L,
™

LS

Rifts® for Savage Worlds® preview;iﬁ"ﬁ __
‘Coming Attractions, News, &_More_z ==\

A "-_‘-.m, /1
- ; - ~— (. 3 5& ” / \ 5 : 2 *
m?_ you hear the ley lines whispering‘{:;‘_



Warning!

Violence and the Supernatural

The fictional worlds of Palladium Books® are 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 these
books.

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

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

The Rifter® Number 76
Your Guide to the Palladium Megaverse-!
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— Offer Ends March 20, 2017
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except that they possess Elemental powers and ride monstrous
beasts from the Elemental Realms. Read and learn more.

Page 22 — Elemental Primorda™ and their origins.

Page 23 — Air Primorda

Page 25 — Earth Primorda

Page 27 — Fire Primorda

Page 29 — Water Primorda

Page 31 — Notes About Elementals

Artwork by Michael Leonard.

Page 31 — Beasts of the Elemental Realms

Page 32 — Lighting Eagle (Air)

Page 33 — Value and magic items made from the Eagle.

Page 34 — Magma Lizard (Fire)

Page 36 — Stone Buffalo (Earth)

Page 38 — Water Fin (Water)

Artwork by Charles Walton I1.

Page 41 — Blood Diamonds
— Adventure, NPCs & source material for Heroes
Unlimited™, Ninjas & Superspies™, or Nightbane®

Writer Thomas Morrison presents the story, adventure hooks,
and NPC villains for a tale of crime, greed, human slavery, and
battle. The coolest thing about this adventure is that it can be used
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nage for Ninjas and Superspies™, or a darker tale of the slave
trade, human sacrifice and supernatural horror for Nightbane®,
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Page 71 — I am Legion', Episode Five

— Official adventure & source material for Splicers®

Chris Kluge, Lance Colley, and Charles Walton I team up to
present the next chapter of I am Legion, an episodic adventure
ushering in the new rogue Nexus personality, Legion. More ad-
venture, surprises and horror awaits. Special thanks to Jeff Ruiz
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The Theme for Issue 76

The theme of The Rifter® #76 is adventure, heroes, monsters
and travel to exotic places. Game on.

The Rifter® Needs You

We need new writers and artists to fill the next few decades
of The Rifter®. You do not need to be a professional writer to
contribute to The Rifter®. This publication is like a “fanzine,”
written by fans for fans. A forum in which gamers just like vou
can submit articles, G.M. advice, player tips, house rules, adven-
tures, new magic, new psionics, new super abilities, monsters,
villains, high-tech weapons, vehicles, power armor, short works
of fiction and more. So think about writing up something short

(even something as small as 4-6 pages). Newcomers and regular
contributors are always welcome.

The Rifter® needs new material, especially when it comes to
adventures and source material, for all of our game lines, particu-
larly Rifts®, Chaos Earth®, Palladium Fantasy RPG®, Heroes
Unlimited™, Ninjas and Superspies™, Bevond the Supernatu-
ral™, Dead Reign®, Splicers® and Nightbane®.

Pay is lousy, fame is dubious, but you get to share your ideas
and adventures with fellow gamers and get four free copies to
show to your friends and family.

The Cover

The cover is by Nick Bradshaw and depicts a pair of unlikely
heroes battling a gang of mutants created by the nefarious Doctor
Feral. The art conjured a cast of characters and adventure ideas
from Kevin Siembieda for Heroes Unlimited, but we didn’t have
space for it in this issue. You can expect it in The Rifter® #77.

Optional and Unofficial Rules & Source Material

Most of the material for this issue is “official” source mate-
rial. As for optional source material, settings and adventures, if
they sound cool or fun, use them. If they sound funky, too high-
powered or inappropriate for your game, modify them or ignore
them completely. We hope all of it ignites your imagination and
inspires you to create your own wonders.

www.palladiumbooks.com — Palladium Online

The Rifter® #77

® Rifts® source material.

® Heroes Unlimited™ “official” source material —
by Kevin Siembieda. The story behind the crea-
tures on the cover.

® Palladium Fantasy RPG® - city adventure set-
ting and source material — by Ian Herbert.

® Splicers® — I am Legion™, Part Six, by Charles
Walton II, Chris Kluge and Lance Colley — “of-
ficial” source material. The adventure continues
and more secrets and dangers are revealed.

® Source material for other RPG settings (tenta-
tive).

® News, coming attractions, product descriptions
and more.

® Palladium Fantasy RPG® cover by Michael
Leonard.

® 96 pages — $13.95 retail — Cat. No. 177. Winter
issue.

One game system, infinite possibilities
limited only by your imagination™

Do you hear the ley lines whispering?



From the Desk of Kevin Siembieda

I’m proud to be a gamer

It's funny, gamers are generally considered to be nerds. And
though being a gamer geek or nerd does not have the stigma it
once did, I think the term generally makes people picture some-
one who is a bit of wuss.

I find that funny, because 1 know gamers — especially role-
playing gamers — to be some pretty tough customers and badasses.

Over the holiday season, I had the privilege of corresponding with
hundreds of gamers via the comment section of the Surprise Pack-
ages, emails, and phone calls. Among the most notable were some
who were handed some pretty lousy cards in life and going through
difficult times. I'm talking role-playing gamers who have faced life-
threatening illnesses, debilitating injury, depression and other heavy
challenges. Things that might crush the spirit of other people, but
they somehow persevere, often with incredible courage and grace.

One gent went through major heart surgery and difficult com-
plications. Another suffered a freak, debilitating accident, his in-
jury leaving him with severe and long-term consequences as well
as financial struggles. Another is terminally ill and also suffering
financial difficulty. The doctors don’t know how long he has. It
could be months, weeks or days. He told me he intends to game
with his friends and family to the very end, because it brings him
joy and peace. To speak with any of these individuals, you would
never know what they are going through. In my conversations with
the latter two gentlemen, we shared many laughs and fond memo-
ries. Leaving me admiring their strength of character and courage.

It made me think about other valiant role-playing gamers I have
known, two in particular. My friend and a great artist, Keith Par-
kinson, who battled leukemia with every fiber of his being before it
claimed his life, but he remained positive and fought it to the bitter
end. And my dear, beautiful friend, Erick Wujcik, one of the most
brilliant and generous people [ have ever known. Erick wasted away
and weakened, but he never stopped smiling or living, and that
twinkle in his eye never dimmed. When the doctors first discovered
his Stage Four pancreatic cancer, they were certain he only had 3-6
weeks to live; emphasis on the “three.” A mutual friend, one of the
top forensic specialists in the nation, called me to warn that it would
be a miracle for Erick to survive past Christmas, and to let everyone
know they needed to say their goodbyes immediately.

What did Erick do? Defy the odds, of course. Not only that,
but he flew back to Michigan from California with his life-long
sweetheart, Kay Kozora, to visit the Palladium office, do a three
hour long, epic podcast with me for Gateway to the Megaverse®
(January 2008), signed something like 150 books for our archives
and to sell to fans after he passed, and then rented a hall and coor-
dinated his own 57th birthday bash scheduled for the end of Janu-
ary. The doctors were surprised he had made it this long, yet Erick
planned the celebration several weeks away. He asked me to MC
the event, which, of course I did. It was simultaneously one of the
most wonderful, joyful and tragic events of my life. I marveled at
Erick’s courage, grace, and his awareness of the pain the people
around him were suffering in anticipation of his passing. Family
and friends came from across the USA and Canada. It was a trium-
phant celebration of life, and a spectacular way to say goodbye to
the people he loved, and who loved him back so deeply. Erick kept
making his saving throw vs coma/death until the Summer of 2008
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nearly seven months longer than what the doctors had expected
of him. He told me the secret was finding and holding onto joy —
playing games and having the people he loved be around him.

Like I said, gamer nerds are some tough hombres, and [ am
proud to count myself among them. You should be, too.

I know plenty of other stories of strength and courage by gam-
ers struggling through illness, facing the specter of death or dealing
with some other difficult challenge. Time and again, | am told by
many how much my games mean to them, inspire them, and help
them through such difficult times. One, kind soul, wrote, “Palladium
Books and all of your superb storytelling has been a constant com-
panion that has led to many of the great things in my life ... your writ-
ing and craft have had a huge impact on my, and my family’s, life.”

What he, and many of you may not realize, is that the feel-
ing is completely mutual. Our relationship is a symbiotic one.
It is you, the multitude of Palladium fans, who inspire me every
single day. I see your courage, your tenacity, your Kindness and
your bold, creative minds, and it motivates me to keep writing
and creating despite my own health scares, issues and other of
life’s complications. Life can be hard and downright crushing at
times. I don’t know if 1 could ever be as brave and generous as
Erick and these other people I have had the honor to meet. But
I try. I refuse to give in to dark emotions and tragedy. I fight the
good fight knowing I have an army of wonderful people like you
behind me. I mean it when [ tell you Palladium fans are the great-
est, and that you mean the world to me. It is you who help provide
the wind under my wings and give me the strength and desire to
soar higher and higher. Or at least try. Whenever I write a new
game or sourcebook, it is you, our fans, who are on my mind. I'm
constantly thinking, what would you want or like to see? What
new surprise or twist would please you? What can I do to make
you say, “Wow."” I love making people say wow and smile, and
be excited to game with their friends and family.

The gentleman [ quoted above, ended his letter to me saying,
*And for all this, I give you my most heartfelt gratitude. 1 look
forward to what the future holds. Game on!”

Ditto. | thank him for sharing his deeply personal story with
me. And I thank all of you for giving me courage and for inspir-
ing me to strive to reach for new heights. You may not know it,
but when I write, your voices are always there with me. Whisper-
ing in my ear and encouraging me, offering ideas and challenging
me to push the envelope and give you some wow.

I too look forward to what the future holds. I know Palladium’s
lack of productivity and product releases over the past several years
has been disappointing. I hope those days are long behind us. I was
forced to face my own mortality and deal with an array of challenges
that wore me down and nearly crushed me for awhile. Someday, I
may share that story, but for now, I would rather focus on the future.

I have renewed energy and optimism. The entire staff does.
And man oh man, do we have exciting plans that are going to rock
your gaming world. The handful of people I have shared them
with have practically fallen over. Yep, | want to wow you — big
time. | want to make you so excited that you cannot wait to play,
even if you haven’t done so in years! It’s coming. And it will be
a joyride that will set your imaginations on fire. I know, because
our imaginations are on fire at Palladium and you are there with



us, whispering ... heck, shouting, in our ears to inspire us. And
not just for Rifts® or Robotech®, but for Heroes Unlimited™,
Palladium Fantasy RPG®, Splicers®, Dead Reign®, Night-
bane®, Beyond the Supernatural™ and everything!

A new era of Palladium Books is about to begin. Strap your-
self in and enjoy the ride.

— Kevin Siembieda, Inspired Writer, Artist, Game Designer

Palladium News

By Kevin Siembieda, the guy who should know

Happy New Year! May 2017 bring us all good health, prosper-
ity and joy. We signed and shipped what felt like a zillion books for
the 2016 Palladium Christmas Surprise Packages. It was good to
see so many people take advantage of that fun, money saving offer.

The Rifter® Super-Subscription offer

We have a new offer for you now, The Rifter® Super-Sub-
scription offer. A way to get The Rifter® at a discount, deliv-
ered right to your doorstep, and get a free gift (if you want one) on
top of it all. See the description elsewhere in this issue.

Books coming soon

[ have divided my time between several projects, and been work-
ing away on them all. That includes Rifts® CS Arsenal'™, The
Disavowed™, The Rifter® #77, Garden of the Gods™ (for Pal-
ladium Fantasy RPG®), Rifts® Secrets of the Atlanteans™ and
Robotech® RPG Tactics™ (Wave II and new releases). When 1
need a break from one, I do some writing on another. This week I
did work on Rifts® CS Arsenal™, Gardens of the Gods™, The
Rifter® #77, as well as logistics and planning on Robotech® RPG
Tactics™ and business matters. I want CS Arsenal, The Disavowed
and Atlanteans out in quick order. [ also recently approved John
Zeleznik’s pencil drawing for the cover of Rifts® Sovietski™.

Rifts® Board Game from Rogue Heroes™

[ just realized that those of you who don’t get our weekly
emails, probably do not know about the Rifts® board game be-
ing developed by Carmen Bellaire for his new company, Rogue
Heroes LLC. He licensed the rights to do an as of yet untitled,
Rifts® board game and has been diligently working away at it
for many months. He intends to fund the Rifts® board game via
Kickstarter in March or April 2017. Game play is fast, fun, and
captures the “Rifts® feel.” The game artwork for the character
cards is looking fantastic, and the digital sculpts for the game
pieces are detailed and gorgeous. Everyone who has seen the card
art and digital sculpts for the heroic 28mm scale game pieces has
been floored. We’ve been approving art and sculpts as they come
in. We tip our hats to Carmen, his talented crew of sculptors and
the artists working on this exciting project.

Rifts® Savage Worlds Game Line

The Kickstarter backers were shipped their rewards in Decem-
ber and now the product will be hitting store shelves in February.
Watch for them. Good stuff. I hope you have been enjoying the

sneak previews in The Rifter®. The Savage Worlds® Rifts®
Players Handbook, Game Master Handbook, Savage Foes of
North America, Game Shield and three map packages will all
be available in stores around the time you read this.

Robotech® RPG Tactics™ Update

I have had a few good conversations with Harmony Gold USA
in recent weeks, as we start to move toward new Robotech®
RPG and Robotech® RPG Tactics™ Wave Two releases for
2017. Harmony Gold approved our proposal and art concepts
for the first RRT Scenario Book, and our plans for the Ghost
Fleet Saga™ series. The latter is being designed to create new
RRT factions and a new location and time period to game in. It
incorporates Shadow Technology and UEEF covert operations
against the Regent, Invid, Inorganics, space pirates and renegade
Zentraedi. This is a book we have been developing over the last
year.

It is starting to look like our manufacturing plans to make Ro-
botech® RPG Tactics™ Wave Two game pieces with much
smaller piece counts are not going to pan out. We should know by
the end of January, 2017. Very disappointing for us. We thought
we had a huge surprise coming, but we are already making con-
tingency plans for the 2017 release.

CoastCon 40 — March3-5, 2017

Biloxi, Mississippi — www.coastcon.org

I (Kevin Siembieda) will be attending CoastCon along with
Sean Patrick Fannon, the core writer and architect of Rifts®
for Savage Worlds®. in Mississippi in March, 2017. CoastCon,
AdeptiCon, Gen Con and GrandCon are the only four conventions
we plan to attend in 2017; that’s how busy we expect to be bang-
ing out new gaming product. I hope to see many fans at CoastCon.

Could a Phase World®
videogame be in your future?

Maybe. Palladium Books has been talking with a videogame
company that seems to be very interested in developing Phase
World® into a videogame. I cannot disclose more, other than
they want us to be involved in developing the world and the nar-
rative. Time will tell.

Pitching Nightbane® for TV

Wonder what's going on behind scenes? Part of it has been
working with interested third parties to develop our game worlds
into new mediums. One of those efforts has been the possibility
of Nightbane® as a television series. And Nightbane® is not
the only intellectual property (I.P.) we would like to see become
a film, TV show, video game, comic book, etc. There are at least
two other I.LP.s we have gotten inquiries for in such mediums.
You'd think sooner or later one of them would hit, right? Fingers
crossed.

Rifts® Movie Update: I wish I could say there has been
movement on the Rifts® movie, to be produced by Jerry Britck-
heimer and Walr Disney Pictures, but we have nothing to report.
We remain optimistic and appreciate that Bruckheimer is waiting
for the right script to make a great movie.



Coming

Attractions
Palladium’s 2016 Release Checklist

Available Now

- Hell Followed™, a Dead Reign® Sourcebook — 160 pages.

- Weapons and Castles of the Orient™ — 48 page, comic book
size format.

- Robotech® The Masters Saga™ — New 82 x 11 format, 160
pages.

- Rifts® Heroes of Humanity™

- Rifts® Poker Deck #1 (color)

- Rifts® Poker Deck #2 (color and b/w illustrations)

- The Rifter® #75 — Summer issue — 96 pages.

- The Rifter® #76 — Fall issue — 96 pages.

Coming Soon 2017

- The Rifter® #77 — Winter issue — 96 pages — Feb/March, in
production now!

- Rifts® Heroes of Humanity™ ARSENAL - 96 or 128 pages
— Feb/March, in final production right now.

- Rifts® Secrets of the Atlanteans™ — 192 pages — March/
April, in production now.

- Rifts® The Disavowed™ Sourcebook by Kevin Siembieda
and Matthew Clements — April/May.

- Garden of the Gods™, a Palladium Fantasy RPG® Source-
book by Kevin Siembieda — March/April.

- Dead Reign® Sourcebook — Spring.

- Others — we may try to slip in a few small books before Sum-
mer.

Coming Later in 2017 and 2018

- Lopan™, a Palladium Fantasy RPG® Adventure Source-
book

- Lopanic Games™, a Palladium Fantasy RPG® Sourcebook

- Robotech® RPG Ghost Fleet Saga™ Sourcebook

- Robotech® RPG Tactics™ Wave 2 expansion packs

- Robotech® RPG Tactics™ Scenario Book One and events

- Rifts® Sovietski™ World Book

- Rifts® Haunted Tech™ Sourcebook — Rescheduled

- Chaos Earth® First Responders

- Splicers® Sourcebooks

- Heroes Unlimited™ Sourcebooks

- Nightbane® Sourcebook

- Beyond the Supernatural™ Sourcebooks

- Rifts® World Books and Sourcebooks, including Rifts®
New Navy, Rifts® Antarctica, and others.

- And some big surprises coming this Summer and Fall

Palladium RPGs are available in many hobby and game
stores around the world. We encourage people to support their
local stores. Going to a store enables you to see the product be-
fore purchasing it, and many stores are happy to place special or-
ders for you, provided you pay in advance, enabling you to avoid
the cost of shipping and possible damage in the mail.

Ordering from Palladium Books: You can also order direct-
ly from Palladium Books, but you will pay extra for shipping. For
customers with access to a computer, we highly recommend or-
dering online. This provides you with information about the most
recent releases and Palladium’s entire product catalog. It also
provides you the most accurate shipping costs and more shipping
options. You can also order by telephone: 734-721-2903 (order
line only). For customers without such access, use the following
“mail order” process.

1. Add up the cost of the books or items being ordered.

2. In the USA: Add $6 for orders totaling $1-$50 to cover
shipping and handling. Add $12 for orders totaling $51-$95. Add
$18 for orders totaling $96-$200. Note: For non-book products,
including the Robotech® RPG Tactiecs™ box game and expan-
sion packs, add an extra $6 per $50 worth of product, on top of
the shipping amounts listed above. This is because non-book
products cannot ship via Media Mail, and must use a more expen-
sive method of shipping. Outside the USA: Double the shipping
amount for orders going to Canada, and quadruple it for overseas
orders. Any and all additional costs incurred as a result of cus-
toms fees and taxes are the responsibility of the foreign customer,
NOT Palladium Books.

3. Make checks or money orders payable to Palladium Books.

4. Please make sure to send us your complete and correct ad-
dress, including apartment number. Note: These costs are for the
least expensive and slowest method of shipping only. Allow 2-4
weeks for delivery. Order online or call the office for a superior
but more costly shipping method.

Heading into the New Year

Calls from companies and individuals interested in developing
some of Palladium’s game worlds for television, film and video
games are exciting and fun to think about. However, there is no
guarantee any of these preliminary efforts will lead to anything.
Our focus at Palladium Books is getting new products — lots of
them — into your hands, particularly Robotech® RPG Tactics™,
Rifts®, Palladium Fantasy RPG® and other titles folks have
been anxiously awaiting. We have a couple of big surprises com-
ing, too. Truly big things are brewing at Palladium Books.

Podcast: Secrets of the Megaverse®

It’s not a book, but we think many you will want to know
about, and listen to, a weekly Palladium podcast with Kevin
Siembieda and Charles Walton II. This is something we have
talked about internally for years, and we have finally decided to
take the plunge. It will probably starting in February. Secrets of
the Megaverse® is the tentative title. It will be about role-play-
ing games, game design, the art of running and playing RPGs,
and the history of Palladium Books. Keep an ear out for it.
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NEW! Hell Followed™ — available now
A 160 page Dead Reign® Sourcebook

“This book begins to redefine the zombie genre. It broadens
the field of possibilities and expands upon the modern zombie
mythos. It is full of twists and surprises I had never imagined.” —
Alex Marciniszyn, Editor

In the wake of the Zombie Apocalypse, survivors find them-
selves trapped in a living hell. As everyone struggles to survive
against the ravenous dead, some rise up to be heroes fighting for
those in need and against all manner of evil — living and dead. Be
more than a survivor. Accept the new world and do something
about it.

Fans are loving this sourcebook.
® 11 New types of zombies, including the Armored Brute, Dead

Mound Giant, Seeker and more.
® 7 New Apocalyptic Character Classes.
® Masked Lunatics — heroes or madmen?
® Cults, good and bad, plus other weirdness and dangers.
® 21 Disasters to complicate survival. Each described with

damage stats, penalties and consequences. The most com-

prehensive information of this type ever presented! Blizzard,
Earthquake, Hurricane, Tornado, Toxic Spill, Wildfire, and
more. Suitable for any game world.
® Government enclaves. Could the government or its military
still exist? If so, where are they? What are they doing?

® § Government conspiracy theories. Each fuel for creating
adventures and building different organizations.

® Tables for creating government enclaves and their pur-
pose.

® Abandoned Emergency Relief Centers and the resources
they may still have to offer survivors, if they can get to them.
Random tables and ideas for adventure.

® Take your zombie campaign to the next level!

® Cover by E.M. Gist. Interior art by Nick Bradshaw.

® Written by Taylor White and Kevin Siembieda. The big-
gest Dead Reign® sourcebook yet. Adaptable to other Pal-
ladium settings.

® 160 pages — $20.95 retail — Cat. No. 236. Available now.

And Don’t Forget about. ..

Dead Reign® RPG. It is the aftermath of the zombie apoca-
lypse. Civilization is gone, the dead reign, and the living fight to
survive against impossible odds. Tales of zombies, human sur-
vival and horror as a fast-paced, easy to learn game and source-
books.
® Zombie combat rules, vehicles and equipment.
® Six iconic Apocalyptic Character Classes and Ordinary

People with 40+ occupations to choose from.

@ Seven types of zombies, plus the Half-Living.

@ Secrets of the Dead and tips on fighting zombies.

® Death Cults, their Priests, power over zombies and goals.
® 101 Random Scenarios, Encounters and Settings.

@ 100 Random Corpse Searches and other tables.

® Quick Roll Character Creation tables (10 minutes).

® A complete role-playing game by Siembieda and others.
® $22.95 retail — 224 pages — Cat. No. 230. Available now.

Dead Reign® Sourcebook One: Civilization Gone™., It has
been months since the dead rose to attack the living. Civilization
has crumbled. There is no army, no government, no help coming.
You are on your own and things are only getting worse.
® Madmen and Psychopaths including the Zombie Master,

Ghost Walker, Backstabber, Messianic Leader, Zombie

Lover, Deathbringer and others.
® Bandits and Raiders who prey upon other survivors.
® Street Gang Protectors and their mission to save lives.

@® Phobia and Obsession tables. Many adventure ideas.
® House and home resource and encounter tables.

® Random encounter and survivor camp creation tables.
® Additional world information and survival advice.

® $12.92 retail - 64 pages — Cat. No. 231. Available now.

Dead Reign® Sourcebook Two: Dark Places™. Secrets
of survival, including using railroad tracks and the urban under-
ground to travel unseen and undetected by zombies.
® Worm Meat, Bug Boy, Sewer Crawler and Impersonator

Zombies.
® “Live Bait” zombie lures with human beings as bait.
® Traveling the rails and boxcar encounter tables.
® Traveling sewer tunnels, steam tunnels & other dark plac-

es.

@ The pitfalls and dangers of the urban underground.

® Diseases, infection and additional world information.

® Random encounter tables, boxcar content tables, and more.
® $12.92 retail — 64 pages — Cat. No. 232. Available now.

Dead Reign® Sourcebook 3: Endless Dead™. The zombie
hordes grow in number and strangeness. Can humankind sur-
vive? Where is the military?



@ New types of zombies like Fused Zombies and the Walking
Mass Grave.

® New O.C.C.s including Wheelman, Zombie Hunter &
Zombie Researcher.

@ Info & tables for weaponizing vehicles and vehicle combat
rules.

® Random encounter tables for military bases, police sta-
tions, gun stores, buildings, suburbs, industrial parks,
small towns, farmland and wilderness.

® Tables for creating survivor caravans, hideouts, Safe Ha-
vens & more.

@ Timetable for setting zombie campaigns and many adven-
ture ideas.

® $16.95 retail — 96 pages — Cat. No. 233. Available now.

Dead Reign® Sourcebook 4: Fear the Reaper™. Every-
thing you could want to know about the heroic Road Reapers.
Heroes who, like knights of old, travel the highways and byways
to fight zombies and help survivors.
® Comprehensive background on the legendary Road Reap-

ers.
® Their code, missions, strategies and tactics.
® Areas of specialization, notable weapons and gear.
® The Terror Zombie and more.
® $12.95 retail — 48 pages — Cat. No. 234. Available now.

Dead Reign® Sourcebook 5: Graveyard Earth™, This ex-
pansive book takes a look at the Zombie Apocalypse and how
survivors are faring around the globe. Every country in the world
has been changed by the rise of the dead. This sourcebook gives
you that overview of the world.
® Many random tables, encounters and adventure ideas set

around the world.

@ Random Safe Havens by region.

® How to get home from abroad, zombie threat levels and
more.

® Timetable for setting zombie campaigns, and many adven-
ture ideas.

@® $12.95 retail — 64 pages — Cat. No. 235. Available now.

Weapons & Castles of the Orient™

Back in print — for all game systems — available now

Weapons, Armor & Castles of the Orient™ is back in print.

A 48 page. comic book-sized, lavishly illustrated guide to the

major types of weapons, armor and castle fortifications of the

East — Japan, China and Malaysia. Includes Samurai body armor,

weapons, and several castles complete with floor plan diagrams.

Chinese weapons and more. Back in print due to popular request.

® For use with ALL game systems.

® Written by Matthew Balent. Historically accurate.

® Cover by Scott Johnson. Interior art by Kucharski, Kwiat-
kowski and Siembieda.

® 48 pages — $9.95 retail — Cat. No. 404. Available now.
Weapons and Assassins, Exotic Weapons, and European
Castles are coming soon. Weapons & Armor (Cat. No. 401,
$8.95 retail) and Weapons & Castles (Cat. No. 402, $8.95 re-
tail) are both available now. Note: All books in the Palladium
Weapons Series are designed for use with any and all game
systems. Each is historically accurate, Every weapon and ar-
mor illustrated.
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Presents:

Rifts® Heroes of Humanity™
Secrets of the Coalition States™ — Available now

Rifts® CS Heroes of Humanity™ changes the landscape of
Rifts North America and beyond, as well as presenting ways to
upgrade and improve existing Men-At-Arms characters with Ad-
vanced Training, and including new character classes, weapons,
equipment, alliances and conflict to inspire epic new adventures.
The Minion War™ has spilled onto Rifts Earth. At the epicenter
of the invasion is North America.

For the first time in history, the Coalition States, Northern
Gun, the Manistique Imperium, Lazlo, New Lazlo, Free Quebec,
the Cyber-Knights, Lemurians, True Atlanteans, D-Bees, mages,
mercs and many, many others stand together against a common
enemy. Meanwhile, the Splugorth of Atlantis, Archie Three, the
Republicans and the Vanguard engage in their own shadow war
against the invading demon hordes, and each other.
® Heroes of Humanity™ lets unprecedented types of charac-

ters gather in mixed groups that would otherwise be ideo-

logically opposed. Together they fight side-by-side for the
greater good.

® New ways to upgrade your existing Men-at-Arms charac-
ters.

® (Coalition Demon Hunter school and Advanced Training
programs.

® New Coalition O.C.C.s like the Death Knight and Skelebot

Specialist.
® Coalition military O.C.C.s expanded such as the CS Juicer

and more.
® New CS gear such as the Hellbuster and Falcon Death

Wing.



® CS battle plans, world information and many adventure
ideas.

® The strategies and tactics of the demons against humanity.

® The strategies and tactics of the Coalition States and its
allies.

® Summary of Demon and Deevil vulnerabilities.

® One Xiticix battle plan and who really pays the price.

® Plenty of guidelines, tables and rules to help you run it all.

® Written by Kevin Siembieda, Gleba, Clements and others.

® 160 pages — $20.95 retail — Cat. No. 889. Available now!

COMING!

Heroes of Humanity™ Arsenal
Rifts® Secrets of the Coalition States™ Sourcebook

Rifts® Heroes of Humanity gave you updated Coalition
Army O.C.C.s, ways to upgrade men-at-arms, new 0.C.C.s, bat-
tle plans and strategies and tactics. CS Heroes of Humanity™
Arsenal provides an array of new Coalition hardware: weapons,
armor, additional SAMAS, other power armor, robots, combat
vehicles, gear and info.
® New CS weapons and gear.

@ New CS SAMAS and power armor.

® New CS robots and combat vehicles.

@ More secrets and information about the Coalition States.
® Wild adventure opportunities, fun and more.

® Part of the Minion War™ “Crossover” series.

® Written by Kevin Siembieda, Clements, Gleba and others.
® 96 pages — $16.95 retail — Cat. No. 893. February or March,

2017.

"

PALLADIUM BOOKS PRESENTS:

RIFIS®
SECRETS OF THE
“OALITION STATES:

COMING! Rifts® The Disavowed™

Secrets of the Coalition States™ — Coming Spring

“Desperate times require desperate measures. War has nothing
to do with morality or justice. It’s all about winning or dying. We
cannot bind our hands with high ideals, even our own, or worry
about the laws of renegade nations or the rights of alien people.
We must fight fire with fire. And you are the match.” — Colonel
Lyboc addressing a Disavowed team.

The Disavowed are so Top Secret that their existence is known
only to a handful of the Coalition States’ most elite, top echelon,
with Joseph Prosek Il the mastermind behind the Disavowed
operation, and Colonel Lyboc its shadowy face. Find out who
these men and women are. How the Disavowed get away with
using magic, traveling to other parts of Rifts Earth and even to
other dimensions in pursuit of enemies and strategic information
that cannot be had through conventional means. Learn about the
secret parameters in which these hard-boiled warriors, secretly
hand-picked by Joseph Prosek II, operate, why almost every mis-
sion is considered a suicide mission, and why they must forever
be the Disavowed.
® (S operatives so secret that even the top military and po-

litical leaders right up to Emperor Prosek know nothing

about them. And if they did know, would they condone
their activity or condemn it?

® Are the Disavowed heroes or renegades? Assassins or sol-
diers? Madmen or super-patriots? Or a little of them all?

® Unsung heroes who keep the CS safe, or thugs and pawns
of a shadow agency within the Coalition government?

@® What role does the Vanguard play in this group?



® How do they reward their D-Bee “teammates” when the
mission is over?

® What happens to the Disavowed when they have seen or
learned too much? Adventure ideas galore and so much
more.

® Written by Kevin Siembieda and Matthew Clements.

® 96 pages — $16.95 retail — Cat. No. 892. Coming March or
April.
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Pocorcts of the Adlantcarsd

COMING THIS SPRING!
Rifts® Secrets of the Atlanteans™

True Atlanteans are descendants of Earth’s past. The survivors
of the sinking of Atlantis (really a dimensional mishap) and trav-
elers of the Megaverse, wielders of Tattoo Magic and other lost
mystic arts. Most people regard them as heroes, but are they? The
Sunaj Assassins are mythic villains feared by all, yet they too are
True Atlanteans who serve dark forces.

For the first time, much of the story behind True Atlanteans
and their secrets are revealed.

@ True Atlanteans revisited.

@ Optional Atlantean character creation tables, including
clan heritage and other factors.

@® Secrets of the stone pyramids, different types/purposes and
powers.

® Many new magic tattoos, magic spells, weapons and armor.

® Atlantean hideouts and secret communities across the

Megaverse.
® The Sunaj Assassins, their secrets, history and plans for

the future.
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® Atlantean Monster Hunter O.C.C., Atlantean Defender
0.C.C. and much more.

® Cover by John Zeleznik. Interior art by Walton and others.

® Written by Carl Gleba. Additional material by Kevin
Siembieda.

® Final page count and price yet to be determined, but prob-
ably 192 pages — $24.95 retail — Cat. No. 890. March or
April, 2017.

Palladium Books® Prpinu:

Rifts* World Book:

Rifts’ Sovietski’

T f’:;: e

= f By lrnM‘Jol}!Men and Matthew Orr

e

New! Rifts® Sovietski™

The Rifts® Sovietski™ World Book presents background
information on the fledgling Sovietski nation, notable cities and
people, politics, and its growing army, plus Deadzones, Spetsnaz
Special Forces, new bionics, Russian D-Bees, and more.
® New Cyborgs and other O.C.C.s.
® The Sovietski nation and its army.
® Weapons, new bionics, combat vehicles, and gear.
® Bunker creation tables and Deadzone tables.
® Russian D-Bees, adventure ideas and more.
® By Brandon Aten and Matthew Orr.
® 192 pages — $24.95 retail — Cat. No. 891. Coming Spring/

Summer 2017.

COMING! Garden of the Gods™
A Palladium Fantasy RPG® Sourcebook

This has been a secret project of Kevin Siembieda’s that he
has been plotting and writing in what little spare time he has. The
Garden of the Gods is said to be a holy place watched over and
even frequented by the avatars of the gods. According to legend,




the god may visit heroes and followers in dreams or in person

through an avatar of the god, to be given guidance, inspiration,

heroic quests, and gifts of knowledge and magic. More details

about this title will follow, but he is actively writing this title,

splitting his time between it and the Rifts® titles above.

® The Garden of the Gods described in detail.

® Godly insight and visitations.

® Gifts of magic and knowledge.

® Sanctuary and more.

® The Black Pit, a place of evil and dark secrets. Is it a coun-
terbalance to the good of the Garden, or a trick of the Old
Ones?

® Written by Kevin Siembieda.

® Final page count, price and catalog number yet to be de-
termined, but probably 96 pages — $16.95 retail. A Fall re-
lease.

COMING! The Rifter® #77

— Ships February or March, 2017

The Rifter® #77 is already in production. The cover is done,
articles are being selected and artwork is being assigned.

Every issue of The Rifter® is an idea factory for players and
Game Masters to generate new ideas and find new avenues of ad-
venture. It provides useful, ready to go source material you can
just drop into your ongoing games. A doorway to new possibilities
and numerous Palladium role-playing worlds. And the many new
characters, O.C.C.s, powers, magic, weapons, villains, monsters,
adventures and ideas for one setting can be easily adapted to any
Palladium setting. Every issue has material for Rifts® and usually
2-3 other Palladium game lines. The focus of this issue is Rifts®,
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Splicers® and RPG advice. Don’t forget, unofficial material can
be easily adapted for use in ANY Palladium game setting.

Rifter® #77 Highlights:

® Rifts® source material.

® Heroes Unlimited™ “official” source material — by Kevin
Siembieda.

® Palladium Fantasy RPG® - city adventure setting and
source material by Ian Herbert.

® Splicers® — I am Legion, Part Six, by Charles Walton 1II,
Chris Kluge and Lance Colley - ““official” source material.
The adventure continues and more secrets and dangers are re-
vealed as the story approaches its climax.

@® Other - source material for other RPG settings.

® News, coming attractions, product descriptions and more.

® Rifts® cover by Michael “Madman” Leonard.

® 96 pages — $13.95 retail — Cat. No. 177. In production. Ships
February or March, 2017.

Robotech® RPG Tactics™

Wave Two is coming Fall 2017 ... but you can get started
with the core box set & Wave One expansions — available now

If you love Robotech®, you want to take a look at this game.
Beautifully detailed game pieces of your favorite Robotech® me-
cha, and fast playing rules that capture the Robotech® experience
in a new, exciting way. And this is just the beginning. We have so
much more planned in the years ahead.

Robotech® RPG Tactics™ Box Set (Main Box Game)
— Cat. No. 55100 - $99.95 retail price. This is the game Ro-
botech® fans have wanted for decades. Robotech® RPG Tac-
tics™ is a fast-paced, tabletop combat game that captures the
action and adventure of the Robotech® anime. Two or more
players can engage in small squad skirmishes or scale up to mas-
sive battles. Relive the clashes of the First Robotech War, engage
in stand-alone tactical games, or use the dynamic game pieces
to enhance your Robotech® RPG experience. Or simply collect
your favorite mecha from an expanding range of top-notch game
pieces. Get yours now, so you can build your armies and have
them ready when Wave Two is released.

The First Six Robotech® RPG Tactics™ Expansion Packs
are available to retail along with the main box game. Here are the
SKUs and retail prices.
® UEDF Valkyrie Wing — Cat. No. 55201 — $36.95 retail.
® UEDF Tomahawk/Defender Destroids — Cat. No. 55202 -

$32.95 retail.

@ UEDF Spartan/Phalanx Destroids — Cat. No. 55203 -
$32.95 retail.

® Zentraedi Regult Battlepods — Cat. No. 55401 - $36.95 re-
tail.

® Zentraedi Artillery Battlepods — Cat. No. 55402 - $36.95
retail.

® Zentraedi Glaug Command — Cat. No. 55403 - $36.95 re-
tail.

® Robotech® RPG Tactics™ Rulebook — Cat. No. 55105 -
$20.00 retail. Note: This is the same rulebook that is included
in the main game box, and is offered separately for those who
want an extra copy, or want to check out the rules before buy-
ing the whole game.



The Rifter

2017 Super-Subscription Offer

® Free gift(s)

® $16 savings off cover price

® F'ree shipping of each issue in the USA

® Each fun issue delivered to your doorstep

® Each is a sourcebook for the Palladium Megaverse®

® Must put “Sub Offer #232017” in the memo area
of your check.

Looking for fresh, bold ideas, adventures or source material for your
games? Then The Rifter® is for you. Every issue of The Rifter® pres-
ents unofficial and/or official source material such as new monsters,
magic, powers, weapons, hardware, villains, O.C.C.s, adventure, fiction
and new ideas for at least three (often more) adventure settings, from
Rifts® and Splicers® to Heroes Unlimited™, Palladium Fantasy
RPG® and/or any variety of other Palladium world settings. It also pres-
ents the latest news, product release info, and peeks at new game releas-
es. Many out of print issues are coveted collector’s irems. For a while,
people were reportedly paying as much as $70 for issues #4 and 21.

Super-Subscription Offer

The cover price of The Rifter® is $13.95 — a steal for 96 pages of
RPG source material and adventures. But a subscription gets you The
Rifter® delivered to your doorstep for only $9.95 an issue. And you
can select a free gift worth $20.95 to $43.85 available only during this
special offer, for the cost of shipping and handling. All prices are in U.S.
dollars. Offer ends March 20, 2017 only for readers of The Rifter®.
® $39.80 — USA. That’s only $9.95 each, a savings of $16.00, and Pal-

ladium pays the shipping! Plus you get to select a FREE subscriber’s

gift worth $20.95-$43.85 (please include $7.00 to cover shipping and
handling). That's $46.80 rotal including shipping and handling for the
free gift. Note: This rate is limited to subscribers in the USA only. Sorry.
® $61.80 — Canada. That’s $15.45 for cach issue of The Rifter®, plus
you get to select a FREE subscriber’s gift (please include $12.00 to
cover shipping and handling). That’s $73.80 including the gift item.

That’s still not a bad price for four 96 page sourcebooks. Our apolo-

gies for the higher cost, but Palladium Books cannot cover the cost of

postage to other countries. We hope you understand.

® $75.80 — Overseas. That’s $18.95 for each 96 page issue, plus you
get to select a FREE subscriber’s gift (please include $20.00 to cover
shipping and handling). That's $95.80 including the gift item. We
are only passing along the additional postage cost, but it is hefty. Our
apologies. Postal rates are out of our hands. Likewise, the purchaser
is responsible for any duty or customs fees.

Note: Please indicate if the gift items are NOT wanted. You may
decline the gift and get your subscription for the regular price of $39.80
(USA), $61.80 (Canada) or $75.80 (other countries). Offer #232017
ends March 20, 2017 for Rifter readers only.

A FREE gift worth $20.95 to $43.85

You pay only the cost of shipping and handling ($7.00 in the USA,
$12.00 Canada, and $20.00 overseas) for the FREE gift. Your choices
are as follows:

14

® Gift choice #1 — Rifter® “Collector’s Pack” (3 books; 336 pages):
FREE, out of print issues of The Rifter® #5 (Rune Weapons, Spa-
tial Magic, Werebeasts, Rifts® O.C.C., HU2 Heroes thru the Ages,
Rahu-Man™, and more) and The Rifter® #6 (HU2 robots, Russian
gods, assassins, and more) — plus The Rifter® #14 (Ninjas & Super-
spies, Fadetown™, Fantasy adventure, and more) — a $43.85 value
(we sell #5 and #6 only at conventions for $15.95 each).

@ Gift choice #2 — Comic Book Fun Pack (2 books): FREE A+Plus #5
(Detroit’s first comic, 1978, published by Kevin Siembieda and Alex
Marciniszyn, $15 value), and Rifts® Machinations of Doom (graph-
ic novel & sourcebook — art by Ramon K. Perez) — a $33.95 value.

® Gift choice #3 — “Down Under” Action Pack (2 books): FREE
Rifts® World Book 19: Australia and Mutants Down Under (an
After the Bomb® sourcebook by Erick Wujeik, easily adapted to
Rifts® or Heroes Unlimited™) — $37.85 value.

® Gift choice #4 — Dead of Winter Pack (2 books): FREE Dead
Reign® sourcebooks for a taste of the Zombie Apocalypse and
adventure ideas: Fear the Reaper™ and Graveyard Earth™ — 4
$25.90 value.

@ Gift choice #5 — Minion War™ on Rifts Earth (1 book): FREE
Rifts® World Book 35: Megaverse® in Flames™. This book, He-
roes of Humanity, HoH CS Arsenal and Disavowed are laying the
groundwork for something big. Do not miss out — $24.95 value.

® Gift choice #6 — The Coalition’s response to the Minion War™ on
Rifts Earth (1 book): FREE Rifts® Sourcebook: Heroes of Human-
ity™. This book, Megaverse® in Flames, HoH CS Arsenal and Dis-
avowed are laying the groundwork for something big — $20.95 value.

@ Gift choice #7 - Land of the Damned One: Chaos Lands (1 book):
FREE Chaos Lands for Palladium Fantasy RPG® (The Great Rift,
monsters, demons, monster generator tables, 200+ adventure hooks
and more!) — $24.95 value.

IMPORTANT GIFT NOTE: Please include shipping and handling
to receive your FREE gift: $7.00 in USA, $12.00 in Canada, $20.00
overseas. Thank you. Note: Decline the free gift and pay only the sub-
scription price if you wish.

How to order

To order online, visit www.palladiumbooks.com.

To order by mail: Send a check or money order made out to Pal-
ladium Books (for $46.80 — including handling & shipping of free gift in
the USA) along with your order to:

Palladium Books — Dept #232017

39074 Webb Court

Westland, MI 48185-7606

Indicate the issue number you’d like your new subscription to
start at: #75 (the past issue), #76 (the current issue in your hands), #77
(next issue, Winter 2017), or the issue when your current subscription
ends (please provide the number if you can).

Telephone orders: 734-721-2903 (this is an order line only) and
have your credit card information ready.

Offer #232017 ENDS March 20, 2017. NOT available online in
March. Only mail orders are valid in March.

@ and T™ 2017 Palladium Books, Inc.. all rights reserved.



The following Design Diary by Sean Fannon reflects some details from the upcoming Savage
Rifts®, It isn't final and some details may change before the book is finally sent to print.

Fans of both Rifts® and Savage Worlds
have had lots of great questions about how
different rules, characters, and monsters are
interpreted between the two systems. While
there's no way to explain every decision,
we thought a few good examples would
go a long way toward telling you what
we were thinking, how the rules played,
and what eventually became game you're
about to receive,

This should help you understand how this
is both very much Rifts® while remaining a
very Savage Worlds game.

MEGA MATTERS

The Glitter Boy strode onto the field, even as
two dozen Skelebots and a squad of Dead Boys
fired hundreds of lasers at him. They all bounced
harmlessly, and even a couple of grenades did
little more than make a couple of scratches on
the chrome. Some of the Skelebots dropped their
guns and activated their embedded vibro-blades,
those being the only weapons they had that could
hurt him. His teammates, however, started taking
them out with rail guns, lasers, and magic.

The pilot laughed as he drove the pylons
into the ground and brought his Boom Gun to
bear. One thunderous shot later, scrap metal
and shattered bodies flew everywhere as the
remaining forces scrambled for cover. It was
only when the UAR-1 Enforcer arrived that the
Glitter Boy pilot became concerned.

"Now things get interesting,” he thought, as the

race to.see who shot first was on..

This is an actual play experlence, repeated
often, during the initial play test sessions
and demos we've run over the last year all
over the country. Folks wanted to know how

Mega-Damage and M.D.C. armor would feel
under the Savage Worlds version of Rifts®,
and universally, they've been everything
from generally pleased to practically giddy.

It did, however, take us a longer journey
than you might expect to get there.

Probably the single most asked question is
some variation of "How are you handling the
concept of Mega-Damage and M.D.C. (Mega-
Damage Capacity) armor from Rifts®?" This
question entered the wrangling phase for us
on the very day that I got Kevin Siembieda's
blessing to pursue making this project a
reality. Immediately after getting Kevin’s
approval, I called Pinnacle Core Rules Brand
Manager, Clint Black, and we gushed and fan-
boyed and just relished in the giddy feeling.

Right there and then, we discussed how
Heavy Armor and Heavy Weapons, as per
Savage Worlds rules, was the way to go. For
those new to Savage Worlds, having Heavy
Armor means a normal pistol or knife has
no chance of doing any damage to whatever
is protected, no matter how many "Aces" you
roll for damage. It takes Heavy Damage to
hurt such a thing. In other words, a .45 pistol
can't hurt a Tiger Tank, but a rocket launcher
can. Boom, we had anice, clean, easy solution.

And yet...

Years later, as the project finally got
seriously underway, we decided to question
all assumptions. We dropped the idea that
the "Heavy Solution" was the only way to go,
and we experimented and |discussed many
different alternate concepts. It was only
after we'd beat up all the other ideas that we
finally concluded that "if it walks like a tank
and talks like a tank, it's a duck...er, tank."



In this way, we also made a fundamental
change that differentiates Savage Rifts® from
the original Rifts®. Not every suit of armor
is M.D.C,, and not every weapon does Mega-
Damage. This was another area of much
discussion, wrangling, thinking, and more
discussion, but I think I can boil down the
moment that solidified it. Savage Worlds
creator Shane Hensley and I were chatting
online and Shane asked what would happen
if a Glitter Boy pilot were sitting next to a
campfire, wearing normal body armor,
and a guy with leather armor and a spear
jumped out at him. I explained that, under
Rifts® rules, the spear-wielder would have
no chance of hurting the pilot, who would
then blow him into a fine red mist with
a laser pistol.

We both agreed that, while that was
absolutely Rifts® in nature, it wasn't Savage
Worlds. In this way, we've definitely opted
for a shiftin game play that makes our game
similar, yet different from the core Rifts®
experience. We brought this to Kevin, who
was very supportive of the decision. He
liked the idea of a different game system
granting a different experience, while
at the same time remaining true to the
heart of Rifts®. This has been the design
experience every step of the way, sharing
ideas of both fidelity and change with
the Palladium team, and coming up with
a fantastic new window into that gonzo,

.incredible world.

So while not everyone will necessarily
have a Mega-Damage weapon, neither will

‘everything they face have M.D.C. armor. At

the same time, there are solid options for
a team to handle both normal and M.D.C.
threats; for example, we did decide to make
virtually all advanced melee weapons do
Mega-Damage, mostly because Savage
Worlds is a very hand-to-hand friendly
game, and we thought bringing the chain
sword out to deal with the SAMAS armor
was a great thing to support. As well,
there's grenades, plasma weapons, and the
capacity for spellcasters and psionics to
amp up their damage spells to do Mega-
Damage as needed. Of course, rail gunsiin
the hands of cyborgs and vehicle weapons
on robot armor take care of those threats
pretty handily.

R RIFTSE VAMPIRE

0T A SAVAGE
WIORLDS 'VAMPIRE"

Some concern exists that we might rely
heavily on previously published versions
of things to represent monsters, demons,
and other antagonists in Savage Rifts®. We
recognize that the internal truths and
consistency of a setting demand attention to
the details that make entities in that setting
specific to the world they reside within.

Let's look at a vampire as an example,
specifically the wild vampire. As with every
other monster and antagonist we put into
the Savage Foes of North America book, we
first reread and researched all the details of
the Rifts® vampires. Translating something
in a way that is exciting for new players, yet
very recognizable to established fans, drove
every design decision. With Rifts® vampires,
there are some important distinctions that
make them the kinds of threats they are to
those who face them. This includes making
them invulnerable to most weapons and
attacks; granting them the ability to change
into a wolf or bat; and giving them effective
immortality, able to regenerate from nearly
all damage in the way that a particularly
famous image from Palladium's original
Vampire Kingdoms depicted. :

In truth, much of the abilities and powers
of a Rifts® vampire are similar to that of a
master vampire in core Savage Worlds rules.
It's the various vulnerabilities of a Rifts®
vampire that required specific attention.
For example, vampires in this setting take
damage and can be destroyed by water
(not something a standard Savage Worlds
vampire has to worry about), and that's in
there. So are the vulnerabilities to silver,
magic, sunlight, etc...

The stat block for a Rifts® wild vampire
(we'll get into the other ones when we
journey further west in later products) is
a rather long and involved one. This was
necessary in order to preserve what makes a .
Rifts® vampire special to the setting, as well
as establishing the kinds of conflicts that
traditionally exist between Rifts® heroes
and vampires. Honestly, I can't imagine a




battle with vampires that doesn't involve
water guns and a light with a cross-shaped
shadow emanating from it. Well, those and
the automatic wooden stake-throwers...

JUICERS BURNING

BHRIGHT

As I said, fidelity to what makes Rifts® the
setting it is was and will always be a key
concern of ours. At the same time, we do
have the advantage of looking back over a
quarter century of history with this setting
and considering new ideas that might make

a certain concept pop in a new, vital way.

This is how we came to change the nature
of Juicers, and it may be one of the coolest

things we've done with this vision of Rifts®.

The story begins with Ross Watson —my
Evil Beagle partner, co-writer on a number
of Savage Rifts® products, and the author
of The Garnet Town Gambit— deciding we
should really find a way to do something
with the "death arc" of the Juicer, and
challenging me to hammer at that idea. We
went