

Tranderred inteligence: Skills are equa to a humanoid’s
understanding and level, generaly starting a level one. To de-
terminethe skills, choose an Occupationa Character Class. Also
make the norma rolls for the character's 1.Q., M.A. and M.E.;
dl othersareirrdevant. Sdect anO.C.C. fromCSgrunt, military
specidigt, technicd officer, headhunter, or any of the scholars
and adventurers. R.C.C.s can be used as well, but these beings
have minimal kills and all of the creature's natural powers are
lost, except for some minor psionic powers, retain existing
psonics from the sendtive and physica categories only (all
others arelost) and I.S.P. isreduced by half and the 1.S.P. does
not increase with each level of experience.

Non-Combat Skill Programs

Non-Military Programs for Artificial and Neural intelli-

gences
Note: These programs are not the same as the Black Market

programs listed in the robot and robot repair section. The skills

that follow are superior to the black market skills. They are the

rare, complete skill programs created and ingtalled by the man-

ufacturer, designer, or robotics expert. The programs are avail-

ableonly to advanced systems (artificaland neural intelligences).

General Robot Skill Program: Includes radio basic, mathema:
tics basc (98%), pilot automobile, land navigation, and
speaks/understands (not read) American, Spanish, Euro, and
Techno-can languages; dl at 94%. Also programmed for com-
mon human slang, protocol and behavior. The bot can identify
and use (to some extent) the thousands of everyday tools,
appliances, weapons, armor, robots, and vehicles found in
the human communities. The bot aso recognizes 20,000 dif-
ferent life forms, including humans and common D-Bees,
mutants, animas and insects. Black Market cost: 50,000 cre-
dits.

Communications Sdect five. All are at 94%. Black Market
cost: 100,000 crediits.

Domegtic: Sdlect five. All are at 94%. Black Market cost: 50,000
credits.

Electrical: All a 94%. Black Market cost: 250,000 credits.

Espionage NONE. Available only from Military Programs.

Mechanical: Sdect four. All are at 94%. Black Market cod:
250,000 credits.

Medical: Paramedic, forensics, and pathology only. All at 80%.
Black Market cost: 150,000 credits.

Military: NONE. Available only from Military Programs.

Physical: Limited to hand to hand: basic (equa to sixth level),
climbing, swimming, and gymnastics; dl a 94%. Black Mar-
ket cost: 100,000 credits. Note The bot character has a
maximum of two (2) attacks/actions per melee unless the
physica program, with hand to hand: besic, is sected.
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Pilot: Sdect eight; except robot and tank skills. All at 94%.
Black Market cost: 150,000 credits.

Pilot Related: All; at 94%.Black Market cost: 50,000 credits.

Rogue NONE. Available only from Military Programs.

Scence Sdect five. All a 94%. Black Market cost: 200,000
credits.

Technical: All, except literacy, writing, and computer program-
ming. All are at 80%. Black Market cost: 200,000 crediits.

Technical — Spedal: Literacy (98%, four languages of choice),
writing (60%), computer programming (80%). Thisis arare
sill program and is very expensive on the black market;
500,000 credits.

Weapon Proficiencies NONE. Available only from Military
Programs.

Wilderness Sdect five. All at94%. Black Market cost: 150,000
credits.

Military Skill Programs

Note: Typicaly, arobot will be programmed for either milit-
ary/espionage or non-military skills, not both.

General Military Program: Includesradio: basic, mathematics:
basic (98%), pilot automobile, pilot hover craft, land naviga:
tion, and spesks/understands (not read) American, Spanish,
Euro, Dragonese, and Techno-can languages, al at 94%.
Also programmed for common human dang and behavior.
Bonuses Oneadditional attack per melee, + 1 to strike, parry
and dodge, +1 on initiative. Black Market cost: 300,000
credits.

Espionage Basc: Intelligence, detect ambush, detect conced-
ment, cryptography, and first aid. All at 80%. Black Market
cost: 90,000 credits.

Espionage Spy: Intelligence, tracking, disguise, escape arti<t,
pick locks, photography, radio scrambler, and basic dec-
tronics. All at 80%. Black Market cost: 250,000

Espionage Thief/Rogue Kills Intelligence (80%), pick locks
(80%), pick pockets, palming, concedment, prowl, and
drestwise. All a 60%. Black Market cost: 200,000 crediits.

Military (Demdlitions): All, plus W.P. Heavy. All a 94%.
Black Market cost: 100,000 credits.

Physical: Hand to Hand: Expert or Martid Arts (equa to 8th
level), climbing, swvimming, gymnastics. All at 94%. Black
Market cost: 150,000 credits.

Pilot: Sdect eight; except robot and tank skills. All a 94%.
Black Market cost: 150,000 credits.

Pilot Related: All; a 94%.Black Market cost: 50,000 crediits.

Technical: Photography, computer operation, literacy in five
languages. All a 94%. Black Market cost: 500,000 credits.

Waeapon Proficencies All energy and sdect four others.

Step Four: Robot Budget

The next step is the actual congtruction of the robot, but first
one must determine how much money can be spent on the project.
The player does not have to spend dl of the credits, but whatever
is left is logt.

The amount of credit available for the construction of the
body can be chosen or assigned by the Game Master or randomly
determined by rolling on the following table.



Robot Body Congdruction Budget

01-20 12 Million Credits
21-40 14 Million Credits
4160 16 Million Credits

Sep Five: Body Congruction

All that's left to do is design the actual robot body. Basically,
there are three types of robot bodies humaneid, animal, or
vehicular (with an independent intelligence and capable of inde-
pendent action; i.e., does not need a pilot to operate).

Note: The bot character starts with two (2) attacks/actions per
melee. The only way to increase the number of attacks or actions
per melee is to select the military or non-military physica prog-
ram, with hand to hand combat training. Physica attributes can
be increased beyond the Basic Physical Attributes described
under each robot type; see the various specid features. Also
note that al robots with an artificial intelligence are capable of
speaking, including animals, insects, and vehicles. However,
unless the voice is enhanced, it sounds very synthetic.

61-80 18 Million credits
81-00 20 Million Credits

Basc Humanoid

The frame for this robot is approximately the Size, shape and
build of atypica human or humanoid, Sx to eight feet tall, two
legs and feet, two arms and hands, one head (eyes, ears, nose,
and mouth are optiona depending on robot style). Other than
the genera shape, the robot is clearly a robot.

Basc Physcal Attributes: P.S. 14, P.P. 12, P.B. 6, Spd. 22

(approx. 15 mph/24 km)

Sze Sx to eight feet (1.8 to 2.4 m)

Light Frame: 300 pounds (135 kg) and 120 M.D.C. main body
points. Cogt: Two million credits.

FrameReinforcement: Add 100 poundsand 100M.D.C. points
to the main body for each reinforcement done to the frame.
As many as five (5) reinforcements can be done, but each
indills an accumulative skill penalty of —10% to prowl.
Codt: 500,000 per each reinforcement.

Giant Humanoid

The frame for this robot is the shape and build of a humanoid,
except that it is giant in dze, ten to twenty feet tall.

Badc Physical Attributes P.S. 16, P.P. 14, P.B. 6, Spd. 22
(approx. 15mph/24kmph).

Sze Ten to twenty feet (3 to 6 m)

Light Frame 1000 pounds (450 kg) and 200 M.D.C. main
body points. Cogt: Four million credits for a bot up to 12
feet tal (3.6 m). Add 200,000 credits and 150 pounds for
each additional foot (0.3 m) of height.

Frame Reinfor cement: Add 200 pounds and 100M.D.C. points
to the main body for each reinforcement done to the frame.
As many as five (5) reinforcements can be done, but each
indills an accumulative skill pendty of —15% to prowl.
Codt: 800,000 credits per each reinforcement.

Partial Humanoid
The upper torso, thewaist up, is approximately the sze, shape
and build of atypical human or humanoid, two arms and hands,

and one head, but the lower body is a vehicular or anima con-

struction.

Badc Phydcal Attributes: P.S. 14, P.P. 12, P.B. 6, Spd. 0

Light Frame 200 pounds (90kg) and 100 M.D.C. main body
points. Cogs One million credits.

Frame Reinforcement: Add 50 pounds and 50 M.D.C. points

~ to the main body for each reinforcement done to the frame.

As many as five (5) reinforcements can be done, but each
indills an accumulative ill pendty of —10% to prowl.
Cogt: 250,000 per each reinforcement.

Animal; BadcFdine

The frame for this robot is approximately the shape and build
of a cat, two front legs, two hind legs suitable for running,
leaping and climbing, one tail, one head (eyes, ears, nose, and
jaws are optiond depending on style and breed/species). Other
than the generd shape, the robot is clearly arobot. Note Most
animal bots are desgned <0 that a fingerjack can be inserted
into the bot linking the person or other bot, or computer directly
to the animal bot. This enablesthe robot to communicate directly
without speaking, and enables the bot to transmit recorded audio
and video information from its discs. As aresult, headhunters,
cyber-rats, and some other adventurers use a robot animal as a
sort of mechanica familiar to scout ahead and to stand guard.
Cosmetically enhanced animal bots can make great spies. Many
humanoid and vehicular bots have this feature as well (player’s
choice).

Small, tom cat Sze, two feet long (0.6 m), 70 M.D.C., and
about 40 pounds (18 kg). Badc Phydcal Attributes P.S.
8, P.P. 14, P.B. 6, Spd. 11 (approx. 115 mph/12 km). Cogt:
700,000 credits.

Medium, cougar, lynx or leopard size, three or four feet long
(0.9to 1.2 m), 100 M.D.C., and about 200 pounds (90 kg).
Badc Physical Attributes P.S. 16, P.P. 16, P.B. 6, Spd.
22 (approx. 15 mph/24 km). Cogt: 1.5 million credits.

Large, tiger or lion size, saven to nine feet (2.1 to 2.7 m), 150
M.D.C. and 1000 pounds (450 kg). Basic Physical Attri-
butes P.S. 16, P.P. 18, P.B. 6, Spd. 44 (approx. 30 mph/48
km). Codt: Three million credits.

Frame Reinforcement: Add 100poundsand 100M.D.C. points
to the main body for each reinforcement done to the frame.
Only one reinforcement is possble on the small size, two on
the medium size and as many as four (4) reinforcements can
be done on the large size, but each indtills an accumulative
skill pendty of —10% to prowl. Cogt: 500,000 per each
reinforcement.

Animal;: Bagc Canine

The frame for this robot is approximately the shape and build
of a dog, two front legs, two hind legs suitable for running and
leaping, one tail, and one head. The shape of the head, eyes,
ears, nose, and mouth will vary depending on the style and type
of breed being imitated. Other than the general shape, the robot
is clearly arobot.

Sze
Small, dog/fox/terrier Size, two feet long (0.6 m), 70 M.D.C.,
and about 40 pounds (18 kg). Basic Physical Attributes.

P.S. 10, P.P. 12, P.B. 6, Spd. 22 (gpprox. 15 mph/24 km).

Cod: One million credits.



Medium, german shepherd/setter/retriever Sze, four feet long
(1.2 m), 100 M.D.C., and about 200 pounds (90 kg). Basc
Physical Attributes: P.S. 16, P.P. 14, P.B. 6, Spd. 44 (ap-
prox. 30 mph/48 km). Cogt: Two million credits.

Large, Wolf/Great Dane/St.Bernard Sze, Sx feet long (1.8 m),
150 M.D.C. and 800 pounds (360 kg). Basic Physical Attri-
butes P.S. 18, P.P. 14, P.B. 6, Spd. 58 (approx. 40 mph/64
km). Cogt: 3.5 Million credits.

FrameRenforcement: Add 100 poundsand 100 M.D.C. points
to the main body for each reinforcement done to the frame.
Only one reinforcement is possble on the smdl size, two on
the medium size and as many as four (4) reinforcements can
be done on the large size, but each ingtills an accumulative
kill penalty of —10% to prowl. Cost: 500,000 per each

reinforcement.

Animal:

Badc Horse

The frame for this robot is approximately the shape and build
of a horse, two front legs, two hind legs suitable for running
and leaping, one tail, and one head. The shape of the head,
eyes, ears, nose, and mouth will vary depending on the syle
and type of breed being imitated. Other than the general shape,
the robot is clearly a robot.

Sze

Small, pony size, 5 feet long (1.5 m), 120 M.D.C., and about
300 pounds (135 kg). Basic Physcal Attributes. P.S. 18,
P.P. 14, P.B. 8, Spd. 58 (approx. 40 mph/64 km). Cod:
Two million credits.

Medium, domegtic race horse size, saven feet long (2.1 m),
200M.D.C., and about 1000 pounds (450kg). Basic Physical
Attributes. P.S. 24, P.P. 18, P.B. 9, Spd. 83 (approx. 60
mph/96 km). Cogt: 3.5 million credits.

Large, abit larger than norma and powerfully built, nine feet
long (2.7 m), 250 M.D.C. and 1400 pounds (630 kg). Badsc
Physical Attributes P.S. 28, P.P. 20, P.B. 9, Spd. 132
(approx. 90 mph/148 km). Cog:Five million credits.

Frame Reinforcement: Add 100 poundsand 100M.D.C. points
to the main body for each reinforcement done to the frame.
Only two reinforcements are possible on the smal sze, four
on the medium size and as many as six (6) reinforcements
can be done onthelarge size, but eachingtills an accumulative
kill penalty of —10% to prowl. And reduce the seed by
10% for each reinforcement beyond three. Cost: 500,000 per
each reinforcement.

Animal: Bagc Bird

The frame for this robot is approximately the shape and build
of abird, two wings, two lower legs with clawed feet, one tail,
and one head. The shape of the head, eyes, nose, and mouth
will vary depending on the style and type of bird being imitated.
Other than the general shape, the robot is clearly a robot.

Sze

Small, facon or owl size, one foot tal (0.3 m), 50 M.D.C.,
and about 30 pounds (14 kg). Badc Physcal Attributes.
P.S. 8, P.P. 14, P.B. 6, Flying Spd. 77 (approx. 53 mph/85
km). Cogt: One million credits.

Medium, eagle size, three feet tal (1.4 m), 90 M.D.C., and
about 80 pounds (36 kg). Basc Physical Attributes P.S.
12, P.P. 18 P.B. 6, Flying Spd. 110 (gpprox. 75 mph/120
km). Cost: Two million credits.

Large, condor size and powerfully built, five feet long (1.5 m),
170 M.D.C. and 200 pounds (90 kg). Basic Physical Attri-
butes P.S. 20, P.P. 20, P.B. 6, Spd. 90 (approx. 90 mph/148
km). Cog: Four million credits.

Frame Reinfor cement: Add 100 poundsand 100 M.D.C. points
to the main body for each reinforcement done to the frame.
Only one reinforcement is possible on the smal size, two on
the medium sze and three (3) reinforcements can be done on
the large Size, but each indtills an accumulative skill penalty
of —10% to prowl and reduces the gpead by 10% for each
reinforcement. Cogt: 500,000 per each reinforcement.

Giant Animals

The frame for this robot is the shgpe and build of an animal,
except that it is twice the normal large size, ten to eighteen feet
long.

Badc Phydcal Attributes P.S. 18, P.P. 14, P.B. 7, Spd. 58
(approx. 40 mph/64 km).

Light Frame 1200 pounds (540 kg) and 200 M.D.C. main
body points. Cog: Five million credits for abot up to 12
feet tal (3.6 m). Add 250,000 credits and 150 pounds for
each additiona foot(0.3 m) of height upto 18feet (5.5 m).

FrameReinfor cement: Add 200poundsand 100M.D.C. points
to the main body for each reinforcement done to the frame.
As many as five (5) reinforcements can be done, but each
indills an accumulative ill pendty of —15% to prowl.
Cogt: 800,000 credits per each reinforcement.



Insect: Badc Spider

This robot has around body, two sensor eyes, and eight legs.
The eight legs offer superior balance and stability, even on the
most rugged terrain. What would normally be the mouth and
mandibles of a red spider can be mechanicd mandibles for
biting or grasping, or a pair of humanoid arms and hands, ten-
tacles, or wegpons.

Sze
Small, the size of a cat, two feet tall (0.6 m), 70 M.D.C., and
about 40 pounds (18 kg). Basc Physcal Attributes P.S.

8, P.P. 12, P.B. 4, Spd. 22 (approx. 15mph/24 km). Cogt:

1.2 million credits.

Medium, man size, 5 feet tal (1.5 m), 110 M.D.C., and about
200 pounds (90 kg). Basic Phydcal Attributes: P.S. 18,
P.P. 14, P.B. 4, Spd. 58 (approx. 40 mph/64km). Cog: 2.4
million credits.

Large horse size, seven feet long (2.1 m), 150 M.D.C., and
about 700 pounds (315 kg). Basic Physcal Attributes: P.S.

20, P.P. 18, P.B. 4, Spd. 88 (approx. 60mph/96 km). Cost:

4.8 million credits.

FrameReinforcement: Add 100 poundsand 100M.D.C. points
to the main body for each reinforcement done to the frame.
Only one reinforcement is possible on the smdl size, two on
the medium sze and three (3) reinforcements can be done on
the large size, but each ingtills an accumulative skill penalty
of - 10% to prowl. Cogt: 500,000 per each reinforcement.

Note True Insect Frame Six legs, same basic stats as the
spider, but reduce spead of the medium size to spd 44 (30
mph/48 km) and large to spd 66 (45 mph/72 km). And 10%

cheaper.

Vehicular Robot
Body Styles

Virtually any type of motor driven vehicle, be it conventiona
combustion engine, ground vehicle, hover vehicle, or aircraft,
can be given an artificia intelligence with robot capabilities and
specid features. What this means is that the vehicle can think,
spesk, pilot itself, fire wegpons, and 0 on, as if it were an
independent, living (robot) being. The following are some basic
body styles. A method(s) of propulsion will have to be sdected.

Vehicle Motorcycle

The frame of this bot resembles that of any number of ordinary
motorcycles or hover cycles, only it possesses arobot intelligence
and specid capahilities.

Speed: Depends on type of propulsion. Sleek, aerodynamic body
provides a bonus of 10 mph (32 km) to the fina propulsion
Soeed.

Light Frame 300 pounds (135 kg) and 100 M.D.C. main body
points. Cost: 600,000 credits for a bot up to six feet long
(1.8 m).

Number of Seats Two; driver and passenger.

Frame Renforcement: Add 200 poundsand 100M.D.C. points
to the main body for each reinforcement done to the frame.
As many as three (3) reinforcements can be done, but each
ingtills an accumulative skill penaty of —15% to prowl.
Cog: 500,000 credits per each reinforcement.

Vehicle Sports Car

The frame of this bot resembles that of any number of ordinary
sports cars, only it possesses a robot intelligence and specid
capabilities.

Sead: Depends on typeof propulsion. Seek, aerodynamic body
provides a bonus of 20 mph (32 km) to the final propulsion
Soeed.

Light Frame 1200 pounds (540 kg) and 200 M.D.C. main
body points. Cost: 1.2 million credits for abot up to 12 feet
long (3.6 m). You're paying for style and flash.

Number of Seats Two; driver and passenger.

Frame Reinfor cement: Add 200 poundsand 100M.D.C. paints
to the main body for each reinforcement done to the frame.
As many as four (4) reinforcements can be done, but each
indills an accumulative skill penalty of —15% to prowl.
Cod: 500,000 credits per each reinforcement.

Vehicde Mid-Sze Sedan or A.T.V.

The frame of this bot resembles that of any number of ordinary
ground and hover cars, only it possesses arobot intelligence and
specid capabilities.

Spead: Depends on type of propulsion.

Light Frame 2000 pounds (900 kg) and 200 M.D.C. main
body points. Cost: 800,000 credits for a bot up to 16 feet
long (3.6 m).

Number of Seats Sits three passengers, plus driver, comforta:
bly, but another one or two passengers could squeeze in very
cramped.

FrameReinfor cement: Add 250 poundsand 100 M.D.C. points
to the main body for each reinforcement done to the frame.
As many as five (5) reinforcements can be done. Prowl is
not possible. Cogt: 500,000 credits per each reinforcement.

Vehide Full-Sze Van or anall Truck

The frame of this bot resembles that of any number of ordinary
ground and hover vans or trucks, only it possesses arobot intel-
ligence and specid capabilities.

Sead: Depends on type of propulsion.

Light Frame 3000 pounds (1350 kg) and 200 M.D.C. main
body points. Cost: 1.3 million credits for a bot up to 20 feet
long (6 m).

Number of Seats Sits seven passengers, plus driver, comfort-
ably, but another one or two passengers could squeeze in,
causing cramped quarters.

Frame Reinforcement: Add 250 poundsand 100M.D.C. points
to the main body for each reinforcement done to the frame.
As many as five (5) reinforcements can be done. Prowl is
not possible. Cost: 500,000 credits per each reinforcement.

Vehicle Small Airplane

This robot resembles any number of ordinary propeler, jet
and hover aircraft, only it possesses a robot intelligence and
specid capabilities.

Spead: Depends on type of propulsion.
Light Frame 3000 pounds (1350 kg) and 200 M.D.C. main



body points. Cogt: 1.2 million credits for abot up to 20 feet
long (6 m).

Number of Seats Sits Six passengers, plus pilot and copilot,
comfortably, but another one or two passengers can squeeze
in, causing cramped quarters.

Frame Reinforcement: Add 250 poundsand 100M.D.C. points
to the main body for each reinforcement done to the frame.
As many as four (4) reinforcements can be done. Prowl is
not possible. Cogt: 500,000 credits per each reinforcement.

Step Six: Power Sources

Nuclear

Nuclear energy is the most popular form of energy used in
robots and high-tech machinery. The power system is surpris-
ingly compact, clean, and has a long lifetime, even under con-
Sant use.

One Year: One million credits.
Two Year: Two million credits.
Five Year: 4.5 million credits.
Ten Year: 8 million credits.
Twenty Year: 15 million credits.

Techno-Wizard Sysem

This is an energy system that utilizes magic with technology.
The initid creation and powering of the unit is often time con-
suming and often it is impossible to find a mage who has the
expertise or sufficient P.P.E. to do thejob. But these systems
are equa to nuclear power.
One Year: Two million credits.
Two Year: Four million credits.
Five Year: Sx million credits.
Ten Year: 12 million credits.
Twenty Year: Not posshle.

Super-Solar Engine

This system utilizes a power source that collects sunlight into
a uper high-efficiency converson engine and generator. This
is an excellent, clean, power source with an indefinite life span.
Of course, it is limited in that it must rely on a source of solar
energy. Requires some form of locomotion, preferably wheds
or hover system.

The sysem functions superbly while exposad to sunlight. A
superior energy storage unit stores up to 8 hours' worth of power,
during which time the robot operates at full capacity. After the
eight hour reserve is used up, the robot must recharge via solar/
light energy or recharge, from another source of dectrica energy.
Without arecharge an emergency reserve will engage itself. The
emergency energy resarve has a mere four hour cgpacity. While
the emergency reserve is engaged al unnecessary functions will
be shut down. Spead is reduced to 80%, attacks per mdee are
reduced by haf and no energy weapons can fire. At the end of
the emergency reserve (4 hours), the robot shuts down com-
pletely.

Many of the bots that utilize a super-solar system often com-
bine it with a one or two year nuclear system. The combination
can extend the life of the nuclear battery to approximately five
years, by switching back and forth from nuclear power to solar.
The nuclear and solar combination means that the nuclear power
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saves as the reserve and enables the bot to operate at full capa-
bility and firepower at dl times. Solar can be a good, reliable
system if proper caution is used. The Basc Sysem Cogt: Two
million credits, complete with a specid generator and recharge
unit.

Sep Seven:
Legs and L ocomation

Variations on the basic robot form are possible. For example,
the humanoid torso might have insect legs, or horse legs and
lower body like a centaur's. Furthermore, it is often possible to
combine legs, whedls or treads, and flight capabilities in most
robot types (a bit awkward in animals). Note: The basic frame
comes complete with the necessary limbg/legs that are standard.
The frames for vehicles do not include legs, whedls, engine,
propulsion, etc, and these must be purchased separately.

Legs
Human Legs A pair of bipedd, humanoid sze legs and feet.
Basc Sysem Cod for thelegunits 350,000 creditsper pair.

Animal Legs Two front and two rear. Main style types are
caning, feling, horse, and bird. Suitable for dl robot frames.
Basc Sysem Cod for theleg units: Small: 150,000 crediits,
medium (human sze): 250,000 credits, large (horse size)
350,000 credits.

Insect Style Legs Usually long, narrow, telescoping legs that
resemble a tripod or insect. An excellent al-terrain method
of movement. Suitable for any body frame. Basc Sysem
Cod: 4 legs 500,000 credits, 6 legs: 750,000 credits, 8 legs:
1.2 million credits. Add 500,000 for retractable conceded
leg units.

Vehicular Walker TypeLeg Units. A four- to six-legged dl-ter-
rain vehicle means of locomotion for any vehicle body frame.
Basc (4-6 leg) Sysem Cogt: One million credits. Add
500,000 credits to make the legs retractableffolding and con-
cealed. This can be done when there is another means of
locomoation such as whedls, hover jets, etc. When needed,
the robot transforms to reved the legs and the new means of
movement.

Increasing the Basc Spead Attribute

Each of the basic body frames that utilize legs are lised with
a sandard sped attribute. However, the speed attribute for leg
units can be increased. The maximum for humanoid legsis Spd
220 (150 mph/241 km). The maximum for animal and insect
legsis about a Jod of 423 (approx. 300 mph/480 km). Of course,
vehicular propulsion and flight cagpahilities can be built into a
humanoid or other robot form as an dternate, faster propulsion
system.

Additional Running Spead for legs sysem. Cogs 10,000
credits per each peed point beyond the basic system attribute.
Thus, to increase a gpeed of 22 to a spead of 32 costs 100,000
credits.

Vehicular Locomotion

These are engines and propulsion systemsdesigned for ground,
air, and vehicular robots. Generdly, any of these systems can



be utilized in any of the robot types and power sysems (fuel).

These are the cods of the basic means of movement and ill

require a mode of propulsion.

Wheds Automobile size and type: 1000 credits per pair.

Wheds. Oversized (truck or tractor Size): 2000 credits per pair.

Wheds. Micronized (roller skete size): 1200 credits per pair.

Treads Small (car size): 15,000 credits per pair.

Treads Large (tank size): 20,000 credits per parr.

Pontoons Small (car size): 1000 credits per pair.

Pontoons Large (airplane size): 4000 credits per pair.

Hover Jetis Smal (human size): 20,000 per pair.

Note: All whed's and treads are of superior strength and quality.
Wheds 20M.D.C. each, Treads: 100 M.D.C. per each unit,
Pontoons; 100 M.D.C., Hover Jets. 30 M.D.C. each.

Engines and Propulson Systems

Fud Injected Engine

Liquid Fuel: Despite incredible technologica advancements,
liquid fuel engines are il likable, reliable and the most econom-
icd system available. The mgjor disadvantages of this system
are the use of alimited consumable fuel that must be continually
replaced, the need of containers to hold the fuel (gas tanks), and
the weight of the fuel itself. On the other hand, gasoline type
fuels are fairly cheap and easily attainable, especidly in popu-
lated regions. Liquid fuel requires an exhaust system that is not
suitable for humanoid and animal type robots. Requires some
form of locomotion, preferably whedls or hover system. Basc
Sysem Cog with Fud Tank(s): 50,000 credits. The player
determines the size of the gas tank or tanks. Weight and sze
may be a problem for smdl robots. One galon weighs 7 Ibs
(3.2kg). A 70 gallon rectangular tank would measure approxi-
mately 48 x20x 18 inches and weighs 490 pounds (221 kg).
Disposable auxiliary gas tanks is one possible solution; cog is
about 200 credits per 20 gallon (75.7 liters) capacity. Estimated
milage 40 miles (64 km) to one gdlon of fuel. Maximum
Speed: 200 mph (320 km).

Turbo Engine

Requires liquid fuel; conventional leaded or unleaded gasoline
is suitable; high octane preferable. A fuel tank(s) is required.
Estimated milage: 40 miles (64 km) to one galon of fudl.

Basc Sysem Cod: 75,000 credits for liquid fuel (175,000
credits connected to nuclear or solar powered system.
Maximum Spead: 260mph (400kmph).

Turbo-Jet Engine

Requires high octane fuel or a specid mixture, such as those
used for jet aircraft. Or can be linked to nuclear power source.
This engine can not be used for speeds under 100 mph (160
km), thus ground vehiclesrobots will have to use a two engine
system, with onefor low gpeeds and the turbo-jet for high speeds
and/or flight. The robot will obvioudy have some sort of vishle
hover propulsion system. Estimated Milage: 20 miles (32 km)
to one gallon of fuel. Or can be linked to nuclear power source
(costs an extra 100,000 credits). Basic Sysem Codt: 150,000
credits for liquid fuel (250,000 credits connected to nuclear or
solar). Maximum Speed: 400 mph (640 km).

Hover Jets
Vehicle Type Robots

A super-sophidticated twin engine system, with bottom and
rearjet thrusters for V/STOL capabilities. Thisunique propulsion
system offers ground and air capabilities. The V/STOL means
the robot can hover stationary above the ground, make vertica

take-offs and landings (fly straight up and down), as well as

engage in low dltitude flight. The robot will obvioudy have
some sort of visible hover propulsion system. Egtimated milage
with aliquid fuel is 50 miles (80 km) per one gallon. The Base
Cod: 500,000 credits; requires a least four jets. Or can be
linked to nuclear power source (costs an extra 100,000 credits)
Maximum Speed: 400 mph (640 kmph). Maximum Altitude:
1000 feet (305 m).

Hover Jet Backpack
for Humanoid Frames

This can be a detachable backpack unit or one permanently
built directly into a robot's back. Basic Sysem Cod: 150,000
credits; can be linked to nuclear power source (costs an extra
100000 credits); Maximum Speed: 400 mph (640 km).
Maximum Altitude: 1000 feet (305 m).

Concealed Micro Hover System

A tiny and concedled hover jet system built into humanoid or
anima robots. The hover jets are drategicaly locaed in the
feet, rear, back, and chest. When not engaged, the jets are
completely unnoticeable. Basc Sysem Cog: 500,000 credits;
can belinked to anuclear power systemfor an additional 100,000
credits. Maximum Speed: 200 mph (320 km). Maximum Al-
titude: 500 feet (152 m).

Step Eight:
Sensors and Optics

Audio

Badc Listening Sysem: Stereo hearing capacity equa to the
best human capabilities, and a narrow-band radio receiver
enables the robot to hear/receive commercid radio (AM &
FM); Range: 5 miles (8 km). Cost:30,000 credits.

Advanced Audio System: Amplified stereo hearing; hears in
the full decibe range, much like the cybernetic amplified
hearing. Ultra-ear enablesthe bot to hear frequenciesinaudible
tothehuman ear, like a dog whistle. Wide-band radio receiver
(not transmitter) enables the robot to listen to commercial
radio gtations, citizen band (C.B.), police bands and other



radio transmission frequencies (Range: 50 miles/80 km with
aretractable antenna, half rangewithout). And universa head-
jack. Bonusss + 1toparry, +2tododge, + 3 oninitiative.
Total Sysem Cog: 100,000 credits. Note: The abilities of
the advanced audio system can be purchased individually and
are identical to cybernetic systems, but cogt 20% more.

Bug Detector: A small device that picks up radio signals from
aurveillance ligening devices (bugs). Range: 50 feet (15 m).
Cogt: 30,000 credits.

Radar Signal Detector: A tiny radar receiver which will dert
the character with a slent dlarm or pinging when he is being
scanned by radar; 80% accuracy. Cogt: 10,000 credits.

Wide Band Radio Receiver and Tranamitter with directiond
capabilities. Range: 300 miles (482 km) with a retractable
antenna (150 mileswithout the antenna). Cost: 50,000 crediits.

Radio Sgnal Scrambler System is linked to the radio system
to send and receive coded messages. Cogt: 10,000 credits.

Audio Recorder: A audio disc recording system with externa
access. Contains 48 hours of recordable disc time. Of course,
the one inch discs can be used repeatedly. Cod: 5,000.

Loudspeaker: Amplifies the robot's voice up to 90 decibds.
Codt: 2,000 credits.

Single Voice Synthesizer: Provides the robot with acompletely
human sounding voice; very pleasant. Otherwise the voice is
very mechanical sounding. Cost: 5,000 credits.

Modulating Voice Syntheszer and Sound Analyss Com-
puter: Enables the robot to change the tone, base, pitch and
frequency of his voice. The sound anadysis computer is de-
dgned exclusively to listen, identify, remember, and analyze
sounds. 100,000 different sounds are programmed into its
memory, including gun shots by cdibre, engines, and other
sounds. It dso has the capability to analyze, compare, match
and remember 50,000 new sounds; 1 -88% likdihood of
identifying a person by voice pattern. Can imitate another
person's voice with 80% accuracy. Cogt: 500,000 credits;
illegd in Codlition States.

Inaudible Frequency Transmisson: Therobot can speak/trans-
mit sound frequencies inaudible to the human ear, but audible
to other robots, borgs with ultra-ear, and beings with superior
hearing, such as mutant dogs. Cogt: 150,000 credits.

Optics

Bagc Robot Optic System: A color sight system withan analysis
computer for 3-D images, 20/20vision. Cogt: 50,000 credits.

Advanced Robot Optic System: Includes color vision, 3-D
analysis, passive nightsight, infrared, and ultraviolet sight.
Range: 2000 ft (610 m). Cogt: 150,000 crediits. Note: Infrared
vision emits a pencil-thin beam of infrared light, invisible to
the human eye, but visble to another infrared system, to
illuminate its target in darkness. The narrowness of the beam
limits the scope of vison to about a ten feet width (3 m).
Night Sight is a passive image intensifier that eectronicaly
amplifies exigting ambient light to provide a visible picture
without emitting any trace light of its own.

Laser Targeting Sysem: A thin beam of light is emitted from
the eyes or forehead or the weapon itself. When the light
beam hits its target, a computer locks an and registers the
fire command. Bonus + 1 to strike when using a distance
weapon. Not applicable to hand to hand combat. Likewise,
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P.P. bonuses do not apply to long-range weapons. Range:
4000 feet (1200 m). Cogt: 50,000.

Targeting Sght and combat computer: A specid system that
uperimposes cross hairs for more accurate targeting. The
computer recognizes 30,000 enemy targets, including vehi-
cles, robots, insignias, uniforms, and known mongters. An
additional 2000 targets can be added to the memory. Bonus
+1 to drike. Range: equd to optic sysem; usualy 2000 to
6000 feet. Cogt: 500,000 credits.

Tdesoopic Vison: Magnifies an image area like a gun's scope
or binoculars. Automatic, self-focusing. Range: 6000 ft (1800
m), 20 feet (6 m) image area. Cod: 50,000 credits.

Thermo-Imager: An optica heat sensor that converts the in-
frared radiation of warm objects into a visble image. This
device alows the robot to see in the darkness, shadows, and
through smoke. Range: 2000 ft (610 m). Cogt: 80,000 crediits.

External Video and Audio Surveillance Sysem:A high-resol-
ution video camera, often built into the eyes, but can be a
separate system, relays images directly to the robot's optic
scanners and these images can be recorded as a record of
events. A video receiver and transmitter system enables the
robot to receive video transmissions for viewing and/orrecord-
ing. The images are recorded on a Six hour, three inch, video
disc that is dipped into a dot in the skull or chest. The disc
can bedected at will. Range: 40 miles(64 km). Cogt: 500,000
credits, outlawed by the Codlition.

Searchlight: Built into the eyes, head, shoulder(s), or chest. A
90 degree arc up and down and 180degreerotation is standard.
High-powered light beam used to illuminate an area like a
flashlight or used as a beacon. Range: 300 feet (91.5 m).
Cod: 1000 credits.

Sensors

Bio-Scan Medical Survey Unit: A computer system designed
to monitor the life Sgns of biologicd life forms. Sensors are
built in the robot’s hand or must be removed from aconcedled
compartment and attached. Monitors vital signs, such asre-
spiration, blood pressure, brain waves, and body temperature.
A computerized medical system tied into the Bio-Scan com-
puter will indicate trauma to the brain and nervous system,
blood loss, presence of drugs or other unnatural agent in the
blood stream, and coma condition. Cost: 350,000 credits.

Motion Detector and Warning Sysem: Regigters vibrations
in the air, indicating movement. A collison warning system
will sound an internal alarm to warn of an impending collision/
impact. Range: 60 feet (18 m). Bonus: Adds +1 to initiative
and +1 to parry and dodge. Codt: 75,000 credits.

Smary Antenna: Regigters vibrations in the air, indicating
movement, as wel as having touch and heat sensor. The
antenna enables the bot to maneuver, even in total darkness,
by feding his way around. Range: Touch, usualy dx to
twelve feet (1.8 to 3.6 m). Bonus: Blindness pendties are
haf and adds +1 dodge 5 M.D.C. per antenna. Cod:
120,000 credits.

Micro-Radar: A smal, but sophisticated radar system usudly
used in human and animal Sze robots. Can identify up to 30
targets and smultaneoudy track 10. Rate of travel, direction,
and location are indicated. Range: One mile (1.6 km). Cogt:
200,000.



Maxi-Radar: A much larger and sophidticated radar system,
suitable for ground and air surveillance. Can identify up to
9% targets and simultaneously track 48. Range: 50 miles (80
km) and is able to detect a cruise missile-type target flying
as low as 500 feet (153 m). Cogt: 600,000. Ided for giant
and vehicular robot types.

Sep Nine: Weapons

Sandard Damage for Robot Hand to Hand: The damage
numbers that follow are standard for most robot systems and
do not have to be purchased.

Regtrained Punch: 4D6 S.D.C. plus P.S. bonus.

Full Srength Punch: 1D6 M.D.C.

Kick: 1D6 M.D.C.

Leap Kick: 2D4 M .D.C.

Somp (giantsonly): 1D4 M.D.C.

Body Block/Ram (at high speeds, 50 mph or more): 1D4
M.D.C.

Note: Double M.D.C damage for giant robots, 20 feet or larger.
Some of the weapon features add to the mega-damage.

Power Punch: This is a specid combat feature that increases
the mega-damage of apunch, but counts astwo attacks. Cogt:
Add 1D6 M.D.C. to full strength punch: 100,000 credits.
Add 2D6 M.D.C. to full strength punch: 250,000 credits.
Not applicable to kicks.

M.D.C. Knuckle Spikes or Retractable finger blades: Four
sharp spikes protrude from the knuckles. Adds 1D4 to the
punch of human size bots or 1D6 M.D.C. to the punch of
giants. Cost: 100,000 credits, add 20,000 for retractable
spikes.

M.D.C. Animal Features. Claws, fangs, tails, etc. are al fea
turestypical of robot bots, but they can be applied to humanoid
robots as well.

Smdl Claws: One M.D.; cost: 60,000 credits per pair.

Medium Claws 1D6 M.D.; cost: 100,000 per pair.

Large Claws (tiger): 2D6 M.D.; cogt: 150,000 per paw.

Biting Jaws and Tegth: Smdl 1D6M.D., Medium 2D4AM.D.,
Large 3D6 M.D.

Note Add 30,000 for Retractable Claws. A restrained claw
strike inflicts 4D6 S.D.C. damage plus P.S. bonus.

Prehendle Tail: Same as tentacle.

Flame Thrower: A smal unit with a retractable nozzle and
hose, usually housed in the hip or back of humanoids (occa
sionaly mouth or hand of giant bots), mouth of insect and
anima frames, and the front or rear of vehicles.

Range: 140 feet (42.6 m)

Damage: 4D6 S.D.C. per blast, plus a 60% chance of setting
combustibles on fire.

Rate of Fire Equd to hand to hand attacks per melee.
Payload: 40 blasts per standard humanoid size container; re-
charging the conceded fuel tank takes two minutes. Double
capacity for giant Sze and vehicles.

Cost: 50,000 credits.

Eye Las: The eye can emit a laser beam activated at will.
Range: 600 ft (182 m)

Damege: 1D6 M.D.C. human or medium or large animal
size, 2D6 M.D.C. giant size.
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Rate of Fire: Equa to the hand to hand atacks per meee.
Bonus: + 1 to drike.

Payload: Effectively unlimited.

Cost: 400,000 credits for human size, 600,000 for giant.

The following weapon sysems are available and are iden-
tical to the bionic sysems found in the Rifts RPG, pages
239-241. All energy weapons have an effectively unlimited
payload. Robot prices are a bit higher.

Laser Utility Finger: 6000 credits

Laser Finger Blaster: 25,000 credits

High Explosive Finger Joint: 1000 credits per joint.
Retractable Finger Blades: 1500 credits.
Retractable Knuckle Blades: 3000 crediits.

Knuckle Spikes (S.D.C.): 1000 credits

Additional Hand & Arm: 300,000 credits for pair, 150,000 for
one. :

Additiond Non-Human Appendage (Tentacles): 250,000 for a
pair or 125,000 for one. Up to four pair can be added to most
human size or larger bots.

Climb Cord: 2000 credits
Garrote Wrist Wire: 400 credits
Chemical Spray: 60,000 credits, double range.

Concedled Leg Laser Rod: 75,000 credits.

Conceded Leg lon Rod: 50,000 credits.

Conceded Arm Laser Rod: 50,000 credits, double range.

Forearm Lasar; 50,000 credits

Forearm lon: 40,000 credits

Forearm Plasma: 60,000 credits

Forearm Particle Beam: 100,000 credits.

Forearm Machinegun: 30,000 credits

Forearm Mini-Missiles: 60,000 credits

Note: Forearm weapon range can be increased by 1000 feet at
acost of 100,000 credits.

Retractable Vibro-Blades: 40,000 credits

Wrist Needle & Drug Dispenser: 5000 credits

Remember, humanoid bots can dso use any of the conven-

tional human weapons and rail guns.

Weapons for Giant Robots: Giant robots and large vehicles,
16 feet (4.9 m) or larger, can support larger and more powerful
weapons, which is reflected in the weapon's range. Con-
sequently, use the same weapons as listed previoudly, but
add 1000 feet (305 m) to the range. In the case of the machine-
guns and missiles, triple the payload.

Missle Launcher Pods for Giants and Vehices Missle
launcher pods must be mounted on the shoulders or back of
giant robots or a housing on the top or side(s) of a vehicle's
exterior.

Misdle Launcher Types
Mini-Missiles Cost; 200,000 credits per launcher, payload of
10 missiles.

Short Range Missiles Cost: Small: 300,000 credits, payload
three missiles. Medium: 500,000 credits, payload of six mis-
siles. Large: 800,000 credits, payload of twelve missiles.
Medium Range Missles Cogt: Small: One million credits,
payload three missiles. Medium: 1.5 million credits, payload
of six missiles. Large: 2.5 million credits, payload of twelve
missiles.




Long Range Missles Cost: Smadl: Five million credits,
payload three missiles. Medium: 8 million credits, payload
of sx missiles. Large: 12 million credits, payload of eight
missiles.

Sep Ten: Joecia Features

Additional armsor tentacles. See weapons section; Additional
Non-Human Appendages.

Fingerjack: Same as bionic system. Cod: 2500 credits.

Clock Calendar & Gyro-Compass: Same as cybernetic system.
Cod: 1000 credits.

Secret Compartments Same as bionics, Rifts RPG, page 241.
Giant and vehicular bots can have twice as many norma Sze
compartments or the usual number but twice as large. Cod:
20% more than bionics.

Coametic Enhancements. A variety of techniques and materias
can be used to create an accurate simulation of a living cre-
ature. Often used for animal bots. All bonuses are accumula:
tive.

Redlistic Skin Overlay: Looks and fedls like the red thing.
Complete with fake musculature. Fire resstant and tough, 5
M.D.C. main body. Increases P.B. +2. Cod: 75,000 for a
gx foot humanoid or animal. Add 5,000 credits for every
additiona foot (0.3 m).

Human Har Implants; Cog: 5,000 credits for head only,
20,000 full body; looks completely natural, +2 P.B.

Fur: Codt: 50,000 credits on human or large size of the animal
bots, 30,000 for smal and medium, +4 P.B.

Redigtic Eyes. Conced the artificial gppearance of the robot
eyes, +2 P.B. Codt: 10,000 credits.

Sculpted Facid Features. A unique, individua face and teeth
designed by skilled artists, complete with smulated muscle
movement to complement full facia expressions, frowns,
smiles, angry looks, etc., +3 P.B. Cog: 50,000 credits.
Movie gtar face: Add 40,000 credits to the initial cost and
another +3 P.B.

Minor Body Characterigtics: Nails, fangs, beard stubble,
moles, pimples, scars, etc. Cost: Approximately 2000 credits
each.

Locking Joints This means that thejoints lock into place and
can not be moved or bent until unlocked (equa to aP.S. 40).
Cod: 10,000 credits each.

360 Degree Rotating Body Segment: Head, shoulders, hands
a wrist, and upper torso a waist, can rotate in a 360 degree
circle. Codt: 20,000 credits per small joint, 50,000 credits
for waist rotation.

Self-Destruct Syssem: Robot explodes when an internal com-
mand is given. Safety features include atriple confirmation
seguence followed by aone minute count down during which
the command can be canceled. Inflicts 1D6x10damage to a
20 foot area (6 m). Cost: 80,000 credits.

Remote Probe An optics video probe with hover capabilities
is concedled inside the robot or in a smal shoulder or back
launcher. The probe can be launched and remote controlled,
following radio directions from the robot. The basc unit
includes a video camera with telescopic lens (600 f91 m
range) that transmits everything it sees and hears to its master
bot. Range of transmissons and control is 2000 ft (487
m). M.D.C. 10, sze About the size of a soccer bl (12
inches). Cogt: 50,000 credits.

Expanded Memory: Thisincreasesthe number of kill programs
one can place into the bot. Artificial Inteligence: Add three
(3) programs. Neural System:Addtwo (2) programsandtwo
secondary skills at al appropriate levels. Transferred Intel-
ligence: None. Has the normd 1.Q. and skill capabilities of
the being whose essence has been transferred (human, D-Beg,
animal, dragon, etc.). Note Skill programs can be the
superior ones ligted in this section (which means one must
dill conform to military or non-military) or the somewhat
limited black market programs. Cogt: One million credits.

Increasing the Basic Speed Attribute:Costs 10,000 credits per
each speed point beyond the basic system attribute. Thus to
increase a speed of 22 to a gpeed of 32 cogts 100,000 credits.
The maximum for humanoid legs is Spd 220 (150 mph/241
km). The maximum for animal and insect legs is about a Spd
of 423 (approx. 300 mph/480 km).

Increasing the Badc P.S Attribute Costs 10,000 credits per
eech P.S. point beyond the basic system attribute. Thus, to
increase aP.S. of 12 to aP.S. of 22 costs 100,000 credits.
The maximum for small bots is P.S. 30, medium, large and
humanoids, P.S. 40.

Increasing the Basc P.P Attribute: Costs 10,000 credits per
eech P.P. point beyond the basc system attribute. Thus, to
increase a P.P. of 12 to a P.P. of 22 costs 100,000 credits.
The maximum for smdl bots is P.P. 20, medium, large and
humanoids, P.P. 26.

Increasng the Basc |.Q. Attribute: Costs 50,000 credits per
each 1.Q. paint beyond the basic system attribute. Thus, to
increase an 1.Q. of 12 to al.Q. of 22 costs 500,000 credits.
The maximum for smdl bots is 1.Q. 20, medium, large and
humanoids, 1.Q. 28. Enjoys the usud 1.Q. bonus.




Mondea's

The Minion of Splugorth

Most people think that the monstrous, multi-tentacled crea
tures seen commanding the Splugorth (pronounced Sploo-gore-
th) dave barges are, in fact, Splugorthians. They are not.

If the dobbering mammoths have a true name of their own,
it is not known to humans. Even the few who have visited the
haunted spires of Atlantis know them only as "the Minion" or
as "The Minion of Splugorth." This has lead to some rather
unflattering and silly nicknames such as Soogs, Sploogies, Min-
nies, Sploogie Minnies and Sploog Slaver. But since most think
of the Minion as being the Splugorth, they are most commonly
called by the misnomer, Splugorth or Splugorth Slaver.

Many humanoids believe the Minion of Splugorth to be de-
mons from the rifts or demonic daves of the monstrous true
Splugorth. Without doubt, the visage of the Minion is quite
demonic. The creatures stand 10 to 12 feet (3 to 3.6 m) tall,
posess a par of large, powerful ams and eight tentacles
(suggesting that they may be aquatic in origin). The large, elon-
gated head shares nothing in common with humans. Its mouth
is huge and filled with three to six inch canine teeth, the jaws
are more powerful than a wolf's, the nose is large and flat, and
the head is mounted on a thick, short neck. If the beast ever
had eyes, they have been replaced by the artificial sensors that
band the head. The normal body of the Minion is serpentine,
like a thick snake or ed, adding an additional eight to twelve
feet to its overal size/length. The additional length of body is
not apparent on the dave barge Minion who are built into the
barge itsdlf (bionic like).

The Splugorth and their minions are obvioudy creatures
adapted to an environment of magic and have developed their
own, dien form of rechno-wizardry. A form of magic that is
far more advanced than the human and D-Bee techno-wizards
on rifts earth. Consequently, the Minion savers forsake their
natural body to physically become one with the techno-magic
of the Splugorth dave barge. The barge offersthe Minion sensory
perception far beyond anything experienced by most humans.

Perhaps the mogt significant enticement to allow onesdf to
become part of a mystic machine is that the Minion is given
supernatural sight. The barge itself has five eyes plus an addi-
tiona five floating eye-spheres, plus the eye-staff held by the
Minion; al are directly linked to the blind behemoth. The eye-
spheres can be sent floating 1000 feet ahead like silent observa-
tion balls. The eyes see in a wider spectrum of visible light,
thus seeing twice as many colors as humans, as well as seeing
the ultraviolet spectrum (but not infrared), seeing magic energy
(P.P.E.), the auras of living creatures, and the magicaly invis-
ible.

Somehow, the Minion can collate dl the smultaneous data
he is seeing with his eleven eyes and is able to respond to it all
with lightning reflexes. This combination of acute sensory per-
ception, magic, and itsown physical prowess, makesthe monster

a devastating foe, and the answer as to why they serve as the
minion of the Splugorth. The Minion is five times more aert
and quick to action than the average human. The senses aso
keeps them s0 hyped, much like a Juicer, that they require little
deep and are always ready for action. This may also account

for their apparent fearlessness and willingness to take life

threatening risks. As if this were not enough, the Minion aso
possess limited magic powers and have the Atlantian techno-

wizardry of the dave barge at their fingertips. Because the barge
is powered by magic, it makes no engine noise (64% Prowl),

seams to need no physica means of power (P.P.E.), hovers
making it an all-terrain vehicle, and is amystical mega-damage
structure. Likewise, the Minion and his humanoid davers are
protected by amagic force field, giving them superior mobility.

TheMinion are natura predators which meansthey areinstinc-
tive hunters. This adso means they have a craving for blood,
preferably humanoid, although they occasionaly feed on animals
as well.

Minion of Splugorth Slaver

Alignment: Always miscreant or diabolic!

Horror Factor: 16

Sze Usually stand about 10 or 12 feet tdl (3 to 3.6 m) in the
barge or from belly to head. Those who are not permanently
bonded to a dave barge have a thick, snake-like lower body
that measures about another 10 feet (3 m), for a tota length
of approximately 20 feet (6 m). Note: Only Minion Slavers
venture beyond the continent of Atlantis to other lands.
Tentacle's Reach: 16 feet (5 m)

Typical Attributes. 1.Q.: 10, M.E.: 25, M.A.: 6, P.S.: 28,
P.P.: 19, P.E.: 23, P.B.: 4, Spd. 22 (not applicable to Minion
Savers)

Hit Points. 2D6 x 10 SD.C.: Not applicable.

P.P.E.: 4D6x 10 |.S.P.: ID6x 10

Combat: 10 attacks per melee! See number seven, hand to hand
combat for complete stats.

Natural Abilities: Swim 98%, hold breath for 6D6 minutes at
atime, smell blood up to 4000 feet (1200 m), track by blood
scent 66%, recognize the scent of human blood 66%, carnivor-
ous (only ests meat, preferably human).

Psonic Powers. Mind block and telepathy.

Splugorth Minions not bonded to the mystic barge possess half
as many attacks per melee (5), half the bonuses, and no magic
powers.

Magic Weapons & Abilities (barge-link)

1. Force fidd (Armor of Ithan): Engages instantly and au-
tomatically when attacked or threatened by any means, phys-
ical, energy, magic, psionic, etc. (no, there is no chance
to blast beforetheforce field isin place). Provides maximum
protection and mobility; can fight using tentacles.

M.D.C. by Location:
Minion Tentacles (8) — 30 each
Minion main body — 300
Save Barge main body — 500
Barge Shields (4) — 100 each
Barge eyes (5) — 50 each
Floating eyes (5) — 50 each
Eye-Staff (1) — 30 M.D.C.

2. Sensory Capabilities from the Eyes (11): All abilities are
automatic and are used at will, without draining the Minion’s
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persond P.P.E. reserve. Magic abilities/Spells include see
aura, see the invisible, eyes of the wolf, sense (and se0)
magic and P.P.E. energy, sense evil, detect concealment,
and ley line transmission. Mechanical aspects include a
wider range of color vision, including the ultra violet, pass-
ive nightvision of 600 feet (183 m), telescopic vision (6000
feet/1800 m), and magnification to the 300th power.

The Powers of the Eye-Staff: Like the other eyes, the staff
enables the Minion to see as described in the previous sen-
sory description. Note that if al eleven eyes are destroyed,
the Minion is blind. But the staff aso has other magic
powers.

Each of the following spells can be cast twice per 24 hour
period: dispel magic barrier, negate magic, energy disrup-
tion, extinguish fire, repel animals, fear (HR 16), oracle,
tongues, chameleon, befuddle, and cal lightning. All are
equal to 8th level spell strength. Also, the staff can not be
discarded by its wielder. If stolen or lost, it will magicaly
regppear within 24 hours, regardless of the number of miles
between the two. The eye-staff can aso hedl itself, restoring
one M.D.C. per 24 hours.

The eye-staff is linked to its owner and can not be used
by others until that owner is dain, and even then, with ill
consequence. First, the staff is effectively a rune weapon
(ala Paladium RPG), thus it has its own intelligence (roll
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3D4 +2), a mind of its own and a miscreant or diabolic
aignment. It loathes humanoid life, and will not act to help
or save humanoids unless commanded to do so by its master.
It is always loyd to the Splugorth. Being evil, it enjoys
tricking, mideading and tormenting humanoids, especialy
those of a good alignment. It can appreciate a fellow evil
being.

Thelink. A permanent psonic and physical link iscreated
within 72 hours of its possession. To start the bonding, an
individual must willingly use the staff and accept its power.
Once the link is made it can not be broken unless that
individual dies. Notethat for every M.D.C. point of damage
the staff suffers, its owner loses 10 hit points! Thus, destroy-
ing the staff could kill its owner as well (amethod of insuring
that its master takes good care of it). The eye-staff communi-
cates telepathically only with its owner and offers advice,
ideas, information, and warnings. However, if it does not
likeits master, such asfromincompatible alignments/ethics,
the damned thing may offer little or no help other than when
commanded to cast a spell.

Forearm Blagter (fire ball): The forearm blaster fires bolts
of fiery plasma

Primary Purpose: Assaullt.

Mega-Damage: 5D6 M.D. per blast.

Range: 2000 feet (610 m)



Rate of Fire: Up to four blasts per melee.

Payload: Effectively unlimited.

Head Laser (acombination of light spells and laser optics):
The cylindrical rod on the right side of the head is a light
laser.

Primary Purpose: Defense.

Mega-Damage: 2D6 M.D. per blast.

Range: 2000 feet (610 m)

Rate of Fire: Up to four blasts per melee.

Payload: Effectively unlimited.

Barge Blagers (2): Located in the lower front and rear of
the barge is a gun that resembles a pistol on a mechanica
arm. Thisis an S.D.C. energy blaster that firesenergy bolts.
Primary Purpose: Defense.

S.D.C. Damage: 4D6 S.D.C. per blast (6D6 S.D.C. on a
ley line).

Range: 2000 feet (610 m)

Rate of Fire: Up to four blasts per melee.

Payload: Effectively unlimited.

Hand to Hand Combat: Attacks per Meee: Ten(10)! Can
not be attacked by surprise. +4 to dtrike, + 10 to parry,
+4 to dodge, +6 oninitiative, + 13 to damage(S.D.C.),
+5 to save vs psionic attack, +5 to save vs magic, + 16%
save VS coma/death.
Damage:

Tentacle Strike: 6D6 S.D.C. + 13 (P.S. bonus).

Tentacle Power Strike: 2D6 M.D., but counts as two
attacks.

Claws. 3D6 M.D.

Bite: 2D6 M.D.

The Floating Eyes (5): Horror Factor 14. In addition to
their sensory capabilities, as described in number two, the
eyes can adso cadt the following minor spells twice per
melee: blinding flash, globe of daylight, and chameleon (on
sdf only).

Maximum Speed: 35 mph/56 km (Spd 50); by flying or
floating. Maximum height: 400 feet. And can function un-
derwater as well.

Other Abilities. Prowl 70%, track (humanoids) 70%.
Mini-Blagter: Known as thejolt gun

Primary Purpose: Herd captives.

S.D.C. Damage: Threesettings: 2D6 S.D.C. or4D6 S.D.C.
or 1D4 M.D. per blast (double damage and range on aley
ling).

Range: 1000 feet (305 m)

Rate of Fire: Up to four blasts per melee.

Payload: Effectively unlimited.

Barge Stats. Main Body M.D.C. 500, moves 0 silently
that it can prowl 64%. The decorative plate shields (100
M.D.C. Each) offer protective cover for the four blind war-
rior women. And even the Minion can submerge himself
up to the chin in the dime filled containment unit he's
connected to. The dime chamber is aso a healing unit that
restores 1D6 x 10 hit points for every 10minutes of submer-
sion; utilized by the Minion and the dave warriors.
Maximum Speed: Slow hover capabilities, 53 mph/85 km
(Spd 77). Maximum height: 500 feet (153 m). And can
function perfectly underwater as well.

Note: The barge, and its five eyes, dies if the Minion who
pilots and is part of it dies (ho chance of surviving a coma
via dime submersion). The five floating eyes fly back to
Atlantis and the eye-staff will die within 72 hours, unless
it links to a new master.

The Blind Warrior

Saves of Splugorth

Four warrior dave women accompany every Splugorth dave
barge. Each is an exceptiona fighter, with heightened senses
and martid arts skills. Some have speculated that they arejuicers
or crazies, but there is no evidence to support such conjecture.
Others have speculated that they are psychics. Still others have
suggested that the women are the ultimate examples of how
humans can be trained, controlled and augmented for other,
inhuman masters. Nobody knows.

What isknown isthat they are apparently loyal slaves, perhaps
raised as daves for generations and taught the ways of combat
since childhood. They are generaly silent, although they can
speak, talking only when absolutely necessary. They obey the
orders of the Minion without question or hesitation (to hesitate
means death). It is they who capture and herd the Splugorth’s
captive humanoid slaves. Much like the warrior women and the
Minion themselves, nobody really knows what the Splugorth do
with their human captives. But it is sad that a captive of the
Splugorth is never seen on this earth again.

Splugorth Warrior Women

Alignment: Anarchist or Evil.

Horror Factor: 12. Not so much from their appearance, which
is aways very attractive, but from the recognition that they
are Splugorth dave women and dangerous in the extreme.

Size Usually about 5.8 to 6.2 feet tall (1.7 to 1.9m)

Typical Attributes 1.Q.: 10,M.E.: 15,M.A.: 16, P.S.: 22,

P.P.: 21, P.E.: 22,P.B.: 14, Spd. 22

Hit Points 1D4 x 10

S.D.C.:2D6 x 10M.D.C.: By Armor

P.P.E.: 2D6 L.S.P.: 3D6 X 10

Combat: Six (6) attacks per melee. 8th level Hand to Hand:
Martial Arts (al other bonuses included): +6 to dtrike, +8
to parry and dodge, +4 on initiative, +4toroll, +4to pull
punch, +7todamage(S.D.C.), +41t0 savevspsionic attack,
+4 to save vs magic, +14% save vs coma/death, Karate
kick 1D8 S.D.C., Karatelegpkick 2D8 S.D.C.,Karate punch
1D6 $.D.C., critical drike on natural 18, 19, and 20, paired
weapons. No penalties for being blind or in total darkness,
psionically and magically compensated.

ills of Note: Boxing, gymnastics, generd athletics, running,
climbing 80/70%, swim 98%, prowl 75%, land navigation
78%, wilderness survival 80%, identify plants 75%, demon
and monster lore 65%, intelligence 64%, paramedic 90%,
cook 85%, skin and prepare animal hides 80%, preserve food
75%, hunting, W.P. Archery, W.P. Blunt, W.P. knife, W.P.
Sword, W.P. Energy Pistol, and W.P. Energy Rifle.

Psionic Powers: Sixth sense, sense magic, presence sense, em-
pathy, clairvoyance and mind block.



Special Super Powers
1. Heghtened sense of hearing, equal to cybernetic amplified
hearing.
2. Heightened sense of smell: Recognize specific odors. 90%.
Recognize aspecific person or animal by scent alone: 70%.
Recognize poisons and toxins: 80%.
Track by scent: 80% (-20% in cities or burbs).
Heightened sense of touch: Can recognize items by fedl,
67%.
Radar Sense Enables her to know/sense the location of
people, objects, movement and the general shape of the
environment around her. Interpret shapes. 85%, estimating
distances: 95%, estimating direction: 75%, estimating
speed: 75%, estimating exact location: 75%. Bonuses d-
ready applied to combat stats. Radar Range: 1200 feet
(366 m). Radar Penalties Fouled by storms of al kind
rain, snow, sand, dust, (smoke too); reduce estimating
abilities, tracking by smell, and combat bonuses by half.
5. Extraordinary Physical Endurance Unnatural physical
endurance reflected in P.E. attribute and high S.D.C. Note:
Basad on powers found in Heroes UnlimitedRPG, suggest-
ing that these warriors are D-Bees or genetically altered/mut-
ants.

Magic & Weapons

1. Optional Net Gun: Just as the name suggests, this weapon
of Splugorthian techno-wizardry launches a magic net to
ensnare its opponent; same stats as the magic spell. The
gun is the large, bulky weapon held in the hand of the
warrior on the right side of the Rifts cover.

Range: 180 feet (55 m)

Rate of Fire: Two per melee.
Payload: 20 nets.

Duration: Up to 20 minutes.

2. Optional Laser Wrist Blasters: A pair of wrist bands that
are mini-lasers, with a magic power pack worn on the back.
Center figure depicted on the Rifts cover.

Mega-Damage: 2D6 M.D. per blast.

Range: 1200 feet (366 m)

Rate of Fire: Up to five blasts per melee.

Payload: 60 blasts; backpack recharges completely in four
hours.

3. Optional Mental Incapacitator: Fires awispsof confusion,

identica to the spell (Rifts, page 182). Affects 1D8 people

in aclose area. The weapon is the gun held by the warrior
on the left sde of the Rifts cover.

Range: 180 feet (55 m)

Rate of Fire Two per melee.

Payload: 10 blasts.

Duration: 50 minutes; no effect if saving throw vs magic is

successful.

Optional: Any Conventional Energy or Hand-Hed

Weapon. Are often armed with a sword, knife, or mace

and/or energy weapon.

5. Magic Talisman: Each warrior wears a magic talisman
(runic) that enables her to create an Armor of Ithan spell
around herself three times a day. Her only other protection
is the lightly padded M.D.C. armor and helmet she wears;
30 M.D.C.

Duration: Ten minutes (40 melee rounds).

109

M.D.C.: 100

Note: Unlike the usual Taisman of the Rifts world, this
Splugorthian talisman recharges every 24 hours; three spells
per day.

Rhino-Buffalo

The Rhino-Buffalo is a powerful and feared D-Bee monster
that has adapted well to the Earth's altered environment. The
beasts inhabit the plains, low mountains and light forests where
other giant animals are found. The horrendous mammal preys
on dinosaurs and other large mammals like buffalo, elephants
and other D-Bee monsters. Occasionaly, anold, sick or wounded
rhino-buffalo will atack humanoid travelers and even attack
urban communities, but such attacks are not common. However,
they will attack adventurers travelling in giant robot vehicles!
The beasts are not particularly intelligent and often mistake giant
robots as potential dinner. Because the animals tend to become
frenzied when locked in combat, they will frequently fight to
the death (1-70%).

Rhino-Buffalo

Alignment: Animal predator, considered anarchist or miscreant.
Horror Factor: 16

Size: 25 feet (7.6 m) tall and 40 feet (12 m) long.

Weight: 5 tons

Typical Attributes 1.Q.: 3, M.E.: 9, M.A.:6,P.S.: 30,P.P.:

18, PE: 30, PB.: 4, Sd. 132

Speed: Running: 90 mph (144 km) maximum. Leaping: The
animals legs are strong and adapted for leaping on top of its
prey. Leaps are approximately 30 feet (9 m) high and 60 feet
(18 m) lengthwise. A running leap at speeds in excess of 40
mph (64 km) will enable the monster to leap an additional
30 feet (9 m).



Hit Points: 4D6 x 10
SD.C.: Notapplicable.
M.D.C. by Location
*Head — 50
Horn (1) —30
Front Legs (2) — 90 each
Hind Legs (2) — 80 each
Main Body — 150
*Destroying the head will kill the creature.
P.P.E.: 1D4x101.SP.: None

Combat Data: Four attacks per melee. +4 to strike, +4to
parry and dodge, +2 on initiative.
M ega-Damage:

Claws: 4D6 M.D.

Bite: 2D6 M.D.

Stomp: 1D6 M .D.

Jab with horn: 2D6 M.D.

Ram with horn: 1D6 X 10 M.D., but counts as two attacks;
88% likdihood that the victim is knocked down, or hurled
20 feet (6 m), and loses one melee attack.

Ram with body: 1D4 x 10M.D., but counts as two attacks;
88% likelihood that the victim is knocked down, or hurled
20 feet (6 m), and loses one melee attack.

Leap attack with claws: 1D4 X 10 M.D., but counts as two
attacks. Opponents who are 20 feet (6 m) or amdler are likely
to be knocked down (80% chance), losing one melee attack
and may be pinned and unable to move/attack/dodge (55%
chance). The monster can bite or jab its pinned victim with
its horn until it gets off, is forcibly removed, or attracted by
a different target.

Natural Abilities: Poor Swimmers 35%, excellent climbers
85%, track by blood scent 66%, recognize the scent of human
blood 66%, carnivorous (only ests mest).

Note:  Likes mountains, hills and rocky terrain; light forests
and open grasslands, but are dso found in the hot arid steppes
and savannas of New Mexico and Central America (but not
as common asin the northern part of thecountry). The Rhino-
Buffalo is common aong the Rocky Mountains and the old
American States of Montana, Wyoming, Colorado, Nebraska,
the Dakotas and into Canadian Alberta and Saskatchewan
(most believe the creature originated from the Calgary rift).
However, the monsters have travelled as far east as Ontario
and the old American States of Pennsylvania, Maryland, the
Virginias, and even into the Carolinas, Georgia, ahd upper
Florida, athough their numbers are comparatively small in
these aress.

Although the name would suggest that the animals travel
in large herds like buffalo, the rhino-buffalo is an aggressive
and solitary hunter. One must remember that both the
rhinoceros and the buffalo are grazing animals, while the
rhino-buffalo is exclusively a meat eating predator and has
nothing, other than vague features, in common with the two
animals whose names it bears. The rhino-buffalo will dways
hunt done unless it is mated (they mate for life), then the
two will travel in pairs or smal family group of four and
sometimes hunt together. The monster can bear young once
every two years and the young usually stay with the parents
for the first three years, before moving off on their own.

The Smvan
Monge Riders

Another alien menace from the Cagary rift is the Simvan
Monster Riders. The Simvan are arace of intelligent humanoid
cannibals. The people are nomads, travelling in tribes that
number as few as 1D4 x 100to 4D6 X 100members. The culture
is not unlike most nomadic societies, the men are the builders,
hunters and protectors while the women are the homemakers,
bearing and raising children, preparing food, making clothes,
etc. The women are aso the healers and possess natural psionic
hedling abilities.

The tribe will settlein one areafor weeks or months at atime.
Sometimes they may inhabit the same area as long as a year,
but will eventually move when the hunting grows poor (usually
seasond) or the environment becomes threatening (weather,
monsters, the Coalition).

Both the males and females are aggressive, quick-tempered
and violent, although any acts of violence within the same tribe
and between family members rarely draw blood. Among their
own, the Simvan are amazingly gentle, patient, kind, consider-
ate, cooperative and always cheerful and laughing. They are a
strong community, loya to each other and the tribe as a whole.
However, they are aggressive, belligerent, demeaning, arrogant
and deadly dangerous toward other humanoids. It must be under-
good that the Simvan see only themselves as true people, one
with the land, al others are generaly seen asfools or food. The
Simvan are meat eaters with a definite preference for human
and humanoid flesh.

The men are capable and merciless hunters and warriors. Their
skills as trackers and hunters outshine the wilderness scout, and
as warriors are nearly equal to any headhunter. The men, like
al Simvan, have awild and devil-may-care attitude toward life,
and love to take risks and accept challenges that will test their
grength and skills. Ascannibals, the ultimate triumph and honor
is to vanquish and eat a valiant and worthy opponent. The war-
riors see combat as a means of proving their own courage,
strength, skills, and making life exciting and worth living. Cour-
age, combat skill, and honor to one's people are the most re-
spected and valued attributes a person can possess.

The Simvan are known as "Mongter Riders' because they
have an uncanny ability to tame monsters and use them as mounts
and beasts of burden. The monsters sdlected are frequently cre-
atures believed to be untamable, and almost always carnivorous.
Their mogt famous and favorite mount is adinosaur-like creature
known as the ostrosaurus, but the Simvan have aso used many
other creatures, including the rhino-buffalo (except it eats too
much) and other predatory animals and monsters. Tribe members
will often have wolves, bears, and mountain lions as pets.

Note: As always, the stats are set up S0 that players may play
a Simvan as a player character if he or she would like.



Smvan Monger Riders

Alignment: Aberrant evil, or any. AsNPC villains likely to be
anarchist, aberrant or other evil alignment.

Horror Factor: 12

Sze 5 feet 7 inches (1.7 m) to six feet (1.8 m) tall.

Weight: 150 to 200 pounds (67 to 90 kg)

Attributes: The number of six-sided dice are indicated as fol-
lows. 1.Q.: 3D6 M.E.: 4D6, M.A.: 2D6, P.S.: 4D6, P.P.: 4D6,
P.E.: 5D6, P.B.: 2D6, Spd. 4D6.

P.P.E.: 4D4 Hit Points. 1D4 x 10

SD.C.: 2D6x 10 M.D.C.: By body armor.

Natural Abilities: Keen vision, nightvision 120 feet (36.5 m),
and psionics.

Psionic Powers, Males. 1.S.P.: 2D4x 10+ M.E. points. Em-
pathy, telepathy, sixth sense, mind block, and mind bond
(super), as well as a psychic affinity with animals similar to
those of the psi-stalker (see Rifts, page 106, #8).
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Psionic Powers, Females. 1.S.P.. 4D4x 10+ M.E. Detect

psionics, deaden pain, exorcism, healing touch, increase he-
aling, psychic diagnosis, psychic surgery.

Combat: Two attacks per melee plus those of the hand to hand

training. Most Males are 3rd to %th level fighters (roll
2D4 + 1); assassin hand to hand.

Skills of Males. All wilderness skills (+20% bonus on al),

wilderness survivial (+30%), track (humanoids, +20%),
horsemanship (and, in this case, monstermanship; +20%),
dance and sing. Physical skills: Hand to hand: assassin, body
building, generd athletics, running, climbing, and select three
others (boxing and acrobatics not available). Weapon Pro-
ficiencies. Archery and Targeting, Knife, Energy Rifle, and
sdlect four additional. Player characters (or more daborate
NPCs), male or female: Sdect atotal of six skills from the
following: radio: basic, escape artist, pick pockets, palming,
concealment, pilot motorcycle, pilot automobile, pilot hover



craft, pilot sal or motorboat, monster lore, faerie lore, any
languages and art. No bonuses applicable.

Skills of Females: All domestic (+30% on al) and wilderness
skills (+ 10%), wilderness survival (+15%), horsemanship
(and, in this case, monstermanship), holistic medicine
(+20%). Physical skills: Hand to hand: basic, running, climb-
ing, and select two others. Weapon Proficiencies: Blunt,
knife, and sdlect two others.

Weapons. Knife and two energy weapons, and perhaps bow
and arrows. Favoriteweaponsinclude the vibro-blades, mega:
damage arrows, and powerful energy weapons (tend toward
short-range items for the joy of combat).

Note: The Simvan are not stupid and will not attack enemies
with vastly superior numbers or power unless defending the
tribe or family. However, they do love to fight and encourage
settling disputes or proving one’s honor through combat with
the opposing or accusing person or with a monster/animal.
For example: atribesman who has been disgraced in combat
(cowardice or accused of treachery) must fight his accuser,
often to the death. If many accuse him, the offender is
banished from the tribe but can redeem himself by going into
the wilderness with no armor and only ancient type weapons
to fight and day aterrible beast (bear, lion, monster, €tc.).
If he returns with its head he is alowed back into the tribe.
Likewise, outsiders who wish to spesk to the shaman or tribe
leader may be forced to prove themselves by hand to hand
combat (not to the death).

Although cannibals, the Simvan do not necessarily attack
and eat anybody they happen upon. They frequently trade
animal furs and scouting/hunting services with other
humanoids for mega-damage weapons, E-clips, body armor
and supplies. Likewise, they are often acquaintances (and
even friends) with the mountain men and wilderness scouts
in the area. The Simvan's favorite humanoid associates are
psi-statkers and intelligent mutant animals. The two races are
often alowed official admittance into the tribe as long as they
obey tribd law and customs. The Simvan's favorite
humanoids to eat are humans and those mogt like humans.

Odrosaur us

The ostrosaurus are just one of the many dinosaur-like crea
tures that roam the Rifts earth. They are found mostly in the
west where they prey on the herds of buffalo, horses, deer and
other dinosaurs. Despite the analogy to dinosaurs, the animal is
not alizard, but more like a featherless bird. The skin is mega-
damage tough and its hite and claws inflict mega-damage. The
ostrosaurus is the favorite riding animal of the Simvan.

Ogtrosaurus

Alignment: Animal predator, considered anarchist or miscreant.

Horror Factor: 12

Size Approximately 12 to 15 feet (3.6 to 4.6 m) long from
buttocks to nose tip. The thick tail adds another six feet (1.8
m) to the overall length. Standing erect, the beast measures
about 15 feet tall (4.6 m).

Weight: 1600 Ibs (720 kg) average.

Typical Attributes. High animal intelligence and instincts. Most
attributes are not particularly applicable, other than those
listed. P.S.: 28, P.P.: 18 P.E.. 24, P.B.: 4, Spd.

Spead: Running: 60 mph (96 km) maximum; runs loping on all
fours. Leaping: The animal’s legs are strong and capable of
great leaps. Legps are approximately 15 feet (4.6 m) high
and 40 feet (12 m) lengthwise. A running leap at speeds in
excess of 40 mph (64 km) will enable the monster to leap an
additional 30 feet (9 m).

Hit Points 2D8x 10

S.D.C.: Not applicable.

P.P.E.: 3D61.SP.: None

M.D.C. by Location
*Head — 40
Tal — 40
Front Legs (2) — 30 each
Hind Legs (2) — 50 each
Main Body — 90
*Destroying the head will kill the creature.

P.P.E.: 3D6 |.SP.: None

Combat Data: Four attacks per melee. The creature's standard
method of attack is by bite and powerful rear legs/claws. The
front claws are used for dissecting its prey and cutting meat.
+4 tostrike, + 6 toparry, + 8 tododge, + 3 oninitiative.
Damage:

Front Claws. 1D6 M.D.
Rear Claws. 3D6 M.D.
Bite: 2D6 M.D.

Sap with tail: 6D6 S.D.C.; 70% likelihood that the victim
is knocked down, or hurled 12 feet (3.6 m), and loses one
melee attack.

Legp atack with claws: 4D6 M.D., but counts as two
attacks. Opponents who are 10 feet (3 m) or smaller are likely
to be knocked down (80% chance), losing one melee attack
and may be pinned and unable to move/attack/dodge (40%
chance). The monster can bite or dice its pinned victim with
its teeth and claws until it is forcibly removed or attracted by
a different target.

Natural Abilities; Terrible swimmers 20%, excellent climbers
80%, track by scent 35%, recognize the scent of human blood
60%, superior vision: can seearabbitamileaway. A carnivor-
ous predator that preys on smaller, sower dinosaurs and ani-
mals, including humanoids.

Note: Prefers light forests, hills and open grassands, but are
dso found in the hot, arid seppes and savannahs of New
Mexico and Centrad America (but not as common as in the
northern part of the country). The ostrosaurus is common
along the Rocky Mountains and the old American States of
Montana, Wyoming, Colorado, Nebraska, the Dakotas and
into the southern parts of Canada's Alberta (most believe the
cregture originated from the Cagary rift). They are occasion-
aly found s far southeast as Kansas, Oklahoma, and Mis-
souri. However, the domesticated creatures are found wher-
ever their magters take them. Do not do well in winter cli-
mates. Generally, prefer temperatures between 50 and 100
degrees Fahrenheit.

The animals tend to run in loose knit packs of three to
twelve, but are as likely to be aggressve solitary hunters.
The ostrosaurus’ typically prey on herd animals so they tend



to be migratory, following the herds. This is especidly true

of ostrosaurus packs.

The mongters bear young once every year. The femae lays
1D4 eggs and nests with them until they hatch. The eggs
hatch at the end of eight weeks. During this time, the male
will stay near and bring food back to the female. Once the
eggs hatch, the male leaves; ostrosaurus’ do not mate for life.
The mother stays with the young for 2D6 weeks, then runs
off, leaving the young to fend for themsdlves. An ostrosaurus
reaches full maturity within five months.

The Black Faerie

The black faerie is a horrible and maleficent supernatura
creature. The thing is cdled a faerie because it spesks faerie
and seams to be some sort of monster or mutant from the family
of creatures that are known from mythology as faerie folk. It is
hideous in both appearance and deed. The body is a huge,
bloated, amogt larva looking lump, the arms are long stumps
without hands or fingers, the legs are identical to the arms, and
the body ends with a long, spiny tail. The head is only an
extenson of the lump that composes the body, with two ugly
maws and three tiny eyes that are impossible to discern from
the circular blotches that dot the upper torso.

The hideous monster feeds on faerie folk and other super-
natural creatures. However, it loves to torture and kill, con-
sequently, it will day humanoids and other creatures for sheer
pleasure. The black faeries dso hate things of beauty and will
destroy them whenever possible.

The Black Fagrie

Alignment: Miscreant or Diabolic.

Horror Factor: 16

Sze: Approximately 5 feet (1.5 m).

Weight: 300 1bs (135 kg)

Typical Attributes 1.Q.: 8,M .E.: 18, M .A..5,P.S.: 18,P.P.:

17, P.E.: 20, P.B.: 2, Spd. 8 crawling, 88 flying; 60 mph (96

km).

Hit Points See M.D.C. S.D.C.: Not applicable.

P.P.E.: 1D6x101.S.P.: None

M.D.C.: Main Body: 120, Wings: 50 each

Combat Data: Four physica attacks per melee or two magic.
+ 3 to strike, +3 to parry, +8 to dodge, +3 oninitiative,
+6 to save versus magic and psionics.

Damage:

Bite: 1D6 M.D.

Strike with tail: 1D6 M.D.; 60% likelihood that the victim
is knocked off his feet and loses one melee attack.

Natural Abilities. FHight, impervious to poison, impervious to
norma fire and cold, fair climbers 60%, prowl 50%, track
by scent 35%, recognize the scent of human blood 50%. A
carnivorous predator that preys on fagrie fold and supernatural
creatures, but kills humanoids and others for pleasure.

Magic Powers Like dl faerie folk, the black faerie can cast an
unlimited number of spells a day, but a faerie can not cast
the same spell on the same person more than once per 24
hours. Saving throw to save versus faerie magic is 14 or
higher and are equal in power to a 10thlevel wizard. Spdls
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Chameeon, fuel flame, fire bolt (4D6 M.D.), blind, agony,
and deep.

Note Prefers forests and hills, but are found near ley lines and
wherever faerie folk dwell. The black faerie tends to hunt
aone or in pairs. Occasiondly they live in amal tribes of
three to eight black faeries or sometime live or work with
other evil creatures of magic like witchlings, pucks and dra-
gons. The usual tactics to ward away faerie folk apply to the
black faerie.



A Demon from the Rifts

The Brodkil




The Brodkil

A Demon from the Rifts

The Brodkil are arace of superhuman giants who are natural
M.D.C. creatures. They are apparently of supernatural origin,
but do not possess significant powers other than superhuman
strength, M.D.C. body, and the ahility to turn invisble. The
brodkil are incredibly aggressive and war-like; fortunately, they
are nomad scavengers with no technology of their own nor or-
ganized society. The typica tribe will range from 20 to 100,
while raiding bands can be as few as three. The average band
of raiders will number from four to twenty-four and frequently
include other members of other races.

The nomadic warriorstravel the wilderness attacking travelers,
villages, and towns to plunder what they need. They are fair
hunters but would rather sted livestock or waylay and eat some
unsuspecting travelers than spend time stalking wild animals.
The brodkil are meat eating predators who feast on the flesh of
humanoids, as well as animals.

The demonic D-Bees are lazy and hate to learn complicated
skills or skillsthat do not directly impact on their lives aswarriors
and thieves. Consequently, most of their skills are combat
oriented.

Alignment: Selfish or Evil.

Horror Factor: 10

Size: Approximately 9 feet (2.7 m). Weight: 3501bs (103 kg)

Typical Attributes 1.Q.: 10, M .E.: 18, M.A.: 12, P.S.: 30,

P.P.: 18, P.E.: 20, P.B.: 5, Spd. 22

Player Character Attributes. The number of dice to roll are
asfollows: 1.Q.: 2D6+ 3, M.E.: 4D6, M.A.: 3D6+1,P.S.:
5D6 + 5, P.P.. 3D6+4, P.E. 4D6, P.B.: 2D6, Spd. 6D6

Hit Points See M.D.C. S.D.C.: Not gpplicable.

P.P.E.: 2D4x 10 |.S.P.: None

M.D.C.: Main Body: 250

Combat Data: Five atacks per melee. +4 to drike, +6to
parry and dodge, +15 S.D.C. damage, +2 on initiative,
+2 to save vs psionics and +4 to save vs magic.
Damage:

Restrained Punch: 4D6+ 15 (P.S.) S.D.C.
Full Strength Punch: 2D6 M.D.

Bionic Arm Power Punch: 3D6 M.D.
Tear: 2D6 M.D.

Crush: 1D6 M.D.

Bite: 1D4 M.D.

Body Flip/Throw: 6D6+ 15 (P.S.) S.D.C.

Natural Abilities: M.D.C. body, impervious to normal fire and
cold, prowl 40%, turn invisible a will, bio-regenerate 2D6
M.D.C. per hour.

Magic Powers. None.
Psonics: None.

Skills of Note: All are usudly equal to about fourth level. Hand
to hand: basic or expert, boxing, wrestling, climbing, track-
ing, intdligence, radio: besc, pilot hover craft, three lan-
guages, W.P. knife, sword, blunt, and energy rifle. Game
Masters may add skills from the categories of wegpon pro-
ficiencies, communications, technical, domestic, and wilder-
ness (no bonuses).

Bionics: Will always be partia reconstruction, never full conver-
sion. The most common types of bionic features include one
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or two arms, occasondly an extra limb, forearm blasters,
vibro-blades, and retractable claws/blades. Implants include
the gyro-compass, and amplified hearing.

Weapons Favorite weapons include energy rifles, bionics, and
magic weapons. Also useoptical enhancementsand the occas-
sional hover vehicle.

Note Because the Brodkil have no supernaura, psionic, or
magic powers, they can benefit from bionic weapons and
implants without ill effect other than losing the ahility to turn
invisible. The Brodkil love bionics.

A large number of brodkil are members of the Pecos Em-
pire. They are a wild and barbaric lot, but are not cardess
in battle. They sldom fight to the death and can be incredible
cowards against a superior enemy. Against weaker opponents
they are bullies and arrogant, athough they are not known
for deliberate acts of depravity or needless torture.

The Neuron Beast

A Demon from the Rifts

The neuron beast is ademonic creature that is known to emerge
from the S. Louis Archway rift and possibly at other major ley
line nexus points. It seems to be most commonly found in the
southern American States and South America, but can be encoun-
tered anywhere in the world. The neuron beasts are enigmatic
beings that seem to find the people and circumstances on the
Rifts world fascinating. They are incredibly curious about dl
things and spend much of their time exploring and studying life
forms and places. Despite their massive intelligence, or perhaps
because of it, the neuron beasts are callous and cardess in their
studies of other life. They will capture and dissect a living
creature, intelligent humanoid or animal, without a thought or
care. Thus, they can be terribly cruel and manipulative. They
are known to interfere in the affairs of men, usualy for the
worse, S0 that they may observe the conflict and drink the strong
emotions. For you see, they feed on emotions.

Wherever a Neuron Beadt is encountered, one can assume
that trouble cannot be far. The maicious creatures enjoy instigat-
ing conflict between others and may take a direct or discreet
hand in cregting disaster. When they take a direct hand, they
will frequently play the role of demon or godling and can be
maniacal leaders to others' doom. Others will make secret pacts
with villains to encourage them in evil or depravity. Although
not al neuron beasts are evil, none of them can help being
fascinated by new things and tantalized by powerful emotions.
Even the friendliest neuron beast will tend to be self-serving,
manipulative and deceptive.

Neuron Beast

Alignment: Any sdlfish or evil.

Horror Factor: 14

Size Approximately twenty feet (6 m) tall.
Weight: 1400 pounds (630 kg)

Typical Attributes. 1.Q. 30, M.E. 23, M.A. 22, P.S. 20, P.P.
16, PE. 20, P.B. 4, Spd. 44 (30mph/48kmph maximum).
P.P.E.: 4D6 x 10 I.S.P.:2D6 x 10+ 60+ M .E.

Hit Points. See M.D.C. S.D.C.: Not applicable



M.D.C.: 2D4 x 100 main body, 100 M.D.C. for each arm, 50
M.D.C. for each of the tentacles.

Natural Abilities: Keen vision, floats and hovers in the air (spd
44), impervious to normal fire and heat (does not include
energy weapons or magic), dislikesthe cold, and regeneration
a arate of 1D4x 10 M.D.C. per every hour but cannot
regenerate a limb.

Psionic Powers: 1.S.P. varies (minimum 103), Three attacks
per melee. Considered a master psionic. Sensitive Powers:
Tota recdl, telepathy, empathy, object read, see aura, see
the invisible, sense evil, and sense magic. Super Powers:
Bio-manipulation, empathic transmission, group mind block,
mind block auto-defense, mentally posses others, mind bolt,
mind bond, P.P.E. shield, and psi-sword (note can create
four, one for each hand).

Magic Powers P.P.E.: 4D6x 10. Leve of experience: 1D4.
Two spdl attacks per melee or by hand to hand. Globe of
daylight, fingers of wind, invisibility smple, levitate, charis-
matic aura, multiple image, shadow meld, stone to flesh,
caling, Eyes of Thoth, tongues, magic pigeon, tune dip.
Offensive Spells: Blinding flash, energy bolt, call lightning,
domination, turn dead, exorcism, constrain being, and smple
protection circle.

Note: GMs can sdlect a total of 2D4 additional spells from
levels 1-6. Thetentacles cause paralysis |esser (even in mega-
damage body armor); identical to the spell.

Combat: Eight physical attacks per meleetotal, or two magic,
or three psionic. +2 to strike, +4 to parry, +2 to dodge,
+1 on initiative, +2 to roll, +2 to pull punch, +5 to
damage (S.D.C.), +4 to save vs psionic attack (considered
amaster psionic o only needs a6 or higher to save, including
thebonus), + 3to savevsmagic, + 10%savevs coma/death.

Damage:

Restrained Tentacle Attack: 2D6+ 10 (P.S.) S.D.C.

Restrained Punch: 4D6+ 10 (P.S.) S.D.C.

Full Strength Tentacle Strike: 1D6 M.D.

Full Strength Punch: 2D6 M.D.

Crush: 1D6 M.D.

Body Hip/Throw: 1D4 M.D.

Impale on Body Spines (must pick victim up): 4D6 M.D.

Entangle/hold: 84% chance of entangling and holding as
many as four human size people with its tentacles. The entang-
led person can not engage in physical combat while entangled.
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\ Skills: The neuron beasts are usually very educated and will be

fluent and literate in at least four different languages (98%)
and likely to spesk all others. GMs may select up to 24 skills,
al +16% (1.Q. bonus), from the following skill categories:
Communications, Electrical, Mechanical, Medical, Science,
Rogue, Technical, and Wilderness.

Weapons Rarely use any, relying on their own magic and
psionic powers.

Note: The neuron beast is so named because the scientist who
first discovered the creature thought it reminded him of a
monstrous nerve ending rippling with intellect, psionic power
and emotiond energy. They usually work aone, but pairs
and small groups of four to six have been reported from time
to time. It isagroup of neuron beasts, specifically one calling
itself “LarrGgo,” credited for the foundation of the Federation
of Magic and its subsequent attack on Chi-Town afew decades

ago.



The Witchling

Witchlings are malevolent monsters from the rifts. They are
most common to the midwestern Americas and Ontario, Canada,
but can be found anywhere. They are hate-filled fiends who
crave power and love to inflict suffering on mortal creatures.
They often force humanoids to worship them or seize wilderness
towns as their own, serving as the ruler and protector. Unlike
many monsters, the witchling likes to associate with other super-
natural and evil beings, including humans. They appreciate deceit
and treachery as an art form and find kindred spirits a pleasure
to work and live with, as long as they do not betray her.

Witchlings

Alignment: Miscreant, Diabolic, or Aberrant.

Horror Factor: 14

Size: Approximately 5 feet (1.5 m).

Weight: 150 Ibs (135 kg)

Typical Attributes: 1.Q.: 14, M.E.: 20, M.A.: 17, P.S.: 10,

P.P.:10,P.E.: 10,P.B.: 5, Spd. 27 flying (18.5 mph/29.7 km).

Hit Points: See M.D.C. S.D.C.: Not applicable.

P.P.E.: 2D6 X 10 L.S.P.: None

M.D.C.: Main Body: 200

Combat Data: Three physical attacks per melee or three magic.
+2 to strike, +4 to parry and dodge, +2 oninitiative, +3
to save vs psionics and +5 to save vs magic.

Damage Punch 1D6 M.D.

Natural Abilities: Flight and hover, impervious to poison and
drugs, impervious to normal fire and cold, prowl 70%, turn
invisible at will, bio-regenerate 4D6 M.D.C. per hour.

Magic Powers. P.P.E.: 2D6xIO. Level of experience: 1D4+1.

Three spell attacks per melee. Death trance, sense magic, see
aura, charismatic aura, concealment, detect conceament,
mask of deceit, reduce sdf to six inches, mystic aarms, ley
line transmission, and heal wounds.
Offensive Spells: Cloud of smoke, befuddle, energy bolt (4D6
S.D.C.), firebalt (4D6 M. D.), carpet of adhesion, wind rush,
deep, minor curse, sickness, and spoil. GM Note: An addi-
tional 3D4 spells can be sdected from level 1-6.

Note: Witchlings are notoriously treacherous and resourceful.
They can dso be quite depraved and cruel. However, they
will seldom fight to the death, preferring to retreat and regroup
or move on to greener pastures.
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Thornhead

A Demon from the Rifts

Thornhead is a demonic predatory creature from the rifts at
old Detroit. Consequently, the thornhead is most commonly
found in the midwest and eastern parts of the old American and
Canadian territories, usually near or at ley lines. The fearsome
monster has a limited human intelligence and human-like emo-
tions. Unfortunately, it is a creature of evil that loves to torture,
maim, and kill other creatures.

It is aterritorial monster that often claims a particular area as
its domain. The area will usually cover a 1D4 x 10 mile area,
with some significant geographic feature asits lair and the center
of its territory. The demons will often mark their territory by
impaling humanoid corpses/skeletons onto trees. Thosewho dare
to enter its domain may be attacked without warning or threatened
and forced to pay some sort of tribute to pass unmolested.
Humanoids that live in the area are frequently forced to worship
the thornhead as a demonic deity or be destroyed. They may
aso be forced to pay homage to the fiend in the way of providing
human sacrifice or other monthly or weekly payment.

The thornhead hoard valuables. Not intangibles like credits,
but objects such as precious metals, gems, jewelry, magic items,
weapons and armor. This s, in part, an emotiona need to hold
power over lesser creatures. Humanoids val ue wealth and posses-
sions, therefore, it will take these objects of desire and keep
them for itself, regardiess of whether the demon actually needs
or wants them. They also collect the skulls of their most impre-
ssive victims.

The thornhead demon feeds on both meat and P.P.E. energy.
Fortunately, it needs to feed only once a week. Unfortunately,
its prey of choice is humanoid or other intelligent creatures,
athough it may feed on any living animal.

Thornhead Demons

Alignment: Miscreant or Diabolic.
Horror Factor: 14

Size: Approximately ten feet (3 m) tall.
Weight: 500 pounds (225 kg)

Typical Attributes: 1.Q.: 8,M.E.: 10,M .A.: 9,P.S.: 25,P.P.:
17,P.E.: 24, P.B.: 3, Spd. 28 Note: Tentacles have independent
awareness and can act independently to defend the body; 1.Q.
6, P.P 20. The Thornhead isasupernatural being likethedragon.
P.P.E.: 2D4 x 10 1.S.P.: None

Hit Points. See M.D.C. S.D.C.: Not applicable

- M.D.C.: 2D4x 100 main body, 50 M.D.C. for each of the

tentacles.

Natural Abilities: Keen vision, nightvision 120 feet (36.5 m),
climb 80/70, see the invisible, impervious to normal fire and
cold (does not include energy weapons or magic) and
metamorphosis insect, and regeneration a a rate of 3D6
M.D.C. per every two minutes and can regenerate a fully
functioning tentacle or horn in eight hours. The tentacle heads
can dso see the invisible, have nightvision, and heat optics
(sees infrared light and heat emanations).

Magic Powers: P.P.E.: 2D4X 10. Levd of experience: 1D4 + 3.
Three spell attacks per melee or by hand to hand. Chameleon,
escape, float in air, levitate, breathe without air, concealment,
fool's gold, and tongues. Offensive Spells: Fear, energy bolt,
extinguish fires, ignite fires, fuel flame, circle of flame, fire
bolt, fire ball, domination, spoil food, animate and control
dead, turn dead, exorcism, and dispel magic barrier.

The bite of the tentacles cause one of the following magica
effects (identical to the spell of the same name). The tentacle
or thornhead can sdlect the type of magic to induce. Can
inflict a spell with every bite or bite to inflict damage. ONE
attack each per melee. Magic bites: Befuddle, blind, compul -
sion, paralysis. lesser (even in mega-damage body armor),
deep (even in body armor, but not power armor or robots),
energy disruption, and words of truth. Plus each eye can try
to cause petrification by stare once every eight hours (identical
to the Basilisk; pg. 120 of the Rifts Conversion Book).



Combat: Six attacks per melee total. The main creature has four Skills of Note: Both lores, land navigation, W.P. sword and

(4) and each tentacle has one (1). +4 to strike, +4 to parry blunt and three languages; illiterate.
and dodge, +2 on initiative, +4 to roll, +4 to pull punch, Weapons: Can use any weapon, but rarely uses energy weapons,
+ 10 to damage (S.D.C.), + 6 to save vspsionic attack, +5 preferring knives, swords, clubs or magic weaponry.
to save vs magic, +20% save vs coma/death, critica strike Note: Thornhead demons tend to be temperamental, quick to
on natura 18, 19, and 20. anger, childish, greedy, cruel, vindictive, prone to throw
temper tantrums and act out of anger. They hate other creatures
Damage: of magic, especially dragons and other thornhead, whom they
Restrained Punch: 4D6 S.D.C. + 10 P.S. see &5 rivals to their power. However, they may associate
Full strength Punch: 2D4 M.D. with, or enlist the assistance (as servants) of, less powerful
Claws Strike: 2D6 M.D. supernatural or monstrous beings. Lairs can be dmost any
Bite: 2D4 M.D. kind of structure or locale, from a castle or tower to cave or
Kick 1D8 M.D. a pile of boulders or trees that form a shelter. Any elaborate

Leap Kick: 2D6 M.D. building is the work of his servants or slaves.

Geographic Environments

White indicates glaciers. Temperatures range between 50
below during winter to 32 (freezing) degrees Fahrenheit in
the summer. Rain/snowfall is about 50 to 250 mm.

Black indicatestundra. Vegetation consists of lichen, mos-
ses, dgae, grass, and scrub (small shrubs and weeds). Tem-
peratures range from about 20 below zero to around freezing
in the winter to around 60 degree Fahrenheit in the summer.
Rainfall is about 100 to 500 mm.

Angled Linesindicate coniferous forests consisting of pine,
spruce and fir trees, grass and scrub. Temperatures range
from about 14 to freezing in the winter to 75 to 83 degrees
Fahrenheit in the summer. Average rainfall a year is about
200 to 800 mm.

Dots indicate mixed forests of coniferous and deciduous
trees, bushes, dog rose, flowers, and tall grass. Temperatures
range from about 20 to 40 degrees in the winter to 75 to 92
degrees Fahrenheit in the summer. Average rainfall ayear is
about 500 to 1200 mm.

Dark grey areasare subtropical and tropical forests. Tem-
peratures range from the 80’sin the winter to the low hundreds
of degrees Fahrenheit in the summer (average 98 to 120 de-
grees). Average rainfall a year is 1200to 2000 mm.
Horizontal broken lines indicate plainggrassands or
savannas. The American plains are tall grass, scrub and tiny
patches of scattered trees. It receives about 200 to 400 mm
of rain. The savannaand steppes of Mexico are also grasslands
with few trees, but receive less rainfall, about 100 to 300
mm, and experience short periods of drought. Average tem-
peratures range from about 50 to 75 degrees in the winter to
90 to 105 in the summer.

Stippled dots are deserts consisting of wind-swept, dried
earth or sand, stones and patches of cactus and scrub. Tem-
peratures range from freezing (at night) to the hundreds during
the day, throughout the year.

Thatched areasin South America are seppes. Steppes are
grasslands with few trees and minimal rainfall, about 100to
200 mm, and experience long periods of drought. Average
temperatures range from about 60 to 80 degrees in the winter
to 90 to 105 in the summer.
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