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Warning!
Violence and the Supernatural

The fictional World of Rifts® is violent, deadly and filled with supernatural monsters. Other dimensional
beings, often referred to as “demons,” torment, stalk and prey on humans. Other alien life forms, monsters, gods
and demigods, as well as magic, insanity, and war, are all elements in this book.

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

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

An epic world book for the Rifts® series.
Compatible with the entire Palladium Books® Megaverse®!
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Building the Campaign

The Coalition States and Emperor Prosek are the villains eve-
rybody loves to hate. I know I do.

I’ve been itching to write this book for over a year now. That
means [’ve been formulating plans for our favorite villains for a
long time.

The following pages will reveal more about Emperor Prosek,
Joseph Prosek the Second, the CS high command and other key
characters. You’ll get some frightening insight into the mind of
Emperor Karl Prosek and the inner workings of the Coalition
States, Chi-Town in particular. You may not believe it, but
Prosek and his High Command are more despicable and duplici-
tous than you may have ever imagined.

This book focuses on Emperor Prosek’s vision of the future
for the Coalition States. A future that seems assured by the
launching of his New Army and plans for regional domination
and continental expansion. It was his and Joseph’s decision to
give the new “Dead Boy” body armor and war machines a more
frightening appearance. The new designs are intended to intimi-
date the enemy, as well as being tougher and more lethal. The
light assault SAMAS and Super-SAMAS now fly alongside the
old, famous “Sam.” The Glitter Boy Killer, Hellraiser IAR, new
Skelebots, tanks, aircraft and weapons have all been added to the
Coalition’s arsenal. New alliances are in place, old ones have
been shattered, and the battlelines drawn.

To help bring this all to life is the artistry of Vince Martin,
Jim Lawson, Peter Laird, and Martin McKenna, but it is Wayne
Breaux Jr. who really gave this book his all. We worked closely
together to create an entirely new front line of massive and men-
acing CS combat vehicles. He pounded out one terrific design af-
ter another and worked ceaselessly for over two months to
produce (what I feel is) the best artwork of his career! When one
artist backed out of the book at the last minute, it was Wayne
who jumped in to take up the slack along with Jim Lawson and
Martin McKenna. Long-time fans will remember Jim Lawson
and Peter Laird from Palladium’s After the Bomb® mutant ani-
mal line (not to mention the Ninja Turtle comic books). As for
Martin McKenna, the smattering of incredible artwork in this
book is just a glimpse of things to come from him. If you can’t
wait to see more of his work, take a look at the Palladium Fan-
tasy RPG 2nd Edition. Besides, if you like fantasy you’ll love
the Palladium Fantasy RPG, now compatible with Rifts® (some
modification is necessary).

As if all this raw excitement wasn’t enough to give our fans
heart palpitations, it appears Palladium Books is single-handedly
holding down the price barrier for role-playing games. We
couldn’t believe our eyes during a visit the other day to our local
game shop. 96 and 128 page books for $18 to $20 dollars! With
prices topping out at $28 and $30 dollars! Holy cow! I guess
we’ve been so busy getting out products and sending new prod-
uct into production that we missed the price hike of the century.
And to think, we worried when we raised our cover price by one
thin dollar in January.

But enough of my ramblings. See what Emperor Prosek has
in store for the Americas. Learn and tremble.

Kevin Siembieda — 1996

Prelude to War

The Secret Army

For the last year, rumors and conjectures about the Coalition
States’ involvement in a secret campaign of genocide, experi-
mental weapons tests, and all sorts of treachery have run rampant
in territories along the western borders of the Coalition States.
The now famous Juicer Uprising seemed to be part of the Coali-
tion’s diabolic plot, but it turned out to be the machinations of a
hidden alien invader. Still people wondered what the CS might
have up its sleeves.

It began two years earlier with the appearance of mysterious
raiders clad in black and white skeletal armor. No one knew
from whence they came, where they went, or why they attacked.
Like harbingers of death, these armored warriors would bear
down on a village or a caravan and decimate it. They struck
without provocation, rhyme or reason. They left no witnesses
and took no booty. Their only purpose seemed to be destruction
for its own sake. Or was it genocide?

The “Skeleton Raiders,” as they became known, seemed to
target nonhumans — the only two exceptions were an encamp-
ment of mercenaries hired by Tolkeen, and a town known to sup-
ply and harbor members of the Federation of Magic; both known
enemies of the Coalition States! Speculation soon turned to a
Coalition plot. Was it coincidence that these armored devils
wore the infamous Death’s Head that had become the Coalition
States’ trademark? The armor and markings were different, more
alien and frightening than the famous black Dead Boy armor, but
could it be a variation for a special division? Perhaps field tests
of an experimental prototype armor using D-bees as guinea pigs?
While it was true murderous aliens emerged from the Rifts with
terrifying frequency, and bones, skulls, and death’s heads are a
common motif among Juicers, bandits and warriors of all kinds,
many felt the similarities and coincidences were more than mere
chance.

Many contended that the Skeleton Raiders had to be tied to
the Coalition States. They attacked only D-bees and enemies of
the Coalition. They never ventured into the heart of CS territory
and not a single human citizen of the States was ever endan-
gered, let alone injured or killed. At least 90% of the attacks oc-
curred in territories west of the Coalition States of Chi-Town,
Missouri, and Lone Star (Texas), with occasional incidents in
Arkansas, Minnesota and the Ohio Valley. A tiny handful of sur-
vivors reported close encounters of the worst kind with Skeleton
Raiders in flying power armor and giant airships reminiscent of
the Coalition’s Death Head Transport. Most of these survivors
frequently disappeared without a trace. Two were captured by
CS soldiers and charged as subversives.

Only the Coalition State of Free Quebec (the furthest away
from the actual incidents) expressed concern about these raiders.
Chi-Town authorities issued the following statement:

“After a thorough investigation, we have found no evidence
to support the existence or activities of a threatening force from
another dimension. Rift activity has been light to moderate.
Those who suggest otherwise are alarmists and rabble-rousers.”



Despite their claim of a “thorough investigation,” there was
no evidence that even the most cursory investigation was actu-
ally conducted, more evidence of CS deception and a possible
conspiracy.

The CS propaganda machine continued to routinely suggest
that these “reports, rumors and wild imaginings are the result of
unsubstantiated paranoia, mass hysteria, coincidence, D-bee ac-
tivity, the deliberate acts of terrorist groups, the work of sorcery,
and hallucination.” In a calculated move that only benefited the
CS, Emperor Prosek authorized the mobilization of 80,000
troops, “... in an act of good faith, to allay the fears of those who
call upon us for help.” In addition to the troops, new border out-
posts were established “... to create a sense of increased security
in the areas most troubled by these ‘phantom’ raiders.”

The deployment of troops only served to more firmly en-
trench the CS along its borders and raised more speculation that
the CS was somehow involved.

Gossip fueled by hate and terror spread like wildfire. One of
the most popular rumors was that the mysterious raiders were ac-
tually a new branch of the CS Army conducting military maneu-
vers in non-allied territories. Another was that the Coalition was
conducting field tests of experimental military equipment. And
one of the most far-fetched (and terrifying) was that the Skeleton
Raiders were really a CS army battalion from a parallel dimen-
sion that had formed an alliance with the CS of Rifts Earth in an
action to conquer both planets.

The inhabitants of North America would soon learn that the

first two rumors were closer to the truth than anybody would
have liked to believe.

Shortly after the Juicer Uprising, Emperor Karl Prosek ad-
dressed his people to fuel the fires of their fears. He used the in-
cident as a springboard for his announcement of a military
campaign he called, “the Crusade for Humanity,” and the unveil-
ing of the New Coalition Army.

The following are excerpts from Emperor Prosek’s speech in-
augurating the “New Coalition War Campaign.”

Emperor Prosek

“To embrace the inhuman is to lose our humanity.
“To accept the alien is to lose our identity.
“To use magic is to forsake technology.

“Magic and the acceptance of the monstrous, alien and inhu-
man is the poison that eats away at our people!

“They represent an enemy obsessed with eradicating human-
ity from this Earth. Our Earth! But we shall not succumb. We
will not be like the weak fools in Tolkeen, Kingsdale, Lazlo and
other domains where men consort with monsters and are seduced
by magic. Unlike them, the people of the Coalition States are
proud and strong. We have not forsaken our humanity. Our hu-
manness is precious and pure. We will not allow the destruction
of human civilization without a fight!

“We are human! We are the people of Earth! This is our
world! Ours alone!

“I cannot and will not stand by idle and mute while our iden-
tity as a people and our very existence is strangled by the hands

of demonic invaders! I refuse to let my race be obliterated! I will
fight till my dying breath, or until man is again the master of his
fate and his world! That is my solemn oath. That is my promise
to humankind.

“I am your salvation! Trust in me! Follow me! See that my
words ring with harsh truth and justice. Do not allow the inhu-
man invaders to tread on you or your neighbor. Together we can
push off the heavy foot of oppression that seeks to hold us down
and crush our spirit.

“Do not be afraid to stand with me in the pursuit of triumph
and justice against our inhuman enemies, they who would mur-
der our children, enslave us like cattle, and rape our beloved
planet. Join me for the good of all mankind! I shall lead you to
freedom and glory, though it be down the long and painful road
of war. Remember, freedom and justice are never easily plucked.
They must be earned through hard-fought battles and heroic sac-
rifice.

“War is what binds us and gives us direction and hope. Hope
that we will one day be free of the tyranny of the creatures from
the Rifts! Free to walk outside our walled cities without fear.
Free to let man’s genius and creative spirit soar without being
beaten and mocked by easy magic and alien powers.

“It is our resolve that makes us strong and unites us as a peo-
ple. A resolve to reclaim our world from the monsters who seek
to enslave us and the madmen who call upon dark magicks.

“I have been called ruthless. I have been called mad. If I am
ruthless, it is because I fight without mercy against the enemies
of humankind. I will not loosen my fierce grip on my humanity
or my identity. Nor will I sacrifice my race to the alien hordes! I
am human. This is my world, and I lash out at the enemy without
hesitation and with brutal force. I conduct a war of annihilation
against the alien, the grotesque and the unnatural. They are the
abominations who seek to usurp humankind’s place in the world,
and I will not allow it. I sing out to all D-bees, mutants, aliens,
demons and monsters, this is my world and you cannot have it!
My people and I will fight you to our last breath. Go back to
your hell pits and abyss of magic. Remain on our planet and pre-
pare to be destroyed! If not by my hand, then by the multitudes
who stand with me and who will not succumb! If this is ruthless-
ness, then I am ruthless!

“My dream is a dream of peace and prosperity for all human-
kind. I fight for the generations that will follow me so that they
can walk our planet without knowing the fear and chaos that we
must endure today. If my dream of salvation, freedom, and peace
are those of a madman, then I welcome my insanity and bid you
all to share in my madness!”

Cheers and applause erupted throughout the speech, but the
Emperor’s last statement elicited a standing ovation that lasted
15 minutes. Televised close-ups of the Emperor showed him so
moved that a tear ran down one cheek. News commentators
praised him for his leadership, compassion, courage and convic-
tion.

Phase One: A Campaign of Unity

The Emperor continued by outlining “a new military offen-
sive.” Phase one was a “Campaign of Unity.” He proudly an-
nounced that the Coalition States of Missouri, Lone Star, and
Iron Heart completely supported his plan. Iron Heart was rec-
ognized as a major manufacturer and political power. The Em-
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peror described Iron Heart’s renewed commitment to the Coali-
tion States and the leadership at Chi-Town, and their offer to
work closely and completely with him in both the new military
offensive and the Campaign of Unity. The Emperor praised them
for their commitment and how their open cooperation could only
strengthen the ties between Chi-Town, Iron Heart and all the Al-
lied States. The Emperor waxed on about their spirit and dedica-
tion to creating a powerful and united Coalition States.

Emperor Prosek also proudly announced the candidacy of the
territory of Arkansas for Statehood. Reportedly, the events sur-
rounding the Juicer Uprising has convinced the people of Fort
El Dorado to accept the Coalition’s standing offer to join the
States. The CS is presently helping their long-time ally to re-
cover from the destruction caused by the Uprising. To help in the
rebuilding process and defenses, the Emperor has dispatched an
entire field army of some 23,000 troops; at the request of the
kingdom’s leaders. The troops are assigned to help with the
clean-up and rebuilding of Fort El Dorado as well as the defense
of its oil fields and borders from brigands who might try to take
advantage of their weakened condition. The first of several ma-
jor CS military installations is currently under construction on
the outskirts of the kingdom as the “cornerstone in the frontline
defense against such menaces as the Pecos Barbarians to the
southwest and the denizens of the Magic Zone to the northeast.”
Fort El Dorado is expected to be back on its feet within one year.
When Arkansas is ratified as a State of the Coalition, Fort El
Dorado will be its capital.

Part of the “unifying process” and qualification for Statehood
will include the “pacification of rebels and inhuman invaders,”
already underway (Translation: CS forces are marching on the
scattered feudal kingdoms of Arkansas, smashing their defenses
and conquering human communities — cooperate or suffer and
die. While D-bees who may have inhabited the region for gen-
erations are being forced out or risk annihilation). The CS has
successfully turned the disaster of their involvement in the Juicer
Uprising into a positive political and propaganda campaign that
serves only their interests. Its success is unparalleled in recent
years and harkens back to the great, anti-Federation of Magic
campaign of 12 P.A. It has given the CS an excuse to signifi-
cantly increase its military presence in outlying regions and en-
emy territories “... to protect our human neighbors from the
tyranny of alien enslavers and hostile elements allured by the re-
cent conflict.”

The Coalition States are so well positioned that they could
easily seize control of the Arkansas Territory with little resis-
tance and make major pushes into several other enemy held terri-
tories, including Minnesota. Note: Although Arkansas has been
accepted as a prefered candidate for statehood, its official status
as a Coalition State is a few years away (1D4+1).

Newtown (Arkansas), the site of the Juicer insurrection and
the secret base of the UTTI aliens, has been renamed Redemption,
and is now under the jurisdiction of the CS, with the complete
approval of Fort El Dorado (see Rifts World Book 10: Juicer
Uprising for all the rocking action and complete details). It is
currently being turned into a CS military base with a full Coali-
tion Juicer conversion center and army training complex.

The Emperor further stunned the nation by reporting that the
Coalition States recognized Ishpeming (Northern Gun) and the
Manistique Imperium as independent nations and allies of the
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CS! As evidence of their good will, the States have entered into a
free trade agreement and nonaggression pact with the two new
nations. Furthermore, Ishpeming and the Manistique Imperium
are working jointly with the Coalition to destroy the alien threat
represented by Naruni Enter prises — hereby branded as an alien
menace and marked for “eradication from the continent.”

The CS has also strengthened its ties with the New German
Republic. This relationship remains something less than the full
alliance desired by the Germans, but is considerably more than
what has existed in the recent past.

Rebellious Quebec

The Emperor pauses for dramatic effect and puts on his sad
face. All the news is not good. In a solemn tone, the Emperor ex-
plains that the State of Free Quebec has seceded from the Coali-
tion States.

“It is with sadness that I now speak of Free Quebec. This
eastern jewel in the Coalition States has become the wayward
child that must be brought back into the fold. It is with a heavy
heart that I must declare the leaders of this State traitors.

Agents from Chi-Town and Iron Heart have confirmed that
Quebec continues to ignore the laws and policies of our nation.
Time after time they have resisted conformity with the rest of the
allied States. They have lost sight of our goals.

“In their arrogance they have never truly embraced the needs
and rights of the people under Coalition law. Their maintenance
of forbidden technology over the decades, such as the Glitter
Boy and Juicer technology, are but just a few examples of their
insolence and detachment from the rest of us. While I, myself
have recently sanctioned the inclusion of an elite Juicer force
into the Coalition Military, Quebec has done so in secret for
years. These are but a few of their affronts. Recent developments
have further illustrated their lack of unity and defiance.

“They have openly condemned our great Campaign for Unity
and refuse to participate. When we insisted they support the peo-
ple of the allied States, they dared to threaten retribution if Chi-
Town or the other States should try to force their involvement.
To defy the Coalition States is to spit in the face of humanity.
Suffice it to say, that I have just this morning asked the govern-
ment of Quebec to step down without fear of persecution, and to
let a Chi-Town interim government step in to reestablish the
proper order of things.

“They have refused and declared Quebec a free and sovereign
nation.

“Before the eyes of the world, I repeat the plea I made to the
leaders of Quebec just this morning. I beg the old regime to step
down. I will give them 30 days to reconsider their position. Dur-
ing that time, I ask that the people make their voices heard and
implore their leaders to stop this madness. It is only together that
we can remain strong. I know the people of Quebec believe in
our allied States and rebuke their leaders for this pathetic attempt
to steal personal glory and power for themselves. Thus, it is with
great trepidation that the Coalition States has unanimously
agreed to declare war on Quebec! The independent nations of
Ishpeming and the Manistique Imperium support our position.
They have agreed to participate in a trade embargo against Que-
bec, and will ask the leaders of Quebec to reconsider their cur-
rent course of action.



“We are committed to use whatever measure of force neces-
sary to reunite our nation. I find the very thought of using force
against our own kind abhorrent. It makes me sick. Yet ... for the
good of our nation ... and all of humankind, I will do what I
must.

We must be a united people to win our campaign against the
inhuman enemy. The people of Quebec are patriots who have be-
come prisoners and pawns of their leaders. Thus, we shall liber-
ate them and bring their treasonous leaders to justice."

— Emperor Karl Prosek

A Campaign of Terror

From the Diaries of Erin Tarn

As I watched the live transmission of Emperor Prosek’s Cam-
paign of Unity speech, I remember feeling cold and numb. If
there was any conversation, I don’t recall any. The twenty of us
sat there with our solitary thoughts and fears, absorbing every
terrifying word. It seemed like an eternity after the Emperor’s
speech before anybody could muster the energy to speak. I can’t
tell you who spoke first. I was in a haze. I heard words buzzing
around me like someone calling me from a dream, but I don’t re-
call what was said. When I came out of my dreamlike daze, I
only needed to look at their faces and hear the tone in their
voices to bring me up to speed. We had just been put on notice,
our world was about to be torn asunder. After nearly a decade of
relative quiet and peace, the Coalition was on the move.

Prosek had effectively declared war against all that wasn’t hu-
man. To punctuate the point, he unveiled his new military war
machine.

There were always rumors and suspicions about Coalition
plots and war plans, but none of us were prepared for what he
presented. The Coalition State of Chi-Town was far stronger
than any of us had imagined. From the reaction of the citizens, at
least as seen on the video, he had their full, blind support.

What nauseated me was Emperor Prosek’s playing to his peo-
ple’s fears and patriotism. He was an expert at disguising his
own hatred and ambition as a holy quest for peace, justice and
freedom. I doubt the man knows the meaning of those words.
But like it or not, his words are powerful and effective. Tonight
they plunged a nation into war as his people applauded and
thanked him for it.

His son, Joseph, probably wrote most of the speech. It had
many of his hallmarks. It’s a thought that sends chills up and
down my spine. The devil has a son who is even more insidious,
manipulative and evil than his father. We can expect a legacy of
evil from a family solidly entrenched in the halls of power and
which could remain in place for generations. It is hard to imag-
ine. I pray that I'm wrong.

I wonder what the reaction of Free Quebec must have been.
Did they have any inkling of what was unfolding? They are,
well, until recently were, a member of the Coalition States. Did
they know about the creation of the new Coalition war machine?
Did they contribute to its creation? Or were they left in the dark
with the rest of us? Whatever their suspicions may have been, it
must have come as a shock to be declared the first target in the
CS campaign of “unity.”
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Unity. The use of the word seemed blasphemous coming out
of Prosek’s mouth. A war of unity. The two words don’t seem
like they should fit together, yet in an odd way they do. The
devil was right about one thing, war seems to bind and unite the
people of the Coalition States. It gives them purpose and direc-
tion. I suspect it also empowers and strengthens them, giving
both a sense of destiny and control that does unify the people.
Those who fall under their boots are beaten into submission and
absorbed into the fold; which is also a sort of unity from a cer-
tain, twisted perspective.

Free Quebec’s mistake was not toeing the party-line. They
struggled to maintain their independence and dared to question
the great Emperor. I guess they didn’t realize that Prosek is a
brute and a bully. For him, the bottom line is to submit to his
will or suffer the consequences. The consequences, of course,
being forced into submission or death. Cruel. Brutal. But effec-
tive.

I forget who said this about Adolf Hitler, but it applies
equally to the Prosek family and people like them; “Tyranny is a
terrible habit that becomes a disease of barbarity.” Karl Prosek is
never afraid to use force. In fact, I think he’s gotten quite used to
it; even enjoys it. Force, fear and manipulation are the real weap-
ons used by the Prosek family to build their Empire. Enemies
who can’t be broken are destroyed. Enemies who fear destruc-
tion often surrender and submit with little resistance, and once
they submit, they are held in check with the same three weapons:
force, fear and manipulation. I must admit it is a formula that has
worked well for him, but a rule through force, fear, intimidation
and ignorance cannot last. Or so I pray.

I still can’t get over it. My mind keeps rushing back to his
words today and his people’s cheers at the promise of war. It ex-
hibits a horrifying new level of nationalistic intolerance and a fa-
naticism I wouldn’t have believed if I hadn’t seen it myself. Has
this madman and his son grown to such power that they can lead
their people into hell with cheers and revelry? Is Prosek that
powerful? That evil?

At the time, I felt overwhelmed by a great sadness and disbe-
lief. I felt like I should cry, but I was too numb. It’s two days
later and I still can’t believe it and I still can’t cry. Our informa-
tion network reports CS troops are already moving into position
against Free Quebec and new forces have joined the standing
army entrenched around Tolkeen. It would seem the Emperor
has wasted no time implementing his Campaign of Unity. His
brazenness has reached new heights.

The people of Tolkeen are as prepared as they can be for the
inevitable. I just know this battle will be worse than anyone sus-
pects, Emperor Prosek included. In many respects, the leadership
at Tolkeen is as narrow-minded, manipulative, brutal and fanati-
cal as their enemy. They wield magic that is more devastating
than anything the Coalition has ever faced before. Ironically, it is
as much the product of Emperor Prosek’s mania as his own
army. There was a saying in the old American Empire, “Neces-
sity is the mother of invention.” So it is, when faced with war
and almost certain genocide, the sorcerers of Tolkeen have de-
veloped machines of war fueled by magic that rival anything the
Coalition may have, and may even surpass the Federation of
Magic in their range of mystic knowledge and raw power.

The Council at Lazlo has tried to stay out of the conflict. We
have our philosophical differences with Tolkeen and cannot ac-



cept many of the things they uphold. However, the Coalition
States may have pushed us all to a point where unpleasant com-
promises must be made to fight a common enemy. There are
even rumors that the Cyber-Knights, led by Lord Coake, himself,
ride to join the forces at Tolkeen. If this is true, it may polarize
the entire region and bring many of the independent kingdoms,
magic and not, to side with Tolkeen and stand against the Coali-
tion States. This will be a terrible conflict.

As for the ex-State of Free Quebec, I must admit I was sur-
prised to learn that they had opposed the Emperor’s plans for
military expansion. Even more surprised, and impressed, that
they had the conviction to remove themselves as a member State
under the threat of war. I applaud them and admire them, but
fear for their existence. I couldn’t help but notice that Emperor
Prosek referred to the nation as “Free” only in the opening sen-
tence of his speech. All other references to the nation were
strictly as, “Quebec.” The Emperor and Joseph choose their
words too carefully and deliberately for this to be coincidence. If
Free Quebec should fall, it will never be free again, you can
count on it! The members of the current regime will be slaugh-
tered, any resistance crushed and the government seized by Chi-
Town. While this may be Prosek’s plan, Free Quebec will not be
a prize easily won.

From what I have learned, the other States, particularly Lone
Star and Iron Heart, have been working in concert developing
the new CS Army. The only notable exception was Free Quebec,
who appears to have known nothing about it; although I imagine
they had their suspicions. I find myself asking the same ques-
tions the people of Free Quebec must be asking themselves. Why
keep them out of the loop in such an important political and mili-
tary development unless one thought they were an unreliable
ally, and/or one planned to use the army against them all along.
It is no secret that the Chi-Town leaders, especially Karl and
Joseph Prosek, have always seen Free Quebec as a thorn in their
side. The government of that nation has never played by the Em-
peror’s rules and have quietly defied him on numerous issues
and positions.

Emperor Prosek claims that the people of Free Quebec do not
support their government. I believe this is a lie to make himself
appear to be the great liberator. The people of Free Quebec have
always been fiercely independent and strong-willed. From the in-
ception of that nation, they have always called themselves
“Free.” Even as a member of the CS, they called themselves the
“Coalition State of Free Quebec.” Looking back, it now seems
inevitable that the alliance between Free Quebec and the other
Coalition States was destined to fail. The bonds between them
were never strong. The people of Free Quebec have always been
arrogant and self-sufficient. They are not sheep that follow the
leader. These are admirable traits to be sure, but Free Quebec is
far from being sinless. They too, are militant human suprema-
cists and can claim their share of atrocities and evil acts. If they
rejected the Emperor’s call to arms, one can rest assured that it
was in their own self-interest. I have to wonder if their spies did
not uncover a Chi-Town plot to undermine their power and posi-
tion within the Empire.

My hope is that attacking Free Quebec proves to be Emperor
Prosek’s big mistake. Just as Hitler and Napoleon had underesti-
mated the Russians (and Russia itself), attacking Free Quebec
could be disastrous. It divides Coalition forces between at least
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two major fronts; Free Quebec and Tolkeen. If the CS is unable
to take Free Quebec quickly (and I suspect Free Quebec will not
fall easily), it will drain their resources and will show the world
that the new, allegedly “invincible” Coalition army is vulnerable.
Furthermore, the division of the army and the strain on resources
should leave holes in their defenses that others, such as the Fed-
eration of Magic, Pecos Empire, and Xiticix, could exploit to
their advantage. I think Emperor Prosek and his Generals also
underestimate the spirit and strength of both the people and mili-
tary of Free Quebec. I have visited Quebec many times, and de-
spite his claims to the contrary, I was always left with the
impression that the people support their government completely
and embrace their freedom as a nation and a people. I fear this
will be a long and bloody campaign. God help us all.

— Erin Tarn — Autumn 105 PA



Declared Enemies
of the Coalition States

Erin Tarn

Enemy Number One is the unlikely figure of the historian and
outspoken champion of civil rights and freedom, Erin Tarn. She
has been a thorn in the side of the Coalition States for forty
years, but it has been in the last twenty that the famous rogue
scholar has achieved legendary and heroic status. She is the most
famous personality in North America and is more famous (and
beloved) than Emperor Prosek. A recent (secret) survey con-
ducted by the CS propaganda machine headed by Joseph Prosek
II, showed that within the Coalition States 96.5% of all CS citi-
zens knew about Erin Tarn and her writings, although only 3%
admitted to having personally seen one of her books. In reality,
an estimated 69% of the educated elite are believed to have read
one or more of Miss Tarn’s books, and an estimated 23% of the
uneducated masses cloistered away in the fortified Coalition cit-
ies are believed to have read or heard excerpts from her books.
Double or triple that number in the Burbs and outlying territories
where Erin’s accounts of history and her journeys are read aloud
to the illiterate masses and taught by rogue scholars and scien-
tists throughout the continent.

By contrast, 100% of all Coalition citizens know of and rec-
ognize Emperor Karl Prosek, 88% knew about Joseph, 87% of
General Cabot, and 81% the legendary Joseph Prosek the First,
founder of the Coalition States. In the Burbs, 98.6% knew of
Erin Tarn, 92% in wilderness communities around the States and
67% in the farthest reaches of North America. She is even
known by the Splugorth of Atlantis and 61% of their minions.
Erin Tarn’s name and literary works are also known to many
people in Europe and by many educated men, women and D-
bees throughout the world. Erin Tarn’s name and courage are
even known to individuals scattered throughout the Megaverse,
including True Atlanteans and people on Wormwood and Phase
World!

Her candid accounts telling the “true” history of the World
(which conflicts dramatically with parts of the Coalition’s ver-
sion of history) and diaries telling of her adventures and observa-
tions about the world and the people in it (a combination travel
log, geographic journal, political commentary and adventure
story) are available on paper and computer disks, as well as on
video and audio cassettes and disks. Her works are renowned in
most free-thinking and liberal kingdoms of North America, like
Lazlo, Tolkeen, and Ishpeming, as well as D-bee communities
and even among the citizens (rich and poor) of the Coalition
States. These books, particularly those that focus on the pre-Rifts
American and Canadian Empires and Erin Tarn’s political obser-
vations and commentaries on Emperor Prosek, young Joseph
Prosek II, the Coalition’s reprehensible policies of fascism, ra-
cism, genocide, rewriting of history, and its attempt to keep its
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people ignorant/illiterate, have branded Erin as public Enemy
Number One for the last five years (and earned her a place on the
top 20 list for the last 32 years).

Periodically, Coalition spies, agents and bounty hunters have
tried to capture Erin to bring her to justice, but she has managed
to evade or escape all such attempts. She’s been captured and
rescued or escaped 11 times. On three occasions, her captors
found her so charming that they released her on their own. Even
among many of the citizens of the Coalition States, she is re-
vered as the matriarch of history and truth, and regarded with
compassion and favor.

The famous historian and adventurer embodies everything
one would expect from a legendary figure. She is intelligent, in-
quisitive, observant, quick thinking, resourceful, modest, gentle,
compassionate, selfless, and always concerned about others. She
is a dynamic and strong-willed woman driven by an insatiable
curiosity and indomitable lust for life. Although Erin would ar-
gue otherwise, she is one of the greatest heroes of the age.

In an earlier time, Erin was a slender beauty with long, flow-
ing hair. Many of her readers have a romantic image of her based
on her books, writings, and stories about her (many entirely fic-
tional; created by well intentioned fans and circulated through
the rumor mill). The fact that she has never allowed her photo-
graph to be printed in any of her books, only adds to her mys-
tique. Some photos and artists’ portraits of a young Erin Tarn
have seen print in unauthorized editions. As a result, most people
think of her as a much younger, athletic looking woman. They
are surprised, then, when they first meet the present day Erin
who appears to be in her fifties, but is really around 67 years old
(by the year 106 P.A.). Her short, silver hair, gentle round face,
warm eyes and sparkling smile gives her the appearance of being
somebody’s kindly mother or grandmother. Note: Only in the
New German Republic is a romanticized, Hollywood-style por-
trayal of a young Erin Tarn in her late twenties found every-
where: on books, posters, billboards, videos, and computer
generated films (both fictional adventure movies and educational
films). The German people are crazy about this American anti-
hero!

Erin finds great amusement in people’s reactions to her ap-
pearance. Inevitably, somebody will remark something like,
“Please don’t take this wrong, Miss Tarn, but ... you don’t look
anything like what I imagined.” Or, “... you just don’t look like a
philosopher or adventurer.” At which point she’ll flash that dis-
arming smile and ask, “Oh? And what does a philosopher or ad-
venturer look like, dear?” A question most cannot seem to
answer.

These preconceived notions about her and her appearance en-
ables Erin to travel the countryside unrecognized and evade Coa-
lition agents. She’s had many brushes with CS soldiers and
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citizens without incident (they never suspected her true identity).
On two occasions, well-meaning Dead Boys protected her from
a monstrous threat and sent her on her way.

Erin has always thought of herself as common in appearance
and has never considered herself a philosopher or political activ-
ist, although she is renowned as one. An adventurer? Yes, in the
sense that she loves to explore the world around her and all the
marvels it contains, especially its people.

Although Erin can be soft spoken and motherly, she is a re-
sourceful, brave, charismatic, and natural leader. Not only is she
willing to stand up for what she believes in, but time and time
again she has stepped forward to speak the truth when no others
could find the courage to do so. Her honest, no nonsense, often
uncompromising words have made this gentle woman the enemy
of such world powers as the Coalitions States, Emperor Prosek,
and Mrr’lyn of England, among others. She has been a source of
inspiration to millions — she is the “every” woman who tran-
scends racial, social, political, and economic boundaries. She has
touched people in all walks of life, human and inhuman, wealthy
and poor, king and peasant.

Over the years, Erin has earned the admiration, love and
friendship of some very powerful people. Among them, Lord
Coake (founder of the Cyber-Knights), Plato (leader of Lazlo),
and most of the members on the Lazlo Counsel of Learning. Her
companion, friend and protector for the last several years has
been a noble Cyber-Knight named Sir Winslow Thorpe. He has
sworn never to leave Erin’s side except in death, or until she re-
tires and settles down in one place. She finds Sir Thorpe’s devo-
tion both touching and troublesome. She fears that she is taking
him away from greater adventure (not likely) and a more fulfill-
ing life. She has tried to convince him that she can take care of
herself, but Thorpe will not hear of it. The fact that he has pro-
tected her from many potential dangers and has saved her life on
three occasions tends to refute her claims to the contrary. On the
other hand, she has come to his aid nearly as often and saved his
life once. Sir Thorpe values her life more than his own or any
other and will not abandon her for any reason.

True Name: Erin Tarn

Family Note: The oldest of seven daughters.

Alignment: Scrupulous

Attributes: 1.Q.: 19, M.E.: 24, M.A.: 23, P.S.: 12, P.P.: 10, P.E.:
22, P.B.: 14, Spd.: 13 (it used to be 15, but she’s slowing
down a tad).

Hit Points: 70; S.D.C.: 25

M.D.C.: Since her return from England and Africa, she wears a
Millennium Tree leaf poncho with 60 M.D.C. or some other
light type of adventurer armor (typically with 40-60 M.D.C.).

P.P.E.: 17

0O.C.C.: Rogue Scholar with an emphasis on history and anthro-
pology.

Level of Experience: Fourteenth

Natural Abilities: A natural leader, high intelligence, a curious
mind, strong will and pleasant personality.

Psionic Powers: None.

Magic Knowledge: Erin Tarn cannot cast spells, however, she
has a reasonable understanding about the fundamentals of
how magic, spells, ley lines, and magic pyramids work. She
can also read and use magic scrolls (provided they are written
in a language she can read)!



Combat Abilities: Hand to Hand Basic (9th level proficiency).

Combat/Attacks Per Melee Round: Six.

Bonuses: +1 to strike, +2 to parry, +2 to dodge, +2 to roll/pull
punch, +2 to S.D.C. damage, critical strike on unmodified 19
or 20, and judo style body throw/flip (ID6 damage and vic-
tim loses initiative and one melee attack). +5 to save vs
psionics and Horror Factor, +7 to save vs magic, +12 to save
vs magic sickness, +6 to save vs poison and drugs, +6 to save
vs disease, +23% to save vs coma/death, and has an 80%
ability to evoke trust or intimidation. +4 to Perception Rolls.

Skills of Note (includes 1.Q bonus of +5%): Cook, preserve
food, basic math, computer operation, radio: basic, anthropol-
ogy, archaeology, demon & monster lore, magic lore, land
navigation, wilderness survival, first aid, swimming,
S.C.U.B.A,, climbing, running, horsemanship, pilot sailboats,
pilot automobile, pilot hovercraft, and pilot hovercycle, all at
98%! Erin can read and write American, Spanish, Euro, and
Dragonese at 98% and speaks Gobblely at 85%. She also has
W.P. knife and W.P. energy pistol at 14th level proficiency.
Other skills include streetwise 72%, forgery 90%, palming
55%, prowl 60%, read sensory equipment 90%, T.V./video
42%, and intelligence 89%.

Appearance: A healthy human woman who looks to be in her
fifties.

Special vehicles: A bionic horse, compliments of the King of
England.

Equipment of Note: Articles of clothing and numerous items
for carrying things, including a backpack, large satchel, small
purse, utility belt with eight compartments/pouches, three me-
dium sized sacks, hooded cloak with many pockets inside,
and an extra set of travelling clothes, a pair of sandals, pair of
boots, pair of walking shoes, sunglasses, leather gloves, six
pairs of surgical gloves (for collecting and examining speci-
mens and alien stuff), two air filters, and one environmental
helmet with gas mask.

Hardware includes: a portable language translator, pocket
mirror, small camera with 30 disks of film (36 exposures
each), sewing kit, magnifying glass, pocket flashlight, box of
matches, a lighter, a pair of handcuffs, 100 feet (30.5 m) of
string, ten feet (3 m) of nylon cord, two spikes, first-aid kit
with a half dozen RMK and IRMSS medical nano-bots, tube
of protein healing salve, PDD pocket digital disc audio player
and recorder (with 30 one inch discs), portable pocket com-
puter (with 24 one inch discs), a pair of hand-held communi-
cators, infrared distancing binoculars, multi-optics band, pad
of paper and a dozen markers.

Weapons: Silver cross, large survival knife (1D6 damage), tiny
pocket knife (1 point of damage as a weapon), Wilk’s laser
wand, Wilk’s laser scalpel, Wilk’s 320 laser pistol (1D6
M.D.; 20 shots), squirt gun (for fighting vampires) and six
flares.

Body Armor: Millennium Tree leaf (60 M.D.C.) or Urban War-
rior environmental body armor (50 M.D.C.), or similar light
armor.

Special Weapons & Magic Items:

1. Millennium Tree leaf armor: 60 M.D.C.; two were given
to Erin by King Arr’thuu, only one is left intact.

2. Millennium Tree wand of life with five buds. The wand
was a gift from a Millennium Tree during her visit to England.
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The powers of the Wand include:
® Superior healing, restoring SD6 five times a day.

® C(asts a total of five spells per 24 hour period. Spells available
are negate poison, cure minor disorders, cure illness, purifica-
tion of food and water, and water to wine. All are 7th level in
strength and can be cast in any combination.

e The wand also gives her bonuses (+2) to save vs poisons,
drugs, disease and coma (already added to Tarn’s bonuses).

3. Magic Amulet: This necklace was given to Erin by Plato
34 years ago and has served her well. It provides her with protec-
tion against sickness (+6 to save vs magic sicknesses, including
magic and supernatural types) and protection against the undead,
including vampires, zombies, and mummies.

Cybernetics: Clock calendar, gyro-compass, and a universal
headjack and ear implant. She also has two bio-system fingers
on her left hand and a bio-system spleen (lost during her years
of adventure).

Money: She rarely has more than 3D6x1000 credits and an addi-
tional 3D4x1000 in gems or precious metals. She spends
much of her money helping the needy and on books and an-
cient artifacts for her collection. Her collection of pre-Rifts
artifacts, predominantly books, recordings of all kinds, and
artwork, is worth at least 150 million credits and is kept in her
home at Lazlo.

Alliances & Allies: Erin Tarn is one of the most famous figures
of Rifts Earth. Her name is known in almost every corner of
the world and even in some other dimensions. She is most re-
nowned and revered by people of learning, but even the illit-
erate have heard stories about her, her travels, adventures,
chronicles of history and commentaries on the people and
place of the times. She has won many friends and allies.
Some of the more notable include Plato and the people of
Lazlo and New Lazlo, Lord Coake and his legion of cyber-
knights, the powers at Tolkeen, King Arr’thuu, the Nog
Henge Druids, Lo Fung, Victor Lazlo and many others. She is
especially appreciated by D-bees, mutants and practitioners of
magic whom she has defended many times and because of her
teachings regarding education, freedom, justice, and equality
for all life forms, human and nonhuman alike.

This has also won her the animosity of the Coalitions
States, the Federation of Magic, Blood Druids, Mrr’Lyn and
other despotic rulers, dictators, monsters and criminals. Even
the New German Republic has some concerns about Erin
Tarn, partly because her books are so popular among their
citizens and because the CS has branded her a dangerous sub-
versive and criminal.

Sir Winslow Thorpe

Erin Tarn’s Cyber-Knight Protector

Sir Thorpe volunteered to accompany Erin Tarn on her trek to
the Vampire Kingdoms. Little did he know that he’d be swept
from one epic adventure to another. They were whisked from
Mexico through a dimensional Rift to the living Planet of Worm-
wood, reappeared on Earth in England, journeyed to Africa to
fight the Four Horsemen of the Apocalypse, became members of
a gathering of great heroes, and fought side by side with an
Egyptian God and the legendary Victor Lazlo (from the 20th
Century), before finally being Rifted back to North America.



The valiant knight is pragmatic and practical, yet at the same
time, surprisingly idealistic. He is usually a quiet and serious
man who appreciates the simple beauty and wonders of life. He
is of American Indian descent and Erin has often wondered
whether he might be related to the famed pre-Rifts, Olympic ath-
lete, James Thorpe.

The knight sees his association with Erin Tarn as a great
honor. He feels that his entire life has led to this moment and
that his courage and skills will make a difference in their strug-
gle against evil and injustice. He has vowed to himself to put his
best foot forward and to bring honor and glory to the reputation
of Lord Coake and his fellow knights. He is a good strategist and
tactician as well as an expert in fighting supernatural monsters.
Much of his initial training came from Lord Coake and Plato, but
experience has taught him some new tricks. His calm confidence
has helped to bring a feeling of direction and positiveness to Erin
under the most difficult situations.

The knight is extremely fond of Erin Tarn and has dedicated
his life to being her protector, confidant, and friend. A friendship
that has changed his life and helped him to build his inner
strength, open his eyes to the world, and taught him the real
meaning of honor, nobility and compassion. She is as much his
mentor as Lord Coake or the dragon, Plato.

True Name: Winslow J. Thorpe

Alignment: Scrupulous

Attributes: 1.Q.: 14, M.E.: 19, M.A.: 21, P.S.: 22, P.P.: 21, P.E.:
20, P.B.: 12, Spd.: 19

Hit Points: 74, S.D.C.: 82

M.D.C.: Environmental armor with 110 M.D.C. plus cyber-ar-
mor (50 M.D.C., AR. 16).

P.P.E.: 19,1.S.P.: 78
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0.C.C.: Cyber-Knight (psychic).

Level of Experience: Tenth (up a level since Africa).

Natural Abilities: A natural leader, high intelligence, a curious
mind, strong-willed and a pleasant personality.

Psionic Powers: 78 I.S.P.; considered a Master Psionic. His
powers include Psi-Sword (4D6 M.D.), Mind Block, Sense
Evil, and See the Invisible.

Magic Knowledge: None, other than common lore and rumors.

Combat Abilities: Martial Arts (10th level proficiency).

Combat/Attacks Per Melee Round: Eight.

Bonuses: +1 on initiative, +5 to strike, +6 to parry, +6 to dodge,
+3 to roll with impact, +3 to pull punch, +7 to S.D.C. dam-
age, critical strike on unmodified 19 or 20, karate style kick
(2D4 S.D.C.), jump kick and leap kick (both critical strikes),
paired weapons, +2 to save vs psionic attack and Horror Fac-
tor, +3 to save vs magic, +3 to save vs poison, drugs, and dis-
ease, +10% to save vs coma/death, and has a 65% ability to
evoke trust or intimidation. +5 to Perception Rolls.

Skills of Note: Literate in American 98%, speaks Dragonese,
Gobblely and Spanish 98%, Demon & Monster Lore 90%,
Anthropology 80%, Paramedic 98%, Basic Math 90%, Ra-
dio: Basic 90%, Land Navigation 85%, Streetwise 56%, Pick
Locks 80%, Intelligence 70%, Swimming 98%, S.C.U.B.A.
98%, Climbing 90/80%, Body Building, Boxing, Gymnastics
(+5% on abilities), Prowl 75%, Horsemanship 91%, Pilot Jet
Pack 78%, Pilot Hovercraft 95%, Pilot Hovercycle 95%,
Pilot Power Armor 85%, W.P. Targeting, W.P. Chain, W.P.
Sword, W.P. Energy Pistol and W.P. Energy Rifle.

Appearance: A muscular human male about 32 years old. In-
dian from the American West — bronze skin, long black hair,
brown eyes, and stands six foot, two inches (1.85 m) tall.

Special vehicles: A bionic horse, compliments of King Arr’thuu.

Equipment of Note: Articles of clothing, backpack, four me-
dium size sacks, utility belt with eight compartments/pockets,
extra pair of moccasins (great for prowling), pair of boots,
tinted visor, pair of leather gloves, and tent.

Hardware includes: A small camera with 12 discs of film
(36 exposures each), medical kit with a half dozen RMK and
IRMSS medical nano-bots, four laser scalpels, tube of protein
healing salve, sewing kit, magnifying glass, pocket flashlight,
large flashlight, box of matches, a lighter, 30 feet (9 m) of ny-
lon cord, grappling hook, four spikes, a pair of hand-held
communicators, infrared distancing binoculars and a hand axe
for chopping wood.

Weapons of Note: Large silver cross worn around the neck,
large silver-plated survival knife (1D6+1 damage), pair of
throwing knives (1D6 damage), wood nunchuku (1D8 dam-
age), Triax TX-26 particle beam pistol (5D6 M.D.; 15 shots,
400 ft/122 m range), TX-43 light assault laser rifle (three
damage settings: 6D6 S.D.C., 2D6 M.D., 4D6 M.D.; 2000
ft/610 m range), squirt gun (for fighting vampires) and four
TW rain flares.

Magic Weapon: A rune flail named Isabart Wind. It is a greater
rune weapon that was presented to him by Lord Coake and
was created by ancient dwarves from Lord Coake’s home-
world.

The powers of the rune Flail:
e [.Q. 11 and has a telepathic link with Sir Thorpe.

® Indestructible; blue grey in color and glows a light blue.




® Scrupulous alignment: If any creature of evil or anarchist
alignment touches it, they suffer 4D6 points of damage.

® Mega-damage: 6D6 M.D., double damage to vampires, un-
dead, mummies, zombies, animated dead and the Apocalypse
demons.

® Spell Magic: The flail can cast four air spells per 24 hour pe-
riod. The spells are float in air, fingers of the wind, wind rush
and breathe without air.

Body Armor: Knight’s armor from Wormwood, 110 M.D.C. He
may also wear any kind of environmental body armor or use
most types of power armor.

Cybernetics: Clock calendar, gyro-compass, and a bionic lung
with gas filter and oxygen storage cell.

Money: He rarely has more than 4D6x1000 credits on him at
any given time.

Alliances & Allies: Cyber-Knights are native to North America
but are known and respected throughout the Americas and
much of Africa and Europe. Other knights, warriors and char-
acters of a good alignment are likely to accept any Cyber-
Knight as a comrade in arms. However, the reputation of
these knights is so legendary that great things will be ex-
pected of them. Along these lines, a good number of evil and
anarchist characters may want to see just how tough, skilled
and noble a Cyber-Knight really is and challenge the charac-
ter to trials of combat and wits.

Among the more notable heroic figures who consider
Thorpe an ally are Erin Tarn, Plato of Lazlo, Lord Coake (his
mentor), King Arr’thuu, Sir Prrcyvel, Sir Dred, Lo Fung, Vic-
tor Lazlo and Katrina Sun (Isis) as well as most fellow Cyber-
Knights. Sir Thorpe believes in equality and freedom for all
intelligent beings and treats D-bees with the same kindness
and respect as he would a human. This has won him many
nonhuman friends and the animosity of the CS.

Naruni Enterprises

Naruni Enterprises has been branded an alien menace. They
are accused of supplying and supporting the Federation of
Magic, Tolkeen, Kingsdale, and Lazlo as well as D-bees, mon-
sters, terrorists, bandits, rebels and numerous other “Enemies of
Humankind.” Among the list of crimes leveled against Naruni
Enterprise is that they deliberately fuel dissension and instigate
war, particularly among nonhumans in neighboring territories
(which is true, because it’s good for business). The CS edict
against Naruni Enterprises goes on to note numerous (true and
false) allegations against the transdimensional gun dealers by
Ishpeming (the home of Northern Gun Industries) and the Man-
istique Imperium.

In a move that has left people stunned, both Ishpeming
(Northern Gun) and the Manistique Imperium have been rec-
ognized by the Coalition States as independent kingdoms. What
is even more shocking is the pair signing an open trade agree-
ment and a nonaggression pact with the Coalition States! The

implications of this event are incredible and will undoubtedly
have serious ramifications in the Midwest for generations to
come. Many have equated it to a pact with the devil in order to
eliminate their Naruni competitor.

As is common procedure, the CS military launched attacks
against Naruni agents, reps, caravans and trading posts before
any formal declaration of war — a deft and devastating move ap-
plauded by the nations of Ishpeming and Manistique. The new
Coalition Army has destroyed all known Naruni operations. All
agents, aliens and D-bees associated with them were gunned
down where they stood. The coordinated attack on nine Naruni
locations simultaneously, caught the aliens off-guard. Surprised
and hopelessly outnumbered, the Naruni operatives didn’t have a
chance. Few escaped. It is the (welcomed) responsibility of Ish-
peming and the Manistique Imperium forces to clean up, salvage
equipment and hunt down escapees, other agents and their
Earthly, human and D-bee accomplices.

After the devastating first strike, Emperor Prosek declared
Naruni Enterprises an enemy of the States that had been dealt
with swiftly and decisively. He vowed to destroy this alien threat
and ferret out their supporters wherever they may hide. He
pointed to the tragedy of Newtown and the plot of the UTI aliens
(see Juicer Uprising), declaring that even the alien Naruni
equipment could lead to corruption and infiltration of alien
forces. Thus, it was decreed that possession of any Naruni weap-
ons, equipment and technology was illegal. Anybody caught
selling, trading or bearing Naruni equipment inside CS territory
will be suspected of treason and collusion with the enemies of
humankind. These individuals will be captured, interrogated, and
dealt with as is appropriate. “Dupes” tricked into buying/using
Naruni equipment will see it confiscated, but they will be held
harmless and released without charges. Those who willingly use,
sell or trade in Naruni hardware are enemies of the States and
will be “destroyed without mercy.”

The Emperor then announced that any kingdom, organization
or people beyond the Coalition States will be regarded as associ-
ating with a dangerous alien invader and is cause for invasion
and occupation by Coalition forces. Deadly force will be used on
those who resist. Critics of the CS are outraged and have pub-
licly rebuked this policy as nothing more than a thinly veiled ex-
cuse to invade and conquer neighboring D-bee and nonallied
human kingdoms by claiming that these people represent a threat
to the States and humankind.

Northern Gun and the Manistique Imperium have used the
Coalition’s declaration that Naruni Enterprises is a dangerous
alien invader to declare their own war on the “alien menace.”
Both have dispatched special agents (hit-men and mercenaries)
to hunt down and eliminate any trace of their hated competitor.
Both have gone on record commending the CS for its insight and
quick action to defend the continent from these foul beings. Both
have also pledged their active support in eliminating the pres-
ence of the Naruni and to prevent Naruni Enterprises from ever
re-establishing even the tiniest outpost in North America. They
do so with the blessings of the CS (playing right into Prosek’s
hands, because such a commitment frees the CS of the Naruni
and allows them to address other concerns, like Free Quebec and
Tolkeen).

This turn of events has made Naruni Enterprises equipment
rare and expensive. The day after the CS declaration of war,
prices rose 50% above list price and continue to climb.



The Naruni outlook. Being businessmen, the owners and op-
erators of Naruni Enterprises do not consider themselves to be at
war with the Coalition States or anybody else. They see the Ish-
peming and Manistique pact with the Coalition States as a smart
business maneuver that may have very well leveraged them out
of the weapons market in North America. The Naruni will swal-
low their losses and keep an eye open for any changes in the
market that they may be able to exploit. However, for the mo-
ment, North America is a loss leader for them, and they have
abandoned the market.

Always looking for a way to make a buck, Naruni Enterprises
is likely to try to cut secret deals with Tolkeen and other commu-
nities who may be looking at the business end of a Coalition
blaster. However, they won’t hang around; they’ll make a deal,
arrange a drop point, exchange the goods for payment, and re-
turn to the safety of another dimension. Factions within Tolkeen,
Kingsdale, small wilderness kingdoms and among some merce-
nary or criminal organizations may agree to purchase Naruni
goods. Lazlo, New Lazlo, and Free Quebec will refuse any offers
from the Naruni. The Federation of Magic, Psyscape, their allies
and associates will also reject such offers, mainly because they
prefer to rely on their powers and magic weapons. Most other
people will be afraid of sanctions from the CS and trouble from
Northern Gun and/or Manistique, so they will avoid the Naruni
and their wares like the plague. Of course, the events in North
America don’t mean Naruni Enterprises won’t appear some-
where else in the world.

Note: Also see the sections about Ishpeming and the Manis-
tique Imperium, Erin Tarn’s observations and the Emperor’s
speech in a Prelude to War.

Free Quebec, traitors!

Emperor Prosek, with the support of the other States, has de-
clared the entire government of Free Quebec of treason. They
have been ordered to step down within 30 days or be forcibly re-
moved. In response, the government of Free Quebec has de-
clared themselves to be an independent and free nation. Despite
the Emperor’s claim that the people of Quebec are not behind
their government, their declaration of sovereignty is the result of
an emergency vote by the people. An overwhelming 87.5% ma-
jority voted in favor of seceding from the allied States, knowing
full well that it was likely to provoke a war.
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The speculations of Erin Tarn regarding Free Quebec’s being
cut out of social and political interaction between Chi-Town (the
seat of CS government) and the other States is accurate, and did
not go unnoticed by Free Quebec. It has spies planted throughout
the States and many of the unallied kingdoms, including
Whykin, Kingsdale, New Lazlo, Tolkeen, Fort El Dorado, and
the Manistique Imperium. However, its greatest source of infor-
mation regarding secret CS operations is through Iron Heart
where Quebec has spies and sympathizers not only within the
general population, but entrenched in the Iron Heart regional
army and government! Consequently, although they didn’t have
complete details, they knew that Iron Heart was cooperating with
Chi-Town in helping to up-grade the Coalition Armed Forces. It
learned about the development of the Super SAMAS, light as-
sault SAMAS and various other weapons of war nearly two
years ago.

The Quebec Special Investigations Task Force and Division
of Strategy and Tactics (SITF-DST) were also quite convinced
that the so-called “Skeleton Raiders” were Chi-Town field
troops testing the new weapons and armor. When Chi-Town de-
nied any knowledge of these mysterious raiders and lied about
conducting a special investigation that showed the Raiders didn’t
exist, the Quebec government became convinced that they were
a very likely target of Chi-Town aggression. If there was any
doubt, it was erased when the following memo to an authority at
Iron Heart was intercepted by a Quebec spy.

Extreme caution and the utmost security should be exercised
regarding Project Unity. The Free State of Quebec has dis-
patched several inquiries regarding the Skeleton Raiders operat-
ing in the Mid-West and what we are doing to investigate the
matter. We also have reason to believe that security on YOUR
end is lacking and that information vital to National Security is
being leaked by various members of YOUR department. Rectify
this problem immediately or suffer the consequences.

General Alexander Renton

Within 72 hours, security was increased ten-fold, 132 em-
ployees were dismissed under suspicion of being security risks
and three were imprisoned for being spies (one actually was).
The tightened security, followed by three months of instruction
and reorganization by a special envoy of propaganda and secu-
rity specialists hand-picked by Joseph Prosek II, Head of Chi-
Town Propaganda & Communications, has tightened up Iron
Heart security immensely. However, Free Quebec had enough
information to act upon and still maintains a number of agents
and sympathizers within certain areas of the Iron Heart govern-
ment and military.

Quick to recognize the danger signs, Free Quebec sold the se-
cret plans of Glitter Boy construction to Triax. This deal pro-
vided them with over a billion credits in cash and an equal
amount of goods in the way of arms, equipment and a special or-
der of Glitter Boys (see World Book Five: Triax & The NGR).
In addition, the government secretly stepped up production of its
own Glitter Boys, Juicers and “special” countermeasures, in case
of war. As a result, Free Quebec is much better prepared for war
than the leaders at Chi-Town imagine. It will be an incredibly
difficult opponent to defeat. In addition to their readiness, re-
sources, Glitter Boy force, and military expertise, they know and
understand Coalition operations, strategies and tactics better than
any other opponent who has ever faced the Coalition. After all,



they were one of the allied States for over 40 years. If anyone
can go toe to toe with the Coalition Army, it is Free Quebec.

Furthermore, most CS troops consider this to be a civil war,
and civil wars are always difficult and awkward affairs. Mean-
while, the Armed Forces and people of Free Quebec are highly
motivated and consider this a battle for freedom.

Two full field armies (some 46,000 CS troops) are already
moving on the territory controlled by the ex-State. Another four
armies are preparing to move in on Quebec within the month.
Note that the firepower of one high-tech mechanized army of the
Coalition States is easily the equivalent of 10 times as many 20th
Century troops. Their initial task is to establish a military base,
survey and assess the enemy and prepare for combat. The forti-
fied super-city of Free Quebec is the ultimate target. When Que-
bec falls, the rest of the country will quickly crumble to the will
of the Emperor. However, Free Quebec is entrenched and ready
for a long and difficult war, they will not succumb easily. The
matter is complicated by the fact that the Emperor does not want
to obliterate the city. He needs and wants its secrets and its
manufacturing capabilities. A Quebec that is demolished offers
little of value. Furthermore, he and his military are conflicted
about fighting and killing fellow humans. Note: Also see Erin
Tarn’s views about Free Quebec and the Emperor’s Speech in A
Prelude to War, located in the front of this book.

The Federation of Magic

Magic has been the “great equalizer,” and one of the reasons
the CS leaders hate and fear it so. An enemy who can cast mega-
damage fire balls, call down lightning from a clear sky, summon
a fog or storm to cover their movements or to slow the enemy,
magically change their physical appearance, create magical body
armor, fly, teleport and perform a host of other incredible feats
through the force of mind and mystic energy is a formidable op-
ponent. One which the CS military and political leaders do not
take lightly.

When the Federation of Magic invaded Chi-Town in 12 P.A,,
CS society was forever transformed from a peaceful, introspec-
tive community into the aggressive, imperialistic Coalition
States of today. Prior to that fateful event, the CS Military had
both a Psi-Division and a small, experimental magic division.
The members of the magic division studied the energies and
functions of magic with an eye toward its application by the
Coalition States in both military and civilian life. Two platoons
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of magic users (mostly Ley Line Walkers; only 10% included
Techno-Wizards, Mystics and Shifters) were an official branch
of the Army.

Even then, there were grave misgivings about the use of
magic in the military, or as a resource of any kind. The primary
objections were concerns that the power held by practitioners of
magic could not be effectively controlled, regulated and re-
stricted. Nor could magic powers be eliminated after the soldier
finished his tour of duty. This made retired soldiers entering ci-
vilian life a powerful and potentially dangerous problem. How
would the soldier use his powers in civilian life? Did the exist-
ence of ex-military practitioners of magic create a powerful elite
class of citizen? Did magic powers make these men and women
more than human or less than human?

There was additional concern that if the CS leaders endorsed
magic for the military, it would encourage ordinary people and
members of private industry to also pursue magic. The potential
corruption, damage and danger unleashed by magic upon human
society was considered monumental and regarded as a threat to
human society.

For evidence of this, they pointed to the citizens of Old Chi-
cago, composed largely of practitioners of magic. Under the
strong leadership of a Ley Line Walker named Nostrous Dun-
scon, the community had grown into a thriving kingdom and its
association with numerous smaller magic communities in the
south had earned it the name, The Federation of Magic. The
place was a constant source of trouble. Dimensional anomalies
and Rifts were a frequent occurrence caused by sorcerers and
often unleashed monsters and mystic forces that the summoning
mage could not control. They were also known to associate with
creatures of magic and demonic beings; some as the controller
and other times as the controlled. The mages engaged in slavery
and blood sacrifices (granted, usually of inhuman beings, but
still). The practice of necromancy also seemed to be sweeping
the community. Yet most disturbing was the prevalent sentiment
among the magic users and their associates that they were better
than non-magic users. This bred arrogance and cruelty.

The sorcerers often spoke of the superiority of magic over
technology and how magic had brought about a new era that
made the old technologies obsolete. Many mocked the fledgling
Coalition States and joked about how they would someday be-
come the servants of the Federation. This talk of supremacy, war
and conquest understandably raised suspicions and concerns.
The CS government saw the magic nation growing in both
power and decadence. They seemed to be losing their sense of
history and humanity. While some argued that it wasn’t magic
but the leadership that promoted the sentiments of superiority
and allowed the decadence of its people; this line of thought was
ignored.

The decision was made to dismantle the CS magic program
and to ban the practice of magic from the Coalition States. Laws
making magic illegal and plans for making the policies part of
the State constitution were created but languished. The CS lead-
ers feared that its citizens would be reluctant to give up a poten-
tial resource like magic and that laws banning it would cause
dissension among the young nations’ people, and/or create an il-
legal underground of sorcerers.

Ironically, the Federation of Magic gave the Coalition lead-
ers the opportunity they had been looking for. The atrocities and



terrifying maelstrom of magic and supernatural forces rained
down upon Chi-Town by the Federation in the siege of 12 P.A.
gave the CS leaders the ammunition they needed to brand magic
as something unnatural and more dangerous than a nuclear
bomb! Even more ironic is the fact that the tyranny of Nostrous
Dunscon would give birth to an even greater nation of tyrants,
the Coalition States, with its policies of human supremacy and
genocide.

The CS propaganda machine launched its first epic propa-
ganda campaign to win the hearts and minds of its people and
turn them against magic. They claimed magic was an unnatural
and alien energy that came with the Rifts. Coalition leaders and
scientists produced evidence (often theories presented as fact)
that it was magic that caused the destruction of the Golden Age
of Man (partially true), as well as being the source of the Rifts
and the reason the Earth was under siege by monsters and insane
wizards. They insisted that magic itself was evil, pointing to the
numerous inhuman and demonic creatures who called upon its
powers. The horrors of the siege and the tragic loss of life at the
whim of the Federation of Magic was presented in excruciating
detail. The public was bombarded by film, video, television and
radio broadcasts, posters and public addresses about the war.
Statistics about the attack focused on the horrific and paid par-
ticular attention to the murder of helpless women and children.
11,643 people died, nearly 80,000 others injured, and tens of
thousands of homes and property were destroyed. All at the
hands of humans and D-bees corrupted by the dark forces of
magic.

The Coalition government produced magic experts, psycholo-
gists, and historians (claiming magic never existed in pre-Cata-
clysmic Earth) to support their claims. War heroes were
interviewed to recount the horrors of fighting the insane Federa-
tion sorcerers and the creatures they commanded. They also pre-
sented repentant wizards who had forsaken the ways of magic,
and captive members of the Federation of Magic to publicly con-
fess their crimes and describe the power of magic (typically co-
erced through torture, drugs and psionic manipulation before
they were executed).

The people, traumatized by the unprovoked attack and loss of
loved ones, drank in every word and believed it all. Before the
CS authorities could suggest legislation and defenses against
magic, the citizens were demanding it. The illegalization of
magic was not only implemented within a few weeks after the at-
tack, but wholeheartedly embraced. Furthermore, the people
were willing to pour vast amounts of money, resources and man-
power into building a bigger and better army. This also gave
birth to the idea of the great fortified super-cities to provide
sanctuary for the millions of people contained within its mega-
damage walls.

The so-called “war” with the Federation of Magic lasted less
than a year. The initial attack that was so devastating, killing and
injuring so many, lasted less than 48 hours. The Federation of
Magic fell to the Coalition with relative ease because it was
never more than a very loose association of sorcerers and their
respective kingdoms. Most were tiny, with fewer than a thou-
sand citizens, 10% or less of whom were actually practitioners of
magic. The community led by Nostrous Dunscon on the edge of
the Old Chicago ruins was the largest and most powerful with its
64,000 citizens and 12,000 sorcerers and creatures of magic.
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It was the insane Nostrous Dunscon who stirred his people
and many of the other magic communities into a frenzy. It was
Nostrous who, for a few short months, united the scattered mem-
bers of the Federation to rise and attack Chi-Town. His folly was
not realizing that the people he led were not united in any true
sense of the word. It was the promise of easy reward and a mob
mentality that sparked the war. Like any mob, when the frenzy
passed, the participants stood surprised at their own actions and
scattered. Not even the charismatic and powerful Nostrous Dun-
scon could maintain the bloodlust. With each defeat, his support-
ers abandoned him. When Old Chicago fell four months after the
initial attack, the rest of his supporters scattered like rats fleeing
a sinking ship. Ironically, had they stayed united and fought to-
gether, they may not only have held their position but could pos-
sibly have destroyed Chi-Town. It would be the Federation’s
lack of unity, commitment and cooperation that doomed them.

After peace had been reestablished and the murderous sorcer-
ers had been routed from Old Chicago, General Joseph Prosek
the First (Karl’s father; Joseph the II’s namesake and grandad)
drove the survivors of the Federation of Magic deep into the wil-
derness of the Magic Zone. There, he waged a two year cam-
paign of genocide in an attempt to destroy “every last vestige of
the hell-spawned mystics.” He nearly succeeded. An estimated
30,000 sorcerers and their “accomplices” were put to death —
most scholars outside the Coalition States estimate roughly half
were innocent people, for anybody even suspected of being a
practitioner of magic was slaughtered.

Since the war begun in 12 P.A., the Federation of Magic has
been considered one of the Coalition’s greatest and most reviled
enemies. For the next two generations, the Federation of Magic
was believed to have been “obliterated” as General Prosek had
vowed. But around 60 P.A., rumors began to circulate that not
only did the Federation survive as scattered communities hidden
throughout the Magic Zone, but that a new member of the Dun-
scon family had taken the reigns of power and vowed to avenge
the death of his family members and the destruction of “his peo-
ple.” Shortly thereafter, around 65 P.A., acts of terrorism
claimed by the Federation of Magic were leveled at Chi-Town
and other CS communities. Thus far, all the skirmishes have
been small and brief. The few largest and most lethal encounters
taking place among the ruins of Old Chicago and at the Devil’s
Gate (the Saint Louis Rift). Coalition patrols into the Magic
Zone along the borders of southern Illinois and the Ohio Valley
have found little evidence of any formal kingdom or Federation.
In fact, according to official CS reports, the existence of Alistair
Dunscon and the Kingdom of Dunscon cannot be confirmed and
are believed to be unsubstantiated myths. However, investigators
have found that there exists what they call a “cult network™ of
loosely associated magic practitioners, from individuals and
clans to small villages. This “cult network” calls itself the Fed-
eration of Magic, but its members are scattered throughout the
old American territories once known as southern Illinois, Indi-
ana, Ohio and Kentucky. It is possible that Alistair Dunscon is
its leader or a fictional character created to draw attention away
from the identity of the real leader. The CS military rates the
Federation of Magic as a minor threat.

Game Master Notes: The Federation of Magic and Alistair
Dunscon are both very real and very dangerous. Most members
of the Federation hate and despise the Coalition States; Chi-
Town and the Prosek family in particular. The CS has had
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trouble pinpointing the Federation because it is composed of
hundreds of tiny villages, towns, clans and individual sorcerers
scattered throughout the Magic Zone. From an outsider’s point
of view, most of these communities, typically numbering from
30 to 600, are “low-tech hicks” with few obvious resources and
no apparent magic. For decades after the two year Campaign of
Blood, as the Federation members call General Joseph Prosek
the First’s legendary purge, many members have been excruciat-
ingly careful to conceal the presence of magic. Only the most
brazen (and their numbers are increasing by the day) make no
pretense to hide the practice of magic and welcome confronta-
tion with CS troops, often bushwhacking them — 21% of all pa-
trols into the Magic Zone vanish without a trace. However, even
the most flamboyant or militant practitioners of magic, dragons,
supernatural horrors and creatures of magic are difficult to find
in the vast woodlands of the Magic Zone. Others use elementals
and magic to conceal their presence from the world until they are
ready to make it known.

Undoubtedly, some members of the Federation of Magic will
join forces with Tolkeen. Others will bide their time and con-
sider taking their own action against the Coalition States when
they feel the time is right (Chi-Town and the Prosek family will
be their primary targets). Such attacks are likely to take the form
of guerilla operations, hit and run tactical strikes, banditry, un-
leashing ley line storms and creatures from the Rifts and isolated
areas of combat.

A major siege is unlikely for two reasons. One, because no
one leader, human or superhuman, has risen from the ranks who
is capable of uniting the splintered underground society. Second,
the Federation of Magic resents Tolkeen and regards it as a rival.
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With the possible exception of Lazlo, no other kingdom of magic
users has a better chance at establishing a nation dedicated to the
practice of magic. Something the Federation considers to be its
(lost) legacy. Thus, they are jealous and resentful of Tolkeen and
will refuse to help. Some members have even suggested that if
they stay out of the conflict, the Coalition will destroy Tolkeen,
eliminating their rival in dominion over magic, and in the proc-
ess, weaken themselves so badly that the Federation of Magic
can rise up and strike the Coalition down! Less fanatical and
more realistic members agree with part of this scenario, suggest-
ing that the CS will be so weak after destroying Tolkeen that it
will be unable to stop the Federation of Magic from resuming its
rightful place as the preeminent magic society on the continent.
Note: Rifis® World Book 16: Federation of Magic™ presents
much more information about this splintered and chaotic secret
society, as well as the City of Dweomer, Stormspire, the Grey
Seers, and the entire Magic Zone.

Tolkeen

The government and people of Tolkeen were not surprised or
phased in the least by Emperor Prosek’s announcement or his
unveiling of the new army. They have come to expect the worst
from their enemy. If anything, they have taken a haughty “we
told you so” attitude toward other groups and kingdoms who had
chastised their behavior as too extreme and their concerns about
the Coalition as overstated. Although they are smug and confi-
dent in public, the leaders of Tolkeen were shocked by the alli-
ance between Ishpeming and the Manistique Imperium and are
gravely concerned about what it will mean during the impending
war.



The Coalition States — the supreme power of North America
—has formally declared war against their comparatively tiny na-
tion. As ready and as powerful as they may be, it is doubtful that
they can survive a full-fledged war against the Coalition States.
Their only hope is that numerous other nations will join them
and make the CS reconsider their actions (doubtful). Lazlo and
New Lazlo are both considering such an alliance, and one flurry
of rumors reports that Sir Coake is on his way with 2000 Cyber-
Knights.

Presently, Tolkeen is not under siege, but Coalition troops
continue to arrive and establish positions along its borders. Sev-
eral of the small, allied and unallied kingdoms around it have al-
ready been attacked and conquered by the CS. Meanwhile, the
Coalition troops work to “contain” Tolkeen by severing its sup-
ply lines, preventing mercenaries and sympathizers from joining
them and disrupting communications. War could erupt within
the year or the week.

Other Enemies

Archie-Three. The Coalition has no idea that the robot intel-
ligence and its human partner, Hagan, even exist. However, Ar-
chie and Hagan are closely watching what’s transpiring with the
States, paying particular attention to the Quebec conflict which
brings the CS very close to their operations in what was once
known as Aberdeen, Maryland. They will probably stay out of
things, although Archie has wondered whether he could best
serve humankind by joining forces with Chi-Town. Hagan has
tried to sway Archie from this train of thought, fearing that the
CS will perceive the sentient computer as a threat and destroy
them both.

Atlantis. The Splugorth and minions of Atlantis are interested
in the events transpiring in the Midwest only as an entertainment
and gambling event. Among the bookmakers and bet takers, the
Coalition States are the favorite, with Free Quebec second as the
favored underdog. Tolkeen offers some of the best odds, but is
generally considered a sure-fire loser. Whatever happens, it is
likely to have little impact on Atlantis, unless the Coalition
States so weaken themselves that the Splugorth see an opportu-
nity to invade and take over themselves (an extremely remote
possibility). Splynncryth was delighted by the turn of events that
saw the destruction of Splugorth rival, Naruni Enterprises. The
Coalition’s destruction of the Naruni on the North American
continent prompted a six day festival at the city of Splynn.
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Cyber-Knights: The Coalition has had little concern about
the Cyber-Knights of the American northwest. Members of the
two organizations have had a few nasty run-ins, but for the most
part, the Coalition States consider the organization to be insig-
nificant. Past altercations have been with one or two members of
the group, never the knights as a whole. Furthermore, the knights
have been more of a help in combating bandits and monsters in
the western wastelands than a hindrance. As a group, the knights
have never before sided with any CS enemy. If the rumors are
true about Lord Coake and a legion of Cyber-Knights riding to
join the battle at Tolkeen against the Coalition, they will have
just earned themselves the enmity of the Empire.

D-bees & Practitioners of Magic: All nonhumans and sor-
cerers are considered to be enemies of the States and presumed
to be armed and dangerous. Lethal force is suggested in the “dis-
persement” of these “enemies” from Coalition territories and war
zones. This means it is open season for these two groups of peo-
ple. Whether or not they are shot on sight depends on the com-
mander of the Coalition force that encounters them. More often
than not, such characters can expect a hostile encounter.

Kingsdale: This small kingdom’s days are numbered. The
Juicer Uprising has weakened it and put Coalition troops on its
back-porch. The question remains only “when” will the Coali-
tion invade. The answer is soon. Many people, especially D-bees
and practitioners of magic, have already begun to leave the city
and the state of Missouri entirely. The Juicer population and a
number of wandering Juicer bands are ready to make their last
stand at Kingsdale in one, final, grand battle against the hated
Coalition.

Lazlo: The Coalition States considers this comparatively
small, independent nation to be a danger to their quest for power.
It is the home of Erin Tarn and a place where humans and D-
bees live together in harmony. It is also a place where the prac-
tice of magic is commonplace and (in the opinion of CS
authorities) the quest for knowledge and personal freedom is
taken to dangerous extremes. Lazlo has been a refuge for peace-
loving beings from all walks of life and has been outspoken
against the Coalition States. However, because it has never
threatened the States and is perceived to be populated by peace-
lovers, scholars, and philosophers, and the CS has greatly under-
estimated its power, and considers it a secondary target. In truth,
Lazlo is only slightly less formidable than Tolkeen. Unknown to
most people of the world, it has one of the largest populations of
dragons, True Atlanteans, Temporal Raiders and creatures of
magic outside of Atlantis.

New Lazlo: This small kingdom is a lot like a teenager,
young, full of vitality, enthusiasm, and high ideals and sees itself
as strong and indestructible. Consequently, they are outspoken
and brash. Up until now, they have been barely noticed by the
Coalition, but if they continue to make waves and/or publicly
support Tolkeen, even if only in words, they will be crushed.

Mercenaries: A number of mercenary groups, adventurers
and opportunists (bandits and scoundrels among them) are pres-
ently considering their options, sympathies and best opportuni-
ties in the face of the impending conflict. One side or the other is
likely to have some need that a merc can satisfy, whether it be
smuggling supplies past the enemy, spying, sabotage or assassi-
nation to straightforward military operations. Inevitably, a
number of mercenaries and opportunists will join forces with all



the parties involved. Meanwhile, a juicy secondary market
among the smaller, unallied kingdoms and wealthy merchants
will also offer mercenaries and adventurers work. The worst
freebooters will engage in banditry and crimes against all sides,
attacking whomever seems vulnerable at the time.

Others: Characters of all O.C.C.s and R.C.C.s, both good and
evil, are likely to be polarized by the Coalition’s Campaign of
Unity. This means characters from distant parts of the North
American continent, and even the occasional character from
Central and South America, Europe and Atlantis may travel to
America to join one side or the other, or to try to get their share
of the spoils of war.

The Pecos Empire: The Pecos barbarians of Texas are an
irksome enemy of the CS, but are among the least of their wor-
ries. Unless these bandits provoke a confrontation by laying

siege to the Lone Star Complex or Fort El Dorado, their destruc-
tion will probably be postponed for years. The Pecos Empire is
composed of a motley crew of D-bees and monsters who terror-
ize lower Texas and parts of Mexico and the west as bands of
marauding raiders and bandits. While they are certain to attack
CS outposts and convoys, they are too unorganized and undisci-
plined to represent a serious danger to Coalition operations.

Xiticix in the north: For the moment, the Xiticix menace is
of no concern to the Coalition States. However, as they continue
to encroach on territories in Minnesota, Wisconsin and Illinois,
they will become a threat to Chi-Town and other CS holdings.
Likewise, the insectoids are a potential threat to Iron Heart. They
will be dealt with after the Campaign of Unity has reunited Que-
bec, seen Arkansas join the Union, and Tolkeen is destroyed.

Coalition Allies

Ishpeming (Northern Gun)
& the Manistique Imperium

These two nations have functioned independently for over
115 years. Ishpeming is most famous as the home of weapons,
robots, and vehicle manufacturer Northern Gun; the disputed
kingpin of arms manufacturing in North America.

The Manistique Imperium is the smaller and less technologi-
cally advanced of the two, but has also been in existence as a
small manufacturing nation for over 100 years.

In both cases, the two nations rose to power based on pre-
Rifts technology that survived the Great Cataclysm. Using facto-
ries, equipment, manufacturing designs and schematics, the two
were able to reconstruct factories and production facilities for the
making of weapons, armor and vehicles. With time, they became
adept at pirating technology from other sources and creating
“knock-offs,” copies of items originally designed and built by
other manufacturers. Their geographic location in upper Michi-
gan, surrounded by the Great Lakes, helped to isolate them and
keep them safe from bandits, monsters, D-bee invaders and the
burgeoning Coalition States. Consequently, they avoided the
strife that plagued the Midwest and other parts of the country,
and slowly, but surely prospered and grew.

By the time people began to notice them, they were firmly en-
trenched and too powerful to be easily conquered. Furthermore,
many small kingdoms, communities and organizations had be-
come reliant on the two for weapons, vehicles, components,
electronics and equipment used in all walks of life. Northern
Gun and, to a lesser degree, Manistique Imperium products had
become the life’s blood of virtually every independent kingdom
and community within 2000 miles (3200 km) of Northern Michi-
gan. A survey conducted by the Chi-Town propaganda and in-
vestigations committee (under the supervision of Joseph Prosek
IT) found that 96% of all mercenary groups, 92% of all bandits
and 89% of all independent kingdoms, large and small, pur-
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chased a substantial amount of weapons, equipment and materi-
als from Northern Gun. 76% of mercs, 54% of bandits and 61%
of all independent kingdoms made purchases from the Manis-
tique Imperium. By comparison, roughly 12% purchased supe-
rior but expensive and hard to find Triax items (usually in small
quantities), 19% from Golden Age Weaponsmiths, 24% from the
Coalition State of Iron Heart and 41% from Wilk’s Industries.
Wilk’s numbers are comparatively low only because this manu-
facturer specializes exclusively in precision and high quality la-
ser weapons, tools and the occasional other item, while Northern
Gun (Ishpeming) and the Manistique Imperium produce a full
range of products from guns and armor to vehicles and electron-
ics.

For decades, the Coalition States had ignored the activities
and high volume sales of these two manufacturers for three rea-
sons.

1. The weapons, armor, bots and general level of technology
was inferior to the CS, and continues to be 20-30 years behind
the States.

2. The two nations did not represent an obvious threat. They
have never challenged the CS or engaged in any military cam-
paigns. They conducted their business quietly, plus isolated in
the Michigan wilderness, they were out of sight and out of mind.

3. The CS grossly underestimated the extent of the two manu-
facturers’ positions in the marketplace — not that the Emperor,
the CS military or any of the Chi-Town leadership would pub-
licly admit it. Only Joseph Prosek II suspected the range of influ-
ence that these two quiet arms and technology merchants had
built over a hundred years of manufacturing and promotion. Yet
even he was taken aback by the final numbers of his investiga-
tion; a full 30-40% higher than what he had estimated. It is likely
that even Northern Gun and the Manistique Imperium are not
fully aware of the extent of their influence, wealth and power.

It was this recent study that led, in part, to the Coalition’s rec-
ognition of the two as independent nations and its overture for



peaceful coexistence. It was simply smart and politically expedi-
ent to establish an open and friendly line of communication with
these two sleeping giants. Furthermore, if the Coalition could
build a friendly and mutually profitable relationship with the
two, it could better monitor their activities and exercise some in-
fluence regarding to whom they sold their products. This influ-
ence comes in the guise of friendship, cooperation and mutual
respect, not the Coalition’s usual pressure tactics and threats. A
good example is the embargo against Free Quebec and their aid
in combating Naruni Enterprises. In both cases, Ishpeming and
the Manistique Imperium’s cooperation with the Coalition States
has created an immediate, short term (1D4 years) economic
boom for the two independent nations. In the case of the em-
bargo against Free Quebec, Ishpeming and Manistique had noth-
ing to lose since trade with that State had been minimal to begin
with. The Chi-Town authorities sweetened the pie by presenting
the two with a very open and liberal trade agreement that not
only allowed them to continue to sell arms and supplies without
limit to virtually everywhere else on the continent (despite im-
pending war), but opened to them the expansive markets of the
border towns and wilderness communities in the outskirts of the
Coalition’s Empire. This was a win, win situation for the Coali-
tion because they had been unsuccessful in servicing this area of
the market. With Northern Gun and the Manistique Imperium in-
volved, the outer edges of the CS States and territories would re-
ceive superior service, making those people content and
appreciative of their generous government, eliminating one more
government headache and giving Ishpeming and Manistique a
juicy bone that would hopefully build a lasting friendship and
some sense of obligation.

Getting their cooperation to move against Naruni Enterprises
was another example of mutual benefit and immediate results for
both parties. For Ishpeming (Northern Gun) and the Manistique
Imperium, the Coalition States helped them eliminate a serious
competitor whose activities in less than three years had caused
sales to drop 20-30%. The dramatic and literal “elimination” of
the competition had an immediate and positive affect on sales.

For the Coalition States, it eliminated a potential alien danger,
but more importantly, rid them of an arms dealer who sold weap-
ons and equipment often equal to their own or even those of
Triax. If Naruni Enterprises had remained unchecked, they could
have supplied Coalition enemies with weapons and equipment
equal to and sometimes superior to their own. This could not be
allowed to happen; not with the launching of the new army and
the (military) Campaign of Unity. Getting two other major na-

25

tions to agree with their extreme measures at eliminating the
Naruni also helped to diffuse outcries from their other enemies,
because they were not alone. Again the Emperor and his advisors
have expertly maneuvered themselves into the best possible situ-
ation: eliminate a threat and at the same time, strengthen ties
with two important allies. Such are the skills and machinations
of Emperor Prosek and his minions.

Where this loose alliance will ultimately lead is anybody’s
guess. At least for the moment, Ishpeming and the Manistique
Imperium remain strong and independent. Any changes or closer
ties to the Coalition States is pure speculation and probably dec-
ades away (if ever). Neither has aspirations of becoming a mem-
ber State. They regard the CS with suspicion and concern, but
also see the Coalition as the dominant power in the land, and as
such, a huge, untapped market and a dangerous enemy. Conse-
quently, they chose to open diplomatic and trade channels to en-
sure their continued prosperity and very existence.

Other Allies of Note

Arkansas & Fort El Dorado: As stated previously, Fort El
Dorado and the territory of Arkansas have been accepted as a
candidate for membership as one of the Coalition States. Fort El
Dorado is the center of CS activity and will become the capital
of the new State. They will support the CS in any way they can,
but it is their responsibility to help secure and defend the south-
ern and southwestern territories from the Pecos Empire and other
forces who might try to invade from the south.

Even after the nightmare of the Juicer Uprising, Fort El
Dorado is a strong, fortified community, not to mention a source
for oil and natural gas. It also has strategic value because it helps
to restrict the Pecos Empire, can help defend the State of Mis-
souri, and offers another line of defense against the Federation of
Magic to the northeast.

Fort El Dorado and many of the friendly neighboring commu-
nities have had a good relationship with the Coalition States for
years. The recent attack by the Juicer rebellion has driven home
the value of a stronger, official tie to the powerful Coalition
States. Ironically, the Juicer Uprising has made the authorities at
Fort El Dorado more insecure and paranoid than it should. Al-
though they suffered great damage and were nearly overrun, they
managed to hold their own and survive against overwhelming
odds from a surprise attack. While the incident has unnerved
them, it impressed the Coalition, making Fort El Dorado a wel-
comed and rewarding addition to the allied States. Within a dec-
ade, Arkansas should rise to its potential and become the second
most populated and powerful of the Coalition States!

CS Iron Heart: This mid-tech level industrial nation has al-
ways played second fiddle to Chi-Town and Free Quebec, the
two genuine powers in the Coalition States. Consequently, the
Iron Heart government welcomed the opportunity to become
more closely associated with Chi-Town and accept the Em-
peror’s plans for the future, provided Iron Heart played a major
role in it. To this end, Emperor Prosek and the leaders of Iron
Heart made a secret pact to retool and upgrade a full third of its
factories with the most current and advanced equipment and
manufacturing systems.

The farsighted Emperor made this arrangement six years ago.
Even then, it was clear that Free Quebec was targeted for what



Chi-Town representatives referred to as a “restructuring” of
Quebec’s government to better reflect the goals of all the Coali-
tion States (i.e. Emperor Prosek). The possibility for war against
Quebec was very real and very obvious, still Iron Heart agreed.
The decision was actually quite easy. The rulers of Iron Heart
agreed with most of the Emperor’s positions and they resented
their haughty Quebec neighbors. They felt Iron Heart had lan-
guished in the shadow of Free Quebec long enough. It was time
for them to shine and become the second greatest power within
the allied States, even if it meant stepping on the battered body
of Quebec to do it. Thus, for the last five years, Iron Heart has
rebuilt, grown and become yet another weapon in the Emperor’s
arsenal against his enemies.

Chi-Town has lived up to everything it promised and more,
thus winning the complete loyalty and support of the powers that
be. While some citizens are suspicious of their close relationship
with Chi-Town and uncomfortable with attacking Free Quebec,
the vast majority (73%) are in agreement; roughly 10% are anti-
Quebec fanatics.

The first step in the Campaign of Unity was the State of Iron
Heart acquiring the renegade manufacturer known as Iron Heart
Armaments, located in the independent kingdom of New Kenora
(see Rifts® Mercenaries for details). Iron Heart Armaments
was established by a handful of rogue engineers who discovered
and absconded with several pre-Rifts designs for mega-damage
tanks and armored vehicles. One day two months ago, the people
of New Kenora woke up to find themselves surrounded by the
Coalition Army. They had noticed a division or two of CS troop-
ers on maneuvers along the border of Xiticix territory north of
Minnesota, but had thought nothing of it. Additional forces came
from the State of Iron Heart and caught the community by sur-
prise. Resistance meant total obliteration, so the community sur-
rendered.

New Kenora and Iron Heart Armaments are now the latest
addition to the holdings of the Coalition State of Iron Heart. The
city-state is quickly being transformed into a northern military
manufacturing center and border fort, ideally located for dealing
with both Tolkeen and Xiticix forces. The factories are being re-
tooled to produce the new Coalition tanks and armored vehicles.
The civilian population has been invited to stay and work for the
CS at their old salaries. Many (30%), fearing to be branded trai-
tors and shot down like dogs, agreed to stay on. About 20% liked
the Coalition to begin with and saw this as a change for the bet-
ter. Another 20% saw it as being as good as any other opportu-
nity (a job is a job). Only 20% fled the area and 9% (mostly
D-bees) were executed.

As a magnanimous gesture, the New Kenora factory owners
and operators were allowed to keep their civilian positions and
stay on to manage the factories. They get a good salary and any
issues involving past disloyalty have been forgiven (at least
while they work hard and exhibit loyalty to the CS). Only one
owner refused and was summarily charged with treason and exe-
cuted. The others accepted the offer and continue to work dili-
gently for the CS military. They are too terrified to engage in
acts of sabotage and several like the idea of working for the Coa-
lition (better job security).

Note: This means Iron Heart Armaments (IR) tanks, vehicles
and equipment described in Rifts® Mercenaries are no longer
being manufactured. However, thousands of those items were
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produced and sold before the CS occupation and will stay in
service for years to come. The CS occupation force was dis-
tressed to learn that the original pre-Rifts plans for the tanks and
other items are missing, which means they could resurface some-
place new.

CS Lone Star: Lone Star continues to be an anomaly. All of
old Texas is claimed by the Coalition States, but only the north-
ern quarter is actually under CS control, and even that portion is
lightly populated except for the military personnel located at the
Lone Star Complex and military outposts.

The main resource of Lone Star is Lone Star City, a pre-Rifts
military complex that sprawls across 30 square miles of land
above and below the ground (three to eight levels below the sur-
face). The complex is packed with some of the most advanced
genetics laboratories, medical, bionic and robotics facilities in
the world! It is the design center for all genetic experimentation
and 50% of all military weapons designs in the States. It is the
largest, most advanced scientific (military) research facility in
the Coalition States, dwarfing even those at Chi-Town. This also
means that 90% of the personnel are highly educated, literate sci-
entists and engineers.

The Lone Star Genetic Engineering Division (GED) repre-
sents 40% of the entire complex. The very first Psi-Hounds/Dog
Boys came from GED and 85% of all Coalition Dog Boys are
genetically designed, mutated and grown at this facility. In addi-
tion to the creation of Dog Boys, the complex experiments with
the genetic manipulation of other animals as well as cloning, the
growing of artificial skin, cybernetic bio-systems, bionic recon-
struction, molecular bonding, and, recently, Juicer augmentation.
The GED labs are under the direct control of a genius named

Doctor Desmond Bradford. He operates with complete auton-
omy as long as he keeps producing results. Unlike the other mili-
tary and science divisions, Doctor Bradford reports directly to
Emperor Prosek and must endure only one annual inspection.
This means the work here is so ultra-secret that only the Emperor
has any inkling of what is being conducted, and even he only
knows what Doctor Bradford decides to tell him. Joseph Prosek
IT doesn’t like or trust Doctor Bradford, whom he believes to be
dangerously insane. The Emperor acknowledges that Doctor
Bradford is eccentric and temperamental, but he won’t consider
installing any of the “safeguards” that his son has suggested for
fear that they might interfere with the Doctor’s creativity and
productivity. For the moment, Joseph has allowed the matter to
sit unresolved, but he keeps a nervous eye on the GED and prays
that it is not a powder keg waiting to explode. Meanwhile, Doc-
tor Bradford seems to have everything under control and contin-
ues to perform his duties admirably. Two full divisions of (over
10,000) Dog Boys have just come out of Lone Star to join the
ranks of the military and SSI.

CS Missouri: This is the weakest and most vulnerable of the
Coalition States. Much of it is farmland and cattle ranches, mak-
ing it the bread basket of the Coalition States. In that regard, it is
very important, but Missouri is far from a military or political
power. Many critics of the CS have accused Missouri of being a
puppet of Chi-Town and Emperor Prosek. While such accusa-
tions are denied, they are true. The State of Missouri always sup-
ports the positions of the Emperor and Chi-Town. Lone Star,
virtually a giant military complex, is completely under the con-
trol of the Chi-Town regime and always supports the Emperor’s



position, effectively giving Chi-Town the clout of three States.
The acquisition of Arkansas should give Chi-Town additional
leverage, although the people of that fledgling State are not
mindless sheep and will have some definite thoughts and plans
of their own. Until the departure of Free Quebec, they and Iron
Heart have always been the two most independent of the (then)
five Coalition States.

Golden Age Weaponsmiths: This arms manufacturer is nei-
ther an ally or enemy of the Coalition States. They have built a
successful business repairing, refitting and selling old, pre-Rifts
weapons and equipment, primarily S.D.C. items. Their clients in-
clude the Pecos Empire, the Black Market, Tolkeen and numer-
ous independent kingdoms, mercenary groups, bandits, and
adventurers. It has only been with Emperor Prosek’s recent
speech about alliances, war and the Campaign of Unity, that the
operators of Golden Age Weaponsmiths stopped to wonder how
they might be affected. They surprised themselves when they re-
alized that in their 25 years of business they have never had a
run-in with the Coalition States. Nor have they ever been ap-
proached by the CS as a possible ally. They suspect they are too
inconsequential to be of much concern, but wonder if that might
change, especially with the new arrangement between the Coali-
tion and Ishpeming and the Manistique Imperium. For the first
time, the company looks at an uncertain future and wonders what
it holds for them. For now, they continue operations as usual.

Mercenaries: A number of mercenary groups, adventurers
and opportunists are already working for the Coalition Armed
Forces in one capacity or another. Specialized combat personnel
find work as spies, smugglers, saboteurs, assassins, scouts, and
Special Forces. Most combat personnel find themselves as fron-
tline infantry troops used as fodder to “soften” the enemy before
Coalition troops are sent in. Cyborgs, Juicers, Crazies, experi-
enced scouts (7th level and higher) and power armor and robot
vehicle pilots are among the most valuable to the CS. An esti-
mated 30,000 mercenaries have been employed for the Minne-
sota front alone, and that number is expected to triple or
quadruple before the Tolkeen war is over.

Others: Characters of all O.C.C.s and R.C.C.s, both good and
evil, are likely to be polarized by the Coalition’s Campaign of
Unity. This means characters from distant parts of the North
American continent, and even the occasional character from
Central and South America, Europe and Atlantis may travel to
America to join one side or the other to get their share of the
spoils of war.

Triax: Triax and the New German Republic (NGR) will
watch from abroad and offer the CS their words of support, but
there is little else they can do. Five hundred German, military ad-
visors and observers are active among the Coalition Army and
can be found at virtually any major outpost or combat zone. The
NGR will also continue to provide moral support and a narrow
stream of supplies. Military support is out of the question as they
have their own intensifying war with the Gargoyle Empire.
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Coalition Law

Laws & Penalties

Other than some notable and extreme exceptions, the laws of
the Coalition States are fundamentally the same as those of 21st
Century Earth, only the penalties tend to be twice as severe. The
death penalty is used liberally for crimes that involve extreme
brutality, murder, the practice of magic, consorting with the su-
pernatural, and acts of subversion against the State. Most of the
notable exceptions, some of which were not crimes in the 21st
Century, are listed below.

Penalty Notes

Fines are typically given out for minor infractions. The
amount can be as little as 30 credits to thousands depending on
the crime. A character may also be forced to pay for any dam-
ages he may be judged responsible for.

CS Prisons are hell-holes with only the most basic facilities
and freedoms for those contained within its walls. Morale is low
and living conditions poor. Guards are authorized to use deadly
force to quell troublemakers, rioters and those who attempt es-
cape. Prisons are typically located in dangerous areas within the
CS territories — the logic being to remove them from society
and if they should perish by extraordinary means, little is lost.
Every year, 26% of the prisoners fall prey to foul play, illness,
enemy attacks, or monsters. “Lifers” and subversives are usually
sent to prison to rot.

CS Prison Work Camps are similar to the minimum security
prisons of 20th and 21st Century Earth. The prisoners are usually
humans and D-bees who have no significant (known) powers
and who represent a minimal threat to authorities. A typical day
starts with a shower and breakfast, a 10 hour day of work and a
return to a minimum security prison that often resembles a mili-
tary outpost and barracks enclosed by a light M.D.C. wall or
fence. These camps are always established away from Coalition
cities and population centers, but may be found near military in-
stallations and outposts. They are frequently located along dan-
gerous borders, enemy territory, wilderness regions and at the
sites of military operations.

Work details typically include hard labor such as build-
ing/construction of roads, walls, homes, buildings and military
facilities, clearing land, farming, mining, digging ditches, factory
work, warehouse work, sanitation, and similar. Work Camps are
often used to support military operations and reclamation of the
wilderness. Every year, 37% of the camp workers fall prey to
foul play, illness, or attacks by monsters, bandits or the enemy.

Expulsion from the City or Territory: Some consider per-
manent expulsion from a CS city as a fate worse than death. Ex-
pulsion means the character is forever banned from entry to all
CS cities. If caught inside a city’s borders, the perpetrator is cap-
tured, tried and executed, or slain on the spot. Most are consid-
ered dangerous sociopaths, career criminals and/or suspected
traitors to their race and nation.



Those expelled from the Coalition States entirely are branded
at enemies as the States and will be executed the instant they are
discovered within CS territory (including the ‘Burbs).

Expulsion is typically for life.

Serious Crimes and Penalties of Note

Note: In all instances listed, a death sentence is automatic if
the perpetrator is a non-human or practitioner of magic.

Subversive Activities involving education and the dissemi-
nation of dangerous ideas: This includes rogue scholars and
scientists teaching the peasant masses and illiterate citizens of
the CS (even those of the middle and lower levels) how to read,
write, mathematics and pre-Rifts history (or any history that dif-
fers from the official CS version). The penalty ranges from 15
years to life imprisonment, and even death.

Erin Tarn is the most notorious rogue scholar and critic of the
CS government. She has been branded by the CS as an insane
and dangerous subversive and has been Public Enemy Number
One for the last five years. If she is captured, she will be publicly
executed!

Possession of subversive and dangerous materials: Being
caught with one of Erin Tarn’s many books is considered an act
of treason and likely to lead to interrogation and 15-20 years im-
prisonment.

Likewise, owning pre-Rifts books, maps, films, videotapes,
and recordings of any kind is against the law. All such items are
to be turned over to the authorities. First time offenders will be
interrogated and frightened out of their wits but usually released
with a harsh warning and a felony record. They may also be
placed under secret ISS surveillance for several months to sev-
eral years. Repeat minor offenders are considered subversives
and shot in the street (resisting arrest) or condemned to lengthy
imprisonment or execution. Known subversives and dealers/sell-
ers of subversive goods are branded enemies of the State and
sentenced to death!

Subversive activity involving the aiding and abetting or
protection/concealment of practitioners of magic, known sub-
versives, and enemies of the State. Penalty is life imprisonment
without parole or death.

Consorting with Supernatural Beings: Including dragons
and other creatures of magic or supernatural nature. Penalty is
death.

Practice of Magic: Perpetrators are typically branded as a so-
cial misanthrope, dangerous criminal, mass murderer, or enemy
of the State. Penalty is death.

Cyber-snatching: The stealing of cybernetic and bionic com-
ponents for resale to illegal body-chop-shops, and usually killing
or maiming the victim. Penalty is death.

Terrorism: Any act of deliberate violence that kills, injures
or endangers the lives of innocent CS citizens for whatever rea-
son. Penalty is death.

Kidnapping: The capture and holding of another human
against their will, often involving extortion, torture and murder.
Penalty is death.

Murder in the First Degree: The act of deliberate premedi-
tated murder is subject to the death penalty (life without parole is
a rarity in these cases, but is occasionally granted).
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Murder in the Second Degree: A murder that is not pre-
meditated; typically a crime of passion. The penalty can be as
light as 15 years without parole or as heavy as life without pa-
role. A life sentence in the CS means incarceration in prison or a
prison work camp till the day the prisoner dies.

Laws Governing Cybernetic Systems

Note: The Coalition States strictly enforce laws regarding the
use of implants and bionics to keep these augmented supermen
in line and to protect the common people.

Repeat offenders, known criminals and citizens suspected of
treason or anti-social behavior are legally prohibited from ever
getting any cybernetics/bionics for the rest of their lives. Break-
ing such a prohibition is punishable by life imprisonment (40-60
years) and even the death penalty. Nonhumans living and work-
ing at or near Coalition cities are prohibited from getting bionics.

Possession and sale of illegal cybernetics or bionics (loose
parts, not implants): The character will be suspected of cyber-
snatching and subjected to an intense investigation and interro-
gation. If found guilty of cyber-snatching, the penalty is death,
even if his/her involvement was fencing or acting as an acces-
sory after the fact in such a case.

Illegal sale or smuggling of “clean” cyber-mechanisms (new
and unused) is typically 1-3 years of prison or forced labor; often
as an assistant in a CS science laboratory or manufacturing facil-
ity.

First time human offenders and small-time, back-alley repeat
offenders are often “shaken-up,” given a stiff fine and released.
Of course all illegal goods are seized and retained by the authori-
ties.

Illegal implementation and installation of unauthorized
cybernetics and bionics: The perpetrator is typically a cyber-
doc or body healer who is sentenced to 2-8 years of prison or
forced labor. Typically to assist in a government hospital, medi-
cal facility in the ‘Burbs or a military outpost or CS science
laboratory — all low security clearance facilities.

Those operating large-scale body-chop-shops or involved in
cyber-snatching or supplying criminals, subversives or nonhu-
mans are sentenced to death!

In most instances, the penalty for having illegal cybernetic
or bionic systems which have not been used in the commission
of a crime is their removal, reimbursing the state for the cost of
removal, plus 20% (can range from a few hundred credits to
thousands), a permanent criminal record for the use of illegal cy-
bernetics, and probation.

A character may try to appeal this ruling and petition the
courts for legal authorization. The courts review each petition on
a case by case basis, but only 10% of Lofties and Highbrows are
given legal authorization to keep such ill-gotten enhancements.
Less than 3% of the City Rats and Low Levellers make success-
ful appeals.

“Custom” alteration of legal cybernetic systems may be
considered illegal and subject to removal. In 67% of these cases,
the person is charged with a misdemeanor and does not get a
criminal record unless a repeat offender (six or more “customiz-
ing” charges). The courts tend to be lenient in this area because
City Rats tend to be precocious, daring and foolish but aren’t in-
volved in criminal activity, they’re just techno-junkies.



Concealed weapons without a permit are illegal and subject
to removal. Those in violation will have the weapon removed
immediately, be fined the cost of the removal operation +20%,
and placed on probation. Those with a criminal record will do
time; 2-12 years.

Breaking a court ordered cybernetics/bionics prohibition:
A serious offense that will result in the removal of all cybernetic
systems, the usual fee, plus 50% of the removal cost, and a 2-12
year prison term. Repeat offenders may face a life term or the
death penalty.

Using illegal cybernetic weapons, disguises, or bionic sys-
tems in the commission of a crime adds 10-20 years to prison
time, in addition to the removal of the illegal systems. Repeat of-
fenders may be executed!

Reckless use of cybernetics/bionics and endangerment (in-
cludes vandalism and accidental discharge of weapons): 500-
3000 credits fine. Repeat offenders may be placed on probation
or the courts may order to have the offending cybernetic fea-
ture(s) removed.

Assault with an authorized cybernetic or bionic system
(includes brawls and duels): 5000-10,000 credits fine, plus res-
titution for any damage inflicted as a result of the assault. Repeat
offenders or particularly violent or unprovoked attacks may land
the perpetrator in jail and/or courts may order to have the offend-
ing cybernetic feature(s) removed immediately.

Manslaughter and murder using authorized cybernetic or
bionic systems may result in the above and a slap on the hand if
an officer in the military, ISS or highly placed government offi-
cial. Otherwise, the character is likely to face a prison sentence
of 10 years to life, expulsion or execution.

Assault with intent to commit great bodily harm/murder
with an authorized cybernetic or bionic system — or man-
slaughter: Premeditated assault will result in the immediate
court ordered removal of all bionics, potentially lethal cybernetic

implants and 1-4 years in jail. Note: Unauthorized bionics or il-
legal cybernetics will be removed and the prison time doubled!

Unpremeditated assault with intent to commit great bod-
ily harm: 1000-10,000 credits fine, plus restitution for any dam-
age inflicted as a result of the assault. Repeat offenders or
particularly violent or unprovoked attacks may land the perpetra-
tor in jail for a year and/or the courts may order to have the of-
fending cybernetic feature and any other weapon systems
removed immediately.

® Premeditated Murder with bionic or cybernetic systems:
Life imprisonment or execution.

® Restrictions for cybernetic augmentation: No one under
the age of 18 can receive cybernetic implants except for medi-
cal purposes. All authorized cyber-implants must be regis-
tered with and approved by the authorities.

® Bionic reconstruction or conversion is unavailable and ille-
gal to the average citizen. Bionics are restricted to members
of the military, ISS and the elite. All require special authori-
zation — comprehensive records are kept throughout the
Coalition States. Mercenaries and special agents working for
the CS government or military are also allowed to retain and
use cybernetic and bionic systems.

City Access Laws
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All visitors must pass through a heavily armed and defended
point of entry — the Coalition’s idea of Customs and Immigra-
tion. At each of these checkpoints are ISS Inspectors and PRP
Psi-Division officers. Psi-Stalkers and Psi-Hounds sniff and
sense for the presence of magic, psionics, and the supernatural.
Dog Boys and Psi-Stalkers can also detect human-looking D-
bees (80% success ratio) and dragons and other shape-changing
creatures (73%+ success ratio). These port of entry guards also
utilize a battery of special sensors and optic systems to “scan”
visitors for unnatural signatures and concealed weapons. Those
who fall under suspicion are escorted to a holding area by two
ISS Inspectors and a pair of Psi-Hounds for a more thorough ex-
amination. Such examinations may include a battery of tests,
physical examination and further psionic scanning by high level
Psi-Stalkers, Mind Melters or the most sensitive Psi-Hound. If
there is the slightest doubt or suspicion, the visitor is usually de-
clined entry and escorted beyond city limits.

Bribes are uncommon because the authorities involved are
loyal and diligent protectors of humanity, and because each
authorization team must sign-off on the entry permits. Visitors
who undergo extensive scanning and allowed to enter must be
signed-off by the team’s top ranking officer and examining doc-
tor. If a sorcerer, psychic, dragon, demon or nonhuman slips
through, a full investigation is made and there is hell to pay.

In virtually all cases, visitor access to the city is limited to
special shopping, services and communication facilities located
on levels 2, 3 and 4. Access is usually limited to a short period of
time, usually 4, 8 and 12 hour passes.

Day passes (24 hours), two day passes (48 hours) and week
passes (five days; rare) are available upon advanced, special re-
quest and agreeing to wear a simple tracking device — a nano-
chip the size of a fruit fly usually attached to the underarm or



behind the ear. Similarly, special passes are required for visitors
to spend several days to several weeks with family members re-
siding in a Coalition City.

All visitors get their forehead temporarily imprinted with a
durable ink bar code that can be scanned by most business estab-
lishments, the military, and ISS. The bar code is roughly the size
of a standard post-it note (2x1 1/2 inches). A quick laser/light
scan reveals the name given by the visitor, an I.D. number, date
and exact time of admittance, the exact moment of expiration,
the type of pass, and the gate of entry. In addition, the bar code
on the forehead enables the authorities and shop owners alike, to
identify “visitors” at a glance.

City Access by Race

® Dragons and other creatures of magic are destroyed upon
their discovery. They are NEVER knowingly allowed into
Coalition cities for any reason!

® Demons and other supernatural beings are considered mon-
sters and destroyed upon their discovery. They are NEVER
knowingly allowed into cities for any reason!

® D-bees are not allowed, except under special and rare
authorization permits. The owner of (D-bee slaves are al-
lowed to powerful businessmen, traders and politicians, par-
ticularly as a labor force in manufacturing) or person(s)
taking responsibility for the authorized D-bee must control
the “creature” at all times and pledges 100% liability for “its”
actions. This means that if the D-bee commits a crime, the
creature is destroyed and the person taking responsibility for
“it” will suffer the usual penalty for the crime; a fine, to the
death penalty.

® Renegade and Rogue Dog Boys. All mutant animals are
considered to be trained animals and the property of the CS
government, like a pet dog or any animal. Free Dog Boys are
considered to be runaways or dangerous rogues who deserted
their CS masters and service to humankind. Frequently, the
ISS, PRP and military will try to capture the wayward animal
to see if it can be reindoctrinated to serve humankind (for
which it was created). Those who cannot be reindoctrinated
or who resist capture (90%) are destroyed like the mad dogs
they are perceived to be. Psi-Hounds (other Dog Boys loyal to
the Coalition) and CS Psi-Stalkers are often used to find and
capture these rogues and renegades. For obvious reasons,
most mutant dogs who have deserted the CS or escaped the
Lone Star experimental complex avoid the cities, ‘Burbs and
CS outposts like the plague. Some won’t even enter CS con-
trolled territories.

o Human Visitors (ordinary folks). All visitors must leave all
weapons, body armor, power armor and pre-Rifts or alien ar-
tifacts in a locker with the authorities. The character is frisked
for concealed weapons and contraband, and all luggage, pack-
ages and personal items are inspected. Anything deemed in-
appropriate for any reason (real or imagined) must be left
behind. The visitors pledge on video that they will avoid
trouble and uphold the law and are forced to watch a 15 m-
inute video presentation of fundamental customs and accept-
able social behavior before they are allowed into the city.
Note: Characters with a criminal record may be declined en-
try, especially if the crimes are serious or the character’s past
crimes fit the profile for current criminal activity or trouble in
the city.

¢ Human Mutants. Human mutations are seen as dangerous
aberrations that make the unfortunate soul less than human.
Most soldiers and ISS agents feel a certain amount of sympa-
thy for these people and may show them uncommon compas-
sion. This is because the mutant’s loss of humanity is not of
their own doing — they are the victims of forces beyond their
control. However, human mutants are NEVER knowingly al-
lowed into the cities except under special and rare authoriza-
tion permits.

A number of human mutants are unofficially allowed to
live in the ‘Burbs or to gather in small villages within CS ter-
ritory. The most fortunate are those whose mutations are not
obvious and who don’t possess any superhuman abilities.
Some of these people are given work permits to perform the
most backbreaking, dangerous and tedious labor (at incred-
ibly low wages) in factories, mines and operations outside the
city. Those who work at facilities inside the city are escorted
in and out by the military. The work facility must have spe-
cial containment measures to prevent any mutants from enter-
ing the city proper, and must have the sanction of the
authorities. Escaped mutants who manage to enter the city are
captured, lose their job, and permanently expelled from the
city. Those who offer resistance or fight back are destroyed
where they stand.

® Super-powered and inhuman looking human mutants are
considered to be inhuman monsters or D-bees and are NEVER
knowingly allowed into the cities for any reason. They may
even be “purged” from CS territory (a CS euphemism for
“exterminated”).
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e Augmented Humans. Juicers, Crazies, ‘Borgs, Headhunters,
Cyber-Knights, and other augmented humans must register
with the Entry authorities, disclose all concealed weapons and
abilities, leave all weapons, body armor and power armor in a
locker with the authorities, and pledge on video that they will
avoid trouble and uphold the law. They must then watch a 15
minute video presentation of fundamental laws, customs and
social behavior before they are allowed into the city.

o Psi-Stalkers are the only human mutants accepted by the CS,
but even these people are considered to be less than human.
Even the Stalker who faithfully serves in the military, ISS or
PRP is, at best, a second-class citizen. Official Psi-Stalker
citizens of the Coalition States typically find employment in
the Military and Internal Security Specialists Divisions or as
independent security agents (private detectives, bodyguards,
bouncers, etc.). Only occasionally are they found in other ar-
eas of work. Most are relegated to living in the low levels, 1-
6, but live happy, productive lives and support the Coalition
States wholeheartedly.

Wild Psi-Stalkers are considered dangerous, unallied mer-
cenaries or even as D-bees. They are NEVER knowingly al-
lowed into the cities except under special and rare
authorization permits.

e Psionic Humans must register with the Entry authorities, dis-
close their level of power (minor, major, master), classifica-
tion (sensitive, healer, physical, super, or multi), and indicate
all notable psi-abilities, typically a checklist marked off by
the Entry authorities. The character must then submit to either
a temporary IC bar coding or a permanent IC bar code and
implant — part of the Psychic Registration Program (PRP).
To entice psychics to participate in PRP permanent identifica-
tion coding (an implant is placed under the skin and a
scannable bar code tattooed on the back of the neck), the
authorities give the psychic a 100 credit voucher that can be
redeemed at all shops and banks, an additional 12-24 hours
added to their visitor’s pass free of charge and preferential
consideration for future visits. The coding process is not
harmful to the psychic in any way.

In addition, like all visitors, the psi-characters must also
leave all weapons, body armor and power armor in a locker
with the authorities and pledge on video that they will avoid
trouble and up-hold the law. They must then watch a 15 m-
inute video presentation of fundamental laws, customs and
acceptable social behavior before they are allowed into the
city. Note: Nonhumans are not allowed in the city unless
given special military or ISS authorization and are met by a
military or ISS officer and escort (2-6 soldiers) and escorted
wherever they go.

® Practitioners of Magic are considered dangerous criminals
and even inhuman monsters. They are NEVER knowingly al-
lowed into the cities for any reason. They may even be
“purged” from CS territory (a CS euphemism for “extermi-
nated”).

e City Level Restrictions in the Fortified Cities: Low Level-
lers (inhabitants of levels 1-22) are not allowed public access
to the higher levels where the more affluent and educated citi-
zens live and work (a.k.a. Lofties, Highbrows, and Techno-
crats); levels 23 and up. A special work, travel or visitor’s
pass is required to gain access to the higher levels. Low Lev-
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ellers (a.k.a. Grungers, Sludgers, and Downsiders) caught in
restricted Highbrow areas are automatically suspected of
wrongdoing and taken into custody for questioning. The fine
for trespassing in Highbrow levels is 100-300 credits in addi-
tion to being a prime suspect for crimes committed on
that/those levels.

Highbrows/Lofties can travel without restriction to any
level lower than their own, although the ISS may look upon
them with suspicion if found “slumming” or “sludging” on
levels lower than 10 (suspected of smuggling, purchasing or
dealing drugs, purchasing illegal cybernetics or contraband,
rabble-rousing, etc.). Even the affluent citizens of the high
levels do not have free access to the uppermost levels (typi-
cally levels 30-40) where the heads of government, the mili-
tary, sciences and business live. These upper levels also
typically contain research and development facilities, re-
stricted science labs, the most advanced medical and cyber-
netic facilities, the ISS Headquarters and branch division
headquarters (NTSET & PRP; typically found on level 30 or
31) and penthouses. Emperor Prosek, his family and top aides
inhabit the entire top level of Chi-Town.

Death Statistics from
Street Crime Encounters

Remember, as noted earlier, the police are given much greater
leeway in the execution of their duties (and their suspects). Al-
though the police are not endowed with the power to serve as
judge, jury and executioner, they are free to use their best judge-
ment as to the necessity of extreme and lethal force. Repeat of-
fenders of virtually any serious crime, from malicious
destruction of property and theft to murder and the practice of
magic, are regularly shot and killed by CS law officers without
the slightest negative impact or public criticism. Note: This does
not include minor infractions of the law like littering or jay-
walking. Likewise, the beating, harassment or killing of a citizen
without good cause is not tolerated by the people or fellow ISS
Inspectors.

90% of all supernatural beings who operate within a CS
city (including dragons and other creatures of magic) are hunted
down and destroyed on the spot. Only 2% escape and leave the
area or remain at large. Of the 8% that are captured (none are re-
leased), they are either given a swift formal trial and executed
(90%), or imprisoned and interrogated relentlessly for years
(sometimes decades), or delivered to the military or elite science
teams for a life (and death) of study and experimentation.

75% of all D-bees are slain in street encounters within the
borders of CS cities. They are regarded as inhuman invaders and
destroyed. Less than 8% escape and leave the area or remain at
large. Of the 17% that are captured and reach trial, 80% are sen-
tenced to death, 8% to scientific research, 10% imprisoned for
20 years to life and 2% are released (often after suffering physi-
cal and/or mental anguish).

55% of all practitioners of magic and rogue psychics are
slain in street encounters. 12% escape and leave the area or re-
main at large. Of the 33% who are captured and reach trial, 60%



are sentenced to death, 30% imprisoned for 20 years to life
(without parole) and 10% are released (most of those released
are psychics).

42% of all augmented humans (Juicers, Crazies and Cy-
borgs) are slain in street encounters. 14% escape and leave the
area or remain at large. Of the 44% who are captured and tried,
30% are sentenced to death, 40% imprisoned for 6-30 years to
life, depending on the nature and severity of the crime, and 30%
are released without charges or after paying a fine and recom-
pense for damages attributed to them.

33% of most common, human criminals are slain in street
encounters (the mortality rate is 10% higher when dealing with
rogue scholars and rogue scientists). 7% escape and leave the

area or remain at large. Of the 60% that are captured and tried,
18% are sentenced to death, 50% receive a prison sentence that
varies with the nature and severity of the crime and 32% are re-
leased without charges or after paying a fine and recompense for
damages attributed to them.

Less than 2% of all humans who are members of the elite,
wealthy, educated and ruling members of CS society, including
high ranking ISS and military officers, public officials, scientists,
and members of high society (city levels 35-42 in Chi-Town and
most major walled cities) are involved in serious crime.

Note: The “law” is nonexistent in the ‘Burbs, because they

are social and political no-man’s lands where anything goes. See
the section on the ‘Burbs for details.

CS & Chi-Town Slang

Bot: Slang for robots with an artificial intelligence; un-
manned.

‘Borg: Slang for “cyborg.”

Burbs: The shanty town no-man zones occupied by human
squatters, refugees, rejects and criminals. Five to twenty percent
of the population of a ‘Burb will be nonhuman or renegades like
rogue scholars and practitioners of magic.

Choppers: Scavengers and Vagabonds who scrounge
through debris and garbage collecting valuables and salvaging
parts; often chopping large items into smaller, more manageable
pieces.

Citizen: An member and inhabitant of the Coalition States.

D-bee: Slang for “Dimensional Being” — humanoid or
bipedal life forms from another world who are often refugees
brought to Earth through a Rift, magic, or other dimension span-
ning force. Many have no way back home and try to make a life
on Rifts Earth. Note: Alien creatures who are extremely inhu-
man or monstrous looking are considered monsters or demons.

Dead Boys: Coalition soldiers clad in the famous black armor
with the traditional Death’s head or new skeleton appearance.

Demon: Virtually any evil or monstrous looking supernatural
being.

Dog Boys, a.k.a. Psi-Hounds: Intelligent, humanoid, mutant
dogs created via genetic engineering and “designed” as well as
indoctrinated to be loyal protectors of humankind and destroyers
of magic and the supernatural.

Downsiders: Another name for Low Levelers or LL’s, citi-
zens who live on the lower levels (1-22). Also see Grungers,
Sludgers, LL’s and Low Levelers.

Ghosts: Characters living in the Coalition cities but who have
no formal, electronic identity. As far as the CS census bureau is
concerned, these people don’t exist! Ghosts are typically City
Rats, Rogue Scholars, Rogue Scientists, mercenaries, smugglers
or assassins. They have no known identity or traceable records of
any kind, other than 1-20 fake identities. The CS estimates for
every 300,000 citizens, one is a ghost. Many citizens consider
them to be urban legends and don’t believe they exist.

Grungers: The citizens of the lowest levels of the fortified
super-cities (1-10) and/or slums.

Highbrows: The residents of the upper levels of the fortified
super-cities where the rich, educated and elite live. Also see Sky
Kings and Technocrats.
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High-Mayor: The political leader and city manager of cities
with a population of one million or more or the mayor of high-
brow and technocrat levels (typically levels 23-35) at the forti-
fied super-cities.

ISS or Internal Security Specialists: The city police and
protectors.

Lofties: A common slang term for citizens who live high up
in the fortress super-cities (levels 23 and higher) or penthouses
of normal cities.

Low Levelers or LL’s: The least derogatory name for citi-
zens who live on the lower levels (1-22).

Mayor: The political leader and city manager of ordinary CS
cities or LL’s (levels 1-22) at the fortified super-cities.

Nut-Set or NTSET: The ISS department that specializes in
hunting and exterminating practitioners of magic, the supernatu-
ral, demons and monsters; “you must be nuts to take a job like
that.”

Pit, the: The sub-level of service, sewer and drainage tunnels
below Level One of the fortress super-cities.

Psi-Net: The city, psychic defense force. A division of the
ISS that specializes in detecting, containing and eliminating
rogue psychics and psionic menaces, including the supernatural.
They also enforce PRP (Psychic Registration Program) laws.

Rejects: Human residents of the Burbs whose application for
CS citizenship or residence in a major city has been “rejected.”

Retros or Retrotechs: People who have rejected high-tech-
nology and who prefer to use items of a tech level equal to or be-
low 20th Century Earth, including S.D.C. weapons and
materials. It is important to note that these characters don’t reject
all technology, just high-tech stuff like mega-damage weapons
and alloys, genetic engineering, bionics (basic cybernetics may
be acceptable), and so on. Many retros are also history buffs and
collectors of pre-Rifts artifacts and memorabilia.

Sams or Sam: Another name for the flying SAMAS power
armor.

Sludgers or Sludgies: Usually human and D-bee refugees
and fugitives who live or hide in the sewers and between the
walls of the great fortress super-cities on the lowest levels (1-4
and sub-levels of service, sewer and drainage tunnels).

Sky Kings: Another name for citizens who live on the high-
est levels of the fortress super-cities; usually reserved for those
who live on the top five levels (31-35).

Technocrats: The scientific elite of the Coalition States.






The Coalition Army

By Kevin Siembieda with additional text,
inspiration & concepts by Patrick Nowak

The Military Presence

The government of Chi-Town, and all the Coalition States, is
built upon militarism. Human survival in a world filled with
alien monsters, supernatural demons, D-bees and magic would
have been impossible without a powerful army, whether it drew
upon magic or technology. The Coalition Army is the largest and
most powerful institution within the Coalition States. It is as im-
portant in the lives of its citizens as the government. Everyone in
Chi-Town is affected in some way by the military, and everyone
has an opinion concerning it.

For the working class, educated and political elite, the army
is the lifeblood of the Coalition States. It provides security in a
world filled with extra-dimensional horrors and is a visible sym-
bol of mankind’s fight for freedom, at least as its preached by
State propaganda. To these people, the CS army is good and its
soldiers are heroic warriors dedicated to the preservation of hu-
mankind.

The average CS citizen not only enjoys the peace and safety
provided by the military, but are employed by companies tied di-
rectly to it. In fact, the military and government control, operate
and profit from many of the most lucrative areas of business and
manufacturing. For example, the Chi-Town military employs
over 1.2 million citizens in their factories and facilities alone.
This includes everything from the production of military uni-
forms, medals, munitions, weapons, armor, robots, and armored
vehicles to microchips, parts and widgets for just about every-
thing.

Most areas of CS scientific research and development falls
under the broad jurisdiction and control of the military including
medicine, genetics, cybernetics, bionics, robotics, energy tech-
nologies, and engineering. The military also supervises civilian
construction and assigns troops to guard and monitor most con-
struction sites around the clock, especially those in the less civi-
lized areas where an enemy attack is most likely. There is no
freedom of the press because the military, under the Department
of Public Information (a.k.a. the propaganda department under
the supervision of Colonel Joseph Prosek II), controls the press
and the dispensing of all information in all of its forms; televi-
sion, film, radio, public broadcasting, computer networks, print,
and even public assembly and addresses.

The majority of the working class population regards the
army as a valuable asset and a source of national pride. Many en-
courage their children to join such a worthy institution — 75%
of all enlisted men make the military their career, staying in serv-
ice for 36 to 48 years (each term of service is six years).

The poorest residents of the lowest levels of the fortress su-
per-cities (known as Sludgers or Grundgers), small towns, indus-
trial cities and wilderness, and border communities are usually of
a different opinion. For them, the army is a two-edged sword. It
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provides protection from invaders, but who protects them from
the army? The army and police often take liberties with them or
treat them as second-class citizens — low priority in the overall
scheme of things. The worst of the lot accept pay-offs and bribes
to look the other way, so crime is comparatively high in city
slums and the poorest sectors of the States. Some police even
moonlight for the Black Market or run their own illegal opera-
tions, with body-chop-shops, gambling halls, prostitution, sa-
loons, and drug dens being the most common. That having been
said, even this is comparatively uncommon in most Coalition cit-
ies with less than 8% of the military and/or police involved in il-
legal activities.

The ‘Burbs are another story entirely. Soldiers and the ISS
constantly patrol the neighborhoods of “Rejects,” squatters,
crooks and D-bee riffraff. The inhabitants of the ‘Burbs exist in a
political no-man’s land that has no legal rights. Thus, shake-
downs and harassment at the hands of the authorities is common-
place, as well as from gangs, criminals, merchants, mercenaries
and drifters. For D-bees it is even worse, if the soldiers aren’t
giving them a beating then somebody else is; nobody worries
about what happens to D-bees. For many residents of the
“Burbs, CS soldiers are just uniformed gangsters and the unwit-
ting pawns of a deranged Emperor and his brutal vision of the
future. Yet, even here, the Coalition Army and ISS represent
some measure of law and order, as well as defenders against su-
pernatural predators, inhuman invaders, creatures of magic, ter-
rorists and madmen. Tragically, even the ‘Burbs are a better,
safer place to live than many other communities and parts of the
world.

The Coalition Army

As Karl Prosek grew in power, so did the size and strength of
the army. The military became increasingly important in all fac-
ets of Coalition civilization. Rather than an intrusion or threat,
the Army is seen as a benefactor and lifeline to the “good life.”
Consequently, the lowliest grunt is regarded as a dedicated, na-
tional hero entrusted with law enforcement, civil defense and the
protection of humankind. The military is seen as the hand of jus-
tice fighting for freedom and the harbinger of peace, not war. By
53 P.A., the goals and actions of the Coalition Army could not
be separated from the government or its people — something
Emperor Karl Prosek and Colonel Joseph Prosek II use to their
maximum benefit.

The military also oversees most scientific research and devel-
opment as well as the dissemination of technology, education
and information/propaganda. Thus, the military is the first to
benefit from new technology and is the power that decides what
technology and knowledge is suitable for the masses. Conse-
quently, there is no competition from civilian contractors, be-
cause the government and the military control technology and
industry. They are, in every sense of the word, “the” power in
the Coalition States, with Emperor Prosek, his son, and their
handpicked and loyal supporters at the top of the heap. The peo-



ple don’t complain (they don’t even care) because their lives are
so (comparatively) good under the guidance and control of the
Emperor and the omnipresent military guardians. Decades of
propaganda has created a complacent society who embraces their
lifestyle.

CS Hierarchy

The Emperor

Despite some of the outward trappings of democracy and so-
cialism, the Coalition States is a rule by dictatorship. Ultimate
authority over the Armed Forces, government and all affairs of
the States rests with Karl Prosek, the Supreme Commander and
Chief of the Army and Emperor of the Coalition States. His son,
trusted generals and other Heads of State counsel and advise him
as members of the Coalition States Executive Counsel, but even
they serve to implement his master plan — a vision of conquest
and power shared by all participants, from the highest ranking
general to the humblest citizen.

Emperor Prosek makes it no secret among his elite, that he
has found many of the practices, approaches and world views of
the 20th Century Dictator, Adolf Hitler, to be insightful and bril-
liant. As a result, the Emperor has adopted many of Hitler’s
methods and practices, particularly the manipulation of the peo-
ple through a powerful sense of unity, patriotism, purpose and
power. Like Hitler, he uses war as a vehicle to unite and moti-
vate his people. War helps to make the people believe that they
have control over their destiny and gives them a (misguided)
sense of empowerment, control, and strength. However, Emperor
Prosek also acknowledges that Hitler was a madman with delu-
sions of grandeur and an insane agenda. Regardless of the man’s
sanity, Prosek has found and borrowed a number of things from
the German Chancellor, quickly pointing out that the line be-
tween true genius and insanity is often a slender and tenuous
one. As is so often the case, Emperor Prosek is confident that
while he follows a similar path, he is not insane, will not make
the same mistakes, and thus, avoid Hitler’s dishonorable fate.

Personally, Karl Prosek, a pre-Rifts historian in his own right,
prefers to think of himself as a combination of the best traits of
Genghis Khan, Julius Caesar, Napoleon and Hitler. So far, he
has proven to be a strong, charismatic leader and an adept ad-
ministrator, manipulator, strategist, and politician with a keen
eye for long-range planning and setting into motion the things
necessary to shape the future to his will. He is acutely aware of
his strengths and weaknesses, and compensates for the latter by
turning to trusted advisors who excel in those areas. In matters of
war, military strategies, tactics and operations, he usually defers
to the wisdom and judgement of his Generals. Likewise, when it
comes to the dissemination of information and the manipulation
of the people, the Emperor may make suggestions and insist that
certain issues be addressed or policies be implemented, but he
leaves the details to his son and the propaganda experts he em-
ploys. The Emperor also tries to avoid reacting to anything with-
out due consideration. He is very much like the conductor of an
orchestra. He directs and focuses the members of the orchestra
while they actually make the music. Like a finely tuned orches-
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tra, each player knows his place and works in concert with the
conductor and other members to create the final, triumphant re-
sult. Others may make suggestions, but it is ultimately Emperor
Prosek who has the final word in all matters regarding the mili-
tary, government and all things concerning the Coalition States.
Those who defy his will or publicly chastise him are removed —
and the band plays on.

The Executive Counsel

The Executive Counsel is something like a presidential cabi-
net composed of the heads of government. Among the executive
counsel are the influential people in the Coalition States.

Colonel Joseph Prosek II: Head of propaganda at the De-
partment of Public Information and Chairman of the Executive
Counsel; Chi-Town.

General of the Army, Charles Reed Baxter; Five-Star gen-
eral, Chi-Town.

General Marshal Cabot: Three-Bar General and veteran of
numerous CS military campaigns, including General Joseph
Prosek the First’s “Bloody Campaign” against the Federation of
Magic. General Cabot is a long-time friend and confidant to the
Prosek family. Chi-Town.

General Loni Kashbrook: Head of Lone Star Operations &
Administration; Three-Bar General, Lone Star.

General Apollo Lucitonis: Head of the Military’s Depart-
ment of Special Divisions (DSD), a Two-Bar General; Chi-
Town.

General Thomas Lopez: ISS Commander-in-Chief, Four-
Bar General; Headquarters is Chi-Town.

Judge Bradley Martindale: Head of the Justice Department,
Chi-Town

Tyler Wilpepper: Head of Industry, Chi-Town.

Doctor Matthew Fronval: Head of Medicine, Lone Star.

Doctor Victoria Lansport: Head of Science, Chi-Town.

Doctor Thomas Clinton: Head of Advanced Cybernetics
Department, Chi-Town.

Colonel L.J. Klonicki: Head of the Food and Drug Admini-
stration, Missouri.

Professor Carla L. Korehira: Head of Foreign Relations,
Chi-Town.

It is important to note that the Coalitions’ Executive Counsel
is a powerful advisory board that can (and does) make military
suggestions and design entire military campaigns, but cannot im-
plement them without the approval of the Emperor and the Gen-
eral of the Army. Thus, the Coalition Executive Counsel, as a
political entity, cannot issue direct commands to the Army un-
less it is through the General of the Army and his command offi-
cers. If the order is coming from one of the lower ranking
Generals, even someone like General Cabot, he or she must have
cleared the operation with General Charles Reed Baxter at High
Command. This is a deliberate fail-safe measure implemented by
the Emperor himself. Thus, with the exception of General Bax-
ter, not even his own son can mobilize and command any portion
of the Coalition Army without the authorization of the Military
High Command or himself.



The Military High Command

Once the Emperor or his Executive Counsel determines the
grand strategy for the nation and war, the job of planning and
implementing military operations falls to the Military High
Command. The High Command is a body of 40 highly trained
and experienced professional officers and military scientists
hand-picked by the Emperor and his Executive Counsel. The
bulk (70%) are from within the Chi-Town bureaucracy — men
and women who have proven their loyalty to the Emperor and
support his vision for the future. The 30% who are from outside
the Chi-Town elite include one representative from Missouri and
four from Lone Star (many critics of the Emperor consider these
two States little more than extensions of Chi-Town). Only three
are representatives from Iron Heart and one from the allied terri-
tory of Arkansas/Fort El Dorado. Free Quebec has always felt
unfairly represented, so three of its four representatives have
been absent (an informal boycott) for five years — their point
being that their presence had no impact one way or another. The
one Quebec leader who remains is General Sean Oulette. He is
loyal to the Emperor and actively involved in the implementa-
tion of the Quebec Campaign.

At the head of the Military High Command is General of the
Army, Charles Reed Baxter. Currently General Cabot, General
Ross Underhill of Special Ops, CSID commander General Ford,
and Colonel Carol Black of Psi-Battalion are part of the elite task
force coordinating the Tolkeen Campaign.

Working together, the officers of the High Command decide
on the strategy of a mission and identify the central objectives.
When the High Command determines what the army has to do,
they identify what assets are needed to accomplish the job and
assign the Army Corps and Divisions to do the job. This includes
deciding exactly which forces to send, who to put in command,
how to transport them to the combat zone, supply routes, strate-
gic plans, time-tables, and other major considerations. After the
High Command has made these decisions the responsibility for
putting the plan into action is delegated to subordinate officers in
Regular Army units. However, one or more officers of the High
Command may join the field of battle to take charge, or suggest
strategies and tactics, or simply to observe.

it’s just that fighting is not the primary purpose of these units,
keeping lines open and supplies and information flowing so that
the war can continue, is.

Each Coalition State has its own Regional Command which
handles all the behind the scenes operations described above.
Each is also responsible for the command and deployment of
Army Corps assigned to service and defend their particular State
and strategic locations within the State. Army Corps assigned to
defend a State are not called to join a campaign at locations out-
side the State except under extreme circumstances, and only by
order of the High Command, General of the Army, or the Em-
peror.

Regional Command

The Regional Command is an important administrative force
that functions in a support and logistics capacity as well as an in-
termediary body between field units and the High Command. Its
purpose is to follow orders and implement the decisions and
plans of the High Command. Even during combat operations, the
Regional Command rarely formulates plans or strategies for
combat troops. It is the High Command who issues orders and
directives to the field commanders who, with their staff officers,
devise specific strategies and methods to accomplish their mis-
sion. Meanwhile, the important but unremarkable details like lo-
gistics, transportation, communications, maintaining
supply-lines and internal security are delegated to the Regional
Command. This doesn’t mean the troops under the direction of
Regional Command aren’t combat seasoned, quite the contrary,
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Regional State Forces

The overwhelming bulk of Coalition army personnel serve in
the regular army of the Coalition States. Although each State
contributes to the Armed Forces (another area where Free Que-
bec was remiss), the troops are under the direct command of the
Emperor and the Coalition High Command at Chi-Town. The
Regular Army is divided into Army Corps (typically two divi-
sions or 11,520 troops) and are dispatched to serve and protect
each specific allied State. Six or more Army Corps are assigned
to the defense of most allied States, with additional uncommitted
troops at bases and camps located in the State. An entire Corps is
assigned to important and densely populated cites. The City of
Chi-Town has six Army Corps assigned for its defense, plus ISS
forces and another 30+ Regular Army Corps at its immediate
disposal because they are located at bases and training camps
throughout the State of Chi-Town. Typically, 50% of the army
troops assigned to the defense of a particular State are comprised
of local boys and girls — the thought being that natives of the
area are more likely to serve with dedication and fiercely defend
their homeland than completely detached forces.

Unlike the extremely specialized forces of the High Com-
mand, the State Armies are conventional combat, support and
service units that are the muscle of the Army. There are large
standing armies in each state, relative to local population, that in-
clude these elements and have the capacity to war without the
aid of other CS states. Bound together by nationalism, ideology
and the centralized command of the CS government at Chi-
Town, these combined State armies form a massive military
powerhouse.

Remember that with the level of high-technology available to
the Coalition States, with its mega-damage flying power armor,
manned robot vehicles, automated Skelebots, hover tanks, air-
craft, cyborgs, Juicers and other resources, a CS Army Company
(640 troops) has the armor and firepower of an old 20th Century
Army Division (5760 troops)! Each city and town is also pro-
tected by the ISS (Internal Security Specialists) who serve as
both civilian defenders and law enforcement officers; they are a
formidable defense force in and of themselves. Furthermore,
there is almost always a substantial force of uncommitted troops
located in the State, or neighboring State, and rarely more than
an hour from most any place in the State (especially to SAMAS
and aircraft). Uncommitted troops are forces located at military
bases and training camps that have not yet been assigned to a
specific military campaign or operation. Consequently, they are
available to be sent to wherever they are needed most.
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Other Components of
the Coalition Army

20 Year Plan for CS Expansion

There are literally dozens of divisions, regiments and other
CS military units in the Regular Army. All are subordinate to the
Emperor and the High Command, even when assigned to the Re-
gional Command of specific States as a standing defensive army.
In addition to the Regular Army, there are a number of Special
Divisions at the direct disposal of the Emperor and the Military
High Command. They are numerically smaller than those of the
individual States or the CS Army as a whole, but they are much
more specialized and powerful. They include the Rapid Deploy-
ment Force (RDF), Department of Special Divisions (DSD),
Intelligence (CSID), Psi-Battalion (PSI-BAT), Rift Control
Study Group (RCSG), Naval Advisory Commission (NAC)
and Coalition Expeditionary Force (CEF).

Rapid Deployment Force (RDF)

When the Coalition States go to war, the first force deployed
to the area is the Rapid Deployment Force (RDF). The RDF is
a force of four combat divisions (around 23,000 soldiers) pre-
pared to assemble at a moment’s notice and deploy to any spot in
North America within 48 hours. From the moment it arrives the
RDF is ready to fight without any support from other Coalition
units. It is a combined arms force that is equipped with all the
equipment necessary to fight a war, including infantry soldiers,
tanks, MLRS artillery vehicles and even aircraft! The aggressive
Rapid Deployment Force divisions form the Coalition’s spear-
head which smashes at the enemy while reinforcement divisions
are shipped to the front.

Combat units from each of the Coalition States are earmarked
for duty in this Force, including a full division from Iron Heart,
Missouri, and Lone Star and three from Chi-Town. The RDF has
to be ready to fight at any time, so the divisions are given no
regular post or assignment and are sent wherever they are needed
at a moment’s notice. Thus, their location is known to the High
Command at all times! Circa 101 P.A., the RDF divisions have
begun to prepare for the invasion of Minnesota, but will not de-
ploy until combat is imminent. The troops also receive training
in anti-supernatural and anti-magic warfare and attend detailed
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briefings on alien forces like the Xiticix, Gargoyles, Splugorth,
Naruni, and others.

Note: The addition of Juicers and, to a lesser degree, cyborgs,
is expected to play a significant role in the Rapid Deployment
Force.

Department of Special Divisions (DSD)

Of the forces at the High Command’s disposal, the most re-
nowned and intriguing is the Department of Special Divisions
(DSD). Rather than a single integrated unit, the DSD is just an
umbrella structure into which several distinct organizations are
grouped for ease of administration. It is under the DSD that the
Rift Control Study Group (RCSG), Commandos, spies and all
Special Forces operate. Consequently, most CS enemies and
some civilians regard the Department of Special Divisions as the
espionage branch of the Coalition Military. The Special Opera-
tions Division is the brainchild of General Ross Underhill and
General Cabot, formed to provide the CS Army with a greater
capability to conduct unconventional warfare operations.

In the early days, the civil defense forces now recognized as
the ISS (Internal Security Specialists) and its sub-divisions,
NTSET and PRP, were all part of Army Operations and func-
tioned under the DSD. It was only 27 years ago that the ISS was
removed from the Department of Special Divisions and from the
Army entirely, and made into a completely separate organiza-
tion.

Recently, the Coalition Cyborg and Juicer Divisions have
been placed under the command and direction of the DSD. Every
one of the DSD organizations is a highly specialized force cre-
ated to accomplish a specific task for the CS military. Each also
has its own commanding officer who answers only to the High
Command. In fact, the only reason the separate forces were
grouped was for the ease of funding, logistical support and direc-
tion. The headquarters of the DSD is conveniently found in Chi-
Town near the High Command.

CS Intelligence Division (CSID)

The Intelligence Division of the Coalition Army is the organi-
zation charged with gathering reliable research and strategic in-
formation for the military. CSID works closely with the military
and the other DSD divisions on a daily basis. It is constantly in-
volved in reconnaissance operations and assists in most espio-
nage and Special Forces missions, supplying up to the minute
information, observations, suspicions and other data relating to
military operations and defenses. Intelligence officers are also
involved in mission briefings, debriefings, investigations and in-
terrogations.

Psi-Battalion (Psi-Bat)

The Psi-Bat is a Special Forces battalion composed almost
entirely of psychic humans (72%), with support by Psi-Hounds
(18%), Psi-Stalkers (8%) and non-psionic humans (2%). Psi-Bat
is a completely separate force unlike ISS or NTSET or PRP op-
eratives, although human psychics, Psi-Hounds and Psi-Stalkers
are members of those operations as well.

Psi-Bat recruits the most powerful and (seemingly) loyal psy-
chics in the Coalition States. All human members of this battal-
ion are given special clearance and registration with the military,
but do NOT nparticipate in the civilian Psychic Registration Pro-



gram (PRP) or given Identification Coding (IC). To have them
submit to such registration and IC would make them vulnerable
to monitoring and assassination by the enemy. Most Psi-Bat op-
eratives function as super-elite spies, assassins and Special
Forces operatives that function as a Psi-Bat squad or who are as-
signed to other Special Division squads and operations.

These soldiers include human Mind Melters, Bursters and
other major and master psychics; most are trained for espionage
and other areas of military specialty.

Rift Control Study Group (RCSG)

The RCSG group is a brigade of CS troops and military scien-
tists who are charged with the study and containment of the
Rifts. Their headquarters and main base of operations is at the
East Saint Louis Rift more commonly known as The Devil’'s
Gate. A RCSG company is also active in the ruins of Old Chi-
cago where Rift activity is frequent and right in Chi-Town’s
backyard. In addition to reaching an understanding about how
the Rifts and related dimensional phenomena work, they are as-
signed with controlling the forces unleashed by them. This in-
cludes the ‘“containment” of beings that emerge from these
dimensional gateways. “Containment” typically means the cap-
ture, study and/or extermination of the other-worldly beings,
from entities and demons to D-bees and alien invaders. To do
this, a giant, mega-damage containment center similar in appear-
ance and construction to the great fortress cities of Chi-Town,
except instead of housing humans and keeping them safe from
the horrors outside its walls, the Devil’s Gate Containment Cen-
ter is intended to hold monsters and inhuman invaders in until
they can be destroyed or sent retreating back into the Rifts.
Power armor, robots and Psi-Hounds are used extensively by the
RCSG.

Naval Advisory Commission

The Naval Advisory Commission (NAC) is becoming an in-
creasingly important organization. Back before the CS planned
to build a navy, the NAC existed as a small military department
in Chi-Town with the job of fighting piracy and monsters on the
Great Lakes (also handled by hiring privateers). Over the last
five years, the High Command has been building a more formi-
dable Great Lakes force and a sea-faring Navy operating out of
Lone Star. It has already been agreed upon to remove NAC from
the Department of Special Divisions and make it a separate mili-
tary organization soon to be known as the Department of the
Navy (DON). Admiral Travis Fisher is to head the new Depart-
ment, with NAC maintaining control over the Great Lakes op-
erations and serving in both an advisory and back-up capacity.
The Admiral is competent but has little experience in leading
large fleets. He was selected by Emperor Prosek for his unques-
tionable loyalty and dedication to the building of a CS Navy.
Presently, the assets of the NAC include a small fleet of combat
ships, patrol boats and power armor based at a handful of mili-
tary bases along Lake Michigan.

Coalition Expeditionary Force (CEF)

The Coalition Expeditionary Force (CEF) is a military divi-
sion comprised mostly of volunteers. The CEF serves two func-
tions: 1) To explore unknown or hostile territories and, 2) to
monitor and meddle in the affairs of other nations with some m-
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inute measure of deniability. The exploration of the other lands
is pretty straightforward, although the CEF team is likely to be in
disguise. Such expeditions have been used for decades and are
currently active in what was once the old American West, Can-
ada, Mexico, and South America. The Expeditionary Force typi-
cally functions as an extremely long-range reconnaissance team
without the usual support of nearby military bases. The team ex-
plores and maps the region, makes note of natural resources,
wildlife, potential enemies and trouble, the presence of magic,
strategic positions, the occupying population and similar details.
To avoid alarming the inhabitants of the region, the CEF team
often (79%), but not always, conceals its military and political
affiliations with the infamous Coalition States. This often entails
using non-CS equipment and dressing in the garments of the re-
gion or as is common to adventurers or mercenaries.

The CEF is also involved in covert operations in other nations
and hostile territories. The Coalition Expeditionary team rarely
engages in acts of sabotage, assassination, the theft of technol-
ogy or secrets, or seriously meddles in foreign affairs — they
leave that for the Intelligence Division — what they do is “ob-
serve and report,” some might say “spy.” Again, however, their
spying is very subtle and inoffensive. The CEF operatives in a
foreign land study the people, their customs, and society, paying
close attention to their view of the world and the Coalition
States, expansion/colonization, military operations, technology,
magic, nonhumans, and any alliances with D-bees and super-
natural beings or people and places beyond a Rift. The CEF team
reports their findings to the Intelligence Division. Note: The
CEF is rarely directly involved in activities that undermine a for-
eign government or acts of espionage, but they do supply the in-
formation that is used for such purposes. They may also assist
espionage agents and Special Forces directly or indirectly and
establish safe-houses, false identities and map escape routes for
them. The CEF currently has operatives in some of the cities and
towns of the American West, a few of the Mexican border towns
(including El Paso, New Del Rio, and Ciudad Juarez), Whykin,
Kingsdale, Tolkeen, Lazlo, Ishpeming, the Manistique Impe-
rium, Iron Heart, the City of Free Quebec (and allied communi-
ties) and even abroad in the New German Republic and Poland.

A Note Concerning
Modern Warfare on Rifts Earth

The trend in tactics across North America, and much of the
world, has been the use of small-sized combat units. Except for
massive campaigns and sieges by forces such as the Coalition
States, field armies of more than a few thousand are uncommon.
In a world where a squad of armored infantrymen with laser ri-
fles could obliterate a company of 20th Century infantrymen,
small unit wars and guerilla tactics are the warfare of the day.

In North America, anyone who can assemble a force of fifty
robot vehicles and/or several dozen power armor troops, or a
couple hundred cyborgs, Crazies or Juicers, is a force to be reck-
oned with, and one able to bring most small cities and some
kingdoms to their knees! Huge battles like those of World War
Two are things of the past since the destructive power of magic
and human technology makes such a concentration of force un-
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desirable. What’s more, there are almost no wide scale wars be-
cause the world has been divided into thousands of small
kingdoms, city-states and nations. The only nations to still amass
large forces are the Coalition States, the New German Republic
and supernatural and alien invaders, like the Gargoyle Empire
and Xiticix, among others.

Most military forces send out combat units of squad (6-10
troops) to platoon size (40 troops) which are perfect for small en-
gagements (and ideal for role-playing). A medium-sized force is
typically the size of one or two Companies (160-320 soldiers),
while a large force is typically the equivalent to a Brigade (1920
troops) or a Division (5760 troops). Even during the Juicer Up-
rising, one of the largest military forces assembled in the last 20
years, it is believed that less than 30,000 men were involved on
the side of the Uprising (Note: The war was such that all num-
bers are estimated; exact figures are not known. At least half the
forces were Juicers — perhaps as many as three-quarters). Even
the Xiticix and other alien and supernatural invaders who attack
in swarms, rarely exceed five thousand. Alien creatures and
herds or swarms of animal intelligence predators who attack in
waves, are usually slaughtered in large numbers by forces 60-
80% smaller than the attacking force!

Everything is about to change in North America. After years
of secretly building an expansive, professional army, the Coali-
tion States is ready to march. Except for a few notable excep-
tions, like Tolkeen and Free Quebec, the nations surrounding the
CS have armies of about 5000-15,000, sometimes less — noth-
ing compared to the nearly one million Coalition soldiers ready
for combat (and according to some reports, as many as another
half million in the process of training)! Soon the skull-faced sol-
diers and war machines of the Coalition States will march on
Tolkeen and Free Quebec, commencing the greatest battle on
Earth since the Great Cataclysm. The armies of each side will
number well into the hundreds of thousands and the volume of
magic and human weaponry released in the conflict will dwarf
any battle ever fought in human history! If the Coalition States is
successful in these campaigns, the small kingdoms of North
America will have to unite and build an army to match the Coali-
tion or perish in the birth of the exploding human Empire.

and constrict the enemy to contain and destroy it. In the words of
Emperor Prosek, the Coalitions troops “fight a war of annihila-
tion.” Thus, the Army completely obliterates nonhuman and
magic empowered enemies, and fight human combat forces with
near equal ruthlessness. Once a human kingdom is conquered, it
is the occupying troops’ responsibility to remove all active and
passive resistance. The officers and soldiers of the Coalition
Army are experienced at this style of war and excel at it.

Fanaticism: The Coalition army has the best troops in North
America. This is due in part, to the fanatical patriotism and loy-
alty to human supremacy, the Coalition States, and their Em-
peror. The Emperor is often quoted as publicly stating, “Fortune
smiles on the brave man who takes on the mantle of the hero.”
Privately, he confides to his son and Executive Counsel that, “I
have made the masses fanatical to make them my instrument.
With the vision and passion you and I have given them, our peo-
ple will achieve things they could never have imagined.”

Training: Great emphasis is placed on the individual both in
his indoctrination and combat training. Every soldier in the Coa-
lition is provided with rigorous, specialized training and some of
the best equipment in the world. The Coalition States has also re-
cruited psychics to detect and combat unnatural forces regularly
encountered on the field of battle and hidden among the enemy.
Thanks to the combination of training, advanced weapons, fire-
power, psionics and personal dedication, Coalition soldiers can
accomplish missions that other armies could not. Their training
and commitment has enabled the Coalition Army to successfully
spread Karl Prosek’s vision of the future across the mid-section
of the American continent.

Standard Missions

Some CS Strategies & Tactics

Blitzkrieg: The Coalition military frequently engages in
“Blitzkrieg” assaults, also known as lightning and maneuver
warfare. A swift, sudden military offensive that utilizes both
ground and air forces. In the case of the Coalition, ground forces
usually consist of a robot and hover tank attack group, followed
by (sometimes led by) swarming Skelebots and infantry troops
(armored Dog Pack, cyborg, Juicer and human troops). The air
forces are predominantly the fast and incredibly mobile SAMAS
(light and/or super), supported by Skycycles and other attack air-
craft (helicopters, transports, jet fighters, etc.).

Army commanders use surprise whenever possible and al-
ways strike rapidly at the enemy with an array of heavy forces to
crush them. They are trained to prey on the indecisiveness of the
enemy and to exploit its weaknesses. Once a breach has been
made in the enemy front-lines, Coalition soldiers push forward
and try to divide the enemy while other combat troops encircle
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Over the past couple of decades, the Coalition, under Em-
peror Karl Prosek, has been content to consolidate its position.
Unnoticeable to most, they have quietly secured strategic posi-
tions. In some cases, this meant solidifying trade and/or political
relationships, establishing friendly, positive and strong lines of
communication, cooperation and obligation. In other cases, the
position has been increased through the military presence of ad-
visors (Military Specialists and Special Forces), militias organ-
ized and often run by the CS Military (and to whom the militia
men are loyal), regional defense forces — typically a platoon to
company size squad of CS soldiers assigned to duty to protect
the community (often with armored or mixed troops), and fly-by
patrols (SAMAS, Skycycles, Helicopters, etc.) as well as new
and expanded military bases, outposts and fortifications.

Furthermore, Chi-Town and its closest allied States have been
very slowly expanding into and conquering strategic territories
by invading a small village here, a tiny town there, routing D-bee
squatters, chasing mercenaries or bandits out of the area, clearing
and securing land areas, and so forth. Again, these subtle tactics
have strengthened their strategic positions and opened avenues
for further expansion. Most military operations have been fairly
low key, nothing resembling the brewing campaign against the
Minnesota territory.

In the absence of extended assaults, there have been four
standard missions, Reconnaissance, Search and Destroy, Strate-
gic Assault and Pacification. These missions are all short-term



operations initiated and completed within a couple of months.
The operations in the Campaign of Unity will include these four
standard missions with two differences, they are part of an ex-
tended military campaign and will be conducted in enemy terri-
tory earmarked for invasion and conquest by the Coalition
States.

Reconnaissance: Missions of reconnaissance are usually con-
ducted by small teams with light mechanized support, often
composed of Special Forces troops and/or Scouts and Psi-
Hounds. The objective of a reconnaissance mission is to explore
or investigate a particular region. A mission could be conducted
inside CS territory or “over the fence” in the territory claimed by
another kingdom. A squad can be sent on short-range patrols,
working from a nearby base, or on long-range patrols operating
hundreds or thousands of miles away from the nearest CS out-
post. Whether a reconnaissance patrol is short or long-range, the
objectives are always basically the same: locate and identify en-
emy forces, assess their strengths and weaknesses, determine
their numbers and operation/purpose, possible enemy objec-
tives/targets, and return to a CS installation to report what they
have learned.

Reconnaissance missions can also be conducted for the pur-
pose of mapping a region, identifying unusual features, resources
or dangers such as ruins, indigenous life forms, the presence of
ley lines/nexus points, farmlands, potential base sites, rivers,
swamps, mountains, forests, traps, and similar features. Once the
reconnaissance squad has completed their investigation, they are
to report back to their superiors.

In most cases, a reconnaissance team is to avoid engaging the
enemy or alerting hostile forces to the presence of the squad. Af-
ter returning, the information, or intelligence, collected by the
team is processed and analyzed by their superiors. Further mis-
sions could result from their reconnaissance report. This could
include further reconnaissance, surveillance of the enemy, sabo-
tage, search and destroy missions, and so on.

Search and Destroy: A search and destroy mission is an ag-
gressive patrol where the goal of the participating soldiers is to
locate, identify and eliminate hostile forces. Infantry units in-
volved in S&D operations can be large or small. Large-scale op-
erations may be supported by power armor troops, cyborgs,
robots, tanks and aircraft that number into the dozens or even
hundreds of participants. Small-scale search and destroy mis-
sions are likely to employ a small, elite team of 6-12 soldiers
(not necessarily Special Forces) best suited to the task at hand.

Search and Destroy teams will generally attack forces larger
than themselves, if they feel they have military superiority or the
element of surprise. Patrols are usually conducted in unsecured
CS territories, like the ruins of Chicago, or in hostile regions bor-
dering the Coalition States. Whenever an S&D mission is con-
ducted, there will usually be units stationed nearby, earmarked to
give assistance if called upon. These usually include SAMAS
(which can get in and out of situations quickly), heavy armored
vehicles (tanks, APCs and/or robot vehicles) and/or aircraft.

The CS often conducts covert S&D missions far beyond CS
borders and into other countries, including Mexico, Central and
South America and even Europe. Special Operations troops or
soldiers with espionage training slip in, hit their target, then slip
out before their presence is noticed. Often, these seek and de-
stroy missions are top secret and officially denied and operatives
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disavowed by the CS government. Soldiers in covert operations
may be equipped with captured enemy equipment, body armor
and unmarked vehicles, enabling the CS to deny sponsoring the
mission should members of the team be killed or captured.

Strategic Assault: A strategic assault mission is an organized
raid with specific objectives, usually the elimination of hostile
forces or sabotage. Units assigned to such missions are very
similar in composition to those sent on search and destroy pa-
trols. Like the S&D patrol, this mission involves an aggressive
strike on the enemy; the difference however, lies in the fact that
the enemy is already located and identified prior to the planned
assault (no “search” is involved). Using the information gathered
by reconnaissance missions, the military chiefs identify strategic
targets and target them for capture, sabotage or destruction.
These can range from a city ruin filled with supernatural beings,
a Xiticix hive, a mercenary camp, Black Market hideout, body
chop-shop, drug production facility, magic practitioners, cultists,
D-bee enclave or enemy base to kidnapping an official(s), assas-
sination, stealing plans, planting false information or evidence,
capturing a prototype, rescuing prisoners of war, etc.

Strategic assault teams are generally large and mobile strike
forces, the idea being to hit hard and fast, destroy the target or at-
tain the objective and then return to CS territory. As a rule, the
Coalition tends to authorize strategic assaults only against targets
along or beyond its borders. Small teams (6-12 men) and small
strike forces (1-2 platoons/40-80 troops) may conceal their iden-
tity, while large-scale assaults are usually pretty straightforward
with no attempt to conceal their identity.

Pacification: The term pacification refers to missions where
the objective is to subdue, divide, splinter, and dissipate hostile
forces within friendly territory. In essence, pacification is ex-
tremely aggressive peacekeeping with the goal of rooting out en-
emy forces who have infiltrated a region of the Coalition States.
Soldiers may be sent to cordon off or contain an area and to keep
hostile troops from escaping until policing units are sent in to
identify and eliminate the enemy.

Generally speaking, pacification missions are conducted in
settlements like shanty-towns, border villages or sections of the
“Burbs that get out of hand. Psi-Stalkers and Dog Boys are used
extensively in pacification operations due to their psionic sens-
ing abilities which enable them to identify the nonhumans, prac-
titioners of magic and the supernatural much more easily than
regular troops. Once the enemy has been identified and con-
tained, they are eliminated. This can be an orderly removal/de-
portation or, as is more common with the Coalition States, a
bloodbath in which the enemy is slaughtered.

Other pacification actions are more subtle and less blood-
thirsty. These include enforcing laws, curfews and conditions on
an occupied people that restricts and divides the community. In
addition to the limitations and disruption such tactics produce,
the pacification force can take its time to identify and eliminate
“key” targets such as political and religious leaders, activists, en-
emy sympathizers, D-bees and troublemakers. Propaganda may
also be part of this operation in an attempt to win the hearts and
minds of the people.

When a pacification operation is authorized in an area outside
the States or a region controlled by D-bees, the methods may
more resemble a strategic assault. Such pacification actions or
purges are frequently a massacre against less powerful, often de-



fenseless D-Bee settlements, tribes or sections of the “Burbs. In
these missions, troops do not distinguish between hostile or
friendly but simply kill anyone that doesn’t look human or who
is carrying a weapon. There have been a couple of instances in
recent years where the Coalition has justified raids outside of
their territory by declaring them pacification operations. Neigh-
boring kingdoms often protest to no avail and pray they don’t
become a target of pacification.

Enlistment & Conscription

The enormous armed forces of Chi-Town represent approxi-
mately one-tenth of the total population of the Coalition States.
Keeping the force at that size has been relatively easy, thanks to
the CS propaganda machine and the high regard of the general
population for the CS Military. Although there are laws on the
books for conscription, there has been no need for it in over 30
years. Every year there are more recruits anxious to replace those
soldiers who have retired from the force, deserted or have been
killed in the line of duty. Approximately half are career soldiers
(36-48 years of service), which also means that the CS possesses
many of the most experienced soldiers on the continent; the typi-
cal veteran has 12-24 years experience and is 5-9th level!

Approximately seventy-five percent of all soldiers in the Coa-
lition Army enlisted of their own free will. Of the remaining per-
centage, roughly 20% are mutants “grown” specifically for the
task, and the others are special recruits (psychics, headhunters,
‘borgs, mutants, mercenaries, and criminals coerced into join-
ing). Youths in all the Coalition cities, but especially those in
Chi-Town, Missouri and Lone Star, are constantly bombarded by
propaganda that promotes and glorifies the Army, “and the he-
roic men and women who keep us safe.” All their lives they are
told that the military is a place to stand up for their families, race
and nation against supernatural and demonic invaders. The Army
is also perceived as an organization that offers endless adventure
and opportunities. Furthermore, a career as a soldier is regarded
as a noble and honorable profession. Hundreds of lower and
middle class men and women join the army each year as a result
of the encouragement or pressure from family, friends, school
and State-sponsored propaganda. Many wilderness folk join in
hopes of proving their worth and getting their families bumped
up on the waiting list to become CS citizens or authorization to
live and work in one of the fortified cities or other safe commu-
nities. Many of the poor and desperate join, because they have
few other options that are attractive. Note: Each term of duty is
six years.

Indoctrination

From the first moment a recruit joins the Coalition military,
they are exposed to propaganda above and beyond that forced on
the public. Throughout the recruitment process, training and
even during regular service, the soldier is inundated with propa-
ganda which serves to indoctrinate the individual with the Coali-
tion’s ideology. Beliefs and doctrines imprinted onto the
citizenry of the CS are reinforced on troops since the military is
vital in keeping the dreams of Emperor Prosek alive.
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Ideals of discipline, loyalty to the military, loyalty to the
Prosek family, hatred of magic, and human supremacy are con-
stantly drilled into recruits during boot camp. During the strenu-
ous weeks of basic training the new soldiers are “brainwashed”
by the constant assault of propaganda and praise mixed with
sleep deprivation. The purpose of indoctrination is to keep the
soldiers loyal and motivated, and to maintain their fighting spirit
and dedication to the cause. This is achieved and reinforced by
constantly praising the soldiers for their patriotism, dedication,
and courage — most CS citizens (and the soldiers themselves)
consider all soldiers to be national heroes and are treated with
the respect worthy of such a title. The result is the zealous and
fearsome soldiers of the Coalition dreaded throughout North
America and dubbed with the fearsome nickname of “Dead
Boys.”

Not all troops in the Coalition are indoctrinated fanatics dedi-
cated to Emperor Prosek and his vision for the future. In fact,
many soldiers retain a strong sense of identity rather than having
their own submerged in the propaganda of the State. These sol-
diers believe in many aspects of the Coalition’s ideology. They
believe wholeheartedly in the need for discipline, loyalty to fel-
low troops and the Army at large. Most even believe in human
supremacy to a certain extent, thinking it necessary to protect hu-
mankind from supernatural and alien invaders, but they are not
the hard-core zealots who have bought into the system com-
pletely. These soldiers are generally left alone by their superiors
as long as they continue to perform in the service of their coun-
try. As soon as they begin to promote radically different ideas or
disrupt the chain of command, steps are taken to send the soldier
back for reorientation. If the soldier continues to buck the sys-
tem, defy military law, and spread dangerous ideas, they are dis-
honorably discharged (and placed under ISS surveillance as a
possible dissident) or even imprisoned or executed for treason.

Combat Experience

Soldiers with combat experience are valuable assets to any
military organization. Veterans, as a rule, are better troops than
those with training but no actual time in the field. A soldier who
has been in battle before will be better prepared for combat than
one who has never experienced warfare firsthand. In general,
veterans are more apt to remain calm in the heat of battle, less
likely to break formation or retreat against orders. Furthermore,
their resolve to fight is hardened and their fighting skills more
finely honed. When pitched against foes with little or no combat
experience, veterans can play a vital role and change the course
of a battle.

The Coalition States has a huge number of veterans, but al-
most all soldiers have some combat experience. For most, this
field experience will have been in the form of a skirmish or two
rather than a large-scale battle or a war. This is a result of the
constant raids, reconnaissance patrols, search and destroy opera-
tions and other missions into enemy territory.

A recent trend for the Military High Command has been to
declare areas prone to conflict as War Zones. These so-called
War Zones are regions with uncharacteristicly high rates of en-
gagement with hostile forces, although not enough to be consid-
ered a direct threat to the CS or a full-fledged war. Rather than



send in huge pacification forces and destroy the enemy outright,
the Coalition Army contains the area and sends in raw recruits to
get some firsthand combat experience in a somewhat controlled
environment. Some regions currently declared as War Zones in-
clude the Old Chicago Ruins, East St. Louis, the Pecos River ter-
ritory, the American West, Northern America (Canada), Xiticix
Territory and the Magic Zone. Once their tour is over the sol-
diers move into regular units where their background of field ex-
perience helps in active missions for the Coalition. Rookies are
also assigned to police actions in the ‘Burbs and border duty.

Training

All recruits in the Coalition Armed Forces are sent through a
common course of basic training. Rudimentary military skills are
taught during the course but it also includes introduction to army
life and indoctrination. Recruits become familiar with army lan-
guage/slang, barracks life and standard procedure. Discipline is
another ma jor facet drilled into the trainees during the course of
basic training. Their instructor is god, he or she controls every

aspect of life and tells recruits how to walk, talk, eat, sleep and
so on, the Coalition way.

Physical training is a major part of training to get each char-
acter into top fighting form. The recruit is also taught the use of
fundamental military weapons, the basics of marksmanship,
hand to hand combat, radio communications, operation of mili-
tary vehicles, and reading electronic and sensory equipment.
These “basic” skills are the ones deemed necessary for combat
and as such, all soldiers, including officers, must complete the
basic course before moving on to specialized training.

Once a recruit has finished the basic course, he is given spe-
cialized training to conduct specific tasks. Usually the soldier is
allowed to select his training, pending the approval of the in-
structor based upon the soldier’s aptitude and past performance.
There are numerous fields in the Coalition Army that troops can
select from, including infantry duty, vehicle piloting, robot or
power armor piloting, mechanics/engineering, communications,
technical skills or officer school. This “individual” training de-
termines the role (O.C.C.) that the soldier will fulfil in the army
and will help to determine where the soldier will be stationed.

Game Master Tips

The Coalition
Good or Evil?

By Kevin Siembieda

Note: Some of the material in this section is reprinted from
Rifts® Sourcebook One, with additional comments and up-
dates. Other parts are new or elaborations of past observations.

Circa, 105 P.A.

The evil of the Coalition States lies primarily at its core. Em-
peror Prosek, his son Joseph II, the Executive Counsel, many of
his generals, and virtually the entire power base of the current
Coalition States are fundamentally self-serving villains who use
and manipulate the people to trust and believe in them for their
own personal gain and the greater glory of the allied States. In
many cases, this is the classic lust for wealth and power. Em-
peror Prosek and his son dream of building and ruling the great-
est empire on earth. The military, propaganda, patriotism and
fanaticism of the people are all weapons in the leadership’s arse-
nal to achieve their goal. They have espoused so incessantly and
vigorously about human supremacy, the inhuman threat, the hor-
rors of magic, and the CS being the last hope for humankind,
that not only do the majority of the CS citizens believe it, the
Emperor and his minions are actually beginning to believe their
own hype and lies too. Sadly, they have used such idealistic no-
tions as freedom, peace and heritage as well as the fear of the un-
known and inhuman, to corrupt, prejudice and control the
citizens of their Empire.
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Hate and fear make possible
the militarization of a nation

After decades of masterful propaganda, the Emperor and his
minions have succeeded in turning Chi-Town and most of the al-
lied States into a militarized nation. War, conflict and the omni-
present military are part of everyday life for the average citizen
of the Coalition States. Through the strong leadership of the Em-
peror and the acceptance of the military, the people of Chi-Town
in particular, and the Coalition States in general, are united and
given purpose through war. War and aggression (for whatever
justification given) are welcomed, accepted and supported — it
is their way of life.

The average CS citizen is militant and cold-hearted when it
comes to the protection of their race, nation and lifestyle. They
have allowed themselves to be convinced that all D-bees and ali-
ens are evil monsters who threaten their existence. In many
cases, it is the fear of the unknown that motivates them to de-
stroy what they do not understand. The CS propaganda machine
has preyed upon this fear for generations, turning an estimated
85% of the people in the States of Chi-Town, Lone Star, and
Missouri into fanatical human supremacists who hate and fear
(they are terrified of) all nonhumans and practitioners of magic.
For them, these beings are the “evil enemy,” end of story — kill
them before they kill you. It is as simple as that.

Note: Free Quebec is equally fanatical regarding magic and
nonhumans, but it has little to do with the propaganda from Chi-
Town. At Iron Heart, 65% are fanatical human supremacists, up
15% in the last six years due to Chi-Town propaganda and in-
creasing fear of the Xiticix and other supernatural horrors. An
estimated 75% of the population of Arkansas share Chi-Town’s
anti-nonhuman sentiments.



The Average Coalition Citizen

Every society is a collection of people all living and working
in the same environment. Within that collection there are good,
selfish, and evil individuals. In addition, there are the misguided
and manipulated, the righteous and the humble, the well mean-
ing and the miscreant.

In game terms, the average citizen of the Coalition States is of
a good or selfish alignment. Of course, there is your criminal ele-
ment and those of evil alignments who prey on others, just as we
have in our real world today. However, the majority are well-
meaning people who try to eke out fruitful, happy lives without
intentionally hurting anybody. Anybody human, that is.

The orientation, beliefs, fears, and morals of the average CS
citizen makes them the enemy of men of magic, mutants, nonhu-
mans, and D-Bees. Why? Because they have been taught that
these strange people are the enemy and should be feared, hated,
shunned, enslaved, or destroyed. They genuinely fear nonhu-
mans and believe these creatures will subvert their civilization
and destroy humankind. Many humans have experienced or wit-
nessed attacks by supernatural monsters and evil human or D-
bee sorcerers, which only substantiates their worst fears and
supports the government’s propaganda. Consequently, the citi-
zens are not evil when they notify the ISS or NTSET to capture
or gun-down a D-bee. Nor are they necessarily evil when an an-
gry or terrified mob traps and kills an invading wizard or mutant
who has snuck into the city. After all, by their perception, these
characters are not feeling people like them, but monsters that
threaten their lives. At best, the fiend is an enemy spy or scaven-
ger who probably has the blood of countless humans on his
hands (no doubt killed in their sleep).

Is it wrong to lie to the enemy so that he may be appre-
hended? Is it wrong to kill a murderer or monster? The problem
is a matter of perception and degree. The average citizen’s per-
ception is simply very different than those who live beyond the
protective walls and borders of the Coalition States. They have
come to accept the views of isolation and human supremacy.
From our point of view as the omnipotent reader who sees the
overview of the world in far better perspective, we know they
are wrong and unjust. Many D-bees and practitioners of magic
are well-meaning, caring people. Many are peace-loving heroes
who fight for the rights of all living beings. We see the citizens
of the Coalition as frightened, uneducated, misguided, and often
fanatical people who fiercely cling to their narrow and self-serv-
ing view of life. They see themselves as the last bastion of hu-
mankind fighting for their very existence in a world gone mad.
All a matter of perception and degree.

The evil that arises from these twisted perceptions and emo-
tions is the cruelty that comes from such inhumane convictions.
Nonhumans, mutants, wielders of magic and other beings who
possess strange powers have been routinely dehumanized, so that
they are not perceived as other intelligent life forms with feel-
ings and families, but as monsters and evil incarnate. While the
world should not be seen as black and white, the Coalition citi-
zens do see life in that simple spectrum. As a result, it is easy to
hate and destroy such a terrible enemy without guilt; “They
would have done far worse to us.”

A player note about CS characters: The average citizen is
not inherently evil, but hate filled, terrified and misguided.
While they may be comparatively innocent pawns, the average
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citizen is still a serious threat to those they perceive as their en-
emy or as traitors to humankind. However, not all Coalition citi-
zens feel this way. Some are true villains who have no regard for
nonhumans (and probably little regard for human life as well).
Others believe that the government’s policies and treatment of
nonhumans is wrong, but they are in the minority (about 5-10%
of the overall population). And some don’t know what to think,
and try to avoid having to take a stand. Of course, Coalition
player characters may be in the minority, but their actions will be
judged harshly by their peers.

The Average Coalition Soldier

The average soldier is not much different than the average
citizen. Their alignments range the full gamut of good, selfish,
and evil. As loyal believers in the human supremacist regime of
Karl Prosek, these soldiers are, without a doubt, misguided indi-
viduals unwittingly serving an evil cause. Many are blinded by
what they see as the righteousness of the Coalition States and
their heroic Emperor. Furthermore, as combat soldiers locked in
war, they are trained to trust in the judgement of their superiors
and to follow orders without question. Regardless of individual
alignment and convictions, Coalition soldiers are out to do their
job, and that job is to destroy all enemies of the States — all
nonhumans and practitioners of magic.

Philosophically and historically speaking, the bad guys or evil
force in most wars is the loser. Again we are back to perception
and degree. In the American Revolutionary War, the British
Government was perceived by the colonists as the oppressor and
the bad guys. The British government of the day viewed the
colonies as rebellious citizens and dissidents; i.e. the bad guys.
As things would turn out, the colonies won, became Americans,



and despite some further conflicts with the British (like the war
of 1812), went on to develop ties of friendship and trade. The
same is true of most wars. During the conflict the enemy is the
bad guy. Afterwards, the winner (and usually self-proclaimed
good guy) may make certain overtures to the defeated that will
either result in friendly relations in the future or continued bad
feelings and unrest. In most wars, both sides believe themselves
to be right and just. Nothing has changed.

Stop and think for a minute. Does it matter if the enemy sol-
dier is a bloodthirsty maniac or a person of principled good
alignment, a wonderful family man, merciful, and hates war, if
he is trying to blow your brains out because he sees you as the
enemy? That is the tragedy of war. It’s kill or be killed.

Like all good soldiers, theirs is not to question why, theirs
is just to do or die! In a life and death conflict one tends to try
his hardest to defeat the other. There is little time for thoughts of
morality when one is wrestling with an opponent who is trying
to kill him.

The degree of mercy and cruelty may be a different story. The
soldiers are indoctrinated to loathe the enemy. To show no
mercy or kindness to the “inhuman monsters.” These sentiments
are fueled by combat experience against horrific creatures from
the Rifts, power hungry sorcerers, and genuine evildoers. The
world of Rifts is one of savagery and the bizarre. It is a con-
stantly changing environment where there never seems to be an
end to would-be-conquerors and malevolent monsters with a
taste for human blood. Under the circumstances, it is easy to for-
get one’s compassion and perspective and give in to anger, ha-
tred, and vengeance. After a while, a soldier can become cold
and vindictive, honestly seeing all non-human creatures as mon-
sters who must be destroyed without hesitation.

Only CS soldiers sent on special missions, espionage, or deep
into the wilderness may have the opportunity to observe and in-
teract with the so-called “enemy.” An opportunity that may
demonstrate that, like humans, not all aliens or mutant life forms
are inherently evil. That many are good and loving beings who
abhor war and have no desire to enslave or destroy humankind.
It is among these soldiers that the highest rate of desertion and
traitorous action occurs. Why? Because they are given the
chance to learn, firsthand, about other life forms and may come
to understand and care about them. Suddenly, the enemy has a
face and a name, along with hopes and dreams. Under these cir-
cumstances, the CS soldier may begin to question the propa-
ganda and perhaps even his orders. The soldier is likely to
faithfully report his findings and make recommendations con-
trary to the government’s policies. This will not be viewed
kindly by his superiors. Reorientation will be required (after all,
it is obvious that the soldier has lost his perspective under the
strain of his mission; poor fellow). Emperor Prosek and his hu-
man supremacist forces do not want to reach an understanding or
develop a tolerance for other races because it will deplete their
power base. If a soldier does not comply with reorientation, he
may be branded a traitor or a psychopath and become the enemy
himself. This means the soldier may have to face the moral di-
lemma of choosing between what he knows is right (defending
nonhumans and promoting real knowledge and freedom) or to
turn away and stay with the Coalition and follow their doctrines
— each injustice meted out by his hands or in front of his eyes,
all the more painful. The choice is always a difficult one with
bitter consequences either way. To reject the teachings of the hu-

man supremacists is to defy the Coalition States and the Em-
peror. This means losing everything the soldier is likely to hold
dear: his CS citizenship, the society he knows and loves, his
friends and loved ones, his career and future. Not only does he
lose his place in the world, but his own people, even family
members, are likely to chastise him and hunt him down like an
animal to bring him to justice for his treasonous words and ac-
tions. To say and do nothing means to accept and allow the igno-
rance, fear, cruelty and death to continue.

Some try to find an alternative between the two extremes.
This can include holding one’s tongue and trying to make a dif-
ference within the system in subtle ways. Another is to pretend
to be a loyal soldier and human supremacist, while secretly help-
ing D-bee refugees escape the wrath of the Coalition. Others try
to teach friends and family about the things they have seen and
lived through in hopes that they too may find some enlighten-
ment, and perhaps together make a better, more tolerant world.
Any choice other than unquestioningly following the edicts of
the Coalition States is flirting with disaster. But then, life is full
of hard decisions. It’s only the strongest who dare to stand for
what they know is right and refuse to compromise their morals,
regardless of the personal consequences. Perhaps, this is why
Erin Tarn has become such a heroic figure, and why the Coali-
tion leadership fears her so.

CS Soldiers as the villain
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NPC character tips

The average CS soldier may not be inherently evil, but he is
dedicated to crushing the enemy and that includes practitioners
of magic, D-bees, other nonhumans, and anybody who opposes
the CS (and all too often, those who associate with the enemy)!
At least 75-85% of all Coalition troops are anti-human and pro-
Coalition fanatics. The bottom line: a CS soldier shoots first and
rarely bothers to ask questions. If you are an enemy of the States,
you better flee or die. The morality of combat/war is usually lost
in the hail of gunfire and emotion.

While we’ve focused on the general public thus far, there is a
frightening percentage of villains and hatemongers among the
Coalition Military. At least 20% are so filled with hate, revulsion
and fear regarding nonhumans and other CS enemies that there is
no reasoning with them (anarchist and evil alignments). Many of
these vile characters enjoy killing and torturing the enemy and
have no qualms about murdering defenseless D-bee women and
children. Likewise, they have zero tolerance for those who talk
about trying to accept and live in peace with the different alien
races, or most anything that goes against the words of the Em-
peror and ways of the Coalition. Thus, they will bully, beat, and
kill anybody, human or nonhuman, who challenges their values
and ideals. Many are career soldiers who have made it their life’s
work to destroy the enemy; the notions of human supremacy and
the power of the CS lending justification to acts of cruelty and
depravity.

Others (10%) are opportunists who are primarily concerned
with their own careers and self-interest. The military, especially
one as aggressive and hate-filled as the CS, is the perfect place
for people who might be considered cruel or miscreants in polite
society. It is an attractive environment for those who see the



military as a means to power, fame, glory and wealth. If others
must fall so that they succeed or advance, so be it. They may or
may not believe the propaganda; it doesn’t really matter because
they will do what they must to achieve their goals. If they must
adopt a particular doctrine, lick a boot, grease a palm, look the
other way, send troops to their death, or slaughter innocent peo-
ple, they will; and woe to the person(s) who threatens their quest
for power or questions their authority. These characters are typi-
cally anarchist or evil (any) alignment; many are officers.

Then, there are the acts of CS soldiers who are truly creatures
of evil (15%). Men, women and CS mutants who are thrilled by
combat and derive pleasure by inflicting pain and suffering.
These misanthropes like the power the military gives them and
like to prove their superiority by belittling, frightening, hurting
and killing others. For them, there is no greater thrill than hold-
ing the power of life and death in their hands. These characters
typically treat other humans and soldiers of inferior rank with
contempt and cruelty as well. They are truly mean and vicious
characters who are typically miscreant or diabolic in alignment.

In a strictly game context, the CS military forces pitted
against our player character heroes are likely to be predomi-
nately evil or self-serving scum, but this is not necessarily the
average CS soldier! The player characters are likely to avoid
problems with most fair and reasonable people, but clashes with
arrogant, mean, and corrupt characters (who may come to them
looking for trouble) is inevitable. It is the evil squad leader or
Commander who will ask or put the player characters in a posi-
tion to compromise their morals. It is the brazen warrior respon-
sible for horrible atrocities and/or has something to prove who
will clash with characters not willing to back down to his or her
will.

Remember too, that in the basic context of most RPG adven-
tures it is the heroic player characters who fight against evil and
struggle for truth and justice. In this sense, the antagonists with
whom our heroes are most likely to encounter will be evil ones.
However, Game Masters should also include the occasional
good, kindly, and friendly (perhaps even a momentary rescuer or
protector) who is also a member of the Coalition military, driv-
ing home the point that no group of people is entirely good nor
entirely evil.

Coalition Soldiers as
Good Guy Player Characters

As a player character, the individual is probably a special
field operative or espionage agent placed in the more wild and
woolly regions and/or dispatched to spy on or infiltrate the en-
emy. Or the player character may be assigned to a wilderness
outpost that is much more lax in its dealings with nonhumans.
Either way, the character is likely to start as a loyal CS soldier
who is greatly prejudiced against D-bees and all who oppose the
CS or fail to conform. This can be a delightful role-playing ele-
ment in the playing of the character. However, the CS player
character is likely to change his views as the campaign continues
and he or she gets to know, like and understand other life forms
and people with opposing philosophies. This new perspective
should be reflected in the character’s attitudes, friendliness, di-
minishing prejudices, and growing knowledge of the world be-
yond the narrow and distorted one of the Coalition.

The soldier character may never feel completely comfortable
with monstrous or supernatural characters and/or may never
completely trust D-bees or practitioners of magic, but he will not
be the unquestioning or gullible pawn of the CS that he once
was. Of-course, everybody experiences and perceives life differ-
ently, so one character may grow against the teachings of the CS
while another’s, similar experiences, may only serve to reaffirm
everything the Coalition fears and fights against.

Role-Playing Officers
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Commissioned Officers

A commissioned officer is a character who has earned a com-
mission and a rank of lieutenant or higher. One becomes a com-
missioned officer by rising through the ranks, starting at private,
or by finishing Officer’s Training School with honors.

The elite Military Academy is very similar to pre-Rifts insti-
tutions like West Point. These characters must have a minimum
1.Q. of 10 and excel in at least one other attribute (mental or
physical; 14 or higher), otherwise they “wash out.” Most (70%)
come from a wealthy, powerful or influential family. The re-
maining 30% have been selected for academic or military excel-
lence; the latter includes an aptitude for strategy and tactics,
staying cool under fire, leadership abilities and a high 1.Q., M.A.
or MLE. (10 or better). Academy Officers usually start at first or
second level even though they are likely to start at the rank of
First or Second Lieutenant.

Officers who have risen through the ranks tend to have more
field experience, and the characters are usually fairly high level;
5-10th level. But this is not always the case. Characters who are

shmoozers and know how to play the system, can engage in poli-
tics and earn favors that can get them a commissioned rank with

minimal field experience (3rd level).

Special Officer Bonuses: +1 to save vs horror factor, +1 to
M.E., and +5% to all communication skills.

Special Officer Skills: In addition to the standard skills avail-
able from the various Military O.C.C.s, the character also gets to
select one additional skill at levels two, five and ten. All Special
Officer Skill selections are limited to the categories of Commu-
nication, Espionage, Military, and Weapon Proficiencies; O.C.C.
bonuses are applicable.

Non-Player Characters (NPCs)
& Player Characters

As a commissioned officer, the character is taught, or learns
through experience, how to behave as an officer, lead and com-
mand his troops, maintain discipline, military procedure, and
strategy and tactics. Of course, leadership is a very personal
quality and can vary dramatically from person to person. Some
men and women are natural leaders and will rise to the challenge
with little or no training. Others are terrible leaders no matter
how many hours of training and years of first-hand experience
they may attain. Take this into consideration when using officers
and the chain of command as non-player characters. Also, give
the officer a personality and a goal. Is he friendly or aloof? Is he



concerned about his troops or only his career? Is he his own
man, willing to express his views to his superiors or a boot-
licker? Is he or she a dedicated career soldier or an opportunist?
Is he sympathetic to D-bees and mutants or is he a fanatical hu-
man supremacist? Then think about his and other officers’ posi-
tions in the chain of command. Do the player characters have to
deal with some weasel or deadbeat at some point? Do their re-
quests or needs get stalled by the weaselly or deadbeat character?
Do they have to grease some palms? Is one of the officers jeal-
ous of them or just doesn’t like them so he or she tries to make
their life hell? Does the requisition officer like them and secretly
gives them preferential treatment? These and similar questions
can only make the setting more fun and interesting.

Some Character Types

Poor Leaders

Being an officer does not mean the character is any better,
more experienced, moral, or wiser than anybody else. Some are
corrupt and take bribes or show favoritism in exchange for fa-
vors and special considerations offered to them by others. Some
are outright crooks involved in smuggling, drug dealing, partner-
ships with the Black Market and other criminals. A tiny handful
may even sell military secrets and/or supplies to the enemy.

Others are bullies who use the “power” of their command like
a weapon. They relish being an “elite” officer and feel it neces-
sary to prove themselves by constantly exerting their power over
others, from belittling those beneath them, enforcing the most
petty rules, or punishing the tiniest infractions to life and death
command decisions. The bullying officer doesn’t actually lead,
but commands through threats, intimidation, punishment, fear
and hatred.

Still others don’t care about anything anymore. Maybe they
were always self-serving scum or they’ve become worn out and
jaded by the stress of command and the horrors of war. In any
case, these officers either want to get through their tour of duty
and get out of service, or have resigned themselves to doing only
what’s absolutely necessary to keep their jobs. These dispassion-
ate leeches and bureaucrats can be just as bad as criminals and
bullies, turning a blind eye to the troubles and needs of those un-
der their command. This officer is likely to bury his problems in
bureaucracy and paperwork and is surrounded by corruption that
he ignores.

A poor officer may be petty, vindictive, “chicken-shit” and/or
a “by the book” and “by the rules” leader without consideration
of the situation, extenuating circumstances, morale or strong per-
sonalities among his men. Another personality that makes a poor
officer is one who treats his men like nameless cattle and cannon
fodder. This character is likely to have little or no regard for his
men and lets them know it by treating them in a condescending
or even contemptuous manner.

The glory hound or politically minded officer can make a
strong, capable leader and tactician, but is likely to be feared,
disliked or hated by his men because they realize that the offi-
cer’s career comes before anything and anyone else. This charac-
ter is likely to exhibit a vast range of understanding and behavior
that varies with each situation, from compassion to disassocia-
tion or cruelty. The bottom line is that the officer does what’s
best for his career, which will change from moment to moment.
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Consequently, winning and looking his best in the eyes of his su-
periors is of paramount importance, his men are secondary, and
often regarded as little more than chess pieces or stepping stones
to be manipulated to advance “his” career.

A variation of this type of self-serving officer tends to be cun-
ning, resourceful, and daring, especially with the lives of his
men. He typically puts himself above his men and treats even
lower officers with cool aloofness. He, or she, is usually re-
spected, at least to some degree, by his troop and highly regarded
by his superiors. The self-serving officer is not likely to jeopard-
ize the lives of the soldiers in his charge foolishly or wantonly,
but he views them dispassionately and will condemn them to
death if the strategy or tactic will win the day or garner him the
accolades of his superiors. Likewise, he will follow the orders of
his superiors to the letter, digressing only if he can make a deft
move that will win him praise without offending the superior
who gave him the orders, or if it will win him the favor of a
higher ranking superior (and is very likely to get him a promo-
tion or position equal to or higher than the officer with whom he
is taking issue or liberty with).

Respected Leaders

Well liked and respected officers are generally characters who
genuinely care about the troops under their charge. Again, the
style of command will vary greatly.

Generally speaking, the best leaders are characters who show
their troops the honor, respect, and appreciation they deserve.
The officer may have to remain somewhat aloof, enforce rules,
maintain protocol, and make the hard (sometimes terrible) deci-
sions that are unpopular, as well as push his men to the breaking
point (when necessary), but the troops know he cares about them
and has their welfare at heart. Unfortunately, the military, par-
ticularly the CS Military, is a war machine; people die and it’s
the officer who must bear the burden of life and death decisions.
In fact, it is this inevitability of pain and death which entices
some officers (good and bad) to keep their distance between
themselves and the warriors under their command; it’s just too
difficult to see friends die.

Some of the most highly regarded officers can be men and
women who believe in discipline and live “by the book.” Yet
they maintain balance and garner respect and loyalty because
they expect no less (perhaps more) from fellow officers. He is
likely to promote discipline as a virtue, strength, and quality to
be proud of; something to strive for. This officer is fair, reason-
able and honest, always aware of and responsive to his soldiers’
needs, fears, and morale. He shows them his appreciation and re-
spect as well as providing rewards in the way of special liberties,
food, recreation, and little favors.

Those who lead by example are arguably some of the best
leaders. Pre-Rifts General Patton was such a strong and charis-
matic leader. The troops often love and respect this type of blood
and guts leader. The best “in the trenches” leader commands in-
credible loyalty. His troops will follow him to hell and back,
usually without question or hesitation as long as he leads the
way. However, sometimes this can lead to tragedy if the leader
makes a bad judgement call and leads his soldiers on a foolish
campaign, or into a trap, or on a suicide run. Furthermore, this
officer is so highly regarded that his men may follow any order
he gives, even those that defy the Military High Command or



takes action against the government; this is where military coups
and juntas are born. The worst “in the trenches” commander can
turn his troops into an undisciplined and unorganized mess, vul-
nerable to enemy attacks, raids or infiltration. Since his men fol-
low his example, if he shows no respect to his superiors or the
rules of the military, neither will his men. Furthermore, familiar-
ity may breed contempt, meaning that if he and the officers un-
derneath him are “one of the boys,” they may ultimately lose
their respect for him and may question his orders or resent it
when he “bosses” them around (gives necessary orders). This
can lead to anarchy, desertion and insurrection.

Coalition Military
Chain of Command

By Julius Rosenstein & Kevin Siembieda

Note: The chain of command is listed from the top down.
Each term or tour of duty is six years. Career soldiers usually re-
main in active duty for 32 to 48 years! Some Generals have
served their nation for even longer.

Heads of State

Emperor — Commander in Chief
Head of Propaganda

Special Advisors

Military Counselors

Individual Coalition State Governors
Territorial Representatives
High-Mayor of major cities

Military: Commissioned Officers
General of the Army (5 star)
General

Lieutenant General

Major General

Brigadier General

Colonel

Lieutenant Colonel

Major

Captain

1st Lieutenant

2nd Lieutenant

Military: Non-Commissioned Officers
Chief Warrant Officer

Warrant Officer

Command Sergeant Major

Sergeant Major

Master Sergeant

Sergeant 1st Class

Staff Sergeant

Sergeant

Military: Enlisted Personnel
Corporal

Private 1st Class

Private

Service Specialist
Civilian scouts and assistants (see description elsewhere)
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Military Salaries by Rank

Commissioned Officers
Rank: General of the Army

Insignia: Five star General — there is only one, five star
General and head of the army at any given time.

Base pay: 40,000 credits per month.

Rank: General

Insignia: Four stripes under an upward pointing triangle on
sleeve, epaulet with four bars, four gold bars and triangle on col-
lar.

Base pay: 25,000 credits per month.

Rank: Lieutenant General

Insignia: Three stripes under an upward pointing triangle on
sleeve, epaulet with three bars, three gold bars and triangle on
collar.

Base pay: 20,000 credits per month.

Rank: Major General

Insignia: Two stripes under an upward pointing triangle on
sleeve, epaulet with two bars, two gold bars and triangle on col-
lar.

Base pay: 16,000 credits per month.



Rank: Brigadier General

Insignia: One stripe under an upward pointing triangle on
sleeve, epaulet with one bar, one gold bar and triangle on collar.

Base pay: 12,000 credits per month.

Rank: Colonel

Insignia: Four stripes above a downward pointing triangle on
sleeve, standard epaulets, four silver bars on the collar.

Base pay: 7,000 credits per month.

Rank: Lieutenant Colonel

Insignia: Three and a half stripes above a downward pointing
triangle on sleeve, standard epaulets, three bars (two silver and
one gold) on the collar.

Base pay: 5,500 credits per month.

Rank: Major

Insignia: Three stripes above a downward pointing triangle
on sleeve, standard epaulets, three silver bars on the collar.

Base pay: 4,500 credits per month.

Rank: Captain

Insignia: Two stripes above a downward pointing triangle on
sleeve, standard epaulets, two silver bars on the collar.

Base pay: 3,500 credits per month.

Rank: 1st Lieutenant

Insignia: One and a half stripes above a downward pointing
triangle on sleeve, standard epaulets, one gold bar on the collar.

Base pay: 2,800 credits per month.

Rank: 2nd Lieutenant

Insignia: One stripe above a downward pointing triangle on
sleeve, standard epaulets, one silver bar on the collar.

Base pay: 2500 credits per month.

Note: The lowest commissioned field officer rank in the CS
military, CS Military Specialists begin at this rank.

Non-Commissioned Officers

Rank: Chief Warrant Officer

Insignia: One stripe above a diamond on sleeve, standard
epaulets, one bronze bar and a diamond on the collar.

Base pay: 2400 credits per month.

Note: The Chief Warrant Officer is primarily an executive
administrator. They are seldom found on the frontline.

Rank: Warrant Officer

Insignia: One diamond on the sleeve, standard epaulets, one
bronze diamond on the collar.

Base pay: 2200 credits per month.

Note: The Warrant Officer is primarily an administrator and
organizer. They are seldom found on the frontline.

Rank: Command Sergeant Ma jor

Insignia: Five stripes under an upward pointing triangle on
sleeve.

Base pay: 2300 credits per month.

Note: The highest non-commissioned officer rank in the CS
military. The next higher rank would be a Lieutenant.

Rank: Sergeant Ma jor

Insignia: Four stripes under an upward pointing triangle on
sleeve.

Base pay: 2200 credits per month.

Rank: Master Sergeant

Insignia: Four stripes above a downward pointing triangle on
sleeve.

Base pay: 2100 credits per month.

Rank: Sergeant 1st Class
Insignia: Four stripes on sleeve.
Base pay: 2050 credits per month.

Rank: Staff Sergeant
Insignia: Three and a half stripes on sleeve.
Base pay: 2000 credits per month.

Rank: Sergeant

Insignia: Three stripes on sleeve.
Base pay: 1,900 credits per month.

Enlisted Personnel

Rank: Corporal

Insignia: Two stripes on sleeve.

Base pay: 1,800 credits per month.

Note: The highest enlisted rank in the CS military (short of

non-commissioned officer), Technical Officers, Psi-Stalkers, and
some Commandos begin at this rank.

Rank: Private 1st Class

Insignia: One stripe on sleeve.

Base pay: 1,750 credits per month.

Note: Nautical Specialists begin at this rank.

Rank: Private
Insignia: Plain sleeve.
Base pay: 1,700 credits per month.

Note: Private is the lowest rank in the CS military. Grunts,
Borgs, Dog Boys, and most mercenaries (including Headhunters,
Crazies, and Wilderness Scouts) begin at this rank.

Service Specialist (civilian special agent)
Rank: None
Insignia: None

Base pay: 1,000 to 2,000 credits per month depending on the
character’s level of experience and area of expertise.



CS Rank Reference Chart

Typical Rank Structure of the Coalition States:

Coalition O.C.C.s Initial Rank Top Rank
‘Borg Private Noncom
Crazy Private Noncom *
Commando/Special Forces Corporal Officer
Dog Pack/Psi-Hound Private Noncom
Glitter Boy (Quebec) Sergeant Officer *
Headhunter Private Noncom *
Infantry: Grunt Private Noncom
Infantry: Juicer PFC Noncom
Infantry: All Others Private Officer
ISS Inspector SFC Officer *
Military Specialist Lieutenant  General
Nautical Specialist PFC Officer
Psi-Stalker Corporal Officer
RPA Elite: SAMAS Ace Sergeant Officer
RPA Elite: PA pilot Corporal Officer
Support Staff Private Officer
Technical Officer Corporal Officer
Wilderness Scout Private Officer

* QOutside of normal chain of command.

Non-Combat Coalition O.C.C.s

Bio-Cyber Specialist (Cyber-Doc) Major
Equipment Maintenance Technician (Operator) Noncom
Medical Doctor Colonel
Research Scholar Captain
Research Scientist (Field Scientist) Colonel

Hazard & Combat Pay

Combat Pay

Any soldier sent into active combat receives combat pay. This
is an increase in salary that is typically 10% for enlisted men,
15% for non-commissioned officers and Special Forces, and
20% for commissioned officers. Combat pay is in addition to the
soldier’s regular salary and any possible hazard pay.

Remember, it is the soldier’s job to fight for his country, so
there is no additional compensation even for life and death com-
bat missions or espionage operations. Overall pay is based on the
soldier’s rank, which in turn, is usually reflective of the charac-
ter’s training, area of expertise and experience.

Hazard Pay

Hazard pay is an additional amount of money paid to only
two areas of military service, EOD/demolitions and RPA and
fighter pilots.

EOD: Characters who specialize in Explosive Ordnance Dis-
posal (demolitions and demolitions disposal) get an additional
15% added to their normal salary because of the dangerous and
specialized nature of their work, which includes preparing,
checking and arming explosives (including missiles), disposal of
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explosives, demolitions, and the setting, locating and removing
of land mines and the handling of all types of explosives.

RPA pilot: Robot & Power Armor pilots, including SAMAS
and other power armor combat pilots, robot vehicle pilots, and
Sky cycle and combat helicopter pilots — all aces, dog-fighters
and elite robot warriors of the Coalition Armed Forces. They get
an additional 20% added to their normal salary.

Rank Ceilings & Notes

Like most armies, the Coalition military tries to promote their
most deserving personnel. However, there is a formal policy in
the military hierarchy that limits the highest attainable rank by
race, social background and performance.

The overall ranking levels can be divided up into: 1) Enlisted
men, 2) Non-commissioned officers, 3) Lower rank commis-
sioned officers (Lieutenants & Captains), 4) Middle rank com-
missioned officers (Majors & Colonels), and 5) Generals.

1. Enlisted men: Most Dog Boys, ‘Burb Rejects, and
Grungers (the poorest and least educated CS citizen) remain as
enlisted personnel throughout their military careers. They may
get higher pay rates and other considerations because of seniority
and performance but will not rise in the chain of command be-
yond the rank of Corporal or Sergeant.

2. Non-commissioned officers: A large number of Military
0.C.C.s will max out as noncoms. They can rise up to the vari-
ous ranks of Sergeants but will never gain their full commis-
sions. Juicers, Psi-Stalkers, and ‘Borgs as well as uneducated
human grunts from a poor background rarely become commis-
sioned officers.

3. Lower rank commissioned officers: Research personnel
(Scholar & Scientists), and the occasional ‘Borg, Psi-Stalker and
uneducated grunt. Most medical personnel max out at these
ranks although a few have gone higher than this.

4. Middle rank commissioned officers: RPA Elites
(SAMAS), Aces/pilots, Military Specialists, Nautical Specialists,
Special Forces/Commandos, Technical Officers, and Medical
personnel (primarily Doctors) frequently attain these rankings.

5. Generals: These are typically the elite, educated profes-
sional soldiers who have proven themselves through years of
service in the military. 80% of all Generals started their careers
as commissioned officers and come from wealthy or influential
families.

6. ISS Inspectors: Are not part of the Coalition Military but
are patterned after it and use military ranks. When working with
the military (the two often cooperate, especially in the ‘Burbs),
the ISS is regarded as outside the normal chain of command and
are not given free access to military facilities or military security
clearance.

The Internal Security Specialists and the special divisions
within the ISS (NTSET and PRP/Psi-Net) also use military ranks
to denote experience, authority and position within that branch
of service. All ISS inspectors are the equivalent of Sergeant st
Class to 1st Lieutenant. Special Unit Officers and Field Com-
manders are ranked Lieutenant through Colonel. Top ranking of -
ficials and administrators are typically Brigadier General
through Lieutenant General. At the top of the Command struc-



ture is one 4-Bar General known as the ISS Commander-in-
Chief, in charge of all ISS Operations.

7. Dog Pack: Most Dog Boys will remain as enlisted person-
nel. Some of the more intelligent breeds (German Shepherd,
Rottweiler, etc.) may work their way up to noncom status, but
will only command other Dog Boys. Dog Boys NEVER com-
mand human troops.

8. Psi-Stalker: Noncoms command Dog Boys. The rare Psi-
Stalker officers may have humans and Dog Boys under their
command.

9. Nautical Specialists: There are three main types of offi-
cers: a) “Landlubbers,” Military Specialists assigned to this
duty, b) “Converts,” ex-Military Specialists turned Nautical Spe-
cialists, and c) the true Nautical Specialist, trained from the be-
ginning to serve in the Coalition’s Great Lakes Patrol and
fledgling Navy in the south.

10. Special Forces: These elite espionage and commando
troops rarely attain a rank higher than Colonel.

11. Support Staff & Technical Officers: Medical, Science,
Research, Communications, Transportation and Engineer-
ing/Construction Officers are generally out of the direct line of
command as far as combat troops are concerned; meaning these
officers do not command the Infantry or any other combat troops
except in extreme emergencies. Instead they command their own
specific work divisions and units. Maximum rank is typically
Major General.

12. Mercenaries: Crazies, Headhunters, Juicers, Wilderness
Scouts and other mercenaries may be hired as Service Special-
ists. They are generally considered outside the normal chain of
command.

0.C.C. & R.C.C. Notes:

‘Borgs are still uncommon in the CS army, although rapidly
gaining favor in Chi-Town.

Crazies are rarely hired and only as S-Spec personnel. They
will never be included in the CS, except by the ex-State of Free
Quebec.

D-bees of any O.C.C. are seldom hired even as S-Spec per-
sonnel for any reason.

Glitter Boys are used openly solely by Free Quebec. They
are paid equivalent to a Staff Sergeant, although they may not be
in the direct chain of command.

Juicers. Until recently, Juicers were illegal to hire. However,
since the Juicer Uprising and with a war against Tolkeen and
Free Quebec imminent, the Coalition States (Chi-Town in par-
ticular) has started to create their own Juicers (see Rifts® World
Book 10: Juicer Uprising for more information).

As for Juicer mercenaries, those Juicers not created by the CS
Army are occasionally hired as frontline troops (cannon fodder)
used to soften up the enemy, as well as used for spying, assassi-
nationss, and special operations. Juicers were secretly main-
tained by the Quebec government and represent the equivalent of
one full battalion (640+ troops).

Mercenaries are hired only as S-Spec personnel and can be
paid anywhere from grunt to captain’s pay depending on their
level of experience, reputation, and areas of expertise.

Psi-Hounds are most commonly part of the Army and ISS
defense forces located in the States of Chi-Town, Lone Star, and
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Missouri. Only a small division exists in Free Quebec whose
leaders always found the animals to be disturbing. Rogue Dog
Boys are only hired as S-Spec in territories outside the Coalition
States.

Practitioners of Magic of any O.C.C. are seldom hired even
as S-Spec personnel for any reason.

Psi-Stalkers are found throughout the mid-Western States.
Again, Free Quebec was the only State that avoided enlisting
these mutants.

Vagabonds are simply the uneducated and unemployed Coa-
lition citizens, ‘Burb Rejects, adventurers or wanderers.

Wilderness Scouts are among the most commonly used as S-
Spec personnel. The CS Rangers are the military equivalent to
Wilderness Scouts.

“Brevet” Rank

In pre-Rifts times, Brevet rank was “A commission promot-
ing a military officer to a higher rank without increase of pay
and with limited exercise of the higher rank.” This allowed ar-
mies which were subject to high casualty rates to quickly replace
their leadership.

It was used as a stopgap measure and once hostilities had
ended, the brevet officers were restored to their original (lower)
ranks. However, officers that remained in active service would
find that their actions as brevet officers could affect their normal
military careers. It was standard procedure to give priority for
promotions to officers with brevet experience on the idea that
they had already been exposed to the responsibilities of the
higher rank.

In addition to Brevet rank, the Coalition Army has imple-
mented a variation of this procedure. Instead of granting higher
rank without increase of pay, certain soldiers are granted higher
pay without an increase in rank. A pay hike without rank can be
given to soldiers who are highly skilled in one narrow area or
who possess a special ability (one or more extraordinary attrib-
utes, psionic powers, etc.) but lack the discipline, maturity or
leadership abilities to serve effectively as a higher ranking offi-
cer. CS Juicers, ‘Borgs, young power armor “aces,” and Psi-
Stalkers frequently fall into this category.

Service Specialists

Support personnel not within
the Chain of Command

A Service Specialist not within the chain of command is typi-
cally a scout, mercenary, spy, informer, free agent, adventurer,
or laborer who has earned special recognition and status with the
CS Military. The Service Specialist may be hired to serve the
army for special missions, select operations, or for extended duty
as part of its support network. The exact period of time can be
limited to the fulfillment of a particular mission or job, or last for
an entire six year tour of military duty. Service Specialists are
considered “privileged civilians” allowed to directly serve and
affiliate with the military. They do not have military I.D., status,
rank, or commission. Nor do they receive combat or hazard pay



although they may be employed to work in combat situations
and handle deadly materials. CS enemies frequently consider
Service Specialists to be spies, sympathizers or mercenaries in
collusion with the CS military or government.

Service Specialists are expected to take orders from officers
and follow basic military protocol, procedure and the chain of
command. However, such Specialists cannot issue commands to
even a private, are not acknowledged as military personnel, and
are not required to salute officers. Consequently, they may be
excluded from military meetings, strategy sessions, military ad-
ministrative offices, officers’ clubs and restricted areas.

A Service Specialist will be rated for security clearance, but
their inclusion in special meetings or access to restricted areas is
left to the officer under which they serve (their military boss and
his superiors). All Service Specialists are human. Only in remote
wilderness areas or in enemy territory far from the Coalition
States are D-Bees, mutants and practitioners of magic occasion-
ally retained as Service Specialists — primarily as scouts, native
guides and spies (all documents will identify them as humans
with an acceptable occupation).

Service Specialists can be employed to perform unskilled,
physical labor (typically building/construction, warehouse work,
digging ditches, sanitation, etc.), clerical work, medical and sci-

ence aids, and general assistance. Employment of a more mili-
tary nature and involving combat includes serving as a scout,
native guide, spy, assassin, smuggler (maintain and service sup-
ply lines) and frontline warrior (combat as a mercenary). Note:
“S-Spec” is the abbreviated slang for Service Specialist.

Mercenaries/Combat Personnel: Some of the most com-
mon S-Spec O.C.C.s employed by the CS Military include the
following:

Wilderness Scout Juicer
Headhunter Crazy
Spy (See the Rifts® Mercenaries book)
Smuggler (See the Rifts® Mercenaries book)
Safe-Cracker (See the Rifts® Mercenaries book)
Non-Combat O.C.C.s: Some of the most common S-Spec
non-combat personnel include the following:
City Rat, Vagabond, Peasant or any O.C.C. for use as labor.
City Rat or Vagabond as an Urban or wilderness Guide.
City Rat, Rogue Scholar or Operator as a computer hacker.
Operator or Rogue Scientist as an Equipment Maintenance Tech-
nician (EMT) or field scientist.
Body Doc or Cyber-Doc for Medical service.

CS military uniforms

Coalition military uniforms stress two things — Practicality
and Uniformity. Individual expression is frowned upon and dis-
couraged with two notable exceptions, award medals and shoul-
der patches. These exceptions are allowed since they are meant
to serve as incentives to the rank and file.

Medals and ribbons: These are awarded to soldiers who
have demonstrated exceptional courage or otherwise performed
notably while in the service of the Coalition military (see sepa-
rate section for individual awards).

Shoulder patches: These are awarded to military units, as
opposed to awards for individual achievements. These can be
combat units (i.e. the 25th Chi-Town Airborne, “the Jumping
Furies”) or support units (the 86th Medics, the 4th Engineer
Corps “the Busy Builders”, etc.). These are not standard issue for
Coalition troops and must be earned. When the commander of a
newly-formed or existing unit feels that his unit has earned the
right to wear a shoulder patch, he may petition the General Staff
for that privilege. If the General Staff approves the request, the
commander may commission a shoulder patch to be designed at
his own discretion and subject to the authorization of the General
Staff. Note: Authorization is not a given, and it will depend
upon circumstances. As a rule, only 45% of general military
units (85% of active combat units) are granted permission for
this honor.

Rank Placement on Uniforms

On Coalition States military uniforms, the insignias of rank
can be found in three places: 1) The right sleeve (the left sleeve
has the Death’s Head armband), 2) the collar, and 3) the shoulder
epaulets.However, the shoulder epaulets and collar insignia are
only on the uniforms of officers. Certain uniforms may have a

CS Infantry Non-com Officer
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patch on the left shoulder above the armband but these are for
specific units and not the standard CS uniform.

Sleeves: Sleeve insignias can range from an empty sleeve to
some combination of a triangle and four stripes. The placement
of the triangle to the stripes will denote the rank involved.

Collar: Collar insignias will range from one to four bars.
Generals will also have a triangle near the bars (other officers
will not).

Shoulder epaulets: Shoulder epaulets are basically the stand-
ard Death’s Head. These will be otherwise plain for officers up
to the rank of Colonel and have bars denoting the various ranks
of General.

Notes concerning Generals:

1. None of the nonmilitary O.C.C.s can achieve the rank of
General. Only the Military Specialist (and, if allowed, the Com-
mando, Inspector, and Nautical Specialist O.C.C.s) can make
General. The highest rank that any other O.C.C.s can achieve is
that of Colonel.
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2. Generals are distinguished by having their triangles on
their sleeves above their stripes; the Sergeant Major is the only
other rank that shares this distinction.

3. Because of their number of various ranks (four), Generals
are sometimes unofficially referred to by the number of their
bars, i.e. “2-Bar General,” etc.; just as their pre-Rifts counter-
parts were referred to by their number of stars. Due to this infor-
mal practice (and with soldiers being how they are), a number of
jokes have arisen dealing with some Generals’ decisions being
based on a lack of sobriety. Although these comments are neither
automatically meant as (or serve as grounds for) insubordination,
how they are received is often up to the General in question. For
example, Field Marshal Prosek has generally taken these com-
ments in good humor while the staff of General Underhill has
quickly learned to avoid such jokes while in earshot of their iras-
cible commander.

2
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4. Only the General of the army, of which there is only one, at
any given time, wears five “stars” to distinguish his rank and po-
sition.

Medals & Awards

By Julius Rosenstein & Patrick Nowak

The Coalition Military makes extensive use of medals, cita-
tions and qualification badges to boost the morale of troops.
Badges can be earned by successfully completing training or
medals won through acts of valor. For many troops, the number
of medals or qualification badges are the measure of skill and
success as a soldier. As a result, there are those troops who ac-
tively seek medals by engaging in reckless acts of heroism just
for the honor of wearing a medal bestowed by a General or Em-
peror Prosek.

In truth, these decorations are like so many other things in the
Coalition States, cleverly devised tools of manipulation. Such
awards cost the government little to produce. Even special pres-
entations in military or public ceremonies are comparatively in-
expensive affairs which also serve as a means of public relations
and propaganda. This all helps to earn the invaluable loyalty of
its soldiers. Field officers fully realize this and use the nomina-
tion of a medal or citation for select soldiers and squads as a tan-
gible reward. All officers use a mixture of praise and reprimands
to push their soldiers to their maximum and to keep morale high.
A medal represents the highest form of praise. When a soldier
has exhibited heroism beyond the call of duty, he is nominated
for such recognition by his commanding officer. The soldier is
recommended for a specific medal or citation by the officer, but
it's his superiors who decide whether or not the trooper is deserv-
ing of the award.

Qualification Badges of Note

Qualification badges are earned for the successful completion
of training courses. Depending upon the course signified, a
badge will be seen in varying degrees of prestige. Patches are
stitched onto dress uniforms for recognition but only the most
important qualifications are emblazoned on the Coalition combat
armor, including the Field Experience Badge/CS logo on the
forehead, the letters PSI on the chest, Airborne badge on the
chest, and Marksmanship also on the chest in addition to the
regular unit insignia/badge found on the right arm.

Aviation: The “cream of the crop” from the graduates of the
RPA course move on for aviator training. Those who complete
the pilot training fly the Coalition’s jet fighters, combat helicop-
ters, skycycles, Death’s Head transports and other aircraft. Avia-
tors are a welcome sight in combat and are considered to be elite
troops by the majority of military personnel. On the badge is the
silhouette of a skycycle aircraft.

Airborne Qualification Badge: The hardships of parachute
training are notorious throughout the military. It is a commonly
held belief that one must be of a special breed to complete this
elitist training. Airborne troops are treated with great respect and
deference by the common soldier. A CS soldier character must
have selected the Parachuting skill as an “O.C.C. related” skill to
earn this badge. A pair of wings joined by a miniature CS skull
design is depicted on the airborne badge.
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Field Experience Badge: A soldier earns this badge by par-
ticipating in combat operations; nearly all CS troops have one
from serving in standard missions or in War Zones. It is not a
prestigious badge, although a trooper must have one to get any
kind of respect from peers. The badge is the stylized Skull and
Lightning Bolt logo of the Coalition States military, usually lo-
cated on the forehead of armor.

Marksmanship: To earn a Marksmanship patch, a CS
trooper simply has to meet shooting requirements at a firing
range. The badge is fairly common since a character needs to
only have the Sniper skill or W.P. energy weapon at 4th level
proficiency to meet the requirements. The design on the badge is
of crossed C-12 rifles.

Medic: Soldiers with training in the medical field are issued
this patch upon graduation. The course is demanding and medics
are viewed with high regard for their life-saving skills. The
medic badge is a simple red cross on a white background.

PSI: The letters “PSI” on the chest of a CS trooper denotes
their having completed psychic training and countermeasures.
All those who have completed Psi-Battalion training, including
Psi-Stalkers, Dog Boys, Mind Melters, and PRP ISS agents,
wear the symbol. While psychic assistance is invaluable in most
operations, the badge has somewhat low regard due to lingering
prejudice in the officer corps.

RPA Badge: Only those soldiers who manage to finish the
rigorous RPA Elite O.C.C. training course have the right to wear
the patch. Those who graduate are soldiers of high calibre who
are respected by the military at large for their outstanding per-
formance. A clenched robot fist on a plain background is the de-
piction on the badge.

Medals

Medals are bestowed on soldiers to recognize feats of honor
or bravery beyond the call of duty. These awards are far more
prestigious than qualification badges, since they are earned
through valor in combat operations, not just by simply complet-
ing training. For most of these medals, the character must do
something extraordinary to earn one, just completing one’s job
is not enough. A soldier must risk his or her own life, usually to
save the lives of comrades, in order to be recognized for a
medal. Many times, medals, especially the most prestigious like
the Medal of Honor, are issued posthumously since many sol-
diers die during their acts of heroism.

Imperial Medal of Honor: Death’s Head motif onan elabo-
rate medal flanked by a wreath with an ornate, metallic gold rib-
bon.

Loosely based upon the pre-Rifts American Empire’s Con-
gressional Medal of Honor, this is the highest military decora-
tion that the Coalition Military can bestow. This coveted medal
is awarded for “exceptional gallantry and valor above and be-
yond the call of duty.”

In addition to the honor and status accrued, there are some tan-
gible benefits as well. Medal of Honor recipients who are still in
active service are given their choice of assignments (within rea-
son) and considered for promotion. The children of the honored
veteran, upon reaching enlistment age, become eligible for a
scholarship to officer’s training school and the soldier’s family is
provided with a nicer than average place to live at the State’s



expense (if rejected for citizenship or waiting for CS citizenship
and/or entry into one of the fortress super-cities, the character
and his immediate family are put at the very top of the list and
given special consideration).

Emperor’s Medal: A round medal with the profile of the
reigning emperor (currently Karl Prosek, but will change when
his son succeeds him as Joseph II). The attached ribbon is red if
awarded for military distinction or white if awarded for civilian
distinction (includes ISS operatives) and can have a number of
black bands; one for each time the medal is awarded.

Although less prestigious than the Medal of Honor, this
medal is unique in being the only Coalition States decoration
that is also awarded to civilians. As an award for “Meritorious
service to the Coalition States,” the Emperor can bestow this
award for a variety of reasons, and often does so personally. It is
generally considered the highest honor that the Emperor can
grant to civilians.

Reasons this medal can be awarded include acts of extreme
heroism, exceptional service of some kind, and outstanding dedi-
cation to the States. Thus, a civilian who risks his life to uncover
a possible enemy of the state, a businessman who donates huge
sums of his own wealth or portion of his business to support the
war effort, or an individual who spends years as a community
leader and aiding Coalition society would all be eligible for this
award. The definition of “Meritorious service” is so open to in-
terpretation that the Emperor has a great deal of leeway in
awarding this medal (which is just the way he likes it!). A mili-
tary or political leader must submit a petition for consideration
on behalf of the person who merits the award.

Iron Star: A star-shaped iron medal (grey in color) with the
imprint of a lightning bolt. The medal is attached to a ribbon that
is dark blue with a black border. Strictly for military personnel,
this medal is awarded for “Conspicuous gallantry and courage in
battle.”

The Iron Star is less prestigious than either the Medal of
Honor or the Emperor’s Medal but is awarded more often. Un-
like other CS medals where the ribbon changes with multiple
awards (such as the Emperor’s Medal and the Crimson Heart),
heroic (and lucky) soldiers will simply be given repeated copies
of this medal.

Crimson Heart: A heart-shaped iron medal (red in color)
with the imprint of a cross (the Red Cross was the pre-Rifts sym-
bol for medicine and healing). The attached ribbon is white with
a red border. This medal is awarded for injuries taken in the
service of the Coalition States. Although the attached ribbon
starts as white with a red border, a gold stripe is added for every
third time the medal is awarded.

Minnesota Cross: This award is not yet available but will be
issued to all soldiers who participated in the war against Minne-
sota once that campaign is over. Realistically, all this award will
do is identify veterans, it will not be a measure of bravery or
heroism since all participants in the war will receive the cross.

Cybernetic Heart: The lucky few who survive serious com-
bat wounds sustained in combat are given the Cybernetic Heart
medal. A medal bestowed just for being wounded does not have
much prestige in the eyes of many soldiers, other than the recipi-
ents.

Awards for Bravery: Soldiers who perform their duty with
excellence and risk their lives above and beyond the call of duty
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are deemed worthy of recognition. Heroic actions that expose
these individuals to great personal danger in order to save com-
rades are rewarded with one of several awards, including the CS
Cross for Bravery, Joseph Prosek Medal for Valor, Distin-
guished Service Medallion or the most prestigious, the Impe-
rial Medal of Honor. Officers decide which medal is
appropriate depending upon the level of heroism displayed by
the soldier through their actions. These could range from the in-
fantryman who rushes across no-man’s land to rescue a fallen
comrade (who is given the Medal for Valor) to the dying medic
who continues to administer first aid to the other wounded sol-
diers and is awarded the Imperial Medal of Honor posthumously.

G.M. Note: When running a Coalition campaign, the G.M.
should be careful not to be too generous in handing out medals
for courage. If player characters are given extremely prestigious
awards for actions involving little personal danger, then the ef-
fect of the reward is greatly diminished. A fair guideline is to
hand out the CS Cross for Bravery when the character’s actions
might lead to injury or death but he takes the chance and saves
numerous lives or the life of an officer. Also keep in mind that
the number of successful missions completed and high Kill
counts are meaningless, these medals are awarded only for acts
of great heroism or valor.

Assorted battle & service ribbons: Campaign ribbons for
such things as terms of service (years), good conduct, efficiency,
etc., are designed to bolster the morale of the rank and file
soldiery, but these ribbons are awarded for the less than heroic
(but still necessary) actions. These often unique ribbons can be
awarded for (but are not limited to) participating in various mili-
tary battles and/or campaigns, long-term service (12+ years), for
superior quality and efficiency in one’s performance of duty, and
even for good conduct.

The ribbons for years of service, efficiency, and good conduct
tend to be uniform, while the campaign and battle ribbons are
more unique and specific. Unlike the more important medals,
Emperor Prosek has given his commanding officers much
greater leeway in creating and awarding these ribbons. Note to
G.M.’s: This is your chance to be creative, so knock yourselves
out; we’re fairly sure that Prosek won’t object.

Promotion Notes: The Coalition uses promotion as a reward
for superior service, and as a method to inspire and motivate sol-
diers to perform on a higher level. G.M.s too can use promotion
as a reward when running a Coalition campaign. Those player
characters who show superior role-playing ability can be re-
warded with more than experience points, they can be promoted!
Be careful to not be too generous with promotions, otherwise
they will become routine and will not be as rewarding for the
player characters.

Here are a couple of general rules of thumb to go by when
promoting player characters. Unless stated otherwise in the
O.C.C. description, a character begins his career as a Private.
Upon reaching 2nd level of experience, he is automatically pro-
moted to Private First Class. The rank of Corporal can be at-
tained either through superior role-playing or by reaching 4th
level of experience, whichever comes first. For the rank of Ser-
geant, a character can earn the position through good judgement
and role-playing, but should be of at least 4th level, otherwise he
will attain the rank once he has reached 7th level of experience.
No matter what experience level is achieved, the only way to rise



to a higher rank after reaching that of Sergeant, is for the charac-
ter to display leadership, good judgement and courage through
superior role-playing!

Officers, usually Military Specialists and Special Forces,
must work even harder than enlisted men to get promoted. To
rise higher than 1st Lieutenant, they must show excellent leader-
ship and extreme professionalism. The G.M. has sole discretion
in determining whether or not the actions of an officer player
character merits promotion. It is suggested that a character be of
at least 5th level to be considered for the rank of Captain, 7th for
Major and 10th for either Lieutenant Colonel or Colonel. An ac-
tive player character should never be able to achieve a rank
higher than Colonel!

Shell-Shock Rules (optional)

function at an impaired level. All attacks per melee round and
combat bonuses are at half their usual number.

To save against the Horror Factor (H.F.) the player must
roll a 20-sided die. Just like a parry, the roll must be equal or
higher than the horror factor to successfully save. A failed roll
means his character is affected by the horror.

Shell-Shock Sources of Trauma

Battle or the sound of battle: Horror Factor (H.F.) 14
Bombardment of bombs/the sound of explosions: H.F. 14

Close combat/physical violence: H.F. 15

Torture or the threat of torture: H.F. 17

Facing enemy soldier(s): H.F. 16

Facing robots: H.F. 15

Facing individual monsters/nonhumans: H.F. equal to the crea-
ture’s normal horror factor (if none, H.F. 13).

Horror Factor on the Battlefield
By Pat Nowak and Kevin Siembieda

All supernatural creatures have a horror factor. The horror
factor represents either the hideous appearance of the monster or
its overwhelming aura of evil and power, or combination of the
two. Whenever a human encounters one of these monstrosities
the character must roll a 20 sided die to see whether or not he or
she is momentarily stunned by the sheer horror of the thing. This
horror factor roll might be thought of as a saving throw or men-
tal parry. Fortunately, the character only needs to roll for the first
melee of each encounter, not every melee of combat.

There are horrors on the battlefield too. Seeing one’s buddy
atomized or blown in half by an energy weapon, half the com-
pany mowed down in an ambush, a monstrous predator eating
somebody alive and countless other things can stun and shock a
soldier. In addition, the constant stress of combat and killing can
take its toll. This can lead to a character becoming shell-shocked.
In this case, the shell-shocked warrior becomes overwhelmed by
a panic attack and either cringes in a corner or becomes com-
pletely catatonic. In either case, he is incapable of taking any ac-
tion, even to defend himself.

A character becomes shell-shocked as the result of incredible
mental, or mental and physical trauma, usually over a long pe-
riod of time. We leave the assigning of a shell-shocked condition
to the player and Game Master; G.M.s be fair and reasonable,
shell-shock is less common than one might think.

To save against the horrors of war (horror factor): A
shell-shocked character rolls to save vs the horror every time he
is confronted with the source of the shell-shocking trauma. A
successful save means, this time, he has managed to suppress his
fears and can function relatively unimpaired; penalties are -1 on
attacks/actions per melee round and -2 on initiative.

A failed roll means the warrior is so overwhelmed by panic
that he cannot take action; no attacks or actions per melee round
for the entire period that he is forced to face the object/situation
of his horror. He may suffer hallucinations and flashbacks to the
original traumatic experience.

If faced with imminent attack or a situation where he must
overcome his fears (such as saving himself or comrades), the
character can roll again to save vs the shell-shock horror factor.
A failed roll means no change. A successful save means he can

Complete Alphabetical List of
Skills, Old and New by Category
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The following is the complete list of skills available to the
various Coalition Military O.C.C.s and other men at arms
0.C.Css.

Communications
Cryptography

Electronic Countermeasures (new)
Laser

Optic Systems

Radio: Basic

Radio: Scrambler

Surveillance Systems

T.V. & Video
Domestic
Cook
Dance
Fishing
Play Musical Instrument
Sewing

Electrical Sing

Basic Electronics

Computer Repair

Electrical Engineer

Robot Electronics

Espionage

Detect Ambush

Detect Concealment

Disguise

Escape Artist

Forgery

Imitate Voices/Impersonation (new)

Intelligence

Interrogation Techniques (new)

Pick Locks

Pick Pockets

Sniper

Tracking

Wilderness Survival



Mechanical
Aircraft Mechanics
Automotive Mechanics
Basic Mechanics (new)
Field Armorer (new)
Locksmith

Mechanical Engineer
Robot Mechanics
Weapons Engineer

Medical

Criminal Science & Forensics
Field Surgery (new)

First Aid

Holistic Medicine

Paramedic

M.D. in Cybernetics

Medical Doctor

Pathology

Military

Armorer (new)

Camouflage (new)

Demolitions

Demolitions Disposal

Find Contraband, Weapons & Cybernetics (new)
Military Etiquette (new)

Military Fortification (new)

Nuclear, Biological, & Chemical Warfare (new)
Parachuting (new)

Recognize Weapon Quality (new)

Trap Construction (new)

Trap/Mine Detection (new)

Underwater Demolitions (new)

Physical

Hand to Hand: Basic

Hand to Hand: Expert

Hand to Hand: Martial Arts
Hand to Hand: Assassin
Handto Hand: Commando (new)
Acrobatics

Athletics (general)

Body Building & Weight lifting
Boxing

Climbing

Gymnastics

Prowl

Running

S.C.U.B.A.

Swimming

Wrestling

Pilot

Airplane

Automobile

Boat: Motor & Hydrofoils
Boat: Sail Type

Boat: Ship

Boat: Submersibles (new)

Boat: Warships & Patrol Boats (new)
Boat: Water Scooters (new)
Helicopter (Transport & Combat)
Horsemanship

Horsemanship: Exotic Animals (new)
Hover Craft (Ground)

Jet Aircraft

Jet Fighter

Jet Pack

Motorcycle

Robot Combat Basic

Robot Combat Elite

Robots & Power Armor

Tanks & APCs

Truck

Pilot Related

Navigation

Radar/Sonar Operations (new)
Read Sensory Equipment
Weapon System

Rogue
Computer Hacking
Concealment
Find Contraband, Weapons & Cybernetics (new)
Palming
Pick Locks Weapon Proficiencies
Pick Pockets Anci .
ncient Weapon Proficiencies
Prowl .
Streetwise W.P. Archery & Targeting
Streetwise — Drugs (new) W.P. Blurtnt
W.P. Chain
Science W.P. Knife
Anthropology W.P. Sword
Archeology Modern Weapon Proficiencies
Astronomy W.P. Automatic Pistol
Biology W.P. Automatic & Semi-Automatic Rifles
Botany W.P. Bolt Action Rifle
Chemistry W.P. Energy Pistol
Chemistry: Analytical W.P. Energy Rifle
Mathematics: Advanced W.P. Heavy Energy Weapons & Rail Guns
Mathematics: Basic W.P. Heavy Weapons
. W.P. Revolver
I‘id‘“'cal W.P. Sub-Machinegun
r
Computer Operation Wilderness
Computer Programming Boat Building
Language Carpentry
Literacy Hunting
Lore: D-Bee (new) Identify Plants & Fruits
Lore Demons & Monsters Land Navigation
Lore: Faerie Preserve Food
Lore: Magic (new) Skin & Prepare Animal Hides
Lore: Psychic (new) Track Animals
Photography Trap Construction (new)
Writing Trap/Mine Detection (new)
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Descriptions of New SKkills

Alphabetical List of New Skills by Category

Communications:

Electronic Countermeasures

Espionage:

Imitate Voices/Impersonation
Interrogation Techniques

Mechanical:

Basic Mechanics

Medical:

Field Surgery

Military:

Armorer

Camouflage

Find Contraband, Weapons & Cybernetics
Military Etiquette

Military Fortification

Nuclear, Biological, & Chemical Warfare
Parachuting

Recognize Weapon Quality

Trap Construction

Trap/Mine Detection

Underwater Demolitions

Physical:

Hand to Hand: Commando

Swimming & Fatigue Note

Pilot:

Horsemanship: Exotic Animals

Pilot: Submersibles

Pilot: Warships & Patrol Boats

Pilot: Water Scooters

Power Armor Skill Note

Pilot Related:

Navigation Skill Note

Radar/Sonar Operations (Read Sensor Equipment)
Rogue:

Find Contraband, Weapons & Cybernetics:
Streetwise — Drugs

Technical:
Lore — D-Bee
Lore — Magic

Lore — Psychic
Wilderness:

Trap Construction
Trap/Mine Detection

Skill Note: In most cases, the skills listed in Coalition War
Campaign are taken from other Rifts® titles. They are collected
here for your easy reference and convenience. These skills are
the most appropriate for Military personnel (CS and mercenar-
ies) in a North American adventure campaign. Skills from other
books that have not been included are optional and/or remain ap-
propriate to specific O.C.C.s, R.C.C.s or geographic regions. The
new skills are listed under New Skills and have been italicized in
the large, complete skill list. The skills on the complete list are
not found here but are located in the Rifts® RPG).
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Communications: Electronic Countermeasures (Jam-
ming): Useful for preventing the enemy’s communications from
working. Since all armor, power armor and robot vehicles are
linked by radio transmissions, jamming can cause unit confusion
and disrupt communications. Military organization breaks down,
causing a loss of effectiveness for all but the best of units.

Just about any high-powered radio can be used for jamming.
Armed with a radio, a small guerrilla unit can completely disrupt
the maneuvers of large enemy groups. This skill also enables the
radio operator to “follow” the enemy’s attempted transmissions
over jammed frequencies to trace their general location, a spe-
cific building, or direction. This tactic is extremely useful in
finding and eliminating lone power-armor troopers. Base Skill:
30% +5% per level of experience. Note: If the G.M. likes, he
can make this part of the Radio: Scrambler skill, but still with a
base of 30%.

Espionage: Imitate Voices & Impersonation: The ability to
imitate the voice, accent and expressions of another person or
area. This skill is common among CS spies and espionage agents
as well as ninja and the occasional assassin or mercenary. The
first number indicates the character’s ability to change his voice
and imitate accents, inflections and expressions from other re-
gions. A successful roll means he has disguised his normal/true
speaking voice and accent, and convincingly sounds like he is
from another region or part of the world.

The second number indicates the character’s ability to accu-
rately imitate the voice, inflections and attitude of a specific per-
son! This is much more difficult, and the character will either
need to know the person being imitated very well or have spent
hours studying him/her. Base Skill: 36%/16% +4% per level of
experience.

Note: When combined with the disguise and intelligence
skills, the character is able to completely impersonate another
person or type of occupation (soldier, ISS Inspector, operator,
priest, etc.). This is likely to include a knowledge of the en-
emy/subject of impersonation, military procedure, dress, com-
mand, rank, and will usually require speaking the language
fluently. This means the character can convincingly impersonate
a general type of person/soldier/occupation by using an accurate
disguise, proper actions, and language. Base Skill: 16% +4% per
level of experience to impersonate a specific individual; +12% to
impersonate general personnel and occupations.

Espionage: Interrogation Techniques: This skill is common
among  policemen, intelligence officers, and assas-
sins/spies/bounty hunters. The character knows the techniques to
get information from (typically unwilling) subjects. This in-
cludes such old methods as “good cop, bad cop” (one interroga-
tor is threatening and intimidating, the other is sympathetic and
friendly), deceiving and misleading the subject into giving away
information, and similar. The character can also judge if the sub-
ject is lying (the Game Master might assess bonuses and penal-
ties depending on how good a liar the subject is, and/or on the
victim’s M.E., M.A. and/or P.B; the higher any or each of these
attributes, the more convincing the lies). This skill also includes
some basic knowledge on methods of torture, from basic tactics
like depriving the subject of sleep, to the use of “medieval” in-
struments, drugs and psionics. Note: Only evil characters will



engage in actual torture. Base Skill: 20% +5% per level of expe-
rience.

Mechanical: Basic Mechanics: A general familiarity and un-
derstanding of basic mechanics. This character can fix a toaster,
repair a bicycle, replace a belt on a motor, repair or replace a
switch, handle or a knob, replace a spark plug, change oil, assist
in automobile repairs, maintain machinery, read a schematic and
similar fundamental tasks. Base Skill: 30% +5% per level of ex-
perience.

Medical: Field Surgery (By Pat Nowak): This skill reflects
training in emergency, life-saving surgical procedures that can
be performed in the field to keep critically wounded characters
alive. Given the proper tools, the surgeon character can perform
amputations, suture torn arteries, check internal bleeding, cauter-
ize wounds, give blood transfusions and even install cybernetic
implants (penalty of -15% except if character has basic cybernet-
ics skill). Field expedient surgery is a dangerous proposition that
too often results in the death of the patient. Because of the risk
involved, field surgery is attempted only when it is the only
chance the wounded character has for survival! If the operation
is successful, the patient lives and can be evacuated to a hospital,
but a failed roll results in the immediate death of the patient.
Base SKill: 16% + 4% per level of experience.

Optional Guidelines for Fatal Injury Treatment: In the
violent world of Rifts, regular humans and similar non-mega-
damage beings are at an extreme disadvantage. Once a human’s
body armor is destroyed, a single M.D. blast will usually obliter-
ate him/her. These guidelines are provided to give player charac-
ters a chance, however slight, to survive a blast that would
normally evaporate the character. If the GM agrees, the character
can survive a mega-damage intensity wound if a trained medic
makes a successful field surgery skill roll.

Unless the attacker made a called shot or rolled an unmodi-
fied 19 or higher, the character has the chance to live. The basic
idea is that the M.D. blast was partially absorbed by nearby
cover or merely sheared off a limb (G.M.s, give some reasonable
explanation). Within 1D4 melee rounds after the character’s be-
ing hit, a medic character must attend to his/her injuries. If the
medic makes a successful skill roll, the character is incapacitated
but survives the attack, though just barely (reduce S.D.C. to zero
and hit points are at 1D6 above zero). A failed roll means the in-
jured character was beyond saving and dies an instant later. Even
if the field operation succeeds, the wounded character is in
shock, crippled, may require additional extensive surgery and is
likely to require cybernetic or bionic reconstruction and a long
recovery period before he is able to adventure again. Although
crippled, the character lives (it may be appropriate to also deter-
mine an insanity and permanent physical side-effects from the
injury). Note: This optional survival rule is also applicable to
Medical and Cyber doctors-

Military: Armorer: This is a somewhat simplistic version of
the weapons engineer as it applies to infantry weapons. A com-
petent armorer character can maintain, fix, modify, mount, re-
load/charge ammunition, and figure out most small arms. They
can repair all types of pistols and rifles, repair minor damage to
body armor (20 M.D. maximum), adjust targeting sights, use and
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repair optical enhancements, reload missiles and ammo drums,
recharge E-clips, install/mount a rail gun or machinegun on a ve-
hicle, and even fix most simple robot and bionic weapons like
forearm blasters and retractable blades. Base Skill: 40% +5%
per level of experience. Note: Automatically gets the basic me-
chanics skill at +20% as part of this package.

Military: Camouflage: The skill of concealing a fixed base
position, vehicle, bot, equipment or individual, using natural or
artificial materials. A fair amount of time is involved in the
preparation of a larger position. Large cargo nets, cut branches or
underbrush are most often used in camouflage. This skill is also
used to conceal traps. Base Skill: 20% +5% per level of experi-
ence.

Military Etiquette: This skill grants a clear understanding of
the way the military works, including rules of behavior (when to
salute, how to address superiors/subalterns, etc.), military proce-
dures and routines, standard issue of equipment, special ordering
procedures, proper display of rank and medals, advancement in
rank (and the duties that come with it), proper troop formations,
how to deal with military bureaucracy, the chain of command,
proper channels, who to contact to get things done, and other
useful information on matters of military protocol and bureauc-
racy. Base Skill: 35% +5% per level of experience. Note: All
soldiers have a fundamental knowledge of military etiquette
(base skill 30% with no improvement), but this skill is much
more complete, with a strong knowledge of what is expected,
correct and the formal approach (e.g. by the book knowledge).

Military & Rogue: Find Contraband, Weapons & Cyber-
netics: The character with this skill knows where to find arms
dealers, smugglers, body chop-shops, cyber-snatchers, M.O.M.
and Juicer conversions, criminal cyber-docs and illegal medical
treatment, as well as how to spot them. He is also familiar with
their practices, hang-outs, gang or criminal ties, general prac-
tices, code of conduct, pricing structures and modes of operation.
Likewise, the character has a good idea of what black market
weapons and cybernetics should cost and what these people pay
for contraband items (typically only 20% of the retail market
price). The character also knows the penalty for being caught
with an illegal weapon, implant or bionics. In all CS cities and
most societies, any M.D. weapons, concealed weapons and
sidearms are forbidden inside large population centers.

This skill is especially appropriate in the modern cities of the
Coalition States, as well as in the large cities of the NGR, Atlan-
tis, Japan, and other large, urban communities. Base Skill: 26%
+4% per level of experience. Note: This skill should be consid-
ered separate and apart from streetwise.

Military: Fortification: This is the skill of designing and
building defensive fortifications suitable for modern mega-dam-
age combat. If provided with the time and materials, the charac-
ter can greatly increase the defensive value of natural terrain
with murderous defenses that include obstacles to impede move-
ment and protective structures to shield friendly forces from en-
emy fire. The character is trained to prepare mine fields, barbed
wire, tank obstacles, tanglefoot wire, booby traps, trenches, tank
ditches, foxholes/shell scrapes, reinforced concrete or earthen



walls, bunker complexes, rail gun/mortar emplacements, tunnel
systems and similar defensive constructions. Base Skill: 30%
+5% per level of experience.

Even with the advent of mega-damage warfare, the old
standby fortifications listed above have useful applications. Ob-
stacles like ditches and mine fields slow the advance of “bots, in-
fantry and tanks, exposing them for longer periods to defender
firepower. Earthen walls and foxholes made from S.D.C. materi-
als still afford soldiers some protection and can disperse energy
blasts or deflect shrapnel from explosives. If these protective
structures are built with mega-damage concrete and alloys, they
provide defenders with as much protection as any robot vehicle
or tank!

Military: Nuclear, Biological, & Chemical Warfare
(NBC): This is the knowledge of safety precautions to protect
oneself and others from the effects of nuclear, biological or
chemical warfare, waste and contamination. The character is also
knowledgeable in the safe handling, and “clean-up” and contain-
ment of such hazardous materials. Base Skill: 35% +5% per
level of experience.

Military: Parachuting: This skill includes the methods, pro-
cedures, and techniques of parachuting, packing the chute, sky-
diving techniques, precision landing, landing without injury, and
practice of jumping from a high altitude aircraft. The advantage
of parachuting is secrecy, since the troopers’ insertion into en-
emy territory is silent and often goes unnoticed. The following
three methods are the ones most commonly used by modemn
paratroopers:

High-Altitude-High-Opening (HAHO) jumps take place from
a height of 25,000 to 30,000 ft. As the paratroopers drop, they
travel laterally to the desired drop zone (DZ) where they wish to
land. This technique is used to “throw off” enemy units since
they will probably search for paratroopers directly beneath the
path of the aircraft.

High-Altitude-Low-Opening (HALO) operations also begin
at 25,000 to 30,000 ft (7620 to 9144 m) but the paratrooper does
not pop the chute until an altitude of 4,000 ft (1220 m), or even
less. The jump takes place so rapidly that there is little chance
for the paratroopers to be viewed after the chutes open.

The most dangerous method is Low-Altitude-Low-Opening
(LALO) drops. The jump is made at the mere height of 300 to
500 ft (91 to 152 m). If there are any complications (a failed
roll), the paratrooper is likely to be injured (broken bones) or
killed (30% chance)! Even if the jump goes without a hitch,
there is a 20% chance of taking 6D6 S.D.C. from an awkward
landing, even if wearing M.D. armor.

Failure on a parachuting roll indicates that there are complica-
tions somewhere along the jump. This might mean an improp-
erly packed chute, tangling of lines, etc. On a high altitude jump,
the character gets a second roll for their reserve chute. If the sec-
ond roll also fails, then the character falls to his death! There is
not enough time on a low altitude drop to use a reserve chute, so
a failed roll means the character hits the ground (humans die!)
without a second chance. Parachuting can be selected as a Mili-
tary or Pilot Related skill. Base Skill: 40% +5% per level of ex-
perience.
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Military: Recognize Weapon Quality: The ability to accu-
rately determine a weapon’s durability, reliability, and quality by
physically examining it. This includes knowing which manufac-
turers are reputed to make the best weapons, the ability to recog-
nize damage or signs of misuse, modifications/customization or
wear and tear, whether the weapon can be made as good as new
with a little repair work and/or cleaning, whether it is a cheap (or
quality) “knock-off” (copy/imitation), and so on. The character
can also recognize if the weapon is stolen (serial numbers filed
away, etc.), new, old, and if it has any other special features or
properties as well as knowing what the fair price should be. Base
Skill: 25% +5% per level of experience. Note: Reduce the skill
ability by half if the item is not actually handled (seen but not
touched/examined).

Military and Wilderness: Trap Construction (by Nowak
& Siembieda): Training in the design and application of traps
and mines used in anti-personnel and defense tactics. With read-
ily available materials and simple tools, including shovels,
knives, sticks, wire and rope, the character can build fiendish
traps. Any who would scoff at the effectiveness of traps in mod-
ern mega-damage combat should reconsider. It is true that traps
cannot be made to destroy or even damage M.D. equipment, un-
less explosives and the demolitions skill are used, but these traps
can hamper or disable enemy robots and vehicles, and injure or
kill unarmored or lightly armored soldiers! Traps can also be
used as an alarm to alert the trap maker to the presence of intrud-
ers or the enemy (fires a flare, activates a video camera and
transmission, makes noise, etc.).

The greatest drawback of traps lies in the amount of time re-
quired to prepare them — it can take hours to prepare rock
slides, large pits and similar traps — but, even this time can be
shortened with help from others since only one character needs
the skill to successfully direct workers. Ingeniously prepared
traps can, and often do, shift the advantage of a battle to the side
that prepared the field for combat. Base Skill: 20% +4% per
level of experience.

The following are some examples of traps, complete with
their effects; a character can include using the trap construction
skill. All damage, penalties and considerations are based on a
human-sized victim unless stated otherwise.

Pit, Man-Sized: Typically a simple pit/hole 7-14 feet (2.1 to
4.2 m) deep and concealed with twigs and leaves. Pits can slow
an enemy advance by delaying troop movement (must pause to
climb out of pit or to help comrade out of the pit), injuring the
victim (typically twist, pull or bruise and sometimes break a leg
or arm), damaging light (S.D.C.) equipment, trapping unfortu-
nate soldiers and disabling robots (at least temporarily).

A person blundering into a pit trap falls, taking 1D6
S.D.C./hit point damage per every seven feet (2.1 m) of depth,
even if wearing M.D. body armor (the impact has an effect on
the person inside; no damage to power armor or robot pilots)!
The same damage is applied to fragile S.D.C. items that tumble
into the pit. The character also loses one melee attack/action in
that act of falling and 1D4 melee actions gathering his wits and
getting back on his feet; stun affect.

To climb out of the hole unassisted requires 1D6 melee ac-
tions. An especially deep pit will require a climbing skill roll or
somebody to give the character a hand. Robot vehicles that step



into the hole have a 01-70% likelihood of tripping and falling.
Crew members suffer 1D4 S.D.C. damage and must spend 1D4
melee rounds to right the vehicle. While trapped and/or while the
victim(s) are attempting to recover, the trap maker and his allies
usually launch a vicious attack or surround the victim. The pit
trap is very common in the wilds of North America.

Monster Pit: In some instances, the trap designer will place a
small (or large), vicious creature inside the pit. The creature will
be terrified and/or angry and attacks anything that falls into the
pit. These creatures typically fight until slain. Lasae, worms of
Taut and M.D. monsters of similar size are often used in this ca-
pacity, as well as wild canines, felines, bears and snakes.

Snake Pit: A shallow pit, 4 or 5 feet deep (1.2 to 1.5 m), filled
with poisonous snakes or small worms of Taut. Characters who
fall or stumble into the pit receive 1D4 bites. Regular snake bites
inflict 1D4 S.D.C. damage plus 3D6 S.D.C. from poison if the
creatures bite unprotected flesh. Creatures like worms of Taut
and other alien “crawly things” may inflict mega-damage. The
trap is rarely used in North American and Europe, but is fre-
quently used in the jungles of South America and Asia.

Tank Trap/Giant Pit: Basically the same as a man-sized pit
but dug to a depth of 18 to 30 feet (5.4 to 9 m). Infantry ground
troops who blunder into the hole suffer 1D6 S.D.C. for every
seven feet (2.1 m) of depth from falling and need 2D4+2 melee
attacks/actions to climb out, unless helped out by people outside
the pit with rope and such.

Robot vehicles and tanks can also fall victim to these deep
and often wide pits. The crew suffers 2D4 S.D.C. damage from
getting jostled around. Humanoid robots and power armor suits
can climb or pull themselves out of the pit with relative ease;
must spend one or two full melee rounds (15-30 seconds) unless
the vehicle or power armor can fly or leap out (counts as one me-
lee action).

Tanks, trucks and other ground vehicles may have part or all
of the vehicle stuck or wedged in the pit and require a crane or
giant robot(s) or several power armor troops to pull it out. Just
how stuck and immobilized the vehicle is will depend on the size
and depth of the pit.

Mined Pit: A pit with land mines or other explosive device(s)
dug into or placed on the floor of the pit. It detonates when one
or more victims hit the bottom.

Punji Stake Pit: Typically a pit 8-10 feet (2.4 to 3 m) deep,
concealed with twigs and leaves. The bottom of the pit is lined
with a bed of sharp wooden stakes. Roll 1D6 to see how many
stakes the falling character lands on; each inflicts 1D6 S.D.C.
damage plus damage and penalties from the fall (see the man-
sized pit description). Vibro-blades and special M.D.C. materials
can be used to inflict mega-damage; roll 1D6 to see how many
stakes the falling character lands on; each inflicts 1D6 M.D. plus
possible damage and penalties from the fall.

Punji pits are extraordinarily effective against vampires and
are found throughout Mexico! They are often used (camouflaged
and open) as countermeasures along defensive perimeters and
dug-in fortifications.

Punji Sticks: Sharp wooden stakes stuck into the base of trees,
in tree branches, or on the ground at strategic locations, near set-
tlements, defensive perimeters, off to the sides of paths and so
on. People who stray off the path or go where they don’t belong,
may step on, stumble, trip, fall or lean into 1D4 stakes/spikes.
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Each stake inflicts 1D6 points of S.D.C. damage. Wood and
S.D.C. material punji stakes do no damage to characters in M.D.
body armor and are rarely used for that reason.

As noted previously, vibro-blades and other mega-damage
materials may be used, but are not as effective; vibro-blades tend
to hum, tipping off their location, and M.D.C. materials scrape
but seldom puncture M.D.C. armor unless the victim falls on or
drives across them with some force. Punji sticks are a form of
guerilla warfare designed for use against humanoid enemies.
Travelling slowly and carefully, they are easy to detect and
avoid, but if reckless or running, the character is likely to run
into them headlong.

Punji-Stick Drop-Fall Trap: A large weight bristling with
sharp, wood stakes is suspended in a tree. It is released by a trip
wire and either drops down or swings across the target area.
Characters can try to dodge but are -3 to do so. This trap inflicts
6D6 S.D.C. damage to unarmored victims. Those wearing M.D.
body armor suffer 2D4 S.D.C. damage from the impact and are
knocked off their feet; lose initiative and one melee action!

Swinging Log: A huge log or piece of debris (cannon barrels
and the legs from a giant robot are also used) is suspended in a
tree. When released by a trip wire or pressure plate, it swings
across the target area. All characters in the path of its swing are
struck and suffer damage unless they successfully dodge at a -3
penalty. Characters wearing M.D. body armor suffer 6D6 S.D.C.
damage from impact, unarmored victims suffer 2D6x10 S.D.C.
(or one M.D. point)! Individuals struck by the log are knocked
out cold by the tremendous impact for 3D4 melee rounds. The
trap is a favorite for attacking groups of soldiers walking in sin-
gle file, as well as against power armor.

Robot vehicles struck by the huge weight have a 01-50% like-
lihood of being knocked off their feet; vehicles knocked off their
path. The vehicle crew suffers 1D4 S.D.C. damage from being
thrown around the cockpit.

Barbed Wire Barrier: Cords or rolls of barbed wire are laid
across a pathway, entrance or particular area (concealed or not)
to bar its path. While the wire will not hurt mega-damage body
armor, it still hooks and entangles the feet and snags any fabric,
thus impairing movement (the wire must be cut or pulled away)
and makes noise. Power armor units and bots can often tear right
thorough it or stomp it down with no penalties, but their passage
will still make some noise.

Rock Slide/Log Fall: Rocks or massive logs or debris piled at
the top of an incline are released to tumble into the target area.
Every foot soldier, bot or vehicle in the area suffers 1D4 M.D.
from the impact of rocks or M.D. debris or 1D6x10 S.D.C. from
logs. Unless the victims make a successful dodge at -8 and are
able to dive for cover, they are struck and carried away by the
tumbling rocks, logs or debris. Most will become pinned in or
trapped beneath the fallen materials until rescued by compan-
ions.

Even those individuals who dodged successfully are trapped
at the edge of the pile and need 3D4 melee rounds to work them-
selves free. Robots and vehicles, who are often targeted by this
trap, have no chance to dodge and a 01-90% likelihood of get-
ting knocked down or pushed 1D6x10 feet off the path. Further-
more, they are struck by more of the falling debris, suffer triple
damage and are likely (01-75%) to need a crane, giant robot or
several power armor troops to pull them free. The crew of the



vehicle suffers 2D6 S.D.C. damage. During this time, the design-
ers of the trap typically swarm the helpless vehicles, bots or sol-
diers, attacking or taking prisoners. In addition, the debris
covered road/area is more difficult to travel over. This trap is
very popular in hilly and mountainous regions.

Crossbow Trap: A crossbow attached to a tree or in a pit that
shoots when a trip wire is pressed or broken. The bolt strikes the
target on a 1D20 roll of 14 or higher. Damage from an ordinary
bow and arrow is 2D6 S.D.C., but any of the high-tech types can
be used. Often the crossbow will be loaded with an explosive
high-tech bolt that inflicts 3D6 M.D. rather than a conventional
projectile. Fairly common.

A variation can use an S.D.C. or energy pistol typically fires
only a single shot) by having the wire depress the trigger on the
gun. However, this is a rarity because of the waste and cost of
using a more sophisticated and high-tech weapon.

Trip Snare: Causes the character to trip. No damage, but the
fall is embarrassing, the character loses initiative, two melee ac-
tions, and makes a loud noise that will alert nearby enemies and
predators to the character’s location. Usually the snare is set as
part of an ambush, leaving the fallen character vulnerable to the
opening volley of an attack. This type of trap is extremely com-
mon.

Variations include trip flares, which in addition to the above,
a rocket flare is shot into the sky and explodes. The flare indi-
cates the exact location of the intrusion and, at night, illuminates
the immediate area of the snare.

Animal Snare: A simple snare designed to catch or lasso the
animal’s foot or head. This is typically used to capture small ani-
mals.

Rope Snare: This is a concealed, lasso-style snare tied to a
tree. When the snare is triggered, the lasso snares the foot or feet
and whips the character or animal up and suspends it, dangling
from a tree, usually 5-10 feet (1.5 to 3 m) above the ground. No
damage, but the character loses two melee actions and needs an-
other melee action or two to cut himself down. It is most effec-
tive in forested areas.

Net Trap: Rather than using a lasso-style snare, a net can be
used in the above rope snare trap. The net is spread on the
ground and camouflaged, but wraps around the target when trig-
gered. The character or animal is whipped up and suspended
from the tree 10 feet (3 m) above the ground. There is no dam-
age caused by the trap but the character loses two melee actions
and needs a further three melee actions to cut himself loose.

Bear Trap: A pair of large, clamping metal jaws that snap shut
when the prey steps on the pressure plate. The metal jaws are
typically chained to a tree or stake and require a combined P.S.
of 24 to pry them open; a hand activated release switch will also
open and reset the trap. Damage is 4D6 S.D.C., but holds its prey
in place until the jaws are opened or the prey literally tears itself
free; animals often bleed to death. This trap is effective against
animals and unarmored humanoid prey. It is sometimes com-
bined with a snare to trigger flares or drop a grenade.

Naruni Bullet Mine: A crippling trap design which employs a
Naruni plasma cartridge or small explosive. The cartridge is
placed in a small hole in the ground atop a nail or firing pin, then
covered by a camouflaged wooden slat. When someone steps on
the slat, the cartridge is pressed down on the firing pin, trigger-
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ing a plasma blast that inflicts 1D4x10 M.D. to the victim’s foot.
Uncommon, due to the generally poor availability of Naruni am-
munition. Hand grenades and other explosives are sometimes
substituted.

Grenade Trap: A regular grenade, with its pin removed, is at-
tached to a trip wire and placed in a can hanging from a tree.
When the trip wire is pulled, the grenade falls from the can and
explodes on or near the unfortunate victim. The explosion causes
regular damage by grenade type, fragmentation (2D6 M.D.) and
plasma grenades (5D6 M.D) are typically used. This is a fairly
common trap.

Variations include the use of riot control flash/stun grenades,
tear gas and smoke grenades.

Mini-Missile Trap: Typically a snare that triggers the launch
mechanism of a mini-missile! Fairly uncommon; another guer-
illa tactic.

Fusion blocks, plastique charges and land mines are all fre-
quently used in booby traps throughout the world. However, the
character must have the demolitions skill to use them.

Military and Wilderness: Trap/Mine Detection: Knowl-
edge of the strategic placement of booby traps and mines, the
tell-tale trademarks and indications of traps and mines, how to
avoid them, and the use of mine and explosive detection equip-
ment. The character has been trained to watch for suspicious ob-
jects, dirt mounds, trip wires and camouflaging materials that
may denote the presence of a trap. Simple snare traps and trip
wires can be easily disarmed by the character, but the demoli-
tions disposal skill is required to disarm mines, explosives or
complex traps. Base Skill: 20% +5% per level of experience on
visuals alone. Add +50% when using special detection equip-
ment to locate mines/explosives or +10% to locate other types of
traps with detection equipment.

Note: Psi-hounds/Dog Boys who are of the Bloodhound and
German Shepherd/Alsatian breeds have a base skill of 35% +5%
per level of experience to literally “sniff-out” explosives, magic
traps, and “sense” other types of traps without benefit of special
equipment! However, these “Sniffers” must undergo special
training, and this special focus reduces their other sensing abili-
ties by -10%. The ordinary Bloodhound or Shepherd Dog Boy
does not get any special bonus or ability and must use mechani-
cal equipment and his ordinary senses to locate mines and traps.

Military: Underwater Demolitions: Fundamentally the
same basic skills and training as demolitions, but with an empha-
sis on using explosives in an underwater environment, including
underwater techniques, area affect, sound wave damage, differ-
ent types of explosives, as well as arming, disarming and repair-
ing torpedoes and depth charges. Base skill: 56% +4% per level
of experience. Note: Any character with the demolitions skill
can use explosives underwater, but is -10%.

Physical: Hand to Hand Commando: See the Special
Forces/Commando O.C.C. description for details.

Physical: Swimming & Fatigue Note: For humans and simi-
lar surface dwelling D-bees, the act of swimming on the surface
of the water has the same fatigue rate as running and medium to

65

heavy exertion, especially at great speed or very long periods of
time. Swimming underwater with S.C.U.B.A. equipment or
other underwater equipment is considered to be light activity,
unless extremely active, involved in combat or fast swimming
(in which case it is considered strenuous or heavy activity).

For most aquatic life forms, including D-bees and mutants,
underwater activities such as fast swimming, diving, playing and
underwater acrobatics are considered light activities and can be
conducted for hours without fatigue. Pulling a heavy load and
engaging in combat is considered medium to heavy activity.

The buoyancy of water reduces the weight of most items by
30% when used/carried underwater. This means the fatigue rate
for carrying a heavy load is reduced by 30% — meaning 30%
more can be carried at the normal fatigue rate. Characters can
also lift 30% heavier weights.

Pilot: Horsemanship: Exotic Animals: This skill is basi-
cally the same as the original horsemanship skill, except that the
character is experienced in riding other types of “tame’ animals.
This can include elephants, camels, lamas, pegasus, dragondac-
tyls, gryphons, demon hounds, fury beetles, giant insects, Worm-
wood parasites, and other alien or monstrous beasts trained to be
riding animals. Wild, untamed creatures cannot be ridden (ex-
cept by the likes of the Simvan monster riders). Base Skill:
30%+4% per level of experience.Skill Note: Characters with the
traditional “horsemanship” skill for riding Earth horses and other
very horse-like animals can quickly figure out how to ride exotic
and alien riding animals, but at a skill penalty of -12% to ride
ground/running animals and -14% to ride flying or tree climbing
and leaping animals. Similarly, D-bees not familiar with riding
the fast and sleek Earth horse are -10% to ride them. CS Note:
Except for the CS Espionage Agent and CS Commando, both
highly specialized military operatives given great flexibility to
perform their missions and to use disguises, no other Coalition
States soldier (not even the Military Specialist) is allowed to ride
“unnatural, alien creatures.” This skill is available to all non-CS
0.C.Css.

Pilot Submersibles: The knowledge and skill of piloting all
types of submersibles, including underwater sleds, mini-subs and
most types of submarines, including military submersibles. Base
Skill: 40% +4% per level of experience. Note: -20% when using
alien or unusual submarines. Does not include power armor or
deep sea diving suits.

Pilot: Warships/Patrol Boats: Special training in the use of
military warships, combat hydrofoils, patrol boats and amphibi-
ous beachcraft/transports. Includes a basic idea of how to use so-
nar and targeting equipment, depth charges, torpedoes, and other
common weapon systems, as well as evasive maneuvers and pi-
loting. Base skill: 40% +4% level. Note: Characters with the
motor boat or ship skill can also pilot these vessels but at a -12%
penalty.

Pilot Water Scooters: The knowledge and skill of piloting
all types of one and two-man water sleds (underwater) and jet
skis (surface sleds). Base Skill: 50% +5% per level of experi-
ence.



Pilot Related: Navigation Note: The basic Navigation skill
described in Rifts® Ultimate Edition, page 320, will enable
characters to pilot water vessels that ride on the surface of the
water by charting the stars and landmarks and using instru-
ments. Likewise, the character can navigate submersibles using
instruments and other data. Navigating marine vessels is an as-
pect of the standard Navigation skill.

Pilot: Power Armor Skill Note: The skill described in
Rifts® Ultimate Edition, page 319, includes non-combat mod-
els of light, medium and heavy power armor as well as diving
suits and experimental and light combat underwater power ar-
mor. Robot Combat: Elite is required to pilot heavy combat
power armor, underwater robots and advanced robot vehicles.

Most types of power armor, including airborne types like the
SAMAS, are suitable for use underwater, although flight/propul-
sion speed is reduced by 80%. Power armor without jet propul-
sion can travel underwater (swim or walk along the bottom), but
also at -80% their normal land speed. The CS is developing a
modest Navy that is deployed in the Great Lakes and the Gulf of
Mexico. However, their expertise and current watercraft are
very restricted, so they often use their conventional ground and
air power armor and bots for limited underwater operations.

Pilot Related: Radar/Sonar Operations (Read Sensor
Equipment): The ability to use radar (radio echo bounces) and
sonar (underwater sound echo bounces) equipment and correctly
read the information to precisely locate and follow aircraft, ships
and submarines. This is all included in the skill ability to read
sensor equipment. Base SKkill: 30% +5% per level of experience.

A note about sonar: In submarines, there are two methods or
types of sonar operations, passive and active. To use active so-
nar, the sub must give a pulse of sound to bounce off any nearby
ships or objects. This is very dangerous since it immediately
gives away the position of the ship; most subs will not use active
sonar unless absolutely necessary.

Most submersibles will rely on passive sonar systems. This is
much more difficult since the sonar operator must sift through
the background noise to find any enemy ships. Sometimes they
will not be able to distinguish the location of a ship from the
background static. Despite this fact, passive sonar is used be-
cause it does not give away the location of the sub. Skill Pen-
alty: -15% on read sensor equipment skill.

Rogue: Streetwise — Drugs: The following additional street
knowledge can be included as part of the regular streetwise skill
or used as an additional rogue skill; G.M.’s choice. If used as a
separate skill the Base Skill proficiency is 25%+5% per level of
experience.

The streetwise: drug skill gives the character the ability to
recognize characters addicted to drugs, street corner pushers, big
time dealers, drug smugglers, juicers, Japes, and undercover
agents looking to bust dealers. Similarly, the character has a
good idea what drugs cost, how to use them and where to buy
them (even if he doesn’t use them himself). The character also
knows most of the “street names” of common drugs, recognizes
the drug when he sees it and knows the general effects and dan-
gers it represents. He can also recognize the symptoms in others
and can guess what drug a user may be high on with reasonable
accuracy (roll under skill ability).
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Technical: Lore — D-bee: Most D-bees (the slang for Di-
mensional Beings) are just alien humanoids from another dimen-
sion or planet. To be classified as a D-bee, the creature must be
remotely humanoid in appearance, usually a biped, have a hu-
man-like intelligence and not possess supernatural powers. Crea-
tures who are not humanoid in appearance and have extremely
monstrous or demonic appearances and/or powers, are usually
considered to be monsters rather than D-bees.

D-bee lore is the general study of alien humanoids. This area
of study will include culture shock, common types, common be-
havioral patterns, the distinction between instinctive predators
and social oriented beings, myths and legends. The skill is often
limited to those living in a specific geographic region where the
skill is being taught; i.e. beings commonly known to live in
North America will be known by the CS. The region may be
limited further, such as D-bees of Western America (or Canada,
etc.), Midwest, East, Coalition States and so on. D-bee lore is not
a science. Consequently, it is not always accurate, complete or
in-depth. See the anthropology skill for an in-depth approach to
behavioral science. Base SKill: 25%+5% per level of experience.

Technical: Lore — Magic: This area of study does not give
the character any magic powers, the ability to use Techno-Wiz-
ard devices, or the ability to read magic symbols. What it pro-
vides is general information about magic, magic creatures, the
Federation of Magic, and myths about magic. For example, a
character with this skill knows about the general powers and
abilities of infamous magic creatures such as the various types of
dragons, sphinxes, unicorn, and so on. He’d know what are the
main types of magic (on Earth or at least his geographic area),
such as spell casting/Line Walkers, summoning/Shifters, Rift-
ing/Shifters, Techno-Wizardry, Stone Magic, Bio-Wizardry,
Necromancy, and so on. Likewise, the character is likely to
know legends about powerful magic items, places, curses and
notorious practitioners of magic. Although the character cannot
read runes or mystic symbols, he is likely to be able to recognize
whether the symbol is a real magic ward, rune or warning. The
following abilities come with this layman’s skill: Base Skill
(general knowledge): 25% +5% per level of experience. Recog-
nize wards, runes and circles: 15% +5% per level of experi-
ence. Recognized Enchantment: i.e. magic items, people under
the influence of magic charms, possession, curses, mind control
and similar: 10% +5% per level of experience.

Technical: Lore — Psychic: Knowledge about psionic pow-
ers, how they are believed to work, how they affect people, their
limitations, and who possesses them. This skill also provides a
rudimentary knowledge about people and beings who possess
psionic powers such as minor and major psychics, healers, Psi-
Stalkers, Psi-Hounds, Bursters, Mind Melters, Mind Benders,
Cyber-Knights and the most infamous supernatural creatures
(vampires, possessing entities, Goquas, Mindolars, Raksashas,
etc.). The character may also have a passing knowledge about
some of the psionic weapons and symbiotes of Atlantis, famous
psychics in the region, mind control (via drugs, psychology, hyp-
nosis, magic and psionics) and myths and legends about such
places as the Astral Plane, Dreamstream, The Enclave and
Psyscape. The character does not have to be a psychic himself,
but he should believe that psychic powers really exist. Base
Skill: 25% +5% per level of experience.



Coalition
Military O.C.C.s

By Kevin Siembieda with suggestions and some text by
Julius Rosenstein and Patrick Nowak.

CS 0.C.C.s

CS Cyborg Strike Trooper

CS Commando

CS Psi-Hounds/Dog Pack (see Rifts® RPG)
CS EOD Specialist

CS Grunt (see Rifts® RPG)

CS Juicer

CS Military Specialist (see Rifts® RPG)

CS Nautical Specialist

CS Psi-Stalker (see Rifts® RPG)

CS Ranger/Wilderness Scout

CS RCSG Scientist

CS RPA Elite/SAMAS Pilot (see Rifts® RPG)
CS RPA “Fly Boy” Ace

CS Technical Officer (see Rifts® RPG)

CS Special Forces

Note: Also see special division and the Internal Security Spe-
cialists (ISS).

Success at war depends on the actions of the thousands of
men and women serving in the CS forces. Their degree of loy-
alty, professionalism, training, and dedication to the cause will
all have an impact on their effectiveness. As a rule, the soldiers
of the Coalition States are highly motivated, professional troops.
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They are especially excited about the siege on Tolkeen and other
D-bee communities rumored to be targets. Even those assigned
to the Free Quebec front are positive and prepare to bring the
rogues and traitors of that territory back into the fold.

Each one of these men and women has the benefit of exten-
sive training, access to specialized equipment and the support of
the most powerful nation in North America. They are the great-
est military force on the continent.

The original Rifts® RPG presented the most common and
fundamental Coalition Military Occupational Character Classes
(O.C.C:s). The following pages present several specialized
0O.C.C.s of the Coalition States such as the Demolitions (EOD)
Specialist, Commando, Special Forces, Cyborg and others; many
of which have only been recently included in the new Coalition
Army. Comparable Military O.C.C.s exist in the Free State of
Quebec and among a handful of other high-tech armies and mer-
cenary bands of North America, but they are comparatively un-
common; the Coalition Army is very specialized.

Note: In addition to a base salary and being outfitted with
uniforms and equipment, all soldiers get a roof over their head,
food, clothing, medical care and all other basic needs provided
free as part of his/her pay. Once out of boot camp, a soldier’s
quarters is a nice dormitory style barracks. Six soldiers share one
dormitory quarters. Each gets a private bedroom with a desk and
chair, video game system and stereo. All share one bathroom, a
sitting room, living room area and television. The soldier can opt
to live off base but at his own expense. The character also has
access to most military bases, hospitals and facilities (low secu-
rity clearance unless an officer). In the field, the character will
have to rough it in a tent or crude barracks or even under the
stars with or without a sleeping bag. Likewise, equipment and
facilities may be very limited.

Breaux
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Coalition Cyborg
Strike Trooper

The official use of partial reconstruction and full conversion
cyborgs in the Coalition Army is a new addition. The CS mili-
tary had done field tests with cyborg troops along hostile borders
and preemptive strikes and seek and destroy missions against
Tolkeen for nearly five years. They were also deployed as a
countermeasure against Juicers and mercenaries during the
Juicer Uprising with great effectiveness. The Emperor was hesi-
tant to use bionic augmentation to create a super-soldier for fear
that it would dehumanize the soldier. However, close studies
over the five year period show that 96.7% of the 1500 test sub-
jects responded well to their mechanical transformation and did
not exhibit any of the disassociation with other humans or the
psychological trauma that was anticipated. Of course, the long-
term effects are yet to be seen. Still, the results were so over-
whelmingly positive that the Emperor and General of the Army
have agreed to create an official cyborg division (5760 troops
nicknamed the CC division) under the auspices of the DSD (De-
partment of Special Divisions). Actually, General Charles Reed
Baxter and other officers would like to see an entire cyborg army
corps, but the Emperor is hesitant. He prefers the use of the
power armor and robots rather than bionic aumentation that per-
manently alters and disfigures the human body.

There are some advantages to being a cyborg rather than us-
ing power armor or bots. For one, there is no feeling of claustro-
phobia — being stuck in a “tin can” for 24 hours or longer, or a
need to get out and stretch one’s legs. Nor does the cyborg need
to worry about getting caught outside his armor; a cyborg is a
mega-damage war machine 24 hours a day. The bionic conver-
sion feels natural and responds at the speed of thought as if it
were a natural, living part of the body.

All candidates for full bionic conversion are subjected to a
thorough screening process in which a battery of psychological
evaluations and stress tests are conducted. A Coalition cyborg
soldier must be either a partial or full conversion cyborg. The
same basic type of ‘borg is created, although weapon systems are
often modular so they can be changed to best fit their mission,
and there are special operatives, variants and exceptions.

To prevent the enemy from easily identifying and targeting
Coalition cyborgs from regular troops, most ‘Borgs wear a heavy
version of the new “Dead Boy” armor which makes them indis-
tinguishable from the other troops until they take action. The
only physical telltale signs are that the cyborgs tend to be extra-
bulky (broader than the average soldier) and an extra six inches
to a foot in height (typically 7 to 8 feet/2.1 to 2.4 m tall). How-
ever, these details are difficult to spot in a crowd of other sol-
diers, and virtually impossible in a combat situation. Another
tip-off is the fact that the CS cyborgs frequently arm themselves
with rail guns and other heavy weapons, but with the enhanced
exoskeleton body armor and the CS Juicer, even this is no guar-
antee that one’s opponent is a ‘Borg.

Attribute Requirements: M.E. 15 or higher, a good 1.Q. and
P.E. are desirable but not necessary. Any human with the
spirit to fight and good mental health can become a Coalition
Cyborg.
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Typical Full Conversion Features:

Light CS Cyborg: Emphasis is on speed and agility and use
for espionage and seek and destroy missions. Typically compa-
rable to human in size (6.6 to 7 feet/1.95 to 2.1 m), P.S. 22, P.P.
24, Spd 176 (120 mph/192 km) and can leap 12 feet (3.6 m)
high or lengthwise from a standing position or 4x that distance
with a running start.

Standard features include built-in language translator, built-in
radio receiver and transmitter, headjack, molecular analyzer,
modulating voice synthesizer, bionic lung, multi-optic eyes, gar-
rote wrist wire, climb cord, retractable vibro-blade (1), con-
cealed ion rod in one leg, and one large secret compartment in
the other leg.

Additional special skills include:

Climbing (+15%)

Gymnastics (+10%)

Acrobatics (+5%)

Swimming (+15%)

Escape Artist (+10%)

Intelligence (+10%)

Find contraband, Weapons & Cybernetics (+10%)
Pilot Jet Pack (+20%)

Heavy CS Cyborg: Emphasis is on strength and firepower
and use for espionage and seek and destroy missions. Typically
7 to 8 feet (2.1 to 2.4 m) tall, P.S. 26, P.P. 22, Spd 132 (90
mph/144 km) and can leap 10 feet (3.6 m) high or lengthwise
from a standing position or 2x that distance with a running start.

Standard features include built-in language translator, built-in
radio receiver and transmitter, headjack, bionic lung, multi-optic
eyes, energy-clip hand or arm port (both), one forearm blaster
(typically plasma or particle beam), retractable vibro-blade (1) or
concealed arm laser rod, concealed ion rod in one leg, and one
large secret compartment in the other leg. 10% have an extra ap-
pendage and attack per melee round.

Additional special skills include:

Boxing

Climbing (+10%)

Gymnastics (+5%)

Swimming (+10%)

Intelligence (+10%)

Tracking (humanoids; +10%)

Demon & Monster Lore (+10%)

W.P.: Another one of choice.

Basic O.C.C. skills for all CS Cyborgs: See additional skills by

Cyborg type; light or heavy, described above:

Math: Basic (+10%)

Language: American 98% (see built-in language translator)
Radio: Basic (+10%)

Pilot skill of choice (+20%)

Land Navigation (+10%)

W.P. Energy Rifle

W.P. Heavy Energy Weapons

W.P. One of choice.

Hand to Hand: Expert

Hand to hand: expert can be changed to martial arts or assassin
at the cost of one “O.C.C. Related Skill.”

0.C.C. Related Skills: Select five “other” skills, plus select one
additional skill at levels four, eight, and twelve. All new skills
start at level one proficiency.



Communications: Any (+10%)

Domestic: Any

Electrical: Basic Electronics only.

Espionage: Intelligence and detect concealment only.
Mechanical: Basic Mechanics only.

Medical: First Aid only (+5%)

Military: Any (+10%), except Demolitions (any).
Physical: Any that are still appropriate.

Pilot: Any (+5%); except robot, power armor, tank, APCs and
combat aircraft skills.

Pilot Related: Any (+5%)

Rogue: Any (+2%)

Science: None

Technical: Any (+10%)

W.P.: Any

Wilderness: Any

Secondary Skills: The character also gets to select two Second-
ary Skills from the Secondary Skills list at levels two, five,
eight and thirteen. These are additional areas of knowledge
that do not get the advantage of the bonus listed in parenthe-
ses. All Secondary Skills start at the base skill level.

Standard Military issue for Cyborg Soldiers: All the appro-
priate ammunition and equipment for the ‘Borg’s body styl-
ing and weapon systems, energy rifle of choice, four extra
E-clips, four grenades, utility belt, backpack, walkie-talkie
(for back-up), “Dead Boy” body armor and regular mainte-
nance and repairs.

Equipment Available Upon Assignment: Jet pack, hover vehi-
cle or transportation, rail gun, additional weapons, and
equipment. The character also has access to most military
bases (medium security clearance), hospitals and facilities.
Note: Availability of equipment and resources may be de-
pendent upon the local commander, supply stock, location,
causalities and combat conditions.

Money: The character also receives a monthly salary of 2000
credits (the savings of a first level character is 1D6x 1000
credits). All soldiers get a roof over their head, food, cloth-
ing, medical care and all other basic needs provided free as
part of his/her pay.

Rank: Standard military; private to general.

Bionic Conversion: Described previously. Additional bionic
and cybernetics may be added as a reward and/or for special
missions. Any of the bionics and cybernetics described in
Rifts® Ultimate Edition are available. In addition, the
Game Master may consider and allow any of the systems de-
scribed in Rifts® Japan, Rifts® Underseas and Rifts®
Triax and the NGR. The availability of bionic systems from
other World Books is left entirely to the discretion of the
Game Master. Note that the cyborg soldier cannot purchase
unauthorized bionic systems. For even more cybernetic and
bionic systems, check out the Rifts® Bionic Sourcebook.

Special Term of Duty: The CS requires all candidates for par-
tial and full bionic conversion to agree to a 12 year tour of
duty, with the standard six year extensions available after the
initial years of service. ‘Borgs that go AWOL are considered
dangerous rogues and are hunted down and destroyed!
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Decommissioned Cyborgs

When a borg leaves military service he or she has a few dif-
ferent options:

1. Keep basic bionics and remain a citizen: All external
weapons such as rail guns, vibro-blades and forearm blasters are
removed. Spy systems like cyber-disguises will also be removed,
although cameras and enhanced hearing are usually left un-
touched. Physical attributes are also to be reduced by 20%. The
character must then register with the Cyborg Civilian Commis-
sion which helps the character adjust to civilian life, find em-
ployment and keeps tabs on his conduct. As long as the cyborg
does not abuse his superhuman abilities, break the law and func-
tions well within society, he can life out his live in peace. In all
honesty, because the cyborg is a new addition to the CS Army,
they have only been in service five years, so there have been no
retired or decommissioned soldiers who have entered the civilian
population.

2. Special Consideration for Service: Military cyborgs with
long (48-72 years of service) or distinguished careers (a hero)
may be allowed to keep the majority of their bionic systems, in-
cluding light or medium body armor and basic bionic weapons,
like vibro-blades and forearm weapons. This is only possible if
the government has approved and authorized the character’s
moving into the private sector as a security operative (ISS or cor-
porate or private business), or if the cyborg is moving out of the
Coalition States to pursue a career as an adventurer or merce-
nary. In the latter case, the character relinquishes his CS citizen-
ship and although he can visit the States as an authorized foreign
visitor (if approved by the immigration department), he or she
cannot live within the borders of the nation.

3. Retro-conversion: “Retro-conversion” or “retro-fitting” of
cyborgs means the majority of their bionic components/body are
replaced with flesh and blood bio-systems! Partial reconstruction
‘borgs will see their bionic limbs and special bionic implants,
like lungs, molecular analyzers, weapons and the like, replaced
with life-like bio-systems. The bio-system limbs are genetically
encoded from the character’s own DNA to prevent rejection and
to be as lifelike as possible.



Full conversion borgs can undergo a similar process in which
the vast majority of their bionic systems are replaced with bio-
systems, but the basic body (spine, chest, skull, skeleton and in-
ternal organs) remains an artificial, bionic construct. The big
difference is that a certain portion has been replaced with bio-
systems and what bionics remain are downgraded to a basic level
to be as close to human as possible. P.S., P.P, and Spd attributes
are 18 for those who retire honorably, but 10 for those dishonor-
ably discharged from service. In some cases, those scheduled for
a dishonorable discharge go AWOL, fleeing to other kingdoms
or becoming mercenaries. Cyborgs who go AWOL or convicted
of treason or crimes are destroyed!

Cyborg Life Expectancy

Bio-system retro-fitting: 50+2D4 years from the date of being
refitted. Including the person’s early years of development and
his years as a cyborg, this should provide the character with the

approximate equivalent life expectancy of the average human
living in the Coalition States, which is 80 to 90 years; with mod-
ern medicine and artificial bio-systems, some people may live
healthy, productive lives to 125!

Partial reconstructed ‘borg: Roughly equal to the normal Re-
public human, 80 to 100 years.

Full conversion ‘borgs: With regular maintenance and re-
placement of old or defective parts, and avoiding brain damage,
trauma or mental deterioration, the ‘Borg can remain active for
200+ years.

Note: These numbers are roughly the same for the New Ger-
man Republic as well. Only Japan, unknown to the CS, NGR
and most of the world, has superior bionic and medical technol-
ogy that prolongs life even greater. Of course, the life of a sol-
dier is a dangerous one. 33% of all cyborgs are expected to
perish in combat and 8% to go AWOL within their first 24 years
of duty.

CS Commando O.C.C.

The Coalition Commando is a highly trained, combat-ori-
ented specialist whose job is to act as part of an elite strike force
as well as a member of counter-insurgent and counter-terrorist
teams. They engage in surgical strikes, seek and destroy, sabo-
tage, rescue, and reconnaissance missions. The nature of their
training is such that commandoes are not generally used as front-
line troops. However, if the need arises, they can be pressed into
service at the front. The commandoes are trained in the use of
most CS power armor, including the SAMAS suit (although they
lack the expertise and experience of the Elite RPA “Sams”) and
can give a good accounting of themselves in a straight up fire-
fight. All commandoes begin at the rank of either corporal or
sergeant depending upon their performance during training.

These soldiers are deployed under the command of Coalition
military specialists, and are often used as members of long-range
patrols and for strikes outside the borders of the Coalition States.
However, they are also deployed as members of reactionary
units within the Coalition States to quell uprisings or other
threats to the internal security of the Coalition Military and
States.

Attribute Requirements: 1.Q. 10, M.E. 10, P.S. 12, P.P. 14,
P.E. 12 or higher.

0.C.C. SKkills:

Math: Basic (+20%)

Radio: Basic (+15%)

Radio: Scrambler (+10%)

Language: American and one of Choice (+20%)
Land Navigation (+10%)

Intelligence (+10%)

Parachuting (+20%)

Pilot: One of choice (+10%)

Pilot: Robots & Power Armor (+10%)
Recognize Weapon Quality (+12%)

Wilderness Survival (+15%)

Climbing (+10%)

Running

W.P. Energy Pistol

W.P. Energy Rifle W.P.: Two of Choice

Hand to Hand: Commando; this skill cannot be changed.

0.C.C. Related SKkills: Select four skills from one of the follow-
ing areas of special training: Espionage, Mechanical, Military
(typically demolitions and traps), Piloting or Wilderness —
all of these special MOS skills get a +10% skill bonus. Two
other skills can also be selected from any of the available
categories at levels two, five, nine and twelve.

Communications: any (+10%)

Domestic: Any

Electrical: Basic only (+5%)

Espionage: Any (+15%)

Mechanical: Automotive, Basic Mechanics, or Locksmith only

Medical: First Aid only (+10%)

Military: Any (+10%)

Physical: Any

Pilot: Any (+5%)

Pilot Related: Any (+5%)

Rogue: Any (+4%)

Science: Any

Technical: Any (+5%; +10% to Literacy and Language skills)

W.P.: Any

Wilderness: Any (+5%)

Secondary Skills: The character gets two secondary skills at
levels one, four, seven, and ten (normal restrictions apply).
Standard Equipment: Standard Coalition “Dead Boy” body ar-

mor, energy rifle and energy sidearm of choice, 4 extra E-
clips for each, four explosive grenades, two smoke grenades,
two flares, vibro-knife or saber, survival knife, distancing bin-
oculars, robot medical kit, pocket computer, utility belt, air
filter & gas mask, walkie-talkie, uniform, dress uniform,
combat boots, canteen, and an additional non-energy weapon
of choice (typically S.D.C. automatic weapon, or bow and ar-
row). Conventional military vehicle of choice (motorcycle,

jeep, hovercycle, etc.) for daily use.

Equipment Available Upon Assignment: Any type of body ar-
mor, 2D4 hand grenades, 1D4 smoke grenades, 1D4 flares,
access to explosives if demolitions is a known skill and neces-
sary for the mission, any types of weapon, extra ammunition,



optical enhancements, camera or surveillance equipment, and
food rations for weeks. Non-regulation weapons, armor,
equipment and vehicles may also be issued to Commando
squads, mainly for the purpose of disguise and infiltration. In
addition, the character has access to military facilities.

Vehicles can include a simple hover cycle, car, conven-
tional military vehicles, or jet pack to SAMAS power armor
(old style or light assault types only), Spider-Skull Walker,
and robot vehicles.

The exact type of equipment will depend on the Com-
mando’s mission, the commanding officer and availability of
items at the command base. Most Commandos have medium
level security clearance while experienced and trusted veter-
ans will have top clearance.

Money: The commando gets a roof over his head, food, cloth-
ing, and all other basics provided free as part of his pay, as
well as access to military facilities. His monthly salary is
2000 credits, plus combat pay. He starts off with one month’s
pay. The commando’s quarters are the same as those for the
Elite RPA.

Cybernetics: None to start with, but implantation of cybernetic
and bionics is not restricted and may be awarded for exem-
plary service and heroics. Most (60%) Commandos eventu-
ally acquire 1D4+2 implants, some (25%) have systems equal
to the Headhunter.

Hand to Hand: Commando

The commando hand to hand combat skill is exclusive to the
commando and Special Forces O.C.C.s and is a form of martial
arts.

Commando O.C.C. Bonuses: +4D6 S.D.C., +2 to initiative,
+2 to Perception Rolls, and +1 to M.E. (focus and concentration).

Descriptions of Special Combat Moves

Automatic Body Flip/Throw: Commando training means
the character can do a body flip/throw in place of a parry. This
means that instead of blocking or deflecting the blow, the char-
acter attempts to leverage the attacker’s own force into a flip.
Success requires beating the attacker’s roll to strike, just like a
parry, but using the bonuses for body flip (not parry). Failure
means taking full damage from the attack, without a chance to
roll with punch/fall/impact. A successful roll means the character
has grabbed his opponent and sent him flying in a judo-style
throw. Damage is 1D6 points but the victim also loses initiative
(if he had it) and one melee attack. The P.S. damage bonus
should be added to the dam