


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. 

Best of The Rifter® 

& The Rifter® Index 

A Palladium Books® 25 Year Anniversary Special 

D 



Dedicated to evelyone who has had the courage to share their ideas and submit gaming material, stories or artwork to The Rifier®, 
whether it was published or not. 

To Palladium stalwarts: Wayne Smith, Alex Marciniszyn, and Julius Rosenstein, who have worked on every single issue of The 
Rijier® for these past nine years - may many more years follow. 

To those inspired by our feeble efforts to write, draw and unleash your imaginations in any venture. 
And 10 all ofy01l, Ihe quiet multitude of garners for whom we publish The Rifter® and dedicate all our creative efforts. Keep those 

imaginations burning bright. 

~ Kevin Siembieda, 2006 

First Printing ~ February, 2006 

Copyright 2006 Palladium Books Inc. 

All rights reserved, world wide, under the Universal Copyright Convention. No part of this book may be reproduced in part or 
whole, in any fornl or by any means, without pennission from the publisher, except for brief quotes for use in reviews. All incidents, 
situations, institutions, governments and people are fictional and any similarity, without satiric intent, of characters or persons living 
or dead, is strictly coincidentaL 

Palladium Books®, Rifts®, The Rifter®, Coalition Wars®, RECON®, Nightbane®, The Palladium Fantasy Role-Playing Game®, 
The Mechanoids®, The Mechanoid Invasion®, After the Bomb®, Phase World® and Megaverse® are registered trademarks owned 
and licensed by Kevin Siembieda and Palladium Books Inc. 

The slogans "One game system, a Megaverse of adventure" and "limited only by your imagination" and titles and names such as 
Rifts®: Promise of Power, Beyond the Supernatural, BTS-2, HU2, Heroes Unlimited, Splicers, Chaos Earth, NEMA, Ninjas & 
Superspies, MercTown, Merc Ops, Tome Grotesque, Beyond Arcanum , Naruni, Mechanoid Space, Systems Failure, Dinosaur 
Swamp, The Hammer of the Forge, Arzno, Lazlo, Victor Lazlo, Lazlo Agency, Lazlo Society, Heroes Unlimited, Powers Unlimited, 
Ninjas & Superspies, Aliens Unlimited, Mutant Underground, The Nursery, Hardware Unlimited, Gadgets Unlimited, Three Galaxies, 
Void Runners , Gramercy Island, Skraypers, Atorian Empire, Wonnwood, Wolfen Wars, Wolfen, Blood Mage, Blood Magic, Ludi­
crous Mage, Ludicrous Magic, Cosmo-Knight, Cyber-Knight, Dragonlands, Triax, NGR, Gargoyle Empire, Free Quebec, Xiticix In­
vasion, Fadetown, Siege on Tolkeen, Psyscape, Dweomer, ARCHIE-3, Northern Gun, Coalition States, Erin Tarn, Emperor Prosek, 
Splugorth, Splynncryth, Mega-Damage, Skelebot, SAMAS, Glitter Boy, Dog Boy, Dog Pack, Techno-Wizard, Ley Line Walker, 
Shifter, Bio-Wizardry, Psi-Stalker, Brodkil, Juicer, Crazy, 'Burbs, ' Borg, 'Bot, D-Bee, Chi-Town, and other names, titles, slogans, and 
liken esses of characters are trademarks owned by Kevin Siembieda and Palladium Books Inc. 

Palladium Online www.palladiumbooks.com 

The Best of The Rifter® is part of an RPG sourcebook series published by Palladium Books Inc. , 12455 Universal Drive, Taylor, 
MI 48180. Printed in the USA. 

2 



Palladium Books® Presents: 

Best of The Rifter® 
Source material & a comprehensive Index of issues #1-33 

Coordinator & Editor in Chief: Wayne Smith 

Editor: Alex Marciniszyn 

Proofreader: Julius Rosenstein 

Contributing Writers: 

James Calder 

Daniel Denis 

Jason Marker 

Aaron Oliver 

Paulie Ferkleberger 

Jason Richards 

Kevin Siembieda 

Jon Thompson 

Erick Wujcik 

Cover Illustration: 

Kevin Long, Ramon Perez, Joachim Gmoser & 
Scott Johnson 

Index Section Compiled By: Kevin Siembieda 

Typesetting: Wayne Smith 

Keylining: Kevin Siembieda 

Based on the RPG rules, characters, 

concepts and Megaverse® created by Kevin Siembieda. 

Interior Artists: 

Kent Buries 

Wayne Breaux Jr. 

Kevin Long 

Brian Manning 

Ramon Perez 

Apollo Okamura 

Freddie Williams II 

Michael Wilson 

and other Palladium Madmen 

Cover Logo Design: Steve Edwards 

Credits Page Logo: Niklas Brandt 

A Palladium Books® 25 Year Anniversary Special 

Special tbanks to all our contributors, writers and artists from past to present for expanding the Palladium 
Megaverse® and inspiring fellow garners. Our apologies to anybody who got accidentally left out or their name 
misspelled. 

- Kevin Siembieda, 2006 

3 



A Note to the Readers 
The Riftcr® is one of those rare "noble experiments" that is 

a success. A quality, professional-looking quarterly sourcebook 
series that is really a " fanzine." A fan magazine put together, 
paid for, published and distributed by a professional company 
for its fans. Palladium's way of giving a little back to its most 
dedicated fans, spreading fun ideas, and encouraging imagina­
tion. 

As a fanzine, The Rifter® is predominantly written byordi­
nary garners, not professional RPG designers or writers. Oh 
sure, there 's the occasional guest article by me or Wujcik or 
some other Palladium writer/designer, but overall, the material 
is by ordinary garners, and fans of Palladium's role-playing 
games. 

Not only do the fan contributors get to see their work in print, 
and have it read (and collected) by thousands of other garners, 
but they get paid a nominal fee and get free copies of the issue 
they appear in. Nice. 

The Rifter® is also a talent search where those fans with the 
talent and a dream of becoming a professional writer or artist 
may get their start. Like a comedian at a Comedy Club who 
catches the right eye, that ordinary fan may get a shot at writing 
or contributing to a Palladium sourcebook or RPG. I think the 
number of freelance writers and artists who started with work 
printed in The Rifter® is now around one dozen, and climbing. 

It also gives Palladium a vehicle with which to spread news 
and infomlation to our most dedicated, core audience,. the read­
ers of The Rifter®. 

Contents 

P.P.E. Channelling by Jason Richards 

C.M. Tips: The Name Civer by Erick Wujcik 

C.M. Tips: Thinking Big by Erick Wujcik 

5 

9 

13 

Fantasy: 13 Deadly Magicks by James Calder . 16 

Knights of the Dinner Table by Jolly Blackburn ..... 22 

Rifts®: Trickster Mage by Kevin Siembieda 24 

Rifts®: Ludicrous Mage & Magic by Daniel Denis 34 

HU2: Where's Wayne by Paulie Ferkleberger ... . .. 73 

Fantasy: Into the Shadows by Jon Thompson ...... 81 

Nightbane® Morphus Tables by Aaron Oliver' ..... 91 

Rifts®: Three Words by Jason Marker ........ . 101 

Launched in 1998, The Rifter®, turns eight years old. To his 
credit, Wayne Smith has been the sole guiding hand who picks 
the source material , cleans it up, and puts it all together every is­
sue. Wayne's done a great job, especially since I think The 
Rifter® is better than it has ever been. 

2006 being Palladium's 25 Year Anniversary, I thought it 
would be nice to collect some of the most popular and fun arti­
cles of past Rifters and collect them in a special edition. It made 
sense, since The Rifter® spans the entire Megaverse® of Palla­
dium RPGs, but there are so many good ones it was tough mak­
ing the final selections. To those of you who made the cut, don't 
let it go to your head, there was a lot of other material that al­
most took your place. For the multitude of you who didn't make 
it this time, smile, because you were probably considered, and 
you have been part of something special. Truth be told, to offer 
a fair representation of the "best" this book shou Id be 224 pages 
or bigger! But that seemed rather excessive. 

The Rifter® Index. This wonderful series has needed some 
kind of index and listing for years. A reference to find your fa­
vorite articles, source material, G.M. tips and adventures. I de­
cided to tackle that job, personally, and hope it meets with your 
approval. I also thought it was im portant to give a nod to every 
contributor these past nine years, and to let readers locate mate­
rial written by their favorite authors, hence the inclusion of an 
A lIthors' Index. 

I hope you enjoy all our efforts and continue to read (and 
contribute to) The Rifter® for years to come. 

The Rifter Index . . . . . 

Contents for Issues #1-33 

Index by Category 

Index by Author . 

- Kevin Siembieda, 2006 
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121 
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P.P.E. 
Channeling 

5 

An Optional New Spell Casting System 
for All Palladium Games 

By Jason Richards 

First Apperared in The Rifter® #21 

Not too long ago, I was serving humbly as Game Master for 
three of my best friends. We were sitting around my coffee table 
strewn with books, scrap paper, and various fried snack foods 
when I began to marvel as the one level five character and his 
two fourth-level companions suffered terribly at the hands of 
fate, as the players rolled one, after one, after one on the crystal 
blue 20-sided die. Not only were their strike, parry and dodge 
rolls suffering. but damage rolls were falling far below average, 
and not one of them had passed a Prowl roll in more than an 
hour of gam ing. 

It was at this time that I became concerned for the fate of the 
fictional world in which they adventured. 

After all, they were nearing the inner sanctum of Glade the 
War/dc/eaver, a tenth-level magic user of incredible power. 
Their armor was running low as they managed to make a few 
Prowl rolls and stay hidden from the guards long enough to 
make it into the lair of their nemesis. They were about to come 
face to face with the end of a six month campaign and the prob­
able doom of their badly injured player characters. Still, they 
had a world to save ... 

As wonders never cease, they got the drop on the mage, who 
was deep into some dark ritual to bring about a new age of 
chaos. The sniper was out of ammunition, the hand to hand nut 
had basically zero armor, and the psychic had barely enough 
l.S.P. left to repress the pain of his many wounds. They knew 
that it would take less than a minute for the mage to summon the 
score of minions waiting outside in the main chamber for their 
master to finish his ritual. Out of options, three mid-level char­
acters charged the biggest menace I had ever thrown at them. 
They were completely outmatched. 

And they won. 

They didn ' t just win. TIley trounced the villain. Destroyed 
him. He never even got off a decent shot. If he had been able to 
raise his Armor of Ithan he would have at least beaten them 
back , but he didn't have seven seconds to spare. 

It took one attack for the heroes to cover the distance to their 
enemy. He instantly responded with a defense, to empower his 
Armor of lthan. He began to chant his mantra and focus his en­
ergy. He chanted as he dodged the punch of the penalty-laden 
psychic and parried a poor punch by the sniper. (Note: I am 
aware that dodging or panying should have negated the spell 
and forced the mage to start his mantra over, but I had to do 
something!) The man at anns landed a punch and knocked back 
the mage, who lost his focus and had his spell fizzle. Bellowing 
for his guards, Glade the Worldcleaver decided the best defense 
is a good offense, and began to summon a Fireball with which to 
take the fighter out of commission. Wham! Another punch con­
nected, fizzling the spell. 

When the heroes pulled their knives I knew it was over. 
Within the next attack the mage was unconscious, and he was 
dead by the time his guards came charging through the door a 
few seconds later. 



Like I said, it took about seven seconds. Of three attacks 
from each of the three heroes, a total of five hit. How much 
damage they did was irrelevant. The simple fact was that they 
never shou ld have had a chance doing things the way they did . 
My players had no sat isfac tion from the victory. Nobody had 
any fun, and my players looked to me to fix it. 

The Problem 
Right then and there I set my mind to developing a house 

rule that would balance things out. I talked to my players and 
asked why none of them had chosen a magic O.C.C. I came to 
realize that while magic users across the boards in Pall adium' s 
system have vast spell knowledge and power at their command, 
they are terribly unbalanced in combat and any other situation 
where time is a factor. 

Not only that, but a level ten mage has no advantage when it 
comes to casting spells over when he was level one. Spe ll ef­
fect s may be increased, and success rates go up (via Spell 
Strength), but it still takes the mage half of a melee round to cast 
Globe of Daylight. 

While I do not believe that spell casters have huge advan­
tages over mundane characters in many respects, I have found a 
variation on Palladium's official rules that allows for magic-us­
ing characters to hold their own in a great many more situations, 
while keepi ng the same spirit of the rules laid down by the writ­
ers of OUf favorite games. It even adjusts for some ways that 
these hard-luck mages might have it a little too easy. 

Actions vs Attacks 
You might note that in the following description I use the 

word "action" instead of "attack" when describing the casting of 
spells. This is to differentiate between a physical attack gained 
from Hand to Hand or Boxing, being ambidextrous, having a 
tai l, or other such bonuses. In the Rifts® Game Master 
Guide™, Palladium outlines how those without Hand to Hand 
training can perform non-combat actions at (roughly) the same 
speed as combat savvy characters can shoot a gun or swing a 
sword. If a mage does not have a Hand to Hand skill , spells are 
cast using the non-combat actions instead of combat attacks. 
This g ives them a comparable (but usually lower) number of ac­
tions in a melee round. For more information on actions for 
those without a Hand to Hand skill, see the G.M. Guide, pages 
44-45 . 

If the mage has taken a Hand to Hand sk ill , all the better. Use 
attacks instead of actions and don' t worry about it (I would st ill 
exclude extra attacks from extra limbs, tails, Extraordinary P.P., 
etc.). 

The other question that arises is "How does combat training 
help one to cast spells faster?" In other words: "Why does some­
one with Hand to Hand: Assassin get to cast more spells in a 
melee than someone with Hand to Hand: Basic?" This is strictly 
a game balance issue. If you need more than that , assume that a 
mage with HtH Assassin (a rarity, to be sure) has practiced us­
ing spe lls in combat and incorporated it into his combat styling. 
This is the best exp lanation that can be given without requiring a 
maj or change in the Pall adium combat sequence, and it certainly 
isn 't unreasonable. 
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P.P.E. Channeling 
This is the basic rule, and following sections outline special 

cases, examples, and clarifications. Th is section is all that you 
really need to use this optional spell casting system. 

Instead of the purely tim e-based system found in Rifts®, 
Palladium Fantasy RPG®, Beyond the Supernaturalnt, and 
a ll other Palladium games, I developed (with much help from 
my players and the Palladium Bulletin Boards) a system called 
"P.P.E. Channeling." This determines the rate at which a maoic-c 

using character can "channel" P.P.E. into casting a spell. Most 
mages can channel 5 P.P.E. per level of experience, per melee 
action. 

Thus, it takes a first leve l character only one action to cast 
the spell Levitation (5 P.P.E.), one action to cast Blinding Flash 
( I P.P.E.), two actions to cast Shadow Meld ( 10 P.P.E.), or three 
ac tions to cast Energy Disruption (12 P.P.E.). 

A third level character can channe l up to 15 P.P.E. per action. 
So, he can cast Levitation, Blinding Flash, Energy Disruption, 
or any other spell w ith a P.P.E. cost of 15 or less in a s inole ac-
.. 0 

tlon. In two actIOns he can cast Invulnerabili ty (25 P.P.E.) or 
Exo rcism (30 P.P.E.). On the other hand, it w ill take the charac­
ter ten ac tions to cast Summon Shadow Beast ( 140 P.P.E.). 

Everything else stays the same. He cannot take other combat 
action while casting, and he must have enough P.P.E. available. 
The spell caster can be interrupted to negate his spell as nonnal, 
and rituals remain unchanged. Each spe ll cast uses at least one 
attack/action, regardless of how little P.P.E. it costs. 

Different Kinds of Mages 
Ley Line Walkers, Mysti cs, Wizards, and other basic "sor­

cerer" types are Full Mages and have the w idest range of spell 
knowledge, and have no penalties when channeling P.P.E. for 
casting spells. All of their spe lls can be channeled at the stan­
dard 5 P.P.E. per level, per action. 

Conjurers, Sh ifters, Warl ocks, Necromancers, Temporal 
Wizards, and other such classes are Specialists, and channel at 5 
P.P.E. per level , per action when using spells within their nar­
row area of specialty. However, they can only channel 3 P.P.E. 
per level of experience per action for spells outside their area of 
expertise. This nearly doubles the amount of time required to 
cast a spell outside the mage's specialized area of knowledge. In 

. the case of the Techno-Wizard, the penalty to cast the spells 
only occurs when attempting to cast spells in the "traditional" 
manner and not into a device. The creation of the device is ef­
fectively a ritual, and therefore unaffected by the P.P.E. Chan­
neling rule. Also remember that many of these classes already 
have advantages in P.P.E. costs to cast certain spells. 

There exist, in various games, character classes that can learn 
to cast spells, or have the ability to cast them as a natural ability, 
which we'll call Dabblers. Also included are those who are 
spell casters second to some other skill , such as Temporal War­
riors or the Battle Magus. Another examp le is any character that 
casts magic through another being's power, such as a Priest , 
:Vitch, or Mystically ~estowed character. TI.lere are also magic 
Items, amulets, and talismans that may reqUIre the use of one's 
own P.P.E. to activate the magic. In all of these cases, and in 
any case where the character is not primarily a mage of some 



kind, the person can only channe l 3 P.P.E. per level, per act ion. 
This is due to a lack of training - years of training in the case of 
most spe ll casters. They s imply aren't as "i n-tune" with magic 
and aren' t as disciplined or practiced. This penalty also applies 
to people who are not mages but can "reload" Techno-Wizard 
devices. Psychics can always pump I.S. P. into TW dev ices in a 
single action (where applicable), but are subject to this penalty if 
using P.P.E. to power a device. 

Summoners, Diabolists, Alchemists, and to a lesser degree, 
Techno-Wizards, are examples of Ritual Mages that already 
have time built into the process of casting their magic, and are 
therefore not involved with P.P.E. Channeling as presented in 
this rule. 

Other Bonuses and Unique Situations 
Supernatural creatures (demons, sub-demons, Godli ngs, 

Demigods, true Giants, and most creatures with natural magical 
abilities) get an extra two P.P.E. per level, per action. Supernat­
ural creatures are just that: characters, creatures, or beings who 
have some link with the supernatural (not just some supernatural 
attributes). So, a Godling with Shifter spell casting abilities wi ll 
be able to cast 7 P.P.E. per level, per action (instead of the usual 
5). I f that same Godling learned a Line Walker spell , he would 
channel 5 P.P.E. per level, per action (instead of the usual 3). 
This is norma lly not an issue, because supernatural creatures 
generally ei ther have their own methods of spell casting (x times 
per day, x spe lls per melee, etc.) or can't learn anything outside 
of their initial discipline. Their powers tend to be natural abi li ­
ties rather than learned spe lls. 

Creatures of Magic (dragons, Sphinx, Faeries, Lord Magus 
O.C.C. , etc.), gods, and Su pernatural Intelligences get an extra 5 
P.P.E. per level, per ac tion . So, a dragon that was a Shifter (pri­
marily) gets to channel 10 P.P.E. per leve l, per action (instead of 
the usual 5). If the Shifter dragon learns a Line Walker spell he 
channels 8 P.P.E. per level, per act ion (instead of the normal 3). 

There are times, especially as a character reaches high levels, 
when mages learn add itional areas of magic other than their pri. 
mary one. It may be assumed that these new skills are funda­
mentally different , and therefore must be treated as spell s 
outside their general knowledge. So, if a IO lh leve l Wizard 
learns to be a Necromancer, all Necro Magic spells are on ly 
channeled at 3 P.P.E. and Wizard spells at 5 P.P.E. The differ­
ence comes from years of training in one art, then having to ad· 
just to the nuances of a second one. They do, however, get to 
use the higher of the two levels of experience for channeling 
purposes. So, in the above example, Wizard spells are still chan­
neled at 50 P.P.E. per action, and the Necromancer spells are 
channeled at 30 P.P.E. If, at some point, the Necromancer level 
of experience reaches leve l II , the tables are turned. Necro· 
mancy becomes the primary spell casting category and is chan· 
neled at 55 P.P.E. per ac tion, and Wizard spells drop to 33 
P.P.E. It should be noted that such changes are rare, and usually 
occur at high levels of experience where the P.P. E. channeled 
per level becomes less significant, in some ways. The difference 
to a player between channeling 30 and 50 P.P.E. is much less 
than the difference between 3 and 5 P.P.E., especially when that 
character is just try ing to get off a quick spell to defend himself. 
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Advantages and Disadvantages 
The advantages of this system to a mage are clear. It allows 

him to cast simple spells in a single action, greatly enhancing 
his usefulness in combat or defense, while keeping him under 
the usual restraints of P.P.E. usage, the need for constant con· 
centrat ion, and the necess ity to speak the power words for that 
particu lar spell. By allowing characters to use magic more effec­
tively for defense or attack, it decreases the dependence on ar· 
mor and traditional weapons, and allows him to better play in 
character and rely on his own powers and abi liti es. It also offers 
a great new way for mages to advance as they gain experience, 
becoming more powerful and casting higher-level spells more 
quickly. 

Disadvantages are few, but major. Many spells (especially 
spe lls of high leve l) will requ ire longer to cast than under tradi­
tional rules. This is a change for the positive, as in the existing 
system some high leve l spe lls requ ire 30 seconds (two melee 
rounds) to cast, such as Talisman and Dimensional Portal, that 
have huge P.P.E. costs, but were lumped together with less 
costly spells such as Remove Curse. The second disadvantage is 
that a mage can now blow through P.P.E. in a matter of melees, 
not over several minutes. This is a big issue, and will make 
mages think twice before expending lots of P.P.E. or using 
magic wi thout enough consideration. 

A Quick List of 
Mages by Category 

Full Mages 
(5 P.P.E. per level, per ac tion for all spe lls.) 

• Wizard/Sorcerer (Heroes, Fantasy, Nightbane) 

• Ley Line Walker (R ifts) 

• Mystic (Rifts, Heroes, Nightbane) 

• Astral Mage (Nightbane) 

• Geo-Immortal (Nightbane) 

Specialists 
(Nonnally 5 P.P.E. unless casting a spell outside their specialty, 
then 3 P.P.E.) 

Note: Most of these mages cannot nonnally learn outside 
magic, so using a spell that required penalized channeling would 
be very unusual. 

• Necromancer (Fantasy, Rifts) 

• Warlocks (Fantasy, Rifts) 

• Fleshsculptor (Nightbane) 

• Shifter (Rifts) 

• Conjurer (Rifts, Fantasy) 

• Techno· Wizard (Rifts; only when casting magic as a normal 
spell caster and not into an item.) 

• Temporal Wizards (Rifts) 



Dabblers 
(Casts at 3 P.P.E. for any spell cast, can not learn other disci­
plines.) 

• Super-Spy (R ifts) 

• Arcane Detect ive (N ightbane) 

• Channeler (Nightbane) 

• Priest (Most games; this is the case when using one's own 
P.P.E. to use powers granted by a god or powerful creature.) 

• Witch (Fantasy, Rifts; see note on Priest above.) 

• Mystically Bestowed (Heroes; see note on Priest above.) 

• Temporal Warrior (Rifts) 

• Battle Magus (Rifts) 

Ritual Mages 
(Skill is unique, with time al ready included in the performance 
of the ritual, and does not "channel" P.P.E. in the traditional 
sense.) 

• Summoner (Fantasy) 

• Diabolist (Fantasy) 

• Alchemist (Fantasy) 

• Techno-M age (Nightbane) 

• Techno-Wizard (Rifts; only when creating his devices.) 

In add ition to all of the above examples, there are litera lly 
scores of other magic character classes across the Megaverse, 
but these should give you a good idea of how to categorize all of 
the others. 

Closing Remarks 
Of course th is is an optional rule , but one that has shown to 

maintain a tight game ba lance. It also jibes closely with the 
spirit of what Pa lladi um had intended for mages to do: focus and 
use their Potent ial Psych ic Energy to achieve miraculous effects. 
After all, that is where the time consideration came from in the 
first place. Enjoy. 

o 
o 

o 
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The N arne Giver 
G.M. & Player Tips by Erick Wujcik 

First Apperared in The Rifter® #1 

It isn't just a part of the job, as Game Master, it's what we 
do. 

Coming up with names. Rich, meaningful , resonant names. 
Inte resting, quirk.')' , memorable names. Cool, funny names that 
the players remember. Names that strike fear. Names that in­
spire awe. 

Bucky, James the Timid, Isaac Gump, Urenfogger are all 
names that don't have much of a charge. They work perfectly 
for getting the player characters to underestimate the competi­
tion. Which shows that names can also be wonderfully mislead· 
ing. a mask, or another truth-behind-the-truth. 

Names for characters. Names for animals , creatures, mon­
sters and bugs, from pet puppies to pet pterodacty ls. Names for 
places, including buildings, towns and cities, geographical oddi­
ties, mountains and valleys and deserts and plains, streams and 
rivers and lakes and oceans, worlds and moons and comets and 
suns , clusters and galaxies, not to mention all the myriad alter­
nate universes in the Palladium Megaverse. 

Names for items, artifacts, foodstuffs, tools, weapons, whole 
new sciences and technolog ies. Philosophies, religions , magical 
systems. 

There is really no limit to the number of names that a Game 
Master needs to invent. 

The art ofnaming is complex. 

On the one hand, the Illore research the better. Coming up 
with names involves book work, a keen observational eye, and a 

lot of doodling around with a pencil (better yet, a word proces· 
sor) trying out different combinations of letters and syllables. 

On the other hand, a really good Game Master can whip out 
names with lightning speed. 

Want a model? Check out the movie "The Usual Suspects." 
For those of you who haven ' t seen it, I won't spoil things. Suf· 
fice to say, they used one of my favorite tricks for smoothly 
coming up with a lot of names. 

That 's one great trick. Here are a whole bunch of others ... 

Green-Grass Golem-Gash 
Try say ing it. "Green-Grass Golem-Gash." Do it fast, do it in 

strange voices, do it with an accent. Sure, you ' ll trip a few 
times, but it ' s not that hard to master a smooth rendition. 

Green-Grass Golem-Gash is one of my all-time favorite 
names. I have no idea where it came from. It was just one of 
those things that popped into my head when I was trying to fill 
in a list of magical swords . 

Since I had a "Circle of Twelve Mages," and a "Circle of 
Twelve Artifacts ," in the early (the first!) Dragonwright Cam­
paign, I thought there ought to be at least twelve interesting 
magical swords. 

I had already come up with a handful of good names. 
Deathkiss, for example, was planted in the Tombs of Gersidi , a 
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very early adventure in the campaign. Blackbright, a sword that 
could only be wielded by one who was undead, was another 
early entry. I sat down and started listing a bunch more. 

Iron frost, Victrionix, Righteous Wraith, Bloodseed, and ... 
hmmm ... what comes after that? 

Green·Grass Golem·Gash. 

It sounded funny. It sounded good . It sounded right. 

I had no idea of what it would be, what it would do, what 
purpose it might serve in the campaign. I just liked saying it. 

Green-Grass Golem-Gash. 

It worked beautifully. It was one of those unforgettable 
names, and it helped me create a personality for the sword that 
was unique. After all, if I liked saying "Green-Grass Golem­
Gash ," it made sense that the sword itself also liked the sound of 
its own name, and that every time the sword spoke (which was a 
lot!), it liked to refer to itself, Bob Dole-style, in the third per· 
son. 

How do I know it was a successful name? 

The only way to judge it is by gening the reactions of the 
player characters. Do they like the sound of it? Do they refer to 
it by name? Does the use of the name create a reaction? Green­
Grass Golem-Gash was a success by any measure. 

By the way, filling out the rest of the list of swords are 
Mercyblade, Krugenfelder, Dragon-Hewer, Tammarande and 
Opal's Eye (no, the group still hasn ' t found all these mystical 
blades). All interesting names. Some names that have become 
legendary. None as good as Green-Grass Golem-Gash. 

GM Tip: One of the big advantages of coming up with a li st 
of names, early in a campaign, is to build in a lot of anticipation. 
No, you don't need to know what each item does , or even have a 
clue as to what the item is (for years the group debated the na· 
ture of such items as the " Ard of Bright" and the " lIlonath 
Barecth"), just come up with the names. When the group found 
an old ruined temple, complete with the names (and a few tanta­
lizing fragments describing the items), they were really excited 
to finally have a complete list of all the names of the "Circle of 
Twelve Artifacts." It was a big deal. Finding each new item 
from the list, a task that took over ten years, was always excit­
ing, because the anticipation was so great. 

My Big Mistake 
If there is one thing I did wrong, back in the early days of 

creating my various role-playing campaigns, it was taking 
names from other sources. 

Back when I was young and stupid, too often I took the easy 
way. I stole names from wherever I found ' em. From books , 
television , movies, whatever. 

That turned out bad in the short run , and in the long run. 

Right away, almost instantly, many of the names I used were 
recognized by the players (who would have suspected that so 
many upstanding young students would know all the names 
from an obscure television soap opera?). Whenever the names 
were recognized I had to put up with either (1 ) ridicule or (2 ) 
criticism. 

It was worse later on. First were problems with getting things 
published (game manufacturers are a tad skittish about printing 
something bearing a name trademarked by, say, Disney, or 



Lucasfilm). Too many changes were needed, and I was always 
alTaid that I' d slip up and miss one. 

Even more important was the impact on the player charac­
ters . Names that I invented, that were my creations, had more of 
a long-term impact on the campaign. Players took them seri­
ously. Original names had a chance of becoming legendary, at 
least among my circle of gamers (and really, when it comes 
down to it, does the opinion of anyone else really matter?). 

I can't emphasize it strongly enough. 

Game Masters should create their own names. 

Don '{ think you are good enough? Work at it. As with any 
aspect of role-playing and Game Mastering, the more you do it, 
the more likely it is that you will get better, that you will find 
yourself with a valuable new skill. 

Tools of the N amer 
Dice 

Using dice to come up with names has the advantage of be­
ing fast. However, just as a batch of monkeys banging on key­
boards is unlikely to generate great literature, so using dice to 
come lIP- with names is unlikely to produce any really epic 
name. Back in the old days , when I was in a hurry I used the fol­
lowing technique. 

First, roll a six-sided. 

If the result is low (one, two or three), then roll a twelve­
sided for the exact letter from the start of the alphabet. In other 
words, I = A, 2 = S , 3 = C, 4 = D, etc. 

If the six-sided roll is high (four, five or six), then roll the 
twelve-sided and start in the middle of the alphabet, where I = 
M, 2 = N , 3 = 0, 4 = P, and so on. 

Not a perfect system, since it leaves out W, X, Y, Z, but I 
found that I tended to make too may names starting with X or Z 
anyway_ 

Since you need more vowels than consonants, alternate roIl­
ing a six-sided where I = A, 2 = E, 3 = I, 4 = 0, 5 = U, and 6 = 
Y. 

The good thing about rolling up names like this is that it is 
fast. Whenever the group would meet a new non-player charac­
ter, or hear about a monster, or come into a lawn, I could come 
lip with plenty of odd-sounding names. 

The not-sa-good thing about this system is that most of the 
names were garbage. 

Oh, they were okay for an hour or two. It's just that almost 
none of them stuck. None of the names turned into the names 
that the players would use when telling their war stories. 

That's not to say that I don't use the dice anymore. Far !Tom 
it. I'm always grabbing for the dice when I'm stuck for a name. 
Now, however, I only roll one letter, just as a starting place. 
Then I roll it around in my mind, seeing what kind of possibili­
ties my imagination can generate. 

Reference Books 
While dice have their place, the main tool of a good name 

giver is a good library. Of course, make use of your local public 
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or school library. It's also a good idea to start putting together 
your own set of good reference books. 

No, I'm not talking about spending money. A lot of my best 
volumes on naming were freebies. 

One of the nice things about the books that come in handy for 
name reference is that they are mostly worthless. For libraries, 
bookstores and most book-owning people, it is important to 
have the latest, most accurate, most up-to-date version of a dic­
tionary, encyclopedia, or any other reference book. 

As someone looking for good names, new isn ' t necessarily 
better. In fact, some of the very best books are old. Obsolete, 
even. 

For example, just last week, as I was preparing for the writ­
ing of this article, I stopped by a local used bookstore. There, 
sitting on the "free" shelves (ask , most used bookstores have a 
batch of books that they are eager to give away), was an old 
"Winston Simplified Dictionary," inscribed with "Kemlit Jacobs 
- Nov I 8 I 920." Heavily defaced (by Kermit, or by later genera­
tions of Jacobs, I don't know), filled with graffiti, and otherwise 
pretty damaged (I don't know how, but somebody drilled a 

small hole all the way !Tom the !Tont cover to page 49, centering 
on the word "bathe"), this is still a handy book for any Game 
Master. 

Oddly enough, the older the better. Why spend the big bucks 
on a brand new dictionary when it will be out of date in a year 
or two (in case you haven't noticed, our language is changing all 
the time; what with the internet, et ai, even the rate of change is 
accelerating)? Old dictionaries are better, partly because they 
are cheap (somewhere in your area is a scuzzy used bookstore , 
where there are piles of big old dictionaries, selling for some­
thing less than ten cents a pound). When it comes to dictionar­
ies, I recommend getting one of the really big suckers, filled 
with all kinds of obscure words. 

Speaking of obscure words, sometimes "real" words work 
very well as names. An example from the Dragonwright Cam­
paign is " Heresiarch," defined as a messiah who preaches her­
esy. One of the players happily accepted the title of 
"Heresiarch" and used it for quite some time before he hap­
pened to find it in a dictionary. 

Another category of !Tee, or really cheap books, are old for­
eign language books. Scan through a French-English dictionary, 
or a textbook on Chinese, and you'll come up with plenty of odd 
sounding words. 

One of my favorite tricks is using a foreign dictionary, and 
looking up a word that might be some kind of clue. For exam­
ple, I see " betray" is "trahir," and " betrayal" is "trahison" in 
French. I wonder how many players might figure out that there 
is something wrong with "Trahir Trahison," the new sword 
they've hired? 

Another good source for names is, no big surprise, name 
books. Again, check around the used bookstores. You'll lind a 
surprising number of books on names. Among the cheapest, and 
also the most useful, are "baby naming books" (also ask your 

older relatives), which contain the names and meanings of hun­
dreds of first names. 

I paid real money for a copy of The Writer's Digest Charac­
ter Naming Sourcebook by Sherrilyn Kenyon, Writer's Digest 
Books, 1994. !t's pretty handy, especially if you need a name 



associated with a particular language, since it contains thirty­
five different name lists, each divided in female and male sec­
tions. I haven't used them yet, but I never know when I'll need a 
list of "Arthurian Legend Names," or names based on Native 
American or Teutonic languages. 

Final stop on our list of good reference books is a volume 
that you already have. It's called a telephone book. Especially 
when it comes to creating contemporary names, there is really 
no better resource. Don't just take the names as they are. Either 
mix them up, matching different first and last names, or use the 
names as inspiration to create your own strange variations. 

GM Tip: Combining dice with books is another cool way to 
come up with names quickly. Take a quick peek at the total 
number of pages in a book. My 1945 Japanese-English Dicfio­
I1myo/Sea Terllls by Lt-Cdr. C. Ozaki (another free book!) has 
731 pages of dictionary. To generate a name I start by rolling an 
eight-sided , for the hundreds, and then a set of percentile dice. 
So a roll of 4 on the D8, and a roll of 51 on the percentile takes 
me to page 351 (round down on the D8, so you don't miss the 
first ninety-nine pages). Once there I notice that "Koganfu" 
means "inshore wind." Depending on what I need at the time I 
could use "Koganfu," shorten it to "Kogan," or just use the 
name "Inshore," which also sounds pretty good. 

Computer Software 
A good Thesaurus is an excellent reference book, but I much 

prefer the electronic version. I'd be surprised if you had to add a 
thesaurus on to your computer system, because most good word 
processors have one built-in. Once you get past the initial learn­
ing curve, finding neat names on a computer thesaurus is wicked 
fasl. 

For example, let's say the characters meet a character who is 
wearing a very fancy outfit. I start by looking up the word 
"fancy ," which gives me a long list that includes the word "or­
nate." That 's a possibility, but then I click on "ornate" and get 
"rococo." Nice sound, rococo. Jimmy Rococo? Andreas Rococo 
Vaughn? Rococo Zimphere? The possibilities are endless ... 

You might also want to check out some of the more ad­
vanced features of your spell checker. Using mine (I'm still us­
ing WordPerfect 5.1 on this machine, which dates from the age 
of MS-DOS), I can use the asterix character ("''') to do "wild 
card" searches. For example, if I need a word that ends with 
"ithian" (because 1 like the sound of the name "Corinthian" in 
Neil Gaiman 's Sandman comics), 1 enter "*thian," and get 
"nabothian" which sounds excellent (oddly enough, I can't find 
it in my big dictionary, so I guess I'll have to make a trip to the 
library) ... 

Building Original Names 
As good as it is to consult reference books, the best names 

are often those that you invent from scratch. Of COurse spending 
a lot of time with dictionaries, breaking down words according 
to their component parts, and fiddling with the pieces, that's all 
a necessal)' part of the process .. 

11 

Suffixes, Prefixes, & Infixes 
Back in the late 1940's, my Aunt Camille received a scholar­

ship to study art in New York City. Just as Camille was about to 
leave on the train, her mother, my grandmother, had some kind 
of bad feeling. 

"I'm coming with you," said 111y grandmother, and hopped 
on the train as it pulled out of Detroit. Camille argued, pointing 
out that the school would take care of everything. Besides, what 
help could her mother be? Gram spoke fluent Armenian, but 
broken English, and she was on her way to New York, a city 
where she had no friends and no family. 

Sure enough, when they got to New York, it turned out that 
Gram was right. Camille had no place to stay, and very little 
money. 

So Gram, my wise grandmother, picked up a copy of the 
New York City telephone directory. Then she started calling Ar­
menians all over Manhattan. And pretty soon she had set up 
Camille with all the necessary living arrangements, in a commu­
nity where she would be looked after and protected. 

How? 
Simple enough. Most Armenians have a common suffix. 

That is, most (not quite all, but most), have a last name that ends 
in "ian." Evarian, Oekamikian, Gerarian, Kervorkian, Serafian, 
and Misralian. Go through any telephone book and, if you avoid 
the listings for names like "O'Brian," you'll find plenty of Ar­
menians. 

A lot of nationalities have common suffixes, or endings. 
"Chavez," "Mendez" and "Vasquez" are clearly Hispanic. 
"Atagnostopoulos," "Kaloyropoulos" and "Panapolos" are obvi­
ously Greek. 

A trio of the suffixes I've used in the Dragonwright cam­
paign are "-ai," "-ahz" and "-nar." This helps to identify names 
like "Ba-al," "Aprek-nar," "Muj-ahz" and "Unba-al" as belong­
ing to a particular class of gods and demons, or with the charac­
ters who worship those demons and devils. 

Prefixes that you might find in the telephone book include 
"van" and "van der" for Dutch names, "von" for Gemlan, and 
"0'" for Irish. 

I've come up with a bunch of family names, associated with 
a particular fantasy ruling class, all with the prefix "d'." So 
"d'Althin," "d'Fingal," and "d'Voren" are all clearly marked. 

Just as prefixes are standard chunks attached to the begin­
nings of names, and suffixes are the pieces stuck on the ends, so 
infixes are bits that go in the middle of a name. This isn't com­
mon in English, but lots of other languages, such as the Philip­
pine language, Tagalog, have all kinds of interesting infixes. For 
example, adding "Ie" into the word "valea" (meaning "stupid"), 
turns it into vale lea ("stupidity") in the Niutao dialect of 
Tuvaluan in Polynesia. 

Take a couple of Niutao infixes, like "fu," "ka," and "pu," 
add them to some standard English, and you easily generate 
some cool sounding names. 

David can be Dafuvid or Dakavid or Dapuvid. Maryann be­
comes Mafuryann or Makaryann or Mapuryann. 

Also consider the following names; BillyJoe Magee and 
BetsyJoe Magee, Cindy Lou and MaryLou and DonnyLou 
Krammer, EdnaLouise and Sara Louise Smith, not to mention 



JoeBob and JimBob Kovlowski. "Joe," "Lou," "Louise," and 
" Bob" are all infixes in these examples. 

While coming up with an infix is a bit more difficult, it can 
also have a certain rhythm when used with a whole batch of re­
lated character names. 

Stream of Consciousness 
So, now that you know about prefixes, suffixes and infixes, 

here is a detailed example of how they can be used. 

My players have grown wary of a group of particularly nasty 
e lves, who combine magic into a fonn of technology. Among 
these elves, who aren't exactly enemies, but who can be quite 
dangerous, they 've met characters named Chromatic, Necro­
phon, and Styolite. 

Back when I first came up with the elves, I tried to make all 
the names sound vaguely technological. They do, to my ear. 
When I want to come up with another one of their group, when I 
need another name, I usually just try to take some contemporary 
technological term , and warp it. 

So, " Prosak" could be "'Prosakton" or "Sakrapon" or 
"Orsopak." 

How? 

I start with " Prosak." 

Then add components of the names of the elves we ' ve al­
ready met. Chromatic, Necrophon and Styolite. The suffixes 
would be " tic," "phon" and " ite." (I' ll leave it as an exercise to 
the reader to work out the prefixes and infixes.) 

Adding extra sounds on the end, I could get Prosakton, 
Prosakic, Prosakite. Prosakton, of these three possibilities, just 
sounds better. 

In this case, pulling extra sounds at the start just doesn't 
seem right. 

Break it into "Pro" and "Sak." One prefix, one suffix. 

First , just switch ' em around. 

Sakpro? 
Not enough ofa name, I th ink. 

Sakpronic? Maybe. 

Sakprotic? No way. 

Sakpropon? Okay, at least it sounds like a name. It 's just that 
"propon" is sort of hard to say. Too easy to twist up the tongue. 
"Sakropon" is better. "Sakrapon" is better yet, since it seems to 
lend itself to an interesting pronunciation; "Sa-KRA-pon." 

So how did I end up with " Orsopak?" 

More switching around. " Pro" backwards is "Orp," but " Orp" 
sounds dumb. "Or" isn't too bad ... If it started with "Or," then 
what? 

Orpak? Naw. Too short. 

Orpropak? Hmmm ... 

Orcropak? Onnapak? Ol)'opak? 

I just kept messing around, putting in different sounds. 

Until I came up with Orsopak. 

It sounds good to my ear. I can say it out loud. It seems to fit 
in with the others, Chromatic and Orsopak, Orsopak and 
Necrophon, Styolite and Orsopak. 

In other words, I just keep messing around until I come up 
with something that sounds right. 12 

Magic Names 
Playing around with suffixes, foreign dictionaries and soft­

ware tools are all okay, but the real art of naming is finding a 
name that fits. 

It isn't science, or technique. There is no trick to this. 

Finding just the right name is more a matter of inst inct. It's 
an art. Like all an, it's impossible to explain. The best I can do 
is come up with examples. Here are some of the best names I've 
invented. 

Vagrant and Reaper. 

In a conventional sense they aren't even " names." They are 
words that you might find in a dictionary. However, as names 
they have worked brilliantly. 

Both are from my original Amber Diceless Role-Playing 
campaign. In the case of " Reaper ," I was looking for the name 
that would describe the father of several of the player characters. 
He wasn't going to be a nice guy (you probably figured that out, 
just by the name). More, he was going to be downright nuts. 
And I vel)' much wanted the players to fear him. I'm happy to 
say that I succeeded. Even now, years after one of the player 
characters cut off his head , the name " Reaper" sti ll inspires fear 
and dread in the players. 

As for "Vagrant," I was looking for a nam e for one of tile im­
portant figures in the Courts of Chaos (a kingdom of powerful 
demons and shape-shifters). As an assistant to the royal family I 
came up with a title , " High Lord of Protocol." He would be big 
and powerful, with incredible political c lout. Someone who 
could intimidate with words alone. Someone who would always 
know exactly the right etiquette and proprieties in every situa­
tion. I pictured a huge demonic figure , covered in glittering 
green and black scales, wearing ... nothing but a tuxedo vest and 
a black g-string. I have no idea where the name "Vagrant" came 
from. It seems so counter-intuitive. Yet the juxtaposition of the 
name "Vagrant" vlith the campaign 's most " proper" figure 
worked out perfectly. 

Doc Feral 
When it comes to a character name, this is another of my per­

fect assignations. For those of you who don't recognize him , 
Doctor Victor Feral was the main villain created in the original 
Palladium game, Teenage A'llIfanf Ninja Turtles and Other 
Strangeness (made way back in 1985). Here was a character 
who believed in putting humans first, and in subjugating mutant 
animals (i.e. , the player characters). He was a delightful combi­
nation; a character who was totally upstanding in his dealings 
with humanity, and completely venal otherwise. Short, sassy, 
and full of spit , Feral is still a great name. 

Haldeman and Napalm 
Ask the players in the Dragonwright Campaign about really 

powerful mages, and you' ll likely hearthese two names. 

Napalm was one of my very first , the holder of the entryway 
to "Napalm 's Dungeon." There is no substance known as "Na­
palm" in the campaign , but the name is clearly evocative. I don ' t 
know if the players ever saw Napalm cast a fireball , but you 
kllow they've got to be thinking that he must have something 
pretty hot up his sleeve. 



As you may recall , there was a prominent figure in Nixon's 
Watergate Scandal named Haldeman. Of course, that Haldeman 
didn ' t have exclusive rights to the name, since there are plenty 
of other Haldemans, famous and otherwise (Joe Haldeman, the 
author of "The Forever War," is a fine science fiction writer). 
Still, choosing to name the evil sorcerer in my fantasy campaign 
"Haldeman," has worked out very, very well. While the name 
has a modern ring, it works just fine in a Palladium setting. 

Left-Side-Wound and Two-Trees 
Early in the Dragonwright Campaign, nearly two decades 

ago, the characters first met up with Kankorin and Emerin (see 
Palladium's Mons/ers & Animals). The ritual of being adopted 
into the tribe had two parts. First, each player character was 
paired with a young Kankorin and sent out for a ritual combat 
with an Emerin. The survivors were given tribal Kankorin 
names. However, the names were to be based on what happened 
during the ritual combat. The result was that many of the player 
characters have memorable names to this day. The names were­
n't really mine, I didn't invent them, but I can take credit for in­
troducing the tradition. Speaking from experience, when a 
player character has a tribal name based on the wounds they re­
ceived in a desperate battle, it is a very good name ... 

GM Tip: A couple of years ago, I ended up running a role­
playing session with a huge group, along with two other Game 
Masters. While I had designed the scenario, I wanted to keep it 
open-ended, and to give the other two Game Masters enough 
freedom to move with the flow of events, as well as to invent 
new non-player characters (NrCs) as needed. Still, I wanted it 
to look organized, from the point of view of the players. Most of 
the NPCs would be demons, but demons from two very different 
realms. Rather than hand out a list of names, I came up with a 
pair of simple rules. One batch of demons were all to have 
names based all automotive parts, and the other on words for as­
tronomical objects. No, not just "carburetor" or "Venus," but 
switched around a bit. It worked fine, and it was clear to the 
player characters that "Anarator" and " Exafold" belonged to one 
group of demons, while "Even us" and " Ijupar" were clearly 
from another. It turned out to be an easy, very quick, way of in­
venting names (it was easy to segregate the demons according to 
their names, so a big tough guy might have a name based on 

"engine block" while a smaller, smarter one's name could be 
based on "accelerator" ), and it was a technique that was invisi­
ble to the players. 

Now it's your turn 
I could go on. 

Agranin, a major demon, Alstay the Bonestealer, a witch of 
supernatural proportions, Apnik, a minor demon-sprite, Ayeron 
the spider god ... all the way to Zelerum, a suit of demon ann or. 
All the good names found me, whispered in my ear, and de­
manded to be used. 

All of my role-playing life I've been known as a guy good 
with names (for example, that little name, " Rifts," that was a 
good one). I like names, I like naming things, and I even like 
thinking about how to name things. 

It didn't happen overnight. I didn't come naturally. Like just 
about everyone else, when I first started coming up with names 
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it seemed impossible. As if the people who invented good 
names were some kind of tricksters. 

It turns out that it wasn't magic. For me, for you , for anyone 
who wants the knack of naming, all it takes is work and prac­
tice. And a little imagination .. 

GM Tip: Check out Palladium ' s Mys/ic China, for another 
take on com ing up with names. 

Thinking Big 
By Erick Wujcik 

First Appcrared in The Rifter® #2 

Last time around, on the subject of names and naming, I told 
you about some of my early errors, about how I made the mis­
take of "'borrowing" names instead of inventing ' em. I men­
tioned that the names I'd ripped off ITom books, movies, 
television, etc., came back to bite me long after they were intro­
duced into my role-playing campaigns. 

If you read that and thought, "no problem here, my cam­
paigns never really last ," this column is for you. 

This where I'd like to talk about thinking big, about stretch­
ing your imagination, and how that can help you create a role­
playing campaign that will last and last. 

Bopping back to something else I mentioned back in the last 
issue of The Rifter®, you may recall that I described the "Circle 

, of Twelve Mages," and the "Circle of Twelve Artifacts," as 
stuff from the first Oragonwright Campaign. 

Remember, that campaign is now over twenty years old. The 
same story, the same universe. Heck, we've even got some of 
the same player characters. What is even more amazing is that 
the Dragonwright Campaign was started by a pretty dumb Game 
Master. As I look back on what kind of Game Master I was 
twenty years ago, that guy looks pretty clueless. He (the old me) 
had never run a role-playing campaign of any kind, wasn ' t all 
that good a Game Master, and made a heck ofa lot of mistakes. 

Yet in one all-tao-crucial way, I was a friggin' genius. 

Because I thought big. 

Thinking big was a lucky accident , the coincidence of start­
ing in on role-playing and Game Mastering right in the middle 
of some pretty exciting computer science classes. Back in those 
days (circa 1978), the latest thing in systems engineering was 
something called "Top-Down Design." As applied to computer 
programming, the idea was to conceptualize the problem, what­
ever it was, in the most general way possible, and then to break 
it down into manageable pieces, one level of implementation at 
a time. That way, in theory, you could start with a really tough 
job (like designing a computer operating system), break it down 
into pieces (usually something like input, processing and out­
put), and then break each of those pieces down into even smaller 
pieces. 

For a visual image of "Top-Down" try to picture an organiza­
tional chart. You know, the kind with the little boxes and lines, 
with the " President" at the top level , then the various "Vice 
Presidents" at the second level, with progressi vely more little 



boxes as you go down through the "tree." And at the bottom of 
the chart would be the "Workers," the people who actually per­
formed useful functions. 

In computer programming you can use pretty much the same 
chart, the same visuals. However, instead of the boxes contain­
ing the titles of people, each box would describe some function 
of the computer program. 

As I said, at the time I was pretty involved in this whole new 
way of doing things, because of my computer programming 
classes. 

So it wasn't much of a leap for me to apply exactly the 
same technique when it came to building my first big role­
playing campaign, the monster that came to be known as 
"Dragonwright." 

Before the Big Ideas Hit 
By the time I got around to designing the Dragonwright cam­

paign, I had already built three "dungeons." 

The first one, "KiddieDungeon" (which was, by the way, 
Kevin Siembieda's very first encounter with role-playing), was­
n't much more than a collection of rooms stocked with monsters 
and treasures. Fun, in a limited way, but with nothing to keep 
the player characters interested for more than a couple of hours 
of killing and figuring out puzzles. 

By the time I got to my third dungeon, "Napalm's," my de­
signs were considerably more complex. There were dozens of 
levels, thousands of rooms, and whole categories of monsters. 
Better yet, the dungeon actually made sense (well, not really, 
but as much sense as you ' ll find in most fantasy novels). Differ­
ent areas of Napalm's were controlled by the worshippers of 
competing gods, each charged with protecting various shrines, 
treasure rooms and artifacts. 

Also, Napalm's was enormous. Using the most detailed 
graph paper I could find, and a selection of colored pencils to 
represent all sorts of detail, I wrote up hundreds and hundreds of 
detailed descriptions. Plus mazes, traps and countless interesting 
magical items. 

It was around that time that I figured out one big problem. 
Napalm's was really too big. 

Oh, it was fun. For about half a year people would send their 
player characters tromping into Napalm's, happily mapping and 
exploring, fighting and running, and grabbing all sorts of inter­
esting loot (those happy few who survived-this was back in 
my days as a "killer" Game Master). 

However, it statted to become obvious, to me at least, that a 
lot of the important stuff in Napalm's was never going to be dis­
covered. It took hours and hours for the players to fight their 
way in, follow up on a few obscure clues, and then fight their 
way out. 

Also, after a solid six months of work, as the designer, I was 
nowhere near finishing Napalm's. Worse, it seemed like the 
more I built, the less chance there was of any of the player char­
acters actually finding the cool stuff I was inventing. 

In other words, Napalm's wasn't all that much fun. 

It was around this time that I had my epiphany. 
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Why, I thought to myself, spend all this time designing dun­
geon levels, forcing the players to wander around for hours, 
when I could just put the interesting stuff right in front of them? 

My favorite authors didn't waste pages and pages describing 
the boring parts. No, they'd just say something like "after two 
weeks of searching," or "he crawled for hours," and then jump 
right into the good stuff. Why couldn't I do the same thing? 

Instead of forcing the players to march through hallway after 
hallway, seeking the one real treasure room among the dozens 
of fakes, I could just skip ahead. Better yet, instead of drawing 
all those dozens of rooms, I could just concentrate on the fun 
part, just on designing the one room. 

Whew! What a reliefl 

Right away I started moving stuff around in Napalm's. Cool 
stuff from deep inside was moved right into the path of the 
on-coming player characters. 

Suddenly the role-playing got a lot more interesting, and a lot 
more fun. Plus, it was easier for me ... 

Thinking Big for the First Time 
Napalm's, as I've described it, and in many other ways, was 

a beautiful learning experience. By trial and error I'd managed 
to figure out a lot of what made role-playing interesting, and 
also what could make it deadly dull. 

I had learned that people liked following a chain of events, 
that they were more involved in the experience of the role-play­
ing if they felt like every detail might be part ofa bigger picture. 
In my own particular version of a fantasy world, that meant un­
derstanding the politics behind different gods and the religions 
that worship them (you thought it was a coincidence that I wrote 
the Gods section of Dragons & Gods?). 

However, trying to work out all the details in a campaign, in 
advance, was looking to be a pretty futile exercise. 

After ali , what was the point of designing a really cool room 
if no one was likely to find it? Wouldn't it be better to just de­
sign the stuff that was right in front of the player characters? 

That was it. That was the trick. 

I needed to think big, but I also needed to avoid wasting time 
on details that weren't important. 

Which brought me back to the scheduling part of the philoso­
phyofTop-Down. 

You see, it's the job of a systems analyst to break apart a big 
problem, to separate it into manageable chunks, and then to as­
sign the different parts of the problem to different computer pro­
grammers. Big projects usually require time scheduling as well, 
so that different parts are tackled at different times in the devel­
opment schedule. 

That way of looking at things can be translated into role­
playing tenns. 

Think of the player character group as a set of problem solv­
ers. Whatever the point of the overall role-playing campaign, 
it's up to the player characters to meet the challenge, and to 
solve the problem. 

Obviously, the player characters aren't going to be able to 
solve everything at once, no more than a computer programmer 
can write an entire operating system in one sitting. They need to 
tackle the problem one step at a time. 



In the case of the Dragonwright Campaign, in order to suc­
ceed, the player characters had to collect all the scaltered objects 
that made up the "Circle of Twelve Artifacts." 

Now, since I was thinking big, back when I first created the 
Dragonwright Campaign, I already knew the purpose of the Cir­
cle of Twelve Artifacts (sorry, I can't include that information 
here, since my players haven ' t figured it out ye t). Back then I 
didn ' t even know what the artifacts looked like, what their 
names might be, or much of anything else. 

I just knew that there would have to be a Circle of Twelve 
Artifacts, that there would be twelve of 'e m (duh!), and that they 
had all been scattered, hidden, and locked away, thousands of 
years before the player characters came 011 the scene. 

Since each of the twelve artifacts was of major importance, I 
figured I'd have to work up, basically, twelve different " quests." 
Yes, I had to work up the first one, in detail , pretty carefully, but 
the others could definitely wail. 

So, as the campaign progressed, I gradually filled in more 
and more of the particulars. About a year after we started, the 
group found a st ructure where all of the twelve artifacts were 
named and pictured, but that gave me a full year to figure out 
each of the names. Eventually, over the years, all of the twelve 
were discovered, and a ll fell into the hands of the player charac­
ters. 

This was interest ing for the player characters (imagine know­
ing about a mystic item for ten years, knowing its name, its ap­
pearance, and something about what it can do, and then , finally , 
finally , having the opportunity to get your hands on that very 
item!). 

Even more important, for me as a Game Master, the Top­
Down approach gave me a framework , a blueprint upon which J 

could build a campaign. A campaign that would prove to last for 
decades. 

Thinking Big with Maps 
Let ' s take worlds as an example. 

Say you've decided to run a campaign where, for starters 
anyway, the player characters are going to be dealing with a lit­
tle town. 

You know the kind of place. In Rifts it would be a place with 
a few buildings, a couple of dozen scruffy inhabitants , maybe 
built on the ruins of an old intersection, where there used to be 
gas stations, strip malls, and maybe an old motel. 

No big deal , just a place where the characters can rest up, 
have a couple of harmless encounters, maybe set up a bar fight. 

Probably, if you're like most Game Masters , you know the 
town isn' t all that important. Certainly not worth putting in a lot 
of work. 

After all , knowing the way Rifts player characters move 
around, they'll be there only a short time, they'll squash the 
place flat , and then they' ll be off somewhere else, never to re­
turn. 

Why waste time and effort on such a nowhere place? 

Exactly because the player characters are going to be moving 
around. Because whatever happens in this little town is really 
only a set-up for the next big encounter. 
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One approach would be to start mapping with the town at the 
center of the map. You could figure out that the Coalition is this 
way, and the Federation of Magic is over yonder, and there's a 
nasty Rift off to the south, and so on ... 

Then, as the group moves around, YO ll can just fill in the nec­
essary details, always adding to your map in little ways. 

Which is actually a good approach. 

It 's just easier, and more effective , to start alit with a big map 
in the first place. 

Start with a world map (don't worry, it 's mostly going to be 
blank). Now sketch in, in rough fashion, the big areas you know 
you're going want to include in your campaign. The Coalition, 
Atlantis, etc. 

Now focus on the general area where you want to put your 
little town. Figure out whatls in the general area. Add in some 
interesting details like rivers or mountains. As you get closer to 
the target area, to the exact location for the town, get more and 
more specific. 

See the difference? 

Yes, you can still extend your map, still fill it in as the player 
characters wander around. The difference is , starting with the 
big picture, with the big idea, is that yo u've got a map that is 
more manageable. It 's clear, right from the s tart , how everything 
fits together. 

In the long run, starting with a global map, with a world map, 
even if you have very little of it figured out, makes for a better 
campaign. 

Thinking Cosmic Big 
So far , so good. If you've paid attention up (0 this point, you 

probably realize that designing a world is, in a lot of ways, eas­
ier than designing one village at a time, one encounter at a time. 
Thinking big, at least when it comes to worlds , makes things 
easier for the Game Master. 



Likewise, it makes sense to try to think big in time as well as 
space. That by building an interesting past, you also leave your­
self open for some room to design a complex and interesting 
campaign. 

Now prepare to really let loose. 

The idea is to give your iillagination full reign, full scope. To 
kick on your brain's afterburners, and really think big. 

Bigger than worlds, bigger than solar systems, bigger than 
galaxies. Universe big. Cosmic big. 

Cosmology big. 

According to my big dictionary, cosmology is the branch of 
scie nce that deals with the philosophy of the origin and structure 
of the universe, which includes such minutia as the nature of 

time and space, the existence of god (or gods), and even stuff 
like causality (which came first, th e chicken or the egg?). 

For me, this is the real pay-off of role-playing, and the real 
kick I get out of Game Mastering. In just about any other cre­
ative endeavor, there are limits, boundaries (and budgetary con­
straints). Not so in our little hobby. 

You have the power to decide, in your own pocket universe, 
exactly how creation happened. Who and what are th e gods. 
You get to decide all the big questions. 

Better yet, your universe can consist of many universes. Al­
ternate dimensions (Rifts!), different time lines, realities based 
on whatever rules you wish to impose or create. 

The bigger you think, the better. 

The Thirteen Deadly Magicks 

Palladium fanta~y RP6' 
Optional Source Material for the 
Palladium Fantasy RPG® 

By James Calder 

First Apperared in The Rifter® #13 

"II'S been a long lime since anyone has asked me aboulthe 
los( magic said ( 0 wake up the Old ... shhh. I Jorget Ihm some­
limes it's bad luck to even invoke their name. Let's just call 
them 'them.' Well, I'm not too sure about YO Il but there's this 
old book that recounts thaI there are 13 spells that will unlock 
their magical slumber. I have a book somewhere in here that ... 
let me see if I can remember if I can 'I find il. 

"There are eight jpells said to unlock the process. 'Key 
spells' they are called, and each one contains an essence or a 
ji'agmel1l oj the Old ... 'their' power. Each one is unremarkable 
in itself. causing a bit oj nasliness I'm sure, but other (han that, 
somebody could casl them and nol realize what they are doing. 
Calling 011 'their' power though tends 10 make the caster a little 
jimny, if you gel Illy drift. Takes a bil of their sanity wilh them. 
AI any rate, as the stOJ), goes, these spells are what need to be 
casl first. Ifyoll don 'I cast them, the next five don 'I even exist as 
Jar as I can gather. 

"The next Jour are elemental spells, but not ones Ihe War­
locks lise. As Ihe elements are the near pel/ecI embodimenl oj 
chaos, these destructive spells use portions of the elements as 
well as the power oj a couple of ',hem. ' So, y ou'll have one ele­
ment plus Ihefoclls oJtwo oj 'them. ' Amazing. I'd say, ifitwere 
true. 

"Lastly is the ultimate jpell of chaos. This one, il is saic/, 
brings dOll'n Ihe vel)! heavens in a tumultuous blast of en/ropy. 
Like Ihat lasl sentence, eh? Heh heh. Though! oj it myself Not 
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sure what it does. If I can find thaI blasted book, I'll show you 
the sto/y. 

"Bul of course, il isjusl a S(OI)'. " 

G.M. 's Notc: What follows is a possible way for the Old 
Ones to be reawakened in the Palladium uni verse. The follow­
ing spells are keys to unlocking their slumber. In 1110st cases, the 
spells are out of reach for the average player to be able to cast, 
but could be just right for their diabolical arch-villain. Under­
stand also that this need not be the way the Old Ones are awak­
ened, and may be just a legend, which could lead to interesting 
adventures in trying to prevent a villain from using the magic 
which, while destructive and very powerful, will not release the 
Old Ones. 

For more information on the Old Ones, see Palladium Fan­
tas), RPG® Book II: Old Oncs , pages 7-10. 

"The Thirteen Deadly Magicks" is a legend that's been 
around for about a thousand years. For millennia, rumors held 
that the key to unlocking the slumber of the ancient Old Ones 
has ranged from rituals performed by the Minotaur chaos priests 
to a great ancient artifact scattered in pieces across the 
Megaverse. This legend is one that surfaced when adventuring 
scholars discovered a parchment in the ruins of an abandoned 
temple. 

The parchment, as the legend goes, detail s the fragmenting of 
the Old Ones' power across the Megaverse, and says that the es­
sence of each of the Eight lies locked in the magica l words of 
thirteen spells referred to as the Thirteen Deadl y Magicks. The 
thirteen spells are broken down by "function." There are eight 
Key Speils, four Elemental A wakening Speils , and the final 
Spell of Chaos. 

The Thirteen Spells 
It should be noted that there are a fixed number of these 

spells, and that destroying one merely creates another copy else­
where. Either in the rambling writings of a madman , or in the 



research of an ancient dragon-mage, the spell will be re-crafted, 
as the essence of the Old Ones cannot be destroyed. 

The Eight Key Spells 
The Eight Key Spells, as they are collectively known, are 

eight regularly powered spells that directly invoke the essence 
of the Old Ones. It is said that with a casting of each of these 
spells , it slowly draws a portion of the Old Ones ' power back to 
reality. It is also said, that with each casting of these spells, the 
caster is slowly driven to the edge of insanity, as his or her men­
tal endurance is eaten away at with each calling of power. It 'is 
said that until each of these spells is cast at least once, the other 
five deadly magicks cannot be cast. 

As each spell is cast, the caster delves deeper into insanity -
an attribute of the Old Ones that spawned this hideous magic. 
After each casting, the caster must roll to save vs insanity (must 
roll under their M.E. attribute) or develop one insanity instantly. 
As each spell has the effect of reducing the caster's Mental En­
durance, take note of their bonuses to save vs insanity after the 
spell casting. 

As these spells are largely unremarkable, there may be a 
copy existing in treasure hoards, innocuous spell books, or in the 
attics of ancient sages. 

Price of Power 
Range: Se lf. 

Duration: 106 melee rounds. 

Saving Throw: None. 
P.P.E.: 10, + 1 point of M.E. permanently, per 30 P.P.E. points 
in casting cost of the subsequent spell , rounded up (see below). 

Level: 15. 

Old One Invoked: Xy (Power Incarnate). 

This spell , unbridling the Great Old One's power, will allow 
the mage to cast one other spell , regardless of level or cost, for a 
mere 10 P.P.E. plus possibly, his sanity. Expending the 10 
P.P.E. points will unlock the magic of the next spell. Only after 
the caster willingly loses himself to the casting by giving up his 
grip of reality, will he be able to now the magic through himself 
at no cost. This power comes at the price of 1 point of M.E. per 
30 P.P.E. points in casting cost. A wizard may, ifhe chooses, di­
lute the Price 0/ POIVer with his own P.P.E. base to derray the 
cost of the spell. The wizard has 106 minutes to cast the second 
spell or lose I point ofM.E. pennanently just for invoking Xy. 

For example, a wizard casting Price of Power in order to cast 
a Summon & Control Storm spell without fronting any extra 
P.P.E. will have to pay 10 P.P.E. plus 9 M.E. points (260/30 ~ 
8.67 , or 9 when rounded up). The same wizard casting Price of 
Power and diluting the SII1111110n & Control Storm with 100 
P.P.E. points of his own would pay 10 P.P.E. plus 6 M.E. points 
(160/30 ~ 5.33 , or 6 when rounded up). 

Of course, only a fool would use this spell if he had the 
P.P.E. to spend. Or would he? Sanity may seem a small price 
when a Sanctllary spell can be cast for 10 P.P.E. 
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Harbingers of Despair 
Range: 20 foot (6 Ill) area , up to 100 reet (30 .5 m) away, cen­
tered on a target. 

Duration: I minute (4 melees) per level of experience. 
Saving Throw: Special; save vs Horror Factor for the first ef­
fect , and save vs ritual magic for the second. 

P.P.E.: 75. 

Level: 10. 

Old One Invoked: Netosa (Suffering, Despair, the Undead). 

Harbingers of Despair functions similar to a Fear spell with 
a slight twist. Like the Fear spell, this enchantment creates a 
sensation of fear over a particular area as defined in the range. 
Anybody within the area or entering the area must save vs Hor­
ror Factor 16. A failed roll has the same effect as the Fear spell. 
The second effect, whether the first save was successful or not, 
attaches the Fear spell central to the individuals that have en­
tered the area or were in the area when the Harbingers of De­
spair was originally cast. That is, if the character fails to make a 
subsequent save vs ritual magic, the Fear effect will follow, and 
move with the victim as its center. It then essentially becomes a 
moving Fear spell. 

Diabolic Conception 
Range: Touch. 

Duration: Instantaneous. 

Saving Throw: Save vs ritual magic. 



P.P.E.: 125, + 1 point ofM.E. pennanently. 

Level: Ten. 

Old One Invoked: Agu (Life, Birth, Rebirth). 

This spell gives the caster the unenviable ability to impreg­
nate a humanoid capable of giving birth, with a creature of pure 
ev il. Upon a successful casting completion, including the touch­
ing of a subject, the expenditure of P.P.E. and of one pemlanent 
point of MeJ1lal Endurance, the victim of this spell will be carry­
ing a demonic entity until birth. The creature will grow and de­
ve lop within the subject for a period of 106 months before the 
birth occurs. This spell duplicates a summoning of a lesser 
demon, and protect ion from a lesser demon. 

The creature will appear to be a member of the same species 
as the "mother," but will have demonic characteristic of a 
Succubus or Incubus. Upon birth, the offspring will see the 
mother as the summoner who brought it to this plane, and at­
tempt to kill her immediately. 

Covet 
Range: Touch or within 10 feet (3 m). 

Duration: I hour per level of experience. 

Saving Throw: Save vs ritual magic. 

P.P.E.: 65 , +1 point ofM.E. pennanently. 

Level : Ten. 

Old One Invoked: AI-vii (Envy, Jealousy). 

When this enchantment is cast upon a person or an item , all 
individuals failing a save vs ritual magic within eyesight of the 
object or individual targeted by this spell will instantly crave 
and desire the subject, and will go to any means to obtain the 
object of their desire. If the target is sentient, he or she is im· 
mune to the effects of this casting (that is, they will not desire 
themselves). The feelings the victims of this enchantment 
experience will be those of envy for the target and the desire to 
woo the individual away from others. If the target is inanimate, 
they will try to wrest control of the target away from its pos­
sessor. The caster of the spell is also immune to the effects. 

Shadow of Death 
Range: Touch or within 10 feet (3 m). 

Duration: I day per level of experience. 

Saving Throw: Save vs ritual magic. 

P.P.E.: 100, +1 point ofM.E. pennanently. 

Level: Ten. 

Old One Invoked: Erva (Darkness, Death). 

Like a far-reaching Feign Death spell , Shadow oj Death 
causes the target of the spell to appear dead. All signs of life 
will be missing, such as heartbeat, pulse , breathing and move­
ment. The victim of the spell is for all intents and purposes , 
truly dead and, if cast by a powerful mage, will appear as such 
for some time. This magic also has the effect of obscuring most 
detection spells like Sense kfagic or any spells used to detect 
life, like Sense Allra. 

in addition to appearing dead, the victim of the spell will also 
react as though they were dead to other spells and rituals affect­
ing the dead. For instance , the victim of Shadow of Death may 
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be animated through an Animate & Control Dead spell and sub­
sequently turned through Turn Dead. 

The true horror of this spell is that the victim is not dead , and 
is completely conscious and aware of all that is happening to 

him or her. They are quite helpless, should a ceremony or fu­
neral take place. Once the duration has elapsed, they will return 
to a nonnal state - wherever they are. 

At All Costs 
Range: Touch or self. 

Duration: 1 hour per level of experience. 

Saving Throw: None; save vs ritual if on an unwilling victim. 

P.P.E.: 125, + 1 pointofM.E. permanently. 

Level: Ten. 

Old One Invoked: Ya-ahk-met (Power, Light). 

This spell helps the target of the spell to persevere under ex­
treme conditions and damage. The cost? The target of the spell 
will sustain no damage so long as there are living, breathing 
creatures nearby. Each point of damage inflicted on the target is 
immediately applied to a random creature within 30 feet (9.1 m) 
per level of experience. A successful save vs magic by this alter­
nate victim reduces the damage by half. The target of this spell 
cannot choose the alternate victim. 

For instance, a lOth level Wizard casts At All Costs on him­
self and is subsequently assaulted by a Fire Boll spell. The 506 
points of damage is subsequently applied to his Ranger compan­
ion (detennined randomly), who crumples to the ground in 
burning agony while the Wizard stands unscathed in the face of 
their enemy. 

This spell is a redirection of damage, not a redirection of at­
tack types. So, for instance, if a creature only affected by magic 
weapons is the only creature in range, it will still suffer damage, 
even if the target of the spell is attacked with non-magical 
means. The initial attack doesn 't have to be effective against the 
secondary victim, just the initial target/rec ipient of this spell. 

Hatemonger 
Range: Touch. 

Duration: I hour per level of experience. 

Saving Throw: Save vs ritual magic. 

P.P.E.: 80, + I point of M.E. permanently. 

Level: Ten. 

Old One Invoked: Tann-kin·toe (Hatred, Treachery, Ven­
geance). 

The target of this spell becomes the target of uncontrollable 
hatred and violence by strangers and friends alike, for what may 
appear to be no reason. This spell will not affect gods, godlings , 
demon lords, entities, elcmentals, or alien intelligences. Any­
body within a 20 foot (6.1 m) radius will react with great ani­
mosity towards the character, depending on his or her relation­
ship with the character. Strangers may hurl insults or objects 
(like tomatoes or stones) at the victim. Friends may take the op­
portunity to steal from the victim or bully them. Remember, 
even best friends can grow to loathe the character. 



Hostile forces, racial enemies (whether ancient or modern), 
and individuals disliking the victim will immediately harass and 
attack the target of this spell , regardless of the situation. For in­
stance, two warring parties may be brought together to declare a 
truce whcn a soldier enchanted with this spell sparks another 
outbreak. 

Complete strangers and neutral third parties will act with 
great disdain towards the character, unable to interact without 
hurling insults or small objects. They may even accuse the vic­
tim of a small transgression like shoplifting, or make an obscene 
gesture towards them , sparking a fight or confrontation. 

Friends, loved ones and acquaintances will grow weal)' of the 
victim, believing their ally of conspiring against them, hurting 
their calise, or generally just behaving poorly. A confrontation at 
some point may be inevitable or the victim may be driven ofr. 

Once the duration has passed, the enchantment ends and the 
people who previously acted against thcm will remember all that 
has transpired. They will know that at one point they disliked 
the victim for some reaSOll , but will not know why as the magic 
has ended and their cloudy memories take over. 

Wasting 
Range: 60 feet (18.3 m), +5 feet (1.5 m) per level of experience. 

Duration: 3 melee rounds, + I melee round per level of experi­
ence. 
Saving Throw: Save vs ritual magic. 

Damage: Reduce SD.C. and Hit Points by half. 

P.P.E.: 95 , + I point of M.E. permanently. 
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Level: Ten. 

Old One Invoked: Ya-blik (Pestilence, Betrayal , Pain). 

This spell , when cast, has the effect of simultaneously casting 
the Age, Agony, and Life Drain spells. At the same time, the vic­
tim will immediately be incapacitated with pain and lose all at­

tacks per melee, and cannot move or speak (losing all combat 
bonuses and skill rolls). The character will appear to age imme­
diately to the maximum limit of their species, thus reducing all 
of their physical attributes by half (P.S. , P.P. , P.E. , P.B. and 
Speed). This is all in addition to losing half of theirtotal remain­
ing S.O.C. and Hit Points. 

Once the spell duration has elapsed, the target will require 
104 hours to regain their composure; physical attributes and 
combat bonuses will return to nonnal after that time. They will 
return to their normal age and the pain will stop immediately 
upon cancellation of this magic. The victim will regain S.O.C. 
and Hit Points at the standard rate. 

What Happens Now? 
If all eight Key Spells have been cast somewhere by any­

body, then the four Awakening Spells detailed below will cOllle 
into existence at the four comers of the realm. There is a 1% 
chance that a Warlock will be aware of their appearance, sens­
ing that elemental power of some significance is present. It is 
also at this time that divine intervention may come about to pre­
vent the next five castings. Priests may receive prophetic 
dreams. 

The Four 
Awakening Spells 

These fOllr spells harness the powers of the elements. Their 
purpose is to cause a great disturbance in the mortal plane, in the 
hopes that they will awaken the Old Ones from their slumber. 

These four spells will not appear in the mortal world until the 
eight Key Spells have been cast. 

While elemental in nature, these spells are not available to 
Warlocks. 

Nefarious Vacuum 
Range: 1,000 foot (305 Ill) radius, + 100 feet (30.5 Ill) per level 
of experience. 
Duration: I month per level of experience. 
Saving Throw: Ritual ; if the victim saves, they may try to es­
cape the vacuum. Victims may roll every 30 seconds until they 
fall unconsciolls. 
P.P.E.: 3000, +5 points ofM.E. permanently. 

Level: Legend. 
Elemenl Invoked: Air. 

Old Ones Invoked: Netosa and Erva. 

This spell is more than just an amplified version of the sixth 
level spell Vacuum, though they do share some common simi­
larities. This spell rips a hole in the atmosphere, causing a 
jet-black vacuum to form in a 1,000 foot (305 111) radius over the 



target, which will cause a void to remain for 1 month per level 
of caster. Those caught in the vacuum will choke and gasp for 
air, dying from suffocation within 6 minutes. The darkness per­
petuated by the vacuum is as inky black as the outer space it is 
connected with . No light, either magical or natural, can pene­
trate this darkness. 

Victims that succumb to the effects of the Nefarious VacuulII 
are raised as the undead as though they were raised via an Ani­
lIIate & Call1rol Dead spell cast by the caster of this spell. 

Fiery Avatar 
Range: Self. 

Duration: I hour per leve l of experience. 

Saving Throw: None. 

P.P.E.: 2000, +5 points ofM.E. permanently. 

Level: Legend. 

Element Invoked: Fire. 
Old Ones Invoked: Ya-ahk-met and Tarm-kin-toe. 

Fueled by the lust for power given by Ya-ahk-met and con­
sumed by the hatred of Tarm-kin-toe, the caster of Fiery Avatar 
becomes a living juggernaut of fire. The caster takes on the ap­
pearance of a giant Fire Elemental towering some 40 feet (12.2 
m) tall , but maintaining a resemblance to the caster. The caster 
gains all the abiliti es and physical attributes ofa Major Fire Ele­
mental , except that the avatar cannot keep itself from automati­
cally setting fire to any combustibles it touches (perhaps due to 
its uncaring state of being). Combustibles within a 50 foot (15.2 
m) radius also have a 50% chance of igniting. 

The avatar is immune to fire, heat, poison, drug, and disease 
attacks, in addition to being immune to water-based attacks. 
Water merely tums to steam upon impact with the Fiery Avatar. 
The caster consumed by this spell will attack all that surrounds 
him , including frie nds, in a hail of fiery fury. The caster cannot 
control him self in this foml , short of destroying all around him . 

Due to the overwhelming brightness of the avatar, due to 
Ya-ahk-met's power, characters attacking the Fiery Avatar are 
-2 to strike. 

Sinkhole 
Range: 100 foot (30.5 m) radius, plus 100 feet (30.5 m) per 
level of experience, up to 500 feet (152.4 m) away. 

Duration: Permanent. 

Saving Throw: None. 

P.P.E. : 2000, +5 points ofM.E. permanently. 

Level: Legend . 

Element Invoked : Earth. 

Old Ones Invoked: Agu and Xy. 

With this effect, the ground in the target area collapses in a 
gigantic "s inkhole!! effect. The earth caves in below all that 
stands upon it and drops at a staggering pace; all that wi ll re­
main is a crater. The ground drops straight down 10 feet (3 m) 
per level of the caster. Structures on the land that is sunk will be 
10% destroyed per 10 feet (3 m) sunk. Characters will suffer 
standard falling damage when falling into the crater. Those on 
the edge may ro ll to dodge to attempt to get off before the Sink­
hole takes effect. 
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Strangely, and perhaps due to Agu's influence, all plant life 
will remain unhamled (unless a stone or other humanoid-made 
structure lands on it), and the land that is affected remains un­
tainted by evil. 

Torrential Flood 
Range: Affects a 300 foot (9104 m) radius and can be cast up to 

500 feet (15204 m) away. 

Duration: 3 hours per level of experience. 

Saving Throw: None. 

P.P.E.: 2000, +5 points ofM.E. permanently. 

Level: Legend. 
Element Invoked: Water. 

Old Ones Invoked: AI-vii and Ya-blik. 

With this spell, the dual powers for betrayal and treachCl)' 
unleash their wicked focus on those near water. For every hour 
this spell lasts, the water levels in the target area will spontane­
ously rise by one foot (0.3 m). This water can be from a lake, a 
river, or an ocean. A I alh level mage casting this spell will cause 
water levels in a 300 foot (9104 111) radius to rise by 30 feet (9.1 
m) - certainly enough to engulf most houses along a river. The 
flooding that results will certainly level or destroy most seaside 
towns and cause endless damage to larger coastal cities. This 
spell denes the laws of physics (duh'), and only the water af­
fected will rise. Those outside the spell's range will see a huge 
column of water rise up out of the surrounding water, spreading 
to flood any land within the area of effect, but stopping as if 
running into an invisible wall at its borders. 

Spells like Calm Walers will not affect the Torrential Flood 
spell except to make the waters not choppy or as torrential -
they will still rise. 

What Happens Now? 
The four elemental spells have caused great amounts of de­

struction, likely inciting some response from major govemments 
like Timiro and the Westem Empire, depending on where they 
are cast. Once all four spells have been cast, the Minotaur are 
awakened and realize the time is coming soon. Minotaur attacks 
and appearances will increase. It is about this time that the Final 
Spell of Chaos will come into reality. 

If the Gods are not involved by this time, they will be now, 
sending minions and messengers to hunt for the final spell. 

The Final Spell of Chaos 
This spell , as the legend goes, is the final spell that will 

awaken the Old Ones from their slumber and raise an anny of 
Minotaur warriors and chaos priests. 

Note: This spell is extremely powerful and obviously should 
not be cast by regular player characters. The P.P.E. cost alone 
should be enough to prevent anybody save the Gods themselves 
from casting it. Realistically speaking, the Gods would not 
likely willingly release the Old Ones. 
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Reign of Entropy 
Range: Self, moving outward from the caster to reach 100 miles 
(160 km) plus 20 miles (32 knn) per level of experience. This 
spell could turn the Timiro Kingdom into a mass of chaos! 

Du ration: Permanent. 
Saving Throw: None. 
P.P.E.: 10,000, + 10 points ofM.E. permanently. 

Level: Legend. 
Element Invoked: All. 

Old Ones Invoked: All. 

This final spell unleashes the power of all the elements and 
all of the Old Ones combined. All those within the area of ef­
fect, save the caster, are immediately affected as though a great 
casting of Hm10c has taken place. Those failing a save against 
ritual magic immediately suffer I D6 points of damage directly 
to Hit Points, as well as suffering -3 to initiative, strike, and 
parry, -6 to dodge and roll , -6 to save vs Horror Factor, and re­
duce anacks per melee and skill pronciencies by half, for as 
long as they remain in the area effect of the spell. An evil taint 
will never leave the area. 

In addition, this spell summons 400 Minotaur (20% of which 
are Minotaur Priests of Chaos - see PFRPG Book II: Old 
Ones, page 14) to the area who are said to be the holders of the 
final summons buried deep within their subconscious. These 
Minotaur are immune to the other effects of the spell. The Mi­
notaur will not rest until 400 are brought to the center of the 
casting to finish the spell. This may mean a long and lengthy 
banle. 

If the Minotaur make it to the center of the castino area they ~ , 
will begin a rhythmic chant in their own tongue and it is at this 
time that Xy will awaken inside Thoth. How Thoth reacts to 
Xy's presence or memories is unknown. At this point Thoth will 
know he is Xy. 

What Happens Now? 
Thoth knows he is Xy. The remaining seven Old Ones have 

awakened. Ya-blik and AI-vii may believe Xy is dead and will 
assume control of the pantheon. Perhaps Thoth will remain 
Thoth and lead the gods against his old followers. This portion 
is left to the G.M., to decide the fate of the Megaverse. 



By Jolly R. Blackburn 
Story suggested by Karl Toppins 

OKAY YOO roME TO A FW1 WAY INTER5!'CTJ()II~ THE DUIfC;tOIf P~:;AC;tll TO THE lfFT IS 
A SET Of STAIRS i.£AP1NG U'WAIil?S INTO BLA'KIft:i:;II TO THE I1IGHT IS A SET OF STAIRS i.£AP­

ING DO\\INIAIil? FROM WHEJ1E THE FAINT ECHOES OF Ia.NNING WATElI ~ BE HEAIil? AHa DlllECTLY 

IN LAItc;t BLOOD-lttD LETT~ OVEl1 THE 
PC!1TAL I\J1E THE WDROS. 'POItTAL OF DtATHII 

ALL WHO tlfTtlt Htltt :iHALL DIt'" 
\ 

I 
AHEAD IS A LAItc;t POItTAL WITH AN ttlUt C;ltttlfGlDW AHa A :iTATI:' HUMII" 

APOItTAL?? 
AHa ITS 

C;LOWIIfC;?? 

-----

I DAAW MY HA'K­
~Ttlt :iWOItD" 

OH MYII HOTDOV'! AMAGK: 
PC!1TAL"IWINlEJ1 

WHAT 1TD0E5?? 
I 

I PICK UP A ROCK 
AHa TOSS IT 

THJ1OO;H THE 
PC!1TAL" 

THE ROCK SEEMS TO A1EU£ IN MV AII1 
AS IT OO~ THE p()1TAL YOO HEAR A 
FAI~T :iU'KIIfC; srov MIl TH~ A 
LOUD POP AS THE ROCK VANISHES IN 

A BUC;HTFLASH Of LIC;NTII 

DAMII'" DD YOO SEE 
THAT?? IWCN>El1WHAT 
THE STOI1Y IS WITH THIS 

FU'KII( POItTAL?? 

WHO 'AIt£:;?? THIS IS SCME F1\LAKY :iTUFF 
MAN" 1.'J1lT MESSIN'WITH~ POItTALOF DtATHII 

rM OOLY700 LP: :i FROM ISTH LtVtLII 

WHAT IF THIS PC!1TAL C;ItAIfT:i WI:;H£:; OIl i.£APS TO 
FABULOU:i ItI'H£:; ??? HUH?? AND WHAT IF SCME :iTUPID 

:i'HMU'K ,UST WROTE.'POItTAL OF DtATH' 00 ITTO 
~ltt OFF THE WU:;:i'OF'HtAItT?? 

I SAY WE GO UP THE STAIRS 
MIl LEAVE THIS AI1EAII 

If 0 WAYII WE 
HAVE TO CHECK 

THISTHNGOOTII WE CAIIT ,UST 
WALKAWAY 

_______ MIl IftVtIt !<NOW" 

IIRIAN IS ~GHTII WE HAVE TO FIGlI1E OOT WHAT THIS THI~G ISII Olft 
OF US ISGOI~ TO HAVE TO STEP THI100GH TO SEE WHAT HAPPfloIS" 

HUULLLOOOII Mit. ~Itlf"" WE !<NOW WHAT 

DAAW STI1A.WS??WHOAAII! HOLD 00 A 
SEC. GUYS'! AS YOO STAND C;AWKIIfC; 

ATTHE POItTAL OF DtATH YOO~TICE 

I DUNNO GUYS. MAYBE WE SHOOLD USTEN 
TO SAI1A. AHa,UST AVOV THIS AI1EA 

LETS GO UP THE STAIRSII 

IT IS'! POItTAL OF DtATH - RIEMEJISJfII?? 
A LOT OF C;ItAFFITI 00 THE O0IATE 
FI1A.MEWrJIl( OOE PASSA.GE READS. 'WE 

SH!XJLO HAVE HttDtD THt 
WAItIfIIIC;II LOST FIVE GOOD COMJ1.'J)ES 
HEJ1E" ANOTHEl1 OOE READS. 'BOY wm; WE 

:iTUPID TO MESS WITH THIS THNGII' 

ST .. ST .. STEP 
THI1!XJGH?? 

THE PC!1TAL?? I LETS DAAW STI1A.WS 
TO SEE WHO GOES 

TH£tlJGH!!! 

BI11AN'S I1IGHTII HOW roME 
BA. DVIfT ME>m00 THE 
C;ItAFFITI: BEFOOE?? 

HUH?? HES,UST 
MAKIIfC; :iTUFF UP TO 
THROW US OfF THE SCElITII 

/ 

YEAHII HE SEEMS 
I1EALL Y INTENT 00 
1f0T LETTING US 
GO THI100GH THAT 

POItTAL 
DOESN'T HE?? 

WHY?? BECAUSE HE 
DOE5NT WANT TO SEE 

THE ADVtIfTUltt 
TR~HtD BECAUSE 

WE :iTUPIDL Y 
KILL IXJIISEl.VESII 

/ YWI1ESC 
ruLUBLE. SAI1A.II 

/ 

YOO WANIIA GO THI100GH 
THE POItTAL OF 

DtATH?? FINE" BE MY 
ruESTII IlJT If 0 TAKt 
BA'K:i!! GOOD 0II1lAll. 
YOO GUYS WILL HAVE TO 
LIVE (011 DIE) WITH THE 

OOTroME' ' 

/ 
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BOY. ITS I1EALL Y 
tATIIfC;YOU 
UP HUH?? YOO 
I1EALL Y CAIfT 
STAHaITWH~ 
WE OOTSMAI1T 

YOO ~ yoo?? 

\ 

HEJ1E' 
HB2E!! 

CAIfT YOO SEE BA.IS 
BLOWI~ SMOI<£?? HE 
KNOWS rM 00 TO HIM" 

~OW rM COWNCED'! FOI1GET DAAWI~ 
STI1A.WS!' I 'ALL DIBB:i" rM GONG 

THI100GH THAT p()1TAL FII1STII WHD 
!<NOWS HOW ~ CfW1GES IT HAS?? 
I DON'T WANT TO GET SCI1EWED 00 A 

Flttt WI:;H 011 SUMTHN' 

ALAS POOII EL I1A.VAGEl1' 
I !<NEW HIM WELL' 

\ 



NICEm!(~MB 

PI't" rMAT THE 
NtAPOF THE 

MAMNI!(G< 
ORPtR so rM CLOSER. 

I J'~MP THi100GH 
THE POi1T AL BEFOI1E 
YOO CAN EVEN T m: 
YOOR FIIIST STEP" 

\ 

J't RK" STEP 
BACK AND LET ME 

GO FIRST!! 
I~LLtPITIJ 

\ 

OKAYIJ OOIT KEEP ME IN 
SUSPENSE' , WHAT DO I SEE?? 

\ 

WlS WHY R~:iN NTO THIS?? THE POIITAL 
ISNT GONG ANYWHEI1E. 1M YBE WE'LL FNJ III:9.E 

CWES ON Irs PUI1P05E ELSEWHEI1E.IN THE DUNGEON. 
WE CAN MWA t':i COME BACK LATEI1. 

PAM!(IJ ONCE AGAIN THE 
MAG<t (£TS THE SHOIIT 

END OF THE STICK" I SHOOLD 
HAVE BEEN F!IST" 

TWENTY SIDER??OH WOW" S<XJN[)S L~ YOO GET TO IIOLL 
ON A RANPOM TABLt 011 SOMETHNG." 

CMON BOB. LEfS GO IN THE 
OTHER I100M AND rLL TELL 

YOO WHAT HAPPENS TO YOO~ 
NOOPt' NOOIJ 

LEfSGO" 

GOO? LUCK, BOB, AND fIEMEMBEII" 
LOW !(~MBtR:i ARE BEST 

ON RtLn 011 MAJ'OR 
ARTIFA'TTABLUIJ C~CTEI1. ~NG YOOR 

'NARA'TtR :iNttT AND A 
TWt!(Tt' :iIPtRIJ / \ 

OKAY, K!(~'KLU TNt :iIXTN lEAPS THi100GH 
THE PORTALIJ rLL HAVE MY 'RO:i:iBOW OF 

:itA t'I!(; IlENJIED .lJST IN CASE 

I CNfT BELlEVE IT" YOO 
RtALL t' .lJMP THi1OOGH?? 

(GIIOAN). ONCE AGAN YOO 
HWA :i~'KI!(G< 

:iO~!(P, A LO~P POP 
AND KI(~'KLU 
DISAPP~NA 

FLAliN OFLIG<NT" 

I PULL DOWN THE 
VI:iORON MY G<RtAT 
NtLM AND PI1EPARE TO 
STEP THIIOLGH AS WELL. 

\ 

DC!IT YOO WANT TO 
SEE WHAT HAPPENS 

TO BO~FIIIST? 

DUDE WHAT HAPPENED?? WHAfS 
WITH THE PAPtR BAG<?? 

rM NCT ALLOWED TO TALK \ 

UH·OHIJ I GOT 
A BAD FEELNG 
ABOOTTHISIJ 

ABOOTiT. B.A MADE ME ww KtWL" rM 
THE BAG< SO I CAN'T CONVEY GONG 

ANY MESSAGES WITH FAaAL THi100GHIJ 
tXPRU:iIO!(:i' 

/ 

DC!IT W~ S~. AFTER WAITNG AT THE PORTAL 
FOIl SEVERAL HOO~ YOO~ CHA~CTER IS SUFFICIENTLY 

CONVNCED HER 'OMRAPt:i AIlE ALL PtAP AND 

so rM ALL Mom?? I GUESS rLL WANDER BACK 
TO TOWN AND T~ TO FIND AN APVl:!(T~RI!(G< 

PARTt'TO TEAM Li' WITH. (SIGH). 

PAMI(" I CNfT BELIEVE WE LET BA BAIT 
~:i UKE THAT" TNRtt PLAt'tR'HARA'· 

TtR DEATHS N om !(IG<HT" HE'LL BE 
(;LOATII(G< OVER THIS FOIl WEEKSIJ 

THAT THERE IS !(OTNI!(G< SHE CAN DO TO HELP THEM 

\ TLIINS OOT 
PORTAL OF 
PtATN WAS "­

EKACTLY WHAT IT 
WAS. 

WELL, so /llJCH FOIl THAT ~MPAIG<!(IJ WE MIGHT 
AS WELL CALL IT A NIGHT. GUESS rLL SEE YOO WlS 
NEXT WEEK ~ING SOME BLANK C~CTEI1 SHEETS" 

YOlII1£..,T GONG 
TH~?? 

" -"'=", 

wt wtRt ROBBtPIJ THAT WAS NO 
P~!(G<tO!(IJ IT WAS A FRI'KIIf' 

:iLA~G<NTtR NO~:it! I 

mXT wttK?? NO WAY N HELL rM COMNG 
BACK TO THIS :iTI!(KIIf' TABLt" YOO'IIE A 

KILLtR (;M" THA fS WHAT YOO ARE" 
\. 

rM CU~IOOS. WHAT WAS THE 
Twt!(Tt' :iIPtR FOIl?? 

I 

Knights of the Dinner Table™ © KenzerCo 1998 • For strip idea submission info, check out www.kenzerco.com 

/ 

TO DETEmlNE HOW MANY 
PIECES THE PtMO!(I' 

FOR't:i ON THE OTHER SIDE 
OFTHE POi1TAL TOIlE OO~ 

MORTAL BOPIU NTO. 

\ 
IIIOLLED A 
!(AT~RAL 
TWt!(Tt'IJ 
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Magic Best Lost? 
By Kevin Siembieda 

First Apperared in The Rifter® #9'h 

Note: The following new O.C.C.S and types of magic are 
ideal in any sett ing where magic is commonplace. They are per­
fect for use in The Palladium Fantasy RPG® andlor Rifts®. 
Actually, both O.C.C .s a lso work wonderfully in Heroes Un­
limited™, the Ludicrous Mage especially as a wisecracking 
" pull"-isher or crazy hero or villain, and the Trickster Mage as a 
swashbuckling gamb ler type. They can a lso be adapted to 
Nightbane® and Beyond the Supernatural™, although their 
power levels and s illy-factor may need to be toned down. Not 
on ly can both O.C.C.5 be played for laughs, but as (re latively) 
straight and serious characters, especially the Trickster - believe 

it or not. 

Warning: These characters can be loads of fun to play, but 
players need to exercise some measure of self-control, othenvise 
they can disrupt the game too much and ruin the fun for every­
one. So 11)' to be clever and/or funny, not annoying. 

A bit of history 
On the Palladium World, during The Time of A Thousand 

Magicks, the mystic arts reached a level few worlds ever see. 
From the sublime to the insanely powerful (and sometimes jus t 
plain insane), magic soared to new heights. This meant special­
ization . Every application, use and philosophy seemed to be­
comc a new schoo l or type of magic, sometimes to the point of 
splitt ing hairs. O ne might find a dozen or even a hundred differ­
cnt sects or brotherhoods of magic all claiming to be unique and 
different , but often separated by little more than a particular phi­
losophy or approach to magic. The overwhelming majority of 
these mystic groups disappeared eons ago. Their names forgot­
ten, and thei r specia l brand of magic lost to antiqu ity. 

Some scho lars and mages would argue that many of these 
magicks are best lost to modern men. Sometimes because the 
magic was too destructive, unstable or hellish in nature. Other 
times because of their ridiculous or frivolous nature. Such is the 
case of the Tricl"ter Mage and Ludicrous Mage, both disci­
plines cut from the same tree, and both something of an embar­
rassment to the "se rious" magic community. 

In both cases, these mages "specialize" in their particular 
" lost art" of magic. This means that other than the first two or 
three leve ls of Wizard spell magic and a few higher wizard 
spe lls that involve trickery, deception, concealment or subter­
fuge , trad it ional spells are NEVER learned. There are a few rea­
sons for this strict code of practice. One is a fear of poisoning 
the ir area of specialty and unique cxpertise or being lured away 
from their life of tradition. Another, usually stronger reason, is 
to buck and/or mock the establishment. The Trickster and Lud i­
crous Mage tend to be Unpr incipled, Anarchist or evil when it 
comes to alignment, and both tend to be risk takers, entertainers, 
and definitely unorthodox and irreverent. The gambling, enter­
tainment and " trick" aspects of these 1\\'0 areas of magic is what 
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removes them from the ranks of "serious" disc iplines, and arc 
typically dismissed as a "joke" and frivolous waste of magic 
knowledge and skill. Few "serious" sorcerers wi ll g ive these un­
orthodox practitioners of magic the time of day, and often chide 
them as "childish fools," "clowns," and " misanthropes." Only 
the most open-minded will , grudgingly, acknowledge the Trick­
ster and Ludicrous Mages as highly imaginative, inventive, re­
sourcefu l and clever. In tum, this contributes to why neither 
Mage learns much in the way of the accepted and traditional 
mystic arts. Besides, they enjoy the distinction of being rebels, 
irreverent and outcasts; it 's part of the appeal and their legacy. 

Note: Both the Trickster and Ludicrous Mage (or some fun­
damental equivalent) can be found on the PalladiulII World, 
Rifts Earth and Phase World, as we ll as other parts of the 
Megaverse™. That being said, they are both extremely rare on 
Rifts Earth, Phase World, and in most p laces. The only excep­
tion is the Palladium World where they have existed since The 
Time of A Thousand Magicks. Yet even there, perhaps only one 
in 200 (maybe more like one in 500) follow one of these ancient 
mystic arts. Although comparatively uncommon even on the 
Palladium World, the Trickster and Ludicrous arts are believed 
to or iginate on the Palladium World, and are enjoying some­
thing ofa recent comeback. 

Trickster Mage O.C.C. 
The special izat ion of the Trickster is gambl ing, sleight of 

hand, trickery and the use of playing cards as the focal point for 
magic. Similar trick-type and illusionary magic can a lso be se­
lected, but the main focus is always playi ng cards. 

The typica l Trickster Mage is a socia l butterfly right out of 
the pages of GQ magazine - well dressed, suave, debona ir, and 
charming, yet at the same time, bold, daring and a little bit dan­
gerous. While they may be irreverent and cleverly sarcastic 
(able to cut rivals, cads and ruffians down with a few choice 
lines), most know when to "fo ld" and "shut up" before getting 
themselves into serious trouble. Most are playful and witty even 
during serious moments, high-stakes gambling or fac ing death. 
Many also have an open fondness for the opposite sex, and love 
noth ing more than com ing to the rescue of a damsel in distress 
(or a hunk in over his head, as the case may be). Consequent ly, 
Tricksters, whether male or femal e (40% are fema le), tend to be 
a combination riverboat gambler of the old American Frontier 
and James Bond rolled in to aile. 

Some have dismissed Card & Trickster Magick as simple, 
and the Trickster agrees. However, he sees this s imple magical 
craft as the perfect union with cunning, misdirection and inge­
nuity. In fact, they are very proud of their clever use of this sim­
ple magic. These spell casters are also quick to point out that 
most of their "simple" magic requires a minimum of P.P.E. , 
making it especia lly effective. 



Special Abilities of the Trickster Mage 

1. Entertainment Factor: The Entertainment Factor is simi­
lar to Horror Factor or A we Factor, except it's funny and enter­
taining. The character starts with an Entertainment Factor of 
7+ I D4. This increases by + I at level 3, 6, 7, 9, 12 and 15. 

In the case of the Trickster Mage he must be performing with 
cards and may involve magic or sleight of hand (palming, con­
cealment, etc. ). Evcl)'body watching must roll for Entertainment 
Faclor, those who fail to save are so enthralled by the perfor­
mance that they lose track of time, momentarily forget about a 
chore or order, and are not likely to notice things going on 
around them (those sneaking past or around are + 15% to their 
prowl skill). Even after being roused by danger or combat they 
fight withollt initiative, lose one melee attack and are -I to all 
actions (-5% on skill performance, too) for one melee round (15 
seconds). Note: Bonuses to save vs Horror Factor also apply to 
saves vs Entertainment Factor. This distraction " tactic" can 
only be done during a moment of calm or festivities and NOT in 
the middle ofa crisis or combat. It is not a magical power, but a 
result of showmanship and charisma. No P.P.E. is expended. 

2. Unnerving Calm & Confidence: Facing down an oppo­
nent (whether in a card game or combat) and staying cool and 
confident can make the Trickster become eerily disturbing 
(" Does he know something I don't?" " Does he have a trick up 
his sleeve? " Why is he smiling like that?"). This inhuman calm 
and defiant confidence is unnerving and challenging. The end 
result is making his opponent or opponents (as many as four + I 
per level of experience) unsure of themselves, nervous and even 
frightened. 

Range: 30 feet (9 meters); line of vision. 

Duration: One minute (4 melee rounds) + 1 melee round per 
level of experience. 

Saving Throw: Special. Those within 30 feet (9 meters) must 
roll to save vs temporary insanity - must roll 16 or higher. 
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Damage/Penalties: Those who fail to save lose initiative, are -3 
to all combat maneuvers (strike, parI)', dodge, etc.) and -2 melee 
attacks per round. In addition, those who are trying to perfonn a 
skill will suffer from a -15% penalty due to nerves. 

P.P.E.: 4 P.P.E. required to perfonn the Unnerving Calm. 

Note: Anybody who can see the Trickster and his calm, confi­
dent demeanor is affected, even those who are in vehicles , 
power armor, or robots. 

3. Spell Knowledge: Unlike other magic users, the Trickster 
Mage's magic knowledge is limited to Card Magic and only a 
handful of common Wizards spells. The mage starts with 8 
+ I D6 Card Magic Spells selected from levels 1-4 and I D4 Wiz­
ard spells selected from levels 1-2. At each level of experience 
thereafter, the mage may select an additional three Card spells 
up to two levels above his current level of experience or two 
Wizard Spells from levels one or two. 

Additional Tvpes of Available Spell Magic: The Trickster 
Mage can NOT learn or perform ritllal magic, only spell magic, 
and even then the types of magic he can learn is limited to 
Ludicrous Magic levels 1-6, Wizard spells levels 1-2 as well as 
Wizard spells that create illusions/deception (i.e. Mask of De­
ceit, MUltiple Image, etc.), and stage effect type magic (Le. 
Blinding Flash, Cloud of Smoke, Ignite Fire, Escape, etc.), but 
nothing overtly combat oriented (no Fire Balls, Befuddle, Nets , 
etc.). 

4. Base P.P.E.: P.E. attribute x3 +3D6. The Trickster Mage 
will gain an additional2D6 P.P.E. per each level of experience. 

5. O.c.c. Bonuses: + 1 to I.Q. , + 1D4+ 1 to M.A. , +2 to M.E. , 
+ I to P.E., and + I D4 to P.P. attribute; +4 to save vs illusion, +5 
to save vs Trickster Magic, and + 1 vs Horror Factor at levels 2, 
4, 6, 8, and 12 (in addition to all other attribute bonuses, special 
abilities and R.C.C. bonuses). + I to spell strength at levels 4, 7 , 
10, 13 and 15. 

6. Notes: Like the Ludicrous Mage, Tricksters dislike brag­
garts and people who are too full of themselves , condescending 
and bossy. This includes many "serious" practitioners of magic 
(i.e. Wizards, Diabolists, Line Walkers, Mystics, etc. ) and au­
thority figures (military officers, mayors , kings, queens , etc.) 
who are demeaning to others and/or dismissive of those " be­
neath them." The Trickster finds himself compelled to embar­
rass and/or cut such people down to size. Consequently, they are 
the unlikely champions of the weak, innocent, underdogs and 
ordinary people, believing that everybody has worth, and no 
man should set himself as vastly higher or superior than any 
other. 

The Trickster Mage O.c.c. 

Alignment: Any, but typically Scrupulous, Unprincipled or An­
archist. 

Attribute Requirements: An M.A. of 14 and P.P. 13 or higher. 
A high I.Q., M.E. and P.E. are useful , but not required. 

o.c.c. Skills: 

Basic Math (+30%) 

Two Languages of Choice (+20%) 

Radio: Basic (+ IO%-Public Speaking + 10% in Palladium) 

Cardsharp (+20%) 

Concealment (+ 14%) 

Escape Artist (+15%) 



Forgery (+10%) 

Palming (+20%) 

Pick Pockets (+ 15%) 

Seduction (+ 10%) 

Streetwise (+8%) 

Dance (+20%) 

Two Ancient W.P.s (three if a Fantasy character) 

One Modern W.P. (none if a Fantasy character) 

Hand to Hand: Basic 

* Hand to Hand: Basic can be exchanged for Hand to 
Hand: Expert at the cost of one O.C.c. Related Skill, or Mar­
tial Arts (or Assassin if evil) at the cost oftwo. 

O.c.c. Related Skills: Select eight skills from the following 
categories, plus one at levels 3,6,9, and 12. All new skills 
start at level one proficiency. 

Communications: Any (+ 10%) 

Domestic: Any (+10%) 

Electrical: None 

Esp ionage: Any (+5%) 

Mechanical : Basic and automotive only. 

Medical: First Aid and Brewing only. 

Military: Any 

Physical: Any 

Pilot: Any (+5%) 

Pilot Related: Any 

Rogue: Any (+5%) 

Science: Any 

Technical : Any (+ 10%) 

W.P.: Any 

Wildemess: None 

Secondary Skills: The character also gets to select four second­
ary ski lls from those listed, plus one at levels 4, 8 and 12. 
These are addit ional areas of knowledge that do not get the 
advantage of the bonus listed in parentheses. All secondary 
skills start at the base ski ll level. 

Standard Equipment: Robe or cape (with or without a hood), 
I D4 colorfu l hats, two sets of expensive clothing, light body 
armor (seldom wear heavy armor, because it reduces their 
speed and mobility by half), knapsack, backpack, I D4 pack­
ages of 25 balloons, 2 small sacks, one large sack, make-up 
kit (usually 5 bright colors), canteen/water skin, flashlight (or 
torch with tinder box), a dozen pencils and a dozen markers 
(or graphite sticks, chalk and bottle of ink), sketch pad , two 
pair of six-sided dice, a dozen pieces of bubble gum, 104+6 
packs of playing cards (four unopened), one Tarot deck, and 
2D4 personal items. Trickster Mages love magic items and 
will use them whenever they can (on Rifts Earth that includes 
Techno-Wizard items). 

Weapons as per W.P.s plus two small knives (I D4 dam­
age), a scalpel or razor blade, and 1 D6 extra clips of ammu­
nition for modem weapons. 

Vehicle of choice: Starts with a motorcycle or hovercycle, 
or horse. The vehicle is typically small, fast and maneuver­
able for fast getaways. 
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Money: Rifts characlers start with I D6x I ,000 in credits and 
3D6x 1 00 in black market items. 

Fanlasy charaClers start with I D6x I 00+500 in gold 
(sorry, no magic items to start). 

Roughly one third of all Tricksters are gambleholics who 
spend money on card gambling (the ir favorite) and other 
types of "bening" as freely as other men buy a cup of coffee. 
Another third are reasonably good wi th their money but en­
joy the finer things in life and spend their money freely. The 
final third are amazingly frugal and can amass a fortune (typ­
ically ferreted away at several secret locations and/or bank 
accounts). All are usually ready for "fun and games" with lit­
tle need for encouragement. 

Cybernetics: The Trickster Mage will avoid cybernetics and bi­
onics at all cost, but may consider a couple of minor Bio­
Wizard augmentations. 

Card & Trickster Magic 
Unless stated otherwise, any type of hand-sized cards or 

smaller may be used, from playing cards to Tarot cards or post­
cards. However, the material must be st iff and no larger than 
5x8 inches. 

Note: Unless noted otherwise, the damage listed (106, 2D6, 
etc.) does SD.C'/Hit Point damage in S.D.C. world senings like 
The Palladium Fantasy RPG® or Heroes UnlimitedT", but 
does Mega-Damage (M.D.) in Rifts® and other Mega-Damage 
settings. Likewise, magical S.D.C. becomes M.D.C. on Rifts 
Earth and other Mega-Damage settings. P.P.E. cost remains the 
same in all world settings. 

Level One 
Floating Card 
Range: 10 feet (3 m) per level of experience from the spell 
caster or above or in front of his hand. 

Duration: Three minutes per leve l of the spe ll caster as long as 
he is directing the movement, one minute if he leaves the area 
leaving the floating card to bob and float around on its own. 

Saving Throw: Standard. 

P.P.E.: Two 

The trickster can magically make a single card float or spin 
in mid-air. The floating card can hover stationary or move 
around, no higherthan eye level (3-7 feetlO.9 to 2.1 m). 

This spell has a number of possible uses: 

1. Good for entertaining and creating a distract ion (every­
body watching the card is -2 on initiative and those nearby en­
gaged in activities like prowling, palming, picking pockets or 
picking locks do so wi th a +5% bonus). 

2. Delivering a message directed to a specific individual (I.e. 
a note is written on the card or the face of the card has a sym­
bolic meaning - Death's head, Hangman , rose, etc.). Said indi­
vidual must be within line of sight. 

3. Tricking somebody, especially those nervous or phobic 
about ghosts, into thinking spirits are present. The G.M. needs 
to gauge how effective this ruse really is and how the "spooked" 
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individual reacts (may run away, cover his eyes/face and shout 
to make it go away, have a reaction equal to Horror Factor of 
14, try to communicate with it, etc.). 

Pick A Card, Any Card 
Range: Touch or up to 10 feet (3 m) from the spell caster. 

Duration: Three minutes per level of spell caster. 

Saving Throw: Standard. 

P.P.E.: Three 

The mage can magically pick any card requested from a 
deck, no matter how well shuffled or buried it may be. This can 
be done by shuffling through the deck with the card appearing 
on top or bottom, magically appearing in the mage's hand, or 
magically sliding out of the deck and flopping face up to reveal 
itself. 

Sense Marked Cards 
Range: Touch or up to 10 feet (3 m) from the spell caster. 

Duration: Five minutes per level of spell caster. 

Saving Throw: Standard. 

P.P.E.: Three 

The mage can magically detect if a deck of cards is "marked" 
by a cheater, but can not tell who did it (unless it is obvious, 
like, "Here, let's use my deck." or is the deck used by a gam­
bling establishment). Note: The character can also sense if said 
card(s) is magical. 

Spinning Card 
Range: 15 feet (4.6 m) ITom the spell caster. 

Duration: Three minutes per level of spell caster. 

Saving Throw: Standard. 

P.P.E.: One 

The trickster can magically make a single card spin and hop 
on a table or other flat surface like a top. The spinning can be 
stationary or move across a flat surface up to 15 feet (4.6 m) 
away. Good for entertaining and creating a distraction (every­
body watching the card is -2 on initiative, and those nearby en­
gaged in activities like prowling, palming, picking pockets or 
picking locks do so with a +5 bonus). 

52 Cards in Your Face 
Range: Six feet (1.8 m) +2 feet (0.6 m) per level of experience. 

Damage: No physical damage, loses two melee actions and ini­
tiative. 

Duration: Counts as one melee attack. 

Saving Throw: Dodge only, but victims are -10 to do so and 
need a 10 or higher to save/dodge. 

P.P.E.: Two 

The spell caster enchants a deck of cards to fly, unerringly in 
the face of an opponent. Unless a successful dodge is made, the 
startled individual loses two melee actions, initiative, and his at­
tacker has the advantage of taking the first/next action or attack. 



Level Two 
Count Ca.-ds 
Range: Se lf only. 

Duration: Five minutes per level of spell caSler. 

Bonus: Adds + I 0% to Card Sharp skil l. 

Saving Throw: Standard. 

P.P.E.: Four 

The Trickster is magically imbued with the ability to remem­
ber each and every card played from a new deck. This means he 
unerringly knows what cards are out of ptay, which cards re­
main in play, and the odds of the card(s) he needs falling into 
his hands. This is especially useful in Black Jack and raker. 

Flick Cards 
Range: 10 fcet (3 m) + 1 foO! (0.3 m) per level of experience. 

Duration: Three minutes per leve l of spe ll caster. 

Saving Throw: Parry or Dodge. 

Bonus: +2 to strike with " nicked" playing card. + I addit ional at 
levels 3, 6, 9 and 12. 

P.P.E.: Two 

Note: Each "nick" of a card counts as one melee attack/action . 

A s ingle card can be " flicked" I 0+ feet (3+ Ill) with surpris­
ing precis ion. This can be done for the following effects. 

I. EJ1Icrta inment value and/or gambling ('"Nobody can make 
that shot! " "Oh, yeah, put your money where your 1ll0111h is."). 

2. Delivering a message directed to a specific indi vidual (Le. 
a note is written on the card or the face of the card has a sym­
bolic meaning - Death 's head. Hangman, rose, etc.). Sa id indi­
vidualllllls t be within line of s ight and within range. 

3. A card n ick to the face will s tartlc the victim and cause 
him to move out of the way (uses up one me lee act ion) or 
bloc k/parry the ny ing card . If it strikes it does no damage unless 
it strikes thc eye. To hit the eye, a ca lled shot must be made. Ifi t 
hits , the victim wi ll lose on me lee action and suffer one point of 
damage (and probably be angry). 

Magically Ma.-k Cards 
Range: Self and the cards magically marked . 

Duration: Ten minutes per level of spe ll caster. 

Bonus: Adds + 10% to Card Sharp skill. 

Saving Throw: Standard. 

P.P.E.: Four 

The mage can magica lly "'mark" the cards so that he can 
identity them . Most nomml people and even supernatural beings 
can NOT sec the magica l markings. However, those who can 
Sense A'logic will know the cards radiale with magic and are 
probably magically marked ("something ' s fishy here"). Mean­
while. those who can See II /IrQ or Delecl Concealment can actu­
ally see the mark ings and will know the mage is cheating (and 
may use this knowledge to their benefit in any number of ways). 

Notc: Other Tricksters who are third level or higher automat­
ically see and recognize Magically Marked Cards. 
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Shuffle Deck Magically 
Range: 10 feet (3 m) from the spell caster or by touch, or above 
or in front of his hand. 

Duration : Three minutes per leve l of spell caster. 

Saving Throw: Standard. 

r.p.E.: Two 

The mage can magically (and honestly) shufne a deck of 
card s without touching them. A coo l parl or trick and a good way 
to make certain a card deck has been shufned hones tly and not 
rigged. 

Spinning Hypnotic Ca.-d 
Range: 20 feet (6 m) from the spell caster. 

Duration: Three minutes per level of spell caster. 

Saving Throw: Standard. 

Lim ilalion: Only affects one character per leve l of experience. 

P.P.E.: Four 

Everybody who looks at the card spinning in mid-air is en­
chanted unless they save vs magic. A failed roll means they see 
beautiful colors swirling around the card and they can't take 
their eyes off of it. Time passes quickly without them realizing 
it and they are oblivious to everything around them . If attacked, 
these hypnotized folk fight as if in a daze - their number of at­
tacks reduced by one and all combat bonuses are halved. 

Level Three 
Change Ca.-d Face 
Range: Touch. 

Duration: The transformed card can remain changed for up to 

five minutes per level of spell caster, or the spell cancelled (re­
turning the card to its nonnal self) at any time. 

Saving Throw: Standard. 

P.P.E.: Six 

A wonderful way to cheat. play tricks. or send a warning, in 
which the spell caster can physically transform the fac e of one 
card to any image he wants. When used to cheat, card counting 
can come in handy to avoid creating a card already played and 
like ly to be remembered by one or morc of the other players. 

Card Tossing 
Range: 15 feet (4.6 m) +3 feet (0.9m) per each leve l of ex peri­

encc. 

Duration: TIlree minutes per level of spell caster. 

Saving Throw: Parry or Dodge. 

Bonus: +4 to strike with play ing card. + I additional at levels 4. 
8, and 12. 

P.P.E.: Four 

Note: Each " toss" of a card counts as one melee attack/action. 

This spell is similar to the Flick Card spell except it has 
greater range of distance and special properties. The mage can 
" toss" cards with amazing accuracy at a specific target/item as 



well as into buckets, under doors or through an open windO\\', at 
a weapon or item, and even into somebody's pocket or face. 

This can be done for the following effects (the first two are 
the same as Flick Card). 

I. Entertainment value and/or gambling. 

2. Delivering a message directed to a specific individual. 

3. Pelt an opponent. Each strike by the card does one point of 
damage (good for getting somebody' s attention and chasing 
away pests). A shot to the eye requires a called shot and if it 
strikes, will hurt, does double damage (2 S.D.C. or 204 if an 
Iron Card is used) , and w ill cause the victim to lose two melee 
actions. 

4. Knock over/down/away small, light items such as an 
empty glass, light figurine or toy, candlestick, a piece of paper, 
bottle of ink, spoon, key, etc. There is a 10% chance, per level 
of experience, that the item will fall exactly where the mage 
wants it to fall. 

5. Snuff out a candle ' s name with a tossed card! 

6. Hit and press a bunon or Illove a switch. The magically 
charged card strikes with enough force to press a button or to 
nick a switch. A light , small switch can be nicked on or off with 
one strike, a larger one may require two or three strikes to nip 
all the way, and a giant-sized or heavy switch may take a dozen 
tries or more (it may even be impossible to nip this way; G.M.'s 
discretion). 

Cut Deck, Literally 
Range: Touch or up to fi ve feet (1.5 m) away; line of sight. 

Duration: Instant and permanent. 

Saving Throw: Not applicable. 

P.P.E.: Four 

The spell caster can chop/slice a deck of cards in half as if a 
magical , invisible axe just cleaved it in two! Typically done 
when angry, to emphasize a threat or accuse someone of cheat­
ing. 

Magically Palm Cards 
Range: Self only. 

Duration: Two minutes per level of spell caster. 

Bonus: Adds +5% to Pick Pocket and Card Sharp skill. 

Saving Throw: Special, roll as if perfonning a skill. If the roll 
fails the mage is caught "palming." Otherwise undetectable. 

P.P.E.: Six 

The spell caster can magically palm cards at 79% proficiency 
+ 1% per level of experience. Fundamentally the same as the 
Palming Skill, however, this magic applies only to playing 
cards, small bits of paper and paper documents folded to be no 
larger than 5x8 inches. 

Where did it go? 
Range: Touch; toss up into the air. 

Duration: Five minutes per level of spell caster. 

Saving Throw: Standard. 

P.P.E.: Four 
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The Trickster can toss an entire deck of cards or any small or 
comparatively light item up into the air (usually when nobody is 
looking) where it will remain hovering silently. Since most peo­
ple don't look up, they never see it. Meanwhile, the mage can 
allow himself to be searched, confident that the item can not be 
found on his person. Note: The item will rise and hang an inch 
below the ceiling or 50 feet (15 m) high, whichever is appropri­
ate. 

Level Four 
Endless Deck of Cards 
Range: Within eye shot of the spell caster. 

Duration: One hour per level of the spell caster 's experience. 

Saving Throw: None. 

P.P.E.: 10 

Great for long hours of gambling, because the deck never 
changes cards, makes card counting more difficult (-15%), and 
there is no delay in breaking open and reshuffling a new deck. 
The cards are randomly shumed and can NOT be magically 
"stacked" or "marked." 

52 Card Pick Up (Curse) 
Range: 20 foot (6 111) radius/area affect. 

Damage: None, enchantment. 

Duration: Until all cards are picked up; typically about 1 D6+3 
minutes up to a maximum of 16 minutes . Half that time if three 
or more people are involved. 

Saving Throw: -I to save. 

P.P.E.: 10 for the saving throw, above. However if the P.P.E. 
amount is doubled (20 points), victims are -6 to save. 

Lim itations: A complete deck of 52 playing cards must be 
used; no Jokers can be included and no card may be withheld or 
hidden - all are tossed out to fall where they may. Cannot be 
tossed on the surface of water. Note: If the enchanted individual 
is attacked or directly threatened, the enchantment is broken on 
him. The spell ends after 16 minutes whether all cards were 
found or not. 

Everybody within the radius of affect is magically compel/ed 
by a powerful (and thankfully, temporary) obsession to retrieve, 
count and put into order a deck of cards that has been scattered 
across the floor. 

A failed roll to save means all those affected scurry about 
. gathering the cards (they will work as a team), collect them in a 

pile, count to make sure they are all there and put them in nu­
merical order by type (i.e. hearts, diamonds, clubs, and spades). 
During this time, those affected can do nothing else and ignore 
all other activity around them (fighting, people going by, people 
ransacking the room , etc.). 

A successful save means no effect. 

Iron Cards 
Range: Transfonn cards by touch or up to five feet (1.5 m) 
away; line of sight. 



Duration: Stay iron for 5 minutes per level of the spell caster. 

Damage: 1 D4 per thrown card. 

Saving Throw: Not applicable. 

P.P.E.: 10 temporary or 150 to turn permanently into iron. 

The spell caster can turn two cards per level of experience 
into metal. The card turns grey, but still has the appearance of a 
playing card complete with its suit and number, but is hard like 
a small, thin sheet of iron. These cards can be thrown to innict 

104 points of damage or used as small metal rectangles to 
wedge in a door (between a lock?), patch annor, etc. May be 
used in conjunction with the Toss Card spell (same distance). 

Restore Deck of Cards 
Range: Touch. 

Duration: Penn anent, takes about 20 minutes to do. 

Saving Throw: None. 

P.P.E.: Eight 

The spell caster can magically restore old, worn, dog-eared, 
tattered, faded and marked cards to their original, like new, con­
dition. To do so, the spell is cast and he must wipe his hand over 
each card individually. When all 52 are restored, the magic 
makes all cards as good as new and unmarked in any way. 

Smear Ink 
Range: Touch 

Duration: Spell lasts for one minute per level of the spell 
caster. Ink marks last until washed off with soap and water. 

Saving Throw: None. 

P.P.E.: Three for a single card, 15 for an entire deck. 

This spell causes the ink on a playing card or deck of cards to 
smear off and onto the hand(s) of the individual touching or 
handling them. However, there is only a 01-10% chance the 
handler will notice the ink on his or her hands and will touch 
and leave ink on clothes, face , other items, etc. Often done as a 
gag (after a character handles the cards, the Trickster says some­
thing like, " Oh, there is something on your nose ~ or cheek." 
The in"-')' character unwittingly touches his face leaving a comi­
cal black andlor red smear). May also be used to mark a target 
or cause embarrassment. The ink smears all disappear at the end 
of the spell's duration or the instant the mage cancels the spell. 

Stack Deck 
Range: Touch or up to five feet (1.5 m) away; line of sight. 

Duration: Instant and undetectable. 

Saving Throw: Not applicable. 

P.P.E.: Eight 

The Card Sharp spell caster can magically stack the deck any 
way he desires , completely undetected and without touching itf 
Great for gambling (odds are 60% +2% per level of his experi­
ence in his favor~). A must for cheating scoundrels. Characters 
of unprincipled and good alignments will not use this while 
playing an " honest" game of cards. 
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Level Five 
Create Deck of Cards 
Range: In hand or a few feet away . 

Duration: Varies with the amount ofP.P.E. spent. 

Saving Throw: -2 to save. 

P.P.E.: Six P.P.E. for cards that last 30 minutes, 12 P.P.E. for 
cards that last one hour per level of experience and 30 to make a 
permanent deck. 

The mage can magically create an ordinary deck of 52 play­
ing cards with two Jokers! These cards can be used as nonnal. 

Knots 
. Range: Touch or up to five feet (1.5 m) per level of experience; 

line of sight 

Duration: Permanent. 

Saving Throw: Not applicable. 

P.P.E.: Six or 12 P.P.E. 

The spell caster can magically and instantly make one perfect 
knot (of any kind) per level of his experience. All that is neces­
sary are two pieces of untied material (shoelaces, thread, string, 
rope , rags, etc.). These knots will not untie or pull loose unless 
deliberately undone. 

For double the P.P.E. amount, the mage can actually mend or 
fuse two pieces of rope (or similar) together as one seamless and 
strong piece. 

Teleport Card 
Range: Five miles (8 km) per level of experience. 

Duration: Requires one full melee round (15 seconds) to 

teleport. 

Saving Throw: None. 

P.P.E.: Ten 

The Trickster can teleport a single card or sheet of paper or 
cardboard to some location known to him up to five miles (8 
km) away. The only requirement is that he touches the card. 
Success Ratio: 80% +2% per level of experience, 99% if the lo­
cation is within line of sight. An unsuccessful roll means the ob­
ject disappears and is never seen again. This spell is often used 
in entertainment and to deliver information, a message or a 
warning to somebody. 

Level Six 
Mark of Guilt 
Range: Touch 

Duration: 12 hours per level of the spell caster. 

Saving Throw: None. 

P.P.E.: 15; double this P.P.E. amount doubles the duration of 
the mark. 



This spell is used to mark those guilty of some wrongdoing 
with a mark on the forehead or chest that indicates his crime. 
The mark is left by the Trickster pressing a deck of cards or 
even a single Joker card to the victim's forehead or chest. When 
it is removed a playing card-sized mark is left behind. Nothing 
other than a successful Remove Curse spell can make the mark 
vanish before its normal duration. Note that the magic is such 
that it can NOT be used to falsely mark or accuse an innocent 
person. If the intended victim is not guilty of his or her crime , 
no mark will appear. 

Joker with two faces (one happy , one snarling and mean) 
marks a I iar or a cheat. 

Smiling loker with Money/Coins falling from the eyes like 
tears, marks a th ief. 

loker with a skull for its face and knife clenched in its teeth 
marks a murderer. 

Joker laughing with large fangs and pointed teeth marks a 
rapist or child molester. 

Joker with no face marks a shapechanger; often reserved spe­
cifically for Changelings. 

Stairway to Heaven 
Range: 100 feet (30.5 m) + I 0 feet (3 m) per level of experience. 

Duration: One minute per level of the spell caster, can be can­
celled at any time he or she desires. Duration time can be dou­
bled by spending 30 P.P.E. 

Saving Throw: None. 

P.P.E.: 15 

After completing this incantation (counts as one melee ac­
tion), the spell caster can toss cards with unbelievable precision 
and get them to line up in mid-air to create a series of steps or 
stairway in mid-air! These magical card stairs actually create an 
invisible force wider than the cards (basically a short step) that 
allows characters to walk or run up them like they would a stair­
case. Each "step" can support up to 1000 pounds (450 kg) at a 
time and can be made to rise as high as 100 feet (30.5 m) + I 0 
feet (3 m) per level of the spell caster's experience. 

Level Seven 
Buzz-Saw Cards 
Range: 100 feet (30.5 m) + I 0 feet (3 m) per level of experience; 
line of sight. 

Duration: One melee round per level of experience. 

Damage: I D6 points of damage per level of experience! 
Saving Throw: Parry at -5 or dodge at -2. 

P.P.E.: 18 P.P.E. 

The Trickster fans a deck of cards into a circular shape while 
casting this spell. At the end of the incantation, the now spin­
ning fan of cards launches itself at a target of the spell caster's 
choice and strikes like a magical buzz-saw! +4 to strike (the 
mage's bonuses do not apply as the buzz-saw is magically pow­
ered). After it strikes it can be made to fly and strike the same 
target or a different target again and again. Each buzz-saw at­
tack counts as one of the spell caster's melee attacks. 
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Card Daggers 
Range: Self by touch, or can be thrown 100 feet (30 m) + I 0 feet 
(3 m) per level of experience. 

Dam age: 1 D6 

Duration: One melee round per level of experience. 

Saving Throw: Dodge at -J. 
P.P.E.: 10 

The spell caster can magically charge a deck of card to effec­
tively tum them into hard, razor-sharp blades, although they still 
look like ordinary playing cards. The cards can be used like dag­
gers to cut and slash when one or two are held between the 
user 's fingers (106 damage). 

The Card Daggers can also be thrown one or two at a time. 
Each thrown card counts as one melee attack/action. Throwing 
two Card Daggers simultaneously counts as one attack, does 
double damage (2D6 each), but is -2 to strike (no penalty ap­
plies when one is thrown). Each card thrown turns into an ordi­
nary card moments after it hits. The Card Daggers can never be 
turned against their creator and never cut him. 

Parrying with Card Daggers is possible only when the deck is 
held in a "fan" shape; + I to parry. 

Turn Object into a Playing Card 
Range: 100 feet (30.5 m) + 10 feet (3 m) per level of experience; 
line of sight. 
Duration: Five minutes per level of experience. 

Saving Throw: None. 

P.P.E.: 22 P.P.E. or 220 to make the transfonnation permanent. 

Lim itatians: Magic items can NOT be transfonned. Period. Nor 
can items weighing more than one pound (0.45 kg). 



The mage can tum one object, be it a coin, locket, dagger, 
comb, empty pouch, glove, or other small object weighing no 
more than one pound (0.45 kg), into a playing card. This can be 
used to entertain (always a crowd pleaser), steal ("As you can 
see, I do not have that woman's necklace on me"), or to sneak in 
a weapon, tool or item. The mage can cancel the spell at will. At 
the end of the duration or upon being cancelled, the card turns 
back into the item. 

Level Eight 

Magic Cards of Vengeance 
Range: 100 feet (30.5 m) + IS feet (4.5 m) per level of experi­
ence. 

Dam age: Varies with the type of card. 

Duration: The deck of cards will remain in the caster's hands 
for 5 minutes (20 melee rounds) before having to make it reap­
pear. All card effects are instantaneous unless noted otherwise. 

Saving Throw: Dodge; some cards have secondary effects. 

P.P.E.: Five P.P.E. to make the deck appear, and each type of 
card requires a certain alllount of additional P.P.E. to create and 
use. 

Note: Based on concepts by Daniel Denis. 

The character creates an enchanted deck of cards in his/her 
hands. These cards are very powerful , with each card requiring a 
certain amount of P.P.E. to make them release their magical 
properties. Even with the little cost needed to make the Magic 
Cards of Vengeance appear, its creation uses up half the spell 
caster' s attacks/actions for that first round. Each use of a partic­
ular card counts as one melee action and requires the necessary 
P.P.E. to use. The exact type of card desired appears with but a 
thought or simple verbal command (" Red Queen"). Timing can 
be important with this spell. 
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Red Cards numbers 2 to 10: A single card or as many as 
four may be summoned and used. When dropped or thrown , the 
card(s) turns into a ball of fiery plasma that inflicts burning 
damage when it strikes. P.P.E.: A single card costs 8, a burst of 
four cards costs 32. Damage: 406 per card; when tossing 2-4 
cards it's fastest to roll 406 times the number of cards thrown. 
Beings vulnerable to fire or magic suffer double damage. 
Range: 200 feet (61 m) +30 feet (9 m) per level of experience. 

Black Cards numbers 2 to 10: A single card or as many as 
two may be summoned and used. When dropped or thrown , the 
card(s) turns into a lightning bolt that inflicts blasting electrical 
damage when it strikes. P.P.E.: A single lightning card costs 12 
P.P.E., a pair costs 24. Damage: I D6x 10 per card. Range: 1000 
feet (305 m) + 100 feet (30.5 m) per level of experience. 

Face Cards, Aces & Jokers 
The image 011 all face cards can be made to come to life and 

fight on behalf of the spell caster! All are humanoid in appear­
ance and stand about six feet (1.8 m) tall unless stated other­
wise. All are impervious to poison, disease, illusions and 
psionics. Completely vanish when duration ends or the figure is 
destroyed, with a face card laying at that location. None engage 
in conversation nor can they be swayed by the words of others ; 
follow the orders of their creator. 

• The Jacks (any suit or color): Fast and furious fighters. 
P.P.E.: 60. S.D.C. (or M.D.C.): 70. A.R.: II. Attacks per Me­
lee: Four. Bonuses: +2 on initiative, +4 to strike and parry, 
+2 to dodge, paired weapons. Attributes of Note: P.S. 20, 
Spd. 20. Damage: Appears in light armor and armed with ei­
ther a pair of axes or bastard swords that inflict 3D6 damage. 
Duration: Five minutes or until destroyed. 

• The Red Queens (2): A Queen appears as a beautiful and re­
gal woman in rich, red clothing of silk and velvet with royal 
crown. P.P.E: 70. S.D.C. (or M.D.C.): 80. A.R.: 12. Attacks 
per Melee: Three. Bonuses: +2 to strike and parry, + I to 
dodge. Attributes of Note: P.S. 16, Spd. 16. Damage: No ap­
parent weapons, but each Red Lady is impervious to fire (in­
cluding magic fire and heat) , slap attacks do I D6 damage (. 
lady never punches) and she can breathe fire twice per melee 
round (each counts as one melee attack). Fire breath does 
5D6 damage and has a range of 60 feet (18.3 m)! Duration: 
Five minutes or until destroyed. Note: During combat she 
screams, "Off with his head!" 

• The Black Queens (2): A Quecn appears as a beautiful and 
regal woman in rich, black clothing of silk and velvet with 
royal crown. P.P.E: 70. S.D.C. (or M.D.C.): 80. A.R.: 12. At­
tacks per Melee: Three. Bonuses: +2 to strike and parry, + I 
to dodge. Attributes of Note: P.S. 16, Spd. 16. Damage: No 
apparent weapons, but each Black Lady is impervious to ice 
and cold (including magic cold), slap attacks do I D6 damage 
and she can breathe forth an ice blast twice per melee round 
(each counts as one melee attack). Ice breath does 5D6 dam­
age and has a range of60 feet (18.3 m)! Duration: Five ll1ill~ 
utes or until destroyed. Note: During combat she screams, 
" Freeze you scoundrel! " 

• The Red Kings (2): Appears in silver plate armor with 
stripes of gold, red trim and red cloak; obviously fit for a 
"king'" P.P.E.: 100. S.D.C. (or M.D.C.): 130. A.R.: IS. At-



tacks per Melee: Four. Bonuses: + I on initiative, +5 to strike 
and parry, +1 to dodge, paired weapons, impervious to fire 
(including magical ones). Attributes of Note: P.S. 22, Spd. 
16. Damage: Punches and kicks do 2D6 damage. Armed with 
either a pair of tlaming swords or a flaming pole ann that in­
flicts I D4x I 0 damage. Once per melee round the Red King 
can unleash a fire ball that does 1D6x I 0 damage and fly up 
to 500 feet (152 m) away (counts as one of his attacks); +2 to 
strike. Duration: Five minutes or until destroyed. 

• The Black Kings (2): Appears in black plate ann or with 
stripes of silver, and black leather cape; gold crown. P.P.E.: 
90. S.D.C. (or M.D.C.): 100. A.R.: 14. Attacks per Melee: 
Four. Bonuses: +1 on initiative, +3 to strike and parry, +2 to 
dodge, paired weapons, can see in pitch black darkness (even 
magical darkness) and is impervious to electricity (including 
magic lightning). Attributes of Note: P.S. 22, Spd. 16. Dam­
~: Punches and kicks do 2D6 damage. Anned with either a 
pair of bluish-silver daggers or a two-handed sword. Each 
strike of the weapon inflicts 6D6+6 damage from electricity. 
Once per melee round the Black King can SJi~dow Meld at 
will (no P.P.E. cost). Duration: Five minutes or until de­
stroyed. 

• The Red or Colored Joker: This is the trickster and de­
ceiver Joker who appears as a Jester in colorful clothing. 
P.P.E.: 60. S.D.C. (or M.D.C.): 45. A.R.: 8. Attacks/Actions 
per Melee: Two or one by magic. Bonuses: + 1 on initiative, 
+4 to auto-dodge usually by somersaulting, back flipping or 
dancing out of harm's way (this dodge does not use up a me­
lee aClion). Attributes of Note: P.P. 20, Spd. 12. Can perform 
the following Skills: Pick Locks, Palming, Concealment, and 
Detect Poison, all at 80%, Locate Secret Compartment (or 
Find Contraband) at 55%. Damage: I D6 from punches, 
I D6+4 from kicks. Special Attacks: Can cast any of the fol­
lowing spells: Blinding Flash, Climb, Chameleon, Extinguish 
Fire, and See the Invisible as often as once per melee round 
(casting a spell counts as two melee actions), but the P.P.E. is 
drained from the spell caster. 

• The Black Joker: This is the sinister Joker who appears as a 
white faced Jester dressed in black and silver. P.P.E.: 55. 
S.D.C. (or MoO.C.): 50. A.R.: 10. Attacks/Actions per Melee: 
Two or one by magic. Bonuses: +2 on initiative, + I to strike, 
+ 2 to auto-dodge usually by somersaulting, back flipping or 
dancing out of hann 's way (this dodge does not use up a me­
lee action). Attributes of Note: P.P. 20, Spd. 12. Can perfonn 
the following Skills: Pick Pockets, Detect Forgery, Detect 
and Use Poison, all at 75%, and Track (humanoids) at 60%. 
Damage: 1D6+ I from punches, 206 from kicks. Special At­
tacks: Can cast any of the following spells: Turn Invisible 
(self) , Befuddle, Fear and Cloak of Darkness as often as once 
per melee round (casting a spell counts as two melee ac­
tions) , but the P.P.E. is drained from the spell caster. Or the 
Black Joker can Negate J\4agic with no cost to his creator, but 
instantly vanishes after that spell is cast. 

• Ace of Spades: Appears as a faceless, white figure with a 
large "spade" symbol on the chest and forehead. P.P.E.: 40. 
S.D.C. (or MoO.C.): 40. A.R.: 8. Attacks per Melee: Two. 
Bonuses: + I to strike and parry. Attributes of Note: P.5. 16, 
Spd. 12. Damage: Special Attack & Saving Throw: The Ace 
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of Spades is a P.P.E. vampire that absorbs its victim ' s P.P.E. 
with each punchltouch. Each time an opponent is struck or 
grabbed, he must save versus magic (14 or higher). A suc­
cessful roll means only one P.P.E. point is lost, a failed roll 
meas 2D6 P.P.E. were stolen. The Ace of Spades is instinc­
tively drawn to opponents with large amounts ofP.P.E. 

• Ace of Clubs: Appears as a snarling Troll armed with a pair 
of cudgels. P.P.E.: 50. S.D.C. (or M.D.C.): 45 . A.R.: 8. At­
tacks per Melee: Three. Bonuses: +3 to strike, +1 to parry, +5 
to disann. Attributes of Note: P.S. 20, Spd. 8. Damage: Each 
clubbing attack does 406 damage; half damage if trying to 
disann his opponent. The Ace of Clubs is instinctively drawn 
to opponents who are warriors. 

• Ace of Diamonds: Turns into a large, diamond-shaped shield 
that is impervious to all fonns of attack, and provides a bo­
nus of +2 to parry. The user can hide behind it for protection. 
Moreover, the wielder of the shield is impervious to fire and 
heat. P.P.E.: 30. Damage: 204 S.D.C. when used to strike an 
opponent (or ID4 M.D.). Duration: 5 minutes or until de­
stroyed. 

• Ace of Hearts: The Ace of Hearts is also known as the pure 
card. The effects of the card vary. P.P.E.: 35. Damage: 
Varies. Special Power: I. Healing Option: When activated by 
the spell caster or placed upon a character of good alignment 
who draws this card will be instantly healed with 606 H.P. 
and 306 S.D.C. (or 1D6xl0 M.D.C.). Those in a coma get a 
+30% to save and 1D6 H.P. restored. 

2. Fight Evil Option: When activated by the spell caster 
and held up so the face of the card may be seen , it functions 
as the most powerful of holy symbols and will keep animated 
dead, vampires, demons and other supernatural creatures af­
fected by holy symbols at bay (10 feetl3 III away per level of 
the spell caster). If the activated card is tossed at and strikes 
an evil creature of magic or supernatural monster it will ex­
plode on impact and inflict 606+24 points of damage! Tar­
gets may attempt to dodge. 

House of Cards - Spell of Legend 
Range: A deck of cards by touch or up to 10 feet (3 111) away. 

Duration: Penn anent transfonnation. 
Saving Throw: None. 

P.P.E.: 130 or 460. 

The transfonnation spell can be used in one of two ways. By 
spending the smaller amount of P.P.E., an ordinary deck of 52 
cards, plus two Joker cards, can be transformed into a giant set 
of cards that seems to be made of wood. Each card is nine feet 
(2.7 m) tall and four feet (1.2 m) wide, and can be used like 
sheet wood building materials! The two Jokers can be nailed in 
place and for an extra 10 P.P.E. , magically turn into a pair of 
completely attached doors or large glass windows. This use re­
quires the erecting ofa frame and actual building. 

The spell requiring 460 P.P.E. will not only tum the cards 
into sturdy building materials but magically build the entire 
house within 106 minutes! Transfonning a second deck of cards 
(requiring another 460 P.P.E.) will make the building larger or 
taller. The shape of the structure can be anything the spell caster 
desires, from tower or castle keep to that of an English manor or 
simple house. 



Ludicrous Mage OoCoCo 
By Daniel Denis 

with additional text by Kevin Siembieda 

First Apperared in The Rifter® #9'/z & #22 

"Haven', YOli ever heard of the healing powers ojlaugluer? " 

- The Palladilllll Joker 

Author's Note (Daniel Denis): I personally created the Lu­
dicrous Mage with the Rifts® selting in mind, but SlalS for both 
M.D.C. and S.D.C. settings arc presented. My intention in creat­
ing the Ludicrous AI/age and Ludicrolls Magic is to add humor to 
an adventure, but, as you can tell, they can be rather deadly if 
you really want them to be. 

On Rifts Earth , nobody knows for sure where Ludicrous 
Magic originated from, not even the Ludicrous Mages them­
selves, and this particular mystic art is quite rare. Scholars and 
practitioners of magic point to an old legend dating as far back 
as the disappearance of Atlantis from Earth that sheds some 
light as to the possible origin of th is magic. Although this leg­
end does not give a name to the creator of Ludicrous Magic, it 
does reveal the purpose of this odd creation: Revenge! 

The legend tells a story of an alchemist who lost everything, 
including his fami ly, to a selfish king (or ruler of some sort) . For 
many years, the alchemist tried gaining support to battle the 
king's forces, but nobody believed it was possible. The alche­
mist was laughed at, for such a task would take an anny. There 
was no way he wou ld have been able to raise an army of any 
kind , but he didn 't want th e king to remain unpunished for what 
he had done. 

He noticed that the king, like all kings, enjoyed enterta in­
ment, espec ially comedy. The alchemist knew that he'd get his 
reve nge through a crafty new fonn of spelkraft that would liter­
ally amuse its victim to death! The idea was perfect. The vict im 
would be unaware that he wou ld be targeted for assassination 
until it was too late . Even more ironic was that the victim would 
be killed or badly harmed and nobody would suspect the "enter­
tainment" as being responsible. They might think it was poison 
or some olher means. And even if they figured it out, the "enter­
tainer" would have made his escape long before they put two 
and Iwo together. So it was to that end that the vengeful alche­
mist created his own unique branch of spell magic. His first stu­
dents (a group of 10) were the original Ludicrous Mages and as 
payment for this rare knowledge, they eliminated the king who 
had wronged their mentor so long ago. 

After the fall of the king, the alchemist rea lly didn't have any 
more use of his Ludicrous Mages and he dismissed them from 
their bond of service to him. Free to do as they pleased, the Lu­
dicrous Mages went ofT into the world to test their new powers. 
But the world wasn 't kind. Thanks to its silly looking effects, 
Ludicrous Magic became the laugh ingstock of all spell casters, 
and none of the Ludicrous Mages were ever taken seriously (not 
even by their opponents)1 Sti ll , once word spread about their 
clever slaying of the king, the Ludicrous Mages became very 
popular with mercenary groups and assassins' gu ilds who could 
use these eccentric specialists in jobs of "discretionary murder." 
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As time went by, Ludicrous Magic "evolved" and the Mages be~ 
came known as both cunn ing pranksters and deadly agents of 
vengeance (if not outright assassins). It is said that a schism 
arose wi thi n their ranks w ith those preferring to use their magic 
in entertaining and non-lethal form s of revenge, and the other 
more traditional fac tion who used the ir magic to hurt others. For 
the most fortunate, "hurt" came as mockery, embarrassment and 
character assassination. The less fortunate were made to emo~ 

tianally and physica lly suffer, and , ifneed be, slain. 

It is unclear whether the arts of Ludicrous Magic fell out of 
favor, or were never rea lly accepted, or if the mages were 
hunted down to near ext inction, but one thing is clear, the prac­
tice of this arcane art is rare to this day. 

Even today on Rifts Earth, Ludicrous Mages are not treated 
the same as other magic users. They are viewed as the "joke" of 
magic, pranksters or as mages who just don 't have the disciplin e 
or maturity to master the serious arts . Consequently, many Lud i­
crous Mages are distrustful of other mag ic users and delight in 
showing them up, making laughingstocks of them and getting 
the upper hand over them (the riva lry among the Ludicrous 
Mages and most serious and accepted practitioners of magic is 
fi erce). Because so many people underestimate them, they have 
learned to use this to their advantage. After all , in a dangerous 
world, overconfidence can be a deadly mistake. 

One of the most notable downsides of these mages is their 
obsession with hum or, practical jokes, puns, and silliness. A Lu­
dicrous Mage seems to laugh and giggle at everything, espe­
cially when they cause mischief themselves. They love to 
instigate disagreements, brawls, and disputes, as well as embar­
rass and anger others with their magical pranks and jokes (typi­
cally those they dis like or disrespect). The most evil and 
undisciplined use mocking humor like a rapier to cut down their 
opponent and s lash him to ribbons with barbed wit and cruel in­
tentions. They have been known to tease the ir victims merci­
less ly. to the point of bringing on rage, tears of sorrow (not 
laughter) and even nervous breakdowns and heart failure. De­
pending on the disposition and alignment of the individual , 
these mages can be extremely annoying and cruel, or pleasant , 
compassionate and caring - using their humor and magic to be 
uplifting and kind rather than hurtful. But mean spiri ted or nice, 
humor, for them, is their way of life. They need to entertain 
someone (even themselves), love a large audience, and thrive on 
making people laugh. 

Despite the ir more nefarious reputation, many Ludicrous 
Mages, especially those on Rifts Earth, have forsaken life and 
work as assassins and have become adventurers, bodyguards, 
and even heroic protectors of small communities and champions 
of freedom of speech. This has made them popular among 
Rogue Scho lars, Scientists, City Rats , Mercenaries, wilderness 
folk and fellow adventurers who also value personal freedom . 
Others have became spies, bounty hunters, and Saddle Tramps, 
while still others make a living as honest to goodness entertain­
ers out to make a credit by making people laugh. Because of 
their ability to use humor as a defensive and offensive weapon, 
they can be deadly foes or fun-loving companions . In the latter 
case, some Warlords and military leaders hire Ludicrou s Mages 
to join their forces and entertain the !TOOPS, believing "a happy 
soldier fights better than a depressed or worried one." 
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Special Abilities of the Ludicrous Mage: 

1. Humor Factor: The Humor Factor is like Horror Factor 
or Awe Factor, except it 's funny. The mage starts with a Humor 
Factor af8+ 104. This increases by + 1 at level 2, 4, 6, 8, 10, 12 
and 15. 

The Humor Factor funct ions very much like the Horror Fac­
lor, except that the victims (those who fail to roll to save) are 
laughing so hard that they lose initiative , one melee attack and 
are -2 to all actions (-10% on skill performance, too) for one 
melee round (15 second). Note: Bonuses to save vs Horror Fac­
tor also apply to saves vs Humor Facior . 

2. Monologue: A monologue is a humorous story or a 
stand-up comedy skit capable of am using up to thousands of 
people. It may be used to pass time, send a moral message or as 
pure entertainment. A successful skill ro ll means that the Ludi­
crous Mage has captured the crowd with his entertainment and 
all are having a jolly good time. Base Skill: 35% +5% per level 
of experience (+ 10% bonus if the Mage has an M.A. of 2 1 or 
higher; +5% if P.B. is 18 or more). 

A failed roll means the timing is off and the jokes are bad, 
old, offensive, or the crowd s imply doesn't get th e mage's sense 
of humor. When this occurs, there is also a chance that the 
crowd will start a brawl because the mage picked the wrong 
subject to joke about, such as a monologue that stereotypes 
O-Bees, Dwarves, or whomever, when the crowd is primarily 
composed of those people andlar their supporters. An offended 
crowd could put the mage in grave danger, therefore , the G.M. 
should decide on the gravity of th e situation and how they may 
respond. Roll on the following table. 

01-20 An angry crowd hisses, boos, heckles and shouts seri­
ous threats. If the Mage does not get off stage within the next 
104+ I minutes , they will start throwing rocks, sticks and even 
knives, along with mud, rotten fruit and vegetables. The Mage 
will suffer 306+6 points of damage (M.O.C. or S. O.c. as is ap­
propriate). 

2 1-40 A brawl breaks out between 206 people in the crowd. 
Every few minutes an additional 106 people join the conflict. 
Everybody is now fixed on the fighting and don't even hear the 
Ludicrous Mage anymore. Time for the Mage to exit, stage left, 
before he gets blamed for the trouble or is hurt in the brawl. 

4 1-60 Offended listeners attack. That's right, 104+ I people 
from the audience climb the stage and attack the Mage. These 
can be two-bit hoodlums or peasant farmers to mercenary fight­
ers, soldiers or just about anybody. Thankfully they are not out 
to kill , only to extract their own brutal pound of justice, so the 
Ludicrous Mage may only suffer a beating or tar and feathering. 
Qt cQur.se the Mage may try to defelid himself or flee, but the 
fanner is likely to encourage I D6 friends or sympathiz ing mem­
bers of the audience to join the first group in "getting the Mage" 
and a serious fight could ensue (perhaps involv ing the other 
player characters). Flee ing will get a big laugh from the audi­
ence and the 104+ I ruffians will give up pursuit after only two 
melee rounds (30 seconds); they made their po int and are sat is­
fied with themselves. 

61-70 "Lynch the Mage! " is shouted from the audience and 
106+6 people from the crowd (typically aggress ive nonhuman 
or warrior types) leap on the stage to do just that. The Mage is in 
a fi ght for his life! If he is smart, he (and the members of the 



player group) will try to make a hasty escape and run for it. The 
lynch mob will give pursuit for 2D6 minutes before giving up. 
However, if they see the Mage later (or any of his "friends" they 
may recognize) they will renew their attack with deadly intent. 
It's best to leave town, and we mean NOW! Exit stage right and 
through the back alleys. 

71-80 Riot! No kidding!! The Mage sparks a riot that sweeps 
through I D4x I 0% of the town, causing people to be injured, 
property damage and looting. The Mage will suffer 2D4x I 0 
points of damage (M.D.C. or S.D.C. as is appropriate) in the en­
suing carnage. Furthermore, the authorities may hold him per­
sonally liable for the damages (get outta town fast before the 
Mage finds himself imprisoned, stripped of all possessions or 
worse)! 

81-00 No violence, but a disappointed crowd guickly dis­
perses amid boos and cat-calls. Within ID4 minutes the Mage is 
telling jokes to himself. Boy, can this stinker ofa routine empty 
a place. If this has caused all or most of the patrons in a tavern 
or similar place of business to leave, the owner of the establish­
ment will be none too happy. Not only will he refuse to pay the 
entertainer, but is likely to charge him for the loss of business 
(at least ID4x I 00 credits or gold) and may have him physically 
tossed out on his ear by bouncers or burly cousin Ned. Best to 
cut one's losses and be glad nobody got hurt (other than the 
Mage's pride). 

3. Unnerving Laugh: While in combat, the Ludicrous Mage 
can use an extremely annoying and/or menacing and unnerving 
laugh that has the potential of debilitating anyone who hears it. 
This slightly high-pitched and seemingly endless laugher has an 
audible radius of 500 feet (152 m), but only those within a 30 
foot (9 m) radius suffer any penalties. 

Range: 30 feet (9 meters); affects all who hear it. 

Duration: One minute (4 melee rounds) + I melee round per 
level of experience. 

Saving Throw: Special. Those within 30 feet (9 meters) must 
roll to save vs temporary insanity - roll 16 or higher. 

Damage/Penalties: Those who fail to save are -3 to all combat 
maneuvers (initiative, strike, parry, dodge, etc.) and reduce the 
number of attacks per melee by half. In addition, those who are 
trying to perform a skill will suffer from a -20% penalty. 

P.P.E.: 8 P.P.E. required to perform the Unnerving Laugh. 

Note: Those who are in vehicles, power armor, or have anything 
that can prevent them from hearing the annoying laugh are not 
affected. 

4. Make Balloon Animals & Monsters: With balloons, the 
Ludicrous Mage can bind a few together to resemble an animal 
or a monster. A failed roll means that the balloon popped. It re­
quires one melee round (15 seconds) to make a balloon ani­
mal/monster. This skill is used mostly to captivate an audience 
momentarily. Base Skill: 60% +2% per level of experience 
(characters with a P.P. of 19 or higher are + 10%). Note: The 
spell "Create Balloon Animals/Monsters" magically creates bal­
loons and molds them into specific shapes, while this is a "skill" 
that uses actual balloons. 

5. Clowning (special): This is the act of making a joke, hi­
larious gestures, pratfalls, funny faces, or stupid comments. A 
successful roll means that those whp are "entertained" must save 
vs Humor Factor. A failed roll means that the mage didn't nail 
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the punchline or the clowning gesture wasn't all that funny. 
Base Skill: 20% +5% per level of experience (+ 15% if the 
Mage has an M.A. of 20 or higher and +5% if P.P. is 20 or 
higher). 

6. Spell Knowledge: Unlike other magic users, the Ludi­
crous Mage's magic knowledge is limited to Ludicrous Magic 
and only a handful of common Wizard spells. The mage starts 
with 8+ 106 Ludicrous Spells selected ITom levels 1-4 and ID4 
Wizards spells selected from levels 1-2. At each level of experi­
ence thereafter, the mage may select an additional three Ludi­
crous spells up to one level above his current level of experience 
or two Wizard Spells ITom levels 1-3. 

Additional Types of Available Spell Magic: The Ludicrous 
Mage can NOT learn or perform ritual magic, only spell magic, 
and even then the types of magic he can learn are limited to Lu­
dicrous Magic (all levels) and Wizard spells levels 1-3. They 
never study or use Card Magic. 

7. Base P.P.E.: M.E. attribute x3 +306. The Ludicrous 
Mage will gain an additional 3D6 P.P.E. per each level of expe­
rience. 

8. O.c.c. Bonuses: +2 to M.A., +2 to M.E., +1 to P.P., 
+ I 06 to Spd attribute, +2 to save vs illusions, +3 to save vs Lu­
dicrous Magic, and + I vs Horror Factor at levels 2, 5, 8, and 12 
(in addition to all other attribute bonuses, special abilities and 
R.C.C. bonuses). + I to spell strength at levels 4, 7, 10, 13 and 
IS. 

9. Limitations: The Ludicrous Mage is obsessed with hu­
mor. He will tell jokes, pull pranks, act dumb, or tease. Not be­
ing able to "entertain" someone (or even themselves) will 
seriously discourage them. If a Ludicrous Mage is alone for a 
period of 60 days, there is a chance of developing a new person­
ality (01-10%) or phobia (11-25%; 26-00% means no new in­
sanity). If he gets a new personality, the Mage will be content 
because he will have someone to entertain. [For determining this 
new personality, refer to the Multiple Personality description on 
page 59 of the Rifts® RPG or page 58 of Rifts@ Ultimate Ed. 
(skip step one).] Roll one for every 60 days ofloneliness. 

Ludicrous Mages are not loners, therefore, they accept the 
company of anyone, humans and nonhumans alike. The only 
people the Ludicrous Mage has trouble associating with are "se_ 
rious" practitioners of magic (i.e. Ley Line Walkers, Wizards, 
Mystics, etc.) and authority figures (military officers, mayors, 
kings, queens, etc.). Most other practitioners of magic see them 
as jokes and not true magic users, only on a rare occasion will 
one see another sorcerer associating with a Ludicrous Mage. 
The Trickster is an exception to th is; these 1\'10 usually get along 
very well. 

The Ludicrous Mage D.C.C. 

Alignment: Any selfish or evil alignment. Because of their typi­
cally obnoxious sense of humor and their tendency to work 
as assassins or chaotic free-spirits, Ludicrous Mages are al­
most never of good alignment. The best of the best are typi­
cally Unprincipled. Some of the most evil find it humorous to 
take on the visage of the creepy and formidable "evil clown." 

Attribute Requirements: An M.E. of 12 and P.P. of 12 or 
higher. A strong J.Q., M.A. and P.E. are also useful, but not 
required. 



o.c.c Skills: 

Basic Math (+25%) 

Two Languages of Choice (+20%) 

Radio: Basic (+10%) 

Acrobatics (+5%) 

Gymnastics (+ I 0%) 

Cardsharp (+ I 0%) 

Ventriloquism (+ 15%) 

Escape Artist (+10%) 

Play Musical Instrument (choose three instruments) (+ 15%) 

Dance (+25%) 

Sing (+ 15%) 

W.P. Paired Weapons & Targeting. 

One Ancient W.P. (three if a Fantasy character) 

Two Modern W.P. (none if a Fantasy character) 

Hand to Hand: Expert' 

, Hand to Hand: Expert can be exchanged for Hand to 
Hand: Martial Arts (or Assassin if evi l) at the cost of one 
"other" ski ll. 

O.CC Related Skills: Select six skills from the following cate­
gories, plus two at level 3, and one at levels 6, 9, and 12. All 
new skills start at level one proficiency. 

Communications: Any (+5%) 

Domestic: Any (+ I 0%) 

Electrical: None 

Espionage: Any (+5%) 

Mechanical: None 

Medical : First Aid and Brewing only. 

Military: None 

Physical: Any 

Pilot: Any (+5%) 

Pilot Related: Any 

Rogue: Any (+5%) 

Science: Any 

Technical: Any (+5%, but all lore ski lls get a + I 0%) 

W.P.: Any 

Wilderness: Any (+2%) 

Secondary Skills: The character also gets to select four second­
ary skills from those listed, plus one at levels 4, 8 and 12. 
These are additional areas of knowledge that do not get the 
advantage of the bonus li sted in parentheses. All secondary 
ski lls start at the base ski ll level. 

Standard Equipment: Robe or cape (with or without a hood), 
1D4 colorful hats, two sets of colorful clothing, light body 
armor (seldom wear heavy ann or, because it reduces their 
speed and mobility by half), knapsack, backpack, 1D4 pack­
ages of 25 balloons, 2 small sacks, one large sack, make-up 
kit (usually 5 bright colors), 1D4 dozen peices of bubble 
gum, canteen/waterskin, flashlight (or torch with tinder box) , 
pen or pencils (or graphite st icks and chalk), coloring crayons 
(box of 306+20 different colors), note or sketch pad. Ludi­
crous Mages like magic items and will use them whenever 
they can (on Rifts Earth that includes Techno-Wizard items). 
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Weapons will include a club or blackjack, a knife, hand 
axe, one S.D.C. pistol or rifle (104+ I throwing knives or 
staff if a Fantasy character), one energy rifle (short bow or 
cross bow if a Fantasy character), I D6 extra clips of ammu­
nition, and 2D4 personal items (like a frying pan). 

Vehicle of choice: Starts wi th motorcycle or hovercycle, 
or horse. The vehicle is typica lly small , fast and maneuver­
able, as well as relatively inexpensive and eas ily replaced in 
case it is destroyed by a monster, bandits or an angry audi­
ence. Those who use a horse may include it in his "act." 

Money : Rifts characters start with I D4x 1,000 in credits and 
4D6x I 00 in black market items. 

Fantasy characters start with 2D4x I 00 gold but also have 
two minor magic items se lected from the following list: 40 
foot (12 m) length of Cherubot Rope, six magic powders (of 
choice), two expensive fumes (of choice), three Roman Can­
dies or s ix Smoke Bombs, three doses of Magic Make-Up 
Paint, one dose of Vanishing Cream, three Firewicks, a bottle 
of Mystic Ink, two Screech Bottles, eight feet (2.4 m) of 
Magic Bandages or one Marble of Transformation. 

Ludicrous Mage spendthrifts are common, so these char­
acte rs always find themselves spending money like drunken 
sai lors. This explains why they often are on the lookout for 
new work. 

Cybernetics: The Ludicrous Mage will avoid cybernetics and 
bionics at all costs, and will make fun of those who have 
them. ("Hey, ironbutt! That a torque wrench in your pocket 
or are you just happy to see me?"). 

Note: Ludicrous Mages are friendly , but may be rude at times. 
They have trouble associating with other magic users, but 
will be found among them if the other mages tolerate the hu­
mor. They always have a joke to tell , even when it might be 
inappropriate to do so (like when a teammate has just died). 
They love to entertain people and enjoy solving riddles. They 
often speak in rhymes or broken sentences or take on some 
other kind of voca l affectation to sound amus ing. The worst 
thing for a Ludicrous Mage to be is boring. 

Ludicrous Magic 
Ludicrous Magic uses humor in a defensive or offensive 

fashion. Originally used for the purpose of assassination, many 
Lud icrous Mages found it satisfying to use these powers for 
good by either keeping morale high, or defending the innocent. 
For whatever the reason the character se lects to use this fonn of 
magic, the primary purpose is basically to get laughs. Ludicrolls 
Mages and Tricksters are the only ones who know the secrets of 
Ludicrous Magic, because other magic practitioners refuse to 
acknowledge this fonn of magic as anything but a waste of time. 
Note: Unless noted otherwise, the "Damage" is S.D.C.lHit Point 
damage on S.D.C. worlds, and Mega-Damage (M.D.) on Rifts 
and other M.D.C. world senings. 



Ludicrous Magic Spell List: 

Level One 
Alter Physical Features (4) 

Boo! (I) 

Cloud of Laughter (4) 

Fart Blossom (2) 

Funny Bone (3) 

Hand Buzzer (3) 

Identify Theme Song (2) 

Laugh of Death (3) 

Never Ending Handkerchief (2) 

Scents Evil (2) 

Scents Magic (2) 

Level Two 
Alter Physical Color (5) 

Aura of Feebleness (6) 

Butter Fingers (3) 

Candy Smell (4) 

Color Blind (4) 

Cotton Candy (6) 

Create Candy (5) 

Diarrhea (4, 6) 

Enhanced Self-Image (5) 

Play/Replay Theme Song (2.3) 

Water Flower (Varies) 

Level Three 
Animal Characteristics (Physical) (6) 

Balloon Flight (6) 

Bouncy Balls (5 per set) 

Caught With Your Pants Down (4) 

Hold Breath (6) 

I'm Too Sexy (5) 

Long-Range Slap (5) 

Lost for Words (6) 

Pies (Varies) 

. Red Nose (5) 

Scaredy Cat (7) 

Turn Water to Beer (6, 10) 

Uncontrollable Laughter (8) 

Water Dump (8) 

Level Four 
Alter Physical Clothing (8) 

Blissful Confusion (7) 

Bubble Gum Rope (8) 

Bubble Gum Stick-Urn (\0) 

Crazy Look (10) 

Create & Animate Balloons (10, 15, 20) 

Depth Perception (10) 

Disbelief (8) 

Drunken Master (10) 

Fool 's Gold (12) 

Funny Glasses (10) 

Imaginary Quartet (9) 

Itchy, Itchy, Scratchy (8) 

Monolingual (12) 

Moron LQ. (10) 

Rail Thin (10) 

Rapid Weed Growth - Minor (8) 

Trampoline (6) 

Water Balloon (Varies) 

Level Five 
Animal Speech (15) 

Bounce (12) 

Bubble Gum Flight (12) 

Descriptive Combat (12) 

Enhance Humor Factor (10) 

Fat Man In A Little Suit (10) 

Feeble Voice (8) 

Gullible (15) 

Heads-Up (12) 

Mask of Deceit (16) 

They're all Gonna Laugh At You! (10) 

Toy Guns (16) 

Trick Rings (8) 

Turn Foods into Candy and Sweets (10) 

Turn Water to Pop (12, 15) 

Ugly Kid Joe (10) 

VoiceofFear( 12) 

Level Six 
Animate Balloon Monster (30, 45 , 60) 

Bigger Guns (16) 

Candy Cane of Doom (22) 

Curse: Tourette Syndrome (18) 

Giant Circus Ball (15) 

Giant Protective Bubble (20) 

Keel Over (20) 

Laughter of Weakness (17) 

Magical Boxing Gloves (20) 

Mystic Juggling (16) 

Paint Ball Gun (20) 

Pass ive Resistance (16) 

Reduce Self(6 inches) (18) 

Slip n' Slide (18) 

Spring Action Boots (20) 
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Talk Back ( 17) 

Thinking Out Loud (16) 

Level Seven 
Animal Behavior (20) 

Animate Clothing (5) 

Cat Got Your Tongue (20) 

Create Tar Pit (30) 

Curse: Dirty Goat (25) 

Healing Power of Laughter (25) 

Magnetic Personality (22) 

Metamorphosis: Animal (30) 

Play It Again, Sam (25) 

Potato Head (8, 12 , 15) 

Summon Personalized Rain Stoml (25) 

Tied with Rope (25) 

Turn Water to Liquor (15, 25) 

Unlimited Ammo (24) 

Level Eight 
Create Dough-Boy Golem (200) 

Create Mini-Me (or Mini-You) (50) 

Curse: Forget About It (25) 

Funny Monster (25) 

Look Cool Factor (22) 

Metamorphosis: Human (45) 

Metamorphosis: Insect (50) 

Metamorphosis: Pink Fluffy Bunny (40) 

Miniaturize Weapon (40) 

Obsess Much? (32) 

Quick Teleportation (50) 

Shrink Body Parts (8, 15) 

Tied with Chains (35) 

Level Nine 
Balloon Flight (Superior) (40, 60) 

Blubber Boy (32) 

Clacking Teeth (45) 

Curse of Laughter (30) 

Curse: Theme Song (50) 

Metamorphosis: Doll/Puppet (60) 

Metamorphosis: Opposite Sex (45) 

Metamorphosis: Pig/Boar (50) 

Rapid Weed Growth - Superior (45) 

Remove Theme Song (40) 

Level Ten 
Create Theme Song (80, 32) 

Laughter That Can Cure Phobias (70) 

Metamorphosis: Animation (60, 85) 



Metamorphosis: Clown (70) 

Metamorphosis: Monster (90) 

Level Eleven 

Metamorphosis: Giant (100) 

Metamorphosis: Toad/Frog (60) 

Multiplicity (150) 

Level Twelve 
Create Clown Golem (500) 

Create Marshmallow Golem (700) 

Metamorphosis: Mist (200) 

Spells of Legend 
Call Upon Backsmack (246) 

Create Cam ies (150) 

Enhance Carnie (75) 

Laugh of Exorcism (200) 

Laugh of Resurrection (500) 

Level One 

Alter Physical Features 
Range: Touch; self or other. 

Duration: Four minutes (20 melee rounds) per level of experi­
ence. 

Saving Throw: Standard. 

P.P.E.: Four points per altered feature. 
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This spell permits the caster to alter any physical features he 
wishes, from enlarging or shrinking the nose or ears, to length­
ening the beard or even giving a character buck teeth. This spell 
alters only physical features, it doesn't shrink any body parts nor 
does it add parts or weight. Moreover, it is typically used for 
comic effect. Adds +5% to Disguise and Impersonation skills. 

Boo! 
Range: Up to 90 feet (27.4 m) away, +30 feet (9.1 m) per level 
of experience. 
Du ration: Instantaneously. 

Saving Throw: None. 

P.P.E.: One 

This spell penn its the caster to startle his victim. The affected 
character will hear a loud "Boo" coming ITom just behind his 
right or left shoulder. The character suffers loss of initiative as 
he looks around for a few seconds to find the origin of the yell, 
and must roll against his P.P. to detennine if he/she dropped 
whatever items were in his hands. 

Cloud of Laughter 
Range: 100 feet (30.5 meters). 

Duration: 4 melee rounds + I melee round per level of experi­
ence. 

Saving Throw: Standard. 

P.P.E.: Four 

This spell affects a 30x30x30 foot (9x9x9 m) area with 
laughing gas. The gas is invisible but has a sweet odor. Those 
affected will start to laugh uncontrollably until they leave the af­
fected area. The laughing causes the victims to lose their con­
centration, thus inflicting a -4 penalty to all combat actions 
(strike, parry, dodge, etc.), loss of initiative and -10% to perfonn 
a skill. Note the laughing can get pretty loud, especially if sev­
eral people are affected, and it will attTact the attention of others 
(great for creating distractions). 

Fart Blossom 
Range: 120 foot (36 m) area. 

Duration: Two minutes per level of experience. 
Saving Throw: None. 

P.P.E.: Two 

Basically the same spell as Cloud of Smoke (Rifts® RPG, 
page 168; Rifts® Ultimate Ed., page 198), except that the 
smoke cloud seems to billow forth from the character's ... urn . 
derriere ... behind, and has a bit of a burnt smell to it. 

Funny Bone 
Range: 30 feet (9 m). 

Duration: One minute (4 melee rounds). 

Saving Throw: -I to save. 

P.P.E.: Three 

The affected character will feel a tingle at the joint of the ann 
or leg that tickles as if a feather is being gently stroked across it. 



This is distracting, causing the following penalties: - I on initia­
tive, -I to s trike, parry and dodge and -5% to skill performance 
per each affected limb with cumulative effect. This spell may 
even affect additional appendages (arms, tentacles, tails, etc.). 
One spell affects one limb. 

Hand Buzzer 
Range: Touch. 

Duration: One melee round. 

Saving Throw: Standard. 

P.P.E.: Three 

When the spell caster touches a person, a small buzzing 
sound is heard, and the victim starts to shake uncontrollably for 
one melee round, suffering a penalty of -4 to all combat rolls 
(strike, parry, dodge, etc.) and loses one melee action. No penal­
ties if the character saves vs magic. 

Identify Theme Song 
Range: Up to 120 feet (36.6 01), plus IS feet (4.6 m) per level of 
experience. 

Duration: Instantaneously. 

Saving Throw: None. 

P.P.E.: Two 

This spell has two applications: 

I. It permits the caster to determine if his target possesses a 
theme song or not. The caster will know what the theme is , 
whether it is a curse or not , and will want to play it or convince 
the target to play it. 

2. If a theme song is heard, this spell permits the caster to 
identify the exact origin of the theme song, its meaning, to 
whom it belongs and where the person is located. 

Note: See the Create Theme Song spell for an in-depth de­
scription of the so-called "theme song" phenomenon . 

Laugh of Death 
Range: Touch, or lip to 50 reet away (15.2 m). 

Duration: Three minutes per level of experience. 

Saving Throw: Standard. 

P.P.E.: Three 

The spe ll will make a person appear to laugh himself to 
death. The affected character will start to laugh uncontrollably, 
making a racket , and then suddenly drop dead. At least he will 
appear dead. The affected character will be under a death trance 
as per the Death Trance spell found on page 168 of the Rifts® 
RPG, page 198 of Rifts® Ultimate Ed., or on page 91 of the 
Rifts® Book of Magic. All vital signs will be gone, and any­
body who examines him will be convinced that the character is , 
in ract, dead. Only the caster can stop the spell at any time. 

Neverending Handkerchief 
Range: Se lf only. 

Duration: Five minutes per level of the spell caster or until de­
stroyed or magically dismissed (vanishes in a poof). 
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Saving Throw: None. 

P.P.E.: Two 

The spell caster reveals a handkerchief from his pocket, only 
to find another anached onto it. The length of the handkerchief 
is 30 feet (9 m) +5 feet (1.5 m) per level of experience. What 
makes the handkerchief "neverending" is that the mage can cast 
the spell again to add to the length. Each handkerchief has five 
S. D.C. and can be used as a rope, but can only support a total 
weight of 600 Ibs (270 kg). 

Scents Evil 
Range: 80 foot area (24 m area). 

Duration: Two melee rounds per level of experience. 

Saving Throw: None. 

P.P.E.: Two 

Basically the same spell as Sense Evil (Rifts® RPG, page 
168; Rifts® Ultimate Ed., page 199), but a big nose appears on 
the spell caster to penn it him to "sense" or "smell" evil - to de­
tect its "scent" and presence. 

Scents Magic 
Range: 120 foot (36 m) area. 

Duration: Two minutes per level of experience . 

Saving Throw: None. 

P.P.E.: Two 

Basically the same spell as Sense Magic (Rifts® RPG, page 
168; Rifts® Ultimate Ed., page 199), but a big nose appears on 
the caster to permit him to "sense" or "smell" magic - to detect 
its "scent" and presence. 

Level Two 
Alter Physical Color 
Range: Touch. 

Duration: Five minutes (20 melee rounds) per level of experi­
ence. 

Saving Throw: Standard. 

P.P.E.: Five 

The spell caster can change the physical color of a person, 
creature or thing. The colors are usually very bright, varying 
from white, bright red, pink, yellow, orange, and green to fluo­
rescent colors. Designs may be added, such as polka-dots , 
stripes, large flowers , argyles and plaids. Coalition soldiers in 
particular hate gening nailed by this one. There just is nothing 
more silly looking that a Dead Boy in pastel pink armor. 

Aura of Feebleness 
Range: Self or one other by touch . 

Duration: One minute per level of experience. 

Saving Throw: None. 

P.P.E.: Six 



The target of this spell is surrounded by a greenish glowing 
aura that makes them seem less powerfu I then they really are. 
This makes the character seem to be three experience levels 
lower, and 50% less stronger than he or she really is. It also tem­
porarily "masks" supernatural strength, any superhuman pow­
ers, or psionics, rendering it virtually undetectable by magical or 
psychic means (such as See Aura). The prime purposes of this 
spell are disguise and to launch surprise attacks. ("I was just 
fighting this powerful wizard ... where did he go?" Or, "You 
don't look so tough to me!"). 

Butter Fingers 
Range: Any character up to 60 feet (18.3 m) away, plus 15 feet 
(4.6 m) per level of experience. 

Duration: 30 seconds (two melee actions) per level of experi­
ence. 
Saving Throw: Standard. 

P.P.E.: Three 

The affected character's hands become coated with some sort 
of grease. This grease is irremovable until the duration of the 
spell elapses. As a result, the character becomes extremely 
clumsy when working with his hands. Every time he grabs 
something. tries to use a tool, or work with his hands, he risks 
dropping it. 111e character has a 40% chance (+8% per level of 
experience of the spell caster) minus the affected character's 
P.P. to drop the item. This means a character with a P.P. attrib­
ute of 16 whom is affected by the spell from a third level Ludi­
crous Mage \vill have a 48% chance of dropping any item in his 
hands (40% + 24% - 16%). A successful roll means the charac­
ter held on to the item, otherwise the dropped item will fall 204 
feet away. Skills that require the use of tools or one's hands will 
suffer a -30%. 

Note: Maximum percentage to determine if a character drops 
an item is 98% minus the affected character 's P.P. anribute. 

Candy Smell 
Range: 30 feet (9 m). 

Duration: Five minutes per level of experience. 

Saving Throw: Standard. 

P.P.E.: Four 

The caster imbues his target with the sweet aroma of candy. 
As pleasant as that may be, it attracts flies, bugs, and maybe 
even a few uninvited animals (such as skunks or bears) in 
droves. The sweet odor also gives those tracking the scented 
character a +20% to tracking by smell and follow him easily. 

Color Blind 
Range: Self or others up to 90 feet (27.4 m) away, or two tar­
gets by touch. 

Duration: 5 minutes per level of experience. 

Saving Throw: Standard. 

P.P.E.: Four 

The affected character will no longer be able to see in the vis­
ible spectrum as per nonnal , but just the different intensities. As 
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a result, the character sees in multiple shades of gray. Hence, he 
will become color blind. But on the plus side, he or she will be 
able to see, limitedly, in the night up to 30 feet (9.1 m) away. 
This is more of a night vision, needing dim sources of light (like 
the moon) to see. The character will be blind in complete dark­
ness. 

Cotton Candy 
Range: 60 feet (18 meters). 

Duration: Two melee rounds per level of experience or until 
destroyed. 

Saving Throw: None. 

P.P.E.: Six 

The victim of this spell is suddenly wrapped with cotton 
candy that otherwise behaves as a Carpel of Adhesion! The 
candy magically holds together, but dissolves when in contact 
with water (will disappear in one melee round if made wet). 
Note that a character can also eat himself free within 106+ I 
melee rounds, or may break free with a strength of 21 or greater 
(burns up 2 melee actions). 

Create Candy 
Range: Touch 

Duration: Instantaneous. 
Saving Throw: None. 

P.P.E.: Five 

When the caster touches a surface (table, ground, the palm of 
a hand, etc.), several pieces of candy appear (+ 106 per level of 
experience) when he lifts it back up. This candy may be 
wrapped or not. Anybody who eats more then 10 has a 01-40% 
chance of getting a craving to eat more (+5% per each additional 
10 pieces of candy eaten), and will eat candy without stopping 
and bug the spell caster for more until he or she gets sick (P.E. 
attribute x lOis the amount of candy one must eat). 

If a character is sick, he or she gets the following penaities 
due to stomachaches: -2 to strike, parry and dodge, loss of one 
melee action (-I attack) and will feel sick' in the stomach (-10% 
to physical skills) for a duration of 104 hours. Once a character 
becomes sick, he or she loses the craving, 

Diarrhea 
Range: Selfor others up to 60 feet ( 18.3 m) away, plus 5 feet 
(1.5 m) per level of experience. 

. QI!.raJiQn: 30 se~oJ1ds or two melee rounds, 

Saving Throw: Standard, but sick characters have a - 2 to save. 

P.P.E.: Four, or six to affect those in power ann or. 
The affected character suddenly has a great need to go to the 

bathroom to ... hmmm ... relieve himself. The character has 30 
seconds before he can no longer hold " it" in . After that period of 
time, that 's it. It all comes out. Those in armor are easily af­
fected; even those in power annor can also be affected by the 
spell (at the cost of more P.P.E.). If the affected character is un­
successful in removing the ann or or exiting the power ann or, 
the equipment will find itself very messy and the most awful 



smell a human (or humanoid) can ever be released will "live" in 
the armor, requiring at least a week of cleaning to fully remove 
the odor. A very disgusting spell when used right. 

Enhanced Self-Image 
Range: Any character up to 90 feet (27.4 m) away, plus 10 feet 
(3.0 m) per level of experience. 

Duration: 1 minute per level of experience. 

Saving Throw: Standard. 

P.P.E.: Five 

The affected character is convinced he is someone else or a 
creature of another race. For example, the character believes he 
is really a robot, or a dragon, or even Emperor Prosek. The new 
identity is up to the caster and the affected character will attempt 
to act, behave, and perform the powers or skills of his new iden­
tity. If the character thinks he's a dragon, he might try to change 
his f0n11. But since he isn't one, he will come up with an excuse 
that "I have no need to change into my true fonn now" or "now 
isn 't the time to reveal my true nature." If the character has no 
knowledge of the person or creature of the new identity, then the 
spell has no effect on the character. Othen.vise, "I am Zeus, the 
god of gods ... " 

Play/Replay Theme Song 
Range: Self or others up to 60 feet (18.3 m) away, plus 5 feet 
(1.5 111) per level of experience. 

Duration: 4 minutes per level of experience upon creation. 

Saving Throw: None. 

P.P.E.: Two P.P.E. to hear one's own theme song, three P.P.E. 
to hear someone else's. 

This spell permits the caster to have his theme song played at 
any time he wishes. He may also play another character's song, 
but must know that the target has one before being able to hear 
it. 

For the duration of the spell , the character's "tune" will auto­
matically play when the main man enters a room, leaves a room, 
walks down a street, is about to enter a "combat" situation, does 
something interesting, or speaks for the first time. Just think of a 
movie where the hero's theme song plays whenever the charac­
ter does something interesting. Like in any action nick, when do 
you hear the "Hero's theme"? 

Bonuses: Those that know the character will automatically 
recognize the mage when hearing his theme song. Well re­
spected mages will tind himself attracting people who just want 
to get a look at the "hero." The people's spirit will rise and hope 
is found. Also, any foe hearing the tune will be worried, know­
ing that the mage is nearby (or basically annoyed that yahoo 
came back). When the character hears his theme song, he will be 
cocky, arrogant, and walk with a "yes, that's my theme song 
playing" attitude. In combat, he will be more daring and impul­
sive , receiving a +2 to initiative and + 1 to parry and dodge. 
Prowl is impossible while the theme song is playing. 

Note for others: As described in the Create Theme Song 
spell , unless the Ludicrous Mage already knows the Play/Replay 
Theme Song spell , the enchanted character will "instinctually" 
know how to use it. But only characters that are in tune with 
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their own P.P.E. (i.e. magic O.c.c.s and creatures that can use 
magic) will know the Play/Replay Theme Song spell after re­
ceiving their own theme song. But, the "instinctive" version of 
the spell costs twice the nonnal P.P.E., with half the normal du­
ration, and the mage won 't be able to play another character's 
theme song. 

Water Flower 
Range: 15 feet (4.6111) + 1 foot (0.3 m) per level of experience. 

Damage: Water none, acid 4D6 S.D.C. or I D6 MD. 

Duration: Instantaneous, one shot, counts as one melee action. 

Saving Throw: Dodge. 

P.P.E.: Varies; 2, 3, 4 or 10. 

Once cast, a flower magically appears on the right or left side 
of the caster's chest. The flower will squirt water (2 P.P.E.) , a 
yellow liquid with a slightly foul odor to it (3 P.P.E. and yes it 
looks like what you are thinking, but it is a harmless prank liq­
uid) , or acid (4 P.P.E. for S.D.C. acid, 10 for M.D.). 

It squirts towards the desired target with a bonus of +2 to 
strike. Water or yellow solution will cause no damage but if the 
caster makes a Hcalled shot," the water will soak his eyes, blind­
ing him for one melee action/lose one melee action. The water 
will cause 3D6 damage to a vampire's Hit Points and does not 
require a called shot. The yellow liquid is a harmless, dyed wa· 
ter that leaves a slight stain on clothing that washes out with or­
dinary soap. Acid inflicts 4D6 S.D.C. or 106 M.D., but M.D. is 
possible only when in a Mega-Damage environment and does 
not require a called shot unless a specific item or area is tar­
geted. 

Level Three 
Animal Characteristics (physical) 
Range: Self or other by touch. 

Duration: Five minutes (20 melee rounds) per level of experi­
ence. 
Saving Throw: Standard. 

P.P.E.: Six P.P.E. per each animal characteristic. 

The spell caster can alter certain physical features to resem­
ble those of an animal, such as bestowing donkey's ears, a pig's 
nose, a rabbit's teeth, etc., to make a funny face. These animal 
characteristics are purely aesthetic and are designed to make the 
recipient look goofy (-4 to P.B.). While it is designed for enter­
tainment purposes, it can also be used to embarrass an unwitting 
victim or distinctively mark a living target. Note: This spell 
does not add limbs nor can it bestow extra S.D.C. or M.D.C. 
upon the recipient of this magic. The victim does not gain any 
special animal abilities. Each animal feature counts as one magi­
cal Animal Characteristic and costs six P.P.E. 

Balloon Flight 
Range: Self, or others by handing the balloon to them. 

Duration: Four minutes per level of experience. 



Saving Throw: None. 

P.P.E.: Six 

Similar to the Bubble GUill Bubble Flight spell (found in The 
Rifter #9'h. page 83) and the Levitalion spell (found in the 
Rifts® RPG , page 170, Rifts® Ultimate Ed., page 201, and the 
Rifts® Book of Magic, page 94), the Balloon Flighl spell per­
mits the caster to create a balloon that can carry the weight of a 
person or similar size object. The balloon magically takes form 
ITom the caster' s hand. When the balloon is fully blown up 
(roughly 3 fee tlO.9 m, in diameter) , a string of6 feet (1.8 m) long 
is available to hold on to or to attach an object onto it. The move­
ment is limited to straight up or down, not horizontally, unless 
there is a wind, which will push the balloon at half the speed of 
the wind. The balloon will have an S.D.C. of 6 plus I per each 
level of experience, but will have I M.D.C. plus I M.D.C. per 
each other level of experience in a Mega-Damage environment. 
The maximum height is 60 feet (18.3 m) plus 10 feet (3.0 m) per 
level of experience. Maximum weight is 200 Ibs (90 kg) plus 25 
Ibs (I 1.25 kg) per level of experience. The caster can add to the 
lifting power by having multiple balloons tied together to levitate 
a larger load. 111e second balloon will add 100 Ibs (45 kg) plus 10 
Ibs (4.5 kg) pcr level of experience, a third balloon will add 50 Ibs 
(22.5 kg) plus 5 Ibs (2.25 kg) per level of experience, the fourth 
will add 25 Ibs (11.25 kg) to the total load. Any additional bal­
loons will only add 5 Ibs (2.25 kg) to the total load. For example, 
a 5'h level Ludicrous Mage will lift 300 Ibs (135 kg) with one bal­
loon ; two balloons will lift 440 Ibs (198 kg; 300 ITom the first 
plus 140 from the second); three balloons will lift 510 Ibsl 
230 kg (300+ 140+70); four balloons will lift 535 Ibs1241 kg 
(300+140+70+25); and a fifth willlil1540 Ibs (243 kg). 

Bouncy Balls 
Range: Contained in a 50x50x50 foot area (15x 15x 15 m). 

Damage: I D6 S.D.C.lH.P. per each strike of the ball. 

Duration: One minute per level of experience. 
Saving Throw: Dodge only. 

P.P.E.: Five per set of five balls. 

The spell caster creates five bouncing balls which the mage 
can juggle without dropping. If one is purposely dropped or 
thrown, the ball will bounce around without stopping. They are 
magically contained in a 50x50x50 foot area (15x 15x 15 m) with 
the caster in the middle. Once they start to bounce, the balls 
continue to accelerate at speeds in excess of200 mph (320 km) 
and causes 106 S.D.C. damage to anyone struck in the con­
tained area (only the spell caster remains untouched). 

An individual in the area will get struck once per melee 
round per set of bouncy balls (5 balls ~ I hit , 10 balls ~ 2 hits , 
15 balls = 3 hits and so on). Furthermore, with 10 or more 
bouncing balls the characters are distracted and -Ion all combat 
maneuvers; double if there are 30 or more. Note: The area con­
taining the bouncing balls remains fixed in place. Once this spell 
is cast, the area of effect can not be moved or adjusted. M.D.C. 
Note: On Mega-Damage worlds, for an additional expenditure 
of five P.P.E. per each set of five , the balls will inflict I M.D. 
each time they strike! 
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Caught With Your Pants Down 
Range: One target up to 90 feet (27.4 m) away, + 10 feet (3.0 m) 
per level of experience. 
Duration: One melee round (15 seconds) per every other level 
of experience; or half a melee round (7.5 seconds) per level of 
experience. 
Saving Throw: Standard. 

P.P.E.: Four 

The eflect of this spell will cause the target's pants to fall to 
his ankles, revealing a pair of white boxer shorts with red dots 
or hearts. The pants will magically stay down at the ankles for 
the duration of the spell. A successful save means the spell will 
last for I D4 melee actions only, but completely removing the 
pants will undo the spell. Affected characters will get a -4 to 
dodge, -I to strike and parry, and speed attribute will be reduced 
to 4. 

Hold Breath 
Range: One charaeter up to 40 feet (12.2 m) away, plus 5 feet 
(1.5 m) per level of experienee. 

Duration: Varies. 
Saving Throw: Standard. 

P.P.E.: Six 

The affected character will decide to hold his breath until he 
passes out. Typically, a person can hold one' s breath a few min­
utes, but for game simplicity, we will assume that a person can 
hold his breath up to 1 minute plus I D6 melee rounds (unless 



otherwise mentioned in the character's description) or use the 
suggested ru le explained in The Rifter #17, on page 16. After 
that period of time, the character wi ll feel woozy, and then fa ll 
unconscious for 3D4+4 minutes. After waking up, the character 
will have a mild headache for the next half hour, suffering a 
- 15% to all ski lls. 

I'm Too Sexy 
Range: One target up to 60 feet (18.3 m) away, plus 10 feet (3.0 
m) per leve l of experience. 

Duration: 2 minutes per every level of experience. 
Saving Throw: Standard. 

P.P. E.: Five 

The affec ted character sudden ly believes himse lf to be the 
1110st gorgeous person on the face of the planet. The character 
will be arrogant , stuck up, and inconsiderate towards ot hers. He 
will th ink everyone is attracted to him. Even his or her friends 
"want" him . In addition, the character wi ll th ink that he is a 
model, and will walk around mak ing random "poses" as if for a 
com merc ial shoot "Strike a pose!" 

Long-Range Slap 
Ran ge: Onto one target up to 1,000 feet (304.8 m) away, +200 
feet (6 1.0 m) per leve l of experience. 

Damage: One point of damage, period. 

Duration: Instantaneous. 
Saving Throw: None! 
P.P.E. : Five 

This spell was designed to anger one's enemy, or just to joke 
around. The caster can slap another person, or thing. from long 
distances. The s lapped character will be embarrassed from being 
slapped and wi ll be bitter towards the closest person around , 
thinking it was that person whom slapped him . The spell causes 
one point of S.D.C. damage, or one point of Mega-Damage 
against an M.D.C. creature! 

Lost for Words 
Range : One target up to 45 feet (13.701) away, plus 15 feet (4 .6 
m) per leve l of experience , or two by touch. 

Duration: 3 minutes per every leve l of experience. 
Saving Throw: Standard. 

P.P.E.: Six 

The character wi ll suffer a momentary loss of vocabu lary. 
He' ll forget the names of common objects (and places) and must 
describe them each lime he's talking about it. When someone 
actually nam es the object, the character wi ll agree to the name 
(Uyes, that's it"), but will immediately forget the name of it. He 
will refer to everything as: "it," "the thing," "the thingy," etc. 

Example: "So you 've seen the robber. Can you describe him 
to me?" asks the po liceman. 

"Sure thing," replies the witness. "The guy came in wearing 
one of those things that covers your face, just like in hockey, but 
different. He was dressed like in that movie there ... with the 
computer reali ty? The one where the guy has that cool coat 
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made out of cow skin or something. They entered the lobby ... 
with the guards and the shoot ing and the jumping around .. . Ring 
any bells? Well , the guy was dressed like that. He also had this 
big thing that shoots out these projectiles that can kill people at 
a distance. You know what I mean. It 's like the one you have, 
just a lot bigger. Yeah ... that's what I saw officer." 

The officer replies, "Thank you for wasting my time, Sir." 

Pies 
Range: 100 feet (30.5 01) + I 0 feet (3 m) per level of experience. 

Damage: Varies with the type of pie. 

Duration: Until thrown. 
Saving Throw: Special 

P.P.E.: Varies with the type of pie. 

The spell caster creates a pie that he can throw at his target 
with a bonus of +4 to strike. For each type of pie, the mage re­
quires a different amount of P.P.E. All pies have the same 
shape, size and color (unless otherwise noted), but they all have 
a different effect. 

Cream Pie: P.P.E.: 2. Damage: None. Saving Throw: Dodge 
on ly. This is a normal cream pie with a whipped cream topping. 
They are edible and can be of any flavor. A called shot with one 
of these can hit the target in the face , pa rtially blinding him (-4 
to strike, parry and dodge) for one melee round. Great for 
laughs. 

Banana Cream Pic: P.P.E.: 4. Damage: None. Duration of 
Effect: 104+2 melee rounds. Saving Throw: Standard. Those hit 
by this pie will find themse lves covered by whipped cream. This 
cream is very slippery and those struck have a 01-20% chance 
of losing their grip on one of their weapons (or other object in 
the hands) and a 01-30% chance of slipping and falling to the 
ground (lose initiative, two melee ac tions and suffer 106 S.D.C. 
damage from the fall). Roll at the begin ning of each melee 
round. Great for laughs and combat. 

Blueberry Pic: P.P.E.: 4. Damage: 104 S.D.c. (one M.D. on 
Mega-Damage worlds) and explodes in a blue spray upon im­
pact, turning the character or item (no larger than a sports car) 
blue' Duration: The blue color lasts 106 minutes per level of the 
spe ll caster. Saving Throw: Dodge. 

Cement Pie: P.P.E.: 6. Damage: 206 S.D.c. (or, on Mega­
Damage worlds, 106 M.D .); it' s like gett ing hit by a brick with 
whipped cream on top. Saving Throw: Dodge . 

Cherry Pie: P.P.E.: 6. Damage: 106 S.D.C. (104 M.D. on 
Mega-Damage worlds) and explodes in a red spray upon impact, 
turning the character or item (no larger than a sports car) red~ 

The victim will definitely stand out in a crowd and also have a 
yummy cherry pie smell on him (+20% to track him). Duration : 
The color lasts 106+4 minutes per level of the spell caster. 
Saving Throw: Dodge. 

Exploding Pie: P.P.E.: 12. Damage: 106 S.D.C. damage 
(106 M.D. on Mega-Damage worlds) per leve l of experience. 
Range: The blast pretty much affects only what the pie hits. 
These black pies blow up on contact, just like a hand grenade. 
Saving Throw: Dodge. 

Gas Pie: P.P.E.: 8. Damage: These pies release a thick white 
gas cloud of 30x30x30 feet (9x9x9 01). Those inside will cough , 
eyes tear up and suffer a -4 to all combat maneuvers while in the 



cloud. Moreover, visibility is bad, those in the cloud can't see 
outside of it, and those outside can't see in the cloud. The gas 
also has a sweet sugar smell and taste to it. Duration: One min­
ute per level of experience. Saving Throw: Standard, but even 
those who save and suffer no penalty cannot see what is outside 
of the cloud. 

Homing Pic: P.P.E.: 10. Duration: Special. Saving Throw: 
Dodge at -6. This is actually an enchantment that can be placed 
on any of the magical pies, except the Nuclear Bomb pie. The 
magical effect adds 200 feet (61 m) to the throwing range and it 
cannot miss unless the intended target makes a spectacular 
dodge (at -6 to do so). Pies that do less than 104 damage always 
hit living beings in the face. 

Lemon Meringue Pie: P.P.E.: 20. Damage: 406 S.D.C. 
damage (4D6 M.D. on Mega-Damage worlds) +2 points per 
level of experience from acid that will bum through anything. 
Upon impact, this pie splatters its target with a mega-acid. Dura­
tion: Two melee rounds. When thrown on body armor of any 
kind, the first melee round damage i~done to the armor, the sec­
ond round to the character underneath, unless trye .. area of armor 
affected can be removed in 15 seconds. Typically the chest area 
is targeted, because it's the biggest target. Saving Throw: 
Dodge. 

Nuclear Bomb Pie: P.P.E: 120. Damage: 104x100+20 
S.D.C. or 3 D4x I 0 M.D. to a 10 foot (3 m) diameter; explodes 
on impact. Saving Throw: Leaping dodge (counts as two melee 
actions). This is the most dangerous pie. It glows with an intense 
green light strong enough to light up a room and unleashes a 
green mini-mushroom cloud upon impact. 

Red Nose 
Range: Glow: 15xl5xl5 foot area (4.6 x 4.6 x 4.6 meter area); 
60 feet (18.3 m) when removed and thrown. 

Damage: Special: 3D6 when thrown like a grenade. 

Duration: 10 minutes or until removed. 

Saving Throw: Dodge 
P.P.E.: Five 

A large, round, bright red clown's nose the size ofa plum ap­
pears on the nose of the spell caster or another by touch. The 
nose is so full of energy that it radiates the equivalent light of a 
lantern or torch. It can be worn and used like a lantern that radi­
ates red light and/or be removed and put in one place for light or 
as a marker, or removed and thrown. Upon impact it wiII ex­
plode, doing 306 damage to whatever it hits. Vanishes after 10 
minutes. 

Scaredy Cat 
Range: One character up to 90 feet (27.4 m) away, plus 5 feet 
(1.5 m) per level of experience; or an 8 foot (2.4 m) area up to 
30 feet (9.1 m) away plus 3 feet (0.9 m) per level of experience. 

Duration: 2 minutes per level of experience. 

Saving Throw: Individual characters have a standard save at -2, 
while a group has a standard save. 

P.P.E.: Seven 

The affected character (or group of people) grows a yellow 
streak on his back, and becomes alTaid of everything. All living 
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creatures possess a Horror Factor of 8 (especially children and 
kittens), while buildings, caverns, tunnels, etc., will have a Hor­
ror Factor of 6. Power armor and robot vehicles will have an 
H.F. of 10. All characters that currently have a Horror Factor 
will act as if its Horror Factor was worse (+3 to the current 
H.F.). The affected character must roll versus H.F. each time he 
encounters a new person, place, or whatever. He must make a 
saving throw versus H.F. at -4! The affected character has be­
come a chicken sh ... I mean a scaredy cat... 

Turn Water into Beer 
Range: 15 feet (4.6 m). 

Duration: Instant/permanent. 
Saving Throw: None. 
P.P.E.: Six, or ten for a specific type. 

"Seer, the solution and cause of all the world's problems!" 
This transformation spell permits the Ludicrous Mage to 

change ordinary fresh water into a refreshing, great, loving drink 
called beer! The caster can affect twenty gallons (75.7 liters) per 
level of experience. The beer can be of any generic type as per 
the caster's request (light, white, dark, etc.). But to create a par­
ticular type of beer (like Molson's Canadian, Blue, or other 
great Canadian beers), the caster must spend more P.P.E. and 
must have tasted the liquor within the last 8 hours (plus two 
hours per level of experience) to create it. 

Uncontrollable Laughter 
Range: Touch. 

Duration: One melee round per level of experience. 
Saving Throw: Standard. 

P.P.E.: Eight 

The affected person can not stop laughing hysterically. The 
eyes water and the character can barely catch his breath. There­
fore, he or she will have the following penalties: reduce the 
number of attacks per melee to one plus a -5 to all physical ac­
tions (strike, parry and dodge), no initiative, and -25% penalty 
to skill performance. 

Water Dump 
Range: 60 feet (18 meters). 

Duration: Instantaneous. 
Saving Throw: Dodge at -8. Vampires get a standard save. 

P.P.E.: Eight 

The spell caster creates five gallons (19 liters) of water to fall 
ITom directly above the head of his target. The target may at­
tempt to dodge the water, but does so at -8 (it happens so quick 
and magically that it is very difficult to dodge). The victim of 
this prank suffers no damage, but gets soaked and loses initia­
tive from surprise. 

Vampires hit by this spell take ID6xl0 damage; if they save 
vs magic, they take only half damage. Those in power armor or 
otherwise protected (force field, etc.) are not affected, but those 
protected by a normal helmet and armor that is not airtight will 
take full damage. 



Level Four 
Alter Physical Clothing 
Range : Self or others up to 90 feet (27.4 m) away, plus IS feet 
(4.6 m) per level of experience. 

Duration: 3 minutes per leve l of experience. 

Saving Throw: Standard. 

P.P.E.: Eight 

The caster can alter .what a person is wearing by magically 
chan ging the entire ensemble to something completely different. 
This can va ry from changing the basic colors to changing the ac­
tual clothes. For example, changing a character's trave ling 
clot hes into a business suit, a French maid's unifonn, or even a 
pink tutu. The " new" c loth es fit the character perfectly and he or 
she suffers no movement penalties, as per the original clothes. 
Note: This spell does not affect armor or M.D.C. clothing. 

Blissful Confusion 
Range: 60 feet (18.3 m). 

Duration: One melee round. 

Saving Throw: Standard. 

P.P.E.: Seven 

This spell will cause the mage's target(s) to gigg le a bit , feel 
blissful , but be tota lly confused. The victim(s) forgets who he is 
or what he was doing for just a brief moment. This means he 
will not attack a known enemy or take any action unless at­
tacked first or provoked to do something (otherwise just stands 
there trying to remember what to do). If attacked, these con­
fused individuals lose initiative and one melee attack/action and 
are -2 to s trike and -I to parry and dodge; -15% to perfoml 
skills. The spe ll caster may affect one person per level of his ex­
perience. 

Bubble Gum Rope 
Range: Self and carry up to 200 addit iona l pounds (90 kg). 

Duration: Five minutes per leve l of the spell caster's experi­
ence, after which the material fall s apart and vanishes. 

Saving Throw: Not applicable. 

S.D.C.lM.D.C. of Bubble: Five points per level of experience. 

P.P.E.: Eight 

The spe ll caster can chew ordinary bubble gum , remove it 
from his mouth and via this spe ll , stretch it in to a long. super­
strong, but lightwe ight length of cord; 12 feet (3.6 m) per leve l 
of experience. Has a tens ile st re ngth of 400 pounds ( 180 kg) 
+200 Ibs (90 kg) per level of the s pell caster' s experience. 

Bubble Gum Stick-Urn 
Range: 90 feet (27.4 m). 

Duration: Two minutes per leve l of the spe ll caster's experi­
ence, after which the materia l falls apart and van ishes. 

Saving T hrow: Dodge when app licab le, but at -4 to do so. 

P.P.E.: Ten 
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This spe ll has a few applica tions. 

I : The spell caster either spits or throws a piece of gum from 
hi s mouth towards the fee l or wheels of h is target. I f the target is 
hit, the gum will glue his feet or wheels to the ground, holding 
him in place! A combined P.S. of 40 is required to pull free (ve­
hicles can't get traction; beings with superhuman or supernatu­
ral P.S. only need a strength of22 to pull out). 

2. The bubble gum st ick-um can be taken out of the mouth 
and pu lled and stretched by the spe ll caster up to the s ize of a 
large pizza pie or kept small and compact. In any case, it can be 
used like a powerful doub le-st ick g lue to stick any material to 
virtually any surface - including a humanoid to the butt of a gi­
ant robot or dragon. 

Crazy Look 
Range: Self or others up to 20 feet (6. 1 m) away. 

Duration: One minute per level of experience. 

Saving Throw: Standard. 

P.P.E.: Ten 

The affected character will suddenly look like he's about to 
lose it! His appearance will alter to having his eyes wide open 
and bloodshot, his face wi ll become pale, he ' ll ge t a tick on his 
neck , and he ' ll occasionally drool. The character's speech wi ll 
sound like the guy is hold ing himse lf back, and he seems to be 
clattering his teeth. Anyone near the character will fee l ex­
tremely uncomfortable and children wi ll run away scream ing. 
The affected character won't have any idea of what 's go ing on. 



Create & Animate Balloons 
Range: Touch. 

Duration: 10 minutes (40 melee rounds) per level of experience 
or until destroyed. Ifone mile (1.6 km) from a ley line, the bal­
loon creature will be "alive" until destroyed. 

Saving Throw: None. 

P.P.E.: 10 for small , 15 for medium , 20 for large. 

Limitation: This spell can make two small or one medium or 
large balloon animal. 

This spell enables the spell caster to make an ordinary bal­
loon animal or ordinary balloon and bring it to life! Although 
still just an ordinary balloon, the creature can be ridden or made 
to perform simple tasks such as guarding or carrying supplies, 
but can not communicate, use weapons or make intelligent deci­
sions - these balloons arc animated by P.P.E. and don 't have 
any signs of intelligence whatsoever. The caster may replenish 
the balloon animal's S.D.C. or simply to keep them longer by 
adding another 10, 15 or 20 P.P.E. depending on size. 

If one mile (1.6 km) ITom a ley line, the balloon animal may 
exist indefinitely by absorbing P.P.E. from the Ley Line (no, 
balloon animals can NOT absorb P.P.E. from other characters). 

All balloon animals have three attacks per melee round and a 
bonus of +2 to dodge. They are magically charged, whieh ex­
plains why they have greater S.D.C. than normal. They also per­
fonn all the following skills at 80% proficiency: Dance, run , 
climbing, prowl , and swimming. They can understand simple 
commands from their creator and runlnoatlfly at about 20 mph/ 
32 km (those that have wings can move at 30 mph/48 kill); max­
imum altitude is 2000 feet (610 m). 

Small: 7 S.D.C. Size: about I to 3 feet (0.3 to 0.9 m). Dam­
age they can inflict: I point. Has a P.S. of 5. 

Medium: IS S.D.C. Size: Dog-size to four feet maximum 
(1.2 m), Damage they can inflict: 104 by hit/puncJt, ram, or 
bite. Has a P.S. of9. 

Large: 50 S.D.C. Size: as big as a horse to an eight foot max­
imum (2.4 m)' Damage they can inflict: 2D4 S.D.C. Has a P.S. 
of 14. 

Depth Perception 
Range: Others up to 30 feet (9.1 m) away, plus 2 feet (0.6 m) 
per level of experience. 

Duration: Two melee rounds (30 seconds) per level of experi­
ence. 

Saving Throw: Standard. 

P.P.E.: Ten 

The affected character loses the ability to determine distances 
and depth. As a result , the character will not be able to tell how 
far an object or person is when it is further than IS feet (4.6 m) 
away. This effectively causes the character to misjudge dis­
tances by a long shot, and makes aimed shots nearly impossible. 
The character suffers a -4 to aimed shots, -2 to burst and wild 
shots, -4 to strike with any thrown objects, and a -3 to dodge any 
projectile attacks. 
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Disbelief 
Range: Self or others up to 50 feet (15.2 m) away. 

Duration: 15 minutes per level of experience. 

Saving Throw: Standard, but evil characters have a -2 to save. 

P.P.E.: Eight 

A special mind effect spelJ that causes the affected character 
to absolutely believe in NOTHING that anybody tells him. Even 

if the proof is right in ITont of him , like an I.D. card, he will still 
not believe it. 

Drunken Master 
Range: Self, or others up to 30 feet (9.1 m) away. 

Duration: 3 minutes per level of experience. 

Saving Throw: Standard. 

r.p.E.: Ten 

The affected character will become impaired or drunk. Pen­
alties include a -4 to initiative, -2 to strike, pany and dodge, the 
speed attribute will be reduced by half, and all skills will be re­
duced by 12%. The drunken eharacter will have difficulty walk­
ing (staggering everywhere) and has slurred speech (-25% to 
Language skills, and just to be able to speak properly). Since ev­
eryone acts differently while drunk, the character will have a 
particular side effect ITom his drunken state. Roll once under the 
Effects of Alcoholism table on pg. 21 of the Rifts® RPGor pg. 
338 of Rifts® Ultimate. These side effects are in addition to the 
base penalties of the spell. In some cases, they wiIJ cancel out. 

Fool's Gold 
Range: Up to 10 feet (3.0 m) away. 

Dur.tion: 25 minutes per level of experience. 

Saving Throw: Standard. 

P.P.E.: Twelve 

As per the Fool's Gold spell described in the Rifts® RPG , 
pg. 172, Rifts® Ultimate, pg. 205, or the Rifts Book of Magie, 
page 101. 

Funny Glasses 
Range: 100 feet (30.5 m). 

Duration: One minute per level of experience, but the ability to 
See Aura wiIJ only last for the first minute. 

Saving Throw: Instantaneous. 

P.P.E.: Ten 

.- A pair of oversized glasses will appear on the caster's face. 
The glasses will pemlit the caster to see another person's aura 
and the invisible just like the See Aura and See the Invisible 
spells in the Rifts® RPG , page 168 (or Rifts® Ultimate Ed., 
page 199). It also enable him to see in total darkness (night vi­
sion 500 feetll52 111) and IS feet (4.6 111) in magical darkness. 

Imaginary Quartet 
R.nge: Self only. 

Duration: One minute (four melee rounds) per leve l of experi­
ence. 



Saving Throw: Special penalty of -5 to save. 
P.P.E.: Nine 

Basically th e same as the kll/lriple Image spell in the Rifts® 
RPG , page 173 (or Rifts® Ultimate Ed., page 206) , except that 
the Ludicrous Mage can create four identical images of himself, 
each of which mimics his every movement. It provides the fol­
low ing bonuses to the Mage, whom attackers can not discern 
from the four false images: The Mage is +3 on initiative, +3 to 
dodge, + I to strike. Some Ludicrous Mages are known to create 
entire chorus lines of themselves and perform can-can dances in 
the middle of combat! 

Itchy, Itchy, Scratchy 
Range: Self or others up to 60 feet (18.3 m) away, pillS 10 feet 
(3 m) per level of experience. 

Duration: One minute (4 melee rounds) per level of experience. 

Saving Throw: Standard. 

P.P.E.: Eight 

The victim of this spell will feel the uncontrollable urge to 
scratch himself. This itchiness will prevent the character from 
concentrating on any skill that requires the focus of the mind. 
As a result , skills will suffer a -35%. Other penalties consist of 
losing 2 melee actions to scratch himself, suffers a - 2 to all me­
lee actions, and making aimed shots are nearly impossible (suf­
fers a -4). 

Monolingual 
Range: Affects a 40 foot (12.2 m) area. 

Duration: One minute per level of experience. 

Saving Throw: None. 
P.P.E.: Twelve 
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Everyone in the affected area will find himself speaking a 
language chosen by the spell caster, like French, Gennan, ital­
ian, etc. The person may not know the language, or understand 
those who speak it, just that whenever the person tries to say 
anything, it comes out in the chosen language. "Pardon mOI1-

siellr, je ne VOliS comprends pas! Qu'esl-ce que VOliS vOlilez me 
dire?" 

Moron I.Q. 
Range: Touch with seltzer bottle spray; 5 foot (1.5 m) max. 
range. 

Duration: One melee round per level of experience. 

Saving Throw: Standard. 

P.P.E.: Ten 

A magical seltzer or perfume bottle appears and sprays the 
intended victim. The affected character becomes an idiot be­
cause his I.Q. is temporarily reduced to 3. The character does 
not possess an animal intelligence, he just becomes extremely 
dumb! He has a hard time understanding what is going on and 
behaves like a complete imbecile, prone to say ing mindless 
things for no apparent reason. (UDuh, which way did he go, 
George? Which way did he go?") However, he can not reveal 
secrets or important information because he can't remember 
them nor understand big words like "remember." The character 
performs any skill at the base leve l -20%. He or she loses initia­
tive (does not understand what is going on). has no combat bo­
nuses and only two melee actions per round. Likely to wander 
offor get into trouble (wander into a combat zone, etc.) . 

Rail Thin 
Range: Self, others by touch or up to three feet (0.9 m) away. 

Duration: One minute (four melee rounds) per level of experi­
ence. 
Saving Throw: Standard. 

P.P.E.: Ten 

The victim of this spell will suddenly find him/herself to be 
extremely thin (to the bone almost). Reduce weight by two 
thirds! Side effects from being so thin are: The victim fatigues 
twice as quickly and his clothes/annor will be so baggy as to fall 
off his body or impair body movement. Reduce P.S., P.E., P.P. 
and Spd by 30%, attacks/actions per melee also by one third. 
However, this magic may help in effecting an escape by making 
an individual thin enough to slip his chains, handcuffs or even 
squeeze through the space between bars. It is also excellent for 
causing somebody's pants to fall down. 

Rapid Weed G."owth - Minor 
Range: Up to 60 feet (18.3 m) away, plus 10 feet (3.0 111 ) per 
leve l of experience. 

Duration: 2 minutes per level of experience. 
Saving Throw: Special. 
P.P.E.: Eight 

The caster will cause multiple weeds to suddenly grow from 
the ground, the wall, the cement floor, the deck of a ship, or 



anywhere he chooses. These weeds grow at a rate that seems in­
stantaneous, but actually takes a second or two to fully grow. 
They will also cover an area of 20 square feet (1.85 meters 
square). The shape and size is at the discretion of the caster, but 
typically, a 4x5 foot (1.2x1.5 m) area, or even a 20xl foot 
(6.lxO.3 m) area, but must be an equivalent to 20 square feet 
(1.85 meters square). The weeds appear to be a mixture of grass, 
vines, and actual weeds, with all being a dark green color. The 
weed patch also has colorful flowers. These flowers smell su­
perb and are of bright and attractive colors. If a character at­
tempts to walk through the patch of weeds, he will find himself 
entangled by them. A P.S. of 10 (plus one per level of experi­
ence of the caster) is necessary to free oneself from the weeds 
(using up 3 melee actions); otherwise, the character is caught for 
the duration of the spell. When the spell duration elapses, the 
weeds will disintegrate and disappear, leaving no marks or evi­
dence of their existence behind. 

Note: Ifusing a knife or other bladed weapon, the character 
will free himself within 104 melee rounds. 

Trampoline 
Range: Selfor other; up to 60 feet (18.3111) away. 

Duration: Instantaneous (lasts approximately nyo seconds). 

Saving Throw: None. 

P.P.E.: Six 

The spell caster creates a trampoline underneath himself or 
another character. In a single leap the magical trampoline will 
propel a character up to 20 feet (6 111) +3 feet (0.9 m) per level 
of experience into the air or half that height and distance length­
wise. The spell automatically adjusts to the size of the target, 
therefore, a bigger trampoline will appear for a giant (or power 
armored character) and a smaller one for a Dwarf. 

Water Balloon 
Range: Throwing: 40 feet (12 m) +5 feet (1.5 m) per level of 
experience. 
Duration: Until thrown. 

Damage: Varies with the type of water balloon. 

Saving Throw: Dodge at -3; some water balloons also have a 
special saving throw. 
P.P.E.: Varies with the type of water balloon. 

The spell caster creates a water balloon in his hand which he 
can throw at a target. Because of the non-aerodynamic form and 
its awkwardness, the range of tile balloons are limited, but when 
they burst, they make an awful mess. 

Balloons have different powers depending on their color, but 
they all have 2 S.D.C., affect a 6x6 foot area (1.8x 1.8 meter 
area) when it bursts, and each are magically thrown, making 
them more difficult to dodge. 

The spell caster may create one water balloon at level one, 
two at level four, three at level eight, and four at level nvelve. 
Each type of water balloon requires a specific amount of P.P.E. 

Black: P.P.E.: 8. Damage: None. Duration: Two melee 
rounds per level of experience. These water balloons are actu­
ally oil balloons. When they burst, they will cover the affected 
area with nonflammable (but very slippery) oil. Those in the 
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area affected will suffer from -3 to strike, parry and dodge, a 
01-15% chance of having their weapon slip out of their hand 
(roll before each attack) and a 01-40% chance of falling down 
(lose initiative and one melee action) if they make a sudden 
movement (including swinging a weapon) or try to rUIl . leap or 
dodge. 

Blue: P.P.E.: 5. Damage: None, although a "called shot" to 
somebody's head will momentarily distract them and cause th e 
victim to lose one melee action and initiative (406 H.P. damage 
to vampires). Duration: Instantaneous. These are nomlal water 
balloons filled with water. Fun at parties and effective against 
vampires. 

Red: P.P.E.: 15. Damage: 5D6 to everything in area of ef­
fect. Duration: Instantaneous. The red colored water balloons 
are filled with liquid plasma (no, not the blood component, that 
stuff that bums!) that immediately bursts into flame when the 
balloon pops and it is exposed to air. Need I say more? 

Yellow: P.P.E.: 8 .. Damage: None. Duration: One minute per 
level of experience. Special Saving Throw: As a standard spell. 
The yellow colored water balloon is the key to make someone 
"stand out". When these puppies burst, they cover all in th eir 
range with a magical yellow solution. This solution will stay on 
a person, thing or object for the duration of the spell (a success­
ful save means the solution completely drips off a character af­
ter one full melee round). Those covered by the solution will 
find themselves shining or illuminated by yellow light (which is 
why they stand out). The yellow light can be seen as far as the 
eye can see. Those tracking the character will have a + I 0% to 

their tracking skill (+25% at night). If the affected character 
goes into battle, because he or she is so noticeable, they are 
likely to be targeted first even when in a crowd. 

White: P.P.E.: 12. Damage: 3D6 plus everybody is "goosed" 
and loses initiative and one melee attack unless they save vs 
magic. Duration: Instantaneous. Save: Standard. The white col­
ored water balloon mystically contains a burst of magic energy 
that , when released, will inflict damage to all those in its area 
and then goose them. To vampires, this acts like sunlight and 
therefore, they take half of the damage directly to their Hit 
Points. 

Level Five 

Animal Speech 
Range: Self or others by touch or up to 30 feet (9.1 m) away. 

Duration: 4 minutes per level of experience. 

Saving Throw: Standard. 
P.P.E.: Fifteen 

This spell permits the caster to temporarily affect the voice 
box and vocal cords of another, preventing any "words" to be 
uttered but the sound of animals. Each time the character at­
tempts to speak, a different animal sound comes out. 



Bounce 
Range: Self, or others by touch. 

Duration: 6 melee actions (I minute and a half) per level ofex­
perience. 

Saving Throw: None. 

P.P.E.: Twelve 

The spell creates a field around the affected character that is 
very reactant to physical contact. This being said, with each step 
the character makes, he begins to bounce like a super ball. The 
character can bounce faster and faster, to a speed of25 and to a 
maximum height of25 feet (7.6 m), plus 3 feet (0.9 m) per level 
of experience of the spell caster. The mage will have a 60% 
(+2% per level) chance to gain control of his movements, while 
another character will only have a 40% chance of getting the 
hang of it, and bounce in control. A failed roll means a character 
will bounce uncontrollably for I D6+ I melee actions before a/­

tempting to gain control again (i.e. rolling again to gain control). 

While bouncing, the character can direct his movement upon 
contact with a wall , ground, or obstacle (another person, a vehi­
cle, a tree , etc.) in any direction. This is very strange, since he 
can direct his movement in a way that would defY physics. The 
act of bouncing makes him a difficult target. Characters attempt­
ing to shoot him suffer a -4 to their attack rolls, while physical 
attacks may only be done when the bouncing character is within 
melee combat, but the attacker will still suffer a --<i to his attack 
roll. The bouncing character can't attack accurately with a gun 
from the obvious constant movement, and will suffer a - 10 (a 
wild shot with a -4 added to it). Physical attacks are nearly im­
possible (-6 and must be within melee combat range). But the 
character can perfonn a body hit or ram into other people. In 
this case , the character will have a +3 to hit plus the character's 
P.P. bonus. 

If the character is hit by a physical attack or by a projectile 
(kinetic weapon, like a rail gun or a gun that fires slugs, a bullet, 
etc.) he will take the normal damage, but the attack will cause 
him to bounce uncontrollably, losing one melee attack to at­
tempt to gain control of his movement (roll as per mentioned 
earlier). Typically, bouncing "away" involves flying backwards 
at a distance of 3 feet (0.9 m) per point of damage taken. 

Bubble Gum Bubble Flight 
Range: Self and carry up to 200 additional pounds (90 kg). 

Duration: Eight minutes per level of the spell caster's experi­
ence, after which the material falls apart and vanishes. 

Saving Throw: Not applicable. 

S.D.C.!M.D.C. of Bubble: 15 points per level of experience. 

P.P.E. : Twelve 

The spell caster can chew ordinary bubble gum and through 
the magic of this spell, blow a giant bubble from his mouth 
(roughly the size of his own body). Either still in his mouth or 
pinched off and held by one hand, the bubble will magically 
float up into the air and flyaway in whatever direction the spell 
caster desires. Maximum speed without a slight wind or going 
against the wind is 30 mph (48 km) or as fast as the wind is 
blowing, but in the latter case the flyer must go in the direction 
the wind is blowing. Maximum altitude is 8,000 feet (2438 m). 
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Note: The Mage can create such a bubble gum balloon for other 
people, as long as he has enough bubble gum and he is the last 
to get one himself. All go in the same direction, but the spell 
caster can go in a different direction if he chooses. The magic 
makes holding the bubble by the mouth or hand easy and with­
out pain or stiffuess. The balloon lands when it reaches the des­
tination desired by the Mage or when the spell caster desires to 
land. Likewise, the caster has complete control over the altitude, 
direction and speed. 

Descriptive Combat 
Range: Can be cast up to 60 feet (! 8.3 m) away, plus 5 feet (1 .5 
m) per level of experience; the spell affects a 30 foot (9.1 m) 
area +2 feet (0.6 m) per level of experience. 

Duration: 2 minutes per level of experience. 

Saving Throw: None. 

P.P.E.: Twelve 

All those within the affected area will notice something very 
different in the way that everyone fights . Bubbles appear mo­
mentarily describing each attack with a word or saying like, 
"Whack!" "Ouuuf!" "Zap!" "Ka-pJow!" etc. The bubbles appear 
in convenient angles so that everyone can see and read them. 
The words also magically appear in a person's mother tongue. 
This spell doesn't alter anything in a battle, except confusing 
some combatants. The spell seems very popular In arenas or 
rings to "add" to the entertainment of the crowd. 

Enhance Humor Factor 
Range: Self or others by touch or 10 feet (3 m) away. 

Duration: Four minutes (16 melee rounds) per level of experi­
ence. 

Saving Throw: Standard. 

P.P.E.: Ten 

This spell enhances one's own Humor Factor or another's by 
adding 1 D4 to the existing Humor Factor. All must roll versus 
Humor Factor 1T0m the lTesh new look of the comedian. Note: 
This does not change a Horror Factor into a Humor Factor, nor 
does it give a Humor Factor to a character. It is used to enhance 
an already existing Humor Factor. 



Fat Man In A Little Suit 
Range: By touch or up to 30 feet (9.1 m) away +3 feet (0.9 m) 
per level of experience. 

Duration: Two melee rounds (30 seconds) per level of experi­
ence. 

Saving Throw: Standard, -3 if by touch. 

P.P.E. : Ten 

The targeted character's clothing sudden ly shrinks till it be­
comes very tight and uncomfortable. The character's move­
ments will be limited ITom the tighiness and he or she will walk 
funny. The character wi ll suffer the following penalties: -I me­
lee action, -2 to parry and strike, -3 to dodge, the speed attribute 
is reduced by 6 to a minimum of 3 (from the wedgy), and -30% 
to prowl. The character can rip his clothes off to end the spell 
quicker. or may "tough" it out. This spe ll only affects normal 
clothing and won ' t affect armor, but will affect the clothes un­
derneath the anllor ... 

Feeble Voice 
Range: Se lf or other by touch or cast up to 60 feet (18 111) away. 

Duration: Five minutes per level of experience. 

Saving Throw: Standard. 

P.P.E.: Eight 

This spell makes the voice of an individual person, animal or 
the scariest monster sound weak and feeble, and barely as loud 
as a whisper. This is good for disguises (+5%) and to prevent a 
vict im from screaming for help, barking out commands to others 
or revealing a secret. Practitioners of magic can still cast spells. 

Gullible 
Range: Up to 25 feet (7 .6 m) away, or within "normal" talking 
distance. 
Duration: 2 minutes per level of experience. 

Saving Throw: Standard. 

P.P.E.: Fifteen 

"You can 'r handle the truth!" 

The affected character becomes the most gullible person on 
the planet. Whatever he is told, he believes it. No matter how 
far-fetched it sounds, or unbelievable, he takes it as fact. If an ­
other character tries to correct him, this will only confuse him 
si nce everyone tells the truth. 

Heads-Up 
Range: Any character up to 90 feet (27.4 m) away. 

Duration: I minute per level of experience. 

Saving Throw: Standard. 

P.P. E.: Twelve 

The affected character will infonm his opponent (and anyone 
else nearby) of his next move, just before doing it, by yelling 
out a brief description of his intentions. The affected character 
does this without noticing it. In combat, this gives an opponent a 
bonus of +2 to parry and dodge. The character also infonns 
whomever abollt the sk ill s, task, or simple action he is doing. 
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This WILL get annoying, especially when the affected character 
goes behind the bushes to do his business . 

Mask of Deceit 
Range: Self only. 

Duration: 12 minutes per level of experience. 
Saving Throw: Everyone who encounters the disguised charac­
ter gets a save vs magic, but is ~ to succeed. A successful save 
means the true features are seen, not the mask. However, those 
who don't really pay attention or care who the character might 
be, are automatically fooled by the deception (no chance to 
save). 

P.P.E.: Sixteen 

As per the Mask oj Deceit spell described in the Rifts@ RPG, 
pg. 176, Rifts@ Ultimate, pg. 210, or the Rifts@ Book of Magic, 
page 113, but the Ludicrous Mage can attempt to imitate a specific 
person's face at a mere 30% +5% chance per level of experience. 

They're all Gonna Laugh At You! 
Range: One target up to 90 feet (27.4 m) away, plus 10 feet (3.0 
m) per level of experience. 

Duration: 30 seconds per every level of experience. 

Saving Throw: Standard. 

P.P.E.: Ten 

The affected target will suddenly become convinced that ev­
eryone around him will start to laugh at him when he attempts to 
do anything. This includes making a speech, talking in front of a 
group, performing a ski ll in the presence of others, whatever. 
The character will be so caught up with the fear of being 
laughed at that he will suffer a - 10% at perfonning sk ills, loses 
initiative, -3 to strike wi th a gun or other fireanll, - I to strike 
(hand to hand), panry and dodge. The character wi ll also refuse 
to speak in front of a crowd or give orders. The effects of the 
spell wi ll only take place when there are at least three people 
present, otherwise the spell does not work. 

Toy Guns 
Range: Any firearm up to 30 feet (9. 1 m) away, plus 5 (1.5 m) 
feet per level of experience. 
Duration: I minute per level of experience. 

Saving Throw: None. 

P.P.E. : Sixteen 

This spell permits the caster to tum a normal gun into a toy! 
The weapon will no longer fire but will do one/some of the fol­
lowing; cool sound effects when the trigger is pressed, a flag 
with the word "BANG!" comes out of the barrel, a hanmless 
multi-color laser beam is fired instead, paint balls, water, or sim­
ply nothing happens. The weapon will reta in its S. D.C. (or 
M.D.C.) but wi ll have a plastic toy look to it. The spell will also 
affect any fireann that is part of a power armor, . Borg, robot or 
robot vehicle. It will affect the missile launcher, but won't affect 
the missile itself since the missile is a different component (the 
toy miss ile launcher just won't fire the missile). 

Note: If the gun shoots water, it can cause ID4 points of dam-



age to vampires or other similar creatures, but with the vam­
pire's rapid regeneration, it will just make it angry. 

Trick Rings 
Range: 200 feet (61 m) +100 feet (30.5 m) per level of ex peri­
ence. 

Duration: One melee round per level of experience, with a new 
set of rings appearing (if so desired) at the start of every new 
rOllnd. 

Dam age: 306+2 per rin·g. 

Saving Throw: Dodge or parry (but parries are made at -3). 

P.P.E.: Eight 

The caster creates three golden or silver rings that he can spin 
arollnd his arms, legs, neck or waist. He may create an extra ring 
every third level of experience (three at level one, four at level 
three, five at level six, and so on). 

Com bat & Throwing Use: Each ring can be thrown with 
amazing accuracy. If thrown to fall around an object or inside an 
opening, the mage is +6 to strike; no damage, good for gam­
bling. 

If thrown at a target like a frisbee with the intention of inflict­
ing damage, they are +2 to strike and inflict 3D6 damage, +2 per 
level of experience (M.D. in Mega-Damage settings). Silver 
rings do double damage to supernatural creatures and those be­
ings vulnerable to the metal. Note: The size of the rings can be 
manipulated to be as small as a CD or as large as a hula hoop. 
All do the same amount of damage regardless of size. 

Linking Rings: The spell caster can also perform the trick of 
making the rings link together by clinking them together 
quickly . Only he can hook and unhook the rings. The mage can 
do another trick: Link two rings, have somebody put their hands 
in the two hoops (usually up to the wrist) and cause them to 
shrink, effectively turning them into snug handcuffs. A P.S. of 
30 or higher is required to pull free or 20 points of damage must 
be innicted to break them. The rings can also be used to help in 
climbing and hooking on to outcroppings. 

Turn Foods into Candy and Sweets 
Range: 12 feet (3.7 m). 

Duration: Instant/permanent. 

Saving Throw: None. 

P.P.E.: Ten 
This transformation spell permits the Ludicrous Mage to 

change ordinary foods into candy, dessert, and other sweets. He 
can affect fifteen pounds of food (6.8 kilograms) per level of ex­
perience. The sweets can be anything from cakes to pies, lolli­
pops, chocolate bars, whatever the mage desires. Note: Overuse 
of the spell can cause characters to become a little more massive 
then originally created. 

Turn Water into Soda Pop 
Range: 12 feet (3.7 m). 

Duration: Instant/permanent. 

Saving Throw: None. 
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P.P.E.: Twelve, or fifteen for a specific type. 

This transformation spell permits the Ludicrous Mage to 
change ordinary fresh water into soda pop. He can affect fifteen 
gallons (56.8 liters) per level of experience. The pop is of any 
type of navor or type as per the caster's request (ginger ale, 
cola, cream soda, etc.). But to create a particular type of pop 
(like the popular Aunt Ginger's Strawberry Root Beer), the 
caster must spend more P.P.E. and must have tasted the pop 
within the last 6 hours (plus one hour per level of experience) to 
create it. 

Ugly Kid Joe 
Range: Up to 60 feet (18.3 m) away. 

Duration: 4 minutes per level of experience. 

Saving Throw: Standard, but characters with a P.B. over 20 
have a -3 to save. 

P.P.E.: Ten 

The affected character becomes basically ... ugly! His or her 
P.B. is reduced to lD4+2. This will shock people, since they 
were so beautiful not too long ago. Characters with a P .B. over 
15 will be traumatized from the change, feeling useless and un­
wanted by anybody. "I'm}ust too ugly!" This spell has no effect 
on characters with a P.B. of 6 or lower. 

Note: The god Backsmack once cast this spell on the Greek 
goddess of lust, Aphrodite, right before she met her blind date. I 
don't think I need to tell you what happened afterwards. 

Voice of Fear 
Range: Other (never self) within 30 feet (9 meters). 

Duration: One minute (four melee rounds) per level of experi­
ence. 

Saving Throw: Standard. 

P.P.E.: Twelve 

This spell causes a nonnal character to have an extremely 
frightening voice. He will gain a +3 to his own Horror Factor or 
(if it doesn't have one) a 2D6+2 as a Horror Factor. Everyone 
must roll vs. H.F. The affected character also gains a +1 to 
strike. 

Level Six 
Animate Balloon Monster 
Range: Touch. 
Duration: 10 minutes or until destroyed; if one mile/ 1.6 km 
from a ley line, the balloon creature will be "alive" until de­
stroyed. 

Saving Throw: None. 

P.P.E.: 30 for small, 45 for a medium, 60 for large. 

This spell permits the caster to make a monster out of bal­
loons, animate them and tum them into a genuine, damage in­
flicting balloon monster! Although still just an ordinary, albeit 
enchanted, balloon, the creature can perform simple tasks (same 
as the Animate Balloon Animal spell), but is far more powerful. 
Each Balloon Monster is animated by P.P.E. and it must be 



given additional P.P.E. for it to exist longer than each 10 minute 
period (the same amount as needed to animate them). But, if 
within one mile/ I.6 km from a ley line, the balloon creature can 
feed upon that P.P.E. and exist until destroyed. 

All Balloon Monsters radiate a supernatural and magical 
aura. In combat, they have 4 attacks per melee round and +3 to 
strike, parry and dodge. Doubling the amount of P.P.E. at the 
moment of creation doubles the amount of damage they can sus­
tain before being "popped," and doubles the number of attacks 
per melee round. They can also perform the following skills at 
80% proficiency: Dance, run, leap, climb, prowl and swim. 
They can understand any language, but are limited to moans, 
snarls and grunts themselves. They can run/float/fly at about 50 
mph (80 km) and those that have wings can fly at 70 mph (112 
km); maximum altitude is 5000 feet (1524 m). 

Small-Sized Balloon Animals/Monsters: Size: Cat to Dog 
size up to a maximum of four feet (1.2 m). Damage Capacity: 
30+5 S.D.C. per level of the spell caster (M.D.C. in Mega­
Damage worlds). Combat: Supernatural P.S. of 14. Only inflicts 
106 S.D.C on a restrained punch, 406 S.D.C. on a full strength 
punch and 104 M.D. on a power punch (counts as two attacks). 

Medium-Sized Balloon Animals/Monsters: Size: Human to 
[2 feet (up to 3.6 m tall or [on g). Damage Capacity: 60+ I 0 
S.D.C. per level of the spell caster (M.D.C. in Mega-Damage 
worlds). Combat: Supernatural P.S. of 20. [nflicts 306+5 S.D.C. 
on a restrained punch, [06 M.D. on a full strength punch, 206 
M.D. on a power pUllch (counts as two melee attacks). Kicks do 
[06 M.D. and leap kicks 206 M.D. 

Large-Sized Balloon Animals/Monsters: Size: As big as a 
house, typically 20-60 feet (6 to [8.3 m tall and/or long). Dam­
age Capacity: [20+20 S.D.C. per level of the spell caster 
(M.D.C. in Mega-Damage worlds). Combat: Supernatural P.S. 
of 30. Inflicts 506 S.D.C. on a restrained punch, 306 M.D. on a 
full strength punch, 606 M.D. on a power punch (counts as two 
melee attacks). Kicks do [06 M.D. and leap kicks 206 M.D. 

Bigger Guns 
Range: Self only; but the fear of the weapon will be felt by 
those within SO feet ([5.2 m), plus 10 feet (3.0 m) per level of 
the caster. 
Duration: Two melee rounds per level of experience (30 sec­
onds), plus one melee round ([5 seconds) per leve[ of experi­
ence. 
Saving Throw: Special. 

P.P.E.: Sixteen 

The ultimate spell in weapon combat~ Well , at least in intimi­
dation ... But it's a cool illusion spe[1. This spell will permit the 
caster to "draw" a much larger weapon, or multiple weapons, to 
outgun his opponent. From the character's back, or pocket, or 
underneath his jacket, he or she will reveal a super large weapon 
that looks evil and threatening. The sight of the weapon will 
cause people to fear the wielder of the weapon. Anyone within 
50 feet (1 5.2 m), plus [0 feet (3.0 m) per [ever, must make a 
same versus a Horror Factor of 16 (p[us I to H.F. at levels 3, 7, 
I [ and [4). With the caster's new armament, he will [oak [ike a 
living tank! Even Rambo would avoid the caster. The character 
can possess as many as 5 weapons, plus 3 weapons per level of 
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experience. They will be held with both hands, strapped all his 
back, or anywhere. The Ludicrous Mage will give the illusion of 
out-gunning ANYBODY! 

Candy Cane of Doom 
Range: Hand to hand combat. 

Duration: Two minutes (eight melee rounds) per level of expe­
rience. 
Saving Throw: Parry or dodge. 

P.P.E.: Tenty-two 

Limitations: If the spell caster loses his grip or no longer holds 
the cane, it will disappear after one melee round ([ 5 seconds). 

The caster temporarily creates a narrow, seven foot (2.1 m) 
tall, white candy cane with a red swirling stripe (like the old bar­
ber poles). It provides the following powers to the mage who 
summons it: 

Melee Weapon : Used as an indestructible magic staff that 
does 3D6 damage (M.D. in a Mega-Damage setting) and is + I 
to strike and parry. A[so +3 to entangle/trip and disarm , but 
these apply only when the hooked end is used. 

Rapid-Fire Deadly Candy Canes: By holding the Candy 
Cane [ike a rifle with the hooked end under the ann, the spell 
caster may fire small candy canes from the pointed end. Bo­
nuses: +3 on an aimed shot firing one candy cane or a "burst" 
shot of four at a rate equal to his or her number of attacks per 
melee round. Damage: A single candy cane does 106 damage, a 
burst of four does 2D6. Range: 200 feet (61 m) + [0 feet (3 m) 
per level of experience. 

Curse: Tourette Syndrome 
Range: Others by touch only. 

Duration: 15 minutes per level of experience. 

Saving Throw: Standard. 

P.P.E.: Eighteen 

The affected character suddenly suffers from Tourette Syn­
drome. He feels the need to express oneself with vulgar lan­
guage. Basically, the character can 't stop cursing or saying the 
worst possible insults. He can attempt to hold it back but for 
each attempt, he must make a standard saving throw and the 
longest period of time one can hold back is I D4 melee rounds 
(and suffers a -5% to skills and -2 to actions since he is concen­
trating on not speaking). Failing means the character screams 
out his thoughts. 

Giant Circus Ball 
Range: Up to [5 feet (4.6 m) away. 

Duration: Four melee rounds + 1 melee round per level of expe­
rience. 
Damage: [D4x [0 M.D. if hit or rail over; projected ball does 
406 M.D. + I M.D. per [evel of experience. 

Saving Throw: Dodge only. 

P.P.E.: Fifteen 

A giant colorful ball of about 10 feet (3 m) in diameter ap­
pears underneath the spell caster. The ball has 80 damage points 



(S.D.C. or M.D.C. depending on the setting) +10 per level of the 
caster's experience. The Mage can run on top of it to make it go 
and di rect and control it with perfection. Running on the ball 
quadruples (increase x4) the spell caster's Spd attribute and en­
ables him to safely travel over almost any type of surface and 
rerrain - i.e. ro ll effortlessly across a swamp, river, rocks, debris 
field , fallen trees, etc. Going up steep incl ines greater than a 45 
degree angle is impossible and only the spell caster can ride the 
crazy thing. To navigate walls and giant boulders, the rider can 
slow the ball down by half and just before hitting the wall, make 
the Circus Ball bOllnce as high as 10 feet (3 m) per level of ex­
perience and up to 30 feet (9 m; total) lengthwise! 

The mage can also run over people and animals, as long as 
they aren't giant-sized compared to humans. Thankfully the Gi­
ant Circus Ball is soft and light so damage is limited to 306 
S.D.C. (in any setting), but double damage if "bounced" on, and 
in add ition to damage, the victim is knocked flat and loses ini­
tiative and two melee act ions! Note: Anybody other than the 
spell caster who tries to jump onto the ball will be thrown 204 
yards/meters, lose one melee action, lose initiative and suffer 
from 206 S.D.C. damage from the fall. Combat Note: The 
rider of the g iant ball is +2 to strike, + I to dodge by weaving out 
of the way or +6 to dodge when using a bounce (but counts as 
two melee actions). 

Giant Protective Bubble 
Range: Self or others. 

Duration: Five minutes per level of experience or until de­
stroyed. 

Saving Throw: None. 

P.P.E.: Twenty 

The caster can create a giant soap bubble that will surround 
himself and up to three other characters or he can cast it around 
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someone else up to 30 feet (9 m) away. The maximum size of 
the bubble is IS feet (4.6 m). The bubble works as a shield with 
44 damage points (S.D.C. or M.D.C. depending on setting) +5 
per level of experience. It serves as a protective force field that 
enables those from within to fire weapons or throw objects to 
strike those outside its circumference but can block incoming at­
tacks until the bubble is destroyed. Anything can go out, but 
nothing comes in. 

Keel Over 
Range: Touch. 

Damage: 106 + I per level of experience. 

Duration: One melee round per level of experience. 
Saving Throw: Standard 

P.P.E.: Twenty 

This is one of the more frightening spells as it first causes 
hysterical laughter for one melee round (no actions are possi­
ble). It then shocks the victim's system, inflicting damage and 
caus ing him to "keel over," seemingly dead! Any character with 
paramedic, healer or doctor level of ski ll will immediately know 
the character is still alive, but in a coma (those with first aid 
aren't sure if he's dead or not). This condition can last for up to 
one melee round per level of the spell caster (or whatever length 
in between that the Mage desires). Repeated Keel Over touches 
inflict additional laughter and damage, but don't extend the 
coma's length unless it is done at the end of each duration. 
When used to lethal effect, this spell is sometimes referred to as 
the "gut buster." Note: Supernatural beings and creatures of 
magic suffer from the laughter for one minute and the damage, 
but do NOT keel over. 

Laughter of Weakness 
Range: Other by touch or up to three feet (0.9 m) away; victim 
must be clearly visible. Only one vict im is affected per spell. 

Duration: I D6 melee rounds. 
Saving Throw: Standard -I to save. 

P.P.E.: Seventeen 

The character will not be able to stop laughing for one melee 
round, during and after which time (for 106 melee rounds) he 
finds himself continuing to chuckle off and on and is too weak 
to do much of anything. Reduce P.S., P.P. and Spd by halfl Also 
reduce all corresponding attribute bonuses, plus reduce all com­
bat bonuses, saving throws and skill performance by halfl 

Magical Boxing Gloves 
Range: 15 feet (4.6 m). 

Duration: Two melee rounds per leve l of experience. 

Damage: 206 M.D. per punch and possible stun penalties. 

Saving Throw: Pany or dodge at -3. 

P.P.E.: Twenty 

Two red boxing gloves appear on the hands of the spell 
caster. When simulating a punch, a spring launches the glove at 
the intended target, then returns into place, ready for another 
strike. Each punch does 206 damage (M.D. on Mega-Damage 
worlds) and provides a bonus of +2 on initiative and + I to 



strike. Meanwhile, defenders are -Ion initiative and -3 to parry 
and dodge because the gloves strike so quickly. 

Any critical strikes rolled by the spell caster while using the 
magic gloves will knock the opponent literally out of his shoes! 
Such a devastating punch does double damage, and the victim is 
knocked senseless! He loses his next ID4+2 melee actions/at­
tacks and all combat bonuses and Spd are half (leaving the vic­
tim vulnerable to further attack); performance of any skills other 
than instinctive combat is impossible while seeing stars. The 
senseless character does not regain his wits for I D4 melee 
rounds (stunned). For the first melee round after a knockout, 
small stars, ringed planets, or twittering birds will circle the vic­
tim's head like a cartoon. 

Mystic Juggling 
Range: 100 feet (30.5 m) + I 0 feet (3 m) per level of experience. 

Duration: One melee round per level of the spell caster. 

Dam age: Varies. 

Saving Throw: Dodge. 

P.P.E.: Sixteen 

The caster can magically juggle objects with or without using 
his hands' Up to 30 small objects (no bigger than a dinner plate 
or basketball, and no heavier than 10 Ibs.l4.5 kg) may be jug­
gled at one time. The mage can use the juggled items to block 
attacks by having the swirling jumble in front of him or moving 
it from side to side or up and down with a simple hand gesture; 
+6 to pany hand to hand attacks, + I to pany throwing items, in­
cluding spears and arrows! Any small items thrown at the jug­
gling mage are added to the objects already being juggled (and 
can be propelled at other targets if so desired). Any punch or 
kick type attack blocked by the magically juggled menagerie 
will also inllict 406 damage to the attacker whether the parry 
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was successful or not, because to hit the spell caster, the attacker 
gets clobbered by at least a half dozen to a dozen spinning ob­
jects in just a couple of seconds. Amazingly, although they hit 
the attacker, they are not knocked out of motion. 

The juggled items may be propelled at intense speed towards 
an opponent with just a thought and hand gesture by the mage. 
They strike with a bonus of +3 to strike. Damage varies from 
single shots to bursts. One object does I D6 S.D.C. damage, a 
burst of three objects does 206 S.D.C., a burst of 10 objects 
does 506 S.D.C. , a burst of 20 does ID6x I 0 S.D.C. and 30 or 
more does 2D4xlO damage (on M.D.C. worlds the damage is 
half these amounts but does Mega-Damage). All items hurled in 
this fashion are destroyed upon impact. Those that miss their 
target typically break apart when hitting something in the back­
ground. 

Paint Ball Gun 
Range: One weapon up to 20 feet (6.1 m) away, or two by 
touch; range on the enchanted weapons varies by type. 

Duration: The weapon enchantment will last one minute per 
level of experience, the paint ball will last 3 minutes per level of 
experience. 

Saving Throw: None for enchanting the weapons; targets may 
dodge the paint balls. 

P.P.E.: Twenty 

The caster can enchant any nonnal gun (including projectile 
weapons, energy weapons, military weapons, etc.). The enchant­
ment will prevent the weapon from firing as per normal, but wi II 
shoot an alternative form of ammunition. The weapon will fire 
paint balls! Each paint ball pellet will pinch, causing some dam­
age which will vary by weapon type. A target hit by a pellet will 
find himself covered by a highly reflective paint substance. 
Each paint ball covers a 5 foot (1.5 m) area, and can't be washed 
off by any means until the effects of the paint wears out (3 min­
utes per level of the caster). Colors vary from red, blue, or yel­
low, to other flourescent colors. 

Pistols: 

Range: 50 feet (15.2 m) +15 feet (4.6 rn) per level o(experi­
ence. 

Damage: One paint pellet causes 1 point of damage. 

Payload: 4 shots + I shot per level of experience. 

Rifles: 

Range: 100 feet (30.5 m) +50 feet (15.2 rn) per level ofexpe­
rience. 

Damage: One paint ball causes I point of damage, bursts of 5 
causes 1 D4 damage. 

Payload: 15 shots +5 shots per level of experience. 

Machine-Guns: 

Range: 100 feet (30.5 m) +25 feet (7.6 rn) per level ofexperi­
ence. 

Damage: One paint pellet causes I point of damage, bursts of 
5 causes I D4 damage, bursts of 10 causes I D6+ 2 damage, and a 
burst of20 causes 3D6 damage. 

Payload: 20 shots + I 0 shots per level of experience. 

Notc: Bonuses to use the weapon remain unchanged; it's as 
per W.P. skill. 



Passive Resistance 
Range: Any creature up to 30 feet (9 .1 m) away. 

Duration: 5 minutes per level of experience. 

Saving Throw: Standard, but demons and supernatural crea­
tures have a - 3 to save. 

P.P.E. : Sixteen 

This spell was designed to make giant, ugly. mean creatures 
become cuddly monsters that won't harm a fly. Any character 
affected by this spell will not attack another person for any rea­
son, but if in a battle, he will gain a +7 to parry and dodge. The 
character is most likely to talk, chitchat, or discuss the situation 
with his opponent, but never strike back 

Reduce Self (6 inches) 
Range: Self only. 

Duration: 15 minutes per level of experience. 

Saving Throw: None . 

P.P.E.: Eighteen 

As per the Reduce Self (6 inches) spell described in the Rifts® 
Ultimate Ed., pg. 210, orthe Rifts® Book of Magic, pg. 113. 

Slip n' Slide 
Range: 60 feet (I8 m). 

Duration: One minute (4 melee rounds) per level of experience. 

Saving Throw: Standard. 

P.P.E.: Eighteen 

The spell caster creates a slippery substance to cover the sur­
face of the ground. All those on the surface will have a 01-50% 
chance of falling each time they try to move; 01-90% for those 
attempting to run , leap, dodge or make sudden moves. Vehicles 
will spin and power armor walking on the icy coating will have 
a 01-30% chance of falling. Anybody arriving on this surface 
with a running start will slide from one end to the other. The af­
fected surface covers a 30x30 feet (9x9 meters) area +5 feet (1.5 
meter) per level of experience. 

Spring Action Boots 
Range: Self, or others up to 30 feet (9.1 m) away. 

Duration: 30 seconds (two melee actions) per level of experi­
ence. 

Saving Throw: None. 

P.P.E.: Twenty 

Under the character's feet, a set of springs will appear. This 
will permit the character to leap higher, as well as to leap across 
obstacles. The character can leap a maximum height of 30 feet 
(9.1 m) plus 3 feet (0.9 m) per level of experience, and a maxi­
mum distance of60 feet (18.3 m) plus 5 feet (1.5 m) per level. 

Talk Back 
Range: Mechanical or electronic equipment up to 10 feet (3.0 
m) away per level of experience. 

Duration: One melee round per level of experience. 
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Saving Throw: None. 

P.P.E.: Seventeen 

The caster can cause normal mechanical or electronic equip­
ment to gain a mind of its own. The instrument becomes con­
scious, but very argumentative and uncooperative. It will refuse 
to give into the demands of the user, and it will not perform as 
requested. The spell affects computers, high-tech weapons that 
use electronic parts (such as lasers, energy guns, etc.), vehicles, 
power armor, and robot vehicles. It affects normal robots, but 
not those that have developed a uconsciousness" such as 
ARCHIE 3 or his creations. 

Note: Characters who can mentally link oneself with a com­
puter or electrical equipment (as per the Telemechanics psionic 
or other similar abilities) will have difficulty maintaining con­
trol of the electronic equipment and therefore suffer a - 30% to 
use it. 

Thinking Out Loud 
Range: Self or others by touch or up to 30 feet (9.1 m) away +3 
feet (0.9 m) per level of experience. 

Duration: 4 minutes per level of experience. 

Saving Throw: Standard. 

P.P.E. : Sixteen 

The affected character may no longer think in his mind. All 
inner monologue is said out loud and without holding back any­
thing. The character may attempt to lower his volume to a mur­
mur, but that requires concentration (-5% to skills and -2 to 
actions). Other magic users that require chanting to perform a 
spell will find this annoying and obnoxious since their incanta­
tion is said out loud. 

Level Seven 
Animal Behavior 
Range: Other by touch or cast up to 3 feet (0.9 m). 

Duration: One minute per level of experience. 

Saving Throw: Standard. 

P.P.E.: Twenty 

The affected character will lose his humanity and will start 
behaving like an animal of the caster' s choice. The equivalent 
animal I.Q. is equal to half of the character's current l.Q. If a 
predator, the character will be aggressive and quick to attack 
anybody, even friends, whom it/he feels threatened or startled 
by. See Palladium's Monsters and Animals sourcebook for 
specifics on basic animal behavior or one's own experience and 
knowledge. This spell does not affect other animals, primates, 
mutant animals, creatures of magic or supernatural beings, only 
mortal, "civilized" humans and D-Bees. 

Animate Clothing 
Ran ge: Up to 10 feet away (3 meters). 

Duration: 5 minutes per level of experience. 

Saving Throw: None. 

P.P.E.: Five P.P.E. points per article of clothing. 



The spell caster can give life to two pieces of clothing per 
level of experience . Once alive, they can join together to fonn a 
larger creature or do what the mage desires. Once a piece of 
clothing is magically charged, it CAN NOT be worn as normal 
clothing ("it's alive") until the duration of the spell ends. They 
function very much like Animated Balloon Animals or Monsters 
able to follow simple commands and tasks (requiring gloves or 
socks for hands and feet, a couple of balled up shirts or a cloak 
for the head, etc.). If the mage wishes, he may control the 
clothes by meditating and effectively directing their every move 
as if he were the pile of Animated Clothing, but he leaves his 
flesh and blood body open to attacks. When the caster is in med­
itation, he can control one creature of clothing, but can animate 
as many as he or she wants (all others are played by the G.M.). 

When the damage capacity of the animated clothes is reduced 
to zero, the tattered clothes are reduced to rags and fall "dead" 
on the ground. This spell does not affect ann or or power annar, 
only nonnal clothes. Notc: In Mega-Damage environments , the 
P.P.E. used on the clothing gives it M.D.C. and a magical aura. 

Glove: Combat: 3 attacks per melee round. Damage: I D6 
points of damage (M.D.C. or SD.C. depending on the environ­
ment), and can also drag heavy items or carry light ones like a 
pencil, coin, or dagger. Damage Capacity: ID6+6 (S.D.C. or 

M.D.C. depending on the environment); I D6+ 1 0 if leather. P.S.: 
7. Speed: Can crawl at a speed of6. 

Sock, Mitten or Knit Cap: Combat: 2 attacks per melee 
round. Damage: ID6 points of damage (M.D.C. or S.D.C. de­
pending on the environment). Damage Capacity: ID4+2 (S.D.C. 
or M.D.C. depending on the environment). P.S.: 7. Speed: Can 
hop at a speed of 8. 

Shirt or Light Jacket: Combat: 4 attacks per melee round. 
Damage: ID4 points of damage (M.D.C. or S.D.C. depending 
on the environment), but can entangle and pin, or cause other 
forms of mischief. Damage Capacity: ID6+6 (S.D.C. or MD.C. 
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depending on the environment). P.S.: 9. Speed: Can crawl at a 
speed of 6. 

Heavy Jacket or Long Coat: Combat: 3 attacks per melee 
round. Damage: 2D4 points of damage (M.D.C. or S.D.C. de­
pending on the environment), but can entangle and pin, or cause 
other forms of mischief. Damage Capacity: 1 D6+22 (S.D.C. or 
M.D.C. depending on the environment). P.S.: 12. Speed: Can 
crawl at a speed of 6. 

Pantsrrrousers: Combat: 2 attacks per melee round. Dam­
~: 206 points of damage (M.D.C. or S.D.C. depending on the 
environment), from kick attacks. Damage Capacity: ID6+ 12 
(S.D.C. or M.D.C. depending on the environment). P.S.: 14. 
Speed: 12; can walk , jump and run. 

Cape, Cloak or Dress: Combat: One attack per melee round. 
Damage: ID6 points of damage (M.D.C. or S.D.C. depending 
on the environment), but can entangle, pin, and smother (i.e. 
cover a head and wrap it tight, etc.). Damage Capacity: 1 D6+ 12 
(S.D.C. or M.D.C. depending on the environment). P.S.: 12. 
Speed: Can crawl at a speed of 4, but can leap up to seven feet 
(2.1 m) high. 

Full Animated Body Made of Clothing: 
Requires a minimum of eight articles of clothing. Typically 

two socks, two gloves, pants, shirt, and two balled up shirts for 
the head, for the following combined stats: Combat: Five attacks 
per melee round. Damage: 2D6 from punches and kicks 
(M.D.C. or S.D.C. depending on the environment), Damage Ca­
~: 1 D6x 1 0+ II per level of the spell caster (S.D.C. or 
M.D.C. depending on the environment). P.S.: 16. Speed: 16. 

Full Body Augmentation: All bonuses are cumulative; lay-
ering and accessories are good. 

Hat or Cap: +6 to Damage Capacity. 

Shoes/Boots: +2D6 to speed. 

Light Jacket or Sweater: + I to P.S., + IOta Damage Capacity. 

Heavy Coat or Long Coat: +3 to P.S., +20 to Damage Capac­
ity, + I attack per melee round. 

Cape or Cloak: + 1 to P.S. , +24 to Damage Capacity. 

Extra Pair of Gloves or Mittens: Worn over the first pair; + 1 
to P.S. and +8 to Damage Capacity. 

Scarf: +2 to Damage Capacity. 

Cat Got Your Tongue 
Range: Self or others by touch or up to 30 feet (9.1 m) away. 

D.uration: 4 minutes per level of experience. 

Saving Throw: Standard. 

P.P.E.: Twenty 

This spell penn its the caster to temporarily remove the 
tongue of another, preventing any words to be pronounced. The 
character is incomprehensible, even though he may still utter 
sounds. 



Create Tar 
Range: Up to 60 feet (18.3 m) away; affects an area of 10 feet 
(3.0 m) in radius +3 feet (0.9 m) per level of experience. 

Duration: One minute per level of experience. 

Saving Throw: Special. 

P.P.E.: Thirty 

The ground will be coated with tar! The tar will be about two 
feet (0.6 m) deep (plus 3 inchesl7.6 cm per level of experience), 
impairing all movement if anyone is in it. Reduce speed by ~ 
and -4 to all actions involving movement (strike, parry and 
dodge, but not those using a fire ann or energy weapon). If a 
character falls into the tar, it will take one full melee round to 
get back up. If someone sets fire onto the tar, it will burst into an 
S.O.c. flame causing 206 damage per melee round. 

Note: Hover vehicles are unaffected; levitation spells and 
psionics can remove a character from the tar. Giants , robot vehi­
cles, and other large characters of over 25 feet (7.6 m) tall suffer 
half the penalties. Smaller characters, less than 4 feet (1.2 m) 
tall , are fully impaired by the spell. 

Curse: Dirty Goat 
Range: Self or others by touch. 

Duration: 30 minutes per level of experience. 
Saving Throw: Standard. 

P.P.E.: Twenty-five 

The affected character will be cursed to be dirty and smelly 
for the duration of the spell. We aren't just talking about a bad 
smell here; this is beyond B.a. This is the worst odor one can 
ever smell or has ever smelled before. It's so strong you could 
almost taste it... There is no way to wash off the filth, nor can 
the character hide the smell with perfumes. Whatever clothes or 
annar or other article of clothing the character wears for more 
than 5 minutes, he will transmit the awful smell to it and it will 
also give off the smell for two days. Those within 10 feet (3.0 
m) of the infected character must roll against their P.E. attribute 
to detennine if they get sick. Saving successfully means they 
haven 't thrown-up their lunch, but it's only a matter of time. 
Failing means the character loses control and it all comes out. 
No matter what , the affected character will be avoided at all 
cost! 

Healing Power of Laughter 
Range: Self or others by touch. 

Duration: One melee round. 

Saving Throw: None. 

P.P.E.: Twenty-five 

This spell causes the character to laugh uncontrollably for 
one full melee round (15 seconds), capable of doing nothing but 
guffawing loudly. Usually this is accompanied by rolling on the 
floor, holding one's sides, slapping one's knee or a table top, 
and producing copious amounts of tears. During that time, the 
character's body rejuvenates and recovers from injury and 
wounds. Gains back 106 Hit Points/S.D.C. (or M.O.C .) for ev­
ery level of experience of the spell caster (i.e. 106 at level one, 
206 at leve l two, 306 at level three, and so on). Furthennore, 
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while the character's stomach will hurt from laughing, he feels 
positive and in high spirits - raring to go despite any remaining 
aches and pains. 

Magnetic Personality 
Range: One target up to 120 feet (36.6 m) away. 

Duration: One minute per level of experience. 

Saving Throw: Standard. 

P.P.E.: Twenty-two 

The affected character will find himself surrounded by a 
strong magnetic force field. This field seems to be generated 
from the character's skin. As a result, any metallic item will be 
attracted to him. This means that any small item less than one 
poundl0.45 kg (such as glasses, utensils, paper clips, etc.) within 
30 feet (9.1 m) from the character will be attracted towards the 
character to the point that the items will literally fly through the 
air to "connect" themselves onto the character. If the character 
touches any metallic item, he will be permanently connected to 
the object, until the spell duration elapses. The magnetic force is 
too strong to separate the two. The character can attempt it, but 
using too much force will harm him. It requires a combined P.S. 
of 50 to separate from the metallic object, plus the character will 
suffer 306 points of damage from having the items " ripped" off 
(not recommended). In addition, the magnetic field will attract 
metallic projectiles fired towards the character. This affects all 
metallic bullets, arrows, throwing knives, etc., but has no effect 
on lasers or accelerated particles. Any "shot" directed at the 
character will have a +4 to hit ; although any shot directed to an­
other target within 30 feet (9.1 m) of the magnetized character 
will suffer a -5 to hit. This is because the projectile was devi­
ated rrom its path by the "magnetic anomaly." There is a 20% 
chance that the shot will deviate enough to actually hit the af­
fected character. 

Metamorphosis: Animal 
Range: Self or others by touch. 

Duration: 25 minutes per level of experience. 

Saving Throw: None. 

P.P.E.: Thirty 

As per the Metamorphosis: Animal spell described in the 
Rifts® RPG, page 179, Rifts® Ultimate Edition, page 213, or 
the Rifts® Book of Magic, page I 17. 

Play It Again, Sam 
Range: Up to 50 feet (15.2 m) away. 

Duration: One song per every other level of experience; typi­
cally one song is between 2 to 5 minutes, but some are longer. 

Saving Throw: None. 

P.P.E.: Twenty-five 

At the caster's request, a band will appear to playa song cho­
sen by the caster. This band is usually a small group of 3 to 8 in­
dividuals (1 D6+2 members) that will play the requested song. 
The song is limited to the mage 's knowledge, they will not play 
a song which the caster does not know or has never heard of. 



The band wiII appear anywhere, coming from around a corner, 
an alleyway, come out of a nearby building, out of the top of a 
garbage bin, coming out of a taxi or bus, or even in a puff of 
smoke. They appear anywhere. The band will also follow the 
caster and stay at a distance limited by the spell (up to 50 
feetll5.2 m away). The band members will be of any appear­
ance chosen by the caster (you could have a group of Elvises 
performing). All band members are a magical incarnation, mak­
ing them invulnerable to psionic attacks, strong versus spells 
(take half damage only), and they will seem to be protected by a 
force field surrounding them (75 S.D.C. or 50 M.D.C.). Once 
the field is down and the band members are hit (each member 
having 6 S.D.C.), they will disappear. The group won't leave 
until they've played all the requested songs. You just can't get 
rid of them! They will play one song for every other level of the 
caster, 1 song at level one. 2 songs at level three, 3 songs at 
level five, etc. Ludicrous Mages love this spell when they're 
performing or at a karaoke bar. 

Potato Head 
Range: Self or other by touch. 

Duration: One melee round per level of experience. 
Saving Throw: Standard. 

P.P.E.: 8 for small appendages like the ears and nose, 12 per 
each alteration larger than the hands, 15 to transform the head. 

The spell caster can transfonn any limb or appendage, in­
cluding the head, into a vegetable or vegetable-like appearance! 
Great for making fun of others and creating humorous effects (a 
squash for a nose, cauliflower or tulip ears, vines for fingers and 
hands, tree limbs for arms or legs, etc.). On the positive side, 
large plant appendages increase S.D.C. (or natural M.D.C.) by 
10% per each limb (40% maximum for the arms and legs com­
bined) and enjoy a damage bonus of +4. 

The penalties should be obvious, hands without fingers can 
not hold or use a weapon or tool, nor climb or perform skills re­
quiring human hands (vines will work fine), but can still punch. 
Vegetable feet or legs will see speed reduced by 20% and -20% 
to any acrobatic or gymnastic skills (another -20% for trans­
fanned arms unless the limbs are vines)! 

Summon Personalized Rain Storm 
Range: Others up to 120 feet (36.6 m) away, plus 10 feet (3.0 
01) per level of experience. 
Duration: 2 minutes per level of experience. 

Saving Throw: Standard, at -2. 

P.P.E.: Twenty-five 

The affected character will find that a thundercloud will 
hover between 4 to 12 feet (1.2 to 3.7 m) over his head. The 
cloud will send a cold rain pouring down onto the character and 
will follow him everywhere he goes (even indoors or inside a 
vehicle) and will make some thundering noise, but to a lower 
tone compared to the real thing. Whatever the character is wear­
ing will be drenched and the character will look sad or depressed 
like ifhejust received the worst news anybody can ever receive. 
A successful save means the small cloud doesn't stay with the 
target and can easily be avoided by taking a step or two. 
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Note: This spell can be cast onto a vampire, but the Ludi­
crous Mage will have no enjoyment by doing so. If cast onto a 
vampire (or a similar creature), it will suffer 5D6 points of dam­
age per melee round. 

Tied with Rope 
Range: 30 feet (9 01). 

Duration: Until destroyed or the character is untied. 

Saving Throw: None. 
P.P.E.: Twenty-five 

The victim of this magic attack is suddenly tied with 50 feet 
(15 m) of rope, from the feet to the neck. A P.S. of 44 or greater 
is needed to break through, and there are so many knots and 
weaves that it will take 2D6+ I 0 minutes to untie. Cutting the 
tight weave of rope is comparatively quick, taking I D4+3 min­
utes. Half that time if cutting recklessly, but 2D6 points of dam­
age will be inflicted upon the tied up victim from 204 small 
cuts. Those with the Escape Artist skill can wriggle free, but at 
-20% and it will take at least I D4 minutes. 

Turn Water into Liquor 
Range: 12 feet (3.7 01). 

Duration: Instant/permanent. 
Saving Throw: None. 

P.P.E.: 15 , or 25 for a specific ty pe. 

This transfonnation spell permits the Ludicrous Mage to 
change ordinary fresh water into good old liquor. He can affect 
up to ten gallons (37.9 liters) per level of experience. The liquor 
can be of any generic type as per the caster's request (whiskey, 
gin, etc.). But to create a particular type of liquor (like Bob's 
Great Vodka), the caster must spend more P.P.E. and must have 
tasted the liquor within the last 3 hours (plus one hour per level 
of experience) to create it. 

Unlimited Ammo 
Range: One weapon by touch. 
Duration: Two melee rounds (30 seconds) per level of experi­
ence. 
Saving Throw: Standard at - 2, all shots are dodged as nornlal. 
P.P.E.: Twenty-four 

This fun illusion spell will pennit the caster to turn his nor­
mal fireann or energy gun into a weapon with unlimited ammu­
nition! The character will be able to fire the shots of the weapon 
faster to the point that he'll be able to fire the equivalent of an 
entire clip in one melee action. All shots are believed to be real 
and cause imaginary damage. Characters hit by these shots will 
believe to have been hit and will fall unconscious when they 
have taken enough damage. Those that save versus the illusion 
will know that the shots are false, but will still be weirded out 
by the heavy firing and explosions. The caster can fire one ac­
tual shot from the weapon, with a number of " fake" additional 
shots, which will confuse the hell of the guy that got hit by 
"imaginary" shots. The spell affects any firearm , energy gun , 
rail guns, bazookas, grenade launchers, and even mini-missile 



launchers, but can't be used on larger missile launchers or bows 
and crossbows. 

Level Eight 

Create Dough-Boy Golem 
Range: Touch. 

Duration: Two years per level of experience. 

Saving Throw: None. 

P.P.E.: 200 

The spell caster can create a Dough-Boy Golem that will 
obey his every command. Similar to the Create Clown Golem. 
this spell technically isn't a ritual , but requires components. 
Thus. the Dough-Boy Golem has a limited life span rather than 
living until destroyed. 

For the spell casler 10 have his own Dough-Boy creation, he 
must follow the following steps: First, the mage must draw a 
pentagram in whip cream. Secondly, he/she sculpts the golem's 
humanoid shape from 2 eggs, 4 cups of flour (white or brown), 
3 tablespoons of sugar, 4 cups of water, one teaspoon of vanilla, 
a handful of sweets (can be any, like sprinkles, jujubes, M&M's , 
cookie crumbs, etc.). The whole must be well mixed either by 
hand, or with a mixer. Thirdly, he/she must place two small 
gems for eyes (the gems must have a minimum value of 100 
credits or more). Fourth, the caster must place the heart into the 
"body." The heart is a silver teaspoon about 3 inches (7.6 cm) 
long, and with a value of 75 credits or more. Finally, the mage 
casts the spell to bring his creation to life! The Dough-Boy Go­
lem will obey the Ludicrous Mage's every command. It will 
also be a loud talker and will find philosophical debates interest­
ing and gratifying. 

Dough-Boy Golem Stats: 
Humor Factor: 8, it's cute, walks funny, and is made out of 
dough! 

Height: Between 6 inches and one fOOl ( 15 to 30 cm). 

Weight: Roughly one pound (0.45 kg). 

Attributes: I.Q.: equal to the mage's attribute, M.E. 9, M.A. 6, 
P.S. 4, P.P. 20, P.E. 8, P.B. 9, Spd 4, but can reach a top speed 
of 12 for 10 minutes. 
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S.D.C.: 15+2 per level of its maker (it can ' t become M.D.C., it's 
made out of dough!). 

P.P.E.: 30 (but the golem can ' t use it.) 

Skills and Special Abilities: Knows all languages at 80%, liter­
ate in all at 68%, can also write in all at 45%, Interrogation 
Techniques (45%) , Intelligence (42%), Escape Artist (60%), 
Lore: Religion 45%, Mythology (45%), Art (50%), History 
(45%), and it can cook, goumlet style, at 97% (including multi­
ple exotic meals). The Dough-Boy Golem does not need to 
breathe nor does it require nourishment. It is also very agile for 
its size. 

Combat: Three attacks per melee round. Physical damage does I 
S.D.C. of damage, but can use forks, knives, and other utensils 
as spears or lances. Very quick and agile, +5 to dodge (this in­
cludes P.P. bonus) and +4 to initiative. 

Vulnerabilities: Takes double damage from fire (unless it was 
cooked first , then it will take Y2 damage from fire and double 
damage from cold)1 Also, it loves to talk. It doesn ' t shut up! If 
challenged in philosophical debates , it will go on forever. Even 
if it means it must ignore its current duties .. 

Create Mini-Me (or Mini-You) 
Range: Up to 20 feet (6.1 m) away, but must touch the person if 
mak ing III in iatures of another. 

Duration: 12 hours per level of experience. 

Saving Throw: None. 

P.P.E.: Fifty 

The caster can create a replica (or a magical clone) of himself 
or of another person. The miniature will have every resem­
blance, every power, and all abilities of the original, but only 
one third the size and strength. The miniature will also be at one 
third the level of the character, and will have every skill , magic 
and power at 1/3 the level. The mini version will also have 1/3 
the Hit Points, S.D.C., P.P.E. , I.S.P., or M.D.C. if in a Mega­
Damage environment. Often, the miniature is mistaken for the 
mage 's child, or younger brother. 

Curse: Forget About It 
Range: Touch. 

Duration: 24 hours per level of experience. 

Saving Throw: Standard . 

P.P.E.: Twenty-five 

The character remembers everything, but when asked a ques­
tion or when he has to perform a skill , he forgets the appropriate 
response. This can really anger a person because the character 
remembers how to do a task or a certain piece of infonnation , 
and can do it reacting to a situation, but when asked to explain , 
describe or perform it (show me please), he just can't remember 
how to do it or find the words to explain it or even say what it 
was. Furthennore, when under scrutiny or a high stress situa­
tion, the cursed character will no longer be able to perfonn 
ANY skills except to speak his native language and fight (not 
that he could explain or describe his actions). He will lose all in­
formation about himself - name, place of birth , goals , reasons 
for his actions, etc. - and will simply stutter, and hem and haw. 



"Um ... uh ... well ... urn ... you see ... I ... uh, don't know." 
Note: Even magic spells, psionic powers and other uses of natu­
ral abilities will be forgotten. 

Funny Monster 
Range: By touch or cast up to 60 feet (18 m) away. 

Duration: Five minutes per level of experience. 

Saving Throw: Standard. 

P.P.E.: Twenty-five 

This spell makes even the most horrible monster or danger­
ous nonhuman adversary seem NOT SCARY. The creature's 
Horror Factor is completely nullified and anybody attacking the 
vile thing will see it as a Funny Monster so they feel unafraid, 
bold and confident in battling it ("Defeating that silly thing will 
be easy!"). Those attacking the Funny Monster automatically 
get initiative and are + I to strike, +3 to parry and dodge and + I 
to save from the monster's magic and other forms of special at­
tack. Such is the power of confidence and mind over matter. 

On the downside, the characters may not realize the danger 
they are really in, and may take foolish risks or fight when they 
should be retreating to regroup or fight another day. 

Look Cool Factor 
Range: Selfor other up to 90 feet (27.4 m) away. 

Duration: One melee "action" per each three levels of experi­
ence and the caster can hold his LCF action up to one melee 
round per level of experience. Thus, a 3rd level Ludicrous Mage 
can perfonm 2 LCF actions anytime during the next 3 melee 
rounds. A 7'h level mage can perform 3 LCF actions with in the 
next 7 melee rounds. Each LCF action is used in conjunction 
with a strike, parry, dodge, or other action. 

Saving Throw: Standard to those seeing the LCF action. 

P.P.E.: Twenty-two 

The LCF spell permits the caster, or another character, to per­
fonm an LCF action. This "Look Cool Factor" action is a gesture 
that causes everyone who sees it to stop for a second to admire 
the feat by saying, "cool!" or "amazing!" This action can be an 
impressive strike, a slick parry, a fabulous dodge, or any other 
action that just looks cool. All characters within 15 feet (4.6 m) 
of the caster, friend or foe, must make a save versus magic roll, 
and failure means the character stopped to admire the stunning 
feat, losing his next melee action. A successful save means the 
feat just wasn't impressive enough. 

Note: The player must declare that his next "action" is an 
LCF action. He then performs it as usual, with no modifications 
to bonuses. Only if the action was successful will the LCF go 
into effect, otherwise, the character uses up one LCF action for 
nothing. 

Metamorphosis: Human 
Range: Self or others by touch. 

Duration: 25 minutes per level of experience. 

Saving Throw: None. 

P.P.E.: Forty-five 
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As per the Metamorphosis: Human spell described in the 
Rifts® RPG, page 180, Rifts® Ultimate Edition, page 216, or 
the Rifts® Book of Magic, page 122. 

Metamorphosis: Insect 
Range: Self or others by touch. 

Duration: 25 minutes per level of experience. 

Saving Throw: None. 

P.P.E.: Fifty 

As per the lvfetamorphosis: Insect spell described in the 
Rifts® Book of Magic, page 129. 

Metamorphosis: Pink, Fluffy Bunny 
Range: Self, or others by touch. 

Duration: 30 minutes per level of experience. 

Saving Throw: Standard save at -3. 

P.P.E.: Forty 

The Ludicrous Mage can turn himself or others into a pink, 
flufry bunny. The transfonmed character will retain all Hit 
Points and S.D.C. (M.D.C. if a Mega-Damage creature), pow­
ers, skills, and abilities. Even movement, speech, and psionics 
are retained. But any physical damage cause by the character 
will be S.D.C. as per a P.S. of 6 (even for M.D. creatures). This, 
on the other hand, does not affect the lifting capabilities of the 
character, only physical damage. All equipment, clothes, and ar­
mor the character originally had on him will still retain their 
properties, but will have a toy-like appearance. Once the items 
are removed from the character or dropped, they will instantly 
be turned back to nonmal. The affected character will look com­
pletely harmless, since he's now a pink flufry bunny. (Note: I 
don't believe an actual physical description is needed to de­
scribe a pink fluffY bunny, just look in your youngest sister's or 
daughter's room for a more visual description.) 

On the bad side, performing skills that require the use of 
one's hands is done at a -20% penalty, since the character's 
hands no longer have functional fingers Uust look at any bunny, 
tell me if you were turned into one of them you'd be able to eas­
ily use a keyboard!). This being said, the character will suffer a 
-2 to use ancient weapons and a -4 for modern weapons. Once 
the character is transfonmed, children will be attracted to this big 
toy just so they can play with it. Roll the following to find out 
how many children rush to play with the transfonmed character: 
ID6 if in a village, 306 if in a town, ID4x 10 if in a city. G.M.s 
are free to augment or lower the amount of children as needed. 
This spell doesn't affect characters in power armor and robot 
vehicles, nor will it affect robots. 

Miniaturize Weapon 
Range: One weapon by touch only. 

Duration: One minute per level of experience. 

Saving Throw: None. 

P.P.E.: Forty 

This powerful enchantment will reduce the size of any 
weapon! The final miniaturized size will be useful for any 6- to 



8-inch (15 to 20 cm) characters (like some Faeries or used in 
conjunction with the Reduce Self spell). The enchanted weapon 
will retain all of its abilities and powers, but damage and range 
will be affected. Reduce the weapon's range by a factor of 10. 
This means a gun that fires up to 300 feet (91.4 m) away will 
now have a range of 30 feet (9.1 m). The same is true with rune 
or magic weapons that cast spells. Damage is a bit different. In 
an S.D.C. world, or with S.D.C. weapons, damage is reduced by 
a factor 0[20! This means that some weapons will not cause any 
damage to some structures. For example, a rifle that causes 406 
damage will do a mere 406120 (or 206110). Thus, to cause at 
least one point of damage, the character must roll a 20 and 
above (round downwards in the case of fractions). In an M.D.C. 
environment or with M.D. weapons, the weapon will cause the 
same damage, but in S.D.C. The high energy will still be lethal , 
but at a smaller scale. For example, an M.D. rifle that causes 
406 M.D. damage will only cause 406 S.D.c. damage. 

Obsess Much? 
Range: Touch or 10 feet away (3 m). 

Duration: 5 minutes per level of experience. 

Saving Throw: Standard. 

P.P.E.: Thirty-two 

This spell causes a person to become obsessed with a particu­
lar person or thing (for example: a tree, a rock, an enemy, etc.). 
While the character is obsessed, he or she will do everything in 
his or her power to please, protect, or even just to be with the 
person or object of his obsession. Even if it costs the character 
his life' While this can be very funny to watch , it can also be 
tragic. 

Quick Teleportation 
Range: 25 feet (7.5 meters) per level of experience; touch. 

Duration: Almost instantaneous (3 seconds). 

Saving Throw: None. 

P.P.E.: Fifty 

Basically the same as the Teleport: Lesser spell found in the 
Rifts® RPG on page 177 (or Rifts® Ultimate Ed., page 211), 
but is much faster. The caster can escape tight situations or 
quickly hide objects. However, since it takes a short amount of 
time to cast this spell, the range is limited and the spell caster 
can only teleport himself and any objects up to 50 pounds (22 
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kg). Because of the short time required, it is easy to confuse the 
mage and send things to the wrong place. Success Ratio: 70% 
+2% per level of experience and the location of where he is 
teleporting (or sending the objects) must be known by him. A 
failed roll means he teleports safely to someplace embarrassing, 
like a lady's bedroom, the middle of a wedding or funeral , a 
pig's trough, fountain, nearby rooftop or flag pole, and similar. 

Shrink Body Parts 
Range: Touch or three feet (0.9 m) away. 

Duration: One minutes per level of experience. 
Saving Throw: Standard. 
P.P.E.: Eight for small appendages like the nose and ears, 15 
per each limb or large body part (hands, feet and bigger). 

This spell permits the caster to shrink a body part till it's well 
out of proportion. He may shrink the nose, ears, lips, hands, 
anns, feet , legs, or other appendages (tail, wing, etc.). This is of­
ten used for humorous effect, to create a disguise or to ridicule 
somebody, including an opponent. The penalties should be obvi­
ous, tiny hands the size of squirrel's are too small to hold or use 
a weapon or tool, nor can the character throw punches, climb or 
perform skills requiring human-sized hands. Tiny feet or legs 
(with big feet) will reduce speed to a crawl (Spd reduced by 
60%), while a tiny nose looks funny or odd (reduce P.B. by 
40%) and similar. Having both of one's arms or feet or legs 
shrunken to action figure size causes the victim to be unnerved 
and unbalanced and therefore suffer from clumsiness and an ad­
ditional -10% lost to sl?eed and -70% to any acrobatic or gym­
nastic skills! On the other hand, tiny hands and arms might be 
able to operate tiny, action-figure sized weapons or devices 
(yeah, like that would happen very often). 

Tied with Chains 
Range: 10 feet (3 m). 

Duration: One melee round per level of experience. 

Saving Throw: None. 

P.P.E.: Thirty-five 

The victim of this magic attack is suddenly wrapped up in 50 
feet (15 m) of chain, from the feet to the neck, and weighs about 
500 pounds (225 kg). Movement, other than a little squirming, is 
impossible. A supernatural P.S. of 45 or greater is needed to 
break out, and it will take 106+ 12 minutes to untie. Cutting the 
chain will take forever (the spell will end long before then). 
Those with the escape artist skill can wriggle free, but at -30% 
and it will take at least 104+ I melee rounds to escape. 
Shrinking and slipping out is an option , but the character will 
suffer 206 S.O.c. damage from the heavy chains. 



Level Nine 

Balloon Flight (Superior) 
Range: Up to 30 feet (9.1 m) away. 

Duration: Five minutes per level of experience. 
Saving Throw: None. 

P.P.E.: 40, 60 for double the duration. 

Similar to the Ballooll Flight spell, this more powerful ver­
sion will penn it the caster to create a giant hot-air balloon. The 
balloon is magically formed up to 30 feet (9.1 m) away, and will 
hover 3 feet (0.9 lit) above the ground before lift-off. The caster 
can mentally direct it as he sees fit, but must be on the balloon, 
otherwise, it' s all up to the wind. The maximum speed without a 
slight wind or going against the wind is 40 mph (64 kmlh) or as 
fast as the wind is blowing, but in the latter case the flyer must 
go in the direction the wind is blowing. Maximum altitude is 
9,000 feet (2,743 m). The hot-air balloon will have an S.D.C. of 
35 plus 3 S.D.C. per level of experience, or 14 .M.D.C. plus 2 

M.D.C. per level of experience, and a maximum lift of 400 Ibs 
( 180 kg) plus 50 Ibs (22.5 kg) per level of experience. 

Note: The caster will instinctively know when the duration 
will elapse. As a result, he can re-cast the spell to prolong the 
hot-air balloon 's night time and this technique will repair any 
damage done to the balloon. 

Blubber Boy 
Range: Touch or 10 feet away (3 meters). 

Duration: Four minutes per level of experience. 
Saving Throw: Standard. 

P.P.E.: Thirty-two 

This spell causes the character to become extremely fat. Not 
just overweight, I mean impossibly FAT' Double the character' s 
current weight and add 50 Ibs (22.5 kg) per experience leve l of 
the caster. Because of thi s new weight, the character will gain 
50 SD.C. (15 MD.C. in a Mega-Damage setting) per extra 100 
Ibs (45 kg) of the new weight. Penalties: Reduced Spd attribute 
to 1D4 and lose half of his attacks per melee with a -5 to strike, 
parry and dodge. Flying and riding a horse are impossible. 
Those in body armor (or power armor) will have to shed it or lit­
erally pop at the seams and take 306 damage themselves while 
the armor loses ID4x10% of its S.D.C. (or MD.C.) as a result. 
Those inside a vehicle (stagecoach, wagon, car, etc.) are likely 
to get stuck inside, and possibly pin fellow occupants within as 
well. Likewise, the character will not be able to fit through nor­
mal doorways (bener pray for double doors). 

Clacking Teeth 
Range: Up to three feet (0.9 m). 

Duration: Until destroyed. 

Saving Throw: None. 

P.P.E.: Forty-five 

After casting this spell, 106 small creatures per level of ex­
perience will appear either by coming out of the spell caster's 
pockets or by digging their way out of the ground. These little 
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creatures resemble a pair of mechanical clacking teeth with tiny 
legs to make them move. These teeth are extremely aggressive 
and can cause serious damage (M.D. in Mega-Damage senings). 

Clacking Teeth Stats: Size: 8 inches (20 cm). Weight: Sibs 
(2.3 kg) M.D.C.: 10/S.D.C.: 15. Attacks per mel ee: 3. Damage: 
1D6 S.D.C. from a nip or restrained bite or 406 from a full 
strength bite. (On M.D.C worlds: 406 S.D.C. from a restrained 
bite, 1D6 M.D. from a normal bite, 206+2 M.D. from a crunch­
ing chomp (counts as 2 attacks), and 306 M.D. per melee round 
by a rapid bite attack (the clacking teeth chew thorough material 
like a clattering buzz saw; the teeth use up all melee attacks that 
round). If three clacking teeth do a rapid bite attack on a charac­
ter in body armor, the amlOr will take 306 M.D.x3 per melee 
round! Bonuses: + I to strike and +4 to dodge. Speed: 20 by clat­
tering along. Abilities: Can leap 5 feet (1.5 meters) high ; can 
drag 30 Ibs (13 kg). Limitation: Can't speak, but can c lack its 
teeth to simulate Morse Code or by clicking once for yes, two 
for no. 

Curse of Laughter 
Range: Touch or within 10 feet (3 meters). 

Duration: 24 hours per level of experience. 

Saving Throw: Standard. 

P.P.E.: Thirty 

The spell caster inflicts a curse of laughter onto any living 
being. The affected character will seem overwhelmed with joy 
and want to laugh at everything. This may cause problems, es­
pecially when one is hunted or part of an ambush. The character 
will giggle on and off without reason or control (reduce prowl 
by -20%), giving away his position and alerting those nearby 
that he is coming. Even worse, the cursed character's laughter is 
likely to get him into trouble by making him laugh at the most 
inopportune moments. The character is likely to laugh at threats , 
strong, aggressive and/or authoritative statements, clothing, 
drunks, accidents (especially slips and falls) , embarrassing s itua­
tions, beautiful women, and other inappropriate times. All times 
and actions will get people's attention, make them angry or of­
fended and is likely to pro voke harsh words, challenges, threats, 
brawls, duels (to defend one's honor or that of a wom3n, king, 
country, god or belief), get the character (and friends) attacked, 
thrown into jail , cheated, tarred and feathered and all kinds of 
trouble. Statements like, "What are you laughing at?" "Do you 
think I'm funny?" "Are you laughing at Lord So-and-so?" "Be 
silent or suffer my wrath (or prepare to defend yourself or die)" 
are all guaranteed to get a huge laugh by somebody afflicted by 
this curse. 

Penalties: Since everything strikes the character as funny, he 
or she is less focused (-20% on skill performance), less alert (-I 
to strike, parry and dodge) and slow to react (-3 on initiative, -1 
melee attack/action and reduce speed by 10%). Note: Part of the 
curse is that the victim will not admit he has been cursed with 
laughter, denies it , and can not speak about the curse or how he 
got it. 

Laugh Attack: Once every few hours, the affected character 
will have a "laugh attack." Something, often for no apparent 
reason , tickles one 's funny bone to the point of complete loss of 
control and riotous laughter with all of one's might (lasting 
I D4+ I melee rounds). During this time, the character nonnally 



can't act , but if he must, he can defend himself, and even force 
himself to make a maximum of two melee actions. However, he 
has no initiative, is -8 to strike, -5 to parry and dodge, damage is 
half (can' t muster the strength because he's laughing so hard) 
and skill perfomlance is -70% (too funny to concentrate). Roll 
for another attack 106 hours after the last one (roll for the first 
attack \ 06 hours after getting the curse). 

CUI"se: Theme Song 
Range: Others by touch only. 

Duration: 24 hours per level of experience upon creation. 

Saving Throw: Standard, but evil characters have a -2 to save. 

P.P.E.: Filiy 

Very s imilar 10 the Create Theme Song spell , but the cursed 
version has a more deviant application. An affected character 
sutTers from hearing a thcme song play all the time. Each time 
the character enters a room, leaves a room , walks down a street, 
is aboUl to enter a "combat" situation. does something interest­
ing, speaks for the first time, or at the beginning of any action 
sequence, the theme song will begin to play. The thcme song it­
self is very similar to the Create Theme Song spell , but has bcen 
imposed by the caster to do the following: to make the person 
stand out. Anyone hearing this dark and treacherous music will 
immediately doubt, distrust, and dislike the afTected character. 
The common reaction is: " Listen to the music ... He's evi/!" 

Metamorphosis: Doll/Puppet 
Range: Self, or other by touch (must touch bare nesh). 

Duration: 30 minutes per level of expericnce. 

Saving Throw: Unwilling victims are +2 to save. 

P.P. E.: Sixty 

The spell caster temporarily transfonllS into a doll or puppet 
of about one or two feet (0.3 to 0.6 m) tall and weighs about 10 
Ibs (4.5 kg). The doll 's appearance will be an exact replica of 
the original character as a toy. The doll will have a magical aura 
making it seem to be a magic item even though no signs of life 
can be found in it. \Vhile in doll foml , the character still retains 
his full amount of physical Hit Points and S.D.C. (or M.D.C.) , 
as well as those from any armor he was wearing and which was 
tum ed into "doll clothcs." 

The doll can attack others, but damage is reduced due to the 
creature ' s diminutive size. Divide the damage caused by the doll 
by 10. For example, if a character would normally innict 22 
S.D.C. damage (or M.D.C.), in doll form he will only do 2 
S.D.C. (or M.D.C. as the case may be). In case of fractions , 
round down the damage; attacks causing I to 9 points of damage 
will cause none in doll foml , 10-\9 will do one. The character in 
doll form may still interact with its surroundings, but is greatly 
limited (he ' s/she 's only one or two feet/0.3-0.6 m tall, after all); 
reduce Spd. by 50%, use of nonnal-sized weapons is -3 to 
strike, and skill perfonnance is -10% (-30% if operating a ma­
chine/device or vehicle, all of which will be oversized for the 
doll-like character). 

When the spell time elapses, the mage may revert to his nor­
mal self, or stay in doll form for an additional 30 minutes per 
each of his P.E. attribute points in hours (others automatically 
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return to normal at the spell's end). After that time, the character 
reverts to his proper form. This spell will not affect those com­
pletely clad in body armor, power armor or inside a protective 
force field or vehicle. The mage must touch the bare skin of a 
potential victim to transform another character. 

Metamorphosis: Opposite Sex 
Range: Self, or other by touch. 

Duration: 25 minutes per level ofexpericnce. 

Saving Throw: None. 

P.P.E.: Forty-five 

The character can transform himself or another by touching 
bare skin, into the opposite sex. 

If the character was a male: He will lose 20% of his original 
weight and S.D.C. , but enjoys the following bonuses: +3 P.B. , 

+ 1 I.Q. , +2 P.E., and + 1 P.P. His physical appearance will now 
resemble a female version of himsel f (including genitalia). 

If the character was a female: Increase her weight by 20% 
(mostly muscle and bulk), and is +3 P.S., +2 P.E., + 104+ 1 to 
Spd. and + 12 S.D.C. (M.D.C. if a Mega-Damage creature). 

Limitations: This spell does not affect creatures with no 
gender, or asexual beings. This spell will not grant special pow­
ers to the races which the gender determines what powers they 
have (i.e. Simvan Monster Riders) ; all skill knowledge and orig­
inal natural abilities remain intact. Note: Those who get their 
gender changed CAN NOT impregnate another nor can they get 
impregnated. Nor are mal es likely to find men attractive, or fe­
males find ladies attractive, unless they were predisposed to 
such in the first place. 

This spell will not affect those completely clad in body ar­
mor, power armor or insidc a protective force field or vehicle. 
The mage must touch the bare skin of a potential victim to trans­
form another character. 

Metamorphosis: Pig/Boar 
Range: Self, or others by touch. 

Duration: 25 minutes per level of experience. 

Saving Throw: None. 

P.P. E.: Fifty 

The caster can turn himself, or another person, into a huge 
pig or boar. The pig or boar is a magical creature which is larger 
than the normal pig or boar. While the character is in this form , 
he/she retains the abilit), to speak, cast spells (but at twice the 
normal P.P.E. Cost) and use psionic attacks, but can also squeal 
and grunt (loudly) like a pig and usually runs around and attacks 
squealing like a maniac. The character is unable to use any 
weapons, pilot a vehicle or use skills that require hands. 

Mystic Pig/Boar Stats: Size: 3 feet (0.9 m) tall at the shoul­
ders, 4-5 feet (1.2 to 1.5 m) long. Weight: 300 to 450 Ibs (135 to 
203 kg). Hit Points: 60 +5 per level of experience of the mage 
(or 40 M.D.C. +5 per level of experience). Attacks per Melee: 
Five. Damage: Boar Tusks do 2D6+4 damage (S.D.C. or M.D. 
as the case may be); Pig or Boar: Hcad butt does 106 damage, 
bite does 106, and trample does 3D6 (M.D. or S.D.C. depend­
ing on setting). Bonuses: +2 on initiative, +3 to strike. and +2 to 



dodge. Speed: 24 , but can reach speeds of 44 (30 mph/48 km) in 
bursts lasting 306 minutes. Abilities of Note: Nightvision 40 
feet ( 12 111 ), prowl 45%, track by smell 50%, swim 50%. Limita­
tions: Can still speak, but its speech is corrupted by grunts and 
oinks. Language and communication skills are reduced by 
-20%, and other skills, weapons, tools and devices requiring the 
dexterity of fingers and hands are imposs ible to do/usc. 

Rapid Weed Growth - Superior 
Range: Up to 30 feet (9. 1 m) away. 

Duration: 3 minutes per leve l of experience. 

Saving Throw: None. 

P.P.E.: Forty-five 

Similar to the Rapid Weed Growth - l\4inol" spe ll , only a 
more powerful ve rsion of the spe lL In this case, the caster cre­

ates one giant weed, or beanstalk, of immense size. The caster 
may only cast this spell onlO the actual ground; cement, rock, or 
desert sands will not pennit the spell to work. Moments after the 
Ludicrous Mage casts the spell , the weed will begin to grow. It 
will take two melee rounds , plus one me lee round per each leve l 
of experience, before it reaches " full maturity." Its maximum 
he ight is 60 feet ( I 8.3 m) plus 15 feet (4.6 m) per level of expe­
rience. The giant weed also possesses multiple leaves that make 
it fairl y s imple to climb it , granting those with the C limbing 
skill a +20% (and th ose without the skill can climb the weed at 
40%). The stem is rather res ilient , possess ing 100 S .D.C, plus 
20 S.D.C. per level of experience; or 75 M. D.C., plus 15 MD.C. 
per level of experience. The stem is also strong enough to sup­
port the weight of power armor and robot vehicles, but will snap 
when the weed is supporting a total weight of 2.500 pounds 
( 1,125 kg), plus 300 pounds ( 135 kg) pcr level of experience. 

Remove Theme Song 
Range: Se lf or others by touch. 

Duration: Penn anent. 

Saving Throw: Standard to those not willing to lose their theme 

song. 

P.P_E.: Forty 

This spe ll pemlits the character to remove any traces of a 
theme song from a person affected by the Create Theme Song 
spell. If the caster is removing a theme song which he has put 
onto a target , this spell will automatically remove it. To remove 
a theme song implanted by another Ludicrous Mage, this spell 
will have a success ratio of 60% +2% per leve l of the spell 
caster. A fail ed roll means the theme song was not removed and 
no second attempt can be perfomled for the next 12 hours. 

This spell can also remove the effects of the Curse: Theme 
Song spe ll at a success ratio of 30% +3% per level of the spell 
caster -1 % per level of the curse spell. For example, a 5

th 
level 

Ludicrous Mage attempts to remove the theme song spell put on 
his comrade by a i h level mage. The success ratio is 35%; 30% 
+ 12% (4x3 %) -7% (7xl%). A failed roll means that the theme 
song is not removed and no second attempt can be perfonned 
for the next 24 hours. In addition , the curse is extended by five 
days1 
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Level Ten 

Create Theme Song 
Range: Self or others by touch. 

Duration: The theme song will pennanently be part of the char­
acter, as ifit was injected as part of his or her genes. 

Saving Throw: None, the targeted character must be wiling to 
receive the theme song or e lse the spell will have no erfect. 

P.P.E.: 80, 32 to alter an existing theme song. 

This is the most wanted spell among Ludicrous Mages. For a 
small price, the spell permits its caster to creme a theme song 
unto a target (self or another) that will follow him around wher­
ever the mage goes. The targeted character Illust be willing to 
rece ive a theme song, otherwise th e spe ll won ' t work. To im­

pose a theme song onto someone, see the Curse: Theme Song 
spell. The song is magica lly played so that everyone can enjoy 
it. The volume is the equivalent of a hand radio (stereo surround 
sound), IVhich can be clearly heard up to 200 fe et (61 m) away 
(outside) or the immed iate room nex t to the one the enchanted 
character is in. The ty pical length of the song is at leas t 5 sec­
onds long, but can range up 10 45 seconds 10 two minutes. Popu­
lar theme songs are taken from o ld TV shows (like the original 
" Batman" ) or others from the 70's or 80 ' s (like "TIle A-Team," 
or even "Shaft "), Generally, the theme songs are TV or movie 
oriented ( like the " Alfred Hitchcock Theme" ). Ultimately, the 
sty le or particular song will be up to the caster 10 decide, which 
can range fro m comical to uplifting, dark to evil , fast paced to 
action oriented, mysterious to tense, catchy to you can 'I get il 

alit o[yolIl' lIIil1d kind of deal. 

As mentioned before, the theme song comes with a price. 
The targeted character will lose a sillall amount of P.P.E. , which 
is believed to be the cause of why the them e song is "'penlla­
nently" part of the character. Ludicrous Mages will temporarily 
lose 3 P.P.E. per theme song while non-Ludicrous Mages will 
lose 4 P.P.E. per theme song. This amount of P.P.E. is put aside 
and the character has no access to. But, when the theme song is 
rem oved by the Remove Theme Song spell, the character will 
gain access to his lost P,P.E . 

When the spe ll is cast , th e mage will se lec t the appropriate 
song for himself or another. The song will now become a per­
man ent part of that person. The spell leaves a magical trace or 
s ignature (some say it ' s an addition to the character's genes) 
that penllits him or others to play the theme song. See the spell 
PIc~v/Replay Theme Song for a descr iption on how to hear one' s 
song. 

If the caSler so wishes, the mage can alter or change the 
theme song by r'e-casting the spe ll but th e P,P.E. cost is almost 
half. It is harder to first create a theme song than to change or 
edit it. A mage can always have multiple theme songs to fit the 
appropriate situation, like a roaming them e, a combat theme, or 
a victory th eme. In these s ituation s, the caster will need to cast 
the spell at full P.P.E. cost to "add" new theme songs and most 
sacrifice additional P.P.E. 

Note: To fully remove a theme song from a target , see the 
Remove Theme Song spell description. A Iso, see the Play/Re­
play Theme Song spell for a list on when, how and bonuses a 
character gets from hearing his (or other) theme songs. In addi-



tion, any character intoned with his own P.P.E. (i.e. magic 
O.C.C.'s and creatures that can use magic) will "instinctually" 
know how to use the Play/Replay Theme Song spell until helshe 
loses their theme song (see spell for description). 

Laughter That Can Cure Phobias 
Range: Touch 

Duration: Varies. 

Saving Throw: None. 

P.P.E.: Seventy 

Limitation: The caster can only attempt this spell on the same 
person for the same phobia once a year. 

The Ludicrous Mage casts a spell on the suffering character 
and then does an hour long routine that makes the enchanted in­
dividuallaugh riotously at everything he says and does. At some 
point in the act, the cause of the phobia (may be a facsimile) is 
introduced and humorously beaten up or destroyed. At the end 
of the hour, the phobia may, with any luck, be gone. Note: 
Spectators can also watch the show, but are not likely to find it 
as side-splitting funny as the enchanted individual. This spell 
can be used to attempt to cure Phobia Curses and the actual in­
sanity. 

Roll percentile dice for the result: 

1-10%: Nothing happened. The character still has the insan­
ity, but enjoyed the show. 

11-30%: Poor result. The character will be freed from the 
phobia for I D4 weeks only. 

31-50%: Not so bad. The character feels better, but will only 
be free ITom the phobia for I D6+2 months. However, further 
treatment has an excellent chance for a successful cure (+20%). 

51-70%: Practically healed. The character is a bit nervous 
about, and dislikes the subject/source of his phobia but can now 
control the fear and not run away or become a whimpering 
wreck (Note: -Ion initiative when forced to deal with the pho­
bia, and would prefer to avoid the frightening thing when he 
can). Most would still consider this a successful cure! 

71-100%: Good-bye, phobia! The character is completely 
cured! 

Metamorphosis: Animation 
Range: Self, or others by touch at a higher P.P.E. cost. 

Duration: 25 minutes per level of experience. 

Saving Throw: None. 

P.P.E.: 60 (85 to affect others) 

The character will be transformed from flesh and blood to a 
cartoon version of himself. This can be confusing when others 
see the transformed character, since it isn't a common occur­
rence to see a "live" animated character in front of your eyes. 
The transformed character can interact as normal, but might not 
know he has been transformed. If you need a better idea of how 
the result of the spell looks like, think of the movie "Who 
framed Roger Rabbit?" or "Space Jam." All weapons, armor 
and equipment being held or worn by the character will also be­
come a cartoon version of itself. This is a rare metamorphosis 
spell since it can still affect those who possess innate transfor-
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mation abilities (dragons, vampires, etc.) who are nonnally un­
affected by metamorphosis spells. The transformed character 
retains ALL of his innate powers and skills, and the only differ­
ence is that he looks like a cartoon character. The animated style 
is left to the discretion of the spell caster, but here are some 
ideas: 

Basic Animation: The character only looks like an animation, 
but all features are drawn to the exact detail. 

Black alld While: The character has no colors, except differ­
ent shades of grays. 

Bright Colors: The character is made out of vibrant colors 
that really stand out. 

roan),: The animation exaggerates the character's features, 
i.e. large head, hands, feet, small body, etc. 

JapanimGtion: Basically the animation makes the character 
look like he has long legs and a slightly larger head. Female 
characters will have exaggerated ... upper body muscles (yes ... 
that sounds about right!). 

Note: This spell doesn't affect characters in power am10r, ro­
bots and robot vehicles. 

Metamorphosis: Clown 
Range: Self or other by touch. 

Duration: 25 minutes per level of experience. 

Saving Throw: None. 

P.P.E.: Seventy 



The character will instantly transfonn into your typical circus 
clown with white face , big red nose, funny make-up, the big 
feet, the oversized clothes, etc. He will have the same basic skill 
abilities and O.C.C skills as those of the Ludicrous Mage with 
the exception of other skills or spell casting abilities to use Ludi­
crous Magic. Furthermore, he will be compelled to act silly, 
make jokes and puns, and perfonn like a clown for others, espe­
cially children. The character may still have his or her own 
agenda, skills and memories, but suffers from this uncontrolla­
ble urge to "clown around" and make people laugh. This may 
lead him to pause to do a 1 D4 melee round long skit or trick for 
a child or group of people rather than make good on an escape 
or the opportunity to strike at his target. Likewise the character 
skips rather than runs (-10% on Spd.), likes to do a somer­
sault/roll when prowling or rushing to attack, dance when mak­
ing an exit, and similar clown behavior. Obviously, unlike most 
metamorphosis spells, this one can be used against one's ene­
mies to great effect by slowing them down, causing delays and 
creating confusion and discord among his teammates' group. 

Metamorphosis: Monster 
Range: Self or others by touch. 

Duration: 25 minutes per level of experience. 

Saving Throw: None. 

P.P.E.: Ninety 

Similar to the MetamOJphosis: Superior spell described in 
the Rifts® RPG, page 183, Rifts® Ultimate Ed., page 219, or 
the Rifts® Book of Magic, page 135, but has some differences. 
First, the spell enables the caster to transform himself into any 
real (or imagined) , living monster, D-Bee, supernatural creature 
or demon. The mage does not possess any of its powers or abili­
ties (other than Horror Factor) and only retains his own normal 
human abilities (1.Q., memory, attributes, Hit Points, S.D.C, 
skills, etc.). A character other than the practitioner of magic can 
be transformed, but will remain as a monstrosity until the spell's 
duration elapses or the mage who invoked it cancels it 

Level Eleven 
Metamorphosis: Giant 
Range: Self or others by touch. 

Duration: 20 minutes per level of experience. 
Saving Throw: None. 

P.P.E.: 100 

The spell is similar to the GianI spell described in Rifts® Ul­
timate Edition, page 219, or the Rifts® Book of Magic, page 
133, but has multiple differences. The character becomes a 
larger version of himself, increasing his size till he's 25 feet (7.6 
m) tall! All of the character's normal clothing also grows to fit 
his new build, but annor, equipment and weapons will remain 
the same. The character's strength will increase from the size 
change, but he will become slower from being bigger. The Ludi­
crous Mage will use the spell to make himself or others really 
stand out, or just want to make a point. When the spell time 
elapses, the character is returned to his normal size, and suffers 
from dizziness for 204 minutes. 
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Note: The spell anly affects humanoids that are naturally less 
than 10 feet (3.0 m) in height. It has no effect on giants, super­
natural creatures, demons, and characters in full body or heavy 
amlOr (or environmental armor). 

Bonuses: 

• Hit Points and S.D.C are increased by x3 (x2 and becomes 
M.D.C. in a Mega-Damage environment; or add 50% if al­
ready an M.D.C creature). 

• P.S. is increased by 50%! But remains nonnal (does not be­
come supernatural) and the P.P. is reduced by 25% and Spd. 
by 20%. 

• Attacks per melee round are reduced by two since the charac-
ter is much larger and slower then before. 

• + 1 to strike and +3 to parry. 

• Add 2000 pounds (900 kg) to weight. 

• -2 to dodge, and opponents have a + 1 to strike due to charac­
ter's the huge size. 

Metamorphosis: Toad/Frog 
Range: Self or others by touch. 

Duration: One hour per level of experience. 

Saving Throw: Standard. 

P.P.E.: Sixty 

The caster can tum him/herself, or another person, into a 
large toad or frog (about the size of a small toaster). Any cloth­
ing and possessions fall away from the amphibian. 

In faerie tales, these "enchanted" toads and frogs are known 
to return to their normal human form (or a princess as the faerie 
tale goes) if a person kisses it smack on the lips. If a character is 
turned into the mystic toad or frog, only a kiss from a person of 
the opposite sex or a loved one (including either parent, sibling 
and even a friend of the same sex) will immediately cancel the 
spell before its normal duration. The only difference between 
the two is that the toad is brown with dry lumpy skin (the 
so-called "warts" on its back) and a frog is a nice green color 
but with a slimy feeling. G.M. Note: Stats of a toad/ frog are as 
found in the Monsters and Animals™ sourcebook. 

Multiplicity 
Range: Up to 40 feet (12 m) +5 feet (1.5 meters per level of ex­
perience. 

Duration: Two melee rounds per level of experience. 

Saving Throw: None. 

P.P.E.: 150 

The spell caster creates one replica of himself for every three 
levels of experience (thus, one at 3rd level, two at 6th level , 
three at 9th level, etc.). These replicas work like an extension or 
an essence fragment of the spell caster. Because of th is, they 
will have the same stats, skills, abilities, magic, and powers as 
the original, but all at three levels lower. However, any P.P.E. 
used by the duplicate will use up the P.P.E. of the original. They 
will all talk at the same time, or each will say a part of a sen­
tence. ("Why did the?" "Chicken cross?" "The road?" "To 
throw a pie!" "At Emperor Prosek!") All try to work together 
and will obey the real mage. 



Lim itation: The spell caster controls every one of his multi­
pl es , but they can only be a certain distance away. If the mage is 
stunned or becomes unconscious, all multiples of himself van­
ish. In addition , the multiples can be recognized by their eyes, 
whi ch appear black and lifeless. 

Level Twelve 
Create Clown Golem 
Range: Touch. 

Duration: One year per level of the spell caster. 
Saving Throw: None. 

P.P.E.: 500 

The spell caster can create a Clown Golem that will obey 
his/her every command. The mage must first draw a pentagram 
in fi sh guts. Second, he/she sculpts the golem ' s humanoid shape 
from hay. weeds, branches, and mud. Third, he/she must place 
two acoms for eyes, and a large red gem for a nose (the gem 
llluSt have a value of 1.500 credits or more). Fourth, the caster 
IllUSt cover the goiem with white face, clown makeup and with 
colorful clothing. Fifth, he must place the heart into the "body." 
The heart is a small brass hom with a rubber hand pump like 
those used on a bicycle. Finally, the mage pins a fake flower on 
the chest or lapel and casts the spell to bring the monstrosity to 
life. Note: Technica lly this is not a ritual , but a spell that re­
quires components, which is why the Clown Golem has a lim­
ited life span rather than living until destroyed and \\'hy it only 
costs 500 P.P.E. 

Clown Golcm Stats: 
Horror Factor: 14 

~: 10 feet to 18 fe et (3 to 5 m). 

Weight: 800 to 2000 pounds (360 to 900 kg). 

Attributes: I.Q. 7, P.S. 25 , P.P. 17, Spd 15 (30 if rolling); all 
others are standard . 
S. D.c.: 100 + ID6 per level of its maker (or 50 M.D.C. + 106 
per). 

P.P.E.: 80 

Skills: Imitation (gestures), gymnastics, play musical instru­
ments (saxophone, piano, trumpet and violin) , and pilot car, 
truck and boat. A II are at 80% . 

Special abilities: The Clown Golem communicates with "honks" 
which only the creator can understand. Can completely regener­
ate within 24 hours, unless its heart is removed, and is impervi­
ous to most psionic and magic attacks other than those that 
innict physical damage. 
Combat: Four attacks per melee round. Punch attacks do 2D6 
damage, head butt , elbow and stomp attacks do I D6 damage, 
whil e kick attacks will cause 2D6 damage (S.D.C. or M.D. de­
pending on setting); + 1 0 for P.S. attribute bonus. Has no bonus 
10 parry or dodge, or on initiative. 
Magical Abilities: The Clown Golem can cast each of the fol­
lowing Ludicrous Magic spells at half the spell strength level of 
his creator (i .e. if the mage was 6th level , the Golem's magic is 
3rd level ): Hand Bu zzer, Water Flower and Giant Clown Ball. 

Vulnerability: Magic Pies do double damage~ 
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Create Marshmallow Golem 
Range: Touch. 

Duration: Six months per level of experience. 

Saving Throw: None. 

P.P.E.: 700 

The spell caster can create a Marshmallow Golem that will 
obey his every command. Similar to the Create Clown Golem , 
this spell technically isn ' t a ritual, but requires components . 
Thus, the Marshmallow Golem has a limited life span rather 
than living until destroyed. 

For the spell caster to have his own Marshmallow creation, 
he must follow the following steps: First , the mage must draw a 
pentagram in white icing sugar. Secondly, he sculpts the go· 
lem's humanoid shape from 50 pounds (22.5 kg) of marshmal­
lows. Thirdly, he must place two gems for eyes (the gems must 
have a minimum value of 1,000 credits or more). Fourth , the 
caster must give the golem an article of clothing. TIlis could be a 
scarf, a jacket, pair of pants, something that will make the golem 
stand out (it's not like a giant marshmallow creature doesn 't al­
ready stand out). Fifthly, he must place the heart into the 
" body." The heart is basically a stick. Any stick. Just like the 
ones used to cook marshmallows on top of a fire. But the stick 
must be decorated with necklaces and pearls. These decorations 
must have a value of no less than 1,000 credits. Finally, the 
mage casts the spell to bring his creation to life. 

After the caster has finished casting the spell, the enchant­
ment will cause the small marshmallow sculpture to grow until 
reaching its appropriate size. TIle sculpture grows because the 
magic energizes the marshmallows which suddenly mutate and 
double till the marshmallow sculpture becomes a giant. Once 
the golem is fully formed, it will fist burp, or cry (like every 
newborn), then call for his mother, the Ludicrous Mage that cre­
ated it. The golem will then stand and is now a new g iant pet 
ready to play and explore the world, as per the caster's reques t. 
Note: Only one Ludicrous Mage may be identified as "mother," 
even if multiple mages participated in the spell. 

Marshmallow Golcm Stats: 

Humor Factor: 16 (consider this a Horror Factor if the golem is 
approaching a character in anger, or perhaps just approaching). 

Height: Anywhere between 18 feet (5.5 m) and a maximum of 
20 feet (6.1 m), plus 3 feet (0.9 m) per level of experience, but 
most casters always maximize the size. It 's more fun that way! 

Note: If the golem's heart (that decorated stick) has a value 
of 56,000 credits or more, add 18 feet (5.5 m) to the creature ' s 
height. 

\Veight: 2 to 12 tons. Now that's a lot of marshmallows! 

Attributes: I.Q. 5, P.S. 30, P.P. 6, P.E. 13 , Spd 16 (it can' t run, 
but has large strides); all others are standard. 

S.D.C.: 150 + 18 per level of its maker (or 70 M.D.C. + 10 per 
level of experience). If the golem's heart (that decorated stick) 
has a value of 38,000 credits or more, double the creature's nor­
mal S.D.C.lM.D.C. 

P.P.E.: 85 (but the golem can ' t use it). 

Skills and Special Abilities: None whatsoever! It basically 
walks around with a smile on its face. It doesn't really know 
why people run away when he's walking into the streets. It 



doesn't talk, other then calling his creator "mommy," but does 
giggle, laughs and burps from time to time. Although you could 
say that not needing to breathe or nourishment is an ability. 

Combat: Four attacks per melee round. Physical damage as per 
supernatural P.S. damage, but a stomp attack does ID4x I 0 
S.D.C. (or 4D6 MD.). Sitting on someone is futile for any 
S.D.C. or minor M.D.C. creature, and I don't care who it is!! 

Vulnerabilities: Takes double damage from fire! In addition, due 
to its huge size, attackers will have a + I to strike while using a 
fireanm (gun, laser, etc.). Also, when all S.D.C. or M.D.C. have 
been depleted, the Marshmallow golem explodes, sending 
marshmallow debris everywhere. All within a 50 foot (15.2 m) 
radius will be covered by marshmallow (a good 6 inchesll 5 cm 
of the stuf!)! 

Note: The god Backsmack can create the Marshmallow Go­
lem at twice the nonmal spell's height (76 feetl23.2 m tall), 
S.D.C.lM.D.C. (516 S.D.C.l260 M.D.C.) and three times the 
splattering radius (150 feetl45.7 m) when the golem is de­
stroyed! Backsmack is described in The Rifter® #9'h, on page 
62. 

Metamorphosis: Mist 
Range: Self or others by touch. 

Duration: 25 minutes per level of experience. 

Saving Throw: None. 
P,P,E,: 200 

As per the Metamorphosis: Mist spell described in the Rifts® 
Book of Magic, page 145. 

Spells of Legend 
Call Upon Backsmack 
Range: Anywhere. 

Duration: Instantaneously. 

Saving Throw: None. 

P.P.E.: 246 

This special spell will permit any Ludicrous Mage to send a 
message to Backsmack, inviting him to the caster's world. In es­
sence, it will summon the god for a visit. (Note: Backsmack is 
described in The Rifter® #9'h, on page 62.) 

To perfonm the spell, the caster must be within 50 feet (15.2 
m) from a nexus. The message is magically sent through the 
nexus and across the Megaverse directly to Backsmack. Within 
ID6x 1 0+ 1 0 minutes, the god will come through the nexus to 
visit the caster. The god will generally stay a few minutes to a 
few hours, or he won't even bother to leave. All depends on his 
mood and the fun he has on his visit. 

Backsmack will always visit the Ludicrous Mage who sum­
mons him. Hey, if the character was able to learn this summon­
ing spell, the mage must be important. If the caster wastes the 
god's time, or ditches the god, or attempts to hanm the god, the 
caster will be added to the IGNORE LIST, which means the god 
will not come by the next time the caster attempts to summon 
him. 
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There are only a few ways to learn this spell. The first is from 
Backsmack himself. The god will give the spell to fellow Ludi­
crous Mages who are worthy of it. Multiple scrolls have been 
left around the Megaverse. These scrolls have "false" titles just 
as a joke. Nothing appeals to the god more than when a group of 
power-hungry mages thinks they are summoning a being of 
great power and Backsmack arrives to pull a few pranks. The 
look on their faces is priceless! 

Create Carnies 
Range: 10 feet (3.0 m) away, but the carnies must stay within 
one mile (1.6 km) ofthe spell caster. 

Duration: Exists for 24 hours per level of experience, or until 
destroyed. If the carnie is created within one mille from a ley 
line, it will exist twice the normal spell duration (48 hours). If 
the carnie is created within one mile of a nexus point, it will ex­
ist 3 times the normal spell duration (72 hours). If the carnie is 
created at a nexus point, it will exist 5 times the nonmal spell du­
ration (120 hours/5 days). 

Saving Throw: None. 

P.P.E.: ISO per carnie. 

The caster can create carnival minions called carnies. These 
are bizarre creatures of magic that appear like common (or ab­
nonnal) circus people. To create them, the Ludicrous Mage re­
quires one hour of intense meditation and concentration. After 
that time, the carnies will begin to fonm by themselves. It takes 
about an additional 20 minutes for them to fonm. Once fonmed, 
they will obey the creator to the letter. A mage can control one 
carnie per level of experience, but may only create up to three of 
one kind at any time. The carnies will cease to exist when the 
duration of the spell expires, out of the range of their master, or 
when they are destroyed. In either case, the carnie will disinte­
grate. 

Common Features: All carnies have a limited vocabulary. 
They can say simple phrases and sentences, but anything com­
plex will confuse and anger them. They are all creatures of 
magic; therefore, depending on the type of carnie, they will radi­
ate a high level of P.P.E. or a supernatural aura. Without the 
presence or the "leadership" of their creator, it will result in 
their death. Types of Carnies: The Ludicrous Mage can select 
from a variety of carnie types, including Animal Tamers, Krazy 



Klowns, the Fat Lady, the Genius, the Idiot, the Jack in the Box, 
and the Strongman. 

Animal Tamers 
Attributes: M.A. 18, all others average. 

S.D.C.: 40 (or M.D.C.: 20). 

Size: Human size, typically 6 feet (1.8 m) tall. 

Appearance: Looks like a wild man clad in a little, furry leopard 
skin loincloth or shorts; cape optional. 

Abilities and Powers: Animal Tamers can summon and control 
animals at will. They can call any animal of choice within a 3 
mile (4.8 Ian) radius. They can call 50 small rodents or birds, 25 
dogs or dog-sized animals, and 10 buffalo or deer-sized animals. 
The animals will obey all simple commands without objections. 

Combat: 3 attacks per melee round; punches and kicks do nor­
mal human damage. 

Bonuses: Takes no damage 1T0m fire or cold. 

The British Explorer 
Attributes: P.E. 16, all others average. 

S.D.C.: 18+206 (or M.D.C.: 12+204) 

Size: Either a tall lad of about 6 feet and a half (2.0 m), or a 
short stocky fellow of five feet (1.5 m) nothing. 

Appearance: A male or female with a thick British accent. The 
character wears beige jungle gear which includes the short 
sleeve shirt, the shorts, the hiking boots with the wool socks that 
reach the knees, and a utility belt that includes 20 feet (6.1 m) of 
rope, a small hammer, and some archaeologist equipment. 

Abilities and Powers: An expert archaeologist (90%), knows 
many myths and legends (at 65%), and knows jungle/wilderness 
survival at 70%. He is also very curious of new people and crea­
tures. 
Combat: Three attacks per melee round. Musket Pistol: Dam­
age: 106, Range: 30 feet (9.1 m); Musket Rifle: Damage: 306, 
Range: 150 feet (45.7 m). But requires one melee action to re­
load after firing. The explorer also has a sabre that does 204 
points of damage. 

Bonuses: +2 to fire with the pistol, +3 with the rifle, and +2 to 
strike, parry, and dodge with the sabre. 

Krazy Klowns 
Attributes: P.P. 18, all others average. 

S.D.C.: 30+106 (or M.D.C.: 20+106). 

Size: 5 feet (1.5 m) 

Horror Factor: 12 

Appearance: "Look, a clown!" Size varies from fat to skinny, 
from having big shoes to a large nose. Basically, your typical 
clown. The only feature that's strange is that they don't look 
happy and have pointed teeth. These are used as your grunt or 
infantry soldiers. They are actually combat clowns. 

Abilities and Powers: Combat oriented with W.P. Sword, W.P. 
Knife, W.P. Staff, W.P. Energy Pistol and W.P. Blunt, each at 
3rd level proficiency, gymnastics and climbing. 

Combat: Five attacks per melee round and possess all normal 
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human fighting abilities equal to 3rd level Expert Hand to Hand. 

Bonuses: +3 to strike, + I to parry and dodge; takes double dam­
age from silver and silver covered weapons; impervious to Ludi­
crous Magic! 

The Fat Lady 
Attributes: P.S. 21, P.E. 18, Spd. 5, all others average. 

S.D.C.: 75 (or M.D.C.: 50). 

Size: 6 feet (1.8 m) tall, and about 5 feet (1.5 m) wide. ("You're 
not fat! You're just a whole lot of woman.") 

Horror Factor: 12; look means and is violent, rude and crude. 

Appearance: This monstrosity resembles something like a walk­
ing basketball with pudgy arms and legs protruding from 
mounds of undulating fat. 

Abilities and Powers: 

Normal Physical Attacks Do Half Damage: Including punches, 
falls, sword swipes, bullets, rail gun rounds and energy blasts. 

Roll Attack: Can roll up to a speed of 40, but must stop after 
406 minutes or it will get too dizzy and become sick. 

Toxic Fumes: Once per minute, this thing can release a toxic gas 
that will impair anyone without environmental body armor. The 
gas causes a -3 penalty to all attacks. Duration: 4 minutes. The 
gas affects a radius of30 feet (10 meters). 

Combat: Three attacks per melee round. Roll attack does 606 
damage and will knock opponents off their feet (lose initiative 
and one melee action), punch or body bump does 206+6 dam­
age (S.D.C. or M.D. depending on setting). The Fat Lady can 
hurl herself up into the air and fall onto a character, but this may 
only be attempted once per minute, counts as three melee at­
tacks and does I D6x I 0 damage. 

Bonuses: +2 to strike. 

Note: When the Fat Lady is killed (Damage Capacity reduced to 
zero or less), she begins to sing, and then vanishes. 

Fire Eater 
Attributes: I.Q. 8, M.A. 4, P.S. 18 , all others average. 

S.D.C.: 30 (or M.D.C.: 28) 

Size: Humanoid, between 5 and 7 feet (1.5 and 2.1 m) tall. 

Appearance: A dark skinned humanoid with tattoos covering his 
or her body, wearing only a pair of used shorts and sandals. 

Abilities and Powers: Takes no damage from fire and heat, but 
takes double damage from cold and ice. Can eat any type offire! 
He possesses two sticks that are three feet (I meter) long and 
have a flame at the end. By placing the two fire-sticks in 1T0nt of 
him and blowing a volatile gas between them, the carnie can spit 
a small fireball the size of a spitball or create a giant fireball. 

Combat: Four attacks per melee round. Fire sticks do 206 points 
of damage; a fire spit does 104 with a range of 15 feet (4.6 m); 
a fireball does 404 with a range of 60 feet (I8.3 m) (counts as 
two attacks); or by hand to hand as per supernatural P.S. 

Bonuses: +2 to strike, -I to dodge. 

Flower Power 
Attributes: All attributes are 2 points below average. 



S.D.C.: 10 SD.C. (or M.D.C.: 6) 

Size: Human sized. 

Appearance: Basically a hippie. This includes the long hair 
(braded or in a ponytail), the colored shirt with brown leather 
jacket, bell-bottomed pants, and a baseball cap or one of those 
handkerchief thingies. The hippie will have a glazed look with 
bloodshot eyes and will have great difficulty at paying attention 
to whatever is going on. 

Abilities and Powers: The Flower Power thinks it has the ability 
to communicate with the animals and the Earth, but is right only 
49% of the time. They have a sweet smell and if eaten by a 
monster or creature, the creature will be drugged as per the 
Drugging Flower for the next 15+206 minutes. They do have a 
slingshot that fires flowers that can do one of the following ef­
fects: 

• Bad Flower: A flower with thorns that causes ID4 points of 
damage. 

• Drugging Flower: Saving throw of 13. A failed roll means 
the character is drugged, baked, high, or whatever term you 
want to call it. The character can't perform any skills and 
combat bonuses and melee attacks are reduced by half. Mon­
sters and creatures that eat the hippie will also suffer these ef­
fects for 15+206 minutes without any saving throws. 

• Peace Flower: Saving throw of 12. The affected character 
will feel at peace with himself and those around him. All an­
ger will be lifted from his spirit. The character will only at­
tack once per melee round, but the remaining melee actions 
can be used to perfonn non-combat actions. 

• Sleeping Flower: Saving throw of 13. The affected character 
will fall asleep for 204 minutes and can't be wakened (unless 
actual damage has been implemented). 

Combat: Two attacks per melee. Can attack with slingshot or by 
hand to hand, but hand to hand is more of a slapping style of 
combat than actually punching. Each slap does I point of dam­
age. 

Bonuses: +3 to fire with slingshot and +5 to save versus mind 
control and possession. 

French Cook 
Attributes: P.P. 12 (IS when cooking), all others average. 

S.D.C.: 20 (or MD.C.: 12) 

Size: Human size, typically 5 and a half feet (1.7 m) tall. 

Appearance: A French cook, very French to the point that he 
can't speak or understand any other languages, but makes one 
hell of a meal. He wears a pair of white pants and shirt with an 
apron. He never goes an)'\vhere without his large cook's hat. 

Abilities and Powers: Can cook any type of meal at 95%! He 
will naturally know all recipes but will never share them with 
anyone. Having two or more French Cooks in one kitchen at the 
same time will result in them arguing or even fighting about 
how to prepare the meal. 

Combat: Three attacks per melee round. Normally he doesn't 
enter combat, but will if insulted about his meal. Knives do 
ID6, and other cooking utensils (like forks and pans) do 104. 

Bonuses: The French Cook will have a +4 to strike using cook­
ing utensils, +3 to strike while using a knife. 
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Genius 
Attributes: I.Q. 21, Spd. 7, all others average. 

S.D.C.: 25 (or M.D.C.: 15). 

Size: 4 feet (1.2 m) tall. 

Appearance: A midget with an oversized head (twice the normal 
size). They act very unsociable and lack people skills. 

Abilities and Powers: Knows all skills in one skill category at 
SO% (G.M.'s choice), except the Physical category. 

Combat Two attacks per melee; normal human damage. 

Bonuses: +4 to save vs psionic attacks. 

Idiot 
Attributes: I.Q. 2, all others average. 

S.D.C.: 20+1D6 (or M.D.C.: JO+ID6) 

Size: 7 feet tall (2 m) and slim. 

Appearance: Looks like a tall peasant who hasn't got a clue. 
They wear trousers or work pants and are useless except for bit­
ing the heads off of chickens and plucking them. 

Abilities and Powers: None, they are complete idiots! 

Combat: Two attacks per melee round, but only attack when at­
tacked, threatened, or called a moron, retard or geek. Uses one 
of the following magic weapons: rake does 206 damage, shovel 
does 306, and pitchfork does 306 (S.D.C. or M.D. depending 
on the setting). 

Bonuses: +6 vs psionic and magical attacks (they are too dumb 
to know what's going on), and +3 to parry. Can drink an unlim­
ited amount of alcohol and not suffer any obvious penalties. 

Jack in the Box 
Attributes: I.Q. 10, Spd. 10, all others average. 

M.D.C.: 50 

Size: A giant box 6x6x6 feet (I.SxI.SxI.S m). Total height is 12 
feet (3.6 m) when the head pops out. 

Appearance: A giant colorful box with a knob on the side. When 
the knob turns, a Joker's head pops out, attached to a spring. 

Abilities and Powers: Movement is done by hopping. The Jack 
in the Box can move at a speed of 10. It can also hop at a height 
of20 ftI6 m up and 15 ftI4.6 m across. 

Combat: 3 attacks per melee round: Bite does 204 damage, 
body check does 306, head butt does 206, spring loaded head 
butt does 506 (counts as two attacks; S.D.C. or M.D. depending 
on setting). 

Bonuses: Takes half damage rrom normal attacks, impervious to 
mind control, but full damage from magic. 

Knife Thrower 
Attributes: P.S. 8, P.P. 16, Spd. 20, P.B. 16, all others average. 

S.D.C.: 25 (or M.D.C.: 15) 

Size: Around 6 feet (J.S m) tall. 

Appearance: A good-looking male or female that wears a black 
ensemble with a red shirt and a black jacket. 

Abilities and Powers: An expert at throwing knives, throwing 
axes, and other small, hand-sized stabbing weapons. 



Combat: Two attacks per melee round, or five when using 
knives and other small, hand-sized stabbing weapons. Throwing 
knives and throwing axes do ID6 points of damage, ninja star 
and similar small stabbing weapons do I D4 points of damage, 
and needles (and others) do I point of damage. 

Bonuses: When throwing any stabbing weapon (like knives and 
small axes) , the character has a +8 to hit a non-living target (the 
apple on top of the assistant's head) or a +3 to hit a living target 
(the assistant). 

Muscle Man 
Attributes: P.S. 32 (supernatural), P.E. 18 , all others average. 

S.D.C.: 90 (or M.D.C.: SO) 

Size: 8 feet (2.4 m) tall, about 4 feet (1.2 m) wide. 

Appearance: A tall humanoid with an unbelievable amount of 
muscles. Picture Arnold Schwarzenegger cubed. 

Abilities and Powers: Supernatural strength of 32; will take half 
damage from non-magical attacks, but twice from magic at­
tacks. 
Combat: 4 attacks per melee round; club does 306 M.D.; a re­
strained punch does SD6+17 S.D.C.; a full strength punch does 
406 M.D.; a power punch does 104xl0 M.D. (Counts as two 
attacks). 

Bonuses: +2 to strike, +4 to save against poison and toxins. 

The Mutant 
Attributes: P.E. 16, P.P. 12, all others average. 

S.D.C.: 30 (or M.D.C.: 26) 

Size: Normal human size, but may be between Sand 6\1, feet 
( 1.5 and 2.0 m). 

Appearance: The so-called mutant looks like a person in an ani­
mal costume (and a strange one when it comes down to it). The 
mutant will act like the animal it's supposed to be, but will still 
seem to be very human. 
Abilities and Powers: Imitate animals (badly though). Can run, 
leap, and prance around similar to the animal it's supposed to 
be. It can talk, but does it with a great attempt to sound animal­
istic by adding growls, snorts, or whatever. The strange thing is 
that the animals are completely convinced they are genuine 
members of their race. They will even communicate and under­
stand each other. The mutant will also be affected by any 
summoning spell or animal related spells. 

Combat: Three attacks per melee round. Damage from claws 
(104), bite (1 point of damage), punch (106), pounding (204), 
or other similar animal attacks. 
Bonuses: +2 to strike. 

The Role-Player 
Attributes: l.Q. 18, M.A. 16, M.E. 15, all others average. 

S.D.C.: 12 (or M.C.D.: 8) 

Size: 5 feet , 8 inches tall (1.6 m). 

Appearance: A young lad between his early teens to late 30's 
(may be older). Majority males (6S%), they wear glasses, a 
t-shirt, old pair of jeans with joggers and non-matching socks. 
Also carries a bag that holds all of their role-playing accessories. 
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Or, may have a similar appearance as your O.M. (O.M.s are free 
to alter their appearance as they see fit.) 

Abilities and Powers: A fantastic storyteller. Anyone who hears 
the Role-Player tell a story must make a saving throw against 
magic (of 13). A failed roll means the character is caught up in 
the story and can't get enough of it. The Role-Player also has an 
excellent memory (can use the Total Recall psionic power with­
out any cost) and possesses an amazing imagination. He can im­
itate any voice, accent, and personality at extreme precision 
(79%). The Role Player also carries a bag that holds all his 
role-playing accessories. 
Combat: Two attacks per melee round, and has no combat expe­
rience. 
Bonuses: +4 to save versus magic and psionics. The Role-Player 
is also immune to intimidation and Horror Factor. 

Tumblers 
Attributes: P.S. IS, P.P. 20, P.E. IS, Spd. 18, all others average. 

S.D.C.: 18 +204 (or M.D.C: 12 + 106). 

Size: Nonnal human size. 

Appearance: A humanoid in shiny skintight tights. The ensem­
ble is always colorful, may have reflecting material (sparkles) 
on it or may even be fluorescent. Some have a mask or decora­
tions on the anns and legs that make their stunts seem more 
stunning. 
Abilities and Powers: As their name suggests, they are excellent 
tumblers and acrobats. They can perfonn impressive stunts, 
flips, jumps, etc. They can jump up to 20 feet (6.1 m) high, and 
IS feet (4.6 m) in length. They can perfonm the following skills: 
acrobatics (8S%), gymnastics (90%), prowl (68%). They are 
also extremely flexible and double jointed, able to fit into a 
smaIl2.Sx2.5 foot (0.76xO.76 m) box! 

Combat: Three attacks per melee round, and fights as if they 
were martial artists. Punch does 106 points of damage while a 
kick does 204. They can perfonm most martial arts as a fifth 
level martial artist master (plus one level per each other level of 
experience of the caster)! 
Bonuses: +8 to faillroll with impact, +6 to dodge, and +4 to ini­
tiative, plus bonuses from Hand to Hand: Martial Arts. 

Enhance Carnie 
Range: One carnie by touch. 
Duration: Until the carnie is destroyed. 

Saving Throw: None. 

P.P.E.: Seventy-five 

This spell of legend was created by a powerful Ludicrous 
Mage who specialized in the creation and manipulation of carni­
val minions conjured by the Create Carnie spell. TIle Mage was 
able to create a spell that will enhance a carnie in different ways. 
The caster may add one enhancement to one carnie only! At­
tempting to give a second enhancement will cancel the spell and 
destroy the carnival minion. The caster can choose one of the 
following: 

• Longevity: The carnie will remain intact for the equivalent of 
five times the nonnal duration of the Create Carnie spell , not 



including the duration modification from the proximity of a 
ley line and/or a nexus point. 

• Toughness: The carnie will have twice its normal S.D.C.I 
M.D.C. plus an additional +2 S.D.C. (+1 M.D.C.) per level of 
experience of the spell caster. 

• Quickness: The carnie will be faster and more agile, gaining 
a + I melee action, +2 on initiative, a +3 to P.P. and a +6 to 
Spd. 

• Aggressiveness: The carnie is violent and hot tempered. It 
will gain a +3 to strike, -I to parry and dodge, and a +5 
S.D.C . (+3 M.D.C.). 

• Gifted: The carnie will be gifted to use three (3) Ludicrous 
Spells from levels one to five. The caster will intuitively "in­
sert" the knowledge, and the carnie can cast each spell two 
times (p[us one additional time per every second leve[ of ex­
perience) in a 24-hour period. 

Laugh of Exorcism 
Range: By touch only. 

Duration: The spell lasts 5 minutes, results last 6 months or 
longer. 
Saving Throw: Standard. 

P.P.E.: 200 

The caster can perform an exorcism as per the Exorcism spell 
described on pg. 180 of the Rifts® RPG, pg. 214 of Rifts® Ulti­
mate Ed., or on pg. 119 of the Rifts® Book of Magic. Since this 
spell is outside the expertise of the Ludicrous Mage, the spell cost 
is much greater than the normal invocation. The spells application 
is slightly different too. The caster will first cast the spoken words 
of the spell, and then start tickling the possessed victim. The 
demon or spirit will be laughed out! The effects on the demon are 
the same as the original spell, as are the bonuses against being 
possessed. (See the original spell for more on the exorcism.) 

Laugh of Resurrection 
Range: Touch. 

Duration: Permanent. 
Saving Throw: None. 

P.P.E.: 500 

The spell caster can bring the dead back to life. The process 
consists of putting the dead in a circus ring with a radius of 7 
feet (2.1 m). The mage will then tickle the corpse until it is 
brought back to life. The ritual takes 15 minutes to awaken the 
dead. The only [imitations are that the character may only have 
died no longer than 32 hours ago, the body must be intact and 
only ONE attempt may be done on ONE specific character. If 
successful, the deceased comes to life with 2D6 Hit Points (or 
I D4 M.D. if a Mega-Damage being) and all other wounds/ inju­
ries are healed. If the mage does not succeed, a different mage 
may tty but never the same one (ever). Success Ratio: 40% + I % 
per level of experience. 
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A Heroes Unlimited'" adventure 
By Paulie Ferkelberger 

First Apperared in The Rifter® #9V, 

Wayne Smith , Editor-in-Chief of The Rifter®, has disap­
peared. According to sources close to the investigation , Wayne 
was kidnapped while leaving the Palladium Books offices. Ac­
cording to witnesses, a beat-up white van suddenly pulled into 
the office parking lot, several masked individuals stormed out 
and grabbed the startled young editor. It has been several days 
and still no word has been heard from the kidnappers. Palladium 
officials are very concerned as the next issue of The Rifter®, 
without Wayne Smith, will be late - and The Rifter® has 
NEVER been late! (Note that nobody at Palladium is particu­
larly worried about Wayne's safety. That's just how dedicated 
we are to our fans and the promise that The Rifter® will come 
out on time. Any superheroes who get involved, especially those 
who are fans of Palladium Books, are likely to be just as con­
cerned for Wayne's safety as hitting the deadline. Maybe even 
more so.) 

Word on the street is that a villainous group of young punks 
known as the Motown Maniacs are responsible. TI,e Maniacs 
are so notorious that no one on the streets will dare turn them in 
or let the authorities know where their secret hideout is located. 

As it turns out, the Motown Maniacs have indeed kidnapped 
Wayne Smith. They so love playing Rifts® and other Palladium 
games, that they decided it would be cool to get Wayne as their 
own personal Game Master and "gaming guru." (guess they 
don't know him very well , do they?) 

Even more bizarre, is that so far , they have treated Wayne 
like a celebrity. They are willing to do almost anything for him 
(other than let him go), as long as he cooperates and Game Mas­
ters their games and answers their game questions. 

What Wayne doesn ' t realize is that his needs and desires of­
ten lead to new crimes. For example, Wayne missed his 01' lap­
top computer, so the gang went out and got him the best one 
they could find. Of course, they had to knock over a computer 
store to get it and in the process, they wiped the store clean. Nor 
does Wayne yet realize the lengths the gang is willing to go in 
order to keep their favorite "pet" happy. Another example is that 
they robbed a local steakhouse, patrons and food , just so Wayne 
could have a medium rare steak and a "bloomin' onion." 

Wayne has been treated so well that he hasn't even had a 
chance to m iss home yet. As time goes on, the gang will con-



tinue to spoil their pet and make Wayne as comfortable as possi­
ble. After a week or two, however, Wayne will start to get 
homesick and begin to wonder what will happen to him when 
they tire of him. In the meantime, Wayne can do no wrong as 
long as: I) he does not try to escape, or 2) let anyone know his 
whereabouts. At least one person is with Wayne at all times and 
he is not allowed to use the telephone or the Internet unsuper­
vised. 

The gang's hideout 
The hideout is a second story loft in downtown Detroit. TIle 

loft is 100 feet (30.5 m) long and 40 feet (12.2 m) wide. The 
main entrance is via an old, noisy elevator. An outside, crickety 
stairwell serves as an emergency exit. Access to the stairwell is 
awkward, a person must exit through one of the loft's windows 
in order to get to it. A number of silent alarms and security cam­
eras will alert the gang to unwanted intruders. 

Wayne has his own personal area, complete with video 
games, DVD player, large screen television, VCR, the latest 
computer system with peripherals and devices fully loaded, his 
own refrigerator stocked full of food and drinks (mainly Cherry 
Coke, Doctor Pepper and Tommyknockers), plenty of snack 
foods, a nice comfy bed and easy chair, a stereo system, tons of 
CDs, an air hockey table, and a large table with eight chairs for 
playing and laying out his gaming campaigns, along with many 
other warm, fuzzy , feel-good toys and items. Needless to say, 
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everything Wayne uses is stolen goods. The gang has been plan­
ning to kidnap Wayne for some time, so they had plenty of time 
to prepare his "perfect" living area. 

The player characters' goal is to rescuer?) Wayne and 
bring him back to Palladium alive. 

The secondary goal is to capture and turn all the gang mem­
bers over to the police. The gang will abandon their hideout and 
Wayne if things get too dangerous, and individual gang mem­
bers may actually flee the country if they have an inkling that 
they are about to be captured or put under siege by superbeings. 
After all, they can always steal more stuff, but they are not very 
enthusiastic about giving up their freedom for prison. Some may 
even fight to the death if cornered. These misanthropes may be a 
bit wacko and goofy (Why else would they want Wayne?), but 
they are also dangerous, superhuman criminals. 

Wayne Smith 
Wayne has no super abilities (at least at this point in time) 

and is a mere demigod in the Pantheon of Palladium. He is still 
. relatively new to the company, but we are working on infusing 
some real powers into him (a difficult, but not impossible pro­
cess as the lad shows some hidden talent). We will keep readers 
updated in future issues of The Rifter®. 

Note: Assume Wayne is a pretty lYpical suburban 24 year 
old, with a natural aptitude for computers , editing and writing 
(see, we told you he had some hidden "talent"), but is otherwise 
average in most categories. 

Alignment: Scrupulous. 

Attributes (don't hate us Wayne): l.Q. 14, M.A. 12, M.E. 10, 
P.S. 12, P.P. 13, P.E. 9, P.B. 12, Spd 10. 

Approx. Height: Six foot, one inch (1.8 m). 

Approx. Weight: 210 Ibs (94.5 kg), all muscle! Well , Wayne 
insists he plans to make all that mush into muscle someday. 
Really. 

Experience Level: 3rd level writer/editor and 5th level com­
puter tech. 

Com bat: Two attacks per melee (five and +5 on initiative when 
playing air hockey, at which he is quite expert and may be an 
idiot savant in that regard; even the Motown Maniacs are im­
pressed by Wayne's prowess in air hockey); no other signifi­
cant pluses or minuses. 

Skills of Note: He is literate, knows basic math, speaks English 
and knows how to tum a computer on and off - seriously, he 
knows Computer Operation (+25%), Computer Repair (+ 10%), 
Basic Electronics (+ 10%), Basic Mechanics (+10%), Pilot 
Automobile (+ 15% and likes to go fast) , Research (+ 10%), 
and Writing (+10%). Wayne usually sends messages via 
e-mail , but is known to talk on occasion as well. He has a 
good sense of humor (we hope!), enjoys a good meal (and 
how~), a good night of gaming and a good-night "kiss" from 
his pet pooch, Alex. (The doggie not Marciniszyn!!! Hey, 
this is a family publication, so get your minds outta the gut­
ter!) Other than that, Wayne pretty much enjoys the same 
kinds of things anyone in their twenties does, including gi rl s, 
sleeping to noon, and spending money. 



Motown Maniacs 
1. Bungee: 22 year old male, Physical Training (especially 

loves rock climbing, bungee jumping, rappelling). 

2. Crashley: 19 year old female, Hardware: Computer 
Hacking. 

3. Headcase: 21 year old male, Master Psionic, gang leader. 

4. Burnout: 18 year old male, Mutant: Control Elemental 
Force: Fire - twin brother of Dusty. 

5. Dusty: 18 year old female, Mutant: Control Elemental 
Force: Earth, and twin sister of Burnout. 

6. Wizzer: 20 year old male, Hardware: Mechanical Genius. 

Bungee 
Bungee was born into a circus family. His parents incorpo­

rated him into their high-wire act by the time he was five years 
old. Despite his agility and knack for stunts, Bungee always 
longed to escape circus life. Several years ago, while the circus 
was in Detroit, he decided to leave and set out on his own. 

Bungee was immediately attracted to the city's nightlife and 
underground party scene, and met up with Headcase at a local 
rave. They immediately developed a friendship and subse­
quently Headcase invited Bungee to join his gang. Meanwhile, 
his parents have left the circus and found permanent jobs per­
forming in Las Vegas. They are under the impression that 
Bungee is working as a used car salesman (which are plentiful 

. in the Detroit area). 
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Bungee is a loose cannon who prefers living an "extreme" 
lifestyle. If push comes to shove, he would rather die trying to 
escape the law than be taken alive. Losing his freedom would be 
the ultimate punishment for this chaotic, free-spirited individual. 

Real Name: Enrico Rodriguez 

Aliases: Bungee and Stunter. 

Alignment: Aberrant. 

Hit Points: 50, S.D.C. 50 

Weight: 185 Ibs (84 kg), Height: 5 foot, 10 inches (1.78 m). 
Age: 22 

Attributes: I.Q. 10, M.E. 12, M.A. 15, P.S. 24, P.P. 20, P.E. 18, 
P.B. 12, Spd 21. 

Disposition: Daredevil, risk taker, extroverted, full of energy 
and always seems wired. Fast talker, one would think he re­
ally is a used car salesman. 

Experience Level: 5th 

Combat Skills: Defensive and Fast Combat skill (see page 188 
of Heroes UnlimitetfTM, Second Edition), automatic back flip 
and dodge, karate style punch does 2D4 damage, karate style 
kick does 2D6, critical damage body flip/throw (double dam­
age). 

Attacks per melee: 7 

Combat Bonuses: +4 initiative, +5 strike, +9 damage, +5 parry, 
+6 dodge, +6 roll with punch, +5 pull punch, +3 disarm, +2 
body flip/throw. 

Other bonuses: + 16% versus coma/death and +2 versus magic/ 
poison. 



Super Power Category: Physical Training (agility and speed). 

Special Abilities: 

I. Power Punch: double damage, counts as two melee ac­
tions. 

2. Power Kick: double damage, counts as hvo melee ac­
tions. 

3. Force of Will: ability to function even when all hit 
points and S.D.C. are depleted, see page 189 of HU2T>'. 

4. Strength is equivalent to the Minor ability of Extraordi-
nary Physical Strength. 

Education Level: High School. 

Scholastic Bonus: +5% 

Skills of Note: Climbing 95%/rappelling 85%, Prowl 75%, Ac­
robatics, Gymnastics, Swimming 80%, Running, Safecrack­
ing 55%, Pick Locks 75%, Find Contraband 61 %, Cardsharp 
63%, Pilot: Automobile 75%, Basic Math 75%, General 
Maintenance/Repair 65%, Computer Operation 70%, Art 
65%, Writing 55%. 

Secondary Skills: Pilot: Motorcycle 80%, Horsemanship 70%, 
Streetwise 40%, Pick Pockets 50%, Palming 45%, Basic Me­
chanics 55%, Auto Mechanics 50%, Concealment 40%, W.P. 
Sword, W.P. Whip. 

Appearance: Hispanic-American with thick, curly dark hair. 
Usually dresses in black and has quite a collection of sun­
glasses/shades that he wears. Spider tattoos decorate both 
foreanns. 

Occupation: Member of the Motown Maniacs. 

Weapons: Carries two knives, a blackjack and brass knuckles. 
On his motorcycle he carries a whip and a sword. 

Vehicle: Motorcycles. Owns several at all times. One is for rid­
ing during the day for normal living purposes and has at least 
two more stolen bikes for use in future crimes. The stolen 
bikes are usually dumped once they are used in a crime. 

Money: Earns about $10,000.00 per month ITom his criminal 
activities, sends half of it to his parents for safe-keeping. 

Crashley 
Her father is a member of a radical militia group and she her­

self has developed her own version and interpretation of their 
beliefs. Crash ley is trying to prepare people for the upcoming 
"world revolution" that she and her parents see as inevitable. 
Her desire is that the common people rise up and overthrow evil 
corporations and a[1 current governments all over the world in 
one massive, global rebellion. 

Crash ley focuses her '''talents'' on computers, hacking and the 
Internet in order to spread her propaganda and finance her mis­
sion in life. She has successfully hacked into banks around the 
world and stolen tens of thousands of dollars ITom them. In ad­
dition, she has hacked into and stolen secrets from several gov­
ernments, which she subsequently has sold on the Black Market. 
She typically accesses the layout and floor plans of the Motown 
Maniacs' next target of theft, as well as formulates escape plans 
and such. 

erashley received some militia training from her father and is 
pretty proficient with rifles and pistols. In addition, Crashley 
maintains contact with several militia and radical underground 
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groups. She has the means to disappear or flee the country at a 
moment's notice. 

She has joined the Motown Maniacs with the idea of some­
day molding them into the core of a formidable militia group, 
one that she controls. As a result , she and Headcase are often 
jockeying for control of the gang. 

Real Name: Ann Common 

Aliases: Crash ley, The Net Prophet, Black Widow (both names 
are Internet aliases) 

Alignment: Anarchist. 

Hit Points: 25, S.D.C. 35. 

Weight: 155 Ibs (70 kg), Height: 5 foot, 6 inches (/.7 m). 

Age: 19 

Attributes: I.Q. 19, M.E. 17, M.A. 16, P.S. 12, P.P. 12, P.E. 17, 
P.B. 15, Spd 8. 

Disposition: Kind of bossy and controlling. Serves as sort of a 
surrogate "mom" to the rest of the gang. She is tomboyish, 
loves to argue and won't back down from anyone. She is also 
an animal-lover with very strong pro-environmentalist be­
liefs. 

Experience Level: 6th 

Com bat Skills: Basic Hand to Hand combat skill (taught to her 
by Daddy), and has the following Weapon Proficiencies: Re­
volver, Auto-Pistol, Bolt Action Rifle, Auto Rifle and Shot­
gun. 



Attacks per melee: Four 

Bonuses: +5% on all skills, +1 save versus psionics, insanity, 
magic and poison, +5% save versus coma/death, 40% trust! 
intimidate 

Super Power Category: Hardware: Electrical Genius. 

Education Level: One year of college. 

Scholastic Bonus: + I 0% 

Skills of Note: Hot Wiring 101%, Computer Hacking 93%, 
Electronic Construction 99%, Electrical Engineer 85%, Read 
Sensory Instruments 85%, Surveillance Systems 85%, Optic 
Systems 85%, Computer Operation 105%, Computer Pro­
gramming 85%, Radio: Basic 100%, Basic Mechanics 85%, 
Basic Math 100%, Advanced Math 100%, Pilot Auto 75%, 
Languages: German 95%, French 95%, Spanish 95%, Japa­
nese 95%, Basic Electronics 85%, Radio Scramblers 80%, 
Television/Video 64%, and Cryptography 70%. 

Secondary Skills: Cook 70%, Sew 75%, Research 85% plus her 
Weapon Proficiencies noted above. 

Appearance: Caucasian, slightly overweight but very attractive. 
Short brown hair and likes to wear military clothing, some­
times with a beret. 

Occupation: Member of the Motown Maniacs; unofficial Sec­
ond-in-Command. 

Weapons: Keeps an auto-pistol within reach at all times, either 
in her work area, vehicle or hidden on her person. 

Vehicle: Pickup truck. 

Money: Usually has I D6x$5,000 dollars hidden in her living 
area, probably under a floor board. Also has a Swiss bank ac­
count with $250,000 in it, along with bank accounts in Can­
ada, Mexico, Germany and Japan with about $75,000 US 
dollars in each. She also has fake passports for those coun­
tries, in case she has to flee the US on a moment's notice. 
Her teammates have no idea she is this wealthy. 

Headcase 
This tough guy has been hanging with street gangs since he 

was seven. His father left home when he was three, and no one 
has heard from him since. Headcase's mother, working two 
jobs, tried her best, but just couldn't keep Bobby out of trouble. 
He has a long list of juvenile offenses, but so far, no felonies or 
convictions as an adult despite his brazen life of crime. 

Headcase has been the main organizer of the Motown Ma­
niacs, meeting and recruiting most of the gang members at vari­
ous nightclubs, parties or raves. All see him as the founder and 
leader of the gang, even Crash ley (grudgingly). 

Headcase's only goal in life is to have a good time. He sees 
life as something that you live day-to-day. "No sense in worry­
ing about tomorrow" is his motto. He spends money almost as 
fast as he gets it, and that's thousands of dollars a week. He is 
reckless and unpredictable, but also cunning, a good strategist 
and thinks quick on his feet. 

Real Name: Bob Jones 

Aliases: Headcase, Brain-o, Slim, and Jonesey. 

Alignment: Anarchist. 
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Hit Points: 25, S.D.C. 40 

Weight: 165 Ibs (75 kg) , Height: 6 foot, 3 inches (1.90 m). 

Age: 21 

Attributes: I.Q. 15, M.E. 17, M.A. 20, P.S. 15 , P.P. 14, P.E. 14 , 
P.B. 18, Spd 22. 

Disposition: Leader of the Motown Maniacs, he is attractive, 
popular with the women, and loves to parry. Mainly uses the 
gang to help finance his extravagant and devil-may-care life­
style. Unlike Crash ley, Headcase has no agenda of taking 
over the world or toppling governments. He just wants to 
have a good time, do whatever he wants when he wants to , 
and is willing to manipulate others to attain his goals. He of­
ten seems over-friendly, since he is really sizing up his oppo­
nent or next victim, and is trying to detemline how best to 
take advantage of the person's weaknesses. Real charming 
and convincing too, which makes him very dangerous. 

Experience Level: 4th. 

Combat Skills: Karate style kick does 2D4 damage, snap kick 
does I D6 damage. 

Attacks per melee: 5 

Combat Bonuses: +3 parry/dodge, +3 roll with punch, +2 pull 
punch. 

Other bonuses: needs a 9 to save versus psionics, + 1 versus in­
sanity, 60% trust/intimidate, 40% chaml/ impress. 

Super Power Category: Natural Psionic. 



Psionic Powers: l541.S.P. 

Super Psionic Powers: Hypnotic Suggestion, Bic-Regenera­
tion, Bio-Manipulation and Psi-Sword. 

Other Psionic Powers: Mind Block, Object Read, Sixth 
Sense, Levitation, Spontaneous Combustion, Resist Hunger, 
Resist Fatigue, Resist Thirst, Presence Sense, Impervious to 
Toxins, See The Invisible, Total Recall, Summon Inner 
Strength, Impervious to Fire, Impervious to Cold, and 
Telekinetic Punch. 

Psionic Attacks Per Melee: 5 

Education Level: High School 

Scholastic Bonus: +5% 

Skills of Note: Art 60%, Photography 60%, Research 75%, 
General Repair 60%, Hand to Hand: Basic, Running, Athlet­
ics, Swimming 75%, Pilot Automobile 73%, and Basic Math 
70%. 

Secondary Skills: Pilot: Race Car 67%, Pilot: Boat/Motor-types 
75%, First Aid 65%, Computer Operation 60%, W.P. 
Auto-Pistol, W.P. Knife, Streetwise 36%, Prowl 45%, Pick 
Pockets 45%, Pick Locks 50%. 

Appearance: AfTican-American male with a shaved head. He is 
quite a fashionable dresser and always wears gold jewelry. 

Occupation: Founding member and leader of the Motown Ma­
niacs. 

Favorite Weapons: Gold-plated auto-pistol. 

Veh icle: Sports car. Loves fast cars and drives an excessively 
fast Trans-Am. 
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Money: Earns about 2D4x$1,000 a week and always has $3,000 
in savings hidden under his mattress. The rest he spends on 
cars, women, jewelry and just having a good time. Live fast 
and die hard is his motto. 

Burnout and Dusty 
Both Burnout and his biological twin sister, Dusty, have been 

in and out of foster homes for their entire lives. They never 
knew their biological parents, who were killed in an automobile 
crash just a few days after they were born. Both have been ar­
rested as minors for relatively minor offenses, such as shoplift­
ing, curfew violations, and trespassing, but have no felonies -
yet. 

They dreamed of someday becoming entertainers and ran 
away from their last foster home at age 16. They had been living 
on the streets with other teenage runaways until about a year 
ago, when they met a couple of the Maniacs at a party. 

The two are inseparable and are willing to risk anything to 
protect the other. Conversely, there is a certain degree of sibling 
rivalry. When the two do get into an argument, it is best to stay 
clear and let them cool down. They both have quick tempers, 
but are just as quick to apologize to one another. Outsiders who 
interfere will face the wrath of both. 



Burnout 
Real Name: Robert McDougall 

Aliases: Burnout, Robby and Mac. 

Alignment: Aberrant. 

Hit Points: 35, S.D.C. 35. 

Weight: 1751bs (79 kg), Height: 6 foot (1.83 m). 

Age: 18 

Attributes: I.Q. 12, M.E. 12, M.A. 12, P.S. 18, P.P. 14, P.E. 14, 
P.B. 14, Spd 24. 

Disposition: Like his sister, he is quick tempered. He always 
seems angry or pissed off about something and always ready 
and looking for a fight. Not much ofa sense of humor. Tena­
cious and single-m inded. When someone double-crosses him. 
he can think of nothing else but vengeance. 

Experience Level: 4th 

Combat Skills: +3 roll with punch/fall, +2 pull punch, karate 
kick does 2D4 damage, and snap kick does I D6 damage. 

Attacks per melee: 5 

Combat Bonuses: +3 damage, +3 parry/dodge 

Super Power Category: Mutant: Control Elemental Force: Fire. 

Super Abilities: Fire-Blast, Spontaneous Combustion, Fuel 
Flame, Create Flame Wall, Extinguish Fire and Create 
Smoke. 

Education Level: Street-schooled. 

Skills of Note: Streetwise 50%, Prowl 50%, W.P. Knife, Con­
cealment 36%, Pick Pockets 45%, Cook 55%, Sew 60%, 
General Repair 55%, Literacy 50%, Basic Math 65%, and Pi­
lot Automobile 68%. 

Secondary Skills: Hand to Hand: Basic, Running, Swimming 
70%, Climbing 60%/rappelling 50%, General Athletics, Land 
Navigation 52%, W.P. Revolver, and W.P. Auto Pistol. 

Appearance: Irish American with curly red hair, mustache and 
is often unshaven. Blue jeans, T-shirts and tennis shoes are 
his common wardrobe. 

Occupation: Member of the Motown Maniacs. 

Weapons: Always has a gun and at least two knives hidden on 
him. He never knows who might cross him next. 

Vehicle: Currently drives a ten year old Camara that he likes to 
think of as a "classic." 

Money: 3D6x$100. 

Dusty 
Real Name: Elizabeth McDougall 

Aliases: Dusty, Liz, and Libby. 

Alignment: Aberrant 

Hit Points: 30, S.D.C. 35. 

Weight: 135 Ibs (61 kg), Height: 6 foot (1.8301). 

Age: 18 

Attributes: I.Q. 12, M.E. 12, M.A. 12, P.S. 14, P.P. 17, P.E. 14, 
P.B. 20, Spd 22. 

Disposition: Seductive but quick tempered. One minute she can 
be affectionate and the next thing you know she is stabbing 
you with a knife. Very self-conscious of her looks and ap­
pearance. 
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Likes to flirt, which often gets her victim in hot water with 
her overprotective brother. Very charming and has a fairly 
good sense of humor. 

Experience Level: 4th 
Com bat Skills: +2 roll with punch/fall, +2 pull punch, karate 

kick does 2D4 damage, and snap kick does 1D6 damage. 

Attacks per melee: 5 

Combat Bonuses: +1 strike, +3 parry/dodge. 

Other Bonuses: 50% charm/impress. 

Super Power Category: Mutant: Control Elemental Force: Earth. 

Super Abilities: Wall of earth, tower of earth, hurl earth, quick-
sand, rend earth, sand/dust stann, and encase in earth/snare 
target. 

Education Level: Street-schooled. 

Skills of Note: Streetwise 50%, Prowl 50%, W.P. Knife, Seduc­
tion 35%, Pick Pockets 45%, Palming 40%, Sing 55%, 
Dance 50%, Art 55%, Literacy 50%, Basic Math 65%, and 
Pilot Automobile 68%. 

Secondary Skills: Hand to Hand: Basic, Running, Swimming 
70%, Climbing 60%/rappelling 50%, Cardsharp 44%, Con­
cealment 36%, Pick Locks 50%, and Land Navigation 52%. 

Appearance: Irish-American. Tall, slender, long-legged with 
red hair. Could pass for a professional model. Loves wearing 
black leather clothes and outerwear. 

Occupation: Member of the Motown Maniacs. 

Weapons: Always has one or more knives hidden on her. 

Vehicle: Shares a ten year old Camaro with her brother. 

Money: 4D6x$1 00. 

Wizzer 
Wizzer comes from a wealthy family; both of his parents are 

attorneys. He was raised in the best educational environment 
possible, but left home because his parents were too overbear­
ing. One day he just snapped, dropped out of college and moved 

out on his own. His parents are unaware of his criminal activi­
ties and would be horrified to learn the truth. Moreover, they 
would go to great lengths to cover it up. 

Wizzer is a member of the gang because it makes him feel 
important. He has always been a nerd, a loner and social outcast. 
It feels good to be wanted and treated as someone special. Plus, 
he has a crush on Crash ley whom he met over the Internet. As a 
result of his crush, he has learned some of the same skills in or­
der to impress her and has opportunities to talk to her about 
common interests. So far, she has been ignoring his advances 
and brushes him off with a quick, snippy remark or cold silence. 

With Crash ley's help, Wizzer has acquired technical plans 
for all kinds of new and experimental devices. The gang does 
not yet fully realize the full potential of Wizzer's information 
and the power that these devices could provide the gang. In­
stead, they have been focusing their efforts on easier petty 
crimes, using Wizzer mainly to maintain and enhance their vehi­
cles, bypass alarms or pick difficult locks. With the help of 
Wizzer and Crash ley, however, the gang has the potential to 
steal just about anything, anywhere, at any time! Truly becom­
ing super-villains and a major criminal force if they ever live up 
to their potential. 



Real Name: Terrence Williams 
Aliases: Wizzer, Whiz-kid and Jack (as in jack-of-all trades). 

Alignment: Anarchist 
Hit Points: 25 , S.D.C. 35 

Weight: 135 Ibs (61 kg), Height: 5 foot , 9 inches (1.75 m). 

Age: 20 

Attributes: I.Q. 24, M.E. 12, M.A. 12, P.S. 12, P.P. 10, P.E. 10, 
P.B. 10, Spd 10. 
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Disposition: Shy and naive, avid reader. Lets people push him 
around too much. The security of the gang is very anractive 
to him. No one will mess with him as a member of the Mo­
town Maniacs or they face the wrath of the entire gang. 

Experience Level: 4 

Com bat Skills: Just Weapon Proficiencies in Revolver and 
Auto-Pistol. 

Attacks per melee: Three. 
Bonuses: + 10% on all skills. 

Super Power Category: Hardware: Mechanical Genius. 
Education Level: Two years of college. 
Scholastic Bonus: + 15% 

Skills of Note: Hot Wiring 98%, Building Super Vehicles 
102%, Recognize Vehicle Quality 80%, Basic Mechanics 
90%, Weapons Engineer 85%, A ircraft Engineer 85%, Me­
chanical Engineer 85%, Auto Mechanics 80%, Robot Me­
chanics 75%, Locksmith 75%, Read Sensory Equipment 
85%, Basic Electronics 70%, Advanced Math 101%, Pilot 
Automobile 98%, Pilot: Race Car 97%, Pilot: Airplane 96%, 
Basic Math: 10 I %, Computer Operation 85%, Research 
95%, Surveillance Systems 75%, Writing 70%, Chemistry 
75%, Astronomy 70%, Astrophysics 70%, and Analytical 
Chemistry 70%. 

Secondary Skills: W.P. Auto-Pistol , W.P. Revolver, Cook 
65%, Sew 70%, First Aid 75%, Holistic Medicine 50%, Ra­
dio: Basic 75%, Television/Video 51 %, and Language: 
French 80%. 

Appearance: White-bred suburbanite. Wire-rimmed glasses, 
slicked back hair and wears a leather jacket that is too big for 
him. He definitely looks out of place when compared to the 
other gang members, like a little kid playing dress-up. Very 
youthful looking (looks about twelve) and clean shaven. 
Grew up in a rich suburban neighborhood, so he does not 
have a hardened street look or sense about him. 

Occupation: Member orthe Motown Maniacs. 
Weapons: Revolver or auto-pistol, whatever the gang has in 

abundance. 
Veh icle: Small sports car. 

Money: ID6x$ 10,000 dollars. Spends a lot of money on gad­
gets and lays, which he views sort of as inanimate pets. 



Into the Shadows 
Palladium fanta~y RP6' 

By Jon Thompson 

First Apperared in The Rifter® #12 

·· .. . ol1d mighty Osiris/ell to (he ground, 

His body limp and broken. 

Over him loomed the treacherous Sel, 

Dllce brother to the/allen god 

Mighly Set grinned with the leelh a/the Hye"a.. 

And in his hanel, dripping with blood, 

He held a blade. 

Behold. .. il \Vas Ihe assassin's blade!" 

- Third Comic/e, The Tale of the Wanderer. 

It is the oldest crime and the oldest profession. Murder and 
assassination. Among every civilized culture they have long 
been banned as illegal, and the consequences for perfomling 
such actions are grave indeed. Those caught seldom escape with 
their lives. But that obstacle has not stopped the assassin. It 
never has, and never will. 

Assass ins are a special breed of warrior. They have sacrificed 
their skills of open and varied combat for those specializing in 
strictly close quarters and death. The blade of the assassin is re­
garded uni versally as the deadliest blade of all. They are killers 
in the purest, most base form , and they are killers for hire, will­
ing to do the job that no one else will perform. A II for a price. 

The skills that an assassin must learn are a special and arcane 
art . They have been passed down from assassin to assassin for 
centuries. Rarely are these abilities seen by anyone else in the 
wor ld, and when they are, those who witness them usually don't 
live to tell about it. Speed , subterfuge, and power. Every assas­
sin li ves by them, and to complement them, the assassin has his 
own brand of specia l skills and equipment. 

Detailed here is just a sampling of the assassin's many sur­
prises, as well as a few considerations for those who might bear 
assassination in mind as a future occupation. But, as just stated, 
this is only a sample. The art of the assassin is a mysterious one, 
and even among assassins those secrets are guarded vigi lantly. 

The Assassin's Code 
One of the 1110st interesting things about assassins is the bi­

zarre code of personal honor that a great many of them adhere 
to. This is no code like that which knights and palladins call 
chivalry, nor is it any code of justice that ordinary citizens may 
abide by. The code of the assassin is unique. The simple fact 
that professionals who perform an act so vile could hold to any 
sort of code is amazing, ye t it is done. 
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Optional Source Material for Assassins 
in the Palladium Fantasy RPG® 

in many senses this code is necessary. When you ' re in a pro­
fession so risky, there need to be certain ground rules. These 
rules do a lot of things. They give the assassins' cliente le a sense 
of security that makes business possible. The code also helps to 
keep things under control. Murder can be a messy business, and 
without limitations , the assassins would quickly find loca l gov­
ernments clamping down and stomping them out. The code also 
helps to keep assassins from actively competing against each 
other. Without limitations , competition in this business would 
get quite messy. 

In short, murder is a tricky business, and without an unspo­
ken set of I imitations things would simply get Ollt of hand. The 
code of the assassin thus becomes not a thing of choice, like the 
code of chi valry taken by knights, but of necessity. The assassin 
is a predator in a dangerous world, and his honor is all he truly 
has to protect himse lf. 

The aspect of this code being unspoken is very important to 
mention. In no part of the world is this code openly talked of or 
even acknowledged. Like the assassin himself, the code is never 
seen nor heard. It is simply obeyed. 

Of course, enforcing a code that is never acknowledged or 
spoken of becomes something of a mysterious business. Simply 
put, a professional assassin knows how to carry himself. Those 
assassins who trot about violating the code excessively tend to 
disappear. What exactly happens to them , no one knows. 

This being as it is, there is still a lot of variance as to how 
this code is carried Ollt. It varies upon the spec ific type of assas­
sin. Military, court, and religiolls assassins wi ll all have their 
own special additions to the code that m1lst be followed. Re­
gional variances occur a great deal as we ll , as taboos vary from 
place to place and culture to culture. And, of course, a lot of it 
will depend on the individual assassin. Those of Aberrant align­
ment might follow a very intricate and elaborate code, while 
Anarchist characters might follow little code whatsoever. 

Below is a general list of provisions commonly covered by 
an assassin 's code. 

The Killer 
Never reveal your identity . 

Never reveal the identity of another assassin. 

Never turn in a fellow assassin. 

Never attack a fellow assassin, unless he is a contracted tar­
get (many won't even do this). 



The Client 
Never reveal who you work for. 

Never reveal anyth ing about who you work for. 
Never ask why. 

Clients who fail to pay their dues will be killed, tortured, or 
worse. 

The Mark 
Show no mercy. 

Never take a bribe. (I.e. once a mark has been contracted, no 
amount of payment or negotiation can withhold his death. Only 
the client can cancel the contract.) 

Never take a mark that is beyond your ability. 

The Kill 
Never get caught. 
Exercise discretion at all times. 

Never harm bystanders. 

Leave no incriminating evidence. 

Never do that beyond which your client pays you to do. 

Payment 
Assassins are renowned for working on credit. The simple 

reason for this is because they can. If their client later decides 
that he doesn't want to pay, then he'll be killed. It's that simple, 
and the clients know it. This credit can be cashed in at anytime 
and in any fashion. Sometimes it may mean fronting the full 
payment for a kill at the drop of a hat, or it might mean harbor­
ing a person or an item for a night, lending the assassin an im­
portant item, or bestowing a simple favor. 
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Although assassins in this position have the ability to extort 
quite a bit !Tom their clients, they never do. A professional as­
sassin will never abuse his credit. In fact, most favors and odd 
payments taken by assassins will seem deceptively cheap. A 
foolish client will think he is getting a great deal, while a wise 
one will realize that his simple action has most likely played an 
important part in a much grander scheme. 

Types of Assassins 
Presented below are a series of five sub-classes or specializa­

tions available to the Assassin O.C.c. Each has its own 
strengths and \veakness and will gain bonuses and penalties ac­
cordingly. 

Court 
Although it is never acknowledged openly, most notable pol­

iticians, rulers, and persons of power keep assassins in their per­
manent employ. These individuals find themselves manipulating 
powerful forces on a daily basis, and they !Tequently run into 
powerful problems. One of the ways to fix those problems is 
through murder. Most often, the targets of these assassins are 
less notable individuals than might normally be imagined. 
World leaders don't often assassinate each other, but they do as­
sassinate each other's hirelings and other lesser folk foolish 
enough to stand in their way. 

Even with such a workload, these types of assassins usually 
find themselves less busy than most others. For that reason, their 
duties are sometimes extended to include things such as kidnap­
ing, robbery, spying, and other dark, shady types of duties, 
which gives the court assassin a much more rounded-out base of 
abilities. In addition, due to the usually large budgets of their 
employers, court assassins tend to sport very fine equipment. 



Bonuses: + 1 O.C.C. Skill at leve ls one, five and ten. + 1 Sec­
ondary Skill at leve ls two, six, eight and twelve. 

Penalties: Must be loyal to and always answer to a specific 
lord. +200 experience required to gain a level at levels one 
through fi ve, + I 000 at levels s ix through ten, and +5,000 at lev­
els eleven through fifteen. Slow advancement is due to lack of 
activity. 

Freelance 
In 1110st places of the world , freelance assassins are the most 

common. These assassins are those bold enough to strike out on 
their own , selling their services to the highest bidder. The going 
is usually a lot rougher for a freelance assassin, but the payoffs 
can be 111uch higher. They have no permanent empl oyers to an­
swer to or guilds to pay tithes to. Being th at they are lIsually less 
tied down, free lance assassins make th e best type for player 
characters. Their motives for murder are as varied as their tech­
niqucs of killing. 

Bonuses: They are free to do as they plcasc. Answer to no 
one. 

Penalties: Don ' t necessarily have steady work, resources, or 
anyone to back them up when things get rough. 

Military 
Assassins are employed by annies all over the world. In 

some areas these so ldiers are regarded with high honor, whil e in 
others they are shunned and kept secre!. During peacetimc their 
du ties are rather limited, and most will usually have another pro­
fession or function that they pcrfonll. During wartime, however, 
the military assassin always has his hands full. These assassins 
are often times deployed as spec ial forces fighters (like modern 
day SEALS or AmlY Rangers). Their duties may vary from tim e 
to time, but their primary functi on is always the samc - murder. 
These assassins also tend to be equipped with very good weap­
onry. 

Bonuses: +3 \Veapon Proficiencies, plus any 2 Physical 
O.C.C. Ski lls, plus any I Military O.C.c. Skill. + I 10 st rike, 
parry, dodge, and damage. 

Penalties: Domestic Sk ills: none. Communi cat ions: Cryp­
tography and Sign Language only (+ I 0%). Note that Language 
and Literacy are still available under Sc holar/Technical. Player 
is restricted to Aberrant alignment only. Must be loyal to their 
anny and commanders. Dissension is regarded as highly suspi­
cious and is absolutely NOT tolerated. 

Guild 
Assassins ' guilds are not your typ ical type of guild. For one, 

they tend to be very small. The reasoning behind this is very 
simple. If the guild were large, th en they would constantly need 
to be finding things for their members to do, and by that we 
mean people to kill. In a brutal world, murder is comInon, but 
not that common. Just as a predatory animal's population will be 
determined by the population of its prey, so will the size of an 
assassins' guild be detennined by the size of the city it inhabits. 

In practice these tend 10 be more like professional alliances 
than guilds. In a given city there will usually be two or three top 
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assassins. These assassins and their apprentices might gather to­
gether and operate for each other's bettennent under a fomlal 
agreement. The advantages of joining an assassins ' guild can be 
great. The member has instant access to the resources of the 
guild as well as the experience of his superiors, which is not to 
mention the steady stream of work that the guild fetches. The 
negatives are that the member must now answer to the guild for 
everything. He will get paid for everything he does, but he must 
also pay his dues. In addition, most assassins' guilds don ' t have 
an open door policy on leaving the guild. Like th e Mafia, there's 
only one way out ofa guild. 

Bonuses: -200 total experience required to gain a leve l, at 
leve ls one through fiv e, -1000 at leve ls s ix through ten, -5000 at 
leve ls eleven through fift een. Fast advancement is due to inti­
mate trainin g direc tly under experienced masters. 

Penalties: They are absolutely loyal to the guild , and when 
we say abso lutely. we mean absolutely. They must answer to the 
guild for all of their actions, without exception. The penalty for 
tran sgressing against the guild 's laws (no matter how slight) is a 
very slow and very painful death (and if anyone in the world can 
make good on this threat it's these guys). Note that this res tric­
lion can make this class variation vel)' difficult for players to 
play. 

Religious 
In a world where there's a god for nearly every occas ion, it 's 

no surprise that th ere's a god for assass inat ion. Of course, the 
next logica l stcp will be that this world will also have individu­
als who worship not only the god of assassination, but assassina­
tion itse lf as well. Religiou s assassins are renowned as the 1110st 
deadly in the world. They do not kill for profit or personal gain. 
They kill because they believe in killing. These assassins will al­
ways be willing to lay everything down to score the kill , and ab­
so lutely nothing will stop them short of death (and sometimes 
not even that). And of course that 's not to mention the fact that 
most of these killers wi ll have the bless ing of a god on their 
side. 

These sorts of assassins vary a great deal , even within indi­
vidu al reli gions. Among those notabl e are members of the 
Church of Darkness, thc Cult of Set, worshipers of Panath, wor­
shipers of Tark, and the Cult of Rabdos the Strangler. Individual 
assassins may be lone killers, acting out by themselves for the 
will oftheil" god, or they might be a mcmber ofa church or cult. 
Many of these individuals and organizations se ll th eir services 
out fo r hire. while others kill stric tly for religious purposes. 
Most do a bit of both. 

Bonuses: When performing an assass ination they gai n all of 
tile· bOllliscs of a Pr-ayer of Strength of the Damned. That 's +6 to 
save vs Horror Factor, +2 on ALL other saving throws, + I 0% 
on tum dead (if they already have the ability), + I to spell 
strength (if they can cast), +4 to damage, + I to parry and dodge, 
and +8% to summon minions of darkness (if they already have 
(he ability). For assassins with a dual O.C.C. that already grants 
them the prayer ab ility, thi s bonus doubles (that 's right, doubles) 

the effects of it. In order to gain the doubled bonus, though, the 
priest must first use the prayer successfully as a priest ability. 
Otherwise, the bonus is as nonnal. Note: These bonuses apply 
on an intended assassination, not just any old strike from behind 
or similar auack. 



Penalties: The assassin must perfonn sacrifice and penance 
as per the Priest of Darkness O.C.C. In addition, the assassin is a 
complete fanatic, and will stop at absolutely nothing to kill a tar­
geted opponent. Note: This also applies only to opponents di­
rectly targeted for assassination. 

Skills and Equipment 
One of the most fascinating things about the world of the as­

sassin is the mysterious and deadly array of weapons, skills, and 
items that they use to kill their targets. The skills and items pre­
sented here are deadly and powerful, but to most of the world 
these things remain completely unknown. The only person an 
assassin shares his secrets with is his mark, and they seldom live 
to tell of them. However, the items presented here are only a 
small sampling of the vast armory that assassins around the 
world use to complete their tasks. 

It is very important to note that this equipment is not nor­
mally available to non-assassins. An assassin will NEVER sell 
or give away his equipment, and he will furthermore never re­
veal where he got it. The only way a normal person could ever 
hope to get their hands on some of this stuffwould be to kill the 
assassin and take it, a task much easier said than done. 

The same goes for the assassin's skills. The world's assassins 
·have not spent hundreds of years keeping this knowledge secret 
just to pass it off to any old player character that comes along. 
These skills are simply never taught to non-assassins. 
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New Skills 
Fast Talking: The fine art of deception. Simply put, this is 

the skill of getting people to buy into things that aren't true. As 
it would be used by other classes, this would involve tricking 
the victim into a scam that will part him with some of his cash 
or other hard earned valuables. The assassin, however, uses this 
skill in its rawest sense - deception. The assassin often times 
finds himself in positions where he must come up with a story 
quick or his cover will be blown. Most often, it goes hand in 
hand with the assassin's mental affinity and skill in acting. Base 
Skill: 20% +4% per level of experience. 

Blind Fighting: A very important skill for the assassin, it al­
lows him to fight enemies in complete darkness (or completely 
blinded). For the assassin this is essential. More often than not, 
he must fight his opponents in dark andlor crowded spaces. This 
skill removes all negatives received by being blinded or fighting 
in darkness. This skill only applies when the assassin is fighting 
an opponent or opponents in his immediate vicinity (within five 
feetll.5 m radius). The assassin receives full negatives against 
all opponents beyond the five foot (1.5 m) radius. Base Skill: 
25% +5% per level of experience. A failed skill roll means all 
negatives are in full effect. The assassin receives a penalty of 
-30% when fighting alien or unfamiliar opponents. 

Listening and Awareness: Sharp ears are important features 
for an assassin to have. These killers operate in total silence, and 
doing so gives them an incredibly heightened sense of hearing 
and awareness. This skill allows them to hear and sense things 
that other characters cannot. In most instances the assassin must 
actively use this ability to gain its bonuses, but characters will 
find that sometimes (like when prowling) they fmd themselves 
kicking this ability in almost subconsciously. Base Skill: 16% 
+4% per level of experience. 

Security Systems: This skill has a very modern ring to it, but 
its applications in a fantasy realm are very real. Every castle and 
medieval keep has some form of security. This skill gives the 
character a strong sense of the layout and design of such secu­
rity systems. The assassin will have a better understanding of 
how traps are laid out, what magical enchantments may be in ef­
fect, and how to gain proper entry into a perimeter. Note: 
Though this skill may cross over into the territory of runes and 
magical wards, it does not give the character the ability to read 
or interpret them. He only gains a general idea of their purpose 
and their function as a part of the security system as a whole. 
This skill also does not give the character the ability to detect 
traps. He must find them first with the appropriate skill. Base 
Skill: 20% +5% per level of experience. 

Backstab: Astute O.M.s will notice that assassins no longer 
receive the big bonuses to backstab that they used to in the First 
Edition. As a matter of fact, assassins no longer receive a back­
stab at all. The reason for this being taken out is quite obvious: 
game balance. Assassins with big backstabs can tear other char­
acters and NPCs apart. However, some O.M.s may still want 
this aspect kept in their game (after all, isn't that what assassins 
DO?). Thus, it is presented here as an optional skill available to 
assassins only. 

Certain conditions must be met for a backstab to take place. 
First of all, it must take place from behind, and only behind. 
Only one backstab may be performed per round, and the enemy 



must be unaware of the assassin's presence or current location . 
A successful Prowl skill must be performed for the backstab to 
be successful. If the Prowl fails, then the attack is considered a 
normal one. Note that more often than not, an assassin will only 
be able to use a backs tab on any given target once per battle, as 
the enemy usually becomes quite aware of the assassin's pres­
ence after the first attack. A backstab may only be used once on 
prone opponents. 

It is important to make the distinction that a backstab is not 
just a strike into someone's unprotected rear vital points. This 
sort of attack is covered by W.P. Vital Points (see below). The 
backstab is a combination of a critical strike and a surprise at­
tack, which is what gives it such power. 

Note again that this skill is ONLY to be used with the G .M.'s 
permission. Bonus: Assassins gain an additional critical attack 
modifier of x 1 to damage at levels three, seven, twelve and fif­
teen. So, a third level assassin would have a backstab modifier 
of x2, a seventh level assassin would have a modifier of x3, etc. 
This modifier applies only on a backstab and is factored in after 
all other damage has been calculated. 

W.P. Vital Points: This deadly skill is restricted to assassins 
only. It gives the assassin knowledge of all appropriate vital ar­
eas of his opponents. The assassin can use this ability to maim, 
cripple, or kill his opponents in countless ways. Bonuses: +4 to 
strike on a called strike, knockout/stun on an unmodified roll of 
15-20, OR critical strike on an unmodified roll of 18-20. The as­
sassin gains only one of the bonuses listed and must call which 
type of bonus before he strikes. Please note that the assassin 
must have the appropriate ability before he can gain a bonus to 
it (e.g. he must have a critical strike before he can lower his crit­
ical strike). Penalties: Every time the assassin uses this ability it 
costs him an extra attack. This skill requires careful analysis , 
which soaks up extra time. 

The Assassin's Arsenal 
Poisons 

Of all people, assassins are the most knowledgeable of and 
the most deadly with poison. For them it is a natural means to an 
end. Being that they use it so widely, the assassin has access to a 
wider variety of poisons than the common individual. The fol­
lowing poisons display a varied array of effects for the assas­
sin's varied needs. It must be noted that these are poisons for 
assassins only. Individuals without proper contacts and creden­
tials have absolutely no access to these substances. 

Ingestive poison: Somnibus: This poison causes victims to 
fall into a deep slumber from which they cannot be woken. The 
sleep lasts 406+6 minutes, but victims are groggy for another 
104 hours afterwards. While groggy, they suffer 1/2 normal me­
lee actions per round, -8 to initiative, -6 to strike, parry, and 
dodge, and -50% on all skills requiring meticulous actions or 
deep concentration. This poison is also available in a blood de­
rivative, but is less effective as so. Victims of a blood injected 
dose are at +3 to save. Cost: 1000 gold per application. 1200 
gold per application for blood derivative. 

Ingestive poison: T\'t'ister: This poison causes intense nau­
sea and diarrhea in its victims. The vomiting lasts for 104xl0 
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minutes, while the diarrhea lasts for I D4 hours. After all fluids 
have been expelled, these symptoms turn into dry heaves and 
false alarms, but penalties are not diminished. At this point, 
however, the victim is in danger of suffering from dehydration 
and may suffer penalties as extreme as death if they do not drink 
fresh liquids. While sick, victims are -5 on initiative, and -2 to 
strike, parry, and dodge. Vomiting is so intense that while vom­
iting, victims are all but incapacitated. Victims vomit at fairly 
regular intervals, averaging 104 minutes apart. Cost: 500 gold 
per dose. 

Blood poison: Vertigo: This poison is a tranquilizer. Those 
who fail their saving throw are knocked completely unconscious 
for 104 hours. Those who do save are woozy for 104 minutes 
and suffer -2 to initiative and -I to strike, parry, and dodge. This 
poison is more effective on animals, giving humanoid creatures 
a +2 to save versus it. Supernatural creatures are immune to its 
effects. Cost: 5000 gold per dose; extremely rare. 

Blood poison: XX: This poison is by far and wide the dead­
liest in the world. It is rumored that only two alchemists in all of 
Palladium know how to produce it, and only a handful of assas­
sins have ever used it. Those unfortunate enough to be injected 
with it must save versus poison or die. Those who pass their 
save are completely unafTected. All victims are -4 to save. Cost: 
This poison is so rare that it is typically not purchased with mere 
gold. Its estimated value per dose would be in the hundreds of 
thousands. 

Blood poison: Greaser: Greaser is an additive that is used in 
conjunction with other poisons. If used properly it raises the ef­
fectiveness of any given blood poison, making victims even 
more susceptible to its effects. The assassin must make a suc­
cessful Use Poison skill check to see if he can mix it properly, 
and even then there is a chance that the Greaser will be incom­
patible with the poison. Compatibility is based on percentage 
and poison strength. Weak poisons have 80% compatibility, 
moderate strength poisons have 50% compatibility, and deadly 
poisons have only a 20% compatibility. When used effectively, 
the substance's effect is to lower the saving throw of the victim 
by -3. Cost: 800 per dose. 

Ingestive poison: Pauser: This is a poison very similar to 
Greaser. It is used in conjunction with ingested poisons to delay 
the onset of their effects. It can delay the effects of the poison 
from I to 8 hours (in increments of a half hour) from the time of 
ingestion. Success is determined by a Use Poison skill check. 
The longer the assassin attempts to delay the poison, the more 
difficult it becomes. Characters suffer a skill penalty of -I 0% for 
every hour of delay over four. Like Greaser, the success of 
Pauser is also based partly on compatibility. A II weak poisons 
are completely compatible, mid-strength poisons are 70% com­
patible, and deadly poisons are 50% compatible. Cost: 1000 
gold per dose; rare. 

Note: When using Greaser or Pauser, the assassin mixing the 
poisons has no idea of his success or failure until he tests the 
drug on a living target. Also note that Greaser and Pauser are 
completely incompatible. When mixed together, the two addi­
tives essentially cancel each other out, and end up diluting and 
therefore reducing the effectiveness of the poison. 



Items 
A quick note on the items listed here. Most of these items are 

extremely powerful (at least in the right hands), and they are not 
listed for common public usc. These are assassins' items, and 
1110st of them are only ever available to assassins. Even among 
assassins, most of these items are only available to those at the 
top of the chain. No G.M. should allow this stuff to proliferate 
in his campaign. When a player character sees these items, he 
sholl Idn ' t be sizing them up and speculating on how well they 
might match his wardrobe. He should be running and figuring 
alit how he will survive the next twenty-four hours. 

1. Trisgcr pushed so blade enters larget 

2. Posion enters wound by frec flow or inj ection 

3. Trigger is fCSCI as blade lell.ves wound. 

Venom Dagger: These sort of daggers are available in a 
wide variety of styles and forms , yet the basic function remains 
th e same. They are daggers which carry a secret store of venom 
somewhere within the blade that is injected into anyone stabbed 
by it. They are an excellent means of poisoning a target. Many 
are magical and contain small magical compartments which 
open up upon entering a wound to spill their contents, but there 
are also a wide array of non-magical models. These vary from 
daggers with a simple groove (like a blood-groove) that will 
hold a sappy poison, to those that actually contain a loaded sy­
ringe imbedded inside the dagger. 

Abilities: On a successful attack (i.e. one that draws blood) the 
victim must save versus poison or fall victim to whatever poison 
is contained within the knife. 

Damage: Varies per the individual knife. Usually standard dam­
age. 

Cost: Can vary from 3,000 to 10,000 gold for mechanical types. 
Usually 15 ,000 to 20,000 gold for magical varieties. Both are 
rare. 

Poison Ring: This is a magical item very similar to a Venom 
Dagger, except it is not used to poison wounded victims. It is 
used to stealthily drop poison into an open receptacle, and it can 
be used by assassins to drop lethal doses of poison into an un­
suspecting person' s drink or food. These rings come in three 
prime varieties. The first is a simple mechanical ring, which has 
a small container with a top that flips open (manually) to deliver 
it. The second is the same as the first one, except that it is magi­
cally enchanted so that the top flips open upon a mental com­
mand. The third is a powerful version of the same ring that 
doesn'1 even need to flip open. It is able to teleport the contents 
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of the ring into a nearby container. The only catch is that the 
ring must be physically touched to the container for it to work. 
All varieties carry only one dose of poison. 

Cost: The simple mechanical version runs about 3,000 gold, 
while the magically enhanced mechanical on~ goes for about 
40,000 gold. Both are difficult to find. The third version is ex­
tremely rare (only a few are believed to exist), and would only 
ever be available to someone of great power. TIle estimated cost 
would be around 1,000,000 to 1,500,000 gold. 

Grenades: Grenades are very useful items for assassins. 
With them the assassin can accomplish all manner of powerful 
subterfuge tactics , all with a simple one-shot, disposable device. 
All grenades listed below are magical creations. They are de­
signed to be thrown to the ground and activated upon impact. As 
such , they can be very sensitive devices, going off if the carrier 
suffers any large impacts. Some grenades have failsafe devices 
to prevent this, whereby they are activated by a spoken key 
word and then detonated by impact, but most assassins prefer 
the former type. Calling out magical key words can get one into 
a lot of trouble when trying to be stealthy. Note that the user of 
the grenade is in no way immune to its effects. There are five 
types available. 

Smoke: As per the spell Cloud of Smoke, 10th level spell 
strength. Area of effect: 30 foot (9.1 m) area. Duration: 40 me­
lees. Cost: 500 gold per grenade; uncommon. 

Stun: All within the radius must save versus spell or be 
stunned. Area of effect: 6 foot (1.8 m) radius. Duration: 204 
melees. Those who save are unaffected. Cost: 1200 per grenade; 
uncommon. 

Silence: As per the spell Globe of Silence, 10th level spell 
strength. Area of effect: 15 foot (4.6 m) diameter. Duration: 60 
melees. Cost: 800 gold per grenade; uncommon. 

Blinding Flash: As per the spell Blinding Flash , 10th level 
spell strength. Area of effect: Immediate area. Duration: 2D4 
melees. Cost: 800 gold per grenade; uncommon. 

Stasis Field: A large, invisible globe with all of the effects of 
the spell Immobilize, 10th level spell strength. Area of effect: 15 
foot (4.6 m) diameter. Duration: 20 melees. Cost: 8,000 gold per 
grenade; rare. 

Other Items 
Blinding Flash Amulet: This is a small gem that is usually 

mounted into either a necklace or a ring. It is able to cast 
Blinding Flash five times daily. The effects are as per the wizard 
spell at eighth level proficiency. Cost: 20,000 gold; uncommon. 

Darkness Ring: This is a small , black ring that is able to cast 
a Globe of Darkness about the wearer with a 6 foot (1.8 m) ra­
dius. The user can move about freely in this darkness, but may 
not leave it without deactivating the ring. The darkness cannot 
be penetrated by any means of vision. The user's vision is im­
peded, but only as if by nonnal darkness (i.e. that which one 
would encounter at night). The assassin receives a +30% bonus 
to Prowl in heavy darkness, a + 15% bonus in normal shadows, 
and no bonus in absolute daylight. The user is at +3 to strike, 
and all who attempt to strike the assassin are at -6 to do so, un­
less striking with weapons or spells that affect a large area. 
There is no saving throw versus the darkness , but it may be dis­
pelled by nomlal means. It saves with a spell strength of +2. Du-



ration: A total of 60 minutes of use per day. May be turned on 
and off at will. Cost: 80,000 gold; rare. 

Ring of Silent Stalking: This is an item very similar to the 
Darkness Ring. It is cast in silver with a thin band of black opal 
running about it. It casts a Globe of Silence in a six foot (1.8 m) 
diameter about th e user, and it comes in two versions. The first 
version has an effect identical to the wizard spell Globe of Si­
lence. The second variety is identical to the first, except that 
sounds emitted from outside the globe may pass through and be 
heard by the lIser within. Only sounds created directly within the 
sphere are silenced. The user of either ring receives a + 15% to 
Prowl. There is no saving throw versus either type, but if de­
tected, the globe may be dispelled normally. Both save at +2 
spell strength. Duration: A total of 60 minutes of use per day. 
May be turned on and off at will. Cost: The first variety costs 
about 50,000 gold and is rare. The second runs for about 
250,000 gold and is extremely rare. 

Boots and Gloves of Climbing: These items are available in 
two varieties: magical and non-magical. The non-magical sorts 
are simply boots and gloves with spikes on them that assist a 
great deal in climbing. They afford a bonus of +5% to Climb/ 
Scale Walls per item worn. to a maximum of +20%. However, 
wearing spiked boots wlli Ie walking reduces speed by half, and 
trying to perfonn any actions that require full use of the hands 
while wearing hand spikes reduces the appropriate effectiveness 
of those actions by 50%. It should be noted, though, that these 
items are usually tailored to allow quick and easy removal. The 
magical variety is identical to the first variety, except that the 
claws are retractable. In the boots the claws retract into the sole, 
while in the gloves the spikes retract down into the "sleeve" of 
the glove (along the inner wrist of the wearer). The magical va­
riety may only ever be worn in their respective pairs (two gloves 
or two boots, not one), but gloves and boots may be worn to­
gether for a cumulative bonus for the two pairs. The bonus re­
ceived is + 15% to Climb/Scale Walls per set worn. Cost: The 
non-magical type cost around 1000 gold per pair (high cost due 
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to difficult craftsmanship and the fact that they are suspicious 
items) and are uncommon. The magical variety cost about 
20,000 gold per pair (gloves or boots) and are rare. 

Cloak of Cold Shadows: This cloak is a variation on a nor­
mal Cloak of Shadows. The user receives the normal bonus of 
+20% to Prowl, but the cloak has the additional effect of hiding 
any and all heat that emanates from the wearer' s body, making 
him completely invisible to all forms of infra-vision. Cost: 
36,000; rare. 

Poison Caps: Poison caps are capsules filled with poison 
that are magically implanted in an assassin's body. They contain 
a lethal poison that can be released at any time at the assassin's 
will. The effect is a quick and painless death. These are last re­
sort items, used only by captured assassins who fear the worst. 
The poison is magical and cannot be stopped or prevented by 
any means, nor can it be triggered by anyone else or against the 
assassin's will. Neither can the assassin be forced to use them 
on himself (i.e. via mind control , possession or similar means). 
The caps can be placed anywhere in the body, but are typically 
placed near the heart. These items cannot be inserted into super­
natural creatures or creatures with heavy regenerating abilities. 
Cost: The cost for an independent assassin having these im­
planted would be quite expensive, usually arollnd 300,000 gold, 
most of which covers the complicated surgery. However, this is 
only ever rarely perfonned, and when it is, it is usually at the or­
der ofa powerful guild or similar organization. 

The Good Stuff 
All of the items that follow are rare to the point of being 

unique or nearly unique. These extremely powerful tools are 
things of legend and should be used sparingly and carefully. 
Some, like the Senshut, are even strictly NPC items. Anyone of 
these could easily be the centerpiece of an epic campaign. 

The Daggers of Panath 
There are a lot of Daggers of Panath in the world. Some of 

these items are the real thing, some are fakes , and some are just 
funny pet names. The title "Dagger of Panath" has been applied 
to so many weapons, it would seem pointless to try and sort 
through them. They are starting to become such a nuisance that 
the phrase, "By the daggers of Panath," has become a common 
expression in many parts of the world (second only to "By the 
wits ofThoth"). What is listed here is a version of these weap­
ons that are given to and used by high priests and powerful as­
sassins of Panath. They are considered greater holy weapons. 

The appearance of these weapons varies a great deal, to the 
point where each one is all but unique. However, all bear the 
holy symbol of Panath somewhere on the hilt. 

Abilities: All daggers act as normal daggers , except when in the 
hands of an assassin or follower of Panath. Under all forms of 
scrutiny, magical and non , they appear as normal weapons even 
when in use. A person capable of using it knows what it is by in­
tuition upon picking it up. Each dagger also has the following 
abilities: 

+3 to strike on a backstab. 

Critical Strike (triple damage) fro III behind or an additional 
x2 to the modifier of any user who already has a backstab. 

Critical Strike on a 19-20. 



Raise the M.A. of the wielder to 24. 

Damage: These daggers do between 306 and 606 S.D.C. 

Cost: Anyone who tries to se ll you one of these daggers is seIl­
ing a fake. They are only ever given to the faithful of Panath and 
are useless to most others. 

Shadow Blades 
These dangerous, mystical weapons are swords forged from 

abso lute darkness. They are icons of evil and a bane 10 all crea­
tures of light. Thus, they have become favored weapons among 
the wicked, the vile, and the wholly corrupted. No one knows 
where these terrible weapons came from or how they are made. 
The prevailing theory is that they were constructed during the 
Age of a Thousand Magicks by forces of powerful evil long 
since dead. Today they are quite rare, and only gods, demigods, 
and other extremel y powerful beings of evil have been known to 
use them. 

The blade appears as a deep, black, sword-shaped shadow 
from which darkness itself seems to ooze, enshrouding the blade 
when it rests and arcing behind it as it strikes. The blades may 
only be wie lded by evi l characters. Good characters who at­
tempt 10 !Ouch one take 406 S. D.C. straight 10 Hit Points and 
find that th eir hands pass straight through the blade. Selfish 
characters who lauch one take no damage, but receive a vicious 
chill and lind that their hands pass through it as well. 
Abili ties: 

Compl etely in vis ible in darkness and hard to see in light. 

Wielder is +5 to str ike in darkness, +3 in deep shadow, and 
+2 in light shadow. 

Eterna lly sharp and indestructible. 

+5 damage to all good crealUrcs. Double damage to all angels 
and supernatural creatures of light. 

Damage ranges fTom4D6 S.D.C. to ID6xl0 S.D.C. depend­
ing all blad e type and indi vidual power. 

Cost: \Vou ld be in the millions or tens of millions. These items 
are rare beyond rare and are more likely to be the prizes of epic 
quests. 

Shadow Armor 
The Shadow Armor is a powerful item made by means simi­

lar to the Slmdow Blade. It is a dark , shilllmering suit of mail , 
forged completely of shadow. Like the Shadow Blade, those 
who look upon it fin d it difficult to see, as it is constantly oozing 
shadow 11'0111 all parts. When vis ible, the make of the armor may 
vary from elmin mail to plate, and it may cover the torso only or 
torso, legs, and arms. All suits have a "helmet ," so to speak, 
though the make o f this va ries as well. All suits magically adjust 
to lit any wearer. 

Also like the Shadow Blade, the origin of this item is un­
kn own, though it is believed (and is most likely correct) that 
their histori es are intertwined. 
Abi li ties: 

Shadow Meld: Each su it has the unique ability to allow the 
wearer to both turn into and travel through shadows. The wearer 
can turn himself and everything on his person into a single 
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shadow. The shadow bears a mild resemblance to the original 
self of the wearer, but now seems twisted and distorted in horrid 
ways. In this form the wearer retains all of his senses, but can 
perform no actions whatsoever (other than moving about). On 
the other hand, virtually nothing can affect him. He is impervi­
ous to everything (from weapons, to magic, to psionics) except 
sunlight. Sunlight inflicts 4D6 S.D.C. per round directly to Hit 
Points. Individuals killed in this state will become trapped in it 
pennanently. The ann or itself vanishes into the plane of 
shadow, where it will drift about until it reappears in the physi­
cal world, usually at a random and very distant place. 

Shadow Pass: The wearer also has the ability to travel be­
tween shadows while in this foml as if through a Mystic Portal 
(similar to the "Teleportation" aspect of the spell). The wearer 
may travel between all shadows within a 2,000 foot (610 m) ra­
dius unimpeded. Beyond that radius , the wearer may travel to 
any shadowed location within 15 miles (24 km) which he is per­
sonally familiar with. This power may be used three times per 
day. 

Each suit of Shadow Armor also has all of the following abil­
ities: 

Wearer is completely invisible in darkness. While in dark-
ness, he is impervious to all forms of magical detection. 

Turn into shadow (see above). 

Travel through shadows (see above). 

Wearer can see perfectly in total darkness. 

+30% to Prowl. 
The effects for good and selfish characters touching the ar­

mor are identical to touching a Shadow Blade. 
A.R.: 16, plus attackers are -5 to strike the wearer in darkness. 

S.D.C.: 400, but the aml0r is indestructible . When all S.D.C. is 
depleted all abilities become inert, and it turns into a nomlal 
shadow (still worn by and not removable by the character). Af­

ter eight hours it regenerates all S.D.C. and returns to nonnal. 

Cost: These items are even more rare than the Shadow Blades. 
They can 't be bought with mere gold. 

The Hangman's Noose 
This weapon finds its origins in an ancient tribe of Ogres, 

called the Bilyaga. The Bilyaga were an aberrant band of Ogres 
who had established a safe and orderly tribe in which to live. 
The law of the tribe was clear and simple, and the penalty for 
breaking the law was even simpler. All transgressors of tribal 
law were strangled by the Hangman 's Noose. For decades, this 
tribe had been praised as a hallmark of civilized progression 
among the Ogre people. They had risen above the chaos and vi­
olence that has forever plagued their race. The Hangman 's 
Noose and the law it enforced were what made this short-lived 
society possible. Unfortunately, the Bilyaga were swept up and 
destroyed, like so many other innocents, in the events of the 
Elf-Dwarf War. The only thing that has survived to mark the 
passage of these people is the Hangman 's Noose. 

Unfortunately, these days the Hangman's Noose has fallen to 
a far less noble purpose. It has become a legendary choice 
weapon among assassins. The noose still bears the same appear­
ance it did so long ago. It looks like a common noose, made of 
nonnal rope with about three and a half fee t ( I m) of slack ex-



tending off of it. The on Iy distinguishing mark it bears is the 
tribal logo of the Bilyaga, inscribed upon the coil of the noose. 

Abilities: The noose's effects are very simple and very power­
ful. The noose strangles anyone whose neck it wraps itself 
about. There is no saving throw, and the only way it may be 
stopped is to kill or seriously wound the attacker, a task much 
easier said than done. The noose will magically widen or 
shorten to fit any neck, and it will never constrict about any 
other body part. All attacks made by victims are at a -9 penalty, 
and spell casting is impossible. The attacker must maintain his 
hold on the noose for the entire duration of the strangulation. 
However, the noose magically bonds to the attacker, so the at­
tacker may not be shaken off, though he may let go intention­
ally. The noose will release itself once the victim dies, and it 
cannot be fooled by victims who attempt to play dead. The rope 
itself is completely indestructible. 

Damage: Victims will suffer 3D6 points of damage per round 
for the first four rounds, 606 per round after the fourth, and 
1D4x I 0 per round after the eighth round. All damage goes 
straight to Hit Points. 

Cost: This item has an uncanny knack for finding its way onto 
the black market. When its function is known, the weapon will 
usually sell for several million dollars, however the rope has 
been bought and sold several times in the past as a nannal 
noose. It is a unique item. 

Cloak of Impersonation 
The Cloak of Impersonation is an artifact of legend. It is be­

lieved by most that it is an ancient item forged from the skin of 
thirteen Changelings by a skilled assassin and mage during the 
climax of the Changeling Inquisition. When not in use, it looks 
like a normal blue cloak of typical construction. Under abso­
lutely all forms of detection it appears as a normal gannent 
whether in use or not. 

Abilities: It has one special and unique ability. It allows the user 
to transform himself into the last person who wore the cloak. 
The visible transformation is flawless, and the wearer is able to 
impersonate the victim absolutely perfectly. This is done even to 
the extent that the wearer finds himself knowing all pertinent 
details of the impersonated person's life, mentioning and using 
them without even being aware of it. The cloak will transfonn 
every detai I of the body and can shape itself into any suit of 
clothing necessary. Thus, the impersonation is absolutely seam­
less. 

There is only one catch. The person impersonated by the 
wearer cannot be killed or harmed by the wearer in any way. In 
fact, the wearer finds himself completely incapable of taking 
any action against the impersonated (aside from acting in self 
defense if necessary). If the impersonated is killed, then the 
cloak immediately retums to normal, and the jig is up. 

While the cloak is active, the impersonated individual suffers 
from complete amnesia. In addition, the person impersonated is 
completely immune to the cloak's effects of disguise. This 
means that he's the only person who can see through the illu­
sion. His amnesia will keep him ITom understanding the situa­
tion, but upon seeing the impersonator, the impersonated will 
immediately know that something is wrong with that individual 
and that everyone else is oblivious to it. 
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The enchantment ends when either the wearer of the cloak 
wills it or when one of the two individuals dies. The wearer of 
the cloak will remember absolutely nothing of the impersonated 
individual's life after the spell is over (the knowledge the cloak 
had instilled is gone). 

The cloak is completely indestructible, yet offers no protec­
tion as ann or. All damage done to it mends itself within one 
hour. 

Cost: This item is unique and simply can't be bought. 

Danz, the Mesmerizer 
This ancient weapon is believed to have been first created by 

Braxis, a Syvan assassin and mage during the Elf-Dwarf Wars. 
Braxis is renowned throughout history as one of the greatest as­
sassins of all time, so great that some believe him only to be an 
incarnation of Panath. This, however, is most likely not true. 
Braxis was a key figure in the Elf-Dwarf War, playing both 
sides for what they were worth and leaving a massive trail of 
bloody victims behind him. It is believed that he created this 
weapon for his personal use during the war, however this cannot 
be confirmed. In fact, some believe that the weapon may have 
been created as early as the latter portion of the Age of a Thou­
sand Magicks, as Sraxis is known to have lived for a great span 
of time. There are numerous passages in ancient texts, the 
Tristine Chronicles included, that cite Braxis' involvement in 
events that occurred as much as thousands of years apart. The 
Syvan's fmal death and disappearance are a complete mystery. 
In fact, he may still be alive today. 

The weapon appears as a grey short sword covered in runes. 
Its hilt is nondescript except for a set of three black gems em­
bedded within it that appear similar to onyx. The style of the 
blade is simple yet strange, apparently of a unique or alien de­
sign. When the blade is used in battle it becomes shimmering 
and translucent, dancing about the wielder like a shadow. 

Unlike most rune weapons, Danz does not have an overtly 
manifested personality. As a matter of fact, no one who has ever 
used it has seen its personality fully manifested. By the same to­
ken, no one has ever been able to bond with the sword for a sub­
stantial amount of time. The blade becomes fickle before too 
long with most hosts and finds a way to have itself removed 
from its master. 

Abilities: 

The Taint of Deception: The only definite thing that wield­
ers of the blade fmd themselves feeling is an irresistible urge to­
wards deception. After more than a week, they will find them­
selves lying, cheating, and using underhanded tactics in all that 
they do. Those individuals who have already steeped themselves 
in deception will find their lies and scams spinning well beyond 
their own control. These effects manifest themselves slowly and 
gradually, with the wielder seldom being aware of them happen­
ing. 

This effectively causes a shift in alignment of all wielders. 
Characters of Principled alignment find their alignment shifted 
to Scrupulous, characters of Unscrupulous alignment shift to­
wards Anarchist, while Aberrant and Miscreant characters shift 



towards Diabolic. This change is not as pennanent as 
Braeknaer ' s (see below). Most victims find them selves cured af­
ter several months of sepa ration, however some are never cured. 
This ab ility affects all wielders of the blade, whether they bond 
with it or not, though those who are successful in bonding w ith 
it are far more strongly affected. 

Mesmerism: Anyone who attacks the wielder of the blade 
must save versus mag ic or become dumbstruck with mesmer­
ism. Victims of the mesmerism are completely helpless and will 
stand motion less, taking absolutely no actions to do anythi ng, 
not even to defend themselves. All victims may make one addi­
tiona l save each round to break free from the mesmerism. Crea­
tures who are normally immune to the effects of mesmerism or 
similar enchantme nts sti ll suffer the full effects of this ability. 
Note: This on ly appl ies to those who openly attack the wielder 
or actively counterattack one of the wielder's attacks. Those 
who flee or who strictly defend themselves are not suscept ible. 

Spells: Danz can cast all of the following: Charismat ic Aura, 
Chann, Domination, Compulsion , Words of Truth , Wisps of 
Confusion, Havoc, and Fear. 

Communication: As with all rune weapons, Danz may com­
municate at will via limited telepathy, but it chooses to commu­
nicate sole ly through Empathetic Transmiss ion, as per the 
psionic ability. It may do so at will. 

A note on abilities: Being that Danz has never full y mani­
fested his personality to any wielder, all of the sword's abilities 
are used by the sword independently. The wielder will rarely be 
aware of any of these abilities, and even if he is , they can only 
be used at the sword's discretion. 

P.P.E.: 1102. Regenerates I D6x 10 P.P.E . per hour. 

Damage: I D4x I 0 S.D.C. 

Combat Bonuses: +2 to initiative, +4 to strike and parry, plus 
one attack per round, +3 to save versus psionics and mind 
affecting spells and abilities. 

A lignment : Anarchist. 

Bonds With: Danz can only fully bond with other selfish charac­
ters, a lthough good and ev il characters who attempt to wield the 
blade do not take damage and suffer no penalties other than be­
ing unable to use the swo rd 's abilities. Oddly enough, it is be­
lieved that Danz does not like bonding with selfish characters 
and often times attempts to bond with good or evil characters, 
yet never successfully. 

Cost: This item is unique and cannot be purchased. 

Braeknaer, the Corruptor 
Braeknaer is the companion sword to Danz. It was made by 

Braxis, probably a round the same time that he made the firs t 
sword. Its make is identical , except that the blade is a deep, faint 
maroon co lor. The gems in its hilt are deep red bloodstones. 
Braeknaer performs no visual illusions while in banle. 

Whereas Danz chooses to mesmerize its opponents and fool 
its wielders into lives of deception, Braeknaer chooses to fully 
corrupt its wielders into evi l, malicious beings. The sword is 
able to bond with both good and selfish characters, though it 
prefers good ones. Like Danz, Braeknaer is subtle and crafty , 
but Braeknaer is in no way fickle. It will choose a victim, bond 
with him, and s lowly corrupt his entire being. This corruption is 
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extremely subtle and well planned out, often times taking years 
and years to fully unwind. In fact. the longer it takes, and the 
more complicated the scheme, the more Braeknaer seems to en­
joy himself. 

Danz and Braeknaer have a twi sted and sorted past. They 
currently avoid each other and refuse to work together. This is 
not the result of anything like hatred, but more like brotherly ri­
valry. Neither knows what happened to Braxis. 

Abilities: 

Corruption: Those who bond with Braeknaer suffer two pri­
mary effects. The first is a s low shift in alignment. Anyone 
bonded with the sword will find his alignment shifting, step by 
step, until he becomes fully Diabolical. The amount of time it 
takes for the change to take place varies for each victim, but 
none receive any sort of saving throw. Aside from attempting to 
get rid of the sword, nothing short of divine intervention can 
stop the process once it has begun. And Braeknaer is very 
skilled at convincing his wielders (subconsciously, of course) 
that he is well worth keeping around, despite any changes. 

Usually Braeknaer will leave its victims once the Full trans­
formation has occurred. More often than not it tries to make its 
victims aware of the horrible change they've undergone before 
he leaves, leaving them even more torme nted. 

At the G.M.'s discretion this corruption may be curable, but 
it will take something very powerful, usually along the lines of 
extremely rare magic or another divine miracle. 

Psionics: Braeknaer is a very powerful psychic with all of 
the following abilities: Bio-Regeneration (wielder), Induce 
Sleep, Suppress Fear, Alter Aura, Mind Block, Telekinesis , 
Clairvoyance, Empathy, See Aura, Total Recall, Cause Insanity, 
Empathic Transmission, Hypnotic Suggestion, Induce Night­
mare, Insert Memory, Mental Illusion, Mentally Possess Others, 
Mind Wipe, and Mind Bolt. It is a master psionic and may even 
have additional powers, which it seldom uses. All ps ionics are 
used at 15th level proficiency. 

LS.P.: 1265. Regenerates 106x l0 LS.P. per hour. 

Damage : 6D6 S.D.C. 

Combat Bonuses: + 1 to initiative, +3 to strike and parry, +2 to 
all sav ing throws, and immune to all fonns of mental possession 
by other beings. 

Alignment: Diabolic. 

Bonds With: Selfish or good aligned characters, preferably 
good. Evil characters who attempt to li se the blade will experi­
ence a horrid revulsion to it and will be unable to wield it what­
soever. 

The Senshut 
These mysterious suits of annor are items of incredible 

power and legend. The Senshut (pronounced Se n-Shoot) are of 
an utterly alien design and creation, unlike anything e lse nor­
mally encountered on Palladium. The armor appears as a mass 
of tiny, black, garrotte-like wires that wrap around the wearer, 
completely enshrouding him . The wires are able to flow and ex­
pand about the wearer's body like thousands of prehensile tenta­
cles. 

The origin of the Senshut is unknown. More than likely they 
are the spawn of another dimens ion , come to Palladium by un-



known means. Only two things are known about these suits of 
annor. They are evil, and they are powerful. So little is known 
because no one who has ever seen the Senshut has lived to tell 
about them. In fact, it is suspected that they are not even suits of 
ann or at all, but demonic creatures that possess and corrupt their 
wearers. Indeed, no one who has ever worn this ann or has ever 
been seen or heard from again. 

If viewed as a race, the Senshut are still hard to understand. 
They live life in utter seclusion and darkness. Their supernatural 
abilities make them superb assassins, but to what extent these 
skills are used is unknown. No known race is known to have 
openly interacted with them, and they've never been known to 
interact with any beings likewise. 

Abilities: 

Movement: The Senshut may use its tentacles to climb all 
but the sheerest of surfaces with perfect ability. Their speed 
while climbing is 32. While climbing, the annor is utterly silent. 

Entangle and Strangle Opponents: The armor is able to en­
snare and strangle its enemies. The tentacles have a supernatural 
strength of 40. Opponents with lower strength are overpowered. 
Opponents with higher strength may break free by rolling under 
their strength on a roll of I D20+40. Opponents with a strength 
over 60 are not affected. Victims of strangulation suffer 3D6 
S.D.C. per round for the first four rounds. After four rounds, 
they suffer 6D6 S.D.C. per round. After eight rounds they suffer 
104xl0 S.D.C. per round until death or escape. All damage due 
to strangulation goes straight to Hit Points. Victims too weak to 
break free may escape by causing 200 S.D.C. in damage to the 
attacker within a time span of two rounds. However, victims are 

. -8 to strike. Spell casting is impossible. 

Additional Abilities: The armor is absolutely invisible in 
darkness, and it is impervious to absolutely all forms of detec­
tion, magical and otherwise. The wearer is able to see perfectly 

. in darkness and can see the invisible. The ann or is impervious 
to all normal weapons, fire, cold, and electricity. Magical fire, 
cold, and electricity do half damage. Direct sunlight does 3D6 
S.D.C. per round of exposure. 

Penalties: It is believed that this annor is sentient and ex­
tremely evil. It is thought that anyone who wears the armor runs 
the risk of being permanently possessed by it. 

A.R.: 19. 

S.D.C.: 1000. Regenerates 106xl0 S.D.C. every ten rounds. If 
reduced to 0 S.D.C. the armor becomes inert, but does not "die." 
It will regenerate back to full S.D.C. within three hours. There is 
no known way of destroyinglkilling the annaL 

Cost: This item simply can't be bought. 
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Nightban~· 

New Morphus 
Tables for 
Nightbane 
By Aaron Oliver 

First Apperared in The Rifter® #1 

Running out of ideas for making truly unique Nightbane 
characters? We've got just the thing. Ten new Morphus appear­
ance tables, ranging from wild, to wondrous, to weird. 

Animated Nightbane Table 
This table is for comic or animation-style Morphus fonns. 

This may be considered an Alien Shape table for those OM's 
going by the book. Nightbane with these features may have been 
fans of the types of animation they have become, or perhaps art­
ists of them. A third possibility is that these 'Bane have always 
been (please excuse the pun) highly animated, and that is now 
reflected in their true form. All these fonns are three-dimen­
sional, move freely and as comfortably as the 'Bane's normal 
body. and can be seen from any perspective, as a nonnal person 
could be, they just appear to be cartoons. 

01-12 Pencil and Ink: The Morphus looks like a perfect 
sketch of a person, almost human, except that their body is 
white or off-white (depending on the type of paper used), 
shaded slightly with normal pencil. The primary lines of the 
character and their features will be in black ink. The character 
can even be used as a sketch pad, but any markings made that 
are not normally part of their form will disappear within I D4 
hours. Add 106 to P.B., I to M.A., and 20 to S.D.C. The color­
less fann can be very unsettling. add 3 to Horror Factor. 

13-24 Sketch: This might be considered the predecessor to 
the Pen and Ink above. This Morphus looks like a rough draw­
ing in need of refinement. They will be white or off-white, re­
sembling some type of paper. Their bodies and features are 
made from rough pencil lines. There will be no dark or definite 
features, even in the face, making the character appear to be 
nothing more than a white outline from a distance. Other than 
this, the Morphus resembles an average human with slightly 
blurred features (like being viewed through thick fog) and a 
very pale complexion. Like the Pen and Ink, this image can be 
very disturbing to those looking at it, add 4 to Horror Factor. 
Also add I to P.B. and M.E. and 30 S.D.C. 



25-36 30's Black & White: The Morphus is short, about 
three or four feet tall (I to 1.3 meters), with a large, round head, 
round body, and shorter-than-normal arms and legs. Their 
mouth is large and usually pulled up into a large grin, the eyes 
are large, white ovals with large pupils and no irises, and the 
nose is a ball in the middle of the face. All the character's emo­
tions will be extremely showy and exaggerated. They will have 
large feet and hands with three fingers and toes. Their voices 
will be higher than usual (even males) and they will typically 
enjoy singing and whistling. They are only black and white in 
color. Their clothes will usually only be a pair of shoes and ei­
ther a pair of shorts or a skirt and large pair of panties. Add 2D6 
to Spd., 104x10 to S.D.C. and ID6 to Horror Factor. 

37-48 Comic Strip: The character resembles something out 
of the Sunday funnies. They don't look realistic or human at all 
and may even have shapes that appear to be impossible to be 
3-D. Most (85%) will be in vivid colors. The character may 
even resemble a popular figure in the com ics. One strange effect 
is that when the character talks, it will sound like incoherent 
gibberish, but their words will appear in a bubble above them 
(others must know how to read to be able to speak with the char­
acter). On the plus side, blunt impacts, like punches, falls and 
fiying pans, do no damage! Add 6D6 S.D.C. and 104 to Horror 
Factor. 

49-61 Modern American 'Toon: This is basically the style 
of animation that America has been using for the past 50 or so 
years. The character has large, round eyes (or possibly, the eyes 
are one oval with two pupils), a small nose, three fingers, a thin 
neck, and is either much shorter or taller than the average per­
son. Their bodies may be short and round, incredibly heavily 
muscled, or rail thin. The character's features are done in heavy 
black lines and lack a great deal of detail. The body will have 
relatively little shading, colors being uniform until they are sep­
arated by a line. The head will be disproportionate to the rest of 
the body, either being too large or too small. This form is also 
easily applied to Nightbane with animal features, and these 
Nightbane usually do not wear any clothes. Blunt impacts do 
half damage. Add I D6 to M.A., 1 to P.S. and P.E., I D6 to Spd., 
104x10 to S.D.C., and ID6 to Horror Factor. 

62-75 Japanimation/Anime: This is the Japanese style of art 
that has become incredibly popular in the states. The 'Bane's 
nose is small, almost non-existent. The eyes are overly large and 
well detailed. The mouth is small, but can open incredibly (and 
impossibly) wide, especially when the character is excited or 
scared. The skin is shiny and smooth and, at times, the Morphus 
will stand perfectly motionless, with only their mouth moving to 
talk. The clothes are either futuristic, Japanese, or martial arts 
outfits, or some combination of those. The Nightbane receives 
+ 10% to motionless prowling (hiding), + 106 to P.B., and + I to 
P.P. Add 4D6 to S.D.C. and I D4 to Horror Factor. 

76-84 Child's Doodle: This Morphus looks like it's been 
drawn by a child. The head is a large, squiggly circle, the body 
is a large oval, and the lim bs are crooked lines. The eyes are ei­
ther dots or circles and the mouth is a semicircle filling half the 
face. These characters can bend their bodies in unbelievable 
ways and are completely double-jointed, giving them a +4 to 
roll with punch/fall. The character's coloration is white with the 
lines drawn from pencil or markers and colored in loosely by 
crayons. These Nightbane can acquire any elite talents that re-
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quire a Toy form at one less P.P.E. than normal. Add I to P.E., 
106x10 to S.D.c., and ID6 + I to Horror Factor. 

85-00 Animated Animal: Many cartoon stars are anthropo­
morphic animals. Roll on the Animal Form table to determine 
what type of animal the character resembles or choose one on 
your own. The character will be fully bipedal, with two hu­
man-like arms and hands, a furry but definitely human trunk, 
and a head resembling a cartoony version of the animal. Do not 
roll on a specific animal table! Re-roll on this table, ignoring 
any rolls of 85 or higher, to determine the animation/art style the 
anthropomorphic animal resembles. The Nightbane can acquire 
any elite talents requiring an animal feature. 

Armadillo Table 
For many in the world of the twenty-first century, reality has 

become as trightening as any horror movie (with the possible 
exception of those put out by the Hotchkiss companies). Be­
cause of this, it is not surprising that many simply wish to hide 
away trom the world, or at least not go out without some added 
protection. The armadillo is normally thought of as a walking 
tank, fulfilling these people's need for protection very well. All 
armadillo Nightbane have the ability to tunnel through dirt and 
clay (not loose material like gravel or sand or hard materials like 
rock) at one-third their normal Spd. This leaves a passable tun­
nel behind them, which will normally remain until some heavy 
force causes its collapse (tunnel built beneath roads will nor­
mally collapse within minutes). The exact size of the tunnel de­
pends on the type of Armadillo features possessed. Armadillos 
also have the ability to excavate (hollow out) large, underground 
areas. One cubic foot of dirt per point of P.S. can be removed in 
half an hour. These areas collapse after a few hours or, if prop­
erly reinforced, could be permanent. They can keep up either of 
these activities (digging or excavating) at this pace for two min­
utes per point of P .E. They also have a natural swimm ing skill 
of65%. 

01 -15 Giant Armadillo: The Morphus is an enormous arma­
dillo, measuring over ten feet (about 3 meters) trom nose to tail! 
The thick, plated shell provides an extra 1D4xl00 S.D.C. and if 
they roll themselves into a ball, roughly five feet (1.5 meters) 
across, they take only one-third damage trom any and all at­
tacks, even Darkblades! (No actions can be done while in a ball, 
other than rolling). They can roll at top speed, but have no way 
of seeing where they are going while doing so. Rolling over 
someone does ID8xIO damage. The annadillo's paws are too 
large and clumsy to hold anything or perform skills (-60%), but 
the claws add 4D6 to supernatural P.S. damage. A tail swat does 
supernatural P.S. damage, and a bite only does ID8 damage. 
The armadillo's great size and strength add 10 to P.S. and 6 to 
P.E., but subtract 3 from P.P. and 4 from Spd. The form, al­
though very alien, still seems peaceful to others, adding only 2 
to Horror Factor. These 'Bane leave tunnels approximately 
seven feet (2.1 meters) across while digging. 

16-35 Were-'Dillo: These Nightbane still appear to be large 
armadillos, standing around six feet tall (1.8 meters), but stand 
upright and possess thick, human-like arms and legs. Their thick 
shell grants them an extra 5D4x I 0 S.D.C. and, like the larger 
form, the 'Bane can roll into a large ball and take only one-third 



damage from any attacks. Balls are about three feet (.9m) 
across. Rolling over someone while balled up causes 5D6 dam­
age. Their hands are more claw than finger, causing a minus 
20% to all delicate skills, but adding 3D6 to supernatural dam­
age. A bite does I D6 damage. Their strength is also much 
greater than the average person, adding 7 to P.S. and 5 to P.E., 

but they are slightly clumsy, subtracting 3 from P.P. and Spd. 
They also add ID4 to Horror Factor. Were-'Dillos leave tunnels 
about five feet (l.5m) across while digging. 

36-55 Humanoid Armadillo: These Nightbane could pass 
for human in very bad light, but still possess an elongated nose, 
pointed ears, tough, banded back, stubby tail, and short, black 
claws. Their tough skin adds 2D6x 1 0 S.D.C., but cannot be 
rolled into a ball. Their strength is still great, adding 5 to P.S. 
and 4 to P.E., but subtracting 2 from P.P. and Spd. Their tiny 
claws add ID6 damage to a punch. These 'bane leave tunnels 
about four feet (1.2m) across. Add I D6 to Horror Factor. 

56-70 Shell: The 'Bane, although otherwise human, has a 
tough, armadillo shell growing from his back. It is impossible to 
hide with anything short of a cloak or cape. The shell adds 
5D4xl0 S.D.C. and allows the 'Bane to roll into a ball, like 
above. Rolling over someone does 4D6 damage. The form also 
adds 2 to P.S. and I D4 to Horror Factor. The 'Bane can tunnel 
as well, leaving a three-foot (.9m) wide path behind him. 

71-80 Armadillo Head: The body of this Morphus appears 
to be a totally normal human (as far as Nightbane go), but the 
head has an elongated muzzle. scales, coarse fUT, tubular ears, 
and the beginnings of a shell under the hair. This adds 6D6 to 
S.D. C., I to P.S. and improves perception, adding 3 to any hear­
ing or smell-related, or I to any vision-related roll. A bite does 
ID8 damage. This form adds I D4 to Horror Factor. These 
'Bane can tunnel as well, leaving a three-foot (.9m) wide path 
behind them. 

81-90 Claws: The hands and feet of the Morphus possess 
thick, tough claws almost three inches (8 cm) long. These sub­
tract from accuracy of the hands (-15% to any delicate skills), 
but improve climbing ability (+ 15%) and hand-to-hand damage 
(+2D6 to supernatural damage). They also add 2D4 to S.D.C. 
and I D6 to Horror Factor. These Nightbane can tunnel surpris­
ingly well with just the claws, leaving 4-foot (1.2m) tunnels be­
hind them. 

91-00 Armadillo Centauroid: This form appears similar to 
the Giant Armadillo Morphus, except where the neck should be 
is the waist and upper body of a human. The shell is very tough, 
adding ID4xl00 to S.D.C., but the human torso prevents the 
"Bane from rolling into a ball without seriously injuring them­
selves. They also add 8to P.S. and 6 to P.E., but subtract 3 from 
P.P. The giant claws on the armadillo legs add 3D6to supernat­
ural P.S. damage. A swipe from the tail does normal P.S. dam­
age. The form also adds I D6 to Horror Factor. These Nightbane 
can tunnel well, leaving seven-foot (2.lm) wide tunnels. 

DolphinlWhale Table 
Cetaceans, also known as dolphins and whales, have long 

been popular animals in people's minds. They are intelligent 
and playful creatures, and seem to possess almost human-like 
personalities. All these creatures are mammals and must breathe 
air. All Nightbane with these features can hold their breath for 
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ID6+5 minutes and have an echolocation power, similar to ra­
dar. In other words, they can pinpoint objects in the dark or 
when blinded, and are able to operate perfectly under such con­
ditions. They cannot be surprised by an attack from behind and 
can make strikes against invisible foes with only half the normal 
penalties (they are still affected normally by illusion powers). 
Unless otherwise mentioned, they also have a natural Swim 
Skill of 80%, swimming speed is running Spd plus 50% (Ex: a 
character whose land Spd. is 24 could swim at a speed of36). 

01-15 Full Cetacean: The Nightbane is fully dolphin or 
whale-shaped. The body will be long and tube-shaped with wet, 
rubbery skin and little hair. Their arms have been replaced with 
simple flippers (incapable of manipulating any objects) and their 
legs have become a tail. Exact size, shape, and coloration de­
pend on the species. Dolphins are typically 5 to 7 feet (about 1.8 
to 2.1 meters) long, and receive + ID6 to I.Q., + I to M.A., +3 to 
P.S. and P.E., +4 to P.P. when swimming, +2D6 to Swimming 
speed, +2 to all perception rolls , and + I D6x I 0 S.D.C. Whales 
can range from 6 feet to over 100 feet (about 2 to 30 meters) 
long, though anything over 20 reet or 6 meters, about the size of 
a killer whale, is probably a bit much for a player character. 
Whales also receive +ID6 to I.Q., +1 to M.A., +3 to P.S. and 
P.E., +4 to P.P. while swimming, +2D6 to Spd., +2 to percep­
tion rolls, and + ID6x I 0 S.D.C. For every 2ft (.6 meters) larger 
than 8ft (2.4 meters), add 2 to P.S., + I to Spd., and I D4x5 
S.D.C. These 'Bane possess a natural Swim Skill equal to 98% 
(Spd. as above), but will be helpless on land (P.S., P.P., and 
Spd. all reduced to I and no attacks per melee!) unless purchas­
ing the Air Swimmer talent (allows character to swim through 
the air, as high as twenty feet/6.1 meters above the ground, as if 
they were in the water, the character does not suffer penalties 
from drying out, permanently costs 5 P.P.E. but is always active 
while in Morphus and does not interfere with any other talents). 
In a pinch, these characters can manipulate objects with their 
mouths (-50% to delicate skills, -5 to strike or parry with held 
weapon, cannot use modem weapons like this). A head-butt 
from a dolphin does Supernatural PS damage + 1 D8. A bite 
from a whale does Supernatural PS + I D6. Either animal adds 
I D6 to Horror Factor, + I for whales over 10 feet (3 meters). 

16-35 Humanoid DolphinlWhale: The character still resem­
bles a whale/dolphin, but the tail is replaced by a pair of legs 
with webbed toes and the flippers to the sides have become hu­
manoid arms with webbed fingers (-10% to delicate skills). 
There is still a triangular dorsal fin on the back, and the color­
ation and the head's shape are still definitely animal. The 
Nightbane is roughly human sized (6 to 9 feet tall, or 2 to 3 me­
ters). A head-butt from a dolphin or a bite from a whale does 
Supernatural PS damage plus ID6. Add I to I.Q. and M.A., 3 to 
P.S., P.E., and P.P., ID6 to Spd., ID6xl0 to S.D.C., +1 to all 
perception rolls, and I D6 to Horror Factor. 

36-55 Finned Humanoid: The Nightbane is relatively hu­
man , but has a triangular fin growing from each forearm (how­
ever many arms they may have), as well as on the lower leg, and 
a dorsal fin in the middle of the back. Their fingers and toes are 
webbed as well. The hair is most likely black, blue, blue-gray, 
or white. The character has no visible ears. Fins add +2 to punch 
or kick damage. Add +1 to I.Q. and P.S., +2 to P.P., and +3D6 
to swimming Spd. This form grants +20 S.D.C. and ID4 to Hor­
ror Factor. 



56-70 Exotic Aquatic Humanoid: The Nightbane appears 
mostly human, but has soft skin of a strange tone, webbed fin­
gers and toes, and the hair is black, blue, blue-gray, or white. 
Their eyes also have a strangely exotic nature. The character can 
easily pass for human. Add +1 to P.P., +ID6 to I.Q., + ID8 to 
P.B., and 2D6 to Spd. Add 6D6 to S.D.C. and I to Horror Fac­
tor. 

71-85 Cetacean Head: The 'Bane's body is human, but the 
head is that of a whale or dolphin, complete with blowhole. 
Head-butt or bite does supernatural PS damage plus 1D6. Add 
1D6 to I.Q., +l to M.A., +3 to swimming Spd, +2 to all percep­
tion rolls, and 3D6 to S.D.C. Add I D4 to Horror Factor. 

86-00 Mermaid: From the waist up, this Morphus appears to 
be a nonnal human, but from the waist down is a long, dol­
phin-like tail. The tail is slightly longer than the rest of the body, 
giving the average "mermaid" a length of about 7 feet (2.1 me­
ters). In this form, the Morphus is nearly helpless on land (P.P. 
and Spd. are reduced to 3, halve normal number of attacks and 
no combat bonuses) unless the Air Swimmer talent is purchased 
(see note above). Add 2 to P.S., +3 to P.P. while swimming, 
+3D6 to swimming Spd. and 1D4xIO to S.D.C. Adds 1D4 to 
Horror Factor. 

Enlarged Features Table 
This Morphus form is perfectly normal in appearance, the 

only exception is that one feature is grossly enlarged. The rest of 
the body is perfectly normal in size and shape, unless other 
Morphus features dictate otherwise. A < Bane with one of these 
features usually has a relatively high opinion of themselves, es­
pecially in whatever area that has become "larger than life." 

01-12 Enlarged Cranium: These 'Bane have usually either 
prided themselves on their brainpower or their hair. Either way, 
the head above the eyes has become incredibly large, roughly 
two feet (.6 m) across. This can appear as a huge mass of hair, a 
super-sized forehead, or look like the brain has grown through 
the skull. Add 30% to the character's total weight, add 2D6 to 
the I.Q. and 1D6 to M.E. Add 6D6 S.D.C. and + 1D4 to Horror 
Factor. Despite appearances, these 'Bane have no neck prob­
lems. 

13-26 Bulbous Eyes: The Morphus' eyes are roughly the 
size of tennis balls and bulge from the head. The majority of 
these people have thought their eyes contain a certain charis­
matic power. The eyes themselves can be anything the player 
desires, yellow and cat-like, dark like a rodent's, insect-like, and 
so on. No matter what the appearance, the 'Bane has perfect 
eyesight and extended night vision (range 100 feet or 30 m), 
they also receive a +3 to any vision-related perception checks. 
Add 2D4 S.D.C. and I D6 to Horror Factor. The Morphus may 
purchase any vision related talent at a cost of I less P.P.E. than 
normal (minimum of 1 P.P.E.). 

27-40 Muscular Arms: These Morphus' arms aren't just 
muscular, they're enonnous, and reach down to their knees. 
They have wide shoulders and biceps that are easily as big 
around as their head, however their hands and chest are nonnal 
size and, compared to these giant anns, may even seem smaller 
than normal. These individuals have usually believed their phys­
ical strength makes them important. Add 4D6 to P.S., 1D4x I 0 
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S.D.C., +1 D6 to Horror Factor, and increase the total body 
weight by 50%. The character may purchase any super strength­
related talent at a cost of 1 less P.P.E. point than normal (mini­
mum of I P.P.E.). 

41-54 Enormous Hands: These are people who have always 
depended on their hands to suppott them (boxers, doctors, art­
ists). Their hands have become super-sized, over two feet (.6 
meters) across and three feet (! meter) long! The character can 
grab and hold any man-sized or smaller object simply by mak­
ing a successful roll to strike. The character's gripping strength 
is equal to twice their P.S. attribute (it takes a combined strength 
greater than this to break the captive free). Also, by squeezing 
they can do one point of damage per melee for every P.S. point 
above 15, or they can simply hold the victim until they wish to 
release them. The fingernails (now roughly three to four 
inches17.6-10 cm across) are very tough (A.R. 19) and can be 
used to pany weapons. Finally, add +ID6 to P.S., +ID6x5 
S.D.C., +ID4 to Horror Factor, and increase total body weight 
by 35%. Surprisingly, these large digits do not interfere with 
any of the 'Bane's delicate skills. 

55-68 Swelled Chest: This goes one of two ways, either the 
'Bane's chest is large and muscular-looking, or, for some fe­
males, well, use your imagination. These people have either val­
ued their muscles or. .. ahem, to get them by or at least make 
them attractive, and now these features have been super-en­
hanced to inhuman sizes. Add 2D6x I 0 S.D.C. and the charac­
ter's chest has an A.R. of 8. Increase P.S. and P.E. by 2D4 and 
Horror Factor by ID4. Increase the character's height by ID4 
feet (or 2D6x I 0 centimeters), and double the character's weight. 
This is due solely to the size of the chest; the legs, stomach, 
neck, anns, and head are all nonnal size. These characters will 
have trouble walking through ordinary doors unless they turn 
sideways (and even then, for some). 

69-82 Bulbous Belly: These characters may not have ever 
actually valued their eating ability (then again, some might), but 
this fonn is more representative of gluttonous and greedy peo­
ple. The 'Bane's stomach rolls out in numerous fatty rolls and is 
soft and squishy. Increase P.S. by I D6 and reduce P.P., P.B., 
and Spd. by 1D4. Double the character's weight, and add 
3D6xl0 S.D.C. Any blunt blows to the stomach area, even car 
collisions, do no damage! Increase the Horror Factor by ID6. 

83-90 Boulder Butt: Do I really need to go into detail on 
this one? The Morphus' rear is inflated to the size of a small 
trunk (almost four feetll.2 m across). These people may have 
valued a cute and tight rear, or they may have just felt self-con­
scious about their own posterior. Their weight is increased by 
50% and their P.P. ·is dropped by two points. On the plus side, 
falls do half damage as long as the character lands on his back­
side, the character's S.D.C. is raised by 1D6x10, and the butt 
can be used as a blunt weapon, doing I D8 damage plus P.S. bo­
nus. Add I D6 to Horror Factor. 

9\-00 Giant Feet: The character has valued either their 
speed or footing for years. These loves are now reflected in their 
size 50-EE feet, covered with a second "skin" shoe of the 
player's choice. Decrease the Morphus' P.P. by 1D4, but in­
crease their Spd. by 5D6. A kick from these giant feet does 2D6 
damage and is +2 to penetrating annor. The character also has 
one extra attack per melee, so long as it is used for a kick. In­
crease their weight by 20% and add I D4+3 inches (2D6+6 cm) 



to their height. If using the optional knockdown rules, the char­
acter is + 15% to avoid being knocked over. The character may 
purchase any speed related talents at a cost of I less P.P.E. than 
nonnal (I P.P.E. minimum). Add 2 to Horror Factor. 
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Everglades Table 
For all those Nightbane out there who are as fond of this ex­

pansive wetlands as I am, I have put together a combination of 
the various elements found in the Florida Everglades. Now, I 
don't want anyone out there getting confused: the Everglades 
are not a swamp (they contain a few), they are wetlands. 
Swamps are dank, murky, muddy areas filled with stagnant wa­
ter. Wetlands are brightly lit areas, mostly grasslands, which are 
covered almost entirely by a few feet of water. The Everglades 
are home to hundreds of species of fish, birds, reptiles, and 
mammals and provide valuable breeding grounds for many 
more. 

In the world of the twenty-first century, the destruction of 
these valuable wetlands has continued and, under King Mo­
loch's control, even sped up. It is only natural that among the 
hundreds of people who loyally defend this valuable world, a 
few would tum out to be Nightbane. Their Morphus would then 
reflect this deep love of these almost-magical lands. 

01-15 Gator Man (or Croc Man): Very similar to the Hu­
manoid Reptile in the first book, the Gator Man has a humanoid 
body, although hunched over, but is covered in tough, dark 
green scales. Their head resembles an alligator, with a flat snout, 
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rows of sharp teeth, little or no hair, and eyes set on top. Their 
jaws have become incredibly powerfu l, capable of snapping 
bones easily. A bite does supernatural P.S. damage, plus 2D6. 
Their hands and feet have become webbed, and each finger 
tipped with a powerful claw, adding +3 to punch damage, but 
makes delicate work difficult, -15%. Their long tail aids them in 
swimming, adding 2D6 to swimming speed (natural swim skill 
of 85%). Add 3 to P.S., 1 to M.E., 2D6 to Spd., and I D4x I 0+ 10 
to S.D.C. Their tough hide provides an A.R. of 12 and a Horror 
Factor of 1D6. These Nightbane can purchase any Elite Talents 
requiring an Animal Fonn. 

16-30 Mud-Form: The 'Bane's body is made of thick mud! 
. Iii ·ad-dii'on, smalf plants grow from various areas, sticks and 
twigs poke out here and there, and water drips from them con­
stantly. Like the Plasmoid fonn, the Nightbane can squeeze 
through small openings, slip out of bonds, and physical attacks 
only do half damage. They also do not need to breathe, allowing 
them to walk along a riverbed, or through a poison-gas cloud, or 
survive an airtight room indefinitely. Unfortunately, they con­
stantly drip mud and water, leaving a clear trail wherever they 
go. Add 4D6 to S.D.C. and 1D6 to Horror Factor. 

31-45 Bird Body: The Morphus is that of some sort of water 
bird, particularly cranes, pelicans, ibis, ducks, gulls, and eagles. 



Their bodies, although basically human, have feathers rather 
than hair, dark eyes, and the mouth and nose poke forward 
slightly. Their toes are webbed and they can float on water (ex­
cept eagles) at a speed equal to running. There is a chance 
(1-30%) of wings growing rrom their backs, starting at their 
shoulder blades. It is more likely (31-80%) that the wings grow 
rrom the arms instead. If they have wings, they can fly at a 
speed of 106x10. Excellent vision adds I to initiative and per­
ception. Add I to P.S., 2 to P.P., I to P.E., 3D6 to S.D.C., and 
104 to Horror Factor. These Nightbane can purchase any Elite 
Talents requiring an animal fomn. 

46-60 Air-Boat: So, these aren't part of the natural land­
scape, but they are a necessity if you want to travel through the 
Everglades without damaging it. The Nightbane's body has now 
become grafted with certain air-boat parts so they can do the 
same. Their feet have been replaced by short, metal skis and 
their eyes (and possibly, entire face) have been covered by a 
windshield-like visor. Their entire body is stout and powerful­
looking, but by far, the most noticeable feature is the enormous, 
circular fan mounted on their back. It is almost as large as the 
character is tall and only clears the ground by about a foot (.3 
meters) and is covered by a screen to keep children and small 
animals from accidentally being sucked in. The fan can be used 
to propel the character across water (or underwater), muddy 
ground, ice, and sand at their Spd. attribute plus 2D6x10! By ly­
ing on their backs, the 'Bane can become a sort of hovercraft, 
hovering I to 6 feet (.3 to 2 meters) above the ground, but must 
find another method of locomotion. The fan makes a deafening 
noise when on and makes it impossible to prowl with it acti­
vated. Add 2 to P.S., 3 to P.E., and ID6xl0 to S.D.C. This form, 
although not truly ugly, is still rrightening, add 104 to Horror 
Factor, plus 2 when the fan is on. These Nightbane can purchase 
any talents requiring a Bio-Mechanical form. 

61-75 Reeded Skin: The skin of the Morphus is covered in 
short reeds and grass. This can vary in type from normal grass to 
seaweed to cattails or any combination (such as seaweed-cov­
ered legs, grass growing from the torso and arms, and reeds 
springing up where the hair should be). They can breathe both 
oxygen and carbon dioxide and can feed entirely off of sunlight 
and water. When in an environment similar to what they are 
made of, they can blend in with 90% success (like a motionless 
prowl). Add 104 to M.E., 106 to P.E., 4D6 to S.D.C., and in­
crease Horror Factor by I D6-1 (minimum of I). These 'Bane 
take double damage from fire. 

76-90 Fish Body: The Nightbane possesses the body of a gi­
ant fi sh! This is complete in every way except for size, which is 
now s ix to nine feet (2 to 3 meters) long. The most common 
species include catfish, bass, and small grouper. Although their 
fins are incapable of performing delicate skills, using weapons, 
or even punching, they can attack with head butts or tail lashes, 
both of which do supernatural P.S. damage plus 2D6. These 
' Bane can breathe both air and water, although they will be 
quite helpless on land (P.S., P.P., and Spd. all reduced to I). The 
alternative is to purchase the Air Swimmer talent, which allows 
the character to swim through the air, as high as twenty feet (6.1 
m) above the ground, as if they were in the water, and the char­
acter does not suffer penalties from drying out; permanently 
costs 5 P.P.E. but is always active while in Morphus and does 
not interfere with any other talents. Add ID4 to P.S., 2 to P.P., 
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I D6 to P.E., and swimming speed is twice normal Spd. Increase 
S.D.C. by ID6xl0 plus 10, and Horror Factor by 104+1. These 
Nightbane can purchase any Elite Talent requiring an animal 
characteristic. 

91-00 Spirit of Destruction: This is either for those 
Nightbane who actually support the destruction of the wetlands, 
or those who try to teach a lesson to others through fear and 
pity. They appear to be normal humans (other than other 
Morphus features) except that the head is completely hidden un­
derneath a ragged, cloth hood. Not even the face can be seen 
without close examination . Upon that examination, or if the 

character pulls back the hood, their face reveals all the emotions 
and horrors summoned by the destruction of the habitat. It re­
veals the death of innocent beings and their eventual extinction, 
the slow draining of the life from these millions of square miles, 
the poison and sickness caused by dumping, and the beauty that 
may soon never be seen again. Those witnessing this must make 
a save vs. Horror Factor 17 or either break down crying or run 
away, refusing to believe what they saw. Increase M.E. by 
ID6+1, P.S. by I, Spd. by 2D6, and S.D.C. by 3D6, but reduce 
P.B. and M.A. by ID6 each. The hood itself only adds I to Hor­
ror Factor, but the unmasked face has the effects as above. 
These Nightbane can purchase any elite talents that require a 
Stigmata. 

Griffin Table 
Griffins are powerful creatures of Greek, and later, Medieval 

myth. Their large, majestic forms commonly command respect 
from all who picture them. They were also rumored to line their 
nests with gold, gems, and other precious minerals. Morphus 
with this form either possess or admire the power and grace that 
these creatures emanate. Although most are not truly greedy, 
most Nightbane with this form are somewhat materialistic and 
protective of their possessions. 

Because of their affinity for riches, a griffin Morphus can ac­
quire any talents relating to gold, gems, or precious minerals for 
I P.P.E. less than normal. (No talent can ever be reduced to 0.) 

01-15 Full Griffin: This Morphus transforms completely 
into one of these gigantic creatures. They are slightly larger than 
an elephant and covered with shiny, golden feathers and fur, 
making prowling somewhat difficult (-20%). Their transforma­
tion grants them +2D6+7 to P.S., +3 to P.P., +10 to P.E., +5 to 
P.B., +4D6 to Spd., and +3D6x10 S.D.C. and they can fly at 100 
mph plus 15 mph (160 km, plus 24 km) per level of experience. 
The creature's natural instincts grant a +1 to initiative and strike 
rolls, as well as +2 to perception rolls (+4 to any rolls involving 
gold, silver, or precious stones). Vision is twice as powerful as a 
normal human's. The griffin's beak provides an extra attack per 
melee and does 3D6 damage per bite, and they have retractable 
claws that do 4D6 damage for a swipe or I D8 for a slam/pin 
(also grant climbing bonus of +25%). [n this form, the 'Bane 
has no thumbs, making delicate skills impossible except by ma­
nipulation with the beak (-65%). Adds 2D4 to Horror/Awe Fac­
tor. 

16-35 Were-Griffin: Can stand on two legs, but is between 
seven and nine feet (2.1 to 3 meters) tall. Cannot be disguised as 
a human because of large beak, long lion's tail and wings. +7 to 



P.S., +2 to P.P., +9 to P.E. , +4 to P.B., +208 to Spd., +206x10 
S.O.c., flight speed is 85mph plus 10mph (136 km, plus 16 km) 
per level of experience. The Morphus is +3 to any perception 
rolls involving gold or precious gems. Vision is roughly twice as 
powerful as a nonnal human's. Beak does 2D8 damage for a 
bite or 106 for a peck. 70% chance of retractable claws that do 
306 damage for a swipe, as well as granting a +30% climbing 
bonus. Delicate skills can be done, but are somewhat difficult 
with the oversized paws/hands (-30%). Adds 106 to Horror/ 
Awe Factor. 

36-60 Humanoid Griffin: This is basically a large-looking 
person covered completely with soft, golden fur. 50% chance of 
beak existing, and 45% chance of retractable claws (+25% to 
climb skill). +5 to P.S., +1 P.P., +7 to P.E., +3 to P.B., +106 to 
Spd., small wings do not allow for flight, but the Nightbane can 
glide at up to 60 mph (96 km) with enough altitude. Vision is 
perfect by human standards. Paws/Hands can use any normal 
tools or devices without penalty. Beak (if applicable) does 206 
damage and claws can do 108. +3 to Horror/Awe Factor (+4 if 
beak is present). 

61-75 Partial Griffin 'Morph: This ' Bane looks like a nor­
mal human with certain griffin body parts grafted on. The head 
possesses a beak that does 206 damage, and the eyes grant per­
fect eyesight. Furry amlS and paws add +3 to P.S. and are 50% 
likely to possess a set of retractable claws doing 108 damage 
and adding 20% to climbing skill. Large wings allow the 'Bane 
to fly at 65 mph (104 km). The Morphus also has a long, 
lion-like tail. Adds 106 to Horror/Awe Factor. 

76-90 Lower Body Griffin: This form is simply a human 
with the lower body and wings of a griffin. Add +306 to Spd. 
and +5 P.E. for running time and carrying loads. Wings allow 
the Morphus to fly at 85 mph plus 5 mph (136 km plus 8 km) 
per level of experience. Small claws on the feet add +4 damage 
to a kick if the Nightbane is barefoot, as well as adding + 10% to 
climb skill. Adds 104 to Horror/Awe Factor. 

91-00 Griffin Centauroid: The 'Bane's upper body is hu­
man, but beneath it is a griffin's body, beginning at the neck. 
The griffin body is about the size of a Clydesdale horse and 
causes a -20% to prowl, +7 to P.S., +6 to P.E., +2 to P.B., +306 
to Spd, and +406x 10 S.O.c. Nose is slightly pointed and ears 
cling to the side of the head. Wings allow the 'Bane to fly at 85 
mph plus 10 mph (136 km plus 16 km) per level of experience. 
+ 1 to initiative and +2 to perception rolls. Vision is much better 
than the human nonn. Adds 106 to Horror/Awe Factor. 

Gross Stigmata Table 
If you ' re one of those people who didn ' t think the Stigmata 

table in the main book was disturbing enough, these are for you. 
Reader discretion is advised. 

01-10 Splitting Headache: The Nightbane's head has been 
split apart! We're not talking about a neat, little sword slash 
across the cheek. Nope, it looks more like a pipe bomb had been 
strapped onto the hairline! Blood is splattered across their face 
and clothing and the brain (or what's left of it) can clearly be 
seen twitching around in the skull and dribbling from the wide 
wound. More than likely (85%), one of the eyes has been 
knocked out by the force that cracked their skull and either left 
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an empty socket or is dangling by its nerves. Add 206 to S.O.C. 
and 5 to Horror Factor. 

11-20 Visible Intestines: The Morphus' abdomen has been 
slashed open and now everything that is supposed to be inside is 
hanging out and highly visible. Aside from just seeing the intes­
tines, stomach, and parts of the liver, they also constantly drip 
blood, leaving a highly visible trail wherever the Nightbane 
goes. Add I to P.E. , 506 to S.O.C., and 106 to Horror Factor. 

21-30 Outer Veins: Every blood vessel that would normally 
be an inch under the Bane's skin is now running along the sur­
face , crisscrossing the surface with countless red tubes and mak­
ing their skin ripple and pulse with every heartbeat. Add 606 to 
S.O.C. and 104+ I to Horror Factor. 

31-40 Psycho: The Nightbane looks like a raving psychotic. 
They are spattered with blood from head to toe, their eyes are 
opened incredibly wide, their mouth is constantly pulled into an 
evil grin, and their entire body shivers as if in anticipation. In 
addition to this, there is a knife, ax, or similar weapon penna­
nently attached to one of their hands, adding 206 to P.S. dam­
age. Whenever they talk, their words will be convoluted and 
they will laugh or giggle maniacally after every few words. Add 
one attack per melee, +1 to initiative, +2 to P.S., +306 to 
S.O.C., and + I 06+ I to Horror Factor. 

41-50 Nightmare Pet: Roll once on the animal type table or 
choose an animal at random. This type of creature is penna­
nently a part of the Nightbane, appearing as if he were impaled 
on it or it was sewn on in a quick, careless manor. The fur is 
matted and covered with blood and the creature is constantly 
growling, squawking, or hissing and struggling to free itself 
from the Morphus. The Bane receives an extra attack from this 
creature, which will bite/hom/claw during combat, doing 406 
damage. Add I 04X I 0 S.D.c. and 104+ I to Horror Factor. 

51-60 Decapitated: The Morphus' head has been cut off of 
the body and now must be carried in their hand or in some other 
manner. The neck stub squirts up bits of blood and flesh every 
few minutes and the bottom of the head drips almost constantly. 
Despite this, the head still sees, smells, hears, eats, and speaks 
normally and the movement isn ' t restricted. The body can be 
controlled from up to 3 miles (4.8 km) away per level of ex peri­
ence (of course, it isn't much good if the Bane can't see or hear 
what it's doing). The head houses all of the Morphus' Hit 
Points, while the body is composed entirely of its SOC (striking 
the head requires a called shot, at -3 to strike). The head can also 
be swung by the hair like a mace, adding 108 to PS damage. 
The head' s skin is pale and the eyes bulge slightly. Add 204 to 
Hit Points and 106+1 to Horror Factor (minimum of4). 

61-70 Blood-Sucker: The Nightbane's canine teeth are 
grossly enlarged, even beyond those of vampires. In addition to 
that, the teeth, along with their lips and chin, are constantly drip­
ping with a disgusting mixture of blood, drool, and bile. Their 
eyes are heavily bloodshot and wide, making them look perpetu­
ally hungry. A bite from these teeth does 406 damage plus the 
victim must save vs. lethal poison or take an extra 506 damage. 
Add 206 to S.O.c. and 104 to Horror Factor. 

71-80 Slashed: The Nightbane looks as if someone has taken 
a razor blade and crisscrossed it across their face. Several of the 
pieces have already fallen out or are peeling off, revealing mus­
cles and tendons beneath, along with plenty of blood. Add 506 
to S.O.C., reduce P.B. by half, and add 104+ 1 to Horror Factor. 



81-90 Acne: This could make anyone wish to be a normal 
teen again. The Bane's face, along with most of their body, is 
covered in thousands of huge, infected zits! These will bleed 
from time to time and, if popped, release a very corrosive sub­
stance (504 damage, 5 footll.5 m range), and any pimples 
popped will reform within an hour. Add 206 S.O.c., reduce 
P.B. by 5, and add 106 to Horror Factor. 

91-00 Crushed: Some part of the Morphus looks like it has 
been crushed beneath a heavy weight or vehicle. The portion of 
the body is only I to 3 inches (2.5-7 cm) thick, has broken and 
shattered bones ripping through the skin at several spots, along 
with countless cuts and tears in the skin that are constantly 
bleeding, not to mention heavy bruising and distortion. Add 4 to 
roll with punch/fall, + 104x 10 S.O.C., and 106+ I to Horror 
Factor. 

Otter Table 
Playful, hyper, optimistic, and unpredictable; even with the 

seem ingly horrible downward spiral of the world today, many 
people are still able to muster up these emotions and continue on 
with life happily. Nightbane like these commonly become an 
animal with a very similar outlook: the otter. These 'Bane can 
be either river or sea otters, the only major difference being size 
(sea otters are larger). 

Despite the exact nature of their forms , all Nightbane with ot­
ter features have an automatic swim skill equal to 85% and their 
swimming speed is double the normal Spd attribute. They can 
hold their breath for 106 minutes per level of experience. 
Finally, they possess small, sensitive whiskers that can detect 
the tiniest changes in the air or water, allowing them to sense air 
and water temperature accurately, sense wind/current direction, 
and sense the approach of something from out of sight (anyone 
attempting to prowl up on them are at -30%). 

01-15 Giant Otter: The Morphus is identical to a normal ot­
ter, the only difference being that when this otter stands on its 
hind legs it reaches six to ten reet (1.8 to 3 m) tall. Like all ot­
ters, they are very flexible, giving them a +5 to roll with 
punch/fall. The giant size, along with the thick fur, adds 206x I 0 
+20 to S.O.C. and they take no damage from cold. Their hands 
look too large and inarticulate to perform fine skills accurately, 
but are still surprisingly dexterous, subtracting only 20% from 
skills. A bite does 406 damage, a swipe from the webbed, 
clawed hands does punch damage +206, and a tail slap does 
punch damage. The 'Bane's nightvision is even better than 
most, adding 500 feet (152 m) to their range. Finally, add 8 to 
P.S., 5 to P.P. , 4 to P.E., and 10 to Spd. Add 104 to Horror Fac­
tor. 

16-35 Were-Otter: All of the Nightbane's features are still 
distinctly otter, but the body shape is human. They stand from 
five to seven feet (1.5 to 2.1 m) tall , are covered in dark brown 
fur, have rubbery, webbed hands and feet with small claws, a 
thick, muscular tail reaching to their ankles, and a head that 
couldn ' t be mistaken for human. The hands are very nimble, but 
still clumsier than human hands (-10% to delicate skills). 
Nightvision is very good, adding 300 ft (91 m) to their normal 
range. A bite does 306 damage, a claw slash does punch dam­
age plus I D6, and a tail slap does punch damage. This form 
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adds 4 to P.S., 3 to P.P., 3 to P.E., and 206 to Spd. Increase 
S.O.c. by 204x I 0 and Horror Factor by 106. 

36-55 Humanoid Otter: The body is completely human, al­
though furry. The hands are dark with slight webbing (no in­
creased damage, no penalty to skills). The face is normal except 
for a slight muzzle, dark nose, and very small ears. The tail is 
short and stout. These 'Bane could pass for human in bad light 
or with heavy clothing. Nightvision is better than average, add­
ing 100 feet (30 m). Add I 06x I 0 to S.O.C., 3 to P.S. , and 2 to 
P.P. and P.E. Increase Horror Factor by 104. 

56-70 Otter Tail and Whiskers : The Nightbane appears to 
be a normal human being (as Nightbane go, anyway), except for 
the long whiskers growing from the cheeks, and the muscular 
tail reaching to their ankles. The whiskers are even more sensi­
tive than most other otter forms, providing all the normal abili­
ties plus a bonus of +2 to initiative (+4 underwater). The tail can 
be used to attack, doing punch damage, or to aid in swimming 
(add 306 to swimming speed). Add 306 to S.O.c., 2 to P.S. and 
P.P., and 104 to Horror Factor. 

71-89 Webbed Hands and Feet: Again, the 'Bane appears 
to be a normal person except for the dark, rubbery hands with 
webbing and small claws. The webbing helps when swimming, 
adding 406 to swimming speed, and the claws add to hand-to­
hand damage, doing punch damage plus 206. 

90-00 Otter Centauroid: The body of this Nightbane resem­
bles a giant otter, but beginning at the neck is a human torso, 
arms, and head. Because of their size, these 'Bane will have 
trouble fitting into vehicles and through many doorways. Add 
206x10+10 to S.O.c. Add 7 to P.S., 4 to P.P. and P.E. , and 10 
to Spd. A tail slap does normal punch damage, and a swipe from 
the clawed otter hands does punch damage plus 206. Also add 
100 feet (30 m) to nightvision range. 

Saurian Table 
In our modern world, most people have had at least a passing 

fascination with dinosaurs. Although most people outgrow them, 
many still admire these long-gone lizards. The 'Bane with these 
features may admire any of these creatures for a variety of rea­
sons, but most will be at least a little more curious than the aver­
age person. 

01-14 Sauropod Neck: The gentle giants of the dinosaur 
days, the sauropods ranged in size from the size of an elephant 
to the 100 foot (30.5 m) long Ultrasaurus. The Nightbane's neck 
is 106+ I feet (0.6-2.1 m) long and can bend and twist to a lim­
ited degree (although not as fl ex ible or limber as a prehensile 
tailor trunk). The ' Bane 's nostrils are on top of their head, 
rather than the front of their face, allowing them to breathe un­
derwater with only the very top of the head above water. The 
Nightbane can hold their breath for 10 plus 206 minutes. The 
Morphus' arms and legs will appear very thick and round, al­
most tree-like. Their eyes also hold a sort of placidity and 
peaceful and trusting nature, regardless of their alignment. +4 to 
P.S., + 1 06 to M.E., + 106x I 0 to S.O.c. Add 4 to Horror Factor. 

15-28 Raptor Legs: Raptors were not merely represented by 
the Velociraptors shown in certain popular movies. TIle family 
includes several dozen other members, all sharing quick wits 
and an even quicker set of legs. The feet have three toes , and the 



legs are covered with dark scales (brown , black or green). Legs 
add 2D6x I 0 to Spd and 6D6 to S.D.C. The ' Bane also possesses 
a large scythe claw on the big toe of each foot that does 3D6 
damage with a kick . Add I D4 to Horror Factor. 

29-44 Cera topid Head: This family includes one of the fa­
vorites of many children, the triceratops. All the ceratopids 
share the bony fri ll around their head, in any imaginable pattern, 
as well as a parrot-like beak. A head-butt will do 2D6 damage , 
but uses two attacks, the beak can do 106 damage from a bite. 
There is an 85% chance the Morphus will have I D6 horns; each 
horn will add I D6 damage to a head butt, or can be used to 
slash , doing 2D6 damage, regardless of how many horns there 
are. The bony frill adds 106x I 0 S.D.C. and gives the head a 
natural A.R . of IS. The Nightbane also gains I D8 to P.S., P.E., 
and Spd. Adds I D6 to Horror Factor. 

45-58 Ankylosaur Shell: The Morphus' entire back is cov­
ered with a tough , bony shell with large spikes protruding from 
it and a long tail ending in a hard, bone club. The shell adds I D6 
to P.S. and 3D6x I 0 to S.D.C., and has an A.R. of 16 for any at­
tacks from the rear. The tail adds an extra attack per melee and 
does I D I 0 damage. There is a 50% chance that the shell contin­
ues over the head, down to the nose. If this happens, the charac­
ter has no hair or on ly hair along the outer edges. The shell wi ll 
be covered with small horns, doing 2D6 with a head butt and 
giving the head an AR of 12. Adds 106 plus I to Horror Factor. 

59-72 Duckoid Crest: The duckoids, or Hardosaurs, were a 
group of large wading dinosaurs with enonnous, decorative 
head-crests they used to create deep mating calls. The crest ex­
tends one to two feet back from the head and can be of almost 
any design . The lips wi ll protrude s lightly like a duck's bill. The 
character can make deep, resonating noises through their crest 
that can be heard up to TWO MILES (3.2 km) away! Anyone 
standing within 20 feet (6. 1 111) of the Bane when they make one 
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of these sounds will have to make a Saving Throw vs.16 to 
avoid deafness for 206 minutes (-3 to strike, parry, and dodge, 
-6 to initiative). The Morphus also has the ability to compose 
beautiful melodies wi th their crest, giving them a sort of sing 
skill automatically (80% +3% per level). The Bane can contro l 
the volume as easi ly as they contro l thei r nonnal voice. They 
can also hold their breath for 206 minutes and receive a +20% 
to swim skill if taken . Adds I D6 to Horror Factor. 

73-86 Tyrannosaur Jaws: The fierce and famolls king of the 
'Terrible Lizards,' the Tyrannosaurus Rex is known by most 
peop le. This Morphus will possess an enoml0US head , nearly 
twice the normal size, as well as elongated. The mouth covers 
half the face and is filled with jagged teeth , doing 406 damage 
with a bite. The Bane's sense of smell is about twice the normal 
leve l, and add 100 feet (30.5 m) to nightvision range. The form 
adds 3 to P.S. , 2 to P.P., 3 to P.E., 2D6 to Spd., and ID6xl0 
S.D.C. The anns and fingers will extend from the front of the 
body rather than the side and will only be two-thirds as long as 
normal (-20% to any delicate skill s). This horrify ing visage adds 
6 to Horror Factor. 

87-00 Pterodactyl Wings: The character' s body is gaunt 
with an elongated head. Enonnous wings sprout from beneath 
the anTIS (wingspan equa ls three times Morphus' height). Al­
though not able to fly , the ' Dacty l can make exceptionally long 
jumps (up to 100 feet/30 m long, not up) , and , with enough alti­
tude, they can glide at up to 85 mph ( 136 km). There is a 60% 
chance that the Nightbane' s feet will be prehensile, they can 
grasp items and carry them , but have trouble with any delicate 
ski lls (-20%) and combat (-3 to strike, -5 to parry). Adds 4 to 
Horror Factor. 

Weird Clothing Table 
This is a table I've made for those players out there who want 

their characters to look weird, but don't want a totally alien ap­
pearance.it may be thought of as an Alien Shape table if you' re 
going strictly by the book. Nightbane showing these features 
may have been fond of certain artic les of clothing and now find 
themselves pemlanenlly a part of it. On the other hand, it may 
represent an aspect of their personality or a great love or fear. 
All these clothes are actually a sort of second sk in that has 
fanned over the Morphus and, no matter how al1ificia l they may 
look, are actually as much a part of them as their normal skin. 
The clothing does not alter the rest of their body or change their 
size or shape, it simply covers the body they've already got. 

01-10 Old Favorite: This perso n has been permanently cov­
ered with their favorite article of clothing . Th is will most likely 
include a ratty old sweater, pair of jeans or shorts, an old pair of 
tennis shoes, and a nappy-Iooking hat. These clothes are almost 
always old and comfortable, but arc not likely the kind of thing 
a person would wear out in public. Add 3D6 S.D.C. and I to 
P.E. This form grants no bonus to Horror Factor (they don 't 
look alien or disgusting, just poorly dressed). 

11-20 Disco Inferno: This Morphus looks like they' ve just 
walked out of a bad 70' s movie. Guys will be decked out in a 
leisure suit, complete with bell-bottoms, rurnes, open chest, and 
gaudy chains. Girls will have a short dress in ugly, bright colors, 
as we ll as tacky jewelry. Both sexes wi ll also have platfoml 



shoes and huge hair (a must). These characters will constantly 
be ready to dance and will often hum or even sing disco songs. 
Add 5D6 to S.D.C., 104 to P.P. and P.E., and 106 to Horror 
Factor. (Just a suggestion, but this form can be incredibly nasty 
when combined with certain stigmata). 

2\-30 Classic Victorian Era: This is a time period spreading 
from the early to late 1800's, best characterized in England. The 
ladies of this period were expected to cover every part of their 
bodies below the neck and commonly wore elegant, high­
necked dresses that spread out in long, full skirts reaching the 
floor, linen stockings, leather high-heeled boots or shoes, and el­
bow-length gloves. They usually wore expensive (or at least, ex­
pensive looking) jewelry. The gentlemen of the era wore tail­
coats, ruffled shirts, pants reaching down to the knees, linen 
stockings reaching up to the knees, and buckle shoes. These 
Nightbane tend to either be from that era, very patient and 
proper, or have a taste for the refined. Add I D6 to M.E., I to 
M.A., and 104xl0 to S.D.C. (from the heavy layers of cloth­
ing). Add I D4 to Horror Factor. 

31-40 Animal Costume: The Nightbane should roll on the 
Animal Form table and take the appropriate Humanoid Animal 
from the resulting animal, but with the following modifications . 
The form looks to be a costume, with seams, a zipper etc., but is 
actually the skin of the Nightbane. Add 2D6 S.D.C. but gains 
one less point of H.F. than normal for the animal form. The 
Nightbane may still choose Elite talents appropriate to the ani­
mal form he rolled. (Special thanks to Matthew Ignash for this 
one.) 

41-50 Clown Suit: The Nightbane's Morphus appears like 
it's dressed in a clown outfit, although this outfit may not be re­
moved. It may vary from relatively simple to the most outra­

geous outfit ever. Multi-colored polka dots or pin stripes adorn 
the outfit (the Nightbane's skin) and insure that the character 
will stick out in any crowd. The exact colors, as always, are up 
to player and GM , although cheerful Nightbane will have 
brighter colors than the dour and depressed. The clothes feel as 
if they are made of very starched cloth, and provide +4D6 
S.D.C. Add + I to Horror Factor because the other features of 
the Nightbane combined with the clown getup looks frightening. 
(Special thanks to Smitty for this one.) 

5\-60 Futuristic: The Morphus looks like something out ofa 
cheap sci-fi movie. The clothing is most likely tight, shiny, and 
has rings at several points. Other interesting little additions that 
might be prescnt are high-tech gizmos attached here and there 
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(no real function, they just look cool), a colored visor across the 
eyes, or strange hair colors. Lasers and other light-based attacks 
do halfdamagc, due to the reflective nature of the clothing. Add 
4D6 to S.D.C. and 104 to Horror Factor. These characters can 
purchase any Elite talents requiring a Bio-Mechanical form. 

61-70 Old Fogey: This is the Morphus of those Nightbane 
who are mentally elderly, or just have no taste. The shirt is wrin­
kled and faded, the belt is hiked up high, and the pants or skirt 
are a tacky color (most likely plaid), and starched. They will 
also be wearing flat loafers and knee-high socks and possibly bi­
focals or a hearing aid. Add I D6 to I.Q. (older and wiser) and 2 
to M.A. Increase S.D.C. by 10 and Horror Factor by 2 (mostly 
due to the shock of seeing an old man or woman in mortal com­
bat). 

71-80 Baby: For those Nightbane who are immature or just 
like to be pampered. This 'Bane is dressed in a large, bulky dia­
per (cloth or disposable, player's choice) with a safety pin, a 
baby bonnet on the head, bib, pacifier hanging around the neck, 
and a pair of baby booty shoes. These Nightbane will prefer 
their meals pureed or out of a baby bottle and give off a constant 
aroma of baby powder or a dirty diaper. Add 2 to M.A., I to 
P.B., and 106 to crawling Spd. Add 5D6 to S.D.C. and 104 to 
Horror Factor (due mostly to the fact that enemies will be laugh­
ing their heads off). 

81-90 Legitimate Businessman: Decked out in the classic 
outfits for the 1920's gangster, these Nightbane are ready for 
anything the underworld may offer. The guys are dressed in a 
finely pressed, pinstripe suit and a fedora with the brim pulled 
down. Women, or Molls, are dressed in a halter top and tight, 
knee-length skirt (both are most likely pinstripe), fishnet stock­
ings, beret, and possibly a single garter band. These Nightbane 
receive + I to M.A., 5D6 to S.D.C., + I D6 to their Horror Factor, 
and automatically receive W.P. Sub-Machinegun while in their 
Morphus. 

91-100 Opposite Sex: The Morphus is dressed in clothes that 
are obviously meant for a member of the opposite sex. The 
Nightbane's true gender may be bluntly obvious (a dress and a 
five o'clock shadow, or a business suit being pressed out in the 
chest), or cleverly disguised, so they truly appear to be the oppo­
site sex. Of course, their are no true changes to their physical 
body, it's all just cleverly hidden. Add I D4 to M.A., 106 to ei­
ther P.S. or P.P. (player's choice), 3D6 to S.D.C., and 104 (if 
character does not look like gender) or I (if they resemble the 
gender) to Horror Factor. 



Three Words 
A Short Story by Jason Marker 

First Apperared in The Rifter® #8 

In the blink of an eye it was over. Norr had watched Billy 
draw the homemade bone knife from the waistband of his rag­
ged jeans and lunge at the CS guard. The rest happened with 
dreamlike slowness: The knife glanced off the hard ceramic of 
the guard's breastplate. The faceless guard pushed Billy back 
into line, then casually drew his sideaml and burned Billy's face 
away. The old goat's corpse tumbled heavily to the ground and 
lay twitching at Norr's feet. 

Another blink, and now Norr simply stood and stared at his 
friend's cooling body, his six eyes watching the heat slip from 
the old goat like a soul seeking salvation. Norr shifted the bat­
tered hoe he carried and thought some more. Thinking was 
something that took considerable effort for Norr. The faceless 
guard that had shot Billy was approaching him now, and every­
thing became slow again. NOfr thought harder, and remembered 
the past. 

• • • 

Subject 4291203 stepped from the GED vat, dripping the 
milky Lone Star mutagen. 

The engineers were delighted that the experiment had 
worked. They had never combined arachnid DNA with a hu­
man's before. Now what was quite possibly the greatest espio­
nage agent ever created stood before them, staring blankly with 
its coal black eyes. The spider genes had given it unnatural 
stealth and strength, cold cunning, an extra set of arms, and the 
ability to excrete a sticky web-like substance that was perfect 
for "pacification." The human genes gave it an athlete's build 
and the intellect to learn and control its power. That, at least, 
was the plan. After the mutant was sterilized it was whisked 
away to an evaluation center and jacked into countless ma­
chines, which all reported that the subject was perfect in every 
way but one: It was an idiot. Subject 4291203 possessed the in­
tellect of a three-year-old human and was unable to follow the 
simplest of commands. The researchers threw up their hands in 
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disgust, but instead of destroying the mutant they shipped it to a 
menial labor camp that was excavating a site for another new re­
search building. 

• • * 

The guard stopped, smoke still curling from the muzzle of his 
pistol, and stared coldly at Geck, the first slave in the chain. 
Geck's ropy muscles were tight under his scaly skin as he 
clenched his pickaxe. He stared back at the guard with hard 
eyes, and the guard waited for any excuse to shoot him down as 
well. 

Norr thought harder. 

• • • 

Life was hard for subject 4291203 at the labor camp. Three 
days after its arrival, its body had bloated and its athletic figure 
had sagged around it like a fleshy sack. The engineers had at­
tributed this to an unstable genetic code and ordered it put under 
watch for any further unexpected mutations. This, plus its obvi­
ous mental deficiencies, made it the butt of one cruel joke after 
another. 

The soldiers kicked it and pushed it for moving too slow. 
They antagonized it and tried to get it to attack them so they 
could get rid of it. And when it made a mistake or broke one of 
the hundreds of rules the guards made up, they would not punish 
it, but the rest of the mutants in its gang. In retaliation, the other 
mutants would steal its food. They would snag its chain to trip it 
and abuse it all day, and then tie it to its bunk at night and ter­
rorize it. It never flinched or struck back, or showed any reac­
tion. It thought this was the natural order of things and accepted 
the abuse and terror as life. And then everything changed. 

• • • 

The guard moved past Geck and stood staring at Norr, wait­
ing. Norr stared back with his blank, black eyes, not moving. 
Viscous, poisonous drool ran down his mandibles and dripped 
onto his sagging gut. The guard snorted and said something de­
risive to his fellows, their laughter ringing hollowly from their 
helmets. 

• • • 

The goat-headed mutant who walked through the bunkhouse 
·ooor 'vas so tall he-had to bend almost double to avoid knocking 
himself out. His limbs were long and gangly, but knotted with 
muscle. He moved like a cat and his pride and serenity were al­
most tangible in the fetid half light of the bunkhouse. His 
homed head turned slowly from left to right as he took in the 
motley inhabitants. Geck, who was mean and dumb and consid­
ered himself the leader of the mutants, approached the new­
comer with a manner that was all swagger and belligerence. 
"I'm in charge here," he spat. "J give the orders and you'll be 
happy to take 'em." 





The goat swung his gaze around to Geck. "I take orders from 
a higher power, mutant," he said in a strangely warbling voice. 
"Not you." 

There was a moment of strained silence as the scales on 
Geck's face darkened. "I'll show you a higher power, goat­
boy," he hissed. He took a step backward, and then swung a 
plated fist at the tall mutant's head. The goat swayed to the left 
like a reed in a breeze and caught the incoming fist in his huge 
hand. A heartbeat passed as Geck stared at the goat in surprise. 
Then the goat began to squeeze. 

The other mutants flinched as they heard bones snap in 
Geck's hand. As Geck began to squeal in pain, the goat balled 
his other hand into a fist and slammed Geck in the jaw. Geck's 
head snapped back, black blood spraying from his mouth, and 
his legs buckled as consciousness fled. The goat let loose of 
Geck's hand and the big lizard crumpled into a bleeding heap at 
his feet. 

The bunkhouse was silent as the newcomer stepped over the 
inert body of his victim and strode to the center of the room. 
Standing nearby was subject 4291203, watching the uncon­
scious lizard's blood pooling on the floor. It slowly lifted its 
head as the goat filled its vision, expecting to be attacked as 
well. 

The tall mutant extended his broad hand. "I am Billy," he 
said. "What is your name, mutant?" 

Subject 4291203 stared at the goat's hand for a moment, not 
understanding, and a sound escaped from between its mandi­
bles. 

"N rrrrrr." 

There was an unnerving high-pitched tittering and a leathery 
sound as another mutant, the snakeman Whip, slithered up to 
Billy. "Don't wathte your tiiiime," Whip lisped. "He ith an 
iiiidiot and can't thpeak. He ith uthleth." Suddenly Whip swung 
his tail around and stung Subject 4291203 on its foreann with a 
crack. Subject 4291203 just stared at its ann where an ugly welt 
began to rise on its pasty skin, then it dropped its head and 
looked at the floor. 

Whip tittered again but was brought up short as the tall mu­
tant turned a raging glare on him. Whip shrunk back from 
Billy's gaze, and suddenly felt he would be safer elsewhere. As 
the mutant slithered hurriedly away, Billy turned back to Sub­
ject 4291203. 

''It is very nice to meet you, NaIT." 

* * * 

The soldier glanced once again at Norr and warily holstered 
his sideann. He knew the ugly mutant was dumb and hannless, 
but the soldier had always had a secret fear of spiders and the si­
lent Norr unnerved him. He turned his back on the spider, happy 
to avoid the gaze of its coal black eyes, and crouched down to 
roll the dead goat over. The chains jingled as the spider shifted 
its weight. 

* * * 
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Months passed, and Billy took Norr under his wing. Billy 
protected him from the abuse of the other mutants. He shared 
his food with Norr and pummeled any mutant who laid a hand 
on him. Billy worked hard to teach Norr a few basic words, but 
Norr could only ever manage three. The tall mutant told Norr 
stories in the dark about many things he couldn't understand. 
Billy spoke of meeting "The Maker," a beautiful goddess who 
came to him bathed in a blue light and whispering secrets. She 
taught Billy how to lead his people, the mutants, to a place 
called "The Den" where they would find paradise. Billy's eyes 
would fill with fire when he spoke this way, but Norr just re­
peated his three words. Billy would smile a crooked smile and 
clap Norr on the shoulder. "Yes, Norr. I am." 

* * * 

The soldier turned Billy over with rough hands and pulled a 
small plasma cutter from his belt. He sparked it and began to re­
move the chains from the corpse. A terrible rage welled up in­
side of NOfr. He had never experienced anything like it before 
and it confused him, as things often did, but suddenly he under­
stood something. Billy would never tell him another story again. 
Billy would never teach him another word or shelter him from 
the violence in his life. Norr had only had one thing in his pitiful 
life, and this faceless soldier had taken it away in a heartbeat. 

With blinding speed, Norr brought the hoe from his shoulder 
down on the head of the crouching soldier, shattering the han­
dle. The soldier grunted and pitched face down in the dirt. A 
blink of an eye, and sadness filled Norr as oily black tears 
seeped from his two largest eyes. He turned on the shouting 
guards, clutching the broken haft of the hoe tightly in his fists. 
As they raised their rifles, Norr said his only words. 

"Billy Norr friend." 

LONE 
TRESPASSERS WILL 
TO THE FULL 

,~ ., 
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Palladium Open House - May 6 & 7, 2006 
2006 is Palladium's 25 year anniversary. We're proud of this 

accomplishment and plan to celebrate all year long with the peo­
ple who really matter, YOu. 

We thought it would be fun to hold a small gathering - an 
open house at Palladium Books' warehouse. A weekend event 
where we could hold seminars, panel talks, gaming events, auto­
graph sessions, sell product, and enjoy hours of playing Palla­
dium games. And all of it happening in the back of the 
Palladium warehouse (17,000 sq. feet of books and fun)! 

To our knowledge, nothing like this has ever been done in the 
history of role-playing games! At least not in the United States. 
So come on down to join this historic moment. 

Meet the creative men and women behind Palladium Books 
at the location where the magic happens! Chat with Palladium 
creators, artists, writers, staff members and friends. Bring books 
to be autographed, purchase back stock items to fill in your col­
lection, buy original art from the artists (a few of whom may be 
doing character sketches), and pick up special Open House 
item s. 

The Palladium Open House will offer an unprecedented 
gathering of Palladium creators - more Palladium maniacs 
than have ever been assembled under one roof ANYWHERE, 
ever! 

The following Palladium creators have already agreed to be 
at your disposal, and MORE are expected to join the fun! 

Kevin Siembicda - publisher, owner, writer, artist & game 
designer. 

Henry Siembieda - creator of Kevin Siembieda! 

Wayne Smith - editor and troubleshooter, Editor-in-Chief of 
The Rifter. 

Alex Marciniszyn - editor and idea man. 
Julius Rosenstein - contributing writer and proofreader. 

Kathy Simmons - customer relations and American sweet-
heart. 

Carmen Bellaire - writer, game designer and Game Master 
(author of Splicers, Powers Unlimited series and contributor to 
more)! 

Todd Yoho - writer (Dinosaur Swamp, Arcanum and more). 

Jason Richards - writer (author of Arzno & contributor to 
The Rifter®). 

Brandon Aten - writer (co-author of Madhaven & contribu­
tor to The Rifter®). 

Taylor White - writer (co-author of Madhaven & contribu­
tor to The Rifter®). 

Roger & Randi Cartier - contributing writers (mainly Fan­
tasy), map-makers and play testers. 

Thomas Bartold - writer (PFRPG: Island at the Edge of the 
World), long-time pal, and one of the original Defilers! 

Carl Gleba (tentative) - writer of Three Galaxies, 
Megaverse Builder, and others books. 

Randy McCall (tentative) - co-author of the original BTS. 
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James Brown (the G.M. , not the s inger). 

John Zeleznik - painter and artist supreme, coming all the 
way from California (tentative)! 

Ramon Perez - artist , coming in from Toronto, Canada. 

Apollo Okamura - art ist , coming in for the Toronto area. 

Kent Buries - artist , coming in from the Toronto area (his 
first time at any US gaming event). 

Mark Dudley and Drunken Style Studio art ists. 

Other artists are likely to be added. 

Contributors to The Ri fter. 

Palladium's Online Moderators, friends and more. 

The Palladium Open House wi ll be a one-shot, ONE-OF­
A-KIND, one-time event to ce lebrate Palladium's 25th Anni­
versary and Kevin Siembieda ' s 50th Birthday (actually April 
2). And as it turns out, Apollo Okamura' s 33rd birthday is 
Sunday, May 7. 

And you get to celebrate it all up close and personal with 
dozens of the Palladium madmen. (Note: The only other con­
ventions Palladium plans on attending in 2006 are Gen Con/ndy 
and Trinity Con.) 

• Meet the Palladium staff and creators. 

• Talk with Kevin and crew on just about any subject in­
volving games, art, comic bool<s, movies, and publishing. 

• Purchase new and back-stock Palladium product for sale. 

• Get special Open House and Annivcrsary commemora­
tive items. 

• Original art and prints for sale by the artists. 

• Character sketches made to order by select Palladium 
artists. 

• Learn the latest news and happenings at Palladium 
Books. 

• Attend seminars and panel discussions (free to all). 

• Play in scheduled game events by Palladium creators, 
friends and associates (nominal fee of SI-S2). Palladium 
RPGs only! 

• Run your own game in the Open Gamillg area - Palla­
dium RPGs only! 

• This is your chance to drop off man uscripts and art sam­
ples for our consideration as new additions to thc Palla­
dium Megaverse. Also accepting writer and artist contri­
butions to The Rifter®. All can be dropped off all week­
end long - a signed unsolicited manuscript form is re­
quired; available at the Open House. 

• Scheduled gaming events (nominal fee of SI-S2). And 
role-playing games only! Yep, an RPG weekend extrava­
ganza. 

• Meet and game with other Palladium fans from around 
the countr)'. 

• Intimate setting & tons of fUll. 

Be part of an event people will be talking about for years to 
come. 



Advance Ticket Sales Only 
Attendance limited to approximately 500 people 

Due to space limitations and safety concerns, attendance 
must be limited. Sorry. Tickets will be sold on afirst cOllle,first 
served basis, so the sooner you order the more likely you are 
guaranteed admission. We hope you understand. 

All reservations must be in by April 15,2006 - and tickets 
lIIay sell out before that date. Tickets are sold on a tirst come, 
first served basis. A name 111USt be assigned to each ticket. 

No refimd, for cancellations after March 15, 2006. No re­
funds for no-shows. 

Price of Admission: 

$30 for the two day weekend (Saturday & Sunday) per indi­
vidual. 

$15 for a single day (Saturday or Sunday). 

S40 additional for V.!'P. Friday, a special, one-evening event 
limited to 20-40 people. See details below. 

Hours 

Saturday, May 6: 10:30 A.M . till 10:30 P.M. 

Sunday, May 7: 10:30 A.M. till 6:00 P.M. 

Special Friday Night Event (an additional cost): 

V.!'P. Friday (6:30 P.M. to 10:30 P.M.): An evening with 
Kevin Siembieda and select members of the Palladium crew 
held in the Palladium lounge. 

Limited to 20-40 lucky individuals willing to shell out an ex­
tra S40. (The final number of people has not yet been decided. 
We want to keep it intimate and specia!.) 

Includes a private tour of the Palladium Offices by Kevin 
Sicmbieda (worth it alone to see the artwork hanging on the 
walls), and then spend 3-4 hours "hanging and chatting" with 
Kevin, the Palladium staff and other Palladium notables in the 
lounge area. 

Kevin and other creators will be available to talk one-on-one, 
answer questions, and sign autographs. Any question may be 
"asked," though we can ' t promise all will be answered. You can 
even ask Kevin or his father, Hank, to tell embarrassing child­
hood stories! 

Soft drinks and munchies will be available free at this exclu­
sive and intimate gathering. 

Palladium Books Inc. 

12455 Universal Urive 

Methods of Payment 

Taylor, MI 48180 

Credit Cards: Visa & MasterCard are preferred. 

Note: You may place your reservation online in a similar 
way as placing a book order or you may call our order line (734) 
946-1156. 

All Credit Card orders must include the following infor-
mation: 

Credit Card No. - Name on the card - Address of the Credit 
Cardholder- Expiration date - telephone number of the card­
holder. 
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- Name and address of EACH person for whom a ticket is be­
ing purchased. It is okay if their address is different than the 
cardholder. 

Will you need a hotel Room? 

Will you be driving or flying in? 

Mail- Check or Money Order: You may also send a check 
Jr money order to Palladium Books. 

Housing 
Palladium's office and warehouse is only a few miles from 

the Detroil Metro Airport. That means plenty of hotels for out­
of-towners only 5-10 minutes away from the Palladium Open 
!-louse. Once we have an idea of how many people will need ho­
tel rooms, we will work to get a special rate at one or more of 
the hotels. We anticipate rooms to run between S50 and S80 a 
night. 

Tell us if you will need a hotel room and we will try to 
point you in the right direction. We are NOT convention orga­
nizers, but we want to help out friends from out-of-town (which 
sounds like quite a few of you, based on the online reaction to 
our initial announcement), so please tell us if you will.need a 
hOlel room. 

Ultimately, YOU will have to make your 011'11 arrangements, 
but we can provide a list of hotels in the area and we also hope 
to secure a few blocks of rooms at nearby hotels and motels, 
hopefully at a reduced rate. 

Transportation 

Those of you who may be flying in will have to rent a car or 
take a taxi. The latter may be a bit expensive, even with hotels 
being only a few miles away. Sorry, there will NOT be any sort 
of shuttle service. 

Food & Restaurants 
There are dozens of places to eat within a five mile radius of 

the Palladium office and warehouse. A half dozen are within 
walking distance (3-6 blocks), most are a shall drive away. 
There is also a shopping mall, a Meijer, Target, other national 
chain stores, fast-food places (McDonald's, Wendy's , KFC, 
Taco Bell, White Castle, !-Iungry Howie' s Pizza, and many 
more) and sit-down restaurants within that 5 mile radius. 

Driving In 

Palladium Books is conveniently located near 1-94 (Tele­
graph South Exit) and 1-75 (Telegraph North Exit), just a short 
distance from De/roil/vIeIro Airport. 

The building is located one block west of Telegraph (US-24) 
and one block north of Northline Road in a small industrial 
park. 

Parking is limited, so some of you should expect to have to 
park and walk from as far as a block away. We plan to make ar­
rangements with some of our neighbors to help accommodate 
parking. 

Open House Address: 12455 Universal Drive, Taylor, MI 
18180 



Other Palladium Role-Playing Games 

Heroes Unlimited'" RPG 
• Ever imagine being a superhero? Be onc. 
• Create any type of hero imaginable. 
• Mutants. aliens, super-soldiers. cyborgs. & more. 
• More than lllO super abilities plus sub-powers. 
• More than 100 magie spells and 40+ psionic powers. 
• 352 pages of unlimited possibilities. 

Beyond the Supernaturar" RPG­
Modern Horror 
• 14 O.C.C.s from psychics to ordinary people. 
• IO()t psychic abilities and core rules. 
• A handful of creatures of darkness to get started. 
• W9rld and background information, adYenlUre ideas. 
• 256 pages. An ongoing series. 

Other Palladium RPGs 
Rinse Chaos Earth TN 

Rinse 
Splicers'" 
Nightbane® 
Phasc World® 
Ninjas & Superspies™ 
After the Bomb® (mutants) 
Palladium Fantasy RPG® 
The Mechanoids® and more 

At stores everywhere 

Best of The Rifter® & The Rifter® Index 
This 25 Year Anniversary Special Edition of The Rifter® contains just a sampling of a few of the 

most popular and helpful articles and source material that have seen print. 

The Rifter® is a source book and tool for Game Masters and players alike. It is written by fans, just 
like you, to share with other fans. A unique forum for garners to showcase and share their characters, 
optional rules. adventures. artistry and ideas with fellow gamers. Every issue is unique and informative. 
and spans the Palladium Megaverse® of games and world settings. 

• Index of The Rifter® issnes #1-33! The first comprehensive index and guide to The Rifter® ever 
to see print! 

• P.P.E. Channelling by Jason Richards. 
• G.M. Tips by Erick Wujcik. 
• Rifts® - Ludicrous Mage & Magic by Daniel Denis_ 
• Nightbane Morphus Tables by Aaron Oliver. 
• 13 Deadly Magicks by James Calder. 
• Three Words by Jason Marker. 
• Into the Shadows by Jon Thompson and more! 

ISBN ,-57' 57-'60-5 
YEARS 

• Plus a comprehensive 25 page index. 
• 128 pages of fun, adventure and ideas! 

$12_95 

Cat. No. 090 
One game system -

ISBN 157457-160-5 a Megaverse® of adventure™ 
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