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Warning!

Violence and the Supernatural
This book may be inappropriate for young readers.

Pantheons of the Megaverse is inspired by the mythological tales of ancient gods, terrible monsters,
magic and heroes. None of the portrayal of these mythological character are historically accurate. These
fictional characters are not meant to represent any modern religions or beliefs.

This book is filled with fictional gods, demigods, heroes, supernatural monsters, magic, insanity,
and violence. Other- dimensional beings, often referred to as “demons,* torment, stalk, and prey on
humans. Champions of Light battle the Forces of Darkness in the eternal battle of good verses evil.

Pantheons of the Megaverse is a work of fiction! The “demons,” magic and monsters are not real.
None of us at Palladium Books condone nor encourage the occult, the practice of magic, the use of
drugs, or violence.

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

Quentin Milton (¢

A supplement for the Rifts RPG.

Compatible with Heroes Unlimited ™ , The Palladium Role-Playing Game™ and the entire Palladium
Books® Megaverse™!
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Some Words From the Author

My introduction to ancient mythology occurred at a young age. From
those old Italian movies about Hercules and other legendary heroes,
novels, and comic books to the actual mythological stories of ancient
cultures. The themes of mythology have sparked my imagination and
interest in the field of fantasy writing. In fact, the ancient myths and
legends were the basis for most fantasy role-playing games, the Lord
of the Rings Trilogy (inspired by Nordic and Celtic myths) and even
Star Wars!

The basic concepts of monster slaying, damsels in distress, and the
heroic quest all originated in the myths of ancient cultures. The first
dramatic plays of the Greek and other early cultures dealt with the
personalities and influences of gods and demigods. So this book and
all RPG books about mythology are in effect coming full circle to the
stories without which this genre would not have existed.

Welcome to Pantheons of the Megaverse. This sourcebook is de-
signed so it can be used with the entire Palladium Megaverse; from
Rifts to The Palladium Role-Playing Game and Heroes Unlimited.

Unlike most sourcebooks on the subject of mythology, Pantheons
of the Megaverse does not give one absolute definition of each deity.
Instead, it presents several different views about the gods, ranging from
Lovecraftian-style monsters to the human-like characters from Greek
mythology. Game Masters can decide which description holds true for
their campaign. Some may use ALL the different and variant gods in
their campaign to allow for greater diversity, intrigue and flexibility
(some suggestions have been given for that situation). GMs will have
at least two versions of most ancient gods, and I hope they will be
inspired to create their own as well.

In addition, the players will not know which (if any) of the deities
described in this book they may encounter — the genuine article or a
powerful impostor. Say, for example, that a party of Rifts adventurers
hears tales of the return of Thor, the god of thunder; is this Thor the
super-powerful god of myth, an alien intelligence with inhuman and
evil intentions, or a clever mortal impostor? Even if the players have
purchased this book, they may not be sure, keeping the game more
interesting.

When writing Pantheons, I did extensive research on the deities and
beliefs of several cultures. The deities of six different cultures are
described within and integrated to the Palladium RPG system. Legends
often changed over the centuries, which meant in many cases there
were several versions of a particular god. This meant I had to choose
one of the versions and/or elements out of several in order to make
them coherent and compatible with other places and events. Also, none
of the religious chroniclers of antiquity left much room for deities of
other pantheons, so I had to allow for the “fact” that, if all these gods
existed on Earth, they would have to make contact with each other at
one point or another. Consequently, I took poetic license when describ-
ing even the more traditional gods and their minions.

Always keeping the Palladium Megaverse in mind, I took some
dramatic turns with many of the alternate versions of the gods to fit
them nicely into the worlds of Palladium. As a result, I have made
changes in some of the stories, personalities and abilities of the gods
to allow for a smooth fit with other parts of the Palladium Megaverse.
Some gods are described as monstrous alien intelligences, while others
are given different powers and abilities than what appear in the classic
stories. For the most part, students of mythology should be able to
recognize the more traditional deities, but in some versions, the charac-
ters are so uniquely Rifts or Palladium that they vary considerably from
tradition. Kevin Siembieda and I see the “liberties” taken with these
alternative versions of the traditional myths to be both fun and exciting.
We wanted to produce something other than the “classic” book of gods

and avoid the “same old, same old” trap of so many other mythological
extrapolations in role-playing. After all, these are fanciful characters
in a fictional environment. Anything is possible! In these instances I
drew inspiration from the ancient myths but then took them in a new
and, hopefully, exciting direction. I just hope nobody’s favorite
mythological god ended up too changed for their taste.

The point of this rant is: if any readers use this book to study for a
final exam on comparative religions or ancient gods, you’re going to
be in big trouble! I seriously doubt that your teacher will have heard
of the Splugorth, for instance, or that Zurvan, the Persian god of time,
is a four-dimensional being. This book is a game supplement, not a
scholarly treatise!!

Having said all that, I hope that this book will fulfill its function as
an exciting role-playing aid that gives old gods a fresh, new look. Read
and enjoy!

C.J. Carella

Comments from Siembieda

I just wanted to jump in and say that Pantheons of the Megaverse
is intended to be more than just the same old rehash of dusty old gods
that we’ve all seen before. C.J. has made an effort to provide more
than the traditional portrayal of gods (probably more suitable to fantasy
campaigns) and departed from convention to give the reader something
different. We proudly present untraditional “Palladium” versions of
mythological beings you only thought you knew about. In many in-
stances, these new takes on ancient legends were written with Rifts in
mind, but are just as easily adapted to any science fiction, super-hero,
horror or other RPG setting one might want.

Historically, mythological gods, like those of the Greeks and Romans,
showed extremely human emotions and desires. They often meddled
in human affairs and frequently quarreled and even warred among
themselves and other supernatural beings. Mythological gods were often
envious, petty, vengeful and mean. Some engaged in constant games
of competition, betrayal and destruction. All too often, human beings
(and D-bees) were used as the pawns in these games. One of the things
C.J. has done is weave a nice commentary of how the various gods,
impostors and other pantheons might work with humans, deities within
their pantheon and so-called gods from other perhaps alien or rival
pantheons of god-like beings.

As good as Palladium’s portrayals of mythological gods may be, the
reader should be aware that there is a wealth of material Palladium
hasn’t even touched yet (well, for the time being anyway). Little known
gods, monsters, legends and stories can offer a great deal of interesting
source material for adventures and characters. Take a peek at them and
let them provide inspiration in your extrapolations regarding ancient
gods and creatures of myth. Who’s to say that a particular mythical
being was not really an alien intelligence, dimensional traveler, alien
cyborg or strange mutation. Cut that imagination loose and let those
ideas soar.

To make the legends come to life, Palladium Books has assembled
some of its best artists and a few talented newcomers. I think this is a
great package filled with characters and ideas that can spawn scores of
adventures. I can also assure you that we have C.J. chained in a dimen-
sional time hole working on a bunch of other books to be released this
year (boy, is this guy creative!). You can also bet on seeing more
fantastic art from John Zeleznik (who did the cover), Roger Petersen
(see Wormwood for more of his art), Vince Martin, Wayne Breaux
and a host of other talented artists and writers. Enjoy.

Quentin Milton (Order #131217150)



Defining Gods

This chapter explains some of the basic concepts behind mythological
gods and pantheons. Of course, all the characters and so-called gods
are fictional and not meant to reflect the beliefs of any modern religion
or their deities.

What Are Deities?

Since the origin of humankind, people have tried to understand the
world around them. To primitive cultures, it was obvious that the world
was at the mercy of powerful, unstable forces. Forces beyond their
control and often beyond their understanding. The weather might be
pleasant one day then turn into a deadly thunderstorm the next. Wildlife
for hunting might be plentiful one year and gone in the next. Crops in
the field might yield a vast harvest one season and be plagued by
blights, too much rain or droughts the next. No matter what a person
did or how hard he worked, everything he had could be obliterated in
a single mishap; a fire caused by lightning, an earthquake, erupting
volcano, hurricane, flood, storm, pestilence and so on.

Primitive people tried to find a way to control the uncontrollable or
at least explain why these things might happen. Many believed that the
forces of nature were living things, with spirits that motivated them.
Ancient priests and magicians of the world tried to make deals with
those forces, either by bribing them with sacrifices and offerings, or
by pleasing them with rituals of song, dance, feasts and harvests in
their name. As cultures developed, the forces they worshipped became
more complex; instead of nameless spirits or gods given a broad range
of powers, they became very distinct individuals, each in charge of a
specific function in Nature. With the passage of time other gods and
demons were created to explain the causes of disease, physical and
mental aberrations, bad luck, war, disasters, inspiration, culture, and
the forces of good and evil.

The “traditional” and historical view of deities assumes that these
gods were the creation of primitive, superstitious men and women. But
what if those early hunter-gatherers, chanting around the fire, were in
fact communicating with powerful, superhuman beings? If that was the
case, what manner of creatures were those spirits? Is it coincidence
that god-beings were worshiped in virtually every part of the world?
In the fictional context of role-playing games we dare to ask these
questions and suggest that these gods were actually powerful dimen-
sional travelers, aliens, creatures of magic and supernatural beings from
across the Megaverse.

Some General
Types of Gods

What follows are some basic types of gods and approaches to their
use in role-playing games. Listed below are several options. The exact
type of god-like character selected for adventures will ultimately depend
on the needs of the campaign and the preference of the Game Master
and/or his players.

Supreme Beings

This character is the type of omnipotent All-Father the average person
thinks of when they think of a god. This is a being of absolute power,
completely above mortals, able to do anything with but a wish. Giving
game stats for such beings is useless. If the gods in an RPG campaign
are of this type, there is no need to work out stats and powers. If they
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want to do something — anything — it will be done a second after
they think about it. If player characters decide to attack a supreme
being, the god will be unharmed by their feeble attempts (never mind
they were using those techno-wizard nuclear super-railguns doing
4D6 x 100 M.D.!). If the supreme god is offended, one angry glance
from him/her and it’s time to roll up new characters.

If the Game Master (GM) is going to include god-like beings as an
active part in a campaign, the omnipotent supreme approach is rarely
very satisfying. Furthermore, it will almost certainly unbalance the
game unless used very carefully by the GM. This type of character
works best if the god(s) is part of the background and is never, or
extremely rarely (say once during a whole campaign), encountered in
person. Or, the GM might decide to have a supreme being send his
lesser relatives and underlings (who are not omnipotent or all-powerful)
to interact with the player characters as his/her emissaries and/or enfor-
cers.

Powerful Supernatural Beings

Powerful supernatural beings are the type of characters most fre-
quently described in myths and legends. They are superhuman and
incredibly powerful, but still subject to some limitations. This is typical
among ancient myths in which the gods were often hindered, tricked
and even hurt or killed by their enemies, including attacks from powerful
or clever mortal humans! Even so, it will usually take a being of cosmic
power to seriously inconvenience, let alone hurt, elder deities. This is
the approach used to describe most of the deities in this book.

Powerful supernatural beings are separated into sub-categories to
describe their general power level. On the top of the power hierarchy
are the gods, ultra-powerful beings who need worshippers to become
stronger. They are followed by godlings who are lesser creatures and
who frequently act as servants and guardians of the more powerful
gods. Then there are demigods. These can be superhuman beings who
can be of mortal, magic or supernatural origin. They can be humans
and dimensional beings (D-bees) who have acquired great power or
mystic knowledge, cyborgs, mutants, entities, dragons, monsters, and
supernatural beings of all kinds. Although generally relegated to the
lower scale of power, some demigods can become as powerful as a
godling and the most crafty and deceitful can influence or manipulate
the gods (although this can have deadly consequences). Note: For that
matter, the lines between these three categories are not always clear-cut.
Some so-called demon lords are as powerful as a godling or even a
god. Sometimes a very powerful godling will be the equal of a lesser
god and a demigod can be as powerful as a godling. Conversely, some
demigods and godlings aren’t much more powerful than a human or
D-bee with high-tech augmentation, high magic or super-powers.

Gods

The gods are the chief members of most pantheons. Any godlings
or demigods in that pantheon are generally less powerful and subservient
to true gods. These gods are very powerful and usually have one, or
more, area of power or specialty; i.e., Thor is the god of thunder,
Venus is the goddess of love, etc. Within the pantheon, there will
usually be a senior or chief god. This is typically the infamous All-Father
and/or All-Mother/Earth Mother. He (or she) will often be the parent
of many of the other gods in the pantheon and will be more powerful
than any other pantheon member. All gods will have superhuman stats
and powers, will be very hard to kill (they are mega-damage beings in
the appropriate worlds, and will have hundreds or thousands of S.D.C.



in non-M.D.C. worlds), and may be invulnerable to some forms of
attack.

All gods have several natural powers, including the ability to regen-
erate damage at a very fast rate, senses superior to those of most mortals,
possess supernatural powers, and, in many instances, magic and/or
psionic powers as well. Some can control weather and natural forces
at will, some can control or possess lesser beings, others have psionic
and/or magic powers, and so on. The gods are also effectively immortal,
inasmuch as they cannot die of old age (or at least have a life span of
hundreds of thousands of years). Gods can die from violence or acci-
dents, but this is easier said than done.

Game Masters (GMs) may rule that a god does not die in the normal
sense of the word. In this case, a god who has been destroyed/slain
has only been dispelled from the particular plane of existence where
he was defeated, but still lives in another dimension. This may mean
that he or she will “eventually” recover fully and seek revenge or return
some day many years later (“eventually” may mean “two thousand
years from now.”). The GM may also decree that the only way to
destroy these types of gods is to destroy him in his native plane/dimen-
sion. All of this is up to the GM, depending on how tough he wants
the gods to be.

This book also works on the premise that gods need to establish
themselves in a world before they can be truly recognized as a god.
They are not established until they have a large number of worshippers
(several thousand at least) and some sort of religious group dedicated
to spreading their ideas. If they lack any of this they are only visitors
to the world and their powers are much diminished. On Rifts Earth,
for instance, the gods are not completely established; therefore most
are weaker than normal — at least for the moment. Their M.D.C.
totals, for instance, are only one-fifth their normal value. Note: The
GM can decide that the god doesn’t need worshippers and that either
ofthe M.D.C. values presented in the descriptions is suitable for play.

Godlings

Godlings are the junior members of a pantheon. When they appear
in legends, they are usually the sidekicks, students and assistants of
greater, established gods. They are frequently dispatched to perform
any number of roles and services for their more powerful elder. They
can also play minor or major parts in quests and conflicts.

The exact status/place of a godling in a pantheon will depend on the
politics of that particular pantheon. In some of them, godlings will be
treated as lowly minions, sent out on errands and completely subject
to the will of their superiors and elders. In others, the godlings will be
pretty much on their own and may take sides in family squabbles and
even conspire against some of the major gods. Most godlings will have
a patron in one or two gods and an enemy or two in others.

Most are not as powerful as a god, and usually do not specialize in
one area of renown; for example there are no “godlings of thunder.”
GMs may even allow godlings as player characters (see the optional
R.C.C. rules). This type of deity is the one most frequently encountered
on the “common plane” of a universe, either travelling on a mission
or simply on a pleasure trip. Unlike the super powerful gods that they
may serve, the powers of godlings are not increased or diminished by
the number of people who worship them.

Demigods

There are many legends of gods becoming infatuated with mortals
(usually mortal women). At the end of these usually short and unhappy
relationships, the woman would conceive and give birth to a child of
mixed heritage; these are demigods, half-mortal, half-deity. Note that
in the Palladium Megaverse, most supernatural entities CANNOT breed
with humans or members of any different species. Gods can do it by
temporarily assuming a mortal (though super-powerful) form which
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should be considered one of the gods’ special, supernatural powers.
Although the children that result from these unions are usually stronger,
smarter and better looking than the mortals around them, they do not
show signs of their supernatural heritage until several years after their
birth (around age seven or eight). In some societies, they soon become
admired and even worshipped, while in others their differences and
superhuman powers may cause them to be shunned and feared. In the
Rifts world, a young demigod might grow up to become the champion
of an isolated village, a warrior of renown, a great leader, a powerful
magician, a seer, or healer. Likewise, he or she may become an infamous
villain, despot ruler, maniacal self-proclaimed god, or a felon pursued
by the Coalition States.

Demigods can also be allowed as player characters at the Game
Master’s discretion. Their ancestry may lead to a very interesting
future, since the gods often concern themselves with the affairs of their
offspring. A demigod may also have enemies without knowing it. The
enemies of the character’s parents or family may try to hurt the gods
by striking at or using the demigod offspring. Having a demigod in a
party is a sure way to attract adventures.

Incredibly powerful men and creatures of magic, like dragons, and
superhuman characters with great power (natural or artificial), may be
worshipped or regarded as a demigod or even a god. However, they
are seldom as powerful as a true god, but may equal or surpass a
demigod or godling.

Minions of the Gods

Minions are servants, assistants, worshipers and slaves of the gods,
godlings and demigods. They are creatures either created or recruited
to work for the gods. Some are humans and can include priests, prac-
titioners of magic, witches, assassins, warriors, scholars, and leaders
of men. Others are powerful monsters, creatures of magic and super-
natural beasts like Cerberus, the giant dog that guards the Underworld
in Greek mythology. Minions vary dramatically in their level of power
and nature. Many servitors are equal to an ordinary human and are no
match for a skilled or well-equipped character. The most powerful
minions may rival the gods themselves. They may look like beautiful
angels or they may be hideous, misshapen things. They can be creatures
of good or fiends of evil. Frequently the character’s appearance, hand-
some or ugly, may belie his/her/its true nature — the beautiful may be
evil incammate and the monstrous may possess the soul of an angel.

The Pantheons of Light & Darkness

Throughout the Megaverse and in almost every pantheon, there has
been a fundamental conflict: a battle waged between gods from two
opposing moral camps. One group is made up of evil exploiters, de-
stroyers and hatemongers who love violence for its own sake; the Panth-
eons of Darkness. Opposing them are other gods who, due to their own
concern for morality (or sometimes for pure self-preservation), will do
everything in their power to stop the destroyers. These are the so-called
Pantheons of Light.

In general, the gods of the Pantheons of Light are of good or predomi-
nately good and self-serving alignments. They do not necessarily think
very highly of mortals and may be guilty of many crimes against those
weaker than themselves, but they do not wish to exterminate, abuse,
or systematically enslave all “lesser beings.” Some are true friends of
humankind and other sentient beings, but the majority are mostly con-
cerned with their own self-interests. Since gods become stronger when
they are worshipped, they usually try to keep worshippers relatively
happy.

On the other side, the Gods of Darkness are almost universally of
evil and anarchist alignments. They want to acquire power through
murder, betrayal, slavery and other foul means. Their worshippers are
frequently terrorized into submission and pay tribute to the dark deities



out of fear. Other worshippers willingly serve the forces of evil because
they themselves are evil and/or self-serving. These people often have
little regard for life, compassion or justice. Like the gods they worship,
they respect power, brutality, and cunning. They see nothing wrong
with tormenting and enslaving the weak and the end always justifies
the means. Whereas most gods follow some code of conduct, many of
the Gods of Darkness will betray, deceive and ambush any who are in
their way.

These differences are not always clear-cut. Some of the dark gods
follow their own strict codes of honor (mostly those of aberrant align-
ment), and some so-called Gods of Light are as evil or selfish as the
dark ones. In some cases, evil gods have become the enemies of other
powerful Gods of Darkness out of rivalry, hatred, jealousy, revenge,
or to protect themselves by siding with and hiding among the side of
light.

In general, however, the battle lines are more or less clearly drawn.
On one side stand such creatures as demons, alien intelligences, evil
gods, witches, necromancers and would-be tyrants. Their opposites are
such beings as paladins, knights of renown, Gods of Light, and anyone
who makes a stand for what is good and right. In between is a mostly
indifferent majority: people, creatures and gods who bear no real ill
will toward anybody, but who are only concerned with those matters
that directly effect them and who do not wish to get involved. Most of
the gods of Olympus, for example, tend to be indifferent or neutral
(regardless of their alignment) in the current conflict between Light and
Darkness, despite the fact that they have often fought the forces of evil.

Each pantheon described in this book is divided into the camps of
light, darkness, and indifference/neutrality. Many traditions speak of a
time when all the gods will have to choose sides in an apocalyptic
struggle that will leave no one untouched or unharmed. At that time,
there will be no place for indifference or neutrality.

Alien Intelligences

What if the so-called gods were real, but instead of being the human-
like creatures of myth, they were malevolent, utterly inhuman entities?
Alien intelligences are just such creatures. If the gods were alien intel-
ligences, that would explain why mortals often suffered at their hands,
and why, despite the prayer and worship of so many, the world is still
a place of suffering and pain. They only care for lesser intelligent beings
inasmuch as they can use them for their own diabolical purposes. The
monsters only manipulate, delude and warp the beings who offer them
loyalty.

Alien intelligences are very powerful creatures, often the equal of
the gods. They do not need worshippers, so their power is undiminished
in most places. On the other hand, they are usually unable to enter a
world until some conditions have been met (Rifts Earth is an exception).
Most of their abilities are very similar to the gods’ although most don’t
regenerate as quickly and are less adept in the magical arts. Some of
the gods presented in this book were originally alien intelligences or
were created by them! The most powerful alien intelligences are much
more powerful than the gods, but they are all imprisoned in unknown,
extra-dimensional zones, and/or sleeping in magically induced slumber.
Should they wake up, the whole Megaverse would be in danger. Note:
The Old Ones from the Palladium World are the greatest of the alien
intelligences, but it is the vampire intelligences and the Splugorth (both
lesser intelligences when compared to the Old Ones) who are among
the most infamous and powerful in the Megaverse.

If the GM wants a world where all or many of the ancient gods are
actually evil intelligences, he can use the examples presented in this
and other Rifts books to reconstruct the pantheons along those lines.
This may be especially appropriate for a Beyond the Supernatural
campaign, where most supernatural beings are monstrous and evil.
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Others

Even in the history of the real world, there have been mortal men
and women worshipped as gods. Some of them were insane or delusional
individuals, some were misguided religious leaders and kings. The
Pharaohs of Egypt, and the kings, queens, and emperors of many other
cultures, were believed to be gods or the human embodiments of a god.
Others believed their political or spiritual leaders to be the children of
the gods or chosen emissaries of a particular god and granted superhuman
powers. Others were ruthless opportunists exploiting gullible or desper-
ate people.

On Rifts Earth, many beings with superhuman powers have appeared
and some may be mistaken for gods. Powerful magicians, ancient dra-
gons, demons, aliens and D-bees might try to masquerade as gods for
their own purposes. Perhaps even some of the gods of ancient myth
were impostors. Several examples of beings “posing” as gods are given
in this book. Dragons are an excellent example of “beings that would
be gods.” Some of these false pantheons are altruistic organizations
like the Sons of Quetzacoatl, while others are little more than glorified
mercenaries like the Olympus Club, and others are downright evil,
like The Dark Council. The power of those impostors varies widely;
some are nearly the equals of gods, while others are two-bit charlatans
of minimal power and resources. The less powerful impostors can make
for a fun encounter for player characters. An impostor might manipulate
the player characters for his own ends, or an impostor might join the
player group for any number of reasons (to hide from enemies, to right
a wrong, etc.). Likewise, an extremely powerful (and self-serving)
player character(s) might be invited to join the impostors’ pantheon of
imitation gods.

Gods in Your Campaign

Pantheons of the Megaverse offers over a hundred beings of enorm-
ous power. As one might suspect, the average group of adventurers
won’t have a chance of defeating them — especially an entire pantheon.
That is all right, since the deities described are not typically intended
to be used as “random encounters” but for color and intrigue. When
the players become involved in the affairs of the gods, it should be a
memorable and frightening affair. Depending on the circumstances, the
characters might not become aware that they are involved in a power
struggle between gods until the very end.

Listed below are just some uses for involvement of gods in a cam-
paign:

1. The patrons or chief enemy(s) of the adventurer party or a
particular player character. If the god is a patron, some or all of
the characters might go on a quest at the behest of the deity, or
feel compelled to help a priest or worshipers of that god. If a player
character is a demigod, godling or priest of a particular pantheon,
he/she may become embroiled in any number of conflicts, from
being asked favors or given orders to spread the word of the greater
gods or helping others who worship that god/pantheon. Further-
more, one might become a target simply because of his alliance
to a particular pantheon, such as an evil cult, or worshipers of the
Gods of Darkness, attacking, imprisoning, or persecuting the mem-
bers of the group or other innocent people.

2. An occasional role-playing encounter. The old legends are full
of instances where a god decided to appear to a band of mortals
to offer them advice, a challenge (with a reward), quest, or even
just to make fun of them! If a deity takes interest in something the
characters are doing, he/she might “drop in” on them and have a
little chat. Often, this was done in disguise, with the god pretending
to be a mortal and engaging the heroes in conversation. This can
make for some very interesting role-playing, especially if the GM
drops a few clues and hints leading to the identity of the stranger.
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These “visits” can be used to keep the characters on a moral path,
provide vital information, predictions or to test their loyalty, chal-
lenge them in some way or misdirect them (especially if a rival
deity).

Dreams, visions and omens. The gods don’t always come out
and say things directly. Many mythological heroes received help,
commands, warnings and inspiration in dreams, or through strange
occurrences that could be interpreted as symbols or hidden mes-
sages. One example: A character might dream that Thor walked
into camp with him and took him to Valhalla. There he was told
that a great monster was nearby and that a true hero was needed
to destroy it. The player character wakes up the next morning and
discovers he is clutching an amulet of Thor, or some other symbol,
in his right hand.

An omen is much less clear. For instance, the party is about to
enter a cavern. As they approach they see the dead body of a raven.
Maybe it means nothing. However, a character who worships the
Norse pantheon would know that the raven is a symbol of Odin.
Even so, does the dead raven mean that to go into the cavern means
certain death, or that the place is inhabited by an enemy of Odin,
or that Odin is forbidding his worshippers to go further? Interpreting
an omen the wrong way could lead to trouble, but omens always
add an element of mystery and suspense. Dreams, visions and
omens are also an excellent device to move the adventure in the
right direction or to create a feeling of urgency or tension.

Conflict. The presence or involvement of a god or pantheon of
gods can escalate or reduce the intensity or magnitude of conflicts
large and small.

Artifacts, weapons, magic and secrets of the gods can also be-
come an element of adventure. Good or evil characters may search
for lost or stolen items, search for magic and secrets in a quest to
attain power or forbidden knowledge, and so on. Likewise, the
uncovering or use of artifacts, magic and secrets may unleash
monsters or forces that could cause a whole new adventure/di-
lemma, and/or evoke the wrath of the gods.

Supernatural intervention can be a means to curb hack-and-
slashers. If some players have adopted an “if it bothers me at all,
I’ll kill it” attitude for their characters, a variation of the godly
visit, vision or omen can be a useful way to get them back in line.
Players will be less likely to pick fights for no good reason if
there’s a chance that somebody around them is a supernatural
creature of immense power or under the watchful and protective
eye of such a being. Debilitating curses from angry gods is a
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convenient way for an angry god to punish a character who has
defied or annoyed him.

Let’s say that a character(s) with a nasty attitude who is armed
to the teeth, visits a small village where nobody has any powerful
weapons or defenders. The character is abusive and insulting. He
or she even makes fun of the people’s god, religion or way of life.
Maybe the belligerent character defiles a sacred artifact or temple
and/or physically or emotionally abuses a priest or even an innocent
townsperson. Any of these actions may anger a compassionate
god, godling or demigod in the area.

Maybe the old guy sitting quietly in the corner is actually a god
in disguise (or maybe he/she is a noble demigod just passing through
but who decides to teach the character some manners). The old
man offers a warning, chastisement or says something that offends
the bully and the bellicose player character starts a fight. Suddenly,
to his horror, the old man shrugs off his best blows (perhaps even
mega-damage) like nothing. The old man smiles, and his eyes flash
with supernatural light. The deity doesn’t have to destroy the player
character to make his point, but he might demand some sort of
restitution to the townsfolk and/or embarrass the bully in return
for sparing his life. Of course there are many other ways to punish
the character or to stop his cruelty or annoyance. The character
could be struck by a curse(s) that is debilitating or embarrassing
(for ideas see faerie food and curses in the Rifts Conversion Book
as a well as magic curses in the Rifts RPG). The god or his minions
might incapacitate him and take all of his possessions or a rare
item. To get them back the disrespectful character must perform
some service to the town or accomplish a quest, and so on.

GM Note: Abusing this technique will result in an unrealistic
campaign and a perception of unfaimess — gods have better things
to do than police the actions of rude, abusive or even murderous
characters. It’s best to reserve such action for situations that seem
appropriate and for particularly disruptive, violent and destructive
individuals.

A comment from Siembieda: I often play these situations for
humor. First, I try to give the troublemaker every opportunity to
settle down and back off. I’ll provide hints and warnings before I
sic an angry or playful supernatural being on him. If the guy ignores
wamings and pleas from innocent non-player characters, I let him
have it. Again, there’s no reason to kill the character, that’s blatantly
unfair, but there must always be consequences for one’s actions.

To help diffuse an awkward situation, I'll play the revenge or
punishment for laughs, scaring and/or embarrassing the character
(hopefully not the player) and giving him or her some temporary
debilitating, enormously costly, or potentially horrible consequence
(not that the character knows it’s temporary at the time). Of course,
there is the occasional player whose character is so out of control
or reckless that he/she will get the character in serious trouble or
killed. That’s okay. One of my favorite GM sayings is that “GM’s
don’t kill characters, the character kills himself” by diving into or
provoking a life threatening situation. Sometimes the character dies
a hero while trying to save others and sometimes the character dies
foolishly. It’s all part of the game.

Battles Between Gods

Gods rarely fight each other directly. The reasons for this are many.
First, the deities haven’t lived for thousands of years by taking foolish
risks. A fight between gods, even if one is clearly more powerful, is
a chancy thing. Another enemy of the deity might decide to attack
while his attention is divided. Also, the winner will have to deal with
the rest of the loser’s pantheon. Most gods will have many friends,
relatives and followers that will seek revenge. G.M. Note: Revenge
can be a great springboard for adventures and villains. Use it.
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Another reason for the lack of direct encounters is the mass destruction
such a fight would cause. In a role-playing game context, you might
have seen how mega-damage weapons can lay waste to the land. In
the real world, just look at Beirut, once a modern, prosperous city,
now a gutted ruin after decades of warfare. Now picture two gods
dishing out hundreds of mega-damage points of destruction per melee
round, plus spells and psionic attacks.

In regards to Rifts and Beyond the Supernatural, whenever gods
clash, the fabric of reality is weakened by the conflict. This means
there is a good chance that ley line storms will erupt and a dimensional
rift will open at any nearby nexus point (75% for any nexus point
located within one mile of the fight, 40% for nexus points within one
hundred miles!). When gods fight each other, the player characters
should take notice, even if they are miles away. Priests, psychics and
practitioners of magic (ley line walkers in particular) will automatically
sense the disturbance and are likely to have visions of danger and
destruction. They may even sense the cause and location of the battle.

Choosing Pantheons

As the introduction mentioned, most pantheons have more than one
entry for the same god, representing a different origin, abilities and
power level. After deciding the role of the gods in the campaign, the
GM should choose which one of those entries is the true one or the
one(s) he wishes to incorporate in his campaign (they can all be approp-
riate; see below).

Selecting One Pantheon

The easiest thing to do is to pick one of the entries as the one pantheon
to be used in the campaign and stick to it. Each will have an established
set of stats or rules dealing with the gods and little else. Doing this
will keep things simple and will work like most other RPGs. Unfortu-
nately, this will reduce the scope and gaming potential of the book as
a whole. For example, if the “evil intelligence” option is used, the
Priest O.C.C. cannot exist. The closest thing to a priest would be the
Witch O.C.C., which is not really appropriate as a player character
class. If the “god” option is used, a lot of creatures and possible intrigues
regarding impostors and other aspects will be lost.

Different Worlds, Different Gods

Another possibility is to decide that some god beings existed and
ruled in some worlds of the Megaverse and that in others, they were
replaced by impostors or different beings in parallel dimensions. For
instance, Zeus might have been worshipped on Earth and other galaxies
or dimensions as a basically good god, while in a different dimension
Zeus was evil or an alien intelligence with no sympathy for humankind.
Both the god and the alien intelligence might find the modern Earth of
Heroes Unlimited, Beyond the Supernatural or Rifts interesting
enough to visit or to send minions to. If the two entities meet they are
likely to come into conflict. This possibility allows the GM to use every
description in the book and some of his or her own. Once the heroes
discover that one dimension’s god may be another dimension’s demon,
they may be very careful of how they deal with them.

The Combination

Even better, maybe two or more groups of gods, all going by the
same name, were competing for worshippers in ancient times, and may
start doing so again. For example, Zeus would be fighting Jupiter, and
hunting for the Zeus impostor who leads the Olympian Club. Since the
world of Rifts is such a unique multidimensional nexus, it is ideal for
this type of conflict. Most of the god descriptions have been designed
with the assumption that all the versions of the pantheons exist at the
same time. This provides the Game Master with the maximum of pos-
sibilities and allows for easy integration of characters and settings. It’s
a simple matter to prune down or ignore versions that are inappropriate
for a particular setting or which don’t interest the GM.
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Plots and Conspiracies

Almost every pantheon described in this book will be involved in
some plan or conspiracy involving Rifts Earth and other Palladium
game worlds. These are meant as plot hooks to bring those pantheons
into an existing campaign, or even to launch a campaign around them.
The number of possible plots is staggering. A GM who wished to
include them all will soon find his campaign overrun with gods and
minions tripping over each other. This might be good for a humorous
campaign but not for a heroic or dramatic one. Thus, pick the gods
and plots that seem to work best and go with them.

Not all, or even most, of the plots described in the following pages
need to be realized. Some may occur years after others, and some may
be happening but simply do not concern or affect the player characters
or their world. The GM should probably choose one or two situations
and use them in the campaign, either as the main focus or to provide
adventures between the main events. For example, characters resting
after foiling the Coalition States stumble upon a plot by Tiamat to kill
a hatchling dragon. They may enjoy an adventure to save the dragon
and defeat Tiamat’s minions, but eventually they will probably go back
to their guerrilla warfare against the Coalition and other mortal foes.
Later on, if the campaign needs a change of pace, a new focus, or
intermission, the GM can reintroduce Tiamat, or his minions, looking
for revenge and who now has a genuine grudge against our heroes.

Some Other
Observations About
Gods & Role-Playing

Quickie Mega-Damage
Conversions to S.D.C.

Many of the gods are overwhelmingly powerful (they wouldn’t be
gods if they weren’t). In a mega-damage (M.D.) environment they have
M.D.C. bodies and inflict huge amounts of mega-damage from their
attacks. Some wield magic weapons or can fire magic arrows, lightning,
fire balls, etc. that can inflict 1D6 X 10 M.D. or more! Even their
punches, kicks and weapons may inflict 4D6 M.D. to 2D6 X 10 M.D.!!
They are so powerful, that the quickest, easiest and most logical way
to convert them to an S.D.C. and hit point world like the Palladium
Role-Playing Game or Heroes Unlimited is to simply make mega-dam-
age weapons, punches and powers into S.D.C./hit points. This means
a lightning bolt that does 2D6 X 10 M.D. will now do 2D6 X 10S.D.C.;
a punch that inflicts 6D6 M.D. would now inflict 6D6 S.D.C., and so
on. These one to one conversions are quick and usually work in a game
context. Of course the Game Master can make any adjustments he or
she feels necessary.

The physical hit points and S.D.C. are provided for each god charac-
ter. In the case of the Palladium Fantasy RPG, use only the hit points,
ignore the S.D.C. points. Again, the Game Master can adjust god
characters, the damage they inflict, the number and damage of powers,
etc., as they deem appropriate to fit into their campaign world. Re-
member that the gods presented in this book are only loosely based on
the actual myths — thus, your own research may show that god has
additional or different powers, attitudes and/or relationships.
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Notes on Gods & Magic

The gods can combine areas of magic that humans cannot, such as
warlock magic and ley line magic. Likewise, the gods can combine
and/or have several areas of mystic expertise (as many as five or six
in some cases) that humans/mortals cannot. God beings can also have
many more or far fewer skills than humans of a similar occupation.
While this is common among gods, such multiple character classes,
unlikely combinations, skills and abilities are not possible for most
mortals. Note: The same principle applies to the number of attacks per
melee and combat bonuses — a god may simply have more bonuses
and attacks, and/or higher bonuses and melee actions than a mortal
with similar areas of knowledge and experience.

As for spell magic, damage and duration, gods can deliberately reg-
ulate the power/strength of a particular spell. This means a god who is
a 20th level spell caster can cast a fire ball or call lightning at his full
20th level magnitude of power, or at a minimal first level spell strength,
or anywhere in between. Less destructive degrees of magic are usually
cast when the god is trying to frighten or wam away lesser beings, or
when the god is travelling in disguise. The god may also use less
damaging magic when he is overconfident (which gods often are) and
doesn’t think he/she needs to use anything more powerful. Full strength
spells are almost always used during serious combat and when the god
is angry! The god can usually cancel the duration of a spell at any
point, unless stated otherwise. Some magic, such as those that set the
forces of nature in motion may be out of the control even of the gods,
or can be slowed down but not instantly cancelled.

Magic Items & Treasure

Of the scores of gods described in Pantheons of the Megaverse we
only present weapons and items “of note.” We don’t begin to list all
the magic items, potions, scrolls, weapons, armor or treasure a god
may own or have access to. Here are a few notes about the possessions
of the gods.

1. Not all gods have vast treasure troves. Some live simple, austere
lives with virtually no treasure, wealth or possessions. Many rely only
on their incredible natural and mystic powers and don’t have any need
for these human “baubles.”

Then there are those who may hoard magic, weapons and treasure
by the ton, but they sure as heck aren’t going to share them with
sub-creatures like humans, demigods and even godlings! While a god
may have access to magic and wealth, most are extremely selfish and
never or rarely share. The Greek gods were possession oriented and,
generally, extremely selfish. The Norse gods on the other hand, espe-
cially Odin, collected all kinds of weapons, armor and magic and was
comparatively generous with them. Odin handed out non-magical and
low magical items frequently to warriors who worshipped him and
proved their worth in combat and showed loyalty to Asgard. Occasion-
ally, he’d even bestow a coveted rune weapon. In some cases, he’d
bestow humans with special powers (see the Valkyrie and Berserker),
but in ALL cases he’d then expect these warriors to serve him and
Asgard for the rest of their days!

Other gods are so removed from humankind that they never even
considered collecting such “things,” let alone distributing them to mere
mortals. The suggestion of such an act is likely to elicit an indignant,
“Why?” and the suggestion ignored and forgotten a moment later. Those
who operate on a cosmic scale are concerned with far more important
things like eradicating (or spreading) evil from the Megaverse. In their
eyes, humans and most mortals are insignificant to the cosmic order.

2. Mortals, demigods and godlings who pester gods for too many
favors are likely to be made to suffer or squashed like the bugs they
are. Most gods will feel that it is enough that they grace them with
their presences and the occasional intervention or help via their priests
or a vision. Remember, in the minds of the vast majority of these
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mythical god-like characters, they are to be worshipped! They do not
serve humans; humans and ALL lesser beings serve and obey them!!

3. A god may have access to special items and wealth, but may not
have it instantly available to him or may not deem a character worthy.
Many are the mythological tales of mighty gods sending lesser gods,
godlings, demigods and mortal heroes on “quests” to acquire a sacred,
valuable or magical item. The god character knew about the item and
knew where it was, but didn’t have it. Also note that in most of these
tales, the powerful god could have waltzed in and taken the item himself
with ease. However, such an action was beneath him and therefore
inconceivable. Instead, lesser beings were sent to do the job even if
their failure meant the death or suffering of thousands. Such is the
nature of these strange and fickle alien beings who call themselves
gods. Most gods just don’t take a direct hand in the affairs of mortals
except for their own amusement.

Game Master Note: Always be careful with the availability of treas-
ure and magic, especially to player characters. Too much of a good
thing may unbalance even the best of games. As for rewards to mortals,
remember, many gods will consider it reward enough that the characters
were chosen by the gods to do whatever it was they were asked to do.
To even ask for anything more may be insulting, with grim conse-
quences, including being cursed, forced on a dangerous quest, being
sent to the Nether World, plagued by monsters, marked as traitors (and
plagued by monsters or bad luck until he/they make amends), the god
unleashing evil or danger into the world, and many consequences, not
to mention an angry god smiting the character down where he stands!
An angry god is also likely to punish the entire group of heroes or
adventurers for the crimes or insults of one character.

Mythological gods given to envy and selfishness (and that’s most of
them) are more likely to take an entire treasure or rare or powerful
magic item(s) than to give them away as a reward. Even if the hero
could do great good with the items and the god is only going to add it
to his collection and never use it, the deity is likely to take it for himself.
If he doesn’t, one of his rivals, enemies or fellow gods might. An
interesting continuing sub plot might be a lesser or evil god secretly
trying to seize a magic item from the player characters — but he must
be subtle to avoid the wrath of the good or rival gods.

Another good story element for characters who are working for or
with gods is that the rivals and enemies of their gods are likely to target
them for attack and trouble, especially if the characters become famous.
Remember, in most pantheons there are many ongoing rivalries and
constant wars between the forces of Light and Darkness. The characters
are going to make powerful enemies just from association, let alone as
soldiers (or pawns) in any conflict.

Using Pantheons in
Other Palladium Games

A good deal of the information contained here deals with ideas for
integrating mythological gods in the Rifts campaign world. Most of
the creature descriptions include conversions to non-M.D.C. game set-
tings, to allow for easier use and introduction into those settings. The
presence of god-like beings, demons and supernatural forces can be
fun and interesting elements for any of Palladium’s games.

Here are some possibilities to consider:

Heroes Unlimited: The combination of mythology and super-heroes
is an old theme in comic books. Mythological characters like Thor and
Hercules have made appearances innumerable times, both as heroes
and villains. Demigods and godlings would fit right in with super-heroes
and would be a match for any super-mutant in the world. An alien
intelligence trying to come to Earth by creating secret cults and societies
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can make for a dangerous enemy. Rogue gods can make powerful,
dramatic threats and the greater deities will have to be defeated through
cunning and teamwork, not muscle alone. Elements of science fiction
can be easily applied by having a dimension spanning or time travel
device accidentally teleport a god-like being to earth or open a dimen-
sional gateway to Asgard or other legendary dwelling places of the
gods. Likewise, the alleged god could be an alien menace or champion
from another galaxy or dimension (or time). Maybe, the so-called god
is one of the powerful impostors. Explore the possibilities.

Beyond the Supernatural: Many of the “gods” in this book are
nothing more than malignant entities, as terrifying in 20th-century Earth
as in the world of Rifts. The old gods can be used as a source of horror
or conflict. Perhaps they are angry because they are no longer worship-
ped or they seize a new opportunity to regain worshippers and/or control
of the world. Archaeologists might desecrate a holy place and incur
the wrath of an angry god. Worse yet, they may unleash a malignant
force from a prison that held it for centuries. An evil priest or practitioner
of magic might intentionally or accidentally summon one or more dark
gods into the world. Unable to control the being, the creature runs
amok or quietly plots and sends its monstrous minions into the city
streets to incite trouble and cause mayhem. The secrets of magic are
often guarded by supernatural forces who can become deadly adversaries
for supernatural investigators. Characters can become swept up as pawns
in the games and competitions of god-like beings or inadvertently combat
the supernatural minions of one side or the other (and thereby incurring
the wrath and/or gratitude of one or both beings and their minions).

Rifts® Chaos Earth™: Ever want to play the Great Cataclysm while it
was happening? Then Rifts® Chaos Earth™ is for you. The collapse of hu-
man civilization is just the beginning as magic transforms the world, demon
and aliens swarm through the Rifts, and ancient gods and demigods retumn to
Earth. This is an ideal sefting to use any of the deities, imposters and charac-
ters from this book. Some of the gods may have appeared to help humanity,
others to help along its destruction. Ancient feuds and rivalry between some
gods and pantheons may erupt into titanic battles, while others may seek to re-
establish their power base by recruiting human worshipers. Any scenario fits
in this wild setting, especially those based around Armageddon!

The Mechanoids: These enemies of all bipeds have already targeted
some of the gods as yet another enemy to be exterminated. Dimension-
traveling deities have run up against these murderous cyborgs whose
great science, vast numbers and war machines sometimes rival the
power of the gods. A whole campaign dealing with the Mechanoids
versus the Gods (one or more pantheons) could be outrageous!

The Palladium (fantasy) Role-Playing Game: There are already
several powerful pantheons in the Palladium world, including some
Egyptian gods from Earth. Other Earth gods or variants might decide
to “muscle in” on this new world and compete with the established
pantheons for worshippers and territory. Some of the player characters
could play priests or other believers caught in the wars of the gods or
dedicated to establishing a new religion. Or perhaps one of the Gods
of Darkness has struck an unholy alliance with one of the other evil
pantheons. Other ideas might deal with an evil force attempting to
awaken the Old Ones or trying to tap their power or steal their secrets
while they slumber, and which might awaken them or unleash some
terrible new monsters or pantheon of gods. Many of the other ideas
suggested are also applicable, like adventures dealing with artifacts,
magic and secrets of the gods, the search for power and so on.

Note that the inclusion of godling or demigod player characters and
any modifications are left entirely to the GM’s judgement. If he or she
says NO god characters — so be it. Game Masters, be careful whenever
using powerful characters such as gods. Don’t create a situation where
you’ve allowed ultra-human powerhouses that will make your life mis-
erable and the campaign less fun. The use of god-like beings must
always be used judiciously for all concerned.
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The Rifts Priest

An Optional O.C.C.

Priests, priestesses and shamans typically act as the links between
the gods and mortals. They spread the teachings of a god or pantheon,
champion the cause of the deities, and act as the spiritual leaders of
the community. In some societies, priests also gain political and financial
power, and can become the rulers of cities, kingdoms or entire nations.
In other situations, priests have worked outside society and have even
been persecuted and attacked for teaching their doctrines.

In general, priests usually swear allegiance to one or two specific
gods, although he may revere, honor, and obey any or all of the gods
in the same pantheon. Although a priest may draw his or her inspiration
and power from one or two deities, he will know about all the gods in
that pantheon and how they relate to and affect the god(s) he holds
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above others. Likewise, the priest will know about his pantheon’s
friends, allies, enemies, rivals, cults and other beings and organizations
(mortal and supreme). Each religion has its own moral code and priests
are expected to know and follow that code wherever they go.

So far, no organized religions have officially appeared on Rifts Earth,
with the exceptions of the cult of Dragonwright and a few evil cults.
The designer of Rifts has left the issue of religion deliberately vague.
Presumably the people of technologically advanced societies like the
Coalition States, New German Republic, and even Lazlo are likely to
believe in a benevolent, forgiving, supreme god who does not take a
direct hand in the affairs of humans. Some of the inhabitants of the
Coalition States (CS) may be atheists or agnostics preferring science
and cold, hard facts over faith and the supernatural. Their fears and
loathing of magic and the evil supernatural monsters who claim to be
demons and so-called gods, like the Splugorth, have left the people of
the CS with a poor regard for gods, magic and spiritualism. In fact,
they recognize most so-called gods as super powerful beings from alien
worlds and dimensions. Since they tend to view all magic as dangerous
and all supernatural creatures as the enemy, they will view these would-
be-gods as the enemies of humankind. If threatened by one or more
gods in any way, the Coalition will muster its forces to attack and try
to destroy the alien god being(s).

This is not true of the poor and uneducated masses of humans and
D-bees who live in the burbs of the great CS cities or those found
scattered throughout the wilderness. Unfortunately, the sentiments of
these people often swing to the other extreme — thus fueled by their
fears, superstitions, and often desperate situations, they are often com-
pelled to believe any powerful being who claims that he/she/it is a god.
Some worship the being freely while others are enticed or forced into
worship. In many instances, D-bees and other dimensional visitors bring
new and different religions and gods with them. Some may even have
been sent by their gods to gain new converts. However, priests may
have a hard time converting the people of Rifts Earth. Their powers
and alliance with a supernatural being will usually be confused with
magic, witchcraft or summoning. Societies, like the CS, that persecute
practitioners of magic will persecute priests, too. Similarly, priests may
be considered the pawns of dangerous or evil supernatural beings and
be feared and persecuted. To convince people of the benefits of worship-
ing his god or pantheon of gods, the priest will have to set an example
for the community, using his deeds as well as his words to prove the
worth and power of his beliefs. Most good priests can be valuable allies
against the forces of darkness, including vampires and supernatural
monsters. Small communities and people under siege by dark forces
are more likely to accept a priest’s protection and convert to his religion.

Clerical Knowledge & Abilities
Spell Casting

Priests gain their abilities directly from their deity(s) and their faith.
The spells and spell effects are identical to the spell magic of wizardry.
The difference lies in how the spells are attained, not how they function.
Priests are endowed with the ability to cast spells by their deity. It is
not a learmned nor practiced skill. Most clergy know nothing about the
ways of magic. The spells of priests are invoked by the chanting of
their god’s name and the type of spell needed.

Spells are gained at the same rate as the Mystic player character (see
the Rifts® RPG), with the same restrictions. Priests cannot be taught
nor can they purchase additional spell knowledge.

Priest Abilities

Beside his spell casting powers, the priest has several special powers,
gained through his link with the deity(s). The typical priest can select
three from those listed below. These abilities have a success ratio which
increases with each level of experience.
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Note: Some of the deity descriptions include some ultra-powerful
priest abilities. For those deities that don’t have any special powers for
their priest, the character can select three additional powers from those
listed here. If the god provides no magic powers and no special abilities,
the GM can rule that the priest can have all of the powers below.

1. Exorcism: A successful exorcism will drive out/banish any entity
or demon from a possessed person, animal, dwelling or area. The
exorcised creature(s) cannot return to the place or person for at least 6
months and is likely to NEVER return (86% likelihood of never return-
ing). A successful exorcism performed in an area such as a graveyard,
tomb, etc., will destroy all animated skeletons, corpses, and mummies
which inhabit the area of exorcism. Ghouls and zombies will he banished
for 10 months, while the greater supernatural creatures, including lesser
devils and demons, vampires, ghosts, wraiths and specters are banished
for 6 months.

The Rite of Exorcism requires 1D6 hours of prayer and meditation
to perform the rite, depending on the strength of the possessing/inhabit-
ing force. The holy symbols of the priest’s religion are necessary and
it is wise to have assistants and bodyguards should fighting be necessary.
Success ratio: 7% per level of experience. An exorcism can be attempted
as many times as the priest wants to try.

2. Healing Touch: The healing touch restores 1D8 Hit Points or
S.D.C. (1D4 M.D.C. to supernatural beings). Priests can perform the
healing touch once every other melee round, but cannot use it on
themselves.

3. Remove Curse: This ritual is similar to exorcism except that it
removes magic curses. If successful, all the effects of the magic or god
induced curse are removed (of course new curses can be placed on the
character). Unfortunately, while the priest can remove a curse from a
person or animal, he cannot remove curses placed on/in rune weapons,
magic items or sacred/supernatural places. It takes 1D4 X 10 minutes
to perform the remove curse ritual. Success Ratio: 7% per level of
experience. The priest can only perform remove curse ONCE per each
curse on the same person. However, he can perform this ability on
innumerable different people and other priests can try to remove a curse
on those another priest failed to help.

4. Resurrection: This is one of the most awesome of all priests
abilities, to actually breathe life into the recently deceased. Impressive
as it may be, there are a number of limitations and conditions. The
body must have all of its parts; small body parts like fingers and toes
may be missing, but will remain missing after the resurrection. The
person should not have been dead for more than 4 weeks (refrigeration
can add up to 6 months to the 4 week limit without penalty). A penalty
of —3% is applied to each month beyond 4 weeks since the time of
death. Deceased over one year old has only a total of a 5% chance for
a successful resurrection. Ratio of Success: This ability can only be
attempted by priests of fifth level or higher. At fifth level, the priest
has a 10% chance to perform a successful resurrection, plus 3% per
each additional level beyond five. Note: A resurrection can only be
attempted ONCE on the same character by the same priest. A failed
roll means the dead character remains dead.

5. Turn Dead: This rite is similar to exorcism, but it can be enacted
in only 2 melee rounds (30 seconds). It affects only animated skeletons
and corpses, mummies and ghouls. This ability enables the priest to
turn/repel the dead by commanding them to leave in the name of his
deity(s). The undead will stop what they were doing and go away.
Vampires, ghosts, wraiths, and specters may be temporarily kept at
bay (a few feet away), hesitating for one or two melee rounds, but will
not be otherwise affected. Demons and gods are not affected at all!
Success Ratio: 20% at first level, plus 5% per additional level of experi-
ence.

6. Prayer of Strength: This ritual endows the priest with additional
spiritual strength: + 6 to save vs horror factor, + 1 on ALL other saving
throws, +10% to turn dead, +20% exorcism, +2 spell strength, + 1



Quentin Milton

to strike, parry and dodge. This prayer can only be attempted twice
per 24 hour period. Duration: 3 melee rounds per level. Success Ratio:
20% at first level, + 7% per additional level.

7. Prayer of Communion: The prayer allows the priest to contact
his deity or one of the gods in the pantheon. The god responds by
creating an inspirational vision ordream which will motivate and encour-
age the priest. There is a 60% chance of a divination or an omen which
warns of impending danger, treachery, or good fortune (in this instance,
the priest will automatically correctly interpret the signs of an omen).
Visions and dreams are usually symbolic and cryptic, and always con-
cern people and matters close to the priest. Can only be attempted twice
per 24 hour period. Success Ratio: 21 % at level one, + 7% per additional
level.

8. Prayer of Intervention: A powerful prayer that grants special
powers to the priest. A successful prayer will give the priest ONE of
the following temporary boons (player’s choice):

* Enables the priest to cast ANY one spell, of any spell level, that
his god(s) knows. The priest is able to cast the spell with the effects,
spell strength and duration five levels higher than his current experience
level! Thus, a third level priest would be able to cast a spell as if he
were eighth level. P.P.E. cost for that one spell is not applicable (pro-
vided by the gods). Success Ratio: 21% at level one, + 7% per additional
level.

* Temporary knowledge to create a magic scroll. This ability is
limited to priests of 6th level or higher and can only be attempted once
per 24 hour period. The type of spell is limited to the knowledge of
his god(s) and is typically equal in spell strength to the level of the
priest. The exact spell level potency can be regulated by the priest who
is conjuring the scroll. Success Ratio: 9% per level of experience.

* Super Healing! The priest’s normal healing touch now instantly
restores 2D4 X 10 Hit Points/S.D.C. (or 4D6 M.D.C.). Duration: Two

healing touches. Success Ratio (to get this boon): 21% at level one,
+ 7% per additional level. ’

9. Miracles: Miracles are the result of direct appeals to the god(s)
the priest worships. They are not as definite as spells (see the Prayer
of Intervention, above), but are used to create supernatural effects such
as changing the weather, parting bodies of water, granting temporary
superhuman abilities, etc. Miracles can only be used when the priest
is involved in a cause that his deity considers important. Asking for a
miracle to defeat the guardian of some treasure the priest and his com-
panions want will NOT work. Unlike other powers, this ability requires
the use of P.P.E. points. If the energy is not available, the miracle will
not work.

The priest’s devotion to his deity(s), sincerity, need and the devotion
to his god’s interests help create these miracles. Miracles are absolutely
impossible if the deity decides that the priest or the reason for the
request is undeserving. Great Miracles should be used only in the most
desperate or important of circumstances. If the god(s) are actively
monitoring the priest’s progress and he is acting on the god’s behalf,
the deity may grant a miracle regardless of whether or not the character’s
roll was successful (this is absolutely left to the GM’s discretion).
Duration: Varies. Some effects may be permanent.

Success Ratio for Miracles: The Priest’s M.A. attribute number plus
2% per level of experience.

Available Types of Miracles:

Miracle of Luck: The priest and up to one additional character per
level of the priest’s experience (but the additional characters must be
follower of that god or pantheon) receive the following bonuses: +4
on initiative, + 10 to roll with impact/fall, + 10 to save vs horror factor,
+8 to dodge, +8 to save vs poison, +4 to save vs magic potions,
and impervious to magic curses and charms. Duration: One minute per
level of experience. P.P.E. Cost: 40 points.
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Supernatural Strength: The priest is temporarily granted super-
natural strength, endurance and abilities. All of his Hit Points and
S.D.C. temporarily become M.D.C. points! His strength is increased
by 2D4 and becomes supernatural. Other bonuses: +1 on initiative,
+1 to strike, parry and dodge, and +1 on all saving throws. While
empowered in this way, the character radiates an aura of awe and power
that is equal to a horror factor of 12 to his enemies. Duration: One
minute per level of experience. P.P.E. Cost: 60 points.

Great Miracles: This is the most flexible ability, allowing the priest
to do incredible things.
® Any of the previous abilities, numbers 1-8, at double the duration,
and/or double the power/strength. Duration: Varies. P.P.E. Cost: 100
points.
® Conwol Over Nature: Earthquakes, volcanic eruption and storms
(not ley line storms) can be stopped in an instant. The direction of wind
can be changed according to the desire of the priest, rain made to fall
(not a storm; covers a one mile area per level of experience), clouds
created to reduce the heat of the sun, flood waters lowered to normal,
flash flood conditions dissipated, and swarms of insects/locust sent
away (unfortunately they go somewhere else). The priest can also make
a spring of fresh water appear in a desert and places without water,
make flowers bloom, make bread or potatoes appear out of thin air (up
to enough food for a dozen people), increase the amount of processed
food by three times, double the yield from crops, and repel packs of
animals. Duration: The priest has control over nature for one melee (15
second) per level of experience. The averted disaster (flood, hurricane,
earthquake, volcanic eruption, etc.) will gone until the next act of nature
— there will be at least a week of calm. The creation of rain, clouds,
water, etc., will remain in effect for one hour per level of experience
or until the priest cancels the magic. P.P.E. Cost: 160 points.
® Miraculous Healing (by touch or glance): Heal the crippled (return
to old statistics or average attributes), restore vision to the blind, voice
to the mute, hearing to the deaf, cure sickness and disease, automatically
and instantly dispel possessing entities, automatically dispel magic
curses and sickness, negate poison (even amounts as vast as a lake)
and restore one character per level of experience to full health/Hit
Points/S.D.C. (mega-damage restored to half). Duration: The priest has
the power of miraculous healing for one melee (15 seconds or three to
six melee actions/healings). The effects of the healing is instant and
permanent. P.P.E. Cost: 250 points.
® Control Over Magic: Dispel any magic barrier, curse or spell, with
the exception of rune magic and spells of legend. Create an anti-magic
cloud or sanctum, instantly close a dimensional rift, open a dimensional
rift to the desired location (only a 10% chance of error), and calm ley
line storms (reduce by half; the priest is impervious to damage or
side-effects). The priest himself is also impervious to all magic transfor-
mations, charms/mind controls, curses, sickness, insanity and illusions
while he has the power to control magic. Duration: The power to control
the forces of magic lasts for one melee (15 seconds) per level of the
priest. The effects of his control/negation of magic is instant. P.P.E.
Cost: 500 points Note: Spell casting is not one of the control powers.

Attribute Requirements: None. The priest needs only faith and dedi-
cation to his gods. A highM.E. and M. A. are helpful but not necessary.

Alignment: Any; typically reflective of the pantheon the priest wor-

ships.

Race: Any; although some gods/pantheons may restrict their priests to
be a member of a particular race or races and some will be favorites
of monsters, D-bees and humans.

0.C.C. Skills:

Dance (+20%)

Languages and Literacy: Two of choice (+20%).

Languages: Native tongue at 98% and two languages of choice
(+20%).

Basic Math (+20%)

Lore: Demons & Monsters (+20%)



Land Navigation (+ 10%)
Wilderness Survival (+ 10%)
W.P.: Two of choice, may reflect pantheon.
Hand to Hand: Basic
0.C.C. Related Skills: Select a total of seven other skills. Plus two
additional skills at levels four, eight, and twelve. All new skills
start at level one proficiency.
Communications: Any (+ 5%)
Domestic: Any (+10%)
Elecwical: Basic only
Espionage: None
Mechanical: None
Medical: Any, except cybernetics (+ 10%)
Military: None
Physical: Any
Pilot: Any (+5%)
Pilot Related: Navigation only.
Rogue: Any (if worship an evil or selfish god +4%)
Science: Any (+ 10%)
Technical: Any (+20%)
Weapon Proficiencies: Any
Wilderness: Any (+5%)

Secondary Skills: The character also gets to select five secondary skills
from the previous list. These are additional areas of knowledge that
do not get the advantage of the bonus listed in the parentheses. All
secondary skills start at the base skill level. Also, skills are limited
(any, only, none) as previously indicated in that list.

Standard Equipment: Usually, a basic suit of light mega-damage
armor, one or two symbols of the priest’s god or pantheon, traveling
clothes, a ceremonial robe, sleeping bag, 1D4 cloth sacks, backpack,
canteen, food rations of 2D4 weeks, sunglasses or goggles, a knife
and one energy weapon of choice. The GM may also allow some
basic personal items and other odds and ends.

Money: Varies. A priest can start out with only the clothes on his back
and live a life of poverty, or lead a simple life with some possessions
and wealth (but spends much of his money on the needy) or acquire
the fortune of a king. The typical priest starts out with 4D4 X 100
in credits and 2D4 X 100 in gold or gems.

Cybernetics and Bionics: None to start. Most priests tend to avoid
even cybernetic implants other than for medical reasons. They prefer
to rely on their god.

Experience: Priests use the same experience table as the Mystic O.C.C.
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Gods as
Player Characters

What follows are two optional R.C.C.’s, the godling and demigod.
Both are powerful beings that should be balanced enough to use as
player characters. Of course non-player characters may be much more
powerful depending on their age, level of experience, knowledge, allies
and magic items. The same applies to the many superhuman minions
and heroes/demigods available as optional player characters.

Be careful not to unbalance or completely disrupt an ongoing cam-
paign. The inclusion of god-like characters must be approached with
caution. Such a campaign may end up degenerating into mindless slug-
fests between characters with thousands of M.D.C., or with the player
characters wantonly abusing the mortal population, overthrowing gov-
ernments, etc. The old saying “power corrupts” can apply to role-playing
characters as well. It may be best to include even some of these lesser
god-like beings in a campaign of their own.

Another option, at the Game Master’s discretion, is to allow the
players to take on the identities of mythological godlings and demigods
(even gods) and involve them in the neverending wars between Light
and Darkness. The godlings and demigods should be on the lower ranks
of power and are probably more human, heroic, and adventurous charac-
ters.

Here are some points the GM should keep in mind whenever he
or she allows gods as player characters.

1. The gods are not invulnerable and there are forces out there that
even gods cannot fight with impunity. Even if Thor, Herakles and
Marduk teamed up, they wouldn’t survive a frontal assault against
Atlantis, the CS, or the NGR, for example.

2. All gods have enemies willing to strike at the first sign of weakness.
Sure, god characters might be able to vanquish a Coalition armored
company, but such a battle would no doubt tax the god’s power and
attract the attention of other deities. Gods who may be enemies, rivals,
old foes looking for revenge or simply mean spirits of opposite align-
ment. Such deities might decide that this would be a perfect time to
strike at the god player character, while he is still smarting from his
wounds. Or the enemy might use the battle with the CS, fuel their
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animosity and, through deception and cunning, entice them to wage a
military campaign or outright war against the character!

3. For gods, victory or defeat is not determined by who went down
to zero M.D.C. first. Few gods, including godling or demigod player
characters, will foolishly fight to the death if they have any choice
about it. Most deities will beat a hasty retreat (often using their teleport
and dimensional teleport powers) the moment they are reduced below
half their normal M.D.C. The only exception are apocalyptic battles
where the beings involved know there will be no safe place to retreat,
or during a frenzied battle or berserker rage when the god has lost
control of his emotions.

Typically in battles between gods, the first god that runs or surrenders
is the loser, but both live on to fight another day. Players who foolishly
insist that their characters pursue enemy deities and fight them to the
death are not playing in character, and their characters are in serious
danger of being destroyed.

4. Abusing helpless mortals can lead to unexpected consequences.
Some have been discussed in a previous section. Another god or relative
(mom, dad, brother, cousin) may step into stop or punish a godling or
demigod player character for conduct contrary to the pantheon (a god’s
reputation is very important). Moreover, bad blood is bad blood. A
punk godling or demigod is going to make enemies of mortal humans,
D-bees and other intelligent beings. Any or all of whom may rise up
to mete out justice or to destroy a malicious god. Remember, even
lowly humans have mega-damage weapons, magic and psionics at their
disposal. Vengeful humans could ambush a godling and hurt him/her
a lot with concentrated firepower — even capture or kill him. Repeated
volleys of heavy plasma missiles and particle beam blasts will whittle
down the strongest of gods.

5. Emphasize cunning and compassion. The powers of a godling or
demigod should not focus only on combat and winning challenges. As
a being of great power, the character has great responsibilities toward
others. If a good alignment (including unprincipled), the character
should feel compelled to help the downtrodden, right injustice and
defend the innocent. Negotiations, diplomacy, a charming personality,
intimidation and bluffing can work wonders. The player characters
might even wish to conceal their godly nature and rue identities, as
did many of the gods of legend. After all, the moment it becomes
public knowledge that gods are walking the sweets, people will either
come running to them with millions of sroubles they want the gods to
fix, run away in terror, or even attack them for any number of reasons.



6. Characters with the powers of the gods are going to be perceived
as a danger, rival, threat or impediments not only by other gods but
by rival priests, power hungry wizards, dragons, monsters, warlords,
and would-be conquerors. Their very presence may incite conflict.
Eventually the characters will run into someone or some force more
powerful than themselves.

7. Alignment. Even the most powerful character must play within
the guidelines of his alignment. If the character starts to waver, the
GM should remind the player that his character is slipping out of align-
ment and profile. If the player continues to play the godling out of
alignment, he should be wamed that the character will be subject to a
dramatic alignment change if he persists on his current course (and it
takes a long time and a lot of work to get an old alignment back). Even
anarchist and evil gods will see consequences for their actions in some
form.

If the GM and the players both follow these basic ideas and #ry to
play in character, a campaign with gods can be very interesting and
loads of fun. Rifts Earth and many RPG environments offer plenty of
dangers and challenges even for gods, including threats from Atlantis,
the military of the CS and/or NGR, the Mechanoids, ancient dragons,
invaders from other dimensions and others. As long as the game doesn’t
become boring, too easy or one-sided, and people are having fun, then
anything goes.

The Godling R.C.C.

An Optional Player Character

Allowing godlings and demigods as player characters can be a chal-
lenge for players and the Game Master. For one, it means that at least
one pantheon will become somehow involved in the affairs of the party.
The GM will have to determine what that involvement is, and how
deeply it will affect the campaign. The players also need to do some
work. If someone is playing a godling, he will have to learn about the
pantheon he is associated with and the traditions and customs of that
pantheon. A Norse godling, for instance, should typically behave like
a warrior/Viking (and not like the crazy, murderous Vikings of some
movies, but like the Norsemen of ancient times).

A godling isn’t just a super-powerful creature. He will probably feel
arrogant and may be contemptuous of or condescending to lesser beings.
Others may be paternal and overly protective towards mortals. The only
beings most godlings will treat like equals include dragons, demigods,
intelligent mega-damage D-bees and powerful practitioners of magic.
Next in line for some degree of their respect are members of reputable
ancient and long-lived races like the Atlanteans and Elves, as well as
some mortals with superhuman abilities like the Star Child from Rifts
England. After them will be courageous mortal heroes and magicians,
and below them will be the rest of humankind.

Quentin Milton

Attributes: The number of six-sided dice is as designated. 1.Q. 4D6,
M.E. 3D6+6, M.A. 4D6, P.S. 4D6+6, P.P. 4D6, P.E. 4D6+4,
P.B. 4D6+4, Spd 4D6 + 10. Attributes are considered supernatural.

M.D.C.: P.E. X 10, plus 1D4Xx 10 M.D.C. per level of experience.
Additionally, any S.D.C. bonus from primary and secondary skills is
added on as extra M.D.C.

S.D.C./Hit Points (for non-mega-damage worlds): P.E. x12S.D.C.
plus any S.D.C. bonus from physical skills. Hit Points are equal to
P.E. X3 plus 2D6 per level of experience.

P.P.E.: If a practitioner of magic, 3D4 X 10+ 20 plus 4D6 P.P.E. per
level of experience. If not a practitioner of magic, base P.P.E. is
2D4 x 10.

L.S.P.: If a master psionic, 4D6 X 10 plus the M.E. number. Add 10
I.S.P. per level of experience. Otherwise, a minor or major psionic

Order #31247150)

16

gets M.E. number plus 1D6 X 10 I.S.P., and gains 1D6 I.S.P. per level

of experience.

Horror Factor: 7+ 1D4; none if pretending to be a normal human.

Natural Abilities: See the invisible, resistant to poison, drugs and
toxins (half as effective), nightvision 200 ft (61 m), fire and cold
resistant (does half damage), regenerates 1D6 X5 M.D.C. every
minute.

Select THREE powers from the following (the GM may decide
which based on the pantheon’s powers):

1. Turn invisible at will and see the invisible.

2. Energy Blast: A ranged attack doing 1D6 M.D. (or S.D.C)
plus 1D6 every two levels after the first. Range: 2D6 X 100 ft

3. Energy Aura: A field of magical energy that protects with 20
M.D.C. (or S.D.C.) per level of experience. Can be created up to
three times per 24 hour period.

4. Super-Strong: Add 2D6+ 10 to P.S.
S. Super-Tough: Add 1D6 to P.E. and 3D4 x 10 to M.D.C.

6. Shape Shifter: The character can change at will into one animal,
one time a day per level, for one hour. The character gets all the
advantages of the shape and retains his M.D.C., ability to speak
and all attributes. The animal has to be a normal animal, not a
monster. If this ability is taken twice, the character can shape shift
into ANY type of normal animal.

7. Impervious to one type of attack. Pick one: Cold, fire, lightning,
energy, poison and disease, mind control or possession.

8. Super-Swift: Add 1D4to P.P. and 1D6 X 10 to Spd attribute.

9. Super-Psionic Powers: The character has all the abilities from
two of the three lesser power categories or one lesser category and
five super-psionic powers, or can be a Burster (pick one).

10. Magic Powers: The character has all the abilities of a prac-
titioner of magic. Pick one: Ley Line Walker, Shifter, Mystic or
Warlock (or Necromancer if evil). The spells available: All magic
spells of the same level as the character’s experience; i.e. a first
level character knows all first level spells, a second level character
knows all first and second level spells. This power can be taken
twice to get two different types of magical powers.

11. Fly: The ability to fly under one’s own mystic power and
without exhaustion. Speed atwibute: 3D4 X 10, duration: 2 hours per
level of experience.

Combat: Varies with hand to hand skill selection.

Bonuses: + 1 melee attack/action per round, + 1D4 on initiative, + 1
to strike, parry and dodge, +2 to save vs magic, +6 to save vs
horror factor. This is in addition to atwibute and combat bonuses.

Psionics: A minor psionic, unless Power #9 is chosen.

Magic: None unless Power #10 is chosen.
R.C.C. Skills:
Languages and Literacy: Dragonese/Elf, the pantheon’s native lan-
guage and one language of choice, at 98%.
Languages: Speaks two additional languages of choice (+15%).
Basic Math (+20%)
Lore: Demons & Monsters (+25%)
Land Navigation (+ 10%)
Three W.P.’s of choice.
Hand to Hand: Any of choice

R.C.C. Related Skills: Select a total of eight other skills. Plus two
additional skills at levels three, seven, eleven and fifteen. All new
skills start at level one proficiency.

Communications: Cryptography and radio: basic only
Domestic: Any (+ 10%)

Electrical: None

Espionage: Any

Mechanical: Locksmith only



Medical: Any (except cybernetics; + 10%)

Military: None

Physical: Any

Pilot: Any; except robots and power armor, (+ 15% for Horseman-
ship) Pilot Related: Navigation only

Rogue: Any (except computer hacking)

Science: Any

Technical: Any (+10%)

Weapon Proficiencies: Any

Wilderness: Any (+5%)

Secondary Skills: The character also gets to select five secondary skills
from the previous list. These are additional areas of knowledge that
do not get the advantage of the bonus listed in the parentheses ().
All secondary skills start at the base skill level. Also, skills are
limited (any, only, none) as previously indicated in that list.

Average Life Span: 50,000 years, effectively immortal.

Habitat: Virtually anywhere; home is determined by pantheon.

Typical Allies: Friendly pantheon members and priests of the pantheon.

Enemies: Hostile members of the Pantheon, rival pantheons super-
natural beings in general, and, depending on the character’s align-
ment and deeds, the forces of evil or good.

Size: Varies; usually between 5 and 20 feet tall (1.5 to 6 m).

Weight: Varies accordingly with size.

Standard Equipment: Usually, M.D.C. suit of archaic armor of the
pantheon (3D4 X 10 M.D.C.), one lesser rune weapon or other type
of lesser magical weapon, and basic provisions. Vehicle; GM’s
option.

Money: 2D6 X 1000 in gold coins, 4D6 X 1000 in gems and artifacts.

Cybernetics and Bionics: None to start; most avoid it. Never agree to
a full bionic conversion or M.O.M. implants.

Note: Most godlings consider themselves superior to mortals and may

have been raised by gods or in an alien place. Consequently, they may

not understand human customs, laws, morality or modern technology.

The Demigod R.C.C.
An Optional Player Character

Demigods are more human since they are frequently part human and
usually have been raised within human (or D-bee) society as a normal
human. The character may not know what god fathered him/her or what
pantheon the god was from. The demigod character may not even know
that he/she was sired by a god and may consider himself a mutant or
superhero. In this case, what the character doesn’t know might hurt
him, because he may have supernatural rivals and enemies he is unaware
of. An attack by monsters or gods or a quest to discover a demigod’s
origins could start a whole campaign.

Listed below are the common abilities of all demigods. The GM will
have to assign specific abilities depending on who the father was. In
general, beside the powers listed below, most demigods will have ONE
extra power, similar to that of the godly father or mother.

The Typical Demigod

Attributes: The number of six-sided dice is as designated. I.Q. 3D6 + 2,
M.E. 3D6+4, M.A. 3D6+6, P.S. 4D6+4, P.P. 3D6, P.E. 4D6,
P.B. 3D6 + 6, Spd 4D6 + 6. Attributes are considered to be supernatural.
M.D.C.: A mega-damage creature in M.D.C. worlds. P.E. Xx5M.D.C.
plus 2D6 M.D.C. per level of experience. Additionally, any S.D.C.
bonus the character would get from physical skills is added as M.D.C.
points.

S.D.C./Hit Points (for non-mega-damage worlds): P.E. X 8 plus any
S.D.C. bonus from physical skills. Hit Points are equal to P.E. X2
plus 2D6 per level of experience.

P.P.E.: As per the appropriate O.C.C., plus 4D6.

I.S.P.: As per the appropriate O.C.C., plus 4D6.
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Horror Factor: 6 + 1D4 when he is recognized as a demigod.

Natural Abilities (all demigods): Fire and cold resistant (does half
damage), regenerates 1D6 X5 M.D.C. every minute. And select
any one power from those listed under godling.

Combat: Varies with the O.C.C. and physical skills learned.

Bonuses: +2 on initiative, +2 to save vs magic, +1 to save vs
psionics, + 3 to save vs horror factor, +20% to save vs coma/death.
These are in addition to skill, combat and attribute bonuses.

Psionics: Standard or as per O.C.C., unless Power #9 is chosen.

Magic: As per O.C.C., unless Power #10 is chosen.

0.C.C. & Skills: The Demigod can pick any O.C.C. that fits his
human/D-bee background and interests with the following excep-
tions: Rifts: Full conversion cyborg, robot, juicer, or crazy. A de-
migod who unknowingly tries any of those treatments will find that
they do not work or that they negate his supernatural/magic powers.
Heroes Unlimited: Full conversion cyborg, robot, alien, magic, or
mutant animal. The GM may rule that if an O.C.C. would offend
the demigod’s pantheon, the character might be somehow prevented
from pursuing it (or there may be modifications and/or side-effects).
In general, demigods tend toward man-at-arms, magic practitioners
or psionics.

Average Life Span: 1,000 to 4,000 years. Some demigods become
true immortals.

Habitat: Any.

Allies: The character’s parent deity (sometimes), allies of the parent
deity.

Enemies: Enemies of the parent deity and his pantheon.

Size: Typically around 5 to 8 feet tall (1.5 to 2.4 m) or roll 1D4+4
feet tall.

Weight: Varies with size; usually equal to a muscular human.

Standard Equipment: As per O.C.C.

Money: Varies with O.C.C.

Cybernetics and Bionics: None to start; most avoid it. Never agree to
a full bionic conversion (partial maybe, unless a spell caster) nor
will they consider M.O.M. implants. Furthermore, the demigod is
suspicious of and cautious about letting strangers operate (dissect
and study) on him.

Note: Remember, super powerful and courageous warriors, cyborgs,

mutants, D-bees, practitioners of magic and the occasional priest may

be considered or officially elevated to the position of demigod or even
godling, without having been born of a god (or possessing the power

of that O.C.C.).




Experience Tables

Demigods & High Elves

1 0,000-2,400

2 2,401-4,600

3 4,601-9,200
49,201-18,400

5 18,401-28,300

6 28,301-48,000

7 48,001-78,000

8 78,001-110,000

9 110,001-150,000
10 150,001-200,000
11 200,001-250,000
12 250,001-310,000
13 310,001-380,000
14 380,001-470,000
15 470,001-600,000

Godling R.C.C.

1 0,000-2,600

2 2,601-5,000

3 5,001-10,000

4 10,001-20,000

5 20,001-30,000

6 30,001-50,000

7 50,001-80,000

8 80,001-120,000

9 120,001-170,000
10 170,001-230,000
11 230,001-300,000
12 300,001-380,000
13 380,001-470,000
14 470,001-600,000
15 600,001-800,000

* Applicable to most inhuman minions available as optional player
characters, unless otherwise noted.

* Supernatural Minions

1 0,000-2,700

2 2,701-5,400

3 5,401-10,800

4 10,801-21,600

5 21,601-31,600

6 31,601-42,800

7 42,801-62,000

8 62,001-90,000

9 90,001-120,000
10 120,001-170,000
11 170,001-220,000
12 220,001-290,000
13 290,001-400,000
14 400,001-500,000
15 500,001-700,000

Asgardian Dwarves,
Berserkers &
Warriors of Valhalla

1 0,000-2,200

2 2,201-4,400

3 4,401-9,000

4 9,001-19,000

5 19,001-28,000

6 28,001-40,000

7 40,001-60,000

8 60,001-80,000

9 80,001-100,000
10 100,001-150,000
11 150,001-200,000
12 200,001-275,000
13 275,001-350,000

14 350,001-425,000
15 425,001-525,000

The Aztec Pantheon

The Aztec religion is often perceived as a bloodthirsty, cruel faith.
It is true that the Aztec practiced human sacrifice, sometimes even with
large numbers of victims, however many of these people went to the
sacrificial altar willingly, believing that giving their lives would help
their people and ensured them an eternal reward in the afterlife. Others
sacrificed were captives taken during ritual wars with other tribes. In
some instances, the sacrifices were brutal affairs, with priests removing
the heart or other organs from living victims or skinning them alive!
However, the sacrifices were never performed out of anger or cruelty
— they usually had some important purpose that would help the people
of that community.

Some of the Aztec gods were bloodthirsty, evil beings that demanded
death and suffering in return for protection. Others were more peaceful,
but were defeated and driven away by the violent majority. This conflict
centered around Quetzalcoatl, the feathered god of the air, and the cruel
Tezcatlipoca, god of war and night. Quetzalcoatl was defeated and
exiled, but he promised to return one day. The murderous Tezcatlipoca
demanded more sacrifices from his worshippers, but was still not ap-
peased by the bloodbaths in his name. Legend says that the coming of
the Spanish to Mexico was Tezcatlipoca’s punishment of the Aztecs
for hoping for the return of Quetzalcoatl. The Spanish conqueror, Hernan
Cortez, was thought to be the returning Quetzalcoatl and it was that
belief which caused the collapse of the Aztec Empire.

Aztec Gods & Rifts

When the civilizations of Central America were destroyed by invaders
more violent and bloodthirsty than the gods, the Aztec Pantheon with-
drew from Earth. The gods traveled to other worlds and gained new
converts in alien lands. The coming of the rifts has changed the Earth,
however, and the old gods wish to return.

Central America is a land of turmoil, dominated by Vampire king-
doms. A large area of Central America, the Yucatan peninsula, has
become a giant gateway to the dimension of the ancient Mayan panth-
eons. The Aztec gods, led by Tezcatlipoca, have tried to take over
Yucatan, but have been repelled by the Mayan deities, vampire intelli-
gences and the myriad other races and peoples that control the land.
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The Aztec gods have regrouped and are concentrating on the Vampire
Kingdoms in hope of ruling over them.

Relations with Other God Beings

1. Other Pantheons: The Aztecan and Mayan empires, and their
pantheons, have long fought over control of Central America. Be-
fore the Coming of the Rifts, the Aztecs won and the Mayan deities
were subdued and banished; worshipped only in remote areas of
Mexico and the Yucatan peninsula. Quetzalcoatl has had dealings
with many other pantheons (see individual entry).

2. Vampires: The coming of the Vampire Kingdoms is not seen by
Tezcatlipoca and his followers as a disaster. Rather, they believe
they can make some sort of deal with these creatures to reestablish
the old cults in return for their protection. The Aztec gods have
enough power to defend the Vampire Kingdoms from attacks by
humans, Atlantis and possibly even the Pantheons of Light. Tezcat-
lipoca has approached the intelligences controlling the Empire of
Mexico, Muluc, Miltan and Ixzotz. Some intelligences, particularly
the ruler of the Muluc kingdom, want the gods to support only one
of the Vampire Kingdoms and help them in a war to conquer the
others. The Aztec gods would rather not do that, since they wish
the maximum number of worshippers even if they are vampires.
A civil war will disrupt their plans and kill thousands of humans
and vampires alike, not to mention expose the kingdoms to the
outside world. Note: Tezcatlipoca is becoming impatient. His offer
is quickly becoming a threat; “Accept us or we will lead the mortals
against you and cover your land in endless rain and flood waters.”
While threats are not likely to frighten all the vampire intelligences,
some will comply.

3. The Splugorth: The Aztec pantheon sees the Splugorth realm as
a threat to their plans. The Splugorth and their minions are too
powerful to intimidate, and they are not likely to deal with any
pantheon. The enmity between the Splugorth and the vampires is
one of the reasons the Aztec pantheon is trying to ally itself with
them.

4. The Atlanteans: Some survivors of Ancient Atlantis sought refuge
in Central America after the ancient cataclysm that removed that
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civilization from the Earth. The Aztecan and Mayan gods leamed
much from these sorcerers, including the secrets of pyramid magic.
The Aztec gods bewayed and murdered most of those refugees
after leaming their secrets. The Atlanteans don’t know of this
ancient crime, but if they leamn of it, their clans would probably
declare war on these weacherous gods.
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Tezcatlipoca
God of Darkness

This bloodthirsty deity was the god of war, magic, and the night
sky. His symbols were the bear and the jaguar, as well as obsidian,
the mineral used for most of the Aztecs’ weapons. Tezcatlipoca was
also a corruptor of the innocent, a god who could lead humans to vice
and self-destructive behavior. The ultimate extortionate, the god
threatened mortals with bad luck, pain and madness unless he was
satisfied with human sacrifices.

Tezcatlipoca expelled Quetzalcoatl from Tula, the Aztec center of
worship, and ruled the pantheon with an iron fist. Sometimes, the evil
god would assume human shape and meet young warriors traveling at
night and challenge them to single combat. Sometimes the fight would
be to the death (of the mortal, of course), but typically the god fought
until he was satisfied by the workout and then vanished.

Tezcatlipoca resents the disappearance of his cult on Earth, although
it was his oracles and false priests who claimed that the Spanish were
gods and contributed to the collapse of that culture and his worshipers.
Now he wants to return and build an even greater empire. Tezcatlipoca
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believes the vampires would be perfect minions and high priests. They
would gladly sacrifice humans and then feast on their remains. He
doesn’t particularly like the vampire intelligences, whom he sees as
potential competitors, but he is hoping that in forging the alliance those
beasts can be kept in a subordinate background. As long as they’re
kept fed, he reasons, they’ll be no problem. The only being Tezcatlipoca
truly fears is Quetzalcoatl, but he believes the dragon-god has abandoned
the Earth and will never return. GM Note: He knows nothing about
Quetzalcoatl’s plans.

Real Name: Tezcatlipoca. Also known as Yoalli Ehecatl (Night Wind)

and Yaotl (the Warrior).

Alignment: Diabolic

M.D.C.: 63,000 (12,600 to start on Rifts Earth and grows as the number
of Earth followers increase).

S.D.C./Hit Points (for non-M.D.C. worlds): 4,000 S.D.C. and 2,300
hit points.

Size: Six feet two inches (1.85 m) in human form, 8 feet (2.4 m) long
and five feet (1.5 m) tall in giant jaguar form, 20 feet (6.1 m) tall
in giant bear form.

Weight: 200 1bs/90 kg(human), 500 1bs/225 kg (jaguar), 6 ton (giant
bear-headed man).
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Attributes: 1.Q. 21, M.E. 22, M.A. 23, P.S. 48 (supernatural), P.P.

24, P.E. 25, P.B. 17, Spd 63 (43 mph/69 kmph).

Disposition: A sadistic bully with no compassion in his black heart.
He loves to hurt, torment and destroy humans, both from without
(by killing them outright) and from within (by corrupting or driving
them insane). He enjoys inflicting physical torture and emotional
pain. He is jealous of powerful beings and feels threatened by any
being who challenges his power; Quetzalcoatl is a prime example.
He sees himself as the rightful ruler of the Aztec pantheon, all
humans and, with the control of Rifts Earth, perhaps the entire
Megaverse!

Horror Factor: Typically 15, but 16 in bear shape.

Experience Level: 15th level warrior, 12th level ley line walker and

stone master.

Natural Abilities: Nightvision 3000 ft (915 m; can see in total darkness),
see the invisible, turn invisible at will, bio-regenerate 4D6 X 10
M.D.C. per minute. Takes half damage from energy and fire attacks.
Can turn 1D6 X 100 dead per day, teleport 86%, dimensional teleport
80% (only to a dimension he knows which are many).

Special: Transform into human or giant monsters: The god can
turn into a human, or a giant jaguar or bearman. In the latter case,
he is a giant, hairy humanoid with the head of a bear. The human
form is typically used to walk among humans in order to spy upon
them or to fight, corrupt and manipulate them for his own pleasure.
The duration of this disguise is unlimited and the god can change
shapes with a thought.

Special: The Power of Corruption: Tezcatlipoca can cause an
enemy to surrender to the worst side of his personality. Characters
who fail a save vs magic (19 or higher!) are suddenly controlled by
the dark side of their nature, giving vent to feelings of anger, hatred,
envy, revenge and others. These feelings are overwhelming and the
victim will release them in an intense, extreme, or obsessive way.
For example: A violence-prone character might sink into a berserk
fury (attacking people at random), a greedy character may stab a
companion in the back and take the gold and magic item he has
admired or secretly coveted, while an evil or anarchist character
may seek revenge and engage in murder or torture.

Any insanities the character may have become totally overwhelm-
ing — an alcoholic or addict will stop whatever he was doing and
get himself some booze or a fix, a phobic will see the object of his
fear and become paralyzed, and so on.

Duration: The initial corruption lasts one day. After 24 hours the
victim gets a new throw to save. This time an 18 or higher is needed.
This continues each subsequent day and each day the corrupting
influence is less (17, 16, 15, etc.). A failed roll means another day
of madness and corruption for that character. The effects of this
corruption can even influence deities, although their initial roll to
save is 17 or higher.

Limitations: Thankfully, Tezcatlipoca can only use his power of
corruption twice per 24 hour period. However, this loathsome god
is a master of lies and deceit and can influence and manipulate
characters with his words.

Vulnerabilities: Silver weapons inflict mega-damage and weapons
made from the Millennium Tree inflict double damage. The god is
also susceptible to magic, psionics and mega-damage weapons.

Skills of Note: All wilderness skills plus detect concealment, wrack
humans and wilderness survival, all at 98%. Speaks Dragonese/
Elven, Nahuatl (the language of the Aztecs), Quiche Mayan, Atlan-
tean, Spanish, American and seven other languages from other di-
mensions, all at 98%. W.P. Sword.

Combat Skills: Hand to Hand: Martial Arts

Number of Attacks: Five hand to hand or psionic attacks or three by
magic.
Restrained Punch — 1D6 X 10+ 33 S.D.C.
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Full Strength Punch — 6D6 M.D.
Power Punch — 2D4 X 10 M.D.
Kick Attack — 6D6 M.D.

Bonuses: +2 on initiative, +7 to swike, + 10 to parry and dodge,
+33 to S.D.C. damage, + 3 to roll with impact or fall, +6 to save
vs magic, +5 to save vs psionics, + 12 to save vs horror factor.

Magical Knowledge: All stone magic. All spells from levels 1-4 plus
circle of flame, fly, horrific illusion, call lightning, fire ball, imper-
vious to energy, invulnerability, agony, life drain, sickness, spoil,
banishment, control/enslave entity and close rift. P.P.E.: 4,000.

Psionic Knowledge: Knows all sensitive powers plus bio-manipulation,
hypnotic suggestion, possession, mind block auto-defense, and mind
bond. Equal to a 12th level psychic. I.S.P.: 1,000.

Allies: Works closely with Tlaloc, Huitzilopochtli and Xipe Totec. He
occasionally associates with demons, vampires and Mictla, the Aztec
ruler of the Underworld. Worshippers include werebeasts, many
monster races, lesser demons and evil humanoids.

Minions: Tezcatlipoca has a cult of Jaguar People that worship him in
his jaguar aspect. These shape shifters are fanatical followers. A
few thousand can be found in the Yucatan and a few thousand more
scattered throughout Central and South America. If he needs to
invade Mexico, Tezcatlipoca can rift in an army of 2,000 to 4,000
werejaguars and has several thousand other monsters and demons
he counts among his minions.

Enemies: Quetzalcoatl, other Gods of Light and characters of a good
alignment. The god also dislikes most dragons.

Description: Tezcatlipoca has three major shapes: the first one is of
an athletic young warrior with a dark swipe across his face. He also
appears as a gigantic bear-headed humanoid and as an enormous
jaguar. In jaguar form he can run across the sky at a speed of 220
or 150 mph (241 km).

Weapons of Note: 1. The Mirror Shield: This huge, polished bronze
shield has the power of knowing what is in a person’s mind. By
reflecting the person’s face in the mirror, Tezcatlipoca will know
what that person is thinking or what emotions he is feeling. He often
uses this shield to determine how corruptible a person is and to
appeal to his inner desires.

2. Tezcatlipoca’s Sword: This is actually a club with obsidian
blades on the sides. This enchanted weapon is indestructible, inflicts
2D6 X 10 M.D. perstrike and can be used to parry long-range energy
attacks at no penalty.

Tlaloc

God of Rains

This fearsome god was the bringer not only of beneficial rain but of
storms, killing lightning bolts, floods and disease. The god was an
unreliable deity to worship, given to cruel whims and brutal punishment.
If he was unsatisfied with the sacrifices offered to him, or if he was
bored, frustrated or in a bad mood, he would send storms, droughts or
pestilence against the offenders. Tlaloc is a petty and fickle tyrant who
enjoys keeping mortals in fear and suspense — like a cruel child who
beats and torments his pet dog one moment and then pets and offers it
wceats the next.

Tlaloc, together with Tezcatlipoca and Huitzilopochtli, was a leading
deity of the Aztec pantheon. The god was not sorry when Quetzalcoatl,
another bringer of rain, was driven away and out of power. Tezcat-
lipoca’s conduct is closer to Tlaloc’s idea of the way gods should act
toward mortals.

Even after mortals stopped worshipping him, Tlaloc stayed near the
Earth, invisible and observing humankind from the clouds. Often he
diverted hurricanes and storms over the ancient lands of the Aztecs,
bringing death and destruction to the descendants of the people who
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abandoned him. Ancient items found in Aztec ruins can be used to
attract this god’s attention. More than one 20th-century researcher has
evoked the rage of Tlaloc for tampering with one of those items, or by
removing an idol, or disturbing an ancient temple (such occurrences
might make for interesting mysteries in Beyond the Supernatural
campaigns).

With the return of the other Aztec gods, Tlaloc has again joined
forces with Tezcatlipoca and likes his plans for Mexico and the vampires.
Tlaloc pointed out that he could play a vital role in negotiations. As a
rain god, he can keep the vampire cities free of rain (at least during
the night) or besiege them with storms and help their enemies. The
threat of such a god will convince some vampire intelligences to accept
the Aztecs’ proposals.

Real Name: Tlaloc

Alignment: Miscreant

M.D.C.: 36,000 (7,200 on Rifts Earth).

S.D.C./Hit Points (for non-M.D.C. worlds): 2,000 S.D.C. and 1,600

hit points.

Size: 8 feet/2.4 m tall.

Weight: 650 1bs/290 kg.

Attributes: 1.Q. 19, M.E. 25, M.A. 21, P.S. 35 (supernatural), P.P.

21, P.E. 23, P.B. 4, Spd 88 (60 mph/96 kmph) running, 220 (150

mph/241 kmph) flying.

Disposition: Cruel, mean and vindictive, with no respect for human
or D-bee life. He enjoys sending diseases and lightning bolts to kill
randomly just because he can do it. Thinks that Quetzalcoatl and
any god who shows consideration to mortals are sentimental fools.

Horror Factor: 16

Experience Level: 15th level water warlock, 10th level ley line walker.
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Natural Abilities: Nightvision 200 ft (61 m), turn invisible at will, see
the invisible, unaffected by cold, electricity does half damage, and
bio-regenerates 2D6 X 10 M.D.C. per minute. Teleport 75%, dimen-
sional teleport 64% (only to a dimension he knows).

Special: Weather Control: Three times a day, the god can create
or stop rain in a 100 mile (160 km) radius. The rain can be anything
from a light drizzle to a drenching tropical storm. By playing with
thermal currents, he can also “herd” larger weather systems to wher-
ever he’d like them, as long as they are within 2000 miles (3200
km) from his target. Hurricanes can be brought to bear against areas
the god wishes to destroy. To do this, the god has to fly above the
clouds to control them. The duration of these storms is typically
3D6 minutes. Also see magic powers.

Special: Breath of Sickness: Tlaloc can blow a disease-laden wind
onto any targets within 60 ft (18 m) of him. Characters struck by
the foul wind must roll to save vs magic (17 or higher). A failed
roll mean a wasting, painful disease. The first symptoms appear 24
hours after the attack and includes fever, dehydration, aching bones,
and skin discoloration. The victim suffers the loss of 1D6 hit points
per day. Also reduce melee attacks and combat bonuses by half.
Note: This sickness will affect even dragons and supernatural crea-
tures (take 1D6 M.D. and apply other effects as above).

Tlaloc can use his breath six times per day. He often does this
while invisible or as a parting gift if he is defeated in combat.

Special: Lightning Bolts: Tlaloc can call lightning at will, inflicting
1D6 X 10 M.D. at no P.P.E. cost. He can cast two lightning bolts
per melee round but each counts as one melee attack/action.

Skills of Note: Art, demon and monster lore, astronomy, advanced
math, land navigation, and wilderness survival, all at 98%. Knows
Nahuatl, Quiche Mayan, Spanish, English/American, Atlantean,
French and Elemental, all at 98%, as well as W.P. Sword, and
W.P. Blunt.

Combat Skills: Hand to Hand: Basic

Number of Attacks: Four hand to hand or psionic attacks per melee
round, or three by magic (prefers magic).
Restrained Punch — 5D6+20 S.D.C.
Full Strength Punch or Kick — 4D6 M.D.
Power Punch — 1D4 x 10 M.D.

Bonuses: + 3 on initiative, + 5 to strike, + 6 to parry and dodge, + 20
to S.D.C. damage, +2 to roll with impact or fall, + 10 to save vs
horror factor, +5 to save vs magic, +6 to save vs psionics.

Magical Knowledge: Knows all water spells, equal to a 15th level
water warlock. Also knows all magic spells levels 1-5, plus tongues,
impervious to energy, call lightning, wind rush, minor curse, negate
magic, summon fog and protection circle: superior. P.P.E.: 4,000.

Psionic Knowledge: Knows all sensitive powers, equal to a 6th level
psychic. L.S.P.: 750.

Allies: Tezcatlipoca. He also has connections with the Mayan rain god,
Chac, and associates with the occasional demon, lesser elemental
and evil priest or wizard.

Minions: Can summon 1D6 lesser water elementals.

Description: A huge humanoid with an overlarge head, two goggle-like
eyes and long fangs protruding from his mouth. His voice is deep
and has a faint, thunderous echo.



Huitzilopochtli
War God

This god of war and the sun was not as cruel as Tezcatlipoca or
Tlaloc, but he also demanded human sacrifices, usually of captive
warriors who were disemboweled on his blood-spattered altars. Huit-
zilopochtli was quick to anger and retaliation, and enjoyed the rigors
of warfare, especially against supernatural enemies. This warrior deity
often defended the pantheon against incursions by other gods or alien
intelligences.

Quentin Milton (Order #31247150)

When Quetzalcoatl was overthrown, the god decided to back Tezcat-
lipoca, mostly to maintain unity in the pantheon. As a warrior, Huit-
zilopochtli believed that a divided pantheon would be easy prey for its
enemies. He feels badly about the fall of the Aztec Empire and he wept
when he saw so many brave warriors massacred by the steel and gun-
powder weapons of the Europeans. Yet of all the main gods, he is the
least eager to reconquer Earth. He believes their time on this planet
has passed and they should move on. Still, he will follow the pantheon
wherever it goes.

As a god of the sun, Huitzilopochtli is philosophically opposed to
vampires and other night monsters (unlike Tezcatlipoca who is a god
of the dark). He hates vampires and does not like the idea of an alliance
with them, but as usual, will support the pantheon. It is ironic that he
and Tlaloc could be the greatest vampire hunters on the planet, Huit-
zilopochtli bringing the light of day to them in the middle of the night,
yet they are planning to join forces with these loathsome creatures.
Huitzilopochtli
Alignment: Anarchist
M.D.C.: 30,000 (6,000 on Rifts Earth)

S.D.C./Hit Points (for non-M.D.C. worlds): 2,000 S.D.C. and 1,000
hit points.

Size: 9 feet tall (2.7 m)

Weight: 1000 1bs (450 kg)

Attributes: 1.Q. 22, M.E. 21, M.A. 21, P.S. 45 (supernatural), P.P.
23, P.E. 24, P.B. 12, Spd 88 (60 mph/96 kmph).

Disposition: Mostly interested in war and acts of bravery. Has nothing
but hatred and contempt for guns and all high-tech ranged weapons,
and considers those who use them to be cowards. He respects hand-
to-hand fighters greatly and sometimes an extraordinary warrior will
receive some sort of gift, usually in the form of a battle spell, that
affects him out of nowhere, or a superior weapon (magic or just
excellently crafted). Huitzilopochtli dislikes the major gods of his
pantheon, but he is loyal to the group, not the individuals. If Quet-
zalcoatl somehow regained power, he would be glad and serve him
as well.

Horror Factor: 15

Experience Level: 15th level warrior, 10th level ley line walker.

Natural Abilities: Night vision 100 ft (30.5 m; can see in total darkness),
see all spectrums of light, including infrared and ultraviolet, look
into the brightest light without being blinded, see the invisible, turn
invisible at will, bio-regenerate 2D6 X 10 M.D.C. per minute. He
is impervious even to mega-damage energy blasts, heat and fire
(magic energy does full damage). He can also turn 1D6 X 100 dead
per day, teleport 86%, dimensional teleport 80% (only to a dimension
he knows).

Special: Radiate Light: Huitzilopochtli has the power of invoking
the sun’s light, creating a dazzling display that can hurt vampires
and other beings of darkness as if they were outside at noon (vampires
take 1D6 X 10 M.D. per melee round). The effect is centered around
the god and affects a radius of 300 ft (91.5 m). Vampires outside
the area are still partially affected: —2 to all attacks and defenses
due to fear of the light and are held at bay.

The sun god can also fire a laser like beam of energy from his
eyes, mouth and/or fingers. The damage can be as little as 1D6
S.D.C. or as much as 1D6 X 10 M.D. per blast (double to vampires).
Each blast counts as one melee action/attack. Range is 2000 feet
(610 m) but is only used against unworthy enemies who use long-
range weapons. He can also fire a no damage light beam 2000 feet
(610 m).

Skills of Note: All espionage and wilderness skills, plus prowl, demon
lore, and singing, all at 98%. Literate in Nahuatl, Quiche Mayan,
Dragonese/Elven, Spanish, American and Atlantean. Knows ALL
ancient and modern W.P.s, plus boxing, wrestling, swimming and
athletics.

Combat Skills: Hand to Hand: Martial Arts.
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Number of Attacks: Nine hand to hand attacks per melee or two by

magic.

Restrained Punch — 1D6 X 10+30 S.D.C.

Full Strength Punch — 6D6 M.D.

Kick Attack — 1D4 x 10 M.D.

Leap Kick — 2D4 x 10 M.D.

Power Punch — 2D4 X 10 M.D.

Body Flip or Block — 4D6 M.D. plus victim loses one melee attack
and initiative.

Bonuses: +3 on initiative, + 10 to strike, + 10 to parry and dodge,
+30 to S.D.C. damage, +6 to roll with impact or fall, + 10 to
save vs horror factor, + 6 to save vs magic, + 4 to save vs psionics.

Magical Knowledge: Knows all level 1-2 spells plus armor of Ithan,
magic net, escape, energy disruption, apparition, fire ball, impervi-
ous to energy, invulnerability, swim as a fish, dimensional portal
and close rift. P.P.E.: 1,000.

Psionic Knowledge: None

Minions: Huitzilopochtli is often accompanied by demigod-like Aztec
warriors he has endowed with superhuman powers (Use the attributes
of the Warriors of Valhalla. These warriors wear magic feather
armor similar looking to that worn by the sun god with 200 M.D.C.
and no prowl or movement penalties). The god has a small army
of 1000 of these warriors. He also associates with other warrior
gods, godlings, demigods, dragons, True Atlanteans and the occa-
sional mortal warriors of great repute.

Description: A larger-than-life man in feathered armor, and feather
headdress. He is covered in war paint: the lower part of his face,
legs and arms are painted blue, the upper part of his face is black.
At night, a yellow aura of light is visible around him.

Weapons and Equipment of Note: 1. The Xiuhcoatl (Turquoise
Snake): This is a club shaped like a snake. The weapon inflicts
3D6 X 10 M.D.! The snake head can shoot forth a stream of flames
inflicting 1D6 X 10 M.D. Range: 1000 ft (305 m).

2. Huitzilopochtli’s Shield: This small, round shield is indestruc-
tible and grants the god a +3 bonus to parry. It can also be thrown
(1000 ft/305 m), does 6D6 M.D., and returns to the god.

3. Armor made with enchanted hummingbird feathers. 1000
M.D.C.

Quetzalcoatl the Rebel
The Ancient Feathered Serpent

Quetzalcoatl was an elder Kukulcan dragon (see Rifts Conversion
Book) that ascended into godhood and became a protector of humankind.
He was the deity of the air and rain, as well as medicine, art, and
science, and the patron of agriculture and astrology. Before becoming
a god, the dragon dwelt among men and taught them many secrets.
When he became divine, he watched over the ancient Toltecs and
Aztecs. He demanded the sacrifice of animals and plants, never humans.

Quetzalcoatl did not realize that the other gods, who had been there
before his rise of power, resented his place of power and attention paid
to him by humans. It was only his vast power that kept the others from
rising against him until Tezcatlipoca finally struck out. The dark god
used black magic and his corrupting power on the dragon-god. Even
Quetzalcoatl proved vulnerable to the corruption, abandoning himself
to nights of drunkenness and murderous rage. When the fit of madness
was over, the god, appalled at his own actions, withdrew from Earth.
He and his loyal follower Xolotl left the planet, promising to return
one day.

The first return of Quetzalcoatl was during the 17th century A.D.,
long after the conquest of Mexico by the Spanish. The god saw that
the Aztecs had been deceived into thinking these invaders were his
servants and that the leader was supposedly Quetzalcoatl himself (which
was not true)! Enraged, Quetzalcoatl hunted for Tezcatlipoca, and the
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two gods fought. Tezcatlipoca was badly injured in the fight and fled
before Quetzalcoatl’s rage. His fury spent, Quetzalcoatl meditated about
his next step. He again left Earth and spent the intervening centuries
in other dimensions where he met many deities from Earth and other

places, including the Palladium world.

The god recently learned that Tezcatlipoca and his followers are
plotting to reestablish themselves on Earth. Quetzalcoatl will do every-
thing in his power to stop those evil deities from dominating and torment-
ing Earthlings (human and nonhuman) again. Xolotl has already inves-
tigated the area and has come back with horrible tales of vampires and
evil gods walking the Earth. Quetzalcoatl is presently seeking allies to

.




fight these creatures. Meanwhile, the other gods of the Aztec Pantheon
have no idea that the Feathered Serpent is back in the picture.
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Real Name: Quetzalcoatl. Also known as Ehecatl (the wind).

Alignment: Principled \
M.D.C.: 70,000 (14,000 on Rifts Earth) "2:%
S.D.C./Hit Points (for non-M.D.C. worlds): 5,000 S.D.C. and 2,000 w77 ,,/,,,, ///////'-
hit points. , ) <)
Size: 6 feet, 5 inches (1.96 m) in human form; 12 feet (3.6 m) long, | '

with a 20 foot (6.1 m) wingspan, as a dragon. <
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Disposition: Well-meaning, compassionate and helpful. A wise teacher 7
who likes and respects humankind and most sentient beings. Quet-
zalcoatl also has a rarely seen streak of bad temper, which only
comes to the surface when he is extremely tired, frustrated or under

a corrupting magic.
Horror Factor: 15

Experience Level: 20th level ley line walker and scholar, 8th level
temporal wizard.

Natural Abilities: Nightvision 200 ft (61 m; can see in total darkness),
see the invisible, turn invisible at will, bio-regeneration 2D6 X 10
M.D.C. per minute, resistant to fire and cold (does half damage),
teleport self 88%, dimensional teleport 88%, and metamorphosis at
will into human form, no limit.

Special abilities: Healing touch restores 4D6 S.D.C./hit points or
2D6 M.D.C. Resurrection: this powerful gift allows Quetzalcoatl
to raise the dead (80% chance).

Skills of Note:  All science, technical, and medical skills as well as
fishing, dancing, singing, detect ambush, detect concealment, wrack
humans, track animals, and wilderness survival, all at 98%. Through
magic he can speak and read all languages. W.P. Sword, W.P.
Blunt, W.P. Energy Rifle, and W.P. Heavy Energy Weapons.

Combat Skills: Hand to Hand: Expert

Number of Attacks: Seven hand to hand or psionic attacks per melee
round, or four breathattacks and three physical, or three by magic.
Restrained Punch — 6D6+21 S.D.C.

Full Swength Punch — 5D6 M.D.

Power Punch — 1D6 X 10 M.D.

Kick or Tail Strike — 6D6 M.D.

Bite — 5D6 M.D.

Breath Weapon — Paralysis for 2D4 melee rounds; range 200 feet
(61 m), nine feet wide (2.7 m); a 17 or better is needed to save.

Bonuses: +4 on initiative, + 8 to strike, +9 to parry and dodge, +21
to S.D.C. damage, +4 to roll with impact or fall, +8 to save vs
horror factor, +11 to save vs magic, + 10 to save vs psionics.

Magical Knowledge: All magical spells from levels 1-15 anall temporal
magic spells. P.P.E.: 9,000

Psionic Knowledge: All sensitive, physical and healing powers, plus
bio-manipulation and group mind block. LI.S.P.: 1,200.

Weapons and Equipment: Usually none; relies on magic and cunning.

Description: In his kukulcan form, he appears as a beautiful, 12 foot
(3.6 m) long snake with bright gold plumage and a bird-like head.
As a human, he appears as a male with white hair and beard and
European features (this also caused the Spanish to be confused with
him; Quetzalcoatl’s human form came from another dimension where
Caucasians were the dominant race).

Quentin Milton (Order #31247150)
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Xolotl
The Ally of Quetzalcoatl

Xolotl is the symbol of magic and magicians. He was allegedly
Quetzalcoatl’s brother, but they are only brothers through friendship
and spirit, not by blood. This dog-headed god has accompanied Quet-
zalcoatl on many quests, including a heroic trip to the realm of Mictla,
demon ruler of the Underworld. The two friends enjoyed vanquishing
Mictla, weakening his power, but victory was short lived for his defeat
inadvertently helped the current ruler of Hades, Asmodeus, rise to
power.

When Quetzalcoatl was temporarily corrupted by Tezcatlipoca, Xolotl
tried to stop him, but the insane wind god almost killed him. His
sacrifice and near death managed to snap Quetzalcoatl out of his state,
but he could not stop the Feathered Serpent from fleeing Earth in shame.
Xolotl followed and the two gods remain best friends despite this inci-
dent. Xolotl often scouts ahead for his friend and stands by him in
battle. They have traveled to many worlds together and have vanquished
many evil forces.

Back on Rifts Earth, the two are looking for champions to join them
in their inevitable battle with the evil Aztec gods and possibly vampires
as well. Both gods have been secretive to avoid tipping their hand too
soon. As an aside, Xolotl is fascinated by the dog-boys and other mutant
animals created by the Coalition’s States and Gene Splicers. In fact,
the dog-headed god has secretly visited the Lone Star complex and is
one of the few beings who has any idea of the dangers festering at that
place. He believes that the dog boys would make excellent worshippers
and allies for him in particular. Xolotl has even toyed with freeing them
from the Coalition’s tyranny (This plot line is also applicable to the
setting in After the Bomb).

Real Name: Xolotl

Alignment: Unprincipled

M.D.C.: 13,000 (2,600 on Rifts Earth)

S.D.C./Hit Points (for non-M.D.C. worlds): 800 S.D.C. and 500 hit

points.

Size: 6 feet tall (1.8 m)

Weight: 180 1bs (81 kg)

Attributes: 1.Q. 25, M.E. 20, M.A. 20, P.S. 30 (supernatural), P.P.

23, P.E. 21, P.B. 15, Spd 44 (30 mph/48 km).

Dispeosition: Xolotl is a curious and inquisitive deity. He always wants
to know more. He learned about magic from Quetzalcoatl, then
visited magicians from other worlds to compare notes. He is also a
defender of intelligent humanoid animals, mutants and non-humans
(he was called the God of Monsters by the Aztecs), and dislikes
any being who prejudges somebody on the basis of his appearance.

Horror Factor: 13

Experience Level: 14th level ley line walker.

Natural Abilities: Nightvision 60 ft (18 m; can see in total darkness),
see the invisible, turn invisible at will, bio-regenerate 1D4 X 10
M.D.C. per minute, never tires and can leap 30 feet (9 m) high and
lengthwise. Takes half damage from energy and fire attacks. Teleport
76%, dimensional teleport 70% (only to a dimension he knows),
has keen senses of vision, hearing and smell.

Skills of Note: Tracking humans, tracking animals, art, dancing, an-
thropology, demon lore, faerie lore, land navigation, hunting and
wilderness survival at 98%. Prowl 88%, W.P. archery and targeting,
sword and energy rifle. Magically knows all languages.

Combat Skills: Hand to Hand: Basic

Number of Attacks: Six hand to hand attacks per melee round or two
by magic.

Restrained Punch — 5D6+ 15 S.D.C.
Full Strength Punch or kick — 3D6 M.D.
Power Punch — 6D6 M.D.
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Bonuses: + 3 on initiative, + 6 to strike, + 7 to parry and dodge, + 15
to S.D.C. damage, +6 to pull punch, +4 to roll with impact or
fall, + 8 to save vs horror factor, +4 to save vs magic, +4 to save
vs psionics.

Magical Knowledge: Knows all spells from levels 1-15 at 14th level
of experience. P.P.E.: 2,000.

Psionic Knowledge: None

Weapons and Equipment: Nothing of note; may use magic or technol-
ogy.

Description: A humanoid with a brown-furred dog’s head. Often wears
a feathered headdress and human body armor.

Xipe Totec
God of Flaying

This was the god of the spring and fertility. To represent the changing
of seasons, his priests killed a sacrificial victim, peeled off the skin,
and wore the skin in a gruesome ritual. Xipe Totec himself wore a
cloak made out of human skin. This monstrous god demanded some
terrible sacrifices from his worshippers, such as tying victims to posts
and shooting them with arrows, their dripping blood a symbol of fertiliz-
ing rain, among others.

Like Tlaloc, this god was cruel and fickle, sometimes causing
droughts to drive his worshippers to a new series of murderous rituals.
The god likes to barter for life at the cost of the deaths of others. He
enjoys the corrupting effect of this payment on the priests and people
buckling to his demands. Xipe Totec also enjoys possessing people to
commit horrible, bloody crimes — the god has some powers similar
to those of an alien intelligence, including the ability to possess a mortal
(human or D-bee).

Xipe Totec has stayed on Earth for thousands of years. After the
Aztec’s priests were exterminated by the Spanish, the god created secret
cults that kept conducting bloody sacrifices. These dark cults were often
discovered by psychic investigators, arcanists, and secret agents (and
super-heroes) throughout the ages. Most of these cults remained in
Mexico, but sometimes they committed crimes in other parts of the
world. Some rumors even suggest that he may have influenced Adolf
Hitler.

Xipe Totec protected a handful of his followers during the time of
the rifts, and now remnants of the cult live on in human cities like El
Paso and even in some vampire-held areas, including the cities of The
Mexican Empire. The Mexican cult has served Xipe Totec well, provid-
ing him and the other Aztec gods with valuable information about the
vampires and humans in the area.

Xipe Totec is all for the alliance with the vampires. Cults led by this
creature will be merciless and destructive and usually composed of evil
humans, monsters, and lesser demons. If the god has his way, altars
will be erected across the nation and hundreds of victims will be offered
to him every night. He loves to torture and torment creatures of good
alignment and all beings weaker than himself.

Real Name: Xipo Totec (Our Lord, the Flayed One).

Alignment: Diabolic

M.D.C.: 30,000 (6,000 on Rifts Earth)

S.D.C./Hit Points (for non-M.D.C. worlds): 2,000 S.D.C. and 1,000

hit points.

Size: 6 feet, 6 inches (1.9 m)

Weight: 250 1bs (112.5 kg)

Attributes: 1.Q. 19, M.E. 20, M.A. 20, P.S. 28 (supernatural), P.P.

21, P.E. 20, P.B. 9, Spd 38 (26mph/41 kmph).

Disposition: A morbid, evil creature who uses his powers to satisfy
his perverted urges for murder and bloodshed. He sees his demand
for mass murder as fair trade for his protection and benevolence.
He claims he is saving thousands from starvation and suffering by
the sacrifice of comparatively few.
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Horror Factor: 16

Experience Level: 15th level ley line walker and 10th level stone

master.

Natural Abilities: Nightvision 300 ft (91.5 m; can see in total darkness),
see the invisible, turn invisible at will, bio-regeneration 3D4 X 10
M.D.C. per minute, and is impervious to poison and disease. Takes
half damage from energy and fire attacks. Teleport 84%, dimensional
teleport 80% (only to a dimension he knows).

Special: Aura of Fertility: Xipe Totec can cause the lands of a
large area (1000 mile/1600 km radius) to be either fruitful, providing
a better than normal yield for the land, or infertile. This effect can
be countered by water and air magic, or the powers of another
fertility god.

Skills of Note: Identify plants and fruits, botany, preserve food, skin
and prepare animal hides, land navigation, demon/monster lore, and
advanced math, all at 98%, and W.P. knife, W.P. sword. Knows
Nahuatl, Dragonese/Elven, Quiche Mayan, Spanish, and Atlantean,
all at 98% or can use the tongues spell to understand and speak any
language.

Combat Skills: Hand to Hand: Assassin

Number of Attacks: Seven hand to hand or psionic attacks per melee
round, or three by magic.

Restrained Punch — 5D6+ 13 S.D.C.
Full Swrength Punch — 3D6 M.D.
Power Punch — 6D6 M.D.

Bonuses: + 2 on initiative, + 9 to strike, + 6 to parry and dodge, +13
to S.D.C. damage, +3 to pull punch, +3 to roll with impact or
fall, + 14 to save vs horror factor, +4 to save vs magic, +4 to
save vs psionics.

Magical Knowledge: Knows all stone magic and all wizard spells from
levels 1-7, plus commune with spirits, hallucination, negate magic,
spoil, summon and control canines, control/enslave entity, anti-
magic cloud, metamorphosis: mist, calm storms, summon rain, sum-
mon storm and summon lesser being. P.P.E.: 3,000.

Psionic Knowledge: Knows all sensitive powers plus bio-manipulation
and psychic surgery (uses it to perform sacrifices). I.S.P.: 600.
Allies: Xipe Totec has many contacts among necromancers, dark cults,
demons and evil entities, however, even some of the Gods of Dark-

ness find him revolting.

Description: A pale, slim man wearing a human skin like a cloak. He
is often mistaken for a vampire, and enjoys using his magical spells
to imitate their powers and fooling hunters into going after him
armed with wooden and silver weapons and water hoses!

Weapon and Equipment: Enchanted obsidian knife which he uses for
torture and sacrifices. The knife can be instructed to inflict 6D6
S.D.C. damage on normal mortals or 6D6+6 M.D.

Xochiquetzal
Goddess of Beauty

This goddess of flowers and love has been married to both Tlaloc
and Tezcatlipoca, although her heart is with neither god; she loves
Quetzalcoatl. Tragically, she has been weated as an object to be passed
around or stolen and not like a person. Secretly, she seeks to escape
and to destroy the two gods who have ruled her life.

Xochiquetzal was a goddess from a minor pantheon, worshipped by
a Western wibe of Mexico. When the Aztecs expanded their borders
and absorbed other peoples, they also took their gods. Xochiquetzal
was sent to the Aztec’s pantheon as a hostage. There she was im-
mediately attracted to Quetzalcoatl, but the god was soon deposed by
Tezcatlipoca and his evil friends. Tlaloc took her as a wife and she
submitted to save her pantheon from complete destruction. A few dec-
ades later, however, Tezcatlipoca abducted her from Tlaloc’s pocket
dimension and forced her to become his consort. Tlaloc was enraged
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but decided not to make an issue of the abduction, claiming he had
never cared much for the goddess.

The goddess is seething with rage and hawred, but she hides it well.
Nobody would guess that this ingratiating, beautiful deity harbors any
ill will towards her brutal husband. However, she often tries to manipu-
late one evil god against another and tries to help the innocent and good
whenever she can. Sometimes she drops hints to Tlaloc that she might
want to start things over with him, then she goes to Tezcatlipoca and
accuses the rain god of making passes at her. She will do whatever she
can to sabotage the Aztecs’ plan to ally themselves with the vampires
of Mexico.

Real Name: Xochiquetzal

Alignment: Anarchist (was once unprincipled)

M.D.C.: 6,000 (1,200 on Rifts Earth)

S.D.C./Hit Points (for non-M.D.C. worlds): 300 S.D.C. and 300 hit

points.

Size: 5 feet, 6 inches (1.6 m)

Weight: 110 Ibs (49.5 kg)

Attributes: 1.Q. 24, M.E. 18, M.A. 24, P.S. 18 (supernatural), P.P.

19, P.E. 20, P.B. 26, Spd 24.

Disposition: Outwardly a happy and sociable and always tries to look
the part of a mighty queen. In reality, she is very sad and miserable,
withnothing but revenge to live for. She has given up on Quetzalcoatl
who never knew about her feelings for him. She might &y to run
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away one day, but characters who took her under their care would
soon be pursued by the enraged gods.

Horror Factor: 10
Experience Level: 10th level ley line walker.

Natural Abilities: Night vision 200 ft (61 m; can see in total darkness),
see the invisible, turn invisible at will, bio-regenerate 1D6 X 10
M.D.C. per minute.

Skills of Note: All domestic and botany, recognize plants and fruits,
holistic medicine, horsemanship, and wilderness survival, all at 98%.
Speaks and reads Nahuatl, Spanish and Dragonese/Elven.

Combat Skills: Hand to Hand: Basic

Number of Attacks: Four hand to hand or two by magic per melee.
Reswrained Punch — 3D6+2 S.D.C.

Full Swrength Punch — 1D6 M.D.
Power Punch — 2D6 M.D.

Bonuses: +4 to strike, + 5 to parry and dodge, +2to S.D.C. damage,
+4 to roll with impact or fall, +4 to pull punch, +4 to save vs
magic, +4 to save vs psionics.

Magical Knowledge: Knows all spells from levels 1-4 plus minor
curse, purification, water to wine, and remove curse. P.P.E.: 1,000.

Psionic Knowledge: None.

Description: A stunningly beautiful woman with bronze skin and long
black hair. Usually dressed in Aztec finery, with long woven robes
and many pieces of jewelry and feather ornaments.
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Cihuacoatl
Earth Goddess, Mother of the Gods

Cihuacoatl is a deity of the Earth and fertility. She is the oldest of
the gods and a harsh mistress for deities and mortals alike. She was
thought to be a symbol of agriculture, but was horrific in that she
devoured the corpses of the dead and then caused the soil to produce
new life in return. She was one of the first deities to create the link
between death and life, which led to sacrificial rituals. The goddess
has been satisfied to let her children deal with humankind with little
interference. Occasionally, she would wander the roads in the guise of
a beautiful woman and claim one or two lives. Like most Aztec gods,
she demands a terrible price for whatever gifts she provides.

Over the centuries, Cihuacoatl has traveled to different parts of the
Megaverse. She met a world populated by Nagas and became their
tutelary deity. She now can command a huge army of those creatures
in a campaign of conquest. She also met Herakles in one of her travels,
and the Greek god decided she was a monster and attacked her. The
fight ended inconclusively, but Cihuacoatl now hates all of the Greek
gods and has taken the trouble to learn a great deal about them — at
some point she plans to attack them.

The goddess will aid Tezcatlipoca in his bid to control Mexico, but
she has an agenda of her own. She finds the Splugorth a great deal
more interesting and capable allies than the vampires. A frequent visitor
to Atlantis, Cihuacoatl and Splynncryth have become relatively good
friends, and, according to malicious rumors, more than friends.
Cihuacoatl plans to help the vampires at first, but will then cause civil
war and strife. She is likely to use Tlazolteol in her schemes, because
she is very loyal to the Earth goddess. Cihuacoatl believes her sons
will fall in line when they have no choice but to work with the Splugorth.
Mother knows best, after all.

Recently, Cihuacoatl has heard of a group of creatures that have been
called the Children of Cihuacoatl (see Rifts World Book One: Vampire
Kingdoms). These beings are actually aliens from another dimension.
The goddess is considering approaching them and trying to become
their patron and ruler. If she manages this, she will have technologically
advanced minions at her disposal.

Real Name: Cihuacoatl. Also known as Coatlicue.

Alignment: Miscreant

M.D.C.: 50,000 (10,000 on Rifts Earth)

S.D.C./Hit Points (for non-M.D.C. worlds): 500 S.D.C. and 800 hit

points.

Size: 12 feet (3.66 m) tall in natural form, 5 feet four inches (1.63 m)

in human form.

Weight: 2 tons as a god or 100 1bs/45 kg in human guise.

Attributes: 1.Q. 23, M.E. 27, M.A. 22, P.S. 40 (supernatural), P.P.

19, P.E. 20, P.B. 4, Spd 66 (45 mph/72 kmph).

Disposition: Rarely wastes time communicating with mortals, prefer-
ring to terrorize and devour them in short order. With other deities,
she can be haughty, proud and arrogant. She likes the company of
inhuman deities and alien intelligences, and has become attracted
to Splynncryth, the ruler of Atlantis (in her opinion has “the cutest
tentacles”). It is unknown whether Splynncryth returns her affec-
tions, but he is certainly profiting from her help with the situation
in Mexico — remember, Splugorth hate vampires.

Horror Factor: 17 when in her natural form.

Experience Level: 16th level earth warlock, 12th level stone master
and 8th level ley line walker/wizard.

Natural Abilities: Nightvision 3000 ft (910 m; can see in total darkness),
see the invisible, turn invisible at will, bio-regenerate 4D6 X 10
M.D.C. per minute and is impervious to poison and disease, but
takes half damage from energy and fire attacks. Can turn 1D6 X 100
dead per day, teleport 80%, dimensional teleport 76% (only to a
dimension she knows, which are many) and transform into a beautiful
maiden at will.
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Special: Hypnotic Gaze: Her two serpent heads can cast a hypnotic
beam when they are joined together. This beam is psionic in nature
(psionic saves are at —4), and causes the victim to become passive
and unresisting (does not attack) unless he is attacked first, in which
case he is still at —2 attacks per melee round and all combat bonuses
are also —2.

Special: Summon and Control Snakes: The goddess can summon
and control as many as 1D4 X 100 snakes; poisonous or otherwise.
Skills of Note: Knows all domestic and wilderness skills, plus botany,
herbology, art, demon lore, detect ambush, tracking (humans and
animals), and wilderness survival, all at 98%. Literate in Dragonese/
Elven, Nahuatl, Quiche Mayan, Atlantean, Spanish, American and

Kittani, at 98%.

Combat Skills: Hand to Hand: Basic

Number of Attacks: Six hand to hand or three by magic per melee.
Restrained Punch — 6D6 +25 S.D.C.

Full Strength Punch or Kick — 5D6 M.D.

Power Punch — 1D6 X 10 M.D.

Bite — 1D4 X 10 M.D. plus poison (1D6 X 10 M.D. unless a save
is made).

Head Butt — 5D6 M.D.

Bonuses: +4 on initiative when in natural form, +4 to strike with
hands, +6 to strike/bite with either head, + 6 to parry and dodge,

+25to S.D.C. damage, +4 to roll with impact or fall, +3 to save
vs magic, + 7 to save vs psionics.

Magical Knowledge: Knows all elemental earth spells (at 16th level),
all stone magic (12th level), and all magic spells levels 1-5 plus fire
ball, time slip, tongues, life drain, luck curse, sickness, spoil, wisps
of confusion, speed of the snail, summon entity, time hole, and
close rift; equal to an 8th level wizard. P.P.E.: 6,000.

Psionic Knowledge: None, other than hypnotic gaze.

Weapons and Equipment: None. Relies on her powers and magic.

Allies: As said above, she has established ties with the Splugorth.

Minions: She can summon 2D4 lesser earth elementals or one greater
elemental at will. Coatlicue also has dominion over a dimension
populated by Naga serpent people (see the Indian Pantheon), and
often uses them as agents, servants, assassins and soldiers. She
could summon as many as 4,000 Naga warriors at one time. These
creatures are skilled in magic, but are primitive and have no knowl-
edge of energy weapons and other high technology. She also as-
sociates with alien intelligences, Splugorth, and other forces of dark-
ness. She is often worshipped by monsters, lizard men, and evil
beings.

Description: In her natural form, Coatlicue stands 12 feet (3.6 m) tall
and has two snake heads, which can merge together to form a hideous
reptilian whole and can then use her hypnotic gaze. Her hands and
feet have long claws and she is dressed in a skirt made out of living,
writhing serpents. The goddess can transform into a beautiful woman
(P.B. 21), but only does so when she feels it necessary — she
prefers her natural form.

Tlazolteol
Goddess of Sin

Tlazolteol was called “the Eater of Impurity.” She represented the
dark side of love and passion. Men who had committed impure acts
went to her priests to achieve purification. The goddess was actually a
perverted creature who loved to see the terrible crimes mortals commit-
ted when driven by passion. This goddess of impurity loves to manipu-
late mortals, putting them in complex situations just to see what they
will do. She is the ultimate creator of soap operas, twisting events and
emotions so two people who are completely wrong for each other fall
in love and torment each other. For example, she may cause two sisters
to desire the same man and watch transfixed as the women destroy
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each other while competing for him. She also understands and uses
emotions such as lust, envy, and jealousy, and encourages deceptions,
blackmail, sexual brutality and murder.

This goddess prefers to remain behind the scenes. She has caused
wars and prevented attempts at reconciliation. Some have said that she
secretly helped the Spanish when they came to Mexico. In truth, she
helped nobody and only made things worse for both sides. Tlazolteol
has remained on Earth, traveling the world and causing trouble wherever
she goes. She has been the wife and mother of kings during the Middle
Ages, a bordello madam in California during the 1880’s, a double agent
during both World Wars, a revolutionary in Central America during
the 1960’s, and a high-class call girl during the 1980’s. People who
became involved with her all came to evil ends. Some were murdered,
others had their reputations ruined and several committed suicide. All
did terrible things to their countries, their loved ones, and everything
they stood for.

Tlazolteol continues her wanderings. She can be at the center of any
upheaval that involves romance, lust or passion. Often she plays several
roles at once, using her shape shifting abilities! More than once, the
mistresses of generals from both sides of a war have mysteriously
disappeared after no further damage could be done. The coming of the
rifts and the many dimensional rifts has only increased her opportunities
for mayhem.

Real Name: Tlazolteol

Alignment: Diabolic

M.D.C.: 8,500 (1,700 M.D.C. on Rifts Earth).

S.D.C./Hit Points (for non-M.D.C. worlds): 550 S.D.C. and 300 hit
points.

Size: varies

Weight: varies
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Attributes: 1.Q. 24, M.E. 23, M.A. 23, P.S. 24 (supernatural), P.P.
22, P.E. 20, P.B. 25, Spd 44 (30 mph/48 kmph).

Disposition: She is a temptress and manipulator. Unlike other goddesses
of lust, she cares less about making men desire her than about the
chaos she can cause through passion. If a man rejects her, she
arranges things so his lover or wife “discovers” that he was unfaithful
and leaves him or better still, kills him. She likes to put people in
desperate positions where they have to lie or commit crimes to win,
survive or escape. Many end up doing what’s necessary (and wrong)
no matter how horrible, and Tlazolteol rejoices, once again con-
vinced of the inferiority of humans.

The goddess is not much of a fighter (or a lover), but she is not
above committing murder if it will further her ends. If discovered
and attacked, she will try to kill her enemies, or run away, especially
if facing difficult odds. She will always try to flee when reduced to
half her M.D.C. If captured, she will try to make a deal with her
captors, using her feminine wiles and treachery. She always seems
to have valuable information, and will use it for bargaining, man-
ipulating or selling. Of course, Tlazolteol may try to mix in bits of
misinformation.

Horror Factor: 13 when her true nature is revealed.
Experience Level: 12th level ley line walker.

Natural Abilities: Nightvision 200 ft (61 m; can see in total darkness),
see the invisible, turn invisible at will, bio-regenerate 1D4 X 10
M.D.C. per minute. Teleport self 65%, dimensional teleport 45%.
Tlazolteol can change her shape at will (no limits). Most often she
is a black or brown haired woman with tan skin, but she can assume
any features, skin color and type of hair. She is always very beautiful
and acts in a sensual, provocative way.

Special: Soul Search: The goddess can understand the general
personality and alignment of anybody she makes eye contact with.
Their sexual dreams, desires, and fears also become clear to her,
as well as other intense goals, desires and fears. She uses this
information for the worst possible outcome. Only master psionic
characters with mind-block auto-defense are safe from this probing.

Skills of Note: Knows all domestic and espionage skills, plus prowl,
climbing, palming and concealment, at 98%. Literate in Nahuatl,
Dragonese/Elven, Quiche Mayan, Atlantean, English, Spanish and
German. Magically speaks all languages.

Combat SKkills: Hand to Hand: Assassin

Number of Attacks: Five hand to hand or two by magic.
Restrained Punch — 4D6+9 S.D.C.
Full Strength Punch — 2D6 M.D.
Power Punch — 4D6 M.D.
Bite — 1D4 M.D.

Bonuses: + 8 to strike, +5 to parry and dodge, +9toS.D.C. damage,
+3 to roll with impact or fall, +4 to save vs magic, +5 to save
vs psionics.

Magical Knowledge: Knows the following spells: blinding flash, cloud
of smoke, heavy breathing, sense magic, befuddle, chameleon, con-
cealment, fear, paralysis: lesser, fool’s gold, shadow meld, calling,
domination, heal wounds, horrific illusion, hallucination, locate,
luck curse, mystic portal and create magic scroll. P.P.E.: 900.

Psionic Knowledge: All sensitive powers plus empathic transmission,
hypnotic suggestion, and mind bond equal to a 12th level psychic.
L.S.P.: 800.

Weapons and Equipment: Varies; tends to rely on her powers.

Description: As a shape shifter who can say what is her true appearance?
Tlazolteol always appears as an exotic beauty with sparkling eyes.
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The Sons of Quetzalcoatl

Demigods & Champions of Mexico (Rifts Earth)

This is an organization led by a Kukulcan dragon named Corellion.
The group has recently appeared in the South of Mexico and is lending
protection to the natives against the vampires’ depredations. The two
feathered serpents of the group have caused the natives to believe these
beings are Quetzalcoatl and his followers, returned to save their land.
At first, Corellion denied being a god, but he realized that the humans
needed a symbol they could understand to allay their fears about facing
the demonic vampires. Thus, Corellion relented and started going by
the name Quetzalcoatl. His band of heroes have been given similar
Aztec names, depending on their abilities. Unlike many such groups
in the Megaverse, these warriors did not intend to be confused with
the old gods, but have grudgingly accepted this honor.

The Sons of Quetzalcoatl work out of the township of Old Acapulco,
around the ruins of the devastated city. From that base they launch
guerrilla raids against the vampires, most of which are a few hundreds
of miles away. Selected teams go on extended “hunting trips,” destroy-
ing as many vampires as they can. The main targets are bands of wild
vampires, but sometimes small villages are liberated. After killing the
village’s vampire ruler and his undead minions, the Sons of Quetzalcoatl
often evacuate the entire human population and take them to a safe
place in the south. This is a dangerous #rip, since wild vampire bands
and organized vampire forces often hunt down these refugees. So far,
however, the vampire kingdoms are still unaware of the wue nature and
location of this new enemy.

Some of the champions go on long-term missions to infiltrate and
spy on the larger vampire cities. Agents have been stationed in Morelos,
Xochicalco and Mexico City. There they use magic and psionic means
to send information about the vampires and important events. One of
them, the renegade vampire nicknamed Cihuateto (described in the
following pages), has risen high in the ranks of the vampire kingdom
and is a superb spy for the vampire hunters.

The Sons of Quetzalcoatl are slowly gaining swrength and confidence.
They know they are not powerful enough to directly challenge the
vampires, but they are getting ready. Corellion has sworn he will cleanse
Mexico of this pestilence or die #rying.

Relations with Other Groups

1. Other Pantheons: The Sons of Quetzalcoatl don’t know anything
about the real Aztec gods or their return to Earth. As far as they
are concerned, most creatures that claim godhood are at worst
supernatural monsters or at best conniving opportunists. Any claims
at being a deity will be met with distrust and hostility. None of
the members have met a god, except Aristophanes/Nahualli, who,
as an Atlantean, knows a bit about the deities. The evil Aztec gods
will not take kindly to these heroes, but the real Quetzalcoatl and
Xolotl will look upon them as champions worthy of their support
(unfortunately they don’t know about them yet).

2. The Coalition States: The CS doesn’t even know about the exis-
tence of this group or the vampire kingdoms even though prospec-
tive members are sometimes recruited from the Coalition States or
enemies of the States, but this is done discretely.

3. Others: The Sons of Quetzalcoatl know of Reid’s Rangers (see
Rifts Vampire Kingdoms) and have considered forming an al-
liance, but for now the two groups are too far apart geographically
to meet.

Average members of the Sons of the Quetzalcoatl

The Sons of Quetzalcoatl also have about a dozen main members,
including three ley line walkers (levels 2, 5 and 6, respectively), five
techno-wizards (specialists in anti-vampire weapons) and a mystic (level
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5). Other members of note include several robot pilots, 3 juicers and
2 partial conversion borgs. The team has a small group of heavy combat
robots and power armor, including 3 SAMAS models, 2 Titan Combat
Robots, 1 Triax Ulti-Max power armor suit, and 1 Forager Battlebot.

Additionally, the group has assembled a militia equipped with laser
rifles (Coalition models), anti-vampire weapons and light M.D.C. body
armor. The militia has about 100 members, average 2nd level wilderness
scouts or vagabonds.

Quetzalcoatl of the Sons
Kukulcan Vampire Hunter

Quetzalcoatl/Corellion is a 900 year old Kukulcan Feathered
Serpent who has devoted the last three centuries to eradicating the
vampire threat from the Earth and, ideally, the Megaverse. When
Corellion was a hatchling, his Kukulcan best friend and love was
savagely murdered by a band of Wild Vampires. The sight of his
sweetheart, torn to pieces by the monsters, sent Corellion over the
edge. The previously gentle and generous dragon became a grim and
obsessed hunter/destroyer of vampires. Hundreds of vampires and
three Vampire Intelligences have died at his hands, and tens of
thousands of vampires have been destroyed because of his ac-
tions.

A couple of years back, Corellion heard of a dimension where not
one but several vampire intelligences had managed to establish them-
selves. He wasted no time travelling there and discovered the rumors
were true and if anything, understated. The dragon was terrified by the
extent of the invasion. Realizing that he needed help, he contacted his
only surviving ally (the life span of a vampire hunter tends to be short),
the Atlantean Stone Master Aristophanes (see Nahualli, below). The
two searched for a secure base of operations and settled on the southern
coast of Mexico where the vampires still had not made much progress.
Then they started recruiting allies.

Today, Quetzalcoatl/Corellion leads an organization with almost a
hundred agents and soldiers. His recruiters travel around the continent,
finding new champions to join the cause. He has decided that the most
visible members of the organization should adopt Aztec or Mayan
identities (these are usually supplied by the natives’ superstitions) to
help the prestige of the group and rally the people.

Real Name: Corellion, but believed to be the god Quetzalcoatl.

Alignment: Scrupulous

M.D.C.: 2,000

Size: 6 feet, 2 inches (1.88 m) tall as a human, nine feet (2.7 m) long

as a kukulcan dragon.

Weight: 300 1bs (135 kg).

Species: Kukulcan dragon — considered a demigod.

Attributes: 1.Q. 20, M.E. 25, M.A. 24, P.S. 19 (supernatural), P.P.

18, P.E. 21, P.B. 22, Spd 20 (14 mph/22 kmph) running, 120 (82

mph/130 kmph) flying.

Disposition: Corellion is a dedicated leader with little time for a personal
life or sympathy for those who are not as dedicated (and obsessed)
as he. His own life has no other purpose than to fulfill his oath of
vengeance. He has friends, but he (and they) know that if he has
to sacrifice them for the greater good he will do so. Just as he would
give his own life to destroy the vampire race. The loss of his lover
and that of scores of friends and allies over the course of his war
has hardened his heart, or at least he likes to think so. In reality,
the kukulcan suffers terribly every time anybody close to him is
hurt, but he tries not to show it. Try as he might, he has never been
able to distance himself from others. As a military leader, he is very
capable and has an excellent knowledge of vampires, their tactics
and weaknesses. Nobody on his team has died because of ignorance.

Horror Factor: 13
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Experience Level: 12th level air warlock and sorcerer.

Natural Abilities: Nightvision 100 ft (30.5 m; can see in total darkness),
see the invisible, turn invisible at will, bio-regeneration 1D4 X 10
M.D.C. per minute, resistant to fire and cold (does half damage),
teleport self 88%, dimensional teleport 20% and metamorphosis at
will (48 hours; dragon ability).

Skills of Note: Basic and advanced math, basic electronics, demon/
monster lore, faerie lore, all sciences, and all wilderness skills at
98%, literate in Dragonese/Elven, Spanish, American and Atlantean,
98%; uses the tongues spell to communicate with others.

Combat Skills: Natural

Number of Attacks: Seven physical, or four breath attacks and three
physical, or three by magic.

Restrained Punch — 4D6+2 S.D.C.

Full Strength Punch — 3D6 M.D.

Power Punch — 6D6 M.D.

Kick/Tail Strike — 3D6 M.D.

Bite — 3D6 M.D.

Breath Attack — Paralysis for 2D6 melee rounds; range 100 feet
(30.5 m), six feet wide (1.8 m).
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Bonuses: +2 on initiative, + 6 to strike, +7 to parry and dodge, +2
to S.D.C. damage, +4 to pull punch, +4 to roll with impact or
fall, +6 to save vs horror factor, + 7 to save vs magic, +9 to save
vs psionics.

Magical Knowledge: Knows all air warlock spells equal to a 12th level
warlock. Also knows all air magic spells, plus all spells from levels
1-3 plus animate & control dead, turn dead, exorcism, restoration,
resurrection, remove curse, cure minor disorders, cure illness, heal
wounds, wards, and sanctum equal to a 12th level ley line walker.
P.P.E.: 600.

Psionic Knowledge: Has all sensitive, physical and healing psionic
powers, plus bio-manipulation and group mind block. I.S.P.: 130.
Weapons and Equipment: TW modified rail gun with wooden ammun-
ition, Wilk’s laser pistol, two silver daggers, and always carries
several stakes (doesn’t need mallets with his supernatural strength)

and an Egyptian holy symbol.

Description: In human guise, Corellion appears as a man with black
hair and beard (he has shaped a beard because this increases his
resemblance to the mythical Quetzalcoatl). As a kukulcan dragon,
he is a magnificent blue-white feathered serpent with emerald eyes.
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Nahualli the Sorcerer
Atlantean Stone Master & Son of Quetzalcoatl

The character who calls himself Nahualli is a True Atlantean named
Aristophanes. He has fought against vampires for centuries, traveling
through dimensions with Undead Slayers and other champions of good.
His reasons are mysterious and unclear. He claims to hunt the creatures
because it is the duty of Atlanteans to protect the “lesser races” from
vampires and other monsters. The truth is, he has stared into the face
of evil and once lost his nerve. 300 years ago, Aristophanes and two
Undead Slayers reached the lair of a vampire intelligence. The inexperi-
enced stone master had never seen such a loathsome creature. It was
hideous and obviously more powerful than any human being. The young
Aristophanes felt that he and his companions were idiotic children to
even imagine they could challenge such a creature. Panic overcame
him, and he fled. His companions were killed by the monster. It is
now a point of honor for him to make amends for his act of cowardice
and to never again let fear overcome him. Although he has valiantly
fought hundreds of vampires, his quest continues.

Aristophanes has made it a point to fight vampires almost exclusively.
Time and time again he forces himself to stare down those creatures
and control the fear that once possessed him. He has not directly attacked
a vampire intelligence, however. That opportunity always seems to
escape him. Truth be told, he is afraid he will fall prey to terror again
and let his comrades down. Corellion does understand this and knows
that he may not be able to count on his friend when it comes to a final
confrontation with any alien intelligence.

Since joining the Sons of Quetzalcoatl, Aristophanes has been known
as Nahualli by the locals, which means sorcerer, and he has adopted
the description as his code name. In his spare time, he has been conduct-
ing research on archaeological sites, hoping to find traces of the Atlan-
teans that migrated to Mexico long ago. Although this quest has been
fruitless, he has leamed a great deal about human culture.

Real Name: Aristophanes, but known as Nahualli the Sorcerer.

Alignment: Scrupulous

M.D.C.: By armor or magic.

S.D.C./Hit Points: 147 S.D.C. and 51 hit points.

Size: Six feet, 7 inches (2.0 m)

Weight: 210 1bs (94.5 kg)

Species: True Atlantean

Attributes: 1.Q. 15, M.E. 20, M.A. 15, P.S. 21, P.P. 14, P.E. 17,

P.B. 16, Spd 16.

Disposition: As Nahualli, he acts in a mysterious and bold manner to
reinforce his image as a powerful sorcerer. Privately, he is a conge-
nial and friendly person who can talk about a surprising range of
subjects. In combat, he is cool and controlled, but deep down he
fears he is a coward.

Horror Factor: 10

Experience Level: 9th level stone master

Natural Abilities: Sense vampires (1000 ft/305 m), sense ley lines,
sense rifts, and ley line phasing, all equal to a ley line walker. He
cannot be physically sransformed by magic and has an extended life
span.

Tattoos: Has 6 tattoos, including the Marks of Heritage:

® Heart impaled by wooden stake: Impervious to the bite and mind
control powers of vampires. P.P.E. to activate: 15. Duration: 9
hours.

® Flaming Sword: A magical sword that inflicts 1D8 M.D. P.P.E. to
activate: 10. Duration: 2 hours, 15 minutes.

® Simple Animal: Cheetah. Creates a cheetah servant. P.P.E. to ac-
tivate: 20. Duration: 9 hours.

® Heart Encircled in Chains: Protective aura with 675 M.D.C. P.P.E.
to activate: 40. Duration: 90 minutes.
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® Eyes: Three: Gives nightvision to 1200 ft/366 m, see the invisible
and see aura. P.P.E. to activate: 20. Duration: 90 minutes.

® Monster: Gryphon: Creates a gryphon servant (86 M.D.C.). P.P.E.
to activate: 80. Duration: 4 hours, 30 minutes.

Skills of Note: Basic and advanced math 98%, aswronomy 85%, ar-
chaeology, lore: demons and monsters 80%, lore: faerie 80%, land
navigation 82%, operate dimensional pyramids 85%. W.P. Sword,
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W.P. Energy Pistol, W.P. Automatic Pistol, athletics, and boxing.
Literate in Atlantean and Dragonese, speaks Atlantean, Greek,
Spanish and American at 95%.

Combat Skills: Hand to Hand: Martial Arts

Number of Attacks: Four hand to hand or two by magic.

Bonuses: + 1 on initiative, +2 to strike, + 6 to parry and dodge, +3
to S.D.C. damage, +3 to pull punch, +5 to roll with impact or
fall, +4 to save vs horror factor, +2 to save vs magic, and +3 to
save vs psionics.

Magical Knowledge: All stone magic, including gem powers. Has
1D4 each of 2D6 different types of gems with him at all times.
P.P.E.: 167.

Psionic Knowledge: None

Weapons and Equipment: Several techno-wizard anti-vampire de-
vices, mostly water guns and light sources. Always carries a silver
plated sword, silver cross, and several stakes and a mallet with him.

Description: A very tall, well-built man with reddish-brown hair and
goatee. He prefers cloaks and capes to other forms of dress, but
will put on an Aztec headdress for formal events.

Janelle, Daughter
of Quetzalcoatl

Dragon Hatchling and
a member of the Sons of Quetzalcoatl

Janelle is a 26-year old Kukulcan hatchling looking for adventure.
Aristophanes found her in North America where she had run afoul of
the Coalition States. When Janelle heard that another kukulcan led the
Sons of Quetzalcoatl, she enthusiastically joined the organization. She
has fallen in love with Corellion, but he is too remote and forbidding
for her to reveal her true feelings. Instead, she is always playing games
with him, poking fun at the serious leader and trying to attract his
attention with juvenile stunts. So far, these tactics haven’t worked.

The young kukulcan is an invaluable member of the group. She
provides aerial and ground reconnaissance and is one of the few creatures
that can go toe-to-toe with a vampire and have a good chance of winning.
Janelle is also a loyal friend and companion, although her childish
attitude sometimes puts of f the more serious Sons of Quetzalcoatl (some-
how, the hatchling has picked up the accent and vocabulary of a Valley
Girl, and seems to have based her life on the ancient 20th-century
movie “Buffy the Vampire Slayer!”).

Her eagerness to do the job at hand has sometimes led her into
trouble. Once, she sprung an ambush on a band of wild vampires too
early and found herself fighting half a dozen creatures on her own for
over a minute before the rest of the team arrived. She was severely
injured, but doesn’t seem to have leamed from this incident. In fact,
the attention she got from Quetzalcoatl (who yelled at her for ten
minutes) may prompt her to purposely put herself in danger again to
get his attention.

Real Name: Janelle

Alignment: Unprincipled with good tendencies and intentions.

M.D.C.: 300

Size: 5 feet, 9 inches (1.75 m) tall when in human form or nine feet

(2.7 m) long as a feathered dragon.

Weight: 130 1bs (58.5 kg) in human form or 300 1bs (135 kg) as adragon.

Species: Kukulcan dragon hatchling.

Attributes: 1.Q. 14, M.E. 12, M.A. 17, P.S. 16 (supernatural), P.P.

18, P.E. 15, P.B. 17, Spd 16 running or 80 flying (about 56 mph/90

kmph).

Disposition: A vibrant, energetic girl who has a lot of growing up to
do. She subconsciously believes nothing really bad can happen to
her and often takes needless risks. She is overconfident in her own
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abilities and faith that her friends will keep her safe. Janelle can be
annoying at times but she is very loyal, sincere, and will never
abandon or refuse to aid a friend or person in trouble.

Horror Factor: 12

Experience Level: 6th level dragon hatchling.

Natural Abilities: Nightvision 100 ft (30.5 m; can see in total darkness),
see the invisible, fire and cold resistant (half damage), teleport self
34%.

Skills of Note: Basic math 98%, demon and monster lore 55%, track
animals 50%, W .P. Rifle, W.P. Energy Weapon. Knows Dragonese/
Elven, American and Spanish, all at 98%.

Combat Skills: Hand to Hand: Basic
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Number of Attacks: Four hand to hand or two by magic.
Restrained Punch — 3D6 S.D.C.
Full Strength Punch — 1D6 M.D.
Power Punch — 2D6 M.D.
Kick/Tail Strike — 2D6 M.D.
Breath — Paralysis for 2D4 melee rounds; range 60 feet (18.3 m),
six feet wide (1.8 m)

Bonuses: +2 initiative, + 3 to strike, +4 to parry and dodge, +2 to
roll with impact or fall, +2 to pull punch, +2 to save vs horror
factor.

Magical Knowledge: Knows all elemental air spells from levels 1-2
plus call lightning. P.P.E. 70

Psionic Knowledge: Astral projection, clairvoyance, empathy, see
aura, sense evil, sense magic. I.S.P.: 40

Weapons and Equipment: TW Rifle and water grenade launcher, TW
globe of daylight flares, KEP-Special energy pump pistol, particle
beam rifle, silver cross, and silver dagger.

Description: Her human shape is that of a young human female, 18
to 20 years old, with blonde hair and blue eyes. As a dragon, she
has silver feathers decorating her slender frame.

Cihuateto

Renegade Vampire and
a member of the Sons of Quetzalcoatl

The woman who calls herself Cihuateto (after the ghostly servants
of the Aztec sun god) was born Jennifer Flores and was a heroic vampire
hunter who operated from El Paso. She and her allies made numerous
forays against the bands of wild vampires that threatened the coun-
tryside. She personally destroyed a dozen of the foul beasts. One day,
they wandered far from El Paso and met a seemingly unmolested com-
munity. The natives seemed friendly, but the vampire hunters felt they
were hiding something.

The heroes camped near the town for the night, not trusting the
villagers enough to stay inside the town. Shortly after dark, a large
band of vampires came out of the town and charged the encampment.
The attackers were organized and efficient, nothing like the wild vam-
pires they had fought before. It was a swift, brutal and one-sided fight.
All of Jennifer’s friends were slain by the monsters. Jennifer waited
for her death, but the leader of the pack, a master vampire, decided to
prolong her agony forever, and turned her into a vampire.

Three years of torture and torment followed. Her creator abused her
savagely and forced her to commit one atrocity after another in an
attempt to completely break her spirit. However, there was a tough,
resilientcore to Jennifer’s personality; a corethatsurvived the indignities
and torture. She would have eventually died, but fate intervened. The
vampires were attacked by one man, a mysterious being who single-
handedly killed the twenty-five vampires in the town. Towards the end
of the fight, as the master vampire prepared to fight the newcomer,
Jennifer broke free of his control and stabbed him in the back and into
the heart with a wooden stake. Then she waited for the stranger to kill
her as well.

The mysterious being did not attack. Instead, he asked her to tell
him her story. She complied. The stranger was obviously moved, spared
her and gave her a gift, a black ring that protected her from the control
of other master vampires. Then he told her about the Sons of Quetzalcoatl
and where to find them.

Jennifer made the trek south, feeding only on the human hirelings
of the vampires. She saved Janelle, the Daughter of Quetzalcoatl, when
the impetuous dragon was on the verge of being destroyed by a vampire
ambush. The dragon-girl immediately accepted the vampire as a friend
and was able to convince Quetzalcoatl/Corellian to accept her. Jennifer,
now calling herself Cihuateto, has proven herself innumerable times
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and has ean the respect of even Quetzalcoatl, who has never before
trusted a vampire. As to the name of the stranger — nobody knows
his identity. Cihuateto is beginning to suspect that the mysterious man
was actually a god — maybe the real Quetzalcoatl!

Cihuateto has gone on to infiltrate Mexico City and has managed to
rise among the ranks of the city authorities. Even the local vampire
intelligence does not realize that she is immune to mind control and
only sees a very competent warrior and strategist. The vampire woman
is collecting information to undermine and destroy the vampire kingdom.
She lives for the day when she can kill the intelligence that spawned
her, even though it will mean her death.

Real Name: Jennifer Flores, commonly known as Cihuateto.

Alignment: Anarchist

M.D.C.: None

Hit Points: 100 hit points. Invulnerable to all weapons, including mega-

damage weapons, except silver, wood, and magic; see vampires.

Size: 5 feet, 3 inches (1.6 m) tall.

Weight: 130 lbs (58.5 kg)

Species: Secondary Vampire — originally a human female.

Attributes: 1.Q. 14, M.E. 24, M.A. 16, P.S. 27 (supernatural), P.P.

21, P.E. 17, P.B. 12, Spd 22 (15 mph/24 kmph).

Disposition: Jennifer is a tragic figure who is fully aware that she is
doomed to die. She is too strong-willed to let her vampire nature
rule her and so she struggles to destroy her fellow undead. Her
unknown benefactor (he can be any of several deities fighting the
vampire kingdoms, at the GM’s choice) may have found a way to
cure her, but she does not know any of this. In the meanwhile, she
is keeping her cover and is grateful that the vampires in Mexico
City don’t have to commit atrocities to get their blood.
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Horror Factor: 12

Experience Level: 8th level secondary vampire.

Natural Abilities: Nightvision 1600 feet (488 m; can see in total dark-
ness), smell blood up to a mile away, does not breathe, bleed or
radiate heat. She can recognize other vampires by sight. Like all
vampires, she is impervious to most weapons (including M.D.C.
weapons), regenerates 2D6 hit points per melee, total regeneration
of limbs and body in eight hours or less, immune to poisons and
disease, immune to magical sleep and paralysis. She can shape shift
into wolf, bat or mist, summon vermin, canines and fog, and can
turn others into wild vampires.

Vulnerabilities: Affected by magic (but can’t be killedby it), vulnerable
to silver and wood, sunlight and running water.

Skills of Note: Tracking 25%, prowl 50%, speaks Spanish and Amer-
ican, 98%. W.P. Knife, W.P. Sword.

Combat Skills: Natural

Number of Attacks: Five hand to hand or two by psionics plus one
hand to hand attack.

Restrained Punch — 3D6+ 12 S.D.C. (1D4+12 H.P.)
Full Strength Punch — 2D6 M.D. (2D6+ 12 H.P.)
Power Punch — 4D6 M.D. (4D6+ 12 H.P.)

Killing Bite — 2D6 M.D.

Bonuses: +2 on initiative, + 3 to strike, + 3 to parry and dodge, + 12
to S.D.C. damage, +3 to roll with impact or fall, +5 to save vs
horror factor, +3 to save vs magic, +5 to save vs psionics, +8
to save vs psionic mind control, + 6 to save vs magic mind control.

Magical Knowledge: None. P.P.E.: 20.

Psionic Knowledge: Death trance, alter aura (self), empathy, mind
block, presence sense, sense evil, deaden pain, induce sleep, hypno-
tic suggestion, super-hypnotic suggestion. L.S.P.: 80.

Weapons and Equipment: Varies. As a hunter, she is skilled in the
use of TW anti-vampire weapons.

Description: A skinny, haggard-looking woman, her former beauty
marred by her bestial state. Her expression is often marked by
anguish and pain.
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Huitzilopochtli, the Warrior
of the Sons

Full Conversion Cyborg

Julian Mercado, an El Paso native and former caravan leader, was
the sole survivor of a caravan ambushed by wild vampires. A tough
fighter, he hurt several vampires and managed to kill one with
a high-pressure hose. When the vampires got their hands on him, they
decided to have some fun at his expense. They bled him half to death
and then staked him to the ground, leaving the desert sun to take care
of him. By chance, a party of adventurers came by the road and rescued
him from death. His limbs had become gangrenous and had to be
amputated.

Julian had squirreled away quite a bit of money and valuables. He
sold everything he owned and used the funds to give himself a new
body made of steel. He managed to get a state-of-the-art cyborg system
to replace his crippled body. The cyborg became a vampire hunter. He
joined Doc Reid for a while, but left after a dispute with Sir Raoul
Lazarious, a bullying cyber-knight who commands the Rangers in the
field. The cyborg was then recruited by the Sons of Quetzalcoat]l and
has had his armor repainted to resemble the Aztec war god. Julian is
a dedicated vampire hunter who has come to like and admire Corellion
and the others.

Real Name: Julian Mercado.

Alignment: Unprincipled.

M.D.C.: Full Cyborg Conversion: 280 M.D.C. Usually wears HI-B3

Heavy Infantry Armor which provides an additional 420 M.D.C.

Size: 9 feet (2.7 m) tall

Weight: 1200 Ibs (540 kg)

Species: Modified human (borg)

Attributes (human & bionic): 1.Q. 12, M.E. 16, M.A. 12, P.S. 28,

P.P. 24, P.E. 16, P.B. 4, Spd 132 (90 mph/144 km).

Dispeosition: There is a human being inside all the ironmongery and it
shows. Julian has a wry sense of humor and is friendly towards
everyone. He became very close to Jennifer/Cihuateto, seeing in
her another person forced into becoming aninhuman monster. Before
her mission to Mexico City, the two often worked as a highly
effective hunter/combat team. Julian is trustworthy, brave and com-
passionate.

Horror Factor: 12; he’s BIG and menacing looking.

Experience Level: 6th level Borg.

Natural Abilities/Cybernetic systems: Multi-optic eye with polarized
filters, fully loaded sensor hand (left), forearm particle beam (right
arm), silver plated knuckle blades (retractable; both hands), silver
plated wrist needle (right arm; no drug dispenser, just a needle used
to stab vampires), chemical spray built into the chest (typically filled
with ordinary water or holy water), built-in radio receiver and trans-
mitter, built-in loudspeaker, gyro-compass, bionic link with gas
filter and oxygen storage cell, headjack and amplified hearing, con-
cealed laser rod (right leg), and a secret compartment (left leg,
typically contains vampire slaying items).The bionic conversion
makes Julian immune to the vampire’s slow Kkill bite.

Skills of Note: Radio: basic 85%, pilot hovercraft 90%, pilot tank and
APC 70%, read sensory equipment 70%, weapon systems 75%,
climbing 75%, Spanish 98%, American 98%. W.P. Energy Pistol,
W.P. Energy Rifle, W.P. Heavy, W.P. Knife, wrestling and athle-
tics.

Combat Skills: Hand to Hand: Expert

Number of Attacks: Three hand to hand attacks.

Full Strength Punch — 1D6+ 13 S.D.C.
Power Punch — 1D4 M.D.

Bonuses: +7 to strike, +10 to parry and dodge, +13 to S.D.C.
damage, +4 to roll with impact or fall, +3 to save vs magic and
impervious to psionic see aura and bio-manipulation.
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Magical Knowledge: None. P.P.E.: 3

Psionic Knowledge: None

Weapons and Equipment: Colt .45 loaded with silver bullets, water
cannon, several stakes cut and balanced like knives, Coalition C-27
heavy plasma cannon, neural mace, and other odds and ends in
addition to his bionic systems.

Description: A metallic monster with a grinning death-head. His armor
has been painted with the wargod’s colors — blue legs and arms,
the lower half of the face blue and the upper half black. Two crossed
obsidian clubs are painted on his chest.

Xolotl — Dog Boy

N\

TN -
STV S
S SN

1247150)

38

This German Shepherd dog boy was one of the Son’s first recruits.
He was a runaway from Lone Star but he loves his new life and his
comrades. He was called Ricky and served the Coalition States faithfully
for three years. His team leader, a psi-stalker, decided to desert and
neither Ricky nor his fellow dog boys really understood what was
happening until Coalition Troops hunted them down and wried to kill
them all. Ricky barely escaped and wandered the wilderness of western
America alone and confused.

A recruiter from the Sons of Quetzalcoatl discovered him, and offered
him a new career as a vampire hunter. Desperate and lonely, he quickly
accepted and has never regretted his choice. He has quickly risen through
the ranks and is recognized for his skill and intelligence. The natives
venerated Ricky, identifying him with Quetzacoatl’s dog-headed com-
panion, Xolotl, and he soon adopted the name as his official code name.

Real Name: Ricky the Dog

Alignment: Scrupulous

M.D.C.: Body Armor

S.D.C./Hit Points: 75 S.D.C. and 59 hit points.

Size: Five feet, 10 inches tall (roughly 1.8 m).

Weight: 170 1bs (76.5 kg)

Species: German Shepherd Dog Boy

Attributes: 1.Q. 14, M.E. 11, M.A. 15, P.S. 20, P.P. 15, P.E. 19,

P.B. 13, Spd 33 (22 mph/36 kmph).

Disposition: Completely friendly and loyal to his friends and deadly
to their enemies. He and Janelle the kukulcan, get along very well
and trade one-liners all the time. He respects the giant cyborg Julian
and is in awe of Corellion/Quetzalcoatl. He feels an instinctive
dislike of Jennifer (the renegade vampire) because all his instincts
rebel at her unnatural existence.

Horror Factor: 9

Experience Level: 9th level Dog Boy

Natural Abilities: Sense psychic and magic energy 50 feet (15 m),
sense supernatural beings (80%), superior sense of smell, keen hear-
ing; see the Dog Boy O.C.C. in the Rifts RPG.

Skills of Note: Intelligence 74%, radio: basic 98%, pilot hovercraft
98%, read sensory equipment 85%, weapon systems 95%, climbing

tics, wrestling, American 98% and Spanish 65%, W.P. Energy
Pistol, W.P. Energy Rifle, W.P. Sword, W.P. Knife.

Combat Skills: Hand to Hand: Martial Arts
Number of Attacks: Four hand to hand attacks per melee round.

Bonuses: + 1 on initiative, +3 to strike, +4 to parry and dodge, +3
to S.D.C. damage, + 3 to roll with impact or fall, + 3 to pull punch,
+2 to save vs horror factor, +2 to save vs magic, + 1 to save vs
psionics.

Magical Knowledge: None. P.P.E.: 4.

Psionic Knowledge: Sense evil, sense magic, sixth sense, empathy
and telepathy. L.S.P.: 149.

Weapons and Equipment: Portable water cannon, metal water shot-
gun, C-14 rifle/grenade launcher, C-18 laser pistol, pair of vibro-
swords, silver dagger, a wooden cross, and Dog Boy armor (30
M.D.C.).

Description: A German Shepherd dog boy. Wears repainted Coalition
Dog Boy armor in combat and has become an expert on anti-vampire
devices and weapons. He has also leamed to pilot robot vehicles
and power armor, and owns a suit of stolen SAMAS armor.



Babylonian Gods

The Pantheon of Sumer

The ancient Sumerians created one of the oldest civilizations on the
planet. They were the first to build great cities of stone and have
organized armies. They and their successors, the Babylonians, worship-
ped a large and powerful pantheon. This pantheon was made up of
elemental gods who had to destroy their evil, monstrous parents. So,
like many others in the Megaverse, the Sumero-Babylonian deities were
involved in the struggle between Light and Darkness.

In a role-playing context, the gods of darkness are supernatural intel-
ligences distantly related to the Old Ones of the Palladium world. They
had created humanoid agents to assist them in their affairs. Their cre-
ations rebelled against the tyranny of their “ancestors” and battled them
using the powerful magic powers they had been granted. From the
ashes of this conflict rose the Gods of Light. The great intelligences
and most of their demonic servants were destroyed or banished. The
new gods accepted the worship of grateful mortals who had been freed
from the horrors of the evil ones.

Anu, Enlil, Enki and Marduk were the first of the great liberating
gods. Others followed, either sired by these four, or new arrivals from
other worlds. The pantheon survived intact for centuries until the expan-
sion of the Persian Empire. The Persians conquered the Babylonians
and persecuted the religious followers. Later, the Macedonians, under
Alexander the Great, restored the old religion, but eventually they
would again fall to the Persians, and later the Muslims, and their cult
was destroyed.

Relationship with Other Entities

1. Other Pantheons: The Babylonians felt some enmity toward the
Egyptians, but it wasn’t a deep, resentful hatred. Despite some
clashes between the two pantheons, Marduk and Ra have similar
viewpoints, and common enemies in the Gods of Darkness.

The Persian gods, particularly the gods Verethraghna and Atar
(see the Persian Pantheon) fought Marduk and Ishtar. The Babylo-
nian goddess, Ishtar, humiliated Verethraghna and extended her
own range of worshippers over parts of Persia and the Macedonian
Empire. For this reason and others, there is some bad blood between
the two pantheons, but the leaders of the Babylonian and Persian
gods are too level-headed to pay the feud too much attention.
Marduk has much the same problems as Ahura Mazda, and wants
to work with all other Gods of Light. The Persian god of evil,
Ahriman, wants to find a way to release the evil Babylonian gods
and use them for his own purposes.

Relations with the Greek pantheon are better. Alexander the
Great declared that Marduk, Anu and Zeus were all equals. As a
result, worship of the two pantheons occurred side by side, and
some gods started sharing worshippers. Marduk is impressed by
Zeus’ power and knowledge and the Lord of Olympus admires the
courage of Marduk in destroying his evil ancestor (an act that
reminds Zeus of his own problem with his father).

2. Vampires and Alien Intelligences: The Pantheon of Sumer hunts
them down whenever these entities intrude in their areas of influ-
ence. These creatures are too closely related to the gods’ own
monstrous ancestors to evoke any feelings other than fear and
hatred.

3. The Splugorth: These beings are considered alien intelligences
and treated as such, but they are too organized and powerful to be
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attacked directly. Marduk prefers to keep them under observation
and only act against them as a last resort.

Anu
The Sky God

This god was the original leader of the pantheon and the father of
many important deities to follow. Anu controlled the sky, the stars and
the seasons. He was the oldest deity worshipped by the Sumerians
(there had been older sons and daughters of Tiamat and Apsu, but they
were not widely followed). He is closer to the alien intelligences that
gave him birth than to most humanoids. Anu did not have the courage
to confront Tiamat and Apsu directly; Enki and Marduk were the ones
who did the fighting and as a result, Marduk became the new leader
of the pantheon. Anu feels some resentment about this but has acknow-
ledged that sometimes children will surpass their parents.

Anu is the least human-like of the pantheon’s members, thus, he has
little interest or compassion for the mortal races. Appealing to him will
rarely gamner intervention, unless the petitioner is a dragon, a godling,
demigod or some sort of immortal. The only other race he somewhat
respects is the True Atlanteans. Some powerful Atlantean sorcerers
have communicated with the god in the past and he might listen to and
even help an Atlantean in need.

Real Name: Anu

Alignment: Unprincipled

M.D.C.: 70,000 (35,000 in Rifts Earth; due to his origins he doesn’t

need worshippers)

S.D.C./Hit Points (for non-M.D.C. worlds): 5,000 S.D.C. and 2,000

hit points.

Size: In humanoid form he stands 6 feet (1.8 m), otherwise, Anu is a
20 foot by 10 foot (6 x 3 m) fleshy mound with tentacles.

Weight: 200 1bs (90 kg) in human form and 25 tons in monstrous form.

Species: A god/alien intelligence hybrid.

Attributes: 1.Q. 21, M.E. 29, M.A. 19, P.S. 40 (supernatural), P.P.

19, P.E. 30, P.B. 18(4), Spd 44 on the ground or air.

Disposition: Always vaguely distracted; it could be said that he has
his head in the clouds. In human form, he looks like a bad actor
trying to perform as a normal humanoid. In monster form, he is
actually more friendly and relaxed, but most mortals don’t deal well
with him in that shape. He never gets mad, but is not above crushing
an annoying mortal without remorse and carrying on with his con-
versation as if nothing had happened.

Horror Factor: 10 in human form, 17 in monster form.

Experience Level: 18th level shifter, 15th level ley line walker, 12th
level mind melter.

Natural Abilities: Nightvision 1000 feet (305 m; can see in total dark-
ness), can see in all spectrums of light, see creatures from the fourth
dimension, recognize/see through magic illusions, see the invisible,
bio-regeneration 3D6 X 10 M.D.C. every meleeround (15 seconds),
resistant to fire and cold (half damage), impervious to poison and
disease, can turn 1D6 X 100 dead, healing touch restores 1D6 X 10
hit points/S.D.C. or M.D.C., teleport self 93%, and dimensional
teleport 89%. Anu can float off the ground at running speed and
can fragment into 1D4 separate essences which can possess mortals
(seldom does this anymore).

Special: Summon Air Elements: Anu can summon 1D4 greater
air elementals and/or 4D6 lesser air elementals to do his bidding.
He can also see and speak to all air elementals.

Skills of Note: Generally not applicable — primordial force of nature.
Magically knows all languages, all lore, and any skill he finds
interesting or useful at the time; all at 90% proficiency.

Combat Skills: Natural Abilities.

Number of Attacks: Five hand to hand or psionic attacks per melee
in human form and seven hand to hand or psionic attacks in monster
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form, or three by magic spells in either form.
Restrained Punch/Tentacle Strike — 6D6 +25 S.D.C.
Full Swength Punch/Tentacle Strike — SD6 M.D.
Power Punch/Tentacle Strike — 1D6 X 10 M.D.

Bonuses: + 10oninitiative, cannotbe surprised or attacked from behind
when in monster form, + 5 to strike, +7 to parry and dodge, +25
to S.D.C. damage, + 3 to pull punches, + 3 to roll with impact or
fall, + 12 to save vs horror factor, +9 to save vs magic, +8 to
save vs psionics.

Magical Knowledge: Knows all magical spells from levels 1-15.
P.P.E.: 5,000.

Psionic Knowledge: Knows all sensitive and super psi-powers. L.S.P.:
1,500.

Weapons and Equipment: None. Relies entirely on his powers; for
example, he can create a psi-sword for each of his six tentacles.
Description: In human form, a grey-skinned, black-bearded man with
shining stars instead of eyes. In monster form, a dome of flesh with

seven tentacles and twelve gem-like, starry eyes on long eye stalks.

Enlil,
The Wind God

Enlil was Anu’s eldest son, a god of the wind. He wasn’t really
born, but was created when a fragment of Anu’s essence melded with
a greater air elemental and a mortal’s mind in a complex magic and
psionic ritual. Enlil, as a result, was much more human-like than his
father, although still very different from any mortal. Enlil acted as
Anu’s (and at first, Apsu and Tiamat’s) enforcer, destroying mortal
cities that refused to pay tribute and enemies with lightning, hurricanes
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and tornadoes. When Apsu and Tiamat conspired to destroy the gods,
Enlil was terrified and did not dare to join the rebellion. As a result,
he had to bow to Marduk’s authority after the Elder Gods had been
defeated. Enlil serves in the High Council of Sumer, along with Enki
and Anu, where they advise Marduk, although the chief god always
has the final say in all matters.

The wind god fears and hates alien intelligences like the Splugorth,
Old Ones and vampires. He sometimes visits Atlantis in his Elemental
form and tries to stir up trouble for Lord Splynncryth. On two occasions,
he has teleported into the Atlantean Refuge and destroyed hunter squads.
Enlil doesn’t dare to do much more than that, although if Marduk ever
orders an attack against Lord Splynncryth, Enlil and his army of air
elementals will lead the battle.

Real Name: Bel Enlil

Alignment: Unprincipled

M.D.C.: 63,000 (12,600 in Rifts Earth)

S.D.C./Hit Points (for non-M.D.C. worlds): 4,300 S.D.C. and 2,000

hit points.

Size: Varies at the will of the god, 7-14 feet tall (2.1 to 4.3 m).

Weight: 300 to 2,000 pounds (135 to 900 kg).

Attributes: 1.Q. 22, M.E. 22, M.A. 19, P.S. 43 (supernatural), P.P.

26, P.E. 21, P.B. 21, Spd 44 or 160 (109 mph/174 kmph) flying.

Dispeosition: Given to mood swings. Once he complained that mortals
were making too much noise and sent a flood against them. Another
time he sent rains to stop a drought and winds to blow away a
menacing insect swarm. He is very loyal to Anu; slightly less friendly
toward Marduk. Although he fears alien intelligences, he is a
courageous and fierce combatant.

Horror Factor: 14
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Experience Level: 18th level air warlock, 10th level ley line walker.

Natural Abilities: Nightvision 600 feet (183 m; can see in total dark-
ness), see the invisible, see elementals, bio-regeneration 1D4 X 100
M.D.C. per minute, invulnerable to electricity (does no damage),
resistant to energy (half damage), can turn 1D6 X 100 dead, teleport
self 84%, dimensional teleport 74%, and hover or fly at will. His
healing touch restores 4D6 hit points/S.D.C. or M.D.C.

Special: Weather control: Can create storms as per the spell, equal
to a 20th level spell caster, six times per 24 hour period at no P.P.E.
cost! He can also summon lightning six times per day atno P.P.E.
cost (inflict 1D6 to 1D6 X 10 M.D., his choice; range 2000 ft/610
m). Likewise, he can change the direction of the wind at will and
can “feel” wind changes, temperature changes and approaching wea-
ther systems. Enlil always knows his exact location and can never
get lost.

Special: Summon Lesser Air Elements: The wind god can summon
1D6 lesser air elementals at will to do his bidding. He can also see
and speak to all air elementals. Also see minions.

Skills of Note: All wilderness skills, astronomy, space navigation,
mathematics, art, demon lore, prowl, palming, pick pocket and
climbing, all at 98%. Knows Dragonese/Elven, ancient Akkadian,
Assyrian and Sumerian, and 12 other languages, all at 98%. W.P.
Sword, W.P. Spear, W.P. Archery and targeting.

Combat Skills: Hand to Hand: Expert
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Number of Attacks: Six hand to hand or three by magic.
Restrained Punch — 1D6 X 10+28 S.D.C
Full Strength Punch or Kick — 6D6 M.D.
Power Punch — 2D4 x 10 M.D.

Bonuses: +3 on initiative, +8 to strike, + 10 to parry and dodge,
+28 to S.D.C. damage, +2 to pull punch, +2 to roll with impact
or fall, +4 to save vs magic, +5 to save vs psionics.

Magical Knowledge: Knows all elemental air spells at 18th level, and
all magic spells from levels 1-4 plus calling, wind rush, call lightning,
impervious to energy, energy disruption, horrific illusion, time slip,
tongues, eyes of Thoth, luck curse, minor curse, curse: phobia,
banishment, summon fog, calm storm, and anti-magic cloud.
P.P.E.: 2,000.

Psionic Knowledge: Knows all sensitive powers plus empathic trans-
mission, group mind block, mind block auto-defense, and hydro-
kinesis. Equal to a 10th level psychic. L.S.P.: 1,000.

Minions: Enlil can summon 1D6 minor air elementals at will. If the
Council of Sumer ordered so, he could assemble an army of
2D6 X 1,000 lesser air elementals and 2D4 X 10 greater air elemen-
tals.

Description: A pale-skinned, bearded humanoid, or a gigantic, vaguely
humanoid air creature with a vague hint of a beard and a helmet on
its head.
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Weapon of Note: Sword of the Sky: An ancient rune weapon that Apsu
had taken from a dead god from another dimension. The weapon is
black in color, indestructible and has the following powers:
® 1.Q. 11 and has a telepathic link with Enlil
® Scrupulous alignment. If any being of evil alignment touches
it, the sword burns them, inflicting 1D4 X 10 M.D.
® Spell Magic: Can cast the following water elemental spells as
often as six times each per 24 hour period: rain dance, summon
storm, drought, hurricane, part waters. Equal to a 10th level water
warlock!
® Mega-Damage: 2D4 X 10 M.D., double damage to supernatural
intelligences and vampires!!

® Lightning bolt: 1D6 X 10 M.D.; range: 2,000 feet (610 m).

Enki
God of Magic

Enki was a god of the waters, but also a teacher of the arts of magic
and civilization. The son of Enlil, Enki was the most human-like of
the first generation of gods and it was his son Marduk who became the
greatest deity in the Pantheon of Babylon. This god always felt love

and respect for mortals. He was appalled by the crimes of Apsu and
Tiamat and hated following their orders.
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Enki was the only one of the early deities who actively rebelled
against his elder gods. Using powerful magic spells, powered by a great
ley line nexus at the best astrological time, Enki unleashed a spell of
immense power, the equivalent of 100,000+ P.P.E. spent in one sec-
ond. The spell was not powerful enough to destroy Apsu, but it managed
to place him in eternal (or so Enki hoped) slumber. Unable to put an
end to the alien monster, Enki consigned his “grandfather” to a dimen-
sional prison, bound with the most powerful spells he could devise.

Then he and his wife Damkina engendered Marduk to combat and
defeat Tiamat in single combat.
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As a god of magic and knowledge, Enki is fascinated by the powerful
energies coursing through Rifts Earth. He has visited Tolkeen and Lazlo
several times in disguise, learning the wonders of techno-wizardry. He
will try to protect those states against the depredations of the Coalition
States, but does not want to act openly because he fears that the Gods
of Darkness will join the Coalition in destroying any place he holds dear.

Real Name: Enki. Also known as Ea, Abzu (causing confusion with

Apsu, who is also called Abzu), Nudimmud and En-uru.

Alignment: Scrupulous

M.D.C.: 74,000 (14,800 on Rifts Earth)

S.D.C./Hit Points (for non-M.D.C. worlds): 5,000 S.D.C. and 2,400

hit points.

Size: Varies at will, 6 to 24 feet tall (1.8 m to 7.3 m)

Weight: Varies appropriately with his size.

Attributes: 1.Q. 26, M.E. 25, M.A. 26, P.S. 37 (supernatural), P.P.

23, P.E. 24, P.B. 21, Spd 66 (45 mph/72 kmph).

Disposition: A friendly and caring deity, more of a father figure than
Marduk and slightly less threatening. His power and station are
obvious to everyone, and even in disguise, they come across. Mortals
in Lazlo and Tolkeen think he is a super-powerful wizard from
another dimension. Some even suspect he may be a godling, but no
one imagines his true identity. Only Plato suspects he may be a
powerful god and he has shared this feeling only with Erin Tam.

Horror Factor: 15 (awe to good beings, horror to evil ones)
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Experience Level: 20th level ley line walker and water warlock. 12th
level shifter, diabolist and scholar.

Natural Abilities: Nightvision 2000 feet (610 m; can see in total dark-
ness), see the invisible, turn invisible at will, swim with the speed
and agility of a dolphin, breathe underwater, bio-regeneration
1D4 x 100 M.D.C. per minute, can turn 1D6 X 100 dead, teleport

42

Quentin Milton (Order #131217150)



Quentin Milton (Order

self 83%, and dimensional teleport 76%. His healing touch restores
1D6 X 10 hit points/S.D.C. or equivalent M.D.C.

Special: Magic Control: Enki can create an anti-magic cloud or
sanctum equal in strength to a 20th level mage at no P.P.E. cost,
once every two hours! The cloud, unlike the normal spell effect,
resembles a light, white fog. Otherwise its effects are the same.

Skills of Note: Knows all science, technical, pilot related, and domestic
skills, plus computer hacking, cryptography, radio: basic, surveil-
lance systems, horsemanship, pilot all boats, automobiles, motorcy-
cles, and hover vehicles at 98%. W.P. Sword and W.P. Spear.

Combat Skills: Hand to Hand: Martial Arts

Number of Attacks: Seven hand to hand melee attacks or three by
magic.

Restrained Punch — 6D6+22 S.D.C

Full Strength Punch or Kick — 5D6 M.D.
Power Punch — 1D6 X 10 M.D.

Kick — 5D6 M.D.

Bonuses: +2 on initiative, + 6 to strike, +9 to parry and dodge, +22
to S.D.C. damage, +3 to pull punch, +3 to roll with impact or
fall, + 10 to save vs horror factor, +6 to save vs magic, and +7
to save vs psionics.

Magical Knowledge: Knows ALL spell magic, including spells of
legend, and all water elemental magic at 20th level of ability. He
also knows all circles and wards at 16th level of ability. P.P.E.:
8,000.

Psionic Knowledge: Knows all sensitive and physical powers at 10th
level. I.S.P.: 450.

Weapons and Equipment: None. Relies mostly on his magic and wits.

Description: Enki appears as either a mature man with black hair, or
a creature with the front parts of a goat and the tail of a fish, which
he uses to travel under water (same speed as when running).

Marduk
Lord of the Gods

Marduk was the son of Enki and Damkina. He was originally a god
of thunderstorms. When the gods rebelled against Apsu and Tiamat,
however, young Marduk took the initiative and challenged Tiamat in
single combat. The battle was of epic proportions. Marduk was no
match for the monster in hand to hand combat so he used his magical
net to temporarily trap the creature, then forced her jaws open with
powerful winds and telekinesis, and shot arrow after arrow into her.
Severely wounded, Tiamat tried to flee but was imprisoned in another
dimension. Some of the servants of Tiamat were forgiven, but the more
demonic or inhuman ones were destroyed or banished.

With this victory, Marduk assumed the role of chief deity in the
Babylonian Pantheon. Marduk claimed for himself the Tablets of Des-
tiny, powerful artifacts that allow him glimpses of the future and which
confer enormous power and authority to the wielder. He was given the
title Bel (Lord) and ruled gods and men with severity but faimess.
Among humans, he became a god of cities and order and recognized
as a protector of civilization and is a god who desires peace and pros-
perity. Marduk is also a friend of Dragonkind: one of his symbol is the
dragon and he has relied on the advice of several ancient dragons on
many occasions. Tiamat and its imitator, the Queen of Dragons, have
tried to destroy this relationship, spreading stories that Marduk is a
dragon-slayer.

Marduk became interested in Rifts Earth shortly after the eruption
of the ley lines. He saw with dismay that civilization had collapsed and
where it reappeared it was controlled by tyrants, bigots and hate-mon-
gers. Marduk is especially fearful of the machinations of the Splugorth,
who he realizes are distant cousins of Apsu and Tiamat, the mortal
enemies of Light. To combat the danger of the Splugorth, Marduk is
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assembling a select team of godlings, demigods, young dragons and
other champions of good. The team will be sent on missions of espionage
and sabotage against Atlantis in preparation for the day when he feels
strong enough to launch a large-scale attack (not likely for several
centuries).

Real Name: Commonly known as Bel Marduk, but it is said that his
full name has 50 secret names so any magic that needs his True Name
would only work if all 50 names were known (and they are not).
Alignment: Principled good

M.D.C.: 80,000 (16,000 on Rifts Earth). Without the Tablets of Des-

tiny, he would have 60,000 M.D.C. (12,000 on Rifts Earth).

S.D.C./Hit Points (for non-M.D.C. worlds): 6,000 S.D.C. and 2,000

hit points.

Size: Ranges from 6 to 24 feet (1.8 m to 7.3 m).

Weight: Varies with size.

Attributes: 1.Q. 23, M.E. 28, M.A. 24, P.S. 50 (supernatural), P.P.

22, P.E. 26, P.B. 19, Spd 88 (60 mph/ 96 km).

Disposition: The picture of a wise, powerful, forceful, yet compassion-
ate king. He will listen to any source of good advice, even if it is
coming from mortals. He respects all life and will not take it lightly.
He is extremely courageous and will fight for what he believes even
if the odds are against him.

Horror Factor: 16 (awe to good beings, horror to evil ones)

Experience Level: 20th level air and water warlock, 16th level ley line
walker, and 10th level shifter.

Natural Abilities: Nightvision 1000 feet (305 m; can see in total dark-
ness), see the invisible, turn invisible at will, bio-regeneration
1D6 X 100 M.D.C. per minute, resistant to fire and cold (half dam-
age), impervious to poison and disease, can turn 2D6 X 100 dead,
teleport self 96%, dimensional teleport 88%. His healing touch re-
stores 1D6 X 10 hit points/S.D.C. or equivalent M.D.C.

Special: Wind Blasts: Super powerful wind rush that strikes an
opponent like a hammering blast. Inflicts 2D6 X 10 M.D., with a
range of 4,000 feet (1200 m). Each blast counts as one melee attack.

Skills of Note: Art, lore: demons and monsters, astronomy, all wilder-
ness, all at 98%. Magically knows all languages. W.P. Sword, W.P.
Blunt, W.P. Chain, W.P. Archery and targeting.

Combat Skills: Hand to Hand: Martial Arts

Number of Attacks: Seven hand to hand attacks per melee or psionics,
or three by magic.

Restrained Punch — 1D6 X 10+35 S.D.C.
Full Strength Punch or Kick — 6D6 M.D.
Power Punch — 2D4 X 10 M.D.

Kick — 6D6 M.D.

Wind Blast — 2D6 X 10 M.D.

Bonuses: + 3 oninitiative, + 6 to strike, +9 to parry and dodge, +35
to S.D.C. damage, +3 to pull punch, +3 to roll with impact or
fall, +12 to save vs horror factor, +7 to save vs magic, +8 to
save vs psionics.

Magical Knowledge: Knows all air and water spells, and all magic
spells from levels 1-15, including spells of legend. P.P.E.: 10,000.

Psionic Knowledge: Knows all sensitive powers. L.S.P.: 800.

Allies: Marduk knows several other Gods of Light, including Ra,
Apollo, Isis, Ahura Mazda, Brahma and Quetzalcoatl. He is also
on good terms with Enki and Enlil who will obey his every command.
He also affilitates with dragons, spirits of light, and all champions
of Light.

Minions: Marduk has several godlings at his command, as well as
Scorpion people (see below), elementals, spirits of light and mortal
worshippers.

Weapons and Equipment: 1. Scepter of Power: A greatest rune
weapon, a silver rod with a dragon curled around the head. It is a
symbol of Marduk’s authority and a powerful item.
® 1.Q. 15 and has a telepathic link to Marduk.
® Indestructible; silver in color with emerald eyes.
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® Principled alignment. If any creature of evil alignment touches
it, the scepter inflicts 1D4 X 10 points of damage, and will continue
to do so each melee it is held.

® Spell Magic: The scepter can cast each of the following spells
three times per 24 hour period: calm storm, summon storm, close
rift, banishment and rain dance. Spell strength equal to a 10th level
sorcerer.
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® Ley Line Storms: The scepter can start a ley line storm if it
strikes a nexus point! The storm lasts 2D4 minutes; the wielder of
the storm is unharmed by it.

® Mega-damage: The scepter inflicts 2D4 X 10 M.D. if used as a
weapon.

2. Spear of Lightning: This magical weapon is a solid metal spear,
seven feet (2.1 m) in length, made out of a single silvery piece.
® Mega-Damage: It inflicts 1D6 x 10 M.D.
® Call lightning: Works as the spell, but inflicts 1D4 X 10 M.D.
Using it this way counts as one melee attack.
® Can be thrown and returns magically to wielder. Range: 1000
feet (305 m).

3. Marduk’s Net: Characters hit by the net become entangled, lose
three melee attacks per round and are —4 on all combat bonuses. It
takes 2D4 melee actions/attacks to untangle oneself from the net. It
will hold anyone with a P.S. 60 or less; half the time to escape for
creatures with greater strength. The net also interferes with any attempt
to teleport or dimensional teleport (— 60% to successfully teleport).

4. Marduk’s Bow: A magical weapon with supernatural range and
damage. Arrows inflict 1D6 X 10 M.D.; range: 4000 feet (1200 m).

5. The Tablets of Destiny: These items are incredibly ancient relics
that existed before Apsu or Tiamat appeared in the Megaverse. He who
possesses The Tablets will find his power enormously increased. A
mortal would become an M.D.C. creature (doubles hit points and S.D.C.
and convert to M.D.C.) and +1 to save vs magic. A supernatural
creature would find his M.D.C. doubled, and a being with godlike
powers would get an additional 20,000 M.D.C. Besides those physical
bonuses, the owner knows all languages, including lost/ancient ones.
He can understand the workings of any magic and device if he is
interested in examining it. With the Tablets, Marduk could leam to
manufacture a Techno-God device. Furthermore, the owner will receive
glimpses of significant events in the future (fundamentally a cosmic
version of clairvoyance and the oracle spell). Through the tablets, Mar-
duk has leamed of the arrival of the Mechanoids to Rifts Earth, the
coming of the Four Horsemen of the Apocalypse, and the evil events
wcanspiring in Camelot.

Ishtar
Goddess of Love & War

Ishtar was the goddess of fertility and love, but also the deity of war
and bloodshed. She was a daughter of Anu, one of the new generation
of gods that took over the pantheon. Ishtar is a cheerful, energetic
goddess always ready for action, but sometimes succumbs to the heat
of the moment without thinking things through. She has also been
known to be lecherous, unfaithful, and dangerous when somebody turns
her down. Although officially a member of the Gods of Light, she
fights the forces of evil more out of spite than from any sense of duty
or morality.

Ishtar hates the goddess of the underworld, Ereshkigal, and will go
to any length to destroy her. This animosity all began when Ishtar
expelled Lilith from an area the goddess wanted for a temple in her
own honor. Lilith turned to Ereshkigal for help and the two plotted
against Ishtar. When Ishtar foolishly tried to become the queen of the
underworld, Ereshkigal made her move. Ishtar and her bodyguards
were ambushed as soon as they arrived at the land of the dead. Ishtar
was overcome, bound with mystical chains, and hung up and tortured
by Ereshkigal and her minions. Ishtar was brought to the brink of death
several times, then healed so the torment could continue. Eventually,
the other gods realized what was happening. Enki pleaded with and
threatened Ereshkigal. The goddess eventually let Ishtar go, but Ishtar
had to swear an oath to bring some other god to take her place in the
underworld. Ishtar and several demons #raveled the land and found
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Ishtar’s husband, the god Tammuz, celebrating the supposed death of
his promiscuous and violent wife. Enraged, Ishtar had Tammuz sent
to the Underworld in her stead. Years later, however, she regretted her
rash actions (Enki also reprimanded her for making a deal with the evil
goddess) and undertook a quest that eventually led to Tammuz’s rescue.

Ishtar loves war and conflict, but she loves great warriors even more.
A heroic mortal, especially a being of magic like a tattooed man, or a
powerhouse like a juicer, might catch her fancy (having an Physical
Beauty of 16 + helps). If the character is for some reason not interested
in having an affair with a supremely beautiful woman, Ishtar will never
forgive his rebuke and will find an indirect way to punish him, such
as informing an enemy of the character’s whereabouts. The fickle and
impetuous goddess could easily regret this action and come back to the
mortal to save him and/or ask for forgiveness (and incidentally making
a pass at him yet again). Few gods show such a befuddling duality of
nature.

During the course of her career, Ishtar has had affairs with dozens
of major deities from other pantheons. The lecherous gods of Olympus
were eager to accept her advances and even some of the pious Persian
and Hindu gods were seduced by her. She even managed to warm up
a few icy Asgardians! If Ishtar started naming names, there would be
blushes and fights all over the Megaverse!

Real Name: Ishtar, also known as Innana.

Alignment: Anarchist and given to rash judgements and whims.

M.D.C.: 43,000 (8600 on Rifts Earth)

S.D.C./Hit Points (for non-M.D.C. worlds): 3,000 S.D.C. and 1,300

hit points.

Height: Ranges from 6 to 24 feet (1.8 m to 7.3 m).

Weight: Varies with size.

Attributes: 1.Q. 22, M.E. 21, M.A. 26, P.S. 40 (supernatural), P.P.

24, P.E. 23, P.B. 27, Spd 88 (60 mph/ 96 km).

Dispeosition: A spoiled princess, she can be joyful and charming one
moment and vengeful, vindictive and cruel the next. If she doesn’t
get her way she will pout and try to manipulate things to her advan-
tage. If she is still thwarted despite her efforts, she will become
angry and spiteful.

When she is attracted to a male (god or mortal), Ishtar will be
totally devoted to him, helping him, lending or giving him powerful
magic items, and sometimes fighting his fights (much to the warrior’s
humiliation). But this adoration is always short-lived. If the male
returns her affection, she will become bored of the character in 3D4
days and leave his side, likely never to return. If a character resists
her advances she will be initially intrigued, challenged and continue
to try to win his affection. However, after a while, she may become
offended, frustrated and angry, and things may degenerate into a
love-hate relationship that may lead to death and destruction.

Horror Factor: 14 (awe to good beings, horror to evil ones)

Experience Level: 15th level ley line walker and warrior.

Natural Abilities: Nightvision 200 feet (61 m; can see intotal darkness),
see the invisible, bio-regeneration 3D6 X 10 M.D.C. per minute,
resistant to fire and cold (half damage), healing touch restores
1D6 X 10 Hit Points/S.D.C. or M.D.C., teleport self 81%, and di-
mensional teleport 78%.

Skills of Note: All domestic, espionage and rogue, plus horsemanship,
sail boat, and land navigation, at 98%. Magically knows all lan-
guages. W.P. Sword, W.P. Spear, W.P. Energy pistol, W.P. Energy
rifle.

Combat Skills: Hand to Hand: Assassin

Number of Attacks: Eight hand to hand or psionic attacks per melee
round or two by magic.

Restrained Punch — 6D6 +25 S.D.C.
Full Swength Punch — 5D6 M.D.
Power Punch — 1D6 X 10 M.D.

Kick — 6D6 M.D.
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Bonuses: +4 on initiative, +11 to strike, +8 to parry and dodge,
+25 to S.D.C. damage, + 3 to pull punch, + 3 to roll with impact
or fall, +11 to save vs horror factor, +5 to save vs magic, +4 to
save vs psionics.

Magical Knowledge: Knows all spells from levels 1-4 plus calling,
apparition, fire ball, impervious to energy, mask of deceit, escape,
sleep, globe of silence, magic pigeon, tongues, eyes of the wolf,
invulnerability, negate magic, and protection circle: simple. P.P.E.:
3,000.

Psionic Knowledge: Empathy, alter aura, clairvoyance, levitation, psy-
chic surgery, bio-manipulation, group mind block and mind block
auto-defense. I.S.P.: 400.

Allies: Has many friends and lovers among several pantheons and many
humanoid races. However, for every friend and lover there are two
enemies!



Minions: None per se.

Description: A gorgeous black-haired woman with intense grayish-blue
eyes. She will be wearing either a skimpy, semi-transparent short
tunic, or full battle regalia, complete with scale armor, spear and
shield.

Weapons and Equipment: 1. Sword of Victory: A greatest rune
weapon, dark red in color, with a sculpted hilt showing two linked
dragons; the dragon heads end in the hand-guard.
® 1.Q. 12 and has a telepathic link with Ishtar.
® Anarchist alignment: If any creature of evil alignment touches
the sword, it inflicts 1D4 X 10 points of damage every melee that it
is held.
® Mega-Damage: the sword inflicts 2D6 X 10 M.D., double dam-
age to dragons, vampires, demons and Splugorth.

2. Spear of Vengeance: A long, golden-tipped spear, a magical
weapon that inflicts 2D4 X 10 M.D. Can be thrown and returns
magically to its owner. Range: 2000 feet (610 m).

3. Magical Scale Armor: 1,000 M.D.C. and weightless.

e

o
o

7
%

7

N
N
N

Tammuz of the Soil

Tammuz was a symbol of prosperity and fertility, using his powers
to help crops grow. The use of his powers helped make the Mesopota-
mian region known as the most fertile soil of the ancient world. He is
worshipped in several parts of the Megaverse and if Tammuz wanted
to, he could win millions of followers on Rifts Earth. He loves to be
the center of attention so he may decide to do just that.

Tammuz was one of the most handsome of the deities and many
thought that he and Ishtar were made for each other and they wed.
Ishtar soon became tired of Tammuz and a life of monogamy and started
travelling the Megaverse in search of excitement and new romance.
Tammuz was enraged but there was little he could do. For one, Ishtar
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was a daughter of Anu and he wasn’t going to antagonize one of the
oldest gods. For another, Ishtar, the goddess of war, could mop the
floor with him. The frustrated and sad Tammuz could do little to resolve
the matter. It is no wonder then, that when he learned that his wife had
gotten her just deserts in Ereshkigal’s realm, he started celebrating.
Unfortunately for him, Ishtar escaped and turned him over to the Mistress
of the Dead’s not so tender mercies (see Ishtar, previously described).

After several years of torture by Ereshkigal and Nergal, Tammuz
was rescued by a repentant Ishtar. The couple came to an amicable
agreement, all but annulling their marriage vows. Now both gods spend
time with whomever they please and sometimes even with each other;
no questions asked. This immoral behavior has shocked Anu and an-
noyed Marduk (Enki, who has been guilty of his own escapades, is
more understanding). Neither god has decided to do anything about it
other than grumble during family meetings.

Real Name: Tammuz. Also known as Dummuzi.

Alignment: Unprincipled

M.D.C.: 30,000 (6,000 M.D.C. on Rifts Earth)

S.D.C./Hit Points (for non-M.D.C. worlds): 2,000 S.D.C. and 1,000

hit points.

Size: Ranges from 6 to 24 feet (1.8 m to 7.3 m).

Weight: Varies with size.

Attributes: 1.Q. 19, M.E. 17, M.A. 18, P.S. 24 (supernatural), P.P.

18, P.E. 22, P.B. 25, Spd 33.

Disposition: Friendly and outgoing, but shallow and timid. He prefers
to have a good time above all else and loves a party, even if it is
thrown to celebrate a horrible event, like his wife’s death. He likes
to make passes at attractive women at social gatherings, although
unlike his wife, he doesn’t go out of his way to seduce people. He
is very self-centered and loves to be flattered and praised.

Horror Factor: 11 when he reveals and proves his identity.

Experience Level: 12th level water warlock and 8th level dryad (see
Rifts England).

Natural Abilities: Nightvision 200 feet (61 m; can see in total darkness),
see the invisible, bio-regeneration 2D6 X 10 M.D.C. per melee (15
seconds), teleport self 62%, dimensional teleport 51%.

Special Fertility Aura: He can ensure good crops for a 24 mile
(38 km) radius, by concentrating for a few minutes. By spending
100 P.P.E., he can double this radius; by spending 500 P.P.E. he
can double it again, and so on. At a nexus point, drawing from the
energy of several magicians and worshippers, Tammuz could ensure
the food for an entire nation! This power affects the weather of the
area in such a way that the right amounts of rainfall, sun and heat
will occur. As long as no major natural or artificial disasters (such
as earthquakes and warfare) befall the area, local farmlands will
yield 50+ 4D6% more than their previous record!

Skills of Note: Knows all domestic and wilderness skills, plus herbol-
ogy, horsemanship and sail boat, all at 98%. Knows Dragonese/
Elven, all languages of the ancient Near East, and 10 Earth lan-
guages, at 98%.

Combat Skills: Hand to Hand: Basic

Number of Attacks: Four hand to hand attacks per melee round or
two by magic.

Restrained Punch — 4D6+9 S.D.C.
Full Strength Punch — 2D6 M.D.
Power Punch — 4D6 M.D.

Kick — 2D6 M.D.

Bonuses: + 4 to strike, +5 toparry and dodge, + 9 to S.D.C. damage,
+2 to pull punch, +4 to roll with impact or fall, +5 to save vs
horror factor, +5 to save vs magic, +2 to save vs psionics.

Magical Knowledge: Knows all warlock water spells and dryad magic.
He can also prepare magical herbs. P.P.E.: 2,000.

Psionic Knowledge: None

Weapons and Equipment: Nothing of note.

Description: A strikingly handsome, clean-shaven young man. Often
clad in green and gold robes.
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Babylonian Gods of Darkness

Apsu, Of The Abyss

Apsu was called the god of the abyss where the deepest waters
flowed. In reality, he was not a true deity seeking worshippers, but a
murderous, sadistic alien being. A P.P.E. vampire who fed on the
suffering and fears of lesser beings. His race is unknown, although he
is probably closely related to the Old Ones from the Palladium world
and may be some sort of alien intelligence. Apsu was a being of such
power that neither gods nor men dared attack him. He had created a
small army of beings of godlike power to serve him and he had enough
might to crush any single Splugorth by himself. The monster would
take over one dimension, inflict suffering and misery on its inhabitants
until the world was sucked dry, and then move on.

This started to happen on Earth. Apsu, his consort and near equal
Tiamat, and his underlings all set up in the fertile land between two
rivers in Mesopotamia, where some of the earliest known civilizations
were beginning. Atlantis already existed, but Apsu did not want to face
determined opposition this early on. Thus, he decided to establish a
power base elsewhere. He instructed his god-slaves to teach these pathe-
tic mortals the arts of magic and civilization, the better to exploit them
later. It was a process similar to raising a herd of cattle. Apsu would
see to it that the people grew in numbers and power, expanded their
nation’s borders, and then he would feast on them all.
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Something went wrong, however. Some of the less evil gods under
his evil rule could not stomach his orders and they spoke up against
his plans. Apsu, counseled by the evil god Mummu, decided to destroy
these unworthy beings. Tiamat asked for some time to decide which
gods deserved to be destroyed and which could be punished and/or
turned.

Apsu hesitated for too long, allowing Enki to muster enough courage
to strike first. By a stroke of luck, Apsu had been recently weakened
fighting an ancient dragon who had foolishly tried to usurp Tiamat’s
titles. Enki’s magics were enough to subdue Apsu. According to
legends, Enki was able to slay the monster after he was asleep, but in
reality Enki only consigned him to eons of mystic slumber, like the
Old Ones.

A few demon lords have tried in vain to release Apsu. Very few
beings who may have enough power to free Apsu are willing to do so.
Not even Tiamat is eager to release her former consort. Apsu is likely
to wake up in a berserk rage and lay waste to several dimensions before
running into enough opposition to stop him. Nobody, except perhaps
the most insane, want that to happen.

Note: Even in his dormant state, Apsu is vaguely aware of momentous
events on Earth, like the eruption of the ley lines, the growing power
of the Splugorth and vampire intelligences, the arrival of the Four
Horsemen of the Apocalypse, the creation of the Gargoyle Empire and
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the turmoil in China. The information came to him in the form of
annoying dreams. The quick succession of these events is beginning to
stir him. At first, he will not be able to awaken fully, but he may
awaken enough to send a fragment of his life essence to Earth, possess
a body and start to bring about his return.

Real Name: Unknown

Alignment: Diabolic

M.D.C.: 250,000. When (if) he awakens, for about a month or so,

Apsu will be reduced to a “mere” 95,000 M.D.C. As he accumulates

magical energy and followers, his M.D.C. will slowly grow to a quarter

million; it is not reduced on Rifts Earth.

S.D.C./Hit Points (for non-M.D.C. worlds): 20,000 S.D.C. and

5,000 hit points.

Size: 40 feet (12 m) in diameter and 20 feet (6 m) tall

Weight: 75 tons

Species: Alien Intelligence

Attributes: 1.Q. 27, M.E. 30, M.A. 22, P.S. 70 (supernatural), P.P.

24, P.E. 30, P.B. 3, Spd 88 (60 mph/96 kmph floating, flying or

swimming).

Disposition: Apsu is an entity of pure evil who will only speak with
mortals if he can somehow use them. As for gods and other alien
intelligences, Apsu will be threatening and bullying, confident in
his incredible power. Only when faced with an equal (the Midgard
Serpent or one of the Old Ones), will he be diplomatic and ingratiat-
ing. It will take a legion of gods, godlings, demigods, dragons and
powerful mortals to defeat him again.

Horror Factor: 19

Experience Level: 20th level ley line walker and master of bio-wizardry
(see Rifts Atlantis) and temporal magic (see Rifts England).

Natural Abilities: Nightvision 2000 feet (610 m; can see in total dark-
ness), see the invisible, turn invisible at will, bio-regeneration
1D4 x 100 M.D.C. per melee round (15 seconds), teleport self 93%,
dimensional teleport 89% (unable touse this power at the moment).
Semi-indestructible! Kinetic energy attacks (punches, stabs, etc.)
do ONE-TENTH damage to Apsu, unless they are inflicted by mag-
ical weapons! Non-magical energy attacks do one-quarter damage.
Magical and psionic attacks inflict normal damage. Apsu is imper-
vious to heat, cold, disease and poison/drugs and does not breathe
air. Also see the attack section for the engulf power.

Vulnerabilities: Apsu takes double damage from rune weapons of good
alignment and silver S.D.C. weapons do double M.D. against him.
Weapons made from Millennium Trees do ten times more damage!!

To kill Apsu, it is necessary to bring him to —1000 M.D.C. At
zero M.D.C., all of his bonuses and attacks will be reduced by half,
but he will try to escape the moment he is reduced to 30,000 points
or less.

Skills of Note: Most skills are not applicable. Magically knows all
languages and lores at 98%.
Combat Skills: Natural Abilities.

Number of Attacks: Ten per melee round via hand to hand or five by
magic or psionics.
Restrained Punch — 1D6 X 10 M.D.
Full Strength Punch — 3D4 X 10 M.D.
Power Punch — 4D6 X 20 M.D.
Engulf — Special: This attack consists of Apsu making his body a
dense gelatin and washing over his enemy. This allows him to absorb
and trap his opponent(s), inflicting 1D6 X 10 M.D. automatically
every melee round. The victim is in agony and loses half of his
melee attacks, all combat bonuses and skills and will start to drown!
Physical attacks inflicted while inside Apsu will do no damage to
the creature, even from magic weapons. A being with a P.S. of 40
or higher can struggle to pull himself out of Apsu in six melee
actions (about 22 seconds). Spells cannot be cast inside Apsu (treat
his insides like an anti-magic cloud) and teleport attempts into and
out of him are at —40%.
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Bonuses: +2 on initiative, +6 to strike, +6 to parry and dodge, +1
to roll with impact or fall, + 15 to save vs horror factor, +8 to
save vs magic, + 8 to save vs psionics.

Magical Knowledge: Knows all spells from levels 1-15, including
spells of legend and all temporal magic spells as well as the secrets
of bio-wizardry (excluding the making of rune weapons). P.P.E.:
12,000.

Psionic Knowledge: Knows all sensitive powers plus empathic trans-
mission, mind block auto-defense and bio-manipulation. 1.S.P.
2,000.

Weapons and Equipment: Relies entirely on his powers.

Description: A shapeless blob of inky darkness with pseudopods form-
ing and reforming from his body. A huge eye is in the middle of
this dark mass. Shooting the eye has no effect — it is a prop the
god uses (his senses don’t depend on it). He can sometimes form a
vaguely humanoid head. He doesn’t speak, but communicates tele-
pathically or empathically with a terrifying mind-voice that itself
has a Horror Factor of 15 (20 for psionics sensitive without mind
block). Apsu is a source of pure evil, one that seeks to devour all
that exists.

A
e

Tiamat

Evil Apsu had a powerful partner, a giant serpent who called herself
Tiamat. She had counselled against Apsu’s plans to destroy the lesser
gods, not out of any goodness of her heart (like some mortal chroniclers
later claimed), but because she thought the gods should be exploited
and manipulated instead. When Apsu was brought low by Enlil however,
she grew enraged and marched against the gods leading an army of
monsters and demons. To avoid a blood bath, Marduk met her in a one
on one duel — winner takes all. Tiamat was severely wounded and



barely escaped, but managed to teleport to a safe haven. Marduk was
the victor.

For several centuries, she hibernated and healed. When she woke
up, her powers were much reduced from the loss of followers and the
battle itself. Still, she started plotting her revenge. She wasn’t interested
in helping Apsu, because she would only be his underling. She couldn’t
attack the Gods of Babylon openly, because they would all rally to
Marduk’s side and this time she might be killed. Instead, Tiamat decided
to let the gods believe she may have crawled off to die or fled to another
dimension. Meanwhile, her demonic agents looked for a good power
base, with Rifts Earth a most promising candidate.

Some of her servants can already be found in the Phoenix Empire
and Atlantis. Others work their evil on Wormwood. Tiamat may try
to forge an alliance with the Splugorth, or any evil power that can
assure her of victory over her enemies.

Real Name: Tiamat

Alignment: Diabolic

M.D.C.: 60,000 (30,000 on Rifts Earth)

S.D.C./Hit Points (for non-M.D.C. worlds): 5,000 S.D.C. and 1,000
hit points.

Size: 300 foot long (95 m) serpent!

Weight: 60 tons

Species: An unique monster of unknown origin.

Attributes: 1.Q. 26, M.E. 23, M.A. 22, P.S. 60 (supernatural), P.P.
19, P.E. 26, P.B. 3, Spd 88 (60 mph/96 kmph).

Disposition: An alien creature without a shred of compassion or sym-
pathy. An eater of human flesh and drinker of emotions. Even her
demon underlings are afraid to get too close to her. When angry or
upset, she tends to forget herself and takes a bite of anything around
her.

Horror Factor: 18

Experience Level: 18th level ley line walker.

Natural Abilities: Nightvision 1000 feet (305 m; can see in total dark-
ness), see the invisible, bio-regeneration 4D6 X 10 M.D.C. per melee
round (15 seconds), doesn’t need to breathe air, can swim on or
under water, resistant to energy (half damage), impervious to poison
and disease, impervious to magic potions, can animate and control
1D6 X 100 dead, turn 1D6 X 100 dead, teleport self 96%, dimen-
sional teleport 91 %. Her healing touch restores 1D6 X 10 hit points/
S.D.C. or M.D.C.

Special: Killing Breath: The monster can breathe forth a glacial
wind that saps vitality from her targets. Damage: 3D6 X 10 M.D.,
plus the victim feels weak and tired (reduce speed and combat
bonuses by half). Range: 2000 feet (610 m). A powerful enough
counter-wind (Marduk’s wind blasts, for instance) will cause Tiamat
to inhale her killing breath and take damage herself!

Special: Retractable Tentacles: The seven tentacles that crown
her head can magically extend up to 30 feet (9 m) in length. Each
is prehensile and agile, allowing each to strike, parry, grab or en-
tangle independently.

Skills of Note: Generally not applicable. Knows demon/monster lore
at 98%.

Combat Skills: Natural Ability.

Number of Attacks: A total of 10 hand to hand (tentacle, tail, bite)
attacks per melee round or three by magic.
Bite — 2D6 X 10 M.D.
Tail Strike — 3D4 X 10 M.D.
Stinger — 2D6 X 10 M.D. plus paralyzing poison. Victims are —4
to strike, parry or dodge for 1D4 rounds unless a save vs poison
(15 or higher) is made. This poison will affect dragons and super-
natural creatures!
Tentacle Strike — 5D6 M.D.
Killing Breath — 3D6 X 10 M.D. plus penalties.
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Bonuses: + 2 on initiative, + 6 to strike, + 10 to parry, +6 to dodge,
+4 to roll with impact or fall, + 12 to save vs horror factor, +8
to save vs magic, +8 to save vs psionics.

Magical Knowledge: Knows all spells fromlevels 1-15. P.P.E.: 6,000.

Psionic Knowledge: Knows all sensitive powers plus empathic trans-
mission. L.S.P.: 200.

Weapons and Equipment: None.

Allies: Other evil gods, dragons, demon lords and the forces of evil.
She and the Persian god Ahriman have often considered working
together, but they are both too megalomaniacal to be good partners.

Minions: Tiamat can summon 1D6 gallu bulls, or galla demons or
scorpion people (see minions at the end of this section) with
maximum M.D.C. and will consider working with any evil beings.
Mortal worshippers are usually monster races, assassins and thieves.

Description: Tiamat is a monstrous snake several times larger than
most dragons! The body is covered in metallic red scales and her
tail is shaped like a scorpion’s stinger. Seven tentacles encircle the
upper half of her head. They can be extended up to thirty feet and
are used to strike and ensnare enemies and prey. Unlike most gods,
Tiamat cannot transform into any other shape, although she can
create illusions of herself as a humanoid.

Mummu, The Maker

This god of craftsmanship and engineering was Apsu’s and Tiamat’s
trusted servant. The god was very helpful to the two, because neither
knew nor cared about technology, but they realized its value. As a
result, Mummu was made their main advisor. A pragmatic god, Mummu
did not condone many of the horrible acts of his masters, but he decided
to support what he considered to be the winning side.

When the Gods of Sumer started protesting Apsu’s policies, Mummu
advised Apsu to destroy them immediately, without mercy. Apsu hesi-
tated too long and was defeated. Mummu was imprisoned by Enki soon
after the downfall of Apsu. After the war was over, Enki gave Mummu
the choice to serve him or be destroyed. Mummu submitted to the god,
but in his heart burned a hatred that even his practical personality could
not dim. Once he had been among the mightiest gods, second only
after Apsu and Tiamat. Now he was a lowly servant building trinkets
at the whim of the one who enslaved him.

When Tiamat recuperated and started sending agents to spy on the
Pantheon of Sumer, Mummu saw his chance. Soon he became Tiamat’s
most trusted agent in the enemy camp. Enki has not realized what’s
going on and continues to dismiss Mummu as harmless. Enki believes
that the god has mended his evil ways and has offered him his trust as
a gesture of friendship. He has also given him more responsibilities.

Soon, Mummu will be in a position to inflict severe damage to the
Pantheon of Sumer. Away from prying eyes, Mummu meets with
Tiamat’s agents regularly. Enki’s latest mission for Mummu has been
to travel to Rifts Earth to learn more about technology, especially
techno-wizardry, which is still rare in the Megaverse. He’s also started
to deal with Lord Splynncryth’s minions, and he might become a triple
agent, working for three different groups at the same time.

Real Name: Mummu

Alignment: Miscreant

M.D.C.: 35,000 (6,000 on Rifts Earth)

S.D.C./Hit Points (for non-M.D.C. worlds): 2,500 S.D.C. and 1,000

hit points.

Height: 5 feet, 4 inches tall (1.63 m).

Weight: 200 1bs (90 kg)

Attributes: 1.Q. 28, M.E. 19, M.A. 19, P.S. 30 (supernatural), P.P.

18, P.E. 19, P.B. 14, Spd 44 (30 mph/48 kmph).

Disposition: Servile and self-abasing in front of people of authority
and power, abusive and bullying towards those he considers beneath
him (this includes most mortals). Always looking out for himself,
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he will not hesitate to betray Tiamat if he thinks he can get a better
deal.

Horror Factor: 9, when his godly identity is revealed.

Experience Level: 20th level craftsman/engineer, 15th level stone mas-
ter, 15th level ley line walker, 6th level techno-wizard.

Natural Abilities: Nightvision 200 feet (61 m; can see intotal darkness),
see the invisible, turn invisible at will, bio-regeneration 4D6 X 10
M.D.C. per minute, resistant to fire (takes half damage), teleport
self 74%, dimensional teleport 53%. Natural aptitude for all crafts
and mechanics.

Skills of Note: Knows all technical, scientific, mechanical, electrical,
and computer skills at 98%. Robot combat: basic. Magically knows
all languages.

Combat Skills: Hand to Hand: Basic

Number of Attacks: Five hand to hand or two by magic.

Restrained Punch — 5D6+ 15 S.D.C.
Full Strength Punch — 3D6 M.D.
Power Punch — 6D6 M.D.

Kick — 3D6 M.D.

Bonuses: +4tostrike, +5 to parry and dodge, + 15 to S.D.C. damage,
+2 to pull punch, +4 to roll with impact or fall, +8 to save vs
horror factor, +3 to save vs magic, +3 to save vs psionics.

Magical Knowledge: Knows all stone magic, and all spells from levels
1-7 plus negate magic, mystic portal, and anti-magic cloud. P.P.E.:
1,700

Psionic Knowledge: None

Minions: He has a motley crew of transdimensional artisans, including
several dwarves, a cyclops and a human. Some of these creatures
are also mid-level techno-wizards.

Description: A short, pot-bellied, balding man. Looks more like an
accountant than a god. He looks a lot more imposing in his modified
SAMAS armor, so he prefers to wear it as often as possible (not
practical in Coalition-dominated lands).

Weapons and Equipment: 1. Techno-wizard SAMAS armor: Mummu
has a pair of SAMAS Armor (their previous owners no longer have
any use for them) with techno-wizard modifications, plus enchant-
ments that have tripled their original M.D.C. (main body is 750
M.D.C.). The techno-wizard spells incorporated into the armor are:
Armor of Ithan, invulnerability, chameleon, invisibility and imper-
vious to energy, all at 10th level. The armor has been repainted in
red, with gold trimmings. On several occasions, Coalition troops
have attacked Mummu on sight, with terrible consequences for the
mortals. There is now a bounty for the “Man in Red Armor.”

2. Techno-wizard rail gun: This is a super-powerful variant of
the TK-Machinegun described in the Rifts RPG, page 92. The
modification would cost 1,600 P.P.E. from a normal Techno-wizard.
It has the same range as the SAMAS rail gun, but does 2D4 X 10
M.D. per “burst.” It holds 20 bursts. A telekinesis spell or201.S.P.
will charge/replace four bursts.

Kingu, The Chosen

After Apsu fell and Mummu was imprisoned, Tiamat chose one
demon from her ranks and raised him to become her lieutenant in the
coming war. Kingu was the chosen one and he was given enormous
power and several artifacts, including, for a time, the fabled Tablets
of Destiny. The bloodthirsty demon led the charge against the gods,
but after Tiamat fell he was soon defeated by Marduk. According to
Babylonian mythology, Kingu was executed and that was the end of
him. Tiamat, however, rescued the corpse of her servant, and used a
complicated summoning ritual to bind his life force to that of a vampire
intelligence she had enslaved previously.

Kingu, now a hideous demon-vampire hybrid, lives again. He has
lost whatever semblance of humanity he may have once had and has
become a bloodthirsty monster. The creature lives for the day when he
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will defeat Marduk and reclaim the Tablets of Destiny. In the meanwhile,
he is sending his pseudo-vampire minions to selected places in the
Megaverse, gathering followers and weapons for the time of his revenge.

The Yucatan peninsula has attracted Kingu’s attention. He believes
he can intimidate other vampire intelligences into obeying his orders.
He is also considering forging an alliance with the evil god Camazotz,
Lord of Bats and Darkness (see Rifts Vampire Kingdoms) to control
the vampire hordes. Since the vampire intelligences are not likely to
give up without a fight, all of Central America could be plunged into
a multi-sided conflict. This is also likely to provoke the gods of the
Aztec pantheon.

Real Name: Kingu

Alignment: Diabolic

M.D.C.: 9,000 M.D.C. (this does not change on Rifts Earth).

S.D.C./Hit Points (for non-M.D.C. worlds): 700 S.D.C. and 200 hit

points.

Size: Seven feet (2.1 m) tall.

Weight: 400 1bs (180 kg)

Species: A unique demon-vampire intelligence hybrid.

Attributes: 1.Q. 26, M.E. 28, M.A. 18, P.S. 40 (supernatural), P.P.

18, P.E. 26, P.B. 6, Spd 44 (30 mph/48 kmph).

Disposition: A bubbling cauldron of rage under an icy exterior. He
will appear cool and collected, but the smallest annoyance will cause
him to lash out and kill. As a result, his agents usually send an
expendable servant or a prisoner to give the demon any bad news.
Killing the messenger is typical behavior for Kingu. He hates Marduk
with a passion and all beings of good alignment above all others.
For distraction, Kingu will torture to death creatures of good align-
ment; if possible, a godling or hatchling dragon.

Horror Factor: 15

Experience Level: 15th level ley line walker and shifter; 12th level
vampire.




Natural Abilities: Superior vision, nightvision 4000 feet (1200 m),
see the invisible, see infrared and ultraviolet spectrum, smell blood
two miles away (3.2 km), recognize the scent of human blood 90%,
bio-regeneration 4D6 X 10 M.D.C. per minute.

Vampire powers: Kingu can shape shift into a wolf, a vampire bat,
or mist. He is invulnerable to most forms of attack including mega-
damage weapons, fire, poison, drugs, etc. Magic inflicts normal
damage and wood, silver, running water and holy water inflict mega-
damage! Sunlight reduces M.D.C., spells, psionics, regeneration,
attacks and attributes by 50% (by 25% on a gloomy, overcast day).
Weapons made from a Millennium Tree inflict ten times damage!
Kingu can create secondary vampires through slow kill (see Rifts
Vampire Kingdoms). He cannot create master vampires, unlike a
true vampire intelligence.

Skills of Note: All rogue and wilderness skills at 86%.

Combat Skills: Hand to Hand: Assassin.

Number of Attacks: Seven hand to hand or two by magic or psionics.
Restrained Punch — 6D6+25 S.D.C. (1D4+25 H.P.)

Full Strength Punch — 5D6 M.D. (3D6+25 H.P.)

Power Punch — 1D6 X 10 M.D. (6D6+ 25 H.P.)

Killing Bite — 3D6 M.D. (3D6 H.P.)

Damage in parentheses is hit point damage to vampires. Kingu can
be a terrible enemy to vampires as he is able to tear them apart in
seconds.

Bonuses: + 2 on initiative, + 8 to strike, + 5 to parry and dodge, +25
to S.D.C. damage, +3 to pull punch, +3 to roll with impact or
fall, + 8 to save vs horror factor, +7 to save vs magic, + 8 to save
Vs psionics.

Magical Knowledge: Knows all spells from levels 1-4 plus energy
disruption, call lightning, dispel magic barrier and fly as the eagle.
P.P.E.: 1,000.

Psionic Knowledge: Has all vampire psionic powers: death trance,
alteraura (self), empathy, mind block, hypnotic suggestion, presence
sense, sense evil, deaden pain, induce sleep and super-hypnotic
suggestion. I.S.P.: 500.

Weapons and Equipment: None, relies on his natural powers.

Description: Kingu appears as a humanoid with leathery skin and black
hair. His eyes shine with a red glow and he has the sharp fangs of
a vampire. Kingu can metamorph into mist, bat or wolf at will.

Ereshkigal
Goddess of the Underworld

This goddess was another one of Tiamat’s and Apsu’s servants. She
was in charge of the souls of the dead and she retained that position
after the two Elder Gods had been defeated. Ereshkigal is a cruel,
sadistic goddess. Once she gets her clutches on any being, god or
mortal, she will not release him unless forced or tricked into doing so.
The goddess Ishtar and her mate Tammuz both suffered horribly at her
hands, and the other gods dislike her intensely but have never decided
to take action against her.

Unknown to the rest of the Pantheon, Ereshkigal is working with
Tiamat, providing her with information about the other gods in return
for gifts and services. Ereshkigal does not want much beyond control
of her realm, but craves for more helpless victims (godly and mortal)
she can imprison in her hellish dimension. Careless dimensional travel-
ers can stumble into her realm and even gods find it very difficult to
escape her. Ereshkigal would also like to expand her realm, at the
expense of the many evil entities that live in Hades. She might covertly
work with any force to get what she wants.

Real Name: Ereshkigal
Alignment: Diabolic
M.D.C.: 40,000 (8,000 on Rifts Earth, but rarely leaves her domain).
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Note: All other gods find their M.D.C. divided by five when visiting
Ereshkigal’s realm, which puts them at a distinct disadvantage. Only
alien intelligences, including vampires, are not bothered by this.

S.D.C./Hit Points (for non-M.D.C. worlds): 3,000 S.D.C. and 1,000
hit points.

Size: Varies from 7 to 24 feet (2.1 to 7.3 m). Usually appears as a 12
foot (3.6 m) tall woman with pointed teeth.

Weight: Varies with height.

Attributes: 1.Q. 20, M.E. 27, M.A. 21, P.S. 40 (supernatural), P.P.
22, P.E. 30, P.B. 14, Spd 88 (60 mph/96 kmph).
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Disposition: At first, she can be very charming as she welcomes visitors
to her realm; making them feel as if they are in for a pleasant stay.
After a short while, she becomes gleefully vicious. Ereshkigal is as
cruel as one can imagine, engaging in both physical and psycholog-
ical torture. She has a knack for knowing what torture (physical or
mental) will hurt her victim most and uses that knowledge to its
greatest effectiveness.

Horror Factor: 17

Experience Level: 16th level ley line walker and 12th level necromancer
(see Rifts Africa).

Natural Abilities: Nightvision 1000 feet (305 m; can see in total dark-
ness), see the invisible, bio-regeneration 4D6 X 10 M.D.C. per mi-
nute (1D6 X 100 M.D.C. per minute in her realm), resistant to fire
and cold (half damage), can animate and control or turn 1D6 X 100
dead, teleport self 89%, and dimensional teleport 73%. Her healing
touch restores 1D4 X 10 hit points/S.D.C. or M.D.C.

Her grim and magical realm is an effective prison, not only reduc-
ing the mega-damage points of gods but interfering with all types
of teleportation (—80% penalty). Furthermore, only she can open
a dimensional rift within her domain. On the other hand, people
can easily teleport “in” (+20% to their percentage) — she loves
company!

Skills of Note: Knows all espionage and technical skills at 98%. Mag-
ically knows all languages. W.P. Knife, W.P. Sword, W.P. Blunt.

Combat Skills: Hand to Hand: Basic

Number of Attacks: Five hand to hand or two by magic.
Restrained Punch — 6D6 +25 S.D.C.

Full Strength Punch — 5D6 M.D.
Power Punch — 1D6 X 10 M.D.

Bonuses: +5tostrike, +6toparry and dodge, +25t0S.D.C. damage,
+4 to roll with impact or fall, +9 to save vs magic, +7 to save
vs psionics.

Magical Knowledge: Knows all necromantic spells (see Rifts Africa)
plus all magic spells from levels 1-4 plus calling, circle of flame,
domination, compulsion, constrain being, hallucination, commune
with spirits, summon entity, summon lesser being and close rift.
P.P.E.: 5,000.

Psionic Knowledge: Knows all healing powers, but uses them for
torture. I.S.P.: 300.

Weapons and Equipment: Rarely uses any.

Description: A gigantic woman. She would be considered attractive
except for her eyes, which have a skull reflecting in each pupil and
her mouth which is full of pointed, razor-sharp teeth.

Minions of Note: She commands a variety of demons, including the
galla and scorpion people.

Nergal, Prince of Discord

Nergal was Ereshkigal’s consort, and a god of violence, plague and
destruction. The god was sometimes identified with the sun, focusing
on the evil aspects of its power — the burning, desert-making, killing
sun. He was not worshipped and the Pantheon of Sumer had little
tolerance for him. Nergal sided with Apsu and Tiamat and was pardoned
only because of the influence of his wife. Shortly afterwards, Nergal
joined Tiamat in her home dimension and has been at her side ever since.

Nergal enjoys suffering and lives to inflict pain on mortals and gods
alike. He advised Ereshkigal to imprison and torture Ishtar and was
angered when she and Tammuz were finally released. Since Tiamat
has taken an interest in Rifts Earth, Nergal has followed suit. He believes
the planet with its many dimensional rifts has tremendous potential,
but there is one small problem: there aren’t enough wars! There is
plenty of violence, and conflict but he is not satisfied. Nergal has
decided to take matters into his own hands and help instigate full-blown
wars. He and his agents will try to push the Coalition States into war
with Tolkeen, Lazlo, and the Federation of Magic. In Europe he will
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help the Gargoyle and Brodkil Empires against Triax and the NGR and
try to drag in several other kingdoms. He will find the Angel of Death
and her revolutionary inventions of particular interest. With the right
pushes, Nergal thinks he can plunge the whole continent into war.

Real Name: Nergal

Alignment: Diabolic

M.D.C.: 18,000 (3,600 on Rifts Earth).

S.D.C./Hit Points (for non-M.D.C. worlds): 1,000 S.D.C. and 800
hit points.

Size: Varies from 6 to 24 feet (1.8 to 7.3 m).

Weight: Varies with height.

Attributes: 1.Q. 18, M.E. 23, M.A. 17, P.S. 43 (supernatural), P.P.

17, P.E. 21, P.B. 9, Spd 88 (60mph/96 kmph).

Disposition: A savage, sadistic bully who can be amazingly cunning
and diplomatic when he is manipulating events toward war. On the
field of battle he is a craven coward. If he has the slightest fear of
losing a fight, he will flee immediately, abandoning allies and causes
without hesitation. He is only a swaggering menace when his oppo-
nent is clearly overmatched by him. Then he will play games of cat
and mouse. Instead of delivering killing blows, he will reduce the
damage of his attacks, limiting himself to S.D.C. blows if his
enemy’s armor has been shattered, in order to prolong his victim’s
agony. This attitude may give an enemy a chance to escape or even
turn the tables on him.

Horror Factor: 14

Experience Level: 12th level ley line walker.

Natural Abilities: Nightvision 1000 feet (305 m; can see in total dark-
ness), see the invisible, turn invisible at will, bio-regeneration
1D6 X 10 M.D.C. per melee, animate and control 1D4 X 100 dead,
teleport self 74%, and dimensional teleport 45%.



Special: Fire powers: Nergal can create a fire ball, circle of fire
and globe of daylight three times per day at no P.P.E. cost, at a
strength equal to a 15th level sorcerer.

Skills of Note: Track human, hunting, detect ambush, detect conceal-
ment, wilderness survival, land navigation, horsemanship, art,
Dragonese/Elven, Akkadian, Sumerian, Assyrian, Persian, Amer-
ican, Gobbley and Spanish, all at 98%. W.P. Sword, W.P. Knife,
W.P. Energy Pistol, and W.P. Energy Rifle.

Combat Skills: Hand to Hand: Basic.

Number of Attacks: Five hand to hand or two by magic.

Restrained Punch — 1D6 X 10+ 28 S.D.C.
Full Strength Punch — 6D6 M.D.
Power Punch — 2D4 X 10 M.D.

Bonuses: + 1 on initiative, +4 to strike, +5 to parry and dodge, +28
to S.D.C. damage, +4 to pull punch, +4 to roll with impact or
fall, + 6 to save vs horror factor, +4 to save vs magic, +5 to save
Vs psionics.

Magical Knowledge: Knows all spells from levels 1-4 plus domination,
horrific illusion, compulsion, memory bank, and wisps of confusion.
P.P.E.: 900

Psionic Knowledge: None

Weapons and Equipment: A magic sword with a crimson blade that
is indestructible and inflicts 4D6 M.D., as well as a Triax particle
beam rifle, vibro-knife, and assorted techno-wizard devices. His
magic scale armor is red, has 1000 M.D.C. and is weightless.

Description: A human with fiery hair, beard and eyes. He is often clad
in red robes or scale armor.

Lilith — Bringer of Misery

This evil demoness is related to the Succubus, and was a loyal ser-
vant of Apsu and Tiamat. Orignally a powerful Dar’ota (see Rifts®
Dark Conversions), she was transformed permanently into a beautiful
creature of great power. After the fall of her masters, Lilith wandered
the Megaverse, bringing death and destruction wherever she went. She
would often seduce the ruler of a powerful nation and then entice him
into declaring war on a neighbor or engage in senseless acts of brutal-
ity for no good reason. At least one world was utterly destroyed when
her machinations led to a nuclear exchange. As the missiles reached
her lover’s Presidential Palace, she laughed and Rifted away, leaving
her pawns to their deaths.

Over the centuries, Lilith has undertaken missions for both Tiamat
and Nergal. She has been used by a Splugorth lord as a spy and has
done some work for the evil Persian gods as well. She and the Persian
demoness Jahi have developed a friendly rivalry over the years. They
sometimes compete for the attention of the same man or vie for the
same possessions and worshippers. The unfortunate mortal who suc-
cumbs to either as his lover is doomed no matter who he chooses. It
is likely that she’ll catch wind of Nergal’s schemes for war on Earth
and help him with his new pastime.

Real Name: Lilith. Also known as “She of the Night.”

Alignment: Miscreant

M.D.C.: 1800 (Not reduced in Rifts Earth).

S.D.C./Hit Points (for non-M.D.C. worlds): 180 S.D.C. and 100 hit

points.

Height: 5 feet, 9 inches (1.75 m).

Weight: 145 1bs (65 kg)

Species: Unique demon creature.

Attributes: 1.Q. 19, M.E. 22, M.A. 23, P.S. 35 (supernatural), P.P.

21, P.E. 21, P.B. 25, Spd 33.

Dispeosition: Lilith is a seductress who can act cocky and challenging
or sweetly submissive, depending on what her instincts tell her. She
always figures out the best way to approach a man and sink her
claws into him. If the male is already married or in a relationship,
so much the better. Lilith will strike up a friendship with the wife/

Quentin Milton (Order #31247150)

54

fiancee, and get to her target by that route; first destroying the
previous relationship, then “consoling” the heartbroken male.

If her true nature is discovered, Lilith will lash out in a berserker
rage for a few melee rounds and then flee. If confronted by gods
or beings of great power (adult dragons, powerful wizards), she will
simply run away.

Horror Factor: None unless enraged; 14 when her demonic nature is
revealed.

Experience Level: 8th level sorcerer

Natural Abilities: Nightvision 100 feet (30.5 m; can see in total dark-
ness), see the invisible, turn invisible at will, bio-regeneration
1D6 X 10 M.D.C. per minute, teleport self 43%, dimensional teleport
29%. Shape shift into any humanoid female form.

Skills of Note: All rogue at 98%, wilderness survival 89%, tracking
85%. W.P. Sword, W.P. Energy Rifle, W.P. Energy Pistol.

Combat Skills: Hand to Hand: Assassin

Number of Attacks: Five hand to hand attacks or two by magic.
Restrained Punch — 5D6+20 S.D.C.

Full Strength Punch — 4D6 M.D.
Power Punch — 1D4 X 10 M.D.

Bonuses: + 1 oninitiative, + 5 to strike, + 6 to parry and dodge, + 20
to S.D.C. damage, +3 to pull punch, +3 to roll with impact or
fall, + 8 to save vs horror factor, +4 to save vs magic, +5 to save
vs psionics.

Magical Knowledge: Knows all spells from levels 1-2 plus armor of
Ithan, fool’s gold, shadow meld, calling, domination, compulsion,
apparition and life drain. P.P.E.: 500.

Psionic Knowledge: Knows all sensitive powers. I.S.P.: 200.

Weapons and Equipment: Varies with locality.

Description: A stunningly beautiful woman. She can alter her features
and hair color at will. If she loses her temper she will sprout fangs
and claws, and her beautiful face will become terrifyingly twisted.



What follows are the lesser creatures associated with the Pantheon
of Sumer and the Babylonian Gods of Darkness.

Gilgamesh — The Demigod

King Gilgamesh was the greatest hero of Babylonian mythology. He
was the legendary ruler of the city of Uruk, as well as being a priest,
magician and warrior. Gilgamesh was a semi-divine being, but unlike
most gods and godlings, he lacked their apparent immortality. Despite
that shortcoming, Gilgamesh was a powerhouse, as strong as the gods
and nearly as resilient. He performed many services for both men and
gods, slaying monsters, fighting demons, and fulfilling quests.

Sadly, as a king he proved to be tyrannical and unjust. He taxed his
people unmercifully and sometimes abused them physically. When the
people complained to the gods, they sent a godling warrior, the man-bull
Endiku, to punish Gilgamesh. The two fought, but Gilgamesh was the
winner. In the course of the fight, the two heroic warriors became
friends and went together on many quests.

Years later, King Gilgamesh turmed down the goddess Ishtar. En-
raged, Ishtar sent a divine animal, the Sacred Bull of Sumer, against
Gilgamesh. The king and his friend fought and destroyed the creature.
This act offended the gods and they took Endiku away, leading Gil-
gamesh to think that his friend was dead. Suddenly aware of his own
mortality, Gilgamesh quested for the secret of eternal life. He thought
he had found it in a mystical plant that grew at the bottom of the sea,
but the plant was stolen from him by a serpent and Gilgamesh seemed
condemned to die of old age.

So does the tale of Gilgamesh end. What the Babylonian scribes do
not know is that Gilgamesh decided to travel even further for the secret
of immortality. Using the sorceries he had learned from the gods, he
opened a rift and started travelling through the Megaverse. The gods
of Sumer do not know of his whereabouts, but have heard tales of a
hero that goes by the same name, travelling with an Atlantean Undead
Slayer that looks a lot like Gilgamesh’s old friend Endiku. Whether
this is the true Gilgamesh or an imitator (see Gilgamesh the Wanderer
for the second option) is up to the GM. The Pantheon of Sumer is
intrigued and has dispatched the real Endiku to look for his old friend.

Real Name: Gilgamesh

Alignment: Anarchist

M.D.C.: 1123 (Does not change on Rifts Earth).

S.D.C./Hit Points (for non-M.D.C. worlds): 250 S.D.C. and 112 hit

points.

Height: 7 feet (2.1 m).

Weight: 400 lbs (180 kg) of pure muscle.

Species: Demigod variant.

Attributes: 1.Q. 18, M.E. 22, M.A. 20, P.S. 50 (supernatural), P.P.

24, P.E. 29, P.B. 17, Spd 44 (30 mph/48 km).

Disposition: Gilgamesh has a magnetic presence that fascinates and
intimidates most mortals and other demigods. He is supremely self-
confident (or at least was before he became afraid of death). As a
born leader, he will usually try to assume command of any situation
and will not hesitate to offer advice or chastise the judgement of
generals and kings.

In combat, Gilgamesh will assess his foe’s strengths and weaknes-
ses and use the most efficient techniques to quickly disable or kill
that foe. His keen combat skills have allowed him to hold his own
against vastly superior opponents (centuries ago, Herakles chal-
lenged Gilgamesh to a friendly wrestling match; Gilgamesh managed
to defeat the stronger and tougher deity using his wits).

Horror Factor: 11
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Experience Level: 18th level warrior, 7th level ley line walker, 5th
level priest of the Pantheon of Sumer (lapsed; cannot perform any
clerical miracles anymore).

Natural Abilities: Bio-regeneration 1D6 X 10 M.D.C. per minute. Ages
much more slowly than humans (possible life span 600 years), super-
natural strength and endurance, speed and agility.

Skills of Note: All wilderness, espionage and domestic at 98%. Acroba-
tics, wrestling, boxing and athletics. W.P. Knife, W.P. Sword,
W.P. Blunt, and W.P. Spear.
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Combat Skills: Hand to Hand: Martial Arts

Number of Attacks: Six hand to hand or two by magic.
Restrained Punch — 1D6 X 10+35 S.D.C.

Full Strength Punch — 6D6 M.D.
Power Punch — 2D4 X 10 M.D.
Kick — 6D6 M.D.
Crush/Squeeze — 4D6 M.D.

Bonuses: +4 on initiative, +7 to strike, +13 to parry and dodge,
+35 to S.D.C. damage, +4 to pull punch, + 8 to roll with impact
or fall, +7 to save vs horror factor, +7 to save vs magic, +7 to
save vs poison, drugs and disease, +4 to save vs psionics.

Magical Knowledge: Knows all spells from levels 1-4 plus eyes of
Thoth, swim as a fish, impervious to energy, teleport: lesser, invisi-
bility: superior, mystic portal, close rift and dimensional portal.
P.P.E.: 325.

Psionic Knowledge: Mind block, telepathy, astral projection. Equal to
a 7th level psychic. L.S.P.:73.

Description: A brown-haired and bearded bodybuilder, with great poise
and charisma. Will dress in the costumes of the land he is in, but
when he can, he prefers to be clad in a short tunic or the enchanted
scale armor that was a gift of the gods.

Weapons and Equipment: 1. Sword of Gilgamesh: This is a plain
looking short sword that is really a greatest rune weapon.
® Anarchist alignment.
® 1.Q. 13 and linked telepathically to Gilgamesh.
® Indestructible; blue-grey in color.
® Dimension travelling/warping abilities: teleport lesser, teleport
greater, mystic portal, time hole, sanctum and dimensional portal.
Each can be performed as often as four times per 24 hour period
(except dimensional portal: once per day). All are equal to a 10th
level spell.
® Mega-Damage: 1D6 X 10 M.D. Doubled against dragons and
vampires.

2. Enchanted Scale Armor, M.D.C. 1,000 and regenerates
M.D.C. at a rate of 50 per day.

Endiku

The being called Endiku was a minor servant of Apsu and Tiamat.
He was a master warrior bred for strength and endurance rather than
brains or charm. Endiku was a mystical mix of man and bull and was
used by the evil Elder Gods as a living weapon. Endiku himself was
not evil, simply not very smart. He was a follower used to receiving
orders and carrying them out. After Marduk pardoned him for his
complicity with Apsu he was placed in the service of the Gods of
Sumer. As far as Endiku was concerned, nothing had changed. The
gods still barely spoke to him except to issue orders and he went and
fought battles he didn’t understand.

His orders regarding Gilgamesh weren’t any different from a hundred
other assignments. Arrive, destroy, leave. This time, however, things
did not go as planned. Gilgamesh proved to be a powerful and cunning
enemy. Endiku’s brute force was overcome by wile, and soon he was
at the mercy of the rebellious demigod king. Gilgamesh, however,
spared him. For the first time in his life, Endiku had met a person who
did not make fun of him, who respected his abilities and treated him
as an equal. The two became fast friends and came to love each other
like brothers.

When the Pantheon of Sumer recalled him as a punishment for the
slaying of the Bull of Heaven, Endiku was heartbroken. He knew that
Gilgamesh thought he was dead and for a while it did seem that the
gods intended to deliver Endiku to Ereshkigal’s realm, a fate worse
than death. However, the gods valued Endiku’s services too much to
destroy him. There were other wars to fight and other demons to slay.
The godling returned to his previous life, but he wasn’t an unquestioning
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servant anymore. On many occasions, he did what he thought was the
right thing, regardless of the orders he had been given. Some gods
called for his head, but Marduk found himself respecting Endiku and
gave him more power, transforming him into a minor deity.

To Endiku’s regret, he has never been able to find Gilgamesh who
had disappeared centuries ago. The new rumors of Gilgamesh’s return
have prompted the Gods of Sumer to investigate. Who better to find
the former demigod king than his best friend? Endiku has jumped at
the challenge and is confident he can recognize his old companion. If
he discovers a willful impostor, however, his anger will know no limits.

Real Name: Endiku

Alignment: Unprincipled

M.D.C.: 2,000.

S.D.C./Hit Points (for non-M.D.C. worlds): 600 S.D.C. and 150 hit

points.

Height: 7 feet, 5 inches (2.25 m)

Weight: 700 Ibs (315 kg)

Attributes: 1.Q. 8, M.E. 19, M.A. 15, P.S. 60 (supernatural), P.P.

21, P.E. 26, P.B. 15, Spd 58 (40 mph/64 km).

Disposition: This character is the strong, silent type. He only becomes
truly relaxed around Gilgamesh (he hasn’t been at ease for hundreds
of years). Despite his brutish appearance, he can be extremely com-
passionate and caring, as well as loyal, to any person who shows
him kindness and respect. People making fun of him or other gentle
monsters should stay beyond the reach of his arms. He is becoming
famous for defending innocent but monstrous looking D-bees and
freeing slaves from cruel or inhuman masters.

Horror Factor: 12

Experience Level: 15th level man-at-arms/warrior

Natural Abilities: Nightvision 200 feet (61 m; can see in total darkness),
see the invisible, bio-regeneration 2D6 X 10 M.D.C. per minute,
resistant to fire, cold, heat, poison and disease (half damage and



effects). He can leap 100 feet (30.5 m) straight up or across or 150
feet (46 m) with a running start.

Skills of Note: All wilderness plus first aid, detect ambush, detect
concealment, track animals and humanoids, and wilderness survival,
all at 98%. Speaks Dragonese/Elven, Sumerian and Akkadian at
98%. Streetwise is at 80%, wrestling, W.P. Sword and W.P. Blunt.

Combat Skills: Hand to Hand: Martial Arts

Number of Attacks: Eight hand to hand attacks per melee round!
Restrained Punch — 2D4 M.D.

Full Strength Punch — 2D4 X 10 M.D.

Power Punch — 3D6 X 10 M.D.

Kick — 2D4 x 10 M.D.

Leap Kick — 3D6 x 10 M.D.

Crush/Squeeze or Body Flip — 1D6 X 10 M.D.
Head Butt — 1D4 x 10

Bonuses: +2 on initiative, +7 to strike, +9 to parry and dodge, +6
to pull punch, +4 to roll with impact or fall, + 10 to save vs horror
factor, +8 to save vs magic, +8 to save vs poison, drugs and
disease, and +5 to save vs psionics.

Magical Knowledge: None; P.P.E.: 100.

Psionic Knowledge: None

Weapons and Equipment: None of note. Relies on natural abilities.

Description: A huge muscle-bound man; his large frame crowned by
a head covered with an unkempt beard, and long, black hair that
floats unnaturally behind him.

Galla (Demonic Minion)

The Galla are monstrous beings that were created and modified by
Apsu to serve as his army. Since Apsu’s defeat, the goddess Ereshkigal
has recruited most of them and Tiamat has her share. These beings are
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supernatural demons and are not appropriate as player characters. The
Galla are red-skinned warriors distantly related to the baal-rog demon
and share their fiery, elemental nature. Note: The Galla should not be
confused with the Gallu Demon Bulls who are also used by evil Sumerian
gods.

Alignment: Any evil or selfish

Attributes: 1.Q. 3D4+5, M.E. 2D6+8, M.A. 3D6, P.S. 2D6 +20

(supernatural), P.P. 2D6 + 9, P.E. 2D6 +20, P.B. 1D6, Spd 1D6 X 10.

M.D.C.: 1D4 x 100+ 50

S.D.C./Hit Points: 1D4 X 100 S.D.C., 2D6 x 10 hit points.

Horror Factor: 12

P.P.E.: 1D4 X 10

Natural Abilities: Nightvision 90 feet (27.4 m; can see in total dark-
ness), see in the infrared spectrum of light, see the invisible, turn
invisible at will, bio-regeneration 4D6 points per minute, impervious
to fire and heat, magic and mega-damage fire does half damage and
can leap 40 feet (12 m) high or lengthwise.

Combat: Four hand to hand attacks per melee.

Bonuses: + 1 on initiative, + 3 to strike, parry and dodge, +2 to roll
with impact or pull punch, +2 to save vs magic and psionics, +4
to save vs horror factor; all in addition to attribute bonuses.

R.C.C. Skills: Select three W.P.s, plus land navigation 80%, wilder-
ness survival 70%, track humans 65%, prowl 60%, climbing 70%/
60% and swim 40%.

Habitat: Native to an alien dimension. Can be found anywhere.

Size: Seven feet tall (2.1 m).

Weight: 700 1bs (315 kg)

Description: Red-skinned humanoids, heavily muscled, with long,
golden or yellow beards and bright yellow eyes.

The Scorpion People
(Optional R.C.C.)

These creatures are not evil, but have been perceived as such by
those who have seen them. In ancient Babylonian myths they were said
to guard the Eastern Door from which the sun emerged each morning.
In reality, they live in another dimension and were sometimes recruited
by both sides in the war of the gods as shock troops and special agents.

The scorpion people are centauroids. Their lower half resembles a
scorpion, complete with pincers (they have four arms: two humanoid
ones and two scorpion pincers), eight segmented legs, and a stinger
tail. Their skin is reddish-golden, and their eyes are black. The creatures
are obviously the product of a bio-wizard experiment. They live in
small communities built around massive stone palaces and temples.
Some are powerful sorcerers and priests.

The scorpion people worship the Pantheon of Sumer and their beliefs
are almost identical to those of the ancient Sumerians and Assyrians.
Their technology is limited, but recently they have started trading with
other dimensions for energy weapons and advanced vehicles and tools.
Some of the nations of their home planet have used slaves as their main
trading goods, selling their own people in exchange for weapons which
allow them to conquer other nations and sell them as slaves. The
Splugorth love it.

There are very few Scorpion People on Rifts Earth, most being slaves
in Atlantis. Escapees will probably be confused with evil insectoid
D-Bees and might be shot on sight or more likely, captured and made
to fight in gladiatorial arenas. Some can also be found serving as
bodyguards and servants of Marduk, Tiamat and Ishtar.

Alignment: Any

Attributes: 1.Q. 3D6, M.E. 3D6, M.A. 2D6 + 2, P.S. 3D6 + 12 (super-
natural), P.P. 3D6+ 1, P.E. 4D6+2, P.B. 2D6, Spd 5D6 + 6.
M.D.C.: 1D6 X 10+ P.E. attribute number. Add 1D6 M.D.C. per level
of experience.



Quentin Milton (¢

S.D.C./Hit Points: 1D6 x 10+ 40 S.D.C. in addition to skill and level
bonuses. Hit Points: P.E. number + 1D6 per level of experience.
Horror Factor: 10

P.P.E.: As per O.C.C.

Natural Abilities: Bio-regeneration 4D6 M.D.C. per hour, special
pincer attack (add 1D6 M.D. to usual punch damage, can grapple
and hold victims who are at —2 to parry and dodge until they can
break free), supernatural strength and endurance. The creatures can
also walk on walls and upside down on ceilings at half their normal
speed, swim 60%, prowl 50%, and are resistant to poison and drugs
(half damage or effect, plus they get a high bonus to save).

Damage: Varies with strength. Kicks do 1D6 less damage than punches,
however (small legs). Stinger does 1D6 M.D. (4D6 S.D.C. on a
restrained attack) and injects a paralyzing poison (save 15 or —4
to strike, parry, dodge for 1D4 melees).

Bonuses: +2 attacks per melee, +2 on initiative, +2 to strike, +3
to parry, +4 to save vs horror factor and +3 to save vs poison,
drugs and disease.

Possible O.C.C.’s: Any man-at-arms O.C.C. except Coalition related
ones, juicers or any that require bionics or cybernetics (they never
use them). They can also become priests of any Babylonian gods
or pantheon, ley line walkers, shifters, warlocks, or diabolists.
Techo-wizards are extremely rare.

Habitat: Any, but their home planet is covered with a semi-desert
terrain and mountains, so they feel most at home in similar environ-
ments.
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Enemies: Splugorth, demons, vampires and each other.

Allies: No specific allies, although they are under the allegiance and
protection of the Babylonian gods.

Size: Six to eight feet (1.8 to 2.4 m) tall and 10 to 18 feet (3 to 5.4
m) long, including the tail and stinger.

Weight: 800 to a 1000 1bs (360 to 450 kg)

Note: They are born warriors.

The Dark Council

This group is made up of beings of great power who pretend to be
gods in order to increase their credibility. They are creatures of conquest
and destruction that amount to little more than an elite force of inter-di-
mensional mercenaries. The three leaders have assumed Sumerian names
because those gods still command a lot of respect in the Megaverse.
Unlike the Olympian Club (see Greek Gods Section), these impostors
are after more permanent rewards than money. They hope to eventually
become true deities and are experimenting with ways to benefit from
the P.P.E. of worshippers. To perform these experiments, they must
have a steady supply of subjects which they acquire by conquering
large areas, entire worlds even, and enslaving all the inhabitants. Note:
The three leaders and other powerful members may be considered de-
migods.



Ea —(Altered Sowki)

Erghoul-Katet is an ambitious Sowki who realized his race would
never be powerful enough on its own to acquire the power they seek.
To fulfill his plans, this character made an evil pact with Apsu eons
ago. The pact is similar to the one Witches make (see Rifts® Dark
Conversions). Among other things, it granted Erghoul all the powers
of the Gift of Union, without him losing any of his mind and personal-
ity to the powerful deity. This made him incredibly powerful. Erghoul
served Apsu on a small planet far removed from the Intelligence’s area
of influence. Erghoul ruled the few million denizens of the planet with
an iron fist, extracting huge amounts of P.P.E. from their suffering and
transmitting it to Apsu. The Sowki skimmed a little off the top each
time, collecting formidable amounts of energy for his own purposes.
Among other things, he used this energy to sever his direct link with
Apsu while retaining all the powers from the pact. He has steadily in-
creased the strength of his already superhuman body, raising it beyond
the limits of most Sowki.

The defeat of Apsu and his being placed in enchanted slumber was
a dream come true for Erghoul, who now called himself Ea because
he no longer had to fear the wrath of the god he had tricked. Best of
all, he could now travel the Megaverse on his own quest for power.
Ea’s ultimate goal is to become a god, not just a godling.

Early in his travels, he forged an alliance with two other powerful
beings, an evil dragon and a superhuman warlock. The dragon was
already using the name Tiamat, which had some weight in the draconic
community for a long time. Together they convinced the warlock to
impersonate the powerful Enlil as the first step in their mutual quest
for godhood. Together they founded the Dark Council.

Ea is the leader of the council. The Council is very interested in
multi-dimensional anomalies, because they can become the source of
powerful transformation powers. One of the handful in existence can
be found on Earth. Ea is planning to establish himself in his former
master’s old domain.

Real Name: Erghoul, but known as Ea.

Alignment: Miscreant

M.D.C.: 980

Size: 7 feet tall (2.1 m)

Weight: 300 lbs (136 kg)

Species: Sowki with additional supernatural abilities.

Attributes: 1.Q. 26, M.E. 27, M.A. 24, P.S. 43 (supernatural), P.P.

20, P.E. 22, P.B. 12, Spd 66 (45 mph/72 kmph).

Disposition: In many ways a typical Sowki: megalomaniacal, ambitious
and greedy beyond measure. He feels that in his case, his arrogance
is justified, because he is the most powerful Sowki that ever lived,
both physically and magically.

Horror Factor: 14

Experience Level: 9th level witch and 6th level mind melter.

Natural Abilities: Superior hawk-like vision (2 miles/3.2 km), night-
vision 600 feet (183 m; can see in total darkness), the top, third eye
can see the invisible. Magically understands and speaks all lan-
guages. Impervious to mind control and any possession. Summon
1D4 lesser demons 60%, bio-regenerates 2D6 M.D.C. per five mi-
nutes, can animate, control and turn 2D6 dead, invulnerable to
poison and fire (no damage).

Skills of Note: Read mystic symbols, recognize enchantment/possession
70%, operate computers 90%, demon and monster lore 98%, palming
75% , Dragonese/Elven, Akkadian, American, Atlantean, all at 98%.
W.P.Sword, W.P. Blunt, W.P. Energy Rifle, W.P. Energy pistol.

Combat Skills: Natural

Number of Attacks: Six physical or three by magic.

Restrained Punch — 1D6 X 10+28 S.D.C
Full Swength Punch — 6D6 M.D.
Power Punch — 2D4 X 10 M.D.
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Kick — 6D6 M.D.
Bite — 2D4 M.D. plus poison (2D6 M.D. unless character rolls a
successful save vs poisons, 14 or higher).

Bonuses: +1 to initiative, + 6 to strike, + 6 to parry and dodge, +28
to S.D.C. damage, +4 to roll with impact or fall, +8 to save vs
horror factor, +7 to save vs magic and poison, +8 to save vs
psionics.

Magical Knowledge via Pact of Union: Knows all spells from levels
1-15, including spells of legend and all temporal magic spells equal
to a 6th level spell caster. P.P.E.: 610.

Psionic Knowledge: Meditation, mind block, sense magic, speed read-
ing, summon inner strength, total recall, object read and hypnotic
suggestion, telepathy, bio-manipulation, mind bolt and psi-sword.
L.S.P.: 230.

Weapons and Equipment: Enchanted sword: 6D6 M.D.; indestructi-
ble.

Description: In his sowki shape, his looks are standard; a three-eyed,
heavily muscled, scaly monster. His preferred shape when dealing
with underlings is a 7 feet tall, majestic-looking man with Sumerian
features.

Note: The powers gained from the pact have been included in the

various stats and powers.

Enlil
The Bio-borg Warlock

Krellon the Magnificent was the most powerful warlock of his home
dimension. After reaching the pinnacle of warlock magic seldom within
the grasp of mortals, he dedicated himself to the accumulation of power.
Within a decade he had become the supreme ruler of his world. He
and a select group of powerful underlings controlled almost all the
wealth of the world and crushed all hints of rebellion without mercy.
Krellon did some dimensional travelling but saw little that interested
him. He already was the ruler of a world, the lord of his domain.

This all changed when an unknown traveller visited his world, bested
Krellon’s elite bodyguards and challenged the warlock to single combat.
During the fight, Krellon realized that he was the superior in magic
power, but that his foe seemed to have an unlimited supply of vigor
and endurance. Despite the dozens of times that Krellon hammered the
intruder to the ground, inflicting hundreds of mega-damage points, the
stranger got up and continued his attacks. Krellon changed into elemental
form, but even that wasn’t enough. He eventually ran out of P.P.E.,
and was finally smashed aside with one last contemptuous blow that
left him broken on the ground.

Krellon’s followers launched a counter-attack and were decimated.
A couple of them, powerful sorcerers in their own right, were able to
spirit Krellon away and managed to save his life. He and his loyal
servants fled into another dimension. The newcomer, who called himself
Verrikon, set himself up as the ruler of Krellon’s world. Verrikon was
a god.

Even in exile, Krellon was a powerful creature and his servants had
managed to flee with a sizable portion of the World Treasury. Krellon
spent most of the fortune on his quest for power. He found bio-wizards
and had himself transformed into a mega-damage creature, which de-
formed his features terribly. He mastered the secrets of mundane magic,
considering elemental sorcery insufficient for his purposes. He disco-
vered alchemical potions that extended his lifetime, so he could devote
hundreds of years to his studies. One day, armed with an arsenal of
techno-magic weapons, powerful scrolls, and a band of heavily armed
mercenaries, Krellon returned to his world.

He was too late. Verrikon lay dead, killed by the dragon Tiamat and
her ally Ea. The three met, talked and realized that they all shared the
same goal: to become gods. Krellon decided to join them and adopted
the identity of an alien god named Enlil.
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Real Name: Krellon the Magnificent; pretends to be Enlil.

Alignment: Aberrant

M.D.C.: 460 (the result of bio-wizard transformation, mystic experi-

ments, potions and a Chest Amalgamate — see Rifts Atlantis).

Size: 5 feet, 9 inches tall (1.7 m).

Weight: 297 1bs (133 kg)

Species: Altered human.

Attributes: 1.Q. 22, M.E. 16, M.A. 14, P.S. 22 (supernatural), P.P.

14, P.E. 17, P.B. 5, Spd 15.

Dispeosition: Krellon/Enlil is not an inhuman monster. He will go to
almost any lengths to fulfill his dreams but does not kill or torture
for sport. He is mostly cold and distant, except with fellow magi-
cians, warlocks and godlings with whom he loves to “talk shop.”
He is always on the lookout for new spells, potions and magic items,
and will trade fairly for them. He is not very happy with his partners
but believes that the end justifies the means.

Horror Factor: 11

Experience Level: 18th level air and water warlock, 8th level ley line
walker, 7th level bio-wizard.

Natural Abilities: Chest Amalgamate: This creature resembles a giant
crab that is permanently attached to Krellon/Enlil’s body. The cre-
ature’s 160 M.D.C. are shared with Krellon (who had 300 M.D.C.
before the attachment). The creature has a retractable tentacle that
can strike four times per melee (see Damage, below). The Chest
Amalgamate grants the following powers to Enlil: deaden pain,
doesn’t need much sleep (4 hours), impervious to poisons, gases
and disease, increased healing (twice as fast as normal).

Mystic experiments and magic have extended his life (could live
3500 years), added to his M.D.C., and provided him with super-
natural strength. He also has exceptional, hawk-like vision and ex-
cellent hearing. His warlock powers enable him to summon water
and air elementals. Lastly, he augments his powers and abilities
through bio-wizardry (microbes, symbiotes, etc.; see Rifts Atlantis).

Skills of Note: Anthropology, archaeology, chemistry, advanced math,
lore: demons and monsters, lore: faerie, a full understanding of
magic, all at 98%. Knows Dragonese/Elven, Latin, Akkadian and
the seven languages of his native dimension (some may have coun-
terparts on Earth or other worlds), all at 98%.

Combat Skills: Hand to hand: basic.

Number of Attacks: Four hand to hand or two by magic, plus chest
amalgamate can strike four times per melee on its own.
Reswrained Punch — 4D6+7 S.D.C.

Full Sxrength Punch — 2D6 M.D.

Power Punch — 4D6 M.D.

Restrained Strike (Chest Thing) — 2D6 S.D.C.

Full Strength Strike — 1D4 M.D.

Bite — 1D4 M.D. plus poison (6D6 S.D.C. or 3D6 M.D.).

Bonuses: +1 to initiative, + 3 to strike, +4 to parry and dodge, +7
to S.D.C. damage, +4 to roll with impact or fall, +7 to save vs
magic.

Magical Knowledge: Knows all elemental air and water spells, and
all spells from levels 1-4 plus energy disruption, eyes of Thoth, fly,
superhuman swength, teleport: lesser, invulnerability, metamor-
phosis: human, negate magic, conwol/enslave entity and create
golem. P.P.E.: 321.

Psionic Knowledge: Mind block, speed reading, total recall and tele-
mechanics. I.S.P.: 63.

Description: Once a handsome D-bee, Krellon is now a grisly sight.
His face has become insectoid, with no body hair, and a small,
lipless mouth, narrow jaw and huge, grotesque eyes. The Chest
Amalgamate further disfigures him. He must use the spell metamor-
phosis: human to pass as a normal person.

Weapons and Equipment: 1. Lesser Rune Weapon: A sword with the
following abilities:
® 1.Q. 10 and telepathically linked to owner.
® Mega-Damage: Inflicts 4D6 M.D., doubled against creatures of
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magic (including dragons, faeries, and gods).

2. Talisman that contains 400 P.P.E. and recharges at the rate of
10 P.P.E. per hour (doubled at a ley line nexus).

3. TW Modified Sunaj Assassin armor, repainted in a bright
purple, with the face plate modified into the shape of a bearded
man. M.D.C. 110. The armor is enchanted with the Armor of Ithan
spell at 12th level (120 M.D.C.), usable six times a day.

Tiamat The Younger
Mistress of Dragons

This dragon started calling herself Tiamat over a thousand years ago
and has forgotten her old name. One day after having reached full
adulthood, she was terrorizing a human village whose inhabitants wor-
shipped the Pantheon of Sumer. She heard their cries of distress and
realized that the humans thought she was the dreaded Tiamat, the great
serpent of destruction. Flattered, she adopted the name and has managed
to convince many a terrified mortal that she is the genuine article. The
real Tiamat learned of this charlatan, but decided that the dragon posed
no threat. Furthermore, the fact that she was spreading terror in her
name, suited the evil goddess just fine.

Puffed with pride, the Tiamat impostor presented herself to the Panth-
eon of Dragonwright and demanded to be admitted. To her misfortune,
she was met by Styphon the Black, the evil member of the pantheon
and enemy to the rest. Annoyed at her insolence, Styphon clawed
Tiamat to within an inch of her life, then left her bleeding body on top
of a mountain, with the words, “It takes more than a name to make a
god, hatchling.”

When she recovered, Tiamat the Younger was more dedicated than
ever to achieve godhood. She hates Styphon and lives for the day when
she will make him eat his words. She is the most powerful member of
the Dark Council, but believes Erghoul/Ea is a capable leader and she
listens to what he has to say.

Real Name: Unknown.

Alignment: Miscreant

M.D.C.: 6500

Size: 25 feet (7.6 m) tall, 70 feet (21.3 m) long.

Weight: 30 tons

Species: Great Horned Dragon

Attributes: 1.Q. 22, M.E. 26, M.A. 20, P.S. 48 (supernatural), P.P.

18, P.E. 25, P.B. 22, Spd 60 (41mph/65 kmph) running, 190 (130

mph/208 kmph) flying.

Disposition: Tiamat the Younger is mean, tough, bold and cunning.
She is also arrogant and likes to intimidate lesser creatures. She is
especially fond of impressing godlings, demigods and even deities
with her fake identity. However, she doesn’t try this with members
of the Pantheon of Sumer or Dragonwright. She has also started the
rumor that Tiamat has always been an ancient dragon.

Horror Factor: 18

Experience Level: 23rd level dragon, 12th level ley line walker.

Natural Abilities: Nightvision 100 feet (30.5; can see in total darkness),
excellent color vision, see the invisible, turn invisible at will, bio-re-
generation 1D4 X 10 M.D.C. per minute, resistant to fire and cold
(does half damage, including M.D. magic fire and plasma energy),
teleport self 92%, dimensional teleport 52% and metamorphosis at
will (lasts for an indefinite period, human or animal form).

Skills of Note: Demon and monster lore, faerie lore, all wilderness,
domestic, detect concealment, detect ambush, track human, all at
98%. Knows Dragonese/Elven, Latin, Greek, Akkadian, Sumerian,
Egyptian, Palladium Northern tongue and Southern tongue, Amer-
ican and Spanish, all at 98%. W.P. Sword, W.P. Heavy Weapons.

Combat Skills: Natural.



Number of Attacks: Eight physical, or four fire breath and four phys-

ical, or three by magic.

Restrained Punch — 1D6 X 10+ 33 S.D.C.

Full Strength Punch — 6D6 M.D.

Power Punch — 1D6 X 10+ 20 M.D.

Kick/Tail — 6D6 M.D.

Bite — 6D6 M.D.

Breath Attack — 6D6 M.D. Range: 100 feet (30.5 m).

Bonuses: +2 on initiative, + 5 to strike, +6 to parry and dodge, + 33
to S.D.C. damage, +2 to pull punch, +4 to roll with impact or
fall, +9 to save vs horror factor, +9 to save vs magic, + 10 to
save vs psionics.

Magical Knowledge: All spell magic from levels 1-11 plus restoration,
resurrection and dimensional portal. P.P.E.: 900.

Psionic Knowledge: All sensitive, physical and healing powers, plus
bio-manipulation and psi-sword. I.S.P.: 120.

Weapons and Equipment: None, relies on powers.

Description: In human form, she appears as a red-haired woman of
considerable beauty, dressed in Egyptian fashions (she doesn’t know
enough about Babylonian culture to realize her mistake; Ea knows
but doesn’t care enough to correct her, or maybe he’s afraid of
angering her).

Troops of the Dark Council

The Dark Council has built up an army of warriors, agents and
wizards throughout parts of the Megaverse. Chief among them are
Krellon’s long-time servants, who have also had their lives extended
through alchemical potions. The first one, Niorgi, is a 14th level ley
line walker who knows all spells from levels 1-12 plus close rift. The
other, Barton, is a 13th level necromancer. Both of them have under-
gone bio-wizard enhancements and now have 75 M.D.C. plus armor
and magic. One of the two magicians is at the Council’s headquarters
at all times.

Ea has four Alu bodyguards and commands a Dybbuk hit squad that
has five members, all armed with Kittanni weapons and armor. He has
an extensive personal spy network led by three Sowki he has impressed
with his power. The spies in the network consisting of humans, D-bees,
young dragons and many other beings. The spy network spans the
universes. On Earth it includes agents in the Coalition States, Lazlo,
The NGR, Gargoyle Empire, Phoenix Empire and Atlantis (Lord
Splynncryth has taken over the info-cell in Atlantis, which now feeds
Ea the information Splynncryth wants him to have, whether it is true
or not).

Tiamat has half a dozen agents, all hatchling dragons of diverse
species; levels 2 to 7.

The Council’s home headquarters is protected by three separate
mercenary companies. As many as half the members of each squad
may be away on leave or on a mission for the Council.

The first company is made up of Brodkil raiders (see Rifts® Triax
& the NGR or Lone Star), totalling 90 troopers, levels 1-6, led by a
heavily ‘borged 8th level Brodkil champion called Smasher. This
squad is equipped with Kittani energy weapons, including heavy pulse
cannons and other weapons normally mounted on robots.

The second company consists of 75 Dragon Slayers (see Rifts Vam-
pire Kingdoms), levels 2-8, led by a 12th level champion, Stomp the
Invincible. The Dragon Slayers are equipped with ancient/medieval
weapons, and are used as shock troopers.

The last company is a mixed group that includes an elven sorcerer
(9th level), a human fire warlock (6th level), 4 full conversion cyborgs
(GM'’s choice), 8 Wolfen snipers with modified Juicer rifles and Dead
Boy armor (6th level), 6 Kittani warriors with Serpent Battle Armor
(5th level), 3 Tattooed Men (6th level), 6 renegade NGR soldiers in
Triax power armor (4th level, G.M.’s choice of armor), a renegade
Coalition SAMAS squad (10 soldiers in SAMAS armor; 4th and Sth
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level), 7 reprogrammed skelebots, and a strange, 50 foot tall, blue-skin-
ned alien with arobot vehicle recently converted to run on techno-wizard
energy. The leader is a Gargoyle Lord who calls himself the Outlaw
(11th level warrior).

Besides those three companies, the grounds of their palace are pro-
tected by several Atlantean Dragon rune statues, wards and circles. At
any given time there is a 50% chance that one of the three Dark Council
Members are at the palace, a 20% chance that two of them are there
together, and a 6% chance that all three of them are there.

The Dark Council Headquarters

Ea has taken over a pocket dimension (total area: 5 square miles/8
km) with a breathable atmosphere and a source of fresh water (actually
the water comes from a rift connecting the dimension with the elemental
plane of water). There are four ley lines in the dimension, and one
nexus point near the center. In the center of the dimension is the palace
of the Dark Council. It is a large structure with doors 70 feet (21 m)
tall and fifty feet (15 m) wide — large enough to accommodate a dragon
and giant visitors. These doors are made of reinforced, enchanted metal
and stone. It takes 400 M.D. to blow a one by one foot hole, and 1000
M.D. to knock a door down (6,000 points to destroy a door). The walls
are made of almost indestructible enchanted marble; it takes 1000 M.D.
to blast a one foot square hole! The building is on the North (the
dimension has a magnetic North) side of a square surrounded by three
other buildings, each of which houses one of the mercenary companies
that serve the Council.

The standard way to get to the Headquarters is to go through a
dimensional portal that can be activated by reciting the correct enchant-
ment and spending 50 P.P.E. (only a handful of trusted agents know
the incantation). Dimensionally teleporting there (which first requires
the teleporter to know where the pocket dimension is) will automatically
trigger an alarm.

The New Immortals

Two heroic warriors have started wandering through the Megaverse
claiming to be two heroes of legend: Gilgamesh and Endiku. Are they
the heroes of legend or two pretenders? Of one, there is no question.
Endiku Longhair is an Atlantean Undead Slayer, clearly not the savage
man-bull of mythology. The one claiming to be Gilgamesh is an enigma.

Gilgamesh the Wanderer

Over the last decade, a warrior who calls himself Gilgamesh has
carved a reputation for himself as a dimension spanning paladin. The
last ten years are the only memories he has. He has no idea what has
caused his loss of memory. The first thing he remembers is waking up
along a river bed in a wilderness area, laying naked on the cold ground.
Beside him were the remains of a fire, some camp equipment, a motley
collection of weapons, a suit of armor, and a diary written in cuneiform
(Babylonian) script. He checked the campsite and found the tracks of
two people. There appeared to have been; a bare-handed fight. One of
the combatants had lost. There were no traces of the other one, or any
tracks leading away from the camp. The only other clue was the book.

He could understand the script and read the story of King Gilgamesh,
who had been driven to search for immortality through the Megaverse.
Rare alchemical potions had extended his life, but had not granted him
what he wanted most, to be truly an immortal. He had tried magic and
technology, had questioned vampires and demons, and came out not
much wiser than before. Eventually, he had found the answer from a
mysterious man who called himself the Cyber-Mancer. This exotic
techno-wizard had discovered a ritual in which the subject was cloned
and then his clone was sacrificed and all its potential life span was
transferred to the original body, greatly increasing its life span. If done
seven times, the ritual would grant eternal life.
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According to the book, Gilgamesh had carefully researched and con-
firmed the Cyber-Mancer’s story. He had the clones created and per-
formed the ritual six times. Each time creating a double of himself and
then destroying it. Each time, however, it became harder to do this.
His conscience had begun gnawing at him. Was immortality worth
committing cold-blooded murder, especially when the victims were
closer to him than his own sons could be? But then again, were these
clones individuals or simply a physical extension of his own essence
which he was reclaiming? The king clung to this latter notion. As the
last time approached, he hesitated. He had even awakened the clone
and let it experience a few moments of life. The last entry of the diary
read: “Tonight I must make my decision. I feel my life force coming
to an end. I must act or pass on forever.” What happened afterwards
remains a mystery.

To compound the mystery, the man on the river bank somehow knew
he was Gilgamesh. Or was he? His memories erased, he could not
know whether he was the original king, the clone, a deluded lunatic,
or some impostor with amnesia. Did Gilgamesh kill the clone and
become immortal? Was he that ancient king, immortal at last? Or was
he the clone, granted life by the dying king (and did Gilgamesh perish
or does he still live?). Had the clone and the king fought and one killed
the other — if so, which one survived and where was the loser’s body?
In the river? After a day of contemplation, Gilgamesh decided he could
drive himself mad trying to guess at what transpired that fateful night.
All he knew for certain was that his name was Gilgamesh and he was
a great warrior, He found some ancient armor in his pack (owned by
King Gilgamesh?), but the rune weapons mentioned in the journal were
missing. Had the king sold them in his search for immortality, or had
he taken them with him? Over the next ten years of adventuring he’d
find new weapons and magic but never any answers to his true identity.

Gilgamesh the Wanderer, whoever he is, cares nothing about immor-
tality and is horrified at the lengths that the ancient king went to in
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order to satisfy his obsession. This Gilgamesh is a champion of light
who fights wrong wherever he finds it. However, his lost past is always
gnawing at him and he wishes he could find out who he really is (in
many ways he hopes he is not the ancient king). Perhaps some day,
he will cross paths with the Cyber-Mancer and learn the answer.

Real Name: Unknown (it may be Gilgamesh).
Alignment: Principled

M.D.C.: 1600

Size: 7 feet tall (2.1 m)

Weight: 400 Ibs (180 kg)

Species: Unknown — supernatural

Attributes: 1.Q. 19, M.E. 22, M.A. 22, P.S. 50 (supernatural), P.P.
25, P.E. 30, P.B. 17, Spd 44 (30 mph/48 kmph).

Disposition: Unlike the Gilgamesh of legend, this one is a paladin of
justice, always kind, generous, and merciful. He never tolerates the
abuse of the weak or justifies acts of cruelty. He is a good leader
who is understanding, reasonable and fair-minded. In combat, his
instincts are sharp and deadly, and fully the equal of his namesake.

Horror Factor: 12

Experience Level: 19th level warrior.

Natural Abilities: Bio-regeneration 1D6 X 10 M.D.C. per minute, re-
sistant to fire (takes half damage), see the invisible, has keen senses.

Skills of Note:  All wilderness and espionage at 98%, W.P. Sword,
W.P. Blunt, W.P. Energy Rifle, W.P. Heavy Weapons. Robot
combat: basic, athletics, boxing and wrestling.

Combat SKkills: Hand to Hand: Martial Arts

Number of Attacks: Six hand to hand.
Restrained Punch — 1D6 X 10+ 35 S.D.C.
Full Strength Punch — 6D6 M.D.

Power Punch — 2D4 X 10 M.D.

Kick — 6D6 M.D.

Crush/Squeeze — 6D6 M.D.

Bonuses: +3 on initiative, +7 to strike, + 13 to parry and dodge,
+35 to S.D.C. damage, + 6 to pull punch, + 6 to roll with impact
or fall, +8 to save vs magic, +8 to save vs poison and disease,
+ 8 to save vs horror factor, +6 to save vs psionics.

Magical Knowledge: None. P.P.E.: 200.

Psionic Knowledge: All sensitive, plus mind-block auto-defense.
L.S.P.: 120.

Description: A well-muscled man with brown hair and beard. He is
surprisingly fast and graceful for a man of his size. He has a scar
on his left cheek, apparently from some sort of very hot weapon,
but other than that he is the spitting image of King Gilgamesh at
approximately the age of 30. Even the real Endiku will believe he
is his ancient friend and might even join him and Marcus/Endiku
Longhair on adventures (once he hears the Wanderer’s story he will
hold no animosity toward Gilgamesh or Marcus).

Weapons and Equipment: 1. Flameblade: A rare rune weapon that
looks like a bladeless handle until it is activated, at which time a
fiery looking psi-sword appears from the handle. This powerful
weapon has a number of powers and talents:
® 1.Q. 14, telepathic link.
® Scrupulous alignment.
® Psi-Sword inflicting 1D6 X 10 M.D.
® Canshoot Psi Bolts, inflicting 6D6 M.D., up to 1000 feet (305 m)

2. Enchanted Scale Mail, 1500 M.D.C. and weightless.
Game Master Note: We leave it to you whether this man is the

immortal king, the clone of the king, or a deluded impostor. And
if one of the latter two, does the king still live? Enjoy the mystery.
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Endiku Longhair

Marcus Meleagrus is an experienced Undead Slayer who had fought
the forces of evil for twenty years. He met Gilgamesh the Wanderer
in the middle of a fight with a Volute Metzla (see Rifts Atlantis) which
was ravaging the countryside of the world Gilgamesh was visiting.
Endiku and three other Undead Slayers attacked the monster, but when
Gilgamesh arrived, only Meleagrus was left. Gilgamesh took the mons-
ter by surprise, and the two heroes destroyed it. Meleagrus’ appearance
was very similar to King Gilgamesh’s mythical friend Endiku and
seemed to spark some memory in the young warrior. Gilgamesh isn’t
certain why he asked him if he was Endiku or why that name seems
so warm and comforting. Meleagrus was inwigued (he knew the stories
of the Pantheon of Sumer) and Gilgamesh told him his tale of amnesia
and about the diary and its saga.

The Undead Slayer and the Wanderer have become close friends,
and are both working for a way to restore his memory. In the meanwhile,
the two have fought Splugorth minions, vampires, demons and other
monsters for several years now, and have become a deadly team. They
have also clashed with members of the Olympus Club and are not on
good terms with them. Since Gilgamesh might be the legendary king,
the Atlantean has agreed to adopt the name of the ancient hero, Endiku,
who, according to Gilgamesh the Wanderer, died long ago.

Real Name: Marcus Meleagrus
Alignment: Principled
M.D.C.: 352

Height: 7 feet (2.1 m)
Weight: 196 lbs.

Species: Atlantean
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Attributes: 1.Q. 17, M.E. 21, M.A. 15, P.S. 24, P.P. 16, P.E. 16,

P.B. 17, Spd 20.

Disposition: He carries himself with an air of nobility and dignity. He
has a good sense of humor and a warm heart. However, sometimes
he is almost too “straight and narrow.” He is the stereotypical knight
of chivalry, fighting by the rules and following a strict code of
honor. He shows mercy to all except supernatural monsters.

Horror Factor: 12

Experience Level: 10th level Undead Slayer

Natural Abilities: Sense vampires, 1000 feet (305 m) range, sense ley
lines, nexuses and rifts, operate dimensional pyramids. Also see
Tattoos, below.

Combat Skills: Hand to Hand: Martial Arts

Number of Attacks: Six hand to hand or by tattoo.

Bonuses: +2 on initiative, +3 to swike, + 6 to parry and dodge, +4
to pull punch, +4 to roll with impact or fall, + 8 to save vs horror
factor, + 5 to save vs magic and poison, and + 6 to save vs psionics.

Magical Knowledge: None, but see tattoos. P.P.E.: 316.

Psionic Knowledge: None

Weapons and Equipment: Has a K-E4 Plasma Ejector, K-4 Laser

Pulse rifle, 3 silver knives, a wood cross, and a dozen wooden

stakes and mallet.

Description: A tall, athletic man with long black hair and intelligent
black eyes. A trained, sophisticated speaker and leader of men.

Tattoos: Has a total of 32 tattoos. They are:

® Flaming Sword: Creates a magical weapon that inflicts 1D8 M.D.
P.P.E. Cost: 10. Duration: Two and a half hours.

® Heart Impaled by Wooden Stake: Renders the character invulnerable
to the bite and mind control powers of vampires. P.P.E. Cost: 15.
Duration: 10 hours.

® Bow and arrows with flaming winged arrows: Fires mega-damage
arrows (inflicts 1D6 M.D.), P.P.E. Cost: 10. Duration: Two and
a half hours.

® Turn Dead (Cross): Turn dead, equal to the spell. P.P.E. Cost: 15.
Duration: 10 minutes.

® Heart In Chains (Invulnerability): Limited invulnerability: the body
can withstand 750 M.D.C., and protects from mostforms of physical
attack, poison and drugs. P.P.E. Cost: 40. Duration: 1 hour and
40 minutes.

® C(Cloud In Chains (Air Powers): Gives the user several air powers
(seeRifts Atlantis, p. 91). P.P.E. Cost: 50. Duration: 10 minutes.

® Rose and Thorny Stem & Dripping Blood (Healing): Heal wounds
as the spell; as many as three healing touches can be performed in
one minute. P.P.E. Cost: 30. Duration: 10 minutes.

® Phoenix (Super Healing): Will restore 50 Hit Points and 50 S.D.C.,
or 100 M.D.C., and cure several disorders. It can also bring back
the dead, but at the cost of 1D6 Hit Points, 2D6 P.P.E. points and

1 P.E. point (permanent). P.P.E. Cost: 124. Duration: Instant.

® Eye of Mystic Knowledge: Allows caster to recognize magical writ-
ings. P.P.E. Cost: 20. Duration: One hour and 40 minutes.

® Simple Weapons (Sword, Spear, Axe, Mace, Staff, Knife): Each
counts as a tattoo. Creates an ordinary weapon. P.P.E. Cost: 2.
Duration: 5 hours.

® Simple Animals (Horse, Wolf, Elephant, Eagle, Chimpanzee):
Creates animal-like conswructs that are totally loyal to the caster.
P.P.E. Cost: 15 P.P.E. (30 P.P.E. for the elephant). Duration: 10
hours or until slain.

® Chain With Broken Link: Gives him a P.S. 30 (supernatural). P.P.E.
Cost: 30. Duration: 50 minutes.

® Knight in Armor: Creates a transparent suit of magical armor.
M.D.C. 200 P.P.E. Cost: 25. Duration: 5 hours.

® Skull Engulfed In Flames: Grants several fire powers, including a
fire aura with 60 M.D.C. and fire bolts (1D4 X 10 M.D., 1000
feet). P.P.E. Cost: 45. Duration: 50 minutes.

® Heart With Tiny Wings (run): Runs at superhuman speed of 190
(130 mph/208 kmph). P.P.E. Cost: 10 Duration: 5 hours.



® Monster: Pegasus: Creates a pegasus with 180 M.D.C. P.P.E. Cost:
100. Duration: 5 hours.

® Monster: Peryton: Creates a peryton with 190 M.D.C. P.P.E. Cost:
100. Duration: 5 hours.

® Monster: Gryphon: Creates a gryphon with 86 M.D.C. P.P.E. Cost:
80. Duration: 5 hours.

©® Monster: Fury Beetle: Creates a fury beetle with 800 M.D.C. P.P.E.
Cost: 100. Duration: 5 hours.

® Winged Dagger in Flames: Counts as two tattoos. A dagger that
does double M.D. damage (1D6 M.D.), that can be thrown and

returns magically to his hand. P.P.E. Cost: 30. Duration: Two and
a half hours.

® Halberd Covered in Flames: Creates a poleaxe that inflicts 3D6
M.D. P.P.E. Cost: 10. Duration: Two hours and a half.

® S.D.C. Shield: Creates a shield with 200 S.D.C. and an A.R. of
13. P.P.E. Cost: 2. Duration: 5 hours.

Note: It doesn’t matter to Marcus who Gilgamesh the Wanderer really
is, or whether he is a demigod, godling or immortal. He considers this
man his closest friend and a noble heir and that is enough.

The Greek-Roman Pantheons

Quentin Milton (Order

The Classical gods of Greek and Roman mythology are perhaps the
best known pantheon in the world. Even Rifts Earth has not completely
forgotten them, despite the loss of most of human culture. Although
these gods haven’t been worshipped in over two thousand years, they
are still with us in some ways.

The Greek religion involved ritual sacrifices, usually of cattle, al-
though human sacrifice was not unknown in earlier times. The gods
were depicted as fickle deities, who acted in very human ways. Like
the mortals who worshipped them, the Greek deities could be kind and
cruel, jealous and generous, patient or impulsive, sometimes changing
their moods suddenly and violently. There were frequent rivalries be-
tween different gods. For instance, Zeus was often attracted to mortal
women. His wife Hera resented this and would do anything in her
considerable power to either prevent the affair or bring harm to the
woman involved. Sometimes the gods would take sides in human con-
flicts, like the Trojan war in which some gods supported the Greeks,
while others helped the besieged Trojans.

Greek gods were often feared, and rarely loved. They were seen as
capricious, almost evil entities of great power. If a mortal offended a
Greek god in any way, even inadvertently, he or she could expect swift
and terrible punishment as a result. “As flies to wanton boys are we to
the gods; they kill us for their sport.” This quote from William Shakes-
peare is a good summary of the way the Greeks felt about theirdeities.

The Romans adopted many of the Greek Gods as their own, changing
the names of the specific gods but keeping their personalities and powers
intact. For example, the Greek god Zeus and the Roman God Jupiter
are fundamentally one and the same. The Greek and Roman pantheons
spread across the ancient world via conquering armies. The first one
was led by Alexander the Great, a Macedonian warrior who conquered
most of the Mediterranean and spread Greek beliefs wherever he went.
The next force was the Roman Empire which spread the names of their
gods as they conquered most of Europe and parts of Asia and Africa.

Three pantheons are described in the section that follows. The first
is The Pantheon of Olympia, comprised of mythological Greek deities.
They are passionate and human-like. They are “wue” gods, dependent
on worshipers for power and able and willing to grant spells to their
priests and devotees. Olympia is an extwra-dimensional realm, very dif-
ficult to reach, and very dangerous to travelers who manage to get there.

The second pantheon is the gods of Dark Olympus. They are diabolic
monsters who enjoy the suffering of helpless mortals beneath them.
Their cruel and malicious impulses and motivations are totally alien to
humankind. They seem to feed on pain and terror. Their leader, Jupiter,
is an entity who delights in spreading death and destruction. His main
enemy is a vampire intelligence that calls itself Pluto, after the Roman
god of Death. Jupiter’s servants are very similar to demons or devils
and are only confused with gods because of their great power.
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Then there is the Olympian Club. Its members are not true gods or
alien intelligences, but a motley crew of multi-dimensional wavelers
assembled by a powerful dragon. They might be considered demigods.
They pose as the mythical Olympians to fool and awe mortals and
extort tribute and adoration from unsuspecting primitives. This has
earned them the enmity of the real Pantheon of Olympia and they all
too frequently seem to find themselves at odds with the fiends of Dark
Olympus!

The Pantheon
of Olympia

The Greeks worshipped a large and complex pantheon of gods who
were said to inhabit the realm of Olympia. This realm was first identified
with the mountain named Olympus, but later it was believed to be
located in the sky. According to myth, the gods were descended from
an even more ancient race, the Titans (not to be confused with the
Palladium giants of the same name). These Titans were monstrous
creatures. Some were humanoid but others were utterly alien, having
more in common with beings like the Splugorth than with humans.

The chief of the Titans, Cronus, had risen to power after slaying his
predecessor. He was afraid his children would follow in his footsteps
and slay him in order to rule Olympia. To prevent this, he took to
eating his sons and daughters immediately after birth. Cronus’ wife,
Rhea, saved her youngest child by replacing the baby with a rock
wrapped in cloth and hiding the infant. The god-child grew up to become
Zeus, god of thunder and lightning. Zeus fulfilled his father’s fears by
overthrowing him and the other Titans. Zeus forced Cronus to drink a
magic potion that forced him to release the children he had devoured
and joined the ranks of Olympia. Under Zeus’ guidance, the gods of
Olympia have become one of the most powerful pantheons in the
Megaverse. Although they originated on Earth, they have gone on to
be worshipped in several other dimensions. During ancient times on
Earth, they followed conquerors like Alexander the Great and the Roman
Legions, and while their mortal worshippers conquered new lands, they
subdued the conquered people’s gods. They have followed the same
policies throughout the Megaverse and are known to be ferocious con-
querors.

Relations with Other Entities

1. The Persian Pantheon: Both Greeks and Romans clashed with
the Persian Empire. Once, Zeus even duelled with the Persian
supreme god, the powerful Ahura Mazda, but the gods were too
evenly matched and Zeus did not press the fight. The two pantheons
know each other well and they do not like or trust each other.



2. The Egyptian Gods: Egypt was conquered by worshippers of the
pantheon of Olympia. The Egyptian Gods, divided into two warring
pantheons and with concerns in several other dimensions, did not
want to get involved in an all-out war. They resolved the conflict
by having a champion from each pantheon duel to decide who
would be victorious. Herakles battled Anhur (see Rifts Africa)
and won. The Egyptians gave up the land and left Earth to pursue
affairs in other dimensions, but they remain hostile to Olympia.

3. The Pantheon of Sumer: The two pantheons have relatively
friendly relations, with gods from both occasionally engaging in
quests together.

4. The Nordic Gods: Olympia and Asgard often fought with great
animosity when the Roman Empire battled the Germanic tribes in
Northern Europe. Herakles and Thor had a legendary battle and
both still dream of a rematch one day.

5. The Splugorth: Zeus dislikes them and is unhappy about Lord
Splynncryth’s seizure of Atlantis. However, he prefers not to fight
these mighty beings unless he absolutely has to. Some of the other
gods of Olympia take a more active hand against the Splugorth
Empire.

6. The Atlanteans: This ancient race met the gods of Olympia early
in their history and many a god has kept company with these
dimensional nomads. The gods of Olympia admire and respect
True Atlanteans for their knowledge, courage and wisdom. There
have been many occasions where the gods of Olympia have fought
at the side of True Atlanteans, particularly with undead slayers and
tattooed warriors.

Zeus
God of the Skies

According to myth, Zeus is the god of the skies and responsible for
bringing rain to fertilize the earth. He is also a god of justice, protector
of kings, and enemy of giants and Titans (and alien intelligences in
general). The Greeks worshipped him because rain was an important
necessity for agriculture, but feared his random lightning strikes, which
they considered signs of his slightly malicious nature. Animal sacrifices
were offered to the god several times a year.

Zeus was infamous for his countless acts of seduction and it is a
wonder that he was not named the god of lust. Attractive women were
the targets for his attention, something that led to many problems with
his wife, Hera. Hera did not dare to attack Zeus directly, so she usually
concentrated her revenge on the poor mortal women he had seduced.
Occasionally, Zeus tried to protect the women, but typically did nothing
to intervene on their behalf.

Unlike other pantheon leaders, Zeus is not very concerned with moral
issues. He has fought the forces of darkness but only when they
threatened Olympia — an act of self-defense. Zeus tends to be a very
self-absorbed god. If something does not affect him directly, he usually
doesn’t care about it. This includes wars, famine and other disasters.
However, he does seek the adulation of mortals and likes to have many
worshippers. When a large community of loyal worshippers are
threatened, he will take action to help them. However, this only applies
to threats that endanger an entire kingdom or nation of devout worship-
pers or a remarkable king. He also takes action when he and/or the
gods of Olympia are being shown up and when Olympia is threatened.
Individual lives have little value to him. In many instances, he will
send one or more of the lesser gods from his pantheon to help his/their
subjects.

On the other hand, whenever one of the greater gods of Olympia,
or the Kingdom of Olympia itself, is threatened by other gods or super-
natural forces, Zeus will jump to their defense. Much of his protective
actions are again motivated out of selfishness. Zeus will not tolerate
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interlopers taking, damaging, or belittling what he considers to belong
to him. That includes the gods of his pantheon, their/his reputation,
and the lives of his worshippers. The wrath of Zeus can be a frightening
thing to behold and he can be both ruthless and terrible in combat.

Zeus is known to slay mortals who dared to assume the rank and/or
privileges of gods. If the Pantheon of Olympia and either of the other
two pantheons exist together on one world, Zeus and his agents will
do their best to hunt down and destroy these impostors. When Zeus
again turns his eyes to the Rifts world, he will want to intervene on
humankind’s behalf.

The Return to Rifts Earth

Zeus will probably send his priests and demigod servants to the
wastelands of Europe, particularly the Mediterraen, France, Italy, En-
gland and Germany. He will reclaim Greece (which he and his fellow
gods will call Olympia) as their homeland and reestablish the thrones
of the gods on Mount Olympus. He and the Pantheon of Olympia will
actively defend the people of Greece/Olympia from the demons and
monsters that dominate the land — provided that the people worship
them as their godly protectors, lords and masters. The gods will make
it known to the Gargoyle Empire that they will not tolerate their evil
presence in Olympia and the gods are likely to try to slowly expand
their range of influence throughout Europe and Africa. Both Zeus and
Ares, God of War, will anxiously await a direct confrontation with the
Gargoyles, Splugorth and other monstrous beings. However, although
some of the other gods may take a more direct hand in helping humans,
Zeus and Ares will not. They will fight only when directly challenged
by the enemy, but when that moment comes, they will be ready.

The New German Republic and their struggle against the Gargoyle
Empire and other dark forces will appeal to many of the gods of Olympia.
However, few will take a direct or obvious hand in the conflict. They
realize that these mortals are not likely to ever accept any dimensional
being as their god and master, so they leave them to their own fate.
However, this massive conflict does provide Zeus and his fellow gods
with an arena of entertainment.

The gods of Olympia may also try to establish worshippers and
alliances among the Federation of Magic, Tolkeen, and among desperate
people around the world. Zeus may also work with True Atlanteans in
an effort to reclaim their homeland, mostly because he hopes to one
day gain their worship and because he hates the Splugorth. He will not
do so immediately, because his pantheon is still not strong enough to
face the Splugorth. Instead, he will rely on agents, spies, subterfuge
and manipulation to interfere with the monsters while his pantheon
grows in strength. The gods of Olympia are not yet aware of Wormwood
and may find it a challenging location to explore and conquer — many
of the peasants would welcome any force that would rid them of the
monsters that torment them.

Greek Name: Zeus, Roman Name: Jupiter

Alignment: Anarchist

M.D.C.: 100,000 (20,000 on Rifts Earth and most other dimensions)

S.D.C./Hit Points (for non-M.D.C. worlds): 7,000 S.D.C. and 3,000

hit points.

Height: 6 to 60 feet (1.8 to 18.3 m).

Weight: Varies with size.

Age: Over 5,000 years old.

Attributes: 1.Q. 28, M.E. 30, M.A. 25, P.S. 50 (supernatural), P.P.

25, P.E. 35, P.B. 24, Spd 60 (41 mph/65 km).

Disposition: In formal situations, he is usually loud, overbearing and
commanding (he is the lord of the gods, after all). Zeus has a temper
and it is not wise to cross him. The god is aware of his responsibilities
as leader of Olympia and he often tries to do the right thing, but he
usually ends up doing what feels good to him.

He can be quite a charmer, especially when trying to seduce a
woman. He is very lecherous and has had thousands of affairs with
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female mortals and gods. A female player character with a P.B. of
20 or higher may become the next target of his affection.
Horror Factor: 14 whenunder 10 feet (3 m) or 17 whenin giant form.
Experience Level: 20th level air and water warlock, 15th level ley line
walker, and 15th level warrior.

Natural Abilities: Bio-regeneration 1D6 X 100 M.D.C. per minute (4
melees) and complete regeneration of limbs, nightvision 600 ft (183
m), see the invisible, turn invisible at will, impervious to fire and
cold, impervious to poison/toxins/drugs, metamorphosis at will into
humanoid or animal (unlimited duration), teleport self (and others)
up to 100 miles (160 km) away, dimensional teleport at will (95%,
limited to dimensions known to him, which are many), turn
1D6 X 100 dead. His healing touch restores 6D6 hit points, S.D.C.
or M.D.C.

Special: Generate lightning bolts at will: Each bolt does 1D6 X 10
M.D. costs him no P.P.E. to create and can be created as often as
the number of hand to hand melee attacks. Range: 4,000 feet (1200
m).

Special: Weather Control: Three times a day, Zeus can create or
stop rain in a 100 mile (160 km) radius. The rain can be anything
from a light drizzle to a drenching storm. In the mountains and cold
environments he can make it snow. By playing with thermal currents,
he can also “herd” larger weather systems to wherever he’d like
them, as long as they are within 1000 miles (1600 km) from his
target. Hurricanes and storms can be brought to bear against areas
the god wishes to destroy or punish. To do this, the god has to fly
above the clouds to conwol them. The duration of these storms is
typically 3D6 minutes. Also see magic powers.

Skills of Note: Literate in Atlantean, Dragonese/Elven, Faerie, Greek,
Italian and Latin, all at 98%. He can also speak Gobblely at 98%
and Splugorth at 65%. Most normal skills are of little interest to
Zeus. When attempting anything, he has a minimum chance of 60%
to succeed.

Combat Skills: Hand to Hand: Expert.

Number of Attacks: Eight (8) physical, psionic, or lightning strikes,
or 3 spells per melee.

Reswrained Punch — 6D6+ 35 S.D.C.
Full Strength Punch — 6D6 M.D.
Power Punch — 2D4 X 10 M.D.

Kick — 6D6 M.D.

Bonuses: + 3 oninitiative, + 7 to strike, + 8 to parry and dodge, +35
to S.D.C. damage, +6 to pull punch, +6 to roll with impact or
fall, + 10 to save vs horror factor, +8 to save vs all magic, and
+ 8 to save vs psionics.

Magical Knowledge: Knows ALL spells, levels 1-10, plus anti-magic
cloud, create magic scroll, remove curse, summon fog, amulet,
metamorphosis: mist, calm storms, summon rain, summon storm,
summon lesser being, summon entity, close rift, sanctum, restora-
tion, dimensional portal, and transformation. Also knows ALL Air
and Water Elemental spells. P.P.E.: 15,000.

Psionic Knowledge: Knows ALL Healing, Sensitive and Physical Pow-
ers, at 8th level of experience. Considered a master psionic. I.S.P.:
700.

Allies: Herakles and the mighty Hundred-Handed are his trusted friends
and allies. He has a degree of friendship with the mysterious Egyptian
deity Thoth and can always rely on his brother, Hades. He also
associates with many other gods, godlings, demigods, True Atlan-
teans and powerful, though lesser beings.

Minions: Zeus is the master of the Greater Cyclops, a powerful race
of giants. He will accept any race, human or non-human, as his
worshippers.

Weapons and Equipment of Note: 1. The Aegis: An indestructible
shield that causes any beings who see its face to flee unless they
can save against a horror factor of 16.
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2. The Bolts of the Cyclops: Zeus’ cyclops servants make powerful
magic bolts which he carries in battle, relying on those instead of
his weaker natural lightning. Damage can be either 2D6 X 10 M.D.
or 3D6 X 10 M.D. Range: 2000 ft (610 m). Zeus sometimes gives
3D4 of such lightning bolts to other gods, priests and heroes as a
reward for their service to him.

Description: His usual form is that of an old, but physically perfect
human male with white hair and beard. He can vary his size from
that of a human to a giant (his attributes remain unchanged). When
angered, a lightning bolt appears in his hand. He can also assume
any human or animal shape at will!

Herakles

God of Strength & Heroes

Herakles is the son of Zeus and a mortal Greek woman, Alcmene.
Even as a child, Herakles was able to defeat grown men with ease.
During his life on Earth, he grew into a powerful demigod with superhu-
man strength and endurance. Herakles went on several quests, battling
and defeating monsters, giants, and even gods! During his life as a
demigod, he was fond of travel and adventure and he loves to be sent
on quests and to wander the Megaverse looking for new challenges.

He became famous for his great strength and infamous for his terrible
temper. He was given to fits of rage in which he would lash out and
even kill anybody at hand. During one of his blind rages, he inadvertently
killed his wife and children. As punishment for their senseless murders,
Herakles performed twelve nearly impossible tasks for King Eurystheus,
known as the Twelve Labors. They included the killing of the Nemean
Lion, the slaying of the Hydra and the capture of Cerberus, the guardian
of the Underworld.

Many years later, Herakles was poisoned with the blood of the Hydra
and would have died if Zeus had not taken him up to Olympia, where
he became a full god. Since that fateful day, Herakles has become a
dedicated defender of Olympia and champion for Zeus. If Zeus makes
an alliance with one of the kingdoms on the Rifts world, Herakles might
be sent to provide assistance. The god of strength and heroes has also
learned to curb his temper and rash impulses. However, when terribly
frustrated or made angry beyond reason, he will still fly into a berserker
rage, smashing things and fighting like a man possessed. During these,
thankfully uncommon, fits of rage, Herakles will not listen to reason,
takes ridiculous risks, unwittingly endangers others and will fight any-
body (friend or foe) who ftries to stop him from attaining his goal or
target. A typical fit will last 3D4 minutes.

RPG Note: In a Heroes Unlimited Campaign, Herakles may appear
via a dimensional anomaly. He may challenge a super-strong character
to a contest of might and is likely to cause a certain amount of trouble
wherever he goes. However, he is ultimately a well intentioned hero
who tries to right injustice and destroy evil. The powers presented here
can be used or super powers can be selected to reflect the god’s natural
powers. In some cases, the character may be too powerful as a character
in our modern world and may require some additional adjustments.

Greek Name: Herakles, Roman Name: Hercules.

Alignment: Unprincipled

M.D.C.: 40,000 (8,000 on Rifts Earth and most dimensions).

S.D.C./Hit Points (for non-M.D.C. worlds): 2,500 S.D.C. and 1,500

hit points.

Height: 6 feet, 10 inches (2.08 m).

Weight: 500 lbs (225 kg); all muscle. Age: 3,500

Attributes: I.Q. 13, M.A. 20, M.E. 25, P.S. 70 (supernatural), P.P.

24, P.E. 30, P.B. 16, Spd 50 (35 mph/56 km).

Disposition: When in a good mood, he is very friendly, cheerful,
playful, considerate, and generous. When in a bad mood, he can
be sullen, given to self-recrimination, and drunkenness. He has
learned to control his fits of temper, but is still prone to violent
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rages if provoked, frustrated or angered beyond his endurance. Dur-
ing these rages he will strike at anyone near him, friend or foe,
cannot be easily dissuaded and will fight to the death against impos-
sible odds.
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Herakles is not afraid of anybody or anything and loves a good
fight. This courage is both admirable and foolhardy. In the latter
case, he is driven to take foolish chances and makes a poor strategist.
Herakles prefers to tackle things head-on rather than negotiate or
use subterfuge. He tends to be impatient and craves action and
adventure. He is the ultimate warrior.

Horror Factor: 12 if he demonstrates his incredible strength or is
recognized by an old opponent.

Experience Level: Equal to a 12th level warrior. In the Palladium
Fantasy RPG he’d be considered a 12th level Mercenary Fighter.
In Heroes Unlimited he’s a 12th level alien warrior (supernatural
being from another dimension). In Heroes he can have the powers
described here or the five minor super powers: extraordinary strength,
exwaordinary endurance, extraordinary speed, healing factor and
impervious to fire and heat.

Natural Abilities: Bio-regenerates 2D6 X 10 M.D.C. per minute and
can completely regenerate severed limbs! He can also see the invis-
ible, has keen vision and hearing, is resistant to poisons/toxins/drugs
(half damage and last half as long), does not breathe air, can leap
40 feet (12.2 m) high and 60 feet (18.3 m) lengthwise, resistant to
fire and cold (does half damage), teleport self 65%, dimensional
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teleport 34%. His healing touch restores 6D6 X 10 hit points or 1D4
M.D.C. and can be used once every minute.

Skills of Note: W.P. Sword, W.P. Archery and Targeting, W.P. Bow,
boxing, athletics, wrestling, climb, swim, demon and monster lore,
detect ambush, detect concealment, first aid, horsemanship, tracking
(humans and animals), wilderness survival, and speaks Greek, Ita-
lian, Euro, Atlantean and Dragonese, all at 90%. He has also learned
American and Spanish at 65%.

Combat Skills: Hand to Hand: Martial Arts

Attacks Per Melee: Eight by hand to hand combat.

Restrained Punch — 2D4 M.D.

Full Strength Punch — 2D4 X 10 M.D..

Power Punch — 4D4 X 10 M.D.

Kick — 2D4 x 10 M.D.

Throw — 1D4 X 10 M.D. plus the victim loses initiative and one
attack.

Crush/Squeeze — 1D4 X 10 M.D.

Bonuses: +7 to strike, +10 to parry/dodge, +8 to pull punch/roll
with punch, fall or impact, +45 to S.D.C. damage, + 8 to save vs
magic, +5 to save vs psionics.

Magic Knowledge: None. P.P.E.: 100.

Psionic Knowledge (Special & Limited): Sense magic, mind block,
mind block auto-defense. I.S.P.: 100.

Weapons and Equipment: 1. The Bow of Herakles: This is an inde-
structible holy weapon. Only Herakles can use all of its powers. A
minimum Strength of 24 is necessary to use the bow. For anybody
other than Herakles, the bow does 2D6 M.D. with double the typical
range (1200 ft/366 m). For Herakles it inflicts 1D4 X 10 M.D., has
a range of 2000 feet (610 m) and does triple damage to demons,
vampires and alien intelligences!

2. The Fur of the Nemean Lion: The Nemean Lion was a unique
monster whose indestructible skin could not be pierced by any
weapon. Herakles killed the lion by swangling him, and then he
took to wearing its skin as armor. Any sharp weapon attacks, includ-
ing swords, arrows, etc., do no damage, energy attacks do half
damage. Blunt/kinetic attacks, punches, kicks, falls and explosive
impact do full damage.

Description: Herakles is a tall, immensely broad humanoid with curly
black hair and beard. He often wears a cloak made up of the skin
of a lion and dresses with a short tunic that only covers one half of
his torso. While he may wear gauntlets and arm and leg bands, he
usually avoids wearing any type of restrictive armor.

Hera
Goddess of Women

The wife of Zeus was Hera, said to be the defender of women and
the mother of most of the gods. This goddess was also jealousy incarnate
(although who could blame her, with Zeus as a husband?). The in-
fidelities of Zeus caused her to commit many crimes against mortals
and demigods. Unable or unwilling to confront Zeus, she took out her
frustrations on his lovers and their children. Despite her title of “Defen-
der of Women,” the goddess cares little about mortals and is more
concerned with avenging any insults to her name, real or imagined.
Before her marriage, she was a much nicer person, protecting women
and young children from abuse, but her centuries as a cheated wife
have permanently deranged her. Hera even once participated in a plot
against Zeus, but was stopped and the god eventually forgave her.

About fifty years ago, however, Zeus was finally angered beyond
restraint when Hera committed yet another crime. The goddess not only
destroyed an Atlantean woman the god was courting, but also caused
the deaths of all her closest relatives. The mass murder of members of
this noble, dwindling race was too much for Zeus. He attacked and
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defeated Hera in a furious fight and almost killed her. Hera was told
that if she ever killed anybody again, Zeus would not spare her. Since
that episode, she is sullen and more psychotic than ever. She spends
all of her time on crafting intricate plots to destroy all of Zeus’ lovers
without her taking a direct hand or implicating her role.

Greek Name: Hera, Roman Name: Juno

Alignment: Hera was once unprincipled, then anarchist, but now she

is an evil miscreant.

M.D.C.: 45,000 (9,000 on Rifts Earth)

S.D.C./Hit Points (for non-M.D.C. worlds): 3,000 S.D.C. and 1,500

hit points.

Size: 6 to 24 feet (1.8 to 7.3 m) tall.

Weight: Varies with size.

Attributes: 1.Q. 22, M.E. 16, M.A. 16, P.S. 23 (supernatural), P.P.

18, P.E. 20, P.B. 22, Spd 44 (30 mph/48 km).

Dispeosition: Hera is vain, shallow, inhumanly self-centered, mean spi-
rited, vengeful, conniving and manipulative. A prime example of
the evil gods can do when their power corrupts them. She has little
interest in anybody’s problems but her own. Although insanely jeal-
ous, Hera has never considered leaving Zeus. Instead, she wants
him to be as miserable as she is. She now deals freely with the
forces of evil and anybody who can get what she wants accomplished
(she regularly hires a pair of Sunaj assassins and a 9th level night-
stalker dragon to commit murder). One day she will go too far.

Insanities: Obsession: Make Zeus suffer by killing his lovers. Psychosis:
Paranoid of Zeus, Herakles, and most Gods of Light. Psychosis:
Schizophrenic; hears voices taunting her about Zeus and egging her
on to hurt and kill.

Horror Factor: 14

Experience Level: 15th level sorceress.

Natural Abilities: Nightvision 200 feet (61 m), see the invisible, turn
invisible at will, teleport 98%, dimensional teleport 65%, bio-regen-
eration 2D6 X 10 M.D.C. per minute.
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Skills of Note: All Domestic, Dragonese/Elf and ancient Greek at 98%.
Combat Skills: Hand to Hand: Basic
Number of Attacks: Five hand to hand, or two by magic.
Restrained Punch — 4D6+8 S.D.C.
Full Strength Punch — 2D6 M.D.
Power Punch — 4D6 M.D.

Bonuses: +4 to strike, + 5 to parry and dodge, + 8to S.D.C. damage,
+4 to roll with impact or fall, +7 to save vs magic, +7 to save
Vs psionics.

Magical Knowledge: Knows all magical spells, levels 1-15. P.P.E.:

3,000.

Psionic Knowledge: Knows all sensitive and healing powers. LI.S.P.:
600.

Description: A woman of austere beauty, seemingly in her middle
forties. In demeanor and speech she is very similar to the formidable
“evil” women from soap operas — aloof, strong, and threatening.

Hades

God of Death

Hades is Zeus’ brother. After the defeat of the Titans, Zeus divided
the world into three areas of influence, with Hades taking the under-
ground realms and the abodes of the dead. Hades is not an enemy of
mortals; he is simply not concerned with them. He rules his transdimen-
sional realm where many enemies of the gods are imprisoned and
punished for eons. Hades has devised a number of terrible tortures for
beings the gods wanted punished. Most punishments were eternally
repetitive, happening to the victim over and over again. In this realm
is also the Inter-dimensional Prison of Tartarus, where the Titans
are imprisoned for all eternity.

Hades’ realm has borders with many demonic kingdoms. As a result,
he has to be constantly on guard against raids and attacks. The realm
of Hades is also full of treasure, both in material wealth and magical
items. However, Hades’ power is so incredible in his realm that few
demons and godlings dare to challenge him openly. Instead, the most
foolhardy and brave try to sneak in and steal items of value or retrieve
prisoners, but most of these endeavors have ended disastrously.

Hades rarely leaves his kingdom. Sometimes he will personally go
out to capture somebody Zeus wishes punished, especially if the target
is very powerful (i.e. a god or dragon), but most of the time he sends
his minions. He is inflexible in his duty and loyalty to Zeus, having
once imprisoned other gods at the request of his brother. Poseidon,
Hera and Athena all endured a stint in Tartarus, suffering horrible
torments (this event is not known to mortal chroniclers and may surprise
students of mythology).

Greek Name: Hades Aidoneous, Roman Name: Pluto or Plouton.

Alignment: Aberrant

M.D.C.: 80,000 (16,000 on Rifts Earth)

S.D.C./Hit Points (for non-M.D.C. worlds): 5,000 S.D.C. and 3,000

hit points.

Size: 6 to 60 feet (1.8 to 18.3 m)

Weight: Varies with size.

Attributes: 1.Q. 24, M.E. 28, M.A. 23, P.S. 40 (supernatural), P.P.

21, P.E. 24, P.B. 12, Spd 88 (60 mph/96 kmph).

Disposition: Cold-hearted and grim, Hades is immune to most pleas
for mercy. He considers his duty as jailor and torturer to be sacred,
and is proud of the fact that those who enter his realm never leave
(with only a few exceptions). He does not consider himself evil,
just a person doing his job. Hades has his own twisted view of the
world and sense of honor.

Horror Factor: 17

Experience Level: 15th level sorcerer, necromancer and diabolist.

Natural Abilities: Nightvision 200 feet (61 m), see the invisible, turn
invisible at will, teleport 98%, dimensional teleport 65%, bio-regen-



& //7

A 77/
AN \\/%

)

@
.

-

W
D%

-_&\Vl N N 5 S ‘\‘\‘\\‘\\\—%‘Q\%‘\\\\
W@//%‘\\\f NeA '])f\'//-,‘»,t Y
\gma' i\-\ 177 L' *"'-"4

SIFAAN

RS,

i

)

Quentin Milton (Order #31217150)



Quentin Milton (¢

eration 3D6 X 10 M.D.C. per minute, turn 2D6 X 100 dead and ani-
mate 2D6 X 100 dead at will. He can also summon 1D6 X 10 ghouls,
2D6 X 10 tomb worms, 1D4 mares and/or 1D4 + 1 hundred-handed
demons to his location, in any dimension, once per 24 hours.

SKkills of Note: Demon/monster lore, all domestic, all technical, and
all languages, at 98%.

Combat Skills: Hand to Hand: Assassin.

Number of Attacks: six hand to hand, or three by magic.

Restrained Punch — 6D6+25 S.D.C.
Full Strength Punch — 5D6 M.D.
Power Punch — 1D6 X 10 M.D.

Kick — 6D6 M.D.

Bonuses: + 1 on initiative, +9 to strike, + 6 to parry and dodge, +25
to S.D.C. damage, +3 to pull punch, +3 to roll with impact or
fall, + 14 to save vs horror factor, +8 to save vs magic, +8 to
save vs psionics.

Magical Knowledge: Knows all spells, levels 1-15, all necromantic
spells, and all wards. P.P.E.: 7,000.

Psionic Knowledge: Mind Block Auto-Defense. I.S.P.: 100.

Allies: Zeus and Poseidon will assist Hades in an emergency. Hades
has few other allies, other than a few neighboring demon lords who
have agreed to make sure that intruders don’t enter Hades from their
lands.

Enemies: Hades came close to killing the demon lord Succor-Bemoth
(see Rifts Conversion Book) when the latter entered Hades’ realm
without permission. The demon has not forgotten this attack, and
wants to find a way to make Hades pay.

Minions: There is a garrison of Hundred-Handed warriors, super-
powerful giants that owe fealty to Zeus (described on page 93).
Hades can command them in matters of defense, internal security
and to hunt down escaped prisoners. He also commands a legion of
ghouls of all kinds, Succubus, Incubus, Mares/Nightmares, and all
the Hordes of Hades (see Rifts® Dark Conversions). Hades’ per-
sonal guard includes several Greater Demons of Anarchist and Ab-
errant alignment.

Description: A dark-skinned man with forbidding features and intense
black eyes. He is often dressed in black robes or wearing black plate
armor.

Weapons and Equipment: 1. Helmet of Invisibility: This helmet re-
nders its wearer totally invisible, even to beings that can normally
see the invisible! The effect can only be maintained for two hours
each day.

2. Magical Plate Armor: 2,000 M.D.C.

3. Impaler Rune Sword: A greatest rune weapon with the following
powers:
® A drinker of souls/life essences
® 1D6X 10 M.D. from physical blows
® Has four appendages that resemble spiked fingers. These spikes
shoot out from the weapon to impale an opponent. Rate of fire: one
or more can be fired as often as twice per melee round. Damage
from the spikes is 2D4 +2 M.D. each, so firing all four at a single
target would inflict 1D4 X 10 M.D.; +2 to strike.
® The weapon can also become animated, with the finger-like
spikes crawling along the floor and up walls like a spider. Movemen