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of the monsters, characters, magic, powers or depictions are real. None of us at Palladium Books condone or
encourage the occult, the practice of magic, the use of drugs, or violence,
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A Few Opening Words

Rifts Mindwerks is specificaly a sourcebook for, or more accurately,
an extension of RiftsWorld Book Five: Triax & The NCR. In many
respects Mindwerks is what didn't make it into World Book Five.

Now, that may suggest that the ideas for Mindwerks are an after
thought. That's the farthest thing from the truth! In fact, the ideas for
the Mindwerks complex, The Angdl of Death, new M.O.M. implants,
psynetics, gene-splicers and the evil Millennium Tree were the source
of my origind inspiration for doing Triax and The NGR in the first
place. It wasjust that | had too many fun and exciting idess to squeeze
into any one book. Add Mister Long's designs for bots, borgs and
vehices and it was a hopeless situation. So, at the very onset of writing
Rifts Triax & The NGR, | decided to do two or three books dedling
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with the technology, conflicts, people and places of Germany and Po-
land. | simply divided the ideas and combined the material that seemed
to be most dosdy related to each other for inclusion in each respective
book.

In Mindwerks we see the more sinigter and chaotic eements afoot
in this part of Europe. What awaits you in the pages to follow are new
idess, technology, magic, mystery, D-bees, villains, transmutation,
chaos andinsanity. Thereare enough adventureideas, sub-plots, intrigue
and danger to keep a campaign running for a year (heck, maybe a
decadel). Enjoy.

Publication Note: After exploring parts of Europe, Africaand Eng-
land we're back to the Americas with Rifts Mercenaries This is a
big, Rifts Triax style book with more bots, borgs, power armor, tanks,
aircraft, boats, weapons, transdimensional arms deders— rivals of the



Splugorth, mercenary characters, Codition activity, campaign idess,
and more! Bdlieve it or not, Rifts Mercenaries is finished and &t the
printersl! You will find it on dtore shelves in just a few weeks, the
middle of August. Don't miss it!

Rifts South America, Rifts Under sea, Rifts Dimenson Book Two:
Phase World and even afew Rifts Novels (you demanded them) are
currently nearing completion and will see publication by the end of
1994. Plus we dready have some exciting things planned for 1995.
The Pdladium Megaverse just keeps expanding with infinite pos
Shilities!

Mindwerks

M.O.M Technology

The origin of Mindwerks goes back to the time before the Great
Cataclysm, during humankind's technological golden age and man's
quest for human augmentation. Companies like Triax, KLS and the
Cyberworks Network focused on advancements in robotics, cybernetics
and weapon technologies. Othersturned their attentions to nano-technol-
ogy, medicine, chemical/Juicer augmentation, genetic engineering and
other avenues of advancement.

The German based company known as Mindwerks was building a
reputation for itsdf in the area of robotics and cybernetics. However,
it was just one of a thousand corporations trying to carve their niche
in the globd robotics market. Prior to this, Mindwerks was a smal
high-tech firm who had pioneered the development of specid optics,
cameras and sensory equipment for use in aerospace and the science
of parapsychology. The owners had an intense interest in psychic
phenomena and established a repected research branch dedicated to
the study of the paranormal. This operation had loose connections and
affiliations with organizations such as the Lazlo Agency and various
universities around the world. The corporaion's name, Mindwerks,
was indicative of its founders interest in the potentid of the human
mind.

Consequently, it was not surprising that the Mindwerks people were
the first to investigate claims by Psytronics, a smdl South American
company, that they had developed brain implants and neuro stimulants
that could tap the powers of the human mind. Psytronics cdled the
radical new science Mind Over Matter technology or M.O.M. technol-
ogy. Thetiny upstart company and its incredible discoveries might have
gone unrecognized and dissolved into bankruptcy without the timely
intervention of Mindwerks.

The Germany corporation quickly confirmed Psytronics clams and
struck up apartnership with them. Theinfusion of Mindwerks resources
enabled Psytronics to continue its revolutionary research and develop-
ment in South America. Meanwhile, in a bold and financidly risky
move, Mindwerks put their cybernetic and robotics development on the
backburners and immersed themselves in the development of Mind
Over Matter technology. They believed that while other companies
developed cumbersome mechanical augmentation devices, they would
unlock the secrets of the mind and reap financid rewards that would
dwarf the competitive cybernetic and robot markets! They dreamed of
anew world where many traditiond technologies would become obso-
lete. A world where people would communicate via telepathy, the
human body could be molded into physica perfection, diseese eradi-
cated, and everybody would possess incredible mental powers. Bionics
and robot exo-skeletons would become second-rete dternatives to the
natural, liberating powers of the mind unlesshed! The posshilities
samed endless.

The early breskthroughs were impressive. Together with their South
American partner, Mindwerks seemed to have hit upon the ultimate
method of human augmentation. Physca augmentation was made pos-
shle through M.O.M. implants that stimulated parts of the brain on
command to respond with natural chemical, neurologica and elec-
tromagnetic energy to make the body stronger and faster. The M.O.M.
enhanced individual was given superhuman strength, speed, prowess,
endurance, heightened senses, increased hedling ability, and resistance
to pain and fatigue. The abilities were Smilar to the popular, chemically
enhanced "Juicer," but without the problems of drug dependence, addic-
tion, and eventua death. Mindwerks proudly declared that this wasjust
the beginning! In time, they vowed their brain implants would give
mankind control over psychic powers, including total recall, telepathy
and telekinesis.

The mass media grabbed the story like a hungry dog with a bone.
Overnight, Mindwerks was transformed from alittle known cybernetics
research and development firm into an innovative giant on the cutting
edge of technology. Severd governments were knocking down their
door with funding for research into the military applications of M.O.M.
technology. Rumors about the creation of the ultimate "super spy" were
abundant.

For the next decade, Mind Over Matter technology seamed to be the
grestest achievement in human augmentation. Brain implants were as-
tonishingly easy to ingdl and there was very little risk of physica
injury or rejection. The initial emphasis was on physical augmentation
to compete with cyborgs, Juicers and other forms of physical enhance-
ments in humankind's quest for the supreme super-soldier. Psionic
enhancements were under development (but would never be perfected).
The value of gtocks for both Mindwerks and Psytronics skyrocketed!
Mindwerks was at the top and they made billions! However, their
experiments, even with animas, soon came under fire as dangerous
and inhumane. Then disagter struck.

After four or five years of perfect physcd and mentd hedth, the
recipients of M.O.M. implants began to show aggressive, erratic and
anti-socid behavior. Mindwerks and Psytronics had successfully pushed
for government gpproval and marketing of the implants without suffi-
cient long-term studies. Theinitia resultswere soimpressive, seemingly
safe, and without any apparent (immediate) Sde effects, that the two
corporations were able to get the patented procedure on the market in
only Sx years. An exhaudtive three year study showed no evidence of
persondity disorders or any dangerous abnormalities. They ignored
indications of unusua brain activity and the fact that 20% of the control
group (ten volunteers) randomly developed minor psionic abilities as a
result of theimplants. They had no ideawhat caused the psychic abilities
to manifest themsdves nor could they erase them, control or restrict
the types of pd-powers that would appear. However, mogt military
interest groups saw these "unexpected” abilities as abonus, not adetrac-
tor, and encouraged the companies to move forward and for the world
governments to approve the process.

It was a year after the initid study period and after the process had

been gpproved for military and corporate application, that serious mental
aberrations began to gppear in the control group. At first, Mindwerks



decided that they were random incidents. The severd thousand new
M.O.M. recipients were as mentaly sound as could be. However, over
the next five years all ten test subjects developed mental and/or emo-
tional problems, some more extreme than others. Worse, many of the
thousands who received M.O.M. implants after them aso began to
show signs of menta instability. The Psytronics Company reported the
same findings and had concluded that long-term mental instability was
an inevitable sde effect of the M.O.M. process. The problem was that
most subjects did not show any obvious evidence of mental deterioration
until two to four years after the initial implant operation.

All recipients of M.O.M. brain implants suffered from hyper-activity,
deep disorders, and increased aggresson or a sense of power that
enticed them to be violent or to take unnecessary risks. The worst cases

suffered from paranoia, multiple persondlities, delusions, obsessions

and phobias, among other maladies. The insanities were irreversible,
even when the implants were removed. Furthermore, a full 50% of the
subjects became suicidd when they were deprived of their implants
and the super powers they had grown dependent upon. Equally alarming
was the fact that 15% did not survive the removd of the implants. This
mortality rate was inexplicable because the actud surgical process was
no more dangerous than the initial implanting, which had less than a
one percent fatality rate. Some doctors suggested that these patients
smply did not want to live without the M.O.M. augmentation and
willed themsdlves to die.

Of course, not al M.O.M. recipients were raving lunatics. In fact,
an estimated 65% could lead reasonably normal lives for decades and
did not represent an immediate danger to those around them. However,
al continued to deteriorate with the passage of time and most would
become dangerous. Mindwerks insisted that as many as 50% might
never need to be ingtitutionaized (Psytronics figures showed only 15%
would escape such afate). It was the 25% to 50% who would become
homicidal maniacs whose lives were destroyed and represented a danger
to society. One murderous rampage by a "Crazy" caused 34 million
credits worth of property damage, killed 17 and injured 220 people.
Even those who lived comparatively normal and quiet liveswere plagued
with mental problems and had to be considered living time bombs that
could explode at any moment.

Lawsuits flooded the two corporations. Psytronics went bankrupt
within five years. Mindwerks lasted ancther ten but was teetering on
the brink of ruin. Nothing they tried could reverse the insanity factor.
Nor could they find away to stop or even dow the mental and emotional
deterioration caused by the M.O.M. implants. The corporation's credi-
bility completdy shattered, it hardly mattered that they were never able
to tap or control the psychic powers of the mind.

One bleak day, a small nuclear exchange in distant South America
triggered the eruption of the ley lines and the end of the world as
modern man knew it. Dimensiond Rifts tore open the fabric of space
and time and the world shuddered. With that shudder billions perished
and Mindwerks with them. Or s0 it was believed.

The Dawn of a New Era

As humankind began to claw its way out of the dark ages of devas-
tation that rocked the planet, the secrets of M.O.M. converson were
rediscovered, aong with Juicer chemica augmentation, cybernetics and
other high-tech secrets from the logt age of human achievement. No
one had ever been able to devise brain implants that did not cause
mental deterioration, and the rediscovered science seems a bit cruder
and insanity a more certain and immediate symptom than ever. Con-
sequently, the warriors of Rifts Earth who submit to M.O.M. conversion
have come to be known as "Crazies' (ssethe O.C.C. inthe RiftsRPG,
page 56). Ironicaly, the process that was co-developed in Germany is
banned in the New German Republic. Some German villages and cities
won't even dlow a crazy within city limits. In and around Germany

and Poland, only foolish wilderness folk, adventurers, street punks,
D-bees and mondgters undergo the mind dtering process— mogt illegd
body-chop-shops  offer conventiond Crazy Conversions.  Today,
M.O.M. conversions are more available to people in North America
than Europe— with two notable and dangerous exceptions, some body-
chop-shops in the Brodkil Empire and legendary Mindwerks.

There have been rumors of a mysterious underground |aboratory
cdled Mindwerks since before the NCR came into power. The tories
are reminiscent of 20th Century reports of flying saucers and dien
abductions. Many people have clamed to have witnessed or experienced
strange events and experiments connected to Mindwerks, but none can
prove them. Many of the abductions are explained away by smple
solutions, like children and teens running away from home, kidnappings
by gypsies or Splugorth davers, homicide and attacks by D-bees, de-
mons and mongters.

Many of the incredible tdes surrounding Mindwerks tell of a vast
underground complex located somewhere in southern Poland, the heart
of the Brodkil Empire. It is sad to have survived the Coming of the
Rifts and is populated by insane scientists, borgs and bots from that
era. Stories persst about madmen who have conducted mind and body
atering experiments on the locd inhabitants for centuries. Othersinsist
the legendary technologica shop of horrorsis located in an dien dimen-
sion and that victims are "Rifted" back and forth by sadistic D-bees.
Mogt tdes tell of horrible experimentation performed on the abducted
victims. Experiments that may be as smple as a physical examination
and the taking of tissue or blood samples, to exercises in torture, bionic
recongtruction, and operations on the brain! Some rumors even suggest
that the mongters of legendary Mindwerks eat braing! Inevitably, the
experience drives most people insane, if they survive at dl! The unfor-
tunates who do survive are transformed into murderous fiends or inhu-
man mongters, often unleashed back into the world to reap havoc or
suffer persecution from those who fear them!

The gories consistently tell of a woman who cals hersaf an angel.
This unlikely "angd" has become known as the Angel of Death (or
Desth Witch as she is known by the Brodkil). The dtories are varied.
In some she is a beguiling, beautiful human woman with the soul of a
demon. Other stories suggest she is ahuman witch, an inhuman shape-
changing mongter who can make hersdf look human, or a demonic
cyborg from another world. The most popular story among the gypsies
and wilderness peasants says that The Angel of Degth is an inhuman
mongter with the face of a beautiful woman but a body of living metal.
She is sad to spesk in a commanding yet soft, gentle, sexy voice.
Many report that she caresses and touches her victims in a loving
manner, even as she cracks open their skull or performs some terrible
act of torture. She triesto comfort those she experiments upon by telling
them she's going to give them a great "gift" and/or make them "more
powerful" than they could ever imagine. Of course, she ignores people
who decline her "gift" or who plead for mercy and freedom. No captive
is released until Degth Witch has her way with them.

The exact types of torture and experiments conducted by The Angel
of Desth and her unholy legion include every atrocity one can imagine
— but the vast mgjority have to do with experiments on the brain or
disfiguring operations, creating hideous cyborgs. Legend warns that
the Angel of Degth is evil incarnate and that her "gifts of power,"
whether accepted willingly or forced upon helpless victims, brings only
madness, sorrow and desth!

Over the last hundred years, the legends surrounding Mindwerks
have taken on the same mystique and superdtitious ar of a fantasy
world. The NGR dismissss its existence as pure fiction. They attribute
the appearance of strange new M.O.M. implants in and around the
NGR and Poland as the handiwork of body-chop-shops operating in
the Brodkil Empire — probably the product of monstrous D-bees since
mogt of these items are found in brodkil and D-bees specimens.



The Truth
Behind Mindwerks

As is s0 often the case, the legends behind Mindwerks are rooted in
reality more than most civilized people would like to believe. Although
clouded in superdtition and masked in fantasy and wild supposition,
Mindwerks and the Angel of Death are red and represent a genuine
danger to people in the area.

The woman who rules Mindwerks does not pretend to be "an angel,"
athough she does nothing to dispe any of the rumors about her and
relishes being an enigma. Her name is Angel Herrenisel and she is
origindly from Germany — Pre-Rifts Germany!

Angdl Herrenisel was one of the owners and the chief M.O"M.
researcher and developer a the Mindwerks Corporation. She was super-
vising the completion of a massve new cybernetic and M.O.M.
technologies facility sponsored by the Polish government and two Polish
industridists. Since Mindwerks was teetering on the brink of ban-
kruptcy, the corporation was quick to accept an offer from any organi-
zation that seemed to have faith in them. The fact that their sponsors
were willing to prove their faith by constructing a new billion dollar
mega-complex was &l the more encouraging.

Angel Herrenisd was one of the 450 people (mostly workers and
technicians) present at the site when the ley lines erupted and the world
was plunged into chaos. The other Mindwerkslocationswere destroyed,
as were their Polish sponsors and much of the world. The new complex
survived because it wasbuilt entirely underground and was not subjected
to any natural disastersor dimensiona eruptions. Thus, while dl around
them fell and civilization was plunged into a second Dark Age, they
survived without casudties. The Mindwerks complex was scheduled
to open within the month, 0 95% of the construction was completed
and operationa. Had the Great Cataclysm occurred a week later, some
3500 peaple would have been present. The Poland Mindwerks complex
was divided equally into four main areas, arobot and cybernetic factory,
internal operations (including an independent nuclear power plant, sec-
urity and environmenta control/life support) and research and develop-
ment (primarily in the areas of cybernetics and M.O.M. technology).

Surviving the destruction of an entire world is atraumatic experience.
Over the next month, 75 of the survivors committed suicide or died
braving the carnage on the surface in foolhardy quests to find loved
ones or to help other survivors. Angel, a natural leader, pulled hersalf
together and took command. She decreed that the surface was off limits
until the spatid anomaies causing unnatural storms, earthquakes and
destruction had significantly subsided. Angel convinced her cohorts to
sed the underground complex from the surface, until things settled
down. During this time, they would fire up the factory to creete robots
that could be sent to explore the hodtile environment on the surface
rather than lose more valuable lives. Bionics were dso suggested as a
means to creste a more durable explorer, but initialy rejected in favor
of robot drones. For the next two years the survivors dedicated them-
selves to the execution of this plan.

The robots found a world torn asunder. Even Poland and Germany,
which had survived comparatively unscathed, lad mostly in ruin. Gov-
ernment and order were gone. Civilization was shattered and pan-
demonium reigned.

Angel convinced her companions that making the Mindwerks com-
plex known would only leed to their own destruction. They agreed that
Mindwerks could best serve their people by keeping quiet and develop-
ing the means to protect and help the survivors when the right moment
aroxe. Although the Mindwerks complex had fabulous robot and bionic
manufacturing facilities, it had very limited resources in the way of
raw building materials. Robot production was dowed to a minimum
and focus was switched to developing bionic and M.O.M. systems.
Secret raiding squads composed of bots and borgs would scrounge
through the ruins of toppled cities to collect the supplies and materids

they needed. Sometimes they would even raid surface communities,
but were aways careful to avoid unnecessary violence and murder.

The next 50 years passed surprisingly quickly. Angel became the
matriarch of the community and led (ruled) her people wisaly. They
were never in danger from the surface dwelers and lived productive
and happy lives in the technological safety of the underground facility.
Somehow, the "right time" to rise to the surface and help had not yet
happened. The Mindwerks survivors and their progeny, whose numbers
were now around 2700 strong, were divided over the issue of returning
to the surface. Half wanted to remain secluded from the world. The
other half desperately longed to join humanity and aid in their struggle
to rebuild. Angel had mixed fedings hersdf. Although she leaned
toward isolation and secrecy, she aso felt aresponsibility to her fellow
man. The resources of the Mindwerks complex could be a tremendous
asst to the new Polish and/or German nations.

Responding to growing pressure from her people, Angel finally agreed
to lead the way to the surface for the first time in 55 years. Early on,
she had subjected hersdf to experimentd M.O.M. implants desighed
to keep the brain from aging and, to a more limited degree, dowed the
aging and physical deterioration of the body as well. Thus, a the age
of 83, Angel's mind was as sharp and dert as ever and she looked to
be an attractive woman in her early forties.

Decades of research and surveillance had warned Angel and the
people of Mindwerks about the dramatic transformation of the world,
but none were quite prepared for the redlity of it al. Walking through
the rubble where once greet cities stood, brought memoaries of the time
before the Rifts. Memories that hung around Angel like tortured ghodts.
There was no doubt that a new era in Earth's history had unfolded.
After the initid shock, Angel and her cohorts enjoyed the pleasures of
being out-of-doors among the flowers and trees. They enjoyed the wind
running through their hair and the warmth of the sun nuzzling their
cheks.

The expeditionary squad approached one of the new kingdoms in the
southwest, less than a hundred miles (160 km) from the Mindwerks
complex. Research had indicated this government would be open to
opportunity and had the greatest potentia for growth. The following
days were filled with celebration, hours of discusson and ended with
an dliance. Over the next severd months, two-thirds of the people
from Mindwerks made new homes on the surface. The fledgling nation
traded raw materids to Mindwerks, especialy metas and ores, for
robots and cybernetics. All of the apprehension drained from Angel
with each successive achievement. She took solace in the notion that
she had done the right thing and would be party to the rebirth of
civilization. That dream soon turned into a nightmare.

A consderably larger, more aggressive and less civilized kingdom
to the north saw their neighbor's growth and achievements as a threat
to their sovereignty and launched a surprise attack. An attack designed
to destroy the perceived enemy; not conquer. The city was leveled!
80% of the population was daughtered; 17,000 were killed and
thousands of others were injured! The fortunate escaped into the wilder-
ness, but most perished. Among the dead, 1956 people from Mindwerks.

Angel hersdf suffered life threatening injuries trying to save a dozen
children from a hospital that had become a blazing inferno. The exit
was within reach when the ceiling collapsed, killing al but one of the
children and Angel. She and the four year dd child were pulled from
the fire but both suffered third degree burns over 80% of their bodies
and Angel's spinewas shattered. With the assistance of some Mindwerks
bots and her cyborg savior, the pair were taken back to Mindwerks.
After 33 hours of surgery, Angd sat up. Reborn as a full conversion
borg. The child dso till lived hooked to amedicd life support system,
but the fire had transformed the beautiful girl into a hideous bag of
charred and blistered flesh. The doctors wanted to pull the plug and let
her die, but Angd demanded otherwise. "The girl must live," a cold,
synthesized voice chimed menacingly. For the first time ever, the Angel



who had been their strength, their light, and their leader, seemed
frightening. The child would survive.

In the conqueror's zed to destroy its enemy, they made no effort to
capture- anybody who might know the location of Mindwerks. Nor did
they have any red idea what Mindwerks was or where it might exist.
They had no inkling of the power the facility represented or the enemy
they had just crested. Thus, when the carnage was over, the invaders
left, leaving Mindwerks safe and soon forgotten. Unfortunately for
them, they were not <0 eadly forgotten by Angel.

At the moment before his murder, one long-time friend of Angel
Herrenisel would be remembered saying the experience not only de-
stroyed Angel'sbody, but her soul aswell. Angd, like the world around
her, was transformed into something dien. The strong but compassion-

ate leader became cold, twisted and evil. She craved revenge and chas-'

tised those who rebuffed her wishes. She had her cyborg body (and
severd pare bodies locked away in storage) improved with wegpons
and specid features. One such feature was the recreation of her human
face covered in synthetic flesh. Another was a voice box that smulated
her once human voice, but even though it was duplicated to perfection,
there was a cold and dangerous edge to it.

She doted on the child who had aso been give an artificia body.
The two became like mother and child and began to refer to each other
as such. They'd take long walks and spend their every waking moment
together working, talking and planning thefuture. Angel took the child's
pain and molded her into a kindred spirit. A spirit driven by pain and
who fed on hatred and dreams of revenge. Together they plotted horrible
schemes of vengeance. Both had become mongters every bit asinhuman
as the monsters who crawled out of the Rifts.

The change in Angel was 0 dramatic and frightening that scores of
supporters left her Sde and abandoned Mindwerks forever. One man
tried to politicaly usurp her reign. He and 21 of his dlosest followers
were found brutally murdered. Angel denied any involvement and
seemed to have an iron-clad dibi. Still, most believed she or her
hell spawn adopted daughter wereresponsible. The legt of the Mindwerks
supporters | eft in droves. When the exodus ended, less than 90 remained.
Among those faithful were others who craved revenge or coveted the
power and/or safety Mindwerks had to offer — even if staying meant
being in league with a devil.

The Legend Begins ...

Shortly after the exodus, the amosphere a Mindwerks became dark
and sinister. Tak of revenge and dark conspiracies were commonplace.
It is at this point in time that Angel began to develop new types of
M.O.M. implants and ingtalled them in human subjects kidnapped from
the surface. She would send her drones or lackeys to capture helpless
victims, bring them back to Mindwerks, be subjected to experiments,
released and monitored. Their mental, emotiona and physical pain was
of no concernto Angel, only her experiments mattered. With the passege
of time, her minions became equally heartless and inhumane.

As more non-humans began to inhabit the area, she would capture
D-bees to experiment upon. She became fascinated with their dien
physiology and the potentiad it offered in regard to her work with
M.O.M. technology. Every year, hundreds of people, human and non-
human, were daughtered under her blade or direction. Countless others
would be transformed by her experiments with cybernetics or empo-
wered but tormented by her M.O.M. implants. Angdl didn't care, and
her daughter followed happily in her blood drenched footsteps. Soon
Angel became known as The Angd of Death and her adopted daughter,
The Angd of Vengeance,

Withtime the madness escad ated; perhaps magnified by the age negat-
ing implants in both women's brains. Mother and daughter, Degth and
Vengeance, engaged in horrible experiments and acts of crudty and
revenge. The Angel of Degth had discovered many of the monster races
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welcomed her M.O.M. implants even if they brought insanity or an
early death. One brodkil chief openly sought her aid, pledging his and
histribe's eternal alegiance in exchange for her "magic." They wanted
bionic limbs and brain implants to give them the power to vanquish
their enemies. The chief completdly dismissed the dangers of insanity
saying he welcomed madness if it made each warrior fight like ten!
The Angd of Desth hesitated but finaly complied when she learned
that the mongter's target was the kingdom that had destroyed her body
and dreams 0 many years earlier.

The brodkil destroyed that nation and went on a rampage of murder
and pillaging with their gargoyle dlies. Although unknown a the time,
this would be the beginning of the Brodkil Empire and an associaion
with Mindwerks that has lasted over 220 years! The brodkil chief, and
his sons after him, have kept their word with Angel, whom they call
the "Degth Witch." They show her their utmost respect and reverence.
To the brodkil (and to a lesser degree, their gargoyle and D-bee dlies)
The Angel of Desth and Angdl of Vengeance are immortal demi-gods
to be honored and feared.

Note Mindwerks is a pre-Rifts, underground bionic and robotics
factory that specidizesin M.O.M. technology. It islocated in southwest
Poland near the Czechod ovakia border. Even among the brodkil, only
atiny handful know its exact location.

The Angd of Death

Among the inhabitants of Poland, Czechodovakia, and Romania,
The Angel of Death isknown by many names, including Death's Angel,
The Dark Angel, and Death Witch. Mogt pessants and gypsies believe
the legends and see her and her daughter as supernatural forces of evil
come to Earth to torment dl lesser beings. Most common folk will flee
in terror if forced to face either one of these monsterst Mogt locd
inhabitants and gypsies know awedlth of stories and superdtitions about
The Dark Angel, the Angdl of Vengeance and Mindwerks (only half
have any bearing in redlity).

Over the lagt 20 years, The Angel of Death has worked more closdy
with the Brodkil Empire than ever. She and her minions have equipped
tens of thousands with bionic limbs, wegpons and psynetic M.O.M.
brain implants.

Although The Angel of Degth and her daughter may seem calculating
and rational, they both have a psychotic hatred for mogt human life
and little regard for life in generd, including the brodkil with whom
they are s closdy associated. The two women are obsessed with death,
vengeance and their own evil machinations. Both have come to think
of themsdlves as powerful demi-gods rather than human beings.

The Angel of Death is extremely sadistic and loves to torture other
beings. This torture usualy takes the form of mind dtering brain im-
plants or bionic reconstruction. However, she has aso been known to
engage in pointless experiments and acts of torture to test a character's
physical and mental endurance and to study the effects of her M.O.M.
implants. She ds0 enjoys cat and mouse games that test her cunning.
However, she seldom takes foolish risks and NEVER jeopardizes the
safety of Mindwerks (Note Less than a dozen people outside of
Mindwerks knows of its location).

The Angel of Death has continued her revolutionary work in the area
of M.O.M. technology. In addition to the standard crazies physical
augmentation process, she has developed a number of implants that
provide limited physica augmentation without the entire range of in-
sanities that accompanies the more powerful crazy process. Even more
impressive, The Angdl of Degth has developed M.O.M. implants that
ingil psionic powers! She calls these brain implants psynetic devices.
Unfortunately, psynetic implants dso cause menta aberrations and in-
sanity. One such creation is a M.O.M. microchip of her own design
that keeps the human brain from deteriorating with age. The process
is acomplete success, but only she knows the secret of its construction
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and surgical placement (those who worked on the project died centuries
ago and computer records have vanished). Only the Angel of Death,
Angel of Vengeance and a few experimenta subjects have these im-
plants. This psynetic implant may aso be responsible, at leegt in part,
for her insanities.

German Name der Engdl der Vernichtung (meaning Angel of Degth
or Annihilation — pronounced eng @ der fair nesk tung)

True Name Angel Herrenisel

Alignment: Miscreant

Attributes 1.Q.: 21, M.E.: 18 M.A.: 13 (was 22 when she was
human), P.S.: 24, PP.: 24, P.E.: not applicable, P.B.: 12, Spd.: 14
(205 mph/168 km). All physical attributes are bionic.

Hit Points See M.D.C.; full conversion borg, The Angdl of Death is

more machine than human.

M.D.C.: 280 M.D.C. of the main bionic body, plus Angel wears light
infantry armor into combat which provides an additional 270 M.D.C.
PPE..4

O.C.C.: Cyber-Doc with specid training in M.O.M. technology.

Leve of Experience 15th level cyber-doc in a cyborg body.

Natural Abilities & Dispogtion: Highly intelligent (+7% 1.Q. sKill
bonus), with a curious and analytica mind, a strong will and relent-
lessdrive. Angel isacold, calculating machinewho tendsto become
obsessad with her goals. However, she can be incredibly patient
and reserved.

Obsessons Obsessed with proving that she and her ancestors who
founded Mindwerks and developed M.O.M. technology were
geniuses deserving of worldwide acclaim. To achieve this recogni-
tion, Angel believes she must make Mindwerks apower to be feared.
She d 0 believes she must destroy Mindwerks old rival Triax Indus-
tries. In addition to extracting vengeance againgt dl the people who
tried to ruin Mindwerks or who had mocked and chadtised them. In
her twisted mind, this has come to include dl humans and most
humanoids. To achieve these gods she has dlied hersdf with
mongters and augments them through the miracles of M.O.M.
technology!

* Obsesson: Crush Triax.
» Obsesson: Subvert, destroy, or conquer the NGR.
* Obsession: Punish al humans for crimes againgt Mindwerks.
» Obsesson: Vengeance against those she percelves as being
traitors or enemies. Her revenge is usually painful and prolonged,
often letting her foes live, but only after she has inflicted some
horrible fate upon them.
» Obsesson: To perfect psynetic implants and other M.O.M.
technologies and make the world sing of her accomplishments.
Other Insanities When Angel dmogt died 250 year ago, she suffered
a traumatic rebirth and went from a scrupulous dignment to mis-
creant. Over the decades, The Angel of Degath has become a heartless
fiend with delusions of godhood. She sees most humans and D-bees
as inferior creatures and the descendants of those who mocked her
family and threatened Mindwerks. Consequently to her, they must
pay for dl the wrongs they and their ancestors have inflicted upon
Mindwerks. Mog life forms, intelligent or otherwise, are seen as
little more than lab animals. Angdl is cruel and sadigtic in the ex-
treme. What makes her dl the more inhuman and menacing is her
condescending and motherly demeanor. Even when she is inflicting
pain or destruction, she always seams to have a wicked smirk on
her face and softly spoken wordsroll off her tongue. Human suffering
provides her with great amusement.

Regarding Mindwerks, Angel is secretive about its location and
resources to the point of parancia. Victims brought to the facility
from the surface are always unconscious, blind folded or imprisoned
in such a way that they have no idea where Mindwerks is located.
As for Angel's involvement with the Brodkil Empire and the world
a large, she typicaly prefers to spin her web of treachery behind
the scenes and acts as the unseen Prime Mover of terrible events.

If the Mindwerks complex should ever fal to the enemy, or be
destroyed, it will push The Angel of Degth over the brink and she
will become a completely merciless and murderous monster bent on
destroying those responsible.

Psonic Powers None. Her completely hionic shel prevents the use
of psynetic devices. Angel had no natural psionic powers to begin
with.

Magic Knowledge: Only lore and legends. Recently she has learned
about bio-wizardry, which she finds fascinating.

Combat abilities Hand to hand: basic (15th level proficiency).

Combat/Attacks Per Mdee Round: Five

Bonuses (includes all bonuss): +3 oninitiative, +7 to dtrike, +9
to parry, +10 to dodge, +4 to roll with impact, +4 to pull punch,
+13 to SD.C. damage, critical dtrike on unmodified 19 or 20,
knockout or critica strike from behind, kick atack (1D6 S.D.C.),
and judo style body throw/flip (1D6 damage and victim loses initia
tive and one mdee attack). +4 to save vs psonic attack, +5 to
save vs horror factor (specia), and as a cyborg she is impervious
to poison, heat, and many other types of physical afflictions.

Hand to Hand Combat Note A power punch or leap kick inflicts
1D6 M.D. but counts as two mdee attacks. A power stab with the
vibro-blade does 3D6 M.D. but aso counts as two melee attacks/ac-
tions.

Sills of Note (1.Q. bonus included): Medicd Doctor, M.D. of
cybernetics, pathology, biology, chemistry, basc and advanced
math, computer operation, computer programming, radio: basic,
electrical engineer, robot electronics, mechanical engineer, pilot
hovercraft, swim, lore: demons & monsters, dance, literacy: Ger-
man, and spesks old Pre-Rifts German, Euro, Dragonese, and Brod-
kil; al these skills are a 98% proficiency. She d<o is literate in
Euro and Dragonese at 87%, spesks American, Gargoyle and De-
mongogian a 87%, W.P. knife (15th level), and W.P. energy rifle,
al a 10th leve proficiency.

Appearance A dender cyborg with human female proportions and
features. Usudly only her youthful face appears to be human, but
from time to time The Angel of Degth will cover her entire body
with synthetic flesh. She may dso wear a wig. All this is usualy
done when she wants to look more human and/or innocent and
vulnerable, she enjoys games of seduction, subterfuge and misdirec-
tion. She looks to be around 30 years old but is redly over 330!
She stands 6 feet, 2 inches (1.88 m) tall.

Weapons & Equipment of Note: The Angel of Degth has al the
resources of Mindwerks at her disposd, as well as many others
through her connections with the Brodkil Empire. In addition to
Mindwerks own weapons, bionics and bots, she can lay her hands
on mogt Triax weapons, body armor, equipment and many vehicles.
Her wardrobe is filled with a vast range of clothing from dinky
nightgowns to military fatigues.

When she goes into a combat sSituation, she is often armed with
the TX-22 Precision laser pistol or M-12 plasmapistol and the M-30
Dua energy rifle— but rail guns and other weapons may be used
in their place.

Bionics: A full conversion borg with a main body of 280 M.D.C. plus
light infantry armor (worn into combat) with an additional 270
M.D.C.; bionic lung with gas filter and oxygen storage cell, molecu-
lar analyzer, built-in radio, headjack and ear implant, amplified
hearing (bonuses have been added to combat bonus section), sound
filtration system, modulating voice synthesizer, multi-optic eyes,
gyro-compass, clock calendar, dosmeter/radiation detector and the
M.O.M. eternd brain implant!

Bionic Weagpons  Utility/scapel laser finger (1D6 or 3D6 S.D.C.),
retractable finger blades (1D4 S.D.C. each), retractable vibro-blade
(2D6 M.D.) in the right arm, wrist needle and drug dispenser in the
left arm (al drugs are available), a concedled ion rod (4D6 M.D.,
2000 ft/610 m range) in the right leg, secret compartment (one,
large) in the left leg used to conceal other weapons and items.



Money: The Mindwerks complex is worth billions, including millions
of credits worth of bionics, implants and robots The Angel of
Desth has gpproximately 500 million universal credits available at
any given time.

Alliances & Allies: The Death Witch is closdly dlied to the hierarchy
of the Brodkil Empire and loosdy associated with the Gargoyle
Empire. She is regpected and feared by mogt brodkil and many
gargoyles, vampires, simvan and other monsters of Europe. Angel
and her daughter redlly are consdered to be demi-gods by many of
the D-bees and mongers.

Note: In addition to Mindwerks, The Angel of Degth has established

two body-chop-shops on the surface in the heart of Brodkil territory.

These shops are headed by Mindwerks cyber-docs loya to Angel and

dedicated to the advancement of M.O.M. technology. Like the Degth

Witch, they too engage in experimentation on helpless captives brought

to them by the brodkil. Typicaly 50% of psynetic implants and dl

crazies implants are available. The psynetic items are usually locked

away in a secret vault that can be destroyed if the shop falls under sege
or if the vault is forced open (no psynetic implants will survive). There

is dso a 15% chance that The Angdl of Death will be visting and a

25% chance that the Angel of Vengeance or Marsdis may be present

(or near by).

Angd of Vengeance

Unlike her adopted mother, The Angel of Vengeance (dso known
as Death's daughter, the Hand of VVengeance and smply as Vengeance)
never tries to look human. She discarded her human body ages ago and
with it, her humanity. She is completely obsessad by hate and vents
her anger by destroying dl who offend and annoy her and her mother.
The poor child (now over 250 years old!) is demented and believes she
is ared god of vengeance. She is completely loya to The Angel of
Death and obeys her without question. Anybody who dares betray or
attack her mother must face the wrath of Vengeance! To even infer
anything negative about The Angel of Degth is to face grim punishment;
if oneislucky, he' 11 only betortured or besten within aninch or hislife.

The Angel of Vengeance is a courageous and deadly warrior who
enjoysthethrill of combat. In recent years, she hasbecomeincreasingly
bold and aggressive. There have been many confrontations with loca
inhabitants, gypsies, vampires, rogue demons, the Minions of Splugorth
and NGR troops. However, few of her opponents, especidly humans
from the New German Republic, have any idea who or what they are
fighting. She is best known among the brodkil, simvan, and gargoyles.
The Polish and German defenders believe she is a psychatic cyborg
bandit who kills wantonly.
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German Name: der Engel der Vergeltung (pronounced en gel der fair
gd tung)
True Name Bridget Herrenisdl (the names of her biologicd parents
are unknown and she has been adopted by Angel Herrenisel)
Alignment: Diabolic
Attributes 1.Q.: 14, M .E.: 12,M .A.: 19,P.S.: 30, P.P.: 24, P.E.:
not applicable, P.B.: 8, Spd.. 176 (120 mph/192 km). All physica
attributes are bionic.
Hit Points SeeM.D.C.; full converson borg, The Angel of Vengeance
is more machine than woman.
M.D.C. By Location:
Arms (4) — 110 each
Hands (4) — 35 each
Prehengle Tall (1) — 120
Head — 130 (reinforced, as well as protected by the M.D.C. cords
that smulate hair).

Main body — 280 M.D.C. for the main bionic body; Vengeance
wears light or heavy infantry armor into combat (light provides an
additional 270 M.D.C., heavy 420 M.D.C)).




Note: Depleting the M.D.C. of the main body will effectively
destroy her artificial body, but emergency systems will keep the
brain and vital organs dive for 36 hours. Recovery of the body will
enable cyber-docs to place the character on life support and transplant
her into a new bionic body. Both the Angd of Vengeance and the
Angel of Degth have three spare borg bodies a Mindwerks; propped
and ready to go at a moment's notice. The operation will take four
and ahaf hoursif performed by Angel or seven hoursby acyber-doc.

P.PE.: Onepoint

O.C.C.:Cyborg

Leve of Experience 10th

Dispogtion: Cunning, defiant, brave, resourceful and merciless. She

lovestofight, kill anddominate others. Shetendsto becomeoosessed -

with acts of vengeance.

She loves her adopted mother and will fight to the degth to defend
her. If The Angel of Degth is ever dain (or serioudy injured), The
Angd of Vengeance will hunt down those responsible and day them.
She tends to be vicious and extreme in her methods and has been
known to slaughter entire villages to force an enemy's hand or to
extract what she considersjust retribution. The Angel of Vengeance
sometimes joins brodkil and other demons in combat or missons
of destruction.

Insanities Obsessed with avenging every wrong, dight or attack againgt
her, The Angd of Death, and Mindwerks. The Angel of Vengeance
is even more of amega omaniac than her mother; Vengeance believes
she is a demi-god without any shadow of a doubt. She is dso
extremely sadistic and loves to bdittle, abuse, hurt and torment
other creatures, especidly humans and those who dare to defy her.
These acts of vengeance are usualy painful, bloody and severd
times more atrocious than the act she is avenging.

Psionic Powers None. Her bionic shell prevents the use of psynetic
devices and she had no natural psionic powers to begin with.

Magic Knowledge: Only lore and legends.

Combat abilities Hand to hand Expert (10th leve proficiency).

Combat/Attacks Per Meee Round: Six

Bonuses (includes all bonuses): + 3 oninitiative, + 8 to strike, +11
to parry, +10 to dodge, + 2 to roll with impact, + 2 to pull punch,
+15 to S.D.C. damage, criticd strike on unmodified 18, 19 or 20,
paired weapons, kick atack (1D6 S.D.C.), and judo style body
throw/flip (1D6 damage and victim loses inititive and one melee
attack). +2 to save vs pdonic atack (brain implant), +6 to save
vs horror factor (implant), and as a cyborg she is impervious to
poison, heat, and many other types of physical afflictions.

Skills of Note: Basic and advanced math 90%, navigation 85%, com-
puter operation 85%, radio: basc 95%, eectricd: basic 75%, pilot
hovercraft 95%, pilot tank/APC 77%, pilot: jet pack 78%, read
sensory equipment 85%, weapon systems 90%, first aid 90%, lore:
demons & mongters 70%, literacy: Euro, and spesks Old German,
Euro, Gobblely, Brodkil and Demongogian, dl a 95%, and
Dragonese, Gargoyle and Spanish at 70%. Wegpon proficiencies
include W.P. sword, W.P. energy pistol, W.P. energy rifle, W.P.
heavy energy, and W.P. archery (dl 10th leve).

Appearance A femade cyborg with four arms, a prehensile tail, a
crown of spikes, and a demonic face. The Angel of Vengeance
never triesto gppear human and likesto evoke fear with her menacing
presence. It is impossible to tell her age (over 220 years old) and
she stands 10 feet (3 m) tall!

Weapons & Equipment of Note: The Angel of Vengeance has most
of the resources of Mindwerks at her disposd, as well as many of
those from the Brodkil Empire. In addition to Mindwerks own
weapons, bionics and bots, she can lay her hands on any Triax
wespons, equipment and many vehicles. Her wardrobe is limited to
a variety of bionic body armor, aroya blue cloak with a crimson
lining and a white cape with a gold lining.
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When she goes into a combat situation, she usudly wears heavy
body armor (420 M.D.C.) and may use ajet pack for greater mohility
and spead. Typicad armament includes a M-12 plasma pistol, M-30
Dud energy rifle, TX-41 giant laser pulserifle, Kittani plasmasword
(human-sized o it functions as a short sword sidearm) and a giant,
gx foot (1.8 m) long, greater rune sword caled Striker. It has an
[.Q. of 16, digbolic alignment, inflicts 1D6x 10 M.D., can cast
four dementd dls equal to a 6th level warlock (globe of daylight,
fire bal, blue flame, and flame friend) and possesses dl senstive
and physical psionic powers plus psi-shield, group mind block and
hydrokinesis (see Rifts Atlantis, page 128, for more details about
rune weapons).

Bionics A full conversion borg with amain body of 280 M.D.C. plus
light bionic infantry armor (270 M.D.C.) or heavy bionic infantry
armor (420 M.D.C.); bionic lung with gas filter and oxygen storage
cell, molecular andyzer, built-in radio, built-in language trandator,
loudspesker, headjack and ear implant, amplified hearing (bonuses
have been added to combat bonus section), sound filtration system,
multi-optic eyes, gyro-compass, cock calendar, dosimeter/radiation
detector and the M.O.M. eternd brain!

Bionic Weapons Four arms and a tail.

The upper right arm has aparticle beam forearm blaster (6D6 + 6
M.D.; 1000 ft/305 m range) and a conceded E-clip arm port. The
right index finger hes a utility leser (1D6 or 3D6 S.D.C.), and the
fingers have retractable blades (1D4 S.D.C. each).

The lower right arm has a chemica spray system built into the
wrigt and arm (any of the chemicals can be used). A garrote wrist
wire is concedled in the wrigt and shooting knuckle spikes can be
fired a will (explosive types doing 3D6 S.D.C. each).

The upper left arm has aretractable vibro-blade (2D6 M.D.) in
the forearm and the fingers aso have retractable blades (1D4 S.D.C.
each). A climb cord is concedled in the wrist and explosive knuckle
spikes can be fired.

The lower Ieft arm dso has a chemica soray sysem, aswell as
a conceded arm laser (1D6 M.D., 800 ft/244 m range). The first
two fingers have concedled cameras.

Both legs have large secret compartments that usually contain a
universal credit card or gems worth 50,000 credits, a silver cross,
a fusion block, three hand grenades and a spare E-clip or other
wegpons and items.

The prehendletail is used as awhip to hit, entangle or strangle.
The tail has areach of 12 feet (3.2 m) and adds +10% to climb.

The three head pikes can be used to impae victims with a head
butt or fired a will, inflicting 1D6M. D. each; range 500 feet (153m).

Hand to Hand Note A power punch or legp kick inflicts 1D6
M.D. but counts as two meee atacks. A power gab with the vibro-
blade does 3D6 M.D. (counts as two melee attacks).

Money: The Angel of Vengeance has access to the weal th and resources
of Mindwerks, including its bionics, implants, bots and weapons.
She has gpproximately 100 million universd credits available to her
at any given time (and millions more in hardware).

Alliances& Allies Eventhegargoylesand Minionsof Splugorth respect
the Avenger, athough she is most closdly dlied to members of the
Brodkil Empire. Many lesser beings will flee rather than stand against
her, and powerful mongters may bow to her superiority to win her
favor. There can be no doubt that Mindwerks is a growing force in
the area
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Marsalis

Marsdlis is an dien who was captured when he stepped through a
Rift. Exactly what he is or where he comes from is unknown. Even
before being subjected to M.O.M. implants, the creature was evil and
insane. The Angels of Degth and Vengeance took an immediate liking
to him and the three became friends and dlies. Marsalis has worked
and fought at the side of the two so-caled angels for 60 years. His
psynetic implants serve to amplify his aready formidable psonic pow-
es.

The red skinned D-bee is as sadigtic and crud as his two mistresses,
taking delight in acts of brutality and torture. He has no love for humans,
elves and dragons, and absolutely despises vampires, tempord raiders
mages/warriors, shaydorians, naruni (see Rifts Mercenaries), zembahk
and True Atlanteans (see Rifts Atlantis for severa of these races).

Marsdis wears a gold helmet that fits over and helps protect his
M.O.M. implants and skull (40 M.D.C. for the helmet). The two black
lenses of the visor combined with hislower skeletd jaw, exposed yellow
teeth and two air dits in place of a nose makes him look al the more
skeletd and demonic, adding to the "death” legends and monstrous
image of Mindwerks.

Although Marsdlis started his life with the Angels as a dave, he has
grown to be aunofficial partner. As such he has complete access to dl
of Mindwerks and is dso alowed to conduct his own excursions and
schemes on the surface (as long as they don't endanger Mindwerks).
Marsdis is completely loya to both the Angel of Death and of Ven-
geance and will fight to the death to protect them and Mindwerks.
Whatever Marsdis may be, he is the only one of his kind on Earth.
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True Name Mhr-salzs

Alignment: Miscreant

Attributes1.Q.:15,M .E.:23,M .A.:11,P.S.:17,P.P.: 14,P.E.:

20, P.B.: 3, Spd.: 22 (15 mph/24 km).

Hit Points 80, S.D.C. 80; dso s.e M.D.C. and psionicg/psynetics.

M.D.C.: ViaTK force field, 180 M.D.C. He may dso wear environ-
mental body armor into combat (100 M.D.C.).

P.PE.:9

Horror Factor: 13

O.C.C.: Psynetic Crazy

Level of Experience 9th level psynetic crazy (was an dien mind
melter).

Dispogtion: A sniger character who is dso sadigtic, manipulating,
and treacherous. He tends to avoid other people except to cause
mischief, suffering and destruction. He is completely loya and de-
dicated to the two midresses of Mindwerks.

Insanities and Side effects. Paranoid Schizophrenic: A voice regularly
warnsthe character not to trust the words and actions of other people,
especidly humans, True Atlanteans, tempord raidersmages/war-
riors, zembahk, shaydorians, naruni, and vampires.

Affective Disorder: Obsessed with cleanliness and washing his
hands.

Phobia: Terrified of losing the respect and trust of the Angels of
Death and Vengeance. He will never betray them or do anything
that would make them angry with him. Marsalisis — 5 on initiative
and — 5 to strike, parry and dodge should he ever be compelled to
oppose ether one.

Random Insanity: Recluse; prefersto be done or in the company
of the Angel of Death and/or Angel of Vengeance.

Sde effects. Energy burst and loss of control (see Side Effects
Table, number one) and his mouth and eyebrow twitches uncontroll-
ably when angry or ready for combat or tormenting others.

Psonic Powers

Origind/natural psonic powers. Hedling: detect psionics, exor-
cism, incressed heding, psychic diagnosis, and psychic surgery.
Physica: ectoplasm, levitation, telekinesis, impervious to fire, and
desth trance. Super: bio-regenerate (super), bio-manipulation, mind
bolt and mind block auto-defense.

Psynetic implant & powers: Advanced sixth sense, amplified tdle-
mechanics, psynetic eye (right), TK force field auto-defense (180
M.D.C.) and psychometric boodter (increases psi-strength).

Magic Knowledge None

Combat abilities Hand to hand: expert (9th level proficiency).

Combat/Attacks Per Mdee Round: Four

Bonuses (indudes all bonusss): +2 on initiative, +2 to strike, +4
to parry, +5 to dodge, +4 toroll with impact, +4 to pull punch,
+2 to S.D.C. damage, critica strike on unmodified 18,19 or 20,
kick attack (1D6 S.D.C.), and judo style body throw/flip (1D6
damage and victim loses initiative and one meee attack). +4 to
save vs psonic attack, +5 to save vs horror factor (specid, natural
ability).

Sillsof Note: Basic and advanced math, paramedic, radio: basic, read
NSOy equipment, computer operation, computer programming,
computer hacking, lore: demons & monsters, pilot hover vehicle,
W.P. energy pigol, W.P. energy rifle, and W.P. Energy heavy.
Languages include Euro, Gobblely, Brodkil and Demongogian, all
a 95% and old German at 55%; literate in Euro a 65%.

Appearance A demonic, red-skinned dien with a skeletd head and
features. Marsdis is over 100 years old and stands 7 feet (2.1 m)
tal; average life span: 250 years.

Weapons & Equipment of Note Marsdis has dl the resources of
Mindwerks at his digposd, as well as many of those of the Brodkil
Empire. In addition to Mindwerks own wegpons, bionics and bots,
he can lay his hands on any Triax weapons, body armor, equipment
and many vehicles.




Bionics An artificia left hand (logt in combat) with a utility/scalpel
laser finger (1D6 or 3D6 S.D.C.), a gyro-compass, dock cdendar,
brain wave identifier, tracker, M.O.M. hyper ssnsesand the M.O.M.
eterna brain!

Money: Marsdis has access to the resources of Mindwerks including
its bionics, implants, bots and weapons. He has gpproximately SO
million universd credits available to him at any given time (and
millions more in hardware).

Alliances & Allies Marsdis is well liked by many of the brodkil war
chiefs and respected by most brodkil. He has dso been favorably
received by Emperor Zerstrun, ruler of the Gargoyle Empire, and
has had some catious contact with a gene-splicer who calls himsdlf
Sobius.

Typical Human Technician

40% Cyber-docs, dl experts in M.O.M technology
25% Operators skilled in robotics

5% Operators skilled in computers and hacking
10% Operators skilled in eectronics

10% Psynetic Crazies

10% Traditiona Crazies

Mogt technicians are human (80%) and are descendants of the original
Mindwerks survivors. Therest are brodkil and D-bees. Mot technicians
have minima combat training: hand to hand: basic and two weapon
proficiencies (typicaly W.P. knife and energy rifle).

75% have two M.O.M. implants (psionic or physical) and a speciad
tracking device, brain wave identifier and an explosive chip implanted
in their brain. About 40% have a controller chip as well. See the
description for Other Implants of Note in the following section for
complete details about these specia chips.
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Note The Ange of Death dso commands approximately 48 brodkil
cyborgs, 24 brodkil psynetic borgs, 24 D-bee and 16 human psynetic
borgs, 36 ps-bloodhounds, 13 ecto-travelers, and 20 human and 30
D-bee crazies and a handful of others (haf are usualy away from
Mindwerks on specid assgnments).

Typical Mindwerks Cyber-doc (technician): Rather than list dl of
the various types of technicians, | have presented only the Mindwerks
cyber-doc. Operators and other personnd will be similar. Most have
minima combat ills and training — they are skilled professionals,
not warriors.

Typical Alignment: Sdfish or Evil

Attributes of Note: 1.Q.: 14 or higher, M.E.: 10 or higher, P.P.: 12
or higher, dl others can fall within any range.

Hit Points Human

M.D.C.: Not applicable unless a partid or full converson borg.
O.C.C. (example): Cyber-Doc

Average Levd of Experience 1D4+4

Dispadtion: Cold; little regard for life. Obedient and loya to the three
lords of Mindwerks. Many didike humans of Rifts Earth in genera
and the people of the NCR and Triax specificaly.

Insanities Many are sadigtic and cruel bullies. Many are obsessed with
M.O.M. development and experimentation regardless of the cogt to
intelligent life. Many suffer from delusions of grandeur. 10% wor-
ship the Angels of Degth and Vengeance as gods.

Psionic Powers: Varies. About 35% have one or two psynetic implants.
Magic Knowledge: Only lore.
Combat abilities Hand to hand: Basic

Bonuses Depends on natura attributes, combat training, bionic au-
gmentation and M.O.M. technology. However, only about 10%
have undergone partia bionic recongtruction and although 75% have
ome minor M.O.M. augmentation, most are human beings made
of flesh and blood.

Skills of Note (cyber-doc): Basic and advanced math, medica doctor,
M.D. of cybernetics, biology, chemistry, computer operation, radio:
basic, eectrica engineer, mechanical engineer, read sensory equip-
ment, weapon systems, demons & monsters, literacy: Euro and old
German, languages: old German, Euro, and Gobblely. Weapon pro-
ficienciesincludeW.P. knife, W.P. energy pistol, W.P. energy rifle.

Appearance 80% are humans.

Weapons & Equipment of Note: Surgical scapels, laser scalpd, silver
plated knife, slver cross, energy pistol or vibro-blade, and/or an
energy rifle, lab coats, surgical equipment, and access to M.O.M.
implants, cybernetics, optics, sensory equipment, operating rooms,
laboratories, and other Mindwerks facilities.

Bionics Mogt of the technicians are human. Only 10% have major
bionic augmentation.

M.O.M. Implants 75% have a specid tracking device, brain wave
identifier and an explosive chip implanted in their brain. About 40%
adso have a controller chip. 50% have enhanced endurance and
heding or other physicd M.O.M. augmentation. 35% have two
psynetic M.O.M. enhancements; specific ones will depend on the
character and G.M., but most augmentation components are usual ly
items that will help them in their work.

Money: Limited access to the resources of Mindwerks, including good
food, recreetion facilities and creature comforts. Lessthan 15%, the
elite, are dlowed to accumulate a persond fortune (4D6x 10,000
credits).



M.O.M. Technology

Who can get M.O.M.
(crazies) Implants?

Humans, True Atlanteans, Altarawarrior women, ogres, ores, eves,
simvan, most D-bees, and mogt intelligent, mortal lifeformsin generd,
including brodkil and gurgoyles can be physically and/or psionicaly
augmented by M.O.M. technology. Note: Like other bionic systems,
practitioners of magic avoid them because the artificid devices interfere
with the use of magic. Many people avoid M.O.M. augmentation be-
cause of the terrible insanity and other sde effectsthat come with them!

M.O.M. implants and cybernetic systems will NOT work on most
supernatura beings or creatures of magic. Remember, just because a
D-bee may look demonic or monstrous, does not mean the creature is
a supernatural demon. The brodkil, although they possess supernatura
srength and bio-regeneration, and are conddered to be demonic by
humans, have insignificant supernatural powers. Consequently, brodkil
are acceptable candidates for the M.O.M. procedure. Most gargoyles
and dl gurgoyles possess comparatively few supernatura abilities (ac-
tually, even less than the brodkil) and are considered by most beings
to be sub-demons —little more than monstrous D-bees. Thus, they too
can receive M.O.M. implants. The only exceptions are gargoylites and
gargoyle mages who are both creatures of magic, and gargoyle lords
because the lord can transform into living stone.

A good rule of thumb is that any creature that can perform any type
of metamorphosis, change size, or other feats of shape changing (yes
that includes dragons, werebeests and changdlings), can regenerate lost
limbs, possesses natural magic powers (like faerie folk), or is clearly
asupernatura or magic creature, thenthat beingisindigibleforM.O.M.
implants (they don't work and/or the body expels the artificid device).
If the creature cannot use bionics, it cannot get M.O.M. or psynetic
devices either; both are just another type of cybernetic implant.

Giants can handle the implants better than humans and human-sized
characters, suggesting that the problem with the implants may be the
micronization process. Working on giants such as gurgoyles, gargoyles,
brodkil and ogres is easier than working on the smdler, fragile humans.
Brodkil |leaders and most inhuman M.O.M. volunteers don't mind pay-
ing the price of insanity for more power (see the two side effect tables
described elsewhere). Note that ogres, athough comparatively giant in
Sze, are dmogt identicd to human physiology (they can even mate
with humans, which means they are giant versions of the same species)
and canreceivethetraditiona "Crazies' augmentation or thenew psionic
implants.

Non-humans with exceptiond or superhuman strength and/or physical
abilities, including dl types of invulnerabilities, increased healing, and
0 on, cannot be physicaly augmented more than they dready are.
Thus, the standard "crazy" M.O.M. conversion cannot be used on most
giants or physicaly powerful D-bees — it is effective only on humans,
elves and human-like D-bees. However, the brodkil, ogres and other
super-strong beings have happily submitted to psynetic enhancements;
M.O.M. brain implants that ingtil or boost psionic powers. The brodkil
a0 love to get conventiond bionic augmentation.

Crazies Mind-Over-Matter (M.O.M.) brain implants are intended
to cause aphysical improvement to the recipient of the M.O.M. augmen-
tation. Unfortunately, the character suffers mental and emotiona side
effects.
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M.O.M. Sde Effect Tables

Sde effects Table Number One
Phydcal Manifesations

Physica manifetations are sde effects resulting from the M.O.M.
implants in addition to the more infamous insanities and other mental
aberrations. All effects and pendlties are accumulative. The Game Mas-
ter may sdect specific maadies or have the player make random roll
determinations (Persondly, | like the random approach). If the same
sdeeffect comes up again fromarandomroll, ignoreit androll again.

01-10 Brain damage Reduce 1.Q. by 25%, but the character is
impervious to dl forms of mind control, +4 to save vs magic illusons
and +4 to save vs horror factor.

11-20 Brain damage causes a reduction of the character's 1.Q. by
half, but ingtills savant powers! The character can either perform 1D4 +1
known skills or one previoudy unknown skill (player's choice) at 98%
efficiency regardless of experience level. Only medicd, physica and
W.P. kills are excluded. In most cases, the character has limited total
recdl in regard to the savant skill(s). For example, if the character is
a savant in the area of military intelligence he will ingtantly recognize
and accurately remember things pertinent to that skill, such as ranks,
uniforms, insignias, weapon capabilities, ranges, troop compositions,
military procedurestactics/conduct common to that branch of the milit-
ary, and 0 on. If the savant knows mechanics, he can engage in expert
repairs or sabotage vehicles and machinery but may have trouble tying
his shoes

Specid considerations. In the case of the language skill, the savant
can understand and speak languages he knew before the implant at 98%
and can learn a new language in a matter of days at 90% proficiency.
The same appliesto theliteracy skill. Inregard to mathematics, asavant
automatically knows advanced mathematics but will not casualy use
the ahility on his own. Ingtead, he functions like a living caculaor
who can answer most math questions, computations and equations put
to him. Basic math questions can be answered in 1D4 seconds, while
advanced math questions may take as long as 1D6 x 10 seconds (98%
proficiency for al). As for playing a musica instrument or singing,
the character can remember and play or sng a song perfectly after
hearing it only once (limited tota recall).

Pendlties: All other sKills are performed at -20% (-40% if the
character's 1.Q. is reduced to 1, 2, 3 or 4).

21-25 Congant dull headache causing some difficulty deeping and
concentrating; —5% on dl skills.

26-30 Involuntary spaams from nerve damage, usualy affecting the
hands, arms and face. The spasms may only occur once or twice a day
under stress-free conditions, but will increase dramaticaly when under
intense stress. When nervous, frightened or angry the mouth may twitch
and may cause some stuttering or make him gppear nervous or fearful.
A mustle spaam of the hand or arm will ruin an attack (-5 to grike)
and the character loses one melee action. If the spasm occurs while
working/preforming a skill, the limb will jerk and a hand-held tool or
other item may be dropped. The character loses one meee action but
can continue with his work. Note Even when under condderable
amounts of gtress, the gpasmsinlimbswill not come any morefrequently
than every five or 10 minutes, athough the mouth or eyebrow may
twitch every 30 seconds or 0.




If the character is absolutely terrified, such as fearing imminent desth
or torture, his entire body may go into convulsions for 1D4 meee
rounds. During that period, the character cannot spesk or take any
action. Nor is he aware of what's transpiring around him (temporarily
blacks out).

31-35 Sudden and intense pain as if somebody suddenly stabbed a
sharp, hot poker in the character's brain. The pain lagts for 1D4 melee
rounds (15 to 60 seconds), during which time the character is limited
to two melee actiong/attacks per round, al combat bonuses are reduced
by half, and dl skills are -30%.

36-45 Horrendous pain and psychic scream! A stabbing pain shoots
through the character's head. It is 0 terrible that the character screams
in agony, grabs his head and drops to his knees. The pain lasts one
melee round, during which the character is impervious to ALL psionic
attacks, but cannot concentrate enough to perform any skills, use his
psychic powers or even move. The character cannot attack or flee —
only scream. This pain can happen at any time during the day or night,
but especidly under stressful conditions and/or when the psychic is
using higher powers a grest dedl.

As an additiona side effect, every person within 1000 feet (305 m)
will feel dmilar pain, athough thankfully, less intense. Everybody,
including other psionics, lose one melee round action/attack and are
— 1 on dl combat bonuses, no saving throw. Psychic characters must
aso rall to save vspsionic attack. A failed roll means the psychic loses
another melee action and iniative.

46-55 Psonic outbur &t. Whenever the character usesapsionic energy
attack, there's a 50% chance that the energy will surge out of control,
inflicting more damage than intended. A roll of 01-50 means everything
is okay; no additional damage. 51-00 means a psychic outburst occurs,
doing double the maximum damage from that psionic atack. This
includes the powers of bio-manipulation, empathic transmission, mind
bolt, telekinesis, hydrokinesis, electrokiness, pyrokinesis, and psi-
sword.

56-65 Uncontralled psychic flash. When the character isin astressful
situation, including combat, he or she may suddenly be struck by a
precognitive type vision. The vison comes without warning and lasts
only afew seconds. It almost always reflects events currently in motion
around him or involving others he knows or cares about up to 2000
miles away! Glimpses of the future are ssdom more than 10 minutes
forward. The mogt typical flash of insight will be avision of the enemy
responsible for or directing the atack, a flash of a friend in imminent
danger (a booby trap, a grenade about to be thrown, an enemy about
to attack, an aly faling/getting struck down, an important item falling
to the enemy, danger to somebody away from the main conflict, kidnap-
ping, fire, magic, a rift opening, etc.).

Such an uncontrolled psychic flash can be helpful, but it is dso
temporarily debilitating as the psychic is temporarily blinded by the
vision, loses one melee atack and cannot defend himself from any
attack that may be directed a him at that split second (if he's lucky he
won't be involved in melee combat that exact moment, or if he is, the
enemy misses or inflicts only minor damage). G.M. Note: The player
character has absolutely NO control over when the flash might occur
or what/who/when it may be about. There are times when the character
may receive a flash of insight on a daily or weekly bass, or even
severa times within an hour depending on the situation, and then not
get a psychic flash for weeks or months. This is a completely random
happening. Furthermore, it doesn't matter whether or not the character
has any other psychic sensitive or psionic powers at dl.

66-75 Random paralyss. 1D4 times aday, the neural synapses that
link the mind to the body are disrupted and part of the character's body
becomes temporarily paralyzed. Rall percentile dice to see which part
of the body is affected.

01-25 The left am and hand becomes limp and useless for 2D4
melee rounds.

26-50 The right arm and hand becomes limp and usdless for 3D4
melee rounds.

51-75 One of the legs becomes paralyzed for 2D4 minutes. Reduce
spead and the abilities to climb, swim, perform gymnastics, acrobatics
or piloting of a vehicle by 50%!

76-00 Voca cords become paralyzed. The character cannot spesk
and has difficulty swalowing for 2D6 minutes.
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76-85 An uncontrolled telekinetic outburst. Once or twice a day,
usually while the character is deeping, telekinetic energy leaks from
him and affects people and objects within a 20 foot radius of the
character. A tota of 1000 pounds (450 kg) can be affected. Typicdly,
the uncontrolled TK energy will cause a variety of objects and people
to rise 2D6 feet into the air, where they swirl around a a speed of
seven (about 5 mph/8 km). Other times only objects weighing one
pound or less (045 kg) are affected, but they fly around randomly,
bouncing off of larger objects and people a a peed of 9 (about 10
mph/16 km)! These items can cause damage to people, property and
tothemselves. Theincident is certainly annoying and causes confusion.

The incident will last 6D6 minutes or until the character causing it
wakesup/regai ns consciousness and control. An uncontrolled telekinetic
outburst can aso occur when the character is awvake but dazed, stunned,
feverish, or suffering from delusions (magica or drug induced). Note:
In most ingtances, the character doesn't normally havetelekinetic powers
available to him/her. Whether or not the individual normally has tele-
kinetic powers has no effect on the TK outburst.

86-92 Energy burg and loss of control. Whenever the character
becomes excited, happy, frightened, angry or stressed, the brain pumps
in too much adrenaline and other stimulants. On the positive side, the
character is temporarily +3 on initiative, +6 to damage, gets one
additional attack/action per meleeround, and spead isincreased by 50%.

On the negative sde, the character is so hyped and pumped up that
he doesn't know his own strength, loses control of his actions, and is
likely to hurt himsdlf or others. Penalties - 3 to grike, - 2 to parry
and dodge, -6 to pull punch, —6 to roll with impact, plus he or she
is likely to overshoot targets when legping or lunging, hit harder than
intended, accidentally strike somebody else, break things, knock things
over, crush ddlicate items in his hands, trip over his own fast moving
feet, talk s0 fast that he durs his words (- 30% to be understood), and
generaly acts, reacts and overreacts without thinking.



The adrendline burst lasts about 1D4+1 minutes (no less than 8
meee rounds), but when the energy burst is over, the character fedls
tired and dow. For the next 2D4 minutes the character is — 1 on
initiative, — 1 to strike and loses one attack per melee round. After this
period the character returns to normal. An energy burst can occur as
often as once every 15 minutes and happens a happy, exciting times
as well as moments of duress. This character should be thought of as
aclumsy, accident prone klutz — a bull in a china shop.

93-00 Hyper-active: This talkative and inquisitive character gets a
bonus of +1 on initiative, but has trouble staying focused and concen-
trating on anything, especialy boring things, for more than 20 minutes.
After twenty minutes, the character is - 10% on skill performance and
-30% after 60 minutes. This is not the guy to put on guard duty
because helll fall adeep, read, tak with others, draw pictures in the
dirt, or does something ese other than concentrate on thejob a hand.
This character dso tends to be chronicaly late by 2D6 minutes.

Sde Effects Table
Number Two: Insanities

01-10 Phobia regarding the Angel of Death and her top henchmen;
quakes in terror and pleads for them not hurt him/her. Cannot attack
any of these characters unless serioudy provoked, and even then the
poor soul is —5 on initiative and — 5 to strike, parry and dodge.

11-20 Schizophrenic! A voice (sounds a lot like the soft voice of
The Angel of Death) suggedts things, often tempting things, contrary
to on€'s dignment. Very disturbing! The character must congtantly
fight with himself to follow his origina aignment!! He or she may
eventualy change aignment, a which point the voice suggests things
contrary to the new dignment. A maddening Situation.

21-30 Phobic of brodkil with bionics or M.O.M. implants. Nervous
around crazies and cyborgs in generd.

31-40 Phobic of cybernetic implants (M.O.M. implantsin particular).
The character will NEVER get another implant of any kind ever again!
He will warn others likewise and tell them frightening stories about the
horrors, insanity and evil of Mindwerks. Bionic prosthetics, especialy
hio-systems, are acceptable but eventhey makethe character nervous.

41-50 Paranoid Schizophrenic! A voice regularly warns the character
not to trust the words and actions of other people, especidly beings
and O.C.C. sthat thecharacter hasadidikeor distrust for to beginwith.

51-60 Intimidated by cyborgs and crazies; tends to be frightened of
them and avoids them whenever possible. Even the toughest character
with this affliction will be polite, humble, gpologetic and submissve
to these beings, taking an amazing amount of verba and even physica
abuse (daps, shoves, spit, etc.) from them. If forced or provoked to
face them, the character is - 3 on initiative and -1 on dl other combat
bonuses.

61-65 Sadigtic; the character likestoinflict pain. This can be physica
pain and/or emationd menta pain viaintimidation, threats, and lies.

66-70 Multiple persondities (see Rifts RPG, page 59).

71-75 Rall on the affective disorder table in the Rifts RPG.

76-83 Rall on the neurods table found in the Rifts RPG.

84-92 Rall on the Random Insanity Table in the Rifts RPG as aresult
of trauma.

93-00 Rall on the psychosis table found in the Rifts RPG.

Physcal M.O.M.
Augmentation

Maximum number of implants A typicad character can get two
physicd augmenting M.O.M. implants without having to change his
Occupationa Character Class to the Crazy O.C.C. (occasiondly three
implants are possble if the Game Master dlows it). Typicaly getting
three or more M.O.M. implants means the character must become a
Crazy, receiving dl of that O.C.C.'s powers, bonuses and insanities
(see the Rifts RPG, page 56).

Combining crazy implants with psynetic types is difficult and
dangerous. If a charecter is acrazy, he can only get one lesser psynetic
M.O.M. implant (optiona; G.M. 's decision). If the character has three
or more psynetic implants he or she can only get one physical, crazy
M.O.M. implant (optional; G.M.'s decison). To use any other combi-
nation is to cause severe brain damage (as described in Side Effects
Table number one) and 1D4 additiond insanities (select from or roll
on Side Effects Table number two). M.O.M. implants cannot be com-
bined with bionic sysems other than the occesond bio-system or
prosthetic limb (an artificia limb will not have the same strength,
prowess or reection time because it is not part of the natural body
augmented by the M.O.M. implants).

Note: Unlike the psynetic implants which are usually designed to
explode if tampered with, crazy M.O.M. implants can be removed,
replaced and repaired with little difficulty. However, any insanities or
other sde effects are permanent whether the implants stay or are re-
moved.

Ligt of Available M.O.M. Implants
(traditional physical augmentation)
Brain Programming
Enhanced Heding
Enhanced Sped
Enhanced Strength
Enhanced Endurance
Eternd Brain
Hyper Sense
Standard Full Crazy Conversion (see O.C.C.9)
Others (specid cybernetic items)
Brain Wave Identifier
Controller Chip
Explosive Chip
Tracking Device

Brain Programming

Scientigts have argued for years that the human mind cannot be
instantly implanted with knowledge like programming a computer. Hu-
mans, they say, must learn and remember. Mindwerks has proved them
wrong. The brain program implant can give a character any five skills
a 88% efficiency regardiess of his or her 1.Q., training, or leve of
experience! The character is not conscious of this knowledge and the
kill abilities do not increase with experience, but they can be performed
whenever the need arises. The character just knows how to do them.
There is no redriction as to what abilities are available, thus one can
sdect severd ills from the same kill category or each of the five
from adifferent category. Likewise, these skills do not have to conform
with the character's norma O.C.C. or other requirements.

Feda Penalties and Insanities (roll percentile dice):

01-40 ALL skills ever "learned" by the character are permanently
—30%! Of course this does not include the implanted programmed
kills.



41-60 ALL skills"learned" are —10% and the character hastrouble
concentrating and focusing his attention. Penaties: — 1 on initiative,
— 2 to save vs horror factor, illusions and mind control. The character
is easily distracted and tricked.

61-80 ALL skills "learned" by the character are -15%, plus he or
she suffers from short-term memory loss, is habitually 4D6 minutes
late, and the character has difficulty learning new things (new skills
are learned at half the normal rate).

81-00 The character permanently forgets eight of his old sills
(player's choice). This is frustrating because the character does re-
member that he once knew the skills, but no matter how hard he tries,
he cannot remember how to do them. This may include things as smple
as driving a car or singing. The logt skills cannot be relearned (mental
block)! )

Note: Crazies can get this programming as an additional implant
with one of the above penalties.

Enhanced Healing

The recipient of this M.O.M. implant heals twice as quickly as
normal people, is +2 to save vs poison, drugs and disease, and +5
to save vs comaldezth.

Spedial Penalties and Insanities (roll percentile dice):

01-45 Feds superior to other humans and will eventualy become
cold and indifferent toward "lesser" beings.

46-85 Becomes reckless and takes foolish chances.

86-00 No pendlties or insanities.

Enhanced Physcal Endurance

The character adds 3D4 x 10 to his or her SD.C. and is +2 to save
Vs magic, poison and disease, and + 10% to save vs coma/desth. Fur-
thermore, the character can carry two times more than anormal person
of equivalent strength and can last 10 times longer before feeling the
effects of exhaustion.

Special Penalties and Insanities (roll percentile dice):

01-25 Brain damage: Reduce 1.Q. by 20%, but the character is im-
pervious to dl forms of mind control, +2 to save vs magic illusons
and +2 to save vs horror factor.

26-50 The bulked up character reduces his speed by 10% and is -1
attack per melee round.

51-75 Add ancther 1D4X 10 points to S.D.C. but reduce spead by
half.

76-00 Stiffness in joints, reduce speed by 20% and the character is
— 1 oninitiative, - 1 to parry and dodge and — 2 to roll with impact
or fall.

Enhanced Speed

The character adds 3D6 to the Spd attribute (minimum Spd. is 19).
Plusthe character can legp 12 feet (3.6m) across and 8 feet (2.4m) high.

Special Penalties and Insanities (roll percentile dice):

01-50 Increased metabolism! The character eats twice as much as a
normal person and gill can't gain a pound. To eat anorma amount of
food is to lose five pounds (2.3 kg) a day. After a week the character
will fed weak; reduce spead by 10%, — 1 oninitiative and al combat
bonuses and tirestwice asquickly. There are no pendltiesif the character
has plenty to eat.

51-70 Speed freak! Likes to go fast — the faster the better. Loves
motorcycles, hover cycles, jets packs, jet aircraft, and S0 on. Tendsto
take foolish risks when piloting a vehicle.

71-80 Rall on Side Effects table number two (insanities).
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81-90 Compulsive about being on time. Usually 3D6 minutes early.
Hates being late (or even only a minute early) and gets cranky and
snide when delayed by others.

91-00 Feds aggressive and superior toward weaker, dower beings;
the character tends to be tough, cocky and may eventualy become a
bully or sadidtic.

Enhanced Strength

The character adds 2D4 to the P.S. attribute (minimum P.S. is 19)
and adds 4D6 points to his or her S.D.C.

Special Penalties and Insanities (roll percentile dice):

01-40 The bulked up character reduces his spead by 10% and is -1
on initiative.

41-80 Add another four points to the character's P.S. and 10 points
to S.D.C. but reduce spead by haf and 1.Q. by one point; big and
strong, but dow.

81-90 Passive and triesto avoid violence; the character may eventually
become a paranoid or recluse.

91-00 Feds aggressive and superior toward weaker beings; the charac-
ter tends to be tough, cocky and may eventually become a bully or
sadigtic.

Eternal Brain

This is The Angel of Death's secret process for keeping the brain
from physicd deterioration and enabling it to live without the effects
of old age for as long as its physical body survives (flesh and blood or
artificial body — The Angels of Degth and Vengeance have lived over
200 years as cyborgs).

Some unexpected dde effects include a prolonged life, a reduction
of the aging process (doubles the average life span of humans; increases
most D-bees by amere 50%), +2 oninitiative, + 2 to save vs psonic
attack, + 1D6 to save vs horror factor, and an enhanced immune system
(+ 3 to save vs poison, drugs and disease, +10% to save vs coma and
death).

Special Penalties and Insanities (roll percentile dice):

01-40 Feds superior to other humans and will eventually become a

mega omaniac or cold and indifferent to "lesser" beings. The character
loses his kinship to his fellow man.

41-52 Roall on Side Effects table number one (see psynetics).
53-65 Rall on Side Effects table number two (see psynetics).

66-85 Becomes paranoid or falls prey to the Invasion of the Body
Snatchers neurosis (see the Rifts RPG).

86-00 No pendlties or insanities.

Hyper Sense

Range: Touch or 5 feet (1.5 m) per level of experience.
Duration: Two minutes per level of experience.
[.SP.: 10
Saving Throw: Not applicable

This implant enhances the five senses and makes the character very
aert. Thecharacter isalight deeper and isnot easily surprised. Bonuses:
+2 oninitiative, + 1 to parry, +2 to dodge, +2 to roll with impact
or fal, +2 to pull punch and +1 to save vs horror factor.

01-25 Has trouble deegping and tends to be jumpy, over-reacting to
sights and sounds.

26-50 Hyper and fidgety: taps fingers, cracks knuckles, hums, whis-
tles, sighs, or may talk al the time and tends to get on other people's
nerves.

51-75 Becomes reckless and takes foolish chances.
76-00 No pendlties or insanities.



Other Implants of Note

The Angdl of Death uses cybernetic devices implanted in the brain
asameansto control her minions. Everybody who works at Mindwerks
or a one of her surface body-chop-shops or who is taught her secrets
of M.O. M. technology, havethefirst three devices. The only exceptions
are Marsalis, Angel of Vengeance and hersdlf; but al three have brain
wave identifiers in their heads. Note: These devices can be inddled
and removed without causing insanities, specid powers or strange side
effects to appear in the recipient. They should be considered to bejust
another type of cybernetic implant.

1. Brain wave identifier: All brain patterns are as digtinctive as a
fingerprint. This implant alows various Mindwerks security systems
and psynetic crazies to identify a character by his or her brain waves.
Some top security locations can only be accessed by a handful of
personnel who are admitted only when their brain waves are identified.
Those with the identifier implant can be scanned and recognized by
security systems in three seconds. The brain wave identifier is a fool
proof means of accurately identifying people. No matter how perfect
aphysical disguise, the infiltrator cannot mask his brain waves.

2. Controller Chip: This device works similarly to a hypnotic sug-
gedion to enforce the Angd of Degth's control over trouble-makers,
captives, and experimenta subjects. The recipient of the chip will
respond in a specific way to a particular situation. All Stuations and
responses deal with things that involve either the Angd of Death or
Angel of Vengeance, but not both. The controller chip will respond to
the character's chemicd, nervous and menta reactions when faced with
doing one of the following or when forced to face/answer to the Angel
of Desth or Vengeance. About 40% of Angel's minions and 50% of
her most important (for the moment) experimental subjects have been
implanted with a controller chip.

Situations (sdect @ maximum of two): Attack/hurt (the Angel of
Degth or Vengeance), lieto or betray (the Angel of Death/Mindwerks),
ged from MindwerkgAngel of Death, do anything to sabotage
Mindwerks, gives less than one's dl at work (must give at least 95%),
cooperate with or protect known enemies, reved Mindwerks location
to outsiders, or leave Mindwerks.

Reactions (sdlect one): Paradysis, blindness, uncontrolled sobbing,
incapecitating head or stomach pain, or uncontrolled stuttering and
trembling.

In each case, the character is reduced to one attack/action per melee,
al combat bonuses are reduced to zero, and skills to 10% when facing
the gtuation (defying orders) and/or when facing the Angel of Death
(only 20% are programmed to respond to the Angel of Vengeance in
this way). 1n 98% of the cases, the reection will prevent the character
from doing the deed he or she is progranmed not to do. Even if the
character can force himsaf to persevere, he will be extremely impaired
in carrying out his act of defiance.

3. Explosive Chip: Simply atiny device implanted in the brain that
can be detonated by the Angel of Death, Angel of Vengeance or Marsdlis
at any time; provided the chip is within 1000 feet of Mindwerks or one
of those three characters. The explosive is detonated by a specid,
hand-held detonator. Only Angel, Vengeance and Marsdis have such
a detonator. However, such an extreme tactic is used as a lest resort.
The lords of Mindwerks prefer to use greed, intimidation, fear and
torture to keep troublemakers in line. It is usualy enough to threaten
detonation to keep workers under contral.

If the chip is detonated, the small internal explosion in the brain will
cause the following results:

01-50 Instant Desth!

51-75 Brain damage: Alive but paradlyzed and in a vegetative ate.

76-00 Brain damage Alive, but 1.Q. is reduced to 1D4 points,
2D4 x 10% of dl memories arelogt, al but the most rudimentary skills

are ds log and even those that remain are -50%, and the character
has a maximum of two attackg/actions per melee. Character may be
child-like in his or her perceptions and reections to the world (roughly
equd to afive or Sx year old).

4. Tracking device: A tiny device implanted in the brain that can
be located and tracked anywhere indde the Mindwerks complex or
within 1000 feet (305 m) with a hand-held scanner. The tracker is dso
used to help locate and identify subjects of experimentation. 80% of
the Mindwerks personnd and 40% of captives scheduled for M.O.M.
experimentation and release are implanted with a tracker.

Psynetics

Psynetics are cybernetic brain implants that ingtil, boost or augment
a character with psionic powers. Typicaly the recipient of psynetics
M.O.M. implants is a minor, major or master psionic — the grester
the psychic ability to begin with, the better.

Some people are likely to draw comparisons between psynetic im-
plants and techno-wizard devices. While it's true both can be powered
by psionic inner strength points (1.S.P.), psynetics are unique bio-im-
plants that are implanted directly into the brain. The implants enable
the recipient to tap into a greater reservoir of psychic energy locked
within his mind and body. By contrast, techno-wizard devices are a
melding of magic and technology that are crested, powered and accessed
by mystic or psychic energy. While it is true a clever techno-wizard
may be able to create a few devices with Similar responses (such as
telekinetic extensions), techno-wizard items are not related to psynetic
implants in any way.
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Who can get
Psynetic M.O.M. Implants?

All the same fundamental limitations that apply to Crazies (described
previoudy) apply to psynetic augmentation. Only humans, True Atlan-
teans, Altarawarrior women, ogres, ores, elves, smvan, mosthumanoid
D-bees and mortd lifeformsin generd, including brodkil and gurgoyles,
can receive psynetic M.O.M. brain implants. The Angel of Degth has
made and/or outfitted entire armies of brodkil, ogres and gurgoyles
with psynetic and bionic augmentation.



Psynetic implants and most cybernetic systems will NOT work on
powerful supernatural beings, shape-changers and creatures of magic.
Practitioners of magic avoid them and mogt types of bionics because
the artificial devices interfere with the use of magic. Many people avoid
M.O.M. augmentation because of the debilitating and persondity chang-
ing insanities and sde effects that come with them.

Maximum number of implants A typica character can get two
psynetic implants without having to change his or her Occupationa
Character Class (occasiondly three if they ingtil minor psi-powers and
the Game Magter dlows it). To get more than three psynetic implants
turns the character into a psynetic crazy — a cresture of great psionic
power, many of which are derived from the artificid brain implants.

Combining crazy implants with psynetic types is difficult and
dangerous. If acharacter is acrazy, he can only get one lesser psynetic
M.O.M. implant (optiond; G.M.'s decision). If the character has three
or more psynetic implants he or she can only get one physical, crazy
M.O.M. implant (optional; G.M.'s decision). Any other combination
will cause severe brain damage (as described in Side effects Table
number one) and 1D4 additiona insanities (select from or roll on Side
effects Table number two). M.O.M. implants cannot be combined with
bionic systems other than the occasiond bio-system or progthetic limb.
An artificial limb will not have the same strength, prowess or reaction
time because it is not part of the natural body augmented by theM.O.M.
implants.

General penalties Characters who are of an O.C.C. other than
Crazies or Psynetic Crazies permanently loses one ill for every one
psynetic implant. Receiving three or more implants meansthe character
is —5% on dl the remaining skills because he or she becomes 0

dependent on the psionic powers.

Availability: Only from Mindwerks. Nobody else has ever been able
to creste M.O.M. implants that can give a person psychic powers.

Protecting the secrets of psynetic M.O.M. technology: An anti-
tamper explosive device is part of mogt psynetic implants (Marsdis is
one notable exception). Remember, the Angdl of Degth is paranoid and
does not want her secrets of psynetic augmentation to fall into the hands
of her enemies. Also remember that captives given her "gift" of power
are conddered expendable experiments, so she has little regret for
causing acharacter'shead to explode! Theimplant will typically explode
only when it is surgicdly tampered with. Mogt M.O.M. implants of
al kinds can take an incredible amount of bangs, bumps, and jarring
without the dightest chance of detonation. It is only when the implant
is being disconnected from the brain or the character dies (30 hit points
below zero and no chance of recovery) that an eectromagnetic/psionic
trigger activates the explosive. Any cyber-doc worth a credit will rec-
ognize this danger the moment he examines the device. Only an insane
doctor will risk getting his hands blown off (or killed) trying to remove
it. Furthermore, the denotation of a psynetic implant will cause al the
other implants to explode, killing the character with the implants, inflict-
ing 2D6 M.D. to afive foot (1.5 m) radius and unleashing a psychic
scream that is three times more severe and damaging than that listed
in Sde effects table number one.

This extreme measure of protection means nobody has been able
to examine and knock-off any psynetic device! Only the Angel of Degth
and her technicians a Mindwerks can remove, replace, or ingtall psyne-
tic implants.

Available Psynetic M.O.M. Implants

Advanced Sixth Sense

Amplified Telemechanics

Ectoplasmic Disguise

Kinesis Machine

Psionic Defense System (ided for non-psychics)
Psionic Inducer (for non-psychics)

Psionic Nullifier (negates psionics)

Psychometric Amplifier

Psychometric Booster

Psynetic Eye

Nano-Amplifiers

Telekinetic Extensons

TK Force Fidd Auto-Defense

Telepathic Senders (for non-psychics and psychics)

Advanced Sixth Sense

Range Varies; typicaly touch

Duration: Instant or 15 seconds

I.SP.: Varies, none, 6 or 12

Saving Throw: Not applicable

Spedial Penalties and/or Insanities Roll on Side effect Table number
two.

This power isavailable only to characters with some degree of psychic
power to begin with. Advanced sixth sense has elements of sixth sense,
clairvoyance and object read al rolled into one, but limited to specific
elements of imminent danger.

The character will instantly and automatically sense if something is
dangerous to him without activating the psonic power or using |.S.P.
points. For example: If his food is poisoned or drugged he will sense
danger the second he picks up the fork or touches amorsdl. If his drink
is poisoned he knows there's danger the moment he raises the glass.
If acontainer, door, or vehicle is booby-trapped he knows it the instant
he touches it! This power automatically activates without 1.S.P. cost
before the character touches an item that will explode or trigger a trap.
Under these circumstances, the character does not know exactly what
the danger is, but he is aware of its presence and may be able to make
an accurate guess as to its nature.

To clearly identify the danger, the individual must expend six 1.S.P.
points. When this is done, he receives a psychic flash showing exactly
what the danger is. If it is poison or drugs the character knows exactly
what the dangerous substance is and what it will do to people who
drink/eat it (kill, damage, paralyze, induce deep, halucinaions, etc.).
If a booby trap, he will know its exact nature, how it works, what it
will do (explode, release atoxic gas, activate concealed lasers, etc.),
how to avoid activating it, how to deactivate it (but only a55% chance
of success) or how to activate it but avoid getting hurt (a 65% chance
of success).

Furthermore, for the cost of 12 |.S.P., the character can use his
advanced sixth sense to sweep a small area to sense traps and danger.
Therange is limited to athree foot (0.9m) radius per level of experience
and lasts only one mdee round (15 seconds). During that time the
character cannot move or perform any other skills, but must focus
entirely on sendng danger. This power will revea the exact location
(within range) and nature of the danger: traps, conceded weapons,
concedled surveillance devices, wards and magic guardians, ambushes,
invisible supernatural beings laying in wait and o on.

Note: The psychic insight does NOT reveal who is responsible for
the danger, or who constructed any traps, nor his or her motives. Nor
can it be used to locate secret doors or passageways. This psychic
insight is limited completely to things that represent a danger to the
character.

Amplified Tdemechanics

Range: Touch or 5 feet (1.5m) to use normal telemechanics power or
touch to use the amplified powers described below.

Duration: Three minutes per level of experience.

[.SP.: 100r 30

Saving Throw: Not gpplicable

Special Penalties and/or Insanities Roll on Side Effects Tables
number two.



Limitations: Can be implanted only in characters who aready possess
some degree of psionic ability, including crazies.

The character with this implant has dl the usua tdemechanics
powers as described on page 127 of the Rifts RPG, but dso has
the ability to saize complete mental control of most high-tech weapon
or computer systems with the following effects:

1 Temporarily off-line (10 1.SP.): The system isn't shut off, it
just will not respond in any way until the psychic releases the machine.
This can be used on sensory and communications systems, computers,
wegpon systems, relay junctions, etc.

2. Usurp contral (301.S.P.): The psychic can mentaly contral the
machine to override any other commands. Thus, he can make wegpon
turretsturn adifferent direction and shoot at whoever he desires (includ-
ing the vehide itself), increase or decrease the damage (applicable only
to wegpons with variable settings), fire wildly, expending dl of its
pay load, not fire a al, and o on. This power can dso be used to make
vehicles gpead up, dow down, stop, turn off, fire weapons, make radio
contact, etc. Computers and sensory devices can be mentaly controlled
to provide false or erroneous data (whatever he wants).

In al cases, the character must be in physicad contact with the
machine. Although this character can seize control of robots, power
armor and exo-skeletons, this power does not work againgt cybernetic
or bionic systems; presumably because they are linked to an organic
brain/intelligence and tissue. Likewise, this power will not work against
A.R.C.H.1.E. Three, robots controlled by atransferred intelligence/life
essence, bots directly controlled by virtua redity link, sophidticated
artificial intelligences that smulate the human brain, bio-wizard items,
techno-wizard items or items linked to magic in any way. Some dien
devices may aso be impervious to this power.

Note: The character cannot perform any other skills, atacks or tasks
while he or sheis overriding and controlling the machine. To do some-
thing else instantly bresks mental contact and he/she must then spend
another 30 I.S.P. to regain control.

Crazies with this implant tend to be maniacs and love to use high-tech
weapons and machines to regp mayhem. Mogt find chaos, riots, panic,
and destruction to be exhilarating.

Ectoplasmic Disguise

Range Sdf

Duration: 5 minutes per level of experience.

I.S.P.: 10 to cover face/change features, 35 to cover the entire body.
Saving Throw: Not gpplicable.

Special Penalties and/or Insanities Roll once on Side Effects Table
number one.

Limitations. Can be implanted only in characters who aready possess
some degree of psionic ability, including crazies.

Thisimplant enablesthe character to create solid, flesh-likeectoplasm
to cover his body. The character can mentaly mold and shape the
ectoplasm to change his facid features or the shape of his entire body
(restricted by body armor and tight clothing). For this particular use,
the character can create an ingtant disguise (takes about one minute).

The ectoplasm disguise is most effective when the character has some
time to plan and can add make-up, awig, hat, cape, and other articles
of clothing to help complete the illusion. Ectoplasm adways has an
unnatural, waxy look to it and only has two shades of color, pink or
grey. Consequently, this disguise never holds up to dose scrutiny.
However, the character can quickly change his shape to resemble other
races, change digtinctive features (big nose, completely bald, hunched
back, add extralimbs, antenna, atail, etc.), look older or younger and
9 on. Badic disguise skill/success ratio is 80% from a distance, in a
crowd, or in shadow, but only 40% up dose and a mere 12% under

close ingpection.

Kiness Machine

Range Sdf; range of the powers is increased by 10 feet (3 m).
Duration: Same as psonic power (see Rifts RPG for descriptions).
I.S.P.: Same as the psionic power.

Saving Throw: Same as the psionic power.

Sedia Penalties and/or Insanities Roll once on Side Effects Table
number two.

Limitations: Thisimplant can be ingdled on psychics and non-psychic
characters, but the non-psionic does NOT get the range bonus and must
dsoroll once on Sde Effectstable one aswell as number two. Non-psy-
chics get their M.E. x5 as their base 1.S.P. reserve and do not get
additiona 1.S.P. as they increase in experience.

This psynetic implant ingtills any one of the kinetic psi-super powers.
eectrokiness, hydrokiness, pyrokiness or telekinesis. As many as
two of these implants can be indalled to provide two different types
of powers, but in each case the character must roll for a sde effect
from table number two.

Nano-Amplifiers

Range Sdf

Duration: Permanent as long as the nano-implants are functioning.
I.SP.: Spedid: additional 1D6X 10 |.S.P. while the nanites are func-
tioning.

Saving Throw: Not applicable.

Spoecial Penalties and/or Insanities See "complete mental melt-
down."

Limitations Can only be implanted in characters who have minor or
major psionics (don't work in master psionics or non-psychics).

Nano robots enter the brain via the inner ear and bury themselves at
key psonic centers of the brain. They simulate the brain, creating new
psionic powersin psychics. These tiny bots can only be used on humans
and D-bees who dready possess minor or major psionic powers. They
do not work on master psonics or those without psychic powers.

The nano-bots increase the range, duration and damage of existing
psionic powers by 50%. They dso provide an additiond 1D6X10
[.S.P. and the character receives dl the powers from either the healing
or physical psonic categories (player's choice)!

As the nanites deteriorate, the character's control over his powers
diminishes and they soon become uncontrollable — new nano-bots
must be inddled to avoid a complete "mentd melt-down!” Nanites
begin to deteriorate at a rate of 1D4 x 10% per month after only five
months.

At a40% to 79% deterioration level, the use of psionic powers is
unpredictable. Roll onthefollowing table every timeapsi-power is used.

01-20 Haf as powerful

21-40 50% more powerful

41-50 Two times more powerful.

51-60 Twice the range but haf as powerful.

61-70 Haf the normal range, but at the usual level of power/damage
and duration.

71-80 Half the duration but norma strength and range.

81-90 Doexn't work and half the |.S.P. necessary is expended; try
again.

91-00 Wrong power engages a full strength! G.M. picks power.

Complete " mental melt-down" at 80% deterioration or greater!
The character suffers with the following pendties and problems.

Pendlties:

» Feds like he's loosing control and needs to prove himsdf. May
take foolish chances and is eesly provoked. 01-40% become depre-
ss=d and dependent on drugs and/or acohol.

+ —4to save vs mind control and possesson (but +2 to save vs
horror factor).



* Lacks confidence; performance of dl skills is —25%.

* -1 oninitigtive

» Psychic overload. The use of any psychic sendtive powers like
telepathy, empathy, etc., cannot be focused toward any one person,
item or place. Instead the psychic seeshearg/senses ajumble of a
hundred different things— like trying to listen to ahundred different
people al talking at once (and loudly too). Sengtive powers are
rendered virtually usdless.

» Psychic shut-out. Whenever the character uses a mind block he
cannot turn it off until the maximum duration has expired, and feds
disoriented, as if his other senses were partidly blocked as well.
The character will be unable to accurately identify tastes and smells
(only 50% chance), won't notice things and seems dazed or preoc-
cupied; —4 oninitiative and is — 1 on dl combat ralls.

Roall on the following table every time a psonic power isused by
a character suffering from a complete mental mdt-down: The
character cannot control his powers and may hurt those around him.
Furthermore, every time he uses any psionic power, even those he had
before the nanc-amplifiers, it causes adangerous, often painful reaction.

01-20 Wrong power engages a double strength and duration.
21-40 Wrong power engages at hdf strength.

41-60 Right power but at one-quarter the normal duration, range and
damage/strength.

61-70 No contral! Inflicts triple damage and the character cannot
turn the power off once it is activated! He must let it run the maximum
normal duration.

71-80 Incredible head pain — as if somebody has stabbed a burning
knife behind his eyes. For the next 2D6 minutes the character is tem-
porarily blind (dl he can see is ablinding white light; — 8 to rike,
parry and dodge, no initiative), attackg/actions per melee round are
reduced by half, he cannot concentrate to use his psionic powers and
kill performance is reduced by 60%!

81-00 Horrendous pain and psychic scream! A stabbing pain shoots
through the character's head. It is so terrible that the character screams
in agony, grabs his head and drops to his knees. The pain lasts one
melee round, during which the character is imperviousto ALL psionic
attacks, but cannot concentrate enough to perform any skills, use his
psychic powers or even move. The character cannot attack or flee —
only scream.

As an additiond dde effect, every person within 1000 feet (305 m)
will feel damilar pain, athough thankfully, less intense. Everybody,
including other psionics, lose one melee round action/attack and are
1 on dl combat bonuses; no saving throw. Psychic characters must
dso roll to save vs psionic attack. A failed roll means the psychic loses
another melee action and initiative.

The final penalty: When the last of the nano-amplifiers are gone,
the character loses hisbonus 1.S.P. and al the powersthetiny machines
gave him. Thankfully, with the nano-bots gone, dl of his skills and
abilities return to normal, but his remaining psionic powers function at
half his red experience level (i.e. a sxth level character has psionic
powers equd to athird level character). Getting new nano-amplifiers
will restore his natural powers back to normal strength/level and provide
the bonus 1.S.P. and additional powers.

Psonic Defense System

Range Sdf

Duration: Permanent as long as the implant is functioning.

I.S.P.: Specid: This device is actudly designed for characters who
don't have psionic powers. Itsinstalation will reduce acharacter's base
P.P.E. by 33%!

Saving Throw: Not gpplicable.

Soecial Penalties and/or Insanities: Roll once on Side effect Tables
numbers one and two. Furthermore, the nature of the implant is such
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that it destroys the psychic's ability to use telepathy, empathy or em-

pathic transmission.

Limitations Suitable only for NON-psionic characters because using
the device in psychic individuas closes the character off from the
psychic world.

The recipient of this M.O.M. implant has limited invulnerability to
psonic attacks and probes. The character is impervious to see aura,
sense evil, sense magic, detect psionics, psychic diagnosis, telepathy,
empathy, and hypnosis. He is dso +4 to save vs possession, mind
control, horror factor, and empathic transmisson, and +2 to save vs
al other types of psionic attacks.

Note A psychic character can get this implant and would aso be
impervious to the psionic probes listed above, but the psychic cannot
use any of those powers himsdf and will find his available 1.S.P.
congantly at haf (P.P.E. is not affected)! Furthermore, the range,
duration and damage inflicted by the character's other psi-powers are
a haf (dmilar to the psonic nullifier).

Psonic Inducer

Range SHf

Duration: Permanent as long as the implant is functioning.

I.SP.: Specid: Permanently reduces P.P.E. base by 25%

Saving Throw: Not applicable.

Limitations Two psionic inducers maximum.

Special Penalties and/or Insanities Roll once on Side Effects Table
number one for the first inducer and on number two if a second inducer
isinstalled.

Limitation: ThisM.O.M. brain implant can only be used on characters
who do NOT have naturd psionic powers.

One implant can give the character 1D4 random psionic powers from
the hedling, sengtive or physical category (G.M. can assign each power
anumber in numerical order, thenheor theplayer canroll the gppropriate
number of dice. The hnumber that comes up indicates the random power.
Roall again if the same power is rolled more than once).

The inducer dso gives the character an |.S.P. base of 3D6+10
points. Unlike natural psychic characters, the recipient of the implant
does NOT gain additiond 1.S.P. with subsequent levels of experience.
A maximum of two psionic inducers can be implanted for a possible
total of 2-8 psionic powers. Note: This implant cannot be used with
the psionic defense system or on characterswho aready have any degree

of psychic power.

Psonic Nullifier

Range Sdf

Duration: Permanent as long as the implant is functioning.

I.SP.: Specid: This device is designed to prevent psychic individuals
from using their powers Its installation will reduce a character's |.S.P.
by 75%!!

Saving Throw: Every time the character tries to use one of his psionic
powers, he must rall a 14 or higher to save againg the implant. A
failed roll means he was unable to summon forth the inner strength to
use his psi-power; no |.S.P. is expended from a failed attempt.
Soedial Penalties and/or Insanities: Roll once on Side Effects Tables

one and two.
Limitations. Effective only on characters with psionic powers.

This brain implant inhibits the use of psionic powers by psychic
individuals, aterrible and traumatic fate, epecialy for those who pos-
s mgjor and master psionics. Each and every time the character tries
to use a psionic power, he or she must concentrate intensely and roll
to save vs the nullifier implanted in the brain (14 or higher).

A successful roll to save vsthe nullifier (14 or higher; master psionics
are +1 to save) means the psychic can summon forth enough 1.S.P.



to use one particular power, but a haf the duration, range and damage!
Furthermore, only 25% of the psychic's full amount of [.S.P. is available
to him and the recovery of 1.S.P. takes twice as long as normal.

Note: A M.O.M. conversion speciaist or Mindwerks technician can
remove the implant with only a 1% chance of fatality. A cyber-doc can
aso try with a 5% chance of fatality or brain damage. In ether case
a successful removal will completely restore the character's [.S.P. and
psionic powers. However, any insanities and Sde effects are permanent;
the experience is traumatic and damaging.
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A maximum of two psychometric amplifier can be implanted for a
possible totd of two to six psionic powers. Remember, M.O.M. im-
plantsdo not work on demons, supernatural beings or creatures of magic.

Psychometric Booster

Range Sdf

Duration: Permanent as long as the implant is functioning.

I.S.P.: Specid: Permanently reduces 1.S.P. base by 10%0!

Saving Throw: Not gpplicable.

Spoecia Penalties and/or Insanities Roll once on Side Effects Table
number one.

Limitations. This unique and powerful device is gpplicable only to
humans and D-bees who aready possess psionic powers.

The implant increases the range, duration and damage of dl existing
ps-powers as follows: Physical, heding and super-psionic powers are
increased by 50%. Psychic sensitive powers seetheir range and duration
doubled! Remember, M.O.M. implants do not work on demons, super-
natura beings or creatures of magic.

Psynetic Eye

Range Varies as described.

Duration: Varies as described.

I.SP.: Vaies

Saving Throw: Not applicable

Sedial Penalties and/or Insanities Roll once on Side Effects Tables

numbers one and two.

Limitations Applicableonly to characterswho possess psionic powers.
A psionic brainimplant that isdirectly linked to amodified cybernetic

eye (bio-systems are not suitable). In the dternative, the psynetic eye

can be linked to a visor or Heads Up Display of a visor with the same

effects but at half the range (Marsdis has this system). The psynetic

eye provides the following enhancements:

Mechanical Abilities:
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Psychometric Amplifier

Range Sdf

Duration: Permanent as long as the implant is functioning.

I.S.P.: Standard per power.

Saving Throw: Not applicable.

Specia Penalties and/or Insanities Roll once on Sde Effects Table
number one for the first amplifier and on number two if a second
amplifier is ingtalled.

Limitations: The amplifier is applicable only to humans and D-bees
who dready possess minor or mgjor pSonic powers.

The psynetic device can be used to indtil three additional psionic
powers of choice from the three more common psionic categories or
one super-psonic power! Furthermore, the character's|.S.P. baseis
increased by 2D6+10 points. Additiond 1.S.P. gained through sub-
sequent levels of experience are unchanged but get abonus + 2 points.

1 Telescopic: 6x magnification, range: 6000 feet (1830 m)
2. Passive night vision: range 2000 feet (610 m)

3. Laser Digtancing: Measures and indicates precise distance; range
6000 feet (1830 m).

Psionic Abilities; Powers one and two are automatic and constant, but
the implant reduces the character's overdl 1.S.P. by 5%.

1 Seetheinvigble, including entities, eementds, energy beings,
and those turned invisible via magic. Range: 120 feet (36 m).

2. See adrd beings. The psynetic eye enables the character to see
adrd travelers normdly invisible even to most psychicsl Range: 20
feet (6 m) plus 5 feet (1.5 m) per level of experience.

3. See aura; same as the psionic power. Plus, the auras of most
psionic characters flarejust before they are about to use apsionic attack.
Those with a psynetic eye can see this and take action to attack first,
parry, dodge, or flee; +4 on initiive or +2 to dodge under this
condition. Note that the use of defensive and passive psonic powers
are impossible to see Range: 20 feet (6 m) plus 5 feet (1.5 m) per
level of experience. 1.S.P. Cost: 6, Duration: Two melee rounds (30
seconds).

4. Electromagnetic energy blast: 3D6 S.D.C. damage costs 6 |.S.P.
or a 1D4 M.D. blast cogts 40 1.S.P. The range for both is limited to
20 feet (6 m) plus 5 feet (1.5 m) per level of experience and line of
sight. This atack can dso be usad againgt astral beings. The number
of blasts possibleis subject to available1.S.P., Duration: Instant, Bonus.
+1 to drike.



Tdekinetic Extendons

Range Varies as described.

Duration: Varies as described.

I.SP.: Specid: Permanently reduces I.S.P. base by 10%, until the
limbs and implants are removed!

Saving Throw: Not gpplicable

Special Penalties and/or Insanities Roll once on Sde Effects Tables
numbers one and two.

Limitations: Applicable only to characters who possess major or master
psionic powers. The telekinetic power indtilled by theimplant is limited
to the use of extension limbs and cannot be used as an area affect power
like norma telekiness.

Artificial, bionic typehands, arms, tentacles, or weapon arms control -
led/animated by telekiness via a specid brain implant. The M.O.M.
implant instills telekinetic powers that are linked to specid mechanicd
appendages or extensons. The specid neurd-psi-connectors in these
appendages enable the character to channdl his new telekinetic powers
into the artificial limbs to manipulate them like an extension of his own
body. This means the limbs are powered by psychic energy and do not
need an artificia source of energy! Furthermore, the psionic cyber-limbs
are keyed to respond only to the character's specific psychic energy
signature (like a fingerprint, the brain waves and psychic auras of an
individual have a unique signaure).

A maximum of sx TK limbg/attachments/extensions can be ingtalled.
The TK attachments can be designed to replace limbs lost through
injury or as additiond appendages. Each pair of additional TK exten-
sions adds one attack/action per melee round. A typica TK extension/
limb has aP.S. of 1D6+ 12 and aP.P. of 1D6+10. Legs have a gped
of 1D6+10. TK arms and/or hands respond and function just like the
human gppendages. Tentacles and tails are prehensile.

A TK weapon appendage/extengon is atelekinetic extension (usu-
aly an additiona appendage) that has a wesgpon built into it (usualy
in place of ahand). All characters can fire aTK-round or kinetic weapon
(pigtal, rifle, etc.), because he has telekiness to begin with and the
power is dready channelled into the artificia limbs. To have apsonic
weapon that fires fire/plasma bolts, eectricity and so on, he would dso
need that particular kinesispower to fire it. Thus, eectrokinesis is
needed to fire an dectric energy wegpon extension or pyrokiness to
fire a plasma wegpon extension or psionic flanethrower. Note that a
character with two or more kinetic powers can have a weapon designed
for each gppendage, if he so desires.

The weapon extension can only fire one of the following:

TK-Rounds: A rail gun or rifle style wegpon that fires TK energy
bolts that leave no casings, bullets or muzzle flash. To fire a 3D6
S.D.C. bolt costs 2 I.S.P,, to fire a 1D6 M.D. bolt costs 10 |.S.P;
range: 3000 feet (910 m) — the farthest of dl the available types of
Weapons.

Telekines's can aso be used to fire conventional "kinetic' energy
drive weapons such as a revolver, pigtol, rifle, shotgun, grenade
launcher, and even arail gun. The range of these wegpons is the same
as usual, but ral guris can't fire farther than 3000 feet (910 m).

Electrokinetic Rounds. An dectrica energy bolt is fired, inflicting
either a4D6 S.D.C. bolt costing 3 I.S.P., or a2D6 M.D. balt costing
15 1.S.P,; range: 300 feet (91 m).

Pryrokinetic Rounds: A plasma energy bolt is fired, either a 4D6
S.D.C. balt costing 3 I.S.P. or a 2D6 M.D. bolt cogting 15 I.S.P,;
range: 300 feet (91 m). A psonic flamethrower gppendage can fire a
gream of fire 100 feet (30.5 m), doing 6D6 S.D.C. a acogt of 3 1.S.P.
or 4D6 M.D. at acost of 20 |.S.P.

Hydrokinetic Rounds: A blast of water is fired, inflicting 2D6 S.D.C.
atacostof SI.S.P. (doesAD6M.D. to vampires); range: 300 feet (91 m).

TK Force Fidd Auto-Defense

Range: Self

Duration: Five minutes per level of experience.

I.SP:20

Saving Throw: Not gpplicable

Spedia Penalties and/or Insanities Roll on Side effect Table number
two.

Limitations Applicableonly to characters who possesspsionic powers.

The psychic ingtantly erects aforce field of telekinetic energy around
his body the instant danger is perceived on a conscious or subconscious
level. Asaresult, itisdmos impossibleto catch the character off-guard
without his persona force field going up and protecting him (it is
impossible if the character has the power of sixth sense or clairvoyance;
instantly pops up as needed). The only negative aspect of this automatic
defense system s that it snaps into place and uses up |.S.P. whether
the psychic conscioudy wants to use it or not. Every timeit is engaged
the 20 |.SP. are usad up.

Theforce fieldhas20M.D.C. per level of experience. If adanger/at-
tack persgts, the force field will automaticaly reengage an ingtant
(about 2 seconds) after the firgt shield is depleted. This force field
cannot be cagt around other people nor is it apower available to natural
psionics.

Teepathic Sender

Range Sdf

Duration: Permanent as long as the implant is functioning.

I.SP.: Fundamentaly the same as the power of telepathy.

Saving Throw: Standard

Fecial Penalties and/or Insanities None.

Limitations. Thisdevice can beimplanted in psychics and non-psionics
to ingtil limited telepathy.

The implant provides the telepathic power as described in the Rifts
RPG, page 123, but the maximum rangeis only 20 feet (6 m). However,
the character can communicate with other characterswho havetelepathic
senders a arange of 1000 feet (305 m)! Furthermore, magter psionics
who dready possessed telepathy will find their range of communication
with other sender devices to be an incredible one mile!

The power to telepathicaly "send" a message works much like a
mentd televison Sgna in which the sender can transmit and receive
words and images to and from others with this same implant. The
telepathic sender cannot reach out and touch those without the brain
implant unless the character is within the 20 foot (6 m) genera psychic
range.

Mindwerks Robots

All Mindwerks Robats and Vehides have the following features.

1. Nudear Powered: Which meansthey have an effectively unlimited
fuel capacity and power source. Average life, 20 years.

2. Radar (dandard): Can identify and track up to 48 targets smul-
taneoudy at arange of 30 miles (48 km).

3. Combat Computer: Cdculates, stores, and tranamits data onto
the heads up display (H.U.D.) of the pilot's helmet. It is tied to the
targeting computer.

4. Targeting Computer: Assgs in tracking and identification of
enemy targets. 30 mile range (48 km).

5. Lasr Targeting Sysem: Assigts in the selection and focusing

of specific targets and adds a bonus of +1 to strike when using long-
range wegpons. Does not gpply to hand to hand combat.



6. Thermo-Imaging and Infrared Optics Optic systems that can
e heat images and the infrared spectrum of light. 2000 (610 m).

7. Tdesoopic Zoom: 2x to 20X magnification.

8. Video: Most Mindwerkshots havevideo recording andtransmitting
capebilities. Range: 6000 feet (1830 m).

9. Radio communication: Long-range, directional communication
system with an effective range of about 500 miles (800 km). As well
as a directiond, short-range radio. Range is 5 miles (8 km). Plus a
built-in loudspesker; 80 decibels.

10. External Audio Pick-up & Loudspegker: A soundamplification
ligening system enables the hot pilot to pick up, amplify and hear a
whisper 300 feet (91.5 m) away. The loudspesker dlows the pilot or
crew to communicate directly with people outside the bot. Range is
roughly 4000 feet (1219 m), depending on ambient noise.

11. Internal Language Trandator: Most Mindwerks bots have a
language trandator built-into its communication system. The computer
knows the nine mgjor languages, including Euro, American, Dragonese/
Elf and Gobblely, plus Brodkil, Gargoyle, Simvan, Kittani, Demongo-
gian, as well as, Pre-Rifts German, Polish and Latin/Greek. The leve
of accuracy is 98.7% when trandating the words of one spesker. That
accuracy drops to 78% when three or more people are speaking & the
same time. There is a 3 second delay from the spoken word to the
trandation.

12. Didress Homing Beaoon: Mog robots are equipped with a
scrambled, radio homing signal used for extraction from combat zones.

13. SpatlightdSearchlights Many of the bots have a searchlight.
They may aso have headlights or severd smdler identification lights.
Typica range is 600 feet (182 m).

14. Sdf-Degtruct: All of Mindwerks' robots (and M.O.M. implants
for that matter) have a sdf-destruct mechanism to prevent the robot
and Mindwerks technology from being captured by the enemy. The
explosive damage is mostly contained inside the robot, destroying most
of the internal systems, al computer and film/video data and inflicting
2D6x 10 M.D. within a five foot (1.5 m) radius. It is very likely,
1-8%% chance, that the nuclear power system will spew forth deadly
levels of radiation.

M-1000 Panther

The M-1000 Panther is a defense and security robot controlled by
an artificia intelligence. The bot is obedient and is programmed to
recognize key members of Mindwerks, dlies and enemies. Although
it is reasonably efficient, it cannot make subjective decisons or act on
hunches. The M-1000, M-1200 and M-1400 are dl automated killing
machines that function within the parameters of their programming.
Although the Angel of Degth or Marsalis may change or add programs
to specific units, mogt are given the same basc ailities and tasks.

The M-1000 Panther is designed asamulti-purpose robot programmed
forthreetasks: security/defense, seek and capture or destroy, and general
Sance.

1. Defense: 50% of the M- 1000s are programmed to monitor, secure,
and defend the factory complex. Most are found underground, but a
number are assgned to secure the grounds above and around the secret
base. Crestures identified as the enemy are atacked and destroyed.
NGR/Triax robots, NGR troops, humansin general, D-bees, vampires,
dragons and creatures of magic are usudly congdered theenemy. Brod-
kil, gargoyles, simvan, and a handful of others are typicaly identified
asdlies.

Thebot can be ds0 be programmed to defend aspecific area, terminat-
ing dl intruders. Only ahandful of people who are recognized as having
clearance are dlowed in the redtricted area. At top security locations,
the panther will be linked to a more sophidticated security system that
identifies characters by their brain waves (see identifier implant) — a
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security system that can see through the best disguises and shape-chan-
gers. Typicdly, only the three magters of Mindwerks and one or two
trusted assgtants are alowed into a restricted area

2. 25% are used for seek and destroy (or capture) mission, unleashing
the panther on the unsuspecting surface world to search for, capture
and return with test subjects for Mindwerks experiments, retrieve runa-
ways, or extract vengeance againg an enemy. They can be dispatched
as lone hunters, in pairs, or in smdl groups of 3 to ten. They can dso
be members of a larger robot force assigned for whatever reason.

3. The panther is ds0 designed as an al-purpose unit and can be
used to assst in mechanical repairs, construction, hauling, transporta:
tion, delivery, communication, investigation, and o on.

The panther gets its name from the fact that it is comparatively small,
fast and slent — an excdlent prowler and saker.

The oblong bubble in the center of the head is a combination sensor
eye and video-recorder/transmitter that can be used by the Angel of
Degth or her minions like acamerato see everything the bot sees. Optic
systems have arange of about 2000 feet (610m) and tranamission range
islimited to 200 miles (320 km). Six hours of data can d o be recorded
and gored for viewing later (typicaly the last six hours of the bot's
experiences are on file). The drone has a handful of built-in weapon
systems and can dso use hand-held weapons of any sort, including
energy wegpons and rail guns.

M-1000 Panther
Part of the Mindwerks Defensive Line
German Name der Panther (pronounced pent air)
Modd Type M-1000
Class Robot Combat Drone — Unmanned
Crew: Nong; atificid intelligence
M.D.C. by Location:
Sde Wings (2) — 50 each
Main Jets (6) — 80 each
Arms (2) — 0 each
Mini-Missle Launcher (1, top back) — 150
Headlights (2; head next to sensor eye) — 5 each




PlasmaRifle (1 or 2) — 70
* Sensor Eye (1; center of head) — 15
* Sensor Clugters (2) — 25 each
* Head—110
** Main Body — 250

* Dedtroying the head or sensor eye of the hot will diminate dl
forms of optical recording and transmission aswell asimpair sensory
systems. The robot will respond more dowly: reduce attacks per
melee round and combat bonuses by half.

If the sensor eye or head and two sensor clugters are destroyed,
the robot will thrash about and strike a anything it touches (unless
shut down by a specid code known to the Angel of Degth and her
top henchmen). In this condition, the robot has only one attack per
melee and is — 6 to gtrike, parry and dodge.

Note: The head and sensor clusters are smd| and difficult targets
to hit. Consequently, they can only be struck when a character makes
acalled shot and even then the attacker is — 3 to dtrike.

**Depleting the M.D.C. of the main body will destroy the robot
completely.
Note: Destroying three of the hover jets will reduce the bot's
peed by half. Destroying four or five will reduce the speed by 75%.
Destroying dl Sx immobilizes it — can crawl, using its arms, &t a
Speed of six.
Spead: The powerful hover jet propulsion system enables the panther
to hover stationary up to 1000 feet (305 m) high or fly a a maximum
spead of 400 mph (640 km)! Cruising speed is conddered to be 50 to
150 mph (80 to 240 km).

It can do travel on top of the water like a hydrofoil a a maximum
speed of 80 mph (128.7 km) and travel underwater at amaximum speed
of 30 mph (48 km); maximum depth 600 feet (183 m).

Statigtical Data
Height: 7 feet (2.1 m) from the top of its heed to the bottom jets.
Width:  Wings down: 5 feet (1.5 m)
Wings extended: 7 feet (2.1 m)
Length: 4 feet, 6 inches (1.4 m)
Weight: 1.5 tons
Physicd Strength: Equa to a P.S. 40
Cargo: None
Power System: Nuclear, average energy life is 20 years.
Black Market Cogt: Not available; exclusive to Mindwerks.
Note: The current stock-pile a Mindwerks is roughly 300 units, but
with sufficient materias and incentive, the Mindwerks factory could
produce 60 a month.

Weapon Sysems

1. Head Lasers A pair of short-range lasers is mounted in the mouth/
chin section of the head. They can move side to Sde about 30
degress or fire dtraight forward.

Primary Purpose: Assauilt

Secondary Purpose: Defense
Mega-Damage: 2D6 M.D. per individual blast or 4D6 M.D. per smul-

taneous double blast (counts as one melee attack/action).

Rate of Fire: Six per melee round.

Maximum Effective Range: 1200 feet (366 m)

Payload: Effectively unlimited.

2. Top Mounted Mini-Missile Launcher: The lager canister or hump
on the back of robot is a mini-missile launcher.

Primary Purpose: Anti-Aircraft

Secondary Purpose: Defense

MissleType: Any mini-missilecanbeused; fragmentation(5D6M.D.),
armor piercing (1D4x 10M.D.), plasma(1D6 x 10), smoke or stun/riot
control.

Mega-Damage: Varies with missile type.

Range: Usudly about a mile.

Rate of Fire One a atime or in volleys of 2, 4, or 6.

Payload: 48

3. Energy Rifles or Light Rail Guns and other hand-held weapons
can be subdgtituted in an emergency or used as a back-up weapon.

Hand to Hand Combat: Rather than use aweapon, the bot can engage
in mega-damage hand to hand combat.

Norma Punch — 1D6+1 M.D.

Power Punch — 2D6+2 M.D.

Body Block/Ram — 1D4 M.D. at low speed, add 1D6 for every
100 mph (160 km).

Combat Bonuses Six attacks per melee round; +1 oninitiative, +5
to drike and parry, +7 to dodge, +2 to roll with impact, and +4
to pull punch. Of course as a robot, the M-1000 is impervious to
mind control, horror factor, and norma heat and cold.

Skills of Note: Prowl 80%, climb 60%, detect ambush 60%, detect
concealment 60%, and land navigation, navigation, basic and ad-
vanced math, basic mechanics, basic eectronics, radio: basic, intel-
ligence, identify plants/fruits, T.V./video, and photography, dl a
88%; plus W.P. blunt, W.P. sword, W.P. energy pistal, W.P.
energy rifle and W.P. energy heavy (al equa to a 5th level soldier).
In addition, the bot has a built-in language trandator (al major and
locd languages).

Sensr Sysem Note: The panther has full opticd systems, including
laser targeting, telescopic, passive night vision (light amplification),
thermo-imaging, infrared, ultraviolet, polarization and al the stan-
dard features.

M-1200 Lion Assault Robot

The M-1200 lion is a heavy defense and security robot bristling with
wegpons. The bot has an artificia intelligence, is obedient and is prog-
rammed to recognize key members of Mindwerks, dlies and enemies.
Although it is reasonably efficient, it cannot make subjective decisons
or act on hunches. Like the M-1000 and M-1400, the M-1200 is an
automated killing machine used for security, defense, assault and seek
and destroy missions.

M-1200 Lion
Part of the Mindwerks Defensive Line
German Name: der Lowe (pronounced low veh)
Modd Type M-1200
Class Robot Combat Drone — Unmanned
Crew: Nong, artificid intelligence
M.D.C. by Location:
Main Jets (3; large) — 140 each
Large Arms (2) — 120 each
Smal Arms (2) — 60 each
Wespon Arms (2) — 80 each
Rail Gun (1; Sde) — 80
Mini-Missile Launchers (2, top back) — 70 each
Exhaust Tubes (2) — 50 each
Headlights (2; small, above the large eyes) — 2 each
Plasma Rifle (1 or 2) — 70
* Sensor Eye (1; center of head) — 15
* Sensor Clusters (2; eyes) — 35 each
* Head — 120
** Main Body — 350
* Dedtroying the head or sensor eyes of the bot will diminate all
forms of optica recording and transmission as well asimpair sensory
systems. The robot will respond more dowly: reduce attacks per
melee round and combat bonuses by half.

If the sensor eye or head and two sensor clusters (eyes) are de-
stroyed, therobot is blind and will thrash about and dtrike at anything
it touches (unless shut down by a pecid code known to the Angel



of Death and her top henchmen). In this condition, the robot has
only four attacks per melee and is — 10 to strike, parry and dodge
and has no combat bonuses.

Note The head and sensor clusters are smal and difficult targets
tohit. Consequently, they can only be struck when acharacter makes
acalled shot and even then, the attacker is — 3 to gtrike.

**Depleting the M.D.C. of the main body will destroy the robot
completely.

Note: Destroying one of the hover jets will reduce the bot’s Speed
by one third. Destroying two will reduce the spead by 66%. destroy-
ing al three immobilizes it — can crawl, using its arms, at a goeed
of six.

Spead: The powerful hover jet propulsion system enables the M-1200
to hover stationary up to 800 feet (244 m) high or fly a a maximum
pead of 220 mph (352 km)! Cruising gpead is considered to be 50 mph
(80 km).

It can dso travel on top of water, like a hydrofoil, a a maximum
speed of 45 mph (72 km) or travel underwater at a maximum speed of
30 mph (48 km); maximum depth 800 feet (244 m).

Satigical Data

Height: 11 feet (3.4 m)

Width: 7 feet(2.1 m)

Length: 6 feet (1.8 m)

Weight: 2 tons

Physcd Strength: The two large arms have a P.S. 40, the smél ones
have a P.S. 30.

Cargo: None

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

Black Market Cogt: Not available; exclusive to Mindwerks.

Note: Current stockpile at Mindwerks is roughly 200 units, but with
sufficient materias and incentive, the Mindwerks factory could produce
30 amonth.

Weapon Sygems

1 Lasr Weapon Arm (1): The lower center arm is along-range laser.
The arm is a tentacle-like appendage that can point in al directions
and can parry and strike an opponent as well as shoot him.

Primary Purpose: Assault
Secondary Purpose: Defense

Mega-Damage: 3D6 M.D. per blast
Rate of Fire Nine! Equd to the number of combined hand to hand

attacks of the bot.

Maximum Effective Range: 4000 feet (1200 m)

Payload: Effectively unlimited.

2. M-44 Dua lon Cannon Arm (1): The largest weagpon arm has a
dud ion weapon. The largest barrel is along-range ion cannon. The
smdl barre fires a short-range ion beam. The arm can rotate 360
degrees and can point up and down and Side to side 180 degrees.

Primary Purpose: Assault

Pur Defense

Mega-Damage: The short-range ion beam inflicts 5D6 M.D. per single

blast. Long-range ion beam does 1D4 x 10 M.D. (much of the energy

of the blast is expended to go the long distance).

Rate of Fire Equa to the bot's hand to hand attacks (9).

Effective Range: Short-range gun: 1000 feet (305 m); long-range can-

non: 3000 feet (914 m).

Payload: Effectively unlimited.

3. Large Arms (2): These two large arms and hands have a P.S. 40
and are heavily armored. These human-like appendages can use any
type of hand-held weapon, including rail guns. Furthermore, each
arm has a conceded compartment that can hold five hand grenades
in each or two fusion blocks, two vibro-knives, or other odds and
ends. The first fingers of each hand has amini-laser for cutting and
welding.

Damage Laser finger: 1D6x 10 to 2D6x 10 SD.C. or 1D6 M.D.

Rate of Fire Equa to the bot's hand to hand attacks (9).

Effective Range: 100 feet (30.5 m)

Payload: Effectively unlimited.

4. Small Extendable Anns (2): The smal arms are connected to a
hydraulic system that gives the arms a maximum reach of 15 feet
(4.6 m). Many atroublemaker about to leap over a high fence or
from a rooftop has been snared by these arms. The extendable
hands/arms dso enables the predatory bot to reach into narrow places
like storm drains, ventilator shafts, tunnels, holes, into crates and
other narrow cavities. Both arms are connected to a housing that
can rotate 360 degrees. P.S. 30; can use most weapons, including
light rail guns.

5. ML-Rail Gun (1): Built-into a Sde turret is a gatling gun dyle rail
gun. The gun can shoot up and down and Sde to Sde in a90 degree
arc of fire. It can fire one bullet, a 15 round short burst, or a
maximum damage burst of 30 rounds. Few rail guns are as versdtile.
If two rail gunsare used, onein each hand, only one can be connected
to an ammo drum.




Primary Purpose: Anti-armor
Secondary Purpose:

© Defense

Mega-Damage: A full damage burst fires 30 rounds and inflicts 1D4x 10
M.D. A short burst of 15 rounds does 4D6 M.D. and a single round
does 1D4 M.D.

Rate of Fire Equal to the bot’s hand to hand attacks (9 bursts).
Maximum Effective Range: 6000 feet (1828 m)

Payload: 3000 round drum and is cgpable of firing 100 full damage
bursts (30 rounds) or 200 short bursts (15 rounds)! Reloading a drum
will take about three minutes for those not trained, but a mere one
minute by somebody trained in the use of power armor. A grength of
28 or higher is required to handle the drum.

6. Top Mounted Mini-Missle Launchers The long canisters on the
lion's back are mini-missile launchers. )

Primary Purpose: Anti-Aircraft and Anti-Missile

Secondary Purpose: Anti-Armor

Missile Type: Any mini-missilecan beused; fragmentation (SD6M.D.),

armor piercing (1D4 x 10 M.D.), plasma (1D6 x 10 M.D.), smoke or

stun/riot control.

Mega-Damage: Varies with missile type.

Range: Usudlly about a mile.

Rate of Fire One a atime or in volleys of 2 or 4.

Payload: 20 totdl
7. Energy Riflesor Hand-held Rail Guns and other hand-held weapons

can be used by any of the hands/arms. Standard issue is one or two
M-40 ion rifle tubes (see wegpon decription a the end of this
section) and a second hand-held weapon.

Hand to Hand Combat: Rather than use a weapon, thebot can engage
in mega-damage hand to hand combat.

Norma Punch — 1D6+1 M.D.

Power Punch — 2D6+2 M.D.

Body Block/Ram — 1D4 M.D. at low speed, add 1D6 for every
100 mph (160 km).

Combat Bonuses 9 attacks per meleeround! + 1 oninitiative, +6to
dtrike, +10 to parry, +6 to dodge, +2 to roll with impact, and
+4 to pull punch. Of course as arobot, the M-1200 is impervious
to mind control, horror factor, and normal heat and cold.

Skills of Note: Prowl 40%, climb 75%, swim 75%, detect ambush
60%, detect concealment 60%, and land navigation, navigation,
basic and advanced math, radio: basic, radio: scrambler, computer
operation, intelligence, track (humanoids), track animals, dl at 88%;
plus W.P. blunt, W.P. knife, W.P. sword, W.P. automatic pigtal,
W.P. sub-machinegun, W.P. automatic rifle, W.P. energy pigtal,
W.P. energy rifle and W.P. energy heavy (dl equd to an 8th leve
soldier). In addition, the bot has a built-in language trandator (dl
major and locd languages).

Sensor System Note: Full opticd systems, including laser targeting,
telescopic, passve night vision (light amplification), thermo-imag-
ing, infrared, ultraviolet, polarization, motion detectors, and dl the
standard features.

M-1400 Tiger

The M-1400 tiger is designed as a hunter/killer assault bot with a
wide variety of deadly wegpon systems. The bot is suitable for activity
in dl environments, from forests to city dtreets. Consequently, it is a
roughly man-sized (7 feet, 6 inches tall/2.29 m) biped unit that can
easly be mistaken as a borg.

The M-1400 is utilized by Mindwerks as an instrument of vengeance,
sending it againgt known enemies, deserters and adventurers who get
too close to Mindwerks or its secrets. Each of the body-chop-shops
secretly operated by Mindwerks has a half dozen tiger bots who serve
as both protectors and enforcers for the organization.
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M-1400 Tiger
Part of the Mindwerks Defensive Line
German Name: der Tiger (pronounced tig air)
Modd Type M-1400
Class Robot Combat Drone — Unmanned
Crew: Nong; artificia intelligence
M.D.C. by Location:
*Claw Hands (2) — 30 each
*Arms (2) — 90 each
*Elbow Blades (2) — 15 each
Legs (2) — 120 each
Mini-Missile Launcher (4, top back) — 70 each
*Infrared Searchlights (2; eyes) — 3 each
* Sensor Head — 100
** Man Body — 250
* Degtroying the sensor head will blind the bot; —10 to strike,
parry and dodge and eliminate al combat bonuses. The robot will
thrash about and strike at anything it touches (unless shut down by
agpecia code known to the Angel of Degth andher top henchmen).
Note Everything marked by a Sngle asterisk indicates a smdll
and difficult targets to hit. Consequently, they can only be struck
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 destroy the robot
completely.
Spead: 150 mph (241 km) running. The powerful legs dso enable the
monstrous robot to leap 30 feet (9 m) high or lengthwise; double when
it has arunning gtart at speads in excess of 40 mph (64 km) and triple
when running at gpeads of 100 mph (160 km) or greater. The bot can



aso travel underwater by walking on the river bed: maximum speed is
30 mph (48 km) maximum depth is 500 feet (153 m) or swim through
water a a speed of 40 mph (64 km).

Statigtical Data

Height: 7 feet, 6 inches (2.29 m) from head to toe.

Width: 4 feet (1.2 m)

Length: 4 feet (1.2 m)

Weight: One ton fully loaded

Physica Strength: Equal to aP.S. 40

Cargo: None

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

Black Market Cost: Not available; exclusive to Mindwerks.

Note: The current stockpile at Mindwerks is roughly 200 units, but
with sufficient materids and incentive, the Mindwerks factory could
produce 40 a month.

Weapon Sysems

1. Head Lasars A pair of short-range lasers is mounted in the mouth/
chin section of the head. They can move dde to Sde and up and
down with about 30 degrees or fire straight forward. In the center
above the two lasers is an ion blaster with the same range of move-
ment.

Primary Purpose: Assauilt

Secondary Purpose: Defense
Mega-Damage: 2D6 M.D. per individual blast or 4D6 M.D. per smul-

taneous double blast (counts as one melee attack/action). Theion blaster

does 3D6 M.D. per blast or can be combined with the lasers to inflict

1D4x 10+2 MD.

Rate of Fire Equa to the number of combined hand to hand attacks

of the bot.

Maximum Effective Range: Lasers 1600 feet (488 m); ion blaster 1200

(366 m)

Payload: Effectively unlimited.

2. Top Mounted Mini-Missile Launchers The lager canisters on the
back of robot are mini-missile launchers.

Primary Purpose: Anti-Aircraft

Secondary Purpose; Defense

Missle Type: Any mini-missilecan be used; fragmentation (5SD6M.D.),

armor piercing (1D4x 10 M.D.), plasma (1D6 x 10), smoke or stun.

Mega-Damage: Varies with missile type.

Range: Usually about a mile.

Rate of Fire One a atime or in volleys of 2 or 4.

Payload: Totd of 20, five mini-missiles in each tube.

3. Energy Rifles or Light Rail Guns and other hand-held wespons
can be subdtituted in an emergency or used as a back-up weapon.
The blade fingers make the use of a hand-held wegpon awkward so
the robot does not get the usual W.P. bonus for an amed shot.

4. Extendable Hydraulic Claw Hands/Arms: The hands are connected
to a hydraulic system similar to those once used by remote control
robots and medical bots. The dawed hands can extend the robot's
reach by three feet (0.9 m; for atotd reach of 8 feet/2.4 m). Many
a troublemaker about to leap over a high fence or from a rooftop
has been grabbed by his leg or shirt collar or impaed on the bot’s
finger blades. The extendable hands/arms dso enablesthe predatory
bot to reach into narrow places like storm drains, ventilator shafts,
tunnels, cavities, holes, into crates and other narrow cavities.

The three fingers and thumb are dl long, mega-damage blades.
They are excdlent in hand to hand combat but not as good for
holding and carrying items. The M-1400 tiger can hold and fire
rifle-like wegpons and operate basic equipment but such operations
are a bit more difficult for the bot, so it does not get the usua
bonuses to drike from the W.P. skill. Likewise, it can operate most
hover vehicles, open doors, etc., but not quite as quickly or easlly
as ahuman or robot with fully articulated fingers. Inmany instances,
the tiger will smash or hack through S.D.C. or light M.D.C. doors
and walls.
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Hand to Hand Combat: Rather than use aweapon, the bot can engage

in mega-damage hand to hand combat.

Normal Punch/Slap — 1D6 M.D.

Claw Strike/Slash/Stab — 3D6 M.D.

Power Claw Strike — 6D6M. D., (countsastwo meleeattacks)

Elbow Blade Strike — 2D6 M.D.

Kick — 1D6 M.D.

Legp Kick — 3D6 M.D. (counts as two melee atacks)

Body Block/Ram — 1D4 M.D. at low speed, add 1D6 for every
100 mph (160 km).

Combat Bonusss Seven attacks per melee round; +2 on initiative,
+6 to drike, +8 parry, +5 to dodge, + 2 to roll with impact,
and +2 to pull punch. Of course as arobot, the M-1400isimpervious
to mind control, horror factor, and normal heat and cold.

ills of Note Prowl 60%, climb 60%, swim 90%, detect ambush
60%, detect concedment 60%, and land navigation, navigation,
basic and advanced math, radio: basic, radio: scrambler, pick locks
(with finger blades), intelligence, track (humanoids), track animals
identify plantg/fruits, pilot hover vehicle, pilot motorcycle, and pilot
jet pack, dl a 88%; plus W.P. knife, W.P. sword, W.P. automatic
rifle, W.P. energy pistol, W.P. energy rifle and W.P. energy heavy
(al equa to a 5th level soldier). In addition the bot has a built-in
language trandator (al major and locd languages).

Senar Sysem Note: Full opticd systems, including laser targeting,
telescopic, passve night vision (light amplification), thermo-imag-
ing, infrared, ultraviolet, polarization and dl the standard features.

M-1600 Bear

The bear is the only, truly giant robot in the Mindwerks arsend. It
is a robot vehicle operated by a single pilot. The M-1600 Bear is
extremely easy to operate and is much faster and more agile than its
bulk would suggest (adways an advantage on the field of battle). The
war machine widlds an array of weapons, making it suitable for dose
combat in confined conditions, like those of Mindwerks’ underground
complex and urban settings, aswell asthe wide open wilderness. Many
of the close combat/urban features are meant to disperse crowds/attac-
kers, making the enemy easier to handle by the other, smdler drones
and/or brodkil forces. This waking tank is intended to combat a wide
range of foes with an equaly wide range of results, from suppressing
and dispersing tactics to infantry support and front-line assault. For
example, tear gas and smoke missiles can be subgtituted for explosive
missiles. It can dso be used to capture intruders, criminals, and subjects
for experimentation, as well as fight rogue gargoyles, giants and giant
combat Triax robots. In a pinch, the giant bot can aso be used in
building and hauling.

German Name der Baer (pronounced bear)
Modd Type M-1600
Class One-man Strategic Infantry Assault Robot
Crew: One (pilot), plus one human-sized passenger can be squeezed
in, but it's atight, uncomfortable fit.
M.D.C. by Location:
Shoulders (2) — 150 each
Rear Cooling Tubes (4, small) — 80 each
Hands (2) — 100 each
Lower Arms — (2) — 180 each
Legs (2) — 240 eech
Fedt (2) — 160 each
* Smoked Digpensers (2; lower leg) — 50 each
* Laser Knuckle Blagters (3; right hand) — 40 each
* Grenade Launchers (2) — 100 each
Mini-Missle Launchers (4; back) — 130each
Multi-Weapon Arm (L; left forearm) — 180
* Retractable Vibro-Sword (1; right forearm) — 80
* Tri-Barrel Heed Gun (1) — 50



* Searchlight (1, center of the head) — 5
* Armored Sensor Head — 180
** Main Body — 580

* [tems marked with asingle asterisk are amal and difficult targets
to hit and requires the attacker to make a caled strike, and even
then the character is — 3 to dtrike.

Destroying the head of the robot will eliminate dl forms of optica
enhancement and sensory systems. The pilot is forced to rely on his
own human vison and senses. Furthermore, &l bot combat bonuses
to strike, parry, and dodge are lost!

**Depleting the M.D.C. of the main body will shut the armor
down completely, making it useless.

Sped

Running: 60 mph (96 km) maximum. Thebot can dsotravel underwater
by walking on the riverbed: maximum spead is 20 mph (32 km),
maximum depth is 1000 feet (305 m).

Legping: The robot can legp up to 25 feet (7.6 m) high or 50 feet
lengthwise (15 m) from a running start.

Flying: None
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Statidical Data

Height: 25 feet (7.6 m) from head to toe.

Width: 13 feet (4.0 m)

Length: 10 feet (3 m), including the missile launch tubes.
Weight: 21 tons

Physicdl Strength: Equa to a P.S. 50
Cargo: None

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

Black Market Cogt: None! Exclusive to Mindwerks.

Note: Current stockpile at Mindwerks is roughly 56 units, but with
sufficient materials and incentive, the Mindwerks factory could produce
20 a month. 24 have been traded away to the Brodkil Empire (piloted
by human-sized D-bees) and two are concedled at each of the secret,
Mindwerks sponsored and controlled body-chop-shops.



Weapon Sysems

1. Canigter Grenade Launch Tubes (2): The two short and somewhat
wider tubes in the back of the robot are canister launch tubes. They
fire Smoke and/or stun/flash grenades (but fragmentation grenades
can be substituted).

Primary Purpose: Close range anti-personngl and riot control.

Grenade Type: Canister style grenades — usualy no mega-damage.

Stun/flash grenades are designed to disorient and confuse terrorists
or criminals who are holding hostages in confined places. The grenade
makes a loud exploding boom and emits a bright flash followed by a
shower of white-hot sparkiettes and some white smoke. The flash,
burning sparks and smoke should blind and startle any character without
environmental armor and shielded visor. Victims of the stun/flash gre-
nade are - 8 to gtrike, parry and dodge, — 1 on initiative and lose one
melee attack/action for the next 1D4 melee rounds (15 to 60 seconds).
Even those in armor should be momentarily distracted for 1D4 seconds
and lose initiative.

Tear gasgrenadesreesse agasthat will instantly affect dl characters
without gas masks or environmental body armor. The eyes burn, sting
and water profusely, causing great discomfort and makes seeing clearly
impossible. The gas aso makes breathing difficult and irritates exposed
skin. The effects last for 3D4 minutes. The 25 foot (7.6 m) cloud
dissipates in about five minutes unless blown away by wind in 1D4
minutes. Victims of tear gas are — 10 to drike, parry and dodge, —3
on initiative and lose one melee attack/action for each of the next
1D6+1 melee rounds. Those in environmental armor are completely
unaffected. Note: Tear ges is usually only half as effective against
brodkil, gargoyles, and some of the more powerful and dien D-bees.

Smoke grenades release a thick cloud of smoke that covers a 20
foot (6 m) radius. The smoke obscures vision in and through the cloud
from those on the outside of it. Infrared cannot penetrate a smoke cloud
or be used within one. Those inside the cloud will be blinded and have
trouble breathing. Those who are not protected by environmental suits
or gas masks and goggles will be —5 to strike, parry and dodge and
— 1 oniinitiative. Attackers firing into/through the cloud are shooting
wild. Note that passive nightscopes will work in a smoke cloud.

Fragmentation grenades can be substituted for infantry combat mis-
sions. Thesegrenadesinflict 2D6 M. D. with a20 foot (6 m) blast radius).
Mega-Damage: Varies with grenade type.

Range: 25 feet (7.6 m) minimum to 150 feet (46 m) maximum.

Rate of Fire One a atime or a volley of two or four.

Payload: A total of 64; 32 in each canigter. Typicaly, one canister
holds stun and/or tear gas grenades and the other, smoke and/or fragmen-
tation grenades, or 16 of each of the four types. Any combination of
grenades can be fired.

2. Top Mounted Mini-Missle Launchers The tdler two canister
tubes on the back of the robot are mini-missile launchers.

Primary Purpose: Anti-Aircraft

Secondary Purpose: Defense

Missile Type: Any mini-missilecan be used; fragmentation (SD6M.D.),

armor piercing (1D4 X 10 M.D.), plasma (1D6 x 10),Smoke or stun/riot

control.

Mega-Damage: Varies with missile type.

Range: Usually about a mile.

Rate of Fire One at atime or in volleys of 2 or 4

Payload: A total of 32; 16 in each launch tube.

3. Tri-Barrel Head Blaster (2): The triple-barreled lasers are mounted
in a amal turret located to the left Sde of the chin on the robot's
head. The turret can rotate 360 degree and the three barrels can
spread open like fingersto about 45 degrees. Thisenablesthewegpon
to fire a wide spray to try to hit three different targets or fire a
random spray at a mass of enemy troops or the three barrels can be
drawn close together to fire at one specific target.

Primary Purpose: Assault

Secondary Purpose: Defense
Mega-Damage: 2D6 M.D. per individua blast, 4D6 M.D. per simul-

taneous double blast or 6D6 M.D. per triple blast (smultaneous blasts

count as one melee attack/action).

Rate of Fire Equa to the number of combined hand to hand attacks

of the pilot (typicaly 6-8).

Maximum Effective Range: 2000 feet (610 m)

Payload: Effectively unlimited.

4. Multi-Weapon Arm (1): The left arm is a triple-barreled weapon
cannon. The small, recessed barrel on the middle is alaser, the top
barrel fires an ion beam and the lower one fires a particle beam.

Primary Purpose: Anti-Gargoyles/Giants

Secondary Purpose: Anti-Personnel

Mega-Damage: Lasar: 3D6 M.D., lon beam: 1D4 %10 M.D., Particle

beam 1D6x 10 M.D.; a dual ion beam and particle beam blast inflicts

2D4 x 10+ 20 M.D. Only two of the three weapons can be fired at the
same time.

Maximum Effective Range: All have a range of 3000 feet (914 m)

Cannon Rate of Fire: Equa to number of combined hand to hand attacks

(usudly 6-8).

Cannon Payload: Effectively unlimited.

5. Laser Knuckle Blagers (3): The three housings on the knuckles of
the right hand fire wide-beam laser blasts.

Primary Purpose: Assault

Secondary Purpose: Defense
Mega-Damage: 3D6 M.D. per individual blast, 6D6 M.D. per smul-

taneous double blast or 1D6 x 10 M.D. per triple blagt (Smultaneous
blasts count as one melee attack/action).

Rate of Fre Equa to the number of combined hand to hand attacks
of the pilot (typicaly 6-8).

Maximum Effective Range: 3000 feet (914 m)

Payload: Effectively unlimited.

6. Forearm Vibro-Sword (1): Located in the right forearm is a con-
cedled, extendable and retractable vibro-sword. The wesgpon is five
feet long (1.5 m).

Primary Purpose: Defense

Mega-Damage: 3D6 M.D.

7. Smoke-Digpenser (2): In the rear of each lower leg is a housing
that can release a dloud of smoke. The smoke is typically used to
cregte cover and to confuse the enemy.

Mega-Damage: None. Same effect as the smoke grenade described

under number 1.

Rate of Fire: Once per melee round.

Range: A samoke cloud appears around the robot.

Payload: 12 total smoke releases

8. A Giant-Sized Energy Rifle and Rail Gun or other hand-held
wegpon can be dso be carried and used (right hand only).

Hand to Hand Combat: Rather than use a weapon, the pilot can
engage in mega-damage hand to hand combat.

Bonuses & Damage from the M-1600 Bear Combat Training

Restrained Punch — 1D6 M.D.

Full Strength Punch — 2D6 M.D.

Power Punch — 4D6 M.D. (counts as two attacks)

Crush, Pry or Tear: 2D4 M.D.

Kick/Knee — 2D6 M.D.

Legp Kick — 5D6 M.D. (counts as two attacks)

Body Flip/Throw — 1D6 M.D.

Body Block/Ram — 2D6 M.D.

+1 on initiative +2 to dodge

+3 to drike + 2 to roll with impact

+3 to parry +2 to pull punch

+1 melee action/attack at levels 1, 3, 6, and 10. Note: The additional

attacks and combat bonuses are in addition to those of the pilot!

Sengrsof note: Full multi-optics, |ong and short-range radio broadcast-
ing and scanning capabilities as well as a distress homing beacon.




Mindwerks Weapons
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M-12 Plasma Pigol

A powerful, short-range energy pistol that fires plasma bolts. Like
most of Mindwerks’ weapons, the pistol is designed for use by large
humanoids 8 to 15 feet (2.4 to 4.6 m) tal. This means humans find
the weapon awkward to hold and fire (-2 to strike). It comes standard
with a telescopic sight and laser targeting (+1 to grike).

Weight: 15 Ibs (6.8 kg)

Mega-Damage: 4D6 M.D. per blast

Rate of Fire Equal to the number of combined hand to hand attacks
(usualy 3-7).

Effective Range: 500 feet (152 m)

Payload: 12 shot E-clip. The weapon adso has a sdf charging energy

supply that can fire one plasma bolt per hour without an E-clip.
Note: The Mindwerks E-clip is different than the Triax or CS style
clips which means clips produced by manufacturers other than
Mindwerks must be specidly modified to fit this weapon. Such modifi-
cations cogt about 3500 credits. This wegpon is depicted with the Angel
of Vengeance.
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M-30 Dual Energy Rifle

The M-30 dud energy rifle is a versatile and powerful weapon de-
sgned specificaly to be used by large creatures with superhuman
grength. Therifle comesin two Szes: medium and large. The medium-
Sze is heavy and big, making it awkward to use by most humans (-2
to gtrike), but is ided for use by cyborgs, ogres, brodkil and other
beings that stand about seven to 10 feet tdl (2.1 to 3 m) and who have
aP.S. of 20 orhigher. Ttisroughly equivalent to alargecyborg rail gun.

The large-9zed weapon is designed for giants roughly 14 to 20 feet
(4.2 to 6 m) tal athough dightly smaler or larger beings can use it,
provided they have aP.S. of 24 or gregter.

The upper barrel of the gun fires a particle beam. The lower barrel,
alonger range laser. A laser targeting beam can be fired from the upper
shidd and provides a bonus of +1 to strike.

Weight: Medium: 40 Ibs (18 kg); Large: 90 1bs (40.8 kg).
MegaDamage (regardless of gze): The particle beam inflicts
1D4 x 10+ 6 M.D.; the laser beam does 4D6 M.D. per blast.

Rate of Fre Equa to the number of combined hand to hand attacks
(usudly 3-7).

Effective Range: Medium-sized rifle: 1600 feet (488 m) for the particle
beam, or 2000 feet (610 m) for the laser.

Large rifle: 2000 feet (610 m) for the particle beam or 3000 feet
(924 m) for the laser.
Payload: Medium-sized rifle: 40 shot E-clip. Largerifle; 60 shot E-clip.
The weapon dso has a Hf charging energy supply that can fire four
laser beams or one particle beam per hour without an E-clip.
Note: The Mindwerks E-clip is different than the Triax or CS style
clips which means dlips produced by manufacturers other than
Mindwerks must be modified to fit this wespon.

M -25 Firebrand
Gtant Rifte

This rifle is a giant-gzed knock-off of the Codlition State's C-14
Fire Breather, assault laser and grenade launcher. Exactly how the CS
weapon found its way to Mindwerks is not known. Like its human-sized
counterpart, the wesapon has an over-and-under firing capability and is
known for its durability and reliability in action. The top barre is a
laser, the bottom is the grenade launch tube, fired like a pump action
shotgun. Thewegpon comes standard with a passive nightvision scope.
Weight: 45 Ibs (20 kg)

Mega-Damage: 4D6 M.D. per single laser blast. The grenades inflict
4D6 M.D. to a blast area of 14 feet (4.3 m).

Rate of Fire Equa to the number of hand to hand attacks.

Effective Range: Laseris 2000 feet (610 m); grenadeis 1000t (305 m).
Payload: Lasar: 20 shot E-clip.
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M-18 Ion Pulse Pigol

Another powerful, short-range energy pistol from Mindwerks. It too
is designed for use by large humanoids 8 to 15 feet (2.4 to 4.6 m) tall.
This means humans find the wegpon awkward to hold and fire (-2 to
strike).

Weight: 10 Ibs (4.5 kg)

Mega-Damage: 2D6 M.D. per sngle blast or 6D6 per multiple pulse
(three smultaneous shots).

Rate of Fire: Equa to number of combined hand to hand attacks (usually
37).

Effective Range: 500 feet (152 m)

Payload: 18 shot E-clip. The weapon dso has a sdf charging energy
supply that can fire one ion pulse per hour without an E-clip.

Note: The Mindwerks E-clip is different than the Triax or CS style
clips which means clips produced by manufacturers other than
Mindwerks must be specidly modified to fit this weapon. Such modifi-

cations cogt about 3500 credits. Thisweapon isdepicted with Marsalis.




M-40 lon Rifle Tube

This energy rifle is commonly used by the Mindwerks robot defen-
ders. It can adso be used by large humanoids 8 to 15 feet (2.4 to 4.6
m) tall, but humans find the wegpon awkward to hold and fire (-2 to
grike).

Weight: 30 Ibs (13.6 kg)

Mega-Damage: 5D6M.D. per singleblast or 1D6 x 10per smultaneous
double blagt (like a shotgun).

Rate of Fire Equa to the number of combined hand to hand attacks
(usudly 3-7).

Effective Range: 1600 feet (488 m)

Payload: 20 shot E-clip. The wegpon aso has a sdf charging energy
supply that can fire two ion blasts per hour without an E-clip. _
Note: The weapon can be connected to the bot via a hose-like conduit,
tapping into the bot’s power supply, giving it an effectively unlimited
payload. An E-clip may dso be used as an energy reserve in case the
hoseis severed. Thiswesgponisdepicted in theillustration of the M-1200
Lion robot.

M-120 Plasna Rifle

A powerful, short-range rifle that fires plasma bolts. Like mogt of
Mindwerks’ weapons, the rifle is designed for use by large humanoids
and robots 8 to 15 feet (2.4 to 4.6 m) tall. This means humans find
the weapon awkward to hold and fire (-2 to strike). It comes standard
with ateescopic sght and laser targeting (+ 1 to grike).

Weight: 35 Ibs (15.7 kg)

Mega-Damege: 506 M.D. per blast

Rate of Hre: Equal to number of combined hand to hand attacks (usually
37).

Effective Range: 1200 feet (365 m)

Payload: 12 shot E-clip. The weapon dso has a sdf charging energy
supply that can fire one plasma bolt per hour without an E-clip.
Note: The Mindwerks E-clip is different than the Triax or CS style
dips which means that clips produced by manufacturers other than
Mindwerks must be specialy modified to fit this weapon. Such modifi-
cations cogt about 3500 credits. Thisweapon isdepicted with the M-1000
panther robot.

Optional M.O.M. O.C.Css

Full Sandard Crazy
Full Converson Borg
Null Psyborg
Psi-Bloodhound
Psynetic Crazy
Ecto-Traveler

An Important Note: The Angel of Desth turns unwilling people
into cyborgs, crazies and other things for the following reasons:

1. As afavor or trade with the brodkil and gargoyles,

2. For her own sadigtic pleasure;

3. As ameans of torture and/or punishment;

4. To expand her knowledge of M.O.M. technology via continuous
experimentation.

5. She believes she is a"god" and that it is a god's duty to "create”
and ingtigate change. Many of her "credtions' are the product of this
twisted view of life and her dlusions of divinity.

Frequently, her “cregtions' are rdeased into the world (away from
the Mindwerks complex). Once the Angel of Degth or Vengeance is
done with a creation, they are discarded like yesterday's garbage. In
some ingtances she studies them, like Earth scientists of old who placed
identification tags on wild animals, turned them loose and observed the
animal in itsnatural habitat. She alway's enjoys encountering or watching
her "cregtions' in action, even if they try to oppose her orher forces.

The Angel of Death and the Mindwerks techs aways make atremend-
ous effort to prevent captives from knowing the location of Mindwerks
(less than 1% ever have any idea about its location). Only the most

loyal, submissive and controlled "cregtions' are dlowed to live at the
scret complex.

Full Standard
Crazy Conversion

This eaborate process turns the recipient into a superman! See the
Crazies O.C.C. in the Rifts RPG, page 56. This process can be used
on humans and most human-like D-bees. See the new O.C.C.s and
psynetic implants for artificially induced psionic powers.

Thephysically augmented crazy cannot receive any psynetic implants.
To try to combine the two (the Angel of Desath has tried to do so many
times) will cause the character's mind or nervous system to overload,
turning him or her into a vegetable or mindless, murderous animal with
no sense of salf-identity, skills or intelligence — it just lashes out and
kills everything it encounters. Suchwildmen usually die violently within
2D6 weeks. The process isirreversible. Crazies can get the brain prog-
ramming implant subject to the additiond pendties presented in its
description.

Mindwerks
Full Converson
Borg O.C.C.

A Mindwerks cyborg is dmost always (90%) afull converson borg!
The basic cregtion is similar to the Borg O.C.C. presented in the Rifts
RPG, (page 47). However, dong the way, the Angel of Degth adds a
few of her own unique touches in the way of brain implants. Angel’s
test subjects seldom have knowledge of cybernetics, have no desre to
become a cyborg and have little or no combat training.

Attribute Requirements None; athough an average or higher 1.Q.
and M.E. is recommended.
O.C.C. «ills
Languages: Two of choice (+20%)
Filoting: Two of choice (+ 10%)
W.P.: Two of choice
O.C.C. Rdated ills 10 of choice from available sKkill categories.
Sdlect two additiona kills at levels 4, 8, and 12.
Communications. Any (+5%)
Domegtic: Any (+10%)
Electricd: None
Espionage: None
Mechanica: None
Medicd: Firg Aid or paramedic only (+5%)
Military: None
Physical: Any
Rilot: Any (+10%)
Filot Related: Any (+5%)



Rogue: Any (+2%)
Science: Any
Technica: Any (+10%)
W.P.: Any
Wilderness: Any (+5%)

Secondary Skills: The character can sHect three a level one and two
a leves five and ten.

Standard Mindwerks Full Converson Cyborg:
Bionic arms and hands: P.S. 22+ 2D4, P.P. 18 +1D6, plus one
armwesapon or feature and 1D4hand weapons or features of choice.
Bionic legs: Speed: 77 +2D4 x 10; plus one conceded wesgpon rod
or secret compartment for each leg (player's choice).
Bionic body: Reinforced full body conversion with 180 + 2D4 X 10
M.D.C., plus 270 M.D.C. from light infantry body armor. The
armor may have spikes, studsand frightening designstoit. Likewise,
the cyborg's head is likely to be the standard “cyclops™ design
(intended to mock Triax andtheNGR), skeletd or demonic looking.
Other Standard Features. Bionic lung, gas filter, oxygen dorage
cell, built-in language trandator, ultra-ear, sound filtration system,
and multi-optic eye. Plusthe player can select three other cybernetic
or bionic features of choice. All additiona features can be sdected
from cybernetic and bionic systems presented in any of the Rifts
books (see the Rifts RPG and Triax & The NGR).
Future Bionics Improvements: Other bionic items can be ingtalled
as areward for ajob well done or purchased; availability of bionics
will vary.

M.O.M. implants

1. Brain Programming; Sdect five skills from any categories. Each
is a 88% proficiency regardiess of the character's intelligence, experi-
ence or norma O.C.C. limitations. Some standard Mindwerks skill
programs are &s follows (pick one):

Combat: Hand to hand: martial arts, boxing or wrestling, W.P. blunt
or sword, W.P. energy pistol or sniper, and W.P. energy rifle (al are
equd to 7th level experience).

Daa Basic math, advanced math, navigation, computer operation,
and read sensory equipment.

Espionage: Intelligence, tracking, wilderness survival, land naviga:
tion, and stregtwise,

Explosives: Demalitions, demolitions disposal (may include safec-
racking; e Rifts Mercenaries), basc dectronics, and basic
mechanics.

Electricd: Electrical engineer, robot eectronics, computer operation,
computer repair, and radio; basic.

Generd: Land navigation, computer operation, radio: basic, pilot
hover vehicle and literacy: Euro.

Language: Speeks four languages of choice and is literate in one.

Mechanical: Mechanica engineer, automotive mechanics, weapons
engineer, locksmith, and basic electronics.

PFilot: Five vehicles of choice.

Supernatural: Demon & monster lore, faerie lore, magic lore, as-
tronomy, and Streetwise.

Surveillance: Surveillance systems, T.V./video, radio: basic, radio:
scrambler, and photography.

Note: Roll on the table under Brain Programming to determine the
pendty from this implant.

2. Other soondary implants: All cyborgs who serve Mindwerks
have the controller chip (preventing the character from raising a hand
againg the Angel of Death or the Mindwerks facility), the tracking
device, identifier implant and explosive brain chip.

70% of the people captured, transformed and released have the iden-
tifier and tracking device; 50% have the explosive chipand/or controller

implant. See the full descriptions in the M.O.M. implant section. In
response to her growing parancia and megalomania, she has secretly
ingalled tracking and explosive chips in about 60% of the brodkil and
gargoyles augmented by Mindwerks. 45% have the controller chip,
preventing them from raisng a hand againgt her or the Mindwerks
facility.

Sandard Isue Equipment: Captives or volunteers turned into
Mindwerks borgs and released start with the bare essentiasincluding
autility belt, cape, cloak or robe, knife, Mindwerks or Triax energy
wesapon of choice (no rail guns) and an energy pistol, vibro-blade
or Kittani plasma weapon as a sidearm. Other wegpons and equip-
ment must be acquired with time.

Characters who are minions of Mindwerks or the Brodkil Empire
can Hect any two Mindwerks, Triax, or Kittani weaponsthey desire,
including rail guns, get 1D4 hand grenades, and a vibro-blade or
other type of sword, battle axe or staff. They dso get access to
basic resources of their employer/master.

Money: Captives or volunteers turned into Mindwerks borgs and re-
leased dtart with none.

Those who remain under the employment of the Angel of Death
or the Brodkil Empire are usualy provided food, basic essentids,
mechanical repairs, a means of transportation, a modest monthly
sdary of 1000 credits and a small percentage of booty (may be
adlowed to keep items scavenged or taken from opponents unless it
is extremely valuable).

Note Psynetic implants won't work in a full conversion borg. Most
brodkil prefer limited or partial bionic augmentation and seldom become
full converson borgs.

The Angel of Death turns unwilling people into borgs, crazies and
other things out of sadigtic pleasure or because she believes it is her
duty as a god to "create," change and improve life. When she's done
with the characters, they are released back into the world. She and the
Mindwerks techs dways make a tremendous effort to prevent captives
from learning the location of the Mindwerks complex (less than 1%
ever have any inkling of its location). Only the mogt loyal, submissive
and controlled "cregtions' are alowed to live at the secret complex.



Null Psyborg O.C.C.

The null psyborg is a partia reconstruction cyborg enhanced by the
Angel of Death’s M.O.M. technology. The main emphasis of the null
psyborg’s powers is an incredible resstance to psonic attacks and mind
control. Thisis made possiblethrough theinstallation of amore powerful
variation on the psionic defense system implant and other brain implants
linked to the overal null psyborg cregtion process. This "null system”
makes the augmented warrior impervious to many forms of psonic
detection and resistant to psionic atack. The null psyborg is the idedl
Sy or assassin when up againgt psionic characters.

Special O.C.C. Bonuses & Powers

The entire Mind-Over-Matter conversion process involving this type
of enhancement goes beyond the capabilities of the implants described
previously, providing additional bonuses and powers.

1. Physcal bonuses +1D4x10 SD.C., PPE. 10+1D4x 10,
+1 on initiative, +1 to save vs disease and poison, and one extra
attack per melee round (not including any TK extensions).

2. Enhanced psionic defense sysem & psionic bonuses The null
psyborg’s aura, dignment and presence cannot be seen or sensed! This
brain implant is smilar to the more common defense system, but is
even more powerful. The character is impervious to see aura, sense
evil, sense magic, detect psionics, psychic diagnosis, telepathy, em-
pathy, and hypnosis. Heisaso + 6 to save vs possession, mind contral,
mind meld, horror factor, and empathic transmission, +4 to save vs
al other types of psionic attacks and +4 to save vs magic illusions.
All saves against psionics are &s if the character was a master psionic
to begin with.

3. Psonic digruption: Whenever the null psyborg touches a living
being, psychic, human or supernatural being, and uses this power, the
character is drained of 1D4x 10 1.S.P. or 3D6 P.P.E. points. Or the
disruptive touch can be made to affect a psionic ability while it is in
use by touching the psychic using the power. The null psyborg's touch
reduces the power by haf (haf range, area affect, damage/effects, and
duration). By touching the victim of the psionic attack, the victim gets
anew saving throw with abonus of +4 to save. A successful save has
instant results.

To use the disruption power, the null psyborg needs only to touch
his target and concentrate on disrupting psionic energy. Each use/touch
counts as one melee round action/attack. Note that this ability does not
use up the psyborg's P.P.E. nor requirel.S.P.; it can be used at will
in place of a norma melee action/attack, like a punch or kick.

4. PSonic energy null field: Similar to anega-psychic (See Beyond
the Supernatural), the character can draw on his P.P.E. to create an
anti-psionic and anti-magic energy field. The field lasts one minute per
each P.P.E. point expended and can last as long as the character desires
to resst psonics and magic. When the field is up, he is impervious to
magic curses, illnesses, and illusions, as well as psionic bio-manipula-
tion, empathic transmission, mind bond, and mind wipe. Furthermore,
al friends and dlies within a 10 foot radius of the character are +1
to save vs magic, illusions, and mind control.

The character can dso use the null field to dispel or drain I.S.P. or
P.P.E. contained in magic crystas, tadismans, and smilar items that
store mystic or psychic energy, including techno-wizard devices. This
power cannot be used to drain energy from rune weapons, magic
weapons, other magic items, magic potions, scrolls, ley lines, symbiotes
or living beings. For every one point of P.P.E. temporarily expended
by the null psyborg, 101.S.P. or 5 P.P.E. pointsare dispelled/negated.
Range: Touch or within a 10 foot (3 m) proximity.

Note: The null psyborg cannot use any form of telepathy or empathy

(completely blocked) and any psionic powers the character may have
had before are lost.
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The Null Psyborg

Attribute Requirements None; athough an average or higher 1.Q.
and M.E. is recommended.
0.C.C. «ills

Radio Basic (+10%)

Land Navigation (+ 10%)

Languages. Three of choice (+20%)

PFiloting: Three of choice (+ 10%)

W.P. Four of choice

Hand to hand:: Expert

Hand to hand: expert can be changed to martial arts (or assassin
if evil) for the codt of one other skill.

O.C.C. Rdated ills: Sdect eight other sKkills, plus two additiond
sills at levels 3, 7, and 11. All new kills dtart &t level one profi-
ciency.

Communications: Any (+5%)
Domedtic: Any (+10%)
Electricd: Badc only
Espionage: Any (+5%)
Mechanica: Basic only
Medica: First Aid only (+5%)
Military: Any

Physical: Any except acrobatics and wrestling
Rilot: Any (+10%)

Pilot Related: Any (+5%)
Rogue: Any

Science: Any

Technica: Any (+ 10%)

W.P.: Any

Wilderness: Any

Secondary Kills: The character can sdect three et level one and two
a levels five and ten.

Standard Bienic Conversion:

Bionic hand and arm (one or both limbs): P.S. 18+ 1D6, P.P.
18 +1D6, plus three weapons/features for each bionic limb.
Bionic legs Spead: 44+ 1D4 x 10; plus one concedled wegpon rod
or secret compartment for each leg (player’s choice).

Bionic body: Reinforced spine and joints with 100+ 1D4x 10
M.D.C., plus light bionic epionage armor (135 M.D.C.) or other
type of body armor.

Other Standard Features: Toxic filter, oxygen storage cdl, built-in
language trandator, multi-optic eye, radiation detector, clock caen-
dar and gyro-compass.

Future Cybernetic Improvements: Other bionic items can beinstaled
as areward for ajob well done or purchased; availability of bionics
will vary.

M.O.M. implants

Nano-amplifiers can be used by the null psyborg but the ranges of dl

powers are reduced by half because of interference from the bionics

(see the full description in the M.O.M. implant section).

Optiond Brain Programming: Sdect five skills from any categories.

Each is at 88% proficiency regardless of the character's intelligence,

experience or norma O.C.C. limitations. See the Mindwerks’ full con-

verson borg for a complete list of standard programs ready for quick
ingalation. In the case of the null psyborg, the combat, espionage,
piloting and surveillance programs are the most commonly used. Note:

Roll on the table under Brain Programming to determine the penaty

from this Implant.

Other secondary implants: 80% of the null psyborgs who serve

Mindwerks have the controller chip, identifier implant and explosive

brain chip.

70% of the people captured, transformed and releesed have the iden-
tifier and tracking device; 50% have the explosive chip and/orcontroller
implant. See the full descriptions in the M.O.M. implant section. In
response to her growing paranoia and megalomania, she has secretly
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ingaled tracking and explosive chips in about 60% of the brodkil and

gargoyles augmented by Mindwerks. 45% have the controller chip,
preventing them from raising a hand againgt her or the Mindwerks

facility.
Sandard Issue Equipment: Captives or volunteers turned into
Mindwerks borgs and released start with the bare essentidss, incdud-

ing a utility belt, cape, cloak or robe, knife, Mindwerks or Triax
energy wespon of choice (no rail guns) and an energy pistol, vibro-

blade or Kittani plasma weapon as a sidearm. Other weapons and
equipment must be acquired with time.

Characters who are minions of Mindwerks or the Brodkil Empire

have a suit of light bionic espionage body armor (135 M.D.C.)
and/or personalized mega-damage body armor (any kind, including

clothing, black and/or camouflage fatigues, a gas mask and air filter,
tinted goggles, and an NG-S2 basic survival pack. The character
aso owns a vehicle such as ahover cycle, motorcycle or land rover,
one energy handgun and rifle, three additiona weapons of choice,
1D6 grenades, robot medica kit, IRMSS, infrared distancing binocu-
lars, language trandator, passive night-sight scope for rifle, 2D4
sts of handcuffs or manacles, 50 feet of strong cord/rope, Utility
belt, backpack, knapsack, and 1D4 sacks.

Sediad Equipment: Pick one (must have gppropriate skill; may be

golen from Mindwerks or brodkil)

1. Trangportation and Cash: Jet pack or shark bullet bike and
3D6 x 1000 extra credits.




2. Power Armor Suit: T-C20 Terrain Hopper, Predator, Triax
T-31 Super Trooper, Northern Gun or Kittani types.

3. Magic Armor: One techno-wizard or other magic armor and
magic wegpon (keep the items reasonable) or magic weapon.

4. id Vehicle A souped-up (has weapon system and goes
20% faster than normal) motorcycle, hover cycle, hover vehicle,
land rover, jeep or smal truck with double the usual M.D.C., an
energy weapon mounted on it, radar and long-range radio. Or a
robot horse may be selected.

Money: Captives or volunteers turned into Mindwerks borgs and re-
leased start with none.

Those who remain under the employment of the Angel of Death
or the Brodkil Empire are usually provided food, basc essentids,
mechanica repairs, a means of transportation, a modest monthly
sday of 1000 credits and a small percentage of booty (may be
dlowed to keep items scavenged or taken from opponents unless it
is extremely valuable).

Note Mog brodkil prefer limited or partia bionic augmentation and
many sdect becoming a null psyborg.

The Angel of Degth turns unwilling people into borgs, crazies and
other things out of sadigtic pleasure or because she believes it is her
duty as a god to "cregte," change and improve life. When she's done
with the characters, they are released back into the world. She and the
Mindwerks techs always make a tremendous effort to prevent captives
from learning the location of the Mindwerks complex (less than 1%
ever have any inkling of its location). Only the mogt loyal, submissive
and controlled "creations' are dlowed to live at the secret complex.

Ecto-Traveler O.C.C.

The ecto-traveler is cregted by implanting a cluster of brain implants
that is physically debilitating but psychicaly liberating. The recipient
of the implants becomes completely pardyzed and must be sustained
by life support systems. The character can gpeak and open and dose
his eyes, but dl other motor functions are lost! Without a medicd life
support system, the lungs and/or heart will eventually (within 2D6
weeks without support) ceese to function.

Uncooperative or despondent characters may require drugsor psionic
stimulation/communication to be motivated, especidly a first. For some
unwilling victims, the threat of being unplugged from life support (and
the promise of eventua restoration) is enough to garner the person's
cooperation. However, after awhile, many subjected to the ecto-traveler
conversion grow to love their new-found power. Many adso become
delusona and dangeroudy maniaca. Note: Only the Angdl of Degth
and a handful of her cyber-docs know how to create an ecto-travder.
She has 13 at her disposd and an estimated dozen or S0 exist outside
of Mindwerks (five areknownto existin Poland and two in Germany).

Ecto-Travder Powers

The powers indtilled by this terrible M.O.M. implant process are
unigque and incredible.

1. Adral Projection: The same as the psionic power described in
the Rifts RPG, page 119, except to this character, the astrd plane
seams less confusing and frightening (+20% to find his way back to
his physicd body). In many ways, the ecto-traveler usesthe estral plane
as a super-highway in which he or she can travel a thousand miles a
seoond with a mere thought. This is done to travel from one point in
the physical plane to another in a matter of seconds.

2. Creating a Physical Body to Inhabit: Normally the astral traveler
cannot interact with the materiad plane. Instead, he is like a ghost who
watches events unfold before him. This is not the case with the ecto-
traveler! Theimplants give the character the unprecedented (for humans
and mogt crestures) ability to manifest a physical body out of thin air.
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The agtrd form of the person can use this body to reenterand function
inthe materid plane! Thisisdoneby creating an ectoplasm like material
drawn from living things in the ares, including humanoids, plants and
animas (with no ill effect or loss of 1.S.P. to those creatures).

The ecto-body looks frightening and ugly, like a pink or grey, pro-
toplasmic blob in a humanoid shape (or a giant, lumpy Pillsbury Dough
Boy). The basic shape of the body is always the same as the traveler’s
paralyzed body; i.e. a human will cregte a roughly human body with
a head, two legs, two arms, hands and feet.

The agtrd traveler can leave the agtral plane and rejoin the physical
waorld by entering the ectoplasmic body! At that point, the character's
control is so complete that he can create tentacles, extraarms, horn-like
protrusions, wings (but can't fly) or other appendages; limited to eight
total, in addition to a pair of legs.

3. The ectoplaam body:
Size: 5to 10 feet (1.5 to 3 m) tal or long; usually humanoid.

M.D.C.: 15 poaints plus 5 per each leved of experience; dso see
limited regeneration under specid abilities.

Attributes of Note: P.S. 9, P.P. 10, P.B. 4, Spd 12, and horror
factor: 12. All mentd dhilities are the same as the paralyzed character
(roll as is appropriate for that particular race; humans is 3D6).

The Physicd Plane: While the astral body inhabits the physical ectop-
lasm body, the character is rooted in the physical plane and is limited
only to powers ligted in this section. He cannot enter the astral plane
again without discorporating his current body (takes 10 minutes) or
when the body is destroyed. Discorporation means the traveler reenters
the adird plane where he can stay for a while or he can return to his
red body. A new ectoplasm body cannot be crested for 12 hours if
discorporated (turns into vapors and vanishes) and 24 hours if the body
is destroyed. The character can stay in the ecto-body indefinitely.

4. Bonuss +2 oninitiative, + 1 to srike and parry, +5 to dodge.
In many cases the body seems to flow and bend in impossible ways to
avoid getting hit — a dodge uses up one melee action/attack. +6 to
save vs horror factor, +3 to save vs psonic attack. The ecto-body hes
a horror factor: 12

5. Specia Abilities:
Undergtands & Spesks All Spoken Languages. Base il leve is
70%; never increases with experience.

Additiona limbs. The ectoplasm body can grow as many as eight
additiona limbs. Each additiona limb adds one attack per melee round;
8 limbs means eight attacks per melee round! Limbs can be grown at
arate of two per melee round (15 seconds) and kept or absorbed back
into the body (grown back as needed). This aso means the cresture
can regenerate limbs that are aiomized by energy blasts.

Regeneration: Logt M.D.C. is regenerated at arate of 2D6 per hour
without expending any L.S.P., or 101.S.P. can be directed to self-regen-
eration, restoring five M.D.C. points instantly. Each act of five M.D.C.
regeneraion counts as one melee action/attack.

Limited Imperviousness: Remember, the ectoplasm body isnot really
made of living flesh and doesn't breath, doesn't have blood, or vital
organs. It is a physica manifestation of the mind! Thus, blowing off
an arm or punching a hole through the body may do damage but does
not inflict pain or permanently impair the big glob! Furthermore, it is
not affected by the bite of avampire, possession, disease, drugs, gases,
pollution, radiation, fatigue, thirgt or hunger (it's not redly dive).

Resistance to Damage: Falls, explosions and other types of impacts
(punches, kicks, bullets, etc.) inflict haf damage. Fire, extreme cold,
energy attacks and mogt types of psionics do full damage. Magic and
magic wesgpons do double damage!

Body Molding: As ectoplasm, the body has a putty or goop-like
condgtency enabling the character to ooze between bars, squeeze
through openings as smdl as a baseball, squeeze out of handcuffs and




maneacles, and even dip under doors that are hung one inch or higher
above the floor. The oozing process take 1D4 meee rounds to ac-
complish and another melee round (15 seconds) to regain the body's
humanoid gppearance. The ecto-body cannot assume the shape of other
creatures or pecific people.

Enhanced Physica Beauty: At Sxthleve and higher, theecto-traveler
can mentally sculpt his or her body to look less monstrous and more
human. Physical beauty can be increesed one point per level of experi-
ence (starting @ level 6), but aso reduces the horror factor by one per
each additiond P.B. point. Thus, an ecto-body given four P.B. points
has a P.B of 8 and a horror factor of 8.

6. Psionic Powers While in the ecto-body, the character has ALL

psychic sengitive powers, plus, electrokinesis, hydrokinesis, mind bolt, |

psi-shield and psi-sword. Base I.8.P. is 3D6x 10+40 plus 1D6 per
level of experience. Any psionic powers the character may have had
before are only available to him when in his red physica body or in
the adtral plane.

7. Penalties and Limitations

Limited senses. The ecto-body does have a sense of touch and the
ecto-traveler can see and hear from the astral plane, but the ectoplasmic
body does not have a sense of smdll or taste. Even its sense of touch
is not &s acute as a norma human's (roughly 60%).

Cannot Wear Body Armor: Body armor and power amor are too
heavy, confining, and uncomfortable, but the character can wear loose
fitting clothes, such as a poncho, robe, cape, or cloak.

|.S.P. Limitations: Whenall |.S.P. areexpended, thecharacter cannot
use psonic abilities until some of the 1.S.P. are recovered through
relaxation or meditation. However, no I.S.P. dso makes it difficult to
maintain the ecto-body; reduce speed by haf and the totd number of
melee round attacks to four regardiess of the number of appendages.

Destroying the ecto-body tears the ecto-traveler out of the physical
plane and back into the astral plane. The experience is traumatic and
the character is dazed, floating amlesdy in the astra plane for 1D6
hours. When he finally regains his senses, he must return to his physica
body and cannot astral travel or create a new ectoplasm body for 24
hours.

No life, no ecto-body: The ectoplasm body cannot be created in
places that are truly devoid of life, like outer space. Nor can it be
maintained for more than 24 hours in such a "dead" environment.

Destroying the Physical Body: To day the ecto-traveler’s redl body
isto kill him! If the character's body is destroyed, he can continue to
inhabit the ectoplasm body for 4D6 days, after which the body discor-
porates and the character dies. If the ecto-body is destroyed shortly
after the physica body, the character is gone forever. Once the red
body is destroyed the ecto-traveler cannot create a new ecto-body. Of
course the physica body and its life support system is usualy hidden
and well protected.

8. Insanities & Alignments Roll once on Side Effects Table number
two (insanities) a levels one, three, six, eight, eleven and fourteen. In
addition, most ecto-travelers (01-85%) learn to love their bizarre life
and don'twantto berestoredtotheir human condition. Thesecharacters
a0 become obsessed with adventure, exploration, intrigue and travel.
Those who don't are people who wish to be restored to human form
(even as a cyborg) or be dlowed to die.

Those of a sdfish or evil nature frequently become deluded with
(and addicted to) a sense of power and knowledge that transcends mortd
boundaries. Some believe they have become demi-gods or supernatural
beings meant to dominate lesser crestures. These villains believe that
they are above the laws, moras and concerns of humans and other
mere mortals. They tend to grow arrogant, distant, dispassionate, man-
ipulative and cruel. Some become monsters!

Of course, the alignment and integrity of the character will determine
how he or she adjuststo the new existence and power of the ecto-traveler.
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Many will never become cruel or evil and may become heroic champions
who protect and defend the innocent and good-hearted from the forces
of evil.

O.C.C. Data

O.C.C. & Sxondary Xills Mogt ecto-travelers darted life in a dif-
ferent profession (when in doubt role up a vagabond). The character
gets to keep that skill knowledge but the hands of the ectoplasm
body are not quite as articulated and precise as the human body and
medica, dectricd, mechanica and science ills are —10%. Fur-
thermore, the skill proficiencies are frozen at the level when the
character wastransformed into an ecto-traveler and NEVER increase.
Thecharacter relies primarily on hispsionic and ecto-body powers.

The ecto-traveler gets only four new skills: Streetwise (+ 14%),
demon and monster lore (+20%), magic lore ( + 10%; see Triax &
NGR, page 155) and land navigation ( +30%). All new skills start
at first level proficiency, as does the 0.C.C. level of experience.

Magic powers/spellcasting cannot be performed by an ecto-
traveler! Just one of the limitations of this O.C.C.; however, amage
turned ecto-traveler will retain his knowledge of ley lines, how
magic works, and Smilar magic O.C.C. Kills.

Sandard Equipment: None per 2 Mot rely so heavily on their new
powers that they don't use much in the way of equipment. Few have
more than a utility belt or two with one or two vibro-blades, an
energy pistol, an energy rifle and a walkie-takie. Remember, the
ecto-traveler doesn't eat, drink or need clothing.

Money: Whether an ecto-traveler earns and saves money and collects
vauables depends on the individual. Although the cresture doesn't
need food and many of the amenities desired by humans, the traveler
may need money to maintain the life support system and protection
for his red body, as well as miscellaneous equipment and money
for bribes or to help others.

Cybernetics Absolutely no type of cybernetics can be used in the
ecto-body. Theparalyzedred body doesnot respond to exo-skeletons
or mogt cybernetics.

Note: The ecto-traveler brain implants can be removed without killing
the character. However, dl specid powers are logt, insanities remain,
and muscles of the real body will be terribly atrophied and require
3D4 + 6 months of daily therapy and exercise to get back to normal.

Psynetic Crazy O.C.C.

The psynetic crazy, dso known &s the ps-crazy, is a product of
M.O.M. technology that combines both physical and mentad powers.
Only Mindwerks has perfected this particular blending of M.O.M.
technology. The character is not &s physically powerful as mogt crazies,
but has psionic powers added to his arsend of ahilities that more than
compensates. The psi-crazy tends to be even more wild, insane and
unpredictable than the conventional crazy! The character is usualy
hyper and on edge, like atiger ready to pounce, and needs only four
or five hours of degp a night. He or she likes to fight and play hard.

Crazies Physcal Augmentation

1 Hyper snse +2oninitiative, + 1 to parry, +2to dodge, +2
to roll with impact or fal, +2 to pull punch and +1 to save vs horror
factor. Has trouble deeping and tends to be jumpy, over-reacting to
sights and sounds. The character is dso hyper and fidgety: taps fingers,
cracks knuckles, hums, whistles, sghs, or may tak dl the time and
tends to get on other people's nerves. See the full description in the
M.O.M. implant section.

2. Enhanced healing: Asdescribed previoudly.

3. Two physca M.O.M. implants of choice Sdect from those
described in this book. See the Mindwerks borg for some basic brain



programming formats (or sdect five skills of choice — don't forget to
roll on the Sde effects table under that implant).

4. Other gandard implants: Controller chip preventing the character
to raise a hand against the Angel of Death or the Mindwerks facility,
plus the tracking device and a 01-50% chance of having a explosive
chip implanted as well (should stay away from Mindwerks). See the
full descriptions in the M.O.M. implant section.

S

Psynetic Augmentation: A\
1 TK Force field auto-defense &\\‘\

2. Tdepathic sender N
3. Psynetic eye or psychometric amplifier or boogter.

4. Special: Psonic brain wave identifier: Not only does the psonic
identifier enable Mindwerks security systemsto scan and make apostive
identification of thecharacter, but thepsynetic crazy can sensecharecters
who dso have the identifier implant. This derts him to the fact that
the person(s) he faces is a creation of Mindwerks. Furthermore, the
Angel of Death or Mindwerks cyber-docs can program the psionic
identifier to recognize any ONE gpedific brain wave signature
(Mindwerks records and files the brain patterns of most of its cregtions
and operatives). Thus, the psi-crazy can identify a specific character
no matter how much he may have changed or disguised himself. Range
120 feet (365 m).

5. Three psynetic implants of choice (including Telekinetic Exten-
sons). Roll on the appropriate side effects tables for each, as well as
for numbers 1-3.

Secial O.C.C. Bonusss & Powers

The entire Mind-Over-Matter conversion process involving this type
of enhancement goes beyond the capabilities of the implants described
previously, providing additional bonuses and powers.

Bonuses Applicable to all ps-crazies +1D4x 10 S.D.C., +1 0n
initigtive, +2 to save vs psonic attacks, +4 to save vs mind control
(drugs or psionic), +6 to savevs possesson, and +4 to savevs horror
factor. All bonuses are cumulative. All psynetic crazies regain L.S.P.
a the same rate as a mind melter: 2 points per hour while active or 12
points per hour degping or meditating.

Type one psynetic crazy: The non-psienic: Add 1D6 to the charac-
ter's P.S. and Spd attributes, +2 to save vs dissase and poison, + 1
on initiative and one extra attack per melee round. 1D4random psionic
powers from any of the three lesser categories manifest themselves.
These are in addition to those indtilled by specific psynetic implants.
[.S.P. Base: 10+2D4X 10 plus 4 I.S.P. per level of experience.

Typetwo psynetic crazy: Minor or major psonic. +1 to savevs
psonic attacks, mind control, passesson and horror factor. In addition
to any psionic powers the character had naturally and those gained from
specific psynetic augmentation, he can sdect three psionic powers from
any of the three lesser categories or one super psionic power. |.S.P.
Base 20+2D4 X 10 plus 6 |.SP. per levd of experience.
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Typethree psynetic crazy: Magder psonic: + 2 to save vs psonic
attacks, mind control and possession, + 2 to save vs horror factor, plus
one extra atack per melee round.

The character can detect psionics and sense evil a three times the
usua range. The Magter psionic sdects 10 psionic abilities in any of
the three lesser categories and four super psionic powers, in addition
to those provided by specific psynetic implants. Unlike the natural
magter psionic (mind melter or mind bleeder) the psi-crazy does not
gain any new psionic abilities as he increases in experience. 1.S.P.
Base: 50+ 3D4 x 10 plus 10 I.S.P. per level of experience.

The Ps-crazy O.C.C.

Attribute Requirements None, just a willingness to subject onesdlf

toM.0.M. conversion. Characters with some measure of psychic power

areideal.

O.C.C. ills
Languages. Two of choice (+20%)

Radio: Basic (+10%)

Filoting: Two of choice (+ 10%)

Acrobatics or Gymnagtics (+ 10%; pick one)
Climbing (+ 10%)

Swimming (+ 10%)

W.P. Ancient: Two of choice

W.P. Modern or Energy: Two of choice

Hand to Hand: Martiad Arts (or assassin, if evil)

O.C.C. Reated kills Select 8 other skills. Plus, select two additional
ills at level three, and one at levels 7, and 11
Communications: Any (+5%)

Domestic: Any

Electrical: None

Espionage Any

Mechanicd: Basic mechanics and automotive only
Medicd: First Aid or paramedic only (+10%)
Military: Any (+5%)

Physicd: Any

Filot: Any (+5%)

Pilot Related: Any

Rogue: Any (+5%)

Sdence Math only

Technicd: Any (+10% on languages and literacy)

W.P.: Any

Wilderness. Any
Seoondary Kills The character can sdlect three at leve one and two

a levels five and ten.

Sandard Issue Equipment: Captives or volunteers turned into
Mindwerksborgs and relessed start with the bare essentidsincluding
50 feet of strong cord/rope, utility belt, backpack, knapsack, cloak
or robe, knife, Mindwerks or Triax energy wegpon of choice (no
rail guns) and an energy pistol, vibro-blade or Kittani plasmaweapon
as a sidearm. Other weapons and equipment must be acquired with
time,

Characters who are minions of Mindwerks or the Brodkil Empire
can Hect two Mindwerks, Triax, or Kittani weapons (excluding
rail guns), a suit of persondized mega-damage body armor (any
kind, including Triax/NGR, Gargoyle or other armor), a ¢t of cloth-
ing, a gas mask and ar filter, tinted goggles, and an NG-S2 basic
survival pack. The character may aso have accessto avehicle such
as a hover cycle, motorcycle or land rover. They may dso have
access to the basic resources of their employer/master.

Money: Captives or volunteers turned into Mindwerks borgs and re-
leased start with none.

Those who serve the Angdl of Degth or the Brodkil or Gargoyle
Empires are usudly provided food, basic essentids, mechanica
repairs, a means of transportation, a modest monthly sdary of 1000
credits and a small percentage of booty (may be dlowed to keep
items scavenged or taken from opponents unless it is extremely
valuable).



Note: Like dl of her cregtions, the Angel of Degth frequently releases
the psi-crazies into the world to do as he or she pleases. The Angdl of
Death and the Mindwerks techs aways make a tremendous effort to
prevent captives from knowing the location of Mindwerks (less than
1% ever have any ideaabout its location). Only the most loyal, submis-
siveand controlled "creations' aredlowed tolive at the secret complex.
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Psi-Bloodhound R.C.C.

This is a horrible mind and psionic dtering M.O.M. process used
to transform psi-stalkers and mutant dog boys endaved by the Brodkil
Empire, into savage bloodhound-like trackers and killers. The process
enhances the D-bee’s or mutant's aready formidable tracking and
psionic senses but aso turns the poor creatures into aggressive, dobber-
ing predators that function more on ingtinct than intellect.

The psi-stalker bloodhound (also known as the psi-hound) is reduced
to anear anima state and is incapable of learning or remembering any
but the most basic kills. Many are S0 aggressive and extremely animal-
like that they must be kept caged or on a chain leash or they will run
off, looking for prey (starting with supernatura mongers and those
they don't like). They are dso easly provoked by the words and actions
of others and will quickly respond with insults, threats, challenges to
combat, shoving, dapping, biting and are dways ready to fight —
restraint is not one of the psi-hound’s virtues.

The character makes an excellent tracker and assassin, driven by an
ingtinct to hunt and kill, with an especidly keen bloodlust and tracking
ability toward supernatural monsters, magter psonics and practitioners
of magic.

Soecial Powers of the Ps-Bloodhound

1. Amplified psionic powers. The natura abilities of the psi-stalker
to sense psychic and magic energy, sense supernatura beings, and
psionic empathy with animals and other psionic "sensg' powers have
double the usua range and duration. The same is true of the mutant
dog's psychic sensing ahilities plus they can track by smell done at
—20%.

2. Animaligtic nature and endurance: Savage; lovesto hunt, prowl
and kill. Very aggressve in combat and when defending friends or
property. Supernatural endurance, plus add 1D6 x 10 S.D.C. and the
character fights on even when mortaly wounded until hit points are
- 80 below zero!

3. Recognizes psonic signatures/brain waves of specific psonic

individuals jugt as a dog can recognize a pecific scent. The psi-
bloodhound Will remember the psionic signature of any psychic or
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supernatural being who ever atacked it! When that psychic scent is
encountered in the future (by using psionics on or near the character;
within 90 ft/27.4 m), the ps-hound will recognize the psychic as an
enemy, giving the hound abonus of +1 oninitigtive and + 1 to drike
when facing this foe. Base kill: 30% + 5% per leve of experience to
accurately identify a psi-scent (+10% againgt supernatura beings).

4. Baserker Bloodlugt: When the psi-bloodhound is angry, frus-
trated, engaged in serious combat, or injured, he islikely to fly into a
berserker fury (01-86% chance). During this rage, the cregture is com-
pletely merciless and ruthless. In mogt cases the hound will not stop
fighting until he has dain his opponent, he is dain, or he is pulled off
his opponent and forcibly restrained. During the rage, the cresture will
grike out a anybody who gets between him and his prey; including
dave masters, friends, family and innocent bystanders.

During therage, the ps-bloodhound is + 3 to save vs magic, psionics,
and horror factor, plus he inflicts double damage with every hand to
hand strike/bite/attack and can legp 20 feet(6 m) across or lengthwise!

5. Other bonusss DoubleI.S.P. and P.P.E., + 2 to savevsdisease
and poison.

6. All the ather R.C.C. abilities and bonuses are unchanged; Re-
duce 1.Q. to 2D4; relies mainly on ingtinct.

The Ps-Bloodhound

Attribute Requirements See the Psi-stalker and Dog Pack R.C.C.s

Alignment: Any; but the animal nature of the character usudly eimi-

nates principled good or aberrant evil.

Skill Modifications The character is reborn as a psi-bloodhound. Re-
gardless of the character's past R.C.C. skills, training and experi-
ence, heor she Hects new skillsand starts at firstlevel experience.
Highly technicd kills are no longer available, even though they
may have been avallable to the originad R.C.C.

R.C.C. Skills/Instincts:

Track (+20%)

Track: Animals (+ 10%)

Land Navigation (+ 20%)

Swim (+10%)

Climb (+10%)

Languages: Speaks two of choice (+ 10%)
W.P.: Three of choice.

Hand to Hand Expert (or assasan if evil)

O.C.C. rdated ills Sdect 7 other skills, plus one additiond &t levels
four, eight and 12,

Communications: Radio: basic only

Domedtic: Any

Electricd: None

Espionage: Sniper and detect ambush only.

Mechanica: None

Medicd: Firg ad only (+ 10%).

Military: None

Physicd: Any

Pilot: Horsemanship ( + 30%), boats (except ship), pilot motorcycle
or hover cycle only (dl a + 10%).

Pilot Related: None

Rogue: Any

Science: None

Technicd: Language, art, and lore only; cannot learn to read.
W.P.: Any

Wilderness: Any (+10%)

Secondary Skills None

Standard Equipment: A suit of light persondlized mega-damage body
armor (any kind including Triax, Codition or Kittani), one energy
handgun and rifle, three additiona weapons of choice, fatigues,
tinted goggles or sunglasses, a NG-S2 Basc Survival Pack (e
Rifts Mercenaries), robot medica kit, IRMSS, infrared distancing
binoculars, language trandator, passive night sight scope for rifle,



2D4 s of handeuffs or manacles, SO feet of strong cord/rope,
utility belt, backpack. Psi-bloodhounds are dso fond ofvibro-blades,
Kittani energy blades, bladewesponsin general, and magic weapons.
Cybernetics All have the explosive chip and tracking device, about
65% have the controller chip. The psi-bloodhound can eventualy
acquire other basic cybernetic implants, but most don't want any.
The characters are too ignorant and aggressive to properly use most

psynetic implants (they prefer to engage in hand to hand combat).

Money: Psi-hounds can't count and the character has little need or
desire for money but may be attracted to gems and gold and under-
stands enough to keep 2D6 x 100 in credit (or equivaent) for basic
needs. The few that collect a treasure trove other than weapons and
equipment will have no redl concept of just how valuable something
is and may rely on somebody ese who can tell him. The treasure
gathering hound gets enjoyment from thinking he has things of value

whether they redly are or not.

D-Bees of
Germany & Poland

The following section describes some of the non-humans found in
and around Northern France, Belgium, Switzerland, Germany, Austria,
Poland, Czechodovakia, Yugodavia, Hungary, and Romania. Many
can also befound throughout Europe and Russia, but in smaller numbers.

In addition to those described here, many of the creatures and optiona
R.C.C.sfound in Rifts World Beok Two: Atlantis, RiftsWorld Book
Three England and Rifts Converson Book (One) are dso found in
Europe.

RiftsEngland: Mantaz Sectles can be found inhabiting and protecting
most Millennium Trees around the world. Dabugghs are found in north-
western Europe, including France, Germany and Poland. The giant
clamp-mouthed dragonfly is a plague in France and found throughout
western Europe. Flash Beetles, Petd Things, and the occasiond giant
dragonfly inhabit the Black Forest and other parts of Europe, India and
Africa. Stone Bal Bugs are found in the garbage dumps of most cities
and villages and are one of the few dien scavengers welcomed by
humans. Knights and druids are found primarily in England, Scotland,
Irdland and France, but smal communities and adventurers can be
found anywhere in Europe and parts of Asia. Likewise, the users of
tempora magic (uncommon) and herbalists (very numerous) can be
found throughout Europe, Africaand Asia Most gypsy bands and every
European village will have one or more herbalists among them.

Rifts Atlantis The Metzla can be found anywhere in the world, but
are most common in Atlantis, France, Belgium, Scandinaviaand inthe
Bdtic and Mediterranean sees. The Minions of Splugorth, True Atlan-
teans (dl) and Sung assasdns are generdly uncommon but can be
found anywhere in the world (in small or great numbers depending on
the circumstance). The occasond hawrk-duhk, hawrk-ka, hawrk-ohl,
adarok flying mountains, erta, shaydorians (both), yll-tree climbers,
and zembahk can be encountered throughout Europe and Asia as lone
adventurers, in pairs or small groups.

A growing community of zembahk live in the Black Forest and other
woodlands of Germany, Poland and Romania. Many gypsy bands and
even some human and D-bee wilderness villages have acoepted the
zembahk as generous, helpful beings worthy of their friendship. Other
people only see the intelligent mystic worms as a vauable commodity
that evil dchemigts, bio-wizards, gargoyles and Minions of Splugorth
are willing to pay a grest amount for. The zembahk are generdly a
gentle, compassionate race who try to help those in need. Unlike hu-
mans, the zembahk sddom regard the physicad features of other intel-
ligent creatures as important; they try to respect dl life forms. The
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mystic worms fed most a home among the splendor of the wilderness
and among the needy and comparatively friendly wilderness folk. How-
ever, they dso inhabit some of the cities of the NGR and Poland. Mogt
German authorities see the zembahk as hideous monsters not to be
trusted — see Rifts Atlantis, page 82, for details about the zembahk.

Rifts Converson Book: Gargoyles, goblins, faerie folk, boogie-
men, ryphons, perytons, dragondactyls, and drakin, are common to
Europe; mainly in forested areas. The occasiond wolfen (currently most
numerousin Italy and Greece), giant, ogre, troll, dragon wolf, waternix,
werebeast, worm of Taut (most common in warm regions), and dragon
can dso be encountered. Demons, deevils, and supernatura menaces
of dl kinds are in abundance in Europe, especidly in the domains of
the gargoyles and brodkil.

Optional R.C.C.s

Azverkan R.C.C.
Lycanmorph R.C.C.

Seeker R.C.C.

Ugakwa Explorer R.C.C.
Simvan Monger Rider R.C.C.
Srrynn Cannibd R.C.C.

Mongers (NPCs)

C'ro Demon Mage NPC
Eurotorpid

Mega-Foot Madtica
Stone Claw

White Sayer Demon
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The Azverkan R.C.C.

Knights of the True Vision

The azverkan are arace of D-bees reminiscent of both the psi-stalker
and cyber-knight. They are a warrior race who seam to be inexorably
linked to the supernatural. If you ask an azverkan warrior, he or she
will tell you that their race is both blessed and cursed with the "true
vison," the natural ability to sense and see supernatura evil. Ther
elongated, rectangular eyes are ebony except for atiny, yelow pupil.
These unusual eyes endble them to see a cloudy grey to black aura
emanating from vampires and dl types of undead, zombies, animated
dead, necromancers, ghouls, rune weapons, and individuals possessed
by entities, dybbuks, dien intelligences and supernatura forces. They
canaso sethoseturnedinvisible by supernatural or mystical means.

Ther unique life essence makes them completely impervious to super-
natural possesson and resistant to magic. Thus, like the psi-stalker and
Atlantean undead dayers, the azverkan have become the eterna enemy
of the undead, the Splugorth and dl forms of supernaturd evil (including
those who endave or use and manipulae others). The magority (about
75%) belong to a pseudo-religious order known as the Knights of the
True Vison, crusaders dedicated to the eradication of evil supernatural
monsters and the protection of the weak and innocent from such diabol-
icd forces. Like mogt knights, these characters are concerned with
righting wrongs of dl kind, but they are obsesseded with the demonic
and supernatural. Consequently, aKnight of the True Vision may aban-

don "a lesser evil" in mid-conflict to engage a supernatural menace,
especiadly vampires, demons, dlien intelligences and necromancers.

The azverkan have been attracted to the conflicts between humans
and D-bees with the Gargoyle and Brodkil Empires. Of course, the
NGR and most humans don't trust any D-bees and have rejected the
azverkan’s aid. Thus, the Knights of the True Vison wage a private
battle againgt the dark forces and have become respected heroes to
hundreds of D-bee communities (not unlike the cyber-knights of the
Americas). The typica azverkan knight travels done, in pairs, or in a
small band (typically 1D4+ 1 knights). One or more may team up with
other champions and heroes to fight the good fight or lead an army
againg the forces of evil.

Note Only an azverkan can become a Knight of the True Vision.
This does not mean they feel superior to other beings, it'sjust that one
must possess "thetruevision,” aracid trait common only totheazverkan
people. They have the utmost repect for Atlantean undead dayers,
tattooed men, psi-stalkers, dog boys, masters of temporal magic, knights
and heroes of al kinds, but they just can't become a Knight of the True
Vision.

Alignment: Any, but generally good or selfish.

Attributes. |.Q.: 3D6,M .E.: 4D6,M .A.: 3D6, P.S.: 3D6+8,P.P.:

3D6+6, P.E.: 3D6+8, P.B.: 2D4, Spd.: 4D6+ 6.

Hit Points Mega-damage creatures.

M.D.C. (natural body armor): 2D4 x 10 plus body armor; many be-
come partial or full converson cyborgs.

P.P.E.: 2D4 x 10, but possess no natural magic powers.

Horror Factor: 10

Weight: 200 to 300 pounds (90 to 135 kg)

Sze 6to 7 feet tal (1.8t0 2.1 m).

Average Leve of Experience for NPCs: 1D4+ 3

Natural Abilities 1. Keen 20/20 norma vision, nightvision 500 feet
(152 m), and see the invisible.

2. See the supernatura auras of the undead and evil supernatural
beings (sees a cloudy grey to black aura emanating from vampires,
zombies and dl types of undead, necromancers, rune/bio-wizard
weapons, and individuals possessed by supernatura forces).

3. Sense supernaturd evil: The character can sense the presence
of supernatural evil when they are dloseby. These powers are Similar
to the abilities of the psi-stalker. Unfortunately, the azverkan’s sense
is not as precise as the psi-stalker’s, 0 dl the character knows is
that there is one or two, afew (3 to 9) or many (10 or more) evil
supernatural beings close by, near/medium range or far (at the outer
edge of his sending abilities). Range: 50 feet (15.2 m) +25 feet
(7.6 m) per leve of experience. The sensation is aso strong enough
to tell whether the supernatura being(s) is your average vampire/
demon, high leve, or incredibly powerful like a god or dien intel-
ligence.

4. Keen snse of smell. Identify everyday smells at 70% +2%
per level of experience. Identify a specific person's scent 40% + 2%
per level, and track by scent 24% +2% per level of experience.

Natural Bonuses Impervious to supernatura and psionic possession,
impervious to the hite and gaze of vampires (azverkan cannot be
turned into vampires), +2 on initiative when fighting the super-
natura, +8to save vshorror factor, + 8 to save vs symbiotic union
and control, + 6 to save vs magic illusions, +4 to save vsall forms
of mind control, +4 to save vs necromancy, +2 to save vs magic
of any kind. All bonuses are in addition to attributes and skills.

Combat: Azverkan knights get hand to hand: expert (or as per O.C.C.).
Attacks Per Mdee Round: As per hand to hand. Knights of the True
Vision get one additiona attack/action per melee and are +2 on
initiative and + 3 to pull a punch.



Damage:
Bite — 2D6 S.D.C.
Body Flip— 2D6 S.D.C.
Head Butt or a Restrained Punch — 1D6 S.D.C.
Full Strength Punch — 3D6 S.D.C. plus P.S. bonus
Power Punch or Leap Kick — 6D6 S.D.C. plus P.S. bonus (counts
as two melee attacks).

Psonics Standard; same as humans.

Magic: None.

Appearance A muscular, hairless dien with pae blue, light green or
blue-grey skin that feels coarse to the touch, like sandpaper. The
head is divided by large, lumpy sections. The eyes are black with
a yellow pupil and pointed, yellow teeth protrude from the lower
lip. The nose danglesdownto thechinlikeatiny eephant's trunk. *

Save Market Value: 100,000 to 200,000 credits.

Habitat: Any place.

Enemies Vampires, demons and evil supernatura beings.

Allies. Champions of good.

R.C.C. Xills as a Knight of the True Vision:

Lore Magic (+ 10%, see Rifts Triax)
Lore: Demons & Mongers (+ 10%)
Stregtwise (+ 12%)

Concedment (+12%)

Land Navigation (+20%)
Wilderness Surviva (+20%)

Basic Math (+20%)

Literacy: Native Azverkan (+20%)
Radio: Basic (+20%)

Pilot: Two of choice (+10%)

W.P. Sword

W.P.: Any two of choice

Hand to Hand: Expert

R.C.C. Reated kills Sdect eight other skills plus one at levels two,
four, six, eight, ten and twelve.
Communications: Any (+10%)
Domedtic: Any (+5%)
Electrical: None
Espionage: Any
Mechanicd: None
Medicd: Firg ad (+ 10%)
Military: Any
Physica: Any
Pilot: Any (+5%)

Pilot Related: Any (+ 10%)

Rogue: Any (+2%)

Science: Math, astronomy, anthropology only (+ 10%)
Technicd: Any (+10%)

Weapon Proficiencies. Any

Wilderness: Any (+5%)

Secondary SKills: The character dso getsto sdlect two secondary skills
at levels one, three, seven and eleven.

Sandard Equipment: Sword and three wegpons of choice, a Slver
plated survival knife, wooden cross, six wooden stekes and amallet,
mega-damage body armor of choice, short-range wakie-takie, ar
filter, flashlight, backpack, utility belt, compass, language trans-
lator, canteen and food rations. The azverkan are atracted to pow-
erful energy weapons, plasma and vibro-blades, power armor and
limited cybernetic augmentation.

Cybernetics & Bionics Noneto start, but over the years may acquire
sverd basic implants and an artificid limb or two.

Money: 1D6 x 1000 credits and 1D6x 1000 credits worth of gold and
artifacts to start.

Note The Azverkan Adventurer: The rare azverkan who doesn't

become a Knight of the True Vision can sdect any O.C.C. as an aea

of knowledge and expertise, except for cyber-knight, CS soldiers, NGR
soldiers, juicer, tattooed man, and dl magic O.C.C.s. Their resstance

to megic prevents them from becoming practitioners of magic. Mot
lean toward cyborg, headhunter, bounty hunter (See RiftsSMercenaries),
power armor/robot pilot, wilderness scout, and most types of combat
occupations, adthough about 30% are adventurers and scholars. Few

trust magic, bio-wizardry or M.O.M. augmentation.

Lycanmorph R.C.C.

The lycanmorph is another srange creature froma different dimension
that has found its way to Centra Europe and India. What most people
congder its "naturd" form is a human-sized, mega-damage humanoid
with bony plates on its chest, shoulders and head. The head is about
as inhuman as one can get. The shape is like that of a crescent, with
a hard plate cranium, huge black eyes, and scaly plates covering the
face. The creature has no apparent nose and the mouth is a stubby,
prehendle trunk protected by a covering of hard lobgter-like plates.
From the opening of the mouth, at the end of the trunk, are three to
four inch long fibers that are incredibly sendtive to odors, tastes and
movement in the air. Although its frightening visage might suggest that
the lycanmorph is a blood sucking fiend, the creature is a herbivore
who feeds mainly on fresh and decaying fruits, vegetables, roots, nuts,
and greens, including the leaves from most trees.

They usudly live in forests where food is plentiful and the trees offer
a thousand hiding places. They are rare compared to the number of
gargoyles, brodkil, ogres and other d-bees on Earth, and usually avoid
densdy populated places. They frequently congregete in small tribes
or communities and often live with other beings. In fact, the D-bee
may adopt aparticular tribe, village, farm or person asits own (whether
the person or people want it or not). The Lycanmorph is an inquisitive
and communa creature, 0 it is naturally atracted to other beings. They
liketo play with and help their adopted friends and will engage in battle
to protect them.

Player's Note These are typicaly curious, friendly creatures with
the trusting disposition (and educationd equivalent) of an eight year
old child. They are not predators and lack the aggressive nature of such
beings, including war-like humans. They usualy fight in sdf defense,
to protect afriend, or attack when frightened or provoked (which usualy
takes somedoing). However, they are fast and have multiple attacks/ac-
tions per melee and can be a deadly opponent.

When playing this character, the creature should be played as naive,
foolishly trusting and overly curious rather than stupid. They are easily
tricked, misguided and manipulated by cunning and evil characters and
will let their curiosity and friendly disposition lead them into trouble
time and time again. They can sense evil and try to avoid such beings.
They indinctively knowing evil creatures represent danger. When an
encounter is unavoidable, the lycanmorph often falls easy prey to their
tricks and games. The lycanmorph is typically like a happy puppy,
quick to forgive and/or forget dl but the mog traumatic and painful
offenses. A character hated by a lycanmorph must be responsible for
ome terrible (unforgivable) crime; murder and torture of a friend(s) is
one way to cregte such animosity.

Despite the lycanmorph’s naivete, gullibility and lack of aggression,
the character is no saint. They can be extremely mischievous, sdfish
and willfully disobedient. They are dso given to pouting, whining, and
pranks when they can't get their way.

Alignment: Any, but generaly good or sdlfish.

Attributes 1.Q.: 1D6+2, M.E.: 2D6+1, M.A.: 3D6+2, P.S.

3D6 + 10 (supernatural), P.P.: 3D6 + 6,P.E..4D6 + 4, P.B.: 2D4, Spd.:

6D6 + 30 (running, climbing and swinging through trees).

Hit Points Mega-damage creatures.

M.D.C.: Seeindividua metamorphosis and hedling metamorphosis.

P.P.E.: 1D6x 10, but possess no magic powers unless one includes
the metamorphos's ability.
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Horror Factor: Humanoid: 9, flyer: 11, or battler: 14.

Weight: See specific metamorphosis.

Sze See specific metamorphosis.

Average Leve of Experience for NPCs: 1D6

Natural Abilities: Varies depending on the form the lycanmorphtakes.

weighs 160to 200 pounds (72 to 90 kg). Can legp 20 feet (6 M) up
or 15 feet (4.5 m) lengthwise from a standing dill position (add 10
ft/3 m with arunning start). In humanoid form, ided for climbing
trees and forest living, the character can identify food, plants, herbs,
and poisonswith awhisk of its sengtive mouth hairs at 85% accuracy.

Psionic powers and mental attributes never change in any form. The
character dso possessesthe following skillsand ingtinctsin al forms:
Climb 95/90%, acrobatics 85%, prowl 70% (haf in giant forms),

swim 70%, and escape artist 50% (hdf in giant forms). The lycan-
morph aso has keen, hawk-like vision, able to see a grapefruit or

an enemy a mile (1.6 km) away, and has good nightvision 200 feet
(61 m).

Metamorphaods Another congtant is its metamorphosis ability.
To change form, the lycanmorph must weave a cocoon. This takes
1D4 minutes. The transformation from one form to another takes
1D4 hours (always arandom time period). The creature can change
into any of its three shapes without limit other than the time con-
gtraints. Once transformed, it can maintain that form indefinitely —
days, months or years. The cocoon is amega-damage structure with
250 M.D.C., but completely dissolves into thin ar after the lycan-
morph emerges (suggesting that it may be generated in part by
ectoplasm). |f the cocoon is attacked and destroyed the lycanmorph
suffers 4D6x 10 M.D. (hdf if the metamorphoss is nearly com-
plete). If 1t survives, the creature will try to escape and make anew
©cocoon to recover and continue its transformation.

Healing metamorphoss The cocoon can dso be usad to hed
itself. Like the metamorphosis process, a cocoon is spun around the
lycanmorph, but the only change is rapid heding — 2D6 x 10 per
hour until dl mega-damage is restored to full. During this heding
transformation, the creature can emerge a any time without any ill
effects (has whatever M.D.C. that has been restored up to that
point). The heding metamorphosis can dso be used to regenerate
missing limbs but takes an additional 2D4 hours per each appendage
being regrown.

The three forms of the lycanmor ph:

1 In its human-szed, bipedal form, the creature is ambidextr-
ous, double jointed and amazingly acrobatic, fast and dlent like a
panther. The character stands five to Sx feet (1.5to 1.8 m) tdl and
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Attackg/actions per melee Four; +2 on initiative, + 3 to strike,
+4 to parry, +5 to dodge, +3 to roll with impact or fall.

Combat damage: 3Dé6 S.D.C. restrained punch or body flip, 1D6
M.D. full strength punch or kick, 2D6 from a power punch or legp
kick. Head butt does 1D4 M.D.

Mega-Damage Capacity in humanoid from: 190 M.D.C.

2. Trandormed into a “flyer,”the lycanmorph looks like agiant
dien beetle; 10 to 15 feet tdl (3 to 4.6 m from the rump to the top
of the head) and weighs 8 tons. Flying speed is 70+ 2D6 x 10 mph,
swimming on top of water is 30 +1D4 x 10 mph, swimming under-
water is 1D4 x 10 mph. The four eyes can see the invisble, sseinto
the infrared spectrum, and has nightvison with a range of 600 feet
(183 m), plus can see 380 degrees, making it impossible to snesk
up On One unawares.

Attacks/actions per melee: Five, +4 on initiative, +4 to rike,
+5 to parry, +8 to dodge, +2 to roll with impact or fall.

Comba Damage: 1D6 M.D. restrained punch, 3D6 M.D. full
strength punch, stab, or snip, 1D4 x 10 M.D. from a power punch,
gtab or stissor snip. Body butt does 1D4 M.D., while a full speed
ram does 1D6x 10 but counts as two melee attacks.

The Mega-Damage Capacity of the flyer:

Legs (4) — 50 each

Pincer Arms (2) — 200 each

Wings (2 pair) — 100 each

Wing Casings (2) — 220 each

Eyes (4) — 15 each (attackers are - 3 to strike)
Main Body — 600

3. Trandormed into a " battler,” the lycanmorph looks like a
giant insectoid robot; 12 to 18 feet tal (3.6 to 5.5 m) and weighs
12 tons. Flying speed is 30+ 1D6 %10 mph, svimming on top of
water is 5+ 1D4 x 10 mph, swimming underwater is 10 mph (16
km). P.S. is effectively doubled, but gpeed (running) is reduced by




half. This incarnation of the creature is awarrior/defender of consid-
erable power.

The forearms are covered in dense bony plates with three terrible
mega-damage claws. Human-like hands are safely conceded on the
undersides of the claw-plates, leaving them free to use an additional
weapon (sword, energy weapon, €etc.; lycanmorphs are especialy
fond of rune wegpons and kittani energy weapons). A restrained
punch/slap does 1D6 M.D., a full srength punch/stab does 3D6
M.D., and a power punch does 6D6 M.D.

The triangular protrusion on the top of the forearm fires a powerful
electrokinetic blagt, inflicting 4D6 M.D. (+ 1D6 at levels 3, 6, 9,
and 12). Range of the blast is 60 feet (18 m) plus 5 feet (1.5 m)
per level of experience.

The dbows have a sharp spike that inflicts 2D6 M.D. from an
elbow jab.

The head has two large horns used for head butting (1D4 M.D.)
and parrying (+6 with head and horns).

Clawed Feet: The lower legs have prehensile, clawed feet that
can grab, hold, and tear. A kick inflicts 3D6 M.D., atearing claw
attack does 4D6 M.D. and atearing claw leap kickdoes 1D4X 10+ 8
M.D.! The feet can dso be used to parry (+5) or to grab, hold or
pin a character. The powerful legs can propd the lycanmorph 50
feet (15 m) high or lengthwise from a standing till position (double
from arunning start)!

Wings. The wings enable the character to fly or hover. Doing
ether while engaged in combat gives the giant the advantage of
speed, maneuverability and height. The powerful legs and prehensile
feet provides the equivadent of four dashing arms.
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Toxic Spray: The hard plate wing casings not only protect the
wings, but each has ninecircular openingsthat can spray an opponent
with a toxic chemica dmilar to a potent tear gas. This pray has
the following effect on dragons and supernatural monsters, including
vampires. The eyes burn, ging and water profusely, causng grest
discomfort and makes seeing clearly impossible. The spray aso
irritates exposed skin. The effects last for 2D4 minutes. Victims are
- 10 to dtrike, parry and dodge, - 3 oninitiative and lose one melee
attack/action until the effects wane. Robots, and those in environ-
menta armor, are completdy unaffected. The effect of the toxic
spray when used against humans and non-mega-damage creatures
unprotected by environmenta body armor is much more severe. The
character suffers 6D6 hit point/S.D.C. damage and must roll to save
vs lethd poison (14 or higher). A failed roll means he goes into
shock for 1D4 minutes and collgpses (cannot attack). When the
character comes out of shock, he suffers al the previoudy described
pendties but for three times longer.

Attackg/actions per medee Seven; +2 oniinitiative, +6 to strike,
+8to parry, +3tododge, +2 to pull punch, and + 2 to roll with
impact or fall.

Combat Damage: See individual weapons and atacks above.
The Mega-Damage Capecity as a Battler:

Legs (2) — 250 each

Upper Arms (2) — 130 each

Forearms (2) — 160 each

Wings (2 pair) — 100 each

Wing Casings (2) — 180 each

Head Horns (2) — 40 each (attackers are -3 to strike)
Eyes (2) — 15 eech (atackers are —5 to strike)

Main Body — 310

Transformed into a “flyer»



Other Bonusss + 4 to save vs horror factor, +5 to save vs symbictic
union and control, +2 to save vs psionic attack, +2 to save vs
magic, +3 to save vs poison, drugs and disease. All bonuses are
in addition to attributes and kills.

Combat: The lycanmorph's fighting ahilities are purely a matter of
inginct and body configuration.

Damage See the individua abilities and descriptions previoudy de-
scribed.

Psionics: All lycanmorphs have 3D4 x 10 L.S.P. plus six per level of
experience and the powers of empathy, telepathy, sense evil, sense
magic, mind block, and electrokinesis.

Magic: None.

Appearance See the three metamorphoses described under natural

abilities.

Slave Market Value: 300,000 to 700,000 credits; they are coveted by
the Splugorth because they are 0 exatic and exciting in gladiatoria
contests, particularly as the "battler."

Habitat: Foress and jungles, the denser the better. They dso like
Millennium trees.

Enemies None per s& mogt aren't very aggressive and tend to avoid
trouble.

Allies Anybody who shows them kindness.
R.C.C. &ills (limited):

Land Navigation (+20%)

Wilderness Survival (+20%)

|dentify Plants & Fruits (+30%)

Track Animals (+ 10%)

Basic Math (+ 10%)

W.P. Sword

W.P.: Any two of choice

R.C.C. Rdated kills None.

Secondary Skills: The character can sdlect Six skills from the categories
of domestic, epionage, physical, rogue (excluding computer hack-
ing and sreetwise), wegpon proficiencies and wilderness kills.
Sdect an additiond two sKills at levels four, eight and twelve.

Sandard Equipment: The character is a cresture of nature and has
little need or desire for possessions other than a good sword, one
or two other wegpons and anicetrinket or two (they like je welry).

Cybernetics & Bionics None; their body rejects al forms of implants.

Money: None to start and has little nead or desire for money. They
may collect some jewelry and magic items that can be worth alot,
but this is not very common either.

Transformed into a "battler"
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Seeker R.C.C.

The seekers are a race of giants from another dimension. They are
commonly trained and commanded, or owned, by more intelligent and/
or powerful dimensiond travelers, mercenaries or bounty hunters. The
seeker is huge, towering over 20 feet (6 m) when standing erect. They
are frequently mistaken as a cyclops because the giant has one huge
eye that dominates its head. Two large horns protrude from the sides
of the head and help to protect the eye. A comparatively tiny and
inconspicuous mouth with blunt teeth is located below the eye. The
hands are overszed and powerful. The feet are prehensile hands like
those of an Earth ape.

The seeker has a low intelligence, but is an ingtinctive hunter and
works well with other creatures and in groups. The giants are omnivor-
ous, meaning they eatraw met, fish, fruit, vegetables and otheredibles.
Their keen senses and vision make them ided hunters and have led to
their capture, endavement and sade by Naruni Enterprises (see Rifts
Mercenaries) and other dimensiond traders and davers. The Splugorth
have a few of these creatures but not many — this was one market
commodity captured and dominated by the Naruni.

Many True Atlanteans, undead dayers and some other dimension
spanning champions have made it a point to free endaved seekers
whenever they can. Many undead dayers travel the Megaverse with
one or more seekers as their companions. Seekers have a high regard
forintelligent life forms, epecialy humanoids and dragons. This means
those of an unprincipled or good aignment avoid wanton murder and
destruction. The fearsome giants can show astonishing gentleness and
compassion.
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Alignment: Any, but generdly scrupulous, unprincipled, anarchist or

aberrant.

Attributes: 1.Q.: 1D4+3, M .E.: 4D6+2, M .A.: 3D6, P.S.: 4D6 + 20

(supernaturd), P.P.: 3D6, P.E.: 3D6+6, P.B.: 2D6, Spd.: 4D6+ 10.

Hit Points Supernatural mega-damage creature.

M.D.C. by Location:
Hands (4) — 80 each
Arms (2) — 100 each
Legs (2) — 100 each
Horns (2) — 100 eech
Eye (1) — 1D6x 10
Main Body — 3D6 x 10+ 60

P.P.E.: 2D4 X 10.

Horror Factor: 14

Weight: 2to 4 tons

Sze 20 to 25 feet (6 to 7.6 m) tal when standing completely erect,
but is usually bent over and walks on his knuckles, like a gorilla,
for an average height of 15 feet tal (4.6 m).

Average Leve of Experience for NPCs: 1D4+1

Natural Abilities: Keen color vision, nightvision 1000 feet (305 m),
¢ in the infrared and ultraviolet light spectrum, see the invisible
(including elementa beings and astrd travelers), has keen hawk-like
vision, able to see a rabhit two miles (3.2 km) away, and track by
sight 85%. The creature is ambidextrous and has fully articulated
hands in place of feet. The giant can legp 20 feet (6 m) high or 40
feet (12 m) lengthwise from a standing il position or double when
running a full speed. Bio-regenerates 4D6 M.D. once per meee
round, and is impervious to cold (no damage). The giant eye can
be regenerated but takes 2D6 days if completely destroyed (blind
until the eye is completely reformed). Hands, horns and limbs can
be regenerated within 3D6 days.



Natural Bonusss +2 oninitiative, +2 to pull punch, +2 to rollwith
impact or fall, +6 to savevs horror factor, + 4 to save vs symbictic
union and control, +4 to save vs magic illusons, +4 to save vs
poisonand disease. All bonusesarein additiontoattributesand skills.

Combat: Seekers usually know hand to hand: basic, but get one addi-
tional melee attack/action per round.

Damage:

Bite— 2D6 S.D.C.

Body Flip — 2D6 M.D.

Gore or Ram with Horns — 4D6 M.D.

Head Butt — 1D6 M.D.

Restrained Punch — 5D6 S.D.C.

Punches — 1D6 M.D.+ P.S. from supernaurd P.S,; se Rifts

Converson Book (one), page 22, for supernaturd P.S. damage’

table. A seeker's punch or kick will typically inflict around 4D6 M.D.

Psionics: M.E. x 10. Congdered a major psionic. Psonic powers in-
clude presence sense, detect psionics, e aura, see the invisible,
sense evil, sense magic, psychic diagnosis, telepathy andmind block.

Magic: The seeker can cagt atotd of five gpdls a day. All sackers
have the following spdll abilities: invisibility (self), escape, teleport:
greater (sef only) and reduce sif (inthis caseto 6 feet/1.8 mtall).

Appearance A muscular, hairless giant with one huge eye (typicaly
around four feet in diameter), grey skin with patterns of dark grey
or black on the back, arms and legs. Two gresat tusks protrude from
the sdes of the head.

Save Market Value: 100,000 to 200,000 credits.

Habitat: Anyplace; indigenous to an dien world.

Enemies & Allies None per sg &s transdimensional daves and mer-
cenariesthey can face any number of foes or have avariety of dlies.

R.C.C. ills
Tracking (+20%)
Track Animals (+ 20%)
Detect Ambush ( + 20%)
Detect Concealment (+ 10%)
Paming (+ 10%)
Conceament (+ 10%)
Land Navigation ( + 30%)
Wilderness Survival (+20%)
Basic Math (+10%)
Language: Gobblely (+20%) and one of choice
Swim (+20%)
Climb (+20%)
W.P. Blunt
W.P.: Any two of choice
Hand to Hand: Basic; can be changed to expert (or assessn if evil)
for the cost of one "other" skill sdlection.

R.C.C. Rdated Skills Sdect six other ills plus one at levels two,
four, six, eight, ten and twelve.
Communications: Any
Domedtic: Any (+ 10%)
Electrical: None
Espionage: None
Mechanicd: Nope
Medicd: First aid or holistic medicine (+ 10%)
Military: Any
Physical: Any except acrobatics and gymnastics
Pilot: None
Pilot Related: None
Rogue: Any (+2%), except computer hacking
Science: Math only (4 5%)
Technica: Any (+5%)
Wesgpon Proficiencies: Any
Wilderness: Any (+ 10%)
Secondary Skills: The character also gets to sdlect two secondary skills
at levels one, three, seven and deven.

Standard Equipment: Sword or blunt weapon and one or two weapons
of choice — the seeker can use giant energy wegpons or magic
items. The character may aso have a giant utility belt and/or back
pack, 25 gdlon (95 liter) water jug, language trandator (tied to
horn) and other odds and ends.

Cybernetics & Bionics None; supernatura being.

Money: 1D6 x 1000 credits and 1D6 x 1000 credits worth of gold and
artifacts to dtart.

Ugakwa
Explorer R.C.C.

The ugakwa (pronounced you gah kuwah) are a race of dimensional
adventurers and mercenaries who have only begun to explore the
mega verse. Rifts Earth, with its many dimensond Rifts and anomdlies,
is one of the worlds discovered by the aliens. Currently, fewer than a
thousand ugakwa can be found throughout the world. Unlike some
diens, they have no desire to conquer the Earth or any planet. Instead,
they come to explore the wonders, mystery, magic and technology the
planet has to offer. Depending on the individua's goals, personality
and dignment, the character may be gentle and friendly, gruff and
abrasive, sdlf-serving or downright evil. Most are adventurers and mer-
cenaries.

The ugakwa comes from a planet with a thick, gaseous amosphere
and a comparatively light gravity, which enables the aiens to float and
swim through their atmosphere like fish in the sea or birds in the air.
Consequently, their upper bodies are heavily muscled and incredibly
strong, while their legs are comparatively thin and weak. As one might
expect, on Earth and on Earth-like planets, the ugakwa cannot bregthe
the air. Being exposed to Earth's oxygen will cause the humanoid to
suffocate within 2D4 minutes. To survive on Earth, they must wear a
gpecid air tank and helmet that can extract and mix the right gases
from the ar to cregte renewable, bresthable air. In addition, most
explorers wear an exo-skeleton over their legs to help them walk and
to keep themsdlves from tiring quickly. They dso wear a force field
generator, a jet pack and have a variety of wegpons and equipment.
Note: The Ugakwa are as technologically advanced as Triax, except
ingtead of developing robots and robot vehicles, they developed force
field generators, lightweight exo-skeletons, miniaturized/nano-systems,
and persond propulsion systems, as well as energy wespons and com-
munications.

Alignment: Any

Attributes 1.Q.: 3D6, M.E.: 3D6, M.A.: 3D6, P.S.: 5D6+ 12 (equa

to supernatura), P.P.: 3D6+6, P.E.: 3D6+ 6, P.B.: 2D4, Spd.: 1D6

without mechanica enhancements like an exo-skeleton or jet pack.

Hit Paints P.E. atribute number + 1D6 per level of experience.

S.D.C.: 3D6x 10

M.D.C.: Theugakwause mega-damage body armor and force fields.

P.P.E.: 2D4 x 10, but possess no natural magic powers.

Horror Factor: 10

Weight: 300 pounds (135 kg)

Sze 6to 7 feet tdl (1.8t0 2.1 m).

Average Leve of Experience for NPCs: 1D4 + 2

Natural Abilities 1. Keen 20/20 color vision, naturd polarized vision
and can e the ultraviolet spectrum of light.

Natura Bonusss +2 oninitiative, +2 to pull punch, +2 to roll with
impact or fall, +6to S.D.C. damage, +2 to save vs horror factor,
+1 to save vs psionic attack, +2 to save vs poison and disease.
All bonuses are in addition to attributes and skills.

Combat: The Ugakwa get hand to hand: expert (or as per O.C.C.).
Attacks Per Mdee Round: As per hand to hand.



Damage
Bite— 2D6 SD.C.

Body Hip — 2D6 SD.C.
r_ Head Butt or a Restrained Punch — 1D6 S.D.C.
Full Strength Punch — 3D6 S.D.C. plus P.S. bonus
Power Punch or Leap Kick — 6D6 S.D.C. plusP.S. bonus (counts
as two melee attacks).
Psionics: Standard; same as humans.
Magic: None.
Appearance: A muscular, hairless adien with a poerful upper body and
spindly legs. Usually clad in a helmet and exo-skeleton.
Save Market Value 100,000 to 200,000 credits.
Habitat: Any place.
Enemies Vampires, demons and evil supernatura beings.
Allies: Champions of good.
R.C.C. Skills of the Ugakwa Explorer:
Radio: Basic (+ 20%)
Land Navigation (+ 10%)
Navigation ( +20%)
Read Sensory Equipment (+ 10%)
Computer Operation (+20%)
Basc Math (+20%)
Literacy: Native Ugakwa at 98%
Pilot: Jet Pack (+20%)
Filot: Two of choice
W.P. Spear/Targeting
W.P. Energy Rifle
W.P.: Any two of choice
Hand to Hand: Expert
R.C.C. Rdated Kills: Sdect eight other skills plus one at levels two,
four, Sx, eight, ten and twelve.
Communications. Any (+ 10%)
Domedtic: Any (+ 10%)
Electricd: Any
Espionage: None
Mechanica: Any (+5%)
Medical: None
Military: Any
Physical: Any, except acrobatics or gymnastics
Filot: Any (+10%)
Pilot Related: Any (+ 10%)
Rogue: Any (+2%)
Science: Any (+ 10%)
Technical: Any (+15%)
Weapon Proficiencies. Any
Wilderness: Any
Secondary SKills: The character dso gets to select two secondary skills
at leves two, five, nine and twelve.

Standard Equipment:

1. Force Field Generator: This system iseven smaller, lighter and
more powerful than the Naruni System available in the Americas.
The main generator is designed as a portable backpack connected
to the life support unit; weight: 15 1bs (6.8 kg). The backpack has
50 M.D.C. and the force field it generates has 200 M.D.C.! 20
M.D.C. can be regenerated per hour. The protective energy field
covers the entire body and aso prevents infection from aien micro-
bes/disease.

2. Life support sysem: The ugakwa’s amosphere cregtion and
circulatory system is built-into the helmet aong with an air tank
that has emergency reserves of six hours. The system dso has a
cooling unit to keep the temperature around the body (within the
force field) comfortable and to reduce exhaustion (fatigues at half
the normal rate).

* A bionic lung with a gasfilter and air storage cell serve as a
back-up system and offers additiond protection.
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* Nano-medical bots, housed in arechargegble internal container
ingde the body, provides the same kind of instant medica service
as several IRMSSInternal Robot Medical Surgeon Systems and RMK
"Knitters."

* The Helmet has 60 M.D.C. points and is a difficult target to
hit; —4 even on a cdled shot. It aso has a built-in language trans-
lator, loudspeaker, long-range radio, radiation detector, and tinted
dome that adjusts automatically in response to the ambient light
source.

3. Exo-skeleton: A specid pair of pants with numerousnano-sen-
sors and stimuli are linked to a lightweight, exterior exo-skeleton
that supportsthe aien explorer'slegs. The system enablesthe charac-
ter to walk and move faster; add 12 points to the character's gpeed
attribute. If the exo-skeleton is destroyed the character loses the 12
spd points and fatigues more easily (equd to atypical human). The
exo-skeleton has 80 M.D.C. points and is a difficult target to hit;
—4 even on acdled shot.

The feet of the exo-skeleton and a handpad on the right hand are
electro-adhesive pads (see RiftsRPG, page 247, for details). It dso
has an independent power supply with a 15 year life.

4. Jet Pack: Attached to the backpack. Lightweight (14 1bs/6.4
kg), effectively unlimited range, can hover dationary, has a
maximum altitude of 10,000 feet (3050 m) and a maximum speed
of 300 mph (482 km).

5. System Power Supply: Nuclear, with a 25 year life.

6. Concentrated Food Pills: One pill has the nutritional value of
a complete meal; has enough food for six months. The ugakwa can
a0 et the same food as a human but must insert it through a gpecia
side opening in the helmet.

7. Other types of equipment such as tools, optics, tents, utility
belts, vehicles, etc., can aso be acquired.

Standard Weapon Sysems.

1. Knuckle Laser (2): Short-range defense and repair system.
Weight: 6 ounces (0.17 kg)
Mega-Damage: One blast 1D6 M.D., two smultaneous blasts 2D6
M.D.or3D6M.D.
Range: 25 feet (7.6 m)
Payload: 12 — 1D6 M.D. blasts as an independent item, but is effec-
tively unlimited when tied to the overdl power and force field system,
which is standard.
Note: Typically worn on the left hand.

2. Forearm Lasr Gauntlet (2): This is a laser weapon attached to a
ceramic plate, forearm gauntlet. The wegpon can swive to point up
and down or to the left and right without moving the arm. The
wespon comes with laser targeting and sdf adjusting targeting sys-
tem, + 3 to drike!

Weight: 1.5 pounds (0.68 kg)

Mega-Damage: 2D6 M.D.

Range: 1600 feet (488 m)

Payload: 20 blasts as an independent item, but is effectively unlimited

when tied tothe overall power and forcefield system,whichis standard.

Note: One is typically worn on the right hand. The blaster has 20

M.D.C. and the gauntlet, 30. The gauntlet aso has four amal compart-

ments large enough to hold such things as additiond IRMSS and RMK

medica bots, a dozen pills, four credit cards, and similar.

3. Plasma Spear (2): This weapon is reminiscent of the Kittani plasma
items and can be used as a mega-damage Spear or as an energy
firing weapon.

Weight: 4 pounds (1.8 kg)

Mega-Damage: 4D6 M.D. per plasma blast or 2D6 as a stabbing

weapon.

Range: 3000 feet(914 m) blast range or about 200 feet(61 m) thrown.

Payload: 20 blasts as an independent item, but is effectively unlimited
when tied to the overal power and forcefield system, which is standard.
Note: The spear has 70 M.D.C.

4. High-Power Backpack Lasers (2): The two gppendages gticking
up from the backpack/jet pack are lasers. They can point straight
up (forward when flying in a prone position) or bend over the
shouldersto point in thedirection the character faces when standing.

Weight: Adds 14 pounds (6.4 kg) to the backpack.

MegaD e 3D6 M.D. per single blast or 6D6 per smultaneous

double blast.

Range: 4000 feet (1200 m)

Payload: 60 blasts each before needing recharging. Recharges a arate

of 10 per hour.

Note: Each of the laser gppendages has 9 M.D.C.

5. Grenades 2D4 hand grenades. Basically the same types as those
available from Triax/NGR.

6. Plaama Net: A net with bola-like weights at the ends, making it
ided for throwing. It is large enough to encircle a human-sized
target and the space-age fibers are as strong as ged cable (60
M.D.C)

Mega-Damage: When connected to the plasma spear, acharge of plasma
energy courses through the net, inflicting 3D6 M.D. as often as twice
per melee round (15 seconds); each charge counts as one melee attack
and uses up one of the spear’s charges. It can dso be used asaparrying
wegpon and the weights a the ends can inflict 2D4 S.D.C. damage
when the net is used to hit an opponent.

Range: Thrown 100 feet (30.5 m); swinging to parry or hit, the net

extends the reach by about four feet (1.2 m).

Payload: Plasma charges are linked to the energy spear.

Note: The net has 65 M.D.C.; characters entangled in the net will need

to use up 1D4 + 1 melee actions/attacks to get loose. A plasmayjolt will

cause the trapped cresture to lose two melee actions.

7. Other weapons such as laser pistals, rifles, ete., can dso be used.
Ugakwa wespons will be equivaent to Triax or Codlition items.
They like powerful energy weapons, plasma and vibro-blades, and
limited cybernetic augmentation.

Cybernetics & Bionics: Only those listed previoudy. Others can be
acquired later, but the operation is dangerous on Earth because of
the amospheric conditions (need a specid chamber with the
Ugakwa’s amosphere, and the cyber-doc in a spacesuit. Both the
gene-splicers and Mindwerks could perform such an operation.)

Money: Has 2D6 x 1000 Earth credits to tart.

Srrynn
Cannibal R.C.C.

The strynn (Seer ryan) cannibal is a predatory D-bee worthy of being
consdered a demon (athough technicaly it is not). They are arace of
hunters and scavengers who have gladly joined the ranks of transdimen-
sional raiders, bandits, mercenaries, and bounty hunters. Many are
independent operators or members of freelance mercenary bands. Others
work for dimenson-spanning dien intelligences, corporations, arms
dedlers, armies, and minions.

The srrynn have a high metabolism that helps to give them lightning
reflexes and speed. Approximately 10,000 srrynn are members of the
Gargoyle Empire and another estimated two to four thousand roam
Germany, Poland and western Europe as bandits and mercenaries. Most
srrynn will feed on the interna organs of a falen opponent. The blood-
thirsty warriors egt other humanoids, including members of their own
race. As is common among many warrior races, the srrynn respect
strength and power above al else. They are naturd and ingtinctive
hunters and love to fight.



Player Character Note: A srrynnplayer character is likely to be an
outcast for some reason — one reason may be an unusua good aign-
ment. Even good characterswill be hyperactive, aggressveand violent.
Alignment: Any, but generdly sdlfish or evil.

Attributes: 1.Q.: 3D6, M.E.: 3D6, M.A.: 3D6, P.S.: 3D6+ 10, P.P.:

3D6+ 10, P.E.: 3D6+ 8, P.B.: 1D6, Spd.: 4D4 x 10.

Hit Points Mega-damage creatures.

M.D.C. (natural): 1D6x 10+ 30 plus body armor and bionics, many
become partial cyborgs.

P.P.E.: 1D4 x 10, but possess no natural magic powers.

Horror Factor: 10

\

Weight: 200 to 300 pounds (90 to 135 kg)
Sze 6to 8 feet tal (1.810 2.4 m).

Average Leve of Experience for NPCs: 1D4+ 3

Natural Abilities Ambidextrous, lightning reflexes (see P.P. and com-
bat bonuses), three arms, keen 20/20 color vision and sense of smell,
nightvision 90 feet (27 m) and resistant to poison, drugs and disesse.
It dso has an 8 foot (2.4 m) long prehendile tail used to drike like
awhip, stab, entangle, strangle and climb.

Natural Bonuses +5 on initigtive, +2 to strike, +2to parry, +4
to pull punch, + 2 to roll with impact or fall, +5 to save vs horror
factor, +4 to save vs poison, drugs, and diseese, +1 to save vs

magic. All bonuses are in addition to attributes and skills.
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Combat: The typicd srrynn gets hand to hand: expert or assassin plus
two additiona attacks/actions per melee!
Damage: Same as humans plus P.S. attribute bonus.

Bite does 1D6 S.D.C., head butt does 1D6 S.D.C., kick or legp
kick 2D6, and prehendle tal has a sharp blade a the end (1D6
S.D.C. gtab, 1D6whip, 4D6 S.D.C. per melee round to strangle).

Psionics: None.

Magic: None.

Appearance: A three armed, muscular dien with pae yellow skin and
reddish brown accent markings. The head is large, the eyes sunken,
and the pointed ivory teeth protrude from the upper lip. A pair of
tusks and pincers protrude from the jaw, adding to the cresture's
demonic appearance.

Slave Market Value: 80,000 to 150,000 credits.

Habitat: Any place.

Enemies None per s — or many; very aggressive.

Allies. Other warriors and mongters.

R.C.C. ills
Track: Humanoids (+ 15%)

Track: Animals (+20%)

Skin & Prepare Anima Hides (+ 15%)
Land Navigation (+ 15%)

Wilderness Surviva (+20%)

Basic Math (+ 20%)

Literacy: Native Srrynn ( +20%)
Language: Native Srrynn a 98% and Dragonese ( + 20%)
Radio: Basic (+20%)

Filot: Two of choice (+ 15%)

W.P. Sword

W.P. Energy Figol

W.P. Energy Rifle

W.P.: Any two of choice

Hand to Hand: Expert (or assassin if evil)

R.C.C. Rdated SKills Sdect eight other skills plus one at levels two,
four, eight, and twelve.
Communications; Any (+ 10%)
Domegtic: Any
Electrical: None
Espionage: Any
Mechanica: None
Medicd: Fird ad (+10%)
Military: Any
Physical: Any
Filot: Any (+10%)

Filot Related: Any (+ 10%)

Rogue: Any (+2%)

Science: Math, astronomy, anthropology only (+ 10%)
Technica: Any (+10%)

Wegpon Proficiencies: Any

Wilderness: Any (+5%)

Secondary Skills: The character dso getsto sdect two secondary skills
a leves one, five and eeven.

Sandard Equipment: Spear and three wegpons of choice, a silver
plated knife, six wooden stakes and a malet, short-range walkie-td-
kie, flashlight, backpack, utility belt, compass, language trandator,
canteen and food rations. The character is attracted to powerful
energy weapons, magic weapons, vibro-blades, andbionic augmen-
tation.

Cybernetics & Bionics: One limb will be bionic with 1D4 weagpon
features, plus 1D4 other cybemnetic/bionic items (optics and
amplified hearing are always high on the list). Others can be acquired
with time.

Money: 2D4 x 1000 credits and 1D6x 1000 credits worth of gold and
artifacts to start.

The Smvan

The Monger Riders of Europe

The inhabitants of the American and Canadian west know the simvan
mongter riders well. A race of intelligent humanoid cannibals who can
control wild animas and mongters from the Rifts. In the Americas the
smvan arrived through the infamous Calgary rift. In Europe they have
arrived through one of the portds in the evil millennium tree located
in the Black Forest. These nomads travel in tribes that number as few
as 1D4x 100 to 4D6 x 100 members. Thousands have joined the Gar-
goyle and Brodkil Empires, particularly the latter. The Smvan are far
more numerous in Europe than any other continent, with the grestest
concentration (the NGR estimates 3 to 5 million) inhabiting the countries
once known as Germany, Austria, Poland, and Czechodovakia

The simvan culture is not unlike most nomadic societies. The men
arethebuilders, hunters and protectors, while the women arethe home-
makers, bearing and raising children, preparing food, making clothes,
etc. The women are dso the tribal heders and possess natural psionic
heding abilities.

A tribewill settlein oneareafor weeksor months at atime. Sometimes
they may inhabit the same specific areaas long as ayear, but eventualy
they move on, especiadly whenthe hunting grows poor (usually seasond)
or the environment becomes threatening (weather, monsters, humans,
etc.). Some tribes follow a seasond pattern that doesn't change for
generations, then oneday they are gone — offto explore anew frontier.

The maes and femaes are aggressive, quick tempered and violent,
athough acts of violence within the same tribe and between family
membersrarely draw blood. Among their own, the smvan areamazingly
gentle, patient, kind, condderate, cooperative and aways cheerful and
laughing. They create a strong community held together with bonds of
friendship, family and loyalty to each other and the tribe as a whole.

It must be understood that the smvan see only themselves as the
true people, one with the land; dl others are generaly seen as fools or
food. The Smvan are meet eaters with a definite preference for human
and humanoid flesh. They are aggressive, belligerent, demeaning, arrog-
ant and deadly dangerous toward other humanoids and rival tribes. On
their homeworld, during times of famine and hardship, rival tribes will
go to war. The losers becoming daves and the fdlen are eaten. It is
dso tradition to eat a worthy foe to show one's respect to a valiant
enemy. They believe the hand of fate may deem to impart some of the
fallen's strength, courage or wisdom to those who feast on his bones.
This legend of strength probably stems from the strength and life that
food provides to the starving.

Simvan men are capable hunters and merciless warriors. Ther skills
as trackers and hunters outshine the wilderness scout and as warriors
they are nearly equa to any headhunter or knight. The men, like dl
smvan, have a wild devil-may-care attitude toward life. They love to
take risks and accept chalenges that will test their strength, courage
and ills. As cannibds, the ultimate triumph and honor isto vanquish
and et a vaiant and worthy opponent. The warriors see combat as a
means of proving their own bravery, power, and skills, as well as
making life exciting and worth living. Courage, combat skill, and honor
to one's people are the mogt important values among the simvan.

The Simvan are not stupid and will not attack enemies with vastly
superior numbers or superior firepower, 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 through trial by combat (often with amonster/animal). For
example: A tribesman who has been disgraced in combat (cowardice
or accused of treachery) must ether fight his accuser, often to the death,
or face some other physica chalenge or contest. If many accuse him,
the offender is banished from the tribe but can redeem himsdlf by going
into the wilderness with no armor and only ancient types of weapons
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to fight and day aterrible beast (bear, lion, mongter, etc.). If he returns
with 1ts ‘nead, ‘ne maybe altowed vack into me tribe. Likewise, outsders
who wish to gpegk to the shaman or tribe leader may be forced to prove
themsalves by hand to hand combat (not to the death).

Although the simvan are cannibals and man-eaters, they do not attack
and edt anybody they happen upon. They frequently trade animd furs
and offer scouting, tracking, and hunting services to other humanoids
in trade for mega-damage weapons, E-clips, body armor and supplies.
Likewise, they are often acquaintances (and even friends) with human
and D-bee gypsies, mountain men and wilderness scouts in the area.
The simvan’s favorite humanoid associates are gypsies, brodkil, azver-
kan, seekers, psi-stalkers and intelligent mutant animas. The psi-stal-
kers and intelligent mutant animals are often alowed officid member-
ship into a tribe as long as they obey tribal law and customs. The
Simvan’s favorite humanoids to eat are humans and those mogt like
humans. Simvan repect and fear fagrie folk and elementals.

These wildmen are known as "Monger Riders' because they have
the psonic power to tame even ferocious predators and use them as
mounts, companions and beagts of burden. The monsters sdected are
frequently cregtures believed to be untamable and are frequently car-
nivorous. In Europe such mongers include the eurotorpid, stone-claw,
mega-foot mastica, gryphon, peryton, dragondactyl, melech, and
others. Tribe memberswill often have wolves, dogs, bears, wild boars
and mountain lions as pets.

Player's Note: Simvan player characters may be tribal outcasts and
may be marked as an enemy if he supports humankind or fights againgt
either the Gargoyle or Brodkil empire. The Brodkil Empire has the vast
magjority of smvan pledged toiit, but there aretribes, clansand individu-
as dlied to the gargoyles or who operate as independent, non-allied
forces.

European Smvan Monger Riders

Alignment: Any, athough most NPC villainsarelikely to be anarchit,

aberrant or other evil dignment.

Horror Factor: 12

Sze 5 feet 7 inches (1.7 m) to Sx feet (1.8 m) tall.

Weight: 150 to 200 pounds (67 to 90 kg)

Attributes: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 1D4x 10, SD.C.: 2D6x 10

M.D.C.: By body armor or magic.

Natural Abilities: Keen vision, nightvision 120 feet (365 m), and

psionic powers.

Psionic Powers, Males 1.S.P.: 2D4 x 10+M.E. points. Empathy,
telepathy, sixth sense, mind block, and mind bond (super), as well
as apsychic affinity with animas similar to those of the psi-stalker
(e Rifts, page 106, #8), only it applies to dl types of animals,
including mongterswith ananima intelligence. This power automat-
icaly gives the smvan male the horsemanship ill at +30% and
horsemanship: exotic animads a +20%

Psonic Powers Females |.S.P.; 4D4x10+M.E. Detect psionics,
deaden pain, exorcism, healing touch, increase healing, psychic
diagnosis, and psychic surgery.

Combat: Two atacks per melee plus those of the hand to hand training.
Mogt Maes are 3rd to 9th level fighters (roll 2D4 +1); assassin
hand to hand.

Skillsof Males: All wilderness skills (+20% bonus on all), wilderness
survival (+30%), track humanoids +20%, horsemanship +30%,
monstermanship +20%, dance and sng both & +10%. Physicd
skills: Hand to hand expert or assassin, body building, genera ath-
letics, running, climbing, and select three others (boxing and acroba
tics not available). Weapon Proficiencies: Archery and targeting,
knife, energy rifle, and select four additional. Most Smvan spesk
Simvanese (98%), Brodkil, Gobbldy and Euro dl a +20%.
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Player characters (or more daborate NPCs), male or female: Sdect
a‘wuh of six skills from the following: Radio: basic, escape artist,
pick pockets, paming, concedlment, pilot motorcycle, pilot au-
tomobile, pilot hover craft, pilot sail- or motor-boat, monster lore,
faerie lore, any languages and art. No bonuses gpplicable.

kills of Females All domestic (+30% on dl) and wilderness kills
(+10%), wildernesssurvival (+ 15%), horsemanship (+20%), hor-
semanghip: exatic animas(+15%), holistic medicine (+20%), her-
bology (+20%; s Rifts England) and spesk Smvanese (98%),
Brodkil, Gobblely, Euro and one of choice (+ 20%). Physical skills:
Hand to hand basic, running, climbing, and sdect two others.
Wesgpon Proficiencies: Blunt, knife, and sdlect two others. A female
is typicaly the clan or tribe shaman.

Weapons & Equipment: Knife and two energy weapons of choice,
and/or bow and arrows (can include high-tech or magic arrows).
Favorite weapons include the vibro-blades, Kittani plasma blades,
mega-damage arrows, and Triax energy weapons. They like magic
items, especidly mega-damage swords, knives, axes, bows, staffs
and spears, but don't seek them above any other good weapon. Most
Simvan wear light mega-damage body armor, but any kind can be
worn.

Bionics & Cybernetics Tend to avoid them for many reasons, but
will consgder a more powerful prosthetic limb if the naturd one is
los. Mogt smvan dso avoid M.O.M. implants, but some have
elected to get some, usually for increased psionic powers.

Money: The typicd simvan will have only 1D6x 100 credits and
1D4 x 1000 credits worth of furs and precious metals.

C'ro Demon Mage (NPC)

The ¢’ro (pronounced crow) demon mage is a supernatural monster
from another dimension whose powers and scarcity place them in the
category of greater demon. Asthe name suggests, this cresture possesses
magic and spell casting abilities. The demon mage may associate with
other demons and supernatura kin, but tend to conduct their business
as independent operators with their own agenda. They are selfish, brutal
cregiures who séldom let anything stand in the way of what they want.
Most are attracted to wealth and power. It is not surprising to find these
fiends trying to position themselves into places of power as lords, kings,
emperors and even gods.

There are at least three c'ro demon mages known to have expressed
an interest in Europe. In each case, the demon sees the current conflict
as a free-for-al that offers some excellent opportunities for those who
can take advantage of them. The demon mage is a master of deceit and
manipulation, but their actions and words can only lead to trouble and
dismay.

Note: The demon mage is intended as a non-player character (NPC)

villain and is not available as a player character.

Alignment: Selfish or evil; mogt are miscreant and diabolic.

Attributes 1.Q.: 2D6+8, M .E.: 3D6+8, M.A.: 3D6+6, P.S.:

3D6+6, P.P.: 3D6+6, P.E.: 3D6+6, P.B.: 2D4, Spd.: 4D6

Hit Points Mega-damage creatures.

M.D.C.: 1D4x 100+ 100 (never uses body armor).

P.P.E.: 1D4x 100+ 250

Horror Factor: 15

Weight: 200 to 300 pounds (90 to 135kg)

Sze 6107 feet tal (1.8t0 2.1 m).

Average Leve of Experience for NPC Villains 1D4+4

Natural Abilities: Nightvision 90 feet (27.4 m), keen color vision, see
the invisible, dimensional teleport 75%, bio-regeneration 4D6 per
melee round (severed limbs regenerate completely within 48 hours),
impervious to norma fire and cold, mega-damage and magic fire
and cold inflicts haf damage, impervious to disease, and magically
knows dl languages.



Natural Bonuses Impervious to supernatura and psionic possession,

impervious to the bite and gaze of vampires, imperviousto symbiotic
union and control, +3 on initiative, +3 to drike, +6 to parry,
+3 to pull punch, +2 to roll with impact or fall, +6 to save vs
horror factor, + 3 to magic, + 2 to save vs psionics and + 6 to save
vs poison. All bonuses are in addition to attributes and skills.

Combat: Seven physica attack per melee or three by magic.
Damage: Punch and kick damage will vary with the supernatural P.S.

attribute, but seldom do less than 1D6 M.D.

Bite— 2D6 S.D.C.

Body Flip — 2D6 S.D.C.

Head Butt or a Restrained Punch — 2D6 S.D.C.

Pincer/Stinger Attack — The demon mage has Six tentacle or stinger-
like appendages that gives it a great advantage in combat, parrying
and striking with deadly results. A mere stab from one stinger inflicts
1D6M.D., but as many as three can strike smultaneoudy, inflicting
3D6 M.D. points. Furthermore, the ¢’ro demon mage can inject a
combatant with a powerful toxin that causes 4D6 M.D. and disorien-
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tation t0 mega-damage creatures, — 1 on al combat bonuses and
lose one melee atack for the next 1D6 melee rounds — al damage
and pendlties are cumulative.

Mere mortals suffer 1D6 x 10 S.D.C./hit point damage and must
roll to save vs lethal poison. A failed roll means the character lapses
into a coma; roll to save vs coma/death! Those who survive the
coma/death will remain unconscious for 2D4 minutes and when the
character regains consciousness he is weak and shaken; only one
attack per melee and no combat bonuses for 1D6 hours!

Psionics None.

Magic: 1D4x 100+ 50 P.P.E.; 50% knows dl level 1-5 spdl magic
plus three spells (GM's choice) from each levels 6-12. 25% are
necromancers and have dl the necromancer's powers, knows dll
necromancer spells and the first six levels of common spdl magic
as described in Rifts Africa, page 108. The remaining 25% are
temporad wizards equa to 14 years of study and servitude (see Rifts
England).

Appearance A red skinned, humanoid demon with a snake's nose
(dits), yellow eyes, and a pair of yellow stripes on each cheek. The
skin is covered in fine, soft scdes like a snake, and six gtingers
protrude from the back. The hands are very human looking except
they are a hit longer, dender and have yellow nails. Most demon
mages cover their body in arobe, gown, cape or cloak, but even
such bulky coverings cannot conceal the pointed bone plates that
rise up from the collar bone and shoulders.

Save Market Value: Not gpplicable.

Habitat: Any place.

Enemies Undead slayers, azverkan, and champions of good.

Allies Other demons (lesser demons, entities, and sub-demons like
gargoyles and brodkil are frequently enslaved), witches, necroman-
cers, and evil beings of dl kind.

R.C.C. Skills of the C'ro Demon Mage
Lore Magic (+ 15%, se Rifts Triax)

Lore: Demons & Mongters (+20%)

Holigtic Medicine (+ 20%)

Stregtwise (+ 10%)

Concedment (+10%)

Paming (+10%)

Land Navigation (+ 10%)

Basic Math (+ 30%)

Literacy: Dragonese/Elf and Demongogain (+20%)
Radio: Basic (+ 20%)

Filot: Two of choice (+ 10%)

W.P. Sword

W.P.: Any two of choice

Hand to Hand: Not applicable — see combat above

R.C.C. Rdated kills Sdect eight other skills plus one a levels two,
four, six, eight, ten and twelve.
Communications. Any (+ 10%)
Domedtic: Any (+ 10%)
Electrica: None
Espionage: None
Mechanicd: None
Medicd: None other than the R.C.C. skill noted above
Military: Any (+5%)

Physicd: None

Rilot: Any (+10%)

Filot Related: Any (+ 10%)
Rogue: Any (+2%)
Science: Any (+10%)
Technicd: Any (+15%)
Wegpon Proficiencies: Any
Wilderness Any

Sacondary Skills: None; relies on magic and natural abilities.

Standard Equipment: Variesdramaticaly; al will have 1D4+1 magic
items (magic weapon, amulet, taisman, etc.). Demon mages are



atracted to rune weapons, techno-wizard devices, magic items and
bio-wizardry. Many are dso familiar with some technology and may
use any number of technologica devices and vehicles.
Cybernetics & Bionics None; a supernatura being.
Money: The typical adventuring lone wolf will have 1D6x 10,000 in
credits and/or gems and gold. Others may command akingdom and
have virtually unlimited resources.

Like the Americas, a number of dinosaur-like cregtures have made
aregppearance in Europe. The most famousisthe large, triceratops-like
creature known as the eurotorpid. This lumbering herbivore is at home
in the gteppes of Russia and Mongolia or the grasdands and forests of
Europe, grazing on grass and leaves. The full grown eurotorpid is about
the size of the Indian elephant, only this mega-damage anima has
heavy plates and an array of horns to protect it.

The eurotorpid typically travelsin herds. A smal herd will have 3D4
members-while the largest will have 3D4 x 100 animals! The giant beest
is very tolerant of humans and cther crestures and will not attack unless
they fed threstened or are attacked first. Although an anima with an
intelligence roughly equa to that of a horse, the cresture has psionic
intuition that warns it of danger, making it impossible to catch unawares
and aways giving it the initiative in any confrontation. Humans and
others who have no intention of endangering the great beests areignored
and can walk through a herd and even touch the beadts without fear of
being atacked. However, even the eurotorpid’s tolerance has a limit,
and the anima will butt, push away, stomp, charge, or throw most
humanoids who get overconfident and ether try to ride the animal or
become too annoying. Psi-stalkers, mutant dog boys and simvan are
often seen among the eurotorpid. The simvan, with their psonic link
to animas, love to use the eurotorpid for riding.

Note This creatureisadull-witted predatory anima and isnot available
as aplayer character.

Alignment: Effectively good or anarchist; grazing animd.
Attributes: 1.Q.: 1D6(animal), M .E.: 4D6, M .A..: 4D6, P.S.: 4D6 + 30
(equa to supernatura), P.P.: 3D6+6, P.E.. 3D6+12, P.B.: 3D6,
Spd.: 6D6 + 30 (haf that goeed swimming).

Hit Points Mega-damage creature

M.D.C. by Location:

Legs (4) — 150 each

Large Horns (2) — 150 each

Underbelly — 200 (attackers are —5 to gtrike)
Head — 200

Main Body — 2D4 x 100

P.P.E.: 6D6

Horror Factor: 10

Weight: 6 to 10 tons

Sze 10to 12feet(3 to 3.6 m) tall and 12to 14 feet (3.6to4.3 m) long.

Average Level of Experience Not gpplicable.

Natural Abilities Nightvision 100 feet (30.5 m), fair norma color
vision. Extremely keen sense of smell and hearing — track by scent
65%, Swim 65%, heds twice as fast as humans and is resstant to
cold, heet and fire (haf damage).

Combat: 4 attacks per melee round.

Damage
Restrained Head-Butt — 3D6 SD.C.

Full Strength Heed-Butt — 2D6 M.D.

Power Head-Butt — 4D6 M.D.

Short Charge & Ram — 5D6 M.D. counts as one attack

Full Spead & Strength Ram—1D6 X 10M.D. counts astwo attacks
Gore with Horns — 4D6 M.D.

Stomp — 1D6 M.D.

Bite — 3D6 SD.C.

Kick attacks are not possible, but aram attack has a 01-75% likeli-
hood of knocking an opponent down (victim loses initiative and one
melee attack).

Bonuses Cannot be caught unawares (see psionics), + 3 on initidive,
+4 to drike, +5 to parry, +2 to dodge, +2 to roll with impact
or fall, +3 to save vs horror factor, +1 to save vs magic, +4 to
save vs poison, drugs and diseese. All bonuses are in addition to
any attribute bonuses.

Psionics 3D6 x 101.8.P.; dl eurotorpids possess Sixth sense, empathy,
and sense evil. The creature automatically senses impending danger
viaa ort of automatic sixth sense.

Magic: None.

Appearance An eephant-gzed, triceratopslike beest with two large
homs and two rows of three smdler horns.

Save Market Value 10,000 to 40,000 credits, used in gladiatoria
arenas and as beedts of burden pulling heavy carts. The eurotorpid
can dso be domedticated as a riding anima for humanoids. The
simvan and psi-stalkers often use the eurctorpid as ariding animal.



Habitat: Grasdands and light forests. They are numerous in the coun-
tries once known as Russia and Mongolia

Enemies None per s

Allies None per s

Mega-Foot Magtica

The mega-foot mastica is a giant alien scavenger who gets its name
from the fact that it has two overszed hind legs, huge feet and an
enormous appetite. The beast resembles a giant, mutant centipede or
dieninsect of some sort, but it is actually awarmblooded animal loosdly
akin to Earth birds. At the end of its four arms are articulated fingers
with four razor sharp claws used for dicing up carcasses. Its mouth is
huge and the jaw can unhinge to swalow larger chunks of food or
smdl animas whole.

The creature feeds on carrion — eats the remains of dead animals
like avulture. Its first choice for food is meat of any kind, anima or
humanoid, but it will eat anything that won't eat him first, including
spoiled fish, vegetables, blood, bones and other organic edibles. Packs
of the horrible creatures often flock to the ste of battles to feast on the
remains of the dead and dying. They have dso been known to plunder
graveyards and even infirmaries and hospitas (especidly field hospi-
tals).

In addition to feeding on carrion and garbage, the mega-foot magtica
may aso turn its attention to the wesk and injured. They are infamous
for attacking and trying to eat the sck, injured, young and helpless,
including humans, D-bees, and livestock. Wilderness folk keep asharp
eye on little children (9 and younger), the dderly, infirm and family
pets when a pack of mega-foot have been sighted in the area.

The macabre mongters are skittish and shy when aone or in pairs,
but they are pack animas who ingtinctively gather in large groups. It
1s in these groups that they are at their most dangerous, showing aggres-
sveness and tenacity that is not present in the individual. A typica
hunting pack can contain 3D4 members while a swarm or large pack
can contain 3D4 x 10 hungry scavengers. However, the largest group
of mega-foot are hestant to attack healthy humans and animals, even
if they outnumber them five to one. Furthermore, they give up eesly
if their intended prey offers too much of a fight.

Feading Frenzy: There is a01-65% chance that apack of mega-foot
madtica will fall into a feeding frenzy. During the frenzy they become
swarming, fearless (and amost mindless) devourers pouncing on dl
avalable food. Although this can be aterrifying Sight, humanoids who
keep a codl head have the advantage. During the frenzy the creatures
will attack any food that becomes available, including fallen mega-foot
mastica, daughtered cattle, and garbage thrown in their way. This
mesans the beadts are eadly distracted and will sop in the middle of a
meleeto eat anything that comestheir way, sometimes fighting amongst
themsdlves for the tiniest scraps. Better yet, the mongters lose ther
initiative and half their melee attacks whenever log to the frenzy. Thus,
killing afew mega-foot masticawill usually give humansan opportunity
to flee or hide while the mgjority of the creatures stop to feed.

Note: The feeding frenzy only occurs among groups of four or more.
One or two mega-foot magticararely atack humans or large animals,
even when cornered. One or two are dso easlly frightened and chased
away.

Mogt wilderness folk have adopted the practice of killing the mega:
foot whenever they are encountered, especidly when found in tiny
groups or &s lone individuds.

Note: This cregture is a supid, scavenging animal and is not available
as aplayer character.




Alignment: Effectively anarchist or miscreant; scavenger/pack hunter.

Attributes 1.Q.: 1D4(animal), M.E.: 1D6, M.A.: 1D6,P.S.: 3D6+ 20

(equd to supernaturd), P.P.: 2D6+ 10, PE.. 3D6+ 10, P.B.. 1D4,

Spd.: 4D6+40 (running; half that speed climbing or swimming).

Hit Points Mega-damage cregture.

M.D.C.: 4D6+20

P.P.E.: 2D6

Horror Factor: 11 (13 for alarge group/swarm)

Weight: 700 pounds (315 kg)

Size 71to 8 feet (2.1 to 24 m) tal and the flexible body is dso 7 to

8 feet long.

Average Levd of Experience Not applicable.

Natural Abilities Nightvision 100 feet (30.5 m) and keen hawk-like
vision able to detect arotting carcass a mile (1.6 km) away. Super
keen sense of smel — can smel the scent of blood or decay two
miles (3.2 km) away, sometimes asfar as 10 miles(16 km) if carried
by the wind. Track blood scent or stench of decay 80%, track by
sight 45%, swim 70%, climb 60%/55%, and can leap 20 feet (6 m)
high or 30 feet (9 m) lengthwise from a standing gill postion or
double if running/loping a full spead! Bio-regenerates 2D6 M.D.C.
once per minute (4 meee rounds). It is dso resistant to cold and
fire (haf damage).

The body of the megafoot is extremely flexible, especidly at the
joints of its large hind legs. Thus it cantwist and turn like apretze
in any direction or angle, including so completely backward that it
faces forward again (see the illudtration). It has four ams and a
deceptively large mouth filled with serrated teeth.

Combat: 5 attacks per melee round. The claws can be used like paired
Wespons.

Damage Redtrained claw strike 4D6 S.D.C., asingle hand claw strike
inflicts 1D6 M.D., two simultaneous dtrikes 2D6 M.D., three-
handed drike 3D6 M.D., or a four-handed strike 4D6 M.D. The
smultaneous quadruple drike counts as one attack but the beest
cannot parry or dodge his opponent's counter-attack. Thebiteinflicts
1D4 M.D. and the pincer located in the tail does 1D6 M.D.

A kick inflicts 2D6 M.D., alegp kick is not possible but alegping
pounce is; does 1D6 M.D. and has a01-65% likelihood of knocking
his prey down (victim loses initiative and one medee attack), plus
there's a 01-55% chance of pinning an opponent with two of the
armswhilebiting with themouth or dashing with the other claws.

Bonuses +1 on initiative, +3 to strike, +4 to parry, +4 to dodge
(conventional). Specid: +6 Automatic Dodge: The body of the
mega-foot mastica is S0 flexible and fast that it can automatically
bob and weave out of the way without the creature ever moving its
hugefeet! The automatic dodge does not use up amelee attack/action.

Other bonuses +1 to roll with impact or fal, +3 to save vs
horror factor, + 1 to save vs magic, + 10 to save vs poison, drugs
and diseese (can est just about anything). All bonuses arein addition
to any attributes bonuses.

Psionics: None.

Magic: None.

Appearance A giant centipede with four arms that stands on a pair
of huge, spiny, dtilt-likelegs and enormous feet. The body is covered
inlight M.D.C. plates.

Save Market Value: 1000 or 2000 credits. They make lousy combat-
antsin gladiatorial contests unlessthere arethree or more and nobody
likes the disgusting things.

Habitat: Anywhere. In Europe they are found primarily in the wilder-
ness.

Enemies Humans and D-bees exterminate the mongters whenever they
are encountered. The simvan mongter riders occasondly use the
creatures for tracking, but have found them to be too awkward to
use &s riding animas and too stupid and timid (as lone animals) to
usefor anything else. Their light mega-damage plate armor is some-
times used to make inexpensive body armor (a full suit cogts about

5000 credits and has 30 M.D.C.) and the spikes are used as needles,
picks and decorations.
Allies None; the mega-foot mastica is a wild animal.

The Stone-Claw

The stone-claw usually inhabits the ruins of ancient cities, mountains
and rocky regions. Thetextureof the creature'sdull grey hideisreminis-
cent of arhinoceros, only tougher. It has large crab-like claws, athick,
short tail and a short, thick neck that ends in a pair of eyes and a maw
of larger sharp teeth. The creature can stand and walk on its hind legs,
like ahuman, or lope on &l fours for maximum speed. The stone-claw
is a very graight-forward fighter, usudly facing its opponent and,
gtanding on its hind legs, fights toe to toe. To this end, evolution has
given the mongter a belly and chest covered in hard, mega-damage
plates. Theknees, shouldersand crab-clawsaredso protected by natural
plate armor. The creature's dull grey color and shape helps it blend
into natural surroundings. When standing motionless, deeping or tucked
into a defensive postion, the monger is easily mistaken for a large
boulder.

The stone-claw is a solitary predator who hunts aone or in a small
group of two to four; usudly with its mate and/or offspring. The pow-
erful, clawed beedts are fearless and hunt prey large and small, animal
and humanoid. They have been known to attack gargoyles and bots
twice their size and include peryton, melech, white dayers and mega-
foot magtica among their favorite prey. The animd is fiercely territorid
and will fight to the death to defend its lair, or when the beadt or its
family is threatened. The stone-claw's diet is primarily fresh meat, but
it can dso survive on a diet of vegetables, fruits, insects, roots, and
human garbage if no other food is available.

The simvan monster riders love to use the stone-claw as an infantry
attack animal, watchdog, and defender. Although the big, grey beedts
make good riding animals, they are comparatively dow and ponderous.

Note This creature isadull-witted predatory animal and isnot available
as aplayer character.

Alignment: Effectively anarchist or miscreant; hunter.

Attributes: | .Q.: 1D6(animal), M.E.: 2D6, M.A.: 1D6,P.S.: 3D6+ 30

(equal to supernatura), P.P.: 2D6+12, P.E.: 3D6+ 12, P.B.: 1D6,

Spd.: 4D6 + 10 (half that gpeed climbing, swimming or walking on two

legs).

Hit Points Mega-damage creature.

M.D.C. by Location:

Tal (1) = 60

Hind Legs (2) — 110 exch

Crab-Claws (2) — 150each

Underbelly (covered in plates) — 200

Head (small target; attackers are —4 to strike) — 60
Main Body (top of the body) — 4D6 x 10

P.P.E.. 6D6

Horror Factor: 14

Weight: 1.5 tons

Sze 710 9 feet (2.1 to 2.7 m) long and 11 to 14 feet (3.3 to 4.3 m)

tal when standing erect.

Average Leve of Experience Not gpplicable.

Natural Abilities: Nightvision 100 feet (30.5 m), fair dayvision. Ex-
tremely keen sense of smell — track by scent 75%. Swim 60%,
climb 55%/50%, and can legp five feet (1.5 m) high or 10 feet (3
m) lengthwise from a standing till position; doubled when running/
loping at full speed. Hedls twice as fast as humans and is resistant
to cold, heat and fire (half damage).

Combat: 4 attacks per melee round. The claws can be used like paired

weapons.
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Damage:
Restrained Claw Strike/Slap — 1D6 M.D.
Full Strength Claw Strike — 3D6 M.D.
Claw Crush/Scissor Snap — 3D6 M.D.
Power Punch/Strike — 6D6 M.D.
Bite —2D6 M.D.
Kick attacks are not possible, but a legping pounce does 2D6
M.D. and has a 01-85% likelihood of knocking his prey down

(victim loses initiative and one melee attack), plus there's a01-45%
chance of pinning an opponent with the two claws while biting with
the mouth.

Bonusss +3 oninitiative, +4 to strike, +2to parry, + 2 to dodge,
+ 3 to roll with impact or fall, + 6 to save vs horror factor, +2 to
savevsmagic, + 210 save vs poison, drugs and disease. All bonuses
are in addition to any attributes bonuses.

Psionics: None.

Magic. None.

Appearance A huge brute of a mongter that can stand on its hind legs
like a bear, has crab-claws for arms, protective body plates and a
worm-like head with tiny eyes and a large mouth.

Save Maket Vdue 10,000 to 20,000 credits primarily as a
gladiatorid combatant. The mongter is ferocious and aways a crowd
pleaser. Mongter riders aso like to use the beast as amount.

Habitat: Ancient ruins, mountains, rocky terrain, and forests. In Europe
they are found primarily in the wilderness and are rumored to be
most numerous aong the aps and in the country once known as
Russa

Enemies. Preys on any humanoid, animal, demon or creature who gets
too close. Their mega-damage armor plates are sometimes made
into shidds and body armor (a full suit costs about 15,000 credits
and has 100 M.D.C.).

Allies: None in nature; frequently controlled and used by the simvan
mongter riders who have a specid affinity with most beasts.

White Sayer

The mongter known as the white dayer is a demon from a Rift. It
is a maevolent predator who delights in hunting and killing all lesser
cregtures — for pleasure as much as for food. They feed on animas
and humanoids. They aso like to engage in torture, play cat and mouse
games, and frighten potentia victims before they kill them. Although
barely intelligent by human standards, the white dayer is instinctively
cunning and has incredible patience. One tactic is to stalk and observe
its intended prey without its knowing, making careful note of its habits
and routines, then striking when least expected or the prey is at its mogt
vulnerable. Others tacticsinclude using the element of surprise, chasing
and tiring out the prey, herding the prey into a corner or trap, and
ambushing its prey. The mongter often tries to catch its prey unawares
by laying in wait or sneaking in close, using prowl.

When two or more are hunting in apack, they act as ateam, encircle
the enemy and attack from severd sides, or one acts as a decoy while
the others move into better position for atack. Thankfully, white dayers
seldom travel in packs larger than 1D4 + 2 members.

Note: This villain is not intended for use as a player character.

Alignment: Anarchist, diabolic or miscreant.

Attributes 1.Q.: 1D6+ 2 (anima), M.E.: 3D6+6, M.A.: 1D6, P.S.:

4D6+ 10 (supernaturd), P.P.: 3D6+6, P.E.:. 3D6+ 10, P.B.: 2D4,

Spd.: 6D6 +40 (running).

Hit Points Mega-damage creature.

M.D.C.: 6D6+20

PPE.. 1D4x10

Horror Factor: 13

Weight: 250 pounds (113 kg)

Sze 6to 7 feet (1.8 to 2.1 m) long; same height when standing on

hind legs.

Average Leve of Experience Not applicable.

Natural Abilities: Nightvision 200 feet (61 m), keen hawk-like vision,
able to e arabbit amile (1.6 km) away, track by sight 65%; the
creature is ambidextrous, fast and can legp 20 feet (6 m) high or 30
feet (9 m) lengthwise from astanding still position or doubled running
a full speed. Bio-regenerates 2D6 M.D.C. as often as once per



melee round, impervious to cold (no damage) and resistant to fire
(half damage).

Combat: 5 attacks per melee round. The claws can be used like paired
Weapons.

Damage: Restrained claw strike 2D6 to 6D6 S.D.C. (usualy to torture
SD.C. cregtures). A single blade/claw strike 1D6 M.D., double
drike 2D6 M.D., triple blade strike 3D6 M.D., power punch/claw
grike 6D6 (only possible using one hand, counts as two attacks).

Both clawed hands can drike smultaneoudly to inflict 6D6 M.D.!
The smultaneous double-handed gtrike counts as one attack but the
white dayer cannot parry or dodge his opponent's counter-strike.

A kick does 2D6 M.D., alegp kick 4D6 M.D., and a bite does
2D6 M.D.

Bonuses +2 on initiative, +4 to strike, +5 to parry, +3 to dodge,
+3 to pull punch, +3 to roll with impact or fall, +6to save vs
horror factor, +2 to save vs magic, +2 to save vs poison, drugs
and diseese. All bonuses are in addition to attributes and skills.

Psionics: Specid: Senses fear: alimited form of empathy enabling the
dayer to sense when its prey is scared; 1.S.P. cogt and limitations
the same as empathy. Other psionic powers include detect psionics,
and sense magic. 2D4x 10 |.S.P.

Magic: None.

Appearance A demonic predator that resembles both man and animal.
Its hairless flesh is stark white, but its eyes are a bright emerad
green. Its rear legs are like those of an animd, while its arms are
more like those of a humanoid, except that its three fingers have
long, sickle shaped claws the length of a short sword. The head is
inhuman and has abesk-like mouth that is as sharp as arazor blade.
Its long, pale green tongue is used to lap up the blood of its prey.

Save Market Value: 150,000 to 300,000 credits; they make dynamic
combatants in gladiatorid contests.

Habitat: Forests and jungles, including the Black Forest, but they are

62

epecidly fond of the northern forests and frozen tundras of Russa
and Scandinavia Ther white skin lets them blend into the snow
and makesthem dl the more dangerous. Rumor suggests somewhite
dayers found their way to China.

Enemies All wesker beings, particularly psi-stalkers, simvan, and
humans. Although an animaligtic predator, the demonic white dayer
cannot be controlled by the smvan mongter riders. However, the
simvan’s empathic powers can touch and influence the white dayer,
clouding the beast'sjudgement and senses — 2 oninitiative, — 1
attack per melee and dl combat Kills are half when facing asimven
mongter rider.

Allies: None per s, dthough they can associate with demons, powerful
sorcerers and supernatural beings.
R.C.C. Xkills (limited):
Stregtwise (+6%)
Land Navigation (+20%)
Wilderness Surviva (+20%)
[dentify Plants & Fruits (+ 30%)
Track: Animals (+30%)
Track: Humanoids ( +20%)
Swim (+10%)
Climb (+10%)
Prowl (+5%)
Specks Demongogian and Gobbley at 75% efficiency. Sentences
are usudly short and smple — sddom more than phrases like,
“Nowyou die" or "Don'tbe afraid. It will hurt only for aminute.*
R.C.C. Rdated Skills None.
Secondary Skills None
Money & Equipment: This hunter and murderer has little need for
possessions but may collect things that humanoids and demons con-
Sder valuable to prove its equality.
Cybernetics & Bionics Not applicable; a supernatural being.



Gene-Jplicers

Gene-gplicers are adiens from another planet who seem to have mas-
tered the secrets of eugenics.

The DNA molecule is the blueprint for the entire living animal. By
examining the DNA blueprint, the gene-splicer can learn the creature's
evolutionary history, aswell as his physica and mental strengths, wesk-
nesses and potential. Once the blueprint is understood and dl the build-
ing blocks have been identified, the diens can rearrange the blocks to
make changes and adjustments to the origind design. They manipulate
and rearrangethe genetic building blocks of living DNA likean architect
designing and constructing a building. The process is much more com-
plex andtime consuming thanit may sound, but that'sthebasicidea

Theoreticdly, genetic manipulation and recongtruction can help put
an end to mogt sicknesses and diseese, eradicate genetic aberrations,
and negate the effects of old age. Furthermore, life forms could be
twesked and adjusted beyond their current level of evolution to cregte
superhumans without the need of cybernetics, M.O.M. implants, drugs
or magic augmentation. The trick is making the proper changes on the
Zillions of DNA molecules that make up the human body. If changed
properly, the diens can make an instant and permanent ateration to
living creatures. Thisisthe secret and the power held by the gene-splic-
ers, and with it, the very secrets of life and crestion!

Genetic Recongtruction &
The Human Blueprint

Through genetic reconstruction, the gene-splicers are able to move
the building blocks of life around to make acompletely new and different
structure! They can do little things like change the color of acharacter's
eyes, hair or skin, grow new hair (by removing/fixing the gene for
baldness), make the nose or ears smaler or larger, rounded or pointed,
even add inches to one's height, take 20 years off one's gppearance
and diminate genetic weaknesses in the body that might cause al-
zheimer, cancer or arthritis dl in an afternoon. Little miracles to the
maniacal diens.

Genetic changes can be an improvement or a disester. The crue
diens are just as likely to knock the building blocks apart or build
strange, monstrous structures asthey aretoingtil beneficial ones. Some-
times they do strange and terrible things just because they can. Like a
spiteful and mischevious child, gene-splicers may make outlandish,
humorous (to them), or detrimental changes without regard for the
subject of the experiment. Genetic recondruction is often performed to
satisfy their own interests, curiosity, sadidic amusement or whims. The
changes may be made to study strengths, evolutionary aternatives, to
examine weeknesses or adaptability, or done as a lark.

Many gene-splicers simply enjoy inflicting and studying physical and
mental trauma. The entire record of evolution is recorded on each DNA
molecule. Records that can be re-created if one knows how — and the
gene-gplicers do know how. Thus, they can turn back the passage of
time and explore every step of human evolution. They can nudge and
rearrange the building blocks to explore evolutionary paths never taken.
To se how man might have devdoped under a different st of cir-
cumstances. The diabolica diens can turn a genius into a gibbering
monkey or muscle-bound Neanderthal. The changes produced through
genetic recongtruction are not just physical but can affect menta,
psionic, and behavior/instincts as well. Then there's the sociologicd,
anthropologicad and psychological dements to consider. How will the
creature reect to his new body? How will those around him respond?
Will he become aleader or dave? How will asuperior being (or inferior
mutant) react to the world around him and the world to him? Will he
be accepted, chastised, hunted, worshiped, feared or destroyed? What
happens if there is more than one? And 0 on. All things that fascinate
the coldhearted gene-slicers.

Whether there is any rhyme or reason to their insane creations, exper-
iments and acts of torture is unknown (there doesn't seem to be any).
They do, however, exhibit some interesting trends and habits. Gene-
splicers seem fascinated by human beings, human D-bees and primates,
and spend a vast amount of time experimenting on them. Like
Mindwerks, they often abduct or lure a subject into their clutches, work
their scientific magic on them and release them. Sometimes the subject
of experimentation is part of a long term study. In these cases, the
character is observed, periodically recaptured, subjected to genetic ad-
justments (or dramatic changes), and released again. Just as frequently,
test subjects are dtered and released, alowed to go on their merry way,
never to be bothered by the aiens again.

Gene-splicers have shown similar interest in brodkil and, to a lesser
degree, gargoyles. For whatever reason, they have dtered a thousand
brodkil in the same way. This is extremely unusual because as arule,
gene-gplicers rarely cregte more than a couple dozen of the same (or
smilar) creature. Inmany cases, their creations are one-of-a-kind studies
in living flesh and blood. Humans call these mutants Monster Brodkil,
because they are even larger, uglier, and more powerful, and have four
to sx arms, a prehendle tail and a pair of huge, gargoyle-like wings.
At first glance, dl of these monster brodkil seem the same, but even
here there are notable variaions. Some are covered in spines or lumps
while others are not. Some have more dender builds and are taller,
while others are squat and thickly muscled. Some have heightened
intelligence while others are smple-minded Neanderthals.

Why the gene-gplicers have created so many monster brodkil is yet
another one of the mysteries that surround them. Rumors have suggested
one of the brodkil chieftains made a pact with them, but one must
wonder what a brodkil might have to offer beings such as they. Nor-
mally, gene-licers don't take any interest inthelife, politics or events
unfolding around them. They have never been known to help people,
athough they do take Sdes in conflicts for various (selfish) reasons.
It's possible these brodkil have somehow captured the favor of the
gene-plicers, but it's more likely to be some twisted experiment or
behaviord study.

Such complete mastery over the genetic structure is virtually unheard
of in the Megaverse! In the hands of some other race, such knowledge
might have led to incredible achievements and benefits for dl intelligent
life. Instead, the gene-splicers are maleficent beings who use their
incredible knowledge to create monsters and misery.

Gene-gplicing

When one looks at al the myriad possihilities, there are millions of
varigions mat can be explored! Add in gene-splicing, and the blending
of one completey different life form with another, and the possibilities
are virtualy endless.

Gene-splicing is used to dter the genetic structure of one cregture
by combining it with severd traits fromtwo or three completely different
animas. The "splicing" process dlows the diens to bond different
anima parts into one monstrosity. Genetic recongtruction of the DNA
code means there is no risk of the body rejecting any of its new parts
or traits. The results can be staggering, combining incongruous and
normally incompatible dements that defy natural evolution.

One of the frightening things about these genetic modifications its
that because they are done on the most fundamental genetic level,
frequently they can be passed on to offspring. Of course, the gene-splicer
controls whether or not such "improvements' or "new variables' are
hereditary or not. The high-tech wizards can make a cregtion compatible
or incompatible with his own (origina) species or compatible or not
with other cregtions like himsdlf. Unfortunately for the victims of many
gene-splicing experiments, they are one-of-a-kind cregtions and often
completely alien.




Game Magde Notes

How to use a Gene-Splicer

One might think of gene-splicers as a custom-design Mongers Fac-
tory. Using them as a story element, the G.M. can devise "one-of-a-
kind" mutants and monsters, cregting aternatives to mongters from the
Rifts. This can be useful in keeping players on their toes and guessing
when an unknown monger geps around the corner. Or they can be
thrown for a curve when a familiar looking D-bee or monster de-
monstrates some unusual power or ability.

The gene-splicer is definitely redtricted to non-player characters
(NPCs). As arch-villains, they offer virtualy limitless possibilities.
BEWARE! Going crazy with the possibilities can unbalance your game
or turn it into a monster-fest. Neither is desirable. '

Some Condderations

1. Remember, Gene-splicers should be used sparingly and in ways
that are twisted and dangerous. They aren't benevolent beings, so they
aren't going to creste superhumans for the betterment of mankind. Nor
are they likely to save abrilliant leader or hero from old age or diseese
unless it was to turn him or her into a monster.

2. Remember, not dl mongters are ugly or dien looking. Evil is a
date of mind and a way of life.

3. Remember, gene-plices don't create monders out of thin air,
they usualy kidnap humans and D-bees and transform them into some-
thing superhuman and usually ugly and monstrous.

4. They have a twisted sense of humor and often turn heroes into
grotesque mongters and mongtersinto beautiful or at least more attractive
looking beings.

5. The cregtions of Gene-gplicer mongters can be responsible for
random acts of violence and intervention that could have little, medium
level or high level consequences to a particular person, place or event.
A village could be ravaged (or saved) by a gene-splicer creation. And
when it's done it moves on to reap more trouble or invades and tries
to hold on to its conquest.

6. A gene-splicer cregtion could become amajor hero, crook, misun-
dergtood villain, an arch-villain, predator, dave, minion or just about
anything. Whether or not a genetically reconstructed character is avail-
able as aplayer characters (and what his powers and pendties may be)
is left entirdy to the discretion of the Game Madter.

7. G.M.’s, always think about the creations you dlow in the game
either as NPCs or player characters.

8. Gene-gplicers can aso make clones.

9. People can't usualy tell the difference between a gene-splicer
cregion and a monger from a Rift.

10. A player character or NPC hero could be forever dtered (good
and/or bad changes) as the result of a gene-splicer’s experiment. Don't
bee too vicious. Show some compassion.

11. Mongters cregted from earth life forms have an advantage because
they don't have to adapt to a strange new world. They aready know
the lay of the land and should be able to understand the language(s),
are familiar with exigting technology, laws, customs, routines, and so
on. This strange familiarity can add to the mystery, suspense and tragedy
of encounters with such beings.

For example: A terrible monster is stalking the countryside. Those
who have seen it report that it is hideous and definitely not human. Yet
the creature knows how to operate hover vehicles, knows secret pass-
words or locations known only to locd villagers (or a sdlect few) and
sams to know patterns of activities such as police patrols (and re-
sources?). Furthermore, when it legped out of the shadows to attack
poor Mary, it ssemed to recognize her and for some inexplicable reason,
bolted into the woods without harming a hair on her head.

As the adventure unfolds, it turns out the mongter is young Robert,
Mary's fiance (or brother, father, uncle, friend, Sster, mother, etc.)
who disgppeared about Sx months ago. Now we learn that he has been
transformed into a predatory beast by a gene-splicer. As amonger, he
functions more on ingtinct than intellect and many of his memories as
a human are gone (or not), but he recognized Mary and was able to
control his hunger for human blood and stopped himsdlf from hurting
her. Now the player characters must hunt him down and stop his ram-
page/killing spree. Will they be able to reason with him or must the
beast be dain? Is it dl a misunderstanding (there's another monster,
and Bob was only trying to protect or warn his old girlfriend, but can
no longer spesk or didn't get the chance before other villagers attacked
him, forcing him to flee)?

A twigt might bethe old revengeangle: Why aredl of Adam Harley’s
old enemies being daughtered? Because Adam is the mongter and is
extracting revenge againg those he didn't like and anybody who gets
inhisway.

* Another story ideamight be the misunderstood monsters. The charac-
ter looks frightening and evokes fear and loathing even though it didn't
do anything. It may even befalsely accused of crimesit never committed
and has the heart of a Palladin and only wants to be left done or find

somebody (the player group?) to accept him as a friend.

Some Limitations

1. There are only a dozen gene-splicers on Rifts Earth and perhaps
not many more throughout the Megaverse. Presently, those dozen diens
are limiting their research to the countries once known as Germany,
Austrig, Poland and Czechodovakia They are not found anywhere dse
in the world!

The largest group of gene-gplicers arrived about ten years ago. Their
base of operation is in the Black Forest, nestled in the comparative
safety of the Tree of Darkness. They aso have access to one spaceship
(mobile laboratory). A pair of gene-splicers have been working from
their spaceship mainly in Poland and Czechoslavokia for amost 200
years. They were the first gene-splicers to arrive on Rifts Earth and
their experiments are likely to have contributed to some of the legends
about Mindwerks.

2. Although they can dter and evolve animals (i.e. create Dog Boys
or monstrous predatory versions of regular animals) they usually spend
mogt of their energy mutating humans, humanoids and other intelligent
life forms. One can only presume that the aliens get greater sadigtic
pleasure transforming creatures who will understand what horrors have
befdlen them and what their future may hold.

3. Remember, gene-splicers are evil and they are motivated by cruelty
and evilness. They like to inflict misery on others through genetic
recongtruction. They will seldom do anything to help anybody.

4. The cregtions of gene-splicers are usually monstrous or deliberately
flawed in some way. Remember, the mgjority are nothing more than
genetic experiments. Like dl experiment, some are more successful
than others.

5. It takes 4D4 weeks to perform major genetic reconstruction, some-
times longer. However, simple genetic grafts, splicing and minor ater-
ations can be accomplished in 6D6 hours.

6. Gene-gplicers can quickly become hated and hunted mongters
themselves. Many communities will try to find and destroy them, or
a least chase them away. Atlantean Undead Slayers and Azverkanwill
consder the diens to be a plague that needs to be eradicated from
existence.

7. Gene-splicers NEVER share their secretd The Splugorth would
pay or do just about anything to possess even a fraction of the gene-
splicers’ knowledge of genetic recongtruction, butitwill NEV ER happen.
Note: Very little physical data can be found on the gene-splicers com-
puters or spaceships. Much of it is locked away in their memory (total
recal) and they are impervious to psionic probes.
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8. They rarely uses cybernetics, bionics or any kind of mechanica
augmentation in their creations. Thus, borgs, bots, and androids will
not be sdected for genetic experimentation.

9. Energy beings, dien inteligences and mogt, true supernatura
beings and cresatures of magic cannot be geneticdly atered.

10. Logt limbs cannot (as arule) be geneticaly regrown. However,
new limbs of dl kinds can be "gene-gpliced’ onto an individua from
other crestures or clones.

Thefollowing arejud afew notable traits/changes that the gene-
splicers can ingill on humans and human-like D-bees.

» Customize living creatures to have specific traits, attributes and
powers.

* Reduceaging. Doubles the average life expectancy and the character
always looks reasonably youthful.

* Stop aging. Actualy the aging process is 0 dramaticaly reduced
that he ssems to have stopped aging entirely. Add 2D6 x 100 years
to the character's norma life expectancy.

* Increase human height up to an additiond six feet (1.8 m).

» Decrease norma human height by up to four feet (1.2 m).

* Increase human intelligence up to 30 but roll for one random insan-
ity.

* Increese human aggresson: +3 on initigtive, +3 to gdrike and
parry, +2 to save vs horror factor, +4D6 S.D.C.; tends to be
hyper, short tempered, suspicious of others, competitive, lovescom-
bat and physical contests. Level of concentration isreduced; —10%
on kill performance and may have trouble sleeping.

 Indinctive hunter/predator: Likes to hunt and kill. Automaticaly
gets the hunting and prow! skill, +2 on initiative, + 3 to strike,
plus one additiond attack/action per melee. Likes to eat raw mesat
and the taste of blood and may be a canniba (01-50% chance).

» Add 2D4 psionic powers from any of the three lesser categories to
minor psionics and double |.S.P.; add 3D4 psionic powers from
any of the three lesser categories or four super psi-power 10 mgjor
psonics and double 1.S.P.; or give ALL psonic powers to mind
melters or mind bleeders, and double I.S.P.

» Double the.S.P., range and damage of a burster's powers.

» Create the genetic equivdent of the following O.C.C.s:

Burster, dog boy, crazy or juicer without artificid implants or
drugs.

» Add one to four arms, tail (prehensile or not), wings and the capa-
bility to fly (may mean hollow bones and different sze), horns,
and others. Can dso change physical features.

Note: Even gene-gplicers make mistakes and cause physica or mental
aberrations which may include strange sided-effects, powers, insanity
and physical deformity — G.M.'s option.

Gene-Splicers

Gene-splicers can accurately be considered demons, athough they
are not supernatura beings. They regard themselves to be ahigher (the
highest?) life form in the Megaverse and show atotd disregard (some-
times complete disdain) for life in generd. They are coldhearted, cruel
and evil beings who are aways dispassionate, doof and menacing.

Talking to agene-gplicer is like taking to arock. They never answer
questions, ignhore insults, and brush away or destroy intruders in the
sameway ahuman might brush away an annoying insect. A gene-splicer
doesn't care about a person's problems, whether it be a toothache or a
life and death Struggle againgt demons. Empires can rise and fall around
them, the gene-splicer doesn't care. He is concerned only with his work
(Whatever that may be. They are always logt to their own secret agenda,
presumably something beyond human comprehension).

Legends & Rumors. Where the gene-splicers come from or how
many exig is part of the mystery surrounding them. Even among the
Splugorth, the gene-gplicer is known only as a cresture of myth and
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legend. Lord Splynncryth has never met one and he thought they had
perished 50,000 years ago. Presumably their numbers are quite small,
but then, nobody knows.

One of the rumors popular among non-humans is that the entire
human race is the cregtion of the gene-gplicers — a dumb animadl
snatched out of the jungle by diens that had a few choice genes rear-
ranged to change and advance its evolution, and then let loose to s
what happens. Now the dienshavereturned to examinetheir handiwork.
Thankfully, this rumor is not likely to be true, but it does make aperson
wonder.

The Gene-Splicers — An NPC villain

Note: The gene-splicer is NOT intended for use as a player character.

They are maniacd villains.

Alignment: Sdfish or evil; usualy anarchist, miscreant or diabolic.

Average Attributes 1.Q.: 2D6+ 16, M.E.: 2D6+ 16, M.A.: 2D6,

P.S: 2D6+16, P.P.: 2D6+16, P.E.. 2D6+16, P.B.: 2D4, Spd.:

2D6+ 16. They themsaves have been ‘genetically re-engineered, with

only a smal degree of desred randomness.

Average Life Span: 1200+ 2D6x 100 years.

Hit Points 3D4 x 10+40, SD.C.: 1D4 x 100

M.D.C.: 75 from lightbody armorrobe, plusforcefield from sphere.

P.P.E.: 6D6, but possess no natural magic powers.

Horror Factor: 11

Weight: 260 to 300 pounds (117 to 135 kg)

Sze 7 feettall (2.1 m).

Average Leve of Experience for NPCs: 1D6 +6; use the dragon's
experience table for determining additional experience.

Insanity: Obsessad with genetic experimentation and study. 80% are
extremdy sadigic and indifferent toward dl other life forms
(pathologicd). The lives of others has little meaning to these col-
dhearted fiends.

Natural Abilities: Perfect 20/20 color vision, nightvision 90 feet (27.4
m), $ethe invisible, ambidextrous, resistant to fatigue (half normat),
impervious to disease, impervious to mind control, and impervious
to psionic probes: telepathy, empathy, and mind bond unless delib-
erately allowed.

Bonuses (Natural): Lightning reflexes and agility. +4 on initiative,
+2 to drike, parry and roll with impact or fall, +3to pull punch,
+8 to save vs horror factor, +8 to save vs symbiotic union and
control, +8 to save vs magic illusons, +4 to save vs al other
forms of magic. Impervious to supernatural and psionic possession,
impervious to the bite and gaze of vampires (cannot be turned into
vampires). All bonuses are in addition to attributes and skills
bonuses!

Combat & AttacksPer MdeeRound (natural): Five meee attacks/ac-
tions per melee, plus one additiona attack/melee action at levels
four, eight, and 12. Paired wegpons and targeting skills are automa-
tic.

Damage Hand to hand is equa to any human or by wesapon.

Psonics All sengtive, hedling and super. |.S.P. is M.E. times 10,
plus 10 points per level of experience.

Magic: None.

Appearance Tall, thin humanoids with long, dender fingers. The eyes
and hair are dark, and their complexion is a pasty yellow-white.
Mogt are over a 1000 years old and look to be the equivaent of a
50 year old human. Thase who look to be 70 or older are over 2000
years old and those who have ayouthful appearance are only around
500 years old.

Slave Market Value Not gpplicable.

Habitat: Any place.

Enemies None/dl

Allies: None

Skills of Note: Gene-splicers have ahigh intellect, superior totd recall,
centuries of education and studies, and an andyticd and inquisitive



mind. They know entire skill categories: All communication skills
a 80%, dl dectricd at 80%, dl mechanica a 80%,al medicd at
98%, dl science at 98%, dl computer skills at 98%, dl pilot related
kill at 98% and pilot: spaceship and hover vehicles at 98%, W.P.
energy rifle, W.P. knife, and W.P. archery/targeting.

Secondary SKkills (G.M.'s option): The character can know six secon-
dary sKills plus three additional secondary skills at levels 8, 12 and
16. No bonuses other than 1.Q. are gpplicable. Sdections can be
made from: Domestic, espionage, military, physicd, pilot, rogue,
technical, weapon proficiencies or wilderness.

Sandard Equipment:

1. Omni-sphere: Described later.

2. Protective robe: 75 M.D.C.; lightweight: 15 pounds (6.8 kg);

language trandator and mini-computer built into the collar (both are
back-up systems to the multi-communications helmet).

3. Multi-communications helmet: Includes along- and short-range
radio (can monitor and play 10 channelssimultaneously), mini-com-
puter and cryptography program, radio scrambling capabilities, radar
detection, bio-comp sdlf-monitoring system and language trand ator.

Plus a specid tdepathic and radio corn-link to the omni-sphere.

4. Surgicd sensor glove: This is atight fitting glove made out of a
strong-as-steel ceramic. It has nano-systems that gives it dl the
features/capabilities of the Triax medicd sensor hand described in
World Book Five: Triax & the NGR, page 153. Plus, the two

fingers have scdpe sharp, retractable fingemails/blades and two
laser scapels. A concedled compartment holds IRMSS and RMK
nano-bots.

5. Multi-dimensional lab-spaceship: Described later. Most dder

gene-gplicers, pairs or groups will have one ship.

6. Other items. Just about any equipment or weagpon available to
the NGR, Mindwerks or Splugorthis availableto thegene-gplicer.
Cybernetics & Bionics None as arule, uses genetic manipulation and
gene-gplicing to "enhance’ their abilitiesand replaceinjured limbs.
Note Most gene-splicers have 1D4 clones in sorage. These clones
have blank minds and are crested exclusively to serve as replacement

parts and bodies for their gene-splicer creator.

Omni-Sphere

(aka Floating Eye or Omni-Bot)

The omni-sphere is an dl-purpose robot helper and defender. A
typica gene-splicer will be accompanied by 2D4 of these bots at any
given time. On the spaceship he can command as many as 50! They
are designed to serve the gene-splicer's every nead including ship op-
eration, gene-splicing, research and defense. However, their top priority
is to protect and defend the gene-splicer.

Class Robot Drone — Artificial inteligence.
M.D.C. by Location:
* Optics Eye— 50
* Retractable Force Fidd Tranamitter (1; rear) — 15
* Retractable Lasr Antennas (2) — 15 each
* Retractable Arms (2) — 25 each
Force FHdd (sdf or other) — 200
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** Main body — 80

* |tems marked by a single agterisk are tiny and difficult to strike.
The attacker must make a "cdled" shot and even then heis —5to
drike.

** Dedtroying the main body destroys the bot.

Spead: Antigravity: Hover sationary or at Speeds up to 200 mph (321.8
km) maximum. Underwater (max. speed 90 mph/144 km) and space
cgpable.

Satidical Data:

Sze Sightly larger than abasketbal. About 1 foot, 4 inches (041 m)
in diameter.

Weight: 50 pounds (22.6 kg)

Power System: Nuclear

Weapon Sygems

Note: Six hand to hand attacks/actions per melee round.

1. Reractable Lasers (2): This item is used as both atool and a
wegpon. Itcan extend onefoot (0.3 m) andcan rotate 360 degrees.

Primary Purpose: Defense

Secondary Purpose: Toadl

S.D.C. Damage: In increments from 1D6 to 10D6 SD.C.

Mega-Damage: Four Settings 1D6M.D., 2D6M.D., 4D6 M.D. or a

maximum of 1D4 x 10+ 8 M.D. if both lasers are fired Smultaneoudy

a the same target (counts as one mdee attack).

Maximum Range: 2000 feet (610 m)

Rate of Fire Six times per melee round.

Payload: Effectively unlimited.

2. Reractable Arms (2): The retractable/extendable arm has three
different "hand" attachments. Claw, scapel blade or laser scalpd.

Primary Purpose: Defense

Damage: 1D6 SD.C.

Maximum Range: About two foot (0.6 m) reach.

Rate of Fire” Sx hand to hand attacks/actions per melee.

3. Features of Note:
Force Fidd Generator: A forcefield of 200 M.D.C. can be generated
around itsdf, or the gene-splicer, or divided between both. Its top
priority is to protect the gene-splicer and it will sacrifice itsdlf inan
instant to save him. Regenerates one point a minute or 60 per hour.
To project aforce fidd around the gene-slicer the bot must be within
60 feet (18 m). Note: Asmany asten omni)spheres can Smultaneous
transmit their force field (or some part of it) around the gene splicer
with an accumulative effect; from 10 M.D.C. points to 2000!

Camouflage System: Same as the GSS ship (-f only). Used as
an observation/reconnaissance ball.

Sedth Sysem: Same as the spaceship; completely silent.

Sensors: Range of multi-optics, radar, sound detection, motion
detection: (60 f/18 m), radio communication and other.

Language Trandator and artificid voice synthesizer.

Skill Programs (standard): All communication skills, dl eectricd,

al mechanical, al medical, al pilot related skills, and al computer
killsat 94%, plusdl math, navigation and pilot: paceshipat 98%.

Advanced Artificia Inteligence: In additionto ills, the omni-bot
can learn and make subjective decisons similar to a human. How-
ever, these decison making powers are usudly fairly besic. 1.Q. is
equal to 15.




The GSS spaceship functions as a mobile base of operations for the
gene-splicers. Some gene-splicers have commanded and lived in one
of these ships for centuries.

The bridge & navigation are located in the front of the ship. The
front section can detach and function as a smaler mobile unit or escape
pod. 550 M.D.C. (no independent force field generator), maximum
gpeed: Mach 12, gpace and sea capable (any depth), +4 to dodge.

The medical facilities include three gene-splicing and operating
rooms, four laboratories, cloning lab (large), and cryogeneics storage
bay with aroom-sze freezer for gpecimens and 12 humanoid Sze tubes
for presarving and transporting living humanoid test subjects.

Living quarters (8) are smple. A 10x 20 foot room with a work
dation (three computers, split-screen wall monitor, communications
display and internd systems display), shef for specimens, persona
items and souvenirs, bed, lounge chair, small table and cryogenic storage
chamber for long periods of gpace and dimensiond travel (suspended
animation; chamber has 200 M.D.C. and emergency release/alarm).
Lighting is in the ceilings.

Other areas Containment bay with six prison-bar tyle jail cdls
with a cot, waste disposa unit, and manacles in the floor and on the
wadl (80 M.D.C. each). Storage bay: A large cargo areafor non-perish-
able specimens and supplies. Engineering, mechanics bay, communica-
tions, emergency life support, radar cloaking system, force field de-
fenses, wegpons and similar systems are dl automated, with easy access
by the gene-splicers and omni-spheres.

Note: All rooms are seded air-tight and sanitized to avoid contami-
nation; mainly to protect specimens and test subjects. Each dso has its
own environmental control systems; again, mainly fordien lifeforms.

GSS Spaceship

Class Transdimensional environmentd lab and habitat ship.

Crew: As many as a dozen gene-gplicers can live comfortably in one
of these ships, but mog have only one to three occupants, plus 144
omni-bots. A dozen passengers (not specimens) can be accommo-
dated comfortably. Some gene-plicers have 1D4 pets or daves
created from genetic experiments.
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M.D.C. by Location:

Bridge/Forward Section (a separate vessd) — 550

Tri-Forward Thrusters (6; 2 pair, Sdes) — 150 esch

Forward Main Thrusters (2; sdes) — 600 each

Top Thrugters (2) — 200 each

Rear Center Thrugters (3) — 150 each

Rear Main Thrudters (2) — 500 each

Rear Side Thrusters (2) — 150 each

Inner Hatches (many) — 100 each

Outer Hatches (8) —200 each

Reinforced Bridge Area— 200

Force Fied — 1400

* Main body — 3500

* Degtroying the main body will wreck the ship and cause it to

crash. 1D6x 10% of the internd systems and rooms may survive

and remain operationd but the ship will never fly again or be
spaceworthy without incredible amounts of time consuming and
codly repairs.

Dedtroying the main body does not damage the bridge section,
which is ds0 a detachable spaceship. The forward bridge section
can detach and fly away as a separate vessdl before the main ship
craghes.

Sead: In an amosphere it can hover Sationary or attain a speed of
up to Mach 12! No limit regarding the altitude and can blast into space
if 30 desired.

In outer space it can travel at . 16 the gpead of light and has a space
warp system that enables it to skip 1D4 x 100,000 light years in 1D6
hours. The space warp can be performed a maximum of once every 12
hours, but its recommended safe use is once per every sSix days.

Underwater, maximum speed is 300 mph (482 km).

Satidical Data:

Height: 180 feet (54.8 m), overdl

Length: 480 feet (146 m), overd! (the forward bridge section is about
120 feet/36.5 m long)

Width: 240 feet (73 m), overall, main body is about haf that width.
Weight: 450,000 tons

Power Sysem: Nuclear and a limited antigravity sysem (not fully
developed).




Weapon Sygems
The wegpon systems of the GSS spaceship are limited. Gene-splicers
aways try to avoid detection, let done engage in armed conflicts. In
mogt situations, they will try to escape and return later, unnoticed, to
continue their work. They're not cowards, they just don't see any reason
to waste their time fighting annoying inferior cregtures. In fact, if the
indigenous life forms are too annoying and/or unpredictably violent,
the diens are likely to leave in search for a quieter environment more
conducive to their research.
1 Forward Lase Battery (bridge section):
Primary Purpose: Defense
Mega-Damage: Three Settings: 1D6x 10 M.D., 1D4x100 M.D. or
1D6 x 100 M.D. (maximum is 1D4x 100 when detached from the main
ship)
Maximum Range: 6000 feet (1828 m)
Rate of Fire: Sx times per melee round.
Payload: Effectively unlimited.
2. Concealed Missle Launchers Conceded in each of the wing sec-
tions of the forward main thrusters is a missile launcher.
Primary Purpose: Defense
Mega-Damage: Varies with missle type. Can fire medium- and long-
range missiles.
Maximum Range: Varies with missle type
Rate of Fire: One at atime or volleys of two or four.
Standard Payload: % total; 48 per launcher.
3. Features of Note:
Force Fidd Generator: 1400 M.D.C., regenerates a arate of 200
points per hour.

Automated Repair Sysem: Mot internd systems and machinery
have an automatic repar and maintenance system.

Radar Cloeking: The GSS is invisble to al forms of radar and
sonar while the cloaking devise is on.

It isaso covered inamaterid themakeit invisibleto both 01-70%
likelihood of being invishleto radar or sonar even when the cloaking
system isturned off. Trackers should roll every 1D6 minutes to see
if they dill have a reading.

Camouflage System: An energy field that makes the exterior of
the ship changes color in patterns to reflect and blend in with its
surroundings. It is virtudly invisble in the sky and underwater.
01-75% prowl/hide when on land.

Stedth Sysem: When traveling under Mach One, the ship is
completely slent.

Sensors: Full long-range optics, radar, and sensor systems. There
are numerous sensor cluters conceded dl over the ship's hull,
including dose-range motion detectors (200 fv/61 m range).

Sdf Destruct Mechaniam: The subsequent exploson completely
destroys the spaceship (only scrap metd is salvagesble) and inflicts
1D6x 10000 M.D. to a 1000 foot (305 m) radiusl The smal,
detachable bridge ship only does 1D4x 1000 M.D. to a 200 foot
(61 m) radius.

Omni-Spheres: Standard compliment is 144, but only 10 to 50
are usudly activated at any one time.

Three Headed Wolf

The three headed wolf, ds0 known as the Tri-Wolf, is a geneticaly
improved and gene-spliced canine predator. The geneticdly recon-
dructed animdl is smarter (low human intelligence), larger, faster, and
more cunning. The three heads are the result of gene-splicing. AS a
natura pack anima, they cooperate well with each other and regard
the smartes to be their leader. The other two are submissive to the
leader and seldom squabble. In fact, the three quickly learn to function
as an extenson of each other.

The tri-wolfcan useits superior intellect and powersto take command
of amdl to large packs of norma wolves or wild dogs. The normd
wolves will follow their leader's actions and show increesed aggression
and much less fear toward man.

Note This intelligent wolf is intended to be an NPC villain, but it
can be used as an optiond player character if it's okay with the Game
Madter. Player characters are likely to be of agood or selfish dignment.
The Tri-Woalf cannot tak (athough some may have empathic or tele-
pathic powers) but have devdloped a greater range of barks, growls,
grunts and whines, including growls that sound like the words yes, no,
give, stop and die!

Alignment: Any, but typicaly anarchist, aberrant, or miscreant.

Horror Factor: 12

Sze 5to 6 feet (1.5t0 1.8 mylong and stands about three to four feet

0.9t0 1.2 m)tall.

Weight: 100 to 200 pounds (45 to 90 kg).

Typical Attributes 1.Q.: 1D4+3, M.E.: 2D6+10,M.A.: 2D6+ 10,

P.S.:. 2D6+20, P.P.. 2D6+10, P.E. 2D6+20, P.B.: 3D6, Spd.

4D6+ 25,

Mega-Damage Creature 6D6+6 main body and each head has 12
M.D.C. points each.

P.P.E.. 6D6

Average Leve of Experience 1D4 for NPCs, player characters should
dart a leve one.

Combat Data: Four hand to hand atacks/actions per meee or three
psionic.

Bonusss + 3 on initiive, difficult to surprise or sneak-up on from
behind, +5 to dtrike, +3 to parry and + 6 to dodge, + 3 to pull
punch/bite, + 3 to roll with impact or fall, +5 to save vs horror
factor, + 2 to save vspsonic attack, +1 to save vs magic, +2to
save vs poison and diseese.

Damage Redtrained claw strike 1D6 S.D.C., full strength claw drike
2D6 M.D., regrained bite4D6 S.D.C., full strength bite 1D6 M.D.
per each head; leap/pounce attack does 1D6S.D.C. and has a 01-55%
chance of knocking an opponent down (victim loses initiative and




one melee attack — counts a two melee attacks). The pounce atack
ds0 has a 01-50% chance of pinning the opponent, enabling the
wolf to continue his attack by hiting. Typicaly around 3D6é M.D.
for punches and kicks; varies with physica strength. Tail whips do
2D4 M.D.

Natural Abilities Exceptiond senses of hearing, sight, and smell;
track by smdl 65%, track blood scent 85%, recognize a specific
person by scent 50%, and lesp 15 feet (4.6 m) high or lengthwise
(double when it has arunning start).

Magic Powers. None.
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Psionics: The tri-wolf is conddered a minor psionic. The creature has
three psonic attacks per meee (one per head). Each head has
3D6+12 1.S.P. All three can see the invisble, presence sense,
sense evil, sense magic and sixth sense. Each head can dso sHedt
one psonic power from any of the three lesser categories.

R.C.C. Xills Hunting, track: animals, track: humans, detect ambush,
prowl, swim, climb, wilderness surviva, land navigation, besc
math, sniper (lay in wait and then pounce), and understands three
languages of choice — dl sKills start at 40% and incresse 5% per
level of experience.

Secondary Skills Sdedt two at leves 2, 5, 9, and 13. Sdedtions can
be made from the categories of domedtic, espionege, technica and
wilderness. All dart a first level proficiency.

Bionics None to dtart, tend to avoid them.

Note: Only 26 tri-wolves were originally crested, but they can nepro-

duce, giving birth to 1D4 pups. A mature female gives hirth once a

year. They mate for life.

Monge Brodkil

The mongter brodkil is the creation of the gene-plicars living at the
Tree of Darkness. They crested about 1000 of these humanoids and
have made it possible for them to mate and bear one offspring (with
the same traits) annually. Mogt differences among these mongters are
mainly cosmetic. Somemay look moreintimidating or weird than others
but their abilities don't change that much. However, there is arange
of variation whichisreflected in the random ettributes and other physicd
features. Only the rare exception (2%) has one or two incredibly high
attributes (2D6 points above the norm listed).

Note This character can be an NPC villain or optiond player character.

Player characters are likely to be of a good or sdfish dignment. They
are congdered rogues or traitors to the Brodkil Empire if they associate
with humans and other enemies of the Empire.

Alignment: Any, but typicaly selfish or evil.
Horror Factor: 12

Sze Approximately 8+ 1D4 feet (2.7+ meters).

Weight: 400 to 600 pounds (180 to 270 kg)

Typical Attributes 1.Q.: 2D6+3, M .E.: 2D6+6, M.A.: 2D6+2,

P.S.. 4D6+20, P.P.. 3D6+6, P.E. 3D6+10, P.B.: 1D6, Spd.

4D6 + 20; supernaturd strength and endurance.

P.PE.: 2D4 x 10, L.S.P.: None

Mega-Damage Creature Main Body: 2D6 x 10-+200 (about 20% have
an additiona 2D6 % 10 M.D.C.). Wings have 52 M.D.C. eech.

Combat Data: Eight attacks per melee. +4 on initiative, + 4t0 strike,
+4 to parry and +6 to dodge, +2 to save vs psionics and +2 to
save vs magic, +3 to save vs poison and diseese. All bonuses are
in addition to attribute bonuses.

Average Damage Varies with physicd strength; typically around 3D6
M.D. for punches and kicks. Tal whips do 2D4M.D.

Natural Abilities All have M.D.C. bodies, huge dragon-like wings
(can fly & a spead factor of 6D6 + 40), prowl 40%, turn invisible
a will, bio-regenerate 2D6 M.D.C. per hour and are impervious to
norma fire and cold.

Approximately 50% of the mongter brodkil have four arms, the
other 50% have six ams (add another one melee attack). Of these,
60% have aprehensletail (add another melee attack); dl havewings
and can fly.

Magic Powers None.

Psionics None.

Skills of Note: Climbing, tracking, intdligence, radio: bedic, three
languages of choice, two wilderness skills of choice, W.P. knife,
sword, W.P. energy rifle and two of choice. Game Masters may
add 1D6 sills from the categories of wegpon proficiencies, com-
munications, technical, domestic, and wilderness (no bonuses).

Bionics Noneto start; brodkil have no supernatural, psionic, or magic
powers, 0 they can benefit from bionic wegpons and implants with-
out ill effect, other than losing the ability to turn invisible.

Weapons Favorite wegpons include energy rifles, rail guns, vibro-
blades, Kittani plasma weapons, bionics, and magic weapons. They
a0 use binoculars and optical enhancements.

The Black Fores

The Black Forest (Schwarzwald in German) is located in amountain-
ous and hilly region dong the Alps. Many of the trees are ancient, 400
to 600 years old. The forest gets its name from the grest number of
conifer trees (pines and spruce) that dominate the forest (95%; entirely
coniferous in higher evations). From a distance the coniferous trees
of the Black Forest look dark green, egpedidly as a backdrop rising
behind the lighter green leaves of the mixed forest a |ower elevations.

Before the Coming of the Rifts, the Black Forest area was limited
to the southwestern corner of Germany, following the Rhein River
aong the border of France from about Ettlingen and Baden-Baden to
the south dong the curving Rhein and dong the border of Switzerland
to about Trossingen. The Black Forest of Rifts Earth covers a much
larger land area. It arts with the traditional southwest corner dong
the French and Swiss Alps starting a the Rhein and gretches eestward
beyond Lake Congtance, dong the Austrian border, covering the pre-
Rifts communities of Tuttlingen, Ravensburg, and Wangen; ending
about 10 miles (16 km) west of Wangen and south of Memmingen.
From the southvv&st corner it extends north just short of Karlsruhe and
covers pre-Rifts locations once known as Baden-Baden, Offenburg,
and Freiburg.

The Black Forest has dways been aplace of legend and loreregarding

magic, faeries, gnomes, spirits and ghosts. If the locd legends and
superdtitions of Rifts Earth are to be believed, the forest is overcrowded
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with every known demon and mongter to ever pass through aRift; from
vampires to Splugorth. Truth be told, the forest is a vast woodland
wilderness. Althoughinhabited by dangerous beings, creatures of magic
and predatory beadts from beyond the Rifts, a mongter is not lurking
behind every shadow in the forest. There are many lovely and serene
places and pockets wherehumansarevery safe. Infact, there are dozens
of tiny human and D-bee villages nestled in the Black Forest and
surrounding wilderness. Hunters, trappers, and the occasiond band of

gypsies dso frequent the woods. Ironicaly, the same frightening tales
that keep most humans away dso keep away most gargoyles, brodkil,
demons and other mongters and D-bees. Even the Splugorth and their
minions usualy steer cleer of the Black Forest. Asfor vampires, they

avoid the place because faeries, rites, nymphs, and drakins (the semi-
inteligent Luck Bird common to dl of Germany and Poland) hate
vampires and destroy them or chese them away whenever they are
encountered.

Faerie Fok of the Black Forest

In the world of Rifts, the Black Forest has become both an enchanted
and haunted place. It is home to about every type of faerie folk known
to man. One can find hundreds of faeries and/or Sprites playing in the
flowers, darting through the branches of trees, picking berries, chasing
dragonflies or drinking morning dew. Although beautiful and graceful
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cregtures, the denizens of faerie are dien crestures with little true
understanding about, or concern for, humans or any hig people. Con-
sequently, their games, pranks and parties can be deadly. Faerie food

72

is usually enchanted and will impart temporary or permanent magic
powers or curses on any who eat or drink them. To anger, embarrass,
or harm afaerie is to evoke the wrath of that faerie and dl his kin. A
flock of angry faeries have been known to chase away an adult dragon!

Faeries, sprites, pixies, browniesand leprechauns are likely toinhabit
areas where one finds amound of grass covered earth or hill surrounded
by aring of flowers or mushrooms, under or around giant boulders,
ancient trees or beautiful glens/glades.

The most dangerous places will bein and around eerie looking trees,
swamps, SOw moving streams, polluted waters, dead or foreboding
looking portions of woodlands, and other places that have a nasty or
frightening amosphere to them. It is here that the cruel faerie folk and
poltergeists are mogt likely to be found. Creatures such as goblins,
cobblers, bogies, pucks, spriggans, toad tools, kinnie ger (feline pre-
dator), and kelpies (aquatic demon horses) are likely inhabitants at such
locations. Fortunately, the evil faerie folk are far less numerous than
the gentler folk — for every bogie, toadstool or puck, there are 10
faeries, sprites or pixies.

Other Fores Inhabitants

The Black Forest dso harbors bands of psi-stalkers, simvan, and the
occasond adventurer, groups or small tribes of ogres, orcs, wolfen,
brodkil, lycanmorphs, srrynn, dragons, and some D-bees.

Notable wildlife includes deer, ek, wild boar, the brown bear, foxes,
wolves, wild dogs, the lynx (mountain lion; tigers are found in Russia
and Asa), martens, capercaillie (cock, Smilar to wild turkey), drakins,
eurotorpids, mega-foot mastica, and the occasiond stone claw mongter
and white dayer demon, among others.

The gryphon, peryton, dragondactyl and harpy roost among the cliffs
and mountain forests of the Alps and the branches of the evil Millennium
Tree, but they hunt in the forests and dong the rivers, lakes and ocean
coadline. Note See the firgt Rifts Converson Book for descriptions
and information about faeriefolk, ogres, tralls, drakin, peryton, demons
and many other creatures mentioned in this section.

The Tree
of Darkness

An Evil Millennium Tree

Without a doubt, the single mogt frightening feature of the Black
Forest is the Tree of Darkness, a gargantuan Millennium Tree that
challenges the peaks of the Alps in height.

Erin Tarn had thisto say (excerpted from her journal):

“I could not believe my eyes when | saw this monstrous tree. My
visits to several Trees ofLife in England had been a calming, beautiful
experience that touched my soul. The time | spent with the druids, at
one tree in particular, is one of the great moments in my life. But this

.. thing was a nightmare. An abomination.

"Even from a distance | could make out the misshapened husk
silhouetted against the Alps and the setting sun. | have heard that evil
alchemists and bio-wizards have been able to corrupt and pervert the
enchantment contained in the magic branches of a Tree of Life, but
not an entire tree! Yet before my eyes loomed an entire Millennium
Tree that had become aforcefor evil.

"The Tree of Darknesstowersalmost 2000feet (610 m) tall. | believe
that makes it the largest in the world. Unlike the traditional Tree of
Life, green with leaves and beautiful to behold, this tree was barren
and the trunk and branches twisted andgnarled. Huge limbsthat resem-
bled giant clawed hands or monstrous, spiked tentacles clawed at the
heavens. Thorny barbs protrudefrom branches and sumorous growths



blistered the trunk. Many ofthe hollows and nodules were misshapened
and resembled great gaping mouths, faces, or spiny seed pods. One
such face looked like a snarling dragon, another a demonic wild bore
while others ooked like ghostly apparitions howling at the sky; all were
ugly and menacing.

"The only leaves are found at the very top of the tree, cascading
down one side like emerald locks of hair hanging around the giant face
ofa tortured woman. The woman's head is arched back, staring toward
the heavens with an agonized expression. Two large branches resembl-
ing hands are raised skyward, making the woman of the tree seem to
be beseeching the gods above — though what her silent pleading eyes
might be saying was lost upon me. We wereforced to keep our distance
because the Tree of Darkness attracts theforces of evil. Consequently,
the area around the tree is rife with demons, entities and monsters.
Furthermore, I'm told that each of the gaping maws of tree's trunk are
dimensional portals, each leading to a different demonic realm.

"As we stood surrounded in the quiet splendor of the Black Forest
studying the horrific edificein the distance, my mind drifted back to
Wormwood. The Tree of Darkness reminded me of the crawling towers
and the living cities. Buildings molded from the living planet, their
shape dictated by the good or evil inhabitants who dominated the land.
In the demon haunted lands of Wormwood, great tree-like towers with
spikes and spines and gaping maws marred the land. So many of the
same images seem present on the Tree of Darkness that it sent shivers
up and down my spine. It saddens me to say it, but Ifound Wormwood
to be a sad, depressing place. | was glad to leave it and thankful that
my planet was nothing of the kind. Yet here | stood before a monolith
of evil that harkened back to the demon cities of Wormwood. For the
first time, | trulyfear that Earth could become like the demon haunted
wastelands of the living planet. | must also wonder if the Millennium
Trees and Wormwood don’t share some common origin or kinship. |
wonder too ifthe branches gfthis tree possess magic energy and whether
that magic is given to theforces of evil cradled in its body.

"My thoughts shift to ponder what incredible force of evil had the
power to corrupt and deform afabled Tree of Life. Other Millennium
Trees grow amidst incredible evil, yet none of them have taken on the
grotesque features or evil disposition that this one has. What makes
this tree, or more to the point, this place so different that it could
mutate such a primordial force of good? | think back to the days before
the Great Cataclysm. To ancient Germany and a man named Faust.
Could this be the root of evil?

"The Tree of Darkness grows in the soil where the ancient city of
Staufenonce stood. According to legend, Saufen was the place where
the legendary alchemist Doctor Faustus (also known simply as Faust)
worked andperished. The old pre-Riftstories tell how Doctor Faustus’
Iust for knowledge enticed himto make a pact with the devil. Empowered
by the pact, Doctor Faustus could bring supernatural forces to Earth
and make them teach him the secrets of alchemy and the universe.
Couldthis area, which hasalways been covered in ley lines, have been
a gateway to other worlds even then? Did some alien intelligence gain
control of that mysticforce and use iffor evil? | suspect the answer is
yes. As| recall the legend, Faustfinally began to recognize the evil to
which he had given himselfand regretted making the pact. He realized
that the price hepaidfor the knowledge he sought was too high, so he
plotted to break the pact. The devil laughed and proclaimed what was
done could not be undone. Faustus resorted to trickery to sever the
pact but the ploy failed and Doctor Faustus suffered the wrath of his
demonic benefactor and was consumed by an explosion that shook the
city, set it ablaze, andfilled the air with the stench of sulfur.

Could the evil forcesfoolishly unleashed by Doctor Faustus so long
ago, have permeated the land? Is it their evil essence what has tainted
the great tree and turned it into something monstrous? Is the tree a
willing participant to evil or endaved by it? Does the tortured woman
with her outstretched arms mock the heavens or plead to it for her
release? | fear we may never know. “

From the Journal of Erin Tarn — Winter 103 P.A.

A Place of Evil

Most creatures of a good dignment and athread of intelligence don't
come within 50 miles (80 km) of the Tree of Darkness. A 20 mile (32
km) radius around the greet tree is perpetualy covered in mist or fog
and populated by a host of supernatural mongters and evil creatures.
Psychics can fed the presence of supernaturd evil the moment they
step inside the fog ring. As psychic characters gpproach the Tree of
Darkness, the essence of supernatural evil becomes stronger. This fedl-
ing isnot limited to the greet tree, butisadso felt dl around. Psi-stalkers,
dog boys and other characters sengtive to such emanations will fee
uneasy and tense. Horses, dogs and animals sengitive to psychic impre-
ss5ons are jumpy and frightened.

Just about any monsters imaginable can suddenly appear in the fog
to chalenge or attack travelers, good or evil. Banshees, poltergeists,
tectonic entities, and peta things are counted among the inhabitants of
thefog bank. Note: Vishility within the fog is poor, reducing therange
and clarity of dl types of vison by 75% (a human can see about 100
feet/30.5 m ahead).

Various crestures seem to have laid claim to specific portions of the
mountainous tree. Among the weave of snaking roots at the base of
the tree, which covers a five mile (8 km) radius, are tribes of goblins
(estimated 3000 total ), ores (estimated at 1600), and hundreds of bogies,
pucks, toadgstools, boogie-men, grave ghouls, poltergeists, haunting
entities, and the occasiond tectonic entity, banshee, boschala, dar’ota,
dimensiond ghoul, gremlin, malignous, and demon. Predatory mongters
include melech, cockatrice, dragondactyls, peryton, and the mutant
creations of gene-glicers. See Rifts Converson Book (one) for the
description of mogt of these beings.

A cluster of spiky towers on a branch about half way up the tree is
one of the domains of the gene-splicers. Eight different splicers, their
cregtions and minions inhabit this smal community; about 240 people
in dl. The smdl, unspectacular ova opening above the base of the
branch leads to the gene-splicers homeworld.

Harpies, syphon entities, the occasiona rogue gargoyle, cockatrice,
waternix, za, hawrk D-bee, and other winged creatures may inhabit the
lower branches. Peryton, gryphon, giant clamp-mouthed dragonflies,
flash bedtles yll-tree climbers, and dragondactyls roogt among the
branches of the tree. Evil druids and practitioners of magic are dso
present.

A handful of evil sphinxes, dragon wolves, air elementals and dragons
inhabit the highest branches. An adult nightstalker known as Knife
Wind (9th level, miscreant), an adult fire dragon who cdls himsdf
Hellfire (12th level shifter and spell caster, miscreant), an ancient great
horned dragon known &as Shyrclee (16th leve ley line walker, 6th leve
herbologist, miscreant), asphinx known as Madcat (Sth level, diabalic)
and a tempord raider known as Antiquity (14th level, anarchist) are
among the most notable and powerful inhabitants of the tree.

Note Most gargoyles, brodkil, simvan, lycanmorphs, faeries, rites
and humans avoid the evil tree and the Black Forest in generd.

Dimengonal Portals

Over 50 ley lines intersect at the base of the evil Millennium Tree.
It is believed that the stone-claw, lycanmorph, white dayer, srrynn,
and c¢’ro demon mage have come to Earth via one of these portas.

The largest opening near the base of the tree is said to function like
a gone pyramid and can send a character anyplace on Earth where
there's a sone pyramid, Millennium Tree, or open dimensiond Rift.
It can d0 cregte aRift to any place known to the Rift creator, drawing
on the ambient energy of the intersecting ley lines and the tree itself.
Some forgotten creatures (spriggans perhaps) have built a sone bridge
and road leading from one of the tal hills into the maw of this great
opening. Taking this road will dlow vistors to avoid the mongers that

73



74



live among the roots and fog, but does not guarantee safe passage.
Peryton and other flying menaces frequently swoop down to snare prey
from the bridge (there is no protective cover on thebridge). Furthermore,
insde the cavernous opening lives a seven headed hydra who doesnt
appreciate vistors (01-50% chance that the hydra is ingde rather than
gone hunting). Scores of rock crawlers, mega-foot mastica and ahandful
of erta ds0 inhabit the cavern. Thus, one must carefully time his use
of the dimensiona porta and be careful of other inhabitants and danger-
ousvisitors. Note: Thereisonly oneway in andout of the giant cavern.

To reach the other-dimensonal portals the character must be able
to fly or climb the evil tree. Flying is considerably faster, but not
necessarily safer. Airborne characters are easy targets for any number
of predators and once one spots prey and attacks, others are sure tq
take notice. Likewise, villains hidden within the branches, nooks and
crannies of the Tree of Darkness can spot flyers amile away and prepare
for an attack or hide long before the flyers arrive. Aerid targets are
easy to shoot down and prepare against.

Climhing the tree helps prevent easy targeting and identification, but
the climbers have little or no idea of what lies ahead, or in wait, for
them. Encounters with locad inhabitants and other visitors are likely.
Furthermore, the act of climbing the vast surface of the tree can be a
difficult and exhaugting task akin to scaing a mountain. Mogt of the
portals to other worlds are 1200 to 1600 feet (366 to 488 m) high and
the leaves and smaler branches suitable for magic wands and staves
are a the very top.

Known portals to other worlds

1. The maw with vaguely negroid features has a branch that appears
to be a long, curving tongue that leads to the demon city of Lalibela
in the mountains of Ethiopia and/or to a living planet known as
Wormwood; see Rifts Dimension Book One Wormwood for details.

2. The short, thick branch that ends with the snarling head of a
demonic serpent is a dimensional portal to Asgard. The porta places
dimensiond travelers near the lair of the Midgard serpent! Note: See
Rifts Converson Book Two: Pantheons of the Megaverse for details
about Asgard (and the pantheon of Brahma and other gods).

3. One of the giant, tumorous knots resembles a demonic eephant
with four spikes on its head. Entering through the right eye will teleport
the character to the African Congo. Entering the left eye will send the
character to the jungles of India near Nagpur. Entering the mouth
under the trunk will send the character to the jungle and mountainous
dimension inhabited by the Pantheon of Brahma, the Gods of India,
and populated by the Asuras (demons).

4. An opening that resembles a moaning spirit leads to Phase World.

5. A portd that resembles a dragon's head leads to the Palladium
World.

6. A portd that resembles a demon with two tiny horns leads to the
demon world of Dyval.

7. A tiny opening, barely large enough for a human to fit through,
is connected with demon-ridden Xibalba and the temple a Copan, on
the Yucatan Peninsula — werebeast and demon territory (see Rifts:
Vampire Kingdoms).

8. An opening covered by a mesh screen of branches is atime hole.
Thisdimensional pocket is used by anumber of beings— G.M. decides
whether anybody is home or arrives (and how helthey react to intruders)
while the character(s) is il there.

Note There are at least a dozen other openings that lead to other
dimensions or which can be used to open a Rift to another world. Such
aRift might lead to the worlds dominated by gargoyles or other demons,
xiticix, Splugorth, Naruni, Kittani, True Atlanteans, any D-bee race,
or to an dien wilderness, Earth's past or aparald Earth in a different
dimension, orjust about anywhere. The possibilities are virtually end-
less. Explore them carefully.
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The Powers of the
Evil Millennium Tree

The Tree of Darkness has dl the same powers, abilities and "gifts
of magic" as any norma Millennium Tree (see Rifts England, pages
9-21). The main difference is that the Evil Millennium Tree grants
these "gifts' more sparingly and gives them only to evil beings to use
againg the innocent and good. The vile tree may summon thun-
derstorms, dense fog, or ley line storms to thwart people struggling to
survive. It will use its empathy and vision to warn monsters of danger
at the hands of heroes or the NGR, and hed murderers and destroyers
<0 that they may reap more carnage. Evil practitioners of magic, blood
druids and demonic menaces are given deadly magic wands and staves
to help them in their evil pursuits. Meanwhile, characters of good
alignments are abused and tormented.

Powers of Darkness

In addition to the powers of a norma Millennium Tree the Tree of
Darkness can perform the following.

1. Nightmares (rather than helpful visons or warnings): The
same basic principle as the vision, except the tree indills visons of
being hunted, tortured and dain in horrible ways. Affectsonly characters
of a good or selfish alignment.

2. Revedl (rather than camouflage): The tree can create fingers of
the wind, howling wind, change wind direction, or create a globe of
daylight to reved the hiding place of good characters (or the tree's
enemies) to evil creatures, predators and defenders.

3. Leaf: Blanket of pain (rather than healing):A giant lesf from
a normd Millennium Tree can be used to magicaly heal. A legf from
the evil tree prevents wounds from healing, broken bones do not mend,
and illness perssts without relief. The following penaties dso apply
when covered by the cursed leaf: - 15% to save vS coma/death, —4
to save vs poison, drugs and disease, and — 3 to save vs possession.
This leef can affect a character of any aignment.

4. Power to Hurt (rather than heal): A good Millennium Tree can
instantly heal, the evil tree emits an aura that reduces the healing
cgpability of good characters by haf and they are — 2to savevs poison,
disease and possession. Even heding potions and salves are only half
as effective on good characters while within the tree's area of influence;
anywhere on the tree, within 200 feet/61 meters of the tree, or wherever
the tree’s shadow falls.

5. Spail food and water: Same as the magic spell except the tree
can affect 100 times more than afirst level wizard. Wherever the tree’s
shadow falls, food is spoiled (unless the tree desires otherwise). Used
mainly againgt charactersof agood alignment andthoseit does not like.

6. Control over gorms, ley line sorms and ley line energy is
usually used against the tree’s enemies and good characters.

Wands and Staves of Darkness

In addition, the Tree of Darkness can create the following specific
items. Note Most wands (85%) cregted by the Tree of Darkness are
cursed, but it's up to the tree whether or not it curses a wand or staff.
Any characters of a good aignment who touches a cursed item will
suffer the following pdlls equa to a 10th level spell caster (roll percen-
tile): 01-25 Luck curse, 26-50 sickness, 51-75 minor curse, 76-00 curse
phobia.

Some specific saves and wands:

1. Staff of Death: A withered rod eaten by worms and bugs. It
posss the usual features common to Millennium gaves and inflicts
the following: 4D6 M.D. but burns characters of a good alignment,
inflicting an additiond 2D6 M.D. It can dso cast six splls per day
from the following sdection: Agony, life drain, sickness, wisps of
confusion, turn dead and animate and control dead.



2. Saff or Wand of Menstresity: A burl covered staff or soepter-like
wand that has a hideous, screaming face a one end. The rod has al
the usua features common to Millennium rods plus bestows the foll ow-
ing powers upon its owner up to four times aday: Superhuman strength,
superhuman speed, eyes of the wolf, invulnerability, and metamor-
phosis superior (dl are roughly equd to a 10th level spdll strength).
All five spdlls engage simultaneously. The first four empowers the user
of the staff, the last temporarily changes him into a hideous looking
monger (horror factor 13). Duration of powers 10 minutes, but the
duration of the metamorphogs is 30 minutes. The Tree of Darkness is
cruel even to those it helps. Note: The staff can inflict 1D6 M.D. when
used as a weapon.

3. Staff or Wand of Malignancy: A staff or wand that gppears to
have a mass of worms at one end (redly roots). The rod has dl the

usua features common to Millennium rods plus endbles the owner to
repe animas at will. A total of ten spels can be cast per 24 hours.
Available spdls include: summon and control rodents, spail, minor
curse, turn dead, death trance, trance, compulsion, calling, befuddie
and mask of decait. Note: Thewand can only cast five spdisper day.

4. Arrow or Javelin of Doom (even rarer than wands and staves):
Basicdly a shaft of wood shaped like an arrow or javelin that can be
fired from a bow or thrown; +2 to drike. The rod inflicts only one
point ofdamage to its target (S.D.C. to SD.C. beings orone mega-dam-
age point to M.D.C. crestures) and returnsto its owner (the return uses
up one melee attack). The rod aso inflicts the following magic on any
living creature it drikes Spead of the snail and befuddle equd to a
10th level spell!

5. Corrupted Wands and Staves: See page 21 of Rifts England.

Regional Highlights

Othe Places of Note
in and around the Black Fores

Some of the andent roadways have been uncovered by various
beings for a number of reasons. These roads include sections of the
old Autobahn which runs adong the northern border of the forest.

Theruins of old French nudear power plants can be found in the

territory once dominated by the ancient French Empire near the German
and Swiss borders.

Lake Congance is located on the border of Switzerland and Ger-
many, near Austria and the ancient ruins of Zurich, Switzerland. Lake
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Congtance is a giant mountain lake, the higgest in the territory, and
has aways been famous for its extremely clear water. The territory
around the lake was once a resort area for the wealthy who'd visit from
around the world. Today it is the domain of faeries and a handful of
gndl simvan, human and D-bee communities, mostly fishermen, hun-
ters and woodsmen. Some wine vineyards are located to the north of
the lake and some farm communities are located at the northern edge
of the forest near Ravensburg and around the surviving communities
of Biberach and Memmingen.

Zurich, Switzerland, survived the Coming of the Rifts but was de-
groyed by the gargoyles 127 years ago. It remains a gargoyle city with
hundreds of gargoyles and thousands of gurgoyles living in the crumbl-
ing ruins.

North Baden

A dozen hot springs are scattered in the mountains and hills known
as North Baden (pronounced Bod en). The springs are regarded as holy
or sacred places and are usualy located dong or near ley lines.

The hot springs of North Baden are renowned for their healing prop-
erties. A person who spends 20 minutes in the soothing waters, three
times a day, will find his wounds, injuries or illnesses are heded at
twicethe normd rate. Pluscharactersare + 10%t0 savevs coma/death,
+2 to save vs poison and disease, and +1 to save VS possesson.
Waters from the spring have the same effect on vampires as "holy"
water and inflicts doubleM.D.C. when used againg theundead. Druids,
herbologists and achemigs ingst the waters add to the potency of their
teas and dixirs. Those who use the watersin their heding potions and
tess will see an additiond 1D6 S.D.C./M.D.C./hit points added to the
potion's power to hed. However, a character can drink galons of the
water or swim in the natura pools for hours without any additiond
hedling or side-effects. In fact, drinking too much of the water is likely
to cause an upset somech.

Unfortunately, profiteers and scoundrels have seized control of eight
of the 12 known hat springs. They guard the springs dosdy and s
the heding waters (and bathing access) only to those who can afford
it. Three 20 minute bath sessons can cogt anywhere from 100 to 1000
credits depending on the villain who controls the spring. An ounce of
the water commonly costs 25 to 50 credits, Sometimes more.

A couple of the springs owners will dlow locd villagers to use the
heding waters once or twice a week at about a quarter of the normal
fee, provided they don't disturb the wedlthy patrons. Most hat spring
owners believe giving the locds inexpensive and occadondly free ac-
0ess to the water helps to keep the natives from getting restless.

Many of the communities around the springs have become smal,
fortified, resort towns that cater to adventurers, practitioners of magic,
heders, and the wedthy (often regardiess of race or politica aliance).
These places frequently offer other amenities and services, such asfine



food, beer and wine, dancing, gambling, fortune telling, body-chop-
shops, and a variety of specidty shops and other services.

Blancenhaus iS a gargoyle controlled encampment south of most of
the others. It services only gargoyles and allies. Those not dlowed to
use the waters, including locd villagers, adventurers and gypses, are
killed on the spot (unless they are snesky enough to avoid detection).
Approximately 12 gargoyles, 200 gurgoyles, 200 D-bee warriors, one
super bot and 24 G-20 avenger combet bots are Sationed a the spring.
An additiond 2D6 x 100 other members of the Gargoyle Empire may
be present at any time.

Free Sorings. There are only four springs not controlled by amonster
of one kind or another (whether it be a greedy human or dobbering
troll). None of these locations charge for the use of the water athough
donations are never turned down. Life Springs is controlled by human
supremacists who dlow dl humans, including gypses and travelers,
to use their waters free of charge. However, no D-bees are dlowed
under any circumdance. Marxburg is another and run in a Smilar
fashion.

Only two locations welcome people of al races (with the possible
exception of gargoyles and brodkil). One is the fortified city of Pure
Water, controlled by well meaning humans. It is under the protection
of three Undead Sayers and a band of 10 knights (4th to 10th leve).
The other is White Springs. Famous to wilderness folk because it is
controlled by a large community of druids (200 and their families) and
practitioners of magic (about a dozen herbalists, four alchemists, and
25 men of magic and their families). At White Springs, no person is
turned away because of his race or politicd affiliations. It is dso known
to gypses and wilderness folk as aplace of healing, magic and learning.
Magic pations, teas, and herbs of dl kinds can be acquired at White
Springs.

South Baden

Hot springs are dso found farther south, doser to the French, Swiss
and Austrian borders, not more than 40 miles (64 km) from the evil
Millennium Tree. These springs are cursed and only hedl people of an
evil or anarchigt dignment and at four times the normal rate of healing!
Worse, the damned waters reduce the heding of any good character
immersed in them (the hedling process takes twice as long). The water
of South Baden has a bitter, sulfuric taste and a dightly yelow tint.
Gargoyles, brodkil and other mongterslay claimto mostof these springs.

Freiburg

Freiburg means "free city" and it remains a free haven for D-bees
trying to build a life in Germany. It is the largest city in the Black
Forest, currently harboring nearly 300,000 D-bees. The mgjority of its
inhabitants are enemies of the Gargoyle Empire and will fight to keep
the New German Republic free. In fact, many wish they could be
citizensof the NGR and liveanywherein thenation. Mogt arecraftsmen,
wine and beer makers and farmers who smply wish to live quiet,
peaceful and productive lives. They are left unmolested by the NGR
because they live in the Black Forest and have never caused the nation
any problems.

So far the gargoyles have dso left them done too, but they are in
congtant danger from rogue troops, bandits, supernatural marauders and
demons looking for trouble. To advance the fall of the evil Empire,
the people of Freiburg regularly bide enemies and fugitives wanted by
the gargoyles. They ds0 sabotage gargoyle supply lines and secretly
supply the NGR with intelligence data regarding enemy activity in the
Black Forest and dong the southwestern border.

A dozen tiny D-bee villages are scattered around Freiburg and dong
the Rhine River which runs through the Black Forest. The population
of these villages seldom exceeds 400.
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Munich

About 75 miles (120 km) northwest of the Black Forest is the city
of Munich. The city has kept much of its pre-Rifts charm and is one
of the higoric didricts of Germany, with many ancient, pre-Rifts
churches, cathedrals, the Olympic Park (used for the 1972 Olympics)
and other buildings. It is a vacaion paradise billed as "a big city with
old world charm." As areault, it has hundreds of restaurants, taverns
and cafes, as well asbook and video gtores, thesters, museums, severd
parks, and charming shops of dl kinds. Munich is famous for its beer
and beer mugs, but dso offers a fine sdection of wine. See Triax &
The NGRs pages 11-12, for more details.

The NGR military has a strong presence in Munich. Soldiers in
body armor ride hovercycles, or usejet packs, X-60 Hankersand X-535
Hunters patrol the greets and try to squelch gang and crimina activity.
A smdl military base with about 1200 armored troops is located ten
miles (16 km) north of the city. It's important to keep the NGR’s third
largest Triax indudtrid complex safe from the enemy.

Victor Lazlo's underground organization is also based in Munich.

Victor Lazlo

True Name Victor Charles Lazlo; professor of pargpsychology, he is
a0 alaent psychic (see Beyond the Supernatural RPG).
Alignment: Scrupulous

Attributes 1.Q.: 14,M .E.: 19,M .A.: 19,P.S.: 17,P.P.: 11,P.E.:

14, PB.: 10, Spd: 11

Hit Points 71 H.P. and 47 SD.C.

M.D.C.: Triax environmenta body armor: 80 M.D.C.; P.RP.E.: 19

O.CC.: Parapsychologist; roughly equal to arogue scientist.

Leve of Experience 12th leve rogue scientist/parapsychologist.

Natural Abilities A natural leader; intelligent, compassonate, re-
sourceful and strong willed. He also has a curious nature and an
andyticd mind.

Psionic Powers They haven't manifested themsdlves often enough to
be consdered "powers' that are available at will. Instead, they tend
to automaticaly engage during periods of stress or danger, particu-
larly sense magic, spead reading, mind block and impervious to
cold (Victor rarely notices when they occur). He o gets "hunches'
and the occasond dream warning, both of which are agpects of
clairvoyance. The most overt and least often occurring psi-poweris
seethe invisble. Victor dso uses meditation to relax. 1.SP.: 123
points.

Magic Knowledge: Victor is not apractitioner of magic but does have
a ressonable understanding about the fundamentals of how magic,
spdls, and ley lines work. He can read magic runes and symboals,
recognize magic wards and circdles (86%) and can read scrolls and
perform ritual magic as long as he has comprehensive ingructions
(94%). His training dso gives him some specid dbilities:

* Recognize red psychic powers, 98%. He can dso determine what
degree of power and the type of psychic the character is; 66%.

» Recognize mind control and whether it is the result of possession,
psionics, magic, hypnosis or drugs, 98%.

* Recognize psonic and techno-wizard devices, 66%.

* Recognize red rune weapons, 98%.

Combat abilities: Hand to hand: basic (11th leve proficiency).

Combat/Attacks Per Mdee Round: Four

Bonuses (indudes all bonuses): +3 on initictive, +1 to drike, +4
to parry, +5 to dodge, +4 to rall with impact, +4 to pull punch,
+210 SD.C. damage, critical strike on unmodified 19 or 20, kick
attack (1D6 S.D.C.), and judo style body throw/flip (1D6 damege
and victim loses initiative and one mdee attack). +3 to save vs
psonic attack, + 3 to save vs horror factor, +2 to save vs magic
and poison, + 3 to save vs mind atering drugs and pations, +2tc
sve vs posesson, and + 8% to save Vs coma/death.
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XKillsof Note: Basic and advanced math, computer operation, biology,
psychology, anthropology, parapsychology (including afundamental
knowledge of magic and psychic powers and how they work), re-
search, photography, lore: demons& monsters90%, lore: geomancy/

ley lines 90%, radio: besic, radio: scramblers, He spesks and is Appearance: A human male who looks to be in his early forties, but
literate in American, French and Spanish, al & 98% is actudly 55 years old. He should be 63 but is the victim of space

He a0 spesks Gobblely and Euro, can read sensory equipment, and time anomalies. He gands 5 ft, 11 inches (1.79 m) tal, and
performfirstaid, swim, climb, run, wrestle, aswell as horsemanship, has a full head of white hair.
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pilot automobile, pilot power armor (Ulti-max and Hopper), dl a
80%. He dso has W.P. knife, W.P. automatic pistol, and W.P.
energy rifle, dl at 5th leve proficiency. Note See Beyond the
Supernatural for the 20th Century sKills or wing it.



Technology: As aman of science, Victor has aways loved and used
technology. He is fascinated by the advances of Rifts Earth and has
adapted well to the use of high-tech computers, weapons and equip-
ment.

Soedia vehides Pilots a stolen Ulti-max!

Equipment of Note Basic articles of clothing, backpack, specimen
containers, utility belt, box of a 100 pairs of surgica gloves, two
ar filters, one environmental hdmet with gas mask, portable video
camera with 50 video discs, gtill camera and tripod with 100 discs
of film (36 exposures each), portable computer, pocket computer,
portable bio-scan, laser distancer, pocket scrambler, portable lan-
guage trandator, pocket flashlight, medica kit, al nano-robotmed-
icd sysems, a lighter, PDD pocket digitd disc audio player and
recorder (with 24 one inch discs), two pair of hand-held com- ,
municators, and a multi-optics band.

Weapons Silver cross, six wooden stekes and mallet, survivd knife
(1D6 damage), pocket Swiss army knife (1 point of damage as a
weapon), shotgun (7D6 S.D.C.), .45 automatic pigol with 144
teflon armor piercing rounds (6D6 S.D.C.) and 48 rounds of same
but the bullets are slver coated. Triax lasr scapd, Triax-30ion
pulse rifle (2D6 or 6D6 M.D., 2000 ft/610 m range; dozen 50 shot
clips), and a TX-11 sniper rifle 3D6 M.D.; 1600 ft/488 m range).
Body Armor: Fully armed X-1000 Ulti-max power armor with 309
M.D.C. left on the main body. He dso has a Triax T-21 Terrain
Hopper it of power armor as a back-up suit. Can wear any type
of armor and use mogt types of power armor &t fifth level proficiency.
Cyberndics Gyro-compass, dosmeter/radiation detector and
amplified hearing (bonuses have been added to combat bonus sec-
tion).

Money: He has accumulated a reasonable amount of money to continue
his crusade to help D-Bees in the NGR underground. He has
1D6X 10,000 credits with him and has approximately 500,000 cre-
dits back at his base in Germany.

Alliances & Allies: Victor Lazlo has alot of friends and connections

in and around the New German Republic, especidly among D-bees,
city rats, and subversive organizations. He is friends with Lo Fung
(a chiang-ku dragon) and has become friends with Erin Tarn and
heroes active in the area.

Victor is wanted by the NGR for subversve acts againg the
government because he helps D-bees and associates with gypsies,
criminals, non-humans and other subversives. Any encounter with
NGR troops means a 01-50% chance that somebody will recognize
him or his stolen Ulti-max and try to make an arrest. This can only
mean trouble for dl involved. Characters who protect Lazlo are
consdered to be his dupes, criminas or fellow subversives.

Northwest Germany & Triax

German Indusry and the heart of the New German Republic is
located in the northwest portion of the country at such cities as Frankfurt-
am-Main, Heidelberg, Dusseldorf, Bonn, Essen, Ruhr, Koln and others.

Northeasern Germany

Much of the northeast suffered considerable damage from the Great
Cataclysm and repested Seges by the brodkil, gargoyles and other
mongters. Once greet cities like Berlin and Hambarg are ruins, popu-
lated by pessants, vagabonds and D-bees.

Dresden is a squdid military and industrial town near the border of
Poland. Its troops and citizens have a reputation for corruption, black
marketeering, and playing fast and loose with laws, rules, and regula
tions.
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The Gargoyle Offensve
in Western Germany

The Gargoyle Empire is building anew front dong the southwestern
border of Germany and near the old French and Luxembourg borders.
It is here that the so-cdled Gargoyle Super Bot has made its gppearance
(athough afew have dso been sghted in the Brodkil Empire as well).
A totd of 11 have been accounted for, but the total number may be as
much as two times higher. The presence of the giant bots is disturbing
but the least of the NGR’s concerns. An estimated 500,000 gargoyles
and their minions have gathered dong this new offensive ling, with
another estimated million troops advancing tojoin them from the south.

All indications would suggest a mgor offensive is about to be
launched. This has prompted the evacuation of soores of human villages
and border towns that fall in the mogt likely path of attack. The NGR
has increased reconnai ssance along the border, dispatched two armored
divisions to strategic border locations (including 40 of its new X-5000
Devadators and a wing of X-2700 Dragonwings) and has placed all
troops on ydlow aert. They have dso deployed 200 new gargoyle EIR
drones, androids, and EIC cyborgs to infiltrate the enemy. In addition,
the NGR has sent two prototype Mobile Infantry Strike Bases to the
area (only three exist).

Gurgoyle G-40 Super Bot

The super bot is a gigantic robot vehicle that has only recently been
introduced by the gargoyles. Like the G-30 Wrecker, this robot vehicle
resembles the gargoyle, complete with wings and horns. However the
wings do not provide the bot with the ahility to fly, but offer great
armor protection from rear assaults. A powerful microwave saturation
beam is fired a ground troops from blagters in the chests. However,
the bot is very dow and has limited wegpon capabilities. The red
danger it presents is that it has so much M.D.C. that it will be difficult
to stop. The advancing assault of this mountain of a robot can only
serve to boogt the morae of gargoyle troops.

Exdusve to the Gargoyle Empire
Modd: G-40 Super Bot
Class Strategic Armor Military Assault Robot
Crew: One gurgoyle pilot, a gunner and a gargoylite SUpervisor.
Note: Only the gurgoyles (usualy supervised by agargoylite) pilot the
giant robot vehicle.
M.D.C. by Location:
Chest Microwave Wegpons (2) — 150 eech
* Energy Bdl and Chain (2) — 170 each
* Energy Bal and Chain Cable (2) — 75 each
Wings (2) — 400 each
Shoulders/Upper Arms (2) — 300 each
Forearms (2) — 200 each
* Hands (2) — 100 each
Legs (2) — 500 each
* Sensor & Communications Array (2, horns) — 80 each
Head PFilot Compartment — 600
Reinforced Filot's Compartment — 50
**Main Body — 2550
* All items marked with a single agterisk are amdl and/or difficult
targets to hit. An attacker can only hit one when he makes a called
shot, but even then he is - 2 to strike.

Destroying the head reveds the inner pilot's compartment.
Ancther 50 M.D.C. to the pilot's compartment immohbilizes the
giant robot.

** DepletingtheM.D.C. of the mainbody will destroy thebot!



Sed

Running: 35 mph (56 km) maximum.
Lesping: Not possible.

Hying: Not possble.

Satidical Data

Height: 50 feet (15 m) from heed to toe.

Width: 27 feet (8.2 m) or 35 feet (10.7 m) with wings extended.
Length: 20 feet (6 m)

Weight: 90 tons

Physical Strength: Equa to aP.S. 60

Cargo: Smdl area

Power System: Nuclear, average energy life is 10 years.

Black Market Cogt: Not available.

Weapon Sysems
Note: Totd number of atacks per melee round is 10.

1 lon Finger Blagers (8): Located in each of the bot's fingers (thumbs
excluded) is a powerful ion blaster. The bot points and shoots.

Primary Purpose: Assault

Mega-Damage 2D6 from a single finger blast, 4D6 M.D. two fingers,
6D6 M.D. threefingers, 1D4X 10+ 8 fromfour fingersor 2D4X 10+ 8
from afull four finger blast from both hands simultaneously! Simultane-
ous blasts count as one melee attack regardiess of the number of firing
finger blagters. + 3 to dtrike when tacing careful am with one or two
fingers, nobonusto strike when using three or four fingers or both hands.

Range: 2000 feet (610 m)



Rate of Fire: Equa to the total number of melee round attacks.

Payload: Effectively unlimited.

2. Microwave Beam Weapons (2): Located in the chest of the giant
bot are two large mounts. Both are pointed dightly downward and
fire wide-beam microwave blagts. Directiond fins insde the firing
housing direct the angle of the beam (downward in a45 degree arc
of fire). The weapon is designed to literaly fry ground troops.

Primary Purpose: Anti-Personnel
Mega-Damage: 4D6 M.D. to everything in the blast radius, plus unpro-
tected S.D.C. plants and animals wither and die, and there is a01-63%
chance of combusgtible materids bursting into flame (spreading fire can
cause more destruction). Metal power armor and bots will sparkle from
the energy and communication and sensor systems may be temporarily
disrupted (01-50% chance) for 1D4minutes. Furthermore, theshielding
in standard mega-damage body armor, especidly ceramic, plastic and
padded types, is not sufficient to shield againgt this type of attack and
the wearer suffers 1D6 S.D.C. damage per blast.

Area Affected: Each beam, usually fired simultaneously (counts as one

attack), covers an area 30 feet (9 m) in diameter. Everything in the

blagt radius suffers damage.

Range: 200 feet (61 m)

Rate of Fire Equa to the totad number of melee round attacks.

Payload: Effectively unlimited.

3. Concedled Mini-Missile Launchers (2): The two plates on the
robot's hips dide up to fire mini-missiles. These are dso usudly
operated by the gunner.

Primary Purpose: Anti-Aircraft and Anti-Power Armor

Misdle Type: Any mini-missile can be used, but standard issue is armor

piercing (1D4 x 10 M.D.) or plasma (1D6 x10 M.D.). Fragmentation

is seldom used by these anti-armor units.

Mega-Damage: Varies with missile type.

Range: Usudly about a mile (1.6 kmy).

Rate of Fire: One at atime or volleys of two, three or four.

Payload: 48 tota; 24 in each hip launcher.

4. Retractable Energy Ball and Chain (2): The bdl-shaped nodules
in the forearms are energy spheres attached to a long, extendable
and retractable cable and function like giant bals and chains. They
are larger versons of the wegpon used by the G-30 Wrecker.

This energy weapon releases a charge that temporarily short-cir-
cuits the nervous system whenever it strikes an opponent with either
the ball or the energized cable. The powerful dectrica jolt the
wegpon ddlivers is especidly effective againgt supernatural beings.
Striking unarmored humanswill kill them. Unarmored mega-damage
cregtiures may be stunned. Those in body armor or power armor
may have a temporary system failure.

Mega-Damage: 1D4 x 10 M.D. per strike. This weapon is an M.D.C.
structure and can be used to parry M.D. atacks from robots and power
armor.

Stun Pendlties for Mega-Damage Creatures. Using this weapon againgt
mega-damage beings such as demons and dragons inflicts the same
amounts of mega-damage and double damage to beingswho are vulner-
able to electricity. The jolt will cause the victim to lose initiative and
one melee action/attack per each drike of the ball. Furthermore, the
creature will be momentarily dazed for the rest of that melee and is
—2to drike, parry, and dodge.

Characters in power armor or environmental body armor suffer dam-
age and there is a 01-40% chance of targeting, radar or communication
systems getting temporarily knocked out for 1D6 minutes. However,
the character ingde the armor is grounded and insulated o he is imper-
vious to being dazed or eectrified.

Robot vehicles only suffer mega-damage from the hits.

Save vs Being Dazed: 16 or higher. The character must save eech time
he or she is struck. A successful save means the victim of the attack
is NOT dazed and suffers no penalties.

81

Bonuses for the Attacker: + 3 to strike and parry using this item.

5. Hand to Hand Combat: Rather than use a weapon, the pilot can
engage in mega-damage hand to hand combat. The gurgoyle is a
supernatura creature, S0 anorma punch or kick from onewill inflict
mega-damage. However, ingde the robot, the pilot must rely on the
mechanica strengthsand abilities of therobot, instead of hisown.

Bonuses. A totd of 10 attacks per melee round, +3 to drike from

punches, +4toparry, +2toroll withimpact, and + 2to pull punch.

Pendties The robot’s movements are dow and usualy telegraphed,

giving dert opponents the opportunity to dodge. Attacks marked with

an aderik are — 3 to drike when the target is 15 feet (4.6 m) tal or
smdler; if under 5 feet (1.5 m), the pendty is —6 to strike.

Resgtrained Punch — 1D6 M.D.

Full Strength Punch — 1D6x 10 M.D.

* Power Punch —2D6 x 10 M.D., but counts as two meee attacks.

Crush/Squeeze or Tear — 1D4 x 10 M.D.

* Kick — 1D6x 10 M.D. (— 3 to drike smdl targets)

Leap Kick — Not possible

* Stomp — 1D6 X 10 M.D.

Body Slam/Ram — 1D6x 10 M.D.

Body Throw — 6D6 M.D.

Head Butt — 6D6 M.D.

6. Snars & Sysems of Note Fundamentally, dl the basic items as
found in human robots, only smpler.

NGR Mobile Infantry Strike Base

The Mobile Infantry Strike Base, nicknamed the "Midfit," is the
latest creation from Triax Indudtries. The Misfit is an impressve ingtru-
ment of destruction, but many have questioned its effectiveness in the
field of combat. Opponents of its costly manufacture argue that the
vehicle is dow, ponderous and limited in its scope. It is only truly
effective against massive enemy offensives and then only if there has
been sufficient advanced warning. Proponents for the production of a
dozen Misfits (only three prototypes have been produced), insst that
such massive enemy offensives are likely and will dmost dways be
telegraphed in advance by troop build-ups. The mobile base would
serveto providetroop support, cover, heavy artillery andtactica strikes.
The gargoyle offensive aong the western border will be the NGR’s
opportunity to field the vehicle.

The giant vehicle is actualy five armored vehicles in one. The four
smadler vehicles help pull the command center with its giant particle
beam acceleration cannon. They dso provide artillery support and troop
transportation. At any point during combat, one or dl of the four smaller
vehicles can detach from the command section and engage the enemy
as sparate units. The following description is broken down into the
three major components of the armored assault vehicle: the forward
troop carriers (2), the rear artillery troop carriers (2), and the command
center. Note: All three prototypeshave been moved toward themounting
gargoyle offensive.

Command Center and Main Cannon (1)

Modd Type X-MISB-01 Component A

Class Armored Infantry Assault & Troop Transport Vehicle.

Crew: 80 (plus 20 medicd personnd): A commander, a second in

command, two pilots, two co-pilots, 10 communications officer, 10
field mechanics, 12 gunners, 6 reserve gunners, 12 power amor com-
mandos, 6 robot soldiers, 6 intelligence officers, and 12 soldiers.

Mobile hospital section: 6 doctors, 2 cyber-docs, 12 nurses, accom-
modates 48 injured.

The vehicle is not intended to be atroop carrier but can accommodate
one company (40 troops).
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M.D.C. by Location:
Main Cannon (1) — 800
Secondary Laser Cannon (1; top rear) — 250
Secondary lon Cannon (1; side) — 250
* Main Cannon Sensors (2; next to ion cannon) — 150 each
* Forward Sensor Array (1; below the ion cannon) — 150
Missile Launcher Pyramid Housing (1; center) —
Rear Multi-Turret (1) — 220
* Mini-Turrets (3) — 50 each
* Forward Laser Turrets (2) — 150 each
Forward lon Cannons (2; belly guns) — 150 each
Forward Command Section — 600
Communications Section (middle) — 250
Rear Landing Platforms (2) — 300 each
Giant Wheds (16) — 150 each
** Main Body — 2100
* A dngle asterisk indicates smdl or difficult targets to hit. They
can only be struck when an atacker makes a called shot, and even
then the character is — 3 to strike (the sensor array is - 2). Destroying
both the main cannon sensors diminates al long-range targeting
and radar.

** Depleting the M.D.C. of the main body will shut the wegpon
down completely, making it useless.

Statittical Data
Spead: 12 mph (19 km) maximum when separated from the four other
units. 35 mph (56 km) when pulled by al fourunit vehicles (23 mph/36.8
km when pulled by two).
Height: 70 feet (21.3 m) with the forward cannon level.
W|dth 60 feet (18.3 m)
Length: 170 feet (51.8 m)
Weight: 80,000 tons
Power System: Nuclear, average energy life is 20 years.
Black Market Cost: Not available

Weapon Sysems
1. Main Super PBA Cannon (1): The huge cannon is an accelerated
particle beam cannon of unprecedented range and power.

The housing undernegath it is an independent sensor, radar and
targeting array. Mounted on the Sdes of the cannon, clustered with
it, are two cannon-like appendages, but they are redlly long-range
sensor and communication systems. The cannon can only point
forward but can fire up and down in a 90 degree arc of fire.

Primary Purpose: Assault
Secondary Purpose: Anti-Aircraft & Gargoyles

Mega-Damage: 3D6 x 100 M.D. per sngle full power blast!
Maximum Effective Range: 10,000 feet (3050 m)

Rate of Hre: Once per meleeround (needs about 10 secondstorecycle).

Payload: Effectively unlimited

Specid Feature: Independent coordinated targeting: + 3 to strike.

Note: After ten shots, roll for a system failure (01-50%) for each sub-

sequent shot. A system failure means the gun cannot fire that meee

round.”

2. Seocondary Super Laser Cannon (1): Mounted on the top, back
section of the main gun. It can rotate 360 degrees and point up and
down in a 60 degree arc of fire.

Primary Purpose: Assault

Secondary Purpose: Anti-Aircraft & Gargoyles

Mega-Damage: 1D6 X 10 M.D. per single full power blast or 2D6 X 10

M.D. per double pulse blast.

Maximum Effective Range: 8000 feet (2438 m)

Rate of Fire: Equd to the number of combined hand to hand attacks

of the gunner (usudly 4-8).

Payload: Effectively unlimited

id Feature: Independent coordinated targeting: + 3 to strike.

3. Secondary Super lon Cannon (1): Mounted on the back, this big
gun swings down, over the right shoulder, to fire. It can fire in any
position, including while locked in the stowed position.

Primary Purpose: Anti-Armor
Secondary Purpose:

* Anti-Personnd

Mega-Damage of lon Cannon: 2D4 x 10 M.D. per blast

Maximum Effective Range: 4000 feet (1200 m)

Rate of Fire Equa to the number of combined hand to hand attacks

of the gunner (usudly 4-8).

Cannon Payload. Effectively unlimited.

Specid Feature: Independent coordinated targeting: + 3 to strike.

4. Long-Range Misdle Launcher Bay (1, sx misdle slos): The
triangular, pyramid shaped wedge in the center of the command
center is the missile bay.

Primary Purpose: Assauilt

Missile Type: Any long-range missile can be used, but standard military

issue is proton torpedoes (4D6x 10 M.D.), nuclear multi-warhead

4D6x10 M.D.) or heavy plasma (3D6x 10 M.D.). All are smart
bombs and are +5 to strike.

Mega-Damage: Varies with missile type.

Range: Usually about 1000+ miles (1640+ km).

Rate of Fire One a atime or in volleys of two, four or six.

Payload: 48 missiles.

5. Forward Double-Barreled Lasy Turrets (2): The turrets are de-
sgned to counter ground troops and can rotate 90 degrees up and
down. One or both guns can be fired.

Primary Purpose: Assauilt

Secondary Purpose: Defense
Mega-Damage: 3D6 M.D. per single blast or 1D4 % 10 M.D. per dua

smultaneous blagt.

Rate of Fre: Equal to number of combined hand to hand atacks of the

gunner (usualy 4-6).

Maximum Effective Range: 4000 feet (1200 m)

Payload: Effectively unlimited.

6. lon Bely Guns (2): The double-barreled ion blasters are designed
to counter ground troops and can rotate 90 degrees up and down.
One or both guns can be fired smultaneoudly.

Primary Purpose: Assault

Secondary Purpose: Defense
Mega-Damage: 4D6 M.D. per single blast or 1D4Xx10+8 M.D. per

dual smultaneous blagt.

Rate of Hre: Equal to number of combined hand to hand attacks of the

gunner (usualy 4-6).

Maximum Effective Range: 2000 feet (610 m)

Payload: Effectively unlimited.

7. Mini DoubleBarrded Lasar Turrets (3): Three mini-turrets are
mounted on the dde of the hogpital wing. They are intended for sdf
defense. Each can rotate 180 degrees and fire in a 90 degree arc.
Each works independent of the other.

Primary Purpose Defense

Secondary Purpose: Anti-missile

Mega-Damage: 2D6 M.D. per single blast or 4D6 M.D. per dua simul-

taneous blast per turret.

Rate of Fire: Equa to number of combined hand to hand attacks of the

gunner (usualy 4-6).

Maximum Effective Range: 2000 feet (610 m)

Payload: Effectively unlimited

8. Rear Multi-Turret (1): This is arear defense and assault weapon
with three heavy laser cannons and a mini-missile launcher. It can
rotate 360 degrees and shoot in a 90 degree arc of fire.

Primary Purpose: Defense

Secondary Purpose: Anti-missile
Dam Lasers 4D6 M .D. per singleblast, 1D4x 10+ 8 M.D.

per double blagt or 2D4 x 10 M.D. per smultaneous triple blast. Mini-
missles Varies with missile type.




Rate of Fre: Equal to number of combined hand to hand attacks of the

gunner (usudly 4-6).

Maximum Effective Range: Lasers 4000 feet (1200 m). Missiles usually

about a mile (1.6 km).

Payload: The |asers are effectively unlimited. Mini-missiles are limited

to 24.

9. Snaxr Sysems Note: The most advanced optic, sensory and radio
systems plus al other festures common to most robots and military
vehicles.

//////////// D
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Forward Troop Carriers (2; identical)
Modd Type X-MISB-01 Component B
Class Armored Infantry Assault & Troop Transport Vehicle.
Crew: 11: Rilot, co-pilat, three communications officer, four gunners
and two reserve gunners.

The vehicle carries two companies of soldiers in body armor or
DV-12 Dynabots (80 troops) or one company (40 troops) in smalish



power armor suits like the T-31 Super Trooper, X-10A Predator, or
basic X-535 Jager.

M.D.C. by Location:
Main Laser Turret (1; rear) — 250
High-Powered lon Cannon Turrets (2; sde) — 150
* Mini-Missile Launchers (3) — 80 each
* High-Powered Headlights (4; front) — 10 each
* Entry Hatches (5) — 120 each
** Man Body — 1200
Reinforced Pilot’s Compartment — 150
* A single agterisk indicates smal or difficult targets to hit. They
can only be struck when an atacker makes a called shot, and even
then the character is —3 to dtrike.

** Depleting the M.D.C. of the main body will shut the vehicle
down completely, making it useless.

Satidical Data:

Speed: 45 mph (72 km) maximum when separated from the command
center. 35 mph (56 km) when pulling the command center with al four
component units.

Height: 20 feet (6 m)

Width: 30 feet (9 m)

Length: 80 feet (24.4 m)

Weight: 10,000 tons

Power System: Nuclear, average energy life is 20 years.
Black Market Cod: Not available

Weapon Sysgems

1. Double-Barreled Lasr Turret (1): The turret is an dl-purpose
assault weapon. It can rotete 180 degrees Side to side and the guns
can move up and down in a 90 degree arc of fire. One or both guns
can be fired.

Primary Purpose: Assauilt

Pur Defense

Mega-Damage: 1D4 x 10 M.D. per single blast or 2D4 x 10 M.D. per

dua simultaneous blagt.

Rate of Fire Equal to number of combined hand to hand attacks of the

gunner (usudly 4-6).




Maximum Effective Range: 4000 feet (1200 m)

Payload: Effectively unlimited.

2. lon Turrets (2): The double-barrdled ion turrets are designed to
inflict heavy damage to ground troops. Each can rotate 360 degrees
and shoot in an up and down 180 degree arc. One or both guns can
be fired smultaneoudy.

Primary Purpose: Assault

Secondary Purpose: Defense

Mega-Damage: 4D6 M.D. per single blast or 1D4x10+8 M.D. per

dual smultaneous blast.

Rate of Fre Equa to number of combined hand to hand attacks of the

gunner (usualy 4-6).

Maximum Effective Range: 3000 feet (914 m)

Payload: Effectively unlimited. )

3. Mini-Missle Launchers (3): On the sde of the vehicle are three
mini-missile launchers.

Primary Purpose: Anti-Missile and Flying Monsters

Secondary Purpose: Anti-Personnel

Missile Type: Any mini-missile can be used, but standard issue is armor

piercing (1D4 x 10 M.D.) or plasma (1D6 x 10). Fragmentation and/or

tear gas may be used for anti-personnel operations.

Mega-Damege: Varies with missile type.

Range: Usually about a mile (1.6 km).

Rate of Fire: One a atime or in volleys of 2, 3 or 6.

Payload: 90 total; 30 in each launcher compartment.

4. Senax Systems Note: All of the most advanced optic, sensory and
radio equipment, plus dl other features common to most robots.

Artillery Troop Carriers (2; identical)

Modd Type X-MISB-01 Component C

Class Armored Infantry Assault & Troop Transport Vehicle.

Crew: 12 Rilot, co-pilot, three communications officers, four gunners
and three reserve gunners.

The vehicle can carry two companies of soldiers in body armor or
DV-12 Dyna bots (80 troops) or one company (40 troops) in smallish
power armor suits like the T-31 Super Trooper, X-10A Predator, or
basic X-535 Jager or about 20 of the larger power armor or robot units.
M.D.C. by Location:

Main Laser Turret & Missle Launcher (1; front) — 250
High-Powered lon Cannon Turrets (2; sde) — 150 each
Multi-Missile & Laser Turret (1) — 500
* High-Powered Infrared Searchlight (1; front) — 20
* Entry Hatches (4) — 150 each
** Main Body — 1400
Reinforced Pilot's Compartment — 150

* A dngle asterisk indicates small or difficult targets to hit. They
can only be struck when an attacker makes a called shot, and even
then the character is — 3 to dtrike.

** Depleting the M.D.C. of the main body will shut the vehicle
down completely, making it useless.

Satidtical Data:

Speed: 37 mph (59 km) maximum when separated from the command
center. 35 mph (56 km) when pulling the command center with dl four
component units.

Height: 20 feet (6 m)

Width: 30 feet (9 m)

Length: 95 feet (27.4 m)

Weight: 15,000 tons fully loaded

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

Black Market Cod: Not available

Weapon Sysems
1. DoubleBarreed Laser Turret & Missle Launcher (1): Theturret
is an al-purpose assault weapon. It can rotate 180 degrees side to

sde and the guns can move up and down in a 180 degree arc of
fire. One or both of the laser guns can be fired. Above the laser
cannons are two mini-missile launch tubes.

Primary Purpose: Assauilt

Secondary Purpose: Defense
Mega-Damage: Laser: 1D4x 10 M.D. per sngle blast or 2D4 X 10.

M.D. per dua smultaneous blast. Mini-missiles: Varies with type.
Rate of Fire: Equal to number of combined hand to hand attacks of the
gunner (usually 4-6). Mini-missiles can be launched one a a tune or
in volleys of two.

Maximum Effective Range: Lasers4000 feet (1200 m). Misslesusualy
about a mile (1.6 km).

Payload: Effectively unlimited for the laser. Mini-missiles: 24 total (12
per each launch tube).

2. lon Turres (2): The double barreled ion turrets are designed to
inflict heavy damage to ground troops. These turrets are a different
design than the one on the forward vehicle but are the same guns.
The barrels can turn Sde to dde in an 80 degree sweep and shoot
up and down in a 30 degree arc. One or both guns can be fired
smultaneoudly.

Primary Purpose: Assault

Secondary Purpose: Defense
Mega-Damage: 4D6 M.D. per single blast or 1D4x10+8 M.D. per

dua smultaneous blast.

Rate of Fire Equal to humber of combined hand to hand attacks (of
the gunner (usualy 4-6).

Maximum Effective Range: 3000 feet (914 m)

Payload: Effectively unlimited.

3. Multi Missle Launcher & Laser Sygem (1): On the Sde of the
vehicle are two missile launchers and a laser.

* Meadium-Range Missle Launcher (1): The large drum is a

medium-range missile launcher (210 M.D.C.).

Primary Purpose: Anti-Armor

Secondary Purpose: Anti-Aircraft

Missle Type: Any medium-range missile can be used, but standard
military issue is armor piercing (2D4 X 10 M.D.; multi-warhead
whenever possible) or plasma (2D6 % 10). All misslesare + 3 to Strike.
Mega-Damage: Varies with missile type.

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

Rate of Fire One & atime or in volleys of two or four.

Payload: 33 missiles

* Mini-Missle Launcher (1): Mounted under the heavy armored

laser cannon (80 M.D.C.).

Primary Purpose: Anti-Missile and Flying Monsters

Secondary Purpose: Anti-Personnel

Missle Type: Any mini-missile can be used, but standard issueisarmor
piercing (1D4x 10 M.D.) or plasma (1D6 x 10). Fragmentation and/or
tear gas may be used for anti-personnel operations.

Mega-Damage: Varies with missile type.

Range: Usually about a mile (1.6 km).

Rate of Fire One a atime or in volleys of 2, 3 or 6.

Payload: 21 mini-missiles.

* Heavy Armored Lasar Cannon (2): It can rotate 180 degrees side
to dde and the gun can move up and down in a 180 degree arc of fire
(210 M.D.C.).

Primary Purpose: Anti-Missile & Anti-Aircraft

Secondary Purpose: Defense

Mega-Damage: 1D4 x 10 M.D. per single blast.

Rate of FHre: Equa to number of combined hand to hand attacks of the
gunner (usualy 4-6).

Maximum Effective Range: 4000 feet (1200 m)

Payload: Effectively unlimited for the laser.

4. Senaxr Sytems Note: All of the most advanced optic, sensory and
radio equipment, plus al other features common to most robots.
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The Kingdom of Tarnow

And the Mysery of the Tarnow Crysal

The Kingdom of Tarnow (also known as New Tarnow) is one of the
few truly independent human strongholds in Poland. Although it trades
with other kingdoms and cities, it is completely sdf reliant — unlike
Wroclaw and Poznan, both of which rely on the New German Republic
for trade and protection. \What makes Tarnow dl the more outstanding
is that it rests at the heart of the Brodkil Empire! This is dl possble
thanks to the mystical Tarnow Crystal, perhaps more internationally
known as the legendary Philosopher's Sione. It isthe Tarnow Crysta's

amazing powers to transmute base metal into gold, silver and, most .

importantly, into mega-damage metal that givesthe Kingdom of Tarnow
much of its power and wealth.

The Legends of
the Tarnow Crysal

The Tarnow Crystal is an ancient artifact that dates back to pre-Rifts
12th Century. It is cdled the “Tarnow™ (pronounced Tar-nuve) Crystal
because it was first discovered in the city of Tamow in Poland during
the age of dchemy. The later myths regarding the fabled “Philosopher’s
Sone' are dmogt certainly inspired by tales of the Tarnow Crystal that
spread to Germany and other parts of Europe.

It is not known whether the crysta was somehow created or sSimply,
unearthed one day. Modern practitioners of magic speculate that the
famous crystd is the cregtion of dien bio-wizardry. They indst that it
is probably some sort of rune weapon or is at least related to rune
magic. They aso suggest that if this is true, the stone was probably
logt by a dimensiond traveler visiting ancient Earth, perhaps a True
Adantean or dragon. They reason this, Snce there is no evidence that
any human, with the possible exception of the infamous Doctor Faustus
and Ancient Atlanteans, ever possesd the knowledge to cregte such
a powerful magic item.

According to ancient legend, the stone was a large crystal, the size
of grapefruit, that shone with its own inner light. The crystal was
entrusted to a Polish noble, who was hiding in the Ukraine, to protect
it from the Tatars (nomadic Mongolians) when they invaded that coun-
try. He kept the gem safely hidden in a hollowed out gourd placed in
the corner of his vegetable shed. The noble charged his heirs with a
sworn oath to keep the crysta safe. Hence, this duty was passed down
from generation to generation. Those charged with the crystd's
safekeeping never usedit, for they were warned of its strangely beguiling
powers.

Severd hundred years passed before the crystal was brought to
Krakow where it was presented to the king of Poland. However, the
mystic stone was stolen by an dchemist shortly after it was placed in
the king's keeping. The mage didn't understand its powers and his
misuse of its magic caused a great fire that burned down half the city
of Krakow. The disagter that killed the foolish achemist and destroyed
half the city was only the beginning of a legacy of evil. The Tarnow
Crydd passed through many hands due to theft, treachery and murder,
but was finally recovered a few years later.

The king assigned his best scientists to unravel the secrets of the
Tarnow Crystal and to harness its power. Legends credit the crysta
with many feats of magic. The mog famous was the transmutation of
lead into gold. However, the wise king saw that the magic could not
be controlled and that it had been tainted with evil (perhaps it had
aways been evil). He noted with great consternation that the enchanted
crystd had a corrupting influence on his scientists. Good, loya men
who he once trusted with his life, now showed uncharacterigtic pettiness,
avarice, parancia and backstabbing.

One night, while done with the crystal, the king could fed its evil
touch caressing his soul and filling him with a lust for conquest and
power. Afraid that the Tarnow Crystal might fill his heart with dark
desires that would plunge his nation into war, he decided to destroy it!
Fearful of what dangerous forces he might unleash if it was shattered,
he carried it to the deepest, mogt turbulent part of the river and threw
it into the cleansing waters. People searched and dredged the river for
centuries, but the magic crystal was never seen again. At least not
before the Great Cataclysm.

One can only presume that the Tarnow Crystal had been buried on
the river floor until the eruption of the ley lines, earthquakes, floods
or other disasters didodged it. The new legends claim that a peasant
fisherman found the stone in the bely of a large fish the man's wife
was preparing for dinner. The woman polished the crystd and the
family gathered around to examine it. Not knowing anything about
gems, they guessad the crysta might be agiant diamond worth aking's
ransom in gold. One of the children held the stone in hand, touched a
large iron cauldron, and announced that he guessed the "diamond” was
20 vauable that it would fill the kettle to the brim with gold. With that
statement a spark of pulsating light appeared in the crystal and the iron
cauldron turned into gold! Terrified, the fisherman and his wife threw
the crystal into the cauldron and carried it to King Peter Wojtyla. The
rest is as they say, history. The family was handsomely rewarded and
the king has learned to harness the power of the Tamow Crystd (an
eeder task in the magic rich environment of Rifts Earth). He has used
it to keep his people safe and make his kingdom strong.

The Tarnow Crysal

The Tarnow Crystal gppears to be some sort of a rune-type cregtion.
Presumably, the secretsto making such adevice arelost even to powerful
beings such asthe Splugorth. It is possible that the gem is an incredibly
ancient creation of the Old Ones, super-powerful dien intelligences
once common to the Palladium World and dimension. This seems a
likely possibility because locked inside the amber gem is an evil, dien
intelligence! Not just a fragment of an intelligence's life essence, but
an entire being who is roughly the equivdent of aSplugorth!!

Satigtical Data

Alignment: Diabolic

Attributes of Note: 1.Q. 25, M.A. 27, M.E. 3

Description: A golden yellow colored, many facetted crystal with the
appearance and texture of amber. Normal amber is a sone-like, fos-
slized resin originating from tree sgp. Although rock hard, it is rarely
cut into facets because it lacks the natural brilliance of gem stones.
However, the Tarnow Crystd shines with an inner light that seems to
radiate from its center. The stone is roughly the Sze of a softball or
grapefruit; a bit smaler than the ancient legends suggest.

The Glow: The crysta glows with an inner light from the heart of the
crystal. When the dormant stone is first discovered, the glow is barely
a park deep within it. As the bond between the stone and its owner
grows (over years and through corruption toward evil) the light grows
brighter. The more time spent together and the grester the degree of
corruption, the brighter the crystal glows. At its maximum level of
power, the light is equal to an intense globe of daylight. The light
emangting from the stone can become <o bright that one cannot look
at its center and the stone must be covered. This blinding light occurs
when the crystd has completely corrupted its owner, making him
diabolic evil.

M.D.C. of the Crysta: 2000 M.D.C. (2000 S.D.C. in magic poor
environments), plus it automatically regenerates from damage a arate
of 1D6x 100 per minute. This makes it very difficult to destroy. The
regeneration process is beyond the control of the dien intdligence




trgpped inside and who would like to see his prison destroyed (but can
do nothing to promote it).

Whiletrapped indde the amber crystd, thething withinisimpervious
to alt outside forces, including psionic probes and attacks.
Psionic Powers. While trapped in the crystal, its psionic powers are
limited to empathy, telepathy, object read, sixth sense, tota recall,
mind block auto-defense, and group mind block. However, it may not
let its owner know the full extent of these powers, particularly group
mind block, object read, and sixth sense.

The stone uses its psionic powers to push people to do sdlfish and

evil things. The saying " Absolute power corruptsabsolutely” may origi-
nate from the legends of the Tarnow Crystdl.
The Evil Within: The dien intelligence imprisoned inside the crystal
cannot make even the dightest suggestion that his owner destroy its
amber prison. Nor can it aid in its destruction or take apassive position,
dlowing itsdlf to be destroyed. In fact, the monster must do everything
in its power to survive and defend itsdlf as the Tarnow Crysta — such
is the curse of its imprisonment. Consequently, the crysta suggests
secrecy and discretion on the part of its owner — manipulating him
and events from behind the scenes. To protect itself, the mystic stone
preys on its owner's insecurities, pointing out that others, especidly
enemies, Will covet its power and try to sted it away.

If the crystal prison is destroyed, the malignant force contained inside
will be unleashed! Hopefully this will never happen, but if it does, the
Megaverse will become a more dangerous place.

The thing inside the crystal is about 25% more powerful than most
modern day dien intelligences. It canbe created using therulesdescribed
in Rifts Converson Book (one), pages 205 and 206, with the following
modifications: Horror factor is 17, add another 2D6 x 10,000 points to
theM.D.C. andit bio-regenerates 1D6 x 100 M.D.C. per minute (rather
than the usual 1D6 x 10). Psionic powers: All sensitive powers and 10
super psionic powers of choice. Magic knowledge includes al spells,
levels 1-3, plus dl those available as the Tarnow Crystal, with the
exception of transmuting pure metas (that power is lost).

The Powers of the Tarnow Crydal

Note: To access any of the crystal's powers, including spells, saving
throws, bonuses, and transmutation, the Tarnow Crystal's owner must
have the stone in his possession (in hand or on his person) or be within
telepathic range (typicaly 10 to 20 feet/3 to 6 meters).

1. Communication with the Crysal: The crysta communicates
with its owner via empathy for the first sx months. Then after the two
are more familiar with each other, they communicate through telepathy.
Range is limited to touch or 10 feet (3 m).

2. Trangmutation of Metal: This is the Tarnow Crystal's most
famous power. Although the legends focus on the crystal's ahility to
change lead into gold, it possesses gredter abilities than that. Any
pure/natural metal can be transformed into any other pure metal, mean-
ing lead, iron, zinc, and the others could be turned into slver or gold,
while silver or gold can be transformed into iron or lead, and 0 on.
The magic crystd can dso turn ordinary pure metals into mega-damage
structures (see the following description).

Limitations.

» "Pure' metds are limited to iron, lead, auminum, zinc, nickel,
copper, silver, gold and platinum. It does not include aloys such
as pewter, bronze, brass, and sted.

» The materid must be a pure base metd (95% purity rating). Once
transformed from one type of materid into another, that particular
meta cannot be changed again — the transformation is permanent
and undterable even by the Tarnow Crystal.

« Asmuch as two tons of base metd can be transformed daily! Note
that only one third as much can be transformed into precious metas
such as gold, siver and platinum. If the crystal refuses to cooperate,
&s little as one guarter the full amount is transformed.

3. SD.C. to M.D.C.: Aneven more incredible feat of transmutation
ischanging any of thebase “S.D.C.” metdsinto mega-damage material!
The materid'snorma S.D.C. istransformed into M.D.C. points. Thus,
if a suit of body armor has 100 S.D.C. it now has 100 M.D.C. A
vehicle with 600 S.D.C. is transformed to have 600 M.D.C.! This is
actually more valuable than turning lead into gold because it enables
the crystal's owner to make S.D.C. vehicles, aamor, and materials and
transform them into mega-damage items!

Limitations:

» The SD.C. materid must be apure base metd (95% purity rating).
Only the pure metd is transformed, any metd aloys, synthetic
metal, plastic, ceramic or wood are unatered. However, the various
pure metals can be combined in the construction of the object.

*  Once transformed the item cannot be changed in any way again.

» Mega-damage material cannot betransformedinto S.D.C. material.

* TheM.D.C. transformation is possble only on Earth and similarly
magic rich environments. Otherwise transmutation is limited to
S.D.C. maerids.

* As much as two tons can be transformed into M.D.C. materid
daily, unless the crystal refuses to cooperate. Under such cir-
cumstances &s little as one-third the full amount is transformed.

» After the character has owned the crystal for six years, the amount
of materid that can be transformed tripples.

4. An increase of power: The longer one owns and uses the Tarnow
Crystd (and the more evil he becomes), the more powerful the magic
offered by the crystal. As the owner becomes increasingly powerful,
evil and dependent on the crystal, the brighter it glows.

Bonuses: All bonuses are cumuldive.
o+ After the first three months the owner feels stronger, hedthier, and

bold; +1 on initiative, +1 to parry, +1 to roll with impact or
fal, +2 to save vs disease, +2to P.S,, + 1D6 to ud atribute
and +2D6t0 S.D.C.

+ After a year of regular use and contact, the character is +1 to
grike, +1 on initiative, + 1 on al saving throws, +2 to save vs
horror factor, + 2 pointstoP.S. attribute, and adds +2D6to S.D.C.

» After three years, the character gets another +1 on initidtive, +1
to drike, + 1 to on dl saving throws, + 2 to save vs horror factor,
+10% to save vs coma and death, + 1D6 to spd atribute and
+2D6 to S.D.C.

*  When the character becomes a diabolic dignment (or has owned
the crystal for six years if he was miscreant or diabolic to begin
with), add +1 to dl combat bonuses, +1 to dl saving throws,
and +1 attack per melee round.

Increasad Telepathic/Empathic Range: Double the range of com-
munication between the owner and the Tarnow Crystd when the
character has owned it for six years and again when the character
becomes diabalic.

Spdl Strength: At the beginning, spels are cast at 2nd level
potency. After a year or a change in dignment, whichever comes

firgt, the el strength increases to the equivaent of fourth level.
With each subsequent year and/or aignment change, the sl
strength incresses by two.

Conditions of spdl power: Characters of a good or unprincipled
alignment never exceed a maximum spel strength of 4th level.
Anarchigt and aberrant evil: 6th level, Miscreant: 8th level. Only
diabolic evil characters can cast dls equd to a 10th level prac-
titioner of magic.

Paranoia and/or Megdomania: As the union between the crysta
and its owner incresses, the stone encourages parancia and breeds
distrust and suspicion. After a year or two, the crystal owner will
regard not only his enemies with suspicion but his friends as well.
He will believe that dl around him are jedous and would like to
e him fail. In most cases, after five or ten years, he'll dso bdieve
that dl intelligent beings, from peasant to demi-god, covet his
precious gem and will do anything to get it.




In some cases, the fedling of paranoia is comparatively minor,
but the owner begins to believe he is invincible. This inevitably
leads to acts of aggression, intolerance, arrogance and indifference.
Decisions become impetuous and rash, often needlessly endangering
the lives of others. However, the character's mega omania prevents
him from seding the truth or accepting it from others. In fact, he
is likely to consder the most well intentioned and constructive
criticiam as verba condemnation and betrayal!

5. Impart knowledge of alchemy and science: The owner gets an
additional bonus of + 10% on al science and medica skills he or she
may dready know.

6. Mystic knowledge and spdls of transformation: The crystal can
provide the owner with the following skills’knowledge, but these are.
applicable only when linked directly to the done i.e. has it on his
person or is within telepathic range. Lore: magic, lore: demons and
mongters, holistic medicine, herbology, chemistry, chemistry: analytical
and ley line walker abilities numbers 1-4 (e Rifts RPG, page 83),
al at a skill proficiency of 80%.

Magic spdlls available to the crystal's owner: Fool’s gold, water to
wine, negate poison, mute, blind, trance, domination, compulsion, cure
illness, purification, spoil, Sickness, tongues, bresthewithout air, reduce
sdf, charismatic aura, Eyes of Thoth, Eyes of the wolf, superhuman
strength, superhuman speed, invulnerability, swim as afish (superior),
fly as the eagle, and metamorphosis: animal and human.

Note: All the spells cause a transformation or change of some kind.
See number four for the level of power/spell strength available. The
owner/crystal user doesn't actually need to know how to cast spells,
because the crystal channels through him to cast its magic. The owner
of the crystd can access the gpdls only when he is holding the gone
or within psionic communication range and the crystal dlows it. The
force indde the Tarnow Crystad does have some degree of control over
itslf and can limit the number of gpdls available to its owner by half.
Likewise, the crystal can dect to teach a practitioner of magic any of
the spdlls it knows, but has no obligation to do so and cannot be forced
to teach anything.

7. Summon spirits/beings from other worlds. The Tarnow Crydtal
can summon a number of supernatural beings. The problemis it can't
necessrily control them or send them back from where they came. For
example, it can open Rifts, but can't close them. The crystal owner
doesn't actudly need to know how to cast spells, because the crystd
channels through him to cast its magic.

Magic spdls related to summoning: Commune with spirits, summon
(but not contral) animal's, summon entity, summon shadow beast, sum-
mon lesser being, mystic portal, dimensiond porta (open Rift), and
protection circle smple and superior.

8. Elemental Magic: Globe of daylight, globe of slence, see the
invisihle, levitation, fingers of wind, heavy bresthing, chameleon, ignite
fire, fuel flame, fire bolt, fire bal, circle of flame, and cal lightning.
The owner/crystal user doesn't actualy need to know how to cast el
because the crystal channels through him to cast its magic. The owner
of the crystal can access the spells only when he is holding the stone
or within psionic communication range and the crystal alows it.

9. Aura of Protection: After a year or more, the Tanow Crystd
provides its owner with an aura of M.D.C. protection that effectively
transforms the character into amega-damage being. The character gets
100 M.D.C. per every year he has been linked to the crystal (maximum
is 2000 points). M.D.C. is restored & arate of 1D6x 10 every ten
minutes. King Peter of Tarnow has 900 M.D.C. The stone must be on
the person of its owner or within psionic range to sustain the M.D.C.
aura. Of course, after a few years, most owners won't part with the
crysta, even for a moment, and keep it on them at al times.

The Corruption

Since the crystd can turn base metds into gold and silver, the temp-
tation of wealth becomes a moot point — the owner of the stone can
make as much gold as he or she desires. Consequently, the evil force
indde the crystd corrupts its owner with dreams of power (usualy
through conquest), respect (usualy through fear) and fame (usudly a
reputation for strength, viciousness and cruelty).

The process is dow and inddious and usudly fans the flames of
discontent, hatred and desire. The result of this in a good character is
uncharacteristic pettiness, selfishness, and aggressveness. Within six
months to ayear, the character's alignment will drop to the next lowest
classfication. The passage of each subsequent year will see smilar
changes for the worse (i.e. principled to scrupulous, scrupulous to
unprincipled; unprincipled to anarchist; anarchist to aberrant or mis-
creant and finally to diabolic). When the character finally becomes
diabolic evil, the process of corruption is complete.

The only way to stop the corruption process is to get rid of the
Tarnow Crystal. Logt adignments can be regained by trying to be a
better person, but this can take years or even decades of dedicated effort
and hard work to accomplish.

Characters who are evil to begin with are more easily tempted and
corrupted, because they are dready foul crestures given to excess,
sdfishness and dark desires.

Note: It is important to understand the corruption of the crystal's
owner is not mind control. The crystal cannot force a person to do
anything. Instead, through the telepathic and empathic link between
the owner and the stone, the crystal encourages acts of retribution and
fuels aready existing emotions to ignite hate, anger, and cruelty. These
sentiments are encouraged in as positive and spontaneous a light as
possble. For example When a hated opponent is defeated in battle,
the crystal owner will be flooded with feelings of hate and a desire to
day his enemy. Some, perhaps even mogt, of these emotions are his
to begin with— anormd reaction to the hegt of the moment. Normally,
the character may be able to suppress these emotions and do what is
right (and in accordance to his or her aignment). What the Tarnow
Crystd does is contribute to the base feelings and entice the character
to act upon them. This is accomplished by sending thoughts like, "He's
responsble for themurder of hundreds of people. Kill him! He desarves
to die! If you don't, he’ll kill again!! He's an animal. This isjusticel
Do it!!” Another tactic isto prey on insecurities, “They’relaughing at
you. You’re nothing to them. They despise you (or think you're a
coward, child, fool, Sssy, fill in theblank). Show them different. Prove
you're aman (or no coward, child, etc.). Wipe those smiles off their
faces.” This can lead to acts of retribution, violence and cruelty, as
well as murder, torture, rape, theft, blackmail, etc. Thanks to the evil
crystal, such action will be justified in the mind of the perpetrator and
is dl part of the turning to evil. Just because a person can justify
something doesn't mean their actions are just, moral or acceptable;
such is the way to sdlfishness and evil.

King Peter Wojtyla

Ruler of Tarnow

King Peter is a handsome, dark haired, 29 year old man. He is the
oldest of three brothers, al born of royal lineage. He took the throne
when he was 17, after his father was dain defending the city againgt
aband of marauding brodkil. Young King Wojtyla proved to be wise
beyond his years and has led his people well and faithfully. He has
earned a reputation for being compassionate, just, and honorable. He
is loved by his family and the people of New Tarnow.

The king welcomes both humans and non-humans to his kingdom,

provided they swear their eternal alegiance to the king and country.
Unlike many mixed communities, D-bees live under the same laws and
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receive the same treatment as humans. This true justice has attracted
millions of non-humans to the Kingdom in numbers that thresten to
surpass the human population.

King Peter has used the magic stone for nine years. Through the
power of the Tarnow Crystal he has made the city of New Tarnow the
heart of the increasingly powerful kingdom. Thanksto the magic crystal,
New Tarnow now makes weapons, body armor, vehides and fortifica-
tionsout of pure metalssuch asiron, auminum, zinc, etc., and magicaly
transforms them into mega-damage Structures. An incredible resource
that no power on the planet can match!

The wise and cunning use of the Tarnow Crystal has brought the
people of New Tarnow prosperity and freedom, and has earned the
king fame, glory and the loving devotion of his people. For the first
seven years of owning the crystal, the independent and strong-willed
youth had successfully persevered over the relentless dark urgings of
the crystal (King Peter has proven to be one of the most defiant owners
the crysta has ever encountered). Sadly, it appears that the persuasive
powers of the dreaded crystd have finaly won the battle of wills. In
the last year, King Peter has become incressingly intolerant of the
monster races and speaks regularly of the degth of his father, extracting
revenge, and waging war. Hehasaso becomemorearrogant, aggressve
and a hit paranoid. The crystd never leaves his sight and glows with
anew radiance.

True Name Peter Michael Woijtyla; prefers to be caled King Peter

rather than King Wojtyla.

Alignment: He started out with a principled alignment, dipped to

scrupulous, and is currently unprincipled. Under the right st of cir-

cumstance he will become anarchist. It is only a matter of 1D4 years
afterward that hell become miscreant and soon after, diabalic.

Attributes. 1.Q.: 14, M.E.: 23, M.A.: 22, P.S.: 21 (including the

boog from the crystd), P.P.: 14, PE.. 17, P.B.: 15,Spd.: 18

Hit Points 50 H.P. and 45 S.D.C. (including the bonuses from the

crystal)

M.D.C.: 900 M.D.C. from the aura of protection provided by the

crystal, but he’s never tested the extent of this protection and suspects

it stops at around 400 M.D.C. points.

PPE..9

O.CC.: King and Knight of Tarnow

Levd of Experience 7th leve

Natural Abilities A natural, charismatic leader and intelligent with
an inventive, anaytica mind and high mental endurance.

Dispostion: He has become incressingly cocky and vindictive toward
the Gargoyle and Brodkil Empires. He was a good guy but the
crysta corrupts and makes its owner sefish and potentialy evil.
Still, heis basicdly a good person who continues to do what's best
for hispeople, regardlessof hispersona feelings (unprincipledalign-
ment). But how long will that last?

Psionic Powers: None, other than his link with the Tarnow crystd; 20
foot (6 m) range.

Magic Knowledge: None, other than a generd knowledge of lore and
the powers provided through the crystal.

Combat abilities Hand to hand expert (7th level proficiency).

Combat/Attacks Par Mdee Round: Three; hand to hand expert.

Bonuses (indudes all bonuses): +3 on initiative, +4 to strike, +4
to parry, +3 to dodge, +4 to rall with impact, +2 to pull punch,
+6to S.D.C. damage, criticd strike on unmodified 18, 19 or 20,
kick attack (1D6 $.D.C.), and pared weapons. +5 to save vs
psionic attack, +4 to save vs disease, +4to save vs horror factor,
+3to savevsmagic and poison, +2 to save vs possession. Includes
al applicable crystal bonuses.

SKills of Note: Basic and advanced math, literacy: Euro 90%, spesks
traditional Polish, Euro, Spanish, and Gobbldly, dl a 90%, com-
puter operation 98%, anthropology 70%, lore: demons & monsters
75%, lore: magic 70%, radio: basic 98%, radio: scramblers 90%,
navigation 95%, dance 90%, swimming 98%, pilot salboat 98%,
pilot hydrofoils 98%, pilot hover vehicles 98%, pilot robots and
power armor, robot combat: basic, W.P. sword, W.P. energy pistol,
and W.P. energy rifle.

Appearance A handsome made with callar length, dark brown hair,
long (mutton chops) sideburns and hazel eyes. He stands dx feet
(1.8 m) tal and has a confident, noble aura about him. He seems
menacing only when angry and during combat.

Weapons & Equipment of Note: King Peter has the full resources of
the Tarnow Kingdom and the Tarnow Crystd at his disposd. The
Crydd isdways at his Sde, kept in apouch that hangs at hiswas.
The king aso carries his father’s holy sword (monsters dayer does
2D6+6 S.D.C. to humans or 4D6+ 12 to supernatural monsters,
and can restore 2D6 hit points Six times aday), a TX-20 lager pistol
(2D6 M.D.) and a Triax-30 ion pulserifle (2D6 or 6D6 M.D., 2000
/610 m range; 50 shot dip). He can d<o pilot any Tarnow power
armor or bots.

He wears asilver cross and chain around his neck, likestall boots,
gloves and capes. He often wears light mega-damage ceremonid
amor (30 M.D.C.).

Cyberngtics None.

Money: Billions! He has the resources of the Tarnow Kingdom and
the Tarnow Stone a his fingertips. He can lay his hands on
1D6 x 100,000 universa credits and 3D4 x 10 million in gold &t a
moment's notice.



Alliances & Allies: The Tarnow Kingdom has a friendly relationship
with dozens of neighboring human and D-bee communities. He
condders the NGR and the kingdoms of Poznan and Wroclaw to
be basicdly friendly, but there is no formal relationship between
them and Tarnow — the king (and most of his people) prefer to
stay completely unaffiliated with the NGR. The king and the people
of Tarnow do fedl a bit of resentment toward the NGR, whom they
believe think of themselves as superior to them. Of course, the NGR
has nothing to do with Tarnow because the kingdom associates
openly with D-bees. The NGR respects Tarnow’s dangerous predi-
cament, being located in the heart of Brodkil territory and respects
their military power and ingenuity. The forces at the NGR are only
now hearing rumors about the Tarnow Crystal.

Enemies Gargoyles, brodkil, simvan, gene-splicers and mogt super-.

natural beings. The gargoyles of the Empire have mixed feelings
about the kingdom and the Tarnow Crystal. For the mogt part they

consider it to be the brodkil's problem. The Brodkil Empire fears
the magic crystal and have decided to leave the Kingdom of Tarnow

aone, at least for the moment. The Brodkil Empire will launch an

al-out atack only if the Tarnow Kingdom strikes first. The outcome
of such a war will be bloody with huge numbers of casuaties on

both sides, but in the end, the brodkil are most likely to win from

sheer force of numbers.

Notes about the
Wojtyla Family

Matthew Waqjtyla is the second oldest brother, age 25, anarchist
alignment. He is the only other person to have been dlowed to use the
Tarnow Crystal, although not in recent years. He has not fallen prey
to its corrupting powers, but it gave him ataste of power that he enjoyed
and would like to have again. He is a hot head and warmonger who
encourages the king to wage war against the Brodkil Empire. He is
completely loyal to his brother, the king, and will never raise his hand
againgt him in any way. However, should he someday become king
and/or get control of the Tarnow Crystal, he will fall easy prey to its
corrupting influence.

Stanley “Stashu” Wojtylaisthe youngest, age 19, principled aign-
ment. He sarves as acalming and rationa influence on the king and is
completely againgt war. This has evoked the disdain of his brother
Matthew. Young Stashu also sees his beloved eldest brother changing
and continues to point out his observations and concerns to him. Stashu
is the only person whose criticisms are never viewed negatively by the
king and helps him to keep his perspective (and current unprincipled
alignment). If Stashu is killed it will send King Peter over the brink
into the anarchist alignment and the angry king will seek bloody retribu-
tion.

Uncle Dominic Wajtyla is an old warrior and counsd to the king;
age 56, unprincipled alignment. He has mixed feelings about going to
war and has, for the present, suggested continuing to build up defenses
and manufacture more mega-damage war machines. He is dso con-
cerned about the changes he sees in his nephew, but has kept them to
himself. At thispoint, he has attributed the change in Peter to becoming
more hardened with age. The uncle doesn't want to accept the truth
that the crystal is evil because he believes it is absolutely necessary to
the survival of the kingdom. He may be right, but the price may be
gregter than he imagines.

New Tarnow

New Tarnow is the capital city of the Tarnow Kingdom. The city
itsdlf is currently home to 3.6 million human inhabitants and 2.4 million
D-bees, and continues to grow. It is the birthplace and home of King
Peter and the royal family.
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New Tarnow is an industrial city with technology roughly equd to
the early 21st Century. The capabilities of most of its factories are
limited to the manufacturing of S.D.C. products, which was a serious




problem until the discovery of the Tamow Crystal. The city now pro-
duces ordinary S.D.C. body armor, power armor, vehicles, building
materids and 0 on from SD.C. materids, dl of which are infinitely
chegper, faster and easier to make than mega-damage items, and mag-
icdly turn them into mega-damage items! This has made the kingdom
rich and powerful.

They can create enough silver and gold to purchase many of the
resources and materids they don't have and they aso trade a number
of mega-damage products (mainly armor, boats and building materials)
to other human and friendly D-bee communities.

Old Tarnow

The origina city was laid to waste by the brodkil generations ago.
The survivors sdvaged what they could and built the city of New
Tarnow about 30 miles (48 km) west of the old city and doser to the
Wisla River. |n recent years, settlers have begun to rebuild the ancient
city. Approximately 100,000 people (60% human) live there. The tech
level is 19th century; mostly farmers and vagabond settlers. Gypsies
aso frequent this community.

The Vidula River

King Peter has used the blending of magic and technology to sdze
control of the Vistula River. The kingdom completely dominates the
river for ahundred miles in both directions. Its speed boats, ships and
underwater power armor troops, savage teams and fishermen keep the
riverway Safe and profitable. The river runs south ending just before
the border of old Czechodovakia and to the north and into the Baltic
Sea. Fromthe sea, oceangoing vessals can reach Germany, Scandinavia,
up around Denmark and into the Atlantic Ocean and sal to any place
intheworld (barring troublefrompirates, monsters, and violent storms).

Port Tarnow sits on the banks of the Vistula about 15 miles (24
km) due west of New Tarnow. It is amgjor city in its own right with
apopulation of 354,000 humans and 237,000D-bees. Thecity manufac-
tures ships, gpeed boats and power armor magicdly transformed into
mega-damage structures. Port Tamow aso serves as the Command
Center of the Tamow Navy which keeps the waterway free and safe
from the brodkil and others.

Kielce Sits on thebank acrosstheriver and 20 miles (32 km) northwest
of Port Tarnow. It has a population of about 320,000 divided evenly
between humans and D-bees. Its main industries are lumber, fishing
and light manufacturing.

Rzeszow is a large, but comparatively poor community of farmers,
raisers Of livestock, and hunters/trappers. Most of the houses are made
of wood, except for ten churches made of stone and a large, meta
mega-damage bunker/fallout shelter (which is dso used for meetings
and dances). Few buildings stand higher than two dories tall.

Vidtors will find the city to be a Smple backwoods community that
harkens back to the early 1930’s. Half the streets are dirt roads but the
overdl city is clean and well kept. The people are friendly and generous
toward humans and human-looking D-bees (the more mongrous are
viewed with suspicion and a certain amount of disdain). Rooms for
rent are often in private homes and are smal but cozy. Home cooked
meds are ddicious and locd craftsmen offer excelent leather goods,
quilts, and down-filled clothing. Prices for everything are inexpensive.
King Peter has dationed a platoon of men composed of 10 TC-R3, 10
TC-R5 and 20 power armor troops in the city of Rzeszow and two
others to patrol its farmlands. Rzeszow is too important an agricultural
community to fall into the hands of the enemy.

Approximately 150,000 people live in Rzeszow (90% are human),
with another 50,000+ (60% human) in the surrounding farmlands.
There are hundreds of tiny, privately owned farms. Many have been
fanned by the same families for hundreds of years.
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A soore of other towns and villages can be found dong the river
in the area controlled by Tarmow. Most are fishing villages and farm
communities with populations that range from afew hundred to severd
thousand (2D4 x 1000 maximum).

Likewise, a hundred smal villages can be found throughout the
Tarnow Kingdom. Mogt are farm communities that sedom have a
population above 2000 (2D6 x 100).

The Army of Tarnow

The Tarnow army is one of the most powerful in Europe (see the
descriptions of bots, armors and vehides that follow this section). The
gargoyles and brodkil learned about the incredible magic crysta and
the Army of Tarnow the hard way. Two years ago, the Brodkil Empire
launched three unsuccessful assaults against the kingdom. In each case,
the brodkil suffered greet losses, while Tarnow was virtually unscathed.
The first two times, the enemy didn't know what hit them. King Peter
had kept the Tamow Crystal a secret and had quietly built himsdf a
mega-damage army complete with armored troops, bettleships and
tanks. The Brodkil’s intelligence reports showed New Tamow to be an
easy target, armed mainly with S.D.C. weapons and defenses.

The first atack force was completely unprepared and was obliterated
— no survivors. The second, larger assault force met with the same
fate. The third attack saw an entire divison sent againgt the kingdom.
Included among its troops were gargoyles, gurgoyles, simvan, and
Mindwerks borgs and crazies. The attackers made a good stand and
lost only 45% of the troops before retreating. Mindwerks spies learned
about the magic crystal afew months later. A gargoyle srike force and
a haf dozen assasdns have since failed to day the king and capture
the crystal. Note: The success of his army and the unsuccessful attempts
on his life have made the king bold and hungry for revenge.

King Peter has dso hired an ancient thunder lizard caled Karl the
Defender (hisred nameisK’rrel, anarchist dignment, 11thlevel, 8000
M.D.C.) and a platoon of NGR defectors turned mercenaries armed
with olen Triax Dragonwings (4), Super Hunters (8), Dyna-Maxes
(8), Predators (8) and Hankers (12). The dragon and the meres are paid
a hefty fee in gold transmuted by the Tarnow Crystal.

The War
Machines of the
Tarnow Kingdom

Mogt of the robots and power armor created by the Tarnow Kingdom
look clunky and primitive compared to the desk and powerful designs
of Triax or the Codlition. That's because Tarnow’s level of technology
is less advanced and mogt items are cregted first as SD.C. sructures
out of such unlikely materias as aluminum, zinc and nickd (as well
as iron and others metal). The machines are built and later magicaly
transformed into M.D.C. structures by the Tarnow Crystal. This means
that a typical mega-damage Tarnow suit of power armor, robot, and
vehicle is 50% to 80% lighter and costs 75% less than Triax or any
other arms manufacturer. The lightness adds to the gpeed and mobility
of the machine or armor — 0 even clunky bots are as mobile and
effective as the Triax creations. The low cost means they are essier to
mass produce and are more expendable than most mega-damage crea
tions.

The Tamow Kingdom sometimes sdlls and trades its robots to other
friendly or loosdy dlied communities and mercenaries. After al, the
secrets of its manufacturing can't be duplicated and most of the robot
technology is known and older than Triax’s. The King may dso give



armor and vehicles to worthy adventurers and heroes as a reward for
thelr efforts to defend the kingdom.

Approximately one-third of the giant robots and vehicles are hidden
a the bottom of the Vistula River, which often catches invaders by
urprise.
Note Only a fraction of the S.D.C. materid that makes up armor,
robots, and vehicles is transformed into M.D.C. materia.
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Tarnow Body Armor

The following are some of the mogt basic types of Tarnow armor.
Precious metas"such as gold and slver tend to be heavy and softer and
offer less $.D.C./M.D.C. protection. The lighter metals are less dense
and have aflimser structure with less §.D.C./M.D.C., but the heavier
metals like iron, while strong, are dso heavy and cumbersome, Con-
sequently, the best armor will use acombination of metd initsdesign.

"Pure' metals suitable for mega-damage transmutation are limited to
iron, lead, aluminum, zinc, nickel, copper, silver, gold and platinum.
It does not include aloys such as pewter, bronze, brass, and sted.

Non-Environmental Chain Mail

Ancient dyle chain mail made by hand or machine from S.D.C.
metals and transformed into M.D.C. material. These are full suits that

cover the entire body and include a chain shirt, gauntlets, pants, and
skirt, over padding, plus an M.D.C. helmet, goggles, and an air filter.
A gas mask and oxygen tank costsan extra500 credits. Note: Availabil-
ity for most Tarnow body armor, power armor and vehicles is fair to

poor.

Mega-Damage Aluminum & Zinc Chain Mail:

e« MD.C: 25

*  Weight: 5 pounds (2.3 kg)

+ Excdlent mobility; no prowl pendty

» Cogt: 8,000 to 10,000 credits; varies depending on the sdler and
availability.

Mega-Damege Copper and/or Nickd Chain Mail:

e MD.C.: 40

» Weight: 15 pounds (6.8 kg)

Good mobility; - 5% prowl penalty

Cogt: 12,000 to 16,000 credits; varies depending on the sdler and

availability.

MegaDamage Iron Chain Mail:

« MD.C.: 5

»  Weight: 40 pounds (18 kg)

* Poorto fairmobility; — 15% prow] penalty and reduce spd by 10%.

» Codg: 18,000 to 25,000 credits, varies depending on the sdler and
availahility.

Mega-Damage Iron, Nickel & Aluminum Composite:

e MD.C.: 50

* Weight: 25 pounds (11 kg)

 Fair mobility; —10% prowl penalty

» Codt: 20,000 to 30,000 credits; varies depending on the sdler and
availability.

Non-Environmental Plate Armor

Thefollowing plate armors are mega-damage variations of the ancient
dyle suit of armor like those worn by the knights of old. Modern
technology has made the suit of armor more comfortable, and joints
more flexible (often covered with M.D.C. chain mail). The hemet is
typicaly more modern looking, with a tinted visor and a built-in ar
filter. An oxygen tank codts an extra 500 credits. An internal cooling,
temperature control and circulation system costs an additional 10,000
credits.

Mega-Damage Aluminum & Zinc Plate:

e« MD.C.: 35

* Weight: 15 pounds (6.8 kg)

* Fair to good mohility; —10% prowl penaty

» Cogt: 9,000 to 12,000 credits, varies depending on the sdler and
availability.

Mega-Damage Copper and/or Nickel Plate:

e M.D.C.: 65

* Weight: 32 pounds (14.4 kg)

+ Far mobility; —15% prowl pendty and reduce spd by 10%.

» Cogt: 18,000 to 25,000 credits; varies depending on the sdler and
availability.

Mega-Damage Iron Plate:

e M.D.C.: 110

*  Weight: 50 pounds (22.5 kg)

* Poor mobility; — 25% prowl penalty and reduce spd by 30%.

» Cogt: 18,000 to 25,000 credits; varies depending on the sdler and
availahility.

Mega-Damage Iron, Nickel & Aluminum Composte Plate

e MD.C.: 8

*  Weight: 40 pounds (18 kg)

* Fair mohility; — 15% prowl penalty and reduce spd by 20%

» Cogt: 25,000 to 35,000 credits, varies depending on the sdler and
availahility.




Mega-Damage Iron & Nicke Plate & Chain:

* Fair mohility; —15% prowl pendlty and reduce spd by 10%.
M.D.C.: 70  This suit is a complete, seded, environmenta battle suit with al
»  Weight: 35 pounds (15.7 kg) the modem features common to such armor, including radiation
» Far mobility; —15% prowl penaty proofing, built-in radio, ar circulation, temperature control, OXygen
« Cost: 20,000 to 25,000 credits; varies depending on the sdler and supply, and so on.
availability.

» Black market Cogt: 35,000 to 50,000 credits; varies depending on
the sdler and availability.

Environmental :
Body Armor Sting-Ray Power Armor

: . . The ding-ray power armor suit is the smallest and most dender of
Fﬂj%;argaén?ggron, Nickel & Aluminum Gomposte: Tarnow’s robotic cregtions. It offers the wearer enhanced strength,
. W.eig‘ht;' 40 pounds (18 kg) endurance, speed and full environmental capabilities. This exo-skeleton

+ Fair mobility; —15% prowl pendty and reduce spd by 10%.

» This suit is a complete, seded, environmenta battle suit with al
the modern features common to such armor, including radiation
proofing, built-in radio, air circulaion, temperature control, oxygen
supply, ahd S0 on.

» Cogt: 30,000 to 50,000 credits, varies depending on the sdler and
availability.

Roya Mega-Damage EVA Body Armor:

+ M.D.C.: 90; a combinaion of iron, nickel and copper with slver
detailing and emblems.

*  Weight: 40 pounds (18 kg)
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functions as an augmentation and deep sea suit designed with underwater
exploration and salvage in mind, as well a combat. It is inspired by
Triax designsand has d| the standard feature of most power armor suits.

Small, conceded jets in the feet, legs and back help to give the suit
greater contral in the water. However, theses smdl jets are not large
enough or powerful enough to atain flight or grest speeds. A jet pack
can be attached for flight. Similarly, a propulsion system can be used
underwater to increase goeed and maneuverability. AS usual, the sting-
ray is made out of various S.D.C. metds and later, magicaly trans-
formed in to a mega-damage suit.

Sting-Ray: Part of the Tarmow Kingdom's Defense Force
Modd Type TC-A6
Class Strategic Military Environmental Exo-Skeleton
Crew: One
M.D.C. by Location:
* Rear Jats (2; back) — 25 each
* Sensor Antennas (2) — 10 each
* Heed — 70
** Man Body — 200
* All items marked with a single asterisk are smadl, difficult
targets to hit. The atacker must make a cdled shot to grike and
even then the character is — 3 to hit.

Destroying the head/helmet has a 1-70% chance of knocking the
pilot unconscious. If destroyed, the pilot has two problems. One,
no power armor combat bonuses to drike, parry and dodge. Two,
the human head is now vulnerable to attack.

** Depleting the M.D.C. of the main body will shut the armor
down completely, making it useless. Destroying an aerid jet pack
or underwater propulsion unit will prevent flight or fastwater travel.

Sped

Running: 45 mph (72 km)

Leaping: The character can leap 15 feet (4.6 m) high or lengthwise
from a dationary position; double when from a running start.

Flying: Possible only with the ad of ajet pack. Almost dl kinds are
suitable.

Swimming: 25 mph (40 km). The act of running or svimming does
tire the suit's operator, but a a fatigue rate of 20% of normd.
Underwater Propulson: This is only possible with a specid backpack
that resembles ajet pack used for flying. This propulsion system enables
the power armor to travel underwater like a fish a speeds of 50 mph
(80 km). The propulsion unit has 30 M.D.C. and cogts around 2000
to 4000 credits.

Underwater Depth: The sting-ray can withstand pressure up to 500 feet
(153 m) deep. A specid decompression system helps to prevent the
bends.

Satidical Data

Height: Roughly 6 to 7 feet (1.8 to 2.1 m) from the top of the head to
the bottom of the feet.

Width: 3 feet (0.9 m)

Length: 2.5 feet (0.76 m)

Weight: 130 Ibs (58 kg)

Physical Strength: Equal to aP.S. 25

Cargo: None

Wegpon Systems. None. Typicaly Triax and Mindwerks energy rifles,
pistols and rail guns are used.

Bonuses & Damage from the TC-A6 Sting-Ray

Restrained Punch — 5D6 S.D.C.

Full Strength Punch — 1D6 M.D.

Power Punch — 3D6 M.D. (counts as two attacks)

Crush, Pry or Tear — 1D6 M.D.

Kick — 2D6 M.D.

Legp Kick — 4D6 M.D. (counts as two atacks)

Body Block/Ram or Throw — 1D6 M.D.

+2 on initiative

+1 to drike

+1 to parry

+2 to dodge +4 underwater

+ 2 to roll with impact

+2 to pull punch

+1 melee action/attack & levels 1, 3, 7 and 11.

Note: All combat bonuses are in addition to those of the pilot!

Power System: Nuclear, average energy life is 10 years.

Black Market Cogt: 350,000 to 450,000 credits

Current sockpile: Port Tarnow: 2100, New Tarnow: 22,000, another
22,000 in storage and approximately 15,000 are dispatched throughout
the kingdom with other troops, bots and vehicles. The sting-ray power
armor suit is used extensively by the navy.

The Sea Star

The sea dar is a deep sea power armor suit specifically designed for
deep sea exploration and savage. It can tolerate pressure a depths up
to 1200 feet (365 m) and has a propulsion systems that makes it &s fast
as the dting-ray which is considerably smaller and lighter. Numerous
directiond jets only add to the behemoth’s maneuverability underweter;
it is condderably less formidable on dry land. The sea dtar is made out
of lead, iron, nicke and gold which has been magically transformed
into mega-damage materials.

Sea Star: Part of the Tarnow Kingdom's Navy
Modd Type TC-A12
Class Strategic Military Environmental Exo-Skeleton
Crew: One
M.D.C. by Location:
Main Jets (4; top back) — 70 each
Hands (2) — 60 each
Arms (2) — 180 each
Legs (2) — 260 each
Fegt (2, clawed) — 80 exch
* Forearm Launchers (6; three per arm) — 15 each
* Chest Lasars (4) — 20 each
* Shoulder Compartments (2) — 20 each
* Maneuvering Jets (12) — 10 each
* Lights (4, on the collar of the helmet) — 5 each
* Infrared Lights (2; on helmet/head) — 5 each
* Head/Helmet — 185
** Man Body — 700
* All items marked with a single agterisk are smadll, difficult
targets to hit. The atacker must make a cdled shot to strike and
even then the character is — 3 to hit.

Destroying the head/helmet while in shallow water (less than 200
feet/61 m) will cause the water to fill the suit. The pilot can either
bring the mechanical giant to the surface or gect out of the suit and
head to the surface himself. Most seastar pilotswill have amini-oxy-
gen tank (10 minutes of air) or abionic implant that will save them
from drowning. At depths of 400 feet (122 m) or greater, the sudden
change in pressure will kill the pilot.

On dry land, destroying the head/helmet has a 1-70% chance of
knocking the pilot unconscious. If destroyed, the pilot hastwo prob-
lems. One, no power armor combat bonuses to strike, parry and
dodge. Two, the human head is now vulnerable to attack.

** Depleting the M.D.C. of the main body will shut the armor
down completely, making it usdess. Dedroying the underwater
propulsion unit will force the pilot to swim, walk or sink.

Sped
Running: 20 mph (32 km) on dry land or underwater.
Leaping: Not possible.




Flying: Not possible.

Swimming: 10 mph (16 km) without propulsion (the act of svimming
does not tire the suit's operator)

Underwater Propulsion: 50 mph (80 km)

Underwater Depth: The sea star can withstand pressure up to 1200feet
(365 m) desp. A specid decompresson system helps to prevent the
pilot from getting the bends.

Satigical Data

Height: 12 feet (3.6 m)

Width: The main body is 8 feet (2.4 m) wide, but the spines make the
overd| width 12 feet (3.6 m)

Length: 7 feet (2.1 m)

Weight: Twotons

Physical Strength: Equdl to aP.S. 35

Cargo: None

Power Sysem: Nuclear, average energy lifeis 20 years.

Black Market Cogt: One million credits

Current sockpile: Port Tarnow: 480, New Tarnow: 96, another 1200
in storage and approximately 1100 are in sarvice at seaand throughout
the Vistula River. The sea Sar power armor suit is used extensively by
the navy.

Weapon Sygems
1 Mini-Missle Launchers (6): Three smal mini-missle launchers
are mounted on each forearm. Each holds two missiles

Primary Purpose: Assaullt

Secondary Purpose: Defense

Missle Type: Any mini-missle can be used but fragmentation (5D6
M.D.) and armor piercing (1D4x 10 M.D.) are the standard.
Mega-Damage: Varies with missle type.
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Range: Usualy about a half mile (0.8 km) underwater.

Rate of Fire: One at atime or in volleys of 2 or 4.

Payload: A totad of 12 mini-missiles; two in each launcher, three [aun-

chers per arm.

2. Chest Lasers (4): Four short-range, low intensity lasers are built
into the chest of the sea tar. Each can point in a 90 degree arc.

Primary Purpose: Defense

Mega-Damege: 1D6 from one laser, 2D6 from two simultaneous blests,

3D6 M.D from three blasts or 4D6 M.D. from al four fired a the

same time at the same target.

Rate of Fre: Equal to the number of combined hand to hand attacks

of the pilot (typicaly 5-7).

Maximum Effective Range Underwater: 600 feet (183 m)

Payload: Effectively unlimited.

3. Shoulder Compartments (2): On each shoulder is a compartment
that can hold tools, explosives, or pecimens. Inamilitary Stuation,
the compartment may contain one or two fusion blocks used to
sabotage bridges and vehicles.

4. Harpoons and Rail Guns and giant-sized energy weapons can a0
be used. All wegpons will have haf their norma range and strike
bonuses.

5. Hand to Hand Combat: Rather than use a weapon, the pilot can
engage in mega-damage hand to hand combet.

Bonuses & Damage from the TC-A12 Sea Sar

Restrained Punch — 6D6 M.D.

Full Strength Punch — 2D6 M.D.

Power Punch — 4D6 M.D. (counts as two attacks)

Crush, Pry or Tear — 2D4 M.D.

Kick — 2D6 M.D.




Body Block/Ram or Throw — 1D6 M.D.

+1 oninitiative

+2 to drike

+2 to parry

+1 to'dodge; +4 underwater

+2 to roll with impact

+2 to pull punch

+1 melee action/attack at levels 1, 4, 8, and 12.

Note: All combat bonuses are in addition to those of the pilot!

Pendty: Reduce the number of attacks and combat bonuses by half

when on dry land.

6. Features & Sensorsof note: All standard robot features, plus sonar,
infrared spotlights (2), sgna beacon, and dectromagnetic adhesive
pads on the feet and wrigts (used to hold on to and climb the metal
hulls of ships).

T C-R3 Missileer

The missileer is actualy an dl-purpose congruction and salvage
robot modified for combat. In fact, the TC-R2 is identical except that
it doesn't have the shoulder missles, grenade launchers or forearm
plates. The TC-R2 is used in the congtruction of boats and buildings,
as well as exploration and underwater savage.

The TC-R3 is equipped with a battery of missiles and grenades. The
bot is used for riot control, border defense, exploration, and underwater
sdvage. It is a heavier, dower robot than the TC-RS, but has grester
armor, strength, and water cgpabilities.

Missleer: Part of the Tarmow Kingdom's Defense Force
Modd Type TC-R3
Class Two Man Strategic Infantry Assault Robot
Crew: One (pilot) and gunner. One human-sized passenger can dso
be squeezed in.
M.D.C. by Location:
Shoulder Guards (2) — 110 each
Upper Arms (2) — 80 each
Lower Arms (2; plate with grenade launchers) — 200 each
Legs (2) — 150 each
Feet (2) — 60 each
Rear Jts (2) — 50 each
* Senors (6, smdl canigters) — 5 each
* Hands (2) — 20 each
* Chest Headlights (4) — 3 each
* Lower Body Headlights (2) — 5 each
* Chest/head Viewport (1) — 20
* Chest Laser (1) — 20
* Head/Pilot Area— 0
Mini-Missile Launchers (1; back) — 150
Reinforced Pilot’s Compartment — 50
** Man Body — 330
* All items marked with a sngle agerisk are smdll, difficult
targets to hit. The attacker must make a cdled shot to drike and
even then the character is - 3 to hit.

Destroying the head will rupture the outer hull and reved the
reinforced pilot's compartment. If the Sx sensor units are destroyed
the pilot loses al forms of opticd enhancement, radar, targeting
and mogt sensory systems. The pilot is forced to rely on short-range
radar/sonar (two miles/8 km, 24 target tracking) and his own human
vison and senses Furthermore, al bot combat bonuses to strike,
parry, and dodge arereduced by half and attacks per meleeby one.

**Depleting the M.D.C. of the main body will shut the bot down
completely, making it usaless.

Sped

Running;: 45 mph (72 km) maximum running or 20 mph (32km) walking
underwater on the river bed; maximum depth is 1200 feet (365 m). The
TC-R3 (and R2) is dso designed to travel on the surface of the water
like aboa. The robot's legs fold back and up into a prone position and
the two rear jets in the lower body provide the propulsion. Maximum
gpeed is 35 mph (56 km). This same configuration andjets can be used
to propel the submerged robot through water like a submarine; maximum
gead is 25 mph (40 km).

Legping: The robot can leap up to 10 feet (3 m) high or lengthwise
from a running dart.

Hying: None

Satidical Data

Height: 25 feet (7.6 m) fromthe top of the missilelaunchersto itstoes.
Width: 15 feet (4.6 m)

Length: 12 feet (3.6 m)

Weight: 18 tons

Physicl Strength: Equal to aP.S. 47

Cago: None

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

Black Market Cogt: 12 million (construction cogt is 2 million). The
TC-R2, non-combat modd (no missile launchers, grenade launchers,
and forearm plates), codts 6 to 8 million.

Note: Current stockpile: Port Tarnow: 1200, New Tarnow: 600, another
600 in storage and approximately 2600 dispatched throughout the king-
dom in squads and platoons.
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Weapon Sygems

1. Forearm Grenade Launchers (2): Thetwo large, protectiveforearm
plates conced a dual launching grenade launcher. Explosive or riot
control (smoke and/or stun/flash) grenades can be fired to stun,
disperse and attack ground troops. The grenades dso function as
smple depth charges when on the water (detonate at a depth of
about 300 to 400 feet/91 to 122 m below the robot).

Primary Purpose: Close-range anti-personnel and riot control.

Grenade Type: Canider style grenades — usualy no mega-damege.

Stun/flash grenades are designed to disorient and confuse terrorists
or criminals who are holding hostages in confined places. The flash,
burning sparks and smoke should blind and startle any character without
environmental armor and shielded visor. Victims of the stun/flash gre-
nade are — 8 to strike, parry and dodge, — 1 on initiative and lose one
melee attack/action for the next 1D4 melee rounds (15 to 60 seconds).
Even those in armor should be momentarily distracted for 1D4seconds
and lose initiative.

Tear gas grenadesrelease agasthat will instantly affect al characters
without gas masks or environmenta body armor. The eyes burn, sting
and water profusely, making seeing clearly impossible. The gas dso
makes breathing difficult and irritates exposed skin. The effects last
for 3D4 minutes. The 25 foot (7.6 m) cloud disspates in about five
minutes unless blown away by wind in 1D4 minutes. Victims of tear
gas ae — 10 to strike, parry and dodge, — 3 on initiative and lose one
melee attack/action for each of the next 1D6+ 1 melee rounds. Those
in environmental armor are completely unaffected. Note: Tear gas is
usudly only haf as effective againgt brodkil, gargoyles, and some of
the more powerful and aien D-bees.

Smoke grenades rdease a thick cloud of smoke that covers a 20
foot (6 m) radius and obscures vision. Infrared cannot penetrate a smoke
cloud or be used inside a smoke cloud. Those who are not protected
by environmental suits or gas masks and goggles will find it difficult
to bresthe and are — 5 to strike, parry and dodge and — 1 on initiative.
Attackers firing into/through the cloud are shooting wild. Note that
passive nightscopes will work in a smoke cloud.

Explosve grenades Typicdly fragmentation (3D6 M.D. with a 30
ft/'9 m blagt radius) or plasma (5D6 M.D. with a 12 ft/3.6 m blast
radius), but any type can be used.

Mega-Damage: Varies with grenade type.
Range: 35 foot (10.7 m) minimum to 250 feet (76 m) maximum.
Rate of Fire One a atime or a volley of two or four.

Payload: A total of 80 grenades, 40 in each arm.

2. Mini-Missle Launchers (2): A pair of mini-misdle launchers are
mounted above each of the shoulders. Each can rotate 360 degrees.

Primary Purpose: Anti-Gargoyle, Anti-Aircraft

Secondary Purposer Defense

Missle Type: Any mini-missilecan beused; fragmentation (5D6 M.D.),

armor piercing (1D4x 10 M.D.), plasma (1D6 % 10 M.D.), smoke or

stun/riot control.

Mega-Damage: Varies with missle type.

Range: Usually about amile.

Rate of Fire One a atime or in volleys of 2, 3, 6 or 12,

Payload: A tota of 48 mini-missiles; 24 in each launcher.

3. Chest Laser (1): The laser’s barrel head can point in dl directions
in a 90 degree arc.
Primary Purpose: Anti-personnel
Pur Defense
Mega-Damege: Laser: 3D6 M.D per blast
Rate of Fire Equa to the number of combined hand to hand attacks
of the pilot (typicaly 6-8).
Maximum Effective Range: Laser 2000 feet (1200 m)
Payload: Effectively unlimited.

4. SmokeDigpenser (2): In the rear of each lower leg is a housing
that can release a cloud of smoke. The smoke is typically used to
cregte cover and to confuse the enemy.

MegaDamage: None. Same effect as the smoke grenade described

under number one.

Rate of Fire: Once per melee round.

Range: A smoke cloud appears around the robot.

Payload: 8 totd smoke releases.

Hand to Hand Combat: Rather than use a weapon, the pilot can
engage in mega-damage hand to hand combat.

Bonuses & Damage from the TC-R3 Missileer

Resgtrained Punch — 5D6 S.D.C.

Full Strength Punch — 1D6 M.D.

Power Punch — 2D6 M.D. (counts as two attacks)

Crush, Pry or Tear: 1D6 M.D.

Kick — 3D6 M.D.

Legp Kick — 6D6 M.D. (counts as two attacks)

Body Flip/Throw — 1D4 M.D.

Body Block/Ram — 2D6 M.D.

+2 on initiative

+2 to drike

+ 2 to parry

+ 2 to dodge

+ 3 torall with impact

+4 to pull punch

+1 meee action/attack at levels 2, 4, 8, and 12.

Note: The additional atacks and combet bonuses are in addition to

those of the pilot!

Features & Sensors of note: All standard robot features, plus sonar,
and rear jets (2) for use in and under water.

TC-R5 Gargoyle Stopper

The TC-R5 gargoyle stopper is the most powerful of New Tarnow’s
robot vehides. It is specificially desgned to engage and counter gar-
goyles and flying enemies. To accomplish thistask, an array of missiles
and a huge, long range cannon are part of it its standard armaments.
Like most of Tamow's robots, the gargoyle stopper is first made out
of iron and other pure metals and magically transformed into a mega-
damage powerhouse by the Tarnow Crystal. This makesthe giant robot
vehide comparatively easy and inexpensive to manufacture. The most
expensve part of its construction is the nuclear power supply and
interna eectronics. The gargoyle stopper is an air tight, lead lined,
full environmenta vehicle that can walk underwater or survive the
rigors of outer-space. The TC-R5 and dl the Tarnow robot vehicles
have dl the standard features of any vehicle of its kind.

Gargoyle Stopper: Part of the Tarnow Kingdom's Defense Force
Modd Type TC-R5
Class One-man Strategic Infantry Assault Robot
Crew: One (pilot), plus one human-sized passenger can be squeezed
in, but it is atight, uncomfortable fit.
M.D.C. by Location:

Shoulder Guards (2) — 110 eech

* Rear Sensor Array (1, middle rear) — 80

* Hands (2) — 20 eech

Arms — (2) — 100 eech

Legs (2) — 150 each

Feet (2) — 60 each

* Chest Headlight (1) — 2

* Chest Viewport (1) — 10

* Head Searchlight (1; face) — 4

* Head lon Blagter (1, right Sde) — 15

* Chin Laser (1, lower right) — 10

* Forearm Rail Gun (1; left) — 50
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Mini-Missile Launcher (1; back) — 150
Med. Range Missle Launcher (1; back) — 100
Mega-Rifle (1; hand-held) — 150
Reinforced Pilot's Compartment — 50
** Main Body — 280
* All items marked with a single agterisk are smal, difficult
targets to hit. The attacker must make a cdled shot to strike and
even then the character is —4 to hit.

Destroying the head of the robot will eliminate two of the short-
range wegpons, the giant searchlight and video recording
cgpabilities. The large sensor array behind the head provides dl
communications and sensory capabilities. If the sensor array is de-
stroyed the pilot loses al forms of optical enhancement, long-range
radar, targeting and most sensory systems. The pilot is forced to
rely on short-range radar (two miles/8 km, 24 target tracking) and
his own human vison and senses. Furthermore, al bot combat
bonuses to drike, parry, and dodge are reduced by haf and attacks
per melee by one.

**Depleting the M.D.C. of the main body will shut the bot down
completely, making it useless.

Sped
Running: 60 mph (96 km) maximum. The botcan aso travel underwater
by walking on the river bed and has a number of maneuvering jets for
additional underwater maneuvers and to rise to the surface. Maximum
speed underwater is 25 mph (40 km) maximum depth is 1000 feet (305
m).
Leaping: The robot can legp up to 15 feet (4.6 m) high or 20 feet
lengthwise (6 m) from a running start.

Hying: None

Satidical Data

Height: 22 feet (6.6 m) from the top of the sensor array to its toes.
Width: 13 feet (39 m)

Length: 8 feet (2.4 m), including the missile launch tubes.

Weight: 11 tons

Physicd Strength: Equd to aP.S. 40

Cargo: None

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

Black Market Cog: 20 million (construction cogt is around 6 million;
the most expensive of dl Tarnow’s creations).

Note: Current stockpile: Port Tarnow: 144, New Tarnow: 480 (three
entire TC-R5 companies), another 480 in storage and approximately
640 dispatched throughout the kingdom in squads and platoons.

Weapon Sysgems

1. Medium-Range Missle Launcher (1): The launcher positioned
behind the right shoulder is amedium-range missile launcher. It can
rotate up and down 90 degrees.

Primary Purpose: Anti-Gargoyle, Anti-Aircraft

Secondary Purpose: Defense

Missile Type: Any medium-range missile can be used; typicaly high

explosive (2D6X 10M.D.), amor piercing (2D4 X 10 M.D.), or plasma

(2D6 x 10).

MegaDamage: Varies with missle type.

Range: Usudly about 40 miles (64 km).

Rate of Fire One a atime or in valleys of 2, 3 or 4.

Payload: Six total

2. Mini-Misdle Launcher (1): The launcher positioned behind the left
shoulder is a mini-missile launcher. It can rotate up and down 360
degrees.

Primary Purpose: Anti-Gargoyle, Anti-Aircraft

Secondary Purpose: Defense

MissleType: Any mini-missile canbe used; fragmentation (SD6M.D.),

armor piercing (1D4x 10 M.D.), plasma (1D6 x10 M.D.), smoke or

stun/riot control”
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Mega-Damaege: Varies with missile type.

Range: Usually about a mile (1.6 km).

Rate of Fire: One a atime or in volleys of 2 or 3.

Payload: A total of 45 mini-missiles.

3. Head Weapons (2; ion & laser): The head isamulti-purpose system
with a huge searchlight covering the face, video camera and sound
recording devices on the left Sde of the heed, alaser on the right
gde of the chin and an ion blagter on the Sde of the head where an
ear might be. The chin laser can move sde to Sde and up or down
by 45 degrees. Theion gun is fixed forward and shoots in whatever
direction the head is turned.

Primary Purpose: Anti-personnel

Secondary Puspose: Defense

Mega-Damege: Laser: 2D6 M.D., ion blaster 4D6 M.D.,or 6D6 M.D.

from asimultaneous double blast fromboth wegpons at the sametarget.

Rate of Fre Equa to the number of combined hand to hand attacks

of the pilot (typicaly 6-8).

Maximum Effective Range: Laser: 1200 feet (365 m), ion blagter: 500

feet (152 m).

Payload: Effectively unlimited.

4. Forearm Rail Gun (1): The left arm has atriple-barrd rail gun and
ammo drum; just point and fire.

Primary Purpose: Anti-Gargoyles/Giants

Secondary Purpose: Anti-Personnel

Mega-Damage: A burst is 30 rounds and inflicts 6D6M.D.; one round

does 1D4 M.D.

Maximum Effective Range: 4000 feet (1200 m)

Rate of Fire: Equal to number of combined hand to hand attacks (usually

6-8). One short 30 round burst counts as one melee attack.

Payload: 3000 round drum providing 100 bursts.

Note: The wegpon can dso fire DU and U-rounds but must acquire

them through the NGR or the black market, which is difficult.

5. Concedled Shoulder Grenade Launchers (2):Under the shoulder
guard on each arm is a grenade launcher. The pilot need only to
raise the arm dightly and fire; fixed forward.

Primary Purpose: Assauilt

Secondary Purpose Defense

Mega-Damage: Typicdly fragmentation (3D6 M.D. with a 30 ft/9m

blagt radius) or plasma (5D6 M.D. with a 12 ft/3.6 m blast radius),

but any type can be used.

Rate of Fire One at atime or volley of 2, 3 or five.

Maximum Effective Range: 300 feet (91 m)

Payload: Totd 20; ten in launcher.

6. A Giant-Sized Energy Rifle known as the "Mega-Rifl€" fires pow-
erful, long-range laser blagts. Other hand-held wegpons can be sub-
dituted.

Primary Purpose: Anti-Gargoyle and Anti-Aircraft

Secondary Purpose:

: Defense

Mega-Damage 3D6 M.D. per individud blast, 6D6 M.D. per smul-

taneous double pulse blast.

Rate of Fire Equa to the number of combined hand to hand attacks

of the pilot (typicaly 6-8).

Maximum Effective Range: 8000 feet (2438 m)

Payload: 40 total. The E-clip holds 20 charges, plus the wegpon has

an independent energy source that has another 20 charges and recharges

a arate of five per hour.

Hand to Hand Combat: Rather than use a weapon, the pilot can
engage in mega-damage hand to hand combat.

Bonuses & Damage from the TC-R5 Gargoyle Stopper

Restrained Punch — 5D6 S.D.C.

Full Strength Punch — 1D6 M.D.

Power Punch — 2D6 M.D. (counts as two attacks)

Crush, Pry or Ter — 1D4 M.D.

Kick — 2D6 M.D.




Leap Kick — 4D6 M.D. (counts as two attacks)

Body Flip/Throw — 1D4 M.D.

Body Block/Ram — 1D6 M.D.

+4 on initiative (sensor array bonus)

+4 to drike

+3 to parry

+ 2 to dodge

+2 to roll with impact

+2 to pull punch

+ 1 melee action/attack & levels 1, 2, 6,10 and 14.

Note: The additiond attacks and combat bonuses are in addition to

those of the pilot!

Sngrs of note 1. Long-Range Radar: Can identify up to 100 flying
targetsand smultaneoudy track 72 at arangeof 100miles (160km). -

2. Enhanced Aeria Targeting: Tied to radar and combat computer:
+4 to dtrike with missiles and the megarifle, +2 a dose range.

3. Other: Full multi-dptics, long- and short-range radio and video
recording, broadcasting-and communications, a distress homing
beacon, and &l standard robot features the same as Triax or
Mindwerks.
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Stinger Turbo Tank

The dtinger turbo tank is made from a combination of lightweight
SD.C. meds which are magicdly transformed into mega-damage
structures. It is about as fast and easy to maneuver as a smal truck.
The turbo engines give that additiona burst of gpead whenever it is
needed.

Modd Type T-322
Class Light Assault Tank
Crew: Threg one driver, agunner, and acommander. Can accommo-
date two passengers in a snug area behind the crew.
M.D.C. by Location:
Main Laser Turret — 200
* Mini-Missile Launchers (2) — 35 each
* Ral Gun— 30
* Smoke Grenade Launchers (6) — 5 each
Turbo Thrusters (2) — 150 each

Sensor Clugter (1; mid-tank, right sde) — 30
* Track Treads (2) — 80 each
Reinforced Crew Compartment — 70
** Main Body — 310

* All items marked with a dngle agterisk are small, difficult
targets to hit. The attacker must make a cdled shot to grike and
even then the character is — 3 to hit.

Depleting the M.D.C. of atread will immobilize the tank until
it is replaced. Replacing a tread will take 1D6 x 10 minutes by a
trained crew (2 replacements are carried on board) or three times
as long by the inexperienced. Changing the tread is only possible
when the vehicle is not under attack.

** Depleting the M.D.C. from the main body will shut the tank
down completely, rendering it useless.

Speed: Normaly 65 mph (104 km) on land. When the turbo jets are
activated the tank can attain a speed of 110 mph (176 km)! Buttoned
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up, it can travel on water at goeeds between 15 mph (24 km) to 30
mph (48 km) when the turbo engines are engaged!

Maximum Effective Range: 600 miles (960 km) with a full tank of
gasoline or via eectric motor, before needing refueling; unlimited if
nuclear (10 year life).

Statigtical Data:

Height: 11 feet (3.3 m)

Width: 9 feet (2.7 m)

Length: 19 feet (58 m)

Weight: 8 tons fully loaded!

Cargo: Minimal storage space; about four feet (1.2 m)for extraclothing,
weapons, and some persond items.

Power Sysem: Gasoline, dectric or nuclear. i
Black Market Cogt: 2 million with gasoline engine, 2.5 million for one
with an eectric motor, 12+ million with nuclear engine (lifetime of
10years).

Note: Current stockpile: Port Tamow: 160 (one armored company),
New Tarnow: 320, 288 in storage, and approximately 1920 dispatched
throughout the kingdom.

Weapon Sysems

1. Main Laser Turret (1): The top mounted turret can be fired by the
gunner or thetank commander. The wegpon consists of aheavy-duty,
long range laser built into a turret that can rotate 360 degrees and
has automatic targeting adjustments. The laser cannon can beraised
and lowered in a 90 degree arc of fire. In vehicles without nuclear
engines, the laser is powered by a rechargesble battery and has an
indefinite pay load.

Primary Purpose: Anti-Personnel

Secondary Purpose: Defense

Weight: 600 Ibs (279 kg)

MegaD e 6D6 M.D. per dua blagt.

Rate of Fire: Can shoot up to Six times per melee.

Effective Range: 4000 feet (1200 m)

Payload: 1000 dual blasts. Unlimited if vehicle has a nuclear engine.

2. Mini-Missle Launchers (2): A mini-missile launcher is mounted
on both sdes, toward the front of the tank.

Primary Purpose: Anti-Gargoyle, Anti-Aircraft

Secondary Purpose: Defense

Missle Type: Any mini-missilecanbeused; fragmentation (5SD6M.D.),

armor piercing (1D4x 10 M.D.), plasma (1D6 x 10 M.D.), smoke or

stun/riot control.

Mega-Damage: Varies with missile type.

Range: Usually about a mile (1.6 km).

Rate of Fire One at atime or in volleys of 2, 3, or 6.

Payload: A totd of 12 mini-missiles; six in each launcher.

3. Forward Rail Gun (1): Built into the front of the tank is a rapid-fire
ral gun. It is fixed forward and low to the ground because it is
intended to be an anti-personnel weapon.

Primary Purpose: Anti-Personnel

Secondary Purpose: Defense

Mega-Damage: A full damage burgt fires 30 rounds and inflicts 1D4 x 10

M.D. A short burst of 15 rounds does 4D6 M.D. and a single round

does 1D4 M .D.

Rate of Fire: Equa to the gunner's hand to hand attacks (9 bursts).

Maximum Effective Range: 4000 feet (1200 m)

Payload: 3000 round drum and is capeble of firing 100 full damage

bursts (30 rounds) or 200 short bursts (15 rounds)! Reloading a drum

will take about three minutes for those not trained, but a mere one
minute by somebody trained in the use of power armor. A strength of

28 or higher is required to handle the drum.

4. Smoke grenades launchers (6): There are three smoke grenades
and mini-launchers on each side of the tank. The grenades rdease
a thick doud of smnoke that covers a 20 foot (6 m) radius and

obscures vigon. Infrared cannot penetrate a smoke cloud or be used
ingde asmoke cloud. Those who are not protected by environmental
suits or gas masks and goggles will find it difficult to bresthe and
are —5 1o strike, parry and dodge and — 1 on initiative. Attackers
firing into/through the cloud are shooting wild. Note that passive
nightscopes Will work in a smoke cloud.

Primary Purpose: Ground Cover

Mega-Damage: None
Range: 35 foot (10.7 m) minimum to 150 feet (46 m) maximum.

Rate of Fre One a atime or a valley of two or three.

Payload: Six

Sensr Note: All the standard necessities arein place: short range radar
(5 miles/8 km), laser targeting (+1 to gtrike), combat computer
(+1 to drike), long range and short range radio, load spesker,
radiation detector, light radiation shielding, and an environmental
crew compartment with air-conditioning, heating, oxygen supply
and an air purging, purification and circulation system.

Water Vesds
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Saa Dart, Mini-Sub

The seadart is a versatile multi-purpose mini-submarine. Its primary
useisexploraion and salvage, but it is aso used for military reconnais-
sance, mine sweeping, sabotage, combat and military troop insertion.
The large and small fan-jet propdlers can tilt 180 degrees and function
smilarly to VIOL aircraft, giving the mini-sub greater control and
versdility of movement.

Modd Type TC-B40
Class Mini-Submarine
Crew: Two: Pilot/navigator and communications officer/sensors
operator. It can also accommodate three passengers.
M.D.C. by Location:

Torpedo Launch Tubes (3) — 25 each

Large Thrusters (2) — 80 each

Smal Thrugters (3) — 35 each

Mechanicd Arms (2) — 70 each

Large Claws (2) — 100 each

Rear Fins (2) — 50 each

Searchlights (2) — 5 each

Reinforced Crew Compartment — 75

** Main Body — 225

** DepletingtheM.D.C. of themain body will causetheboat to sink.
Spead: 70 mph (112 km) maximum; cruising gpeed isusually about half.
Maximum Range Indefinite if nuclear powered (15 year life) or 800
miles (1280 km) if a fuel driven vessd; mogt are nuclear.

Statidtical Data:

Height: 8 feet (2.4 m)

Width: 26 feet (7.9 m) from one end of the propeller arm to the other.
The width of the main sub body is about six feet (1.8 m).

Length: 25 feet (7.6 m) total, including tail fins. The crew compartment
is only about 10 feet (3 m) long.

Weight: 2 tons

Cargo: A smdl 3x3 foot (1x 1 m) area

Power System: 90% are nuclear, but some are fuel driven.

Black Market Cog: 1.5 to 4 million credits.

Weapon Sysems

1 Exterior Torpedo Launch Tubes (3): Toward the rear underside
of the submarine are three light torpedoes held in place by cylindrica
launch tubes.



Primary Purpose: Anti-Ship and Sea Monster
Purpose Defense
Mega-Damage: 2D4 x 10 M.D. (high explosive)
Rate of Fire: Up to three per melee round, firing one & atime orin a
volley of two or three.
Effective Range: About 5 miles (8 km)
Payload: 3 total; one per launcher.

2. Mechanical Anns & Claws (2): The mechanical arms are designed
mainly for savageand exploration but can aso be used for combat.
Mega-Damage 1D6 M.D. punch or crush with claws; 2D6 M.D. power

punch.

Physicd Strength: Equal to a P.S. of 28.

Attackg/Actions Per Mdee: Two plus those of the pilot/operator.

Hand to Hand Combat Bonuses: +2 on initiative, + 3 to strike, +2

to parry, +3 to pull punch.

Effective Reach: 15 feet (4.6 km)

Special Bonuses + 3 on initiaivelresponse, +4to dodge, +10% on
piloting skill on the successful execution of sharp turns, navigating
through a tight squeeze and trick maneuvers.

Power Armor Crew: Two or more of the crew members may be cdlad
in the gting-ray power armor and a sea Star power armor unit may
hitch aride on the top or underbelly of the mini-sub.

Torpedo Spead Boat

The torpedo speed boat is a lightweight, incredibly fast, hydrofoil
assallt craft, designed for maneuvering down the winding Vistulariver.
It is used for reconnaissance, river patrol and messenger delivery, as
well as for racing and pleasure. It has become a favorite among adven-
turers, esCort services and pirates.
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Modd Type TC-B20
Class Spead Boat
Crew: Two: Pilot/navigator and communications officer/sensors
operator. It can aso accommodate four passengers.
M.D.C. by Location:

Depth Charge Launchers (8) — 10 each

Reinforced Crew Compartment — 60

Rear Thrusters (2) — 60 each

** Man Body — 200

** Depletingthe M .D.C. of themain body will causethe boat to sink.
Spead: 150 mph (240 km); athough cruising peed is usually around
70 mph (112.5 km).
Maximum Range: 800 miles (1280 km); a fuel driven vessd.

Statistical Data:

Height: 10 feet (3 m)
Width: 10 feet (3 m)
Length: 35 feet (105 m)

Weight: 2 tons
Cago: A smal 6x8 foot (1.8x 2.4 m) area

Power System: Liquid fuel hydrofail
Black Market Cogt: 400,000 to 500,000 credits not counting the depth
charges.

Weapon Sysems

1. 14mm Machinegun or Laser Gun: A heavy dual machinegun |oaded
with explosive bullets is standard issue and can be mounted on the
front or back of the boat. The main section of the gun is protected
by a smdl metd shield. The gun is for defense to fight off pirates
and power armor raiders. It can dso be used to detonate enemy
torpedoes. A laser can be substituted.
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Primary Purpose: Anti-Vehicle and Anti-Personne

Secondary Purpose: Defense

Mega-Damage: The machinegun: Fires 20 round bursts and does 4D6
M.D. per burst. The laser: 3D6 M.D. per blast.

Rate of Fire: Machinegun: Four bursts per melee. Laser: Equd to the
gunner’s hand to hand atacks per melee.

Effective Range: Machinegun: 2000 feet (610 m) or lasar: 4000 feet
(1200m)

Payload: Machinegun: 2000 rounds (that's 100 bursts). Laser: S0 blasts
(it takes two melee rounds to replace an energy drum).

2. Depth Charge Launchers (8): This weapon is used againgt vessals
and mongters submerged under the waves or pursuit ships. A depth
charge is basicaly abomb that is dropped into the water, sinks and

detonates when it reaches a particular depth or hits an object.

Maximum range/depth: 2000 feet (610 m) degp — autometically
explodes at 2000 feet (or any depth between 200 and 2000 feet/61-610
m); damage: 2D4x 10M.D. (HE; high explosive); cogt: 4500 credits
each

Primary Purpose: Anti-Submarine and Anti-Pursuit Ship

Secondary Purpose: Anti-Sea Mongter

Mega-Damage: 2D4 x 10 M.D. per each explosive canister.

Rate of Fire: One at atime or volleys of two. A valley can be fired
three times per melee round.

Effective Range: 2000 foot (610 m) maximum depth.

Payload: 8; one per launcher

3. Secial Bonuses: +2 on initiative/response, +4 to dodge, + 10%
on piloting skill on the successful execution of sharp turns and trick
maneuvers.
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Lightning Hydrofoill Gun Ship

The lightning gun boat is a fast combat vessd used to patrol the
VistulaRiver, protect city ports, and escort cargo ships. It uses hydrofoil
propulson for greet speed and is ided as a Coagt Guard ship to deter
pirates, invaders, monsters and smugglers. The boat is aso well-armed,
with a complement of missiles, torpedoes and long-range laser turrets.
If the people of Tarnow know about anything, it’s ship building.

Modd Type TC-B30

Class Patrol Boat and Gun Ship

Crew: 7; The captain, one navigator, one communications tech, three
gunners and a power armor sailor. The boat can aso accommodate six
additiona crewmen (haf are probably in sting-ray power armor) or
passengers below deck.

In an emergency, the ship can be run with as few as three crew
members, but only amaximum of two weapon systems can be operated
and the short-handed crew is -2 on initiative and —1 to strike and
dodge.

M.D.C. by Location:

Mini-Missle Launchers (4; sides) — 50 eech

Depth Charge Launchers (2 bays, rear) — 55 each

Heavy Laser Turrets (3) — 150 eech

Main Body: Bow/Forward Torpedo Section (2, forked) — 130each

**Main Body: Stern/Back Section — 370

** Depleting the M.D.C. of the main body of the stern will cause
the ship to sink in 1D4 minutes. Inflatable rafts (enough for twice
the maximum crew) arestored in Specid compartmentsinthe ship.

Destroying one of the bow appendages will reduce speed by 25%
and maneuvering bonuses by half. Destroying both bow sections
reduces gpeed by half, eiminates dl maneuvering bonuses and the
boa will snk in 1D4 hours.
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Speed: 90 mph (144 km); cruising speed is about half.

Statigical Data:

Height. 15 feet (4.6 m)

Width: 15 feet (4.6 m)

Length: 72 feet (22 m)

Weight: 20 tons

Cargo: One 6 x 8 foot (1.8 x 2.4 m) cabin and awespons locker contain-
ing 13 energy rifles, 24 sgnd flares, seven flotation vedts, and a
portable long-range radio with a flotation device.

Power Sysem: Nuclear (15 year life) or liquid fuel driven (700 mile/1120
km range).

Black Market Cod: 10 to 20 million credits for a new, undamaged ship
with al weapons and accessories. Does not include crew.

Weapon Sysems

1 Mini-Missile Launcher (4): The two long, tubular shapes on each
Sde of the gem are mini-missile launchers.

Primary Purpose: Anti-Ship

Secondary Purpose: Anti-Aircraft and Defense

Mega-Damage: Varies with missle type.

Rate of Fire: One at atime or volleys of two or four. Once the launcher

is empty, it must be reloaded from the cargo hold, which requires two

trained crewmen and takes five minutes to load a sSingle tube.

Effective Range: About one mile (1.6 km)

Payload: 32 totd; eight in each launch tube. The smal cargo area can

hold another 32 missiles in storage.
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2. Torpedo Tubes (2): The gun ship aso hastwin torpedo launch tubes
in each of the bow sections. A common tactic againgt a single foe
conggts of launching a combined torpedo and missile atack, trying
to overwhelm the target's defenses through saturation.

Primary Purpose: Anti-Ship

Secondary Purpose: Anti-Sea Monster

Mega-Damage: 3D4x 10 M.D. (high explosive) or 2D6 X 10 M.D.

(Plasma).

Rate of Fire: Two attacks per melee round, firing one at atime or two

pairs of torpedoes.

Effective Range: About 10 miles (16 km)

Payload: 12 total; six torpedoes per each launcher.

3. Depth Charge Launchers (2): This wegpon is used againg under-
water submarines and mongters.

Primary Purpose: Anti-Ship

Seoondary Purpose: Anti-Sea Monster

Mega-Damage: 2D4 x 10 M.D. — explosive canisters.

Rate of Fire One at atime or valleys of two. A single depth charge

or apar can be launched three times per melee round.

Effective Range: 2000 foot (610 m) maximum depth.

Payload: 48 total; 24 depth charges for each launch bay.




4. Heavy, Long-Range Laser Turrets (3): Oneturretislocated inthe
gern of the ship, while two others face the bow. Each turret can
rotate 360 degrees and can be raised and lowered in a90 degree arc
of fire. Rail guns can be subgtituted.

Primary Purpose: Anti-Aircraft and Defense

Secondary Purpose: Anti-Ship

Mega-Dameage: 4D6 per sngleblast or 8+ 1D4 x 10 M.D. per standard

dua blast.

Rate of Fire: Equal to the melee round attacks of the gunner.

Effective Range: 4000 feet (1200 m)

Payload: Effectively unlimited
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Walesa Cargo Ship

The Walesaclass cargo ship is adeek, reliable cargo hauler designed
to operate on the ocean and in the considerably more shalow waters
of the Vistula river.

Modd Type TC-B100

Class Cargo Trangport

Crew: Typicaly 25-50: Captain, first officer, two chief officers (in
charge of navigation, sensors, engineering and weapon systems respec-
tively), two medicd officers, three communication technicians, 6 en-
gineers/mechanics, a cook and two assstant cooks, and seamen. The
ship can be piloted by askeleton crew of eight, but at half efficiency.

Troop Capacity: The cargo ship typicaly hastwo seagtars and adozen
sting-ray power armor suits. In the capacity as a troop carrier the
ship can carry a full company of 160 men or power armor troops
and 30 tons of additiond equipment. The inclusion of robots or
vehicles will reduce the area available for troops.

Cargo Capacity: 110 tons

M.D.C. by Location:

Bridge & Communications (rear) — 200
Giant Rail Crane (1) — 500
Missle Launchers (2) — 150 eech
Depth Charge Launchers (2) — 50 eech
* Main Body — 2600
* Depleting the M.D.C. of the main body will cause the ship to
gnk in 4D6 minutes. Inflatable rafts (enough for twice the maximum
crew) are stored in specid compartments on the ship.

Foeed: 40 mph (64 km)

Satidical Data:

Height: 50 feet (15 m)

Width: 40 feet (12 m)

Length: 150 feet (45.7 m)

Weight: 300 tons
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Power Sysem: Nuclear, with an average life of 20 years.
Black Market Cogt: 70 to 80 million credits.

Weapon Sysems

1. Misdle Launchers (2): Two medium-range missile launchers are
located in the stern of the ship. They are the main weapon systems
of the vesdl and generdly intended for defensive purposes only.
These auto-loading missile turrets can fire off their entire payload
in acouple of minutes. The launchers are controlled from the bridge,
sometimes by a single gunner/operator.

Primary Purpose: Anti-Ship and Anti-Aircreft.

Secondary Purpose: Defense

Mega-Damage: Varies with missile type. Any medium-range missile

can be used.

Rate of Fire One a atime or volleys of two.

Effective Range: 50 miles (80 km) depending on type.

Payload: 20 totdl; each launcher has an auto-loading magazine that

holds 10 missles. The cargo hold may have additiond missiles in

storage.

2. Depth Charge Launchers (2): A depth charge launcher is located
a opposite ends of the ship.

Primary Purpose: Defense and Anti-Sea Monster

Mega-Damege: 2D4 X 10 M.D. — explosive canisters,

Rate of Fire One a atime or volleys of two as often as three times

per melee round.

Effective Range: Up to 2000 foot (610 m) depth

Payload: 40 total; 20 depth charges in each launcher.

3. Additional Weapon Systems can be added: These can include four

to six laser or rail gun turrets, mini-missile launchers, power armor
troops, helicopters, and so on.

4. Power Armor Crew: Severd crew members may use the sting-ray
power amor and 1D4 sea dtar power armor units and/or 1D4 + 1
TC-R3 or R2 robots are typically part of the ship's resources.



Common Vehicles

About 40% of the conventiona looking vehicles in the Tamow King-
dom are megadamage structures, motorcydes (100 M.D.C.), au-
tomobiles (300 to 650 M.D.C.), jeeps (400 M.D.C.), trucks (500 to
1200 M.D.C. depending on the Sze and building materials), and small
boats (100 to 300 M.D.C.).

Ancient Hand
Held Weapons

The Tamow Crysta can dso turn ordinary swords, knives and other
metal weapons into megadamage structures. This means the item is
dose to unbreskable, stays sharper longer, and can be used againg
other M.D.C. structures provided the user is strong enough.

Experience Tables

Azverkan Knight & Ecto-Traveler &
Ugakwa Explorer Lycanmorph
10,000-2,150 1 0,000-2,500
22,151-4,300 2 2,501-5,000
34,301-8,600 3 5,001-10,000

4 8,601-18,600 4 10,001-20,000

5 18,601-26,600 5 20,001-30,000

6 26,601-36,600 6 30,001-50,000

7 36,601-54,600 7 50,001-80,000

8 54,601-75,600 8 80,001-120,000
9 75,601-99,600 9 120,001-160,000
1099,601-135,600 10 160,001-190,000
11 135,601-185,600 11 190,001-240,000
12 185,601-240,600 12 240,001-300,000
13 240,601-290,600 13.300,001-370,000
14 290,601-343,600 14 370,001-440,000
15 343,601-423,600 15 440,001-510,000
Mindwerks Cyborg Monger Brodkil &
Standard Crazy Srrynn Cannibal
10,000-2,140 1 0,000-2,250

2 2,141-4,280 22,251-4,400
34,281-8,560 34,401-8,800

4 8,561-17,520 4 8,801-17,600

5 17,521-25,520 5 17,601-24,000

6 25,521-35,520 6 25,001-35,000

7 35,521-50,520 7 35,001-50,500

8 50,521-71,000 8 50,501-72,500
971,001-96,000 9 72,501-98,500

10 96,001-131,200 1098,501-140,500
11 131,201-181,300 11 140,501-200,500
12 181,301-231,400 12 200,501-250,500
13 231,401-281,500 13 250,501-300,500
14 281,501-341,600 14 300,501-400,500
15 341,601-401,700 15 400,401-500,000

Othe O.C.C.S& R.CCs

Characters from the Rifts RPG and Rifts Worldbooks like the True
Atlantean, druid, tempord raider, knight, crazy, line walker, techno-
wizard, wilderness scout, mind melter, dragon and others can dl be
used in the European setting. See the appropiate Rifts RPG books for
the experience tables and additional data about these characters.

Fortifications

Mega-damage walls and bunkers have become a major part of New
Tamow and Port Tarnow’s defenses. These defenses can include solid
walls of mega-damage iron (sbout 200 M.D.C. per 10 foot/3 m g
ared), concrete with reinforced mega-damage iron, copper or nickel
beams and fibers (75 M.D.C. per 10 foot/3 m ares), mega-damage
plating (50 to 100 M.D.C. per 10 foot/3 m areg) and smilar.

Null Psyborg,
Psi-Bloodhound,
& Tri-Wolf
10,000-2,100
22,101-4,200
3 4,201-8,400
4 8,401-16,800
5 16,801-25,000
6 25,001-35,000
7 35,001-50,000 Simvan & Socker
8 50,001-70,000 1 0,000-1,925
9 70,001-95,000 2 1,926-3,850
10 95,001-130,000 3 3,851-7,450
11130, 001- 180, 000 47,451-15,000
12 180, 001- 234, 000 5 15,001-21,500
13 234, 001- 285, 000 6 21,501-31,500
14285, 001- 345, 000 7 30,501-41,500
15 345, 001- 410, 000 8 41,501-54,000
9 54,001-75,000
Psynetic O azy ﬁi?s?o&n%ﬁo%
;ggjg 12 140, 001- 190, 000
,251-4, 13 190, 001- 240, 000
4 6,600 37,61 14 240,001- 300,00
d 3 1 15 31) (III.—?:_D (m
5 17, 601- 24, 000 ’ ’
6 25, 001- 35, 000
7 35, 001- 50, 500
8 50, 501- 72, 500
9 72 501-98, 500
1098, 501- 140, 500
11 140,501-200,500
12 200,501-250,500
13 250,501-300,500
14 300,501-400,500
15 400,401-500,000
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The Nations of Human Kind
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Also from Palladium Books®
Beyond The _
Supernatural RPG

Before the ley lines erupted there was the mysterious
world of Victor Lazlo’s modern Earth — but not as you
know it. In the shadows, along the ley lines, among ancient
ruins, and the alleys of the cities lurk supernatural predators,
ghosts and demons. Scientists deny their existence but from
the shadows the monsters laugh.

Perhaps the most comprehensive horror RPG on the
market.

9 Occupational Character Classes, including several
psychic O.C.C.s, the arcanist, and parapsychologist.
Over 40 psychic abilities.

A magic system that works in the modern world.
Monsters, ghostly entities, supernatural possession
and more!

A unique blend of horror, supernatural and technol-
ogy.

Written by Kevin Siembieda & Randy McCall.

Art by Steve Bissette, Long and Siembieda. Cover
by Corben.

250+ pages — $19.95

Available at hobby shops
A ROLE-PLAYING GAME OF CONTEMPORARY HORROR and comic stores everyw‘here!

Palladium Buuk5® Presents:

Rifts Sourcebook Three: Mindwerks
A sourcebook for Triax & The NGR

® Nearly a dozen new 0.C.C.s. and R.C.C.s. including the Mindwerks "' cyborg,
psynetic crazy, psi-bloodhound, lycanmorph and others.
¢ New M.0.M. implants and powers.
® New robots, power armor, and weapons
® The New German Republic outlined and mapped.
¢ The mysterious Mindwerks'', the Angels of Death and Vengeance.
® Gene-Splicers, an evil Millennium Tree, monsters, - bees and other villains.
¢ [Epic adventure, ideas and more!
e 112 pages
ISBN 0-91k211-k9-X
51295>
512.95
Cat. \No. 812

I.S.B.N. 0-91621 1-69-X 9 '780916°211691



