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Author’s Note

I first became Fascinated by mercenarics when T rend David
Drake’s “Hammer's Slammers™ novels and shor stories, Drake's
mercenaries were people who had refined war imo both =n art and a
scienee, and who have lost a pant of thelr humanity in doing so. Hated
amd Feared by their employers, second-guessed by civilians who don't
undlerstand what they are doing. and fighting amoteurs (all the mare
danperous becauss of their inexperience}, the mescs bear it all and still
get the job doae, whatever the cost, In these oovels, there is always a
sense of irony abowl the haired and distrost civilians feel for the mer-
cenaries; their contempt For them as hired kilbers when it is they whe
are ding the liring and paying them o do the things that disgust them so.

A mercenary onn be o herode figues, a sympsthetic enemy, or a
black-hearted villain, As soldiers of fortune, they go to the troable
epeds, the wor zones, and disputed lands — business is always oo
there. In the world of Rifts, they kave o deal with magic and the
supernatural in addition to the usunl dangers of their career. 1 think that
the mercenary ployer character (from ibe archerypal Hendhonter 1o even
more exedle varieies) offers s grent deol of advenluring opporunitics
to players and Game Masters alike. Mercs will be ot the heart of many
af the conflicts on Rifis Earh, My bope is that, afier reading this book,
wina will agree.

— 2.1, Carella

Mercenaries

Mercenaries are saldiers for hire. They fight for thelr pay rather than
urdler forcible recroitment or the vseal cliims of patoolism, justics,
palitics, or high ideals. Mercenaries have existed since the sppearance
of organized armies ond have played an inportant part in the wars of
Earth for thousands of years.

Where do mercenaries cone from? Thelr origins are varied. The fird
mercenaries were usually veternns of an “official” war. Sometimes,
afler @ war was over, the vererans were unable or unwilling o refum
to civilinn life, In some cases tbey found themselves stramded inoa
foreign land, far from home, Often, they decided they lked the life of
the warrior, or realized that they were only skilled in the arts of war,
and they hod 1o hire sut their services or face starvation, These armies
of displaced veterans woold gother together and iy o sell their services
to nnybody who was willing 1o pay.

This was the wsunl beginming of o mescenary company {a typical
modern military company is 160 troops divided into four 40 man pla-
tooms which were it divided by 10 man squads). As the group
grew in size, it atcracted different types of people — outlaws, eriminals,
refugees, disimberied poblemen, escaped slives ns well os, e young
and naive adventurer oflen jomed these mefcenary amies. Song wan-
dered the world looking for jobs, Renaissance Europe was plagued by
hands of errant soldiers who often turned to bonditry when they could
pot secare o military assignment,

Many governments found it conveniend b hire professional soldiers
whenever they meeded them, rather than tain and maintain o large
standing army of their own, For one, it was genesally cheaper (soldiers
during tees of peace are often seen as on unproductive expense). Also,
some rulers thought b was safer oo hire eatsiders than to trust their own
countrymen with weapons because they might decide to rebel, Since
mercenarbes wese for the moest part foreigrers, there was litle chance
that they coubd oventhrow the povernment, becowse they woabld have
lirtke suppoart froan the nation's people.

Througheut history, one thing remainsd constant — mercenanes
wers always leared and distnested, and frequently hated, by their em-
ployers. The civilion population was terrified of these violent men.
Regular soldiers envied the higher pay mercenasics commanided and

hated working with them because of o, Sometimes this distrust was
justified. Ther: were many instances where mercenary armies switched
aides, sometimes in the middle of a batike, when the other side msde
them a betler offer. Most of the time, however, it was the mercennrizs’
employers who betrayed te soldiers of forfune, The mast comnsH acts
of betrayal were gither refusing 1o pay them after they had fulfilled the
job or seneally destroying them. Even if they were paid, mast countries
made it clear that they didat want the mercenories 1o stay aller e
services were no longer needed. Mercenarics were almost olways aul-
onsts, shunned and pesscouted unless a war was goiog on.

The life of these soldiers was often brutally short, They had lew
pluces they could call home, ond few friends other than their cammdes
in arms, Civilinns coald not anderstand their wiys, A meosnary saw
more combat than most seblbers. Unlike normal soldisrs, they needed
n constant state of war to moke o living, From te mercenary amiss
of the Persion and Carthapinians o the mercs in 1960s" Alrics, thess
soldiers-for-lire bave ployed o mole in the wars of history, and have
heen romanticiaesd, seviled and feared

Mercs in
Rifts Earth

Pedro waiched the “parade” with urbelieving epes. Two years age,
when he was buf a chilid — Pedro was thirteen sow, @ vear siy of
being a “real” man — a deracterent of Coalifion roops kad marched
through the tan, He'd rever forget the shiny Wack uniforms and armar
of the diseiplingd soldiers az they moved with pecfect coordinmiion,
He'd never seen men g0 orpanized, so clean and keroic,

By comrast, fis group of so-called soldiers before him was nothing
af te srort. The men sining on top of the rolling vebicles or the ponderons
robors were dirty and arkermg. No fve iniforms or sy of ermes were
the same, Their “colors” were ariform orly nesmiech o5 mosr aof dem
were covered in the vellowlsli-broves dust of the desert sutside e fown,
The mercenarics did mot keep order, or pece, bur walted or rode as
ey wished, only carcful of not bumping futo each offer, Pedre shoek
hix fead. “Why is Facher hiving these men?" he asbed incredidously.

“Vou fpve a Jor fo learn, Pedro ™ Arlingron said, Pedre accepted
the reproach sitently, Arfington was kis father's man-af-arms, 4 rorgh
veteran warrior who now was teacking Pedro the art of the pun, the
sward, and the rebor, Pedre all bur worshipped the mumn.

“Vou're thinking of them rics "n olean Coalition eldier boys, aren's
vou P After Pedra’s mend, Arlinglon covtlrired. Do vow fhivnk thal the
way & soldler fooks will marter in a real fight?

Pedro corsidered this. One of the firss things Arlingror had sl
Tl wazs, where are re rules in waer, orly winners and losers, T guess
e, bl

“Mehbe you think they look divey and snkemps, they probably don't
take care of themselves, eh? Look at their weapons, thelr equipment,”
Pedro did 5o, and notlced turn, sfovenily ar the mercenanies looked,
there was neiking wrorg with their sldearms ard vehicles, The ermer
war parched fn places, the weapons hod been modified — some hed
their socks wowed off, others had coupled s or more weapons (e
heavy, inimidaiing combinations — b all of teery looked farcrional,
and relmiively clean.

“These men, they know how to fghe, Them Coalition boys, they b
down ar uearmed D-Ree viltage, they call It a barle, Onee fn a while,
they atiack peaple who fighr Back, bt even then, teey kave the edge
in way af numbers and fechnelogy, These mercs are wied fo fiphing
when the adds qre against them — they make wp far it with factics.
And fnagirserion.”

“Byt,,, you meen thal these mten are always beiter than normal
soldlers, than owr awn Royal Cuard?™



Arlingran smiled. “No, nor all of them, my Prince, Only the ones
wWilp survive,”

The warld of the rifis is an ideal breeding ground for mercenary
companics, This cheotic, anarchic woeld where monsters lurk in the
shadows, and ench township can be a kingdom unto itself, nesds skilled
warriors. There is also n huge techoological gap: Some places have a
primitive technalogical base, often below Mah-centary standards, while
ut the same lime there are giant pobots with energy weapons sald in
the open markets of large cities, The expense involved in malntaining
and training & modern army s far too high for most small pebions. It
ix much cheaper to “rent” such an army whenever it's noeded. This is
where mercenaties come in,

Even large, orpanized nations like the Coalition States and the MOR
sometimes hire mercenaries, This may occur when a siluation arises
that cannot be handled by local Joyal forces. The Coalition often hires
mercenaries (all unofficinl, of eourse) for operations oulside their mnge
of control, 1o “soften up” the enemy, and to perform covert and scek
and destroy missions against enemies such as The Pederation of Magic,
Tolkeen and D-bees, Why jeopardize pood, Joyal CF wroops aguinst
inhuwman or treacherows scum when there are mercenaries willing 1o do
it far vou? Similarly, meving and supplying an army to & trouble spat
is expensive, and somefimes there simply isn't enough time. Far better,
then, te hire o band of local or wandering warriors to deal with 1he
problem. It's also cheaper, in the long term, to hire merce than to keep
a hupe army sitting around on the bander — especially when the army
may be needed fo maintain ieternal order,

The market for warriors-for-hire ks large and varied. Supemarural
threats nesd to be dealt with by experienced, highly trained profession-
als. 1f no cyber-knights are ot hand, the locals need to pay somebody
to get rid of the demons, monsters or D-Bes invaders threatening their
lands, Even conventional wars are best L0 o the professionals. Two
budding city-states at war with each other may need to build an army
quickly. Since raising and training an armed force takes oo much time,
they often have to hire mercenaries. Meses can instigate o war, launch
un assaull, mainiain o siege, defend o kingdom, rid an encmyfrival,
perform acls of sshotage or assnssination, serve as special forces, or
train local volumlesrs 1o become a militie just 0 name some areas of
their “special” wlenis,

Mot all mercenaries kave the same goals. The majority ure in it
for the money, but some have other reasons such a love for combat,
or a lust for glory and fame and all the perks that come with it Some
are bullics, show-offs or self-proclaimed heroes who have something
o prove. Some hope to enm and save enough money 1o suppon a
family, start a business or retire, Others fight (or at least start fighting)
ot of & sense of revenge/haired toward a particular nation, palitics, or
people, Crbers may fight for o beliel (politieal, religious, or personal
ideall or some ather personal resson,

Some may be selling their services as a cover for a different mission.
Historically, many governments have used mencenaries ns their secred
aperts. Rifts Enrth s no exception. ¥ o neler does not want 1o get his
hards dinty, be may hire mercs o do the ity work for him (the C5
is infamous for this). Some of the inbuman forces on the Earh may
employ mercenaries ns their pawns; sometimes without the warmiors
ever realizing they are being wsed for dack purposes!

The transdimensional sature of Rifis Eorth also allows for the possi-
Pility of the ultimate mercenary organization: The multi-dimensional
caldier of fertune! These ulirn-powerful warriors span the Megaverss,
wandering through different worlds like the ancient Earth mercenaries
wandered through nations, The largest outfits may have a central base
from which they direct operations in many different places, Their powers
arl equipment will often be the mest advanced, and also the most
gapensive. Only the most powerful groups or nations will be able to
afford the services of multi-dimensionnl meres, Sometimes, such dimen-
sion spanning troops may oot reveal the final price tag untl it's oo

Inte to dov anyihing but paying it. This payment might include a perma-
nent land grant or the enslavement of 2 whole nation! Dealing wilh
mercenaries, especially alien mercs who have oo snse of allegiance
tn the planet or the races who inhabit that world, is always a tlaky

proposition.

Mercs in

Your Campaign

Gavernor Ryan igaored the sweat dompening Ris forebead, ftowas
hot and sriffing inside the canvas fens, Bus fhal was aaly parily fa blame
for the perspivaian. Being surrourded by an army of kilfers accoited
Jor ike rest, He punched numbers in the hand computer he had pleced
awt the empty ammo bor thar Larsen wied as a field desk. Larsen
regarded him with cold amusement, his cybernetic eye making whirring
ratses @y it folfowed the governer’s movemenis.

Al right," Gavernor Ryan finally satd. "I've caleufated all possibie
expenses, the expected length of the campaign, ard the risks fnvolved.
F'm being conservative, af course. The Xiticit presence in the area is
deemed 1o be minimal. We're just being carefil.” He turned the com-
pider so its soreen foced the mercenary Teader. = rewst tea this offer
will be sifircrory, Jt's the kighlighted eniry inthe lower right corner.”

Larsen leaned ever the computer, “May 177 Withow waiting for
assent, hix petal arm srarted yping sometfing on the comparer. When
R was done, he tirned the computer back roward the Grovermar,

“¥ou... vou erased my profecions!” Ryan stemmered, "You,,." fe
contained himzell when he remembered where ke was. His bodyguard
was standing right behind im, bt Larsen's mon was arlsa in dthe demd
— a1 Juicer from the looks of him, Showld vielence erup i the tens,
the Governar's bedyguard would be as effective ag a kay roaf against
a tornddo. Ryan forced himself to look af the compiaer. The orly thing
lieft there was a number, neatly centered in the soreen, “That's... tar's
nwice the ameset | offered vou,” fe said in g hoarse whisper. Larsen
furned roward tiee fuicer.

“Pedro, thow Mr, Bvan what vou fourd ourside his city. * The Swicer
pilcked @ bag aff the ground and shook its coments over the field dest.
Ryan gave a siariled cry when the severed insecroid head hir the table
and bounced info Wis lap, Witk & groan of disguss, he Tang i away,

“The Xiricix are aif your pores, Governor,” Larsen coniinped, "Fou
simply don’t kave the resources fo push them back. Within a week,
they' Il knock down veur walls, overrn the city, ard kave yow and ihe
entire population for tonch. And [ mean thar literally, Governer, This
perticalar hive has declded thal humans are g goad source of profein,

Mo, I'm sure you cad work something our with e king of Uleh
City. He'll send you some help — bur then hie"li probably want to stay,
rake some fand oway, maybe serile down permarendly, O you can
evaenate your cify and sentle someplace fess dangerous; nor that I can
imagine where siich a place might be. Ir' 1 be ropgh for your goverdment,
Mozt comman folk don't rake kindly ro suthorities thal can't proveci
thewm. If you're licky, the people will ouly foss you oal ot Your ecr,
You should nurvive ... somewhere, as a refugee. Or..." Larsen leaned
over the desk il his kalf-memilic fooe was only inches away from
Governor Byan's. “You can pay up and shut wp, [ have an armered
force rve days awy from the Xiticic Hive. Alr supparr, arsillery, the
whole M, We can go in and shur them down withia @ week, JF you
wanl w fo do parrison dudy, we can do i e, but then the Xinciy
will anly grow sronger, and you'll never ger fid af them ... or ur,
‘cause vou' il need @ permanent garrison just fo survive. If the credits
are trangferred into my accounts by fondgha, i’ i all be aver by the end
of the week and we can all move on. Your choice.” He leaned Pack
and Uit @ siinking cigar,



Ryan wiped the rivers af sweal runaing dewn his face, Paying this
amawnd wanld deplete the Treaswry and iz own personal aecounts, He
wondd have fo pressure some of the more prosminent city felloves o pay
part af it, and doing so would gain kim no friends. But ... he glarced
ar the carner of the tent where the Xiticiz ead hed landed face up.
He smw how sharp its insectoid fateral mandibies looked, even in the
poar light, Hix mind confured the image of those mandibles clasing
aver his sereaming face, “Al righs,” ke whispered harshiy, "Al right,
dizmn you. You'll ger your marey."”

Larsen blew smoke tovards the ceiting, “Memsure dolng bisiness
with your, Goverror.”

Mercenary cutfits can be etber adversaries or allies of the player
charscters, of both, A mercenary compaign fits perfectly in the Rifts
warld. Besides the Headhomter O0C.C., mast player character classes
can sell their services, Going mercenary i5 an ideal way to poy the
hills, The upkeep of all those rmobot suits, nat to mention all the E-clips
the characters humn, mdds up after awhile. It can also provide a focus
for many adventures and campaigns. Rather than travelling aimlesshy
dewn the Boml of Randem Encounters, the player characlers ame mem-
bers [or even in charge) of an organization with definite goals, They
will kave to seek out clients, fulfill jobs ood slowly grow in power and
prestige, This does oot peed 10 be the main element of the campaign,
however. Being a mercenory is only the charscters’ job, Their persanal
life can be the source of memy other adventures. Maybe ane or more
of the chiraciers had to becoms: a mercenary when he was betrayed,
framed for a crime, or found himsell on ibe losing side of a polidcal
or miliary conflict. For the time being, be has nowhere else to go,
Alternatively, the forming of & mercenary company may be the first
step in renaming home or o get revenge or justice.

Mot all mercs ars hardened businessmen. Most have thear own rough
bt sirict code of haror, Some may only take on jobs that fulfill certain
conditions apd will refuse assignments that go against their beliefs. A
mercenary outfit, for example, could specialize in fighting supernatural
creabres (see DemonBusters, Ine., for such an example), and refuse
any jab that doss et involve tonsdimensional mensiess, vampires, or
the like, Dvhers might be thinly veiled anfi-Coalition rebels 2nd only
undertake missions that will somehow damage the C5.

Ezch mercenary group will have its own peculiarities, habits and
eccentricities, Some will be highly professional, honomable groups,
while athers are no better than street gangs and brigands; vielent and
untrustworthy. They will vary in size from o handful of warriors to
huge forces able 1o maitch a natiosal army. The membership may be
made up mostly of humens, or the group could be a modey crew of
D-Bees, supematural creatires and open-mindsd Easthlings. Many out-
fits will be in direct competition with sach sther; this may be a friendly,
heaceable son of competition, whers they will fight each oiher one
week ard get together for drinks on the pest, or may devolve into a
savage series of ambashes and betrayals.

In the pages that follow, the steps fordewagning a MEeRCERACyY COHmpany
and then using it in a campaign will be detailesd fully. A brief overview
of the world of Rifts Earth from a mesosnary viewpoint is also provided,
as well 25 a list of possible clients, conflicts and different types of jobs.
Lastly, those hardware junkics will find scores of new weapond, afmor,
bots, and vehicles commonly produced by the likes of Nonhem Gun,
Iron Heanl and oibers in Morth America,

Designing Player &
NPC Mercenary
Companies

The term Free Company was used during the Late Medieval period
in Eurape to describe bands of independent soldiers wha fought for any
nation as Jong as they wene pakd on time, On Rifts Earth, the term has
become pepular once apain. Any independent {or at lenst ssemingly
independent) group that sells its services for money can be called a
Free Company,

Free Companies vary greatly in size, power and infloenee. Some are
about the size of n typical player character dventurer group (4-§ charac-
ters), while others are lorge armies that can fight in severl different
conflicts of the same tbme. Their strength, infleenceimeach, equipment
and organization are highly variable. Such factors will affect the role
a Free Company will play in a campaign. There Is also the question of
who actually controls the mere outfit. Many seemingly independent
prganizations are the agents or dupes of other more powerful forces in
the Rifts workd, such as the Coalition Sintes, the Splugoah, e,

The following rules are gaidelines om how (o Creabs any mesoenary
company. The Game Master (GM) moy create them himself or, if the
players are 1o be key members or founders, they can also participate.
Fier the mast part, & plaver-controlled company should nat be very large
or powerfol; 2., it should be selected from the company rypes 4.
For Mon-Flayer Charncter (NPC) agencies, the GM can pick and chooss
a5 he sees fit, of roll randomly.

Step One: The Size

and Orientation

This will detesmine how much raw power will be available o the
Free Company. The (M can roll 1D6 to select the type of Company,
or may decide which size will wark best for the adventure/campaign.
Remember that thess are simply guidelines and ihe GM may modily
them in any reasonable way he sees fit,

The poimis listed under each category is the total available points for
all company features. The GM may assign an extra 10-100 points ta a
company to reflect any special financing or equipment. For example:
A small company with a lot of expensive lrepower could have an exira
50 prints te spensd on wespons and vehicles,

Even with 540 poinis (the typical maximum}, selecting company
fentures can be difficult. If no points are spent on a paricular featuns
(A throogh N}, then the company sutomatically has the lowest mting
of level 1 (Mone!), in that particular feabare. This menns some mefoenary
componies may have incredible strengihs and resources in some
calegories (areas of specialty) and no or limited resources in athers,
Likewiss, some companizs may be more well balanced o many
categorizs with oo great atrength or weakness i any catcgory.

1. Small-time Compuny or Squad. This is the smallest mercenory
band available, and the most appropriate for player charncters. This
small band consists of six o twelve people, including both froms line
and suppon personme] {which usually means that the medic and mechanic
will alse double as fighters when the tme comes, and they both betes
do well!d, These companies run on & shoestring budget, and will have
few resources (for the most pan what each member bangs along with
him) amd even less political influence.

60 POIMTS are available, plus an additicnnl 10 POINTS for vehicles
and 10 POINTS for weapons. Mote: The additional 10 paints must be



applied enly o these specific feabires. Additional points can bz spent
from the general poind pool, Organization desigoers can spend the
general poines {in this case, 607 wherever they desine,

2, Minor Company. A dlighily larger band wiih 20-40 members,
including support personne] whae can also double as frent line roops.
Sometimes, these compantes work for one or two employers on o regular
basis or have o sponsor who provides the funds necessary for the mainte-
napce of the company. On the other hand, this coeld be a small-lims
oustfil that pcquired resowrces theough a siroke of luck, a big job, andor
combat situntions. These groups can be femidable if propeely equipped,
bt ane still no mateh for any major government,

45 POINTS are availoble, plus add an additional 10 POINTS for
cquipment and 10 POINTS for vehicles,

3, Free Company. This is a good-sized groop, equivalent to an ammy
company or small brigndes, Abaat 10H-30H) members tolal, 605 of these
are likely 10 be suppont personnel, not expecied o fight except in an
emergency. Usunlly well-armed and equipped, this group is able to
destroy a town of threaren a small city, The lesders of the group are
aften experienced men-al-anms, but can alse include supemnural cren-
tures, powerful magicians, cybargs andior paychecs.

145 POIWTS are avablable, plus 10 POINTS for vehicles, 10 FOINTS
for ousfits, amd 10 POINTS [or weapons.

4. Lorge Company, This mercenary organization is 2 small anmy
in i own fight. Tt hos obout 20014000 mesnabers; about G0% will bz
suppart personmel, oot expected 1o fight, This is the largest size com-
monly found on Rifts Barth, It7s very difficult o support a bigger group
in this uederpopulated, impeverished ol dangerous world, Fumther-
mare, armies that get any larger often become fargets of Fearful govern-
ments, including the paroseid Coalitten Staics. A company this size
can take on the pasrison of most eypicnl cities and win, Even though
they may be outnumbered, telr weaponry ond imining will wsually
maore than make op for the differesce. Hiceg such an outfit may moke
the diffesence between winning of losing o war. These groups will have
some palitical power, especially if they have setibed in one area. If the
company has & home bose, 30% of ibe personnel will olways stay
behind to provide security ard maintenance, The company will probably
conral ar be n major player in ibe politics of the region whene they
have established their headquarters, Most mercenary “armics” are made
up of o temparary alliance between two ar more large companiss, o
one large compony and several smaller onss.

I POINTS are available, plus 10 POINTS for vehicles and 20
POIMTS for budges.

&, Mercenary Army. An army in its own oght, with at leass 2,000
effective (line selliers) ard 3000 support persannel. Tetal size of the
army can range from 5,000 40 10400, with 80% of the froops engaged
in support activities. This foroe will have beavy weapons and some oir
sapport, There will be at least one plareon (40 members) of “specialy™
agents: magicians, psychics and super-powered operatives {up 1o 5%
of the todnl size of the army can be composed of these “special” opera-
tives), Typically, only the Inrgest national governments con match these
foroes; keep in mind that a highly trmined and well-equipped mercenory
army will be able 10 defit any typlcal ammy twice its size and o militia
or inexpericnced army three or four tmes s size, Mercenory nrmies
this size are a rarity on Rifts Banh, especially in Noah America and
Atlantis, However, several transdimensional armies ihat  operaie
throughour the Megaverse might make an appearance on Eanb.

Frequently, a company this size slls its services to many different
clients &t onge, fighting several small wars in different ploces. In that
case, Ihe woial namber of effective forces is broken into 2-30 sub-units,
exch wsunlly equal b a #3 or #4 size company. An army of this size
can play an imporiant part in the poliical Geld. Iis raw power canmot
be igrored by any povermnment becouse such an army could conguer
almost any typienl kingdom or small pation,

W) POIMTS are available, plus 20 for budget or weapons and B0
lor aatlies.

ti. Large Mercenary Army. This Free Company can take on any
kingdom and nation on Rifs Earth, with the possible exception of the
Cralition $tates. The MGE ard Atlantis, Itoonsists of 2 multi-divisional
army (at least 20,000+ effective, 40,000+ suppart personnel) and can
have as many a3 one million todnl members! This army will have several
huridred super-powened and magically or psionically adept agewis, It
will also hove snarmous resourees and equipment, mast of which will
be techiolopically equal or superior o the C5 or Triax. [t will hove
land, nir, oesl possibly sea support, A Free Company of this size is
probably able to dicinle lenmne W0 mos POVEMITENLE,

Mo group of this size is known on Earth, Only a trassdimensional
percenary ouifil from ancther dimension may be of this size and become
involved on Earth, However, very few nations coald offond to hine an
army this size. Consequently, one is mare likely to encounter a visiting
braisch from this dimension travelling mercenary force (ypically troops
ranging in size [rom #1 0 #4),

00 POINTS are avnilzble plus 20 for vehicles and 20 for hidgel.

Step Two: Mercenary
Company Features

A. Sponsorship

Exacily who is controlling the mercenary company, providing them
with lendership, goals and their real source of funds? Select one, There
i3 o codat for this necessary feaiune.

1. NOMNE. Independent Operative: The company is owned sl
operated by the mercenaries themselves. The owners could be the leader
of leadees [officers), or maybe every single mers is o sharehelder. The
objective of the company is o make meney, and the owners o respan-
sible for upkeep arl payment of pon-owners. All the money lefi afver
expeises i divided among the ownerafsharchelders, He (they] aniwer
to o ome nod e whese they please. Add 10 poines whesever desired,

2. Seeret. Most af the members have no iden who is really belind
the arganization, or what hidden motives there might be in their nssigne
mienis. The proup is given clicos and may be wll ool sell iheic
services 1o certaln potentinl clients. The featiwres and equipment of the
company are paid foe by the mysterious benelactor.

Add 10 Points in Eoquipment, 10 Points in Ouifils, and 10 Poiss
wherever destred. Keoep in mind that the members don'’t know who
they are working for ar wward what purpose, The charsclers may find
themselves given assignments they do not want, or told 1o do things
that may compeaniss tseir morals (especially of te aponsoring agency
is cormupd or evill. G.M.x should ke sdvantage of this x5 a continuing
stary subplol,

3, Criminal. Small-Time Bandits: The mercs are actually & band
of brigands who will engoge in criminal acts whenever they canmied find
painful emplovment, o when crime is more profitable tan military
service. Their mercenary reputation is used as o cover for dlical activities
from smugeling o losting bottlefields wooulright bandiry. Add 10
Points to Criminal Activity and 10 Points whesever desired.

4. Criminal, Organized Crime: The company is a hig-time crinme
putfit engaped in everything listed in number three but on & lorger and
pore covert senke. This mercesary company may only pretend o sell
its services tooan employer amd teod 10 betray those who hire them
whenever it is canvenient. Their goals hove linde o do with warfare,
but with the soquisition of power and wealth for their arganization.
The Thugees of India and the Minje of Japan are examples of two
ancient sects of criminal specialists and assnssins Tor hire, but who
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represented a powerful arganization in their own nght.

Auld 30 Poines to Inrelligence Resowrees, 20 Points to Criminal Ac-
tivity, and 10 Paints wherever desired.

5. Government. The company is secredly sponscred by an official
povernment, usually aoe of the smaller kingdoms, and is covered by
ihe government's legnl fromework, This was a common practice in
Earth's history. Wien a government could not moke war direcily on
anather, it nfen equipped prvale armies who woild then take offensive
sction. [n the sea, they were known as privaleers, Fregqeently, the meos
company 15 used as a covert form of aid to an ally ot war {rather than
send officinl troops 1o the aid of the ally and rizking thar nation getting
irvalved in a war it dossn't wont), The government secretly hises (or
arranges the hiring of the army) and supplies the mere company, which
is them sent to nid their ally,

[ other cases, the mercenary company may be a source of revenuoe
for the government, mayhe even the neest imponiant meney-maker for
the kingdom! [nstead of exporting normal gocds or services, the il
is offering its warriors as hirelings to odber, noa-threatening, kingdoms.
This is likely to be froops of profesional soldiers whe are predeminacely
good and ansrelist in pature and who live by a military code of ethics,
they are not necessarly evil or heartless destroyvers (but they can bel

Add 20 Points in Cutfits, 20 Paints in Equipment, and 20 Poinls
wherever desired.

., Comlition Froat (or NGR, Splogorth, Gargoyle Empire or
similar major government/world power). Sponsored, controlled ond
secrelly owned by a powerful evil povernment! 75% of management
will be pgenis of the government (military officers of major minions},
20% of the support personnel are government agents, and 50 to 75%
of the line soldiers are wembers of the govemment, This company will
iry i appenr suionomous and iry 0 hire self oot to enemizs of the
sponsering government, Their sole intention is W spy, sabotage, conguer
or destoy the enemy who has unwittingly hired them,

Small companies and sguads will mear lkely cogage in spying ond
sabolage. Larger troops will be sent far away Iromn their area of origin
fdengnge in coverl sclions OF Cven open war against ony enemy lonces,

Coalition-controlled mere groups will oy o undermine or destroy
all non-human nations, Tolkesn, The Fedemtion of Magie and even
Aulantis, as well ps iry to neatralize any perceived thrests to the Conlition
they may encounter, The organizotion should be prmarily composed
of fanatical human supremacisis and evil charachers,

Splugorth-sponsored compuniss will be vsed mostly as spy cells,
providing information to thelr master ond thieves (stealing rare and

valunble orticles; especially magic dens}; ey will also be involved in
the slave trade, sending prisoners to Atlantis through magie. The organi-
zatian shoald be predominanily evil,

In all cases, sdd 20 Points o Ouwifis, 20 Points e Equipment, 20
Points 1o Weapons, 10 Paints to Bedget, and 10 Paints wherever desined.

B. Quifits

Uniforms and body asmeor that the Fres Company distnbutes among
members. Uniforms may naot be mandatory among all bt the Largest
HITTIRES,

1. Mone, The characlers are responsible for their own clathing and
arenor. Officers have to make or buy their cwn faignias or badpes of
office, if any. Mo replacements of any kind ore available, Company
Cost; Mone,

2. Utility Owifits, The company bas a standand uniforen for all per-
sonnel. This is typically an inexpensive one-picce coverall, jump sull
or shirt, pants and jocket. The shirl and jacker may have o simple
erhlem or insignia denoting membership in this pantiewlar group. Mem-
bers must provide their own bady armor bol can paind it in the same
colors and wse the officiol insignin GF there s oneg). The company has
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pleny of replacements, in standard sizes, andd also provides free laumloy
service, Company Cosl: 5 Podwis.

3. Open Wardrobe, In addition to 2 basiz uniform, a complels range
af clothing, vniforms and cosnames are available, Stordard uniforms
are made up of light M.D.C, padded armaor (30 w 40 M.DOC.); officers
oy hawve the heavier composiie and'or plate types, Chber indivedual
members can purchase heavier armor at their own expense, Company
Cast: 10 Paints,

d. Speclalty Clothing, Standard wniforms ore provided as well as
mexlinm megn-damage body armors (uswally 20-55 M. DUCL), with henvy
armar (60-50 M.[LCL) availoble for elite assoule units and officess.
Spectal gear, such as SCUBASdiving suits and eguipment, radistion
suits, and contamination suils, are alwo availabe. Avallability, replace-
pnent suits and repairs are reasonably good, Campany Cost: 20 Points.

A Gimmick Cloiling. A full range of unifoems and body ammar,
plus concealed body ommor (such as Triax “Plain Clothes™ armor),
specially soils and helmers with advanced electronic, commuonications,
homing devices, optics and surveillance gadpeis are available, Light
exoakeleton battle armorpower ammor may be provided te high mnking
officers and special operatives. Availabilicy, replacement suits and re-

puirs are repsonobly pood, Company Cost: 30 Poants,

6, Unlimited Clothing. High quality uniforms with Aashy insgnizs
emblems and mega-domage armoer of all kinds are available (rare and
exotic items are llse oaly exceptions). Stordard armar 15 equivalent o
Desd Boy henvy ammor (80 M.DUC). Common types of light power
armor andfor magic ammor and clothing ane available o bigh renking
officers and elite troops. Specialty owifits and forgeries (used for il
ration) can be requested ood provided within 1D4 -+ | days, Excellent
availability, replacements soits and repaits for commoen dems, good
pvailohility for the expensive and uncommon items, Company Cost: 30
Points.

C. Equipment

This describes the generl equipment and supplies provided free of
charge by the owners'commanders of the mercenary company, Reploce-
ment of any Inst or damaged squipment is wsoally awiomatic. Speclal
Maote: Unlike other categories, it is possible to pay points o parchase
muore than cme of the following equipment fearures. For cxample, by
spending 15 points, & compnny would provide both elecironic (#3) and
medical {#4) equipment as described below,

1. Mone, The chormcters are respansible for buying and seplacing
thetr own equipment. Company Cost Mone,

2. Chenp Genr, Each chameter bas a commonly available enerpy
rifle, sideamn denergy or nat), three clips for each seapon, a susvival
kmile and wp oo 5 000 credits® wonh of equipment avoilable ot the s
of an operotion, Damaged or lost items may ool be easily replaced,
cspecially expensive things like cybemetic implanis or heavy weapons.
Company Cosl: T Poinls.

3. Electronic Supplies and Good Gear. Une cybemnetic implant {if
alesired) and goced guality gear i3 provided. Available equipmend includes
Lens0Ts, communications, computers, translators, recordees. video,
camefa, surveillance, basic cybemnetic implants and miscellaneoos
squipment; up o 23 0000 credits” worth of fems per mescenary soldier,
This will always incledes communications gear, a vital element of mili-
ary opesaiions. Company Cost: 5 Points,

4. Medical Equipment. First-aid and paramedic type equipment and
pharmsccuticals are pvailable. Includes antibiotics, pamkillers, anesthe-
tic, protem healing salve, sodivm pentathal {inath serom}, dosimeter,
E.KE.G. nnd E,E.G, machines, partakle lab, bio-scan, osygen, all com-
monly available robot medical kis (REM, TRMSS, Compu-dnag dis-
penser, ete.) ansd two basie life support units. Plus a bodget of 750,000
for cmergencies requiring hospitalization and cybemelic organs or
prosthetics, Company Cose 10 Podnis.



5. Medical Clinic. The company is equipped with full medical
focilities equal w3 small medical clinic, A full-time docter (MDD, or
Holistic) and one psychic healer are on staff ard assisted by four ourses
and two paramedics, In addition, the company has an emergency medical
badget of 104+ 2 million eredits for cybemetics and hospitalization.
There is also a small velerinary fasility for any combat, riding or work
animals, Replacement of lost or domaged equipment is automatic, bud
the total amount of medical equipment can never exceed 10 million
credits. Company Cost: 20 Poinds.

6, Muogic Technologles: This company™s emphasis i3 on magic,
particularly magic weapans, armaor, vehiclea, healing, nugmentationen-
haneements (bio-wizardry ond magic herbaipotions). 30% of thess war-
riars will have 104 4 1 minor techro-wiznndimagic weaponswands'po-
tionsiitems or bin-wiznrdry weagona/parasites/microbes or one major
item. All high ranking officers ord alite troaps will have a mne weapon
or bin-wizard device or other wvery powerful magic items. 5% will be
techno-wizards, 5% will be ley line walkers, and 5% will be others
itemporn] wizards, stone wizards, shamans, dragons, D-bees, etc.).
Company Cost; 40 Poinls

7. High-Tech Augmentation (Bionics, Juicers, Crocies): This com-
pany’s emphdsis 5 on high-eth augmentation. 205 will be gither full
conversion borgs or juicers, 20% will be headbunters or partial recon-
straction borgs and 10% will be crazies, juicers or other high-tech
creativns (including mutants, D-besslaliens or foreign techoologyl,
Company Cost: 40 Points

#. Unlimited Equipmeni. The company is a high-tech opsration
equipped with high quality electronics, computers, communicalion sys-
lems, sensars, aplics, cybernetics, bionics and all equipment nesded
for the operation and logistics of the company. High ranking officers
end special elite roops can have o personal vehicle of choice and
1134+ 2 eybemnetic mmplants {conventional and binck marked); 10% ane
partial reconstruction bargs, juicers, crazies or robos,

[n addition, there i & woperb mebile mini-hospital that can aeconme-
date a5 many as b paienis, has slx 1ife support systems, thres surgery
rooms and one cybemetic surgery unid {eybernetics can be repaired and
replaced safely). Two medical doctors, one psychic healer, twio Cyber-
does, eight paramedics and vwelve nurses comprise the medicnl soff,
Plus one million credits' worth of comman cybernetic items in stock
and an emergency medical fund of 20 million credits, Company Cost:
30 paints.

D. Vehicles

Transportution provided by the company 1o the chamcters. Also in-
cludes information on the company®s (set of vehicles.

1. Mone. Can vou run? Flv? Swim? We hope o, because you're not
going in get any kind of rde from the company. Company Cost: Mone,

2. Basic Transporiation, The company has just enough vehicles to
accommontate s needs, A thied are horse-drawn wagons, o third ane
trucks and motor-home trailers, amd the remaining third are old hover
trucks and used military jeeps and other benvy-duty vehicles, Transparts
are uswally unormed and wnarmored (Le., they are Jow MLDLC, or
5.D.C. structures) and are not expected 1o see combar — oot if they
plan to survive! The company will cover ground slowly, due to the
poor quality of their transports. Company Cost; 3 Paints,

3. Fleet Vehicles. The company maintains o feet of tucks, wailers,
mtor-homes, and light Armored-Personnel Corriers (APCs; 404 % 10
M.D.C, main body). They are laisly new and well-maininined, Half
the hover and all terrain vehicles hove one light laser or machinegun
weapon (106 or 2D4 M.D. per blast; 2000 feet/610 mnge). The other
half are rot owtfitted for combat and seeve only a2 8 means of transpor-
tation. In sddition, individual charncters of officer rank will be assigned
their aown personal hover car, hover cycle, jeep or land rover (all with
onE OF twWo wenpon mounds), An expense sccount of 500,000 credits

is set up for special iravel needs (such ns hiring additional ranspartation,
fuel gl repairs). Company Cosi: 10 Paints,

4, Combat Cars. As sghove, bt ALL wehicles are ouwifidied for
cambat! T0% lsave mepa-damage armor and light to mediom weaponry
(machinegun, beam weapens, mini-missiles), 1068 are beavy combat
vehicles such as tanks and heavily armored vehicles, and 105 arc acrial
cambat vehicles such as the Sky King, helicopters and jet packs. I1 the
mere sutfit uses mogic, up 10 20% can be wehno-wizard or oiher type
of combat vehicle, Company Cost: 2 paints.

5. Bpecialiy Vehicles, This fleet contains n numbsr of specially
designed vehickes, and moest vehicles ane military or paramilicary, This
includes 304 heavy robols or tanks, 306 medium or light robots o
tanks, and twao dozen suits of powered armor with flight capabilitses.
20% of all other more conventional vehicles are outfied with additional
armsoe {4 30% of the normal armar), specinl sensory (radar), elecincal
(eomputer), surveillance (camera and bugs), and security systems (locks
and alarms) worth abot 100,000 credits each. 705 are ourfinesd wich
shart-range cadbos {6 mile ranged.6 km), Also, & varisty of conventional
vehicles and logury vehicles (For officers) are available. Air sopport
exists in tbe form of 4D4 air vehicles (ypicnlly Sky King or similar;
half that number if combat jets are available), All wehicles ane of 1op
quality, hravy-duty construction and constantly maistained fen million
credits badget). & team of mechanies is employed full-dime and inclisdes:
one techno-wizant (if the company has no bias apainst magic), 204
operataes {with robotics and weapon system skille), 12 mechandcs, and
12 assistand mechanics, Company Cost: 30 Poinis,

6. Unlimited Vehicles, Any existing vehicle is available, including
eanks, mabats, airerafl, jer packs, and techno-wizard vehicles, Thas in-
cludes 304 + 4 heavy mbats or tanks, 3064 & medium o light robois
or tanks, and four dozen suits of powered asmar with fight capabalities.
S0 af all conventiosal velicles are cotfitted with additional armor
{ + 50% mare than normal armar; rabats not included), special sensary.
electrical, surveillance, scourity ond wenpans systems, ar may be mod-
ified b bechno-wizard systems. Up to 500,000 credits may be spent on
an imporiant vehicle, Comman, insignificant vehicles such 45 motorcy-
cles, jeeps, land rovess, and small ATV, frocks and cars are automat-
ically replaced, All welicles are outfiited with shor-range mdios (5
mile range/.6 k) and about 25% with long-range radies. The full-time
stall of mechanics is double that of number five, Company Cast: 50
Foints,

E. Weapons, Power Armor & Bots

The actoal wenpenry issuzd o bath line soldiers and specialty frooep-
ers. They include powered armor suits, rohots and comthat vehicles
(oumulntive with the Yehicles entry, above).

. Mone. Members of the company are expected o provide their
pwn weapons and equipment, and fend for themselves when it comes
to repairs. Company Cost: Mone.

2. Basle Equipment. Members provide most of their weapons, bat
simple repairs, spore parts and reloadabulletsirail gun amamer and ne-
charging of E-Clips are provided by the company. A simple and inex-
pensive assault weapon (s provided as standard issue (something equi-
valent b an MG-L5 luser rifle). Company Cost: 5 Points.

3. Basic Weaponry, All members are isued one conumen type of
energy rifle and an enesgy pistel or vibro-blade {only 10% are heavy
weapons like poricle beams and plasma gjectors), 10% of the group
will be tzaved some type of commonfinespensive powered armos, One
combat robat will be avatlable for every 20 line soldiers, Company
Cast: 10 Prints.

4, Advanced Weaponry. As above, but all members are alse issued
grenndes, and 1-in-3 have a heavy weapon (particle beam rifle, plasma
weapon, rall gun, missile or grenade launcher, ete.). 20% of ibe group
will be issued power armos suits (30% if light andfor very cheap suits



are used), plus one combal mobat or @ank for every 10 line soddices.
Weapons are all of good quality (onless quantity is stressed over qualily)
and damaped or lost items are immediaiely repaired or reploced (20
million credit budget), Company Cost: 200 Pomes.

5. Extensive YWeaponry: Higl-quality encrgy weapons are isseed
o all personnsl, including 104 grenmdes, energy nfle, and cocegy
sidearm (pistel or other), 40% hove henvy weapons including missile
lwnchers, rail guns, pariiche beam and plasms weapons, coe. 30% of
the proup will be isseed powersd armor suits (30% if very cheap suits
are usad). Ar beast a company of 306+ & assmult robat vehicles or anks
willl be om service with full crews, or one lighting vehicle for every 5
line soldiers, whichever is greater, Techno-wizard and alien/T-bes
equipment may also be available. All weapons are of the highest quality
and damnged o Iost items are immedistely replaced or repaired. E-clips
are recharged as quickly as possible and ammumiticn is rendily available
{35 million credic budget). Company Cose: 40 Points

&, Maximum Firepower: The unit is ps owell-ammed, soldier by
soldier, a3 any outfit on the planet. Yeapons of all kinds, including
explosives, heavy ol special weapons ane available, There is even
limited availability of magic and techno-wizand items (roeghly eocugh
for 10 1w 20% of the roopsh. 605 of the soddiers are isswed n suit of
_gu:re;:d q|.1|1|i|::,r POWED AT il henvy weapons, plus theene 1% a robaol
vehlcle o two tanks for every 5 line soldiers. Ammunition is plentiful,
Weapoms and equipment are ol the best quality and damaged or lost
iems are immediately repaired or replicesd (30 million credit budget}.
Company Cosi 60 Poins

F. Communications

This is a measwre of how good the commuonications network and
dlevices are in the agency.

1. None, Characters must buy their own andior relote messnges by
weard of mwath. Comgpany Cost: Mona,

2, Rasic Service. The company hos one long-range, wide baml rdio
{5 milerB0d ke range), ane pomable language ranslabor and a walkie-
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talkiz (2 miled, 8 km mnge) in each vehicle, No scramblers or bug
detectors available, Company Cost: 2 Paints,

A, Secured Service. Two long-range radios, all personncl bhave a
whlkie-talkie or ather shon-range fype mdin, all with scramblers, ax
language wranslators, vwo mind-radar systems, one PC-2000 pocket com-
puter, and o portable video camera and player. Company Costz 10 Poimis.

4, Full Bange Sysiem. Every tent and majer vehicle is equipped
with a shon-range (6 mile.6 km) rodio and language translatar, plus
there are four long-range fadios on line, and all persenne] have a shor-
range wilkie-talkiz available o them. All radios bave scrambler
capabilitics and sne of the lonp-tange mdios has n laser boosler system
that donsbles its range {1000 miles/ 1600 km). All senior officials hove
o Full sice computer o5 well as the P30 and a language iranslates,
otlver officials have only the FC-3000, Soldiers bove reasomable nccess
1o 2 variely of commercial aadioand videa disk recorders and playess.

A public anpouncement system is wired throughout the camp, aml
a [ull spund amd video secording studie railer monitors and controls
the music ol nnnaancements piped through the PA sysem. Two full-
time communications specinlisis, two electrical enginests nml five assis-
tants are on stall. All equipment is pood quality and weell maintained.
Company Cost: |5 Paints,

5, Deluxe Communbcations Metwork, Identical 10 mumbes Tour,
except thot all the squipment is of tus bighest qualicy, the communication
staff b5 twice as big, mnd squipment is moes plentiful and readily avail-
able, Company Cost: 25 Paoints,

6. Euperior Communications. Mot only dees the company have
evervihing provided in number five, but it has n communications com-
mand senfer (griple the number of communication staff} able o coordi-
pate the actions of the whole company at once, All officers have Tull
sime and pockel size computers and lanpoage translatoss. Company
Cast: 40 Poinls



(. Internal Security

This is the level of internal infiltration that the company is valnerable
to, Mot that this is the only thing that prevents spies and intrudess
from already having been ploced in the organization. Enemy ogents,
mipbes, “tumed” employess and supematurn] interlopers can only be
peevented with high levels of intemal security. Note: This is the security
provided o the company while it is out “in the feld” while on a
CAmpAIEN.

1. Mone. Mo security, anyone can walk in or oot and company
members are ned screeed or given bockpround checks. Mo supematural
safpuards other than the charsciess’ oWn AWATENESS OF RAWETS. Cotit-
pany Cost: Mons,

2. Lax. A pair of security guards at all main entrances check visitors
in and out. A patrol goes aroand the camp's perimeter. Only the officers’
quarters and important vehicles and focilities have locks or alarms, 25%
chance of a company member being an infiltrator working for himself
ar for anather organization, Mo mystic safeguards other than the player
characters’ own awarensss apd powers, Company Cost: 2 Pednts.

3. Tight. Alert security punrds, electronic alarms, and roving patrols
secure the company site from iotruders, A waich is organized and
pperates 24 hours & day, In polential combar situations, the whole camp
is in & state of readiness (soldiers slesp with their weapons at band,
least 255 of all campany members are “on duty™ at all times, ete). A
rigid check of possible employees reduces the chance of enemy infil-
tratoas to 130,

Supernatural safepunrds include securty teams familior with common
supernutural and magic occumrences and how te handle them (items
such as silver crosses, garlic and holy water are ovailohle). The secusity
detail will have at least some psi-stalkers/Dog Boys, or other magic
ard psychicolly sensitive soldiers, inclading ot least one magician,
Company Cost: 10 Points.

4, Iron-Clad. Every entrance oned exil is under constant video
monitoring nnd guarded by a security team, Besides the precautions
outlined in #3, picket lines and outside puard-posts provide o secisrity
blanket a5 far oul as several miles nround the cainp site, including air
recOnnaissnnee.

Oither security measures include high-guality kocks and alarms in all
yohicles  pnd  Faciliies, hidden compartmentsfales, foodlights,
emergency generntors, motion detectors, heat sensors, mini-radar, and
camera surveillance of aress of imporiance. Magic wards of alarm or
incapacitating magic ane sirategically placed with an eye toward stopping
supernatural infiltration, Maogic/supemabural security is stherwise a3
abave, Company Coat: 20 Points

&, Paranoid. Top securily and then some; all the mensures taken in
pumber four plas, Suspicieus characters may be strip-searched or denied
entrance, and no one can so much as enter a bathroom without sarveil-
lance. Multiple layers of defense are set up o detect snemy foroes at
Jesst 10 miles {16 km) away from the main camg site, Several psychics
ard sensitives are employed as part of the security force. The average
level of the secusity force is IDM-+3. AL least 25% of the company
forees will be under arms all the time, including fobot @nd eambat
veldclss.

Supernatural safegoards include o dozen protection cirches, amulets
wnd serolls (including negabe magic, dispe] mogic barrier, wm dead,
exproism, constrain being, remove curse, globe of silence, globe of
doylight, locats, negate poison, parification, and apparition; 104 of
exchl, The commanding officers’ rooms are protected by a sancium
spell and severnl mystic alarms. Superbor protection circles, wards and
similar safeguards are scabiered througheut the compound. Company
Cost: 40 Points.,

6, Impregnable, A vast amount of Ume and resources have gons
into this security system; similar to number five, oaly with the absolute
best bocks, alarms, equipment, supernatural safeguands and experienced
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personnel {odd one expecencs level o eoch NFC member of e security
loree and double the number of psychics and mages). The security
force has developed a system of secret verbal signals and hard signs
and countersigns to wam each other of danger and trouble. A reaction
Foree is always on alen to counter any ininusion, Surveillonce cameras,
mofion daleciors, heat sensors and other measunes protect the (acilities
and guaners. The perimeter fence includes o microwave fence and full
rudar and ground sensor system, Thenz 5 ooly a 2% chance of an
infiltrntor being found anywhers in the company. Company Cost: 60
Polnts.

H. Permanent Bases

The mercenary company that has o permanent secure base for the
company will select numbers 2-6. Many componies have oo permancat
bass and are nomadic or semi-nomadic groaps, ravelling around the
copinent looking for work.

1. Mone. The group hos no permanent bome or ferification 1o relneat!
20 home to or hide out at. They travel around and stay in temparary
camps (NOTE: the security in these temporary comps can be &5 high
a5 the company wishes it1o be; see 07 above), Company Cost: Mone,

2, Partinl Hepdguarters. The company has a semi-permarsent base
of operation located on lond that they ewnfclaim or hove purchased or
Teased from a nearby community. This facility can b as linle as some
office space and n few npariments, or several ncres of land where
vihicles are kept and tents are pitched. The only permanent struciurss
are likely to be o few sorage shacks and a run-down looking barracks
building. Personne]l can stny at this simple facility to recover from
wounds, illness, 10 await their next assignment, of just to relax and
rest. Likewise, the chormcters can engage in training, feaching, recruit-
ing, =lc. The entire compound can only hold a maximom of 20% of
the total troops al any oac ime; mos of the company is on the rond
and away from the partinl HO. Company Cost; 2 Points.

3. Hendguarters, The Company wwns a large tact of land, usually
close o o Friendly town or city, where the whole organization can
establish camp, There are a few permanent facilities built in the area,
such as & salopn, a few stardy bormcks, some storage buildings ond 2
field hospital {none are lkely o be mega-damage strocturcs; if they
are, they'll have light M.DLC. 5. The land is primarily a safe place o
park one’s vehicle and pitch & tent when the company s nat invalved
in a campaign. The government of the nearest civilized area (farm.
village, town, city, ete.) is usually (oendly and sells supplies and
equipment to the roaps, Company Cost; 10 Poinls.

4. Fortified Headguariers, A permanent headquarters with several
permunent buildings, including barracks (encugh for half the troops),
shooting range, garge (for vehicle and bot repair), meeting hall also
with smaller conference roomis), several storage buildings, commassary
and arsznal (uf lesst half are light o mediom 8. DLC, structures), The
place is surrounded by o wall or fence, and has & security equivabem
to Internal Security #4, sbove (this applies only 10 the hesdquariers,
and not b the company when it is on the mond), The lecation can house
H0% to 1005 of its troops nnd has enough supplies to last a twelve-month
siege, Company Cost: 20 Points,

5, Company Town, The company owns o whole wwal This is
uegally tree only of the larger mercenary companies, The town's
facilitbes are mostly dedicated to serving and entertaining the mercenary
company (T0% of all wwn wade is related directly to meeting the
company’s needs; the remaining revenues may be made up in smuggling,
slave irade, weapons manufocturing, tournsm and other businesses),
The towwn is heavily fortified. In many cases, all or part of the wown is
forified and may be enclosed by protective walls and hove several
clack, bell ar abvious watchiowers (ns well as radar dishes and com-
muniention twwers oo the oofs of buildings). A permanent home guard
equal in size to 40% of the teal company force) this gunnd i not
expected (o join the mercs on most campaigns and may be made up of
formier mercenaries who want a {relatively) peaceful billes.



Security for the wholbe town is roughly equivalent to Intemal Securnty
#3, with level #4 al most mercenary-operated aneas and #5 at vital
military poinis, About two years' worth of feod, weapons and supplics
for the entire population are stockpiled in several secure spotscaches
araund the town. Company Cost: 4 Paints.,

6. Company Clty. Same ns #5 except that the company is large
encugh to suppert o whole city (oflen, several associated mercenary
companics combing their rescurces to fund such o caty). Mercenary
related businesses are an imporcant pan of the city’s economy; roughly
5% af afl trade is ditscily related o the mesoenary trade. Security is
also rypically equal to #3, The city could survive several years of
siege, aml 1% desigeed o be defensible against a much larger force,
Company Cosi; 0 Paints,

I. Intelligence Resources

These are the types of intelligence-gathering methods and systems
available ko the mercenary comporny, This includes seouts, spy netwarks,
and informants, Inlelligence is very important for all military operations,
Special Note: It is possible 1o pay points to purchase mare than one
of the following intelligence resources.

1. None. The company has no designated soouts or spies, and relies
an the tlens of individunl members. Company Cost: Mone,

2. Scout Detachment, The company has Formed 2 scout group o
gther information aboat enemy pesitions. They are typically wildersss
scouts, rangershuntsmen, knights, psi-stolkers, dog boys or headhunters
with wilderness and tracking skills fespienage skills can be very helpful,
but 22 nat a requircment), Company Cast: 5 Points.

3, Special Military Operatives. The company has a team of rained
spies. Applicable 0.C.C.5 inclusde the CS and Triax military spectalist,
elite robot or power armor pilots, borgs, juicers, crazies, boonty hunters,
spies and all of the new ©.C.C.8 presented in this book. These special
operatives are not only used to gather information, but to infiltrate, spy
om, sabolage, confuse and engnge the enemy in covem operations,
Company Cost: 10 Points.

4. Palonic and Magic Operntives. Magicians and psychics are used
g5 scouts, spies and sahoteurs. Likely canclidates for this position can
inclisde the line walker, mystie, emparal raider or wizand, and other
practitianers of magle, druids, dragons, Geoe folk, creatures of magic,
pind mezlters, mind blesders, and major ond master psychics. Company
Cast: 20 Poinrs.

5, D-Bee Specialisis, Similar io #4, except these charscters are from
snother dimension, They must have a background in tracking, wilder-
ness scouling and/or espicnnge or have unique, superbumon o super-
narural powers and may have alien weapans and technology. Such
beinps may include psi-stalkers, mutant animals, simvan monster-riders,
inttoosd men, mechanoids, vompines, shape-changers, feleporiers, and
other beings with sirange abilities as described in Rifts Conversion
Books, World Books and Sourcebooks (see Atlantis and England in
particulor), Company Cost; 20 Poind,

6, Infilirution Metwork. In additian 1o baving 204 squads of scouts,
1 D4 squads of special military operatives ond 104 magic andior psionie
operatives, the company lexs an entie network of secret agents, infil-
traiors, ond mabes! There is 2 128 chance that the mercs have 104
agents in two or mere of the Coolition 5intes (excluding Lone Siar),
Tolkeen, Lazlo apd 104 other major forces'communities on ihe conti-
nent, There is nlsa o 17% chance of having spies among 104 + 1 rival
mercenary/bandit owtfits or ensmy argnnizpions, There will ke 1104
“safie houses™ or ldecuts in cach of the infilirated communities, Further-
mose, the mercs know about (20% chance of having dealings wich)
smugplers, weapon dealers, bidy-chop-shaps, the Black Markel and
undergronmd organizations aperating within cach of the infilirated com-
munities, Mote: At the G.M.'s option, there is a 3% chance that 2
spectfic bow ranking employee of a rival or criminal organization is
warking withifor the player charaeters, Company Coar: 50 Points.
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J. Special Budget

This categaey reveals the money availoble for any kind of special
projects, naot for regular operating coats. For example, if 8 covert team
needed cash 1o bay weapons in an aren beyaral the company 's nonmnal
supply ling or needed special weapons or iransponafion, bribes, eic,,
this seclien defermines just how much cash dus company can afford o
speenil.

1. Mone, Mo money available for any special projects, Chameters
are an their own. Company Cost: Mone.

2. Mickels and Dimes. Up o 10000 or even 21N credits ore
available for any one operation. But it better be a success! Company
Cost: 5 Podnis.

3. Smpdl Potndees. The company can dig up as much as 100,
crediia. Company Cosiz |5 Points,

4. Larpe Loans. The company has up to one million credits to kick
into any impomant missions, Company Cost: 25 Poisls.

5. Big Bucks, Up w 100 million credits can be made available,
Company Cost: 45 Points,

6. Mega Bucks. The company has up io 1,5 billion credits available!
Company Cast; 6 Points,

K. General alignment of personnel

The majorty (30%) of the company's personne] falls ioto this cate-
gory. Player characters and specific NPCs may be the sxception,

1. Ewil. Miscrennt and Dinbolic, Company Cost: Mone,

1, Ewil. Miscreant and Aberrant. Company Cosr Mone.

I, Anarchist. Company Cast: 2 Prinds,

4, Anarchist and Unprincipled. Company Cost: 4 Poinis.

5, Unprincipled and Scrupolous. Company Cose T Podils,

&, Scropulows anid Principled. Company Cost: 10 Poinis.

L. Criminal Activity

Mercenaries ofien have a reputation for eogaping in handitry and
other cominal acts as well as (or even maead of) miliary sctivites.
Many companies will engage in the Inoting of enemy comps, stronghalls
and allbed civilian conmmunites sympathizess.

The Fallowing nre some of the special personnel skilled in the criminal
ams and whoe supplement the company's incomes with illepal secvices
ke assassination, blsckmall, aml cocrcion. Note: Several of tles crin-
inal nctivities can be purchased and the snme activity can be purchpsed
as often as four (4) times.

1. Con Man (1). Anexpert fast-talker who Fools people into linancing
wild schemes, pranting bad loans, or otherwiss parting with iheir hand-
carnied mosey, May also be used o sell substandard wesponsy of eguaip-
ment {useful for moving bad sinck the company hos somehaw eogquined) .
Company Cosi: 5 Points.

2, Prostitutes (3}, Ladies of the night who sell sexunl favors, They
uzually seeve the company members (which reduces the dangers for
soleliers in enemy termiory), but may also sel] their services 1o outsiders
if the company commander allows it Prodtities are also used in
Iackmail schemes, information pathering and spying. All three have
a P 1, atcibute of 104+ 2008, bt MLA is only 6+ 106 Company Cost:
5 Points,

3. Cyber-Doc (1), A cyber-doc nmdd one assislnbnucse illegally
practive the science of cybernetic and bionic avgmerdation. Compeany
Cost: 10 Paints,

4. Gang of Robbers, Travelling some distance away froan the com-
pany, & pang of Z04+2 thieves and thugs rob iselaced houses and
commuiites, of mug people in the alleys and dark shadews. There 15
p 50F% chance that this sctvity i3 not officially sanctioned, but is 2
racker organized by Jow-level officers, unkoewn o ibelr superiors. The



thizves try nol 0 seriously injune o kil anybody, bt heatings are
commonplace, The pang members iry nol to wse ihe same equipmenl
or uniforms as the company and often wear civilian clothes or other
dispuises, and corry captured or stolen weapons. Company Cost: I
Painls.

5, Smuogplers and Sellers of Contraband, A trovelling mercenary
company is an idenl front for smuggling. How many customs mspeciors
will dare o neess with o small armay? Travelling with the company o
[D4G+2 specialists in smugpling with 104 +3 levels of experience.
They buy, sell, and fransport scarce, illegal, o danperous goods; mest
notahly poisons, drags, pre-rifls artifacis, magic, weapons, cybemetics,
ionics ond Fugitives, They will also protect, hide and deliver secret
packages, controband and information for outsade clients (including
piher crovks, the Black Market, or a government like the Coalition)
Most smugplers will have good contacts with the Black Masket aitd
can be useful when the company necds to find some illegal or scare
commudity. Se2 the pew Smupgler OUC.C, elsewhers in ths hook.
Company Cost: 15 Poinls.

6, Expert Assassln (1), An evil, 1044 4 kevel, wasrior who apecial-
izes in murder; can be any Meo of Amms OUC.C,, including borgs,
crazies, julcers, psi-stolkers, wildemess scowls, and particularly the
new master nssadsin and bounty hunter ©.C.C.5. Company Cost: 15
Poantz.

7. Psychic Enforcer (1), A& psychically powersd individual whose
jab 12 o enforce the wishes of the communder and the needs af the
company. Assipnments include taure, interrogation, frghtening and
hurting people. ferreting out spies, debscling supermnatural menaces,
woeking as an elite bodyguard, prodection and murder. Typicnlly 2
|04+ 2 level mind melter, mind bleeder (see Rifts Africa) or burster,
Company Costz 15 Points,

8. Special Forces. In this instance, & pair of super warriors used for
special missions such as pssanlt'mids, sabotage, and murder. This group

is treted a5 & special unotached unit under the direct control of the
eompany command. Typically a pair of 104 + 3 level crazies, juicers,
borgs, o a drapon (or other supernatural powerhouse) and & paychic
or mage, Company Cost 20 Points.

4, SafecrackerLocksmith (1), A demalitions expest asd mechanical
engineer who uses his talents to “crack” safes, open secunty dooes,
break out of juil, avaikd/bypass or disnrm securily systems and similar
fieats. See the new safecrocker (.C.C. Company Cost: 25 Paines

10. Forger (1). A bripand with 2 knack for art and fargery. He will
use his skills b crente [alse passpors, citizen’s papees, identity cards,
credit cards, invoices, ond oiher docunsents, This rogues is alsoe Familiar
with phofography and video/film equipment and recording. See the new
forgee OLCC, elsewhere. Company Cost: M Points,

M. Reputation/Credentials

Just what is the reputation of the company? The credentials determing
how much respect or feor the characters can command, how much the
company can charge for their jobs, ot

1. Hunted. The company is rumared 1o be trouble andfor composed
of criminals, cutthroats or fugitives (for any reason, renl or trumped
up). All members of this mercenary band are viewed with great suspicion
by everybady who encounters them. The suthorities of several towns
aiid cifizs ore hunting them because they supposedly reneged oo a
comtract, owe maney for damages they caunsed or because they are
known scoundrels wanted by the low, the Cealition Stales or some
other kinpdom! There is a 1-405 that o hunting party (C5. military,
merc, ar adveaturer), bounty hunter(s), or a messenger spreading word
that they re wanted ceiminals, will show up whenever the company?
characiess stays in o fown for more than o week.

Mt prdential employers will see the company as a linbility and may
not hire them or pay 106 % 10% less than normal. Only unsenepulous
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of deaperate employers will pay mose for the company's services. Many
emplayers won't hesitaie to betray the mescs if it benefils them o any
way, Most people will shrug off such betraval with words like “They
had it coming,” all becuse of their unsavery reputation. Company
Crst; Mone,

2, Scoundrels, The company is viewed with suspicion. They have
a repulation for being overly vielent and untrustworthy. They may also
have a histary of being as damaging o their emplovers as the ensmy
they were hired o fight, Mobody is actively pursuing the company, bur
there is a good charoe that employers will shom-change or beiray the
meres if they think they can getaway with it Company Cost; [ Paint,

3, Unknewn. Mo one hios ever heard of the company (usually because
it hns just been formed). Would-be emplovers try to be fair amd give
the company ihe benefit of the doubt and reasonable pay. However,
employers are likely o belicve the worst about the company if the
information comes from o reputalle sousee. Contracts will b= ensy 1o
come by, bul the pay will not be o5 high s Ffor better-known armies.
I:.‘l:lmpany Crst: 5 Ponts,

4. Known. The company hns developed a repulation 25 a reasonably
effective unit that gets tbe job donc and kesps ifs side of the bargun,
unless justified to do otherwise, Many employess will be reloctant o
betray this company, becawse doing so will damage their own nepats-
tioms, may evoke the mercensariea” weath, and other mercenary com-
panies may decide not o work for them, The company will be paid
above-avernge rbes far thelr services (about 20% more than unknown
or trouhle mercs). Company Coest: 10 Poinis.

5. Excellent Reputation. The compony has o reputation lor being
relinble, efficient, amd lethal. This sepotsiion is likely to means that
the company has rarely lost on engogement, are excellent lghtess, ranely
fail at their assigned 1asks, and may be known for some hersic, impre-
ssive ar daring fentlx),

The company has a reputation for alwnys fulfilling their contracs
and can be trusted by their employers. By the same token, any employer
that betrays the compony knows that be will be branded as & reacherous
fiend, causing most other repatable mercenaries to avoid him like e
plogue, Furthermore, this mercenary group may decide o fesch him a
lzsson andfor extract justice {and payment) by any means they deem
necesdary. The company with an excellent reputation commands much
more for their services amd gets i (506% 0 605 more than the avernge
saldier of fortune, but they are worth itl), Company Cost 25 Paints.

6. Famous! The company is known as “one of the best™ in ibe
busingss an<d have o reputation for being extremely successful, or-
ganized, resourceful, dangerous, herode andfor deadly. They are also
recopnized as highly inssvworiby and relinble, Lesser mescenaries, free-
Iance trouhlbashooters aml sdvenbaress may hesitate o take up a condract
that puts them of odds against this outfit, In fect, 25% will refuse such
a contract or fee from combat when they are achunlly pited against
them [50% chance of fesing if the “famous” warross start off strong
and‘or are beating the tar out of the oppasing Forces). The rates for a
fumones mercenary company are amang the highest on the market ancd
the lenders mrely engage in haggling or price reduction. IF these meres
are as good as their reputation, the employer is acquiring the best there
is and winning i almost assuned, Double e cypical level of pay. Mot

1%

If the famous company suffers two or more terible deleals n combat
theie repuration will drop to “excellent” or “known,” If they lose and
show acts of betrayal, cowardsce, incompesience or repesiedly appear
1o be weak or buffeons, their reputation will change 10 *scoundnels™
or the “hunted!™ Tt will take a grest deal o recapiure their repatation
omce it is Inst. Company Costz 50 Poimnts,

M. Salary

The amount of meney received weekly by the mercenaries will wary
depending on the sise, repulation and guality of the company, Mede
that operating 25 & freelance prmy or strike foree means that even the
best mercenary losoas may have o enduare perieds of little or no poy;
especially between jobs, The "average week's pay” listed below reflects
the average pay of a tvpical mercenary troop when wark s plentiful
nnd poyment 1% on time,

1. Mone. The company members share the pay/profits aml the ex-
penses equally, Bach mere ges a fair share of the prefits from whalever
is left afier meeting expenses, Depending on te cutfic, beader and
cireunmdtanoes, pay and booty may be shared equally by all members,
with officers nnd specialists taking only & slighily higher cut (10% to
20%), or it may be based on performance, senionty o whatever the
leader decrees. An Average Week's Pay: 306 10 credits for line
soldiers and 104 = 100 for officers and spesial operatives, plus a poriien
ol the profits whesever there ane any. Weapons, egquipmment and olher
ponds miny be offered in place of cash payment. Company Cost Mone,

. Freelance. Same as none, described abowve, but a Littke mone
strschure ol same operding cash. The management of the compnny
irics o supply food, ammunition, ond basic supplies on a regular basis.
They also provide limited sccess/use of ihe company's basic resources
{whenever avnilable), such os wse of vehicles, special equipment,
medicine, repairs, and similar. Company members have no binding
contract and can be red o can quit with a moment's nofice, Average
Week's Pov; 106 = 100 credits for line saldiers, 106 = 100 for officers
and spectaliss. Company Cost: 2 Points,

A, Pillance Solary, The company employs the characiers on o full-
fime basis with regular set wages mether than sharing in the prefit. The
company also conalswenily provides food, basic supplies, amarmition,
rechorging of weapons, and weiforms free of charge. I also offers
reasemable access o other facilities and benefits ot na charge, such as
vehicle repair and maintenance, doctoss and medical iresiment. hidz-
vuts, base camps, access to vehicles, the use of special cquipment,
explodives, and slmilar (such use must be autharized by the company
commanider). Sohliers wsually sign for a one to foar vear siretch with
an opiion o reenlist when the contmet expires. Average Week's Pay:
M credies far line soldbers, 5000w 600 for officers and 500 fo 200 for
specinl operotives, Bonuses may be given when the company hits  big
payalfl. Company Cost: 5 Paints,

4, Good Salary. In addition to the basie items listed under “pittance
salary,” the guality of the food, sopplies, services and facilifies nne
betber, plus the warmiors receive a goed salary. All pessonnel sign a
two to four year eontract. In cnse of denth or dismemberment, the
furnily or benefictaries are pald a compensation equal to thres months'
(13 weeks) salary, Avernge Week's Pay: 400 credits Tor line soldiers,
500 v 550 for pencommissiened officers, §00 ta T for medium-grds
olTicers [Lieutenany, Capdamn}, and 800 vo 1500 credins for higher-grade
officers ond special operntives. Bonuses of 104 2 1000 credis ane paid
to officers every guaner during which the company is under contrct.
Combat soops can receive a hazardous dary bonus of 1D 100 a
month depending on the circumstances and bonuses or spectal equip-
meatweaponafarmor may be given when the company has windfnil
profits, Company Clost: 10 Pains,

5. Excellent Salary. In addition to all the standard supplies amd
nesds of o mabile army and ascess o the company's pood facilifies,
the mercenaries receive an excellent salary, Soldiers sign om for a thres




e sin year period. Average Week's Poyv: 500 credits for line soldiers,
S0 b T for noncommissioned offieers, 00 w0 960 for medium-grads
officers, and 2000 o 5000 for high ranking officers and special opera-
tives, Hazanbous duly boauses of 106 = 103 is paid to the troops every
month (double for officers aml specialisis), plus all soldiers receive a
104 = 1000 credits bonus on sucesssful completion of o conlract
(206 = IO Tor alfvcers and specialisis). A pension for soldiers killed
of incapaciiated on duty maoy also be available w the soldier or his
beneficiaries; this s equal to 2% of his stnndord pay for 304 years,
Company Cost: 20 Points.

6. Dutrageous Salary! All the vsunl pccommodations, supplies,
facilities and pecks plus spectacular pay! Average Week's Poy: 700
credits for line soldiers, 900 10 1206 o nencommissioncd officers,
1,200 v 2, 0000 for s fumy- prasde of ficers, and 4,000 g0 B0 for supernos
officers and special operatives. Hazardows duty bonusss of LD credits
is paid o the froops every momh (double for officers and specialists),
plus all soldiers receave a 206 5 LD credits benus on successful com-
pletion of o contract {104 = 10,00 for officers and special operatives),
A pension for soldicrs killed or incopaciioted on duty s paid o the
soldier or his beneficianies; this s equal o 5055 of his standard pay for
10 wears, plus a one time, lump sem payment of 104 = 10,000 credits
{double for olficers). Company Cost: 40 Points,

Other Information of Note

Each mercenpry company should bhave a name; raditonally, ithe
name includes the seam lender’s Inst name. Most will alse have a
lagaiinsignia, and banness. [i's a pocd idea to come up with an owner!

commander, the commanding officers, and a few oiher key chamciers,
Remember that interesting mercenasica, officers, medics, special opera-
tives (like smogelers and spies) and other personnel can make the
company and advenwcng mech more interesting. Mercenary com-
panies, like all prowps of people, will have a oeowork of persomal
relationshipd, from cespect and love to envy and botred. The more
colorful the detail, the presier the atnssphens.

A modern milltary Army “squad™ is 10 soldiers, A squad can be
senl on recannaigsance, seek and destroy missions, sabotage, escor,
gunrd duty or “Specin] Operations.” A mercenary sguad (6 to 10 Soldiers
of Fortupe) can operaie 85 o reconmaissonee, ete. squad for a lasger
outfit, or g% an imlependent, small mercenary force. Om Ridis Eanb,
cven a handfal of warriors con wield o grean diveraity and anspans
(somelimes stapgering) of power.

A modern mililary Army “platoon™ has 30 roops typically divided
i four squads of 10 soldiers each.

A mdern militory Army “company™ has 1680 roops divided info
four platoons (40 soldiers) with four squads per platean,

A modern military Army “battallon™ has 640 roops, one H.C) and
four ar mede companies,

A modern military Army *brigade' has |92 troops, cne H.C) and
three or mone battalions.

A modern military Army “division™ hos ST60 troops, ane H. () 2nd
three or mone brigindes,

A modern milltary Army “corp™ has 11,320 troogps, ane H.0) and

two or more divissems.

New Mercenary O.C.C.s

Dreseribed in the pages that follow are several pew Occupational
Character Classes thar might be found in a mescenary company or
campaign (or any other ype of campalgn, for thal maiter).

Mercs/Special Operatives
Bounty Hunter

Forger

Freelance Spy

Muster Assnssin

Safecracker

Smuggler

Specinl Forces Saldier

Super-Spy

Thief, Prdfessional

Bounty Hunter O.C.C.

By Kevin Siembieda

The bounty hunter i3 a combinaiion city rat, spy and wildemess scou
who specinlizes in imcking down wanled criminals, desperados, and
fugitives — dead or alive, These monhunders arz oflen cold, unmerciful
men and woemen with seme past military or combat experience, They
can be members of & mercenary company, advenmurer groop, team of
bounty hunters, bondits, or con nct s o lene-woll operative.
Adiribute Hequirements: [0, 7, P.5. 12, F.E. 12 or higher; o high
physical prowess and speed ane helplul bul sed pequined.

Allgnment: Any, but some are &5 evil os the villains they hunt. Goed
charcters will be far more discrimisating abowt who they hunt,
0.C.C. Bonas: =2 on initintive, and + 2 w pull punch_

0.C.C. Skills:
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Binsic Muth { + &)

Radio: Basic { + 10%%])

Surveillanes Syavems [+ 59%)

Infelligence (+ 15%:)

Tracking |+ 15%]

Lane Mavigation { + 1]

Wilderness Survival { + 15%)

Detect Armbuwsh (- 10%)

Climhing

Funning

W.P. Energy Pistol

W.P. Energy Rifle

WP, One of Choice

Haned to Hand: Expert

Hand to Hond; Expert can be changed 1w Hand w Hand: Manial

A at the costof ene Vother” skill (or assassin ifan evil alignment),
O, Related Skills: Select two phloting skills and five other skills,

but at least two mast be selected from espionage. Plus select two

additional skills ar bewel three, two at level six, one 3 level nine,

ikl ane of level pwelve.

Communications: Any (4 5%

Domestic: Any

Elecirical: Mane

Espiomage: Any (4 55%)

Mechanical; Bnsic and Awomotive only {+ 5%
Medical: Paramedic only.

Military: Any (- 5%)

Physical: Any

Pilon: Ay o - 10%)

Pilot Related: Any (4 5%

Fopae: Any (oo bonuses except -+ B% on strestwise)






Srience: Math and chemistey only {+ 1)
Technical: Any

WP Any.

Wilderness: Ay

Secondary Skills: The claracter also gets 1o select foar secondary skills
fram the previous list, Thess are additional arcas of knowledge that
do nat get the advantage of the boous listed in parentheses, All
secondary skills start at the base skill level. Also, skills ans limired
{any, only, nane) ns previously indicatzd in the list.

Standard Equipment: A suit of personalized megn-damags body armor
(any kird, including Coalition armor), a set of dress clothing, black
nredior camouflage ftigues, a gas mask and air filier, tinted goggles,
amd an NG-52 Basic Survival Pack. The character also owns o
vehicle such a5 a hover cyele, maotorcyele of land rover, an exira
suit af light M_D. armor, one encegy handgun and rifle, three addi-
tional weapons of choice, 106 grenades, robot medical kit, [RMSS,
infrared distancing hinoculars, language translator, passive might-
sight scope for rifle, 2D4 sets of handeuffs or manscles, 50 feet of
stromg cordirape, utility belt, backpack, knapsack, and 114 sacks.

Special Eguipments Fick one (must have appropriate skill)

1. Armor and Cash: Black Market Triax T-10 o T-11 Cyelops
armar (100 M.DLC,) with jet pack and 106 x 1000 extra credits.

3. Pawer Armser Suit Titan, T-C20 Terrmain Hopper, Predator,
Triax T-31 Super Trooper, Norhern Gun or Kittani types.

3, Magic Armor: One techno-wizard or other magic armor and
magic weapon (keep the iiems reasonable). Or one majos bke-wizard
parasile, 14 microbes and a minor magic wespan.

4. Special Vehicle: A souped-up moreysle, hover cycle, haver
veiicle, land rover, jeep or small truck with double the usual
M.[.C., an encrgy weapon mounted on it, radar and long-range
padiee, O o rabot [vorse may be selected.

Muoney: The character starts off with 2063 10 in credits, and has a
black market item that will garner another 106 5 L0 credits,
Cybernetics: Can have up to 104 cybemetic implants af the player’s

'

Forger O.C.C.

By Kevin Siembieda

A brigamd with n knack for an and forgery. This chameter uses his
skills to create false passports, citizen's papers, klentity cards, credit
cards, invoices, ond other docoments, He or she is alse nhle to recognize!
identily other forgeries. The forger is olso usually familiar with the use
of computers, cameras ond video/film equipment, The Lstrer is vital far
reference purpases. Like the safecracker, although this character may
he p criminal and work with thieves, com-men, and smugghers, the
character typically has few or basic thizlrogue skills,

Mote: This tends to be a thinking man's charscter who plans abead
and whose real power lies in his non-combat ahilities more than anything
else.

Special Forgery Abilities

Characters of the farger 00C.C. have the basic espionags skill 25
fourdl in the Rifts RPG, The following is a list of specific arcas of
farpery with bonuses and penalties applicable anly to this Occupational
Character Class, The base esplosage skill is 205 4 3% per level of
mp:ﬁ:n:u.

Bonuses:

# Forpe signatare: + 1F

® Forge handwriting {much more demanding than a mere signature):

i 5%

8 Forge common business documents, letterhead ard stationary, bus-
iness cards, involces, receipts, shipping papers, and forms that do
HOT have any special crests, embossing, bolograms, o ather im-
prints: + 13%

21

® Forge simple govemnment documents, including birh ord death
certificates, deeds, popers of cwnership, passponts, simple phoio
identification casds, advertisements, legal documents, police and
military 1.0, badpes, etc.: & 10

® Forpe eluhorale govemnment and security docaments including any
or all of the following: photoprphic wWeatification, hakegrams,
cresis, slamps, embossed sdamps, seals, ebe: + 3%

# Forpe commescial and government loges, insignizs, emblems,
patches, arwork, tickets, labels, packaging for products, amd sim-
lar: 4+ 5%

#  Make puper or material look old or used: -+ i

Repair damagedtom documents to look only slightly used: +5%

® Recognize Torzeries: Automatie for flawed forgesies, -+ 5% from
forgers who are at levels 1-5, +2% from forgers levels 6-8, = 3%
Froan expericnced masters levels G-11, — 100% Devels 12-14, and
— 155 il the forger is level 15 o higher.

Mote: A failed moll o creats a perfect forgery means fhe dem 15
flawed, There is only o 35% chance that a flnwed forgery will fool an
average person and no chance of fooling any character with the loegery
skill ar who iz familinr with the penine item, including sipnatures,
handwriting, insignias and forms.

Ciarne masters should require the forger o spend more fime an com-
plex forgeries and may make the character roll under hiasher skill twa,
three of four fimes fo make a perfectly erafted item. This is especially
true of kedoprams, currency, anwoerk, and claborale of scorel govern-

ment documents, Even one Failed roll noins the fake with the snme
resulis ns described in the previous paragraph.

A failed roll to recognize & fake means the character can't tell the
difference between the fake and the genaine aricls,

Penaltles — Some penaliles may be accumulative:

® Rosh ol — 10%

& [padequote relerences; — 10%

®  Wrong materinls; i.e. the materinks such as paper, fabric, colop'dyes’



inks/paints, weight, thick or thinness, texture, may all be close bat
nat exsct or perfecily identieal: — 10%

& Credit cands, bank carcs, and rypes of currency/money (paper and
coinl: — 5%

® Jewelry, sculpnires and werks of ari: — 15%

®  Mogic symbolsfrunes, wards, serells, ciecles, ete. = 13%

# Andio andfor film forgeries dalter, mix, or imitle sude andior
viden/lilm recordings): = 10%

#  Top secret ond maximum security cards, including clearance/entry
and identification cards, top security/secret government documenls,
compualer documents, and similar = 15%.

Mote: The forper cannot make arficles of clothing but can make
emblems, paiches, insignias and minor aliceations, Similarly, he'she
can supervise o skilled imilor of ormarer b make o very close replica
(af least in appesrance); = 3% for clothing, — 10 for megn-damage
armar (ihe replicn may oot even be made of an M.D.C. material}.
Attribute Hequirements: 1.J. 13, PLP. 12 or higher; o high M.A.
can't hurt either,

Allgnment: Typically smarchist ar evil,

The alignment of & crininal characier 8 restricted o anarchist or
evil. These brigands wse their skills to trick, rob, blackmail and use
olhers for personal gakn.

Characters of an unprincipled or gosd alignment will only uss hisher
skills agamst the esemy. The characier will NEVER sz his abilities
to rab, hart, trick or endonger good or maocent people. Mor will they
bz willing v do anything that will enoble others arand them o e So.
0,0.C. Skills:

Literacy: Two languages of choice {+ 3]
Languages: Three of chalee [+ 20%)
Basic Math: (4 25%)
Art [+ 15%]
Fargery (+ 15%)
Disguisa [ +5%)
Radie: Basic {+ 10%%)
TV NVideo (4 15%)
Photography |+ 15%)
Computer Opertions €+ [5%:)
Compuler Programming { + L)
Compuier Hocking [+ 5%:)
W.P.: Two of choice
Harxl tin Hand: Basac
Hard to Hand: Bosic con be changed 10 expert at the cost of two
“athes™ skills or martial arts {or assassin if evil) for the cost of three
skill salecticns.
0.LC.C. Related Skills: Select five ather skills, Plus select one addi-
tiomal skill at bevel three, two at level six, one at level nine, and
twia o level twelve, Al new skills siar # level one proficiency.
Communications: Any (+ 5%)
Deanestie: Any (4 5%)
Electricnl; Basic omly
Espionage: Intelligence ondy.
Mechanical: Basic and aotamative only.
Sedical: First aid only.
Milicary: Mone
P'h:,.*si.-;.'ll; Any, excepl hoxing and acrabatics.
Filor: Any (+ 5%
Flor Related: Any
Eogue: Any
Science: Any {+ 5%)
Technical: Any (< 10%; 4 20% on literacy and langunges)
W.P.: .I'l.:n:,.'
Wilderness: Mone
Secondary Skills: The charmcter algo gets o select five secondary skills
from the previous list, These ore ndditional areas of knowledge that
div not ger the advantage of the bonus listed in parentheses, Al

secardary skills siort ot the base skill level, Also, skills are lmbed
{any, only, mone) as previously indicnted in the list,

Srandard Equipment: A suit of personalized fuseally light or medium)
mepu-domage body armar, o oset of military ftigess, and 3 ==t of
dress clothing (forgers usually bave monsy and dress very smartly).
Also a pocker magnifyving glass andior jeweler's loupe, micro-filin
camern (fits in the palm of the hand ond ensy to conceal), 35 mm
camera (with pelepbote, maceo and micro lenses), video/film record-
er, PCS0N0 homd-held computer, a (el size porable compuater,
PO pocket andio recorder, partable microscope, pocket [nser dis-
tancer, pocker fashlight, pen flashlight, skewch pad, pas mask and
mir Filter, tintex gugglﬁ. set of carving and cultingX-Acin knives,
1D scalpels, one Laser scalpel, heat pun, various plues and waxes,
fine jeweler's iools, 2 handgen and energy rifle, knapsack, backpack,
comteen and 0 carrying case or satchel with points, pencils, pens,
and oiher arl supplies, and some personal ibems.

Forgeries: 104 different photo identity cands (all with aliases), lake
birth certifécate, and fake citizen LI}, to one Cealition State or ather
mapr Kimgdam,

Momey: 1D 3 1000 in credits, black morket items worth 104 = [
credits, and reazonably good forgeries of universal credic cards or
currency with an uppanznt value af 04 = 1000 credits (the characler
will try to “pass" bad funds whenever he thinks he con get pany
with i, hul thare i3 always the risk of gering canghr).

Cybernetics: MNone o stan. The forger moy opt to pet some simple
implants or oplical enlsancement bat that’s all. A blonie'mechanical
hond or arm inflicts 1 —25% forgery skill penalty. A hiLl-x_'.'qum
prosibetic will have a — 10 penalty on the forgery skill,

Freelance Spy O.C.C.

By .0, Carella

Spees are becoming commanplace on Rifis Eanh, The half doren
Larpe natioms of Morth America, the dozens of medium-sized kingdoms,
and powerful corporations all wand o get information on each oller,
s well as on oiber groups, like lange mercenary forces, drogons, gongs,
and rebels that may threnten their operations, This 15 where professional
spies come iny men and women who make their living infiltmting gov-
emments 2nd corporations and stealing their secrets. Through thefi,
bribery, seduction, confidence games, keen ohservation and the use of
surveillance equipment, they penetrate the targes’s security and get the
informadion thiey seek, The ideal spy is 2 comblination of acbar, con-man,
pster thief and soldier. Freelanes spies are no strangers o combat,
but they prefer o use subile methads te pet what they want. 1F shoes
are fired, thot probably means the mission has taken an unexpected
turn o has fabled.

Spies are a subset of the mercenary trade. Bodh jobs involve the sole
of szmi-legal (or downright illegal) services, Many mercenary com-
panies have a small leam of spies working full-time for them, Some
spies hire small mercenary groups 1o serve as back-up incass something
goes wrong. And many freelancers do bath spying nnd mercenary work,
depending on what jobs are available at the moment.

Attribute Reguirements: 1., 9, PLE. 10
Aliganment: Any
O,C,C, Bomst + 1 oom mitiative and 4+ 2 o mell with impact ar fall,
O,C.C, Bkills:
Fadio: Baske (4 10%)
Binsic Math [+ 20%)
Liveracy: Ome of choice [+ 10%:)
Langupges: Two of choioe |4 15%)
Inielligence -+ L0450
Pack Locks [+ 13%)
Disguise [+ 10%:)



Forgery (+ 10%%)

Prowl {+ L0500

Compuier Operations |+ 10%)

Coawputer Hacking (+ 10%:)

WP, Energy Plsial

Hand to Hand: Espert

Hand to Hand: Expent can be chanped to Hand to Hand: Marial
Aris 21 the costol one "other™ skill for pssassin i an evil alignment].

(LC.C. Related Skills: Select § ather skills, but at least two st be
selected [rom espionags and two from rogae skills, Plus select two
additional skills a1 level thres, two ot level abx, one ot level nine,
and one af bevel twelve, Allnew skills s a1 level one proficiency.
Communications! Any (+ 10%:)

Domestic: Any
Elecirical: Any
Espinmage: Any [+ 3%)
Mechanical; Amy
Medical: Paramedic only,
Military: Any {+ 3%}
Physlcal: Any

Pilot: Any [+ 5%

Filot Related; Any
Frogue: Any [+ 1055)
Science; Math and chemismy anly [+ 10%)
Technical: Any

W Any

Wildermass: Aoy { -+ 5%)

Secondary Skills: The character also gets 1o select eight secondary
skills from the previous list. These are additional areas of knowledge
ihat do s get the advantape of the bomws listed in parembeses, All
secandary skills start 21 the hase skill level, Also, skills are limited
(nny, only, nape) as previously indicated in the list,

Standard Equipment: Black fatigues or jump suit (for prowling at
night) and a small wardrobe, Portable compact disc recondes/playes
and headphones, video disc player, portable language translator,
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hand-held computer and miceo-printer, 35 mm camera (3ull photos)
ael a dozen dises of flm, dise camera (moving pictunes) with a
dozen dises of [lm, micpo-film camera (fits inthe palm of the hand},
pen flashlight, lurge Nushlight, backpack, knapsack, wiility belt,
amma-belt, cantcen, sonplnsses amd gopgles, walkiz-talkie mdia,
air filber, gos mask, 2nd lock picking tools.

Weapons: Can include just about anything. Starts with o survival knife
(I 5.0.0. damape), two energy weapons of cheice and four
E-clips for each, plus select two 5.D.C. wenpons, Body armor can
be of any type, but tends to we lightweight armor (no ar low prowl
penalties]).

Money: The freslance spy will have 206 2 1000 in credit and an 2ddi-
tiomal A06 = LOGD in block market saleable artifacts,

Cybernetics: The character may have 104 + 1 eybemetic implants. Tt
iz entirely up to the plaver 1o decide whether his or her charscter
has any implans, and if so, which cnes. The inital implang selection
is restricted 10 black marker cvbernetics (excluding cyber-armor)
and sensory (any). The character is likely to add to his augmentation
ihroaghaut his life.

Master
Assassin O.C.C.

By C.). Carella

Assassins for hire are also making a comebsck on Earth, Many of
them are ex-military or ex-security force members who have only one
truly valuable skill: killing people. Unlike mast mercenaries, they kill
pod in the battlefield but in the wnlikely places, such as along city
glreets, at parties and privale quarters. Most (90%) Makter Assassins
will be miscreant or aberrani, with the rest either anarchist or dizbolic.
Home anachist and aberrant assassing will anly kall targets that deserve
it (at least in their opinion) asd may never accepl a job where innocent
peaple will be harmed. Miscreant, diabelic and many anarchists dea’t
care who the target is or who else might get hurt. The sherrant nssassin
is probably the most trestwarthy of the lot, provided the employer daes
nat chest, beiray of repulse him/her, Many mercenary componies have
oRe oF More mosler assassins used o climinate targets of designated
ol padd “his," encmy commanders, and ather strotegically imponant
individunls, Oen ome well placed shat, eliminating a key individwal,
can cripple or divide an enemy force,

Attribole Requirements; 10Oy, 11, MLE. 10, PP, 10,
Allgnment: Restricted 1o anarchist or evil charseters only!
0.C.C. Bonus: + 2 on initiative, + 1 10 save vs mind control.
0.C.C, Skills:

Radin: Basic [+ 10%)

Literacy: Choice of ans [+ 1%}

Lanpunge: Chadce of owo (+20%)

Derect Ambush {+ 1FR)

Intelligence |+ W)

Demalitions [+ 10%)

Deanelitions Drispasnl |+ M)

Tracking { + 15%]
Smiper
Prow] (4 2050

Concanlment { + L25)
Computer Operdions |+ 1FE)
W.F. Encrgy Pistel
W.P, Bnergy Rifle
W.P. Three of Chosce
Hand 1o Haed: Assassin (or Martal Ans)
0,00, RBelated Skilla: Select seven oher skills, Flis select fwan adds-
tiemal akills at level three, two at level six, one at lavel nine, and
ene ot bevel towvelve, All new skills start at level ene proficiency.



Communications: Any [+ 5%)
Dramestic: Any

Electrical: Any

Espionzge: Any (+ 10%:5
Mechanical: Any

Medical: Parnmedie only,
Military; See O.C.C, skills
Fhysical: Any

Filoe: Any {+ 10FR)

Filot Reloted: Any (+ 5% |
Rogue: Any (- 10%:)

Science: Math and chemistry cnly

Technical: Any {+ 5% for most, + 0% on language & literacy)
WP Any

Wildemess: Any [+ 10%:})

Secongdnry Skills: The charcter also geis o select six secondary skills
from the previous list. These are additionnl arens of knowledge thal
do pet get s advancage of the bonus listed in parentheses. Al
secondary skills start af the base skill level, Also, skills are limitsd
{any, only, none) as previcosly indicated in the list.

Standard Equipmant: A suit of personalized mega-damage bedy ammar
(usually light), black jomp sult, military fatigues, o sed of comowflage
clothing, dress clothing, and a small wardrabe, Also a gas mask
ad alr filter, doted goggles, knives (1D4), an energy sniper rifle,
an energy hamdguen and afle of clotce (ncluding C5, Triax or con-
traband items), six extra amme-clips for each, o vibro-blade, survival
knife and three sdditional weapons of chaoics, rabot medical kit and
IRMSES, knopsack, backpack, canteen, and some personal fems.

Mlomey: 306 = 100 in credit, and black market ems warth 106 = LED
credits; assasaing tend o live for the moment and spend monsy
extrovagantly on life"s many pleasures,

Cyhernetics: Has 106+ | cybemetic implants of choice,

Safecracker O.C.C.

By Kevin Slembieda

A safecrocker is o demalitions expert and mechanical engineer who
uses s special “talents” 1o "crack” safes, apen secunty dooss, break
in and aut of prisons, pick becks, avoid'bypass or disamm security sysiems
and similar feats, They can wse their abilides 1o such precision thar
they can “blow" the lock off o safe, security door, safe deposit box
and similar without creating a big, area effect explosion or inflicting
masiive amounis of damape, This means delicate, Aammable or valusble
combents of n safe or conlainer of person'item behind o door moy be
shaken up a bit but oot damoged or injured, The Blast and subssquent
damage is concemrated and directed af disabling locks and apenimg
daors,

This skill can also be wsed for precision demalition and ssholage.
The characler is an expert inthe use of all types of explosives, incendiary
devices, Blasting cops, ond timing devices. He or she (8 also 8 mechanical
engineer witl a basic knowledge of electronics and computers,

Although the safecracker may use his demolitions experfise 1o steal
the concenis of & safe (for criminal'selfish reascns or as an esplonage
specinlist) and wie documents and data gotien from safes ns evidence
against others or blackmail, the charscier seldom knows any mpue o
thieving skills. He's a safecracker — n specinlist, not a camemon croak.
Moter See alignment requiresents for details reganding conduct and
restrictions,

Attribute Requirements: L0, 10, M.E. 14, P.P. 14 ar higher.
Alignment: Typically anarchist or evil,

The criminal safecracker is restricted 1o an anarchist arevil aligament.
These evildoers use their skills 1o rob, acquire docwments for Blackmatl
or b destroy oihers, free comeades from jall, and endanger others,

The Safeeracker O.C.C. can include charncters of o good alignment,
but only if the charscler i using his unigue skills @o Gght evil, freehelp
the innocent and right injustics; typically & freedom Oghter type. Safec-
rackers of a good alipament will MEVER use their abilities 1o mob, hart
or endanger good or innecent peaple. Mes will they be willing to do
anyihing that will enable others around them te de so, Likewise, prin-
cipled snfecrackers will NEVER steal, even from evil choraciers (unlike
Rabinhood). Serupulous and unprincipled characters will be mose in-
clined to take the eoemies’ valuables and wse them 1o halp others, but
NEVER keep their ill-goien pains for themselves (give 1o the poar,
good and nesdy].

O.CC, Skills:
Lireracy: One of choloe |+ 15%)
Binzic Math [+ 20%)
Radio: Basic (10%)
Biusic Electronics (+ 15%:)
Compuier Opertions { + [FR)
Mechanical BEngincer (10%:)
Pick Locks {+ L%



Locksmith {4+ 15%)
Demolitions [+ 15%)
Demoliiens Disposal ( -+ 15%:)
Filoi Hovercraft { + 1iF)
W.P.: One of choice
Hand o Hard: Basic
Hand to Hand; Busic can be changed to expert 21 the cost of two
“aiher™ skills or martial aris for tbe cost of thres skill sslectaons.
0,0, Relied Skills: Select seven other skills. Flus select two addi-
tlomal skills af level theee, amd one at levels six, nime, and twelve,
All pew skills stam af level one proficiency.
Communications: Any
Domestic: Any
Elecirical: Any {+ 105
Espicmage: Intelligence and wilderness survival only (4 5%).
Mechanical: Aoy (+ 10%:)
Medical: First aid only.
Military: See 0.0, skills
Physical: Any; except pymonstics and wrestling.
Filot: Any [+ 5%)
Pilot Related; Any |+ 5%)
Rogue: Sireetwise and computar hncking oaly ( +45%].
Science: Math omd chemistry only [+ 10%)
Technical: Any (+5%; + 106 for Lireracy and language skills)
W.P.: Any
Wilderwess: Mone
Secondary Skills: The character also gets 10 select five secondary skills
from the previous list. These are additional areas of knowledge that
do ot get the advontage of the barus listed in parentheses. All
secondary skills start an the base skill Jevel, Also, skills are limited
[any, only, none) s previcusly indicated in the List
Standard Equipments A suit of personalized, light, medium or heavy
(usually medium) mega-damage body srmar, a setof Black clothing,

a sef of dress clathing, fiee leather ploves, o box of disposable
surgical ploves (100 per box), ski-mask, dned goggles, o dodor’s
stethoscope, PC-3000 hand-held computer, PDD pocket audio rec-
order, pocket laser distancer, pocket flashlight, portable tool kit,
nutamatic beek plokirelenss gun, ond lock picking set. Also o Wilk's
laser scalpel, on energy handgun and energy rifle of choice, two
additional E-clips for ench weapen, knapsack, backpock, canteen,
gns musk and air filter, and some personal items.

Explosives: 1104+ 1 explosive hand prenades, 2D4 smoke prenades,
20 abape charges/plnstigque, and coe fosion block of chaice!

Money: 400 = 1000 in credit and gems or black market items worth
106 5 1000 credits,

Cybernetics: Mone o start, but pugmented bearing, sight and sensor
hands are common. Also see Rifis: Trins & the MGR for additionnl
tvpes of cvbemetics,

Smuggler O.C.C.

By Kevin Siemieda

The smuggler is fundamentally a combination confidence man and
thiel. The character mokes a living scquiring illepal items, hiding them
from the authorities or these looking Tor thern, and selling andfar trans-
parting the items to the purchaser. The smuggler may also engage in
the acgquisition and selling of information and the hiding sndfor iransport-
ing of fugitives. These brigands leam to think on their feet, use wonds
carefully and to their advantage (many are masterful liars), and develop
n poker fuce. Most have spent hours practicing how to try o remain
calm, innocent and compossd looking when facing dewn the law or an
OCUSED.

While some srugplers may be considered freedom fighters, helping
D-bees, rebels ond undergroeasd networks by acquiring, hiding and
selling weapans, food and supplies, most are selfish mescenanes anxd
thieves who dan't take sides and sell to the highest bidder. The meast
cutthroat, resourceful ard daring may cooperte with both sides of a
comflict! After all, the longer = conflict lasts and the mors heated it
becrmes, the greater the potential for profit (and greater the donges for
all parties involved, os well as the cost in lives).

Depending on the situation, contraband can include books, food, and
medical sopplies 1o weapons, cybernetics nnd drugs.  Despicable
smugglers may work with body-chop-shops and encournge, create of
make “ncquisitions” from cyber-snatchers. Most smugglers don’t ask
guestions sbaut the history of an iiem or the ethics of the supplier,
These villains will smuggle and sell anything or anybody for the rght
price, without regard 10 whom it may hurt, While many smogglers may
have skills in thievery, most operate a5 con-men and middle men, hiring
ather thieves and mercenaries to acually procare the tem. However,
depending om the charscter's disposition and ahilities they can ba active
thieves, spics and fighters.

Attribote Requirements: [.Q, 10, M.E. 10, and M.A. I3 or higher.
Allgnment; Typically anarchist or evil.

The alignment of a criminal charscter is restricted to anarchist ar
evil. They use their skills and connections for personal gain with little
o no regand o who may get hun.

Chorncters of an upprinzipled or good alignment will only use hisher
skills agninst the enemy. The character will MEVER use his abilities
ter rob, b, rick or endanges good or innocent peaple.

0,C.C. Bonus: < 1 on initiative, bot only when palming, of invalving
streetwise ar concealment,
CLCCL Shlls:

Literngy; One language of choice (+20%)

Languages: Speoks four of choice |+ 205%)

Fnsic Math: (4 30%)

Dwtect Ambush (15%)



1.

%‘*\ ]
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Deleet Cancealment (4 105

Escape Artist (+ 5%

Drispuise -+ 10%:)

Coneealment { + 1FR)

Palming { + 1043

Sireetwise [+ 16%:)

Faihio: Basee [+ 15%:)

Radio: Scramblers (+ 10%)

Crypiagraphy [+ 1%

Computer Operations (+ 15%)

W.P.: Two of chaice

Hard vo Hand: Hasic

Hand 10 Hond; Bosic con be changed o expent at the cost of iwo
“oifber' skills or mariial ans (or assassin i evil) for the cost of thres
skill selections.

OuC.C. Related Skills: Select three pilofing skills and three other
skills. Plus select one slditonal skill at bevel theee, two at level
six, one at level nine, and cne ol level twelve, All new skills s
al lewel ame profichency.

Communications: Any { + 1FR]

Damcstic: Any {+ 5%

Electrical: Basic anly

'Esp'il:ml;lg:; Mare, oiber than OLC,C, skills
Mechanical: Basic and mmomotive only
Medical: First aid only

Militnry: Mone

Physical: Ary, excepr boxing ndd acrobatics
Pilor: Any {+5%)

Filat Relnted: Any

Rogue: Any

Science: Any

Technical: Any {+ 1050; + 2% on literacy and lnnguage)
WP Any

Wildemess: Mone

Speoomulnry Skills: The character also geds o select four seeondary skills
from ihe previous let. These are addizonal areas of knowledge that
do i get the odvantage of the bonus listed in parentheses. All
secondary skills stam &t the base skill level. Also, skills ane limied
(any, only, mane) as previcusly ndicaled in the list.

Standard Equipmeni: A soit of persenalized mega-damape bedy armor
(any kind). military fatipwes, and & wardrobe of casual, dress and
travel chidhes (wandrobe can be worh 204 = 1000 credits: pml;lul:.l:.'
only & froction is tiken on trips or military assignment=). Also a
PC-3000 hand-held computer, a fall size portable compuales, lan-
puage tmnslator, PLXD pucl::l: anlio recorder, pnck:.l ﬂi!hﬁ[.'.hl, nirte
pd , pens or markess, gas mask, air fileer, tinied gopgles, knapssck,
backpack, cantsen and some personal itzms.

Weapans: A vibro-hlade or neuro-mace, handgun and energy rifle of
choice. The weapons can be Coalition, Triax, magic or ather uncom-
o o difficult 1o fnd ilems.,

Mlomey: 204 = [0 in eredits and black market ibenss wonh 3064 1000
credits.

Cybernetics; Mone to stort, The smuggler may opt to ped some simple
implants, aptical enhancements or bleck marked fens: faw have
blonles, but that™s a personal choice,

Special Forces O.C.C.

By C.J. Carelln

Special Farces soldiers ane given specid] maiming nol avaslable to
repular troapers, This is because their missions are more difficult and
hazardows than thase ol normal soldiers. Special Forces moops ans
expected o apemte with very litle supposi from the rest of the army
and engape in “covert” operations ihat are secret and may have no
official supper or acknowledgement. Among thedr assipnments, these
troapers have 10 scoud enemy Fumiﬁ.u:n:-., enpgage in saholage, iman or
fight puermilla o terrorist groups, enpage in kidnopping, of rescue hos-
Lapes,

The Coaliticn Military Specialist 0.C.C, is a Specinl Forces class,
This mew OCC. applies for the most pan o non-Coalition armies in
caly=slates like lshpeming or the Moamisbgue Impeniom. Cinly langs ar-
migs can nfford the specialized raining that prodecses Special Farces
characters. Mercenaries love b recruil these soldiers becawse their rain-
ing makes them idenl for the low resmnoees thal mast mee companies
can afford. When they leave the military, these soldiers may become
indepanclent opertives, adventurers or market their services a5 elite
by panrds, profectors, troubleshooters and even as lnemen'sheriffs.
Many wilderness wowns, citbes and kingdoms are interested in such
Yupecialiss,”

Attribofe Heqqeirements: P50 10, PP 10, LG 10

0.C.C. Bonuos: -+ 2 on inbiative, 42 o soll with fmpact or Fall, amd
<2 1 puall punch.

OLC.C, Skills:

Radio: Basic (< 10%:)

Litemcy: Choice of ones |+ 10%)

Computer Operation |+ 5%

Inielligence |+ 15%:)

Filat; Robods ol Power Armar

Filot: Robot Combar: Elite

Falot Tank (- 10%:)

Wenpon Syslems 4+ 15%)

Read Sensory Equipment { + 10¢%)

Brunning

W.P. Enerpgy Pisial

W.P. Energy Rifle

Hand b Hand: Exper

Hand te Hond: Expent can be chanped e Hapd to Hasd: Martial
Ame althe cosr of aoe “hec” skl {or assaasin if an evil nl'ignm:nl:].



0.0.C, Related Skills: Sslect 12 other skills, but &t least ton must
b selected from espionage. Plus sebect two additional skills atlevel
three, two at level six, one of level pine, and one at Jevel twelve.
Communications: Any (4 10%;)

Dimeestic: Any

Elegirical; Any

Esptonage: Any {+ 1FE)

Mechanical: Any (+ 5%

Medical: Parnmedic aaly.

Military: Any

Physical: Any ?
Pilot: Any
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Piloa Belated: Any { + 5%

Raogue: Any {+ B%)

Science: Math nnd chemistry cnly { + 1065)
Technical: Any [ <4 5%)

WP Any

Wildermness: Any

Secandary Skills: The character also gets to select six secaslary akills
from the previous list, These are sdditional arcas of knowledge that
do met get the advaniage of the bonus listed in parentheses. All
secondary skills start st the base skill level, Also, skills are limited
{any, only, none] os previously indicated in ibe list,

Siandard Equipment: A suit of personalized, light or heavy mega-dam-
age body armor, incliding Coalition armor. A set of dress clathing,
and a st of camouflnge clothing for covert operations. Alse a gns
mask acd air filler, doted goggles, and an NG-52 Basic Survival
Pack, Orwns either 1 mobat vehicle or cae suit of poseer armor, ans
encrpy handpun and rifle, three additional weapons of chedce, 1D6
premdes, hand-beld compurer, robot medical ki, IRMSS, grappling
hook, pair of bondewffs, and 50 feet (15.2 m) of rope. At the G.M. s
option, this character may have o swit of light and quick power
armaor, ideally with fight capabilities.

Money: The character stams off with 106 = LK in credit, and hos o
Bluck market iteen that will gamer another 106 > [T enedits,
Cybernetics; Con hove up o 1D6 cybemetic implants of player’s

choroe, meluding black market items,

Super-Spy O.C.C.

By C.J. Carella

The Supee-5Spyv is ihe same basic type of characier as the Freelance
Spy. but he ar she has an edpe, This edge may be magical, cybemetic
ar paionic (player's chaice). Essentially, the chnrcter was a budding
mage, pavehic or D-bee with unigue powers who underwent the andeous
training of a professional apy (and thus is less proficient than a dedicated
magle practitioner or psychic). Or he'she may be a spy who had the
comnections and fesources to get exlensive cybemetic aml bonic sys-
tems. Super-spies are the most deadly members of their profession,
combining their skills with paranormal abilities to achieve the impossi-
ble,

Attribute Requirements: L0, 11, P.E. 10, ME. 12,

OLC.C.L Skdlls:

Rondio: Basic |+ L050)

Radio: Scromblars |+ 105

Cryplogeaphy {+ 10%)

Binsic Math { + 3E)

Liceracy: One of choice |+ 10%%)

Languages: Twe of choice |+ 2FE)

Intelligence (+ 155

Pick Locks [+ 10%)

Disguise [+ 10%)

Forgery (+3%)

Proawl [+ 10%:)

Compater Operations [+ 5%)

W.I. Encigy Fisiol

W.P. One of chobee

Hand to Hand: Basic

Hand to Hand: Pasic can be changed 1o Hond to Hand: Expert ot
the cost of cne "other™ skill, or 10 Hand to Hand: Martial Asis at
the cost of two “other skills.

0.0.C. Related Skills: Sebect four other skills, Plus sslect two addi-
tional skills at level thres, two at level six, ope at levsl nine, and
one 6t level bwelve, All pew skills siar ot level one proficiency.
Communications: Any (+ 10%:)

Diamestic: Any -+ 5%)



Electrical: Any
Espionage: Amy [+ 5%
Mechanical: Any
Medical: Paramedic only.
Military: Any

Flysical: Any

Pilot: Amny

Pilot Helated: Any
Rogwee: Any { +6%])
Srience: Moth and chemistry cnly
Technical: Any

WP Ay,

Wildemness: Any [+ 5%

Secondary Skills: The choracier alse gets fo select four secondary skills
from the previows 1181 These are additionol arens of kneodedge that
do oot get dhe advantage of the bonws lsted in parentheses. All
secopdary skills start at the bose skill level, Also, skills are lmibed
{any, only, nane) as previously iedicared in the list

Special Powers (Select ONE):

Magic Abilities: The chorcler is & minor wizand, able b cast
speella, but wathour mesr of the abilides of a real ley line walker.
Select thres .'IFIA:“!- frovm each level 1-3 (for a ixtal of 9. Each
additional level of experience, the character will be able to acguire!
select ane mew spell egual o his own level of achievemenvexperi-
ence, Additional spells and ritoals of any magic level can be earned
andlor purchosed at any time repardizss of the wizand's experisnces
lewel. Tl character has Ley Line abiliides #2 and #3 ONLY {(can
anly sense and resl ey lmes). PPE: PE.  aitriboe
+ 104 = 10+ 20, Add 206 P.PLE. per lzvel of experience,

Ablemmately, the charscler could be just abour any of the magic
QO.C.Cs (provided ibe GM. allows if), incleding the temporud
wizard, wemiporal warrioe, shifier, mystic, sione mage, dooid, necro-
mancer, mminmaker or priest, However, the characier cannol use
cybernetics and is permanenily frozen af second level,

Psinnic Abilitics: The choracier is o moster psionic, Al first level,
hi can select three powers from each of ihe categories of Sensitive,
Physicol and Henling powers, and one Super psionic power, Every
bewizl afver ihe first, the character can select one psychic power from
amy of the categonies. LS. 1D6x 104 M.E. aitribwic. Gaing 10
L5.P. per level of experience, P.PE.: 3046 (i's been spant in the
development of psvchic abilities).

Cybemetics ond Bisnics: The character has Partial Bionic Recon-
struction and 106+ 4 bionic features or cybermetic sensors.

1-Bee or Mutant Powers: The super-spy could be a D-bee racs
that has natural abilities bevond those of noomal humans, souch as
the pooer of the changeling o shape-change, the simvan o confral
animals and 5o on.

As an alternative, the chormeter may be 2 Debee or mutant with
super powery such as those deserbed in Heroes Unlimibted ¢and in
part, Rifls Conversion Book COmne), I this is the case, the player
can select one mapor and one minor soper power of thres minee
super powers, As always, the G.M. has the fnal say whether o
nof guper powess are allowed and which cnes are ncceptable far his
g,

Standard Equipment: Black Fatigues or jump suit (for prowling at
night) and a small wardrobe, Partable compaect dise recorder’player
and headphones, vides dise player, porable language iranslatoe,
hand-held computer and micro-printer, 25 mm comern {still phoios)
and o dogen discs of film, dizc camesa (moving pleiures) with a
dozen dises of film, micro-fAlm camera (s in the palm ol the hadp,
pen flashlighe, large flashlight, backpack, knopsack, utility belt,
ammo-balt, canteen, sunglasses and goggles, walkic-talkie radio,
air filter, pas mask, and Iock picking tools,

Weapnna: Can include just ahour anvihing. Stans with a survival knife
(1136 5.00.C, dumage), tao energy weapons of chodee with four
E.-i.":]i_pi for each, plus select three 5,00,0C, weapons of chice, Bedy
armor can be of any tvps, bur tends o wse lightweight armaor (no
ar low prow] penalties) or conceabed anoor.

Psychic or wizard spies can selsct one techno-wizand weapan
insteacl of an energy weapon. Body armar can be of any oype,
including magic or symbiotic, bat fends f be lghiweight amnor
{low prowl and mobility penalties).

Mlomey: Starts with 2088 = 1000 credans and 1064 5 1000 in black marker
itzims.

Cybernetics: Sz¢ special powers above; otherwise most soper-spies
fenud b rvodid cybermetics except for prosthetie reasons. Pracritloners
of magic and psychics avoid them because they interfere with their
JHIWCTS,

Professional
Thief O.C.C.

The professional thiel i o cut above the two-bit hoodlvm maost prople
picture when they think of thisves, They are mone ke cat-burglars and
surveillance expens. This character rarely engages in muggings: and
pety robibery, They set theirsights on lasger, more challenging forgets,
Attribote Requirements: 1.0, 10, P.P. 14 or higher, a high M. A, and
Spd can’t har eliber.

Alignmeni; Typically anarchist or evil

The alignment of o criminal is restricted 10 anarchist or evil. These
thieves use their skills o mick, rob, and blackmail for personal gain
and pleasure,

Charaeters of an unprincipled or goed alipnment are o ranty. These
unusanl craaks will only use their skills against the enemy, The choracier
will MEYER use his‘her abilities to vob, hurt, inck or endanpger innocent



people o1 characters of a good alignment. Nor will they be willing to

do anything that will eonble others arownd them o et or use others.
0.C.C. Bonus: + 1 oa inifiative.
0.C.C. Skills:
Literzcy: Cme af choice {+ 15%]
Languages; Twa of cheice |+ 20%)
Basic Math: (+25%)
Drisguise (+ 10%})
Radio: Basic (+ 15%)
Surveillance (+ 153%)
TV ideo {+ 105)
Computer Operation [+ 15%)
Palming [+ 15%)
Fick Locks (+ 10%:)
Pick Pockets {+ 15%)
Acrobatics {+3%)
Climbing { + 10%:)
W.P.: Twa of choice
Hand to Hand: Basic
Hand 1o Hand: Basic can be chanped 1o expert at the cost of two
b skills of martial arts (or assasain if evil) for the cost of thres
skill selections,

0.0, Belated Skills: Select six other skills, Plus select two sdditional
skills at lewel three, two 2t bewel six, one af level nine, and two ot
level pwelve, All new skills start ot level cne proficiency.
Communizntions: Any {4+ 10¢)

Damestic: Any [+ 5%

Electrical: Basic caly

Esplonape; Escape arfist, forgery, and intelligence only.
Mechanical: Basic and automotive coly,

Medical; First nad anly.

Miliary: Any (+3%)

Physical: Any, excepl pymnastics,

Pilot:; Any (+ 5%

Pitor Related: Amy

Roguw=: Any { -+ 1056)

Bcience: Any (+ 3%)

Technical: Any (+ 10%; + 15% on literacy and language)
WP, Any

Wildemness; Mome

Secondary Skills: The choracter also gets to select five secondary skills

from the previous list, These are additional areas of knowledge that
do not get the advantage of the bonus listed in parenthesss. All
secondary akills start at the base skill level. Also, skills are limited
fany, only, none) as previously indicated in the list.

Standnrd Equipments A suit of personalized mega-domage body armor

fusually light or mediom), a black jump suit, and a set of dress
clothing. Also o pocket magnilying glass anclor jeweler’s loupe.
PC-3000 hand-held computer, a full seee penable compater, PLL
pocket audio recarder, pocket laser distancer, large flashlight. pen
fashliglt, 100 feet (30,5 m) of super sorong/super lightweight cord,
grappling hoak. 104+ 1 spikes, roll of wire, gas mask and air filter,
tinted pogples, one lnser scalpel, lock picking toals, knapsack, hack-
pack, carrying case or satchel, knife, a handgun and energy rafle,
and perzonnl items.

Forgeries: 104 different photo idestity cards (ol] with aliases}, fake

birth certificate, and fake citizen 113, 10 one Coalitdon Sinke or clher
majer Kinpdom,

Maney: 106 1000 in credit and jewslry or black market ftems worth

A0 = J00] gredits.

Cybernetics: 104 cybernetic implants of the chameter’s chaboe. Profes-

Experience Tables

glonal thieves tend toward sensors, lung implants and bio systems,
A bioic hand or arm of any kind inflicts a — 5% skill peoalty.

Freelance Spy, Safecracker, Super-5py,
Emy r, & Thief & Forger

1 00002, 110 1 0000-2,200

2 2,111-4,230 2 2.31-4,400

3 4.721-8,440 3 4,401-5 800

4 EA441-16,880 4 B.801-17 60

5 16,881-24, 880 5 17,601-25,600

G 24, 851-34, 880 G 25,6400-35 600

7 34 BE1-49, 580 T A5,601-50.60H

§ 40 BE1-69 550 30 601-70,600

9 59 BR1-94 880 QT 60045, G600

10 94 HE1-129 880 10 95 60113 600
11 125881179 K&l 10 03k 011 Eh, el
12 170 R51-220 880 12 180,601-230,600
I3 720851279880 13 230,601-220,600
14 279, 881-329. 580 14 280.600-350,600
15 320 851-38%9 880 15 330,60 -1, G

Specinl Forces Soldier,
Miaster Assnssing

& Bou Hunter

1 0,000-2,120 9 6058154 580

2 2,121-4,240 10 Q4 BR1-1259.880
3 4,241-8 480 11 12 8581-17% 880
4 B,481-16,8R0 12 17 HS81-220.850
£ 16, 58]-24 KR 13 220 R81-279 880
i 24, 851-34 880 14 270 B81-329 &R0
T 34,BSI-I1-*?.HE{I 15 329, Z81-3H9 58
5 A0 RR1-65 880




New Pilot Skill

Combat Pod: This 15 2 new Pilor Skill. Training incledes maneuvering,
and controlling remote-contre] drones, evasion and combatpad com-
bat sirategica. Base Skill: 40% -+ 4% per level of experience. The
skill gives the user a 42 w0 snke, parey and dodpge while inzide
the machine.

Designing a
Merc Campaign

Wirh a lead screech, the Alolisher robst feil fo ity krees, Caplain
Serrano knew thar ohe sourd was mee robor's metal supersticiure,
stressed beyord ity capabilities and colfapeing under s own welght,
bui it felt a5 i the mechamical beast vias Fellowing ity death scream.
The advancing Uilni-Muzs wrdits ol e pive the dying relor aay clumices
ter girike back, per any mercy other Man g guick kilfing . With milinarizic
precision, the welve saldiers in powered grmor stopped i serrated
auivance and apered wp with concenrrared rail gun bursis, In @ marrer
of o few seconds, the last of Serrane's mechanized wnits — and ike
men instde — became o much sorap,

Ax Serrans watched the destrection fram his APC s cupoln, ke feli
the presence of Liewtenand Schuliz Behivd him, “Caprain, we are going
o be overrun.” Serrans’s alde sald. Even with the Dead Boy helmei
on, Serrane cowld sense tee man' s fear, *We should witkdraw, shouldn®?
wed Sirf"

“An excellent suggestion, Newrenan ™ Serrano replied. "Now i vai
coald pive me ary supeestions af de wkere we should refrear o7 'm
open Io any bleas you might have.”

“Uih, headguariers. "

“Haz been desrroved, you foal’™ Servane sapped, fnally losing iz
lemper with the lDeateranr, "We bhave been tricked! The folve alarm
senr the gereison ot fere inde this ambush. Dor's vou recagnize tie
curlirs oof tleose Ui-Max suits? We've been ser up by Larsen’ s Brigade.
I don't ree any jet plares or any of Qiv helicoprers, 5o this i only a
fracuion of ki forces. I my press is caorvect, the rest of Larsen's Brigade
ir Becoming acquainted with Major Harrivor Back ad HQ). There ix
nowhere ra rur, ever I yor wani fo dry ard cutrace the Uin-Maoes
with aiwr Mark 1V.°

Schulez soid noking for ebowr five secondy, During thar time, the
Iast Skelefot holding the rear perimter, fog dumb o now wher &0
quit, wis blasred ta swltereens, “So what gre we golng fo def”

“Surrender, of cowrse. O, don's look e stricken, Deaterant, Even
if we could pef away, | don's think gither af uz wonld relish explainieg
te Emiperor Prosek how his supply lines for the spearhead regimenis
af the Mimnesota imvesion boee Been ufterly destrayed by an enemy
Miligary Tarelligence we didn’t even tmow was ol here. Qbwionaly,
somebody af Tolbeen decided 1o pur up the marey they needed e ger
the job dowe. Larsen's Bripade (s por clieap.”

A0

He looked down into the bowels of the APC. "Kadio par surrender
fo fhe enemsy.” The piler inside nodded, his ead bebbing with exbans-
tiow ard probably relief thar kis commander wasn't ordering a furlle
Lest sheand.

“Whe knows," Serrano corcluded, as e Uli-Max rroapers od-
viarced siowly apd the forger and heavier bors that boad supperied them
began 1o climb owt of their concenled positions. “Larsen might e ws
furek over In o trosps, rather than fave as focked away in some
Totkeer prison camp, Acially, § feel sorry for "Rim." He's siaved o
of the Coalintan' s way and prospered all these vears. Throwing (n with
these rabble can only lead to hix riin, Don't you gree?”

A mercenary campaign may be a litile more stroctured than the typical
Bels camspaign, Mercs almost slways have two constant objectives:
fincling contracts and fulfilling themn. This means the Game Master will
nsed o have a greal deal of information at band, 0 be prepared for
the questions his players will ask. The politics of the area will be very
imiportand for a mercenary campaipgn. Mercenaries need wars, or at leas
same sorl of military conflict, 10 make a living. While rlls-ravaged
Earih is plagusd by constant warfare ond violence, oot all of it will
benedit a Free Mercenary Company . Sonse wars will involve opponents
whin have no nee ar desire to hire mercenaries. Others may be comlucted
by dangerous or alien forces that ane not w0 be trosted, This chopter
will detail soame af 1ke bagics of the mercenary business and provide
saome passible troukle spats on Rifts Earth which would make far an
ideal markecplace for mercenaries and adventurers.

* - o
Finding Clients

WANTED: Erperienced, well-equipped Soldiers of Forture, able o
reavel, for a puritive Expedition againsr Mareuding Vampires, Experi-
ence in handling the Undead preferred, i nor required. Mow kiring
Individeals or Small Groups, Pay commersurate with proven shill;
Dasic experses and ammiminion paid. Applicars will be iarendewed
am the ouiskirts of the citp, By the Werd Wall, Samrday, May 12
Noviees, fumans over the age af 50 vears argd ren-fumuenaids meed
aor apply.

— Flier posted on the wally of Ler Alemor

All raghe, so the plaver charsciers have starved their own little merce-
mary cutfit. They have all their bots, ray guns and magic scrolls neatly
lined wp, Mow what? Finding prospestive cliznts can be os hard (o7 os
caiy] as the Game Master sees it Usoally, the place 1o sian is a
mesdinm te large city, the Burbs, or ooy place rumared 1o have rouble
that a mess can fx. ' muoch harder 10 find work in the wilderness
because communities are scaftered far apart and while small villges
might need a foree of defenders, protectors or specinl operntives, they
probably can't allosd w pay lor tham. In peaceful aneas, cities are the
only pln.;c.s where n mere can find individuzls or compantions wealiby
cnough to hire a group of soldiers.

Controlled Cities

Many city governments will nob want private citizens engaging the
services of heavily armed mercs. For one, mercenories are often seen
a5 & threat o pesce and os Jiftle more than paramiliary criminals. Also,
if o mercenary company is hired by a third party in o city amd then
atticks somebody, the victims might blame the city for condening the
transaction. Many places will, therefore, ban metcenanes Inom conduct-



ing business with anybody except the city government itsell or require
special povernment sanction {pay o fat fee w the city). In such cities,
mercenaries conlinug o comduct business, but they do it covertly,
theough the underworld, Block Market and city raf neoworks, Characters
with the Streetwise skill will be very useful in thowe areas.

Being “connected” is very imporant for conducting business in the
underwesld. Smalliime mevcenary compantes and adventurer groups
with o reputation will peed o prove themselves and establish contacts
before they can “sdvertise” in the area. I belps if one or mare of the
characters was ralsed in the eity in question (a nstive City Rat turned
mere would be o big bonus).

Streetwise in the Big City

The first tmes & mercenary pary iries 1o do business in o city where
such activities are illegal, have the charncter moke a few sirectwise
ralls. Roll against the highest streetwise akill level in the party if working
5 & group, or for each individual if they break wpe auted ey 0o find work
separately {spliting up can increase their chonces of bath suceess and
firding big woubde!). A success meons the characters make the right
connections, Spreading some cash around might help some: Add 1%
1o the skill for every SO0 credits speat in this way (magimum + Z0%).
Add + 10% if one of the plaver characters is a local, but only if the
character wses his Stre=twise skill. Redeee the skill anywhene between
— 5% 1o — 50%, depending on whether the city is hostile i mercenaries
of neq-humans (nsmming some of the meres are ensily identifiable as
DeBees). Mo sireetwise skill mesns the charscper(s) are af the mercy
af faie

The GM should also role-play the search, giving bonuses or penalties
1o the roll {plus or misus 5 to 20%) depending an the way the characiers
behave. For best results, the GM should non the sttempt, then roll
secrelly apainst the proup's strestwise skills, so they don't know if their
stempt works or not until the GM tells them what happened.

OFTIOMAL: Om a failed streetwise roll, refer to the following
table, or pick an appropriate resulb

1-30%: Mo Result. The local underworld becomes suspicious of the
charncters’ questions and feigns ignerance. “Jobs? Sure, I've got some
jobs for you — here's a beoom and o mop,” “Mercenary work? That's
tlegal, you know,™ "1 enly work bere, man." The charsclers can ey
ngnin in a day or two, with no penalty as long as they go to some ather
pa of toown,

31-50%: Faux Pas: The player characters mistakenly offend some-
body with comnections, or &ct in such 0 way that the bocals become
convinced that they are undercover cops or enemy spies, Mot only do
they pet no resulis, but attempls elsewhens in town are — 20% [wond
spreads and less people are willing w talk). Conversations stop when
the mescs walk imo on establishment and people are unfriendly, even
hostile, if they ane pressed for information. 1f the player characters push
oo much or say the wiong thing (like jokingly implying they “are”
cops or aplea) ey may find themselves geiiing ino 3 brawl, beaten
up, rabbed amd 50 on.

51-70% = Mere Seam: Our heroes s=em 10 have found a contact for
likely employment, but it tums out to be o trap set up by the city's
suthierities for boundy hunters, bandiis or fival meres), The characters
walk imlo & room chocked full of police officers (or ather equally
dangerous oppenents). The most likely result is that the mescs will be
guestioned, threatened, fined (104 3 1000 credits or rohbed), sscorted
(throsn) oul of the city and told nat w retam. 1§ the characlers want
to fight the city police force. that's fine, but as fugitives, such action
may pet them imprisened or killed. And i will cerainly get them
mivahere in e scarch for a job!

T1-W1%: Big Cops: The mercs give a really bod impression o the
lesders of the underworld, Moybe the obraxious guy they beat up at g
bar tums out 1o be the son of the local “Godfother,” or they unwitingly
lead ihe police o on illegol gambling establishment, or some similar
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eomplication brought about by the charcters” actions. In the allernative.
ihe adventurer group could be a pary of well meaning fellows who
inadveriently beat up undercover cops, or interfere with a police o
military operation by inadvenently helping o criminal whao they thoaght
was an innocent vietim, The result of 2 very unlecky coincidence can
lesl imto all kinds of trouble. In any case, the characlers may hove
overstayed their welcame and should leave the city as soon as possible
e thev'll get into deeper rouble,

91-100%: Shanghabed! The characters are “hired"” for a job which
mirns oof 0 be g trop, A gang of slavers (possibly working for the
Splugesth), bandiis o police trick the player characters inin sipning
onto an opertion and lster wses dougs or magic o subdue o frame
them, of 1o capiure and sell them into slavery. The meres should hove
g chance b notice the rap, of cacape once i1"s been sprung, but it could
ake an entire odventure and bemd g all soms of oouble andfor intrigue,
If they manage o distinguish themselves in overcoming this abstocle,
their reputation in the city could grow as a result. On the otber hand,
they might cod up a5 next week's enterainment at Drageonn!

Alsa note that whils the practices of hiring mercenaries or even allow-
ing them within city limits, may be frowned upon in Comralied Cities,
75 bong as the mercenaries do not enter town, do ool inberfere with the
Tocal suthorities, or hoom the city, and engage in oetivities beyond the
city's borders, most people will Toek the other way. Consequently, o
corporation, rich individual, or even a city official may hine 3 mescenary
band or adventurer group for all kinds of work., Assignments may
include escorting and prodecring a merchant comy, salalags an oppa-
nent, recaver a solen article or kidnapped person, hant deavn bandits
o7 monsters iroubling the aren, exterminate D-bees inothe area, astack
a competing corperation o lown away from the city, C5 trouble, espion-
age, smugpling, cic. A rendezvous place will be eatablished sutside of
b and the characiees may be old that they are NEVER 1o enter the
city or address their emplover in public.

Mercenary Havens

Mot all eitbes are clossd 1o the mercenary trade, The economies ab
somme cities are hased pariially or completely on commescs brought @
them by mercenaries, The most commmon havens are border towns,
sections of "Burbs around larger cities and wilderness kingdoms sutside
of the Coalition States. A typical haven set-up consists ol a free town
with a lot of emopty lind amunsd it The mercenary companizs seb up
gamp arourdd the wwn and send small groups of negotisting officers
and soldiers on leave inta the haven. All heavy weapons, bots and
porwer armaf ane typically left ot the camps.

These "huvens”™ temd 1o be lawless places, with mininwum security
an minimal law snforcement. [n sddition to abiracting mescenasies and
pdventurers, they also abract boundy honlers, gunslingess, con-men,
dark camivals (see Vampire Kingdoms), drog trffickers, smugglers,
slavers, bandits, assassins, travelling gangs, D-bee refugees, warriors-
for-hire and oll types of oullaws, Soldiers of foruee are weleomed,
buit may find s6ff competition for the sams jobs, Ulimately, this works
b thie ndvantage of the cuiployer who may find five o six mercenary
groups trying 1o hid under each other to get the job — of course, the
potential emplover should remember that be who hires the cheapest
meres may e peiting exactly what ke poid for, For some jobs it is wise
o hire only the best.

51ill, such places {they don't have to be whole cities, they can be
forts, villages, towna, seedy sections of a large city or the burbs provide
excellent opportunities for shon-term and long-term employment. Typ-
ically, the aren will hove & number of waverns, dug dens, gambling
halls, body-chop-shops, magic shops, fortune tellers, healers and
pawnshops that cater to saldiers of fortune and help prospective employ-
ers findl capable freclancers. These “mercenary kangouts” vsually have
military themes, with trophies like picces of mbots, tanks, and the



skulls of monsters decormting the walls (sonwe of the decorative wenpons
might turn oul to be in good working onder if sameans messes with
the place), (N or hamdicapped veterans often work behingd the bar,
Somee are fronds forthe Black Market or othes criminal organizations.

Frnding a job ar such “honpowis” can be a5 ensy os walking up o
the baremisr and asking him if anvibing®s new, or if he's heard of
anybody hiring meres, Prospective clients often send their agents o
these places w find mdividuals and groape right for the job, It's @ mater
of simply maotching the choracters and their skills w the assignment at
land. The mercenaries” reputation may be o big influence in finding
quizk work at good pay. Mobody will refer te charscters (o a job unless
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they think they can bandle it. Meres with o reputation for being cowands
or unrelinble may pet kicked out of these esiablishments or stesred o
very dangerous and wnrewarding jobs.

Even al mercenary havens, military wenpons and vehicles may nol
be allowed inside the town's walls. For one, these are places where
mescenarics go o relax, which often involves geiting drunk, Mobody
wants o see what happens when an angry drunk goes an o rampage
armed with o rail gun or driving a giant robot. Many mercenary groups
are civals of have had nin-ins with loeal gongs which can lesd o dispates
nred physical violence e seils their differences, Brawls are constand
pocurrences an the most onderly locasons, Shootings and duels are alwo
commongplace, but nothing keavier than o laser pistol ar vibro-blade is
likely to be allowed. Indiscriminats shootings, huning bysionders and
destruction of property is likely to bring retribution a1t hands of kocal
mathorities, shap owners, bounty hanters, or other meres hirsd to exinc
vengeance or recompense for damages.

The Average Town
Some more ideas by Kevin Siembieda

Most communities, large or small, regand mercenories with a certain
pmount of suspicion and fear, In peneral, soldiers of forune have o
reputation for having loose morals (they'll do anything far the right
price), gering iobo iouble (browls being the least of i), mirocting
trowhle (old oppanents looking for revenpe ond new adveriaries
challenge them) ond ntircting wedesirables (bounty hunters, Debees,
O troaps, ete.). Consequently, most communities are not overoyed
to b mercs hanging around, even If they are complying with the law.

Wark [or mercenaries at these communities is probably limited o
escart, protection, defense, and investigative jobs. However, ctber op-
porbunities may beeome available, Rival businesses may hine mencs o
get “din” on their competitors, or have the mercenasics frame their
rival for n crime, or engage in Backmnil, or sobatage and spying o
undermine their competitor's operations (even hire an pssassin or need
pratection from onsh, Warch the reruns of Dallas or any daytine: spap-
opera for idens and deuble-dealings,

Oiher oppomunitics may involve the Coalition States or oiher king-
doms and have the mercenaries engaged in smupgling, sellinghaving
contrabamd items, nssociating with coiminals, ropoe sdvenurers anid'or
Debees (or just e apposite, be hired 1o fnd andfor stop smugglers,
bandits, contraband o criminals and D-bessh, Mercs may also be hired
v delendd against (or to profect) Dubees, ropee scholars, and men of
magic. Depending on the town, they might get into troble becanss of
local prejudice — hanging with hamans, or non-humans, or men af
mapic, of supernatural beings, ete, Or they may get hired to do o job
because of who they associaie with.

Bemsember, just about any place. af any tewn can provide leads for
adventure or possible employment, 've noticed that the majority of
gaimies use the old stand-by of the “avernhar'saloom™ as the siereo-Tp-
ical Jocation fo ped information and meke contacts, That works. bod
there are a Iot of other possibilifes, especially in Rifts Earth. The
more seedy places Tor opportunity inchude the lower levels of fortifed
3 cifies, the Burhs, body-chop-sheps, drug dens, pawn shops, smopgl-
ing rings, foriuns-telling shops, dork camnivals, and any den ol iniguity.

Less dangerous people and places for finding opportunities and infor-
mation inclhede same of these:

Vehicle, bot, and armor repair shops; Thess operators see and
benm o grent deal From the vehicles that pass theough their shops. They
can tell whether ar net there's baen combat or ofher trowhle i the anss
by the types of vehicles that have passed through the gnmge and the
vplume of work that they e had. The 1ype of damage a vehicle has
suffered or the madification requested mny also provide valuable clues.
Even mercs can probably tell the differcace from damage inflicted by




an enerpy rifle or a magse fire ball. The operalors also mweer and see
the owners of the vehicles and may recognize the faces ol bounty
kunters, known mercs, local bandits and other detsils — especially if
the person had some unusual rain

Hospitals and healers: These proprietors also have more frequent
contact with mercs, ndventirers and transients than the average mer-
chant. They may recognize foces and features (fattoos, scars, injuries,
D-bee truits, ete. ) as well as identify whot may have caused the injury,
Furthermare, they nne sametimes wimesses to death bed confessions,
staries abeut who or what is responsible for the patient’s consdition,
dark secrets, ond sirange oocusrences (including demonic possession],
Even an occasional anifact, weapen, magic o alien ifem may fall o
their possession — although such things are usually mwmed oves to the
autharitbes within 48 hours

Magic, alchemist, and herbalist shops: The peoprictor and workers
may recognize faces and identifying features, but mare imponantly.
they may oelloe evidence of mogic o te supematural, For instance,
4 sorcerar could tell whether a tabioo coversd warrior was a Tree Atlan-
tean with magie tattoos, He or she might notice that o patron carried a
rune stafl or wese a magic talisman, or wore the eolors of a particular
magic or religious sect, and 50 on. A practitioner of magic may alse
recognize people plapued by curses, possession, magic illness, faerie
mugic ond other mystical afflictions, Furthennore, most magic shops
nat anly sell bot trade and purchase magic items. Stolen magc ilems
may find their way to such places and the shopkeeper may know the
character’s name, reputation and whereabows, They can also be belpfal
with information sbout lore and ilentifying tens acquined by the player
characters — for a price.

Libraries, ropue scholurs nnd scientists: Information is a valuable
commadity and these are the folks who hold it A library may contzin
all kirds of secrets and information if one has the patience to look for
it andd the ability to read,

Schodars amd scientists are likely to know local history and legends,
local poditics and commerce, info about key figures and celebritics
[current arsl pasty, iwouble spots, Jocations of D-bes communities, the
[ocations of military oulpoats and operations, the lucations of merchants
and othe establishments, and so on. Many are tapped into the under-
ground information network and know the latest local and regional
news, gossip, and rumors. 1 they don’t have the info 21 their fingertips,
st have e capabilities to resenrch and get dus data ina few bours.

e of the scholor's most basie services is rending. Remember, the
majority of people in Morth Americn ane illiterate. Thus, they bang
flyers, possers, labels, leness, books, efe, 10 the scholar so he or she
can read it and tell the chometer what it says, Many schalars don'i
charge anything to read & label or letter and most ather fees are useally
priced faidy.

Bejentists and, 1 a lesser depres, scholars may be able to identify
ancient Earth and Debee anifacts, unuspol jtems, sdentify or analyze
Dubee squipment, study samples of chemicals, compounds, bacteria,
wildlife and D-bees, and so on. They may be sble o epont abow
strange phenomenn, supernatura] activityidangers, disense, alien aber-
rations, facts and speculation abowt D-bee and supematural beings, elc.
Some may also offer (for & fee) such services as medical treatment,
recharge encrgy clips, repoir dumaged equipment and may sell or trade
medicine, lab equipment, computers, compuics progroms, languags
iranslators, mochine pans, E-clips, maps, ond other high-tech odds and
endd or informational resounces,

Rogus scholars and scientists may alse be connected with smugglers,
thieves and city mts since their precioas books, disks and knowledge
are often conshdered illegnl (or very valuable) in many parts of North
America. Furthermons, ropue scholars and scientists may have a need
for mercenarics to help protect them from criminals, bounty hustess,
asspssins, rivals andior the law, transport o protect “illegal” items like
bocks and anifocts (sometimes these aifacts are estremely valuable

er magic), find or retrieve arfifacts (perhaps prodected by an evil monster
or powerful himanobd), defend them or athers {rom unjust perseculsa,
destroy information that has fallen into the wrong hands, and 5o on,

Merchants and shops: Merchants meet # lot of people. Like the
operator'mechnnic, they hear and notice things abouat the visitors who
patronize their shops, They are also likely 1o know a goed deal sbout
local commerce, trade owles, storege areas, the puthorties, cnme,
wealthy merchants and peeple, notable persanalities arrd e logations
of many businesses, services, hotels and other esiablishments, Some
may know nhoat “bad" parts of town and mmaors shout criminal activity.
hut hopestly don't know how 1o find them and avoid contsct with the
crimingl element. Others may not only know of such people and places
bisl associate with them., Merchants, both respected and disreputable,
miny have need of the mercenary's skills — especinlly in the areas af
pratection, investigation and cscorting the transporting of goods, They
are aley among the few who can afford to hire mercenanss.

Pracuitboners of magic: Wizards and their ilk always scem to know
what's going on. Sometimes this is through magic, but mon: often it
is through contact with oiber sercerers. crentures of magic, adventurers
and mercenaries, Like the rogue scholars and meschants, they may have
need of the mercenary’s specinl talents,

Cliy rats, criminals nnd gang members: These peaple are usually
pretty well connecred and know what's happening on the streels. Hackers
may cven hove secret information! Many will alse be able to direct
mercenarics 1o the nuthorities, body-chop-shops, bounty hunters, gang
lenders, criminals, drug dealers, scoursdnels and members of the Black
Barket whom may have use for soldiers of Tomune, They can alse
direct these poople to the player characters,

Vagabonds, nomads, seouts, mercs and adventurers: People who
travel throughout the territary see and hear things that lecal townfolk
dn not, In addition o their own firsthand observations, they may be
privy to pews and rumars. The problem is weeding through what i1
Fact and wiat is exagperntion, extrapolstion, lies and meritless umors
and speculatian.

Motes Ofien times, just keeping an car open b whit's being said can
Jend characters to fnd employment or follow a lesd to employment,
adlventure and unexpected opportunities. For example, the authorities,
suspected of having ties with the Coalition States, insist there are oo
CS troops within 500 miles. Furthermore, everything is quiet — o
trouble. Yer over the next few howrs, various player characters “hear”
a number of things that prove stherwise. An operator recenily waorked
on a C8 vehicle or power armos (The owner claimed to have stolen it),
Anather mechanic at the same shop noticed that damage supposedly
caused by passnge through a sudden ley line storm looked more like
laser and plasmn blasts than electrical discharges. Later, the charscters
overhesr a Tarmer buying supplies at the market or seeing o doclor @
get sleeping pills, complaining about how the lights, engine sounds and
soldiers tromping nround the woods by his farm are frightening his
cattle and keeping him up ofl night. The farmer curses and asks, “What
the biell are them Dend Boys doin® out there every night ™" What indeed?

Restsurants, saloons, dance halls, husting lodges, stores, ball parks,
gindiatorial nrenas, lestivals, city strests or any public place can be the
source of Information, lends and adverture, Use your imagination, some
common sense, and run with it




Mercenary Contracts

Dince & METCCORTY COMpUNY 2CCEpis a job, a price must be determined.
Several factors will affect the payment: The level of risks involved, the
length of service, and the reputation and size of the company. The
desperation of the clicnts or the meres are also important clements. IF
oo other companies are avoilable, the anly one left might be able o
sel whatever price it wants regardless of reputation. On the other hand,
a band of soldiers of fortune whe ans in dire need of mooey may take
any job thot they can find, po matter how low-paying it is.

To be successful, 3 company secds 1o make more mopy than it
spends. A million eredits sounds like a lot of momey, buat what i the
saldiers lose o rabod that costs 20 million? Unless the contract signed
inchudes a vehicle or equipment replacement clause, the mercs just lost
149 million credis!

The costs of & company include travel, food, repairs, general mainge-
nance, supplies, hoosing, salaries and bonusss, It should be assumed
that even if & vehicle is not damaged, its yearly malnicnanes costs will
be anywhere between [-20% of is base cost. Some contracts have
elauses which indicate that if a vehicle is destroved in battle, the clieat
has 1o compensate the mercenaries for it; this is only reserved o the
companies with the best reputations, however. Otherviss, it wontald be
100 easy for unscrupulous mercenaries bo cheat their elieats by claiming
nonesistent or faked “combat Iosses."

Typically, a company will charge enough to cover all estimated
operating expenses for that job, plus an additional amsunt that should
cover any equipment that is used up or destroyed in the operathon.
Example: A company has abaut 100 million credits” waorth of equipment,
and is hired For a six month military campaign. The company estimates
the cost in salaries for the six month perind, plus food. supplies. and
maintenance. The commander figares that he could lose &= many as
one-tenth of his vehlcles in this cperation, so he adds o 10 million
“safety net” to his calcolation. To this, he add a two million credit
profit margin. Total cost for the dix month campaign might rangs be-
pween 33 oor 30 million credits — but nele how much cheaper i 15 10
hire & mercenary nrmy than to boy equivalent equipment and train
soldiers. 1f something goes wrong and the company loses 30% to 5066
of its equipment they won't have made enough o replace the loss after
covering other expenses. That's just one of the risks of the business.
Megotiation skills will be very impartant for the company. Mest clients
will try to pay s liffle o5 posaible and want the meres 10 assume all
the risks.

Mercenary Pay

Unknawn meres and especially adventurers hangry for work are affen
acen as an opportunity come walking on two (or more} begs, Thess
desperale or “green” soldiers of fortune are frequently hired at a third
of the pay a known mercenary or mere group is paid. This is especially
true of missions that are not of paramount importance andfor will ke
the characiers far wway from telr employer’s hometown, IF a cheap,
no-mame freelancer is killed, whe cares? If the adventureris) is success-
ful, great; the employer gets what he wants a1 bargain basement prices
and the mercennry(s) has staried o bulld 2 reputation for himself.

Usaally, mercenasics prefer cash as pryment. This i3 oot a problem
when dealing with a small group or even & plotoon of warriors, but
fees can mun indo the hordreds of millions when hiring an entire brigade
or army. Many employers don't hove thet kind of cash Iving around,
Sometimes, payment i made in rade and can be something as basic
s food, a place 1o sleep and supplies, or an exchange of services for
magic items, weapons, vehicles, bionics, oncient artifacts or special
services. A town with o good industdal base might offer o poy some
of its debt by offering free repoirs and pans for a period of several
years. A weapans manufacturer might offer millions of dollas® worth
of equipment and power armor, Gold, jewelry, magical items, deeds

o land or buildings (residences and commercial holdings), and even
livestnek You are now the prosd owner of 3,000 heads of the finest
glant bison in the plains.™) are frequently offered (and sccepted) in lizu
of 7 cosh payment.

GM Moter Adventures might even develop around the characters’
attempls to e the items they accepted in trade into cosh. Imagine a
mercenary company of giant robsts herding 5,000 giant bizon towands
the pearest meat market. If they are smart and locky, tey might end
up making more money than if they'd been paid in cash, Many merce-
nary companies end up becoming part-time traders in this way ol
meany become very successful at it. Thene are hundreds of stories about
mercenaries lueking into valunble property and alien, magic and ancien!
artifacts, Such items may be uncovered during the course of an assign-
mend (post mers contracts allow the soldiers to keep such spoils of
war) or given away by clients who know what they have, but don’t
need ae want it, or offered as either partiol payment o0 bonusreward
for a job well dope.

Pay Adjustments and Considerations

The mercenary soldier brings with him 3 cenain amaunt of equipment
oral expertise. Thess will affect where he is placed in the chain af
command and how muech be is paid. The salaries described in the Free
Company Creation Section can be used as a guideline for salories ot
the Game Maoster will have @ adjust pay depensing on the characters’
special abalities, skills, equipment and the circumsiances of the time,
A hiphly skilled mercenary may command tens of thousands for a
mission from a rich kingdem in need of somebody with his skills, while
the snme warrior may sctile for a hordful of gold and 8 worm mead
under less faverable conditzons.

Here are some ailier rules of thumb in determining pay bonuses:

Mote: An experienced character is typically 5th 1o Bth level. A high
level character s typically 9th bevel (sometimes Sth) or higher. A plus
sign followed by o number and percent symbal is how muach mare that
character’s pay/salary/bonus will be than the avernge grunt.

Low (levels 1-3) characters of any O0.C.C.: Nooe o — 109,

The average Mghter/soldier/ warrlior/mercennry: Mons

The average support personnel, vagabond, laborer, driver, cook,
tailor, scholor, city rat, and most other 0,050 — 205,

Mercennries who don't bave any piloting skills: — 15%.

Mercenaries who don’t have any robat or power armor skills,
or uny special powers: —25%.

Mercenaries who bring their own power armor/bat vehicle:
+20% to 40% to the salary depending on the type of botfarmar, The
mere company is also likely to pay 2t least half of the cost of repairs
and upkeep: wealthy ones will pay for it all. The most powerful pawer
armar like a Trias Dyna-Mas, Ulu-Max, SAMAS or bat vehicles like
the Mamni OMAY might get an additional 10% o 3%,

Glitter Boys with armor: + 30 o 50%, plus mamrenance anid
repairs are fres.

Borgs & Headhunters: + 10 1w 0% for partial reconstraction Borgs
with n or few weapon systems and + 204 to 0% for full conversion
military borgs foften includes reasonable muintenance and repair costs).
The exact percent incrense depends, as alwnys, on the charcter’s
abilities, performance and experience.

Juicers, Crazics & Cyber Knights: + 10F% o 60% depending on
ahilities ursl experience.

Experienced Wilderness Scouts: + 10% o &0%; considering most
mercs operale in wildemess areas, they ae imporant but are ofien
considered a dime a dozen. However, a truly skilled and high level
scout is always valuable anywhere and may get bonuses on top of his pay.

Experienced thief, city rathacker, or smuoggler: + [0 to A%



Experienced spy, safcerpcker, forger, or bounty hunter; + 205
i 1009, depending on the level of skill ond experence.

Experienced/Expert Operator: +20% o 605,
Experienced Body Fixer or Cyber-Doc: + 10% 1o 60%

Practitioners of Magic: + 10F% o 3% For Ley Line Walkers, Mys-
tics, Techno-Wizands, Tempoeral Wizards, Stone Mages, and ather speil
casters of reasonnble skill, Powerful, high level spell casters (Bih and
higher) and high level dragons (fth + ) can get a5 much as triple nommal
pay and sometimes o percentage of the spoilsfprofits, Mote: Seme merce-
nary companiss don't want proctitionecs of magic no motfer how pow-
crful.

Payehies: + 5% for minor psionics, 108 o 20% for major paonics
and experienced Dog Bove, + 2049 to40% for aexperienced Pei-Stalkers
ard Bursters, and + 50% 1o iriple for bigh level (8ih or grester) Mind
Meliers amd Mind Bleeders (see Rifts Africa).

Hatchling Dragons: 10F% 10 50% (frequently: 10% per level of
expeniencd].

Adult Dragons (rare): Stars a1 two or three times the normsal salary
and goes up from there (sometimes includes 10% 10 40% of the profus).
An adult dragon can double an army's firepower and is usually worth
EVECY PeRY.

Super-powered beings (have supematurnl sirength, powers from
Herses Unlimited, Earth Childl ar Star Child B.C.Cs, amd 1-Bees
with superior physical powersM.D.C. beings): increass by 0% to
1%, depending on the usefulness of the powers.

D-Bees and inhuman aliens: Poy for these beings varies dramati-
cally. Many make 20% 1o 60% LESS! This is especially true of organi-
putions whe are predominantly human supremacists of whe dislike
pon-humans, Some mercenary companies don’t wanl non-hamans no
marter how powerful or skilled the creatares may be. On the other
hand, some companizs will pay all of their voops equally, based on
performance and rank. Ctbers may pay D-bees with special powers and
experience double 1o triple nommal pay (and sometimes a percentage of
the spoils/profits). It really depends on the company and the owner's
regard for non-humans. Note: Mercenory outfits who are composed
entirely of D-bees and mutants may be prejudiced toward homans and
human-leaking beings in the same woy,

Supernatural belngs, creatores of magic, omd so-called demaons
cin ped paid 2% 10 50% LESS w double or triple normal pay {amd
somselimes a percentage of the speilsprofis) — i really depends on
the company and the owner's regard for non-bumans, Poder Some
mercenary companies doen’t wand creatures of magic or supernatural
beings no matier how powerful,

Mercenary Assignments

Outlined below ane some typienl mereenary jobs with standard rotes
of pay and terms of service.
One-Shot Missions

These are the cosiest jobs o liod, bt they ypically poy the least
money. The mercenaries are hired to perform o concrete shor-fesm
miiszion, semething that will lase less than one month, Some examples
include forming a posse o coplure an escapsd criminal (or perfomm a
jail break), stopping a marsuding monster or other such threat, or acting
as eseorts for o merchanl caravan or ravellers that will wavel for a
week or 5o, These jobs pay o Mot rate, usually 253% to S0% less than
a normal manth’s pay — bonuses are opficnal and uswally used as an
incentive. A bonus may be paid o cach participating mercenary, 1o
individials who provide a pamicular service or who distinguish them-
selves in some woy, or as a larger flat bonus o the whole company,
regardless of how mony members it has {or regardless to how it s
divided wp), The company sometimes geis solvage nghts on any un-
specified equipment, mugic or property seized during the operation.

s

Such jobs will be profitable if the company doesn’t spend a lot of
time and equipment seeomplishing the mission. Most small-time comn-
pamies sperd their Llime going from one small job o the next.

SEZ =TIz ~ .. '

Raids and Military Expeditions

These missions are one step below a full-fledged woar, The mesoenary
compuny {or companbes) are charged with launching an afack against
an cnemy. In most cases, such an enemy may hove on ammy of supee-
natuzal defersders but hos resources seldom exceeding that of o small
nation or city-sate. Theae military expeditions might include routing
bandit gangs, terminating xiticiz or vampires, chasing nway marauding
Hees, locating and climinoting a dangerous cult (mystic or religicus
in nature), Aghting a dragon or ribe of demons, Oghting a maniocal
wizard or powerful group of sorceners, mind mages or other supernatural
danger.

A rald Is o swift sdtnck on a eity-s1zed or smaller torget, Bl witlait
any intention of captaring the aren; it's simply a destructive attack. The
imbsabon uspally involves driving off or decimating the et (oo mencst
in coptives). Unlike a war, the objectives are Fairly simple; Find the
target, sttnck it and eradicate it The job isn’t necessarily sasier than a
“rial” war, pursuing, Iocoting, and reaching the enemy mny take wezks
or mnths, and many bartles and skirmishes could be fought before the
mission is sccessful,

Pay for raids and military expeditions is usoally a lorgs Jump sum
aof S0, 10 several million credits, mase or less equal 1o wo manihs
of combat pay (tatal salaries, plus 20-30% of the company's equipment
vitlue, per manih].

Wars!
This is the bread-and-hutter of mercenaries, but full-fledged wars ane

rare, ever b the chaotic world of Rifis Eanh. Mercenaries are often
hired in expectation of a war, but negotiafions amd diplomacy may
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allow the parties to reach an agreement before actunl battles are foughr.
A war can last a few days, or several years, On Rifts Earth, all but the
largest conflicts are resolved in less than n year, although numerous
smaller skirmishes are commonpluce. Pay in those cases is divided into
normal pay (company’s total salaries plus 5% of the value of their
equipment, per month) and combat pay (total salaries, plus 55 of the
company’s equipment value, per week). Food and lodging may b
deducted from pay unless the company members pay for it on their
own [most do that), Besides the monthly pay, the company usually
receives on advance payment of 10,000 10 1.5 million credits, depending
om the size and prestige af the company. Often, this advance payment
is the only cash the company sees until the end of the campaign, unless
the war lasts over three manths.

In & war, the company can sither fight independently, ar follow the
orders of a military Jender in charge of the whole conflict; uswally the
employer’s Commander in Chief or the commander of the largest ar
moat experienced mercenary force. If the company disobeys orders, it
muy forfeit its pay (unless they have enough muscle to make the gov-
ernment pay nnyway). On many occosions, the mercenaries are simply
tald whso the enemy is, given a deadling, and they decide how 1o deal
with it — after all, they are the professianals.

Long-Term Assignments

Mercenaries can be hired for permanent or semi-permonend posts,
lasting a year or more. For example, mony villages, towns and cities
hine mercenaries as city guands, gurrison troaps, law enforcement offic-
eraisheriffs, special defense force or combatanls against supematural
pienaces. Since most of these jobs do not involve constant combat, the
pay i lower, and the work is a lot mare secure. Pay is typically equal
to total snlaries of the mersenary proup or company, plus 2% of the
value of their equipment per month. IF these is combat or o dangeneus
mission during & given period, the mercenaries receive combat pay or
predetermined bonuses.

This is the Leass eventful job for player characters (depending on the
situntion}, but it deesn’t mean that opportunities o get inbe rouble
won'l be available, As city officers of militia, they can becoms &m-
broiled in all kinds of criminal investigations, erime busting, city cor-
rupticm, unearthing spaes or supernarural cults, participating in political
conspiracies, thwaning asspssinations, rebbery and other crimes, de-
fending the community from bandits, monsters and supernatural invad-
ers and so on. Unlike moest adventurers, though, the characters will
usuzlly have an obligation to sty in the community (that doesn’t mean
they will, of course), They'Il also have a good deal ol free time, during
which they can ges into plenty of trouble,

Piracy and Privateering

In a campaign sei alopg the copst of a large lake, sca of ocean,
mescenaries with watercradt or aiserallflying power armar can engage
in piracy, atacking boats and constal villages and seizing their valuables,
This is 0 purely illegal activity, however, not condomesd by mest govern-
ments o¢ characters of a good plignment, On the other hand, there is
a mescenary form of piracy called privatesring, Privateers are hircd!
granted a license by a particular government to attack the ships, vehicles
and lards of an enemy kingdom, The mercenases are not paid, but are
given the right 10 claim all the propenty and valuables they loot. In
petarn, ey are given a sufe port o camp, purchase equipment and
miake repairs. For many governmenis, this is 2 cheap way to conduct
a war or horder skicmishes, Of course, the enemy may hire ils own
mercenaries, sdveniarers or supernatiral forces o defend or retnlinge,
aften escalating ihe conflict.

Privatcering does not have te be restncted oo the sea. Lond-baunsd
kingdoms can also hire companies (o commit scts of bandiiry, sabotage
and vandalism agninst a rival, Again, there is no pay, simply a place
of refuge and the right to keep all the booty they sieal. Typically, only
mercenary squads and small companics will nccept such jobs. AS one

might expect, privateering campaigns often degenerate indo a seres of
atrocities, Including looting, vandalism, arson, wanten destruction,
rape, murder and whelesals slaughter.

Other Common Jobs for Mercenaries

Besides the ones listed previcusly, some other possible jobs for &
mercenary include:;

Podygunrd: Wealthy individuals con hire a group or small ar even
medium-sized company 25 bodyguards, Pay is the same as in long-icem
NEsignments,

Bounty Honters: Alane merc, squad or small company may engage
in tracking and copluring or slaying a wanted criminal, proup of
criminals, momsiess of D-bess in retum Tor o reward, There s no
weekly or maonthly pay, just the reward payable wpon peool af
pccamplishment. A typical bounty reward ranges from 1,000 to 24,00
ceedits, but some can be tens of thousands ond occasionally million
credits! The husted can be an individuad, gang, teibe, celt, mescenary
company, D-bees ar monsters. The bounty hunters usually has to bring
back the criminal alive or produce a recognizable body (sometimes o
hiead will do} 10 claim the reward. IF the subject 15 unrecognizable,
payment may be withheld unless other substantial proof can be
produced, Mote that rewards may stipulate that the hunted be brought
back "alive® (no reward if dead) and may eequire the caplive or corpse
to be braught to o particular place and/or persan (who admintsters the
reward), Bring ‘een back alive can lead to more adventures (the coptive
causes froublz, hefshe escapes, histher gang comes o Cree him, sic).

Exploring and Selentific Missions: Some nations, like Lozle ond
Mew Lazln, engape in scicntific and research missions into wilderness
arens, anciend ruiias, enemy kingdoms and sometimes to other world via
a dimensionol rift, Mercenaries are sometimes hired e provide security
for ar 1 join such missions, Pay is the same as for o wor, due te the
dangers und possible hardships, but can vary widely,

Crime: There is always old fashioned riminal activities 25 o way Lo
make o living, This will range from smuggling weapens and valuables
for the Black Market 1o "protection rackets" where money is extoried
from a cily or neighberhood, 1o cutrght bandieey and looting, Ofien
there is no pay. just what the company can sell, cheat, or steal.

Mote however, tial sometimes & crime in the eves of some may be
justice, freedom or o noble quest for others, For esample: Owning
ancient books and teaching D-bees to read are "crimes” in the territories
pocupied by the Coalition States. 5o is coming to the aid or defense of
i Debee or practitionerof magic; especially if the character is imnocent
and being beaten, tortured or molested by C8 troopers. Alding such
horrible eriminals a5 Erin Tari, rogue scholass, rogue sclentists, body
fixers, citizens of Tolkeen, D-bees and other undesirable are criminal
acts in the Coalition States, and may brand any mere wha helps them
a criminal os wall,

Training: Mercenaries con be hired o train a local miliia or army.
Thiz is a fairly sufe way o eamn a living, of course, training accidents
and disgruntled troinees and office can lend to injury or trouble.
Training typically invelves a basic courses in fundomentol combal
procedures, hand to hond training, the use of ang or D0 Weapons,
piloting, going on manewvers and mock combat exercises. Pay will be
ihe same as per o lang-term assignment.




Hot Spots on Rifts Earth

Described below are same arcas on Rils Earh (mosly bu st
exclusively In North Americn) where the services of merocnaries wonld
be peeded, These are aptional situntions. The GM is the final judge as
to whetlser the conflicts deseribed here are actually mking place or
happening in the manncr described, The GiM is fres to ignare, claborats
upon or change in any way he or she desires. The events briefly
supgested here may also inspire the GM to come up with his own
conflicts and sub-plats.

War in Minnesota

The Coalition has been peeparing an invasion for o long time. The
cities that stand in their way will probably spare oo expense inying o
defend themselves. Larsen's Brigade, for example, bos been hired by
ane of the city-states in Tolkeen (or by the kingdom itself) Lo help
defend them, Many other mercenaries may be hired as well. The
Coalition States may also hire some mercenary units, bounty bunters
and spies to suppart their war efTorts, although in i comparatively small
way -- for the most part the C5 will rely on their own froaps and vasl
respurces. The Coalition Stales lave more troops, resources and
equipments than every civilized settlement in the area.

Any mercenary groups thar fight the CS will be heandied as traitors
1o humankind and persecured now and later, whenever they encounier
C5 troops, especially along the Coalition’s borders. Mercs who lght
apainst Tolkeen will face elemental, supernatural and magic forees the
like of which have never been unleashed on the planet Earth, These
conditions should make many mescenaries hesitant, despite the high
pay that moy be offened.

The Xilicks (sez the Rifts RPG, pape 233} are a wild cond element.
They are entrenched in some areas of Minnesata and will ottack any
humanoids who come near their borders. There will also be other
mronsters, D-bees and evil humans who will play bath sides against the
other andior comdiset their own rzids, looting, ard pillaging against one
o beals skdes for their cwn profits, Lo life scum will have no hesitation
al rabhing graves, beating and plundering the sick and injured or hurting
waeien and children for their own pleasuns and profit, Remember too,
that the misery and opportunity offered by war will also attract super-
naturnl fiends, including grave ghouls, banshees, dybbaks, Darotas,
night mares, poltergeisis {all types), the undead and others. Fusibermare,
the forces of magic may, at some desperste moment, summon forth
and unlensh demonic monsters and mystic forces that may run amak
aind devastaie ane or both sides of this conflics, GM Mote: War is
inevitzbly brutal and vgly. Characiers may find themselves hord presacd
to live up 1o the morals of their alignments or 1o show mescy and
compassion — which can be a dynamic subplot of cournge and mirgae
ard the molding of “tnes" haross.

Tolkeen: A Prelude to War

Tolkeen and the C5 may not have officially declared war, and the
C5 prapaganda mechine may claim (o be in complete contred, bt thens
are raids, nets of sabotage and combat skirmishes constantly waged by
bath sides along the bander. Over a hundred Coalition troops have been
slnin and severa] hundred have been injursd, Mearly a thousand people
ihumans ond D-bees) living along the boeders of Tolkeen have been
killed, severnl thawsand injured, and ten thousand people tumed into
homeless refugees when their viltages and farms were commandeeneid
by the C5 troops or burned to the ground. Either the Coalition must
hack down or full-fledged war will erupt at any time. Note: We ane
leading up 1o the warld book tenlatively entitled, Siege on Tolkeen
{echeduled for mid or late 1935 relens=). Until this book hits the store
chelves, the Game Master may want (o hold off on having the C5 wage
war agninst Tolkeen. This giant sourcebook will desail all the key

ki)

factions and elements involved and depict the incredible magic and
[bee war mochines ot the dispozal of this kingdom of magic.

There are many possible opertions in this war, Tolkeen will start
paying a bounty for coprured C3 equipment (up to 40% higher than
normal Black Market purchase prices) to entice mercenaries, daring
adventurers and greedy bandits to attack isolated C5 units. An ingenious
mere company might iry 1o eagineer a clash betwieen the C5 and the
Witicix (Cikds, this will be difficult without getfing eought in the middle),
Scouting teams of Dog Boys or Skelebots could be ambushed, caplured
and intesrogated, Mare impartant targets include supply convays; no
matter how powerful the Coalition treaps are, they conmot fight if the
troops aren't fed or their guns aren’t loaded. Attacks on encompmenits,
even if they don't do much damage, will cause confusion and may burt
the troops’ marale. Waking up and finding the sentries hog-tied or
slain, for example, will break many troopers’ confidence ond create
feeling of insecurity and vulnembility. A distracted andfor frightzned
saldicr is not 21 his best performance keyvel.

Stand-up fights are probably o bad idea. IF the player chamcters stay
in one place too long, they might first fight o small reconnaissance
team or combat patrol squud, but ancaber squad will soon join them
and they may be quickly followed by an nir squadron. and/or an infantry
patean (with bots and power armoe?), and maybe even a company ar
a brignde (definitely with bots, SAMAS and sky cycles). The S will
quickly iy to cush any pockets of resistance. They'Il send in the fliers
(SAMAS & Sky cyeles), as well s dog bovs and skelebots, wath meoee
troops airdropped by Death’s Head Transparts (probably behind the
charucters., or from all sides b cut theen off from any avenwes of escape)
and try to pin the enemy down and overwhelm them. Heavy troaps anid
armored infaniry will include skelebats, large combat robots andfor
Spider Walkers and tanks to finish the job. Skelebots and Dag Boys
frequently compose te front-line froops o “sofien up” the enemy with
a minimal loss of human life.

If resistance causes this limited border war 1o last more than apacher
year, Emperor Prosek may decide to cut his losses and sertle for whatever
territery he bins conguered. This iz especially likely if major trouble
arises with oihers, most nosnbly Maruni Enterprises, the Federation of
Magic, the Pecos Empire, Kingsdale, the Mechanoids or other dangers
from ather dimensions. Emperor Prosck ond his son may be evil
mepalomuonines but they are not stupid or insane. As strunge as il fsay
sound, they gerinely care about the welfare of CS citizens and humans
in general and will not foolishly jeopardize the welfare al the Coalition
States on any war of vengeance or expansion. A demaoralizing defeat
in an open battle might also convince the Emperor that his troops are
nat ready to Tulfill his dreams of conguest, Remember the wars of
Vietnam and Afghanistan? In both cases, a wehnologicnlly inferior but
determined for suecessfully defended aguinst a mane powerful invader,
The result will be o temporary truce (lasting 2D6 years) and some
withdsawal of treaps (not more than half) while Prosck purges his
officer comps, lmproves the nmmy, dispatches mare spies and develops
new siradegies,

Whatever the outcome, the Coealition's campaign will be procinimed
a military victary and woe o anybody who says differenily.

Whykin/CS vs Kingsdale

These two small nations are described in the Rifts RPG, page 142.
Whykin is a human-controlled. anti-magic nation, while the slightly
smaller Kingsdale hos a large papulation of mutants and magical prac-
titioners. The Conlition States want Whykin to join the States and
Kingsdale o go away. It is likely that Coalitten agents will by 1o
precipitate 8 war between the two kingdoms. Whykin is geserally selfre-
liant militarily and does not often hire large groups of mercenasics bl
may hire smnll groups ard adventuners,

Kingsdale's army I maule
up mostly of mercenaries, with o large number of Julcers nmong them.



If war erupts, Kingsdale might step up the hiring of both individual
mercs and entine units. The danger of fighting for Kingsdale is that of
the mescanaries do oo well, they might force Whykin into joining ihe
Coalition States, Swch on official alliance would ses the C5 dispaich
troaps and bots 10 belp the kingdom. Howsver, the Coalition is unlikely
b conmit o large Force to this front because they are planning the
Minneseta Campaign, Also, Whykin i3 fiercely independent and would
prefer aid in the way of weapons, supplies and money to hire and
pnainiain their own mearcenaries mather than submit 1o Coalition domina-
tian, Despite what seme might think, the C5 understands and appreciates
this sertiment and will iy 10 comply — Whykin has proven s loyalty
to humanlty and hos samed the Coaliton®s compassion,

Citven the size of the two armies, a few thousand on either side, the
war is not likely to last more than o year and would most likely consist
of several skirmishes with one or two big, decisive battles. A large
enough army could break through the other kingdom's defenses and
seize ite copital eiry, which would eml the war.

Another possibility is that the C8 will atack Kingsdale on its own,
with or without support from Whykin. In that case, the war will resemble
the Minnesoin campaign, ooly shorer nond much meoes likely to fll in
the Coalliton's favor, Kingsdale has less resources than Telkeen, 50 s
situation will be even mone desperate,

Attacks by the
Vampire Kingdoms

A the vampire kingdoms expand, they will eventwally start tothreaten
the larger human seitlements near the Mexican border, including Cuidnd
Juarez and El Paso (see Rifts World Book Omne: Vampire Kingdoms).
Most communities won't have enough troops to resist @ detemmined
vampire assault, o they may wm o mescenaries, bounty hunters,
practitioners of magic and demon slayers for help. Most won't want o
Join the Croalition Btates, so they'll avold wrning to them for aid even
under the most dire circumstances.

Wars ngainst vampines will be a combination of anti-guermilla aper-
ations and conventional warfare, The wild vampire gangs will be used
as fromt-line infantry troops and cannon fodder, They will show surpris-
ing discipling nnd organization ueder the conimol of secondory and
paster wampires, but will foll to disarray if their masten(s) is slain.
Secopdary vampires will quickly infilirate ond sabotage the cities by
mind controlling select military asd governmsent authorities and other
sirstegie pessonnel. Packs of wolves, dogs and rodemts will also be
counted amaog the hellspawned iroops and are especially excellent for
cansing confision and disimcisons.

During the day, the human's major operations must concentrae on
locating and destroyving the vampires in their resting places while they
sleep, This can be very difficult, Since vampires can travel & long
distance in a shart whibs, they will keep their lairs in remoie oml secune
locations far from the bostle site, The smanest will place their homes
in areps that can only be reached in mist form or throogh fyiog —
difficalt or innccessible o humans on foor. Also, secondary and master
vamgires have large numbers of moral relminers, mind slaves, and
lesser vampire minions. They may alse work with demons and evil
practitioners of mngic.,

The night bartles will be the worst part of this war, Any mesc uniis
enlisted into the war will have 1o modify their weaponry to match the
vampires' invulnerabilities — water guns, bows and arrows and con-
verted wood-firng rail guns are the most useful, ns well as magic and
techmo-wizard devices, Even so, organized vampire bands poss a sericus
tactical theeat. In mist ar bat ferm, vompire commuandoes can penetrace
troop perimeters and then strike the human soldiers from behind. Few
places will be safe from attack or infiltration, so treaps most be deployed
o guard every possible danger spot, leaving less soldizrs available 1o
fight the enemy.
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The Coalition vs
The Vampire Kingdoms

If the Coalition military finds proof thot thers is indeed an Undead
Emipire 1o the South (maybe the player characters could be instrumental
in making that discovery), there will be a sirang reaction. The siegs
ngainst Tolkeen will be postponed and a military campaign ol some
sort will be undertnken in Mexico. This can be o massive ammaned
assaall into the Mexican heartlond (this might include the elimination
of the Pecos Empire and certainly the absorption of many independest
kingdoms and cifizs in the area), or lmied 1o a series of insellipence
probes or raids into the South. In either cose, the CS is likely to hire
“anxiliaries,” mercenaries, who have the expeniise and know-how neces-
sary 1o deal with vampires (8 tactic that nlso aveids placing C5 roaps
in danger omd keeps the Staes’ defenses t maximom strengih), The
C5 might even stoop so low as 1o work with practitioners and creatures
of magie (lel the monsters destroy themsslves).

This campalgn could become 3 long, wrtuous affair, causing the
vampires bo retalinte in savage fury, The Vampire Kingdoms will use
every resgurce ot their disposal o stop ihe invesion/persecution, lorget-
fing their differences with other supematural beings to deal with 2
common enemy: humans! The Conlition Stabes are certain 1o underesi-
mate the vampires, They will never imagine the huge number of inel-
ligent, civilized vampires that exist in old Mexico City, ond they may
suffer their worst military defeats in history at the hards of these fangesd
MOrskErs.

The C5 might receive help from an unexpected quarter —Atlantis,
Lord Splyaneryth's enmity towards the Kingdoms may become a factor
in the wor, For Loed Slynneryh, the vampires are o worse threat than
the Coalitian States, because vampires can live for thousands of years
and threaten te dominate people that make excellent slave siock, 1f he



thinks thal the lwmans ore masnding & serious offor o destroy the
kingdoms, he might offer a tentative allinnce or simply send several
small atack teams from Adlantis 1o jobn the fray.

The Xiticix Problem

The insectoid creatures (described in Rifs, page 233} ore sleadily
growing in rumbers and power. Eventoally, their population explosion
will lead to large-scale attocks on human setilements, especially those
i meoundain and forest regbons, All abempts 10 reasen with the cretunes
have Failed, =0 most hnve decided the only way to deal with te mon-
serous [bees is o destroy them. Other than vampires, thers is no other
race of crearures wha are more hated and systematically exterminated
by humans and D-bees alike, The presence of xiticix can Jead several
small kingdoms o assemble/hire mercenary companics, voluntesr ar-
mies and adveniurers for even invite the ©5 Army) to conduct search-
and-destry missions in Xitkeix territary.

It would scem that the xiticix in most homaneid domassted Lands
don't have encugh numbers or power o repel @ massive human coun-
reraitack, but comtinued conflicts will lesd to an escalation in hostilities,
bringing xiticix hordes from the north. Bumors from the norh suggest
the xiticis have other TW weapons ond giant insectedd warriors ot their
disposal.

The Danger
of Atlantis

For the time being, Lond Splynneryih, the mler of Atlantis, is not

trying to expurnd beyond his island continent. With the exception of

small-scale mids, sparting expeditions (hunting humans) and supplying
weapons 10 the parpoyles and ether ensmics of the NGR in Burops,
Laord Splynncryth has no intentien of invading ather lands. He is content
to rule his part of the warkd and quictly spread his tendrils of influence
in subibe and sinister ways, However, other encimies (humans, D-bees,
supernaturnl  beings, and transdimensional  competitors) may  feel
threstened by their very presence and launch missions of infiliration,
spying and sabotage. Some may even try (0 wage a full-fledged war!

An armed conflict will involve large armies of Kitani and Eydian
wirriors (Overlords and Power Lords), witl the support of the monstrous
Metzln, Tattoosd Mea and other minicns. High Lords will act ns the
commanders of the army. Slavers, Conservators and Blind Women

Warriors would 2ot as scouls and agents for covert operations. Be-
member, the forees in Atlantis are only parr of Lord Splynncryth's
fopees, If necessory he can bring in millions of Owerlords and other
miniuns, as well a2 coll upan the rsourees of other Splugarth allies.

The Mechanoid Threat

Mow that some of the Meclsanoids have found theie way to Earth, i
is passible that others will follow. An all-out invasion by billions of
cybargs and their planeroid-sized spaceships could complesely annihilate
Earth, even if everybody cooperated against the threat. However, the
Mechannids realize the vast potential of Rifts Earth with its many
dirensional portals nnd are muich more likely o iy W conguer it nmel
wee it as o doorway 1o find and destrey a thousand wocls.

Another alternative: Tl fiest wave that arrived (soe Rifts Sourceboak
Twir) was not completely wiped out. What if enough sarvived 1o start
manufociuring and clening more robols and eyborgsT In a few years,
enough Mechanoids would have been created 1o threaten neighboring
kingdoms, leading to a limited war where mercenaries woubd G right in.

The Mechanoids ane a wugh foe, hoving encugh frepower and flex-
ibility to match any other armed foree on the planet. Their psionic
powwers are also something o be reckoned with. Magic is the ealy area
where ey have deficiencies — but if they ally themselvis with inhuman
[-Bees like dragens and alizn intelligences, they will get plenty af
magical support (not likely o stody and master magic: very tech
oriented), Adventuner groups and small mercenary companies can fight
comparahle numbers of Mechanoids, but only large armiss hivee p prayes
af inflicting serious damnge against 3 Mechanoid nation.

Role-Playing Battles

In o military campaign, larpe-scale bades may ke place o thi
course of o gnme, The Palladium system is not o war-gaming system,
however, and a conflict involving more than a dozen or 30 characters
woald tnke houss and bours to resalve, Therefore, it is recammended
that only the parts of the battle that directly involve the player chameters
be pluyed out. The rest is resobved “off-camera.” The GM should have
a clear idea of what [ofees are involved and wiho will be the tentative
winner, but the ployer charscters should be in a position where their
actions could change the outcome of the baule, If the battle is lost they
may play a key mle in helping survivors ambfor establishing a second
affensive or Fesce missom.




with el crearures and seiile things without violence, Some of these
creatures have even joined the compony! Molet Yampires, alien infel-
ligences and known demons are usially destroyed on sight!?

Tactics

DemonBusters’ toctics follow stmple guidelines; locate and identify
the target and then oy to subdue or desiroy U with overwhelming force.
Smith and his companions have extensive computer files on all super-
nabaral creamares that have visiled Rifis Banh, and severn] who have
not yet appeared. Between Smith, Brother Lance, the Dreamer, and
Dielgarde, the compony has & vast amount of oot lore, Ther datahase
pgives a user the equivalent of Demon/Monster Lore and Faerie Lore 21
96% proficiency. Once the target has been tentatively identified, the
company will select n handpicked tam 1o deal with the ahilities of the
enemy. Exercism, spell magic, mogic dems, paychic powers, energy
weapons, special materials and equipment will vary depending on the
foe and the slneation.

Criten. the creature (or all of its minionsh nnd ifs resources cannat
be positively or completely identified in dme to prepare 3 specific sel
of inctics, In that case, the company frizs 10 cover the most likely
contingencies and typically vse the dragon Delgardo, robots and poer
armor 1o engage the enemy directly, while sharpzhooters and sorcerers
antack from o distance, Infilizstors and spies may be sent ahead.

DemonBusters' Colors and Banners

DemonBusters” symbal is o pentsgram crodsed out with o
brushstrakes, More recently, Lightdnncer bas been pushing to use the
symbol used in a 20th-century fictional film about o group that did the
samse fob, Smith, who hos seen that old movie more tmes than be cares
o remember, has emphatically refused,

Uniforms and armor are grey with company symbaol, rank, per-
seaalized detailing, and other highlights and trim in a varety of colors.

General Smith

Leader, Supernatural Investigator,
Dimensional Traveler

Mr., Smith, also known sieply as “The General,” is a mystery o s
own men, The first time anybedy beard of him was ten years aga, in
Crudad Juarez, Mexico, where he single-handedly destroyed & vampie
nest that hid in the city's sloms. Hailed as o hero, he quickly becanse
unpopular when he presented o bl 10 the city's authorities, When they
refused 1o pay, he let them know that the nest be had destroyed was
anly one of several and if he wasn't paid, be'd let them run wild, After
several days of looting and trouble from vampines, the governmens
decided Mr. Smith's effoms were worth the monsy,

Ower the nest severnl years, the mercenary travelled across Morth
America. His expertise on the supernatural is undeniable. Not oaly
that, the man is obvicusly o disciplined and cxperienced sobdier, al-
thaugh tere are no records of him in any army of the keown world,
Peaple have ignored the mysierics summounding this charecler, because
when it comes to combatting demsonie infestations and supematural
mosters, nobody compares tn The Generl.

Smith claims not to have much military knowledgs. He calls himself
“an armehair general” nnd “former war-gamer,” bt he obviously knows
a greal deal about wespons and tactics, Furthermore, his inelligence
and imagination are often enough o make up for whatever lack of
knowledge e may have,

Severnl members ol DemonBusters believe that General Smith 15 a
man from Earh's past, More than osce, be has corrected misinken
beliels about the Time Before the Rifts, and has shown remarkabls
skill in identifying amd uwsing objecis found in ancient mins. Smuth
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refuses o discuss his past, bur many of his remarks and interesis seem
to confirm that his origin Inys in the past, Once, when & group member
praissd the past, claiming it was a Golden Age, Smith exclaimed,
“Wrong! It was o time of amogance and greed. We thought that we
koew all there was to know, or if we didn't, we'd figure it out one
day. IF we'd had some bumility, the Coming of the Rifts would not
have come ta pass.”

During his travels, he has met people who share his passion far
fighting transdimensional threats. Many joined him and eventually
Smith farmed DemonBusiers, @ faicy large and profileble mercenary
bard,

DemenBusters is not designed o fight against conventional enemies,
but the company can fight conventional troops, and has done so in the
past. Smith alwnys tries 10 aveid conflict with human nations, but his
first concern 15 for his anmy and then for the lives of innocents. If an
armed Foree or manstess (hreatens either, he will not hesitate to use his
company o defend them, He has shown much interest (and support)
in the nation of Lazle and often wonders if the man whose name has
been immortalized is still alive. Smith alse has knowledge of the Pal-
Indinm world, and speaks n few of the languages from that warld.

Although the Coalition States have used his services on more than
ore aocasion, he is not trusted by their government, especially since
he nssaciates wiith non-homans, He is careful 1o avoid major C3 clibes,
but is often seen in the frontier areas ond semetimes works with C5
troopers where the mililary is bess picky about whom they associote
with, His company is always on the move, seemingly at random, but
somehow they nlways arrive at places where DemonBusters” services
are needed.

Full Name: Henry Smith

Allgnment: Unprincipled

Attributes: 1.0, 17, M.A. 15, M.E. 19, P.5. 13, P.P. 17, P.E. 18,
P.B. 10, Spd. 13




with such creatures and ssifle things without violence, Some of thess
creatures have even joined the company! Note: Vamgpires, alien intel-
ligences and known demons are usually destroyed on sight!!

Tactics

DemenBusiers” tactics follow simple guidelines: locate and identify
the target and then oy to subdues or destroy L with overwhelming farce,
Smith andd his companions leve extensive compater files o all super-
natural crestares that have visited Rifie Earth, and several who have
not yet appeared. Berween Smith, Brother Lance, the Dreamer, and
Delgarde, the company his o vast amount of cocult lore. Their database
gives a wser the equivalent of Demanonster Lore and Foerie Lone a
96% proficiency. Cmce the target has been tentatively identified. the
company will select 0 handpicked team to deal with the ahilities o the
enemy, Exorciam, spell magic, mogic dems, psychic powers, snetgy
weapons, specinl materials and equipment will vary depending on the
foe and the sitstion.

Oten, the creature (or all of itz minions) ood ds PESOURCES CANNOE
be positively or completely identified in time to prepore a specific set
of tactics. In that case. the company tries 10 cover the most likely
continpencies and typically usa the dragon Delgardo, rabots and power
armor o engage the enemy direcily, while sharpshooters and sorcerers
ariack from o distance, Infilizstors and spies may be semt ahead.

DemonBusters’ Colors and Banners

DemsonBusters” symbal is o pentagram crossed out with b
brushstrokes, More recently, Lighidanosr has heen pushing to use the
symbol used in a 20h-century fictional film about o groap that did the
camet job, Smith, who hos seen that old movie more tmes than be canes
to remember, has emphatically refosed,

Uniforms and armor are geey with company symbol, mnk, per-
sonalized detailing, and other highlights and inm in a variety of colors.

General Smith

Leader, Supernatural Investigator,
Dimensional Traveler

Mr, Smith, also known siemply s “The General,” is a mystery o his
own men, The first time anybody beard of him was ten years aga, in
Ciudsd JTuarez, Mexico, where he single-hancdedly destroyed & vampirs
pest thot hid in the city's slums. Hailed o5 o hero, he quickly becamss
unpopular when he presentsd o bl woibe city's authorities, When they
refused 1o pay, he let them know that the nest be had destroyed was
anly one of several and if he wasn't paid, be'd let them run wild. Alter
several davs of losting and trouble from vampines, the governmens
decided Mr. Smith's effons were worth tbe monsy,

Ower the nest severnl years, the mercenary iravelled across Morth
America. His expertise on the supernatural is undenishle. Not oaly
that, the man is obviously o disciplined and experienced sobdier, al-
thaugh there are no records of him in any army of the known world,
Peaple have ignored the mysteries samounding this character, because
when it comes to combatting demonic infestations and supematural
moasters, nobody companes to The Geoeral.

Smith claims not to have much military knowledge. He calls himself
“an armehair general” and “former war-gamer,” bot he obviously knows
a greal deal aboat weapons and tactics, Furthermore, his inrelligence
and imagination are often enough w make up for whatever lack of
knowledge ke may have,

Several members of DemonBusters beliove that General Smith i a
man from Earth’s past, More than ooce, be has correcied misiaken
beliefs about the Time Before the Rifts, and hes shown remarkable
skill in identifying and wsing abjecis found in ancient ruins, Smith
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refuses to discuss his past, bat meany of his remarks and interests ssemn
to confirm that his ofgin Tays in the past. Once, when a group member
praised the past, claiming it was o Golden Age, Smith exclaimed,
“Wrong! Tt was o time of arrogance and greed. We thought that we
kpew all there was o know, or if we didn's, we'd figore it out one
duy. I we'd had some bumility, the Coming of the Rifts would aot
have come to pass,”

During his wavels, he has met people who share his passion for
fighting transdimensional threats, Many joined him and sventually
Smith formed DemonBusters, & fairly large and profilsble merconary
bnnd,

[emonBusters is not designed to fight against conventional enemizs,
hut the ecmpany can fight conventional troops, and has dane 30 in the
past. Smith always toes 1o avoid conflict with human nations, bul bis
first concern b5 for his nomy and then for the lives of innocents. IF an
armed force or maonsicss threatens gitber, e will not hesitate 10 use his
company to defend them. He has shown much interest (and support)
in the nation of Lazko and often wonders if the mon whoss same has
been immorialized i sull alive, Smith alse has knowledge of the Fal-
Indinm world, and speaks o few of the languages from that world,

Although the Cealition States hove used his services on more tlian
oie occasion, be is not trusted by their government, especially since
he asseciates with non-humans. He is careful to avoid majos C3 cities,
but is often seen in the frontier ar=as and sometimes works with C5
troopers where the military is less picky about whom they associate
with. His company is always on the move, seemingly al random, but
somehow they always arrive at places where DemonBusters” services
are needed.

Full Mame: Henry Smith

Allgnment: Unprincipled

Altributes: 1.Q. 17, M.A. 15, M.E. 19, P.5. 13, P.P. 17, P.E. 18,
F.B. 10, Spd. 15



Hit Points; 43 5. 0.0 26

Skre: 6 feer, 2 inches (1,88 m) gall, 170 lbs (765 kgh.

Ager Unknown; appears 1o be in his carly 40's.

P.P.E.: 48

Dispositbon: Smith sometimes resembles on nbsent-minded college pro-
fessor, He has an insatiable curdosity for the supematarl and always
prefers studying things rather than destroying them. However, en-
counters with diabolie entities have taoght him to restrain that wrge
and he has reluctamly accepred that there ane things man is not
nEEnD K Ko,

Az a military leader, Smith cares very maoch about the welfire of
his poople. He is oot in the business just to make moncy, bt o
finznce his sty of tse supernatural and his private war against the
farces that threaten the world, He aften makes contribations to Lozlo
amd Mew Lazlo, and has on occasion assisted both governnwants at
recdiced rales (and occasionally free of charge), paying for the
group’s expenses out of his own pocket, Despite this, be has becomes
extremely wealthy. He has deliberately staved owt of the conflict
bepween the 5 amd Tolkeen; be has mixed feelings abowt both
factbons In that strife.

Experience Level: Sith level Parapsychologist, Gth level Hepdhunter,

Maghe Knowledge: Detailed knowledpe of the occult, but kpows on
spells, However, e can operate TW cquipment and resd scrolls.

Psionic Powers (speciall; Presence sense only, but it costs mo LEP,
amd can be used continally?

Combat Skills: Hand to Hand; Basc

Attacks per Meles: Thres (3

Bonuses: + 7 1o srike, 43w parcy and dedge, +2 1o domage, +2
to ol with impactpunch, +2 10 poll punch, + 2 o savie vs poison,
+ 2 1o save ve magie, 2 1o aave ve peionics, +4 1o sove vs hornos
factior, +2 b suve ve possession,

Weapon Proficiencies: WP, Energy Rifle, W.F. Energy Pistol, W.P.
Revalver, W.P. Suwcasiic Rifle.

Weapons of Mole; TX-5 pump pistel, TW metal water pistol, TW
water rifle, TX-16 pump rifle, plus access to any of the standard
isse wenpans, vehicles and equipment available w his company.

Armor: Explorer Composite Armor (M.DLC, T with the following
techno-wizand (TW) modifications: Armar of lhon, Chamelsoa and
Impervicus o Energy, all squal b a 8th level spell.

Skills of Moder Demon 2nd Menster Lore, Ghost and Faene Loce, Ley
Line Lare and Religion Lore, all ar 98% . Speaks English! Amencan,
Spanish, Geeman, French ond Latin, all at 98%. Speaks Dragoness,
Gobbely and Enstern Human (Palladigm} at 70%, Basic Eadio 935,
Surveillapce Sysiems §8%, Detect Ambush 73%, Detect Conceal-
ment §5%, Tracking 63%, Pilot Tonk omd APC 73%, Running,
Swimming,

Deseription: A tall, lean, man in his early "40s, with a full bead of
prey hair, grey moustache, beard and green eyes. When not in body
armor, he favors bulky overcoats and cloaks, with gither o beret or
a1 wide brimmed hat.

Cutter
Juicer & Enemy of the Supernatural

Barton Williams was a common laborer in o small village located in
the Coalition States. He masricd his childhood sweetheart when the
two were sixteen and had o child belore their cighteenih yenar, He was
happy, despiie his poverty and hardships, ond was content with his ot
in life, Oine day, o giant monster nsshed into e village, Mothing coubd
atap the crearure and it devoured two dozen people before slithering
aff info the wildermess. Among e dead were Banon's entire fumily.

That day marked the denth of Baron Williams az well. He spent
what hinde meney be lksd making connections, offering his body and
soul t2 become powerful envugh o bunt down the creatunes that slew
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his loved anes. He submited himsclf 1o joicer comversion, and then
escaped his would-be employer to scour e countryside looking Tee
mansters and evil D-Bees 1o slay, Even with his juicer abilitics, Barton
— who now calls himsell Cutter — would not hove survived meas thais
a month. He was aitacking supematural monsters out of anger and
ignamnce, He knew linke or nothing abous them, making him danger-
ausly vulnerahle, Furthermore, I was being hunted by the people wha
haed cransformed him into o juicer, As luck would have it, DemonBusters
was in the first town Cutter visited after becoming a juicer. General
Smith convinced the desperate young man 1o join the outfit, In neum,
The Ceneral would pay off the body-chop-shop and employer who
made the juicer conversion, and el only teach him about fighting the
supernatural, but give him ample opporiunities w destroy such beings.
Cutter aceepied urd has become a dedicated and efficient hunter of the
supernarural.




Cutter distrusts all non-humans, # legocy from his life in e Coalition
Srates, nrdd cares only for destroving monsiers and demons. He 1s &
driven, imrovened man, He distrasts almost everyons in the compary,
with the exception of General Smith and Fother Lance, Lightdances,
an ¢lf, often makes fun of him, but Cuanter las come 1o accept the jibes
with goed-paired humor. Altbough be’d hate to admat it, and despite
his belizfs, he has come oo Like the elf (but only a5 on exception o s
peneral mule, and he still dozsn’t trust him completely). Cutter respects
The Geperal ol is glad 10 obey his orders,

Real Mame: Barton Williams

Alignment: Aberran

Atitribmies: 1.0 10, M.A_ % M.E. 11, P.5. 25, P.F. 21, PE. 13,

P.B. B, Spd. 73,

Hit Points: 76, 5.00.C.: 367 Size: 5 feet, | anch (1.35 m), 120 Ths (63

kgl, Age: 23 (bwo vears as a Julcer)

PR.E: 10

Disposition: Before & monster claimed his family, Barton was a nice,
frsendly and soft-spoken person. Ever since he became Cutrer, how-
ever, he is cynical ad insensitive to the seeds of others. He has oo
sense of humor, and linle paticnce with those whe do (like Light-
darcer who frequently gets on his nerves). Undermenth this abrxiive
exterior, thens is sl a trace of the good-natured man he once was.
He will never admit it, but he considers Lightdances a friend and
he dossn't really mind being the bt of jokes half s much os he
pretends.

Experience Level: Tl level Jubcer

Magic Knowledjge: Nane

Pskonic Powers: Mone

Combat Skills: Hand 10 Hand: Expert

Attacks per Melee: Six (G)

Bonuses: + 2 on initiative, + 3 o sirike, +% 0 parry e dodge, + 13
tr domagze, + 910 roll with impactpunch, +2 1o pall punch, +12
[ save vs poison, +4 0 save v magic, 4 0 save Ve palonios,
+& 1o save va psionic or chemionl mind comtrol,

Weapon Proficiencies: W.1P, Energy Rifle, W.P. Knife, W.P. Energy
Fisiol, W.F. Heavy, W.P. Swornd,

Weapons: JA-11 encrgy rifle, Wilk's 457 laser pulse rifle, WI-23
missile Inuncher, metal water rifle 2nd waber grenade launcher,

Armor: Juicer Assassin Plate Amnor (45 M, DG

Skills of Mote: Wilderness Survival 70%, Land Mavigation 6%%, Pilot-
ing: Tonk and APC T4%, Pilating: Jet Fighter 78%, Weapon Systems
£0%, Detect Ambash 705, Intelligence 65%:, Athletics, Body Build-
ing, Boxing, Wrestling.

Description: A short, pabe young man with clese-cropped Hack hair,
brown eyes and o seriows expression,

Brother Lance
Priest of the Gods of Light

Rifts Earth has precious linte spiriteal comfort in this time of chaos.
Many culis have sprung up in renssbe arcas, bot very few organized
religicns. Brother Lance hopes thot one day be will change all that. He
is o priest from another dimension, a follower of the Gods of Light; a
pnulfi-pantheon group that stands against demons and other dimensional
threats. He worships Hyr, o god of war aned justice that has never
appeared on Earth before. Brother Lance is the member of a monastic
order of fighting knights in the service of Hyr. His god sent him on a
quest scroas the Mepaverse, seeking workls where a god of war and
justice might be needed. When be arived on Enrth, Brother Lance
decided that his quest was over, The war-lom planet desperately needs
some Force of sability. The warrior-priest decided to explore and try
1o discover what pods and dangeras powers exist in this world,

His first encounter with technology wos almost deadly. He was at-
tncked by bandilts with enerey weapons and only his priest spells saved

him from being killed. He is very concemed about the powers of
echaology which may be encugh 1o injure of even kill & god, and
which con replace magic and pricsily powers, He suspects that iechnal-
oy 15 o blame for the Iock of goed deides in this dimension and wants
10 l=arm more.

For the next several maonths, be traveled the lands of Nesth America,
acting as a defender of innocents and an enemy of injustice, Moest
people nssumed he was some sort of cyber-knight, one wha preached
about some strunpe god when his mission was done. He has made many
eremies, mainly among the Conlition States, where be is regarded o5
an agent for on extra-dimensional invasion force,

Hrather Lapce and DemonBusters crossed paths when a rift-spawned
demeon threatened a whale city sutside the pratection of the C5, Brother
Lance nuanaged 1o bonish the creature with the belp of Geneml Smith’s
troaps, who managed to contain the creatune while the reeoval rital
was being condusted. Afteraards, the pricst offered his services 1o
Gereral Smith, who accepied him on a tral basis. Brotber Lance is
now & Full member of the DemonBusters, General Smith is impressed
by the enormaous powsr the priest wields with such contred and compas-
sion, amd is amused by his dedication aed religicas convictions. Demon-
Busters become an ideal ally for Brother Lance's research, Since ihe
arganization is dedicated to hunting supematural manifestations, it pro-
vides on idenl epportunity for his search of ather deities and supernatural
forces, a5 well as allowing him o learn maore about “technolopy.”

General Smith, Brother Larce, Delgorde and Lightdancer ofien spend
quiet mights discussing theology and cosmelogy, They all agree 0
disagree in these discussions: The Ceeneral has oo use for orgomized
religion, Lightdances believes in a shopsless nature god and Delgardo
claims that oll edher “gods™ are simply powerful entities who explait
the pullible. This hasn't stopped Brother Lance from orying to conver
them. A few have been coavinced, Hyr's religion is custom-made for
warriors, tenching that courage and honor are the foremost qualities fog
a lollower of Good, Brosher Lance's proven bravery has served ns an
example for many company members. About a dozen saldiers now pray
i Hyr and carry amulets in his name (Hyr's symbol is two crosed
swornls over a flaming background), Brother Lance is ofien accompanied
by two other warriors who he has converied and trained as priests. Both
are seeond level and serve under him & assistants and medics. One
old ex-pairiol became a priest of Hyr and has eft the company to spread
the ward. Bumor has it this fellow has foorded a small church some-
where near Tolkeen,

Brother Lance has discovered that there seem to be anly a few god-like
eotities in the world (muost deiies left the Eanh thousands of years ago
and haven't come back ver), The only other “powers," as he calls them,
which are known o him are predomineamily evil supermataral beings
dwelling in Canndn, Mexico, South America, Atlantis, ard Africa, The
priest has beard rumors of deities appearing in Egypt and Gesmany,
but he is reluctont o leave the DemonBusters (which operates exclu-
sively in Mol Americn) to see if they'ne wue. In a few vears, he will
communicate with i god Hyr and tell him abowt this world. This may
CHUSE TOANY meTe priests o amve and perhaps some demigods and
other servants of Hyr.

Full Name: Brother Roymond Lance

Alignment: Scrupalous

Attributes: 1.0 17, M4, 16, M.E, 18, P.5. 14, P.P. 13, P.E. 1],

P.B. 13, Spd. 14

Hil Points: 42, 5.00.C.: 20

Sipe: & feet @il (1.8 m), 160 Ibs (T2 kgl, Age: 43

P.P.E.: &

Disposition: Brother Lance considers himself the spirinal leader of the
mercenary company. As such, be always tries to set an example for
the rest of the roops. He is alwoys attentive, fricndly and understand-
ing townnds bath mercenaries and civilions. Spreading Hyr's word
is important o him, but be res ool o be preachy or unrERing.,



realizing thal pushing wo hard will only drive people away. He
prefers to Jot his desds speak for him. Delgardo and Lightdancer
have become close friends of the priest amd just aboud everyhody
respects him as 8 warriar,

Hyr's philcsophy emphasizes honor, courage, and discipline. [t
i% similar in many ways 1o the ideals of the Cyber-knights, nnd
Brodher Lance hopes one day o meet the legendary Sir Coake and
conver that powerful group of champions.
Experience Level: Sih level Priest (see Rilts Conversion Book Twao).
Magic Knowledge: He knows the following spells (gains spells in the
same manner a5 a mystic): all level one spells, plus mystic alarm,

armar of lthan, negate ];h:lisnns;"ln:l:'im. resist hine, energy held, foe
balt, magic net, cuse minor disorders, heal wounds, hormific illusion,
superhuman strength, call lightning, invileerability, negate magic,
ad profeciion circle: simple.

Priest Ahilities (see Rifa Conversion Book Two: Pantheons of the
Megaversed: Exorcism 63%, healing wuch (108 5.D.C 0 hit poines
ar 10 M_D. | as often s once every oher melee), remove curse
A3, msumection 32%, um dead 60%, prayer of sirengih 84%,
prayer of communien B4%, pmyer of imervention $3%, miracles
al'%.

Psionic Powers: Mone

Combat 5kills: Hand to Hand: Expen

Attncks per Melee: Four hand to hand o7 twe by magic.

Bonmuses: +2 1o strike, +3 1o parry and dodge, +2 to roll with
umpactpunch, + 2 to pull punch.

Weapon Proficiencies: W.P. Sword, W.P, Blunt, W.FP. Archery and
Targeting, WP, Energy Pistol, W.FP. Encrgy Rifle.

Weapans of Mote: A Holy Sword that is an imdestruciible nine weapen
that inflicts 404+ & M_D., and can perform healing touch (206 Hit
Paknes or M.DC.) six times every 24 bours; a glit from Hyr. He
alse uses a bow firng both conventional, high-tech ancd mapie ar-
rorws, as well as having o fondress for Kiitani plasma blades, vibro-
hlmles and wechan-wizard (TW) weapons.

Armor: Enchanted chain mail with 120 M.D.C. and which is light-
weight and regenerates five (5) M.DLC. points per hous; anather
pift from the Grds of Light.

Skills of Mote: Rodio; basic 5E%, Nshing 885, detect ambush 858%,
detect concealment §3%, racking TH%, demon and monsier lons
W%, religion lone 95%.

Description: An athletic man, with Jong grey bair and a goatee. Most
of the fime, he is dossed in his magical chain mail armor under &
red cloak, or wenrs a simple bt ¢legant Bue winie and pans,

Lightdancer
Elven Ley Line Walker

A fmw elven communities have nppearsd on Earth. Elrie Lighidancer's
peaple seftled in & remote zrea of Europe one hundred and fifty years
apgn. He was among the first elves bom on tis plaset. The elven
communily 1% dedicated o the stody of mogic, thus, as soan s il was
deteemined he hpd the tabent, Elnc's family taught him the mysbcol
arts, This academic life felt boring and siifling, however. One day.
shortly afier ntizining adulthood, Lightdancer decided 1o leave his village
aisd explore the world, He gquickly discovensd that Europs was siromgly
binsed against non-himan races, ond those who welcomed such abilities
were inhumnn monsters with a distinet dislike for elves, At one peind,
he had e flee for bis Life o Englond, where be spest several years
armidst the Deuids and ther awesome Millennium Trees (see Hifls
England). He was honored by receiving several pifts from the great
tree, Eventually, he was apain consumed by wancerlust so he imveled
o Morth America,

The Coalitien States were arasher bastion of raciim and bigory.
Annoyed, Lightdoncer decided o have some fun af the Coalition’s
expeise. His practical jokes angeresd amd embarsassed the authorities
and caused millions of credits’ worth of damage, To this day, be s a
wanted falon pmib several bounty homers have tried o collect the rewanld
far his hesd, DemonBusters helped Lightdascer when be inpdvemently
released a demanie creature rapped at & ley line nexus. After the bails
was over, Lightdoneer said, “Hey, that was fun. You guys do this for
a living™" Lightdancer became o DemonBuster and be has been having
fun ever since,

Full Mame: Elric Lightdancer
Alignment: Ananchisl.



Atiributes: 1Q. 19, M.A. 9, M.E. 14, P.5. 14, P.P. 18, P.E. 15,
P.B. 19, Spd. 10
Hit Polnts: 38 §.D.C.: 21

Biwe: Six leet, two tnches (188 m), 130 Ihs (8] kgh.

Age: 80 yenrs old, but looks 20,

PPE.: 186

Disposition: Lightdancer is the count jester of the company (he prefers
to think of himself as the swashbuckler). He always tries 1o see the
light sicle of every sitoation, no matter how deadly serious it might
be (A city of vampires? Dental care must be pretty good in there.").
His practical jokes, pons ond sense of homor are legendary. The
practicnl jokes often involve magic and illuston, making them all
the mipee impressive, Whenever he meets a new person, Light Dancer
irigs b see bow Far I can go before angenng hiem or her, Unforu-
nately, self-control and knowing when o stop are not two of his
virtues. Conssquently, Lighidancer frequently pushes the limits of
everyone nround him and often goes too far, As a result, most peaple
atop befricoding him after a while, and stay clear to avoid his annoy-
ing antics. The only constant friends be has are Delgardo (who is
fairly thick-skinned, literally and figuratively) and Fireteam Alpha,
wha like the elf despite his annoying pranks (they alwnys pay him
back somehow). Cutler and Lightdancer have been described os
frendly coemics, but both secredy respect and like each ather mons
than either would dare to admit,

His saving graces ore his quick mind, cleverness, imaginative
resourcelulness and ability to keep o cool head even under the most
frightening and dendly of circumstances. He is a brave warrior and
n poker player with few pesrs,

Experience Level: Sth level ley line walker

Magic Knowledge: In nddition 1o the usual ley line walker abilities,
Lightdancer knows the following spells and rituals: Blinding flash,
cloud of smoke, globe of daylight, see the invisible, snse magic,
befuditle, chameleon, concealment, levitation, miystic alarm, fum
desd, nrmor of [han, breathe without air, fngers of wind, ignite
fire, impervious o fire, paralysis (lesser), astral projection, carpet
of adhesion, blind, charismatic aura, magic net, shadow meld, har-
rific illusion, appanticn, call lighining, firz hall, mask of deeeit,
invulnerability, and exorcizm.

Prionic Powers: Mo

Combat Skills: Hand to Hand: Basic

Adtacks per Melee: Thres hand to hand aitacks or two by magic,

Bomuses: + 1 on initiative, +3 to sirike, +4 to parry and dodge, +2
to damage, +32 to roll with impactpunch, +2 to pall punch, +3
i save vs magle, and +4 0 save vi bosror factor.

Weapon Proficiencies: W_.P. Energy Pistol, W.P. Sword, W.P. Ar-
chery and Targsting,

Wenpons of Mote: Vibro-saber, TX-5 energy pump pisiol, Coalition
C-17 plusmn cannon, TW' water pistol, silver cross, silver dagper,
and along bow (he uses magic, kigh-tech and conventional arrows).

Armor: Crusmber Body Armor (6.D0C. 55D

Skills of Note: Climbing ®0%, land navigation 779, wildemness survival
B, pilat hover craft 98%, demon lore B0, basic math ¥5%,
Dragonese/Elven 96%, American 98%, Buro 98%, first aid 95%,
intelligence T45%.

Description: A 1all, handsome EIf, with black hair, twinkling eyes,
and a mischievous smile,

Fireteam Alpha
A special team within DemonBusters

Some malches are made in Heaven, Most people who've become
acquainted with Firetearn Alpha believe this particular match was made
in a much warmer place. Lady Arson and her Jover Zippa love fires.
Perhaps because they can start them af will. This team of fire-man-
ipulators recently joined DemonBusters, at the bebest of General Smith,
He decided their powers would be useful to the company and that the
two young mutants were oo dangeroos to be left unsupervised. His




instincts were right. Fireteamn Alpha has become a valuable nsset o the
company while usually stayving oot of serious rouble.

The couple lives in a fire trneck-red Iron Masdes APC relurbished
it a Recreational Yehicle, Painted on the sides is the name “Firehase
Alpha. " They wear parish red and vellow costames, counesy of Zippo
who comes froam a warkd where super-powered heroes amd villaing 2ne
commonplace. The rwosome’s personalities ane as wild and passicnnte
as the force they contmal. People either love thsem or leie tem an firse
sight. Lightdancer hns become their friend omd Delgordo often hangs
out witly the couple. They are also popular ameng the more free-spirited
members of the company,

The two fine shapers like artacking from the air, Zippo wsing his
nafural fying powers, amd Lady Arson using a jer peck. Apainst foes
that are unaffected by fire, they vse their plasma dfles or incendiary
grenades. Zippo 15 ot comforable around guns and prefess o rely on
his poaers,

Lady Arson
Of Fireteam Alpha

Tanice Melbourme was bom on the wrong side of Chi-Town, She
never knew her father, and moather ied v shelier her from the shadoay
warld of the slums that sumround the moagnificent fomress city, The ligls
girl grew up on the sreers where ahe lzamed several sireet skills, bat
thunks 10 her mither’s efforts, wos fodunate ensagh o avoid any seious
troubde. She even got a little schooling, leaming high-sociely manners
amdd even the owlpwed skill of heeracy. AL foumeen, ber good looks
and poise managed {o get her indo Chi-Town proper, working as o mund
for the wife of an important merchant. Sadly, the job fumed oot io be
a curse, Janice's amplover was a cruel, abosive woman who enjoyed
demenning the help, Janice bore dhe lonts and cnesliy with dignity,
cvien when the woman pusposely made messes for the maids to clean
up, o berabad them for mo good reason. The abuse increased, and was
cepecinally harsh apainst the beowtiful, young Jonice, who bod to control
herselfl from doing something rash.

Three vears went by, The insulis, demenning jobs, and verbal abuse
contimed, bur Janice kept telling herself she needed the job oo much,
Then everything came crashing Bown. Frusimted by Janece's patence
{and jealous of ber benuiy and poise), 1he woman went too far, ol
atruck the pirl when Jantee dared wo alk back 1o her. Something snapped
insile Jamice, and, as she lost her temper, 2 latemt power mssle her
also came alive, The woman burst info flames, Janice and the other
servamts managed o save her life, but e woman was horribly burmed
nometheless,

Janice knew what she bhad become, She had heard pleaty of horeor
starizs nbout fursters and other psychic crentures from her modher anad
friceds. The C3 government would hunt her down and kil ber a5 soon
s the woman regainsl consciousness aml revealed whit had happened.
She was sure of it! Janice briefly considered finishing her off, bat she
coldn's bring hessell o do it Insezad, she sole all the money and
easy 10 sell valunbles she coubd find in the howse, and left the oy,

In the Burks, sbe met up with a few of her childhood friends, who
hid provan up o become city s and other members of te undervoald.
They nceephed her withaut questioning ber new powers, Grsteful, Janice
Jodned them in comeniting petty crimes. Her nickname, Lady Arson,
s became well known in the Borbs aml among the C5 secaniy
forces, [t didn’t fake leng before Chi-Town became too dangerous for
heer. Colome] Lybaos {see Rills Sourcebook One) and his minions almosg
captured her om a copple of occasions, She and thres companions lefi
Chi-Town just ahead of a Dog Boy pack nipping ar her hoels.

Lady Amson wos outside her element in the wildemess, A city jrd,
she and her companions were unused 1o the strange creatures and the

primitive cultures outside Chi-Town, The silence and open spaces scaned
her. Unabls o sstum o the Burbs, she bad B0 chodee bat e wander
unhappily throughout the land. The next two vears were dismal, One
by ome, the three friends who had secompanied ber died in dangerous

aEsunbers.,



The last fight oocurred at an inn where she and her last childheod
friend had been staying, It hod been ber birthday, and she had mode
the missnke af Hghting the candles on her birthday cake with her burster
pawers. The superstitious town dwellers called the puarde, They and
a lynch mab surroanded the place and staried sheating, Her friend died
trying to protect her. Enraged, she burmed down the inn, killing ard
injuring several people, Ouinumbered, she would have been killed by
the angry moh if a flying, flaming figure had not swept dewn from the
sky and saved her, That ligure was Zippo, o mulant from an alternate
Earth wha could mm his whole body into living flame. The rest is
history.

Real Mome: Janice Melbaume

Allgnments Anarchist,

Aliribotes: L, 14, MLA. L1, ML.E. 15, P.5. %, PP 17, P.E. IT7,

P.B. I8, Spd. B

Skeet Five foet, sight inches (1.73m], 1401k (63 ke, Ages 20 years old.

Hit Points; 42, 5.D.C.: 23

P.PE: L0

Disposition: The mistrentment Janice suffered during ber childhood
and early adolescence has left scars. Lady Arson finds it diffecule
10 trust peaple and she is always unfriendly toward strangers 2nd
peaple from the Coalifion States; usually receiving them with insult-
ing comments. If pecple can get past the first bad impressaon and
show Janice she ean tmast thean, she will act like a different person.
The nicer side of Japice 5 a surprisingly modest, shy young waoman,
who can be chesrfil, fun ard friendly

Experience Level: Tihi level burster.

Magie Knowledge: Moae.

Psionic Powers: All the usual Busster pewers plus mind block, resist
thirst and resist hunger, L5 P 175

Combat Skills: Hand o Hand: Basic.

Attacks per Mebee: Thres hand 1o hamd or psychic attacks.

Bonuses: +2 to serike, + 3 to pary and dodge. +2 to damage, +2
tr roll with impoctipunch, + 2 o poll punch.

Weapon Proficiencies: W.P. Energy Fistol, W.P. Energy Bifle, W.F,
Sword, W.P. Autormatie Rifle,

Weapons of Mote; Wilk™s 457 laser pulse rifle, o plazma riflz, AK-47
assanlt rifle loaded with silver ballets {For vampires ared supematural
creatares), TX-5 pump pistol, vibm-sword, and a silver plated
20,0, swond {1D6+2 damage),

Equipment of Mote: Wilk's Jet Pack (M.D.C. 20).

Armor: Red and gold Bushman ammor (M. D.C. 60).

Skills of Mole: American 98%, Spanish #8%, pilsting: tank and APC
Gh%0, piloting: jet pack 805, sirestwise 8%, prowl T0%, conceal-
ment 55%, pick locks 75%, running,

Description: An stractive, blande girl with hazel eyes, and an athletic,
alender figure,

Zippo

Of Fireteam Alpha

Michael Doherty wns bom in the world of Heroes and Villains
Unlimited. A place where costumed super-heroes fought for justice,
survival, or profit, depecding o their ideals. He did oot know he was
& mutant until his sizieenth year, when e sponioneously burst o
flnmes during a confrootatien with muggers. Michael came to enjoy
his pew powers, adopted the nickname Zippo, ond shoetly afterwards,
jained & group of heroes colled the New Guardians (he never found
out who the “old” Guardians were), The b=am was led by a wiznnd
code-named Merlin, who claimed be was the ancient magictan from
Arthurian legend.

The Mew Cuardians had many adventures, fighting everything from
small-time erooks b world-theeatening arch-villains, A recurring villun
wns another wizard who colled himself Doombringer. His plots in-
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wvolved the summening of demons and other extra-dimensional erearures
b the workd, On their last bastle, the Mew Guardians fllowed Deom-
bringer through o dimensional poral and banbed him in  world papu-
Inted by monstrous creatures, This time, the heroes were in over their
heads, Deombringer’s minions were hundreds of powerful demons.
One by one, the New Guasdians perished, Zippo lelt trse fear for the
first time. The portal that Merlin had created had remnined open. When
only he and Merlin stood 10 face the mounting hordes, he flew through
the portal without thinking. He barely escaped the threnging demans.
The last thing ke saw was Merlin, stafT twicling, fighting Doombanger
and surrounded by momsters.

Fippo had thought the dimensional portal would take him back ro
Earth, where he might enlist help from other super beings. Tao his shock
il amazement e wis fung o a planet called Enrth, but oot the one
he had left, This world was mare advanced and more barbaric at the
same tnse, On his world, he had been admired for his powerss. On this
ane, he was called a “D-Bes” and hunted dewn like an animal, Fighting
far Trath and Tustice was a lot harder when you were branded o manster
just for existing. Despondent, still hurting after the deaths of all his

friencs, Zippo briefly wrned 1w crime. Destiny brought him io a town
where he found & lynch mob surrounding a fire-using buman, Their
almilarity in powers and plights struck & deep chord within, seading
him to hee pescue, Thus be met Lady Arson.

The twa found they had a lot more in common than their powers.
Friendship quickly tumned into love and the two became a couple;
mnrried in their hearts, if not oificially, They mlopied an “us agninst
the world™ pHitude and were defermined Bt o trust anybody clse,
Meither of them enjoyed committing crimes and hated palling the most
paity ncls. Lady Arsen hod experienced too much cruelty to inflict i
on others ond Zippe was still infused with the heroic mentality of his




warld, After o while, they pave up crime aml became 8 tao-person
mercenary foree. They became body guards, commanidos, and defenders
of small communities and large busineases, provided the price was
right. Regreiably, they ofien coused a lot of collzteral damage bat
didn't core a5 Jong as tbey goi e job done. Whils ne innocenis suffered
directly, the cost of damages were often greater than the pay they
receivied. All of this would have eventunlly ruined their reputation.
Forunately, they mel Genesal Smith and his DemonBusters during
fight against o sworm of molignaus (see Rifls Conversion Book One}
who had ereabed a monseroas anthill in the woeods sumounding a lown.,
The Genesal liked Firetzam Alpha’s siybe and sensed ihat they were
wo veung and inexpericnced (o survive for long on their own. Michsel
was equally impressed by General Smith, Zippo quickly renlized ghat
the man was from 200h-Century Earth, bat not “his” Earth.

Zippo has aleo learned from Lightdancer aboud the wizand Me'Tyn
of England, He thinks that this might be his old weam leasder, Merin,
He hes told Janice that one of these days they shoald pay the wizand
a wisil, If he ever pees o see Mee'lvn, he'l] realize his misinke and may
et ince trouble,

Real Mame: Michsel Doheny

Alignmients Ansarchist,

Attributes: L3 11, MA. 12, M.E, 15, IS, 13, BP9, PLE. 14,

P.B. 11, Spl. 12,

Matoral M.D.C.: 86 M.DC, (or 220 M.D.C, when in fire formt).

Himer & feet (1083 m)all, 170 lbe (76,5 kph, Age: 22

PF.P.E.: 14

Disposition: Zippo still behaves like o cosumed hero, addressing people
in & lpad, clesr vobor and saying things like “It's all right, I'] prodect
you,” or "Did you really think you would get away with this?
Before coming e Rifts Earh, he'd only killed once, and thal was
by zccident. Siee lis arsival w Rifis Earth, he has had 1o kill many
evil beings, both supernatural arsl human, Those deaths have affecied
him o the point thet he fears be may be becoming o villain. Cnly
the fact thal DemenBusters 15 engaped in defending innocent people
frem evil monsiers, and Lady Arson's umwavering miral suppart,
keep him from sinking into a depression,

Experience Level: Qih beviel Mutant from a different dimension.

Magic Knowledge: None

Psionic Powers: MNons

Super Abilities: Extroondinary physical endurance and aliee physical
structure: fire.

Coanbat Skills: Hand o Hand: Manial Ares,

Attacks per Meles: Foor hand to hand attacks per melee

Bonuses: +3 o strike, +3 to pomy and dodpe, +2 10 ol with
impactpunch, + 2 o pull puncly, < 2 wsave vs poison, + 2 o sove
VE Mg,

Weapon Profichencies: W.P. Encrgy Rifle, W.P. Energy Pistol,

Weapons of Mote: Cernmic water rifle and a C-14 “Fire-Breather™
Coalitlon laser rifle.
Armar: MNone. Hea wears a red and yellow costume thar does not burmn
away when hee i in flams form [||giFr fram his old super-bucldiss].
Skills of Mate: Campuier operation 0%, computer programming 0%,
intelligence 73%, pholography B5%, Englesh/American 8%, and
liczracy in English 98%,

Description: Michsel is lean and athleric, bt not muscle boond. He
hnz dark red boir and Freckles, making him ook a lol soanger than
he really is.

Delgardo
Hatchling Dragon

Delgardn was bomn somewhene in the wildemess of the Amedcan
Morthwest, abandoned by his parents like mast dragons. Weeks after
his bt he mer Joseph Delgardo, an aping wildernmess sooul who bhad
gotlen tired of human society and decided 1o live by himszIf in the
hostile forests of Nonh America. Toseph was not afraid of the 20-foot
long hatchling. Diseead, he was (rendly and curious in 2 detsched sart
of wayy, This tiny morial human ir|.1ri]5l_u:d the wvoung dnlg«uﬂ. the twn
became friends, and a father-son relationship developed. Tascph's cx-
perience and common sense has deeply influenced the drgon whie also
leamed mony human skills from his wior. This friendship lasted for
vaely years, until the 73-year old Joseph died during o harsh winter,
The dragon ndopied his menior’s last name ns o tribde,

Having grown accustomed 1o the compantonship of humans, Delpardn
foanel himself missing it and sed off oward buman settlements, His ol
fricnd had wamed him about the fear he would inspire in most hunsans,
s he tried his best o conceal his natune, keeping a human Foom as
long as he could. Every fime he managed to befriend some humans,
however, he was eventually forced to reveal himeelf, siriking vermo or
suspicion in the heans of mose ol his fonmer comgpanions.

Meeting General Smith changed all of thot, They first crossed paths
shortly before he foonded DemonBusters, The General had been bined
1 rid & city of the dangemus and cmning drogen who often disguised
himself as a human (for who knows what insidious purpese)! OF course,
the dragon was Delgardo. After fnding the crestare and alking with
him, The General realized the young dragon meant no harm and forfeired
hig fee by allowing the dragen e cacape. A lew years later, Delpardo
heard af Gerernd Smith and his mercenaries and offered 1o j|:|i11. He
has beszn living happily among humans ever since. His fellow mzres



know he's o dragon and they consider him io be a tusted and valuable
coarade-in-arms,

Alignment: Scrupalous

Species: CGreat Hormed Dragon

Atiributes: 1.0, 21, M.A. 14, ML.E. 19, P.5. 26, P.P. 18, P.E. 27,

P.B. 22, Spd. I8.

M.I.C.: 350

P.P.E.: 110

Matural Abilities: Fly 70 mph (112 km), nightvision %0 f¢ (27.4 m).
see the invisible, fire and cold resisiant (dess half damage), and can
bio-regencrate 104 % 10 M. 0.C. every five minutes. Metamarphaosis
(lasts 12 hawrs), ielepon $0%, and line beeath (206 M. DY, 80 [iR.3
e range).

Dispusition: Delgarde is an extremely likable person, He is free of the
arrogance so common among drogons and s a friendly, kind arwd
cornpassionate individual. The simple philosaphy of s “father” has
miale him humble and repsooable, He wams very mech to be liked
by others and goes to great lengths o avoid scaring or intimidating
athers. Delpardo is also very protective of humanaid children of
any mce and will go 1o great lengths 1o protect them,

Al DemonBusters, the dragon peis along best with Lightdancer,
with wheom he can practice his ntive ongoe, and Lady Arson and
Zippo, who have sont of “sdopted” him (of course, Delgardo is
petually wiser than either of them). During his career, be has mel
iand fought) several drapons and has not been impressed by their
megalomania and sodism. He is developing profound contempt for
his ruce, whom he considers sslf-centered monsters with no negand
far those less fortunate than them. One duy, Delgardo hopes, he’ll
meel & dragon he'll like,

Experience Level: 6ih level Drogen Hotchling

Magic Knowledge: Full understanding of magic and can use all types
of Echno-wizard squipment. He knows the following spells: vl
nerability, negate magic, heol wounds and nsagic net,

Prionie Powers: A major psionic witl the following pewers: Derece
psinnics, exarcism, healing touch, payvehic susgery, astral projection,
empathy, mind hlock, telekineais, clairvoyance, see surs, sense evil,
and sixth sense, L8P 1L

Combat Skills: Hand to Hand: Basic

Attacks per Melee: Four hand 1o hand or psychic aitacks or two by
magic.

Bonuses: + 3 1o sioke, +4 o pary ond disdge, # 11 o domage, +2
to roll with impactipunch, +2 to pall panch, + 6 to save va poison,
+ 840 save va magic, + 2 b save vs psionics, +2 10 sove vs bormos
factor,

Weapon Proficiencies; W.P. Encegy Rifle,

Weapons of Note: Norhem Gun NG-E4 plasma ejector, TW water
cannan, four sorm fares and two globe of day light fares,

Arminr; Mever wears any, except for disgulse,

Ekills of Mote: Dragenese/Elven and American, both af 98%, basic
math 5%, wildemess survival 675%, land novigetion 675%, detect
ambush 67'%.

Deseription: In drugon [orm be is an imposing hormed dragon. His
commonly used humaneid Form i et of o ngged, unshaven man
in his latz 415 with a slightly receding harline and white hair pulled
ity a ponyiail — the living image of his old friend and mentor,
Toseph Delgardo.

The Dreamer Jin
Pzionic Immortal

The woman who calls bersell The Dreamer 8 am enigma o the fest
of the DemanBusiers, Only General Smith seems 1o koow and trest
hier, Twor years apo, she appesred ol of aowhere ord joined the e,
Her origins and her link 1o The General, remain unknown, but he has
placed ler in a position of importance in the group; something thal



veternuns like Culber resent, Some people have starred mumess thar the
woman is mind-controlling their leader, b Delgardo and the other
paiomic members of the rzam claim this is not eo. Oibers think that she
alze comes from the 20th century, Zippo among them.

The Deamer was, in fact, bom before the time of the afs and s
over bwo thausand yesrs old! She is one of the last members of an
ancient psychic mee thot appeared on Earth after the sinking of Atlantis,
The name of the race has been forgoiien — only some Atlnntean scholars
have heand of i, amd they refer o lis members as “The Lost Opes,”
These supematural beings have never numbered over o humired. Most
of their women pever bear more than ane child every two or thres
centuries and procrestion with humans is ol possible. Thelr immoral-
ity, incredibile reslstance to harm, and psionic powers resulted in their
being worshipped as gods by promitive culbires. In later centuries, many
Lost Ones were accused of being witches ar demans and wene perse-
cuted.

The Drrenmer has had hundreds of nomes during ber lfetnes, Darag
the Boman Era, she was worshipped as 8 goddess by a secret cult,
which was eventunlly hunted dewn by the Imperial authogities. In the
Middle Apges and the Renpissance, she fled the Inquisition and marreed
inta half a dieen noble bouses of Burope. She contineed doing o until
the e of the 20hb centary.

Ceenzral Smiath met The Dreamer in 1950, whilz be was searching
for anm ancient vampire hiding in the Black Forest of Germany, She was
a moblewoman who had kept ber canierics-old title by using makeop
0 simulate aging and then passing on the tide w ber only “daughier.”
Smith*s rescarch revealed the woman 0 be an immoral. At first he
thought she was a vampine, but dursg the casuing confrontation, the
troe vampire was unmasked and destroyed, Soon after, Smith and the
Drzamer becams lovers, Eventually, Smith moved on, feeling oo in-
timigated by the fuct that she weubl pever grow old while he would
become fechle and eventoully die. Mot too long afterward, he disap-
peared imo the Mepaverse.

The Dregpmer confinues her oges-long existence, She 5 ooc of the
few living witnessss o the Coming of the Rifis, sn event she still
refeses o discuss — it was one af the few evemi= thar has oruly
traumatized her, When she met Smith again, whom she belisved long
desel, the Lost One decided o join him. Smith was shocked by the
repnion and renlizes he is still very much in bove with the enigmatic
inmoetal,

Liste] in parentheses ane the awriboies of The Lost Ones BUCC., on

optional player characier.

Alignments Unprincipbed

Attributes: [0, 21 (GDE-+H6), MoA. 1R (D64 6), MLE. 25 (4D -+ 5),

P.5. 17 (3D6+4), PP, 17 (4D6), PLE, 1T (4D4), PLB. 22 (306 +0),

Spd. 16 {406 +4), Supernatural srength and endurance,

Hit Polnts: Supemstaral mega-dnmage crentare

Matoral M.DUC: 110 (306 % 10 M.DLC.)

Siee: 6 feet, 3 inches tall (150 mjy; 140 Ibs (63 kgl

Age: 1391 years old, give or fake a few venrs, but looks 1o be X0,

F.F.E.: 17

DMeposition: Dreamer bos & remote, unenthly presence. Her beauty is
breathtaking and b has enommows presence and charsma. This
intimidates most people and makes them fear or even hate ber on
sight. She is exiremely intelligent and wise, but also proud and
arrogant. Over the cenbarses, she lsas lost patience with the misiakes
humans make over and ower, like their msase idea of stockpiling
weapons that could lay waste to their planet, while hoping they
wiald pever have b wse them. Her unigue historical perspective
has shown her that if vou have o weapon, you'll probably use it,
fior gowsd or 2l

Brather Lance is one of the faw people, besides The General,

who seems w0 feel comfortable around her and the two offen talk
for hours, He suspects she is a supermatural ereatune, pechaps a
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demi-god or godling. However, Dreamer remaing secretive and will
mid meveal her origing or her true age i the priest, This frustrates
him, bui the two remain cordial and friendly foward esch ather.

Lighedancer respecis her o lot she is one of the few people whi
can pial the el in & seriows meod (and i= raely the buir of his jokes).
Cutier is sure that she is some sort of witch or demonde creatare
and is ifching for an excuss, any excuss, b destroy her, Dresmer
knovas this [i0°s hand 1@ hide such intense hatred from a psvchic such
as shed, bat she is not afraid of him and knews that in a couple of
vears the siluation will correct itself (thai's how long Cutber has 1o
live). OF course, it's perfectly possble that the juicer will ry o
take Dreamer with him when he goes,

Experience Level: Sth level Lost Cne (equivalent iooa 9th level Mind
Melier.

Magie Knowledge: MNone.

Psionic Powers: Muoster Psionic, Koows the fellowing powers: all
hezaling and physical powers plus ses pura, sixih sense, pstrul projecs
tion, clairveyance, empathy, object read, presence sense, sense evil,
sense magic, telepathy, total recall, bio-manipulation, big-regensr-
ation, elecirokinesis, empaihic ransmissicn, groop mind block, hyp-
naMic supgestion, mind block aute-defense, mind bolt, P.P.E. shicld,
pad-shield and psi-zword (1006 MDY LS Pz 202 (104 = 100 plus
¥ par level)

Combat Skills: Hand to Hand: Basic,

Abtncks per Melee: Four hand w hand or psioic anacks.

Bonuses: + 3 to sirike, +4 o parry and dedge, +2 o damage, +2
o roll wiih impacvpunch, + 2 o pull punch, +3 o sove vs magic,
+ 1 40 snve w5 poisen, + 5 10 save vs plonics, + 6 0 savie va harmor
factor,

Weapon Proficiencies: W.P. Swoed, W.P. Archery and Targeting,
W.P. Enzrpy Pisiol, WP, Energy Rifle.

Weapons: TW TE-Machinegun, TW flaming sword, vihme-saher.

Armar: 1 Wemelified Bushman Armor (M_DUC. 600 with the following
spells (all &t b level): armor of Than, invisibility: superior (2l
and superhuman sirengih.

Skills of Moter Spenks American, Dragonese/Elven, Euro and Adlan-
team, all at 95%, literacy Atlantean, American omd Deagonese 95%,
Demon Lose BRG, piloting: =k and APC 606, wildemess survival
B,

Deseription: A geddess-like, almost ethereal woman with flowing Black
bir e Large, exolie grevish-green eyes. When oot in beitle armor,
she wears a simple white rabe and samials.

Lieutenant Paul Konrad
Glitter Boy Trooper

One recent DemonBusters operation iavolved desiroying an adult
Hydra whose rampnge threatened an entine city, The encounier wis
viery lethal and DemonBusiers discovered that it did not have enough
firepower o confront major supematural entities of tis magninide. To
prevent any future eceurmences (and to replace the dozen o 5o froopers
that died or were crippled in the encounter), General Smith staried
hﬂking for nn aronored combat unit, His search was over when b med
Paul Eonrad and the Golden Squad.

Konrad was hom in Free Quebec, where be was ralsed o distrust
all men-humans, He displayed exceptional physical falants ami was
eacouraged 1o enroll In the ammy. Unlike most C5 members, Cuebec
maintzins 3 lorge force of Glider Boys amd Konrad's abiliy made him
a mataral a5 o Glimer Boy piloed. As expected, he excellsd ot training
amd soem becams o platoon commander. His promising carcer came o
a craching holt as the resuli of a joint militnry maneweer conducted
berween Free Quebec and Chi-Town. Emperor Frosek wanied 1o see
bw well units from different States could work wgether. He had his
doubis abowt ihe level of training and skill quality cutside Chi-Town.
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The maneuvers consisied of severn] coaperative batile drills. The Free
Queber military assigned several onits of Gliter Boys 10 panicipate,
which caused some tension o begin with — the Coalition does ns
approve af that armor type. Konrad, o skilled and promising officer,
was 8 nataral for the mission.

During maneuvers, 8 corrupt CF officer decided this was an oppor-
tunity o make some money. Selling C5 standard equipment to the
black marked wos extremely dangerous, sinee it could be raced bock
in the unit. On the other hand, i & dogen or so Gliter Boy unils
“deseried” during the mancuvers, the Quebes povemment would Toek
bad and the Gliter Boys could be safely sold owside the Coalition, He
and his comupl armored compony set up an ambush for Kenmd’s pla-
woa. The plon wos 1o surround the Gliter Boys with overwhelming
forces, make them surrender amd step out of their suils.

Konrad detected the ambush and when the C5 units started firing on
them using live ammy, he onlered his plaioon 10 refurn e, Ina marter
of n Few misutes, Konrad's wnit had decimated the ambushers. In
desperation, the corrupt C8 officer radiced for help, claiming that Kon-
rad had gone rogue and was attacking withouwt provocation. The com-
mander-in-chief, wiso lad lirte love for the arrogant Quebequeed anyway,
had no trouble believing i story ond ordered all it o search and
destroy the rogue platnan, Only six of the ten mits escaped from the
scene, Inan effart o make the remaining reregades surrender, Chi-Town
authorities imprisomed the wivies and closest relutives for the “crimes”
of the plaoon. In a daring move, Kanrad and his squad managed to
rescoe the family members and escaped into the wilderness. The cormpt
factions that instignted this truvesty of justice hove created such an
unshokable story of apparent trepson thal even the most skeptical au-
thorities ar Free (Juebec must fecopnize the soldiers as fencgades and
Enemies of the States, Konrnd and his men (all of whom ane extremely
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Tayal 10 him) had no choice but to leave their homeland in shame os
autlaws,

The Gliter Boy platoon became o small mercenary unit. General
Smith heard of tem ond, after checking their history, decided that
Konrad and his men would be an excellent addition o DemenBusters,
Fonrud was casily convinced 1o join. He was uncomlontable with being
an independent mercenary team, DemonBusters was attractive lor (wo
reasons, their ponls wene similar o the ideals he had come to cherish
— the protection of humankind against the extrn-dimensional threat,
and the responsibility of running the operation and keaping food on e
table was no longer his concern. Konrad and his troops accepted the
offer onid have been happy with the arrangement, However, they ans
still a bit uncomforishle working with what Kenrad sefers b oz “unde-
simnble elements” {non-humans), but have come o respect cach and
every member of the company, professionally if not personally.

Alignment: Aberrant

Adiriboiess 1.0, 12, MLAL 16, MLE, 15, P.5. 21, PP 25,

P.E. 18, P.B, 10, Spd. 14

Hil Paintss 47 5.0.C,: 66

Slzer 6 feot {153 m) wall, 170 Ibs (76,5 kgh. Ages 29

PP.E.: d

Disposition: A brave and brilliant saldier, Konrad is an expert in small
witit tacties. He is one of the most sccomplished power arnes pilats
on the contineat and is recognized amd feared for it. Some peaple
sy the renson he joined DemonBusters was that no mortal human
cauld match him on the batlefield and be sought more challenging
foes, Koorad is veey proud of his skill and the fame thar follows it
An evremely honorable man, Koarad is also a fervent hunsan sup-
remacist aind i overtly suspicious of pen-bumans. He is perfectly
cnpable of commitling atrocities agninst D-Hees, He only restrains
fimself becauss of General Smith's authority amd the fact that there
are many tarpess that are more worthy than helpless civilinns. His
enly elose friend autside his own squad {all of whaom consider him
a father fipure) is Cofter, who shares his prejudices,

Experience Level: 1h level Glitter oy

Magle Knowledge: Mone

Pabomic Powers: Mone

Combal Skills: Hand 1o hand; martial ans plus boxing ond wrestling,
Robat combat: elive asd sobot combat; basic,

Attacks per Melee: Five hand 1o hand attacks (does not include baauses
when operating power armar or bt velicbes),

Bonuses: + 2 om indliative, + 6 o strike, +9 w0 parry and dodge, +6
to damage, +5 to mil with impact'panch, +3 10 pull punch, +2
b suve Ve polson, +2 10 ave vi magic.

Weapon Proficiencies: W.F. Encrgy Pistol, W.P. Energy Rifle, W.F.
Enlfe, W.P. Aviomaotic Rifle, W_P. Archery and Targeting.

Weapons of Mote: 12 hand grenades, NE-4P plasma canridge pistal,
ME-10 plasma cortridge rifle, ceramic water rifle, AK-47 assault
rifle (usually loaded with silver bulteis). His Gliter Boy Ammar’s
Boam Gun con also fire a special wooden flecheite round for ani-
vamipire purposes: inflicts 206 M.D., but 3062 10 H.P. 1o vam-
pires!. Bange s aply 2000 feet (610 m).

Armor: Glitter Boy personal armwor (25 M.DUCL) o Gladistor asnsae
(7 M.0C

Skills of Mote: Speaks Anserican, French, Buro, all 21 %5%, land navi-
pation B0%, hasic elecironics @5, basic radio QR%E, damolitions
ok, demalitions disposal 98%, read sensory squipment $0%,
wenpen systems 98%, navigation 95%. wilderneas survival B,
imelligence 72%, pilst robots & power armar (specifically Glaner
Toy, SAMAS & Titan series).

Description: A ramrod-straight, tall man built like o pro foctball player
with a erewcun, alwnys clenn-shaven.



Other Personnel

{her impartant charmeters include: Josh Brennan (Tth level "boeg),
Die. Marcies (9h level Techno-Wizardy, Shade (Bth level Pui-Slalker),
and llyana Kovacks (fh level Summonnesy. The group alse has the
following combat affectives [nat counting support personnel lke
mechanics, nurses, ete. ),

3 Techno-Wizards, bevels 2, 3 and 5.

4 Mystics, levels 2-4,

4-fi Pul-Sealkers, lewvels 24,

A-8 Dog Boys, levels 2-5,

5-8 Borps, bevels 2-5.

B0l Juicers, levels 2-5.

5-10 Crazies, levels 2-5,

& Glimer Bov troopers, levels 4-6 (Konmd's squad),

158-25 Hendhunlers, levels 3-8, all wained in power armior of robot
piloaing.

T-15 Special Fosees Soldiers, bevels 1-7.

9-12 Wildermness Scows, levels 1-5,

&- 10y Frelance Spies, levels 1-3.

2-4 Sup:r\-ﬁpii:':. levels 2-6

2-4 Assassins, levels 1-5.

1-2 Salecrackers, levels 3-7

5-10 additional seldiers (Wagnbonds or Headhonlers, levels 1-3],
hired for short-term pericds.

G0-130 combnt =ffectives tatal,

Bon-Combatants: Thers ane another 200 to 300 non-combatants, in-
cluding family members {many of DemanBsters” soldiars take their
familics along — it's safer!), mechanics, medics, maintenance person-
nel, communication specialisia, and merchanta’supplicss. Adults belong
to pom-adventuring 00,05, levels 1-5; about 805 have some combat
irzining (Hand to Hand: Basic, and 104 %W, P.5) buat are not poid b
fight, although tbey will defend themselves iF the camp is atscked.

Weapons and Equipment
Standard Issue Weapons

® Wilk's 457 Laser Pulse Rifle.

® MP-234 Coeeless SMG with Rampei and silver rounds.

®  Conventional Water Frael with Holy Water.

# Body Ammaor: Either Plastic Man or Crusader Body Armor; Exploser
asmoe for elite combar units.

& Flashlight, compazs, sleeping bhag, shor-range radio, foodsuits,
survival knife and other basic equipment,

Transport Vehicles

DemonBusters has no permanent hesdgueartess, sotbey have a vehicle
canvay able o transpart over 300 people. The following wehicles are
uzed for wransport, ond are never risked in combat {unless the convoy
asell is anacked, of coursel,
® 6 Big Boss AT V.5 (Maln Body: 80 M.DLC,; tives: 8 M. DLC).
Armed with machineguns.

® B Mountsipeer A.T.V."s (Main Body: 300 M, DLC ). Acmed with
MG-202 Fail Guns.

& 4 Comveried Iron Maiden APCs (full wenponry kept, but modified
o serve as living quaricss).

® |0-12 5 1.C, Trucks and Buses, These carry the bulk of the non-
combatants and mnaterial.

Combat Vehicles

8 4 Speedster Hover Cycles: Equipped with NG-F7 converted panicle
banm rifles.

@ 1 5ky King nircraft

& 2 [ren Malden APCs

# 4 Titan Combat Rohols

@& 4 Tuian Light Consbat Robots

# 4 Tilan Reconnaissance Robois

& & Glitter Boy Suits (Konrad’s squmd)
® 2 Predsior Power Armor

® 8 Samson Power Armor

@ 4 Flylng Tican Power Armar

Adventure Ideas

Described below are some beef sdventure ideas for use with Deman-
Busicrs. The Player Characters con be members of the company, of
they might be druwi inio the adveniure for other reasons, Any advanture
group is likely to nun into some of the DemonBusiess af somes point of
arsber.

Trapped!

DemanBusters 15 summaned o a small town in the wildemess to
destroy o group of monsters lerronzing e arca, It ms out, howsver,
that the whole town (or most of it) 15 made up of monsters! The cnestures
have coplured several impoenant members of DemonBusters ard the
reat of the company is pwny on another mission and may sat even know
their teammates are e troweble! The player charncters con be hired o
belp, decide o help out of principles or might be mying o deatroy the
mansters los their own reasons. Altematzly, the principles in this slven-
ture can be flipped around; the player charscters could be the victims
of the vwwn, rapped and hunted by mensters and some of the Denwan-
Busiers mrive aml save the day.

Doctor Reid, I presume.

YVampire atincks are multiplying South of the Bie Grande. Several
tewns and citics pool their resources and hire DemenBusters lor an
extended tour apainst the vampires of Mexico. The company is given
a lat of maney ond equipment, including escugh cash o hire additional
mercenary forces (the player chamcters could be part of ane of these
“subconirzciar’” groups). Some nop-mercenary proups of would-be
heroes and palndins are also joining the affon,

The problem is that the Mexican fronticr already bos & protecior;
D¢ Reid and his Bongers (=== Rifts Vampire Kingdoms). Reid is not
happy that he wasn't offered the chance 1o Jend this effort, but be is
quick b offer the suppent of his people. At first, the muoltiple ollinnce
seems 1o woark well, General Smith listens 1o Doc Reid's advice and
several vamplne bands are exterminaed. Saon, howsver, complicalicns
arise. Here's o few possibalities. Use one or all.

®  Personality conflicts: Doc Reid is nsed to being in charge. When
he and The General have disspreements and Smith poes abend with
his own plans, Doc Beid (or some of his misguided followess) start
to snbdoge the war effons, Doc Reid isn't likely 10 do anything
direct, but sometimes his troops don’t show up in tms W support
the other mercenaries, o they show up just s the DemonBosters
look 1o be in trouble, creating the illusion of saving the day (hut
they're the ones who put the mission in jeopardy by not shewing
up on fime), Similarly, Reid's men aren't cooperative, grandstand,
allow supplies 10 vonish, ord froop commanders squabble or ke
a kot af ume getting o where they are needed, These litle “palitical
pames” could put the Tives of the player charactees (among others)
in danger. Tension baging to moant between The General's forees
and the Rangers. Some of the moese heroic Rongers may side with
DemenBusters which will anly canse mone confusion and bitterness,
Could this dissension leod to actonl fighting? The only winness of
this would be the vampines,

# Dyapon Troubles: One of Reid’s Rangers (Carlotta the Wise) s
actually a young dragon. Delpardo discovers this and tries o talk
1o her abowt her life among homans. His effons are rebuffed, and
Carloita’s lover, a twisted Cyber-Enight called Sir Raoul Laarious,
becomes angry and jealows of Delgards and wies w have him mor-
dered or ambushed,



® Cutthroal Competition: As the problems betwesn Doc Feid and
Smith imensily. the two “allies” siop working wgether, or coordinat-
ing their attncks. This means, for example, that our heroes could
spend several days planning an attack on a vampire luir, oaly bo
discover on the day of the atack that the Rungers got there first,
and worse, they didn’t get half of the vampines, who now have
hidden elsewhere. Or ane of the groups could blunder into an ambush
prepared by the other and nccidentally fight, In the end, the compel-
ition will lum both growps.

® A wouch of Madness: Some of the player characters and/or Deman-
Rusters realize that the lependary hero, Doc Reid, i off his mut
and some of the Rangers are self-serving or downright evil. The
Doector's tactics and inhuman experiments, even though they are
performed on loahsome vampires, may shock and repulse some of
the charncters and meres, creating 4 mom] isue and mone misun-
derstandings (our heroes may be accused of being wimps, "vampire
lovers,™ spies or worse].

Transdimensional Employment

DemonBusters is apgiroachsd by a mysierious D-Bee that
affers them triple the normal combat pay for a short-term job. The

catch is, the job is not on Earh, but in the alicn dimension of

Warmwood! The D-Bee that hired them is a Temporal Wizard from
the independent dimensional city of Worldgate (s=2 Rifts Dimension
Book One: Wormwood), The company is hired to resces 2 Temporal
Raider, who has found himself and o few allies surrounded by a large

force of the Unboly's minions in the mountains. The besieged Raider

cannot use his magic 10 teleport away, because the demons have n

magical deviee that negates all remporal magic. The normal eneimbes

of the Unhaly, the humans who serve the Cathedml, won't help the
peapls of Wordgote whea they consider a decgdent, unworhy bunch.
CemenBusiers mission;: Break the mountain siepe and capture or destroy
the magical device that negates Temporal Magic, The company is ne-
sistesd by a small band of freelancers and other eaemies of the Unbely.
The player chasacters could be members of either group — an ideal
sitation b bring togetber old charneters from a Kifts campaign with
new ones from Wormssod.

What happens after the mission? Does the company deckle o stay
on Woemwood for 0 while? Do they explore? Work for Worldgate?
Clash with The Cathedral or other forces? Or do they come back,
bringing with them new allies from this strange world? This will be up
tr the GM and the players. OF course, this same basic premise can be
weed 1o take Rifts Earh charscters toany number of strange dimensions,

Crow’s Commandoes

&, Sponsorship: Secret (Ishpeming Government) 0 Paints

B Ourfits; Gimmick Clathing., M Paands

. Equipment: Electranic Supplics and Goad Gear. 5 Points
Medical Clinie. 20 Poinls

1. Wehbeles: Combat Cars, 20 Points

E. Weapans: Advanced Weaponry. 20 Points

E. Communizations: Full Range System. 15 Poinis

. Iaternal Secority; [ron-Clad. 20 Paints

H. Permunent Bases: Nome, O Paints

I Intellipence Resources: Infiltmtion. 50 Points

I, Special Budget: Small Polatoss, 15 Points

K. General alignment of persannel: Anarchist. 2 Foints

L. Criminal Activity: Mope. 0 Points

M, Reputstion'Credentials: Excellent Reputtion. 25 Foints

M. Salory; Good Salary. 10 Paoints

Talal Points Spent: 232 Points
Size & Orienztion: Free Company

Like mary mercenary companies, Crow's Commandoes are apecial-
izis. He and his oops are expens in counter-terroram, small-unit
combat, hostage rescue and covert operations. His team relies on stealth
and skill rather than overwhelming firepower. Like the ninja of old,
Crow's Commandoes often accemplish their missions before the enemy
realizes it. They alsa are the terror of criminals and guersillas, because
they can find their targets almost anywhers, whether they are hiding
in & jungle, & city"s slums, or fortified sancieary,

The company is a comparatively small, extremely well orpanized,
elite Force, Crow's Commansdoes of some of Crow's Special Forces are
olten subcontracted by larper mercenary companies and kingdoms o
perform special missions during a larger campalgn. Larsen’s Brigads
has tried several times to absorb the group, but Crow likes his indepen-
dence oo musch for that, Despite this, Larsen and Crow qet along very
well and are profissional friends — not that they would hesitate 1o take
up contracts on apposing sides of a war, which thankfully hasn't hap-
pened yed

Tactics

Crow's Commarloes are designed 1o perform small, susgical sirikes.
Their misslons ore small, bat very effective; blow up a heidge or an
armary, kidnap or asspssinate a military commarses, of rescue s
hostapes of serrarists, guerrillas, or bandits. The element of surprise is
very important for the company, so it wsually spends a good dizal of
timse carcfully planning the mission before going in. The Commandoes
don't have the wenpsns or cquipment necessary to fight 2 full-seale
bartle; they misch prefer b operate in b shadows ard attock by susprise,

Company Colors and Banners

Crow’s logo |5 a black bind, its wings extenbed over o white back-
ground. Bosh uniforms and armos are black, but less shiny than the
hlack prefesred by the troops of the Coalition States and have diffesent
styling. Even so, Crow's saldiers are often confused lor Coalition troap-
ers with cmbarrassing and occasionally ragic resulis,

Lieutenant Damian Crow

Damian Crow is a product of the [shpeming militory machine. Ishpem-
ing (beiter known as “Morthern Gun'} is 2 major military production
center with a highly trained army. Crow was a cadet who quickly rse

through the ranks, umtil a scandal involving a superior olficer’s wife
cut his caneer short (s Crow sometimes says when be is reminiscing,

“She wos well worth 1he cost of & military eanser.”). Dishonorably
discharped, Crow was snapped up by filyoh's Immortals, one of 1he
many mere units operating out of Ishpeming. His taining comtinued

there, nnd he became an expert in special opertions (missions that

require highly tmined soldiers and which use unconventional onealeods),
He soon cammanded o erack unit of "Specinl Ops” weops,

Nlych’s Immortals did not live up to the name. The company hined
out o the wrong side of a war between the Manistigue Imperium and
g fewdsl kingdom. The Imperium won, but Commander Hiych waos
unforunate snough 1o poke his hesd out of his command tank jst as
a fying power armor treaper wos finng mnissiles 21 the ok, With the




commanderivwner's death, the company disintegrated. Crow amd his
crack wnit of scouts, infillrators and special forces iroops decided o
arrike oul on thelr own. He needed funds, however, and he talked o
some people in Ishpeming. His offer was o act as an unofficial spy
and secret agent {along with the rest of the company) in return for a
large ma-dnterest loan, He had enoupgh connections in Ishpeming to get
the deal ond kepd his side of the bargain, repaying about half of the
Ioan and feeding Ishpeming imporant information about their neighbors
and olher nabions m Morh Amenca.

He called the mercenary company Crow's Commandoes, alihough
he s aware that the term “commande”™ is properly npplied to a wnit,
nat 10 an incividual (s, in military perms, i shoold have been called
Crow's Commanda}, Since then, Crow has hired several non-hamans
wilh usaful abilites and has added some magical capahbilities to the
team, believing the team needs o match magleal countermeasures,
Crow holds command ond tnctical control of Alpha Squad, which js
the mas highly rained ferce in thhe company.

Adignment: Unprincipled.

Atiribmies: 10, 15, M.A, 20, M.E. 15, P.5. 17, P.P. 21, P.E. 15,

P.B. 16, Spd. 27

it Points: 52 5.0, 56

Blze: & feet, 3 inches (1,90 mp, 190 Ibs, (85.5 kg,

Age: 38

P.P.E.: 9

Disposition: Crow is useally in o siate of relased confidence. He mrely
pets tense of angry and is always sure that he or his team can handle
nmy situntion they get themsalves ivio. He has a pood head for
sirategy and factics ond is o military expert in tie feld of sminll-umi
tzctics. He is alsp a very persuasive talker, who has often served
a5 o hostnge negediator io convinss wErrofiss i give up, His compo-
sure, alr of confidence ord smocth falking has also enabled him to
bilafF his way cut of mons trouble than ene would believe possible.

His only weakness is for women, or at least it was until be met
Lazila, his bodyguand and current bover, Crow still bas a wandeong
eve, however, and that might get him iote some serious irouble thell
hath ne fory Hke a wercjaguar scomed).

54

Experlence Level: 11th level Special Forces Soldier

Magic Knowledge: None

Psionic Powers: Mone

Combat Skills: Harmd o Hand: Expert, Power Armor Elies (Triax Uli-
Max) and Basic, amd Roebot Combat (Basic), and boxing.

Attnchs per Melee: Five hand to hand attacks.

Bonuses: <+ 1 on inddatlve, <35 to srike, -+ 8 10 parry and dodge, + 35
1%} du.map:, + 3 to mll with im]1'.|.|:|'.l'|1|.1n|:]1. + 2 o pull panch,

Weapon Froficlencles: W.P. Energy Pistol, W.F. Energy Rifle, W.F.
Knife, W P, Heavy, WP, Automatic Bille, W _P. Auiomatic Pismol.

Weapons: Wilk"s 320 Laser Pistol, W1-23 Missile Launcher, Vibro-
Foife,

Armor: Explorer Armor (M.DLC, 705 with Jet Pack,

Cybernetles: Universal headjpck and ear implant with radio receiver
arkl transmitter, amplified heanng, sound (ltrabion $ystam and gyro-
COIMPUIES .

Bkills of Maote: Radio: baske 98%, Lieracy 98%, compater operatinn
8%, intelligence 5%, pilod: taink and APC %%, weapom syslems
T8%. rend sensory equipment 98%, running, detect ombush %8%,
detect comcealment %%, rscking 0% wilderness survival B8%,
pilot: jet pack 90%, prowl 94% and strestwise TH.

Deseriplion: A siriking, back haired, black eyed man with pale skin
ond 0 strong build, He has a frimmed moustzche and beasd and

wsnally wears dark glasses, Even when not in unifarm, he fovors
black and dark colors.

Leila Martinez

Werejapuar

Bometimes, Crow 15 seen with a huge, spotied cat, Other times, his
femnle bodygunrd is at hand, But rebody has ever seen the cat and the
woman together. Crow's personal bodyguard is n female wereiagoar



from Central America. Only o hordful of olficers in the company know
her tnee nobure, Leila is an excellent bodvpoord and spy, and she works
far the Cemmandoes in both functions.

Leila is n rarity ameag the Jaguar People, She grew up in Ciudsd
Juarez, raised by o human family who taught her about her powers and
kept her safe from homan and supernaturl énemics. Her adoptive
parents told her that they found her as an infant oulside their fanming
village and don’t know whers she come lrom. She has never met anather
of her kind and is afeaid that ather serejoguars would reject or even
kill her if they should ever cross paths. Instead of searching for her
past, she chooses to ook 1o the future and walk ameng humans. Her
lipnited invulnernbility (see Marural Abilities, below) makes it casy for
her to serve a3 a proficient thief and assassin. For severnl years, she
s warked ns 2 coverl aperative enpaped in el pypes of illicit activibies.

She met Crow during one such misaion. [t was o cose of love at first
sight. Since that time, she has been his loyal bodyguard and friend.
The two hive more than a profeasional relafionship, but keep it very
quiet; less people know about their love affair than about Leila’s being
& werehenst,

Alignment: Anarchist,

Abiriboies: 1.0}, 14, M.A. 21, M.E, 18, P.5. 19, P.P. 20, P.E, 11,

F.B. 13, S5pd. 29,

Hit Points: 61, S.0.C.: Mone (sze Motusal Abilities),

Skee: 6 feet (153 m) inll s & luman woman, 7 feet (2,13 m) all in

humanvid wereheast form and 5 feet (1.52 m) long in joguar-cat foom,

1600ks (72 kgl all wuscle. Age: 34 PUP.E: 70

Matural Abllitics: Can speak even when in animal shape, prow] 805,
swim G0, climb S0E5R0%, nerobatics B0%, rack by smell 80%,
nightvision 300 feet (91.5 m), and bio-regenemtion: restares hit
points al the rate of 2048 HLP, an hour.

Special: Limited invulnernbiliy, Invalnerable 1o most weapons,
including megn-damage energy weapons, explosives, bullets, fire,
wonl, steel, poksons and txins. Vulnerable 1o magic, psionic attack
and wenpons made of silver {double domage].

Shape-Changing power: $he can shape-change at will, day or
might. The uu::ﬁmr.-rﬁhm"m tnkes effect in 15 scconds (one melee)
and there is oo limit wibe pumber of times the creature can perform
a metamarphasis or how Iong she can maintain that pariculor shape.
Her true form is that of a half-womon, half-beast, but can also fum
it & giont joguar, Back pantber of o humon ot will.

Dispoaition: Leila is very cold and distant wwards people she does’t
know, Her green eyes bave a dispassionnte, predatesy expression
thsat intimidates mast humans, Towards people she likes, she s much
friemdlier. Typical of werehensts, Leila s a night person and prefers
o sleep during the duy. Since most of Crow’s operations take place
uruler the cover of darkness, this is ool a problem,

Expericnce Level: Tih bevel Jaguar People B.C.C.

Magic Knowledge: Enows the following spells at éith level of ability:
Tonguees, chameleon, asiral projection, repel animals, beal wounds,
mietamerphosis: animal, and metamorphosis; human.

Psionic Powers: Sixth sense, see the invisible, and mird block,

Combat Skills: Handd to Hand: Martial Ars,

Attacks per Melee: Five in natural monseer or animal form; three in
humam form.

Damage: Claws — 1D6+4 5.0.C. (H.P. damage to vanipires)

Bite — 2D6 5.0.CLH.P.

Punch (human shops) — 20644 5.D0CHLP
Restrained claw — 4D6+4 5.0.CH.P.

Power Claw — 106 M.D., counts ns one aitack.

Power Punch Claw — 306 M.I., counts as twa =itacks.
Power Bite — 104 M.

Bonuses: + 1 1o initintive, +7 1o srike, +8 o parry and dodge, +4
to damage, +3 o roll with impect’punch. +3 to pall punch, +23
ki save V8 poison, +5 I SAVe vE magic, +2 10 SAVE VS pRIONKS,
+ i b save va hoaror factor.

Weapon Proficiencies: W.F. Knoife, W.P. Energy Rifle,

Wenpams of Mobe: Vibro-knife, L-20 pulse rifle.

Armor: Urban Warrier (M_D_C. 500; none in natural oo,

Skills of Mote: Speaks Spanish and American %5%, lond novigation
I,

Description: A benutiful woman with dark brown hair, green ey,
anel tzn skin, In natural form, she appears as a large jaguar-woman,
still abmctive in o furry way.

Sgt. 1st Class Wilheim Kratz

Expert soldier

Willssirn Eratz wos bom in the Mew German Republic, whene be
served in the elite branch of the Anned Forces. His skill with all types
of weappnry and vnnrmed comibal was unmatched, but his atiiods was
ferrible. Krate would not fake orders from officers be did not respect
and in every nrmy there are always officers that nren”t worthy of respect.
Two of his licatenants died “urider mystesions circomstances” during
badtles with gargoyvles (resd, he frapged them), The third officer mon-
aged 10 escape with his life, and Kratz had to flee the NGR; be ended
up in Mot Americn.

Niych's Tmmaortals needed experienced soldiers. Kriz's cxperience
landed him o sergeant’s spat under Lieutenant Crow. Fortunately for
hoth of them, Kraiz guickly lenmed to respect Crow, This officer cared
for his men and was nol afraid o get down orel dicty in the renches

with the rest of the mops. Crow's toctical abilities alzo impresssd
Krale, who bad oo Jeadership ability of bead for factics, This s
improved slightly with time, but Kratz is no military commander nnid
2 i5 glad that he hos o competeat superior o follow.

The sergeant i the ieam's wenpon spectalist. From a knife o o mbat
vehicle, Krotz con use any means of destruction with terrifying effi-



ciency, He is an expent in demolitions, infaniry combat ond pileting.
Hand to hand combnt is alsa a favanle of his and be used o be the
company’s unarmed combat instrocter until Kinoshi replaced him. He
is now in charge of Baia Squsd, which specializes in assault missions,

Alignment: Aberrant

Attributes: 1.0, 13, M.A. 9. MLE. 17, P.5. 23, P.P. 22, P.E. 34,

P.B. 7. 5pd. 26

Hit Paints: 59, 5.0.C.: 74

Size: 6 feet, 6 inches (1,98 m); 210 1k (90 kg) of pure muscle,

Age: 31 years old. P.P.E.: &

Disposition: Krate is a borm warrior. He loves war and fighting for its
own sake and is perhops the most Boodihiraty meniber of Crow's
team. lssues and politics don't mater to him, Whatever ohpectives
he is given, he folfills, and does oot ask or think about the conse-
quences. In his narrow world, there are three kinds of people: his
fellow mercs whom he will protect with his life; the enemy, who
iz to be destroyed or neatralized by whatever means necesaary;
amd civilians, who don't know anything, nre bensath his contempt,
ardd can become the eneny al @ moment’'s wics.

When not on duty, Kratz is o drinker and a beawler; the terror of
any fovern ke hoappens e visit. He has enough contrel nof io burd
anybody seripusly during informal brawls (which are fer fun, oot
business), but he dees pot care about property damaoges. He ol
fancies himself a ladies’ men and he manages w seducs gullible
young girls or sdvesiurous married women with distressing Fre-
quensy, On several occasions, this has caused problems with the
Iocals (especially fathers and hushonds of the wemen involved) and
Croow has had o discipline Kraiz regolarly.

If he sat down nrdd thowght about it {which 2a't lkely), Kraz
watld copsider himself & pro-humon and anti-D-Bee kind of guy.
Genemlly speaking, he disinosis nvost pon-humans, however he renlly
likes Mr. Green, the crocodile man, whom be considers the only
person wougher than he is.

Experience Level: Sth level Special Forces Soldier.

Magic Knowledge: Mone,

Psionic Pawers: Mo,

Combat Skills: Hanad g0 Hand: hartial Ans, plus boxing and wrestling.
Also, Power Armor Combar Elite, Power Armmor Combi: Basic,
Robat Combat: Elite, and Robot Combat: Basic,

Attacks per Melee: Four hand to harsl attacks.

Bonuses: + 2 on initiative, + 5 to srike, +% to parry and dodgs, +8
ta damage, +8 10 moll wih impect'punch, + 5 to pull punch, +3
b0 save VE poison, + 5 boosave vs magie, + 1 1o save vi palonics,
amd + 1 1o save vs horror factor,

Weapon Proficiencies: W.P. Energy Fistol, W.P. Encrgy Rifle, W.P.
Sword, W.P. Blunt, W.P. Knife,

Wenpons of Mote: Wilk's 457 laser pulse rifle mated with o WI-GL4
prenade launcher (3 big, heavy weapond, NG-57 ion blaster, WI-23
missile Launcher, vibro-sabes, vibro-knife, and alwnys camies 6-12
grenades of mssoried types.

Armor: Bushman armor (3,00C, 6],

Skills of Maote: Hasic radio 90%, Speaks Eure and American %8% in
both, Jiteracy 805, computer operation B5%, intelligence T0%, pilot-
ing: tank and APC 7%, weapon systems 95%, read sensory equrp-
ment 5%, fishing BO0%, sniper, racking 75%, wildemess survival
0%, detect ambush 80%, running, athleliics, body bueilding, boxing,
wrestling.

Descriplion: From a digance, his beavily muscled boild makes Kratz
look like a short, squat man, vntil semebady stands nest o hin and
he i revealed s a near-geant. For all bis size and bolk, the mercenary
can move surprisingly fost, frequently 1o the painful surprise of
people who thought they could outmancuver the big puy. He is
nhways chewing on an unlit cigar (be's trying w0 guit smoking), only
lighting up when be's very tense or angry — a good signal o leave
the rowan.
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Mr. Green — Tauton Merc

The Taulons are a race of extra-dimensional crocodile-headed crea-
tures who once served the evil god Set (see Bifts Afriea). G yvor Crick
waes different from his fellow Tautons, Like the rest, be wad raksed In
an arid, deser-covered dimension and trained in the ars of war and
the philosaphy of hutred, but Gryon did not sccept the mindless sadism
I was taught. Time and fime agnin he was reprimanded, dermoted,
even lartured For hds belels and humane conduct, His skills as n wamiar
were unsurpnssed and, despite the black marks on his record, be mose
through the ranks of the Taston army.

The sqund be led was eventually sent o the coptinent of Africn on
Enrth. His mission was fo pssist o nember of demonic entities who
would lay wasee toibe world. Once Gr'yon was awny from his superiors,
b s his chanos ol took B, He nerned spainst s squsd and killed
all nine of thee. Then he fled. Africn was too dangeraws for him (s
wosn't the only Towon squad semt o Rifis Eanh), o he travelled
westward, not stopping anywhere for leng, until ke reached America,

There, his frightening inhuman looks made lim an cuteast acd bunted
by the protectors of the Cealition States, However, be was accepled i
anme of the less “civilized”™ regions whese his skills and swperhuman
powers made I someone to be respected, as well as (eared. When
he was offered o job with Crow's Commardoes, be acceptad, During
his short time with the company be has distinguished himself as a deadly
and talented warrlor, Gr'yon (who now calls himsell “Green™) likes
and sdmires his fellow soldiers far more than he did his own people.
Mr. Green commands Dehn Squead, the Heavy Weapons segment of
the company. His magic skills give the squad o tremendeus edge over
more comventional enemies,

Alignment: Unprincipled
Attributes: 1.0, 14, M A, 11, M.E. 12, P.5. 32, P.P. 20, P.E, 23,
B.H. 5, Spd. 28; supematurn] strength and esdurance.

Maturnd M.DLC: 36D
Shze: 11 feet (335 m) tall, SER Ibs (405 kE]. .|'|.EE= 40 P.P.E.; 260



Matural Abilities: Hoeror factor of 11, nighivision 70 feet (21 m), see
the invisible, resisiant fo heat, (e and cold (takes half damage],
metamorphosis into o large poisoneas snuke, swim 98%, hold breath
for A04 minutes, sees well even in murky waler and heals iwice as
fast as lumams,

Disposition: For a gigantic talking crocodile-man, Mr. Green has a
wery nice disposition, He enjoys good conversation, friendly conlests
ard is kind, coureous nnd generous. In combat he exhibits both
strenpth and merey. He hag booome wsed {0 the fuct that most people
are going o reoct b him with fear, 50 he fies ro break the fension
with jokes and general good humor. Sometimes be pretends o be
a cannibal, and throws owl one-liners about having people over lor
luncl. He and Ktz like o hong owt wogether — Mr. Grezn has
often gotten the wild mercenary oul of trouble and each would
sacrifice their own life to save the otlber.

Experience Level: Gih level Tooton,

Magic Knowledge: All tautons are knowledgeable in the ways of ley
line magic. Mr. Green knows the following spells: blinding flash,
cloud of smake, globe of daylight, see aurs, chameleon, magic net,
shadow meld, heal wounds, call lighining, fire ball, dispel mague
harmier, negale magic bamer and metamorphoss: isect.

Psiomic Fowers: Mone

Combat Skills: Hand o Homd; Martial Ans, and boxing. Scorpion tail
#lds one melee atsck per round and inflices 106 M.D, plus inpecis
a poison that couses 408 MDY, or 106 1003 5.0.C. per round,
Lasts 2004 rounds. A save ws poison menns fhe charcter suffers a
mere Mr% of the damage.

Attacks per Mebee: Four hond te hand (plus (@il strike) of two by magic,

Bonuses: +3 oo indtative, + 3 to sirike, <+ 3 to pary and dodge, + 17
to damage, +4 o ol with impactpusch, + 3 to pull punch, imper-
wious to poison, +6 0 save ve drugs, + 35 o save vs magic, +1
b save v psionbes, o+ 1 b save vs hormor factor, and 41 on all
saving throws,

Weapon Froficlencles: W P, Swond, W.P. Eomale, W_F. Blunt, W.P.
Energy Rifle and W.F. Heavy.

Weapons of Mote; TW floming sword (4D& M.D.J, NE-200 plasma
cartridge machinegun {rifle configuration}, WI-GLE) sutematic gre-
nade launcher, and often carries a WI-40 super-heavy missile
launcher.

Armar: Phoeniz Empire body armor (M.DLC, 1000 with atachments
far Falcom 5060 jet pack.

Skills of Mote: Basic math B5%, speaks Drogonese/Elven 98%, Gob-
blely %8%, ancient Egyplian 955, and American 60%, prowl 63%,
tracking (homanoidsy T5%, tracking (animals) 65%, intelligence
%, wilderness survival 80%, detect ambush 65%, defect conceal-
ment 60%, computer operation 0%, liesscy, 60% radio; basic
T5%, sorvelllanes systems 60%, pilat: jet pack 66%.

Dvseription: Mr, Green has two shapes: a gigantic reptilian humanaid
with a erocodile’s head and a scorpion-like tail, and that of a 21
foot (6,4 m) long snake! Both are frightening visages.

Sonya “The Face” Schultz
Changeling Infiliration Expert

Changelings are known and fesred throughout the Megavesse. In the
Palladinm Waorkl, they are binted mercilessly by most cultunes, Somya
(she thinks of herself ns o she} has known hatred and bigotry all her
life an & dazen worlds. Since all Changelings are assumed Lo be spies
and assnEsing, she felt she had no opteen bui to become cne — no ather
pralllon was open to one of ber kind, A magician and expert spy, she
tms raveled the Megaverse with & group of iransdimensionsl mes-
venaries called The Traskers, Only smang the misfis of myried univer-
ses did she find herself at bome. Unforfunately, the Trashers became
greedy snd overconfident. Lured by the wealth of Atlantis, they planned

n raid an the capital city of Splynn, right in the middle of o Dimensianal
Blarket.

Even then, Senva was an infiltration expert. She arrived firs, dis-
guised a5 an Opre warrior, and planted magical amifacts designed 1o
weaken Splyon's dimensional defenses, Her fellow mescenaries were
highly trained, experenced, and armed with the best techmalagy, nsagec
and techno-wiznrdry maney could buy, But somehow, the Atlanienn
authoriibes learned of the rmid, ond the Trashers were met on arrival by
o reinforced company of Einani Serpent Warriors, severnl squads of
Power Lords, and High Losds, The resulting baitle killed hundreds of
eransdimendional tousisis and destroved o pood chunk of the market,
bt the Troshers were soundly defeated. Smunned, Sonya saw most of
her friends die in front of her eyes, then sow ibe surviving handful
redread through o dimensional pateway, leaving her stranded on Barh,
Fartunately, she hod not been an active participant in the fighting, so
her invalvemsent in the raid was not known. She was able 1o book
pussage ouf of Atlantis o Afrcs with the expense money she Sill had
fraen her infiltration mission.

Sonya didn’t like Afnca. The Phoenis Empire disgusted her and the
rest of the cermitory was oo uncivilized for her taste, so she lefi the
aren. For several years, she stayed in the New German Eepublic {she
likes big cities and high technology), working &5 & freelance spy. After
several missions and & few selo adventures, she left the country a step
ghead of the MGR's auwlbosities. She evennally found ber way 1o
Arerica, wheee her talems & o spy became fumous, She became known
a5 “the Face,” o master of disgulse (most people assume she uses magic,
which is pomially comest, o change her feabires so completely), Most
of ler work was very dangerous, top secret and done aloss, Despite
her success nml fame, Sonya missed the componionship she enjoyed
among mercenaries, After hearing several rousing storiss about Crow’s
Comunandoes, she sought them cut and proved her worth by sacaking
inta Crow's headguasiers n tbe middle of a military campaign and
theoigh tight security, The surprised Crow accepted her on a trial basis
and bas since found ber telents indispensabls.




Honyn uses her shape-changing abilites as well as her mogic primarily
for information gothering purposes — md assassination. Semetimes,
she assumes the appearance of an enemy soldier, officer, nmbassmlar
or government officinl, Other times she uses tue simple guise of innocend
refupes, peasant servant or youngster, One of ber most sucoesaful dis-
guises is that of an enticing maiden or beiter still, the current mistress,
wife ar lover of o militury ollicer o govesament official. She is an
excellent actress and can get imo any charncter, from a member of the
nobility 10 & street rat. Her satural abilities and leng, bitler life still
ge1s er apart from her fellow mercenaries, and she only has a couple
of good friends among the Commandoes. Yet, all in all she feals much
happisr becavss she is not alone, She is a member of Ferret Squad,
ender the command of Kinoshi (se2 ns follows),

Alignment: Unprincipled,

Atteibutes: L0, 16, M.oA. 15, MLE. 23, 5, 11, P.P. I4, P.E. &,

.0, 10 (24 when in dispuise), Spd. 6

Hit Poimts: 32 5,010,0.2 31 Siwe: Varies; ber true height s 7 feet (2.1

m eall) and weighs 220 lba. (9% kg). Age: 65 vears old, bui can look

13 or MK, P.LE.: 111

Matural Abilites: Somya can alter her shape and appearance 1o that of
amy humanaid form, rnging from 3 10 10 feer call (009 o 3.0 m)
ther body mass remains the same, bowever), “She’ 5 nol restricied
ter the female gencer, althowgh she s most comfonable with it, and
can take the form of male or female, sloll o weenager. She can
mstantly change her skin color, lenpth of hair, features, grow fur,
ardd 50 o, Changelings conmal grow exira limbs,

DMsposition: Sonya hos created o toogh and wily femme-latale fscade
i cowver ber insecurities. She acts like the stereotypical femnle spy
of every bnd movie ever made in the Dith century. Both ber “regular”
shape and her abibode are those of o seductress, This has made it
difficule for ber 1 get along with others. Most males only have ons
thing in their mirds when they sse her, and most females dislike
ler. Binoahl s lber best fricnd; the owo nre experts at the espionage
game and each admires the other's abilives. Sonya enjoys the in-
trigue, excitement and rush of being o spy. She is resourceful,
cunning amd thinks quick on hee feet.

Experience Level: %h level super-spy Q00 O, (magical ).

Magle Knowledpe: Has limited ley-line wolker powers (onby abilines
1-3}, plus koows the Following spells: Death oance, globe of doy-
light, see nura, befsddle, concendment, heavy breathing, armos of
Ithan, Invisibility: simple, paralysis: lesser, charismatic aur, shadow
mehl, muliple image, calling, supeshuman strength, immlnerabiliny,
stone o flesh and wisps of confusion,

Pabonic Powers: Moac

Combat Skills: Harl 10 Fland: Expert plis bosang.

Attacks per Melee: Five hand to hand or o by magic.

Bomneses: +2 o sinke, +5 o pary and dodge, +3 1o ol with
impact'panch, +2 to pull panch, +4 10 save vs psionics, +8 vs
tzlepathec mind probes and mind control, -+ 610 save vs hormor fackor,

Wenpon Proficiencies: WP, Energy Fistol, W.P. Enife, W.P. Encrgy
Bifle, W.PF. Sub-Machinegon,

Wenpons of Mote: Splugorth Bio-Wizard Forearm Flasma Blaster (506
ML, Bio-Wizand Plasmn Rifle, Plasma Sword, MP-23 Caseless
SMG (loaded with ramjet rounds),

Armaor: Explorer armor (M_D.CL TL).

Bkills of Note: Radio; basic 90%, literacy 5%, intelligence TR, pick
locks 83%, disguise 8%, forgerv 70%, prowl 80%, computer op-
erution WG, Dragonese/ENT 95%, Bliwand 95%_ Adlancean 95%,
American 655, Buro T0%, strectwise 61%, wildemess survival
Ta%,

Description: Her true form is like that of any Changeling, an unatirse-
v, seven foot wall, haidess homanoid with pale vellow skin. In
Germany, Sanye zdopled the image of & black-halsed, black-eyved,
beantiful woman (P.B. 245 with exctic, Slavic leoks and exaggerafed
anatomy. She has kepd that “peraona”™ ever since.
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Kinoshi — Master
of Martial Arts

This gquiet Fapanese man comes from anoiber universe, the workd of
Minjas and Superspies, but has ndopled guite well to Rifts Earth, He
is the Commandoes’ expen infiliration man and the top hand-1o-hand
instructor of the entire company . His kil would be legendary — if he
ewer advenized it, However, Kinoshi will never call stemion 1o himsslf,
Daing o would be breaking the raditions of the Ninja Clan thut mused
him. He even insists on mainlzining a cowver as the company’s sopply
olficer (the equivalent of the Akido disguise of Merchant).

From his birth, Kinoshi was indocerinaed inothe ars of Minjutso by
a secretive clan hidden in Japan®s underwackd, He proved o be an apt
pupil and soon became a “Chunin®™ (vetermn Minja) and would have
possibly rsen by the rank of “Jonin® if it badn't been for ibe wm of
events that ook him ta Rifts Eanh,

Einmshi was senl on a lase mizsion 1o prove his worth 1o ibe clon,
His gquest ook him t2 o femple hidden in the jungles of [ndoneais,
where a preat treasure was said io be hidden, He overcomes the gunrdians
of the tempde aml stepped thougl a serof golden doors that had remained
closed for millennin, The dears trnsported him o a Qrnges, wew world
where mongters wandered the Earth and mapic wos all too real.

Looking for a ploce 1o fit in, Kinoshi first became a bodyguard, then
a mercenary. Lisutenant Crow realized that Kinoshi's expertise would
be o valuahle asset 1o his mercenary company and guickly hired the
man, Crow respects ond is o Jittle afmid of the small, quist man wha
can move as silent as the wind and sirike with 1he speed ond depdliness
of 0 cobm, For his part, Kinoshi s guardedly frieodly toward chis
forzigner. After living in a sheltered clan for all his childbood ool moest



of his adult lifz, he hos grown more felaxed in the less strict and
friendlier environment of the mercenary company. He has even de-
veloped o gquirky sense of humor and harseplay.

His rraining in the disciplines of the body and mind had made him
a superhuman being in bis home dimension, In the mystically super-
charged world of Rifts, he is elfectively a supemataral being, able 1o
stand up to mega-damage weopoens ond survive, He commands Perret
Squad and specinbizes in stealth misaions,

Full Mame: Lnknown

Allgnment: Unprinziplad.,

Adiribotes: 1.0, 17, MLA. 19, M.E, 15, P.5, 21, P.P. 24, P.E. 20,

F.B. 16, 5pd. 18,

M.D.LC.: 32

Sime: 5 feet, 4 inches wall (163 mb, 140 1bs (63 kgh, Aget 4]

Chi: 20, P.P.E.: 15

Disposition: A quiet man wowards sirangers, When be is among friends,
he is a ot mome kxid back, with & goirky senss of humor (the teaches
in The Karate Kid movies is a good model o ihis charscter). When
he i% on a mission, se is all business, however, and cannat understand
the use of jokes o relieve tenston — he prefers to deal with fension
after the job is done, not before or during i,

He likes and mimires hoth Letla and Sonya and bears no prejudice
against thelr alienness. Kinoshi olso gets along fine with Mr. Green.
Ktz is o different matter altogetler. The big man tried fo bully
Kinoshi when he first joined the team, The lessons Kratz leamed
at the hands of the ninja were both painful amd humilisting and e
twi have remained cobd and distant ever since. The two are profes-
atomal encugh o wark together and even trust esch other with iheir
lives, but they never sockalize.

Experience Levelr 11th level Minjardedicaied martial artist (see Pol-

ladizm's Minjas and Superspies RPG).

Magic Knowledge: Mone

Pslonle Powers: Mone

Combat Skills: Minjutsu

Special Martinl Arts Fawers:

1. Am of Ddsguise: Con alier one's appesrance simply by changing
ome’s posture, walking, and expression, or through the use of make-
up; 82%,

2. Art of Vanishing: Can disappenr in ploin sight for sbowt one
mel=s nctiond seconds; §0% in the dark, — 3% in good light,
= 2% on clear, flat Fentureless ground (penalties are cumulative),

3, Art of Mysde Invisibility: Uses Chi to cloud the mind of
oheervers, Costs 1 Chi paint per melee round i standing still, or 1
Chi per melee action if moving; 805,

4, Stome Ox; Adds 25 M.D.C. peinis to his phoysical body,

5. Kick Practioe: Power kick inflicts 200 M. IY, but counts as two
mzles attacksactions.

Attachs per Meles: Five hamd fo hamd otiwcks.

Bomuses: +4 on initiative, + 7 1o strike, +7 to parry and dodge, +5
i ol with impsstpunch, + 2 10 pull punch, +3 @0 save vs poison,
+3 p savie vs mAgIc.

Wenpon Proficiencies: W.P. Ninja Sword, W.P. Saff. W.P. Knife.

Weapons: Vibio-saber, vibsoeknife, Deese’t like o use ramged
WEATICME.

Armor: Crusader armar, painted black (0. D0 C. 55),

Skills of Mote: Japaness 98%, English/Amencan 98%, Litcracy 8%,
Basic Math 98%, prowl B3%, wilderness survival BB,

Duscription: A short, nendescript Japansse man. When in his “mer-
chant” role, he wears colorful clothes, but most of the toe he prefers
hlnck, dark brown ar dark Blues catfis,

Curtis “*The Shadow-Man" Roberts
A Ley Line Walker Eccentric

Curis Roberts was mised in the enlightened city of Lazlo wisene,
unlike the majority of Eanh®s population, he was taught 1o read and
write, As a child, Curtis ged his hands on an ancieni pre-Rifis book
detailing the adventures of o pulp heso called The Shadow. A gun-wield-
ing vigilante wiho dressed in black and could “closd men's minds™ io
make himself seem invisible, This image made a deep impression an
him, =0 when he discovered his mogical talents, he tried to live op io
that smigge and ideal, As a result, he speclalizes in spells dealing with
detesction, illusion and stenhh. Curtis even starfed dressng the part,
wearing a dark cloak, a wide-brimmed hat, and & long, marcon scarf
that cowersd the kwer part of his sce.

His love for skulking around quickly mads him wnpapular in Lozlo,
where such behavior sugeested eriminal rendencles, Curiis lefi his bome-
town with little repret and startedd boaking for grander adventuse, Crow’s
Commandees, with iheir penchant for cover operations, was ideal for
him, Crow needad the magical expertise Curtis browght in and did not
mind the eccentric habits of the young wizard, The Ehadovw-Nlan wis

b,

The Shadow-Man's antics are amusing o the Commanifoes, but he
can be downright frighlening towards peaple who ane not familiar with
him. This has oftzn been uszful for the team, bat it has also been the
subpsct of embarrassment and reable on other oceasions. Overall, how-
gver, the line walker is 2 very effective team member and his formidable
array of spells makes up for his wockiness,

ShadoveMlan 1% in cammand of Eamest Squeed, which is mads up of
men of magic, He and his squad have the mission o disnipt enemy
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forces, use mogic W enbance the sealth copability of the company, nd

act as an airack force.

Alignment: Anarchist

Afteibuotes: 1.0, 19, M.A_ 6, M.E, 17, P.5&. 11, F.P. 17, P.E. 13,

P.B. 6, Spd. 15

Sizes 5 feet 10 inches (178 m), 165 Lbs (74 kg

Hit Podnis: 27, 5.0,C.: 21 P.PE.: 170

Disposition: When be is “in characeer,” which is B af the time,
Curtis speaks in a hoarse whisper, interrupted by barsts of maniacal
Lzughier. He likes to stare at people as if trying 1o read their minds
and muke them feel frightened or secvous. He bos o genuine skill
for making peaple Feel intimidated.

Curtis can he a mercibess foe and be will do whatever Is necessary
for the suecess of n mission. He really likes Kinoshi, amd would
like to Jearn 1w be & Minja, but the Japanese martial artist thinks
{Curtis is insore amd prefees w kesp him ot arm's length. Cumis does
have an obsession with his Shadow-Man personn and skulking in
shadows, Among oiher things, he will raluse t be scared, breouse
the charnctar of the beaks was fearless,

Experience Level: Sth level Ley Line Walker,

Magic Knowledge: Besides the usoal ley line walker powers, Shadaw-
Man knows the following spells: Blinding flash, clowd of smaks.
see fhe invisible, sense evil, befuddle, chameleon, concealment,
Blind, magic net, shacdow meld, domination, heal wounds, hoerific
illusion, sbeep, ammor of Than, invoinerakiliy, agony, ballucination,
wisps of confusion, call lightning,

Paionic Powers: Mons,

Combai 5kills: Handd 1o Hand; Basic, and boxing.

Attacks per Melee: 3 hand o band or 2 by magic,

Bomwsess + 2 o strike, +23 to pury and dodge, +2 o damoge, +2
b roll with impectpunch, + 2 to pall punch, +2 10 save Vs magic,
and + | &0 save ve psinnics.

Special bonus: The character's intense abssision with his Shodow-Man
persana makes him -+ & o resist Homror Factor, llusions and mind
contral, but it alsa mens that be ey fight against impossable of
suicidal olds 30% of the tme.

Weapon Proficiencies: W_F. Energy Rifle and W.P. Automatic Fistal,

Weapons of Mote: Twa Colt 45 pistols loaded with Bamjet rounds (1
M., paint per rousd), L-20 polse Inser, and a pair of TW water
pistods, Curtis also has two identical ruby rings that are actsally
talizmans, One hos the spell shadow meld and the other, escapal
Ench spell can be activaied three times per day and is equal 1o on
fith level spell.

Magic Armors TW-modified Urban Warder armor (MLDLC, 300 with
armor of Tthan, supechunsan strength, and chameledn, all st b level,

Skills of Mote: Climbing %, land navigation 77%, wildemess survival
0%, pilat hover ceaft ¥8%, demon lore B0, basic math %%,
pilat jet pack B4%, prowl 70%, computer operations %05, literacy
RS, lirsr ald 95%.

Description: A thin man whose most remorknble featire is his large
beak of & nose, julting over an almost lpless mouth and framed by
bluck eyes with joined, thick evebrows,

Other Personnel

Ciher nofahle characters include Sgt. Price (Tih Jevel Special Fosoes
Seldier, second in command of Alpha Sguad), Sgi. Mendoza (Gih Jevel
headhunier, commander of Charliz Squod), and 5gt. Carmichael {Gth
level wildemess soout, leader of Gamma Squad); they are the other
sequzl commanders. The Commundoes are hroken inte squads of 4-6
men. The squads are designated by letiers, Alphn, Brovo, Charlie,
[els, Basnest, Ferret and Gammn, respectively . The squad breakdowns
are o5 follews:

Alpha Squad; Commanided by L Crow and 5gi. Price, All-purpase
squud. Personnel: Five special foroes soldiers, levels 4-6, two wilderness
seats o & psi-stalker, levels 6.7, and 9 respectively.

Beta Squad; Commanded by Sgi. Kratz, A power armor assault
team. Personnel: Three hendhonters, bevels 4-6, three elite power armon
SAMAS pilo, levels 6 and 7, two wildemess scouts, levals 5 and 6.
All hawve elite power armies training 25 their specialty. The Inst member
is a Tih level techno-wizard in magic armor and flying wing board,

Charlie Squad; Commanded by Sgt. Mendoea, Aszault sqund (Infan-
tryh. Personnel: Five headhunters and four juicess, Bevels 4-5.

Deltn Squad: Commanded by Mr, Green, Assaull Sguad: Heavy
WeaponsPower Armor. Personnel: Four full conversion cyborgs, o
beadhumiers, wa military specialists, and a special forces soldiers, oll
level 5.

Earnest Squad: Commansded by Shadew-Man. A Magic Sgquad.
Personnel; Two ley line walkers, both bevel 4, ooe 3od Level Shifter,
one Sth level mystic, one Znd level mystic, one 4th level techno-wizard,
and oo Geh level pai-stalkers.

Ferret Squad; Commanded by Kinoshi. Infiltration/Covernt Opers-
tion Squsd. Persennel: One changeling (Sonya), three spies, levels 3-5,
ane master asassio, level 4, two specinl forces seldiees, bevel 5 and
o safecracker, Tth level.

Gamma Squad: Commanded by Sgi. Carmichacl. Reconnpissonee
Sqund, Persompel: Four wildemess scouts, three dog bays, levels 3-5,
a dth level professional thief, and a Gib level boondy hunder,

The company cain Uit and supply on extra Tour squads of 6o 10
iroepers each, commanded by veterans from pre-existing squacds, The
temporary squsds are designoted Omega-1 o Omega-+, Todol Persomnel:
A0-00) soldiers plus GI-T0 support personnel.




Weapons, Equipment and Resources
Standard Issue Weapons

L-20 Pulse Bille ac 1 MG-FT Particle Beam Rifle

12 Grensdes (6 frogs, & plasma)

Ome seldier per squad carries o WI1-23 Missile Launcher.

Black Explorer Armor (M.DUC, 50)

MiE-52 Basic Survival Pack,
Additianally, Bets Squsd s equipped with 3 Trinx Ulti-Max armor
suits apd 3 Triax Predabor armar suits. The beadhomters in Delta Squsd
nlso have LIli-Max arnsor suits; the eybargs have Heavy Cyborg Armaor
and carry missile launchers, An sdditienal 12 soits of Predator armor
are kept in reserve) they con be used 10 equip any other two squads in
case an armored msault 13 poeded.

Yehicles

® & Mountmineer ATV .5 with nuclear engines, 260 M.D.C., and
armed with mini-missile launchers and rail guns,

® 2 Falean 300 Jet Packs

& 8 Triax Ulii-Mpx Power Ao

® 15 X-10 Predator Power Armor

® |0 NG-EX1D Exo-Skelstons

Adventure Ideas

Scarecrows

The Commandoes hive to kidnap the prince of an independent king-
dom. The player characiess are mercenaries chorged with prolecting
“Hiz Highness™ in the Boyal Castbe (a suppossdly impregnoble M.IDLC,
stnscure). Are thelr security mensures sufficient w0 deal with Eineshi
and his Ferret Squsd? Possible complications:

Parannia: The costle has been infilirated by Crow's agent; maybe a
maidservant is actially Senva “the Face,” or the cook is Kinoshi.

Triple-Cross: The player characters ane working for Crow”s Comman-
dloes anel are pant of the kidoopping team sent by Crow to infilissie the
castle. While they are there, they discover that the whole thing is an
elaborate trap sef by the Prince himsell and agents of ihe Coalition
Stabes (whom Crow has hurt in the past), When Ferret Team maves
in, it will be ambashed by over a bundred soldicrs with power armor
and robot suppor. How do they sove the squad and pay back their
betrayers’

Prince of Hell; The ndventurer group is proteciing the Prince, but on
the eve of the kidnapping he tums out 0 be posssssed by a powerful
supemnburnl endity (or is an evil supernatural being in disguise), Crow
doesn’t know this, nor do the people who contrecied the kidnapping
(they did want him out, becauss be was becoming & Eyrant, but they
didn’t know an alien Intzlligence or malevolent foree was behind his
rule). Bedlam erupis as supernatural miniens and buman dupes clash.
PBoth the player characters and the Commandoes now have to fight for
thetr lives. Enter DemonBusters?

King of the Mountain

A bandit gang has kidnopped the doughter of a wealihy Ishpeming
citizen., Crow’s Commandoes are hired to rescue her. This sang of
humans and evil D-Hees has buill an inspressive foriness in an iscloted
mountain placau, The place serves ns & “traling town” for the under-
workd, A direct asaalt would be wseless, so Crow onders ane of his
squads (Ferret team?) to infilirate the hidecut w prepare the mescue,
Passible complications:

Too Many Heroes: The girl is n relative or koved one of one of the
plaver characters. Or the player proup has been hired by relotives to
rescues the woman, They, Crow's Commandoes (hired by mber friends)
ardl maybe even some others are mounting their cwn rescue operation.
T the groups help oo hinder cach other? Do any of them hove o chance
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at saving the girl? What kind of lasting animosity will they eam from
these bandits (or ore they more than common brigands}?

The girl was NOT kidnepped: She left of her own free will with ber
new boyfriend, the bandit leader {or one of his main men), The father
was Iying and what be wants is the Commandoes 10 kidoap her and
forcibly bring hec back. If you've ever ssen the old Western The
Professionals, you get the wlea,

Braddock’s
Bad Boys

AL Sponsorship: Bene, O Points
B, Cutfigs; Specially Clothing. 20 Points
C. Equipment: Electronic Supplies and good gesr. 5 Poins
Medical Clinge. 20 Poiats
D. Vehicles: Specialty vehicles. 30 Paints
E. Weapons: Extensive Weaponry, 40 Poinds
F. Communications; Full Range Svscem. 15 Points
(3. Internal Secwrity: Iron-Clad, 20 Poinis
H, Permanent Bases: Fartial Headquariers, 2 Points
L. Intelligenes Resources: Special Operatives. 10 Points
1. Special Budper: Laspe Loans. 25 Points
K. General nlignment of personnel: Anarchisi. 2 Points
L. Criminal Activity: Cyber-doc, 10 Puints
Prostrubes. 5 Palnis
Ps:,n:hic Enforcer, 15 Pamnts
M. Reputation'Credentinls: Known, 10 Poims
M, Suolary: Good Salary. 10 Poims

Total Poinds Spend: 239 Points
Siwe & Orentation: Larpe Company

Colonel Braddock

Once upon o time, Colonel Braddeck was o promising young efficer
i the Arony of the Coalition States. He scemed destined io become &
generul before he was forty, The son of an impartant Chi-Town ity
official, young Tiberius Braddock enrolled in the army when he was
eighteen. He did so muinly because he didn't want to go info civil
servics like his father. Surprisingly, he discoversd he loved the military
life and showed grent apitude in strategy and tctics, From the beginning
of his career, however, he discovered that he liked deinking = Little foo
much. Fur some repson there had never been liquor at his howse, He
never thought 1o ask why, If ke had, he might have learned that hus
father was o recovering aleoholic, For o lomg while, kis drinking did
ot Interfere with his career, but that would eventually change.

Shortly after sitalning the rank of Captain, he mamied & wealthy
socialite from Chi-Tawn and the couple had a beantiful daughrer, Janet.
His future scemed bright and untroubled. As the years went by, Brad-
dock gmined commendations and promations, hut his drinking grevw
steadily worse, His martage suffered from bath his drinking and his
dedication o the military, He found himself unoble o stop gelting
drunk, even on the eve of a major military operation. His judgment
clouded by a hanpover, he ordered a company of his troops on a suicide
mission. He had forgobien a report regarding a huge Xiticix nest and
sent his men into the jaws of death. They obewed his arders without
gquestion and died like Jambs Jed 1o the slasghter. Over & bundred men
perished as a result of his negligence. Braddock”s aleoholism was mnde
public and he was dishonorbly discharged. His wife left him shortly
ufterwards, Braddock drowned his pain and guilt in mene boaze.



The only person wha stood by him was his feurteen year old daughter,
Janer, He bod always doted om her aid she bad inherited his love for
the military Iife. Janer prevented Broddlock from sinking completely
into an alecholic mire. $he wsed his love for her and military discipline
to eventually get him fo gquit drinking, It was one of the gretest battles
hie would ever fight. After many rough yeors, he ovescame kis problem,

His future with the Coaliticn army destroyed, Broddock went indo
business for himself. He scoured the “burbs looking for promising
criminals, disgruntled soldiers, veterans, and other “canmon fodder.”
When the authorities caught wind of his activity be was accused of
subwersive activities and had o leave Chi-Town, but by then e had a
small army a1 his back. He shaped the medley band of cutthroats and
undisciplined warriors inbe o wild bt bethal wnit. This iz oot the life
he had boped for, bar iowlll do for mow.

Full Name: Tiberius Braddeck

Alignment: Unprincipled

Attributes; 1.0, 14, M A, 13, M.E. 18 F.5. 19, P.P. 15, P.E, 14,

F.B. 14 Spd. 18

Hit Paints: 45, 5.0.C.: 34

Size: 5 feet, 11 eleven inches (180 m): 210 lbs (945 kel Age: 49,

DMsposition: Braddock is o bitter man wha feels betrayed by Lifie, Al-
thaugh he knows that he is an aleoholic, he can’t shoke the feeling
that the army and his so-called foeods could have belped him,
instead of ignoring the problem amd then taming their backs on im
when he nesded them mast, He l=ies the Coalition Stades, while at
the same time Jonging to be welcomesd thers as a hero. Because of
this, he is r=loctant o ke jobs (bat directly threaten the CF. He
only really cares about his daughier and his troops. Like most people
raiged in the C5, Braddock distrusts non-humans and D-Bees, and
will nat hire or work for any group dominated by soch beings, He
dislikes magic, but realizes il is an impartant foree in the barteficld
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and has hired several mages into the company, Psionics alse play
an imporiant parl o lns armmy.

Experience Level; Bih level Coalition Military Specialisy

Magic Knowledge: Mone

Psionic Pawers: Maone

Combat Skills: Hardd t0 Hand: Expert, wrestling aned Boxang.

Adtacks per Melee: Four hand o hard attacks

Bonuses: +32 o sirke, +5 10 pamry asd dodge, 45 10 roll with

impactipunch, +3 1o pull punch and +2 te save vs prionic atack,

Weapon Proficiencies: W.F. Energy Fistel, W.P. Encrgy Rifle, W.P.

Heavy, Robot Combat: Elice

Weapons of Mofe: C-14 “Fire Breather” rifle, C-27 heavy plasma
cannon, C-18 Inser pistol, CR=1 mocket launchee: he's nob above
sticking Iis head our of the command tank and fring o few missle
shats at the enemy,

Armor; Heavy Dead Boy armior (Officer Crest), painted in a green and
brown camoallage patern (M_D0C. 80),

Skills of Mote: Basic madio 75%, libemey B0%, compaber operation
3%, Intellipence 74%, pilot hovercmft 98%, reml sensary equap-
ment B9%, weapon systems 90%, nenning, detect ambush B0%:,

Deseripton: Braddeck is a slightly overweight middle-aged man with
gruy hair aml o receding hatrline. The alcoholism has aped him
before his fime, and he hos 3 wom, haggasd ook o dm, Although
he's pushing 50 he looks more like 635, Despite his appearmncs he
is in prety pood physical shape and can beld his own in bacde.

Lieutenant

Janet Braddock

Janet Brodidock was the typical Army brat, raised on a military base
and surrounded by seddiers and weopons, Her falher gl her avery-
thing he knew aboul fircarnis, wehicles, and piloting. so that by age
twelve she knew almast ns much =5 o line solbier, and coield probably
autglaot him, oo, She truly loves her Father and has always stuck by
him. She and her mather have linle in comavon and the mother resents
the closeness shared berween father ord doephier. When the mather
ledt the family, Janet stayed behind with her father, The alcahalism of
her father come ns o shock, She knew ber father bad & denking peoblem,
but hadn't realized how bad things had gotten, Jonet dedicated herself
to suving her father, refusing o lose him o the botlbe. For the next
four yenrs, they struggled, bt in the end the Colone] siood victorioos
— clean and sebee. After o year of trovel ns vapehonds, the Colonel
clecidel By redum i the anly life be {or Janer) had ever known, soldiering,
With his daughter at his side, he buile o mercenary company thal con-
tinues 1o bieibd 2 reputation for ieself.

The mercenary life hos agreed with Janet. She has always enjoyed
physical aml mental contests, mblicary regimen, and bas 8 flare for
strobepy and foctics, She feels more comlorable in fatigees than a dress
and gets along betrer in the company of saldiers than with civilions.
Although her mnk is omly Liewtenant, Janet (s Broddock's second in
commard. She refused o promation, becouse she fe=lt the men might
leel “Dadily" was playing faverites, but maost of the oops recopnize
her ahilities, respect ber command, and sckoowledges her as an experi-
enced combat veberan whe likes being in the front line. Her Father does
not like seeing her exposed o danger, but knows bester thon k2 try o
order her around, Lieutenznt Brsddeck comunasds the power armos
unlt and 15 a demanding and sirict officer, She shores all the risks she
impos=s an her noaps.

Lizutenant Braddeck has cccasionally dated variows officers, but
must of them are intimidated by her self-confidence, smength, skills,
and {she now realizes) her futher, who thinks nebody 15 good encagh
fir has linde gisl. Jancr knows that when she finds someone she really
likes, she is poing to have fo talk o Daeddy Dearest and set things
stralght — the Colonel i= the one who is in for 2 battle,



Allgnment: Unprincipled

Anribuotes: 1.0, 17, M.A. 20, MLE_ 18, P.S_ 17. P.P. 19, P.E. 15,
P.B. 19, Spd, 17

Hit Points: 43, 5.0.C.: 30

Kize: 5 feet, 6 inches (1,68 m), 125 lbs (56 kp); Age: 22

P.P.E.: §
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Dispasition: Janet oflen acts like “one of the guys," drinking ond mizing
hell like her fellow mercenaries. She hates 1w be propositioned,
espectally while she's in a rambunctions mood, More than one
lecherous mercenary has beamed the painful lesson of kesping his
hands o himsslf. On duty, she's n perfect officer, exhibiting unpecc-
able judgement, discipling, and concem for her troaps, whils remaine
ing slightly aloof and remate 10 maimtain ber authority. In combar,
ahe's a dangerous oppenent, using her resources e their maximum
=ffectiveness and employing both reditional and anconventiomal
tactics. Lt. Braddock is baold, comfident and capable. In many ways,
she s a bedter, more capable soldier than her fother,

Experience Level: Tth level Hesdhunter

Magic Knowledge: Mone, other thon some knowledge of appropeiate
counler=magic Lctics.

Pslonke Powers: Mone

Combat Skilla: Hand 1o Hand: Expert. Power Armer Combal: Elite
qnd Paser Armor Combat: Basie.

Attacks per Melee: Three hand to hand attacks,

Bonuses: + 1 an initiative, +4 to sirike, + 5 to parry amd dodge, =2
o moll with impoctipunch, + 2 o pull pusch, + 2w 5.00C, domoge,
+ 7 i save v peionics, +2 to save vs homros fuctor, and + 3% on
all skills due fo her inlelligencs.

Weapon Froficiencies: WP, Energy Rifle, WP, Energy Fisiol, W.F,
Heavy, W.P. Aurcmatic Rifle.

Weapans of Note: Her persanal weapans are a coptared Kittani K<
lazer pulse rifle, mouro-mace, vibre-dagger, and a KEP-Special
emergy pamp pistal,

Armar: Bushman armeor (0, 0.,C, 600 ar Trinx LIG-Max power armor
(5D, 400!

Skills of Mote: Basic mcdee 95%:, raliy: scrambler BOS:, detect ambush
T3%, defect concealment 75%, tacking TFG, Innd novigntion 4%,
weapon gvitems B35, read sensory equipment T5%, pilat jet pack
B, Pi[ll}l: tumks andd APCs 74%, demoa lore 7T0%, Amencan 957%,
Eura%5%, Spanish 95%, paramedic 75%, sniping and prow] 60%.,

Deescriplion: An atrctive, athletic blonde woman with 2n inlense, oo
nonsense ok about her, She wears her bair short, so it dogsn’t get
tnto her gyes.

Lieutenant

Lars Richardson

Lars Richardsan carries a “Wanbed™ poster with bis face on it When
he feels friendly, he shows it to people and exploins why the Coaliticn
Siates (5] wanl him arresed. 1 wmed oot @0 be a bester killer than
they trained me 10 be,” he says with a grin. That's half of the story.
Trug, the Coalition crained him o be an efficient soldier and Lars spent
FEATE of rr|_'i|_i|;.|1r:|.I service conducting search and desimoy messions, hul
he wasn't only good &t killing, he enjoyed it immensely. There is
samething in the lieutenant that makes him Ceel like a god whenever
he kills someone. The man is o psychopothic killer vathout o shred of
humansty.

His Inst mission for the Coalition invelved o search [or a mogue
pab-stalker. Lars and the SAMAS squad he commanded were certain
that the fugitive was hiding a0 a small lunsan village and stared goes-
ticning the residents, Out of the comer of his eye, Lass thought he saw
somehody pointing & gun at him. He whirled, firing his rail gun on full
auomatic, The B0, roumds sliced throuph houses and people like a
hot knife through buter, When the blazing pon finally struck the gun-
man, the leutenant realized thar he had shot a child playing with a
stick, Af that moment, something $I1I1FIF|E|:| i his mand and the Lewlenant
contnueed the massscre, punning down anything that moved, His
SAMAS companions tried 10 stop him, bul he gunned theay down as
well. The rail gun wos empty after 43 seconds, 5o be switched to his
migsiles. Whan those were gone, he used his bare hands. His strenpth



awgmented by the power anmor and his body sheasthed in the mega-dam-
nge material of the naomar mode him a supeshueman Eilling macline that
could not be sopped. When the dust seetled, be was the only one alive,
The entire village of sixty-five peaple, and his three fellow soldiers,
wese all desd, Instead of remerse, Lars felt a mosh like be had never
knewn, He wis a god. Able 1o kil with iimpunity. Laoghing madly,
he fled inta the night, nbandoning the militery and the Coalition S1ates.

The C8 has posied a reward for his caprune, bt has ot releassd the
full detzils af his crimes, largely becauwse investigators were unable o

determine exactly what had happened. They nlso hope toaveid negative
publicity, The wvillage was within C5 temitory and under the States’
profeciion. The official story is that the Federation of Magic was reapon-
sifile fior the slaeghter of the bosder village, The aathorities woald never
wand anybody 1o believe that any C5 seldier was capable of such
brutaliny.

Liewtenont Richondson eventually joined Braddock's Bl Boys, The
msreenaries know thar Lars is a bit unstable, bur nobody, incleding s
Dradcncks, hove any idea of just bow crazy e is, Sinee he joined the
eam, Lars has acted surprisingly normal. The Last dwo times the com-
puny camped near o civilized anea, these wene several unselved mordars
und a trike of nboat 40 D-bees were found skaughtered, but nodhing
was ever linked 1o Lass or anvbody af the company. G.M. Mote: Lars
Hichantson iz o psychopathic, mass munderer. He 15 responsable for all
the killings and will continue on his insane “exercises of power”
whenever ihe opporiunily arises. For the moawent fhe madman has
comparatively tight rein aver himsel§ and refroins from chvious acls of
violence or insanity. However, he is nuthless in combar, does not show
any mercy, ilways shoats to kill, and dees seem 10 lake great relish in
bloodletting. Colonel Braddock has seen these hints of madness in
odhears over the years @nd i beginning o wonder about this new recrail.
For the moment be has nothing o support his fears ather than o hench,
ot he's deceded ro keep a closer eye on this brutal soldier.

Full Mame: Lars Bichandson

Alignment: Crinbolic,

Attributes: LO. 20, M.A. 17, MLE. 19, P.3. 17, P.P. 18, P.E. 21,

PE. 14, 5pd, 27

Hit Points: 56 5.I0C.: 97

Elme: 5 feet, 10 nches tall {1. 78 m); 185 b2 (B3 2 ke Ape: M P.P.E: 9

Disposition: Like many serinl killers, Lors can seem quite normal,
charming amd outspoken. He is very adept at hiding his dark side
from thase araund him, He s highly imelligene asd has a gocd grasp
of sirategy nnd foctics. He is aleo the perfect gentleman ored an
officer anpord the Calopel and his daughier. However, soime of ihe
men hnve seen hints of his darker nature. He i= a brutal intemmogator,
enjoys torturing oihers, and never takes prisoners (he kills evervons
he laces, unless somebody inlervenes).

When he decides to commit a murder, he plans it very carsfully,
leaving no clucs pointing 1o bim (if secessary, he'll v to find
samehody W Frame for the come), During his time walh the Bad
Boys, he hos murdered twelve innocent civilinns and an entire tribe
of D-bee nomads; pot counting the seores of combatanis he's killed
in battle, Mobody yet suspects him of such heinous erimes, He even
manages o feal psvchics, becauss his emotions ane o intense ihat
he can ute o mind block 10 hide his tmue noture amod  muanderaos
thoughis. What a psioenic might caich a glimmer of are his fezlings
of vasl superiorty, divinity, and megolomania, but agun, tas s
not necessorily o bod (or uncomman) thing omang mercenaries.

Experience Level: %l level Coaliton Elite RPA.

Mlogic Knowledpe: Mone

Psionle Powers: Minor Psionic. Alver Aura, Mind Block, 1.5.F.z 6l

Combat Skills: Hand to Hamd: Expert, Bobot Combar: Eliee, FPowsr
Armar Combat; Elite and Fobat Combat; Basic

Attacks per Melee: Five hand to hand or psionic actions.

Bonuses: + 1 on imitiative, 44 o sirke, 55 o parry and dodge, 41
to damage, +7 o roll with impactpunch, +2 to pall punch, +3
L savi wE paison, +3 o save vs mapgic, o+ 2 1o save vs paionics,
+2 to save va harmor factor.

Weapon Proficiencies: W.F. Enerey Rifle, W.P. Energy Piztol, W.P.
Knife, W.P, Henvy,

Weapons of Mote: TX-16 pump rifle, vibro-knife, and is always picking
up cheap knives, which be wies for bis murders.

Armaor: Dend Boy heavy anmor (M. T8 C, 800 ar SAMAS (M_DC. 250,



Skills of Mote: Baste Radio %%, pilot sutomehile 93%, pilot bovercrall
TR0, pilot tonk ard APC B7%, read sensary cquipment H)%, wenpon
syslems ¥8%, ronming, prowl TG, wilderness survival 73%, athle-
tics, body building, boxing. gymnastics, wrestling and swimmang
B5%.

Description: The licutenant is a large, powerfully built man whe can
be surprisingly soll-speken, friendly, and who projects o good deal
of charisma. However, his mood and demeanor can change in an
instant 1o that of & manizcal and eheecfol murdener.

.M. Mote: His ladest scheme is 0 make Tanet Braddock frust him.
He is dodng that by behaving as a perfect gentleman and by-the-leiter
saldier. He lso pretemds 1o have a sensitive side to his personality. He
b pecently been inspired 1o seduce and then musder bere, but this is o
langsterm endeavor. Inibe meanwhile, be's confent with the eocasional
random victim, Also nate that ai some point, Lars may go completely
off the deep end and may ally himsell with necromanoers, vampires,
ertities or other demonie beinpa, especinlly if they accept bim (or
pretend o accept him) os their “ged.” Lars mighe find the Aziec gods
arul vampires cspecially appenling,

Dawud al-Jahiz

Dinwud is 2 native of Morth Africa, from 8 community ol 1D-Bees
that appeared in Africa over & hundred years ago. He is an ogre, which
are colled lesser DVjin by some Muslim people. Like many D-Bees,
his people willingly joined the Phoeaix Empine (see Rifts Africa) cnly
o discover the cruelty and atrozifizs of the demonic minkens of Rama-5et
after they becarne members of the dreaded kingdom, Duwud and his
people reconsidersd their nllinnce, bul feared keaving the Empire would
not ke allowed. To criticize the Phamah mezans certain desth. Those
who are nod huppy 21 the Phoenix Empire frequeently find themselves
enslaved, tortared or exscuted s truilacs.

The young opre and several of his friends jeined the Empine's Army
where Dlawd discovensd he bad a tabent for warfare, OF the 24 volun-
beers from his village. only Dawwd and eight others survived their
graelling tour of dity as cannon-fodder in futile compaigns and schemes
of the mad Pharmeh, He and his fiends were finally assigned to a
mechanized squad led by a crugl dybbuk demon (see Rifts Conversion
Dok Ome for data reganding the dybbuk ond many olfier creatienes).
Cne night, Dowd nmd his fellow ogres decided they'd hod enough and
their dyblbuk officer found himself shoring o tent with an armed fusion
block. A short but devastating explosion later, the mechanized squad
eacaped and tried to join the Galhecing of Heroes fighting the Four
Forsemen of the Apocalypse. They never matls it 1o the Gathering.
Irstesd, they stumbled into a dunessional rift — and found themselves
thousands of miles away, in Morth America!

Afier several misacdveniures (none of the squsd members spoke Amer-
sean), the group hed the goed fortune of running into Braddock's Com-
pany at o time when Braddock really needed help, The Bad Boys had
picked the wrong side of 0 war and were pinised down by the enemy.
Desperate For alr support, they weleomed the firepower of four Phoenix
sand skimmers (which can fy at speeds of over 600 mph} and lour
POAMET ST Eroapers — ogre or not, The ogre wam wmed the Gde
arl Dawisd and his friends eamed themselves o respected place among
Braddock's Bud Boys. They have served happily among the mercenaries
ever since, The ogres ore extremely kyal 1o tbe company and are well
liked by the otlser soldicrs.

Full Name; Dawwd al-Jahiz

Alignment: Unscropuloas

Attributess 1.0. 13, M.A. %, M.E, 15, P.5. 34, P.F. 16, FLE. 20,
P.B. 8, Spd. 18

Hil Points: 45, 5.0,.C.: 101

Sizes Seven feet tall (2,13 m0, 280 Ibs (1246 kgh, Age: 25 PLP.E.: 11

DMsposition: Dawad is quist and withdravwn, a deveot Muslim who
refuses to drink aleoholic beverages and disnpproves of many of the
practices of the mercenary company. His only true love is combat
and Facing worthy enemies. He enjoys defeating his foes through
bruins or brivan, Dawud is a good sirategist nnd tactivian as well
a5 an cxcellent piled.

Experience Level: 8th level Headhunter

Magic Knowledge: Mone

Psionle Powers: Mons

Combat 5kills: Hand o Hand: Expert, Robot Combat: Elike, boxing
and wresling.

Attocks per Melee: Four hand to hand ntiacks.

Bonwses: +2 e strike, + 35 w parry and dodge, +% fo damage, +4
1o poll with impactpunch, +2 10 pull punch, 3 ro save vs paison,
+ 3 1o suve vs magie. + 2 o save vs psionics, +4 1o save v hormee
factar.

Weapon Proficlencles: W.P. Sword, WP, Energy Rifle, W.P. Encrgy
Fistal, W.P. Heavy Energy Weapons, W. P, Axe,

Weapons of Note; K-4 Inser pulse rifle, KEP encrgy pump pisiol,
Kuitani plasoa axe, and a vibro-saber,

Armor; Fhoenix Empire hody armor (M.D.C. 100 or Phoenix Power
Armac (M. DC. J00).

Skills of Mole: Basic radie 98%, detect ambush B0%, detect conoeal-
ment 50%, tracking 75%, lond navigation T8%, weapon systems
0%, read sensory equipment B0%, pilot jet pock B6%, pilol tanks
andd APCs TB%, pilot jet fighter T7%, pilot hover cealt 95%, demon
lare 5%, Gobblely 98%, Ogre 98%, Dmgoness 98%, American/En-
glish TFE,

Deseription: Basically humoneid, bt with brutish, Neasdenhal fea-
tures amd coarse, hairy skin. His head is shoven bat he hos grown
il l-u-ng._ hlnck moustache.




Other Personnel

Cfficers: L. Diaz (Tth lewel Coalition Technical Officer), Lt Mos-
rison (fth level RPA Elie), Li. Harada (8th level Headhunter), Lt
Dancing Eagle (8th level Mystic) and Master Sgt. Perry (Tth level
Wikderness Scour).

Braddeck's Personal Bodyguards/Enforcers: Armhur Leland (5th level
Mind Meliee), Freddy the Freak (Sh Jevel Crozy) and Man Grisham
(Tih leve] Special Forces Soldier).

Line Troops:

@ 4060 Headhunters, levels 2-6; 0% have Bobot or Power Armor
Basic Training, An additicnal 30% have both Basic Training and
ane Elie Specialiy.

®  30-50 Specinl Forces Soldiers, levels 2-6. All have Power Armor
Elire training.

& A0-60 Coalition Gruats (deserters or veterns), levels 3-6.

A0-60 Wilderness Scouwls, bevels 2-6,

20-30 Juicers (their numbers Aucteate s they die off from the drugs

a5 well as combat), levels 1-6.

A0-40 Crazies, levels 2-3,

4050 Vagabamds, bevels 3-6.

20-30 City Rats, levels 2.5,

A0-di} Full Conversion Borgs, levels 2-6

B-12 Special Operntors, typically: 104 spies (2-6 Jevel), 104

smvugplers (3 o 7 level), two moster assassing (4-8 bevel), a Sth

level Forger and a 9ih level safecracker.

#  § Ogre Headbunters (Dawud’s squad), bevels 4-T; all have the skills
Power Armor Elite and Pileting: Land Skimmer.

& G Master Psychics (4 Mind Meliers, 2 Buorsters), levels 2-5.

# O Praciitioners of Magic (2 Ley Line Walkers, 4 Mystics, and 3
Techno-Wizards), levels 3-6.

& " B8 @

Tatal Personnel: 320-400 treaps, and about 200-600 suppodt person-
nel, family members and others, Aol 0% of the suppon personnel
have some combat training (Hand to Hand: Basic and one ortwo W.P.s),
and belong to non-sdventurng OUC.Ca, levels 1-4.

Weapons, Equipment and Resources:
Standard Issue Weapons and Equipment

#  MNG-L35 Laser Rifle ar MG-P7 Particle Beam Rifle (soldier's choice),
both with extended E-Clips {double normal payboad).

& |2 Grenades in Bandolier (6 Fragmentation, & Plasma).

® Half of the soldiers are issoed either o WI-23 Missile Launcher or
2 WIOL4 Crensde Launcher. The otber holf are given exira gre-
nades (anather 12 per solidier).

® Standsrd Body Armor Bushman Environmental Armes (M.DUC.
&0, Seout Units (205 are equipped with Huntsman armor (6.0 C
400y Heavy Assault Units (2055) ane exuipped with Gladiator armor.

® MG-52 Basic Survival Pack.

Transport Vehicles

Thiz Bad Boys have enough vehicles 1o cramsport almast 1,006 people
from place 1o place, These vehicles ane pever wied in combat (unless
attzcked while en roote), but many have weapons and extra armar. The
company £nn assemble an encampeent io 104 hours; everybody , incled-
ing pon-combatants, have specific duies for building the camp.

& 30 Hepvy-Duty Trucks, Hgholy armored (M.ODUC, 40; time M.DUC,
5y, armed with machineguns,

& M Modor-Homes; lightly armeeed (M.DUC, 35, tire M.DUC. 5K
armed with machineguns ond mini-misile launchers. Each sleeps
v,

# 4 Behemaoth Explorer Robols: These vehicles restrict the speed a1
wiich the main convoy moves, but they are ideal tavelling and
sleeping vehicles (they carry weterans, officers, and their familes;
40 people each, for a ol of 160 ishabliants}).

# & Iron Maiden APCs, modified inlo slesping cars, bat wah all
weapenry inact (they ars the convoy’s escorts, and are only ubed
in combat in an emergency, which hasn't happencd yet).

#  About 20-30 assonied wehicles,

Combat Vehicles

# MG-%7 Hunter Mobile Guns

0 UAER-1 Enfarcer Robhois

& Triax X-3M0 Forager Battlebots

10 Triax X-10 Predator Power Armaor
1 NG-X% Samsom Power Armnor

6 FT-005 Flying Titan Poower Armar

7 Phoenix Power Armor (usable by Opres only)
& X-1003 Trinx Ulh-Max Power Atinod
4 Plwoents Sand Skimmers

12 Irom Blanden APCs

12 Iren Fisi Medivm Tanks

12 Iron Eagle Anack Helicopiers

Adventure Ideas
Braddock’s Last Stand

Braddock's Bad Boys hove been hired to desiroy a large band of
Simvan monster riders threatening & oumber of independent kingdoms,
The first few batles went well, The miders wees no match for nir strikes
and mechanized weops. The Simvan retreated with the company’s
mechanized infaniry (robals and power armor) in pursuit, As the Bad
Boys advance, they moke o nasty discovery) the retreating Simvans
have led them right into a huge Xiticix nest! As many as 5,000 insecioid
WAITIOrS SWArT apninst the threat 1o their bomes, Mow the Bad Boys
have hecams rapped in a trencherous mountain area) theie air suppoen
hais been destroyed or damaged (all the helicopters are groundsd, Yaf
them permsanently; all the land skimmers ane also damaged). The mer-
cenaries beat back multipls aitacks from the insectodds, The i moun-
tain path out of this trap is blocked by over a thousand giticix warmors
and supplics and ammunition are beginning o nan low. The rest of the
Bad Bovs don't have enough firepower 10 break through te siege.

Prasible ties to the player charncters:

& (ur heroes could be pant of another mercenary company asked for
assistance; Braddeck is willing to pay a Lot W save his troops (his
ifaughier was in commiand).

#® The charncters know of o reclusive mouniain man whoe may know
of & hidden wneel complex, big enough 1o permil even the gian
robots 10 escape, Al they have o do s find him, someshers in o
Simvan ad Xiticis infested region, Travelling through the oeder-
ground comples can be an adventure inoand of dself, T= it o creation
of pre-Rifts Earth? IF so, is it an ald military complex with valuable
weapons and arifacs o be recovered? IF s, are there alio anclent
dongers, trops and deadly secres? There may be other seovengers!
exploress mot willing to shore the treasune or secres of the wunnels,
Anmidfor there may be other creatures (D-bee or supematuned) tha
contrelhaunt ports of the tunnels. Perhaps there's even o sublerm-
nean faoe of ley line or fft? Have fun.

& Allemately, the player charcters may get caught in the unnml
cawsed by the conflict and become just as wapped and endongered
as Braddeck's company. The meres will receive reinforcements
sooner af laler, but whot showt nan-affiliated characiers (especially
those who don’t want to get involved with meres)? A small group
guch as our heroes might b= abile 10 slip through the simvon and
xiticiz andfor other hostile forces, In slditen o the inhoman
mansters, the player group might become the prey of 2 madman
wiho thinks he's the god of death, Lieutenant Lars Richardson, Or
they might fnd themselves temporarily allied with a small tsam of



mercs lead by Licuienant Braddock. And/or encounter Coalition
froops investigsting the disturbance, IF Lieutenant Richardson s
with them, there can only be big rouble,

Mote: Squpds and members of Braddock's Bad Boys can be found
almost anywhers in Nodh Americn, unider almost any circumslances.
Remember that their activities and associations with *“wanted criminals”
and “drunken tumconts” like Lisutenam Richardson asd Colonel Brad-
disck has branded the Bad Boys as dangerous malcontents and & poten-
tially dangeraws enemy in tee ayes of e Coalitien States. There is no
love lost berwesn these two formidnble forces, The player chancters
assoctalion {ar pereeived aseciation) with Braddock's Bod Boys may
be enough o give them griel with the Coaliten for vears 1o follow.
Remsember too, that mast of the Bad Boys are nat the mast honest or
reputnble people around {ibe majorily kave an anarchist alignment and
are in business for the money, glory and thrills).

A, Sponsorship: Moruni Enlerprises; the equivalest o

a small government. O Poinis

B Crutfits: Gimmick Cloahing. 30 Poines

i E,quip||:|:n1: Unlimited Equipment. 50 Faines

. Wehicles: Cambat Cars, 2 Paints

E. Wenpons: Extensive Weapanry, 40 Poinis

F. Communicntions: Deluxe Metwark. 25 Poinls

(i, Internal Secarity: Tight, 10 Points

H. Permanent Bases: Mone. 0 Painis

L. Intelligence Resources: Special Operstives. 10 Poinls

1. Special Budget: Larpge Loans. 25 Points

K. General Alignment: Anarchist and Unprincipled. 4 Foints
L. Criminal Actvity: Smugpglers. 15 Poinds

M. Reputation/Credentials: Excellent RBeputation. 23 Points
M. Salary: Exeellent Snlary, 20 Points

Tatal Foints Speat: 274 Points
Size & Ovienlation: Lange Company wath a sponsos

A new amival on the mercenary seens is Robot Control, who spec-
inlizes in ant-rabat and ant-armosfant-tank sirategies, tactics, combai
and wenpons, They use mostly infantry troops e dop, hinder and
destroy hoge (and expensive] war machines, The company often works
alomgside other “normal™ companies, using s expertise o peuiralize
the encmy's robods, tanks and power armar while the sther imoops lake
the affensive, Bobat Control lse hires dself our i hunt down renepade
robods, olien robeds, Mechanoids, marsuding cyborgs, magie war
machines unleashed by Tolkeen, and giant monsters, incloding dmgons,
golems, giants and others with subsiantial ansousts of mega-damage!

67

As an importang sideline, the company alse &c18 as a security advison’
irainer specinlizing in defense agninst abots and aperating as an “offi-
cial” seller of Naruni Enterprises weapons and vehicles, Bobat Con-
tral”s expertise ol wanderful, high-tech weapans frem another dimen-
sion cam be invaluable fo small kingdoms and wilidermess peaple. Thess
mercenaries (and Mamond weapon merchamis) can irain o kingdom's
WATTIONS in anti-rabed tactics, general defense, and sell dea b weapon
ayslenms they need.

Mides From Siembieda: Although Bobot Contnol's asanciaton with
Maruni Enterprizes presceaily seems to be a windfall for the mercennries,
in the long run it may leml 1o their doom, Their growing presence as
an arms dealer with ties 1o aliens from anather dimension has given
the Coaliion States great cause for conecen. The menes' strong offilin-
tions with the ather-dimensicmal weapon manufaciires, Mamani Encer-
prizes, has proveked the Coalition to comsider lzunching o secrel malilary
campaign o eliminate Robot Contrel and their alien allics. The coly
thing that has siopped the CF from endorsing an all-oul war i Fear that
Mamunl Enterprises may retaliste by launching an invasion aguinst all
of Morth America, The always paranedd C5 suspects that the long-term
plans of Maruni is the invasion and conguest of Morth America and tha
their alliance with Bobal Centrold §s effectively a covent operation de-
signed to provide recanmaissanee, intelligence and Loy the groamdwiork
For such an iovasion (which lan't far from the tneh).

The Cealition's propagandn machines have publicly branded FRoho
U] as the “preedy dupes” of an “alien power whose only poal can
be the subjugntation of humankied!”™ and has made ihe purchase, sale
and peasession of Naruni products o serious crime.

In nddition, Babet Canrol's sale of Mamni high-tech weapons has
evaked the ire of other weapons manufuctores such as Morthern Gunf
Lshpeming, Wilk s, Iron Hean and Triax, all of whom agres wilh the
Coalition's speculation that Maruni Enerprises has designs on Norh
America (perhaps the entire workd), Or 2s an ambassador from the NGR
Pt it, "I represents a gendins threat o intemational security,” These
manufactarers are s concered that they have Baunched thelr own coven
investipations into the activities of Robet Control. Their intention 15 o
Pont spies ameng the mercenary outfil and perhaps even among Maruni
Enterprises in another dimension! Morthern Gun and the C5 are cogaging
inn inelepesdent acts of infiltration and sabotape, There will he 104 spies
among Roebot Comtrol working for Monbem Gun, Wilk's, and Trinx,
The C5 will have 204 spizs among the mercenaries (ncluding & Glicer
By fraen Free Quebee, a dog boy from Chi-Tawn, and 2 forger from
[from Hears),

The Manistique Imperivm, Arkonsss/For Bl Domdo, and Yhykin
alsn see the Mamuni presence as damgesouns and have apgresd nat e
support nor moke purchase from Bobat Control. This 15 the first e
that anyboly can reemamber, that all of the Conalition Sintes (including
Froe Cruchec) and the independent kingdoms of [shpeming (the home
ol Morthers Gun), Manistique Imperiam and the NGRS Trax have agreed
on anything! Ironically, the percervied threat of Mamoni Enterprizes mny
b abe caralyst thot makes the Coalition States even stronger than i
alreudy is, buikbing clsee tes with the powers of Upper Michigun and
the MGR

OF course, Lazle, Mew Lazlo, Tolkeen, and other “O-hee lovers™ ar
mugic oriented kingdoms have ool been approached by the C3 in any
wiy, They know how the CF and others feel but are Jeft 1o draw their
own conclusions.

A behinad the scenes player 15 e Splugonh of Atlantis, who knows
of Maruni Enterprises o5 an incrensingly annaying competiior in the
transdimensromal marketplace. Lord Splynneryth may even dispatch his
own special teanss to observe and sabotage Nonuni Enterprises” activities
on Barh {us Far as be's concemned the planet is not big enough for the
two of them), AR CHULE -3 may also lake an inrerest in these pe-
tivities, because anti-robot fighters represent n seriows threat o his
exisence pml creaticms. Also see the seciien describing Marumi Enter-
prises and ifts wenapon systems,



Tactics

Captain Lucia Chen, the leader of Robot Control, is an expert at
anti-robot warfare, She and all the members of her team are extensively
trained to cambat and neutralize robats. Their favorite tactic is te ambush
bots at close range. The machines frequently have the advantage of
greater range, speed and beavy weapanry. Consequently, close coathat
will completely take out the advantage of range; the element of surprise
and first strike gives the adackers the edge and compensates far the
bot's grestes mobility, However, close quarters may limit the use ar
effectivensss of cemain heavy weapons. Attack squads are trained to
target & specific area of an enemy robed, stasting with the legs and
sensor syslems o cripple the enemy by impairing their mobility and
senses, Onee immobilized or impaired, the enemy can be mone easily
contained and destroyed. Mines, missiles, and explosives are used ex-
tensively, as are hemvy hond-hebd weapons such s rail guns, particls
bearn guns and plasma weapons. Combat pods are the kethal vehicles
used by the company and deploved with great skill.

The mercenaries always try to fight on termain and a location of their
choosing. To sccomplish this, they rely on Naruni spy dromes, humanoid
spies, wilderness scouts and a paychic/magic tesm, and are usually
well-Informed nbout enemy movement and strength. Robot Contral has
same of the best reconnaissance capabilities in the mercesary comma-
miry.

Company Colors and Banners

The symbol of Robot Control is a simple, canoon-like drwing of a
femnle figure in combat armor standing ever & robotl, jts eyes crossed
and springs and wires protruding from an open wound,

Captain Lucia Chen

Lucla Chen is a second-genesstion mercenary. Both of her panents
were in the business and Locin grew up smaong 2 ragiag band of Saldiers
of Fortune, The company was ariginnlly equipped only with M.D0C,
armar and hard weapons, However, ene day they came ncross an esemy
with giant rabots. In the ensuing battle, Lucia’s parents and most of
the company's adults wers killed. Lucin ond the company’s non-com-
batants watched the massacre from a nearby hill, They managed o
escape in a few vehicles while the viclors looted the main camp, She
never forgot the size and power of the enemy’s bots or the seeming
ense with which they shrugged off laser beams while they slaughtensd
her family and friends.

The little gisl was raised in Ishpemiog with other mercenary relatives,
She joined that nation™s military and specinlized in lsarning anti-armor
weapons and tactics, When Lucia felt she had leamed all she needed,
che resigeed her commission ord wssd her saviegs o form a small,
elite mercennry unit. All the members were infantry soldicrs, which
minimized equipment and expenses. More importantly, she made con-
tact with Moruni Enterprises, wh were just seiting up shop in Ishpem-
ing. The transdimensional traders were expelled from that nation shortly
therealler, due io influence from Marthern Guan manofacturing, “Trder
Joe™ Ut-Maruni, the Naruni field representative had met Capiain Chen
and was impressed by her skills and leadership abilities. He decided to
camuct ber and make an offer 10 help fund ber operations, becoming,
& he put it, “a silent partner” in the compony, providing both money
and Muruni equipment. In retumn, Bobed Control would allow him ansd
his field agents to travel with the meroenaries and arrange the sale of
Maruni weapons and equipment 1o other inerested parties, OF course,
Fobot Control could make additional purchases 21 cost. Trader Joo sees
Captain Chen's mercenaries as a wonderful woy o showcase Naruni
WATES,
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This panpership hos proven 1o be highly successful. The company,
combined with the aliens" ulira-iechnology and Coplain Chen's expeise
ardd leadership, ond their lustory of nofable battles ogainst the
Mechamabds has enabled them te build an amazing repatation in less
than a year, The low cost of Nammni equipment 1o the company las
allowed the Copinin b charge less for their services thon most other
mercenaries cquipped with more expensive and somewhat less ad-
vanced) Eamh equipment. Furthermore, the Coalition’s rebuking of the
company has given Kobot Condrol o stamp of approval ameng wildemess
communities, kingdenis and adventurers whe feel persecuted or aban-
dosed by the C5 and ofien adopt the aiiude of, “an enemy of the
Coalition is a friend of mine,™ As 3 result, the mercenanes an: never
short an clients.

Motes from Siembicdn: Meonwhile, Trader loe is geing a firsthond
Tpak 2t the people, places and strengths of Morth America, Extremely
vabuable information in pheting his “market expansion™ for Moruni
Enterprizes. Rifis Earh offers some very unigue apportunitics,

For a change, the C5 is correct in calling Caprain Chen ol her
mercenarics the “dupes” of & dangerous alien power. She and ber troops
arz currenly so caught up in the success and popalarity of their company,
it chey are blind 1o ony schemes Trader Joe may have in mind. Oh,
of course, they realize that Joe and Manani is profiting from their success
through the snles of weapons, equipment and vehicles o wildemness
communities, hut that's 10 be expected, Afer all, this i a successiul
business parinership — both partics ane in it for the money.

%o far, Trader Joe has been o good puy with everybody, incloding
thise whi purchase his products. However, Captain Chen s not swans
of Moruni Enterprises’ policy of encouraging clicots to buy more than
they can afford and then seizing Jond, resources and even enslaving
peaple b pay the bill, Joe besn't done this yed beeouse he's siaog up
the situption mrdl lining wp prospectve cliemetvictims by showensing
Bobot Control. If Maruni Enterprises sturts engaging in such despicable
activity [and they will), Capizin Chen will dissolve their pannershap,
Manuni will slap her with o massive bl and beesch of contract, and
she will fid herself at odds with a rwthless oo powerful foree, hMost
of her troops will remain loyal o ler and will feel vsed by the alien
corporation. If Trader Joe or other Maruni agents push Robot Conirol
even an inch mose than they aleady hove, they will creale a deadly
ard vengeful nemesis, Exacily what may cranspire afierword, we leave
e future books and the imogination of Rifts 0.3 and players.

Full Mame: Lucian Chen

Alkpnment: Unprincipled (but basically goad)

Attribofes: T4E 17, MoAL 19, MLE. 15, P.5. 17, PP, 20, PLE. 16,

P.B. 15, Spd. 17.

Hit Pedmnta: 45 5.0 36

Sizer 5 feed, 5 inches (1.65 m), 120 Ibs (54 kg); Age: 34 P.PE.z 11

Dispositbon: Capiain Chen s a competent soldier, with a pod prasp
of strtegy and factics, She didn’t really s2ek venpeance agninst the
mchines that killed ber parents; it was more a quesi o gain coninol
aver something she feared, MNow she hasg oo need o Fear roboets of
amy kind, ginnd, man-size or otherwise, Chen wants to have control
af the sitwation under most clrcumstances. Thar makes ber & good
soldies, bul & wugh person 10 get slong with. The oaly persom she
hus o gool personzal relationship with is the cyborg Chrome, whio
shares n similar aotitude. Towarda the rest, she®s the boss — a pood
bz, bur pever a frieod. She o dedicaied 10 geiting the job dene,
whatever it may take,

Experience Level: 9th level Special Forces Saldier

Magic Enowledpe: Mons

Psinnic Powers: Mons

Combat Skills: Hard 1o Hand: Expent, boxing and Robot Combar: Elie,

Attacks per Melee: Five band o hand aitocks

Bonpses: + 2 on initiztive, +5 W sioke, + 8 o parcy and dodge, = 1
io damape, + 3 fo roll with impact/punch, +2 bo puall punch.

Weapon Proficiencies: W.P. Energy Rifle, WP, Energy Pistol, WP,
Heovy Energy Weapons, and WP, Heavy.

Weapons: NE-10 Plasmo Carridge Rifle, NE-4P Plasma Cartridge
Pistol, WI-(GLd Grenade Lawncher and an assomment of grenades.

Armor: Comouflage Varishle Armor with Medium Force  Field
(3. 0.C. B0 plos 60 for the field),

Skills of Mote: Badi: basic 98%, leracy 88%, computer aperaticn
03%, inelligence B6%, pilot tonk 35%, weapon sysiem 98%, read
sensory equipment B3%, manning, pilot combat pod 73%, demali-
tions 90%%, and demolilions disposal %

Deseription: A shor, athletic Asian-Americon woman whote grong
persanality more than compensates for her height, She con stond up
to and intimidate mercennrizs fwice her size, ard often has.

Arrak Chrome — D-bee Cyborg

Captain Chen's second-incommand is Amak Khmom, o gigantic
cyborg from another universe, who has been nicknamed “Chrome.” It
comes from an ancient civilization that has been of war wath an army
of relentles killing mnchines that coll themselves The Horde, Thess
crentures are very similar 1o the Mechanoids in thet they wish 1o destroy
human life — bur Chrome contends that they po even beyond ihe
Mechnonoids in savagery. The Horde is made op of completely artificial
life forms who seek the destrection of all argarie [ife!

Armuk Khnom was bor on that werld, a member of o humanead race
who had warred apainst the Horde for centurees, Af the age of 12, like
everyane else in his planct, he joined the miliary. His aplibide bests
indicated he was an kleal subject for cyborg conversion and was truns-
formed inbe o silvery-ploted walking weapon. The greatest irony of the
war uguinst the Horde was that the arganic races had chosen e sacrifice
their flesh and humanily o became like the machines ihey battled.

The voung warcios spent ten years engaged m ooc savage batle after
the mext, Forced 1o a life of fighting the Horde's War-Machioes, b
became proficient only in the science of killing, He and an elite com-
mands team wese sent apainst a secret Inbosatory, where the Horde
was conducting strunge experiments on foarth-dimensional physics and
space-Lime warps, After o brutol fight, Arrak and his team reached the
main Inhoratary. A mizcommunication nmang his peaple bad also sent
a spaceship to drop & nuclear device and Blow up the comples, When
the boasd struck, the explosion affected the space warp experimerit i
an unforeseen way, and launched Armk (and his companions) thoough
apace and time, Ome moment he was fighting the Horde, the next bs
wits spil Tenth froin a dimensionnl rift on Earth!

He met the meres of Robot Control when o squad was hired 1o
investignte repors of an alien robol wandering the countryside. When
given the opportunity b join them and fight new robot eoemiss, be
jumped at it Caplain Chen has come to ndmine the cyborg so much
that she hos made him ber fecond in command. Rifis Eorth offers a
wargior greal opportunity and war is something that Arrak understands
well.

Renl Mome: Armak Ehoom

Alipnment: Absrnt

Attribuies: 10 13, M.A. 17, M.E. 19, P.5. 40 (bionic), P.P. 24

(hionic), P.E. 17, P.B. &, Spd. 176 (120 mph/182 k).

ML C.x 450 main body, plus alien eavy infantry armor 550 0M.0.C.

(eedad DOCHO MLDLC )

Slzer 12 feed tall (3,66 m), 6 was in ful amor, Ager 23

P.P.E.: 3

IMsposition: Ovwer the years, Chrome stopped caring about why he
fought. Fighting was simply what he did. Fighting lor pay i3 as
gord a repsen os any, His ealy loyalty s o his fellow soldiers;
nobady else neaiters.
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He respects and admires Capinin Chen and the tae comsider each
ather friends, but the Captain's aloof monner makes i@ diffieult o
fiwel elose to her, Chrome and Cirint, the other ginnd of the company,
have developed a friendly rivalry, bt the only close friemd he's
made is the mischievous Faere, Bowyna, He distrusts Trader Joe
immsensely. To the cyborg, the idea of somebody mnking a profit
out of selling weapens is almost obscepe. He tolerates the situation
because he renlizes this waeld is wery alicn 1o his own, These people,
he reasans, do not hove to fight for the survival of their species —
they fight for pleasure and conquest (or so it ssems 0 him).

Mot too bong ago, Robot Contral ran into o band of Mechanoids
isze Rifis Spurcebook Two: The Mechanodds, for more informa-
tion on that alien threatr). Asrak managed 1o capture and iMermagate
a Mechanabd Thinman robot (he interfaced with the robat’s memary
and “read” its arificial mind). The threst of the Mechanoids, so
abmilar to the Horde, iroubdes him. Ever sinos the encounter, be
spends a lot of time following up on rumoes about Mechanakd activ-
ity

Experlence Level; 9th level "Borg {alien).

Magic Knowledge: Monz

Psionic Powers: Minor Psionic. Mind block, zee the invisible, total
recall and speed resding. 15 67

Combat Skills: Hand to Hond: Expert ad boxing,

Attacks per Melee: Six hand ro hand ntiacks.

Bonuses: -+ 3 on initintive, 47 to srike. + 10 to parry and dedge,
+9 0 damage, +3 1o oll with impact'punch, +4 to pull punch,
immune to poisans, -+ 4 1o 8ave V6 Magic, +2 Lo save Vs psionics,
+ B 1o save ve harmor factor,

Combst Damage:
Restramed Punch — 104 M.,
Full Strengih Punch — 206 M.D.
Power Panch — 406 MDD,
Claws — Aald 304 M.D. 10 punch damage.
Kick — 204 M1,
Leap Kigk — 306 +4 M.D.
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Cybernctics and Bionics: Chrome is 95% maching; only pans of his

brain and spinal column remain. Even some of his brain has been
replnced by wltra-sophisticated computers {enhancing his mamory).
He b the alien equivalent of these bionicfeybemetic systems; Bionic
fung (lasts 18 hours — needs much less oxygen than even a full
conversion borg}, buili-in self-programmable speech fromslntor fean
learn up 1o eight Ianguages within eight hours of listening coatinally
o1 then), midlt-optic eye, universal headjsck, motion detectar, gyeo-
compass, mdar detection, built-in rdio.

The cybernetic organism i3 powered by o micra-lusion pewer
plant decaded ahead of anything produced on Earth, with a 60 year
lifie (his was recently replaced. so he hos abawt 50 years lefi),

The special alloys in the armor are served by millions of nano-
machings (microscaple robots), which are able to ransform less
sdvanced materials info compatible alloys, This means that damags
inflicted w the cyborg can be repaired wiing local M.DLC, matenals,
20 M.DNC, con be restored per hour,

Any poverminent, military o7 advanced bionics memubacturer
would poy millions of credits o get their hands on Chrome arl
dispssemble and stady the alien cybemnetics (the knowledge would
put such nn instinstion years ahead of anyone else in the fisld of
cybernetics — but will also take a decade or two 1o develop). Even
Murani Enterprises would be interested, but Trader Joe has wisely
not pressed the issue. Forunately, for Chrome, few suspect he has
such novel and advanced inner workings and dismiss him as just
anather bang merc.

Weapon Proflciencies: WP, Energy Rifle, W.P. Energy Pistol, W.E.

Heavy Energy Weapons, WP, Swond, W.F. Blunt, ond paired
WIER[NINE,

Weapons of Mote: Plasma Cannon: A heavy (B0 [be360 kg) cancon

recharged by his internal fuzsion power plant, The caneen inflicts
304 % 10 M.D., and has o payloed of 20 shois and a range of 20080
faot; shots recharge st the rate of | per minute (4 melees). His
cybermnetle body olso has metal claws (add 306 M.IN to hand to
hand aitacks) and a bailt-in laser (206 M, D, cange 1000 {7205 m,



pavload unlimited), Ofen carries a W23 missile launcher oz o
secondary weapan.

Armor: Alien cyborg combat armor with 350 M.DVC. (can alse be
repaired by the nano-bats),

Bkills of Mote: Basse radio 98%, pilot hovererft 98%, pilot tank and
APC 7%, resd sensory eguipment 85%, weapon systems #1%,
first =id B5%.

Description: At first sight, most people will confuse Chrome with a
rebod vehicle or oversized power armor suit. He 18 an imposing
silverv-metal humnnoid, with a baregque armar style reminiscent of
thi: Klirtani.

Sgt. Luigi
“YVa-Ba-Boom” Grimaldi

Al a glince, Luigh Grimaldi is an unimpressive, short, skinny man
with shiny black eyes, But Luigi's hebby and profession makes vp for
any physical shomeomings, He likes to blow up things, From seiting
up mines 2 demslishing buildings and foriecsses, he knows how fo use
exploaives 1o get the most effect. His bovhy-iraps are legendary. He
has set up explosives in small packapes such as an apple, anicles of
clothing, of in letters, His hand-crofied missibes and grensdes ane mone
potent than normal explosives. He con disguise mines so that nobady
will suspect them unil it's oo late.

Luigi's habby has oot made him populer in more civilized aneas,
The fact that be 15 very ecccentnic (gome would say outright crazy) does
oot belp. He hns been bormed from Ishpeming and all citics in the
Manistigues Imperivm, and is o wanied morderers in the Coalition States
(after an army officer had an enplessant — and deadly — experience
in his office's restroom), Mot even the other members of Robet Coninal
are completely comfonable with him. Luoigi always has an explosive
device on his person, either something visible like a pair of grenndes,
or dispuised as an inoffensive arficle like o pen or large button. Many
people half expect him w explode one of these days and nobody wants
to be close by when that happens,

Full Mame: Luigi Grimaldi

Alignevent: Anarchist

Abbribofes: 1.0, 23, MoA. 10, M.E. 12, PS5, 9, PP, 14, PLE. 13,

PFB. & 5pd. 9

Hit Podnts: 35, 5.D,C.: 13

Simer 5 feet, 7 inches 1l {1.70 m); 170 lbs (76,5 kgh; Age: 29

P.P.E.: 12

Diisposition: Sgl. Grimaldi can be o chorming and funny guy, but his
harror stories about explosives and accidents make people nervous,
He also has an air of insamily abowt him that can be intimidsting.
The man has almost supsmateral ek, has never had an nccident
ardd bias never been hurt by ane of his explosions. He dossn't fmst
assistants. and does all his work himself, He prodisces o small number
of “eustom™ explosives [or use on special missions, and will make
souped-up grenades and missiles for other membess of te compary,

Experience Level: fth level safecrncker'demalitions expen

Magic Knowledpe: Mone

Psbonic Powers: Mone

Combat Skills: Hand 10 Hand: Basic

Attacks per Melee: Three hand o hand aiacks,

Bonuses: + 1 io sirfike, + 2 to parry and dedge, +2 1o damage, +2
o rall with impactipunch, 4+ 2 1o poll punch.

Weapon Proficiencies; W. P, Blunt, W.P, Energy Rifle, W.F. Heavy.

‘Weapons of Mote: WI-GL4 prenade lnuncher, WI-23 missile louncher,
an energy pistol, newral mace, survival knife, 204 spuped-up plasma
grenades, 104 spupsd-up frapmentotion grensdes, 104 ypes of
fusion blocks {any rype) and 104 oiher explosives of choice.
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All the explosives he personally uses are typically customized 1o
inflict 50% more damage, For example: A plasma prennds that
normally docs 306 MDD, is modified o inflier 706 MLD. and bis
plsmn mind-missales inflice 1DGX 15 M.D. Spt. Grimabdi can caly
manufreire o few dogen improved explosives a week, so there will
never be more than 506 custom explosives on hand for use by ather
Fobat Contml members at any given time, Capiain Chen delemmines
which iroopers need the extra firepewer and Bsues them for special
nssignments,

Armor: Monni super-heavy losce-field: no bady armor,

Skills of Mote: Basic math 95%, ndvanced math 98%, elecirical cngineer
LR, mechanical engincer 94%, weapons engineer BR%, compaoler
repair B3%, basic radio 98%, read sensory cquipment 98%, piks
batile hover wehicle 96%, pilst jet pack 958%, pilet tank and APC
0%, chemistry 84, chembstry (analytical) 7%%, demolitions 28%,
demolitions disposal 98%, safecracking 8%, first aid 54%, weapon
systems B9, lieeracy 7%, photography 83%.

Deseription: A short, broad-shouldered and squat, bock-haired man
whee never seems (o appenr clean-shaven (etermal 3 o'clock shadow
even n few hours alter sleaving).

Grunt, The Giant

Cirunt is & Joran glant {sce Rifts Conversion Boak Cne) and a genius
among his kind. Hewon'reell whers be comes from, but he hns obviously
had & grear deal of experisnce with technology. There are many romars
abaul him, but the nwat prevalent ones suggest Grunt comes fom
Europe, where 3 secrel Jolan community is belping the Gorgoyle Empine
against the Mew German Republic, Anather popular rumor suggests be
wnce warked witly the nefariows Angel of Deach, Grunt neither denies
nar ¢onfirms dhe mumars. 15 asked, be savs nothing and waits for the
questioner to change the subject, IF the persom continues asking the
same question, be geis ansoyed, and most people know betier than to
amnoy 8 30 feat (6 m) wamior bristling with weapans.

The giant 5 cquipped with & custome-mnde power armas it that
makes Grant the madch of any known rabed. His specialty in the company
i5 the use and placement of heavy ondnance (missiles amd anillery)







against beavily armored targets. He has orgonized two squads of mis-

sibeers, all trained in ambush and anti-armes etics, Although an expert

in the use of missiles, whenever he gets the chance Grunt likes to

enpage in hand-io-hand combat, relying on his fnasty power anmar,

sirengih and skalls.

Alignment: Anarchist

Aftributes: [0, 12, M.A, &, M.E. 14, P.5. 30, P.P. 21, P.E. 2§,

P.B. 5, Spd. 17, Supematural sirengih ond enduranos.

M.D.C.: 70

Slze: 20 feet (6 m) tall, weighs 2000 Ibs (900 kg) and the armar is

amalher [od.

Age: BS vears old, looks to be about 40.

P.F.E.: 30

Matural Abhllitles: Nightvision 40 fi {12.2 m; can see in complete
darkness), resistant o megn-domage hestfire (akes holf damags
fmmune io normal fre). Matural aptitude for mechanics,

Disposition: Grunt is surprisingly civilized, but he has a condescending
arfitnde towards lumans and other “small™ hamanoids. He never
says 5o directly, hut there s always an understanding that e can
squnsh a human like a bug, so he doesn't take the “litle people”
all that seriously, He respects Captain Chen's expertise, but the only
people in the company he treats as an equal are Armak Chrome, the
only ope that Grunt coubdn’t take in o straight fight, and Luigi
Grimabdi, whoss skill with explosives he adniires,

Experience Level: aith kevel headhunter

Magic Knowledge: Mone

Psionic Powers: Mone, however he seems mysteriously impervious 1o
psionic mind probes and is +3 to sove vi patonic attacks and pas-
wesgton, Unknown to all bt Grene, his resistance o psiondes is the
result of a tiny Mindwerks implant; lusber cvidence that he is, or
was, somehow invalved with epemy forces in Europe. Unlike most
recipients of such implants, Grunt seems free of side effects that
lead 1o insanity.

Combat Skills: Hand 1o Hand: Expert and boxing

Aftncks per Melee: Four hord o hand atiacks

Bonuses (does not indude power armor bonuses): + 5 o strike, +8
to parry and dodge, + 15 1o damage, +35 to roll with impact’punch,
=4 o pull punch, +5 to save v4 paison, +35 1o save vs magie,
ared + 3 to suve vs horror factor, Also see psionics above.

Weapon Proficicncies: W.P. Energy Rifle, W.P. Energy Prstol, W.P.
Sword, W.P. Blunt, W.P. Heavy, W.P. Heavy Encrgy Weapons.

Weapons of Notet WI-GL20 Awomatic Grenade Launcher.

Armar: Giant-sized plate armor — 150 MLD.C.; also see his power
A, bebow.

Skills of Note: Basic radio 90%, radio: serambder 75%, detect ambush
0%, detect concealment 70%, tracking 655, land novigation T0%,
weapon systems B0%. read sensory equipment 70%, demon lore
£S5%, lanpuages include: TrolliGiant 98%, Gobblely 98%. Buro
Ril%, American T3%.

Duscription: A bronze-skinned giant humamoid with dark brown boir
ardl eyes and numerous scars, including signs of whippings and
slavery; he never speaks about thase.

Grunt's Power Armor — The Pulverizer

Grunt's suit of power armor came with him from Europe; it s @
custom-mede, one of o kind swit, Thiz 26-feot (7.9 m) fall monster will
be mistaken for a pgiant robot vehicle by anyone who docsn't know
about Grunt, The giant has decorated the suit with many spikes and
sharp edges on ihe elbows, foresrms, knees and feet. This makes it
even moe intimidsting, and puts Grunt ot an advantzage in hasd o band
cuinbl.

The suit has two mini-missile Inmchers on the shoulders and reo
wrist-moanted plasma gund. The only other weapon he carrics is a
Eitani plasma axe (in his quorters, Grunt bas mounted on & wall the
head of the Serpant Armor suit of the previous ane owner).

73

Model Type: Pulvesizer Mark [
Class: Ginnt Anmosedd Infaniry Assault Soit.
Crew: Ope.
M.ILC. by Location:
Bini-Missile Shoulder Lavnchers (2) — 150 each
Forearm Plasma Guns (2] — 80 each
Upper Arms (2] — 90 each
Laga (2] — 250 ench
Plasma Axe — 100
Head — 140
Main Body — 430
Marani Force Field — 260

Statisticnl Datai

Hekght: 26 feet (7.9 m])

Width: 13 fect (4 m)

Lengih: 8 feet (2.4 m]

Welight: 19 toms fully loadsd

Physical Strength: Equal to o P.5. 50

Cargo: MNone

Power System: Muclear, average energy Life is 20 years,

Weapon Systems

1. Mini-Missile Shoulder Lannchers (2): Mounted on the shoulders
e two siz-missile launch packs,

Primary Purpose; Anti-Persoanel, Anti-Armor

Sescomdary sz Defense

Mega-Damnge: Variea with missile type. Girunt always uses plasma

(106 = DBLD., o7 10 15 ML DY ifusing Luigi's specialty missiles).

Raonge: About one mile (1.6 m)

Rate of Firs; One a a tlme, o in volleys of two, foor or six,

Payload: Twelve missiles tolal; six per lanncher,

2, Plasma Guns {2): Wrist-mountad sherl-rangs beam weapans.

Primary Parpose: Anti=-Armar

Secondary s Anti-Personnel
Mega-Damage: 104 3 10 M.D. per shat

Range: 1200 feet (245 m)

Rate of Fina: Standard

Payload: Effectively unlimited

3. Rittanl Plasmn Axes A double-bladed erergy weapon used for closs
cambat. The giant weapan can be energized to cut through 1argets
ar fire n shart-rangs burst of plosma twice per meles (each blast
coais 88 one meles action],

Primary Purpose: Assault

Weight: 20 Ibs (% kg)

Mepa-Damage: 104 % 10 M.D. per plasma energized sirike, 1043 10

M., From enecgy Bast, or 104 M0, a5 & Blunt wenpan,

Rate of Fire: Equal to number of combined hand to hand attacks.

Maximum Effective Range: Close combat o plasma blast 200 £t (61 m).

Payload: Effectively unlimited (taps inte the power supply). An haur™s

lifie from a standard E-Clip; the damage inflicted is half and it can only

fire o todnd af iz plasma blasts,

4. Hand to Hand Combat: Rather thon use a weapon, the pilat can
engage in mega-dnmage hand 1o hand combat, Ses Power Ammar
Combat Training.

Restrained Punch: 10642 M.,
Full Streagih Punch: 30646 MDD
Power Punch: 106 10+ 10 MDD
Klck: 406 M.I,

“Tinker Bell” Eowyna

One of Robet Control™s earliest missions ok the company near a
forest inhabited by facrie folk (ee Bifts Conversion Book Ome), As
ane might expect, the company was beset by practical jokes and magic
at the hands of the faeries, Captain Chen wisely ordered her troops not



1o fire upaean the faerica and te tolerabe their pranks nod harssment. She
male nn effart o communicate wiih e liide creatures and mannged
1o speak with their leaders, Chen bod heard many tales aboul faers
falk, so she was canslul not o cai any of their food, or make any of
the mistakes which the Litle Peaple might want to punish. Throogh a
combination of diplomacy, and a pocket full of chocolate candies, she
negodizted a fzerie truce and safe passage for the company, A silver
bell facrie called Eowyma was nssigned to be their lisison and guide.

Ecwyna was friendly, but curious about humans and their machines,
The silver butterfly winged woman apprecinted that Capeain Clen tried
tor answer all her guestons as best she could and never med to frick
or harm her. Most surprising of all, the tiny creatune struck a chord
with Arrak Clhrons. The eyborg hod never ssen any crentuse a5 happy
nred corefree os Eowyna aml che was fascinated by the hoge, shining
meral-man. The two become fast friends, Consequently, it was m
surprising that Bowyna 1old her people she would be accompanying the
humans on their adventures beyond faerie lerrioey.

Al first Captain Chen and the others were wormied about having a
foerie join their moks and the mayhem she might cause, However,
Eowyna has shown great self-comtrol, is o reliable eammate and proven
herself 10 be a valeable asser 1o the company. She serves ns o scout
and coamer-miagic specialist, She knows the wildermess well and can
travel silently and wsually unnoticed, as well o5 squesze into places
mich 1o small, narrow, high or dangerous for big folk. She also kpows
all aboul facrie lose (has coanections with other foerie folk) and her
fueriz magic is a fommidable determenl against encmy magicians, dmgons
and supernatural forces, She lives in Chrome's tent and irusts only bim
and Captain Chen. Al etlser "big folk” are viewed with suspicion.

For the fazrie, the company’s husiness is nething moree than a highly
amusing pame. This is only 8 sher-term interest for Eowyna, but
“shor-derm™ for the mmonal cosature could be decsdes, or even cen-
taries!

Full Mame: Eowyna

Alignment: Annrchist

Attributes: 10, 14, MoAL 11, ME. 8, P.5, 5, PP, 1T, PLE. &, P.H.

24, Spud, 13 nanming amsl 15D Nying.

M.IDLC.: 30

Siwe: Six inches (0015 m) tall and six ownces (0.17 kgl

Age: 71

P.P.E.: 300

Dizposition: Like many faeries, Bowyna is cute and charming, but bas
an alien moerality, She is ot cruel or murderows wowands humans,
but cares very litde for mest of the “big folk.” For her, combat is

n Fum pame and the diens or hundreds of men amd women who dis

in the “game"” mean nothing to her, She genuinely does care about

Captain Chen and Acrrak Chooaws and will fight to the death 1o protect

ard help them; their desths would salden her as much as if ose of

ber kind had died and she will almest centainly seek revenge agninst
thiise Tzqmnxihle.

She is faisly good-natured and won't hurt people or propenty
imosly beeuses she knows ber two Friends wouldn't approve), but
she is & proctical joker which does irilate many of the mercenaries,
OF eourse these who complain and profest the lowedest are her most
frequent targels. Those who take ber jokes in good humor are the
lenst aften victims and are considered by ber with higher regard.
She loves wo play, dance, sing, iell bad jokes, ent swests, and loves
to listen o stories arud waich comedy lilms (the Three Siooges ane
lwer absolube favoribes),

Apainst enemy troops, Eswyna shows ao mercy. She has been
known fo leave nomesous “pranks” of enemy encampments, many
of them quite lethal, and takes preal delight in inflicting chaos,
confusion and denth, On severnl occasioms, she has jomed forces
with Luoigi Grimaldi {who she iz peiting 1o like) to prepars
minigturized explosives for ssbolage and surprises for unsuspecting
fioes,
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Expericnce Level: 3rd level Silver Bell Faeris

Magle Knowledge: Has innate magic powers, requiring a saving throw
versus magic af 14 or ligher and has a spell strenpgih, durntion and
range cqual o a [0th Jevel wizard, Her spells include befuddle,
charm, love charm, sense evil, wind rush, tongues and the faece
ilance,

Pslonlc Powers: Mone

Combat Skills: Matiral

Attacks per Melees Three hand 10 hand antacks per melee or fhree
using miagic,

Bonmuses: + 3 to strike, + 3 to parry and dodges, + 5 to parry and dodge
while Aying, + 2 to roll with impoctpunch, +2 w pull punch, +2
[ EEVe w5 poison, +2I 10 aave ve magic, +2 o save vi patoaica,
+ & o save ve hormor foctor,

Weapon Proficiencies: W.FP. Archery and @rpeting

Weapons of Mote: Foerie short sword (inflicts one 5.1D.C. point of
damage, plus can megically moke victims sleep for 206 mizlees),
Fazrie bow (wrrows do 1 5.0.C, damage, plus have o comtact palson
thai inflicts 206 5.0.C, additional damage to humans and animals
and 106 M. 1D o mega-damape beings]-

Armor: Like most Foeries, Eowysa dossn’t wear nrmor, however,
Trader Joe has fashioned o tiny force-fiekd belt for ber. It works
like oll Maruni force Delds, Bat it only provides 30 8M.1D.C. woeak
of prowsction for four hours of constand wse.

Skills of Mote: Speaks Faerie and Gobblely 98%, Amencan 75%,
identify plants ord fruits §0%, land pavigation 32%, wildemess
survival 90%, preserve food $0%, frmck animals 32%, facric Jore
W, sing $5%, dance 9%, prowl T2%, climb 60%/ 3.

Description: A tiny, benutiful, pale humanobd woman with golden hair
ond white wings., Her volce is excrucintingly beautilul, epecially
when she sinps. Mone than ene enemy sentinel his been lured away
fram his post when atracted by that voice.

“Trader Joe”

Naruni Sales Rep

Maruni Enterprises is a transdimensional arms merchant whe sells
its wines throughout the Megoverss (see the description in the cquipment
exotion), “Trader Joe” (his real name s Ui-Monni) is one of many
parinees involved with Maruni Enterprises. He is a Hue-skinned D-Hee
skilled as & weapons dealer, making him a combination of soldier and
salesman {some might say con-mean), He is o weopons expert who
knows Tow o use bigh-tech armaments of all kinds and handbes himzelf
well in coanbat. He is amazingly knowlsdgenhle of the weapons be
sells and is able to rattle off sitistics like a compurer. He is also well
versed in Kiltani and Splugenh weapon systems, and hints that he's
been on the receiving end of both, From his inferences, be hos seen
his share of war, including encounters with the Minions of Splugorh
(seeming 10 lend credibalivy 1o g being one of te good guys).

The meercenarics al Robot Control actually koo very litle about
Joz, Marumi Brlerprises, or his homeworld, In an unesoal display of
trust, Captain Chen hos sccepled Trader Joe af face volue and cul a
luerative armd and finaneing deol with the alien. Whea Trader Joz med
Capiain Chen, he decided her company would make an excellent sho-
case for Maruni armaments. He spoke with his superiors and convinosd
them b fund the mercenarics by providing them with start-up capital
and milliens of dollars’ worth of Masani Enterprises weapons and veh-
icles. Fusthermore, the mescenary company can purchase additional
armuniticn, weapons and equipment at cost,

Trader Joe was ordered to pccompany Rebol Control as a echnical
pdvisor nnd subes representative, Pan of the denl with Eobot Comtrol
was 1o allow Toe to sell Maremi wares 1o prospective customers, It stands
b reasan Chat those who hire mercenaries are also likely to nesd or
want weapans themselves. Whesever the compony armives al & new



communily, Joe pays a visit to the Jocsl government and prominent
citizens i pitch his prodiscts. Mose ofien than not, he comes away with
# sale — esperially when Rebot Control las won & battle using Narunt
weapans. He has learned, however, never o et his business interfers
with Rabot Control's operstions. So far, the relationship between Robat
Control and Marumi Enferprises has been amicable and profitable for
boith sides. Whatever his full origins nnd intentions, Captain Chen and
her mercennries place their sttemtion on the business of war and don't
wasle eoergy wondering if their Debes ally has ulterior motives,

Trader Joe's primary purpese i3 10 evaluats the resources of Eorth
s itd potential for Maruni Enterprises’ expansion. He is o collent
infelligence information regarding the culbures, inhabitants, ond tech-
levels and idendify potentinl enemizs, He first approsched the Coalition
Stnles, bul was rebuked and barely escaped with his lifie, He then cams
porass Robat Control amd made armangaments with them,

Jies= 15 fascinated by Rifts Eanh. The fact thot the planet s mode o
less connected 1o hondreds, maybe cven thousands of other worlds
msakes him salivate #t the possibilities Tor Earth o becoms 8 major
trarsdimenzional trade center. Trader Jor envisions a future Earth with
haxurious, enormeas cities where traveless from thoosands of civiliza-
toas o for tourism and trade, He believes that te misture of magic
and techoelogy will eventually result in something grenter than the sum
of its parts. OF course, he's sure that the frsr bepeficiary of all this
will e the weapon business; Naruni Enterprises, specifically. OF course,
sach a tmnsition is likely w be violent and costly in lives ond maoney,
bat it would be worth every sacrifice, Gi.M. Mode: He speculates that
na bess than three ar four “world wars" will enopt over the next century:
Eurcpe will most likely be the site of the first ope, followsd perhaps
by & conflict between the Cealition States and any number of encmics,
from vampires or Atlantis oo sonss new threat from anather dimension,
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Mode: Joe's mmce s called the Uieni; minor shope-shifters with some
peionic abilities, Their average attributes are listed in parentheses and
can be used as an eptonal B.C.C. Tt is inevitable that ether Utend will
come 1o Earth — it's just oo valuable for the dimensional merchanis
to ignore, See more defails nbout Maruni Enterprises in the equipment
section,

Alignment: Unprincipled

Attributes: 10, 17 (306445, M.A, 19 (4D6+2), MLE. 14 (306 + 2},

P.5. 16 (3D6), P.P. 16 (3DG+2), F.E. 15 (3D6+4), P.B. 18 (3D6),

Spd. 14 (306D,

Hit Points; 38, S.0.C,: 350 {104 2 100+ 20, in addition o 0.C.C,

and skill bamuses).

Sire: Six feet (1,83 m) tall {in homanoid form), 210 ths (94.5 ke).

Agper 120 (The life span of the average Uteni is 500 wenrs),

P.P.E.: 30 (1D 2 10}

Metural Abilitles: Limived shape-changing. The Uteni’s natural appear-
ance is that of a hasrless, light-blue biped, about eight feet (1,44
m) tall, with thin ond spindly limbs, huge eves and 6o mouth or
nosa {ihey breathe theough their skins), They can, however, aller
their size and fentumes fo these of any biped from four to nice feet
tall {1.22 io 2.74 m) (their weight remains the same), They canpat
simulate body hoir, and their skin color always remains the same,
Blue. It is possible that they are distont cousing 1o the Palladicm
changeling, but this 15 not likely.

Disposition: When he is trying 1o sell something, whether it be an idea
or a weapan, Trader Joe s exiremely outpoing, talkative, and
frizndly, Ameng people whe know him, he s a bit more priveie,
gpeaking only when he has something useful w say. Joe is officially
an “advigor," bt e always joins combat operations whenever he
con. He enjovs combat and loves weapens, Caplain Chen allows
fuien oo cake many risks, but she won't permit him to be io the fromt
limes — he"x fo0 valusble o lose.

Experience Level: Tih leve] Alien Merchant/Soldier

Magic Knowledge: Mone, The Utend know about magic, techno-wizar-
dry nnd bio-wizardry but tend o avedd magic and megic ikems,
relying instead on equally powerful technobogy.

Psionic Powers: 33 L5 P, and knows object rend, mimd hlock and
speed reading. ANl Uteni ane minor patonics with 106 = 10 L3P,
(plus 106 per level of experiznee) and can sebect thres powers from
one of the psaonic categories of healing, sensitive or physical,

Combat Skills: Hand to Hom: Expen

Aitacks per Blelee: Thres hand to hond attncks

Bonuses: +2 o sirke, +3 o parry and dodge, +2 o mwll with
impuctpunch, +2 to pull punch, +4 10 save va horres Factor (all
Ureni ger o bonus of 106 o save vs HF).

Wenpon Proficiencies: W. P, Energy Rifle, W.P. Energy Fisiol, W.P.
Heawvy.

Wenpona: Like a good company man, Joe only uses Naruni weapons,
and uses them well, He has aocess o every ilem sold by s company .

Armor: Camoeuflage varisble armor with built-in super-heavy foree
field (2000 WL polaly BO from the armer plus 130 for the foree
fizld).

Mote: The Uieni can be any of the following 0.C.C, 52 Bounty hunder,
farger, freelonos spy, muaster assassin, safecracker, smuggler, profes-
shonal thief, special forees'military specinlist, headhunter, ar any scholar
and sbventurer class, They tend o aveid magic, chemical or mental
augmentation, ond full Benic conversion, but love cybersetic implanis
and pariial reconstrection.

Other Personnel

In nddition o the key charsclers described o detail, the following
troops are menbers of Robot Control,
& |0 Headhunters, bevels d-6 (all have combat prd piloting and power
armoar basich,
& 14 Wildermess scoits, bevels 3-6,



combalants,

24 Special forces soldier, levels 5-6 (all have Power Ammos Elite:
training).
10 Full conversien bergs, levels 4-6,
10 SafecrackersDemalitions Experts, levels 3-7,
10 Vagubonds, levels 2-4 {light infaniry].
4 Mind melters, levels 1, 24 and 5.
4 Uheni Smupglers, levels 59,
2 Uteni Operators/Mechanics, kevels 4 ond 5.
2 Myatics, level 3 (nmagical weam, recent addition b the company].
2 Buper spies, levels 3 and 7.
Total Personnel: 100-120 combat troops, plus another 120-200 non-
mcliding family members, medics, maintmance and

athers. About WF% hawe wams combat training (Hand wo Haed: Bosic,
and oae or two WP s, level 1-3.

Weapons, Equipment and Resources:
Standard Issue Weapons and Equipment

ME-10 Plasma Cartridpe Rifle or o 'TX-30 Triax Ion Polse Rifle.
12 Flnsmin Crrenssles.

I out of every four men is alse issucd cither o WI-15 Missile
Launcher, or a WI-GL4 Grenade Launcher,

Body Armor; Light Infantry Uniis are given Urban Wamor ammor
(ML, 500 with buili-in Light Force Field (M.D.C. 350, Elite
units are isswed Camowllage Variable Armor (M.DUC, B with
buile-in Light Force Field (M,I.C. 35).

MIG-52 Rasic Survival Pack.

Transport Vehicles

20 Moamainesr A.T. V.5 with nuclear engines. The vehicles have
ME-20r machinsgans in swivel mounts,

3 Mounininesr A, T.V.5 convenied into passenper vehicles {carge
bodd mow has scats for an ndditional 15 people, for a total of 20
p:q:ll: Ter carl.

10-12 assarted vehicles, from matescycle-pulled wapons to civilian
5.0.C. rrucks: these vehicles corry many of the non-combatants
and camp-fllowers,

Combat Vehicles of Note

10 Maruni OMAY Combat pods (605 chance that | D of the combat
pods don't hove Destrucin-Drones because they haven't been fe-
Maced yed).

12 WG-EX 10 Combal Exp-Skeletoms.

& ME-PA1Z Mecha-Enight Power Armor with N-Z0B Medimn
Foece Fields |+ 60 M. D).

Adventure Ideas

Robot Madness

A rabot factory is taken over by a supematurad or alien foree. The
being takes conral over W0 obots st the factory and condinues
producing rabots while its mechanical slaves spread termor through the
peighborng arcas, Bobot Control is called 1o deal with the problem.
Possible miveniure hooksicomplications:

ARCHLE. 3 {see Rifts Soorcebook One) hears of this “robos
revolution'” and sends Hagan and & smnll robot ommy of its own 1o
investipate, They may either jan Torces with or destroy the new rabod
Beader, This may lead o a threg-woy conflict.

The player charncters were in the factory (maybe they wanted o buy
something) when the robots went berserk, Mow they and a handful of
survivors are trapped, sarrounded by murderous machines, Bobat Con-
el makes contact with them (maybe throuph Eowyis) and iries o
coordinate their effors to stop the threat.
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The alien force ihat takes over the factory is actually a Mechanoid
Omcle and three Brains (see Rifis Soorcebook Two)! These
Mechanoids are trying to retanl the Foctory to start producing alien
rabos, Mearby may be a larger force of Mecharoids and!'or their robods,
They may be trying to sscune the area or are beaded for the factory as
rednforcements. If the player charciers andior BEobat Control does nit
take he factory quickly, they wall have 1o fight on fwo froais.

Spies, Spies Everywhere

Somebody has hired the player characters 1o poss &8 Mercenariss
looking for work in erder to infiliraie Bobal Condrol. Their mission
can he simply w abserve the growp and send back periodic reporis nbout
the mercs and specifically the ones called Trader Joe, Arrak Cheome,
and Capiain Chen, Or the mission moy inchude nets of snbatage ancdiar
the capture amd interegation of Trader Jos or one of the other Uiend
D-bees amomg the mencs,

The employer can b agents openly or secreily represending Momhem
Gun, Wilk™s, Iran Heart, Triax, or the Coalition Staces, Poasible adven-
tune hooka'complications:

Cne or more other spaes have the same idea ard these forces clash.
thaps the NPC spies steal the captive awny and Robot Control still
thinks the player charmceers re responsible. Our adventuners may find
themeelves rying o hunt down the MPC spizs 0 recoplure the Ulend
while Robot Contrel 18 ryiog o hoet tem down,

Anocaber similar twist is that the MPC spies are really assassns and
kill thesr caprive. The plaver characters new have to find the killer{s)
b prove their innecence or face the wrath of Robot Contrel!

Doubbe-Cross Bun-Around! Cur heroes” employer has hired them b
capture and bring Trader Joe or coe of the olber Uleni o them for
questioning, They ore assured that no harm will befall the Ueni and
that when they are done with the captive, the group can retum him to
Bobat Controliset him e, The player group is sweeesaful, bt iben
things tuen sour. Their eoplover ushers the Uteni away for questioning;
they are nol allowed 10 pariicipate and may be disiracted by an im-
proaupiu celebrotion of their suecess or the matter of their payment plus
a bomus. Our heroes ger pald, but afer 3 while, an agent of their
employer thanks them and tells them tey can go — their job is done,
When they ask about their captive they are told not fo wormy abouwt hom
and beave. IF they push the mater or perform a covern investigation,
they'Il find 1he chamcler is gone (perhaps dead if & Uienl otlver than
Trader Toe)!

They olzo diseover that their employer was not a concemed citizen,
gowernasent or friendly competitor, but really the Coalition States! Thiz
can Jead to o multitede of conflicls and encourters with bath Bolat
Contred (whe demands they ped their man back or ELSE! They'll send
ane of thair key members and a no-name mers oF two 1o keep an cye
on ihe group) and the Coalition! Afier several encounters with O5
trovpatspies/ollicers, it becomes clear that they don’t know anything
abaut it, After o dongerous wild goose chase, our heroes discover that
they were plaved for bigger chumps than they originally realized. The
C5 isn't respensible! The Splugorh for osher deadly power of the
G.M."s chaice) is the troe culprie. The real villain implicated the Coal-
itben o dispuise their rue nobure nnd o instigale mane animosicy between
the 8 amid Rohol Conrrel and the Uteni.

If ihe villain is the Splugesth (see Rifis Atantks) the player characiers
and members of Bobot Control will find themselves hghting a variety
of different minions, Furthemmoens, sy may find themselves following
a trall east and fighting fime b rescue the caplive before Minions of
Splugorth can take bim w Atkantis! Depending on where this trul leads,
the player proup may find themselves facing confrontations with the
Federation of Magic, bandits, B-bees, and even A RCH.LE. 3 or hiz
minions, 1F the 4.8, wants w0 get really wild, the Splugonib team may
be ambushed and the Uieni coplured by vel another party, like o
Mechanaid in oeed of repaichelp, & small, bostile kingdom whe seeds




an operator to repair their equipment, dragon, demon, or even the
Coalition, who have seized the Uteni for questioning ad termination!
Did the Minions of Splugorth get desiroved? If not, or if a survivar is
jodned by reinforcements, they will also try to recapture the prisoner!

Hunted by Bobot Control! Regardless of what transpires, the mercs
=i Robot Control are not going to let ane of their own get kidnapped,
fuert or killed witheus finding these responsiblz and make them pay or
make restitution! Being hunted down by members of Robot Control
can ke frightening and dangerous, Ecwyna may call wpon other Faeries
to help (including the ugly and mean fypes) and Eay traps. Oaher team
members may seek revenge in blood, IF the characiers get caught and
can'l o 1o some undersdanding, they will be stripped of their weapons
{armar 1007) and intemogated, Depending on how things go, they may
be set free ofter some humiliation or torure (weapons ane nof likely to
be returned), bearen wp and left for dead, or sent back o their employer
with n message (and maybe n hidden bomb). It is also possible that
Rabar Control will convinss the player choreters that their employes
is the real bad guv. This could lead to conflicts with their employer
and pet the characters o join Robat Control.

Armageddon Unlimited

A. Sponsorship: Demonic {sqaal to 3 major world power) O Paoints
E. Chatfits: Specialty Clothing 20 Pasts

C. Equipment: Magic Techaologies 40 Points

0. Wehicles: Combat Cars 200 Pauts

E. Weapons: Advanced Weaponry 20 Foimts

F. Communications: Full Range System 15 Points

3. Internal Security: Paranoid 40 Poiols

H, Permeznent Bas=s: Mone 0 Points

I Intelligence Resources: Psionics and Mogic 20 Points

I. Special Budget: Small Potatoes 15 Poirts

K. General Alignment is Evil: Miscreant or Diabolic 0 Paints

L. Criminnl Activity: Psychic Enforcer 13 Painls

M. RepatationCredentials: Known 10 Paints

M. Balary: Excellent Salary 20 Poinis

Total Points Spenst: 235 Poinls

Sire & Orientation: Free Company that's a “front” for a demonic power!
SpOnsoT,

Armageddon Unlimited is building a reputation as a mefccnary com-
pany that gets the job done. What people don't hear much alspui is
whal happens to the majority of the clients who hire them. Just nboul
every conflict that invalves Armageddon Unlimited is the site of mors
destruction and hloodshed than anvbody could have foressen. The
dinbalic mercenaries commit one atrocity afler the next, all the while
insisting to their employer that fear, cruelty, savagery and destruction
are necessary to pecomplish the job. Many of the kings and government
afficials who lave hired Armageddon Unlimited have gone insane,
committed suicide, were un out of town, or Become murdsrous CYrants.
These tales are laughed off by the mercenaries os outrageous lies created
by their competitors, Most potential employers dismiss the tales and
focus on the fact that Armageddon Unlimited has an impressive recoed
of wins and no losses, Sadly, the employers don’t realize that while
they many win the war, the cost in lives and morality may cause them
ey bose their wery souls,

Armageddon Unlimited is nat a largs company, but its technological
and supematurnl firepawer are the equal or superior to almost any army
oo the coptinent, As the company's reputstion sieadily grows, they
sternct more clients whom they can bead 1o ruin, Unknown 1o any, this
patfit is the creation of the demomic Persian “god” Ahriman (see Rifts
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Conversion Book Two: Pantheons of the Megaverse). The evil god
delights in perverting the innocent, twisting good intentions and eormpt-
ing all around him, He has established many mercenary armies of
destroyers and corrupeors, this is just one of them,

These dimension travelling meroenaries wander the Megnverss, look-
ing for conflict and sprending ruin as they go. In some dimensions,
thess beings have caused the collapse of civilizations that have existed
for eons. Their arrival on Rifts Eanh is no accident, but an intelligence
prabe for a pessible transdimensienal invasion. The demonic company
comtinually reports 10 Ahriman, telling him about its findings. For the
fimne being, they are operting mainly in the wilderness of southwest
Americn, Mexioo and western Canada. They try to avoid contact with
the American midwest, which is dominnted by the Coalition States and
other pawerful nations, The fear is that their true inhuman natare might
be diseovered and cause their undoing. However there has boen some
discussion of offering their services io Tolkeen, the independent fledpl-
ing nation beset by the Coalition, 1l Tolkeen shauld accept them, they
will appeal to the people’s hatred and fear to escalal the war. An
all-out war will mean bloodshed unparalleled in C8 or Telkeen history!
The demons hope that the war will weaken the Coalition who the mezes
see us their only real competition (they underestimate Lazlo and others).
Depending on the circumstances, desperats authorities might maks 2
denl with tsese devils, Only ime will tell,

Tactics

In bartle, the company goes for speedy, overwhelming attacks. They
wse intimidation, lesleorruption, subterfuge, spies, and assaaination
to do as deadly a job ns any weapon, Exercises in bastality, treachery,
deception and magic are commenplace. For example, there have been
many oceasions when the demons have negotiated an enemy”s surmender,
only o masesere the soldiers after they Inid down their weapans and
slaughter defensless civilians af the slightest provocation, They also
like 10 engape in seiting traps, ambushes, and spying.

Ursns and the minlons of Armageddon Unlimited ane clever, decepive
instigators, skilled a1 fanning the fires of hate and fear. 1t is not uncom:-
mon for a friendly, “impartial abserver™ from the company to whisper
inflammatory words, observations and suggestions into the ear of angry
warriors and kings. They suggest murder, hiackmail, torfure, and bed-
rayul. They supgest strategies and tactics to assure one's power o
welfare a1 the expense of others, Things Iike:

“You could ignare it, but I think they'll see your =clipns as o sign
of weakness. | know [ would .. if I didn't know better. Just the other
day, [ overheand some enemy sabdiers laughing abaut how they showed
you, How you'ne ton stupid {or cowardly) to dare retzliate. They snid
you were washed up. A has-been whose power i5 slipping through his
fingers, and too fecble to do anything about it. One even suggesied
that old nge hns made you soft. A cowand, C well, you're probably
right. I°s best bo ignore them.”

O semething more direct like, “They despise you. They think you're
weak! A cownrd! Destroy them! Show those worthless D-bee s
{or humans, or whoever) your strength. Show them your righteos
anger {or justice). Make them grovel at your feet and beg (o mercy.
See if they mock you when you bold their lives in yaur hands, Yialencs
is nll these vermin know! They live like animals, spreading their filth
and pestilence. Destroy them!! I'm with you! Say the word and my
legicn will ride down wpon them tonight!! We'll t=zch them a lesson
they’ll never farget, Show them who halds the reigns of power! You
must, or you'll never know peace and your people will suffer for it.
My god, man, is there any other alternative? No! What do you say?
Let me do this for voa. It will be an honor.™ All too often such words
les=d 10 camoge.

Ancther one of Ursus' tactics is to send agents and monsters into
peaceful regions, pretending o be members of an enemy foros o st
up trouble, They may even destroy an entire village and slaughter all




its inhabitants, making if Jook like somebody else was responsible.
Thess wecrel agenls also perform crimes, acts of snbodnge, and altsck
or murder key (ideally beloved) figures, again always careful to impli-
cate other (inpecent) parizs, When emotions are at a breaking point
and the peaple belipve they are under siege by an enemy, o7 o genuine
war erupts, Armapedden Unlimited “shows op™ o offers its serviess,
=4 timely coincidence™,

If these monsters bave any weaknesaes, s that they tend o undere-
stimate human opponents, revel in deception (that sometimes tps theis
hond}, engape in prediceable acts of savagery, and rely oo mech on
the use of magie, psionics, their supernatural abilites (which alse reveals
their identity as demonle flends),

Company Colors and Banners
The coanpany s symbol is a siylized flame, with aneye in the middle,

(General Ursus

Major Demon, commander-in-chief,
servant of Ahriman

Ursus is an ancient demon; he was a chief among Ahriman's hordes
when the dark pod rose up against the Gods of Light, eons ago. Aller
an epic war, Ahrimon, Urses and his Fellow monsters were defented
andl imprisaned in a small dimension, For cenuries, Ursus raged, con-
sumed by hatred o all living things, Frosroced nt being unable to
sirike ot an anybody (besides other demoens, of course), be teetered on
the brink of insanity. Bventually, Ahrimon was finally shle o weaken
the dimensional prison enough Fer some of his minions fo escape, Ursos
among them.

For humdreds of years ey have mun rampant throoghout  the
Megaverse, Gathering new recruits and huilding demon legions 1o cause
mayhem wherever they go. The legion of supernatural terrors utder
Ursus’ command is Armageddon Unlimiied. The ootfit is composed of
so-called demons and Block-henned humans amd D-bees from across
the cosmos, Althowgh Abriman remains trapped in his dimensienal
prison, he is able 10 communicate with bis minions and it is he who
lexs sent them to Earth, Their assipnment s 1o wock “undercover™
ipretending tr be [-bees and bumans) o leam as much as they can
nhout the peliticnl, social, military and magical climate of the planet,
Their sccondary purpose is o explore the secrets and potential of ley
lires nod dimensicnal rifts {stone magic and pyramids will be of great
interest), Ahriman hos repsaned that if any weeld affess him the means
b escape his prison, it iz Earih. As obways, the demanic mencenaries
fre i et s 2 force of chaos and destroction, cavsing confusion, dissen-
glon, &nd lelp trigger wars ameng the planet’s inhabitanls.

In the five manths that Armageddon Unlimiied has been in operation,
Ursus has leamned a lot about the new planet. He keows abour the
Coalition States, thele beaders, and their conflicts with Tolkeen, The
Federation of Muogic, ond others, Emperar Prosek and his son will be
ideal pawns for Ahriman, although their paranoiz abowt magie and te
supematural actually proiccis them from any direct confact with the
demons. Ursus alsn has leamed abouat otleer forces on the planet, includ-
ing the Splugorth, xiticix, parpovles and vampires. The existence of
the Vampire Ringdoms is especially Inoiguing, since Ahriman has
frequently allied himssIf with the undend. Ursus has only skerchy details
ahout England, Barops, Africa and other continents

For the time being, Urses knows he's only a minor player in the
world's affales, but that may change in a few years, Meamwhile he
enjovs playing his disholic games and infliciing unspeakable tworment
o these foelish ensuph to enlist his aid,
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Full Mame: Ursus Ahrhl
Race: Dysasha demon, an ancient, conine cousin o the raksosha, bl
nearly extinct, Most dysashas were slain during Ahriman's last great
hatils with the Gods of Light, Unly a hasdful survived {less ihan a
hundred? and mast of those are imprisones) with Ahriman.
Mote: The number of dice o roll and create other NPC dysashas are
listed in the parentheses. These characters are not generlly suggested
as player chamcters but make great villains, 1f a player character who
is of a good alignment or who associates with good charcters, hefshe
will be comsidered a trabior by other demens in general and hoted and
hunted by the minions of Ahriman.

Alignment: Disbalic (typically anarchist or evil)

Attributes: 1., 17 (306421, MLA. 22 (306+9), MLE. 1T (4D4],

P55 40 (6D6+ 103, PP, 20 (D640, F.E. 24 (3449, F.B. 5

(20, Spad, 60 (204 = 100; supemntural strenpth and endurance.,

MLDGCas 3500 (1R 2 1M 4 300

Horror Factors 14

P.P.E.: 400 (1D = 16

Kize: 7 feet (2,13 m) in human farm, 13 feet (3,96 m) in his natural form.

Aper GO years (average Life spoan 12,060 years)

Matural Abilities: Mightvision 200 f (61 m), see the nvisible, tom
invisible at will, keen vision ond hearing, swim 8%, climb T8%,
bin-regeneration 1D6 3 10 M.D.C. every minule, resistant to heat
ared fire (does half damnpe), teleport self 62%, dimensional telepont
0¥ (only 1o Ahriman’s dimensionnl prison from which he may not
be able to cscape agnin,

The creatuns can shaps change of will o any human form (ool
humanaid D-bees). Even in haman shape the monster has unosually
large canine fangs, sonds 7 Feet tall, and ibe eyes fum blood red
when angry or upsel.

Disposithon: A cool, calculating monster, very good af guessing what
humans desire, oo think they want ar need. He always seems conli-
dent, strong and in control. He rarely yells or loses his temper, and
almast always has a sadistic smick on bis face that suggests he knows
i szcret or is completely in control, Even under siressful situations
he speaks in o guiet, miderate voice. His npparent strength &nd
comfidence only adds to his prwers of persuasion. He is quick 1
offer onything he can o cormupt, confuse of inck otbers,

His meinions are terrified of hing, Because he can commit atrocities
withaut blinking and remain as calm ard collected as always. Ursus
iz & fearsoome warrior, ot e prefers bo Jet his underlings do most
af the fighting; he fezls he's paid his ducs. The demon is nol & great
military strategisd or tactician, but his cunning, ferocity and savagery
has serves him well,

Experlence Level: Equal to a 6ih level bey line walker (dysasha are
typically 204 level ley line walkers or wizards),

Magic Knowledge: All ley line walker powers. Knows all spells from
levels 1-3, plus astral projection, blind, fool’s gold, magie oet,
domination, horefic ilusien, compulsion, animate’'control dend, and
metamorphosis: human. Like their mksosha cousing, the dysasha
lean woward magic of illusion and deceplion.

Psionic Powers: 150 L5.P.; major psionic. All dysasha have all sensi-
tive powers and 406 = 10 L.

Combal Skills: Supematural/Maturl

Attacks per Melee: Five hand to hand or psychic attscks, of two by

MAgIc.

Bomuses (does mod include attribute bonasesh: -+ 3 on initiative, +3
to sirike, +3 10 parry and dodge, +3 o mll with impactponch,
+3 o puall punch, +6 to save vi magic, +3 to save vs psionics,
+ 4 b snve vs horros factor, +6 to sve v illuslons,

Damage: Five hand to hond sitacks:

Restruined Punch — 6D6+ 20 5.0.C.

Full Strengih Punch — S04 M.I,

Power Panch — 106 = 10 8.0 {counts as two meles allacks)
Claws — Add 306 M.D. to panch damage whenever the monster
assumes his notural form only.
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Bife — 4006 b0 (half when in human Ffoom)

Elick — 5D6 M.ID.

Leap Bick — 104 = 10+ 6 M.D. (counts as two melee aniacks)
Bear Hug or Flip'Throw — 306 M.D. per hug or throw, plus the
vielin loses initintive and one meles nction.

Weapon Proficlencles: W.P, Energy Pistol, W.P. Energy Rifle, W.P.
Sword, W.P. Blunt.

Weapons of Note: TX-3 pump pistol, plasma ejector, and a laser pistal,

In combat, he peefers heavy wenpons (loves Mamini and Kittani

itemns), but his favorite weapon is 8 greates) rusd WERpon; o giant,

dark erimson barile axe with the following powers,

All the standord rune weapon abilities, indesiructible, etc.

103 14 with a dinbalic alignment.

Damage: 506 b.D.

D¥mension warping (same as a 10th level spell): Telepart lesser,
teleport greater, mystic portal, tme hole, ond sanctum, Each can
be cast three times per 24 hour period,

»  Healing ahilities: 206 hit points and 5.0.C. or 206 M.D.C. six
time per day, plus remove curse (565%), tm dead (55%), and
animase and command 2D6 dead (64% chance of success), each
four times per 24 hawr period,

Armor: Dend Boy armos (M.DVC, B worn for show,

Skills of Note: Dmgonese/Ell, Euro, American and over 20 other Earth
langunges (many of them extinct), all &t #8%. Detect ambush 585,
detect concealment 34%, tracking 89%,

Character Creatbon Skill Motes: A dysasha can select a wodal of 12
akills from the following categories: espionage, technicnl, mgue,
wildemess, wenpon proficiencies, and science: basic math only,
plus spenks six languages and can leam four new languages fior
eviery thousind vears of exisence.

Description: I humanoid farm, Ursus is a large, heavily-muscled man
with Block hair, canine feeth, dark tanned skin ond glowing ned
eves. His troe shape is that of a bear or canine humanoid with
hlood-red claws and large canine fangs. The crenture i5 a distant
relative of the tiper-headed rakzashn.

Charncter Mote: The dysasha wend 1o be more phyaacally powerful,
bloodthirsty, aggressive and war-like than the mksasha. Stll, like
thelr feline cousins, they are intelligent, calculating and monipula-
tiwe,

Colonel N’iall — Raksasha

M'iall is Ursus® second-in-command, & raksasha demon (sce Rifts
Coaverslon Book Onel in the servies of Ahnman, This devious, power
hungry monster resents being under Ursus® command {(he feels the
eompany should have been given 1o him) and he will try 1 discredit
his commander at any opporiunity. 5o far, time husn't been right; Ursus
s doing o commendable job spreading death and destraction and keeping
Ahriman informed zbaut Ezrth. But N'inll still hopes and plots, Ursus
doeen’t know about the raksasha's meachery, but he doso't inest any-
body as a matter of principle, so he is safe for pow and wan't be
surprised (f M'iall tarns on him.

Unlike Ursus, N'iall is not happy with the assignment on Earth. He
dislikes technology amd bumens, especiully when they have weapons
powerful enough to threaten even a being with his pawers. He prefer:
to hunt on more primitive worlds where nothing can hurt him. But
Miall kenows that the only way he can get ahead s to follow onders,
no matter how disapreenble. He takes out his frzstrations on the mes-
cenarles of Armagedidon Unlimited and helpless human and D-bee vie-
fims., In Tact, he can be incredibly monstrous, biting off limbs, tzanng
people in holf, buming down villages, toriuring prisopers, cio. He
sometimes even mukes Ursus cringe in disgust.

One of the raksashp’s primary missions is 10 scout ahead of the
company, Iooking for (or causing) trouble. With his shape-shifting
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powers, the deman can easily cause nusunderstandings, dissension, and
treachery between leaders of different nafions and organizations,

Full Mume: Unkoowng he's simply idemifed as Mol

Alipnment: Miscreant

Attributes: 1O 17, M.AL 19, MLE. 12, P.5. 36, PP, 1T, P.E. 21,

PR, 15, Sl 40

ML, CL: 2500

Size: Six feet (185 na) rall in humsan form, 8 feet (2,44 m) and 700

Ibs (215 kg] s i mksashi,

Ager S0 years old

Motural Abilities: Migliviston 120 0o 36,0 m; can see in tofal darkness),
keen normal visien, ses the invisible, tem o mist, rack by smell
43%, dimensicmal teleport 1%, bio-regenemtion 406 M., per
minute, resigtant e fine and cold (magle fire and cold, and M.D.
plasma dees half domage), telepart self and up te 36 addational
pounds 135 kg) ap o five miles (8 km) aweny ot will, and magically
knows all languages.

Shape-changing powsrs: con change, ot will, inte the shape of
virtually any living creature o smaller tban one foos (00 m) and
rx Torger than D0 feet (3 m), The raksasha can aleo wse this power
to disguise himself o look exacily like o specific individunl, Shape-
changing disguise skill: 96% wd (5, depending on how much knowl-
cdpe the demon hns abowt the individual being imalated.

P.F.E.: 500

Dhisposition: A greedy onsd conmiving bully who delights in tormenting
those weaker than be_ A1 heart, the monsier is nothing but a snivelling
convarel [he wall Mee any enemy he percedves as more powerful or
any ﬁp.'hl: he is Iqsi:ug;]. Iinderestimates humans and mest morzl
races, bui ks afraid of Ahriman, the Gods of Light, dragons, podlings,
Splugnrth High Lords and many other powerlul supernatusal crea-
tares. Technology is something that bathers him o lat. He sses o
as a pobential eguallzer berween humens and superhumans, and
wiuld rather it was mutlawed Tram the Megaverse.

Experiencs Level: Equal ioa rd level wizard and Bth level mind melier,

Magic Knowledge: Knows all metamarpleoais, profeciion and illusio-
nary magic, plus create magic scroll, animate and comal dzad, tusn
diad , erorcizm, remoyve curss, healing touch, see aura, mystic alam,
fear, fingers of wimnl, astral prajection and blind.

Pslonie Powers: Knows ALL psionic poowers, ot &th level proficiency.
1.5.P.: 300

Combat 5kills: Supemntural

Attacks per Melee: Six physical or psionic sitocks per melee or two

by magic.

B

Beompses: -+ 3w sirike, + 4 10 parry and dodge, + 21w damage, +3
ta roll with impact'panch, +2 to pull punch, +4 ta snve ws poisen,
tosave v magic, +4 o save v paionica, + 8w save va homos factos,

Weapon Proficiencies: W F. Swonl, W.F. Energy Rifle, W.F, Knife,
W.P. Henvy.

Weapons: Uscs standard issue equipment. 'While he's on a secrer ms-
st he tnkes no weapons with him, relving on magic nnd bis natural
abilitics. He is also fond of using magic potions, herbs, facrie foed,
rJn.u_.-,,x arnl ]rui:mur; [musd purchase them; be cannal make them).

Armor: Mone

Skills of Mote: Basic and advanced math 985%, Dragonese/Elven, Amer-
ican, Eura, Gobblely, Spanish and French, all ot 8%, forgery 75%,
intelligence 33%, wildemess survival 0%, Land navigation 60%,
swiim G0%, climb BO%T0%, strectwise B8, demon lome 92%,
fnerie lore ¥2%, basic mdio 98%, pilot fonk and APC, pilat hover
craft, and pilot jes pack, all ar 70%.

Deseription: [n humanoud shape, NYiall prefers v take the shape of o
dark-skinned man with n short beard, His true form is that of an
cight foot tall, tiger-headed homanoid.

Urlik Blackhand
— Ogre Tattooed Man

Uik is an opre bam in the Okl Kingdom mauntaing en the Palladiom
woald, When he was only a child, his tribe wos attocked by Splugorth
slavers, he was caplared, and carved away i an alien world. Urlik
wis coversd with magical tatioos and raised w0 be a2 slave-warrior on
a Splugenb controlled world. Urlik's master was o sadistic High Lomd
wha enpovedd mistreating slaves. The boy hated him.

The Splugorth ruler of the dimension had enmed the enmity of Ahni-
min, because bedh were competing for control of the same resouree
rizh dimznsion, When open warfare emupled, Urlik's masber was ordened
e join a larpe amy of High Lords, Kydions, ond Slavers nssembied
ter clesiray Ahriman’s demonte mimiens. OF course, be ook his slaves
with him. A bloody battle mged for several days, but the Splugosth
head miscaleulatzd. Ahriman, through Ursns, had made severnl allinnces
with ather dark gecs, The Splugenbh wartors wese overwhelmed.
Urlik"s master wns fom apart by three night owl demons. Urdik would
have boen pext, bat he did something unexpecied. He denounced the
Splugosth, offered his samender and his services o otle warrlor abour
ta clenwe him in twa, The warrior was Ursas, He had seen the tatteoed
opre fipht amd respected his powers, fighting abilities and apparent
c;:_p-:ﬁcn:l.'.. Ursis bvwered his weapon and acceped (he ofler. Im-
mediziely Uik wrmed and anacked the people who ensloved him, The
egre showed great courage and obedience, winning favor with Ursus.
Unlike the Spluporth, Ursus treated Urlik weell, The opre respomdexd o

his new master with nwaverng devotion.

Udik hos enmed an honared nnd frosted place at the side of Umsos.
As a rewand, he has been made the company's combat leader. The
warriar hpe n kesn sense of sitegy and tactics, 15 compleely loval
Ursus, and is afraid of nothing. He is particularly fierce when fighting
Splugosth minions of any kind, cspecially High Losds. The opre does
neit purtii:u]ilrl_'.l like commilting atrocities ag.aiml hmimans, bt he awes
hiz full loyalry ta Ursus ard does as he is commanded to do withoat
question or complaint, He despises N'all and would love o gut bim
one doy,

Full Mame: Urlik Blackhand

Alignment: Aberran

Adtelbutes: T, 9, MoAL S, MLE. 13, P.5. 27, P.P. 16, P.E, 19, P.B.
4, S, 21

MLINC.z 160 M. DT, ithe magic iteos have made lim a mega-damage
crearne).
Himer T Feet 12l (213 mp, 300 Lha (135 kgh, Ape: 20 veors old,
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P.F.E.: 236

Disposition: An implacable, brave warrior, loyal to the death. Urlik
actunlly feels pity for Earth's inhabitants and sees them as vicLinms
of forces beyond thelr comprehension. However, he won't et pity
sty his land. Urlik has an inspne pbrachon for fighting, acquired
during his slave raining. He has no friends, only subordinates ard
superlors. Urlik suspects Biall is out o hart/betray his master, bat
since be lkas no proof, be has kept silent.

Experience Level: 81 level Taitooed Man ©.C.C. (has 21 tntoes)

Magie Knowledge: Mone (but see Tatlaos)

Psiomic Powers: Mone

Combat Skills: Hand to Hond: Assassin ond boxing

Atiacks per Melee: Six hand to hand attacks per meles.

Bonuses: + 2 to strike, +35 to parry and doxge, + 12 to domage, +4
v roll wiith impactpunch, + 3 b pull punch, + 2 to save v poison,
+4 b save v magic, and + 6 10 save va bommor factor,

Weapon Proficiencies: W P, Sword, WP, Blunt, W.F. Archery and
Targeting, WP, Energy Rifle,

Weapons of Mote: One, 3 Splugorth Staff of All Seeing, given 10 him
by Ursu= (it originally belonged 1o his old High Lord aster); olher-
wize Iz relics entirely on his natural powers,

Armor: Manoe

Skills of Note: Swimming W%, American #8%, Gobblely 8%, Ogre/
Troll 98%, prowl 75%, land navigation 73%, hunfing, wildemess
survival K0%, imelligence 6%%, detect ambush 75%, pilot tank and
APC 739%, hors=manship T7%.

Descriplion: Heavily-museled, even for an Ogee, and even uglier than
average, His body is covered with 21 tatoos, which are clearly
wisible (goes arourd bare-chested).

Magle Tattoos

® 5 Simple Weapons: Sword, bow el armows, 5.0, shield, spear,
sanff. Cast 2 PP.E, to schvate, and Tnst 4 hours.

8 Two flaming swords crossed [COWNLS &5 (W Atoos]: creates a magic
Flamberge sword that inflicts 606 M.D. and is +1 to etrike and
+7 to parry. Costs 15 P.P.E. 1o activate and lasts 2 hours.

& 3 Animals: gorilla 30 P PE), hawk (I3 P.PLE.], harse (20 F,PUE.),
tigee (30 PP.E.) and large wolf (20 I*.P.E.). Last B houra.

® 2 Monsters: Dmgondactyl (100 P.PE) and drgonsaurus (A0
P.P.E3, Last d hauwrs,

® Chain Encircling & Skull: Makes him impervious to mind control
and + 3w save vs psionics. Costs 25 P, PLE. and lasts 8 mineies.

& Chain with a Broken Link: Increases P.5, to 33, aod it becomes
supernatural (406 M.D. punch). Costs 30 P.P.E. and lasts i} mi-
ks,

® Hearl Encircled with Chains: Crentes a glowing aura that provides
GO0 M.ID.C. Coais 40 P.P.E. ard lasis | hour and 20 minutes.

& Heart with Tiny Wings: Can run o a speed of 110 mph (176 km),
gives a +2 bonus to dodge while nmning. Casis 10 P.P.E. and
lasts 4 hours.

& Rose Dripping Bleod: Can cast Heal Wounds Jike the spell, three
times per minuie, Costs 30 PPE. ol lasis & minwles.

# Lightming Bol: Fires a bolt of lightning inflicting #D6 M0, ot up
po DOOHT /305 m, < 3 o strike. Costs 30 PLP.E. and Fasts B nusines,

#  Skull Engulfed in Flames: Makes charucter imming io fire mod beat,
aitd surrounds the character with an aura that provides 80 M.DLC,
anel allows charneter b fine Aame bolts that inflict 804 M. D {range
AN fei24d m, < 2o sirike), Coss 45 POPLE. and lasts 40 minotes,

Leon Pasquali
— Witch, Major Pact

When Ahriman assigned Armapeddon Unlimited 1o Earth, he decided
to prepare o guide and local “frendly™ to help the group adapt o ihe
pew world, To aceomiplish this, he made contact with a fealish martal
human willing to give up body and soal in the pursait of power.

Lean Pasquali was a would-be summener (15t level) who hod nezithes
the aptitude nor the decication to become & powerful magichan. Instend,
he tried 1o take a shoricut by making contact with supematural imelli-
gences. He secceeded and got Ahriman, Leon hastily agreed io the
promises of power, signed a pact, and received the Gilt of Union (see
Rifts Conversion Book One, page 56). Now the woald-be sorcerer is
rivthing bat Ahriman™s pappet.

Lean thaught he should be in command of Armageddan Unlimited,
but Ursus quickly rid him of those motions, The persunsion process
invalvisd & long bout of pliysical punishment, during which Leon found
his powers were gone. They were restored aaly when he begged for
mercy and accepted Ursus as his leader. The witch has discovered that
he cannot wse his powers to hurt Ahriman's chosen henchiman, Ursus;
at least not with his witch nbilities, Leon seethes with anger and he
fieals betrayed by Ahriman, but he has oo choice but 1o accept his new
life ar die. There are benefits from his powess. He is one af the elite
members of the company and most af the lesser demons and mercs fear
him. He also enjoys an incredible feeling of power, direction and con-
fidence. From time to time be suddenly finds himself filled with inspi-
ration and idens (from Alriman) and occasionally he can even hear the
voice of Alriman giving him suggestions and complimenting his in-
genuity, With time he will acoept his fate and enjoy the evil powes thar
comes with it, even if he is second 10 Ursus,

Full Mames Lean Pasgquali

Alignment: Miscreant {even before melding with Ahsiman).

Attributess 1.0, 13, Ma. 21 MUE 5, PS5 12, B.P. 1T, P.E. I,

P.B. 7, Spd. 12; supemataral strength and erdurance.

M.D.C.z 640

Siper 5 leer, ¥ inches @il (175 m); 170 Mbs (76,5 kgl Age: Fa!)

P.P.E.: 1172

Powers: The Gift of Union and Major Pact with Ahriman have changed
Leon inte a supematural being, In sddition to his supemoturel
strenpth and mega-damoge body, Leon can regererats 206 M.D.C.
up 1o four times per day, is imeulnerable to fire (no damape) and



has severn] mapgical and psionic abilities (see below). He alio has
a familiar in the shope of o giand snake (M.DOC. 60, LEP. 8D,
P.P.E. 200), wiich he can use 1o daw M.D.C., P.P.E. and L5.P.
from, and which has all sensitive and physical psionic powers and
all the magical abilities Lean has,

Disposition: Leon is & lazy, greedy and brotal man who had given
himzelf 1o & life of crime even before joining his body and spirit
with the evil god Ahriman, He commends mone caw power than be
ever imagined and loves it He has grudgingly accepted his fate and
pasition a3 sccond banann, but stll believes himself superior 1o
Ursas ondd all others. He has begun referring to himself as the “Hand
ol Ahriman” and believes himself to be & demi-pod,

Human lives mean bess than nothing 10 him, but be can pretend
to be a concemned friend and confidant when it suits his needs. When
talking to a client, Ursus and Lean ofien play the pans of the "had
cop™ and “good cop,"” respectively; Ursus being tough, intimidating
and inflexible, and Leon acting in a fiiendly and concilintory manoar.
Unser dilferent clrcumstances, the witch wouald have made a good
con-man; he can smaath over any “irregularities™ the company coim-
mits {“Y¥es, the incident of Harrisville was segrettable, Mr. Major,
but thers were armed guesrillas inside, and we had 10— yes, Thoow
they wiere only women ond childnen, but they had weapons, We lost
some good peaple there, and we didn’t know who was inside until
afier the fires disd down, The tercible foriunes of war, ™). When he's
a1 1 Ioss Tor words or idens, Ahrimaon is usually available oo provide
them.

Leon also servers ns the afficial High Priest of Abhriman, aften
conducting ctuals o draw the power from the victims of war and
sends them info o dimensional voriex, where they are shsorbed by
the demon-god Ahrimon 1o weaken s dimensional prison.

B2

Experience Level: [t level Shifter (cannot increase) and a 4th level
Wiech.

Magic Knowledge: Leon has all 15t level Shifler powers and all the
initinl spells of his 0.C.C. {sce Rifts, p. §7), but all are limited o
first bevel of proficiency ond strength, The fragment of Ahriman
inside of him knows ALL magic spells from levels 1-13, and ALL
pecromantic spells (see Rifts Afriea). All spells are cust al fth level
sirengih. Lean can cast thess spells only when his master kis him,

Pslonic Powers: Was a minor psionic before his pact walh the power
of empathy, and has pained the powers: object rend, ond telekinesis.
[.5.P.: 132

Combat Skills: Hand to Haml: Basic.

Attacks per Melee: Three hond 10 hand o palonic attacks, or twa by

Bomuses: -2 on inifintive, + 1 o srike, +3 o pomy and dodge, +3
to damage, +2 1o mll with impactpunch, +2 w pull punch, +4
o save vE illusionary :||:|.ag:i|:, +7 to save vs hormor factor.
Weapon Proflclencies: WP, Swond and W.P. Energy Rifle.
Weapons of Note: TW Lighming Rod and C-14 “Flame Breather” Rifle.
Armor: Dead Boy armar iM.D.C. 800 with officer crests, that has
been TWe-modified with armar of Ithan ae Bt level strenpth,
Skills of Mote: Deman amd monster lore 65%, fene koo 55%, pilat
hover eraft T5%, American %8%, Spanish 80%, Gobblely 805,
Description: A serwny, unsttractive lidbe man with weaselly feamres
and dark, beady eyes, Despile his appearances, be con be convincing
and charming; kis voboe is very well-modulated and expressive,

Sargon the Hunter

Sargon s a wild psi-stalker who enjoys killing and torturing. He i3
no better than the demons he works with, He feels a genuine Kinship
for supematural crentures and as loag as he is kepe well-fed he is happy.
Sarpon jomed the company afler he winessed the destruction of an
entire villnge by Armageddon Unlimited, Some of the victims were
minor pavehics and their deaths stirred his hunger, He joined in, hunting
down ather pavehics and murdering them, His abilities caught Ursus’
eye and the demon lord decided that the Psi-Stalker would make a good
aldition to the company. Sargon now leads the scouting platoon of
Armageddon Unlimited. The company often keeps a paychic, moge or
ercarure of magic captive for several weeks, using him'her as Sargon's
fead supplyt

The psi-stalker and his seout tzam, made up mostly of other psi-stal-
kers, repegads Dog Boys, ond olu demans, call ibemselves the “Hell
Hounads," ol are & fearsome sight. They travel either on stelen Coalition
Sky Cyeles adorned with human skulls, or skulk around on faol, Sargon
has collected a nomber of magical items, gifls from his commnnding
officers o loot seized aler o bavle, and he hopes o scquine more.

Full Mame: Unkisown, calls himself Sargon.
Allpnment: Dinbalic
Abidbotes; 1., 17, M.A, 9, M.E. 20, P.5. IT7, P.P. 21, P.E. 13,

P.B. 5, 5pd, 22
Hit Points: 56, 50000 56
P.P.E.: 3

Disposiiion: A wild man, alwnys howling, growling, snoring, or kaol-
ing to express his pleasure or anger (except when he is on the prowl,
ihen be becomes almost unnaturally quiet), His savage disposition
intimidates some of the human and D-bes members of the company,
but actunlly endears him to the demons and supemnatural monsters
in the proup, They hove all but made bim an honomry demon!

Experience Level: 10th bevel psi-stalker

Magle Knowledge: Mone. Can sense magic energy and collects magic
rlems,

Psionic Powers: Considered o master psionic; he has all pei-stalker
powers plus astral projection, elairvoyance, empathy, mind block,
see aura, aml telepathy. [5.P.: 153



Comiat Skills: Hordl 10 Hand: Expert, bozing and wresting.

Attacks per Melee: Five hand to hand o psionic attacks.

Bonuses: + | on initlative, +5 e sirike, + 8 10 parry and dodge, -+
to damage, + 8 to rall with impact‘punch, +2 1o pull punch, +4
to save vs polson, +9 o save vs mind controllingfaltering drugs.
+7 {0 save v magie, +4 1 save vs psionics, -+ % to save vs horror
Tactor.

Weapon Proficiencies: WP, Sword, W.F. Blunt, W.P. Archery and
Targeting, W.P, Energy Pistol, W.P. Energy Rifle.

Wenpons of Note: Vibro-snber, neural mace, bow with high-tech and
magic nrrows, and a NG-PT particls beam rifle.

Magic [tems of Mote: Among Sargen’s coveled magic flems are a
talisman with the spell mask of deceit (Gth level, 3 = then exhausted),
a talisman ring with the spell call lightning (ath level, 3x), a TW
muodified ion blaster that fres lightning balis (5046 M.D.; range 500
ft/152 m), & besser rune dogper (11 L0, disbolic alignment, does
406 damage and has the wsual properties), the woth of a dragon,
arel theee magic serolls (ned that be can resd or use them).

Armor: Crussder Armor (M.DLC. 55,

Skille of Mote: Wildermess survival 989, trock humanoids BR5%, detect
amhbuth 88%, escape artist B8%, prow] 88%, climbing #5%, Amer-
icam 73%, Spanish T3%.

Deseription: Sargon hos ritually scarned his foce with hot knives, giving
him n horrible, monstrous appearance. His body is muscular, lean
and wiry, like nn acrobat’s. He prefers o hunched down position as
he walks, as if he was ahout b spring of jump into action. He shows
p sense of humor by smiling without showing his testh; grinning
with his teeth showing @ a sign of hosility, not bumer, Sargon’s
companions have leamed that when the psi-stalker bares his tecth,
something bad is going o happen.

Other Personnel

Although many of the members of Armageddon Unlimited ore de-
npans, they are often mistaken for D-Bees, See Rifts Coanversion Boeok
fone} for complete datn regording demens and other monsters. The
least humon or [-bee looking crentares are twrned invisible or kept
hidden and operate behind the soenss. Many are shope shiflers and
illusiomists who can be disguised to ook human or bumanaid, As for
mutaist animals, with Armagedden Unlimited one con never be sure
it's & mutant, D-bee ar demon until the beast is engaged in combat.

Ursus® Personal Bodygoard: 3 Baal-rog Demons (rarely show them-
selves in publiz).

Line Troops

® 12 Alu demsans (scouls; look like dog boys)

12 Lasoe demuons (3couts; tiny. & inches tall)

12 Dar'ata (6 succubus & & moubus spies; shape changers)

17 Grave Ghouls (leok like human corpies, but can hide urders
ground)

& Dimensional Ghouls (vagesly human/D-bes in oppearance)

& Clallu deimons (ean tum nvesable at willy

4 Dybhuk demans {in uman guiss)

2 Wesewolves (o maled pair)

| Secomdary Vampire (human female)

| Demen bocust deman (can tam invisible and 11y)

15 Repegade Dog Boys, levels 4-7

D20 'Wikd Psi-Sralkens, kevels 38

15-20 Special Forces, human and D-bee

130 Human and Debez headbuntess, levels 3-5, all rained in
Power Armor Elite.

10-20 Human and D-bee vagabonds, lavels 2.5

& ity rats, bevels 3-R

3 Human master assassins, levels 4, 7, 10

2 Human ley line walkers, levels 3 and 8 ihoth evil]

Total Personnel: 150 to 200 soldiers, and about 200 support persanmel;
mastly D-Bee cultists, levels 1-4, all with some degree of combat
ernining (Hand o Hand; Basic and ane W),

Weapons, Equipment and Resources:
Standard Issue Weapons and Equipment

& L-20 Pulse Rille

®  Armor Humanoids are given alben plate armor (M.DUC. 60). The
Golly bull and eilser large creatures are equipped with massive plabs
anmor (M.DLC, 1THI),

®  Vihqo-Saher.

Transport Vehicles
# 1520 lightly armsoeed trucksihuses (M.D0C. 300,

Combat Vehicles

& 20 stolen Coalition Sky Cycles
& 30 Anprar Mark 11 Power Armoar Suils
& 16 Anprar Assnolt Robats

Adventure Ideas

The types of confrontations and intrigee player charncters might o
into concerning Armageddon Unlimited is posity abvious and covered
in genesal under the company's tactics and specific character descrip-
tions, Typically, these warriors are up to 6o good and can be faund
alaughtering and forturing enemy woops, slaughlering innncent civilians,
Ieoting and pillaging, conducting seck and destroy missions, sabotage,
assnssination, kideapping, exfortion, theft, cspionage, dangerous of
deadly mogic ritwals, and more.



The player characters might find themselves hired to protect on indi-
vidual or commanity from Armageddon Unlimited, stand against them
o prodect innocent lives, avenge a murder, seek justice for comes,
stumble into ase of their insidious plots, discover sonve of their secrets,
be framed for crimes commitisd by them, be tricked into helping them
do something bad, be targeted For robbery of trouble by them, or mear
their wrath in some cllver way (being allied to any god of light is good
enough for these demons). IF the adventrers have any magic-using or
psvehic character among them, they will soom discover the hnn'ibk_
truth ahout the demon coniralled company. Ahriman and the toaps of
Armageddon Unlimited con be increditdy crwel and vengeful, 1f they
become an enemy, they are likely 10 be o recurring foe.

Larsen’s Brigade
By C.J. Carella & Kevin Siembieda

A, Sponaorships Mone 0 Points
B. Cutfits; Specialty Clothing, 20 Paings
. Equipmment; Unlimited Equipnsent 30 Poinis
, Wehicles: Unlimitsd Yehicles 30 Poants
E. Weapons: Extensive Weaponry 40 Points
F. Communications; Superior Communications 40 Points
G, Intermal Securiny: Inon-Clad 20 Points
H. Permanent Bases: Headquarters, 10 Points
I. Intelligence Besources: Prionics amd Magic. 20 Points
1. Specin] Budger: Large Loans. 25 Points
K. General Alignment; AnarchistUnprincipled. 4 Poinds
L., Criminal Activity: Prostitutes (6) 10 Poicts
Smugplers orxl Sellers of Contraband 15 Points
M. ReputstionCredenfials; Excellent Beputation. 25 Poinds
M. Solary: Excellent Salary 20 Poinds
Total Poinds Spent: 349 Poinls
Size & Orentation: Mercenary Army

Larsen’s Brgade 15 one of the largest and best equipped mercennry
armizs an the planet, The Brigade is very well-trained and organized.
Hiring an entire army can be incredibly expensive. Just paying for their
basic expenses costs shout M) million credis per month and can be
twice as mech for hazardous combnt daty. OF course, whengver the
Brigads entars combat, ihe fighiing is nod expeceed e last mare than
a menth or two, Larsen is alse willing 10 hire ol “Special Forces™
squads and platoons 1o kandls smaller and specialized “jobs."” However,
he will never risk weakening his zrmy below 0% of jes full strength.

Several officers deseriing from dhe Coalition Stales starfed the
Briginda, who reenuted hall 2 dozen amaller mercenary bands. Over
the VIS, it has Erown enommoasly and continges o make good prq:-ﬁL-...
much of which have besn reinvested intz the company to muingaan and
purchase even beiier weapons asd equipment. The Brigade's commean-
der, Colonel Larsen, is a brillinnt strategist and administrator, He has
developsd the company from a disorganized band into a highly discip-

limed and eflective army.

Tactics

Colonel Larsen is a master of armored warfare, very possibly a macch
for Generals Cabot and Undeghill, ibe Coalitions® best, He is an expert
at combining all the armed forces and mixiog up ground troops, atillery,
air strikes, power armor, cyborgs, and lightning infantry aszaults 1o
shitter enamy fermations.

Colors and Banners

The army's insignin is n black cirele with & clenched silver fist,
ahviously eybemetic, in the center. A Ffew units jokisgly paint an up-
raised finger in the middle of the fst, but only the foughest veterans
can pel away with it several mercenaries have learned not to mess with
ihat particular logo.

Unifizrm colors vary with the termin: Cameaflage, metled green and
brown For forest warfare, prayish for mountaing, white for winler oper-
ations, amd presn for jungle settings.

Colonel Marcus Larsen

Colonel Larsen secved in the army of the Coalition States staming at
age 16, when e lied abowt his age and enlisted for daty at Lone Star.,
From his first posting, o frontier station that was pearly overrun by
vamgpire marsuders, Larsen distinguished himsalf and received numer-
ous decorations for bravery in the face of the encmy. He alse eamed
several commendations and the equivalent of seven Purple Hearts for
woinds receivisd in combat. In a fight with bandits from the Peces
Empire, Lorsen lost his left hand, seared away by laser fire, Soon the
ailver eybermetic replacement he meceived became his ademark, -
gether with the mtimidating camesa-aye that reploced his own dhe Lost
it in on explosion thet consumed the cockpit of his Spider Walker).

At age 23, Larsen was promoted to Major and was put in command
of the Odessn outpost, There he gained a reputation for being a fair
commander who gained the respect of both his buman and mutan
animal troops. Around this dme, he started speaking out for the rights
ol mtant animals and other non-humans, Muatants, be clnimed, wen
a5 good ond spirited soldiers as humans and should be teated with
respect and dipnity, At first his superiors ignored his outhursts, although
he made ro pew fricnds among the miliary esablishment, Despite his
radical views (some whispered, ireasonous), his @lens as a military
commander could nod be obscured, During his second wenr of duty al
Odessa, he and his 400 woops ombushed and soundly defested o raiding



party from the Pecos Empire that numbered 2000 strong. Larsen mas-
terfully used his troops 1o sumprise the enemy and divide them mto
smmaller units that were capiured or ehminated piecemeal.

This vietory made people forger his views about mutants and oncs
apain sent him on a route of ropid prometions, He became a Colenel
a1 the unusual age of 26, However, his coreer in the T8 soon cams 10
gn end, The final straw came when he wis given command of an
armeeed baitnlion involved in a major operation against o huge iribe of
wild vampires and other momsters. Colone] Larsen led the attack ag=inst
pver 3,000 monsters, The fends were destroyed omd Larsen seemesl
destived 10 become o General and one of the greasst beroes in C5
history, During b clesm-up that Tellowed the victery, however, ammy
seouts discoversd a small villape of D-Bees. These gentle beings had
pothing 10 do with the invasion force of monsters, but the fact that they
were not human was enouph For the General in charge o order their
sertermination,™ This “honor” was given o Colone] Larsen's umit,
Larsen refused the direct order. The Genernl relieved him of duty and
ardered his second-in-commaond te carry oul the obnck aned arvest Larsen.
The ambitious Major, sesing a promotion, cheerfully obeyed, sending
hundreds of peace-Toving aliens wr their deaths,

Thar night. o group of Larsen's officers staged a daring midnight
raid on the mobile army hemdquarters where Larsen was being beld.
During the ensuing shootout, the Majar wha had betrayed Larsen was
killed and a dozen other soldiers were injured. The twelve deserters
commariesred & Death's Heod Transport and fled the buming campsite,
Those seven men znd five muurant animals (Dog Pack non-coms Larsen
had prometed) formed the cone of what would become Larsen’s Brigade.
Over the next week, 30 other ©5 soblices and an entite platoon of
mutant animals {160 eoops; including experioental mutant aninzals
crented by Lone Star) also deserted and joined their beloved Colonel.
Continuing his folly, the General in charge assigned a company from
Larsen’s [ormer hartalion fo “track the traitor down @nd bring him o
justice.” Although these men were koyal to the Coalition, they also had
lovalty to Larsen, thus they couldn't ever seem to find the renagade
Colonel. After thiee months of lighting their conflicung loyalties and
mot piving their all in apprebending Larson, the company was eecalled
and its officers disciplined. By this time, the word was that Larsen bhad
slipped into the vampine ridden wildemess of the Old Mexico Empire.
Supposedly he hud been joincd by hundreds of other mutant aninsals
who Tloeked to him Jike some messiah, os well 28 by mercenaries and
[-bees, According 10 rumors, Larsen's renegndes had swollen to over
SO0 strong!

The embarrassed General was sbout 1o personally lexd an entine
division after the Colarel and bis fellow deserters, when Emperor Prosck
inmterceded. His propagania machine had mode Coloncl Larsen's group
the people™s heroes. It would do no good for the C5 military o brand
the man a taitor, hunt him down like an animal, and execute him.
Prosek ressoned such an incident would only moke Larsen a mariyr
and give his wonds even greaser power. Furihermone, sendling an entire
S division after o handful of C8 officers and a rag-tag botinlion of
putants ol [-bees would be an embarrassment. Should they be de-
feated (and both the ekder and younger Prosek feared they might be) it
would deliver a terrible Bow e the Cealition malitary who claimed o
be the preatest asmy in the world. The Emperor considered many options
fram assassingtion 10 diserediting the Coalition’s favorite son, but the
final solution was a shocker,

Emperor Prosek pave Larsen (und secredly, the troops il followed
him) @ complete pardon 2nd heralded him a3 one of the Coalition’s
grexest military heroes. The Empesar went an b annduises that Colanel
Larsen had *retired” and was considering slasting his own, independent
mercenary company, Prosek, speaking on behalll of all the peapls of
the ©F, wished him ihe best, End of story, There have been no acls
of retribution whatsoever. However, the Empenor did ssnd the veiled
{hreat that Larsen could expect oo toable from the Coalition as long
a5 he stuyed out of C8 business, including cvents transpiring at Tolkeen.
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Larsen has set up base in ihe Manistique Imperiem, bat his amny
travels all over Morth America. He ofien takes contracts thal profecis
D-bees and indirecily damages the intenests of the Coalition States. He
has provided limited services 1o Tolkeen in matters that did not invalve
the €5, bul is considering offering his full military resources if they
are invoded,

Full Wnme: Yicent Larsen

Alignment: Scrupulous

Attributes: 1.Q. 23, M.A. 23, M.E. 20, P.§. 20, PP 18, P.E. 17,

F.B. 15, 5pd 15

Hit Podiis: 48, 5.00.C.: 40

Sizes 5 feet, 11 inches fall (180 m): 175 Ihe (T8.75 kgh

Ape: 32 vears old

P.P.E.: 9

Dispaosition: Larsen is n curt, no nonsense kind of guy with the aum
of a genuine bero. He is usually brutally honest, pepecially when
dealing with militnry strategy and evaluations. He is also friendly,
sincere, confident and surprisingly capable at diplomacy. He has
few regrets abaut his life and is becoming increasingly negative arxl
outspaken shout the Canlition States. Should Talkeen, Lazlo, Kings-
dale or any important sation be imvaaded by ibe 5, Lorsen s likely
to affer them his services at a reduced price. Trath be told, he s
itching to try his battle-hardened velerans apainst the best bz Coal-
itian can throw of them. He is a charismatic leader loved by his
troops, human and een-homan alike,

Experlence Level: [0th level C5 Military Specialist

Magic Knowledpe: Knows the basic principles of magic and its military
applications.

Pabonic Powers: Mone

Combat Skills: Hand to Hand: Expert, boxing, Robot Combat: Elite
and Robot Combat: Basic,

Attneks per Melee: Five hand w0 band attacks.

Bonuses; + | on dsitdative, +4 o sk, +7 to parry and dodge, +3
o damage, +3 o rall with impact’punch, + 2 to pull panch, -+ I
10 save v& poison, + 1 o save v magic, +2 10 S8VC VE psiomics,
+2 to snwe w4 horros factar,

Weapon Proficiencies: W.P. Energy Fistol, W.F. Encrgy Rifle, W.P.
Henwy.

Weapons of Mote: C-18 laser pisiol, =12 heavy assault laser rifle,
four plasma grenndes, two smoke grenades, and & vibro-saber.
Armor: Camoaflage varinble armor (M.DLC. 80) or SAMAS power

armid.

Skills of Note: Basic mdio 98%, literacy 987, compuler operution
94%, intelligence 91%, pilot hovercraft 98%, rend sensory cquip-
ment 95%, weapan systens Y85, running, pilat tank ond AP B5%,
demolitions 93%, prow] 83%, paramedic 98%, American %8%,
Spanish 3%,

Cyherneties: Multi-optic eye (1), silver-plated bionic hand (10 M.1.C.)
with a Inser finger blaster (104 M.D., 300 fu®] m range) and
fingerjack, clock calendar, gyro-compass, and exygen stosage cell.

Description: A grey-haired man with one serene blue eye, and one
large cybemetic replacement. He hns completely rejected the Coal-
ition’s dress code and wears canvouflage Fatigues when oot in full
body armor, However, he does use Coalition Dead Boy armor,
painted in camouflage and a SAMAS power armer with which he
is an expert pilot. His spiesfiriends at Lone Star have teld him abaut
seceet field tests of o new, faster, more powerful power armar called
the Buper-SAMAS; he'd love o get his hands on one,
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Antonio Giordano — Juicer

Antonio is Larsen’s latest bodyguard, a quiet and withdrism Tuices
wher is a living weapon at Larsen’s beck and call, The Juicer has ne
qualms about munder or tortune, a5 long as his boss thinks it7s oll right.
He iz a master of inimidation ns well as an excellant commanda, He
often defuses guarrels smoag the troops with a snarl amd it's claimed
that he can frighten Tow level Foes simply by staring at ihe enemy with
his cold, unblinking eyes. Some people, hove even claimed 1o have
seen the imape of their desth in those eves, The man has oo fear, He
oioe ablacked 8 vampire assassin sent afler Larsen with his bare hands
and beat it into submissbon with & broken table leg before staking and
beheading ir.

Larsen likes and respects the juicer and Antonio keows it that's one
reason for his tot] devation to the man, As long as he is alive, Colenel
Larsen will be safe from donger,

Full Mame: Antonio Clordano

Allgnment: Aberrant

Adtribates: 1.Q. 14, M.A, 24, M.E, 17, P.5, 20, P.P. 26, P.E. 24,

P.B. 16, Spd. 80

Hit Points: B9, 5.I.LC.: 456

Bize: 6 feet wll (1,83 m), 190 Ibs (855 kgi. Age: 20

PF.PE.: 4

Disposition: Rarely speaks unless spoken to first, He always dares al
people inoan unperdng manmes, as if he's sizing ibem up for a coffin
ar samething equally unpleasant, He is tatally dedicated o profecting
Lorsen, ot the cost of his own life if nesd be, Antonio is a Faicly
good judpe of chomcier and has an uncapny scose of telling if
somecn means harm o the Caolonel,

Experience Lovel; Sth level Juicer (3 years old).

Mingic Knowledge: None

Psionic Powers: MNone

Combat 5kills: Hand o Hand; Martial Aris, boxing and wrestling,

Attecks per Melee: Eight hand to hand ntlacks per melee.

Bonuses: +4 to initiztive, +B 1o soike, + 11 to parry and dodge,
4 15 1o damage, + 8 to roll with impactpunch, 43 1o pull punch,
+ B 1o save vi podson, 4 4 0o save v magic, + 5 to save va paloaics,
+ 1 10 Bnve vs homor faciar (special).

Weapon Proflclencles: WP, Enife, W.P. Energy Rifle, W.P. Encrgy
Pistol, W.P. Sword, W_P. Heavy Enerpy Weapons, W.P. Autamatic
Rifle, WP, Hanvy.

Weapons: NE-10 Plasma cartridge rifle, Wilk's 457 pulse laser rifle,
C-14 laser pistol, vibre-kaife, Kitani plasma sword (206 MDD,
Blade or 404 M.Tr. plasma blasty, ard & nearal mace,

Armor: Dead Boy beavy armor (M.DLC, 200, with a white smile
painted over the belmet"s lower face. Painted on the chest and back
are the woeds “Smile, you're dead!” and the company logo.

Ekills of Mote: Basic mdio 95%, wildemess survival 75%, lored nuvi-
gation T3%, pileting: tanks and APCs 78%, piloting: jer pack 84%,
weapen systems 853%, prowl B0%, swimming 98%, detect ambush
75%, detect concealment 70%, mtelligence 695, American 98%,
Spanish ¥8% and Buro %

Major Perrin
— Dog Boy Officer

Perrin was a Dog Pack squed leader and ane of the 12 who resoued
Larsen from the C5 General, In Larsen's army, talent, mof race, is what
determines who rises through the ranks, Perrin’s skills bave made bim
second-in-comamancd. He is also the officer in charpe of all the infantry
and scouis, The mutant dog is uncemmonly independent asd bess sub-
missive o liumans than moest of his kind, probably because of the woll
Fenes uszd in his design.



Major Perrin has also created o special squad of Dog Boys, Pri-5tal-
kers, and Ley Line Walkers which be uses for counter-supermatural
seeurity, Thanks 1o his efforts, many enemles who thought they coald
use soreery 1o snbatage Larsen's Bripade have had the tables nemed on
thzm
Alignment: Unprinciple:l
Atiributes: 1.O. 17, M.A. 14, M.E. 16, P.5. 12, P.P. 17, P.E. 26,
P.B. 16, Spd 21,

Hit Points: 52, 5.D.C.: K2

Skee: Seven feet, three inches toll (2,210 m), 00 Ibs (1B kgl

B.P.E.: 12

Dispusition: 4 good commanding officer who has guined the respect
of his men and overeome the bigotry of many mercenaries. Major
Perrin |2 compnssionate and Fair, but he dees not toleraie insubaordi-
nation fram anybody and is a demanding lender. In this case, his
bite is far worse than his bark, When be becomes violent, he is a
errar to bebold, combining the nastier side of a rabid dog with the
calculating mind of an intelligent human,

Experience Level: Tth level Dog Pack R.C.C. (Wolf)

Magic Knowledpe: Monz

Psionic Powers: All Dog Boy powers plus seise evil, sense magic,
siath sense, empathy and asieal projection.

Combat Skills: Hand to Hand: Martial Ars and boxing.

Attncks per Melee: Four hand to hand or psionic anacks.

Banuses: + 3w swrike, +6 0 parry and dodpe, +4 to damage, +3
1o poll with impactpunch, + 3 o pull punch, 46 0 save vs pHsn,
+ 8 I save ve mogic, + 1 1o save Ve peionics,

Weapon Proficiencles: W.P. Energy Pistol, W.P. Energy Rifle, W.F.
Knife.

Weapons of Note: NG-F7 particle beam rifle, C-14 laser pistal, foar
fragmentation grenades and a vibro-knife.

Armor: Dead Boy henvy armes (MUD.C. 800,

Skills of Note: Intellipence 66%, basic radio 90%, pilot hovercraft
Uk, read sensory equipment T5%, wenpan sysiems B3%, climbing
T5%, runaing, land navigation 74%, wildemness survival 75%. prowl
#5%, American W5, Drageness %%, Spanish 805,

Descelption: Many people who are familias with the Wolfen think thal
Majar Perrin is a member ol that race because he's got almost the
some features as those beings, Miher than that, he's the Lypical Dog
Pack soldier, apgressive yet loyal and trustworthy.

.'| PR
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Ralph the Destroyer
— Holy Terror

“Ralph" i% a super-powerful D-Bee dedicated 1o bartling evil entities.
He armrived on Rifis Barth 55 years ago when he oned the rest of a
liheration army were travelling throwgh o il w aid the denizens of
Wormwood (see Rifts Dimenslon Book Omne), Begrettably, the rifi
collapsed befose the greater part of the liberation army had reached
their destination {Wormwond's demonic overlonds killed the shifier
who was keeping the rift open). Even more regretiobly, "Ralph™ was
right in between the two worlds when the rift slammed shot, spinning
him ints the Megaverse, Luckily a dimensionnl anemaly depeaiied him
an Earth.

The Holy Terror soon discoversd that this world coald also use
champions against the farces of evil, Cut off from his people and with
no iden how o get back home, he joined a group of palading commanded
by a cyber-knight. For tbe next 50 yenrs he travelled throughout e
western paris of America and Canada, a5 for nosih 28 Alazka, fighting
supernaturn] menaces and brigands. One by one, his companions died
as gieimbes, pecidents, discase and obd age claimed them. Eventually,
he was alone once ogoin, He met Larsen's Brigade a couple of years
later, when the mercs wese fighting an evil necromancer and his army
of demsons and undend, Ralph jotned them in the middle of a fight and
hins stayed with them ever since. Although be realizes 1hess WAITIHS
are ot dedicated o fighting evil, he has become friends with several
of them and enjoys their company. As long as the army continues be
choose worthy clienis and repularly fights evil, be will stay.



Full Mame: Balph; that's ir.

Albpnment: Unprinciphed

Adtribartes: 1.0y, 15, M.A, 21, M.E. 20, P.5. 50 (supematural], P.P.

19, P.E. not applicable, P.E. 11, &pd. 70

ML C.: 900

Siwe: 10 feet wall (3 m) but can grow to 20 feet (6 m) at will, and

weighs 7 tons (21 tons in giant foem), Ager Unknown

P.P.E.: 320

Matural Powers: See the invisible, nightvision 1000 feet {305 m), tum
imvisible at will, fire lighiming bolt (106 % 10 M.I),, mange 200
S0 m, +2 1o sirike), Inser-like benms (506 M.D., range 40
1220 m, +3 1o strike), silver spikes (206 MDD, 406 MDY, 1o
supernatural monsters, G 183 m, 43 o srike), breathe toxie
cloud fzither cloud of sleep equal 1o the spell, 5th level; Blinding
mist or toxie clowd that nflicis G806 MLD., or 106210 MDY o
supernatural entities), Bin-regeneration 204 % 10 M.IDLE, once per
every ather melee (30 seconds), and can regenerate lost limbs within
4% hours. Holy Terrors take double damage from rune weapons and
fire,

Disposition: Ralph is o friendly and kind crestare, interested in the
details of other people’s lives ol prablems. He i5 & good listeper
who ofien gives surprisingly sound advice. People who can look
beyond his monstrows exterior soon realize he can be a very good
friend. He loves combat and over the yeors has become less dedicsted
to fighting evil (demans in panticular) and more on enjoying the
company friends and enjoving life"s simple pleasures. He can't stop
himself from performing berode feats and s inevitably draw oo right-
ing injustice and protecting ihe maooent.

Experience Level: Gth level Holy Teror BC.C.

Magic Knowledge: Can cast each of the following spells two times
per 24 hours, cqual o o Gth level wizsrd: call lighining, fire ball,
magic net, energy dismuption, wm demd, invisibility (superior’
oibers), chameleon (self or others), heal wounds (athers),

Psionic Powers: Moac

Comhbat Skills: Hand 10 hend: Bxpert and boxing.

Adtacks per Melee: Four hand o hand or two by magic.

Bonmes: 4 2 o midative, +4 to sirike, +7 1o parry and dodge, + 35
to damnpe, +4 to rll with impactpunch, +3 io pull punch, +4
b AV VA MARIE, + 410 sove ve paionics, + 5 iosave vs hormor factor,

Weapon Frofickenches: W. P, Sword, W.F. Blunl.

Weapons; Mone, Relies on his natural powers and magic.

Armaor: Mone,

Skills of Mote: American 805, Demongogion 209, Gobblely (60%),
basle math 75%, land novigation $0%, climbing 604, intelligence
GETE.

Description: & walking, talking, giant st of armor. Nobody knows
if Rulph s some som of cyborg, n magically-animated robot, or
something else, He won't sy and oobody can moke Rolph do any-
thing e dossn't want o, Sez Wormwood: Rifts Dimension Book
One for mare insight about Haoly Temors and other beings.

Other Personnel

Oificers: Captoin Martin {Tth level Coalition Technical (dTicer),
Captain VanBuren (Tth leve] Coalition Elite RPA), Lt Gillespie (6th
level Dop Pack R.C.C.), Lt Gonzales (Tih level Borg), Zocaak the
Astonishing (5th level Ley Line Walker), Additionally, thers are about
500 sergeant majors and 100 sergeamts, drvaen mostly out of the ranks
of veternn (lavels 577 soldisss.

Line Soldiers

& 40-50 Conlition Elite RPAL, levels 6-10 (CS deserbers),

&  p0-80 Special Forces Soldiers, levels 5-9 (recruited from Ishpeming
or the Manistique [mperium}

® A0-100 Veteran Headbunbers, levels 4-10, all with Robot Combat:
Eline.

B0-80 Coalition Grants, levels &9 (OS5 descrers)

B-50 Veieran C5 Dog Puck soldiers, levels 5-7 (more desertess)

A6l Pei-Sialkers (wild and ex-C5), levels 5-8

A 100 Juicess, levels 2-7

fikED Crazies, levels 2-7

(0-80 Full comversion borgs, levels 2-8

G800 Wildesness Scouts, levels 611

30-50 Ley Line Walkers, Mystcs and Warlocks, levels 1-8

J0-4) Bursters, levels 1-4

10200 Mind Melierss, levels 3-7

2 Hatchling Dmgons, levels 2 and 5

100-140 Simvan Monster Riders, levels 210 (is members have

swomn off cannibatism). These pumbers only inchede worrions, nat

non-combatants (ancther 100120 voang and infirm members).

& A0-4) Dwarf Headhunters ond Otperatars, levels 3-5 (Larsen has
connections o some Dwarven commuanities in remate pars of MNonh
Ammerical.

® 46 Gargoyles, levels 2-4! This s the largest known group of Gar-
poyles in Americn not allisd b the Splagonh. They are a group of
transdimensional refogees (originally 63} whom Lamen sccepted
inta his army, The 46 are all adult warriors; there are an additicnnl
40 sea-combatants (young, carednkars o the infirm).

& AU0-600 Mutand animals; 65% are Dog Boys, the rest are animol
experiments crested of Lope Star, Average level is 2-7.

& AH0-A0H) D-Hee warrors, no more than 20 beings of any one mce;

Ores, Trolls, Goblins, Minataurs, several giamt races, Elves, Kiftani,

Splugarth slave races, and dozens of other D-Bees are part of b

army. All equivalent o Headhunters, Wildemess Scouts, or Vig-

abonds, levels 2-6, Approximately 50 ars extraordinary individuals
with magical, psychic or supes-powers,

J0-250 Hendhunters, levels 24

H0-250 Wildermess Scouts, levels 2-4.

150-200 City Rais, levels 2-6.

H0-250 Orhers {cyber-knights, gliter boys, smuggless, forpers,

spdes, [-hee warriors, adventurers, efc.], levels 2-6.

Total Persarmel: 2800 v 4000 soldiers, and some 5,000 non-combotants

{families, mechanics, medics, tmvelling menclans, convoy drivers,

and other camp-followers), About 6% of these have minimal combat

training (Hand b Hand: Baske, and one W.P.), levels 1-3,

Weapons, Equipment and Resources:
Standard Issue Weapons and Equipment

® MNG-L3 pomicle beam rifle or Wilk's 457 laser pulse rifle (merce-
nary's cholos)

& WI-GL2A0 grenade launcher or WI-235 missile launcher nre issued
b 1 outof every 4 infantry soldiers, or to strong D-Bees and "Borgs.

® Crew-Servad NG-E12 plasma gjectors are issued 1o | out of every
12 soldiers, or rifle version is nssigned (o light power anmar roopers,
cybargs, or giant D-Bess,

® |2 grensdes (Coalition or Morthesn Gund, mostly frags and plasma,

#  Armor Either explorer (o most line uniis) of camouflage variable
armos (for elite units). Assault teams ore 80 equipped with power
armi or light exo-skeletons, while deferding and rear-zchelon units
are not assigned any (dugsin infaniry can hold off power armor
ErispErs

®  PMG-52 Bosic Survival Packs

Transport Vehicles

# 73 o 100 Mountninesr ATV, with MNG-E12 tipod-moumted
weapons (eacort and carpgo vehicles).

& 24 12 30 Iron Maiden APCs convered inoe personal vehicles (escom
vehicles).

& 1200 150 5.0.C, wocks for supplies and equipment,

Al buses (M, 1.0, 307 for soldiers and families.

70-100 assomed vehicles which the rest of the camp-Tollowers use

i travel n.



Combat Vehicles

& | Death Hezd's Transport (now called “Larsen's Revengs"). Also
used for transport parposes,

22 Coalition Sky Cweles

24 Grey Falcon Jet Fighter:

B Crescent Moon Delia-Wing Spaceplanes
12 Air Castle Bombers

16 Iron Eagle Artack Helicopiers

A6 Coaliden Mark Y APCs

48 Irom Maiden APCs

24 Iren Fist Medium Tanks

16 Trom Hamamear Heavy Tanks

12 Irom Bolt Missile Vehicles

16 Carnivore Mark | Hover Tanks

B Juggemaut Heavy Hover Tanks

40 SAMAS Power Armor

40 T=21 Terrain Hopger Armor

40 Flying Titnn Power Armar

] Triax X-10 Predacor Power Armor

30 Trinx X- 100 Uli-Max Fower Armor

A0 Mg-X9 Samsem Power Armar

40 ME-PA12 Mecha-Knight Power Armor
120 MG-EX 10 Armoged Infuntry Light Exo-Skeletons
A0 Momad Scout Robiois

20 Trinx X500 Forager Barilebots

20 MG-VT Hunler Mohile Guns

15 DE-ARSN Death-Knight Robod Yehicles
16 UAR-]1 Enforcer Robals

16 Spider Walker Bobot Vehicles

The Shadow Warriors

A, Spomsorship: Splugorth. O Points

B. Curfits: Unlimited Clothing, 50 Poinls

. BEgquipment: Unlimited Equipment, 50 Paints

D, Wehicles; Specinlty Yehicles, 30 Points

E. Weapons: Extensive Weaponry. 40 Poinds

F, Communications: Full Rangs Sysiem. 15 Points

G Insemal Security: Imon-Clad, 20 Poirls

H. Permanent Bases: Mone, 0 Points

[. Intzlligence Resources: Paionies and Magic. 20 Points

1. Special Budge: Big Bucks, 45 Poinds

K. Generl Alignment (Evil}: Miscreant and Aberrant. 0 Points

L. Criminal Activity: Cyber-Dioc (1) 10 Points
Smugglers 15 Poins

M. ReputationCredentials: Unknown. 5 Polnts

M. Salary: Good Salary 10 Points

Tolal Pednts Spent: 310 Polnis
Size & Orientation: Large Company

Lord Splynneryih assigned High Lord K'mar to o specinl mission be
plant & team of spiss on the Morth American comstinent. Spies who could
Blend into their surroundings and establish & base of operations. The
High Lord desipned o fake mescenary band led by a tustworihy human
slave. The company is made up of o plotaon of Kitlani warrioes, wolfen
mercenaries nnd o handful of buman slaves. He sent the mercs o
Spibern Texas, where the wolfen could pass a3 Dog Boys and where
the Coalition State's hold scemed tenwous. At this location they could
learm useful infarmation about the Coaliton and ihe Vampire Kingdams;
bath a serious concerm, the vampires especially so,

The exact plans for the crention of the mercenary company wns Jeft
io the discretion of the human slave they called Commander Grey,
Onee on the continent, the company has grown and added local humans
and D-Bees who maede the meres fit in more easily. The Splugonh
investment has paidl off generously. The Shadow Wirriors have becoms
ausch an influential foree in the Pecos Emplre that if Lord Splynneryth
wished them 1o, they could probably unify the Empire of sooundrels
under their control ool lead thousands of bandits against the Coalition
Stage of Lone Star or vampire forces. They have become known as
vampire hunters ard champions of D-bees, They have even met and
befrlended some of Reid s Bangers, For the time being, it is nof in the
best interests of Atants oo move agninst the Yampire Kingdoms or the
5, 50 the Shadow Warkers remaln content with incrensing their num-
bers and reputation. Despite what one might think, the Splugesh’s
secrel warrioss do not commit unnecessary acts ol vialense or abuese
their power, As o mercenary fosos, they are becoming koewn &5 an
effective and reasonably trustworthy troop, especially among D-bes
commumities in the Amedcan scuthwestern territories and nonbem
Mexico. So far the vampires have dismissed amy danger they may
represent. The Coalition finds their inhuman presences disturbing. but
g5 long as they keep their operations 1o the southwest and Mexico, the
8 will focus on more important matters in the midwest and north.

Tactics

The Shodow Warriars have tratned under Kittani Drill Sergeants and
knivw all tlere is 1o know ahout modem combat. Many are alse profivient
nt combining magic and psionics with techmolagy. This makes them,
man for man, same of the best soldbers on the continent, Pawer arenor
attacks are the Kitani's specialty, using (ying suits as air support while
fast maving ground troops and strike teams work to outflank, surround
and destroy enemy units, Scowts and sdvance soldiers are protected by
wizanls and psychics 1o gain the slemend of surpriss. Against nr-upcr:u:lr
foree, the company wtilizes ambushes and guerilln hit and s EBo0Cs
b disorganize the cnemy =0 it can be divided into smaller units and
then destroyed one by onc.

Company Colors and Banner

The Shodow Warsors® symbaol 3 simplbe: two crossed, black axes
awer a white background.

Commander Grey

Transformed Human Splugorth Slave

William Grey was bam irto slavery. He has known no ofher life and
balieves that duty and obedience fo the Splugenh and their miniens is
his purpose in life. He sinceraly embraces the notion that the Splugorth
are superior beings, wise and ancient creatures who deserve the devotion
of all races. To Grey, the so-called "free™ humans are misgaided crea-
turas, living cut their pitiful exisience withoot purpose. By conlrst he
is part of a noble civilization thet has existed for cons and that is fur
greater than anything he or any human can ever hope 1o accomplish.
In some ways, he resembles a religlous zealot convinced that the
Splugorth are god-like masters whose subjugation of mankicd is a
blessing.

His loyaley and dedicotion bos not gone unrewarded, Grey's body
and mind were augmented with bio-wizardry and he has became ons
of the Splugorth’s top human agems, & deadly living weapon without
any compasalon for “lesser races” (including bis fellow homans), He
became the personal assistant of High Lord K'mar, who has earned his
loyalty and trost, The High Lord decided that Grey would be the perfect
“man” to lead the mercenary/spy organization he was developing.

"Commander™ Grey pow commands a small amy, including soma
actual servants of the Splugorth, Some of these “servants” are 100%
loyal &0 him and Atlantis, but some resent being lorded over by & mene



haman and others would like to eseape b live 25 free men. This does
not bother Grey. He accepts it all as part of his duty. He is a very good
sirategist &nd tecticion who knows how o best use his warriors under
comibat conditions. The Shadow Warriors have destroyed several armed
bands in the Pecos Empire, some of them owo or three times larger
than themselves, This has led to o large number of new recnits wha
want to belong to the toughest bunch in the land. It has also bred
resepdment fram a dogen of the most powerful and ambitious bandii
leaders. Most of the gangs and outlsws that operats in the Pecos Emipire
wee the Shadow Warriors ns a rival gang muscling in on their terribory.
In the long run, the presence of the Shadow Warriors may serve o
make these undisciplined brutes becoms more organized and even unite.
At the very least, it moy couse o femporary uce among these Targer
hands to tnke care of these new interopers. Already, the Warriors have
found they are becoming o more frequent targes of mids and bushwhack-
mng.
Full Mame: William Cirey
Alignment: Abesrant
Attributes: 103, 15, M.A. 19, BML.E, |5, P.5. 40, P.F. 21, P.E. 21,
P.B. 11, Spd. 44; supematural srengih and endurance
ML_DCy 200 (hio-wizard transformation] plus M.DLC. armor and Elam
Farce Field (80 M, 1.C ).
Sizes & feet, 7 inches tall (2,00 m), 200 Ths (90 kg
Aper 19 venrs old.
P.P.E.: 10
Supernatural Powers: Grey's body has been recreated bnthe Splugorth
transmuntion chambers, See Rifts Atlantis for mone details and
information showt ather symbiates,
1. His eyes have been replaced by the Eyes of Eylor. They give
hien a slightly pogple-eved or owl-like appearance os they are larges
and rounder than buman eyes, They instll: perfect 20020 vision,

nightvision G030 [ (183 mp, telescopic vision (G000 P TR3D m) anid
mapnification o e 300th power!

The eves also provide the Following paienie and magie forms of
wistan witlspar requiring L5 P, or PLF.E.: see aura, see the invisible,
sense magic, and see P.P.E. energy.

2, An Blom symbiotic organism has been implasied on the small
of Grey™s back, The creature creates o foree field with 80 M.DVC.
for up o 20 minokes, 12 times per 24 howrs, and can relesse on
electrmmagnetie dischargs inflicting from 1 #0606 ML (mngs
2000 FrA 10 mi, or an ansa discharge inflicting from 1 4o 406 MY,
{20 Fooufh. 1 m anen).

1, Ratracizhle knuckle blades: 306 5.0.C. domage

4, Alihough not o part of his physical wransformation, the charncter
uses hio-wizand microbes with emporary effects: Aerches (4 10 1o
sove ws gases, +2 1o save v poison and drogs, lasts 24 haurs),
Aguarobes (breathe underwater, lasts 5 bours) and purirobes [imper-
viows 1o perison and kills disease, lasis 4 hours),

Disposition: Drespite his belief that humans (ecluding himself) are on
inferiar race that should welcome, not resist, the Splugenh, Grey
is noble, merciful, kind and genesous. He always henors remties
and fallows them to the letoer, and extends mercy 1o encimies that
surremler pescefully, When brutality will achizve his objectives,
however, he has oo compunctions 1o against using it. In the Pecos
Emnpire, the Shadow Warriors beat and Jet go o band of marsuders
on the promise they wouldn't bathes the company again. 'When the
bandits once again ambuzhed the Shedow Warriors, Grey pursued
ihem 1o the village they wsed a5 8 base ond exterminated every man,
woman, and child present.

As a commander, be 15 always willing io Tisten to other peaple’s
opiniens, but he alwoys makes the Ooal decision, He doesn’t iplemee
disabedicnce from anybedy, Grey hos persenally excouted two Ki-
fani officers whe thought they were 100 good to ohey exlers from
a human. He dossn’t resent the fact that somse of his supematural
ioops consider him a “filthy humaon;™ they hid just beier reapocd
his commnnd and abey his onders. Insubosdination is not bolerabed.
The human bandils who have joined the Shadow Warriors are in
pwe of Commander Grey, and some of his explodls against vampines
have made some of these uneducated and supetstitions people think
s & demi-pod or a mythical herm.

Experience Level: &b level Headhonter/Bio-borg

Mapgic Knowledge: MNone

Palonic Powers: Mone personally, bt bos o Splugenh “Enslavee.”

Comhbat Skills: Hend to Hand: Expent and Power Armor Cambat: Elite.

Antacks per Melee: Three hond 10 hamd atiscks plus two clecromagretic
dischurges,

Bonuses (inclodes all bomeses): + 1 on inltiative, +35 oo siike, +6
ey prry and dodge, + 25 o damape, + 2 0 moll with inpactpunch,
+2 b pull punch, +3 W save v poison, +4 b save vs magic,

f4 1 save vs harror factor.

Weapon Profickenches: W.P. Encrgy Rifle, W.P. Enecgy Fustel, WP,
Sword, W.P. Blunt, W.P. Heavy Encrgy Weapane,

Weapons of Mote: MG-E12 heavy plasma ejector (s uses it as a rifle),
. forearm plasna blasrer (300 ML 2000 0610 m range, Sanss
type a5 used by Spluporth slavers), KEP encegy pump pistol, silver
dagper, 106 TW storm flares, & plostic waler pistol, and & rune
Enslover {(see Rifls Atlantls). For use agoinst the enemy he has a
pakr of mind slugs and four zombitrens.

Armor of Note: Explorer compasite armor (MUID.C. 70, or Predatar
POWEr nrmear,

Skilla of Mote: Kadio: basic 9859, radio; scrambler 85%, dereet ambush
#0%:, detect concealmem B0%, tracking 75%, land novigubion T&%,
weapon systems 1%, read sensory equipment 80%, pilor jet pock
£6%, pilot tank and APC 8%, pilet hover cralt 5%, demon lore
755, Dragonese/Elven 98%, Kinani 98%, Kydion 98%, American
B5%. Eurg 83% gnd Spanish 5%



Deseription: An imposing man with lorge durk eyes, a powerful
phiysique and Intense expr=ssion. It is easy to believe he is an ancient
hero of legend. He encourages thut mistake, because in some ways
he feels they are right, be dogs represent a power greater than
harnankiod.

—E =z Tz

Captain Myriam

The Captain is an Altarian Warrlor, one of the Splugorth’s fumous
Elind Warrior Women. Her Slaver lesder and all of her fellow warriors
were killed fighting o small band of hatchling dragons who were raiding
Splynn. She fought on and manuged o defeat the remaining vao drngoens.
Myriam has also acted as a scered agent and undercover operative,
upenrthing several plots in Lord Splynncryth’s dimensional realms, This
warrior has riten as high as ber slave stans allows, High Lord K'mar
thought she would be the ideal second-in-command for the Shadow
Warinrs, E

The teath is, Myriam feels no real loyalty to Splynncryth, Atlantis
ar the Splugorth. Just the opposite, she wants 1o destroy Splynneryth
and crumble his empire, but realizes a lone individual has oo chancs
io da so. In the meanwhile, she will serve ber foul masters as if she
was a loyal servant. If the right epporunity arises she will take it.

This pew mission gives Myriam the chance to study the wosld beyond
Atlantis and enables her to 12ke potes about the strengths and wenknesses
of Splynneryth's posaible enemies and look fur patemtial allies, She is
not sbove making o deal with evil beings, including vampires, if it
means that the alliance will lead to Sphymneryth’s downfall, In her
hatred for the Splugorth, she has become much like them.

Full Nume: Myriam; it’s the only name her masters have given her.
Allgnment; Dinbolic

Attribotes: 1. 17, M.A. 1%, MLE. 17, P25 PP 27, PE 24,
P.B. 20, 5pd. 30

Hit Polnts: 54, 5.0.C.: 110

91

Sire: 5 feat, B incles wall (1,73 m; 1640 Ibs (72 kgl Ager 28

P.P.E.: 4

Dispositlon: Capain Myriom is very cold and businesslike when acting
a5 o military effices. She is o pood actress, however, ord con Feign
a mimber of emotions and ardudes, However, real love and compas-
sion are allen o her; she oo pretend o feel them, bt she neally
pever has, Her hatred is the only thing that is real 1o her and it bos
made her sirong. Everybody around her is zither an enemy of &
pawn to be destroyed or used. She is merciless in combar and kills
without the slighsest hesitation.

The anly people she cares anything for are her clone daughtars.,
Ewer sinee she started the nrission, she has sseretly “piven binh" to
three clones of herself (see Rifs Atlantis, pags 513, Myriam is
wrnseally fertile and she knows that if her clones are discovered,
she will be destroyed or worse, studied in Atlantean laboratories,
Her clones have been left to their own devices (anid can be used as
Altarian player characters or MPCs).

Experlence Level; Bih level Blind Warrior Woman

Magic Knowledge: Mane

Pelonic Powers: Sixth sense, presence sense, empathy, sense magic,
sense evil, object read, clairvoyance and mind block, LS.P.: 134

Combat Skills; Special

Adtacks per Melee; Six hand to hand or psionic aftacks.

Bonuses; +7 to strike, +8 to parry and dodge, + 10 to domoge, +4
to roll with impactfpunch, <+ 2 to pull punch, + 35 to save vs poison,
+ 6 10 save vE magic, +4 0 save va palonics, +6 10 save i horres
fatar.

Weapon Proficlencies: W.F. Archery, W.P. Blumt, W.F. Knife. W.P.
Sward, W.F. Escrgy Fisiol and W.P. Encrgy Rifle,

Weapons of Note: NE-10 plasma canridge rifle, TX-5 pump pistol,
palr of Joser wrist Hasters (206 M.D., 1300 fdng m), Kirani
plasaa sword (206 M.D. or 406 M., blasts), & wooden dagger,
a bow aned arrows (high-tech, magic and wood) and 204 grensdes.

Acmmor: Crusader body asmoe (MLDLC. 55)

Skills of Mote: Running, climbing 80%, swimming 98%, prowl 65%,
land navigation 73%, wildemess survival B0%, demen lore T0%,
intelligence 74%, ard paramedic S0. She speaks Altar 98%,
Dragenese/Elf 90%, Gobblely 90%, Amesican 90% and Spanish
.

Deseription: A very attractive but cold and mostly eapressionless
womnn witl short block haic (implanted; noturally bairless), She
always wenrs sunglasses or goggles o hide her sightlessness. Sea
Rilts Atlantls for more compbete details nboat the Altara warriors,

Soll-Thull
— Brodkil Warrior

Soll-Thull was a successful bamdit lesder in the Pecos Empire. He
and his band of demanic marauders terrorized severnl communities,
until their victims raised some money and hired the Shadow Warriors
1 deal with them. After a short campaign, Soll-Thull and his decimated
band were captared and given the choice of joining the company and
live or to be executed on the spot. The Brodkil ane boatal and savage
warriors, but they often willingly submil 1o someone they regard as
mare powerful than they. The Shadow Warriors were better fighters
than Sall-Thull and he sow no dishenor sceepting their offer and cbeying
the orders of his new leader.

The Brodkil and his wamiors have been with the company for
while, and they have adapted to their new lfe. They ve been foaced to
be less destructive and have learmed to occept it All in oll, they ans
daing better than before. They have mare money, more cybemetic toys
ta play with, and higger guns. Sall-Thull considess Commander Grey
and Captain Myriam to be worthy leaders and will fallow them to Hell
and back,



Full Mame: Soll-Thull

Alipnment: Miscreant

Attelbutes: L. 10, M, A, 14, M.E. 20, P.5, 30, P.P. 20, P.E. 18,

PR, &, Spd. 29; supemadurnl strength and endurance.

M.DLC.: 25D

Sire: 9 feer (2,74 m) eall, 350 lbs {158 kg), Ape: 15

P.P.E.: 3

Muturnl Abilities: Impecvious o nomnd fire and celd, wm invisitle
&l will, biv-regenerate 206 M.D. per hour

Disposition: He is loud ond choosious, He never speaks iF be can
showt, he bonsts constantly, and his growling, abrasive voice can
drive most people o the edge. Soll-Thall is very greedy, and is
alwnys on the lookowt for beiter bionic systems, magical weapons,
and powerful guns, He wed w0 Jove rail guns, but now be's in a
missile-lzunclser phase.

Experience Level: ath level Brodkil

Mapgic Knowledge: Mons

Psionic Powers: Mope

Combat Skills: Hared 10 Hand: Expert

Adlacks per Melee: Five hand b hand aitacks per meles,

Bonuses: + | on dmitative, +4 o siriks, +8 o parry and dodge, + 15
to damage, +32 o roll with impact‘punch, +2 to pull punch, +2
I save wa poison, 6 (0 save vi magic, 4 10 save vs paomics,
+ 2 o save vs bomar factor.

Weapon Proficiencies: W.P. Encrgy Rifle. W.P. Heavy Energy
Weapans, W.P. Sword, W.P, Heavy, W.F. Blunt.

Weapons of Mote: W1-23 Mini-missile launcher, NG-202 rail gun,
Splugonh plasma rifle (8006 M.D., 3003 f'P14 m mnge], large
silver plated kuife (106 8.0.C. 5, waler cannan, and a magic amualet
af turm the undeaxd,

Armmaors Molifed plate armor (MUDUC, T,

Binnics: The dght anm is bieake with a P.5. of 20, o retractable vibro-
blade (2046 M. 000, omd FAnger laser (1024 M_DU). The braiser also
has o raclar detector and gyro-compnss,

Bkills of Mote: Tracking 55%, climbing §0%:, prowl 60%, pilot bover
craft B0%, intelligence 56%, radio: basic T5%, Amercon B0,
Spanish 8.

Description: A giant humanoid with coarse, hairess skin, oversized
head, large camivorous tzeth amd long clawed nails,

Anaconda
— Kittani Warrior

Amucomda's e name is Grilinn, She s the only member of the
company who owns 2 Kitani Equestrion power armor suit. She s a
veteran Eimani officer and spy, wained in the ans of deception. Sl
firls the misabons both exciting and challenging, a chones b fight
wugh enemies unsler promitve conditions.,

Cirilian is conducting a study of North Amserica’s military eopabalities.
She bins identified the major military powers and their petential danger
1o Atlantis falmost none, in her opinien; oo nation in Morth Amenca
has enough power to launch a successful invasion against Splynmeryih)

True Mame: Grilian Kesmer, cods nanss: Anncondn

Alignment: Aberranr

Attributes: 1.Q. 22, M.A. 17, M.E. 20, P.5, 15, P.P. 14, P.E. 20,

P.B. 11, Spd. 17.

Hit Points; 45, 5.1.C.: 82

Sipe: % £t {1.52 m) tall, 170 Iks (76,5 kgh. Age: 35

P.P.E.: *

Disposition: A soblier first and foremost, and a stickles for military
discipline whe prefers 1o do things by the beok, Sometimes, she
has heen a lile inflexible when dealing with the upexpected, bat
soost of the time her tactics work well, She has oo problem working
under Commander Grey, She approved of his execufing the two
rebellioes saldiers and she would have done it lerself if he had

ordered it




Slus is edpecially mteresed i leaming mons abour Maruni Eoter-
Trrin:s and the Mechanods, The extr-domensional arms merchant
couald upset the balance of power and she is going to recommend
that special leams of assassing and sabolears be sent apainst all
Moruni irading centers, The Mechanoid threat scares her as muech
a4 gvery odber Kitani. Although it scems thar the insane cvbargs
huve been exterminated from Earth, she is always lisienms [0 rummrs
concerming their reuam.

Experience Level: Tih level Binant Espionage Agenl.

Magic Knowledge: Nonz

Psionic Powers: Mind bock, sixih sense, speed reading, total recall,
ohiject read and telemechanics. L5.1%: 6]

Combat Skilks: Hand to Hand: Expert, boxing, wresiling, and Robod
Combat: Elite and Bashe,

Attacks per Melee: Four hamd o haml or psiomic 2itacks per .

Bonuses: + 5 o strike, + 8 to pamry and dodge, +8 fo damoge, +4
o rabl wath impacvpunch, 42 o pall pench, + 3 1o save va poison,
+ 2 to save vs magic. +3 1o sove v psionics, + 5 (o save vs hormor
factoe.

Weapon Proficiencies: W.F, Blum, W, P, Saond, W.F, ElTEI.'g]-‘PiH[ﬂ-L
W.P. Enerpy Rifle, W.P. Heavy, W.F. Automatic Rifle, W. P, Aze,

Wenpans of Male: Wilk's 457 laser palse rifle, TX-16 pump il
TX-5 pump pistal, KEP-Special pomp pistol, neural moce nnd Eittani
plasma axe.

Armor: Buslhman armor (bM_DUC. 600 or Blittani Serpent Power Armuor.

Skills of Note: Basic and advanced math 98%, radio: basic 8%, radio:;
serambler #8%, surveillance systems 88%:, basic electromics B39,
intzlligence T8%, pick locks 33%, pilot tank and APC T2%, pilm
hover craft 93%, Dmgonese/BEIF 98%, Gobblely %8%, American
H3%. Spanish 78%, Euro 73%, climbing 8}%, swimming YH%,
prowl 8E%, weapon syslems 3%, resd sensory systems B3%.

Deseription: An ape-like humonoid with an oversieed cranium, flat-
tened nose ard covered with hair (except ithe top of her hend).

Other Personnel

Odfficers: Camargoe (Tth level Juicer), Alfred Thonstone (Hth level
Headhunter}, Thuarg the Mighty (9th level Wolfen warmior), Cassius
(3th level Gargoylite), ond Anpna (7ih bevel ey line walker).

@ 2 Kinanl warriors in Serpent power ammar, levels 4-7,

& 30 Kitani warriors in Manling power armor, levels 3-6,

# 20 Wlfen (transdimentional meres, hired by Atlantis), all warriors,
levels d-6.

2020 Human headhunters, levels 2-4 (Fecos Empire mecruds).
20-30 Juicers, bevels 2-6.

10-2] Crazies, bavels 2-a.

10-20 Full conversion borgs, levels 2-6.

10-30 Renegade Dog Boys and other mwtant animals, lewvels 1-4,
1020 Psi-Stalkers, levels 2-5,

50- 100 Vagabonds and ndventurers (mostly D-bees), levels 1-6.
1030 Wilderness Scouts (mostly D-bees), levels |-4.

23 Browlkil warmiors, levels 35 (Soll-Thull"s gang).

8-10 D-bee boanty hunters, 53-6 level.

f=12 Ley Line Walkers, bevels 4-6 (Spluporth servanis).

4-10 Mystics, levels 2-5.

5-10 Mind Meltces or Bursters, levels 3-5,

Total Personnel; 255-410 soldiers, and aboar 00 suppon personnel;
of those, 50% have some usefal combat skills, levels 1-3,

& & & & 8 & B &S0 S

Weapons, Equipment and Resources:
Standard Issue Weapons and Equipment

Mozt of these weapons come from Triax Indusirics and Aslamis
{Kiftani items). IF someone traced the serial nombers of the weapons,
they waould discover they were made and sold in Evrope (or Atlantis)
— they have come a long way 0 gel 1o Amenca.

Standard Issue Weapons

K-4 (Kiitand) laser pulse rifle or K-E4 plasma gjector.

TH-Y) Trinx ion palse rifle or TX-16 pump nifle.

TH-5 pomp pl=iol or plasma sword as a sidearm for officers.
Bushman hody armor (MODUC. G,

MNIG-52 Basic survival pack.

Heavy Weapons: MO-202 rail gun (used as squad meachinegun, |
per f-man squad), CR-1 rocket lnuncher (2 per squad), or E-500
rail pun.

Transport Vehicles

# Seven Insecion Land Rovers (Giant Fobotr Vehiclel: Originally,
there were nine such vehicles (they cormed the orgimal company
members b3 Americay, Two have been destroyed by ambushers,

& 12 Kieand K-GTV bover land skimmers

& 24 Kittani KM-700 Uni-matorcycles

& 0-40 lighily armored trecksfoses (M.DUCL 30, wheel ML DLE, 5,

Combat ¥ehicles

2 Triax X-1XH Ulki-Max Power Armar
20 3- 10 Predator Power Armaor

A T=21 Termuin Hopper Power Armar
10 Kistani K-ATY Hover Tets

10 MG-X9 Samson Power Armor

i X-500 Foraper Battlehols

10 TE-001 Titan Combat Kobaots

4 Coaliion Mark ¥ APCs

Adventure Ideas

The Pecos Empire
By Kevin Siembieda

Members of the Pecos Empine are petting sick and tired of the Shadow
Warriors and plan to do semething abaut it

Peasible hooks and complications:

A band of dopey Pecos Raiders unleash a supernatural mensce from
a rift! The plan was to get this powerful “thing"” to fight and kill the
Shodey Warriors, but it (an<l 115 mintons? Or perhaps it can contral
wild vampires or other monsters?) has run amoek, killing Pecos Raiders
and innocent people. The player characters ry to stop ihe camaoge.
Tromically, the Shadew Wimiors are rowhere o be found.

Pecos Baiders are in a bad meod and are chasing naay any autsiders
they encounter, including the adventurer group. They may even accuse
the eharacters of being members of the Shadow Warriers or Coalition
spies. The characters may also fnd themselves caught in rival gong
wars or be hired by fowns of villages to protect them (rom Peces Raiders
wroitbling ihekr communiry,

Coalition Trouble: Pecos Raiders have been hitting more C5 military
installations in Lone Star, which has put the Coalition toops stationed
in this territory in a bad mood. They are questioning, ssarching aml
merlesting ooy strangers they encounter who ook like they might be
handits of mercenaries. Groups composed of non-humans are given a
cloger {and meaner) investigation than others. These bitter and botle
weary troops might even inke justice into their own hands and executs
“undesirables,” D-lees, monsters and practitioners of magic, whether
they are guilty of u crime or not,

Vampires ws Peoos Raiders: The player chamcters stumble upon a
bund of Pecos Raulers under anack by wild vampires (as many s o
hundred or & few s 10 depending on the siwation and sireagih of the
player characiess), They can't hold the monsters off much kager and
will be slaughtered. Standing on tog of a giant rock not far awoy is 2
miaster vampire and three secondary vampines orchestrating the attack,




Dioezs the playver group help? The Pecos Baiders ane barbaric bamdils,
but do chey deserve 1o be ripped apart by vompinesT! IF the grovp helps
amd ure successful in defenting or repelling the vampires (killing the
four leaders will send ihe wild vanpires Neeing ino the night), the
Peeos Raiders will greet them as heroic brothers! The bandits will insisc
they come with them io the safety of thelr camp an hour away. They
afe very convincing (besides the vampires may come back in presfer
numbeTs),

If e characters go i the camp, they will be surprised 1o leam it is
one of the major aatlvw armies vying for power in the Empire. There
are over a thowsand men. The player group might even meet o coeple
of thetr lesders. Unless the chorclers ore insuling or stupid they will
be received as honored puests of o doonken festival w celebraie their
heraics, If ibey keep thelr cass open they'll bear all kinds of things
about the Shadow Warriors (only 50% are true), Robot Control (espe-
cially nbout the cool high-tech weapons one can parchase from Trader
Joz), vamplres (there are more than anybody suspects ond some e
“real smart™), and the Coalition {including rumaors about strange, genctic
experiments that create all types of mutant animals ather than Dog Boys
— a few are even members of this bond, incleding & mutant bobeat
nrd chimpanzes with psionic powers). If the plaver charscters am liked
by these brigands they will be offered membership o the group, OF
vourse even being affilinted with these desperadoes can lead 1o all kinds
of trouble and msunderstandings wiih local asthorities, the 05, Shadow
Warriors, Reid's Rangers, vompires ond rival gangs. G.M.5, go with
it an<l finve fum.,

Splugorth vs Splugorth

A number of Splugarth Slavers e coming in from the Gull of
Mexico and raiding the Texas and Louisiana area, The strange thing
is, Commander Grey knows thess riders are MOT from Ailamis! This
means that some oiher Sploponth must be sending mintons 0 Eorth,
The Shadow Warriors walunteer o defencd the area from the raiders,
Commander Grey meeds 1 get some prisoners and discover wihsere te
rajders are coming from,

Passible hooks and complications:

The player charncters are alse hired e deal with the Slovers, They
track the Splugenh sctvity into vampire ferritory! It seems the Splugorth
(they assumse, Atlantis) has sef up a base somewhere on the coast of
Mexica, probably around the ruins of Ciudsd Victoria, Following this
lead can provide weeks of mlventores fiphting vampires, bandits,
brigands from the Pecos Empire, the Minkeas of Splogorth, Coalition
troaps also investigating the problem, and the Shodow Warriors, Along
the way, they may discover that the heroic Shadow Warriors are nathing
mare than Splugonth spies and pawns.

Ultimately, our beroes will lenm that these Minkons of Splugorth are
it fram Atlandis, but rogue operatives from anather dimension, A fun
twist might be o have the player chorscters ger into a jam and be
rescucd {and subsequently captured T by Minkons from Atlantis or worss
yet, vampires from the Vampise Kingdems! Or they could be capiured
and baken 10 & different dimension dominnted by the rogue Splugorth,

Vampire Trouble, This new Splugorth element operating in the area
has coused the YVampire Kingdoms to investignte, sending three diffieren
teams of the inelligent sscondary vampires. Theee are 4 1o 10 secondary
vampires per tenm, but esch can cometand ansl contral 12 wild vamipires
if they want to. Funbermore, they moy enlist the aid of other evil
beings. The player characiers may run inio tiese vampires as well oz
members of the Shadew YWasriors,

A loved ome has been kidnopped by Splugorth slavers, Then, the
rapders are slin, and a few are caprured by the Shadow Warriors, The
mdventurer group is wying 1o get the kidnap victim back, but the Shadow
Warriors claim the raiders didn't have anvbady. Are the mercenarics
lying? If 50, why are they torturing the slavers for information? Things

are woarse than owr berogs thought, Accomding o the information cx-
tracted from the coplured minions, o second, larger group of slavers
raided n villoge ond ook another dozen women and children caplive,
Do the charmeiers jean forces with the Shodow Wamriors? Or allow
emibers of the Shadow Wartiors to tempararily Join the groop o tnck
down the real culprics?

On a Clear Day, You Can See Wormwood

Dimensional raiders from Wonmwood (see Bifts Dimension Book
One) run indo the Shadow Warrlors. The mescenasies leam from iheie
coptives about dhe strange new world, This is something et Losd
Splynnceyth wauld be most interested in. Commander Grey leams how
1o g b that dimension, and he asd bis company go on on exploratory
mission, The plaver characters can get swept up in this in any number
of ways (ravelling with or having joined 1he Shadow Wartors, or
following them, or gerting caprured by the invaders nnd Later the Shadow
Warriess offer the best odds of getling bome, etc.).

Passible complications/adventure hooks;

In & Wormwoud based campaign, they might bear news of a hond
of Earth mercenaries, I they kave any connection with Lazars Vesper
{see Rifts Dimension Book Ome, poge 7%, he can ask foc their aid.
He knows of the Splugenh and is convinesd the Shadew Warriors are
Splvgorih agents! [F the company is naot exterminated, they will repart
¢ Lord Splynneeyth ond doom the planet w an invasion by Sphugenh
minions.




New Equipment

“So whistddayasay? Ir's a beaur.” Simon patted the armor's shisy
surface affectionately. “You biow the T-21 is the best light power suil
arapnd. And (s a5 pead ox new”

Greg squatted down and examined the feft leg of the suir. "I0's sesn
some actfon, thai's for sure” He fingered & couple of parched holes
o the armor's leg, where @ serviceable but siiil noticeable parch hod
been applied, “Laser fire, I'd say.”

Greg's companton said notking. Shmon cominued his sales piech. It
wias @ cald November porming, but the black musrketeer storted sweating
an he ralked. The silens mar's stare voes making him pervous, “Sure
ir's seen action. Kl (02 ali fieed ap, good az new, We even added an
extra mibseile launcher for marimum frepower, " he gnnounced prouadly.

Vo, I can see it The weld heve looks binda weak, thoagh.” Greg
Iiermed oewaarids iy silens parmer, “Crurci®™

The huge, gulet mar moved forward. He was bulky wnder the cloak
ared the wide-Frimmed Mexlcan at, bat his movertents were swift and
direcy. Hix gloved hands gripped the missile fauncher, and pulied, With
i tortured soreech of tom meral, the leavcker oame aff.

“Hey! Whar the hell are you doing?™ Simon yelled, He made the
hard signal that should have alerted the four hodygeards thar srood
bhehind Fim. Nothing happened, The huge man — cyborg, it kad o be
— continued to pull off the mtached launchker, Simon risked o glance
hackivards. His men were there, ali right. 5o was a refirbished UAR-1
Enforcer robor, all 30 feer of Ir. Somefow, the noise of kis approach
hied been masked by the lord hagpling ard other market noises) many
farge velicles come ard wend aropnd the ared.

The lawncher came of. A Joga wis revealed bereath: A red hears
with a spear runing trawgh it, “There it is, Greg, [ told you { kad i
magiched 5o no paint coat could cover it," Crunch sald. Now that he
bad revealed kli rature, his cvberneile allenress was apparenr, Even
the voice had an electronic, infuman soumd,

Cireg nodded, “Two and a kall moniks ago, Crusch wies runring
pairal for Larsen's Brigade,” he told Simon. "Ermebody ambieslied
him, lefi him for dead, and srole his suit. There wasn't enowgh of him
Teft 1o piece fogether a5 a hwman being. We he to rebuild him, And
o, Fere ix his ofd siele, Some cofncidence, Gt ii?”

Fimor look a convalsive breatk before stammering, "I . T don's
br-n-r-now nothin® ahowt no stoler st Damin! Bea fad promised
ki ke suir wordd be warecoguizable, He promized!!

"D I do him now, Greg?™ Crunch asked,

“Wak, We'll take him o the Cormarder. The sulr too, e foct, let's
srke all the swits here. No telling kow many of "em are solen.”

Disbelicf temporarily displaced Simon's fear. "AN rhe ... Wail, ue,
voue cocean’t,,.” He checked himself when it fimally sunk in thar there
was nothing he and his men could de to stop the mercenaries. The
Market wir net @ military camp; i could nor kope to keep out the
UAR-D robod, ler alone the rest of Larsen's Brigede, only a couple of
miles away. He was ruined, The foer became real, Ruined, thar s, if
ke managed to escape with hiz [ife, Whick wasn't all thar likely.

Greg smited, “Soery, pal, bur (F vou thoughs thar vou and yaur
buddies cowld rip aff Larsen's men and then iy fo sell them thelr gwn
equipment, you deserve whal's coming fo vea. And don's think your
Black Marker pafs will iry 1o profecs you, They !l throw you ro the
wolves so fasr vour head i spin before they make enemies with us
mercs. We're thelr best clients, you see. You don't rip aff Larsen’s
Brigade and expect to stay in buziness.”
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Siwion's knees buckied. Crunch grabbed the merchont before be
collapred on the ground, Siman's heels Teft feacks on the eari® as e
cyborg dragged kim towards wlintever fote awaited hint.

A the world slowly climbs its way up from barbarism, mone manufae-
turing centers ans being created, Some concentrate on producing farming
and eonstruction equipmsnt, or in processing and packaging food prod-
wets and oalser basic peeds of life. The vielence that pervades the world
alss crentes o huge demand for wespanry, munitons, vehickes snd
combat equipment, There are currently about a dowen corparations
happy 1o meet that demand, with only o handful of giants, like Wilk's,
Morihern Gun, Trinz and the Coalition States. Thess four are facing
growing competition from such companies a5 Golden Age
Weaponsmiths, Iron Heart Manufacturing, Wellington Industries,
and Chipwell Armaments, More recently, two transdimensional com-
panies have started selling their wares on Earth, Naruni Enterprises
and Angrar Robotics,

Gume Master Mote: The availability of any weapen, armor, b, o
vehicle is left completely o e G.M. "5 discretion.

Golden Age
Weaponsmiths

By Kevin Siembieda
Inspired by the name & ideas
conceived by C.J. Carella

Refore the eruption of the l=y lines and the coming of the rifts, 215t
Century Earth was producing devastating mega-damage weapans amd
armer like the Glitter Boy. Soll, most countries relied oa 20th-cenbory
equivalent equipment. Even in Norh America, Federal and private
armies still had stockpiles of copventionnal 5.00.0C, weapons and vehisles.
Wars were comparatively uncommon daring the Gokden Age of science
and sdvonced technolopies, and much of the old war fechnology was
pat {nto mathhalls. When the ley lines emapted and the rifis tore open,
much af the new and old rechnology was lost or buriesd, It has only
[seei in the Inst humdned vears that the people of Rifts Earth have been
actively uncanhing the machines and sccrets of the past.

Al the Game Master s discretion, player characters can stumble acros
stockpiles of ancient weapons. Any of the weapons, explosives, ond
armured vehiclss desoribed in Palladium's Compendium of Contem-
porary Weapans can be found, o5 well as Z1st Century items such as
Cilitter Boys and mepa-damnge tanks and aircraft (mre). It i also pos-
sible that military charscters from the 20th Century coubd find them-
selves ransparted 1o Rilts Earth by accident, Imagine the shock a Desen
Storm tank platoon woukd get if it was suddenly transparted 1o a world
of dragons and giant robots!

Apainst comrent mege-damage equipment, many all these weapons
will have limited valse. Most 2h Centary missile lunchers inflict
between |0 aml 206 M. and even o tank gun dees 8 mere 304
M.[. — all shout ns powerful a5 an energy handgun or vibro-blade
from Rifts Barih! By the same token, the armor of o 20th century tank
typically offers araund 10 w 20 M.D.C. {equal 1o light bady armar)
and needs foscil fuels to run.



Scavenpers, independent operators, mercenaries and other organiza-
tons have realized that it is cheaper o stoply modify the explosive
mix of warheads and o weld o few plates of M. 0, anmes to an antiguated
viehibcle than 1o build such machines from seratch, The same is tue of
ahien %.00.C. vehicles from other dimensions. The corparation thot hos
become  renowned  Tor  such  “retrofifing” s Golden  Ape
Weaponsmiths, Ine, (p.k.n G.A. Weaponsmiths or GAW), This
company hus discovered, excavated and looted several National Guard
depots and old militory bases thar held obsolete tanks, vehicles and
wenpans safely wcked away in storage,

Mlthough G.A. Weaponsmiths has sent expeditions and agents 1o ol
military sites throvghout the south, partions of the midwest and east
coast in search of meore relics, their main base of operations is beadguoar-
tered ot the Redstone Arsenal. Redstone was a major military installa-
i of the old American Empire, 1 s locabed in porbem Alobama
hetween the Terneasee barder and the Tennesee River near Humsville,
Alabama. There are severnl fanns, caiile ranches, villages and three
thriving cities growing arcond Goklen Age Wesponsmiths® home base,
They are the rebuilt, pre-cataclysm cities of Humtsville, Decatur, and
Guntersville along the Tenmessee River, The Laticr two locations nre
right off the river and have rebuilt hydmelectric power plants. GAW
operates o motoreyele Foctory and & gun and munitions fciory (5.00.0C,
weapons] in Humsville, It owns a refurbished aummotive factory, sev-
eral repair garages and an iron smelting plant in Decatur, The corporation
also has interests in aluminwm and iron mines innorthwestern Alabama,

The lecation in Alabama is ideal because it"s oulside the boundaries
currently claimed by the Coaliion Staies and pots them neor several
Aedgling kingdoms and communifies, They are also reasonably close
tor the gangs ond fribes that make up the Pecos Empire which lays claim
1o most of Texas, as well ng Whykin and Kingsdale in Mizsouri, Fur-
thermaore, the Tennesses river, which is wider and deeper than before
the rifts, provides ensy riverboal iranspartation across all of northern
Alabama, and parts of Tennessee, Kentucky aml the seuthwestern fip
of Wirginin,

Golden Ape Wenponsmiths have made o their business 1o locote old
military bhases and seavenge cvery lost bit of salvageable material.
They"ve alse found and excavated pre-rifs military equipment at Fort
MeCellan in Alabamns, Fort Stewnrt in Creorgia, and Fon Camipbell, &
helicopter raining base sraddling the borders of Tennessee and Ken-
wcky. Fort Knox, Kentucky, an arnsos'tank iraining bose, proved to
ez & wiroual treasure rrove of pre-rifts weapens, including a dozen Glitler
Boys (GAW kept eight as part of their own defenses). Theyve built
such a reputation over the Inst 25 years that they bave mercs, adventurers
pnel scavengers bringing items 1o them for swap, trde asd cash. Mot
only that, bt Golden Age Weaponsmiths have opened branch offices
at Bl Pazo, Kingsdale, the city of Wellington in the Manistique Imperium
(in Inose sssociation with Wellingeon Industries), ond are curreatly
negodiating with Telkesn, The corperation also has streng fies with the
Bilack Market; mainly as a supplier,

Golden Age Weaponsmiths, Inc.

This thriving organization is MOT a mercenary company. Although
it hais @ small Force of delenders and squads of spies, scouts, scavengers,
ssugglers and ficld agents, it operutes o5 o busioess that manofaciures,
repairs, rebuilds and sells military weapons omd vehicles — it doss oot
offer any of its peaple s soldiers for bire. GAW s basically a low-end
arms dealer. We've wsed the mercennry company creation nobes as a
basic caitline For their operations.

A, Spoisorships Moene [ Poinls

B Cusfits: Uriliny Cratfies 5 Poines

C. Equipment; Electronic Supplies and good gear 5 Paints
[r. Wehicles: Specialty Wehicles 30 Paings

E., Weapons: Extensive Weaponry 40 Poinis

F. Communientions: Full Bangs System 135 Points

0. Incernal Security: Tight 10 Poins
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H. Permanent Boses; Fortified Headguaress 20 Points

I. Intelligenee Resources: Scont Detachment 5 Poinls

1, Special Budget: Large Loans 23 Poinis

K. General alipnment aof personnel: Anarchist 2 Podnis

L. Criminal Activiy: Smupgglers & Sells Contrbond 15 Poants
Forger (1; 1h level and several assistamis) 30 Points
Con Man {2; &th Ivl hend of sales & complaints) 10 Podmis

M. BepuiationCredentials: Keown 10 Points

N. Salary: Good Solary 10 Points

Tolal Points Spent: 232 Points
Size & Orientation: Arms Dealer (equivalent w a Large Company)

Retooling
Old Weapons

With a litle work, ancient vehicles and some weapons con be refitted
io gperate in a megn-damage enviromment.

Most antomatie and semi-automatic weapons cannod be Imans-
formes inlo mepn-domage weapons excepl by rechae-wizards and ths
uge of these magic guns is limited to choraciers who are psychic or
magicnl (nesds L5, P, or P.PE. o fire mega-damage rounds),

5.D.C. weapons are still useful and commien in the world of Rifis,
Wil every siluation reguires mega-damage power. Sometimes such de-
vastating force is completely inoppropriate. For example, mega-damags
weapons ane wseless foe huating (unless ane’s hunting dinosmars), Even
ane MDD, paint will vaparize a rablat, bisd, or other small animals, A
aingle M.[v. point will sbomize bolf a deer or large animals, including
humpraaks, 5.00.C. firearms ane used for hunting, recreationnl tarpet
shaoting, and 1o cophure, wound or frighten away unarmessd bumsans
and D-bees. 5.10.C, weapons are especinlly wseful inside fortified cities
where mepn-domage weapons are nol allowed.

Seme 5.00C. weapons such as rifles with grennde lauachers can
fire maodified mega-damage grenades (tvpically [T or 206 8,00} as
well as 5,00, domage prenades, tzar gas and smeke grenades, bat the
guen sull fires conventional 5. 00LC, ballets,

Mast missile hunchersBazookasTAWs, ac well as morars, ond
artillery cannons can wse specially converied MDD ammunition et
clises the eguivalent of 1020 s egiginal 5.0.C. damage in M. Dy, paints.
For exomple, o weopon that inflicwed 104> 000 5.00C, now does
10 % § M.Dv; range and fargeting eopabilities remain unchanged.

Retrofitting
Pre-Rifts Vehicles

Armaored vehicles can be easily transformed info M, G, vehicles,
s thot an egquivident of I o 12 their ongioel 5.0.C, i oow in
M.0.C. poines. They can also be powersd through noclear or magns
meeans, rather than liguid fuel, although ihis is probobly oo expensive
and & waste on such & comparatively Mimsy vehiele, The original weapon
qwsterns can be kept as is, loaded with modified mego-damage amma
ar replaced with modern M.D. weapois such as rail guns, mini-missile
launchers, and energy weapons.,

Tanks, In General

These are very few tanks in servies on Rifis Enmh, The main reason
for this is that tanks are obsolete when compared 1o giant robots or
even the power armor, Tanks ore not ns fast, mebile or versatile, With
the collapus of civilization, forests and wilderness bove token over the
wiell-paved ronds of the past and there are few places whene lanks can
aperate free of abumsction (the west of the ald American Empine is the
mist iden] for tanks). However, 1anks t2nd 10 be cheaper to manufacture
ihian robats and £on men on fesl ratber than noclear energy. Maost armies,
eipecially mercenary and wildemess strongholds will hnve n few tnks,
along with o robat, powered armor or cyborg infaniry. Communities



with the least resources may have o platson of tanks and only & few
giant robats.

A few models of mepn-domage tanks heve appeared on Rils Barih.
Some are relics from the 215t Centary, othess are ald 5.0.C. tanks and
armored vehicles rebuild with M.DUC. armor. Some have been developed
ps inexpensive alternatives o mbots, and oibees are vehicles brought
to Earth by extra-timensional visitors. See Iron Heart and Triax.

Galden Age Weaponsmiths has Found a cache of armored vehicles
that includes 40 anctent M4BAS Main Boitle Tanks and 60 Bradley
Infantry Fighting Vehicles, bath of which were already old before the
rifis come, See the Compendiom of Conlemporary Weapons for
complete detnils about these tanks, Here ore the improvements:

M.D.C. Modified M48A3 Main Battle Tank

8 Speed: 30 mph (48 2 km); maximum fuel range: 288 miles (463 km).

# [ew armor plating provides 240 M, DO, for the main body amd
100 M.D.C. for the turret and cannon, The original 5.0.C. of the
main bady was 1200 points (equal 10 12 M.DUC L

# The machinegun remains unchanged but can fire rmjet ammunition
and the canson fires 9mm HEAT rounds inflicting 50 M1

#  One mil gun, mini-migsile launcher, laser o other energy weapan
can be mounted on the tank bul CodLs cxirm.

# The G.A. Weaponsmiths are trying 10 peddle the retrofitied tanks
for 110,000 credits each (a steal compared tonew M.D.C. vehiclkes),

M.D.C. Modified Bradleys

& Speed: 41 mph (66 km); maximum el range: 300 miles (483 km),

#  Mew armar plating provides 180 M.IDLC, on the main body and &3
M.D.C. for the furret (the orginal main bady had 250 5.0.C. of
10 M.D.CO

#  The cannon diss 506 3.0, and the TOW Missiles inllace 1006 % 10
M.

&  One rail gun, mini-missile laoncher, laser or siher encrgy weapon
can be mountzd an the vehicle but costs exira,

# The Bradlevs are being sobd for 85,000 credits each, Some mence-
nary companies or small kingdoms may decide o purchase the
yehicles due b their cheap price. G.A, Wenponsmiths are also
pretending the vehicles ore more effective than they really ore; that

and the appeal of pre-Rifes anifnces may altract cusiomers.

M.D.C. Modified Armored Cars & Light APCs

®  Tvpical Spesd: 80 mph (96,5 km); maximum fuel range: 250 miles
{400 k).

®  Mew armor plating provides 140 M. IDLC, for the main body and 60
M.D.C. For the turrst and cannon, The original 5.00C. of the main
body 15 tvpically S0 ep S0 points (equal 0 5 or & M.ILC L

® A mil gun, laser or other energy weapan is mounted on the tures
ot bulli inte the vehicle or an existing 5.D.C. machine-gun can
remuin unchanged, but fires mmjet ammuniticon or Manmi plasma
rounds.

& Typical price for o reirofitted anmensd car s G0N credits,

M.D.C. Modified Large Trucks

& Typical Speed: 120 mph {192 km): maximum fuel range: 150 miles
(240 k).

®  PMew armor plating provides 60 1o 80 M.00C, for the main body
of the cab ond 90 40 120 M. D.C. for the tmilerfeango bay, 5.D.C.
tires are replaced with hard 3 M.D.C. wheels. The original 5.0.C.
of the main body is wpically 400 o 600 points {squal o 4 o &
M. DC

® As mony ns four weapons can be mounted on the trailer section
and one light weapon on the cab; cach costs exim,

® Typicul price for & remofitted trock is 55,000 to 65,000 credits,
plus the cost of the weapons (i any).

M.D.C. Modified Small & Medium Trucks

® Typical Speed: 90 mph (144 km); maximum (el range: 200 miles
(321 km). Souped up speed costs 5000 credits per each additional
10 mph (16 km) up to 20 extrn mph (128 km) maximum,

& New armor plating provides 60 M.D.C. for the main bady. 5.0.C.
tires ane peplaced with hord 3 MLD.C. wheels, The eriginnl 5.1,
of thee main body 15 typleally 200 to 400 paints fequal io 2 o4 MDD,

& Oac light rail gun, Tnser or other rifle-sized energy wenpon can be
mounted on the hood, top or reor of the vehicle; costs extra.

® Typical price lor a retrofitted trock is 24,000 credits, plus the cost
of the weapen (F g,




M.D.C. Modified Automobiles & Jeeps

#  Typical Speed: 110 mph (176 km); maximum foel range: 360 miles
(482 km). Souped up speed costs SO credis per cach additionnl
10 el (16 km) wp 1o B0 estra mph (125 km) maximuom.

®  Mew armar plating provides 45 M.DLC, for the main body, 5.0.C,
tires can be replaced with hard 3 M.D.C, wheels. The original
5.0.C. of the main body is typically 200 to 300 points (equal to 2
or 3 MDDV,

#  One light rail pun, laser or other afle-sized energy weapen can [
mounted gn ood, top or rear of the vehicle; cosls exira.

® Typical price for a retrofited car is 16,000 credits, plus the cost
af the weapon (if any),

M.D.C. Modified Motorcycles

#  Typical Speed: 140 mph (224 km);, maximum fuel rangs: 300 miles
{482 km). Souped speed costs S000 credits per ench additional 10
mph (16 km) up to 80 extra mph (128 kmb Ay,

® MNew armoe plating provides 25 M.D.C. for the main body (20 for
a shde-car, costs an extra 10,000 credits). S.DUC. tires can be ne-
placed with hard 3 M.D.C. wheels. The criginal 5.0.C. of the
main body is typically 100 o 200 points (equal to | or 2M.D.C. ).

® (e laser or other rifle-sized energy weapon can be mounted an
the fromt of 1he bike; costs extr.

8  Typical price for o recrefited modoreyele s 1 10000 credits, plus the
cosl af the weapon {if any].

M.D.C. Modified Aircraft

Pre-Rifts aircraft are more difficult to find in salvageable condition
than cars, rrucks and sven anks, Howeser, from time to fime, Golden
Age Wespansmiths does offer light pircraft, small jets, and helicopters.
® Typical Speed of Aimlanes and Commercial Jets: 300 to 500 mph

(A0 b0 B0 km): maximum foel mnge: 700 o D000 miles (112010
1600 km),

& Typical Speed of avernge Combat Jeis: 500 to 1340 mph/Mach 2
(R0 te 2144 km): maximom fuel mnge: 700 w0 D500 miles (1120
oo 240 km).

& Typical Speed of a Helicopter (including most combat types)k 130
to 250 mph (240 w 400 km); maximem feel range: 400 to GO0
mtibes (G40 1o B0 km).

®  Mew armor plating provides 1 e 140 M.DUC, for the main body.
5.0, tires can be replaced with hard 3 M.DLC, wheels, propellers
are 15 10 30 M.D.C. The orginal 5.0.C. of the main bsly &
typically 400 o 600 poiots (equeal 10 4 10 6 M.DUC).

& Two or thres weapon syslems can be added, including light rail
guns, laser of other rifle-sized enerpy weapon, or mini-missile Inun-
chers; anch costs extra.

# Typical price for retrofitted aircralt: Small and mediom nirplanes:
0,000 b 90,000 eredits, Iarge airplanes 95 000 w 120,000 credits,
jer adrcraft L2000 e 170,000 credits, and helicopiers O3 (K o
120,000 credits, plus the cost of each weapon (if amy).

Modifying
M.D.C. Vehicles

The aperatora/mechanics of Golden Age Weaponsmiths bonst that
they can fix and customize anything. Alhough they specialize in cheap
retrofitting of 5.0.C. vehicles und repairs, they can repair and modify
spanking new mega-damage vehicles ns well. They can add weapons,
upgrade weapon syst=ms, combine weapons and parts from other man-
uFscturers, add (limited amounis of) 8,108, 1w vehicles, install semsory
devices, do custom paint jobs (with striping and loges), and similor,

Thee purchaser poys For parts plus labor, In some enses, good working
parts can be swapped ar a fair 10 good rte of exchange (much better
than a straight buy out). Simple jobs and minor modifications, easy
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installations, ond rudimentury repairs ke a day or deo (104 + 1 o
thetr busiest), Paying S0% more will get the job doss o four 0six hours!

Big jobs, like refiting new and'or sdditicnal weapons, mdding or
repairing mega-damage anmor, nmd exiensive customizing can take tw
1o four weeks depending on the complexity, Even paying doubls may
oaly knock a week off the time; work can caly be done so fast,

Labor for simple jobs: 20 credits an hour

Labor for jobs of medium difficalty (60 % ): 40 ta 60 credits an hour,

Labor for difficult jobs: 1060 to 200 crsalits an baur.

Labor for extremely difficult jobs: 200+ credits an bour and 25%
i 0% of the totnl price sdded as a surcharge. It is wise o get an
estimate an extremely difficult jobs beenuse there may bs unusaal fees
and extra charges.

Bush Jobs: 50¢% to 100 extra.

Hiegal Customibzing: 50% extrn for modifying and removing serial
numbers and abvious identiflying marks from siolen goods; incleding
ALL Coalition States armor, weapons and velicles.

Rechurging Standard Energy Clips: 1000 credits (most athers
charpe 1500 credits)

Recharging “Long” Energy Clips (wsed by mwst riflesp: 1500
credits {most cibers charge 2000 cnedis).

Recharging Coalitlon CE-Canister Clips and Triax E-clips: 1500
credifts (most mbers charge 2300 coediis).

Recharging MG Power Packs: 13 of the onginal cost (around 23,000
credits).

Weapons, Extra
Features & Notes

Adding weapons and other extras like rmiar, radios, and sensors
b retradiried vehicles can be done, bat the parchaser should be caneful.
In many cases, the weapons and extras can cost mode than the vehicls
and the overzealous charscter nuay find himself wasting expensive squip-
pnent on & fimsy piece of junk, For this reazon, GAW operotars will
nod even consider putting & muclear enging or power supply in one of
these retro-vehicles,

Oiher Extras Built into the Vehicle {also sce the robet creativn
section in Aifis Soerceboad Orel:

Fuel Efficiency Modification (adds 20% 1o rangeh: 1000 credits

Souped-Up Engine (adds 30% to maximum speed of vehicles): 10,000
credits; nol available for humanaid mobaets.

Additional M, [, C. armaor 1o mega-damage vehicles aiel glant rabots:
20,000 credits per every 10 M.DLC. points: usually limited to 100
B.DLC, moximium,

Mini-Missile Louncher: 200,000 credits

Short-Runge Missile Launcher: 300,000 credits for o three missile
payload, 500,000 for a six missile paylond, or 800,000 for a 12 missile
ey ol .

Medium-Range Missile Launcher: Ome million credits with o three
missile paylosd or 1.5 million for a six missile paybead.

Long-Rangs Missile Launcher: Five million credits with a three mis-
sile payload or & million for a six missile paylosd.

Weapon Mounts: 1000 credits 10 mount a light weapan, 2300 eredits
o maant & heavy or large weapon, and SO0 credals for a weapon st
(rotates 360 deprees), The cost of the weapon is extra.

Bam Frow: A reinforced ram in the froat of the vehicle wsed for
ramming other vehicles and plowing through obstacles. The prow has
50 M.D.C. Small'automobile-size: 10,000 credits, mediem: 15,000
credits ond large/tanksemi-sized [+ 25 M.D.Cl ) 20,000 credits

Winch & Cahle; Mounted on the front or rear of the vehicke is an
electric winch; basically o motor connected 10 & cable and & heak. The
cable is 100 feed {30.5 m) long and con pull up e owo tons. 2000 credits

Secred compartment: 2000 credits small, S0 credits medium and
A000 credits large.




Sell-Desrruct Sysiemy: 1000 credirs for an 5,000, system, 40,00 for
an M. 1.0, vehicle, or 50,000 credins for a giant rebot,

Environmental Pilot's Compariment: The cabidriver arca has 40
M.C, and is airtight, with an independent oxypen supply, air-cond-
ticning, and heating system, air punfication and circulatory system
(govd for up o 24 bours). 30,000 credits or 3000 credits for a 100
5.0.C, compariment.

Flashing Lights (Jike the Police]: 150 credis

Amti=Thel Alarm & Siren (makes o loud noise) 10K credits

Keypnd Locks: 1000 credits per cach lock.

Woice Activated Locks & Ignition; 12,000 credits

Mimi-Radar system bail ince tlse dashboand: 3000 credits,

Laser Targeting System (+ 1 to strike): 50,000 coedits

Targeting & Combat Computer: + 1 10 strike, con sdentify 32,000
targets, and con be linked w radar and sensors, 500,000 credits

Heads-Up Display System: 10,000 credits

Compater and Monitor buile into the dashboard: 5000 credies

Computer Atlas Program: Displays city maps, readways and trails.
The general atlas propram shows the entire Morth American caontinent
(USA and Canpda), general peographic features (mountoins, foress,
rivers, ete.), the location of mojor natiens, major cithes, and major
trouhle spats such as the Calgary Rifis, The Devil's Gote, the Magic
Zone, and s on, Speeific discs ane available for tie roads and strects
ol major citbes, including cach Coalition State and city, Laelo, shpem-
ing, Tolksen, Whykin, Kingsdale, and other majer communitizs, OF
courss, the eovironment ond communities are constantly changing so
the information s only 75% accurate and wpdates are isswed regularly.
An ailas moare than o year old will only be 50% accuraie amd ploces
like the Burbs, shanty towns ond mercenary operations changs con-
standly 5o they are SO included at all. Basic program costs 3000 credits,
specific places cost 100 credits each,

Water dispenser: A refrigerated container that halds and cools drink-
ing waser. $0) credits.

Mini-migrowave oven (for lnnger vehicles): 300 credits.

Searchlight: 200 credits

Infrared Search Light: 500 credies

Loudspeaker; 200 credits

Shea-Hange Communicaror (4 miless.4 km ringel: 200 credils

Long-Range Directional Radio (100 mile/160 km range): 1000 cre-
dies.

Wideo Camera (maunied inside or putside): 1200 credits (10 50000
ar KK credins (5 MUDUC)

Radar Detzctor: 200 credits

Racliation DetsctorDosimeter: MH) credits

Calendar and Clock: 100 crediie

Some Things of Mote: Golden Age Weaponsmiths also sells recon-
ditioned 5.1, vehicles (and parts) for half of the price listed far their
mepa-damage modified counterpans. GAW bas frequent sales on
5,000, motorcyebes (they have n small fzclory that makes them) for
only 3800 credits; the normal price is usunlly around 6000 eredits.
&.00C. sutomohiles, jesps, and pickup trucks {some manufnciured by
GAW, athers reconditioned) typicolly cost 10,000 w0 16,000 credits.,

G.A. Weaponsmiths sells common weapons and parts for M.D.C.
and 5.00.C. wehicles, bots, and weapond. They repair and modify
weapons and vehickes of all kinds, including M.IDLC. pran rolts,
tanks, APCs and aircraft, as well a5 buy and trade pars, weapons,
vehicles and equipment (purchnss prices are comparable 1o the Black
Murket), This is particularly ariractive to adventurers, mercenanes, and
D-bees — GAW will trde, sell and deal with just about anybody, Cash
deals are seldmm guestioned.

If the purchnser is known to be a wanted criminnl on the run (especially
if wanted by the C5), GAW may refuse w sl the persen anything,
but is likely to direct them o the Jocal Black Market, Golden Ape
Weaponsmiths regularly warks and irades with the Block Market, crif-
inals, bandits, mercenaries, ndventurers and peeple living in the wilkler-

ness (human and D-beel, Ome of their biggest clienis is the Peces
Empire and more recenily, Tolkeen.

They are not on friendly terms with the Coalition States beeowse of
their indiscriminaie sales practicss {hey ofien supply bandits and
epamizs of the C5). However, G.A. Weaponsmiths try to stay out of
the Coalitien’s way.

CGiolden Ape Weaponsmiths dogsn't wsually deal in magic weapons
o techno-wizard modifientions, but do cccasionally offer such items
(usually acquired in trade).

Workmaemship is nlways good 1o very good and prices are uswally Fuir,

Northern
Gun Weapons

The weapon designers ot lshpeming continoe ta develop new weapons
and Feptures, including providing a greater availability of ihe “long”
E-clip and a new, self-charging power pack that con regenerate a full
pivload six times belore needing a factory rechagpge and overhnul. The
recharging and overhauling of the anit @kes one day, coss one-thind
tle ariginal price and can be over hauled foar times before o replacement
is needed. This iem is the rage motse bud-Wesi.

N(G-56 Northern Gun
Light Ion Pistol

A shighely smaller, lighter version of the MNG-57.
Weight: 3 lbs (1.4 kg)
Mega-Damage: 206 M. I,
Beute af Fire: Standard
Maximum Effective Range: 400 feet (122 m)
Payload: 6 shot standard clip, 12 shots lang E-clip, or 42 chois with
Power Puck (pack weighs 3 Ibe/l 4kg and rechorges 4 blasts per hour;
cost &0, 000 credits).
Black Marker Cost 5000 crediis

NG-E4 Plasma Ejector

A larger, rifle style weapon that cemes standard with & telescopic
sight.
Weight: 20 Ibs (% kz)
Mega-Damage: GD6 M.D,
Bate af Fire: Standand
Maximum Effective Range: 1600 feet (488 m)
Payload: 10 shots standard clip, 20 shots long E-clip, or 70 shots with
Power Pack (pack weighs 20 [had kg and regenemies 4 blosis per bour;
costs S0 credits),
Black Market Coat: 30,000 credits
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NG-E12 Heavy
Plasma Ejector

This is a heavier version of the NO-Ed rifle designed a5 o tripod-
mounted or light vehicle weapon. A secomiary version, the NG-E4A,
has = rifle configuration to be used by cyborgs and troops in powened
armar, The weapen 15 oo big and beavy 1w be used a5 o shoulder
weapan by normal hamans,

Weight: M0 1bs. using an E-Clip, 50 bs. with 8 Power Pack,
Mega-Damage: [T = W) ML,

Fate of Fire: Standard

Maximum Effective Range: 2000 fest (610 m)

Payload: 6 shots standard clip, 12 shots Jong E<clip, or 42 sheds with
Power Pack (pack weighs 20 Tha'% kg and regenerates 4 blasts per haur,
casts 0,000 crexdals).

Mlack Masker Cost: 80,00} crec:ls

NG-LG6 Northern Gun
Laser Rifle & Grenade Launcher

A prenade lounching Inser rifle.
Weight= 14 Ibs (8.6 kgl
Mega-Damage: 306 M.D. per laser blast or 4D6 M.D per grenade.
Bate of Fire: Standard :
Muximum Effective Range: Laser: 16060 feet (485 m). Grenade launcher
L1000 fizzt (335 m) ol & Blast radies of about 12 feet (3.6 m).
Pavload: Laser: 10 shois standord E-clip, or 20 zhots long E-clip, or
T shats with power pack (pack weighs 12 1bsf5.4 kg and regenerates
4 Blasts per hour; costs 70,000 credins).

Grenule lasncher: Four grensdes (pump action). Can ke reloaded in
five secands,
Black Market Cost; 20,000 credits; grenades eoar 400 crediis each,
Maote: The introduction of the NG-LG6 rifle and increasing compétition
from Triax and Moruni Enterprizes {among others) has cavsed o dramatic
decrease in the price of the MG-Super fazer pistol and grenade lawncher;
from 21,000 credits e 11,000 ar most weapon shops.
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NG Hand Grenades

Morthern Gun prodeces its own line of grenodes, They ane cheaper,
but slightly less powerful than the Coalition equivalents.
Fragmentation: 204 M.D. to s 20 foot (6 m) ana.

High Explosive: 304 M.D. w a & foot (1.8 m) area,

Plasma: 406 M.D. to a 12 foat (3,6 m) anea.

Smoke: Mo damage, but creates 8 smoke screen that covers a 40 foot
{1Z m) ares,

Effiective Range: When Throwing n Grenade: About 40 yards/meters.

Black Market Cost: 160 credits for fragmentation, 130 credits for
high explosive, 275 credits For plasma, and 50 credits for smoke,

Plastique Explosives
& Others

Plastique is & wox or clay-like explosive that con be shaped ke puny
intn g patty, block, rape or bleb. Tt will not detonate if it is dropped,
shaken, shet, blasted, or set on fire, It is detonsted by an electric chargs
usually contained in o Blosting cap. However, it con be detonated by
lightning or electrokinesis. The explosion is usually conthined mainly
to the ares whers the plastiqee was placed, cousing little shragivel and
putting the ull force of the explosion on ane concentmeed aren. Plas-
tiques are wsed for salecracking, sabotage and other precision explosions
o blow ot locks, open safes, cut girders, set off other explosives, ete.
It comes in 5.0.C. and M.I, types.

Commercinl plastique: 5.0.C. damage; D4 per ounce (28 grams o
L0 10 per poond (0,45 kgl coste 5 credits an sunce.

4 (miliary HE) plastique; 5.0.C, damage: 104 per ounee or
204 % 10+ 20 per pound (0043 kgk cost: B oredits an ounce.

5.0.C. Dynamite: 5D6 5.0.C. per stbck; cost: 10 credits each,




ML Drynamite: 204 M.DLC, per sticks Bast radius of 10 e (2
mj; cost 130 credits each siick. Farr availability, A stick of dynmmine
is wsually placed and detonated. 18 is o made For throwing. Masimum
effective mnge throwing: 1104 = 00 et {104 =3 m) (varies).

HG 2 M.D. plastique: 8.0, damage: One paint per sunce or 16
M.D. per pound (0,45 kgh; cost; 20 credits an ounce o 320 credils a
poand. Fair availability.

NG 4 M.D. plastique: MDY, damoge: 104 poinis per ounce of
1043 10 M. 12, per pound (0,43 kgl costz 40 crediis an ounce or 640
credits o pound. Poor 1o fair availability,

NG B M-I, plastigue: M, T3 domage per ounce! 106 points per ounce
or 204 = 10+ 30 M.D. per pound (0.5 ke); casi: 60 credits an cunce
or S0 credits a pound. Poor s faic availability,

Blastng Cap: 5.0.C. five credits or M.D.C. 20 credits

NG Mines

Momherm Gun has starbed manufacturing some simpde land manes Lor
snfi-wehicle and anti-personnes| purposss,

Detecting Mines: Travelling on fool and laoking For mines, the detect
ambuzh or detect concealment skills at -10% con be used to spat land
mines and booby-ieaps.

Vehicles con be outfitbed with a basic mine detectar for 50,000
credits. This onit has a 40% chance of locating mines before they ane
sineck and detonated, bat will also indicale harmless metal ragrments
as well (frogments must be the size of 0 soccer ball or higger). The
basic system can be “line-iuncd” and enbanced + 104 for an additional
LKD) credits up (0 a maximum of SR El'ﬁl.'i.en.c_'.l. bt those ame rare
{most are af T09). A pilot can try detect ambush or detect concenlment
skill roldls, but is — 25% if ravelling s a1 a erawl and = 30 if raveling
at aver 30 mph (30 kmi.

NG Anti-Personnel Mines

These mines ypically use fragneantacy or incencdiary charges designed
1o inflict domage 1o & Inrgs aren, crippling troops with shrapnezl or fire,
Miost are trigpered by snapping a trip wire or responding e pressune’
weight (100 heds kg or more).

Sensor Special: High-tech mines that come with special sensors that
will detect a human-sized creatne & foet (1.8 m) away, or a bot, cyborg,
glant, or Light vehicle up 10 12 feet (3,6 m) avway and detonate, The
SENEC types cost twice as much,

Drsage: 404 M.D. ooa 40 oot (12 m) anea.

Black Market Cost: 600 credits for the standord mine, 1200 with
BETEN.

NG Anti-Vehicle Mines

Marst hove o rudimentary electronic sensar suite that can be program-
med b0 detonsie the explpsives when a target of a pre-depermined size
comes close endaugh 10 be detected, The larger the size, the grealer the
detectnble mnge, The weapons can also be triggered by a radie signal
send ai 8 distance (ambusbers can wall uncl the Epet 5 close enough,
then detenate the explosive).

Type One: NG Light Antl-Vehlcle Mines: Detects o vehicle of
under § toms &t 3 feet {one metec) away, o vehicle weighing 5-10 tons
from 10 feet (3 m) away, and vehicles over 10 tops a1 20 Feet (6 m).
People on foot cenly trigger it if they sctually step over the mine, or if
2 remode controller detonates o by radin, Treot heavy creares asd
bumanolds weighing over 400 lbs (180 kg) as light vehicles,

Mepa-Diamage: Uses either 3 high explosive (HE}, doing 50 M.D. 1o
a 20 fool (6 m) area, or plasma, doing 104 5 10 b 30 foor (9. 1 m) arca.
Black Market Cost: 100 credits for HE, 3000 for plasma.,

Type Two: Medivm Anti-Vehicle Mine: As ahave, but does mons
ilEmage.
Mego-Domage: HE explosion docs 1D 10 M.D. and the plasma
inflicts 204 = W0 MDD, (orea and delection mnge remain unchanged),
Black Market Cost; 300 credits for HE, 2D for Plasma,

Type Three: Heavy Anti-Vehicle Mine: As above, hul even greaber
dumage,
Mepa-Damage: HE explosion inflicis 206 % 10 M. and tbe plasma
dhiwzs 3060 % 101 ML L5 both with o blast area of 70 feet (2] m)
Bilnck Maorker Cost 6000 credits for HE, 2000 for Plasma.

NG-5S2 Basic Survival Pack

A very popular item among adventurers andd odher tmvelers, the
MiG-52 survival pack condnins all the basic things somerne wravelling
through the wilderness could need. Cose: 3000 credits,

& Twoeperion tend: Foldsd, it's the size of a pnp:rha:k bk, nfoldex]
it con sleep two people comfonably. Offers predecrion apainst the
cold and rain — insulates and keeps people inside relatively warm
ai tempemiures up to —40 degrees Fahrenheit | — 40 Centigrade).
The tent has a water eollection sysiem o help the user(s) sarvive
i desaerd climates as wazll. The tent collects all moisture that evapo-
rates from the occupants, basically increasing any warer supplics
the user carmes by 20% — with the tent, eight days of water will
last le=n doys,

® A cleeping bag.

#  Flashlight with a concealed pocket knife and & batleries (each battery
has a life of 48 hours of continuous use),

® Compasatipeiial mapper; les you konow how Far you've ravelled
anmd in which directienis); = 1R 1o lamsd na.vip.li.n:rn ralls, The
compass has o mirmmor finish on one side and can use the san o
alpnal cibers or send Morse-code messages,

®  Short-runge madio; 5 milz (8 km) mnpge,

®  Mini-Firse-Aid Kit {1} A roll of pauze, 48 band-aids (diffeceat
atzes), roll of medical wape, pair of small scissers, pocket knife,
and a tube of profein healing salve,

®  Hunting nnd fishing kit 'Wires, fishing line and several hooks and
pitlbeys, useful both for fshing aml s=iing snares for small game,

®  Saw-Wires (3, A serrated, wlira-hard wire with two ring bandles,
able o cut though wood, stome and cven 5.0.C. metals. Does most
of the chores ol an aze, but with less time amd affort,

®  Fire Stonter (1): A pocket cigaretie lighter and a flint sparker with
G extra Ttz {good lor starting homdneds of lnes),

®  Survival Knife, n small hatchet, and a woden cross,

® Four signal flares.

® 30 feet of lightweight climbing cord, o pair of climbing gloves,
four cernmic spikes and o small malles.

® BHar of scap and a washcloth.

& Camleen and a food rations bag,

NG-EX10 Gladius Light
Exo-Skeleton Battle Armor

This new Morihem Gun sait tries (o close the gap between common
cnvironmental body armor and power armes. The Gladios is clheap aml
reliable, Instead of o noclear power p.m;k (the mos :l:p:mi'n: part aof
anmy suith, if vses a rechargeable battery. The batdery can be rechorgsd
by any vehicls or Facelity with a nuclear poswer plant or other generatos
(it takes 2 hours o rechorge), and it losts for %6 hours of contimuwous
uses (4-12 daye, depending en how ofien the suit is vsed),

The Glodivs cannot use any wespons that draw power from ihe suit
{it would drain the batecy in mineies), i canmod fly, and it cannot



outrun most vehicles, but it provides much more protection and carmying
capacity than a non-powened suit of conventional body armor.

The Cladius has just been offered for sale on the Black Market and
in free cities, It is believed this model may have been produced 1o
compete with the Chipwell armor Line (ses below), which is of very
poor quality but s an unbeatnble price.

Model Type: HG-EX10

Class: Armored Infantey Light Bxe-5heleton

ALDLC.: The suif offers 1O M.0.C. 1o the entire body (lor damage
purposes, treat it 1ike & suit of non-power eavironmental armor).

Speed: Running: 40 mph (64 km} maximum. Note that the act of
running does tire the user, but a1 30% the usunl fatigue rate, thanks
o the exp-skeleton.

Statistical Data;

Height: +4 inches (0.10 m} taller than the wearer (odjustable o fit

anybody between 5 feet,  inches! | 68 m and & feet, 10 inches/2.08 m,

Wiilth: Variahle

Length: Variubls

Wedghe: 80 lbs (M kg

Physical Suength: Equal tooa P.5. 20
f.'arE: Mane
Power System: Electrical Battery {% hoars of continual uss),
Black Marker Costz 150,000 crediis
Wenpon Systems: Mope. The wearer must uss hand weapons, including
miost rifles and light mil guns suitable for use by cyborgs or power
armor, as long as it has an independent power supply.
Hand to Hand Cembat: Rather tan use & weapon, the pilat can
engage in mega-damage hand to bund combat.
Mormal Punch: 104 M. D,
Power Punch: 204 M., but cownts &5 two melee actions,
Blick: 106 M.D.
Leap Kick: 206 M.D., but counts as two melee actions,
Bonuses; + | on initintive and + | aitack per mekee.

Wellington
Industries

Wellington Industries (W1} operates from the city of Wellingtan,
a semi-independent manufacuring city-state in the Manistique Im-
perium. The company was founded when a group of archaeolagisis
discovered a pre-aifts weapon mamfaciuring comples, complete with
blueprints for several experimental weapon systems, Over the last two
years, the city has enjoved an economic boom, producing advanced
weppanry  sald both to the Imperium's army, Golden Age
Wenponsmiths, mercenaries and several small kingdoms. Currently, a
tzam of W.I. sales agents is engnged in alks with the Lozlo Congress
of the Electorale, The company is offering to supply Lazlo’s militia
with Wellingtan's armaments.

W.1.'s move has angered Morihern Gun wha alresdy supplies weapons
te Lazlo and most non-Coalition nations. Ishpeming, which has always
had a frieadly relationship with the Muonistigues Imperium feels betrayed
by their entering into arms manufacturing, Actoally, Morthern Gun,
wieo has dominated the markes for decades, is feeling incredible pressure
by the sudden appearance of several new arms dealers in just the Jost
five years, Their friendly neighbor becoming a friendly competitor has
frustrated Morhemn Gon. Adding to their frosiration was Wellingion
Industries’ palite refusal o sell Morthern Gun s mew wedpon secreis
{although they have signed a trade agreement thot gives esch other
favared status and wholesabe ratzsh, All and all, the competition between
the wenpons denlers is beginning to tarm ugly,

Besides the wenpans described below, W1 monufaciures marmal
vehicles, farm equipment oral bulldoeers, The company has also been
dealing with Golden Age Weaponsmiths for several vears pow. Wl
does not have the resources o get i the robotics morket and is likely
o Timit s manufacruring o weapons and weapon systems for vehiclkes,
This has helped o placate Morthern Gun,

Other weapons produced by the corporation include the Wi-15 and
WI-20, n laser rifle and pistol peardy identical to the NG-32 and NG-L3,
reapectively fuse the same slais and price).
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MP-10 Caseless
Pistol (S.D.C.)

The “MP" ling fires 10 mm caseless sounds. These bullets have no
metal casing to hold the chemical propellants that fire them, Instead,
the propellant is made upof u salid chemical that is completely consumed
by combustion. This eliminates the need for an ejection port (wlich
helps keep the gun clean) and allows for n grester numbes of bulkels
1o be stoaed in 2 magazine, These hullets alse do a little mare damage
than old-style rounds. The gun can be fired on semi-automatic o full
mukg selmgs.

Weight: 2 lhs (0.9 Eg)
Carridge: 10 mm eoseleis

e; Standard rounds; 306 5.D.C. for o single shot, 10610
L D.C. for o burst of 10 pounds, Depleted Uranium Armor Piescing
Bulleis: 406 5,000, for osingbe shot, 204 = 10 5.00C, for a 10 mound
burst,
Effective Range: 1200 ft {365 m)
Payloud: 20 of 30 mound magazims
Cost: 2,500 for the pistol, 30 credits for a box of 50 standard carridges
fexcellent availability) or 100 eredits for o box of depleted wranium
rounds,

MP-23A Caseless SMG

This is a sub-machincgun version of the MP-10, that fires the same
caliber bullet but hos o greater payload ond rate of fre. The longer
harre] gives the gun more damage and range. With depleted uranium
armar-piercing rounds, it can inflict megu-damage!

Weight: 3 [bs (1.4 kgl

Cariridge: W) mm cascless

Damage: Standand rounds: 4D6 5.D.C. for a single alvor, 206 10
5000, Tor a burst of 20 rounds, Depleted Uranivm Armor Piescing
Bulleds; 506+ 5 5.0.C. for a single shot, or 306.% 10 5.00C 0 M,
point for a 20 raend burst.

Effective Range: 180 ft (3486 m)

Payload: 100 round magazine

Coat: 4,500 for the sub-machinegun, 30 credits for a bax of 50 standard
cartridpes (excellent availobility) or 100 credits for o box of depleted
uranium roarls.

WI-10 Ramjet Rounds

Ramjets are specially-designed caniridges with a hollow, ultra-hard
casing filled with jet Tuzl. When it is fired, the sir roshing into the
speeding bullet burns with the jet fuel, propelling the round at supersonic
speeds comparable 1o thase of n mil gun rouitd! The bullet is macde of
super-hard alloys, giving it enough penetration to damage M.D.C.
armar. The rounds are outlawed in the Coalition States, banned s
“cop-killing” bullets, Seme mercennry catling use them, because the
bullets transform cheap 5.0.C. weapons inlo mega-damage capable
firenrms.

Damage: Agrinst mega-damage fargets, rumjets inflict 1 M0, point,
“Sopft” §.D.C. targets ke 306 10 5.0.C. A burst from an sutomatic
weapon (like an Ingram or an pssaull cifle) le 20 rounds and inflicts
I MDD

Limitations: Availoble only for 4%, 9 mm, 10 mm, asd 7.62 mm
calibers,

Black Market Cast: 5 1w 10 credits per round, depending on supply,
demand and the seller, 5o o box of 100 will cost S0 e 100 credits.
Ramjets are very scarce and expensive; anly a half dozen places produce
them,

WI-2E Explosive Rounds

Explosive rounds are an atempt to increase the damage capabilitics
af normal shig-throwers. In a time when many animals and greatures
are M. D.C. creatures, mony designers ans orying 1o come ug with ways
1o “beef up” the destructive posentinl of normal 5.00.C. guns, Explosive
and ramjet bullets (see below) ane two ways to achieve this. They use
new explosives and materials to create mone effective carndges.
Damage: An explosive bullet inflicts triple posmal damage, 02 3 mm
explnsive bullet does 604 5.0.C. and a 5.56 mm rifl= bullen weill inflic
20w 10 5,000 This bncreased domage means sulomatic weapons can
inflict mepa-damage with bursis. A sub-machinegun will inflict 104
M.}, an assault rifle 106 M.D., and a heavy machinegun: 206 M.D.
pir burst of H) rounds!

Black Marker Cost: 2 credits per explosive pistol bullet, 4 eredits for
ench rifle cartridge, and 6 for esch heavy machine-gun round. Fair
availability,
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WI-20 Heavy
Ramjet Rounds

Lipnitations: Thess cartridges are built for the 14,5 mm and 50 caliber
machinsguns,

Damage: 104 M_D. per single round. A busst iz 40 rounds and inflicts
D4 M.Dv

Black Market Cost: 10 to 15 credits per round (o fill a belt of 200
pounds will cost 2000 to 3000 credils).




WI-23 Missile Launcher

This wespan is o clear improvement over the CR-1 Rocket Louncher
and other similar anti-vehicle weapons. The WI-23 is an suto-loading
laupscher with n siz-shol box magazine mounted on the right side of the
tube, This allows the user 1o fire repeatedly without having to rely an
a loader, The multi-optics scope is a copy of the CR-1 system. thinly
tispuised to ovnid accusations of patent vielations (which are Fairly
umimportant anyway, since ther: ane fesw pommercial reaties between
the C5 and other nations).

Weight: A fully Joaded launcher weighs 26 Ibs (11.7 kg), including its

———]

Ereaus

payload of & missiles. Each box magarine weighs 12 Ibs (5.4 kg fully
loaded.

Megn-Dnmage: Any type af minl-missile can be wsed, but the most
common are armor piercing and plasma (104 % 10ar 106 1OM. DD,
Rate of Fire: Equal 1o the wser's number of attacks per melee (aExinmm
6 reloading the magozine takes three melee actions if using o bax
magazing, of one foll meles round iF reloading looss missibes,
Effective Range: 1 mile (1.6 km)

Fayload: 5ix missiles per magaeine.

Black Market Cost: 30,000 for one Inuncher and one magazine, 4,000
for cach additionnl magazine, ool counting missile costs,

WI-GL4 Revolving
Grenade Launcher

This weppen has a rotating drum thet holds 24 prenades, similar io
the 20th-century MM-1 Grensde Launches! The GL4 uses a slightly
heavier grenade than the one made for the NG-Super Laser Pistol (see
Rifts RPG, poge 224), inflicting more damage over a wider arca. This
is a heavy and bulky wespan {— 110 stike if P.5. is below 20), but
it is also very intimidaiing, with & thick, wide bareel poking over the
rotating drum of grennde bes,

Weight: 20 s (9 kg)

Mega-Damage: Fragmentary: 406 M.1. 10 a blast aren of 12 feet (3.6
). Armor-Piercing: 104 % 10 MDY, f0 o blast area of 3 feet (0,8 m).
Can also fire smoke, illumination and chemical rownds,

Rate of Fire: A4 many as hand to hand attscks per melee. Reloading
thie rhes takes two full melee pounds.

Muximum Effective Range: 100 feet (305 m)

Payload: 24 raunds!

Black Marker Cost 50,000 credins; fair availnbility,
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WI-GL20 Automatic
Grenade Launcher

This weapon resembles a bulky machinegun that fines grenades from
either 8 magazine or n disintegrating belt. It is designed as a wripod,
crew-serviced infaniry weapon, of as g vebicle or omes-mounted
WD,

Mote: A “rifle’” model, the WI-GLZ1, s made for use wilth pawer
armor and cybarg soldizrs and is fundamentally the same as the GL20,
except that the user must have a P.5. 22 or higher, is — | to strike and
the rifle model cannet use the ammie-belt fed sysicm,

Weight: 130 Ibs/38 kg(150 Ibe/6l kg with an ammo belt).
Mepa-Damage: Fragmentary: 4046 M.D. 1o a Blast area of 12 fest (3.6
m). Ameor-Piercing: 104 5 10M_D. w0 a blast areaof 3 feet (0.9 m).

A burst is 10 rounds! A barst of fragmentary grenmles indlicis
06 [0 M, D, with a blast aren of 40 feet (12 m)! A burst of Armer-
Piercing prenades does 306 % 10 M.D. with on & foat (2.4 m) blast
rodivs,

Bare of Firg: Stancard.

Muaximum Effective Range: 3000 feet (914 m).
Payload: 40 round magazine or 200 mound belt!
Black Marker Cost: 150000 credis; poor availability.

WI-40M Fire & Forget
Super-Heavy Missile Launcher

The WI-40M provides the firepower of o tank (for one melee round)
and is advertised as “the heaviest man-porable missile laancher in ihe
world,” That's partially troe, It is man-poctable for anyone who can
lug its 120 Ibs (54 kg) of missile and crude, disposable launch trigger.
This means the operntor must be a creature with o P.5. of 24 or greater,
péherwise it will reguire two or three men b iransport it

The WI-40M is basically a medium-range missile with a plastic
lsunching platform that has a handle and big trigger (big enough for
the hand of most powered armor suits and giamts). Ones the missile 1=
fired, the Inunching platform is ruined and discorded {the plastic hos a
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recycle value of 204 x 10 credits). The exhaust of the rocket also inflicts
16 10 §.0.C. to anything within 15 feet of the shooter; it won't
affect charctess in M_D.C. armor, bat will ignits brash fires or explods
any fuels and other volatile Nammables nearby. Despite those shortcom-
ings, it i a new favorite of power armor pilots and borgs.

Weight: The missile systom weighs 120 Ihs (54 kg) and is six feet (1.8
m} long.

Mega-Damage: Any medium-range missile can be used. It s usually
Armor-Piercing (2D4 = 10 M.D.), Fragmentation (204 % 10 M.D.) ar
Plasma/Hear (2046 = 10 M.ID).

Rate of Fire: One-shot weapan

Effective Range: 10 miles (16 km), The missile las less fuel than 2
vehicle-mounted medium-range missile.




Payload: Ope. A missile box containing four missiles and weighing
520 Ths (234 kg) s available. Taking a missile out of its box and siming
it uspally counts 25 pwo meles actions/ntncks,

Black Market Cost: The firing unit costs 25,000 eredits. Missiles cost
5,000 credits for a High Explosive (lighth, 8,000 for & High Explesive
(medium), and 10,000 For a High Explosive (heavy). Fragmentation,
Armor Piercing, and Plasma/Hent missiles cost 12,000 credits, Foor o
{air availability.

Combal Boenuses: The missiles are + 35 1o sinke, Even when remately
eontrolled; do nat judkl the operator's combat bonuses,

Moga-Damage: Any kind of medium-range missiles. Usoally armor
piercing (204 = 1 M. D) or plasma (206 = 10 M.D.).

Maximum Effective Range: 60K (U (1828 m) when sef on automatic
due o sensor Bimblations, or averoge 40 ko 50 miles (64 1w 80 km) when
controlled by o human operator equipped with long-ronge rlar,

Rate of Fire: Volley of two missiles

Payload: Two mediun-range missibes

Wellington Land Mines

Sensor Controlled Anti-Vehicle
Weapon Systems (SAWS)

Wellington Industries has developed its own segies of land mines.
Their stardasd line is identical to Morthemn Gun's (described previcusly],
but they've also released a more sophisticated, pre-Rifis, anti-veblcle
mine. This so-called mine i% a sensor suite (radar, laser, seismic, ther-
magraphic all patched into a targeting computer) mabed with a nissile
latncher. The sensors detect and identify vehicles from as far pway as
& mile (1.8 km} of s an enemy fires at it, and responds weith the missile
launcher “popping up™ from its concenled position. Alternately, the
mines can be operated by a human and controlled via renvate control
radio, The gunner dozsn't have to be near the weapon, 50 he can TEEnaAin
hidden and relatively safe as he designotes torgets for the missiles.

The targeting compuater con be programmed to recognize friendly
vehicles and fire only upen enemy targets. The recognition progrem of
this “smmart bomb™ can be limited even further fo fire only upon specific
encmy targets. The spectrum of targels can be incredibly broad {any
moving object larger than a motorcycle) or namow (3 C5 UAR-1 only).
The sensors can also be progrommed 10 sweep a specific area and not
pay aitendion te the rest of the sectar,

The SAWS has o B7% accurscy rating, but if damaged, the unit™s
relinbility dreps 1o 43%, I multiple targers appear and there is only
ane SAWS, the device will pick one (usuzlly the most dangerous —
choesing from a priority 1is1) and steack. Multiple SAWS can be radio
linked 5o their compuiers can work in concert, cach firing at o diffesent
targel of one can fire while the others wait,

Thers are three types of SAWS: Light, Medium and Heavy. All arc
reusable; pfter it fires it can be moved to o new location (or leave it
where it 5], neload, reset, and beave.

Light SAWS (mini-missiles): This system consists of 3 mini-missiles
in a two-tube launcher inside a sguare box, which also contains the
sensors, The bax is buried by the side of a road, in a clearing or other
inconspbouous location. Laser ard radar sensors can detect & vehicle as
far away as ococ mile (1.6 km), but the effective mnge is afien less
than that due io terrain (the sensors cannol resd through a bill, buildings,
ar demse farest, for example].

Mote; The light SAWS has 20 M.D.C. and can be reused,

Comshar Bonusas: The missiles are + 3 to strike. Even when remately
contrelled; do pol add the operatac’s combat bonuses.

Mega-Dammge; Vares with missile type. Usually ammor piercang
(L0 00 MDD or plosma (1046 % 10 MLILE

Muoximum Effective Ranpge: 4000 feet/ 1200 m, (due to sensor limita-
tons).

Bate of Fire: One at o time, or in volleys of two or fowr missiles.
Paylond: Six tatal mint-missiles; three in cach launcher,

Black Market Cost; 30,000 plus missile cost (about 3000 cach),

Mediom SAWS: Works like the light owodel, bt it uses bwo mediin-
gange missiles o has a longes range (G000 feet! 128 m). Thess SAWSE
are often placed on top of hills of mountaing, where they have a good
fickd of fire.

Motz The Mediom 5AWS has 35 M.DLC.

Black Market Cast: 50,000 plus missile cost {about 13,000 cach).

Heayy SAWS: This system has the same sensor suile as the Mediom
SAWS, bat it is large enough to acoommexdate two long-range missiles.
The Heavy SAWS is well-armored (55 M. DN D, The SAWS are often
used 1o Belend national borders by some wealthy kingdoms. The sensors
will only sitack large vehicles or animals (3 tons or greater, unless te
SENR0T Ane reprogmmmed),

Hate; The Heavy SAWS has 55 M. IDLC,

Combat Bonuses: The typical misaile is +5 o sirke, even when re-
molely contrelled; do not add the operator’s combat bonuses. Smart
Eombs are + 7 o strike!

Damage: Any kind of long-range missile. Usually plasmabeat
(304 = 10 M.I3.) or proton terpedo (406 = 10 M.

Maxtimuwm Effective Ronge: G000 ft (1828 m) when sent on Aupoanatic

due 40 sensor limitations, or 500 miles (B0 k) when contredled by a
human operator squipped with long-range rmdar,

Rate of Fire: Volley of two missiles.

Paylomd: Twor hmg-range missiles,

Black Market Cost; 65,006 plus missile cost (about 25, (06 cach).




Iron Heart Armaments, Inc.

Iren Heart Armamends is a weapons producer specializing in non-
robotic vehizles, The corporation was founded by a group of ressarchers
froam the Coalition State of Ieon Heart, These researchess took o number
of weapon designs unearthed from the rains of Sudbury (see Riftis RPG.
page 149) and left the Coalition o go ol Buginess o their own. Iron
Heart Armaments is located outside the Coalition States at New Kenora,
huilt on the ruins of the old city 21 the nosheastern edge of the Lake
af the Words, About 80 miles (128 km) 1o the east are the ruins of
Dryden. This city state had prospered after the Great Cataclysm, but
fell firss 1o D-bee Invaders and more recently, to the xiticiz (a small
hive ks located thers).

Whether the owners use the name of their homeland os an insult oe
pealse is not known, Although the Coalition has officially brandsd the
pvners of Iron Heart as “tritors,” some of the States do business with
the corporation. Iron Heart Armoments’ initial problem was getting
started . They held in their hunds the blueprints for pre-Rifts mega-dam-
age fanks and weapeas, but bod no means of producing them, That's
where Mew Kenora, o city of 32,000 people (T0%: humsan) with a good
industrial foundaticn came in, The small community had dreams of
becoming n mujor foree in North America, but had three major problems.
They were far removed from most other civilized places, there is the
threat of the xiticix encroaching on their erritory, and they have a low
tech-Tevel only roughly equal wo 20th Century Earth, circa 1965, These
factors kepl the community From growing at its full potential, Desperate
to make a murk for temselves omd build o beter defense ngainst the
siticin and other Di-bes threats, the city counsel quickly agreed fo a
misnufacturing partnership with the lfolks from Iren Heart Armaments,
Within seven months, several factories had been retooled fo produce
the naw mega-damnge weapons. Four months lnter the first ank olled
off the production line, The vehicles have proven o be everything they
oped for ond wenz an instant hit!

Tron Heart Armamends” greatest weakpess comtinwss b be i lack of
sophisticated compater and manufacturing facilities. Their factories can-
not produce the advanced micro-circuitry, muno-techaology and nuclear
power supplies needed for robals and powered anmor, That™s why the
carporation has focused on building tanks, nireraft and ships which can
he marufaciured with comparutively low technology and fesounces,

The tanks and ormored vehicles ereated by Iren Heart Armaments
fill a niche in tie market that few other manufaciurers have shown an
interest in. It would seem thar piche market is bigger than anybody
thouglt and Iron Heart Armoments is reaping the reward. Sales repre-
sentatives are curreotly in Tolkeen, negotinting the sale of several
hundred Tron Fist and Iron Hammer tanks, Larsen's Army and other
mercenaries have also showm grent inlerest in these prodiects, This has
made Mew Kenora a boom fown overnight, The population has grown
from 32,000 to nearly 50,00 in bess than a vear and wo new {morne
advanced) factorics are under construction.

A note phout Xiticix: Altbough xiticix scows nmd scovengers have
occasionally been spotted in the old proviece of southwestern Ontario
and o tiny hive has been built at Dryden, the creafunes ang s GHmmon
i the: anen, Paranein about the monsters invading and destroving Mew
Kepora abounds among the human pepulation, but is greatly overexsagg-
erated, The xitbcix bulld their hive communities in dry ansas such as
foresis, scrublands and plains; the wetlands of southwestern Ontano
are extremely unappenling, The Dryden hive, alibough built in a dry,
wooded area, 15 an oddity because it is surouncled by wetlands and
hundreds of lnkes and ponds, In fact, it 13 very Likely that this is a hive
of renegades who specifically sought a pluce wway from thelr brodhers,

Iron Hammer Main
Battle Tank

This is the heaviest armored vehizle in the Iron Heart fleet. A pow-
erful. rugged, tmeked tank, the Iron Hammer con shg it oul with a
beavy robot or dragon, although it cannot match them in speed and
maneuverability. On the sher hand, for the prce of one giant robet,
one can purchoss o holf dozen Iron Hammers with gosoline enginss.

Model Type: IH-1B
Class: Muin Batile Tank
Crew: Four: One driver, two gunners, one comimander. Mo moom for
passengers, although one uman could probably be squeezed in.
M.DLC. by Locatinn:
Cupsda on Turret — 100
Rail pon on Copeln — 75
Bain Turset — 300
200mm Aute-Cannon — 170
Side Mini-Missile Lavnchers (2) — 40 cach
Froat Rail gun — 50
Front Vulean Laser Turret — 73
*= haiin Body — 650
*Trck Tremds (2] — 120 each
=& Depleting the M.D,C. from the main body will shut the ank
down compledely, rendering it ussless.
* Depleting the M.D.C. of a tread will immobilize the tank umil it
15 replaced. Replacing o tresd will take 106 % 10 minutes by o frined
crew (2 replacements are carmisd on boand) or three tmes as long
by the inexperienced. Changing the tread is only possible when the
vehicle is nat under attack,

Speed; 60 mph (96 km) on land. Butioned up, it cun travel under water

ar 20 muph (32 km),

Mnximmum Effective Range: 600 miles (960 km) with a full fank of
pasoline or via electric motor, before needing refueling; unlimited
il nuclear (10 year life].

Statistical Dala:

Heighe: 20 feet (6 m)

Width: 12 Feer (3.6 m)

Lenph: 35 feet (0.7 m)

Weight: 65 tons fully Jonded

Carge: Minimal storage space; bt fouar Feet (1.2 m) for exira clothing,

weapons, ond personal itema. Four Wilk's 447 lnser rifes and thres

WI-23 Missile launchers with % loads cach are stored in o compariment

behind the driver’s seal,

Power System: Gasoline, electric or nwclsar,

Bluck Market Cose 4 million with gasoline engine, 6 million for

an electric mator, 33 million with a nuclear engine (lifetime of 10

years). Misalles cost extra (nbout 15,000 credits euch for medium

rangel.

Weapon Systems

1. Mg TH-B Avio-caonon (1) This is the Iron Hammer's main
pun. The cannon has & variety of lomts, incleding high explosive
(HE), high explosive anti-tank (HEAT), ammor-piercing explosive
(AP, and armor piercing, sabolt-discarding solids (APSD. The
APSD round consists of g metal dart that fliss at enormous speeds
towards the target it i% oot as fast as a mil gun, but makes up for
it with the greater mass of the slug.
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Gince the cannom is buill Gio g turret, it can eodate 360-degrees
and can aim upwards 60 deprees — allowing it to engage low-lying
aircrafi‘crentures, The camnon is controlled by a gonner inside the
furrel conEpamment,

Primary Purpose: Assault; anti-tank, anti-rebot, and anti-dmgon.
Secondary Purpose: Defense and anti-nircraft

Weight: 3 tons

Mepa-Dinmage: High-Explosive [HEL 20410 M.D. with a Blast
radius of 30 fi (% m), High-Explosive Anfi-Tank (HEAT): 3D6 10
ML I, with a blast rsdivs of 1210036 m}. Armor Piercing (AP 106> 10
WM.D, and APSI: 206 % 10 M.D.; neither have a blast mdios,

Rate of Fire: 2 per meles round.

Effective Range: 6000 feet {1824 m) for all rounds.

Wx]-:-&d: The fank can carey up o 50 ounds, The standard diswribution
is 20 rounds of cach tvpe, bat that can be altered to suit the mission.

2, TH-100 Ruil Gun {132 This gun is a copy of Northern Gun's NG-20Z,
modified for a higher rate of fire. It is locared in the cupola (oini-tur-
ref) over the main wrres, ond has o 360-degree rotation of fire and
can elevaie 9 degress o engage acrial tarpeds, The tank commander,
the gunner, ar the driver can nccess and use the rail gun,

Primary Purpose: Anti-abreraft and snti-vehicle.

HuLﬂndaI';l.PuEm; Defense: ani-personnel,

Weight= 300 Ibs (135 kgl

Mega-Damage: A burst i 60 rounds and inflicts 106 10 M.D. Ome

round does 104 M.D

Rate of Fire; Egual to nwmber of combined hond v band aitacks (osually

4-6) of the gunner.

Effective Kange: A000 feet (12N m)

Fayload: 12,000 raund drum, that's 200 bursts! Up te five drums can

be carried by the tonk, Reloading the drom takes 15 minutes if done

by hand, 5 minutes if done with robats and special equipment.

3, IH-105 Rail Gun (1): This light rail gun is another copy of the
Mi3-2002, with a normal rate ar fire, The gun s dight under the tank’s
main gun and shoots at the same target. It is intended to shood
infantrymen nod worlh spending a cansen round b kill.

Primary Purpose: Anti-personne] oml anti-vehicle.

Secondary Purposs: Defense
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Weighit: 298 [bs (134 kg)

Megn-Damage: A Burst is 40 rounds and inflicis 104 = 1 M1 ane
round does [0 M.ID.

Rate of Fire: Equal 1o number of combined kand to hand attacks (usually
4-60 of the gunrer.

Effective Range: 4000 fi (1200 m)

Payload: 8,000 round box in the terret; that’s 200 bursis!

4, IH-44L Vulean Laser (1): This weapon is o sscondary turet mounted
on the bow of the tank and is operated by the driver or the tank
commander, The weapon consists of six rolating laser conmons,
cycling through barsts of six blasts per sscond! In vehicles without
nuclear engines, the laser is powered teough a botlery.

Primary Purpose; Anti-Vehicls, Anti-Robat, and Antl-Dragon monsles

Secomdary Purpose: Defense

Weeipht: 1200 Ths (5 Eg)

Mepa-Damage: 304 3 10 M.D. per instantaneous hurst (Counts a5 ane

blast'atinck).

Rate of Fire; Con shoot up to six times per melbee!

Effective Bange: A0 feet (1200 m)

Payload: Batery is good for 500 bursts. Unlimited if vehicle has a

nuclear engine,

£, Medium-Range Missile Lannchers (21 Two side-mounted missiles
laurschers complete the Iron Hammer's armaments. Both laanchers
are wsunlly contredled by a gunner, but can be firsd by the driver
or tank commanses if the guaner is injured. They are usually cutfitted
with High-Explosive, Frogmentary or Flasma missiles. The laun-
chers con rotate up of down 10 degrees, allowing them io engage
atr and pround targets. Field experience has shown that enthusinstic
tank crews ussally fire all 10 missiles within minutes of entering
combat, o pew model with 8 missile magazine and aute-loasding
capahilities is being developed.

Primary Purpise: Anti-Aircraft and Amti-Vehicle,

Secondary Purpase: Defense

ngu-IhmaE:']'-{ndium-nngu nuigsiles of any type.

Rate of Fire: One at a time, or in volleys of two or foar.

Effective Range: About 40 miles (64 km).

Paylond: Ten missiles, five in each launcher, Reloading each launcher




takes five 1o ten mingtes for an experienced crew, or as much s half
an hour otlverwiss,

MNote: All Iron Heart Armarments' tanks have a short-mnge mdar (5
milezr® ke), laser targeting {+ | to strike), combat computer (1 to
strike}, long-range and shor-range radio, loudspeaker, mdiztion detee-
tor, light radiation shizlding, and an environmental crew compartment
with nir-conditboning, hesting, oxygen supply nnd an air parging, purifi-
cation and citculation syslem.

Iron Fist Medium Tank

The Iron Fist medium tank is slower than most robat vehicles, but
wields decent firepower and is well protected. lis main wenkness lies
in its tread — they con be destroved relatively easily, immobilizing the
tank. S0% of all Iron Fist fanks use gaseline or electric motars, A few
have been outfiteed with nuclear engines, for sale io mercenary com-
panies that want the vehicles with unlimited range.

Model Type: [H-128
Class: Assault Tank
Crew: Three: one driver, a ganner, and a commender, Can sccomend-
date wo passengers in a soug ansa behind the crew.
M.D.C. by Location:
Cupolas on Tumret — 75
Bail Gun an Cupala — &
Turret — 200
Betnforced Crew Companment in the Turmet — 50
120mm Auto-Cannan = 120
Co-Axial Rail Gun — 25
Forwand-mounted Lases — 25
Smoke/Gas Dispensers (2) — 15 each
** Main Body — 450
Beinforeed Crew Compartment {main body) — 100
*Track Treads (2) = W) each

#+ Depleting the M.DUC. (rom tbe main body will shat the fank
down completely. rendering it wseless,

Depleting the BM.D.C. of a tresd will immohilizs the @nk until
it i5 reploced, Replocing a tread wall take 1006 10 minutes by &
traimed crew (2 replacements ore cammied on boand) or three dmes
as long by the inexperienced. Changing the tead is only possibie
when the vehicle is not under aftack.

Speed: 65 mph {104 km) on land, Buitoned wp, it can tavel under
wader a1 30 mph (48 km}!

Maximum Effective Range: 600 miles (960 km) with a full tank of
pasoling or via electric motor, before needing refueling; unlimated
if nuclear (10 year life).

Statistieal Data:

}I:iuét: 15 Feet (5.5 m)

Widith: 10 feet (3 m)

Length: 32 feet (9.7 m)

Weight; 35 tons fully lomled

EE-:: Minimal siorage spoce; about four feet (1.2 m) for exira clothing,

weapons, and personal ltems. Three Wilk's 44T loser nifles and two

W1-23 missile lnunchers with five loads each are stored in a compartment

behind the driver's seat,

Power System: Gasoline, electric or nuclear.

Black Market Cost; 2,5 million wilh gasaliwe engine, 3 millien for one

with an electric maror, 23 million with neclear engine (life-time of 10

yEars),
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Weapon Systems

1. 1¥0mm [H-B Auto-Cannon Tuered (1) This is the [non Fist™s main
gun, The cannon has o variety of loads, including high-explosive
{HE), high-cxplosive anti-tank (HEAT), armoar-piercing explosive
(AP, and urmar piercing ssbat-discanting solids (APSD), The APSD
raund consists of n metal dart thar flies ai enormows speeds towands
the targel: it 15 o &8 (ast 38 @ rail gun, but makes wp for it with
the greater mass of the slug.

Hince the gun iz simwsied in the menet, it can rotae 380 degrees
al can wm upwards up o 6 degrees — ollowing it to engape
law-flying aircraft/crestures. The pon iz controlled by a poaner iskde
ihe rusmel compartmeni.

Primary Purpose: Assault; anti-lonk, anfi-robot, and anti-dragon,
Secondary Purpose: Defense; anti-aircraft,

Welght: I wons

Megn-Domage: High-Explosive (HEE (D= 10 M.D. with & blast
radius of 20 fi (6.1 m). High-Explosive Anti-Tank (HEAT): 20462 10
M1 with o blast mdius of 10 £t (3 m). AF: 1D4 % 10 M.D. ond APSDy
20 10 MDD both have no blast mdivs (they punch throagh the
arenarl.

Fobe of Fire; A maximum of three stiacks per melee round regardless
of the gunner’s hand 10 land combat nombers,

Effective Ronge: G0H) Feet (1828 m) for all rounds.

Payload: The tank can carey up o B0 rownds, The seandard distabution
i& M rounds of each type, bat that con be altered to suit the mission,
Far example if the tank is going to be fighting infantry, the wsoal load
wiould be 50 HE, 20 HEAT, and 10 APSD mumds).

2. L =100 Bail Gun (1): This pun is o copy of Monhem Gun®s MG-202,
mepdified for a higher rae of fira. 11 s leeated o the cupala (ming-1ar-
red) over the main turret, and has & 160 depres modation of fire and
can elevate W degrees io engage serial targets. The tank commander,
the punnes, of tee driver can ascess and use the mil gun,

Frimary Purpose; Anfi-nirernft and anti-vehicle,

Second s Defense: ami-personns].

Wizigh: 300 Ibs {135 kg)

Mega-Damage: A burst i3 60 rounds and ioflicss 106 10 M.D, One

round does 104 M.ID.

Rare of Fire: Equal to numbser of combined hand to hand attacks (usually

defsh of the gunmer,

Effective Range; S04 feef (1200 m]

Fayload: 12,000 round dromm, thats 200 bursts! Up fo five droms can

b carried by the tank. Reloading the drum takes 15 minobes if doae

by hand, 5 minutes if done with robots and special equipment.

3, TH-105 Bail Gun {1} This light mil gon s another copy of the
BG-202, with a normal rate of fire, The pun is right onder the tank's
main gun and shoois ar the same warger. It is intended o shood
infantrymen not worth spending o cannon mound o kil

Primary sl Anti-personng] and anti-wehicls,

Secondary Purpose: Defense

Weight: 208 Ihs {134 kgl

Mega-Damage: A Burst is 40 rounds and inflicts 1D4 = 10 M.D.; one

ronxl des=s 103 B [D,

Bate of Fire: Equal to number of combined hand to hand attacks (usoally

d-6) of the gunner.

Effiective Range: 4000 ft (1200 mj)

Paylosd: 8,000 reord box in the turret; chat's 200 bursis!

4, IH-34L Loser Turred {13 This weapon is mounted on the bow of
the tank and can be fired by the driver or the tank commander as a
ssepndary weapon., The weapon consisis of two Laser cannons firing
simultanecusly af the same larged. In vehicles withaul nuclear en-
ginzs, the laser is powered by a rechargenble battery,

Primary Purpose: Anti-Personnel

Smmd;& Pumuu: Deafense
Weight: GO0 Ibs (279 kgh
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Mega-Damoge: 6106 M.I, per dunl blast,

Rate of Fire: Can shoot up o six times per melee,

Effective F'.ilnH_E: HXH) Peet (1200 m)

Paylosd: 100 doal blasts. Unlimited if vehizle bos o nocleor engine,

5. Smoke'Gius Dispensers (21 A smokefeas dispensing unit is atached
to ench side of the APC. The dispenser releases a dense cloud ol
ampoke that covers & 40 loot {122 m) area in frent of the wvehicle,
[t can alse release tear gos,

Payload: 20 rodal; 10 charges cach; typically all smoake,

Mote: All Iron Hesnd Armaments tanks have a shos-ranpe radar (5
rniles/8 kmy), Laser targeting (+ 1 to strike), combai computer {+ 1 b
sirike), long-range and sleoe-range radio, loudspeaker, mdiation dedec-
tor, ]i_g_hr radintion shiekling, and an environmental crew Companmment
with air-conditioning, heating, oxygen supply and an nir purging, panfbi-
cation and creulaiien sysbem.

Iron Bolt
Missile Vehicle

The Ieon Bolt is bwilt en the [ron Fist chassis, but the tamret bas been
replaced with an MLES=120 Multiple Launcher Eocket Syatem (MLES]
with an intemal auto-loading mogazine that belds wp te 120 mini-mis-
atles! Plus laser el and a mdssle launcher tussed that containg 12
long-mnge missiles!

& hattery of six Iron Bolr vehicles can put an armored formaiien in
a matter of s=conds, The ]:u'nhlun 5 the vehicle has limited mobality
and is comparatively slow, The Iron Baolt is wsoally siationed about o
mibe away from the froat lmes and has thear crgets indicased by forwasd
abservers, scouts and advancing soldiers whoe pinpoint the location of
the enemy and radio their coordinates. The vehicks is almost helpless
aginnst pamt-hlunk ronge attackers (withm 1) yandé'meters o lesa).
Model Type: Missile Yehicle
Class: Mobils Amilbery
Crew: Thres: drver, punner, aml commander
MLIDC, by Location:

w=Ehulriple Launcler Bockel Sysiem — 150

** Main Rody — 450

Reinforeed Crew Comparinsent (main bodyy — 1040

=Track Tresds (2] =— M) each

#*# Dezpleting the MLES will cause the sehicle o explods, doing
the damage of cne misile tmes the number of remaining missiles
in ihe box in o G0 foot mdivs (5o, if the bos had 12 Moclear

Multi-Warhesd missiles, the explosion will de 4106 = 120 MDD, in

the blas area,

=+ Depleting the M.D.C. frons the main body will shut the @k
down completaly, rendering il us=less,

*Drepleting the M. D.C, of a tread will immobilize the tank wntil
it i5 replaced: replacing & tread will take 104210 minwies by 3
tnvned crew (2 replocements are camied aboard) — this is only
possible are the vehicle is not under anack at the wme.

Speed: 55 mph (B8 Em); land only.

Mnximum Effective Range: 400 miles (640 kmy with a full tank of
gasnline or via clectrie neotor before needing refveling; unlimited if
nwclear (1) year life].

Statistical Data;

Heighii: 20 foet {6 m)

‘Width: 10} fest (3 m)

Length: 32 fect (3.7 m)

Wiglit: 40 tons fully loaded

Curgo: Minimal siomge spoce; for extrn clothing, weapons, and personal

itzms. Two Wilk's 447 laser rifles and two DRU-10 Missile launchers

wilh three beads each ane stared in the comparment behind the driver's
seif.




Power Syelem: Gaseline, eleciric or nuclear.
Black Market Cost: 4 million with gosoline engine, 5 million for one
wilh an electric motar, 23 million with nuclear engine (lifetime of 10
years). Missiles cost extra (3000 for ench mini-missile and sbout 25,000
for each long mange missile; nuclear warheads cost 5% mare and ane
rre).

Weapon Systems

1. ML-12-Long Hange Missile System (1) This box launcher halds
W pws of 5ix missiles, which can be fired in any order the gunner
chooses. The lsuncher con rotate 360 degrees and con be mised up
1o 60 deprees,

Frimary Purpose; Amillery

Secondary Purpede: Anti-vehicle and anti-dragen.

Weight: ]E fons

Mega-Damags: Varies with missile type. Typically
Rtz of Fire; One at a time or in valleys of 2, 4, or & missiles. Louncher

is reloaded from the magasine in 1 melee rounsd.,

Effective Range: 500 to 1000 miles (800 to 1600 km), depending an
missile type.

Payload: 12 long-range missiles, A cargo truck can hold additienal
missiles oo g grant sobot con reload the mais launcher within six
mdnates (10 seconds per missle); twice as long if not familiar with the
Inading pracediie.

2. MLES-120 Multiple Launcher Rocket System (1 The MLES-120
his an intemal auio-londing magazine that holds 120 mini-missiles!
The lzuncher can rotaic 360 degrees and can be raised up 1o 6
diegrees.

Frirng I"UTD-S-I‘.'! Ehort ronge artillery; anti-wehicke ond anti-roops.

dary Purpise: Defense

WLIEE % tons
Mega-Damage: Varies with missile 1ype. Typically armor piercing and

plasma,

Bate of Fire: One ot o time or in volleys of 2, 4, 6 or 10 minli-missiles
per meles round. The Lanncher is reloaded from the magazing automat-
jcally and has a full payload ready for the next melse round. |

Effective Range: One mile (1.6 km)
Paylond: 120 mini-missiles.
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3, IH-3L Laser Turred {1): The weapon consists of two laser cannens
firing simultaneously at the same target. In vehicles withaut nisclear
engines, the Inser is powened by a rechargeable bartery.

Primury Purpose: Anti-Personmel

Seco Furpisse: Defense

Weipht: 600 Ibs (279 kg)

Megn-Dumage: 6046 M.D. per dual Hast.

Faie of Fire: Can shool up 1o six times per melee.

Effective Range: 4000 feet {1200 m)
Payload: 1000 dual blasts. Unlimited if wehicle has a neclear engine.

Mote: The Iren Halt Missile Vehicle has a shon- and long-rnge
radar, laser wargeting {+ | to strike), combat computer { + 1 1o strike).
long-range and shart-range radio, loudspeaker, scarchlight nnd an en-
vironmental crew compariment with air-conditioning, beating, oxygen
supply and an air purging, purification and circulation system.

Iron Maiden APC-10

This is o light Armored Personnel Carcier that con nccommadals &
10 man infaniry squad in banle armor or man-sized power armor, pus
o two man erew. It is patterned after the obd Bradleys of the 2th century
and resembles @ tank to those mot fomiliar with military vehicles. The
Tron Maiden is also a Favorite vehicle for comvays. It can haul a semi-
trailer or other vehicles, or be converted into o tmvelling vehicle for
two people with o built-in cango bay (10210 [t witha 7 foot’3 < 3 = 2.1
m ceiling, and can sl haul an additional triler). Cwerall, the Iron
Bniden is oot a3 large as the Coalition Mark % and it comries less roops,
bt lsas comparable firepower and armior,

Mudel Type: APC
Class: Infantry Assault and Transport Vehicle
Crew: Twa: pilot and gunner
Troap Transport Capabilities: 10 troops
M.ILC, by Location
Weapon Tarres — 150
F0mm Autg-cannon in Tumed — &0
MLRES-24 Mini-Misaile Launchers {2) — 40 each
Smoke/Gas Dispenser (2) — L5 cach
Laser Turred (17 — &0



**hinin Hody — 320

Reinforeed Crew Comparinsent — 10

Treads {2} — 60 each
Speed: 70 mph (1126 km) on Land: it connat truvel on or ander water.
Statistical Data:
Hzight: 11 feet (3.3 m)
Width: 10 fees (3 m)
Length: 25 feet (7.6 m)
Weight: 20 tons Fully loaded .
Cargo: Swrape space for extra clothing, weapons, and persomnal iems;
10 rifles of any tvpe, 4 rocket launchers (either CR-1 or W1-23) and
24 mini-missiles stored 1 locked overbend comparimenis,
Pawer Svarem: Combustion ar electric enpgine of noclear.
Black Market Cose One million credits for the basic pasoline diven
vehicle or 1.3 million for electric engine with no infantry weapans
included: 2dd another 2 millien for the weapon sysiems, 14 million for
musclear with 15 year 1afe and full armaments.

Weapon Systems
1. [H-10RJ Mmm Ramjet Auto Canpon: This is a glant machinegun
that fires canpon-size, mmijet amor pencirators. The TH-TRD can
chew through the froat armor of o tonk or a giant rebot in & motier
of miputes, When it fires, the ramjer rounds beave a whie plome
bezhinel that rescmmbles an energy beam.

Primary Purprsc: Anti-Yehicle, Anti-Perwnnel.

Secondary Purpoac: Defemse,
“‘:'!EEI:: 2 ins
Mega-Damage: A burst is 20 rounds and inflicts 2D6x 10 M.D. A
single round does 306 MDD,

Rate of Fire: Egual te the gunner®s hamd o hand aiacks; each burst
colnts & one melee action,

Effective Range: 00 feet (904 m)

Payload: 2000 round dram magazine; that's 10 bursis? The cargo arca
has up to four sdditional drums. Reloading is done inside the vehicle
and takes two melee rounds (30 seconds) for two crewmen or passengers
and six melees (90 seconds) iF only one person is involved or te people
aren’t trzinsd in the neload proceduns.

I, MLES-24 Muliiple Laoncher Rockel System (2): An MLRES-24
15 built into cach side of the vehicle, Exch hokds 24 mini-missiles
and con rodate 360 depress and can be raised &0 degrees,

Primary Purpose: Short-range artillery; anti-vehicle and Anli-Inaps.

Secondary Purpose: Defeise

Weight: 200 [bs (50 kg)

Mega-Damage: Varies with missile type. Typically armor piercang and

lasma,

pRa.h: of Fire; Ome o p time o7 in volleys of 2, 4, o & mink-missiles.

Effective Range: One mile (1.6 km)

Payload: 48 total, 24 mini-missiles in each [auncher.

3. [H-ML Laser Turret (1): This wenpen is maunted on the bow of
the 1ank and can be fired by the drver or the fank commander as a
secondary weapon, The weapon constals of pwo laser cannons firing
stmultaneously at the same forget. In vehicles wiathowt nuclear en-
gines, the laser s powernsd by a recharpeables batiery.

Primary Purpass; Anfi-Personnel

Secopdary Purpose; Defenss
Weight: 600 Ibs (279 kg)

Mega-Damage: 606 M.ID. per dual blast,

Rute of Fire: Can shoat up to six times per meles.

Effective Ronge; 4K feed (1200 m)

Payload: 1000 dual blasts, Unlimited if vehicle has o meclear engine.

4, Smoke'Gaes Dispenser (21 A smokefgas dispensing unit is attached
te each skde of the APC, The dispenser releases a demse clowd of
smike that covers a 40 foor (12,2 m) area in front of the vehicle.
It can also relenss ear gas.

Payload: 20 total; 1O charges ench; fypically all smoke.
Mode; Standond Features inclode a shom-range radar (5 miles/8 km),

laser targeting (+ 1 te strike), combat computer {4+ 1w sirke), long-

range and shor-range radio, loudspeaker, mdiation detectar, light radi-

afien shizlding, amd an envirenmental crew compartment with air-con-
diticning, henting, vxygen supply and an gir purging, purification and
circulalion 3¥sieo.

Iron Heart Aircraft

Iran Heamt Armmaments also has a lws of omilicary aincrsft,. Some
mercenary companies have realized that nir superiosity can be an impor-
tant fzctar in combal, The pre-Rifis designs of the American Empins
intznded the aircraft to be wsed in o wide vamery of battle conditions
includiing ireepular terrain, consequently all have ¥TOL {Yertical Take-
O and Landing) capabilities. This is ldeal for mescenaries and adven-
taress since most cities don’t even have airfields.

Sensor Systems: Unless otherwise noted, all aireraft have all ihe
standard robod sensors and svarems, as well as the following:

I, Enharced Radar Can identify and simultanecusly track up to T
different tarpets. Bange: 500 miles (800 km),

2, Ropar Can detect underapber tagers. Range: S00miles (RO km).

Moder The neclear engines are not monefactured [ron Hearl Arma-
mients, although they ane competent at repairing and instolling them.



Grey Falcon
Attack Jet

The Grey Falcen is becoming popular among the air forees of non-C5
natians., This powerful ulirasonic jai is excellent in combat apainst all
kinds of peripl oppoments, ns well as bombing and strafing pround
roops. The Grey Faleon is designed 1o use sman bombs o sorike targets
al great distances, but can fire almast any type of aznal missile, The
vehicle can take-off and land on any flat surface more than 40 feet
(12.2 m) In diarmetee, but i canmst lover and Ty at low speeds which
1% perhaps ils greatest shortooming, Une of ils most unique feafures is
its medular constroction that allows crews to disassemble the jet in a
matter of minules for easy slormge and transpart? 18 can be reassembled
in less thot 10 minutes!! Many merc companies camy o wing or o of
Grey Falcon jers, transporicd from place io place on trecks and deployed
i meeded.

Model Type: GF-1A
Class: Anack Plane
Crew: Cine
M.DLC. by Locatbon:
Forward Mounted Rail Gun — 50
** Winps |2) — 10 each
Wing Mounted Long-Hange Missile Launchers (2) — 60 exch
Side Mounted Medivm-Range Missile Launchers (41 — 50 each
Bally Mounted Mini-Misatle Launcher (1) — &0
*Man Body = 170
Reinforced Pilot"s Companment — 103
*Depleting the M_D_C. of the main bedy causes the crall o ersh.
** Destroying o wing cmeses the croft 10 crash,
Speed:
Driving on the ground: MNed pessible
Flying: The jet propulsion sysiem enables the Grey Falcon to reach a
maximum speed of Mach 2 {1,350 mp/2,172 km) and climb to an
aliinade af 40 000 feet {12,190 m). The jet hos 2 minimum glide-spesd

of 60 mph (96 kmb; if it gees any slower, it moy stall completzly and
crasl, unaless engaged in VTOL. Cruising speed tends 10 be betwesn
I and W) mT:h (3200 e B0 k), Adtack speed can range nom 20
tar 670 miph (320 to 1072 km) against ground targets and up lo maximoam
specd apainar acral advisories. Some aitacke involve launching miszilas
from 5+ mibes away, sthers are direct sirafing runs or close aecal
combat using the rail gons and mini-missile lmancher,

Bange: Muclear power gives il continual esergy, but the jeis overbeat
after 10 hours of confinunl wse above 200 mph, or 4 hours if going
abspve G0 mph (960 kin). Golng & 200 mph (320 km} with occasionnl
rest shops will allow the gircraft 1o ravel foc #0 honirs.

Statlstical Data:

Fleighiz 17 feet (3, B m) with landing pads out, 9 feer (2.7 m) airbome.
‘Width: Wingspan is 40 fest {12.2 m)

Length: T feet {21.3 i} long

Weight: TH tons fully loaded

Cargo: Minimum soroge space of three Feet (0.5 m) behind pilot’s seat
for exira clothing, weapons, and personal ivems.

Ep_w E:rm: Mouclesr,

Mote: Equipped with an exploding canapy and gjecting, parachute seat
far emergency evacuation.

Black Market Cosiz 20 million for a new, undamaged, fully powered
amd equipped GF-1A (mdar, long-rangs rdio, ejection seal, =ic,).

Weapon Systems

1. Wing Mounted Long-ronge Missile Lounchers (2): This is the
mnin weapon of the Gray Falcom, The aircraft carries wp to & long-
ranpge missiles.

Primary Purpose: AntisArmon™ehicle and Anb-Stneciune

Secondary Purpose; Anti-Fersonnel

Mepa-Damage: Warica with misaile vype. Missiles used will vary with

the aircraft’s mission,



Rate of Fire: One af a time or volleys of two missiles,

o

Effective Range: 500 to 1,000 miles (500 o 1600 km).
Payload: B total; four missiles per laanches,

2, Slde-Mounted Mediom-FRange Missile Launchers (4): These sec-
ondary launchers ans built into the fuselage of the plane, one above
and ang below exch wing. This weapon is neostly used against enemy
arrerafl.

Primnry Purposs: Anb-Aircraft and Anti-Dragon,

Secondary Purpose: Anti-Armor and Anti-Personmnel.

Megn-Damage: Varies with missile type. Usually Armar-Piercing or

Plasma,

Rare of Fire: One o a time or in volleys of two or four missiles,

Effective Hange: Between 40 and B0 miles (64 to 1287 km).

Puvlond; £ missiles per louncher, tolalling 16 missiles,

3, Forward Mounted Hall Gun: This nose gun is the lxst line of
idzfense aguinst encmy planes, alihough some pilots use it for strafing
runs against ground targeds,

Primary Purpose: Anti-Adreraft

Secondary Purpose: Anli-Personne] and Delense.

Mepa-Dramage: A burst is 40 rounds and inflicts 1042 10 M.D; can
only flse bursis.

Fute of E: Stamdord

Effective Range: 4000 feet (1200 m)

F"‘u}'ll:li.l.ﬂ: K, HEY mound mtermal magazme; that's 2060 bursts,

4, Belly Mounted Mini-Missile Laoncher: This is an nwio-londing
oisaile lsuncher that allows for rapid firmg (but not volleying) of
mini-missiles. Between ibe rail gun and the mini-missiles, a Grey
Falcon strafing run can clear an aren of encmics with one pass. This
weapan syslem is 2lso wsed indog Gghts against olber enemy atrerallf
flying creatures,

Primary Purpose: Anti-Personnel, Anti-Vehicke, and Anti-Aireraft

Secomndary Purpose: Defense

Weight: 1 ton

Mepa-Danwape: Vares per mini-mizsibe type.

Hate of FI_T\': 'I'u.;|||:|| tor the tolal number of hamsl bt hand altacks per

melee. The missiles are fired one &t & ime; cannot fire vollsys.

Effective Bange: About one mile( 16 km},

Payload: 30 mini-missiles in § magazines carmying 10 each, allowing

for as many as 5 rypes of misatles w ba used; the pilor can select

between the 5 magnzines with o flick of o switch,

AC-29 Air
Castle Bomber

The AC-29 s a hupge jei airplane nearly as large as the Coalition’s
Dieath Head Transpart. Unlike the teanspart, itscargo is pure destruction.
Each Air Castle corries on enormous payload of bombs and missiles,
enough 1o kevel a ey, Besides its explosives, the Air Castle has a
mamber of combal bwers, each with the repower of a small tank, o
peotect it from enemy aireraft and groand defenses. This plane i3 reminds-
cent of the 20th Cemtury B-52 bomber, but much bigger.

Less than one hundred Air Costles hove been built. Ishpeming and
the Manistique Imperium have sdded a few squodrons of the bomber
1o their arsznals, Larsen®s Brigade has too wings of AC-29=, twelve
bombers that make the company more deadly than many arics.

Important C8 Mote: The Coalition States are termified about the
potential danger of this 215t Century bomber and 13 use of heavy sman
hombs and long-range missiles. They have increnssd their air capabilities
secordingly and have warned Iron Hean Armaments o stop monfac-
iring the AC-29 bomber, long-range missiles and smart bomibs. The
5 has issued a publc warning that any Air Castles entering C5 wr
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space shall be considersd hostile and blown out of the sky withoul any
communications or negodistions! Five AC-298 have nlrendy met with
this fate and three were 1K miles (160 k) outside of C5 airspece!

If Ireen Heart Armaments refoses to comply. the Coalition States have
# secret plan For a tactival strike againzt the factories {with hopes of
seizing the plans of thess combat vehicles for thear own wie) and pes-
manently eliminating the threat by eradicating Iron Heart Armamenis
and Mew Kenorn from the face of the Earth! The plan soggests that
leas than 3% of the population will survive! If the C5 maoves against
Tolkeen, they will almest certainly sirike Mew Kenora first or perhaps
simulionzously,

Mloudel Type: AC-29

Class; Heavy Domber

Crew: Fourteen: Piled, co-pilot, two communications engineers, sis
panners and four flight engineers. Can accommodate five ndditional

Passenpers,



M.DLC. by Location:

Mose Vilean Laser Tarrer — 130

s Wings (1) — 408 each

Wing Mounted Vulcan Laser Turrets (2) — 150

Wing Mounted Medivm-Range Missile Launchers {(Hy — 30 each

Top Auto-Cannon Tumet — 160

Belly Mounted Forward Auto-Connan Turnet — 160

Belly Mounted Back Auto-Cannon Turrmet — 16

Bomb Bay — Ml

Long-Range Missile Launchers (12} — 1{H) pach

*Main Body — &K

Reinforced Crew Compariment — 200

*Depleting the M. D, C. of the main body causes the craft o crash.
*#Destroying 2 wing causes the craft o crash.

Speed: Driving on the ground: Not possible.
Flying: The jet propulsion system copbles the Alr Costle o nesch &
maximurt speed of S0 mph (1,280 km], and climb te an altitode of
50,000 feet (15,240 m). The jet has o minimum speed of 160 mph (256
km); if it goes any slower, it stolls and may crash, unless engnged in
YTOL. Cruising and attack speed vary, but tend to be betwesn Lol
and 500 mph (256 1 800 km), depending on the target and the missiom.
Soane attscks invelve lounching missiles from 5+ miles (8 km) away,
oilers are direct bombing runs. The jet engines can be reariented and
pointed downwands, allowing the plane to tnkee-ciT amd land without &
ranway (still needs a flat area about SO0 feet (152.4 m) an diameter,
mich larger than a featball field.
Range: The nuclear engine gives i comtinual power, but the jeis overheat
after 10 hours af contineal use sbove 200 mph, o 4 hours iF goang
phave 500 mph. Coding af below 206 mpl (320 km) with cccasional
rest stops will allow the plane to avel for 40 hours, A liguid Fuel
enpine has n mnge of 900 miles (1440 km) — roughly 12% of the
bombers use liquid feel.

Statistical Dala:

Height= 30 feet (3 m)

Width: 230 feet wingspan {70 o}

Length: 210 feet (B

Weight: 200 tons

Carge: Standard stornge comipariments ane usaally equipped with
parachutes, a dozen first-aid kits (complete with RME Fabod Medical
Kits), food and water for 20 people for two weeks, 12 Wilk's 44T laser
rifles, 48 E-clips, 12 signal Mares, and o fiekl radio,

Povaver System: Lagued fuel or nuclear.

Black Market Cost; 100 million credits for nuclear or 80 million for
paspline type. Hoth are mre/poor availability.

Weapon Systems

{. Vulcan Laser Turrets {3): This heavy, multi-bareled laser is nsed
for missile defense and anti-alreraft roles. Esch is controlled by an
independent gunner. One is mounted on the nose of the aircralt and
the miber two are on top of its wings, The wing urrels can ndate
360 degrees and fire on o 180 degree arc, swieping the air above
the aircraft,

Primary Purpos: Anti-Adreraft and Ant-pissile,

Secondary Purpose: Defense

Megn-Damage: 204 = 10 w.D. per blast.

Rate of Fire: Each turret can shoot up 1o six tmes per melee round.

Effective Range: 6000 Feer (1828 m)

Payload: Effectively Linlizited

3. Auto-cannon Turrels (3¢ Two 30mm aute-chnnons are mountsd
om belly turrets and & third in the middle of the plane, on top of the
fasslage. The belly guns can engnge any target below ihe bomber.
They use special ramjet rounds, powerful enough 1o mupbare the
heaviest armor, The terrets con redate 360 degrees and fire in a 180
degree arc.

Primary Purposc: Anti-Yehicle and Anti-Personnel

Secondary Purpose: Defense

Weight: 2 tons

Mega-Damage: A burst is 20 rourds and inflicts ID6X 10 M.D, A
single roand dogs 306 ML

Rate of Fire: Normal

Effiective Ronge: $000 feet (1200 m)

Payloud: 4000-round drum magazine per canrsn; that's 200 bursts.

3, Wing Mounted Medium-Range Missile Launchers (B} These laan-
chers are ploced in a row of four on each wing. They are part of
the defense sysiems of the bomber, enabling it 10 knock enemies
out of the sky at a distance, The launchers have o payload of six
miasibes each, for o total payload of 48 missiles.

Primary Purpese: Anti-Afremit, Antk-Missile.

Secondary Purpose; Anli-Vehicle.,

Meja-Damage: Varies with missile type. Common 1ypes include Heavy

High Explosive, Armor-Piercing, and Plasma.

Rate of Fire: Cne at o time, or in valleys of twe, fous or eight massiles.

Effective Range: Abour 50 miles (50 km)

Pavioad: 5ix missiles per launcher (8), for a tetal of 48 missiles.

4. Bomb Bay: Mozt of the cargo of the AC-29 is made up of hambs,
altheugh vehicles and supplies could be substituted in a pirh, The
gircraft is & bomber ond carrics tons of explosives; enough 1o level
the toughest building or a hlow a convoy of wehicles o Kingdom
Come. The impact of these bombs is roughly the same of & long-rangs
missile. Copventional explosive chorges can be licerlly “yfrapped”
from the plane and detonate upan hiting the target an the ground.
However, smart, sslf-guided, missile-like bombs with steering fins
and a small rocket motor ane the unigue bombs specially developed
far this aircraft (more American ingenuity). This makes the deadly
carpo ull the more dongerous because af the level of nccuracy. The
apnart bombs are dropped and fall 1o the earth, as they approach
their intended preprogrammed targst, rockets engage and adjost
irajectory. They can even pursuc & moving larget, bt are limived
to a range af hall a mile (0.8 km) maximem?

The AC-29 can also do carpet-bombing sweeps, where all the
bomibs ane insrsched to hit a specific orea and saurate it with exg-
lasiens. Similarly, they can be directed to strike one specific building!
large target o7 anfi-vehicle sweeps where bombs attack individual
vehicles (wsually tanks and rohals).

Fri e Anti-Striciure and Anti-Yehicle

Secondnry Purpose: Anti-Persannel

Mega-Damage: Varies with bomb type; same types andl damage a5 the
lomp-range muissiles, but traple the blnst radius.

Bate of Fire; A volley of 10, 20 or 30 bombs can be dropped ance pes
melee round (every 15 scoonds),

Effective Range: About half a mile (0.8 km) frem the drop site.
Payload: 200 heavy bombs (same types and damage as kng-range
missiles).

Mote: Hitting a large staticnary target like & building or beidge oo
blanketing a specific arca is automatic! To hit a meving larget, roll to
sirike {4 6 per bomb). The entire bomb volley can sirike ane larget or
pach can veer away to hit o different target {such as a tank or bat).

5. Long-Range Missile Launchors (12}t The front, boltom anca of the
AC-T9 ppens up to reveal DW0 MEDDCING FOWE of missiles. The
tissiles are dropped and then sell-ignite and fly towards their targets
5 weconds later, Unlike bombs, the missiles can fly and cngage
targets hundreds of miles away — the AC-29 can launch n missile
stack while flying hundreds of miles away! The missile launchers
hald 5 leng-range missiles each, for natal payload of 60 misshles.

Pri szt Anti-Vehicle.

Secondary Purpose: Anti-Structure and Anti-Airerfl

Megn-Damage: Waries with missile type

Rate of Fire: Up to twelve missiles can be fired per melee round.




Eifective Range; Between 500 and 1203 miles (B0 to 1920 km).
Payload: 60 missiles. The plane can be reconfigured to camry a cargo
of missiles instend of bembs. In that case, the payload can be increased
e 120 missibes (but no bombs will be available). The reconfigumtion
of the plane into a missile ship costs an extr 100,000 credits.

Iron Eagle
Attack Helicopter

Tron Heart Armaments has revived the old 20th Century aircraft in
a fairly effective, heavily armored model potemed after the ancient
Cabra amd Apache helicopter gunships used by the Americon Empare.
The Iron Eagle has impressive firepewer and maneuverability. 4 squad-
ron of five punships can inflict a lot of damage on o ground force and
bots, The Sky King is faster and more moneoverable, but canned mntch
the Iron Eagle in armor and lrepower.

A nautical belicopier version of the Iron Eagle is also available. It
iz called the Iron Trideni. The sipis are unchanged, excepl & sonar
system and ponioen runcers ane sdded so it can land on water, and the
medium-range air missile lounchers ore replaced by wepedo launchers
fused b hunt submanines, bols and sea serpents),

Mudel Type: [E-13AH (nnutical model 35 designated as [E-ITAH).

Class: Helicopter Gunship.

Crew: Four; Pilot, co-pilotfgunner, conuninications technicion and o
secondary gunner, Two humon-sized passengers can be squeezed in
1o,

M.DLC. by Location:

** Fpur-Blade Top Rotors — 80 (20 exch blada)
#5¢ Regr Rolor — &l

Mini-Missile Launchers {2} — [0 each

Medium-Range Missile Launchers (2) — 10 =ach

Mose Auto-Canean — 10

*Main Body — Ml

Reinfooad Pileas" Compartmsent — 150
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#Desiroving the main body krocks the belicopier out of the sky
and renders it completely uszless,

wayeaE Dpgiroying the reor redor or ong of the main blades will
ciuse the helicopter to fly at half speed. wobble and is — 6 1o parry,
=3 o strike, and — 50% on palating akill/mancuvers. Smarn pikis
will lonsdd a5 soon & possible. Destroving the main op rator (30
...} will knock the bind out of the sky! Rell under pilating skill
— ¥ for a suceessful crash landing (chopper I3 weecked but cres
ind possengers are uninjured).
Speed:
Driving an e ground: Mol possible,
Flying: The Tron Eagle can bover in & stationary pitiion up e J0CR
feet (915 m) high and can achieve a msaximum flight speed of 300 mph
{430 km), and climb 1o an altitude of 3000 feet (915 m). Cruising and
atack speeds wary, but tend 10 be between 100 and 200 mph (160 o
329 km) and it has excellent VTOL capabilities.
Range: The nuclear energy source gives the [ron Eagle continual power,
but the jets overheat after 10 hours of comimoal use obove 100 mph,
or 4 hours if going above 200 mph (32% km). Going at 100 mph ar
below with coepsional rest stops will allow the helicapier 1o iravel for
40 hours. A liquid fuel version is also available with a moge of approx-
imntely £00 miles (643 km).

Statistleal Data:
Height: 15 feet (4.0 m)

Width; 10 Feet (3 m) wide: rotors have a dinmeterof 20 feer (15, 2m}.
Lengih: 55 feet (16,8 m)

Weight: 10 tons fully loaded

Cargo: Limited; enough roam to add two passengers ar equivalent cargo.




Pawer System: Nuclear or liquid fuel.

Black Market Cost: 24 million credits lor nuckear, 1.5 milliea for liguid
fucl, beals with Tull weapen syslems, Appeosimately half the assanki
helicopters sold use liquid fucl, and & quarter ane designed for nautical
=g,

Weapon Systems
1. Mini-Missile Launchers (2): These are multi-missile launchers,
ench able 1o release a volley of 24 missiles! They can be controlled
by the pilol or the secomdary gunner,
Pr Purpose: Ant-Yehicle and Anti-Personnel
Secondary Purpose: Defense
Mega-Damage: Yaries wilth muissile 1y pe.
Rate of Fire; One at o fime, or volleys of town, thres,
fwenty-four.
Effective Range: About one mile (1.6 kmj
Payloal: 48 total; 24 mini-missiles per launchee,
2. Medivm-Range Missile Launchers {2} These heavier missiles

five, ben or

are used apainst tanks, mbats, and piher large, well-proteced 1argeLs,
Usahle by the co-pilalfgunner or sccondary gannes.

Primary Purpose; Anbi-Armor ard Anti-Adreraft

Secondary Purpode: [habense

E'ES_II-]JE.EE.: Vartes wilh missile fype.

Kate of Fire: One &1 & lung, or in volleys of two or four.

Effective Range: Abaut 50 miles (80 ke,

Paylond: % total; four per Launcher.

3. Hmm Aute-Cannon: This nose-manted cannen iz controlled
by the co-pilot/gunnes, [t is ussd to hose' encmy areas and 1o
enpage vehicles amd infantry.

Primary Purpose: Anfi-Velicle ol Anti-Personsel

Secondury Purpose: Defense

Weight: I 1ans

Mepa-Damape: A burst is 30 rounds and inflicls o 10 MDY 8

single round does 306 M.D.

Rate of Fire; Mormal

Effective Bangs: ML) ezt (914 mid

Payload: 4000-raund drum magnzine; that™s 200 bursls!

Iron Heart Watercraft

fron Heart has recently purchased some shipyands on the coast of
Lake Superior at the rebuilt city of Duluth, Minnesota. Since the Gocat
Lakes and ather coastal areas are so dangerous, (he company s trying
g sell its patrol and attack boals constal communitbes, mercsnaries
and adventurers, Even the C5 of Quebec has made o few purchases.
Unfortanately, would-be pirates wha mam the lakes and seas uns becom-
ing Iron Heart Armamcnts’ best customers (cash sales only).

Semsor Systems; Unlesz otherwiss poted, all watercraft have all
cannlard robot sensors and systems, ns well as the fallowing:

|, Enhanced Radar: Can identify and simultaneously irack up 1o ]
diffesent targets. Range: 500 miles (800 km).

2, Spmar: Can detectunderwaler arpeds, Ranges S miles (BO0 km).

Iron Heart Torpedoes

lron Heart has crented high explosive and plasma torpedoes that are
fundamentally missiles designed for propulsion through water rather
than nir. High explosive (HE) torpedoes do mode damage umlerwater
hecause waler is a better conductar of concussion waves than air, Tos-
pedoes are slower than missilss {about 300 mphyd&2 km) and can usually
ke “seen” with the naked eve ot abaut 500 feet (153 m) away fram s
targer and detected by sonar miles away. The further away the Worpeds
is launched, the greater the chances it can be destroyed or evaded hefors
resching its intended farget.

Torpedo Statistleal Dhatas

Penalties: Torpedoes are — 2 o strike al any range lomper than & mike
(1.6 km). At 1000 feet (305 m), the torpedn’s trucking system will
fallow ored hit all bt e nimblest wrgets and is +3 10 sirike, The
problem is that at 1000 feet the missile will be in range of almost
gvery known weapon sysiem, allowing the enemy one attempt of
blowing it up with weapons of thelr pwn.

Speed: All forpedoes mvel at approximately the same speed of KL
mph {452 km})

M.D.C. of Torpedoes: Mini-torpedo: 10 M.IDLC, light; 15 M.IMC.,
medium: 30 M.DC., heavy: 50 3, 0.C., and depth charpes have
five M.D.C. points. Depleting the M.ILC. will cnuse the torpeds
1o detonate the instant it hits zero points. Thus, they ean be prevented
fraen reaching their intended target, As a resuli, torpedoes are often

nzs

launched in pairs or volleys. Detonating one only has a 33% chance
of causing the others to explode as well.
Cost & M.ILC, Damnge Inflicted by Torpedoes & Depth Charppes:

Mini-torpedo: 1062 10 M.D. (HE or Plasma). Range: e mile
(1.6 kmi. Cost: 25000 eredits each.

Light Torpedo: 2D4x10 M.D. (HE) or 1DE 1k B
{Plasma), Ronge: 5 miles (8 km). Cost: B0 credits exch muissile,

Mediom Torpedo: 3043 10 M.D. (HE) or D610 M.
(Plasmin), Range: 10 miles (16 km), Cost: 10,000 predite cach,

Heavy Torpedo: 406 10 p.0. (HE or Plasmn). Range: 20
miibes (32 k), Cost: 20,000 oredits each.

Diepth Charges: Bosically & bomb that i dropped imo the water,
sinks and detonates when it reaches a particular depth ar hits an
ohject. Maximum rnge/depth; H0H0 feet (610 mb decp — nualomat-
ically explodes at 2000 feet (or any depth between 200 and 2000
feet/Bl-610 m); damage: 204 = 10 M.DL (HE) cosl 4300 eredits
cach,

Black Eel Torpedo Boat

This Is a small, lydrofoal assault craft, designed to destroy larget
ships nnd combat sea monsters. The simall boat s built around a single
lauch tobe (its main armament) and is very light and manenverable,
[t has become a favarile among adventurers, 5o0M seTvices and pirses.
Model Type: IH-TRIZ
Clagst Tarpeds Beat.

Crew: Four: Pilot, navipsor/sensars operatar, gunner and michanic,
M.DLC, by Location:
Deal Machinegun — 20
Reinforced Crew Companment — 70
Depeh Charge Launcher (1) — 40
*Torpeds Bay — 100
#* Wipin Body — 125
#[f the Torpedo Bay is destroyed, any damage nffects the torpedoes
imside. If one is destroved, it explodes and causes o chain reactiaon,
inflicting the combined M.D.C. damage of all the orpedaes left in
the bay (5o, il there wers 5 Heavy Plasma Torpedoes, the explosion
will inflict 4D6 % 50 M.D. 10 the ship and s occupants — don’t
bring flowers o the funeral).
s#[iepleting the M.D.C. of the main bady will cause the brat W
sink,



Speed: 70 mph {112.5 km)

Muximum Hange: 800 miles (1280 km); o fuel driven vessel,
Statistical Datn;
Height: 18 feet (5.5 m)
Width: 18 fest (5.5 m)
Leaguh: 25 feet (7.6 m)

Weight: 4 tons

EREEE
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Cargo: A smonll 33 foog (0.9 20,9 m) area,

Power System: Liguid fuel; back-up sl optional {25,000 credits),
Black Market Cost; 100,000 credits oot counting the torpedo and depth
charge payloads,

Weapon Systems
1. 14mm Machinegun: A hesvy, dual machinegun loaded with exp-
losive bullets, The main section of the gun is protected by 2 small
medal shield. The gun is used mostly to fight off other small watercraft
aed b defend agninst piveraft. It can also be uzed o detonate enemy
tarpedoes.

Primary Purpeae: Anti-Vehizle and Anti-Personnel

Secondary Purpose: Defense
Megn-Damage: A burst 15 40 rounsds ond does 104 % 10 M.D. Oaly

fires barsis,
Hate of Fire; Siandard
Effective Bange: 2000 feet (610 m)
Fayload: 2N rounds (that's 30 bursis).
2. Heavy Torpedo Tube (1} This is the main weapon of the Black
Eel. The heavy torpedo can severely damage or sink most small ships,
Primary Purpose: Anti-Ship
Secondary Purpeae: Anti-Sea Monsier
Mega-Damage: Varies with missile type.
Hate of Fire; Only one torpedo can be lounched per meles round,
Effective Ra Range: 20 miles (32 km}
Fayload: & trpedoes
4, Depth Charge Launcher (1): This wenpon is used against veasels
ard monsters submerged under the waves.
E Purpose; Anti-5hip
: Anti-Sea Monster
Mtga-ﬂalag : 204 10 ML, — explosive canisters.
Rate of Fire: One at a time or volleys of two, One or owo can be
launched thies times per meles ronnd,
Effective Bange: 2000 foot (610 m) deph.
Poylond: 10
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Triton Patrol Boat

The Triboi is & small, fast combat boat that uses a hydrofeil propulsion
avstemn for yreat speed. It is kdeal as a Coast Guasd ship or defender
io defer pirates, monstess and amuggless. The bant is also well-anmed
with a complernent of missiles, medium-range torpedoes and two heavy
rail guns, Additienally, it standard complement of Four flying power
ormed oo gives tbe Troon limited air reconnaissance and defense
capabilities. The flying troopers are often deploved o destroy incoming
torpedoes and 10 pursue escaping vessels, The CF of Free Quebee s
bought six Tritons for its shore defense forces. Somse coastal kingdems,
smugglers nnd even o fow pirstes from South Americn hove made
discrect purchases.

Model Type: [H-PEI2

Class: Patrol Bosl

Crew: & b 17, The copinin, one navigator, one communications ech,
twio punners and a satlorasalsam are the minimiem requinsments
salely and efficiendly opemte this baat,

A standard military complement (17 personnel} inclodes: Capiain,
second ollicer, two navigalors, hres communication lechnicinns,
three punmers, twn enginesrs, ong doctor, and four seamen.

In an emeegency, the ship can be an with as few as three crew
members, bul only a maximum of thres wWenpan syslems can 5]
operaied and the shen-handed crew is — | to strike and — 240 dodge.

Troop Capaciiy: Besides tee crew, the Triton can sccommisdate up to
twelve power armor marines (usually SAMAS, Flying Titans or
Predntors, depending on the bower), regular infantry soldiers or
passengers. The shop has a pal of 16 doubbe cahins (tan bunk beds
per cabin), nnd six personal cabins for officers and impomant pass-
cngers. Additionally, there i5 a brig with three cells.



M.ILC, by Location:
Bridge — 225
Missile Launcher — 150
Tarpeda Tubes (2 — WX each
Drepth Charge Launchers (2) — 33 cach
Rail Gun Turrets (2) — 200 each
*RepsanCommunication Amay (4] — 100 each
=t Wfain Body — &50

*Destroying all four arrays will blind the ship’s sensors and knock-
out the communications system (missiles are fired a1 <2 to strike,
relying on their own homing sensors; range for all weapan sysiems
draps to line of sight), Each array is o relatively small target, requining
g called shat ar = 1 o strike,

** Depleting the M.DUC. of the main body will cawse the ship
tp sink in 104 miries, Infatable rofis (enough for twice the
maxbmum crew) are stored in special companments in the ship.

Speed; 50 mph (86 km); cruising spoed is about half.

Statistical Data:

Heighi= 30 feet (9 m)

Width: O feet (2.7 m)

Length: 130 feet (39,6 m)

Weipht; 250 tons

Cargo: The hold con store up to 10 tans of cargo, in additien to ship
basics, Each bunk cobin hos 2 small storoge spoce (abear 3 feetD.8 m)
for personal items. A weapons locker helds 24 energy pistols, 12 energy
rifles, & beavy energy cfles, asd 6 missile laenchers {for the crew).
Weapons issued to the marine foroe are stored in a different compart-
mel.

Povwer System: Muclear; nverage ciergy life is 15 years.

Black Market Cost: 200 million credits for a new, undamaged ship with
all weapons and necessaries. Does not include the marine force or thi
ammunition, either of which can cost more thon the whole ship.

Weapon Systems

1. Mini-Missile Launcher: The missibe launcher is Incated in the stem
of the ship. This is an auio-loading missile tarres, nble to put is
entire payload in the air in a few minutes. The missiles’ range and
the ship's sensors allow the Triton o conduct battles without ever
seeing the enemy directly.

Frimary Purpose: Anfi-Ship

Secondary Purpase: Anti-Aircraft and Defense

Mapa-Damage: Varies with missile type.

Rate of Fire: One at a time or volleys of two, four or sixteen missiles!

Omce the magazine is empey, it must be reloaded fram the cargo bold,

which requires two trained crewmen and tnkes 30 minutes.

Effsctive Ranps: About one mils (1.6 kEm)

Py loud: The launcher hes an awto-loading magazine thas halds 160

mini-missiles. The cargo hold has another 330 missles in storage!

2. Torpedo Tubes (2): The Triton also has a torpedo bay and two
fubes. A common tactic against a single Fos consksts of lnunching
a combined torpedo and missile artack to overwhelm the target’s
defeznses through ssuration.

Primary Purposi: Anti-Ship

Secondary Purpase: Anti-5ea Monster

Mega-Damage: A0 10 8.0 (HE) or 206 = 10 ML, (Plasma).

Fate of Fire: Two attacks per melee round, firfing one al a time: or teoe
pairs of lorpedoes.

Effective Range: About [0 miles (16 km)

Payload: 100 torpedoes (50 per twbe)

3, Rall Gun Turrets (2): One tumet is keated over the bridge; the
ather is amidships. The mil guns are heavy ortillery paeces designed
1o knock down missiles or enemy aircrall and she 1o engnge enemics
who et close enowgh.

Primary Purpose: Amti-Aircraft and Defense

Secondary Purpase: Anti-Ship

Mega-Damage: A burst is 40 rounds and inflicts 304 % 10 M.D.; can

only fire bursts,

Rate of Fire: Standand

Effective Range: 11,000 feet (aboat two mileard. 2 kmd.

Fayload: 000 rouncds in cach tummet; that™s 2000 barsts,

4, Depth Charpe Launchers (2): This weapon is used against under-
waier submarines amd monsters.

Primary Purpose: Anti-Ship

Secondary Purposs: Anfi-Gea Monstes

Mepa-Damnge: 204 < 10 M. D, — explosive canisiers.

Rate of Fire: One ot 3 time of volleys of two, A siogle depth charge

or & pair can be launched three times per melee round.

Effective Range: 2000 foot (610 m) depth.
Pavload: 100 total; 53 depth charges for esch lnunches.
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Sea King
Missile Cruiser

This ks the heaviest ship manufactused by Iron Heanl Armsaments and
omnly o dazen of 5o have been produced so far. Free Quebec has purchased
four {much to the chagrin of Chi-Town). The olbers are in the hands
ol diverse kingdoms and nations of still up for sale,

This 10,000 ton ship seems enornacas o most people of Rifis Eanh,
but is actually based on a design for an American escort ship before
the Great Cataclyam. 21s0 Century flagships were aircraft carriers weigh-
ing TI,00I+ foms! B6ill, the Sea Kiog has a ot of firepower, with
several missile launchers, six torpedo tubes, high-capacity rail pun
cannon, and laser bateries. I camies four modified helicopters and has
a complement of $0 Marines in powered armor with flight capabilities
(efther Triax Predators or Coalitien SAMAS, depending on the clicat).
A Quebec owned Ses King managed o desiroy a hoge, seemingly
indestructible monster (netually, o Metzla from Adlantis). Afver ihat,
Free Cuebec created a oy “fleet™ of two Sea Kings and six Tritons
navigating the mouth of the Quebec inler,

Mote: The sale of such ships to privade individzals who operate within
the Coalition’s territaries is ilbegal. Like the AC-29 Air Costle Bomber,
this vessel has been owtlnwed by the Coalition amd, excluding the four
Free Quebec vesaels, will be destoroyed without waming whenever it is
encpandered.

Model Type:s TH-MCIA

Class: Massle Cruaser

Crew: Typically 40-530; Coptain, First Officer, four Chief Officers (in
charge of navigation, sensom, enginsering and wenpon systems re-
spectively), two medical officers, three communication technicians,
thees senser operatons, two navigation technicions, four engineess!
mechanics, four nurses, a cook and four pssistant cooks, and fifteen
senmen nll ermimed in gunnery and other arcas of ship eperation.

Thee ship can be pileded by o skeleton crew of eight, but &1 balf
efficbency aml manning oply one Weapons sysiem ai o time,
Troop Capacity: Typically hos o marine force of up 1o 30 power armor
woapers {usually SAMAS or Predators) or 50 infantry soldiers and
fwa i four Irom Trident Helicopiers, each with a special sonar army
for deecting submiarines nnsd sen monsters, The ship kas 42 double
cahing for the crew and marines, and 12 single cohins for officers
and imporiant passengers. The beig can bouss up o 12 people.
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M.D.C. by Locatlon:
Bridge — 500
Misaile Launchess (4) — 150 each
Torpede Tubes (8) — 100 cach
#CensopCommunicntion Armay (4) — 100 cach.
Bl Cun Tarretz (23 — 150 each
Cannen Tumret 1} — 330
Depih Charge Launchers {2} — 55 each
=+ Winin Rody — 2600
*Diesiroying ol four arrays will knockout the ship’s sensor and
commrunlcation systems (missiles are fired at =2 to sirike, relying
on their own heming sensers; range for all weapan systems drops
to line of sight), Each array is a relatively small target requiring 2
called shot at =1 to strike,
** Depleting the M.D.C. of the main body will cause the ship
w siok i 104 minvtes, Inflatable rals (eecugh for twice the
mazimum crew) are stared in special compartments ea the ahip.
Speed: 40 mph (54 km)
Simiictical Dala:
Height; 55 feet (16,7 m}
Width: 32 Feet (975 m)
Lenpgih; 563 feet {173 m)
Weight 10,00 tons
Carga: Can store 1,000 tons of nonessentinl equipment and supplics.
Power System: Muclear, with an average life of 20 years.
Black Market Cost; Abouat 600 million credis,

Weapon Systems

1. Missiie Launchers (4): The missile launchers are located to the
stern of the ship in two rows. They ae the main weapen syabens
of the Sea King, These suto-loading missils turrets can fire off their
entire paylosd io a couple of minutes, The missiles’ range and the
ship’s sensars allow the Sea King to condust battles without ever
secing he enemy directly, Launchers are controlled from the bridge,
sometinees by a single gunner/operalar.

Primary Purpose: Amti-Ship and Anti-Aircraft.

Secondary Purpose; Defense

Mega-Damage: Varles with missile type. Medium and Long-Range

mnissiles can be used,

Beate af Fare: One an a time or volleys of two, (o or sixicen missiles!

Ones the magasine & emply, it must be relosded from te cargo hold,



which requires two rained crewmen and takes 30 minutes.

Effective Range: 50 10 40 pmiles (30-800 km) depending on fype.
Payload: Each launcher has an auto-loading magazing that bolds 150
missiles. The cargo hold has anothes 560 missiles in storge.

2, Torpedo Tubes (6): The Sea King also has a torpedo bay and six
mubes which fire “henvy™ torpedoes, Four crew members must be
at the rorpede bay o prepore the wisapon.

Primnry Purpose: Andi-Bhip

Secondary Purpase: Anti-Sea Monster

Megn-Damage: 406 = 10 M. I; same damags for heavy HE and plasma

inrpedoes,

Rate of Fire: Up to & per melee round.

Effective Range: Ahoul ) miles (32 km)

Pavlond; 600 rorpedees (100 per whe)

3, Long-Hange Rall Gun Turreis (2): One umel 15 located over the
bridge. The other is amidships, over the larger Cannon Tumet. The
rail guns are heavy artillery pieces designed 1o keock down missiles
and enemy aircraft, as well as 1o engage other seageing vessels at
a distance. Each furret is manned by one crewman or can be eontrol-
led from the beidge.

Primary Purpose: Anti-Airceaft and Anti-Ship

Secondary Purpose; Defense

Mega-Damage: A barst is 40 rounds and inflicts 304 x 10 M.D.; can

anly fire bursis,

Rate of Fire: Standard

Effective Range: 11,000 feet (about two eniles/3,2 km).

Payload: 000 rounds in each turret (200 bursts).

4, Elght-inch Moval Guns (2} These rnassive canmoms are mountesd
on & heavy furmet 3 the bow of the ship, They were not part of the
ariginal design. bat the weapon enginesrs at lron Heart Armaments
believed that the anillery would make the ship more intimidating.
Besides, they had found the cannon in the remains of another pre-rifis
ship and copied the design, Whatever the reasans, thess (e cannons
add 1o the firepower of the ship, The cannon's muands use special
prapellants that give them grest range and damage capnhiliti=s,

Primary Purpose: Amnti-5hip

Second we: Anii-Shore Installations.

Mega-Damage: 4D63 10 M.D. to a blast radius of 50 feet (15.2 m).

Hate of Fire: Up 1o four shots per melee (fwa per cannon).

Manimum Effective Range: 20 miles (32 km}

Payload: 60 wial, 30 rounds per each pun. Relonding from the hold of

the ship requires two crew members and takes 10 minutes.

5. Depth Charge Launchers (2): ene unobénusive depth charge launcher
is located ot opposie cods of the ship.

Primary Purpose: Anti-5hip

Secondary Purposs: Anti-Sea Monstes

Mega-Damage: 204 = 10 M.D. — explesive canisters,

Rate of Fire: One at 2 Gme or velleys of two. A single depth charge

or a puir can be launched three times per melee round.

Effective Range: Up to 2000 feet (610 m)

Paylond: 50 depth charges in ench launcher; plus anather 200 in storage.

6. [ron Trident Helicopters: These choppers have the same stals as
the Iron Eagle (see above), but fire torpedees and have pontedns
for landing on calm waters. The Iron Tridents are also used to
support the power armor marines in boarding enemy vessels and
nmphibipas assaults,
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Naruni
Enterprises

All that Earth's inhabitants know about Narunl Enterprises is that
it 15 A mysterious corparation that aperares in the wiklerness and amang
some independent kingdoms throughout Nonh America, The Coalition
States want nothing o do with the organization 2nd have outlawed 1
podsession of Namuni weapons in any of the Coalition States. The C5
hos branded the corporation =5 a dangerous subversive organizstion
dedicated to undermining the human race. As prool, they point ko the
facts that the arganization is obviously controlled by D-Bees and delib-
erately sells o the enemies of humankind., Many have imerpreted this
1o mean Maruni Enterprises refuses to sell exclusively to the C5 and
sells to anybody with cash in hand, including D-bees, the folks ot
Tolkeen, and other pon-allied and non-human factions.

The Coalition Staes are not the anly ones concemned with the presence
of Marnumi Enterprises. Other weapon manufacturers, ingluding Monbem
Cun, Wilk's and all of those festured in this section, suspect that the
presence of Manni Enterprises means trauble, The Splugorth of Atlantis
and their minkons know the Naruni to be dangeroas transdimensional
competitors nnd are not happy to leam that they have discovered Rifts
Enrth, Mote: See the section on the mercenory company known as
Robot Contral for complets details about how Narthern Gua, the C5,
Spluegorth and others feel about Naruni Enterprises and their phets bo
undermine the neweomers.



Interdimensional
Arms Dealers

The Maruni are alien arms dealers from another dimension. Like the
Splugorth, they sell and wrade throughout of the Megavesse, Preseatly,
they are about half s well known, powerful, and hated as the Splugarth,

Mo one mes runs the mansdimensional corporation. Rather, its em-
ployees are chosen from all over the Megaverse, with a preference
townrd those from high-tech worlds. However, most of Naruni Enter-
prises’ top munagement and owners are members of the MNaruni race
{see Trader Joe in the section deseribing Robot Control for the alien’s
stats a5 on optional B.C0C. ), Morund factories are located i other dimen-
sboms, where hundreds of thousands of vehicles, weapons and munitions
are produced every duy for sale on hundreds of woelds.

Naruni Enterprises and the Splugerih are nuhless compelitors so the
Maruni trv 1o avoid dealing with them or Splagarth controlled worlds.
The Splugorth have no liking for the corparation, whom they sec ns 0
group of meddlers o an increasingly annoying rival in tmasdimen-
sional commerce cummently dominasted by the Splugorth. The fact that
Maruni Enterprises seems ta frequently amm the enemies of the Splugorth
hasn’t hilped relations between the two either, The weapons and vehicles
snld by Nuruni Enterprises are among (he best in the Megaverse. Cnly
the Kiitani and similar high-tech civilizations can match them, However,
Mlomani Hesd ane very expensive.

To make n snle, the salespeople at M.E. allow governments and large
businesses to buy on credit, The weapon menchants are friendly, cheesful
and helpful in consummating the sale, but when it is time o collect
the debt, the corparation is ruthbess! If the purchaser cannot pay in
cash, the corporation will comsider trading goods or services, but is
more inclined to scquire {seize) mining and land rights as payment. Cn
several worlds, this credit and collection policy has enabled Muruni
Enserprises to seize eofire planets! Naruni Enterprises will get its money
any way it can, In some instances they have taken the enfire population
af 1 indebted kingdom or planet to sell into slavery. In other cases, it
has forced the population 1o build and operate high-tech facteries and
oo a life of hard labor. Besutiful Iond, sometimes entire plasets ane
transformed into giant, smoke-belching factary warlds. Few dare to
fight Maruni Enterprises becouse they have resources across ihe
Megaverse and ngcess to roops, allies and weapans that dwarf any one
planet or even most collectives of planess, The carporation can be
beartless and in this regard they aren't much better than the Splugorth
{nlthough they don't make a practice of slave trading nor do they engage
in the hamible schence of bip-wirardry).

Rifts Earth is seen os an incredible Innd of appounity for the weapons
denlers, The many conflicts and uneven moge of techoology provides
a multitude of clients. More importantly, Earth has become a dimen-
ssonal gateway 10 & thousand different worlds, many of which have not
yet been exposed 1o the charm and opporanities Maruni Enterprises
fias to offer them, The corporation is aware of the Splugesh’s srong
presence in Atlantis and has decided to infiltrate North America. For
waw, it is content with opening n few “trading posts™ on that continent,
but is planning expansien and economic domination within the next 30
wenrs, Maruni Enterprises hod considered seiting wp its base of aperations
in Europe, but the Splugarth influence (through the Gargoyle Kingdom)
ix oo strong and the general environment o unstable. China tsn’t
much better, and most of the r=st of the world has its own shane of
problems.

They see the Coalition States as their only serious obstacle in North
America. They nnd otber human supremacist groups will try 1o prevent
humans from making deals with exira-dimensional manufacturers such
as they, Maruni Enterprises tries to avoid direct conflicts with the Co-
alitbon States, but made the polentially fuel mistake of approaching
them first and alerting them o their presence. After being rebuffed by
i 5 (the three Maruni Enicrprises sales representatives barely escaped

with their lives), the corporation has focused the majority of its adtention
an several independent kingdoms and cities in the Americas. In the
future, they hope to set them against the Coalition o clear the way for
ensy exploitation of the Americas. However, the coFparation’s srubegisis
lkave been so blinded by the incredible patential Earth has to offer and
are 40 cocky, that they have failed to include other powerful forces in
their equation for economic conguest. The most petable includs North-
ern Gun, Manistioes Ioperium, Wilk's, Triax and ciher weapon man-
afncturers, They alse fil t realize that there are dedicated enemies of
the CF, like the nathon of Lazlo and many powerful heroes, whio will
fight alonpside the Coalition to keep their planst free from alicn tyrants
and con-men like those smployed by Nomni Enterprises, In this case,
the Coalition would be seen as the besser of two evils, Then there are
the Splugorth who should never be underestimated.

The sscretive &R C.H.LE. 3 has also caught wind of these inter

dimensional traders and s castiously investignting them himself,
Whether the strange machine intelligence will ally himself with the
allens, humans or stay newtral is yet o be seen. However, since the
Mechanoid crisis, be omid Hagan are incredibly leery of aliens,

For the present, Mamani Enferprises is blissfully aperating as if they

are in complete control. A representative for the corporation has allied
himself 1o Bobot Control, an elie force of mercenaries who find Maruni
prodiscts very attractive. Other reps are actively dealing with Eingsdnle
rd Fuctions within the Pecos Empine, while oihers are ptempling 1o
solicit sales ot Tolkeen and the Federation of Magic, nmeong many odher
besser known kingdoms.

Maruni Enterprises brings vehicles, weapons and equipment 1o Earth

by opening o dimensional rift. However, there are no permanznly
opened rifls connecting any of their alien marufacturing o7 sforage
facilities ta Earth.
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NE-10 Plasma
Cartridge Rifle

This weapan is an energy rifle thot dees not require an E-Clip,
Instead, it uses thick canridges that have a small impact primer. When
the primer is hit by the mechanical weapon, the canridge is converied
into eoergy, causing a plasma discharge. The blust inflicts a lot of
domage, bt e weapon has o very limited range, Fumhermone, it has
the drwhback that the ammunition cannot be duplicated with Enrth
technolopy and MUST be purchased from Mamni Enterprises. The
gun's bere (5 almost two inches wide — having it poinied your way 15
very intimidating-

Weight: 20 Ibs (9 kgh

Megn-Damage: 104 % 10 per single shat.

Rate of Fire; Standand

Maximum Effective Range: 1200 feet (365 m).

Pavlaad: 20 shar Mapazines

Black Mnrket Cost: 40,000 credits for the gun. Each round costs 40
cresils, %o a full mapazine costs B0 credits.




NE-4 Plasma
Cartridge Pistol

The pisto] version of the same weapon; it firesd the same carndges
and inflicts the same damage, but has reduced range. 1t is very heavy
and cumbersome for a pistol, but frepower fans love it Chasscters
with a P.§. of 17 or less are —2 1o strike even on an aimed shot,

Weight: 6 |bs (2.7 kg)

Mepa-Dlamage: 104 140 M. D,

Rate of Fire: Standnrd

Maximum Effective Range: 500 fi (152 m)

Paylosd: 1D shot magazine

Black Masker Cost: 25000 credits for the pun, Ench round costs 40
credity, so 0 full magazine costs 00 credits.

NE-50 Particle
Beam Rifle

A beavy enerpy rifle that has been “modified” to operste on Earth
tvpe: “E-clips.”
Waight: 13 Ibs (5.5 kg)
Mega-Damage: 1042 10 MDY, per blast
Rate of Fire; Standard
Muximun Effective Range: 1200 feer (365 m).
Payload: & shats from a standard *shor™ E-clipor 16 from a long E-clip.
Black Market Coss: 45,000 eredits,
Note: The NE-50 (unmodified) pasticle beam rifle sold in athes dirnen-
sions has a range of 1600 feet (458 m) and an NE energy clip con fire
24 shots; same damoge. This wespon has not been offered 1o the Earth
merket vet, but may be wsed by some of the sales reps.

NE-200 Plasma
Cartridge Machinegun

This is & belt-fed, heavier version of the ME-10 rifle, ussd as a tripod
ar vehicle movnted weapon, There is olso an oversized rifle version
suitsble for use by power armor iroops, cybargs and bots (that model
has & 40-shot magarine). The user must have a P.5. 24 or greater.
Weight: 70 Ibs (31,7 kg) with magazine. The belt weighs another 15
lks £6.8 Kg).

Mega-Damage: 104 10 M.D. per single shat, or 2D6% 10 M.D. for
o buarsd of 1) shits.

Rate of Fire: Stnmikani

Manimam Effective Range: 2000 feet (610 m)

Paylond: 200 shot belt or 40 shot magazine.

Black Market Cost; 95,000 credits, Each round costs 00 eredits, o a
full magazing costs 1600 credits and a belt, S000 credits.




NE-1000 “Modified™
Plasma Ejector Rifle

A heavy energy rifle thar Joaks a lot like the cartridge rifle but works
o energy clips. The "modified"” version has been adjusted 1o operate
on Banh type "E-clips.”

Weight: 22 Ths (10 kgh

Mepa-Damages: G046 MDD, per blast

Fate of Fire: Standard

Maximum Effective Range: 2000 feet (610 mj,

Paylosd: 8 shots from a standard E-clip or 16 from a long E-clip.
Black Marked Costz 38,000 crediis.

Mote: The ME-1000 (unmuadified) plasma rifle sold in ather dimenswns
hos & range of 3000 feet (914 m) ond an ME energy clip can fire 30
shipts and does 1043 10 M_D. per blast, This weapon has at been
affered 1o the Earth muarket yet, but may be wsed by some of the sales

TEps.

NE-C20 Camouflage
Variable Armor

Thiz is a light and durnble suit of combal armor with a fiber-oplic
material that can chanpe colars 1o match the geneml environment. The
color chonge fakes 104 melees (15 w80 scconds), in which the suit
becomes the exact same color a5 the predominant ene in the arca. In
the woads, the sunt will also cresie stripes ard blodches of lighter and

durker colar Like a campoflage potiern. Inall cases, the wearer is difficult
tn spot: —20% for others o detect ambash and detect concealment.
+5% 1o the wearer's prowl skill, and even chomcters without prowl
have a V% chance of not being seen if they stay under cover and don't
o),




The suit alse masks infrared and thermal emissions, making the
wearer's heat invisible 1w iafrared and thermal optics] There's only a
21% chance of showing up on thermal systems and even then the
reading/image will seem unusual, This leature has made the armor
extremely popalar.

& M.DLC.: B

Weight: 13 Ibs (5.8 kgl.

Fair Mahility, = 3% to prowl.

Black Market Cost: 75,000 w 100,000 credits depending on the
seller and availability. Excellent availability from Trader Joe with
Faobot Control, terrible availability mest sverywhers else.

Camouflage Sheets

These sheets are made of special fiber-optics designed to completely
blend with the surmounding termxin. Enough of these sheets can make
a tank of a giant robat look like part of a hill or a forest. As long as
the men znd vehicles under the sheets remnin mobonless, the sophisti-
cared chameleon fibers of the sheet will imitate the area’s colors and
tnke the appearance of un inanimate object, The sheets also offer some
protection (abour 10 M.DLE.), bul as soon as they lake damnpge, the
chamelean effect is dissipated. The sheet also has micro-sensors that
llow vehicles of armor helmes o see through them, provided they
are properly conmected.

Bleck Masker Cost 15,000 per 10 squane foot (1 square meter)
seciion.

Personal Force Fields

Maruni Enterprises offers force fickds, the latest development in pes-
senal defense technology. Unlike suits of armor, force fizlds are light
and noscumbersome (no penalty to prowl rolls). The force fields that
Mamuni Enterprises sells work by reacting to ensrgy beams, fins and
fast-moving ohjects (like bullets and punches); the fisld ahsorbs qnd
disperses e incoming energics.

It is possitibe for an enemy atlackes to move very slowly and press
& wenpon agninst the skin of the wearer and sirike (shoot, cat, etc.)
withaut triggering the force fiekd, but this is much easier suid than
done, Such aitacks are made at —6 to sirike, unless the tasget is unable
1o move away and even then any sudden movement will activate the
field of protective force, Unlike environmental armor, the force field
offers no profection against magic, psionics. disease, gascs, water,
heat, cold, radiation or other ostile eovironments, This means the user
af the force field can drown if submerged under water, bake in the sun,
birn from the heot of 2 Are, choke on a wxic gas cloud, and 40 on,

[f the M.D.C. of the feld is depleted, it overloads and cannod be
resctivated for 12 hours. Ax long ns the M.13.C. has not been overloaded,
it regencrates bost M.DLC. at the rate of one point per melee rond
(that's four M.LHC. per minuleh,

The foree fields of Maruni Enferprises need a source of energy and
have heen modified to use normal E-clips from energy weapans, Une
E-clip will kesp foree fickds active for a period between &-12 hours,
depending on the power af the field (see below). Maturally, this means
that force fields cannot be left “on® all the time, but only when battle
1% imeninent,

It is MOT possible 10 wear armor under & force field, unless the fizld
penerntar is built into a conventional environmental suil or pOWEr ammar
a fairly simple modification that costs 30,000 to 40,000 eredits and
takes 104 days to install. When conpected 1o o nuclear power peneralar
like those wsed in power anmor, the field can run indefinitely, bat is
still subject to overlond if all the M.D.C. is depleted.

Pavload/Duration: 6-12 hours per B-clip depending on the type of force
field. A new E-clip onon be installed just like with a gun, pop oot the
old cartridge and put in 8 new one — which takes about four seconds.
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Using one of Northern Gun's new power packs can keep o light ar
mediim force field running for 36 hours apd the heavy 1¥pcs for 24
hours before peeding 2 fresh power pack or energy clip.

Activation; Activating the field after putting in o new E-clip and tarming
it on takes half 6 melss round (about 7 seconds), It will probsct the
wearer immediately after full activation cycling is completed.

Mote: There are also equivalents of all force field classes for uss in
robots amd cyborps. They offer double the mega-damage prefection,
Tt they cost B times as much!
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N-F104 Light Force Field

This is the lightest model available and is womn as two crmsed belis
over the person's torso (2 no charge, those bels can be converted it
kandoliers for holding grenndes ar E-clips; each bandolier sirap cun
held & grenades or 4 B-Clips).

& M.D.C. 45

Weight: & Ihs (3.6 kg)

Péis ivemment penaltiss.

12 howr duratien per E-clip-

Black Markets Cost: di, 000 credits

N-F20A Medium Force Field

Virually identical o the N-10A. An E-Clip will power the force
fiale far 10 hours,
& M.D.C. 75

Weight: 140 Ibs (4.5 kgh

Mo movement peonliies,

10 howr dussticn per E-clip.
Black Market Cost: 60,000 credits



N-F40A Heavy Force Field

This force field requires a harness sysicm, and is slightly heavier
than the medium force fizld.
s M. DO, 110
&  Weight: 15 lbs (6.8 kg
& Mo movesent penalties.
® 3 howar duration per E-clip.
Black Market Cosr: 130,00 credits

N-F50A Superheavy Force Field

Thes is the most powerful force field available. It looks ol weighs
the same as the MN-FalA field, bot is moch more intense,
® M.D.C. 160
& Weight: 15 Ibs (6.8 ko)
& Mo movement p:n:l[ﬁ:x.
# {5 hour duration per E-clip.
Black Market Coste 200,000 credis

Naruni Vehicles

Maruni Enferprises produces a number of tanks, airernft and other
vehicles. The company also manufactures robol combal dromes that can
act on their own or be remote contrelled, Drones hove no capacity for

PEiSEEETS.

NE-010 Destructo-Drone

This is a fyvieg robot drone that is lietle more than an iselligent
missile! The drone is fsh-shaped, using = tail like a udder for quick
mavies in the air. It hos o rudimentary computer and navigation system,
amd basic sendor capabilities. It attscks by fiying full-speed af the targel
and detonnting its payleesd, I8 has a light laser, mosty for anfi-missile’
seli-defense purpeses, but it will shoot the laser at the intended rarget
{ar secondary largets or nearby defenders) while in pursait on its suscide
. The Destrucio-Dirone con be programmed to secept launch orders
from an operates, 3 Combar Deope, of a Combat Pod, By itself, it can
be easily foolsds it is best used as a secondary weapon.

Unlike a normal missile, e drone's slower speed allows it i cormect
its course, pvodd abstncles, dodge enemy atlacks, amd e arownd i §
misses its target on the first pass. Likewise, it can follow targets that
take evasive action, 11 it loges s tarper, ihe aman bomb can stop, land,
ord wait unbil “the torget”™ resppears, or ancther programmed argel
comcs o0 the scene!

The explosive charge in the drone is & pobenl as most long-range
missiles’. The Destructe-Drones don’t have muclear engines. Instesd,
they have a limived power supply that can camy them about 2400 miles
(3840 km). They dohave n power cond that allows the drones to recharge
thetr batteries off any noclear engine!
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These incredible smar bombs are often dispotched with a Spy or
Combat Drone ord can recharge ofT them, if necessary. Otherwise,
onee sctivated, the drone's power will mn ot in abeat 24 houes of
continapl flight {72 hoears 1 i sops and remains dormaont most of the
time) or until it finds its torget and explodes, whichever comes first
Cine greal lactie 5 1o leave a half dozen or more Destrucio-Drones
behind retrenting troaps of as an ambush, 2o that the missiles con stk
advanciog coemy bois, armored wehicles or low fying sircrafl and
power armar, The drone 15 most effective against srmored ground veh-
icles, bots and power ormor,

Mindel Type: ME-(10 Sman Bomb
Class: Maruni Infaniry Dirone Misale
Crew: Mong
Speed: Hover stationary, cruising speed 200 mph (320 km) or up 1o
400 mph (6436 km ot full missile speed. Maximum bover beight
is S000 feet (1524 m).
Effective Hange: 2400 miles (3840 km) without recharging; battery
lifiz iz 24 to 72 hours depending on activity of the missile.
Hizer 2 feet (0.6 m) in diamecer, T feet (2.1 m) long.
Welght: 500 b= (225 kb
M.ILC. by Location:
Emnll Assaull Laser (17 — 15
Lovwer Hover Jets (3) — 10 ench

Main Kear Bocket Jet (17 — 30 Main Body — T



Mega-Damage: Small Light Laser; 2D6 M.D. Explesive Charge:
006 10 ML D6, 10 0 15 Teet (4.6 m) area,

Rate of Flre: Foar lazer blosts per melee.

Effective Hange: Later: 2000 feer (610 m),

Payload: 100 laser blasts,

Robat Defense System: Combat proprams enable it o recognize, locate
and identify targets 89%, hide and prowl at 48%, land navigation
A, deteet ambosh 50%, detect concealment 48%, and can recog-
mize 10K different targeis.

Bonuses: + 2 on initiative, +6 to sirike, +8 o dodge, four attacks
per melee (laser: one impsct sitack destroying the dros).

Sensors & Oplics: Infrored, passive pighisight and laser tasgeting.
hoation detector and radar (ean track 24 different targets, one mils' 1.6
km ranged, Full radio transmission and reception, plus rdio seram-
bler.

Black Muorket Price: 250,000 credits. This may seem expensive for a
device that onon only be wsed onee, bt thess drones can be incredibdy
effecival

NE-020 Combat Drone

A combat drone is o heavy laser cannon and & mini-missile launcher
wilh bover jet propulsion and refit response system. The rmbot “brain™
simulntes the abilities of a human gunner, whils the bover system and
sirsall size allows the bog dross (o maneayer betber than an infantryman
or biped robot. Like most robots, the drooes lack imagination and
initistive, They blindly follow orders which can sometimes be as much
a curss &5 & blessing, Combat drones are especially useful for groups
that have limited manpower and for hazandous missions.

Cambet drones can also be directed through o remate control com-
puter. The computer screen shows the drone's controller whatever the
drone is sensinglesperiensing s thot be can react secordingly — ihe
sensaion is similar 1o playing a video game. A more advanced Yirtual
Reality System con alse be used, giving the wearer ihe illusion that he
is actually the drone! The VR system costs half a million credits —
the remote contrel and simple robot brain are part of tbe standiarnd
packape.

Mnddel Type: NE-020 Combar Plaiform

Class: Maruni Infantry Drone Roehal

Crew: Mone

Speed: Hover in a stationary position or up to 60 mph (86 Em).

Maximum hover height 600 Feet (LE2 m).

Size: The main body is one food (0.3 m) thick, 3 feet {0.9) wide and

6 foet, & inches (2.0 m) long.

Weight: 650 Ihs (262.5 kgl
Power System: Muclear

M.D.C. by Locatlon:

Sensor Anlenna (3] — 20 each
bini-Mlissile Launcher — 3%
Laser Cannon — 120

Lower Hover Jels — 40

bain Body — 100

Mego-Damage: Lager Cannon: 506 M. I, per hlasd.

Minl-Missiles; Damapge varies with missile type.

Hate of Fire: Six sitacks per meles round; any weapon combination,

Effective Ronge: Laser Cannon: 4000 fest (1200 m); mini-migsile
wary with type, about ope mile {1.6 km).

Paylopd: Effectively Unlimited for the laser, Mini-missiles: Eight; amy
type.

Hobol Defense System; Combat programs enable it (o relocate o s
heter pasitian, bide and take evasive action, pedform rodimentary
strategy ored inctics: detect ambush 80%, detect concealment 85%,
larsl pavigation B0%, intellipence 2%, prowl 605, and can recog-
mize L) different Largels.

Bonuses: -+ 1 on initiotive, +2 to strike and parry, 4 io dodge;
impervious b gas, pedson, mind control, magic illusions and hieror
factor (unless controlled by a human operatar],

Sensors & Optles: Full range optics equal w a multi-optics helmet,
including thermo-imager, infrared, wltrnviolet, passive nightaight,
telescopic, nnd lnser Largeting. Motion detector, beat sensar, mdia-
tion sensor, radar detectar, rmdar (can trzck 48 different targeds, ans
mile range), enhanced hearing, foll radio tronsmission and reception,
radio sernmbler.

Black Market Price: Four million credits for a standard drone,
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NE-030 Spy Drone

A drope used for reconnaissance and coven operafions. I8 is equipped
wilh an advanced stealth configuration ond has o camouflage fber-optic
exterior similar to the varable armor. It also hos a sophisticated sensos
systee and a good deal of information processing capabilities, Its hover
system hos special sound-suppressors that muke it effectively noiseless
[prowl 899}, The Spy Drone can be linked with op to four other drones,
such as the Combat Drone or Destructo-Dreme, which it can coniml,
In a combnt siuation, the spy droie will try o remnin hidden whils it
directs the attacks of the olhars,

Model Type: NE-03) Reconnnissance Dione

Class: Maruni Infantry Scout Drone

Crew: Mone

Speed: Hover in a stationary position o up i 130 mph (240 km).
Maximam howver herght is 1000 feet (3035 m).

Sizes 3 feer 0.9 mtall, 3 Feet (0.9 m) wide and T feet(2. 1 m} long,

Weight: 800 Ibs (363 kg)

Power System: Muclear

M.D.C. by Location:

Sensor Aray (1) — 30
Communications Armay (1) — 50
Laser Twrret {1} — 50
Retractable Arme (2} — 25 cach
Laswer Hover Jets (31 — 30 each
Main Rody — 125

Mega-Damnge: Loser Turret: A light double Inser 406 per doabls
blasi; can rodate 360 deprees,

Hate of Fire: Szven per melee round.

Effective Range: 2K feet (310 m].

Payload; Effectively unlimited.

Epecial Features; 13 A pair of small, thin, retractable onms that enables
the droie o pick up, redeve ond corry objects. PS5, 18, they are
et dlesigned for combat but can inflice 104 M, I, from punches of
fire handpuns.,

21 Camouflage fiber-optic exterior similar ko te vanabde aimor,

3) Sound suppressed howver jels,

Robot Defense System: Combat aml spy programs enable it io relocobs
to m batter pesitien, hide, set ambushes, ond take evasive action. It
can alse perform simple sirategy and ectics, detect ambush ¥2%:,
detest concealment 89%, land novigotion 80%, ielligence 89%.
proow] B85, aned can recogrize 10,000 different forgets,

h UG V) N

Bonuses: +2 on initintive, +3 10 sirke and pamy, +5 to dodge,
impervisus to gas, peison, mind control, magic illusons and horror
factor (unless controlled by a human operator),

Senszors & Optles: Full range optics equal to a milt-optics helmet,
including thermo-imager, infrared, uliraviolet, posive nightsight,
teleacopic, and laser fargeting. Motion detectos, beat sensor, radins
tion sensor, radar detector, radar (oon trock 48 different targets, one
enile range), enhanced hearing, full radio fransmission arel receplion,
radio scrambler.

Blnck Market Price: Eight million credits,

NE-300 OMAY Combat Pod
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OMAY stands for Cme-Man Army Vehicle. The robat hover pod
holds one humanaid pilot who contrels the pod and several other linked
drones, The OMAY 5 a heavily srmored hover pod equipped with
cabensive combat armaments. Mo importantly, it bas an advanced
campuber, virtual reality system oned senser array that links the OMAV
pilat 1o & sandard complement of three NE-OZ) Combat Drones, o
ME-030 Spy Dronz, ond one 1o live NE-Q Destnacto-Dirones! The
pilat inside the OMAY can display the actions of the drones on pine
different view screens. He can direct the drones like robot troops via
volee of radio command o tnke complets control of one or e vin
remate control or a vinuaal reality system, The runge of cantrol is limited
i 50 miles/B0 km without fear of losing contact with any of the drones,
[F an ME-010 Destrucio-Dirone flizs oot of rangs, the OMAY piled loses
contact with that unit. The other drones will nat go beyoml the 50 mile
range unless ordered o do so.

Through & remcte control system, the pilot can see and heoreverything
the dropes expericnee by monitoring their optical and sensor fransmis-
sions an u split display screen. Throogh the virtual reality systeen, the
operaber experiences everything the drone experienees and has one extra
attsckiaction per meles round. The pilol can focus on any one or fwo
of the drones al a thoe by limiting the input 10 just those particular
units, The pilot can then direct the bois' actions via voice command
ar direct reemate control (and monitor the action on the sepeens, HUD
ar WE system). Umsler these conditions, i is the OMAY pilol whe
directly secezsss and controls the drones’ weaponry and actions, A




aingle OMAY pod and a standord complensent of drones o5 described
shove con make the pod pilet the comminnder of o unitof rabet “iroops ™

In combat, the pilot con fight using the OMAY Combat Pod or any
ane ar two of te dromes, s well o5 command the othess imo action,
Since the drones con fight independent of the OMAY Combat Pad, the
operator can set them on a covrse of petion and focus his or ber attention
om ane ar ta specific unite uider hisher direct cantrol. For example,
he cam order one of the combat drooes o attsck a target head on, send
twi destructo-drones around the targst for a fank or rear abiack or
dispatch them with specific orders and forget about them. The pilot
can switch his comtrol from one specific drooe i another as easily s
changing channels on a ielevision st with o remsse control,

Mote: Piloting on OMAY Combat Pod requires training and o new
skill: Combat Pod Piloting, described in the 0.C.C. section.

Although combat prds are very efficieat weapons, they haven’t fourd
witespresd acceplance on Rifis Enrth and are extremely rare, Only
Robod Control makes widespresd use of these pdvanced weapons. Their
stiff price of 30+ million credits also contribules o their scarcity.

Model Type: NE-200 One-Mun Army Vehicle
Class: Drone Comomand Combat Pod — Infantry
Crew: One pilot who controls as many as nioe mobot drones,
M.IDLC. by Location:
*Sensor Amay (1) — &l
=Cpmumunications Clasier (1) — 100
Particle Hesm Tareet (1) — S0
Mlini-Bissile Lounchers (2) — 4 cach
Reinloeced Flot's Compartment — 10
** Rnin Body = Ml

120

Y Y S

*The Sensor and Communications cluster zre small targets, reguir-
ing u called shol a1 -3 oo strike.

*= Destroving the main body causes the pod to crash-land, but it
can continee cantmolling its drones until the pilot is peutralized or
the communications cluster is destroved,

Speed: Hover in a stationory position or {1y at speeds up o 300 mph
{450 km), Mininsuos bover beight is tao feet (0,6 m) with a maximuom
height of 10O feet (30,5 m).

Statistical Data: Pod or roughly egg-shaped — resembles & giant

mechamicnl egg laving on ils side with weapons and anlennas sticking

out of k.

Height: 5 feet (1.5 m}

Widih; 5 feet (1.5 m}

Lengih: & feet (2.4 m}

EE'IH Ce tom

Cargo: A small 11 foot (0.3 0.3 m) area typically containing an

energy rifle, handpan, 104+ 1 grenades, one sagnal flare, cantcen, and

& first nid kit,

Power System: Muclear; avernge encrgy life is 8 years.

Black Markel Costz 50 million credits for an OMAY Combat Pod with

only a remote control system. 55 million for 2 virual reality system

witl remote coniral back-up system. May cost 10% 10 25% more de-
pending on availability (and Maroni discretion}.

Weapon Systems of the OMAV Combat Fod

1. Particle Beam Gun Turret: The main weapon of the OMAV pod
is o small but powerful panicle beam gun mounted on the lower
pond aren. Can rotate 360 degrees and has a 180 degres are of fine,

Primary Purpase; Anti-¥ehicle, Anti-Persannel.




Secondary Purpose: Defense,
Weight: 500 Ibs (225 kg)

Mega-Damage: 106 10 per blast.

Rate of Fire: Standard

Effective Eange: 1200 feet (365 m),

Payload: Effectively unlimited

2, Mini-Misaile Launchers (21 A pair of mint-missile laonchers are
mounted om the sides of tee OMMAY pod,

Primary Purpose: Anti-Vehicle and Anti-Personnel

Secondary Purpase: [refense

Mega-Damage: Varies with mini-missile type.

Rate of Fire: One at a time or in volleys of two, thres or four,

Effective Range: About ons mile (1.6 km)

Payload: 12 missiles; 6 per launcher,

Sensors of Mote: Full range oplics equal to o muld-opiics helmet,
including thermo-imager, infrared, uliraviolet, passive nightsight,
telescopsc, and laser targeting, Modion detector, heat sensor, mdin-
tion ensor, radar detectar, cadar (can track %6 different largets, ten
mile range), eohanced hearing, full radio iransmission and reception,
radio scrambler, OMAY Combat Pod computer can interpret amd
display the sensor readings of all nine drones.

Carnivore Mark 1
— Light Hover Tank

This medium assault vehicles is a very ast scout and combat vehicks
with geod nrmor and weaponry. It can keep up with slow moving
asreraft and power armor. The hovercraft system allows it to travel over
obstacles ard broken terrain whers even all-terrain wheeled vehicles
would be hopelessly stalled. Its pamicle beam cannon is among the
mast powerful beam wenpons found on the planet and its rate of fire
and unlimited power makes it the leader on the batilefizld.

Model Type: BH-1208
Cluss: Assaull Vehicle,
Crew: Two; onedriver, one gunnce, Can peeommedale Do passeners.
MLILC. by Location:
Particle Neam Canpon (1) main tumel) — S0
Mini-Missile Louncher {15 main tarmet) — 50
=+ Nlain Tumet (1) — 200
Laser Turret (front; shizlded) — 1060
= Main Body — 400
Reinforced Pibot and Crew Compartmsent — 120
* Diepleting the M.D.C. of the main body will shut the rank down
campletely, rendering it uselass.

** Knocking out the main tarret prevents the use of all its weapon
YstEms.

Speed: 150 mph (288 km) maximom speed. Con frmvel over grousd
and wter, but cannot lift fsell abowve 20 feet (6.1 m) off the surface.
Siatistical Data:

MI_: 14 feet (4.2 m)

Width: # feet (2.7 m)

Length: 25 feet (7.6 m)

Weight: 22 toms fuslly lnaded.

Cargo: 6 x 6 foot (1.8 x 1.8 m) compartment, plus a small weapons
hocker tha bolds three eifles, pistols ond sipnnl flares.

Power System: Muclear; avernge energy life is 15 years.

Black Market Cost: 40 million credits if purchased new from a Narual
vutlet — there are only a few such places in Morth America, ored none,
2 far, in Euwmope.

Weapon Systems

1. Panicle Beam Connon; This is a very poweriul amillery piece bult
inte the main tueees. Tt requires so much ecergy that iis payload is
limited, drowing energy from a capacitor that must be recharged
aller a number of shots, The main turrel can ratate 360 degrees and
the Pebenm canoon can be raised and lowered in o 90 degree are of
fire. The connon is typically operated by the punner,

Primary Purpose: Anti-ArmorRobot and Anti-Dragen

Secondary Purpase: Defense

Weight: 1.2 tons.

Mega:Damage: 106 x 10 M.D. per single blast. ar D x 10 M.y,

per multipls pulse burst (three stoultanssus shods),

Rave of Fire: Standard,

Effective Range: ACHED et (1220 m).

Payload: 30 shots; then the capacitor must be rechargsd, The power

plant recharges the gun ot the otz of one shot pee melee round (the
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weapon cannot be used thot round), This means if locked in combat,

ooce the M) show are fred, the fank can only fire the particle beam

canmon once every ofher meles round.

1, Mini-Missile Launcher: A multi-tube missile laancher is also bl
irrto Ehe madn turred. The lauscher is typically opersted by the gunnes.

Primary Purpose: Anti-Vehicle and Anti-Personnel

Secondary Purpose: Defense

Mepga-Damage: Varies with missile type.

Bale of Flee: One at a fime or volleys of 2, 4 ar § miesiles,

Effective Ronge: Abaut 1 mile (1.4 km).

Payload: 24 missiles

3, Lager Turrel: This is a secondary turret that is bualt into the front
of the main body and is not part of the main ret, The turrel can
rotate 360 degrees and the Inser gun can be raised and lowered in
p 90 degree arc of fne. I is typically contrellad by the dover.

Primary Purposs; Anti-Personnel

Secondary Purpose; Defense

Mega-Damage: 406 M_D. for a single blast, 106 10+ 10 M.D. per

multiple pulse burst (three simultanecus shots),

Rate af Fire: Standard,

Effective Bange: S000 feet (1220 m)

Paylead: Effectively unlimited,

13
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Juggernaut
— Heavy Hover Tank

This is & larger version of the Comivore; o huge, 200 ton war mochine
with more firepower than a platoon of normal tanks or the average giant
yobed. The tank's main gun is & huge particle beam generator thot infhicts
massive damage, The energy requirements of the cannon ans 50 cNOMM-
o, however, that it must draw From a capaciior that recharges slowly,
therehy reducing its rate of fire, However, even the Juggemaut's secon-
dary, support weapans are superior to the main gun of most tanks and
rohols! The tank's hover system is mone advanced than anything [ound
in the Conlition Stabes, giving it more speed than any other known land
tznk on Enrth, Its enly dissdvantage is that it lacks the maneuverability
compansd o that of moest gionl robaes,

The Jupgemunt is incredibly rare because it is hideously expensive.
%o far, the only quantity purchases have been made by Larsen®s Brigade.
A couple of the largest independent kingdams have also bought o few.
Some mercenary compaies will invest severnl years” profits to buy
even ane of these tanks,
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Mloadel Type: 1-2
Class: Heavy Assaunlt Vehicle.
Crews Four: one pilet, two gunners and 3 commander; can accommodnte

OiEE PRSSENPEET,
M.IDLC. by Locatbon:
Minin Turres — &)
Pamicle Beam Cannon in Turmet — 250
Coaxial Rail Gun in Twrret — X}
Mini-missibe Launchers in Turret (8) — 30 eaxch
Lazer Bastery on Cupsla — 100
Hide-mounted Mediom Range Missile Launchers (8) — 73 each
Bow-mounted Bal Gun Cannon — 150
# Fan Skirts — 350
+* hnin Body — 900
Reinforced Crew Compartnuent — 2060
Foree Freld — 400



* Destoving the Fan Skims will descroy the hovercraft system,
graunding the vehicle amld rendering it immoldle. Field repairs will
tzke ot lenst 1D howrs (and there is o 00-50% that the tank will
nezd magor repairs). Hictng the fan skins requires a called shot (mo
pemally).

** Depleting the: M.1.C, of the main body desmoys the vehicls.
Speed: Driving over ground; Technically, the Jugpemaal hovers aver
the ground, but it cannod lift more than five feet (1.5 m) off any surface.
Maximum speed 15 an impressive 200 mph (320 km) on land. The
Jugzemaut can travel over swamps ane mud normally, bat is oo heasy
o go over water (it will sink like n stone),

Statkstical Data:

Heighi: 20 Feet (6.1 mj

Width: 26 feet (7.9 m)

Lempth: 35 feet (107 m)

Weight: 2061 tons

Cargo: Minimal storage space; about four feer (1,2 m) for extra clothing,
wiapons and personsl ems. Four WE-15 rifles and four WE-60 rocked
rifles, with 1} mogazinesE-clips ench, are sored in Iocked owerhead
Campartments.
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Power Syatem: Muclear; average energy Life is 15 years,
Black Markel Cast: 6 millicn credils, B0 with force fisld opgion,

Weapon Systems

1. Maruni Particle Beam Cannon: This cannon mequins a spectal
capacitor that is chorged by the nuclear engine al a slos mte, The
weapen b controlled by 2 gunper on the tarret, although the comman-
der or the secondary gunner can also lake over in an EMErgency.

Primary Purpose: Anti-Yehicle,
Secondary Purpose: Defense.
M-:E-D.arnnE; S0 x 10 M., per blasl.
Rute of Fire: Equal io number of combined hand to hand attacks of the
gUnner.
Effective Range: |1, (H¥} feet (about two miles/3.2 km),
Paylosd: Effectively unlimited but restricied. Fully charged, the cannaon
his 60 blinsts, The conmon recharges a1 the re of one enargy Mast per
miruie; that's once every four meles rounds, To compensate for the
pissible lapae in particle beam finng power, a coaxial Bail gun, several
mini-miszile lnunchers ond o laser batery on a cupola have been fesd
as sepondary gons for the tarret punner,

2. Conxinl Bail gun: This medium Bail gun cannon 5 maeanied just
below the particle beam cannon, and hos the some aiming point.
The rail gun i3 engaged only when the particls beam cannon has
been tumed off for recharging purposes: trving 1o Hne hoth gumns al
ibe same 1ime s possible, bur risks overleading the power circuits
{01 -6 chance of an oyverlosml bumning cut both guas, which renders
them ussless),

Primary Purpose: Anti-vehicle

Secondary Purpose: Defense
Mega-Damage: A Burst is B0 rounds and inflicts 204 x 10 M. IV, one

round ddowes 204 MDD

O

Elfective Range: 80X feet (1830 m), & lile over a mile.

E:,'_IE. 20000 roards, that™s 230 bursts, Reloading the gun requires

special equipment and takes about an hour,

A, Mini-missile Launchers in Turret (8): These launchess come four
an each side of the tumet, and are controdled by 1he et guoner.
Usually, the gunner fires one volley of & as one of his meles actions,
and then uses the particle beam cannon ar the rail gun. 15 seconds®
worih (one melee round) of missile and comnnon fire wall crumple
mvast vehleles.

Primary Purpass: Anti-Vehicle

Secondary Parpose: Defense

Mega-Damage: Vares with missile type. Standard issue is plasma (10

= 10 ML

Rate of Fire: One ar a time, or in voelleys of two, four, ar eight.

Effective Bange: About one mile (1.6 k).

Pavlond; 45, six missiles per launcher.

4, Laser Battery on Cupola: This completes lht ammay of wenpanTy
contralled fram the turrel, This secamdary gun is used against lghaly
anmioded targets.

Primary Furpase: Anti-Personnel

Secondary Purpose: Defense

Mega-Diamage: 306 M.Dv. per blast.

Rate of Fire: Standard

Effective Range: 4000 feet (1220 m)

Pavload: Effectively unlimited.

5, Shide-mounted Mediom Range Missile Launchers (8): Four missile
tubes are mounded on each side of the mnk’s main body. They can
be fired by gither the secondary gunper or the drver.

Primary Purpase; Anti-Vehicle and Anti- Adrerall

:-:n:-rldﬂ rpose; Defense
Megza-Damage: Vares with mizsile type.
Fenbe of Fire; One at a time, or in volleys of g, fouwr, orsigli misables.



Effective Bange: 40 1o B0 miles (64 to 128 km)

Payload: 4% missiles (six misailes per tube).

6. Bow-Mounted Rall Gun Cannon: This secondary gun is a powerful
Fail gor thnt fires flechette rounds similar o the Glitter Boy's "Boom
Giun Rousds.'” It is controlled by the secondary gunner or the driver,
The gun has a limited asc of fire (30 degress side 1o side), but the
tank's bover system lets it rotate & will, 5o it is almost as effective
a5 a lurre-mounied cannen.

Primary Purpose; Anti-Yehicle.

Secondary Purpuse: Defense,

Mepo-Dumape: One flecherte round bolds 200 slugs izt inflict 304 x

10 M.D.

Rate of Fire: Equal to number of combined hand o band attacks of the
Bunmner.

Effective Range: 11,000 feet (about two miles/3.2 km),

Paylosd: 200 rounds.

7. Rechargenble force feld: A mega-damage copacity force field
generates can be added to the tank, nf extra cost. The force field can
be engnged nt any time, wually at the beginning of heavy combat, thus
lerting the rechargeable field tuke the brunt of the initial combat domage.
The two drwwhbacks of the field are that the cupela luser cannet be fired,
and the panticle beam cannon will not rechange as long as the field is
aperating (the PB cannon can fire ils current payload, however, and
the Fail guns ond missiles are unatfected). Depleting the 400 M.D.C.
of the force field will pelomatically shut the field generating system
down aml all subsequent demage is subiracted from the body of the
1-2. A depleted force field requires a full 24 hours to regenemte to full
capscity. Bven minor damage (000 M, DLC, or leas) will require zight
(&) hours. to restere 1o full power,

Naruni Robots
& Powered Armor

Mecha-Knight
Medium Powered Armor

The Mecha-Knight is both flashy and effective. Its medieval outlines
and its energy sword makes the suit n favorite of cyber-knights and
would-be warriors, ond its heavy protection (sscond ealy o the Glitter
Bov) is aitractive o experienced soldiers as well, The energy sword
miakes the suit unsurpassed in and o hond combat, and for long-range
wark, its arm-mounted particle beam canon makes it @ good rival for
most artillery on the planet. Its flying capabilities are superior to the
Coalition SAMAS, and it is more heavily armared. The power anmer
can also have a Maroni Personal Farce Fleld installed (see above).

Model Type: ME-PAIZ
Class: Medium Sirategic Environmenial Exo-Skeleton.
Crew: Ome,
M.DLC. by Location:
Shouwlder Wings (Z) — 70 ench
Medivm Laser (right shoulder) — M
Maln Rear Jets {) — 90 each
Lower Maneuvering Jets (3 — 50 each
Arms (2) — 100 esch
Energy Sword — S0
Rifle-Shaped Particle Beam Connon — 120
Legs 2y — 150 ench
* Head — 130
** Main Body — 405

¥ Desiroving the hendhelmet has a 01-70% chance of knocking the
pilot unconscious. If conscious, the pilst has two problems; ans,
o power ormar combat bonuses o sirike, parry, ol dodge, and
twa, the human head is now vulnetable o atceck. Mote: The head
is & smnll and difficult trget oo hit, Thus, it can only be bit when
a character makes o called shol asd even then the adacker is — 3 1o
sirike,

#% Depleting the M.ID.C, of the main body will shut the anmor
dewn completely, and the piled will be vuleerable woaitock,

Speed: Running: 44 mph {70 km} maximum, Note that the act of
running does tire out s operatar, but at 10% the useal fotigue o,
thanks 1o the rabot exo-skeleton. Leaping: The powerful robat legs con
lzap up o 15 feet (4.6 m) high or across unassisted by the thasters,
A jet thrust assisted leap can propel the armor up oo 100 feet (30,5 m)
high and 200 feet (61.0 m) across without acually attaining flight.
Flying: The rocket propulsion syslem cmables the Mecha-Knight 1o
hover in stationary pesiibon up to SO0 feet (152 m) or fy. Maximem
flying speed is ) mph (480 km}.

Statistical Data:

Height: 10 feet (3.0 m) from head to toz, or 11 feet (3.4 m) with the
wings extended.

Width: Wings down, 5 feet (1.5 m}). Wings extersled, 16 feet (4.9 m).
Leaguly: 5 feet (1.5 m)

Em; 1 b

Fhysical Strength: Equal o o P.5. 40

Cargo: Nooa

Power System: Muclear; average encrgy life is 13 years.

Black Market Cost: 25 million eredits for a complete suit. A force feld
onn be sdded (wee Marunl Personnl Force Fields, shove) st exira cost,

Weapon Systems

1. Particle Beam Rifle: This is a giant particle beam rifle, very powerful
and long-ranged, [t connects directly to the armar’s pawer supply,
giving it an unlimited poylond, The rifls has an attachment clamp
an the right side of the suit, where it con be put away when the
awnrd 5 used (frying 10 use both the rfle and the swond gives a
—1 penalty o boih).

Primary Parpose: Assault

Secondary Purpose; Defense

Weight: SO0 Ibs (360 kg)

Mepa-Damage: 204 x 10 M.D.

Rate of Fire: Standard.

Effective Ronge: S0 leet {1220 m)

Payload: Effectively unlimited.

2, Energy Sword: An coergy wenpan wsed for clese combat, The buge
sword can be wsed a5 a bludgeon or energized b slice through
mega-damage sinectures, The swond has an atechment on the L0
side of the armaoe, allowing it 1o be put away while the rifle is being
used. Trying 1o use both the sword and the rifle at the same time
gives a =2 penalty to both,

Primary Purpose: Assault.

Wieightz 40 bz {15 kp)

Megu-Damage: 106 x 10 perenergized strike, or 106 &5 a blund weapon,

Rate of Fire: Equal 10 number of combined honed &0 hand altacks.

Effective Range: Close combat,
Payload: Effectively unlimited.

3, Loser (Right Shoulder): A medivm Inser is meunted on the shoulder,
where it con be used at all dmes a5 a secondary weapon.

Primary Purpose: Defense.

Secondary Purpose: Assault,
Weight: 100 [bs (45 kgh
Mega-Damage: 306 M.ID.
Btz of Fire; Slandard.

Effective Range: 2000 fest (610 m).
Pavland; Effectvely unlimited.



4. Hond do Homd Combat: Bater than use a weapon, the pilot can
cnpage in megn-damags hand bo hamd coanbal.

Restrained Punch: 1D4 M.

Full Strengih Punch: 204 M.D.

Pawer Punch: 306 M.IY. (counts &5 two artacks).
Kick: 206 M1,

Leap Kick: 4D6 M.D. (counts a3 two abacks),

Rl
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Death-Knight
Assault Robot

This 15 & large combal mobot, alsa built with 2 fantasy moaif (the
Mamni Markefing executives decided that these lines were ideal for a
world where both neapic and rechnolegy existh, In fact, both the Dienath-
Knight and the Mecha-Enight an: becoming favorites of Techno-
Wizands, who put enchantments into them to enhnnce their effectivensss.
This robol b5 a combat modal, designed o sirike fear in the enemy; its
helmeted skel=ion hesd design somelimes causes people o mistake
as g Coalition robot,

Like all Maruni vehicles, the Deasith-Bndght has berier-than-average
firepower, ranging from o porticle beom cannon do four sho-range
misable launchers. Mercenarics and small Kingdoms are irying o bay
ns many of these EEPErIﬁi'-IE rodurls os p-clm.'ihlu.

belodel Type: DE-ARS0
Class: ]nfnnlr:,' Asspule Kokt Yehicle.
Crew: Three: One pilot, ons co-pilot and one gunmer, Can carmy up to
four passengers, The controls ane desigeed so that the pllod can handle
all functions if necessary,
M.IDLC. by Locatlon:
Hands (2} — 8ib each
Forearms (2) — 100 each
Forearm Particle Beam Cannon (left asm) — 120
Energy Axe — 160
Upper Arms () — 120 each
Leps (2) — 240} gach
Missile Launchers (four on chest) — 80 each
Laser (Left Shoulbder) — 120
Belly Rnil Gun — 100
* Sensors (2 in head, | on rght shoulder) — 10 each
% pMain Access Halch (15 wop) — &0
Emezrgency Haich (1; fop rear) — &0
#2% hMain Body — 600
Reinforced Crew Compariment — 20H)
* Destroying all 3 sensor armys will destroy the moin radar and
targeting system (ne bonuses to sinke, pamy or dodge), The pilod
st rely on his own buman vision and less sccurale compuier 2nd
sensory syslems. Mote: The sensor arrays are small and difficul
itzms 1o hit, especially on a moving target. Thus, they can oaly be
hit when a charmcter makes o calbed shot, aml even then the attacker
is =3 o strike,
#= Depleting the M 1.0, of the entry hatch makes the robat
vulnzrable to entry by the enemy from the fop, The inner hatch hos
aitly 50 M.DLC,

*#% Depleting the M, D,C. of the main body will effectively de-
siray ihe bot, shuning it down completely, rendering it wseless,

Speed: Running: 70 mph (112 km) moximum, Motz that the act of
running does MOT tine the robot and speed can be maintained inde-
finitely. Leaping: Not recommendeid becanse ol the weight and dis-
proportionately heavy upper body. Leaps are possible only from a
runmning start and limited wo approsumnately 30 feer{b. 1 m) lengihwise;
height is only five or six feet (1.5 to 1.8 m). The chance of falling
is high; roll percentils for every jumplenp, 01-60% likelihood of
falling over, A fzll causes the Dealb-Enight to lose all its anacks
farone meles round whils the crew sruggles b stand the bt back up.
Statkstical Data:

Height: 3} feet (9.1 m).

Width: 16 feet (4.5 m)

Length: 14 feet (4.3 m).

Weight= 40 tons Fully Josded,

Physical Swengih: Equal tooa L5, 60.

Cargo: Minimal storage space; sbout 4 feet (1.2 m).

Power System: Muclear, avernge energy life is |8 venrs,
Black Market Cost: *H) million credits for a new, undamaged, fully
powared unit, complete with fully lunctioning weapon syslems.

Weapon Systems

1. Particle Beam Cannon: This cannon requires a special capacitor
that is charged by the nuclear engine at a slow mte.

Primary Purposs: Anti-Armor

Secondary Purpose: Defense

Weight: 1.4 tons

Mega-Damage: 106 x 10 + 10 M.In

Rate of Fire; Stamdard

Effective Range: G000 feet (1330 m).

Payload: Effectively unlimited but restricied. Fully chasged, the cannon

hns 60 blosts. The conmon recharges #t the mie of one enzrgy blost per

mieneie; that's equal to four meles munds.

2. Energy Axe: A huge energy axe used For close combat, The gianl
wenpan can be used as p bludgeon or enerpized to slice through
mega-damage sirucbares ke a kot knife through buries.

Pri Purprse: Assnult

Weight: 800 Ibs (360 kg)

m: A06 x 10 M. D, per plasma energized stnke, aor 2D6

M.D. a5 a blunt wespon.

Rate af Fire: Equal 1o the combined hand o hand aracks.

Effective Range: Close combat only.

Payload: Effectively unlimited.

A, Missile Lounchers {4): Fire shart-range missiles,

Primary Purpose: Assnult

Secopdary Purpoae: Defense

M:Eu-nuH:: Vanes with missile type.

Rate of Fire: Ome af o time or volleys of 2, 3, 4, & or & per meles,

Effective Bange: About 50 miles (80 km).

Fuylaad: 32 tatal, zight per lmmcher.,

4, Laser Gun: Shoulder mounted laser. Can rosate 180 degrees upwand;
ussl mastly againgt enemy fiers.

Primnry Purpass; Anti-Aircraft

Secondary Purpoac: Defense

Mega-Damage: 306 + 2 M., for a siogle blast, 1048 x 10 M.D. per

multipls pulse barst {three simultaneous shats),

Rate of Fire: Standand.

Effective Range: 00 feet (1220 m).

Payload: Effectively unlimited

5. Belly Rall pun: Designed o sester ground troops,

Primary Purpose: Anti-Personne]

Secondary Purpose; Defense

Mega-Damape: A burst 15 40 rounds and inflices 106 = 10 M1, Can

tmly Fire bursts.

Rate of Fire: Standard.

Effective Bange: 40NN feet (1220 m),

Puylond; 40,Mround drun; that"s LK bursts. Reloadieg a doim

takes about five minuwies.

&, Hamd to Hand Combat: Rather than use a weapon, the robof can
engape in mepga-damage hand to hand combat. Combar ahiliizes are
identical to tbe UAR-1 Enforcer, with the fellowing exceptions,
Restrained Punch: 106 M.,

Full Strenpth Punch: 306 + 2 M.D.
Prower Punch: 604 M.

Bxly Bilock: 204 M, D

Stamp: 206 M.D.

Fick: 204 M.D.

Leap Kick iz WOT possibla.
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__Nomad Scout Robot

Secondary Purpose: Defense

This small robat {almast bardering on being a powered armar suit)
has a highly sophisticated stealth system, Including a chameleon light-
distartion field that allows the Momad to blend in with the surrounding
errain, These features have made the robot very popular among wilder-
ness scouts and mercenares in general, The Nomad is not as heavily
armed s other Naruni vehicles, bu it is still a military vehicle of great
efficacy.

Model Type: H-5R0

Class: Infantry Reconnaissonce Bobat,

Crew: Ope pilst, Can accommaodnle w0 PassEngers.

M.D,C. hy Location:
Upper Arms/Shoulders — 130
Rail Gun (Right Shoulder) — L)
Searchlight {Left Shoulder) — 5
# Gensor Array (2; left shoulder and head) — 20 each.
Missile Launcher in Upper Torse — 30
Head — 120
Hands {3y — 60 gach
Arms (2) — 120 each
Laser on Left Arm — 40
Legs (2) — 200 each
** Mpin Bady — 470
* Destroying the sensor arays will destroy the main radar and
targeting sysbem (no bonuses o girike, porry or dodge), The pala
misst rely on his own human visien and less accurate compuater and
sensory aystems, Mole: The sensor arrays are small and difficult
flems to hit, especially on o moving target, Thus, it can only be hit
when a churocter makes a called shat, and even then the atlacker is
— 13 to strike.

#* Dizpleting the M.D.C. of the main body will elfectively destroy
the bot, shutting it down completely, rendering it ussless.
Speed: Running: 150 mph {240 km) craximum. Leaping: The powerful
robol legs cin Jeap up b 13 feet (4.6 m) high or seros. Add 10 feet
(3.0 m) wiih a nonming slan.

Statistical Data:

Height: 16 feet (4.9 m)

Width: 7 feet (2.1 m)

Length: 3 feet (1.5 m)

Weight: 12 1ons fully loaded.

Physical Strength: Equal to a P.5. 40

Carge: Minimal storage space; about foeur feet (1.2 m) far extra clothing,

wenpans, and personal fems.

Power System: Nuclsar, average encegy life is 20 years.

Black Market Cost: 20 million credits for a new, undamaged, fully

powered Momad with oll weapans and equipmsat amd the Variable

Camouflape Syslem.

Weapon Systems

1. Rail Gun Turret: A Rail gun is mounted on the robot's right
shoulder. The weapan can rotste up 180 degrees, allowing it to trsck
Hirbome targels.

Primary Purpose; Anti-Adrcraft

Secondary Purpose: Anti-Armar and Defense

Weight: 1 ton

Mega-Damape: A bursl g 40 rounds and inflicts 106 x 10 M.D. Can

anly fire bursis.

Rare of Fire: Standard

Effective Range: 400K feet {1220 m)

Paylond: 1200-round dram; that's 30 bursts.

3. Missile Louncher: A rapid-fire mini-missile launcher is mounted
on the chest; used primarily 85 an anti-personnel (fragmentation
misziles) or anti-vehicks (plasma missiles) weapon.

Primary Purpose; Anti-Armor and Anti-Perscnanel
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Mega-Damage: Varies with eitlssile type.

Tt of Fire: One af & time or velleys of two, three or four missiles,

Effective Range: About ane mile (1.6 km).

Paylond; 16 mini-missiles.

3, Laser Gun: A high-intensity pulse Laser is mounted on the keft am.

Primuory Furpose; Anti-Armor

Secondary Purpode: [Driense

Mepa-1 o 306 4 2 BLD. for a single blast, or 1D6 5 10 MDY,

per multiple pulse burst (three simultaneouws shwats),

Rate of Fire: Stundand

Effective Range: 2000 fect (610 m)

Payload; Effectively unlimited.

3. Hand to Hand Combat: Rather than use 3 weapoi, the robol can
engage in mega-damage kand to hand conthat, Combat abilitbes are
identical 1o the UAR-| Enforcer.

5. Camouflage System: The obot's exterior can change calars b
mnteh the susrpunding terrain. The color change tikes 104 melses,
and the robat becomes the same coler as the predominant color(s)
in the aren. This makes the bot very difficuls to spot (-20% 10 Detect
Ambush and Detect Concealment rolls). The system also maske
infrared and thermal emissions, making heat sensars uscless.

Crescent Moon
Delta-Wing Spaceplane

These hypersonic vehicles can acmally My and fight in space, and
they might be able io breach the defenses that encircle the planet (s
far, nobody hns bothered to try), Even in an atmosphens, the Crescent

Moons are incredibly fast ond maneuverable, dus to the use of contrag-
ravity gensratars (which haven't been developed on Rifts Exnh). These
systems also allow the ship w hover in the air and land on any fat
surface (doesn’t noed runways) and bet it fly despite 18 widght (it is
heavily anmored). The planes also have a very weak madar signatune,
and have several “stenhth” systems that mnke them hasd o detect { — 15%
penalty for all sensory equipment rolls directed against the airerafty.

The Crescent Moan is the kighest-performance aircraft on the planet
it this time.

Muodel Type: Ch-LOW 1K
Closs: Frgher Artack Aircrafi.
Crew: Twn: pilst and co-pilotgunner. Can accommodate two passai-
RETE,
M.DLC, by Localion:
Main Tet Thrusters (4) — 91 each
Weapons Pad (Underbelly) — 2000
Missile Lounchers (4: 2 on each wing) — 60 each.
Pilot's Comparment — 130
Main Body — &00



Speed: Hover siationary or fly at speeds up to Mach 5.5 (uboat 3700
mph/3930 km} and capable of breaking away from Earih's gravity,
Cruising speed ranges from 1 o 600 mph (160 10 960 km).
Statistical Dafaz

Height: 12 feet (3,7 m)

Widih: Wingspan is 60 fect (18.3 m),

Lengih: 40 feet (12.2 m).

Wizight: 30 tons.

Carge: A small 3 5 3 food (0.9 5 0.9 m) aren,

Power System: Nuclear; average energy life is 10 years,

Bilack Market Cost: 50 million credits.

Weapon Systems

1. Weapons Pod: A rotating torred with a high-intensity plasma projector
nrel @ pulse laser (the pulse aser's thinner barrel is moonted below
the plasma projeciar],

Primary Purpoae: Anti-Adrerafl and Anti-Armmor

Secondary Purpose: Defense

Weight: 4 tons
Mega-Damnge: Plasma Projector: 206 x 10 M.D. per blast, Pulse Laser:

106G x 10 + 6 MDD, Simultaneous blast: 404 2 10 M.D. {counts as
lwo aliacks).

Roate of Fire: Stancdand.

Effective Range: 60K feet (121} m),

Paylond: Effectively unlimited.

2, Misslle Launchers (41: Medium-Bangs Muosile Laonchers.,
Primary Purpoae: Anti-Armor and Anti-Aireeaft

Secondory Purpose; Defense

Mepa-Damage: Varies with missile (ype,

Rate of Fire: One at a time or in volleys of two, thres, four, six or
elght missiles.

Effectve Range: Warics with missile type,

Paylond: 20 missiles (5 per launcher).

3. Mose Lascr: A second Pulse Laser is mounled intbe airerall’s nose.

Primary Purpoae: Anti-Abreraft

Secondary Purpose: Defense
Mepga-Damage: 104 x 10 + 6 MDD,

Rate of Fire: Standard
Effective Range: SHK} feet (1B m}
Paylosd: Effectively unlimited,

Boomerang Attack Aerodyne

This aircraft alse hos & v-shape, but its propulsion system is located
on its bottam, making it work like a helicopter in reverse (pushing.
rather than pulling, the vehicle). The asredyne is a5 meneuvernhle as
a belicopter, but its systems are Jess vulnerable 1o aitack. A favorite
mamewver of the Boomerang pilot is o fast sitack swesp, then a very
tight tumn to come bock to the target lor a second sweep — the
“hoomerang effect.”

Model Type: B-AA 14
Class: Anack Aerodyne.
Crew: Two: Pild and gunmes.

M.DLC. by Location:
* Propulsion System — 120
Mini=Missile Launchers (4) — 30 each
Ranil Gun Canran, frond — 100
Pilots" Compariment — 106
Main Reudy — 320
* Destroving the propulsicn system will incapscitate the crafi, but
it can glide down 10 a safe landing, Note: The propulsion system
is well shislded arml defficull w lit, especially on s moving targed.
Thiss, it can only be hit when a character makes a called shot, and
aven then the attacker i3 = 3 o strike,

Speed: Hover in n statienary poaltion up to 2500 feet (762 m) or Ay
at up 1o I mph (&80 km),

Stadistical Data:

Height: 12 feet (3.7 m}

Widlth: 30 leet (9.1 m)

Lenpih; 30 Feet (%.1 m}

Weighe: 10 tons,

Cargo: A small 3 x 3 foat (0.9 x 0.9 m) area.

Power System: Muoclear, average life is 1) years.

Black Market Cost: & million credits,

Weapon Svstems

1. Rail Gun Cannon: A heavy rmail gun firing high-densaty heavy
pounds, Firing the connon makes the Boomerang tremble in mid-air,

Primary Purpose: Anli-Armor, Anfi-Aircraft,

Secondury Purpase: Defense.

Weight: 1.5 tons.
Mega-Damage: A burst is &0 rounds and inflicts 204 x 10 M.D. Cnly

fimes bursts,

Rate of Fine: Standard.

Effective Bange: S0 feer (1830 m).
Pavload: 20000 moumds; that's 250 hursts,

2, Mini-Missile Launchers (4): Side-mpunted missile lamchers,
Primory Purpass: Anti-Fersonnel and Anti-Aircraft

—_— 4

Secoidary Purpose: Defense

Mego-Damage: YWaries with missile type

Rare of Fire; One of o time o vollevs of 2, 4, 6 or 5 missiles,
Elfective Range: About | mile (1.6 kmj,

Payload: 40; 10 missiles per launcher.




Angrar Robotics

This bramd name of powered armar and robot vehicles just made is
appearance on Rifts Earth. Bveryone who has seen them agress that
the suits are very powerful and versatile; they have become highly
coveted in some mercenary circles, Practitioners of magic and psychics
are wary of the suits, feeling a sense of wrongness emanating from
them. Techno-wizards are baffled by them: the few who have tried to
stody Angrar suits have died under mysterious circumstances.

The terrible truth is that the suits are the brainchild of the demonic
entity known as Ahriman (see Rifts Conversion Book 2: Puntheons
of the Megaverse), o godlike being intent upon spreading death through
the Megaverse.

Angrar Mark I1
Power Armor

The demonic-Jooking suit i mone powerful than most comparable
equipment. Unknown to most, however, the suits are actually allered
demonic entities, reshaped into the form of o suit of armor. The demon
i the actual “sensor” system and power searce! Psychic sensitives will
semse the demonis presence and its evil, but may believe it comes from
the wiearer of the suit, This suit of armor regenerates damage (the sellers
call it “living metal™) and is ridicubously cheap for its copabilities —
it is "hetier” than almost any suit of armar in 2xistence. This is exoctly
what Aliriman’s agents intend, because the true price of the armor will
only become appanent with time.

The harrible truth about these suits is thal those who ane foalsd into
using them will be unknowingly serving a demonic foree and will soon
ke copsumed by it, These demons are PLPLE. wvampires, ahsorbing sonss
of the life farce of any being the wearer kills with the suit. This P.P.E.
is then siphoned by Ahriman's demons and given 1o the god, who uses
i i bncrease his power, Also, Ahriman or his undedings can al any
time see through the demon's eves, giving the evil god an immenszly
wide spy nerwork. As yet another side effect, afier o few months of
ownership, the owner stors b become an insane, malevolent monster.
Eventunlly, the creabire will becoms one with the demon, etemally
fgsed 1o the suit of armar, and will be transported 1o Ahriman’s dieen-
sion 25 el another shock ooper!

Effects of the armor: A character who uses the armor will start
becoming more hloodshirsty in combat. He will also begin to depend
more and mese on the suit, prefering o e other vehicles he might
pwi. Bach rime the character kills another while inside the armos, he
should roll & save vs mogic (12 or higher). On a failed sove, be gains
o slight demanic feature (slightly sharpened teeth, more facial hair than
narmal, skin roughness, or any other effect the GM might see fit). In
addition, the character shoukd mll & spve vs magic once a month, After
sin failed monthly rolls {uot killing rolls), the character becomes o
demwan. fully infcgrated into the anmor.

Exoreism will wark against the suit of armor and may fres a trapped
character (roll again on o successful exorcism; 01-£0% results in the
suil abandeaing the humon wearer). Bagishnsent will also work, Contral?
enslave entity can also be sitempled, but it may trap ihe wearer inside
an enslaved demon ammor who will obey the spell coster! Any ailempts
at analyzing or studying the armes will resull in s coming alive and
attacking the researchers! The demon is not an expericnced warrior
{this is the reason Ahrimon sends tem over 10 *recnait” true soldiers),
and fights like a frse Jevel chometer with oo atribute bonuses. 1F
captured or contralled for mone than 48 hours, the armor will dissalve
and dasappear.
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Suits of Angrar Power Armor are sold in selected places throeghout
the Megaverse, Some may be found in the hands of tmnsdimensional
warriors. The first dealerships have jist made an appearance on Earth!
Evil summoners like b equip human refiners with these suits and then
control the resulting demon-human hybrids.

Mindel Type: AM-II
Class: Sirategic Armos Military Assault Suwit,
Crew: Chne.
M.D.C. by Localion:
Plasma Gui (right shoulder) — S0
Arms (2] — 120 each
Sleoulders (2) — 2000 each
Leps (2) — 250 each
Head — 120
= Rhfain Bady — Tikl
* Depleting the M.D.C. of the main bady will shut the armor down
completely and kill the deman; antil then the “sensors” will continue
by work.

Mote: The arms regenerabes at the rate of 104 1 10 M.IDLC. per
hour, Vulnershilities: Silver weapons do mega-domage to the suit;
rune wenpons, holy weapons, and Millennium Tree wenpons do
double damage (higher if the weapon doss more damage 0 demonic
ar supernaiural entities),

Speed: Running: 44 mph (70 km) maximum. Leaping: The powerful
rabod Jege can lexp up to 15 feet (4.6 m) high or across. Add 10 feet
(3.0 m} with o running sStar.

Statistical Data:

Height: 9 fest (2.7 m).

Wideh: 6 feed (1.5 m)

Length: 5 feet (1.5 m).

Fhysical Strength: Equal to a P.5. 40 {supernaturall)

Carga: Mone

Power System: Demonic; unknewn (the suits have been solil in the
Megaverse for a mene live years).

Black Barket Cost; Ahriman’s agents ans sclling the suits for o measly
B million credits. Proficeers who try to huy the suits cheap and ressl]
ithem far more (the suit could go for as much as 40 milliea in the open
market) will be found and Eilled (remember, the armer suits are partially
sentisnt).

Weapon Systems

1. Angrar Rail Gun (1): This is basically a copy of the Triax VX- 180
Maxi-Fail Gun, with o shorier range, It is acundly powensd by
P.P.E. prduced by the demon suit,

Primary Purpose: Assaul

Secondar sz Defense.

Weight: Gun: 350 |bs (157.5 kg). One A-30 Ammio-Derum: 200 Ths (30

kg two amme drums are standard. The gun is tatally compatible with

any other amme drum produced in the Megavesse (ihe demon will alter
the gun's shope to accommodate theml),

Mega-Damage: A Burst is 40 rounds and inflicts 106 x 10 M.D. Can

only fire hirsis,

Rate of Fire: Equal 10 number of combinesd bl 10 hand atfacks,

Effective Range: 40K Feet {1230 m).

Pavlaad: 4000-reund drum; that's 100 bursis. The second drum Feeds

autamaticnlly after the first drum is exhausted, May use other sizes of

arme dngm — the gun is universally adaptable.

Special Festures: The demon telepathically senses the wearer's inten-

tions and helps lock anta the arger. The wearer gets the eere feeling

that the gun staris aiming of the target befone he starts moving! Bonuses:

+ 2 to sirike,



2. AR-M} Plasma Gon: This 15 o showlder mounted TW-Plasma Gun,
Apain, since the deman is the one acrually using the weapen, the
wearer does net have 10 be paychic or magically orented w0 wse !
In fact, the sellers |1rcﬁ.-'r chomclers withoud powers as clienls, as
they are less likely o notice the terrible transformation until it's 1oo
Late.

Primary Purpose: Assoult

Secondary Purpose: Defense

Wiesigcht: 130 lbs (54 kgl

Mega- D 1D x 1 MLD,

Range: ACOE feet (1220 m}

Rate of Fire: Equal o number of cambined hand o hand atiacks.

Payloed: Effectively unlimited

3. Hand 1o Hand Combat: Raher than vse o weapon, the pilol can
engage in mego-damage hand to hand combat. The Angrar swit is
unparalleled in clese combat, able 1o fip apant larger robots with ies
supernatural strength. Most weaners |'|n=r'|.'r 1o clase in the range aml
attack characters in this manner, See Basic and Elite Power Armar
Combar Training. All abilitbes are the same except as follows:
Restmined Panch: 506 + 25 5.10.C,

Punch: 204 M0
Povaver Punch: 606 M. 1.
Kick: 20 M.I.

Leap Bick: SD6 hM.D.

Angrar Assault Robot

This 1% a giant robat vehicle of immense destroctive power, aml muda
up of several powerful demons shaped ino mbatic pans. The vehicls
has a crew of four, and the demons can corrupt all the crew nsembers
a1 thie same time. Aller 3 while, the coew erls Lo stay together, whether
they were friends ar nod before wsing the mbat, The members tend o
shun the company of posmal people, and sian following an impalse
participale in strange rituzls every full moon.

Each member of the robed crew muest make a save vs magie (12 o0
high.:r_l ance a month, Afber all crew mesmbers Fanl ot least one moll,
they develop a stronge kinship with each ather, They never falk about
it, but they fezl more comfortable with each ober than with other

people. All the crew members become obsessively protective of the
bt they wom'l allow olhers o mspect or ry i pilot o, aml will go
bezrserk if someone tries fo deny them access to “their™ robot, Every
succesaive fabled roll nsakes e obscssion stronger. When all crew
members have Tailed four rolls, they become demonic pars of the
creaturs, ebemally fused indo the robot, which becomes a single, gigantic
cnlly.
Wolel Type: AM-XXK
Class: Assault Rabot.
Crew: Three: One palat, coe-copilolgunner, cne gunper.
MLILC, by Location:
Haiwla (2) — 80 ¢ach
Arms (2] — 4K} each
Legs (2) — G600 ench
Hellfire Frapeciar — 40
Pind-Missile Launchers (2 in torsel — M each,
Head — 500
* hMam Baody = K]
* Destroying the main body couses the armer to fall apam — and
bocomee a group of demvons! Each body part relains iis M.DC,
(minus any domape foken) ard becomes o demonic cresture that is
+ 1 1o serike, -+ 2 o parry and dodpe, claw ariack doces 2046 M.D. |
Ihree altacks per melees,
Mote: The demonic arneor regenerares damape ar ibe rate of
110 = 00 B, per body pant per hour, Silver weapons do mega-
damage 1o the suit, Rune wenpons, haly wenpons, and Millenniam
Teee weapens do dowble damage (highes if the weapon does more
ciomage 10 demonic or supematural entities),
Speed: Running: 70 mph (112 km) maxinom, Mote that ibe act of
ruikning does nob tire the demons and speed can be maintained inde(i-
mitely. E.EilEil.'lE:nL' rubat can leap 200 feet (6. 1 m]i:n_g_thwis:n‘rhigh.
Statistical Data:
Height: 26 leet (7.9 m)
Width: 20 feet (6.1 m)
Lengrh: 20 feet (6.1 m)
Weight: 35 1ons

Phiysical Strength: Equal o a PLS. 50 (supemnatural}.
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Cargo: Minimal stosage space, A small arca for the crew’s persomal
itemss, &5 well a5 n weapen bin that hos room for 4 fifles, 4 pistols, 4
suits of body annca, and other supplies.

Power System: Dremomic; unknown (the suits bave been sold in the
Mepaverse for a mere five vears).

Black Market Cost: 25 million eredits. Profisecrs who try to buy the
robots cheap and nesell them for more (the mobat could go for as mach
as 90 millien in the open market) will be found and killed (remember,
the robots are parially senticot),

Weapon Systems

1, Hellfire Conmon: This is a Techno=Yizard iem activabed by the
suit's demon (5o the pilets don't have o be men of magic or psychics
b use it). The canpen spews forth magical flanes that do enormous
damage.

Primary Puspose: Anfi-Armar

Secondary Purpose: Defense

Weight: | fon

Megn-Damage: 304 1 10 M. D, doubled o dragons and supiernatusal

entities; vompires take full damage.

Rate of Fire: Standard,

Effective Bange: 4000 feet (1220 m).

Payload: Effectively Unlimited.

2, Mini-Missile Lounchers (2), The only ron-demonte {wholly omifi-
cial) weapon in the mbat,

Primary Purpose: Antl-Personnel, Anti-Aircrall.

Seconsdary Purpese: Defense,

Mega-Damage: Varies with missile type (usually plasmal.

Rate of Fire: Cme at o time or volleys of 2. 4, 6 or § missiles,

Effective Bange: About | mile (1.6 km).

Payload: 20; [0 missiles per launcher.

3. Energy Claws: The robat suit cun make its hands glow with demonic
enerpy. These enerey claws do extra damage or can fine shon-rangs
enargy blasis,

Primary Purpose: Assault.

Mega-Damnge: Add 216 M.D. fo hand to hand aiacks, or fire an

energy boli inflicting 406 M.

Fate of Fire; As many & combined hand w hand arfacks,

Effective Range: Blusts: 1600 feet (488 m).

Pavlond; Effectively unlimited,

4. Hand to Hand Combat: Bather than use a weapon, the pili can
engage n mepa-dnmage hand to hand combat. All abilities are the
same o5 the UAR-L enforcer except the damape, which is much
Tigher than any rormal robot suit's
Restrainel Punch: 1046 ML,

Full Strength Puncly: 1046 x 10 3,1
Power Punch: 206 x 10 M.
Powersd Claw Anack: Add 206 10 punch damage,

Chipwell Armaments, Inc.

Chipwell Armaments is the latest entrant to the wenpons market. It
wias Founded by former Coalition Army Engineer Boris Chipwell, who
decided b offer something the competition didn't — affordable powered
armor swits and robots, Chipwell™s robot wehickes are sold at a fraction
af the cost of a Triax, Marthern Gun, Titan seres o Coalition-prodoced
armor. Aince the introdection of Chipwell prodocts to the market, town-
ships that might have afforded 10 buy ome o two suits of powered
armar now con outlit a dozen or two warriers with M.DLC. suits!

The downside, however, is that people get whar they pay for. Within
& month of the company's first sales, the product ling became popularly
known as “Chenpo Armamenis.” Most experienced adventurers
wouldn't be caught dend wenring any equipment with the Chipwell
lopn — according to conventional wisdom, dead is what you'll be if
you trust your life to these suits. Chipwell cut prices down by using
shetandard paris and equipment and replacing as much of the model™s
chassis and armor with common steel, mther than siandard B,
alloye. The company alse uses substandard electronic systems, which
result in slow, sluggish responses in the obats, compared o the superhe-
man reflexes found in quality subis. Contrary to popular opinion, Chip-
well suits are ot more prone 1o breakdowns — they ane just inferor
in profection, maneuverability, and overall quality. Caber Chipwell
suits are only slightly inferiar, but literally run on batteries, and can
only wark and fight for a few hours. Thus they are only useful for
defensive purposes.

Diespite these shortcomings, Chipwell Industries has sold thowsands
af medels during its first few months of eperation — even pfter wond
got out nbhout their problems. Why? Simple economics. With robat
vehicles costing only 1-6 million credits instead of 10-560 million, and
powered armor costing S0, 000- 200, (X credits matesd of the usunl
400,000+ , governments and armies can afford o outfit a lot mone
soldiers with powered armor or robols. The fsct thet many of these
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suils are linke beiter than denthiraps is ol impenont b many anmy
lenders; ns long as the soldiers inside con light and burt the enemy
before baing destroyed, they have fulfilled their mission. Then are also
many villages and small towns whese inhabitants might be able o
seratch opether a few million credits for a defense force, and who feel
safer with a dozen "well-equipped™ soldiers than with ane or two lone
champicns (this also reduces the chance that a single armored warmos
might decide 10 take over te community).

Mewly founded mercenory outfits on a budget sometimes take sdvan-
tage of Chipwell's low prices. In the final analysis, even a Chipwell
powered armes suil is mane than a match Ffor an infaniryman i M.D.C.
bady armeoe, and cen Chipwell suils can overpower o good queality
normeal suit — although less thon half of the awackers would sarvive.
It is expected that many town guard units, bandits, outlaws and other
groups will be equipped with Chipwell armar in the near future. The
Coalition is conducting a Feasibility study abool equipping a whole
division of non-Citizen troops (mercenaries and despemie peaple olfered
citizenship if they fight in o war) with Bow-cost Chipwell suits, and
using them for cannan fodder in one of the C3's upcoming campaigns.

Chipwell Series
Power Armor

Unlike most suits af power armor, Chipwell suits do ROT have all
the fentures described in Rifis, p. 211, This elimination of important
features is part of what has reduced the cost of the soits. Among other
things, the range of bath rudar and targeting computers is usually lower
than sverage, ranging from 1 to 5 miles (1.6 10 & km), instesd of the
customary 10 mile {16 km) ranpe, A fesw models are not even fully



sealed, envirommental armor, which means that the wearers will suffer
if exposed v fire, even nonmal 5.0.C. fire! Exch suin description will
list which features it possesses, and whal changes have been made o
them.

CAI-50 Challenger
Light Combat Armor

This is a relatively high-guality anmer suin (by Chipwell sindards),
whasse mnjar shoricoming is that instesd of o nuclear power plan, it
muis on batieries pood for 24 hours of continued use (v can even b=
Jury mgeed oo orun oon B-Clips!), The suils are ofien bought by city
gnrrisons, who can always count on being resupplied with bateries
within a day. The s are much less usefol Tor adventurers ravelling
in the wilderness, unless they ore planning to carmy tons of batteries
with them!

Maodel Type: CAILS0

Class: Light Infantry Armor Military Exo-Skeleron.

Crew: One.

M., by Locadion:
Armis {21 — 20 cach
Legs (2 = 5ib gach
* Head — 50
= ham Body — 120
* Deestroying the headthelmet bos a 01-70% chance of knocking the
pilot unconscious. If conscious, the pilot has o problems; one,
no power armor sombad bonuses e stiike, pamy, and dodge, and
twir, the human head is now wvulnerable to atack. Mote: The head
1= & small and difficelr mrget v hit, This, 10 can anly be hit when

a charucter makes o called shot and even then the attacker is — 3 to

sirike,

= Depleting the M.UD.C, of the matn body will shut the amyoar
down 4.:|'-111p'|:h:|3.', umid the pilod will be volnermble e aitack.

Speed: Bunning: 40 mph {64 k) maximum. Mede that the act of
running daes lire oul il% operater, but at 3 ftipee e 20% less than
narmal, thanks b the rabot exo-skeleton, Leoping: The robot con leap
L5 foet (4.6 m) sieaight up or scross. Range: The robot's batberics
Tu'm'id: pawer for 24 hours of use anly: giving it o wselul range of less
tham S0H miles (00 kmij,

Statistical Data:

Height; 7 feet (2,1 m),

Width: 3 feet (0.9 m).

LEHEI‘J: 3 leet (0.9 o).

Weight: 130 Ibs (58,5 kgh

Physical Swength: Equal w PL5. 20

Cargo: Mone,

Pawer Svstem: Electrical batteries; 24 hours of continual wse.

Black Marker Cost: 90,000 credies for a pew, undamaged, fully powered
suit,

Weapon Systems

1. Mo Integrated Weapon Systems, The wearsr must wse a hond-held
WP

1. Hand to Hund Combat: Rather than use o weapan, the pilol can
engage in megn-damage hand to hord combat. All abilities are the
same a5 ibe Power Armnor Basic Tradning, with tbe following
chanpes:
Panch: 104 MDD
Leap Kick: 104 M. 1.

A, mensors aned Oplics: The helmet is equipped with laser targeting,
tzlescopic, passive nightvision and polarization, as well as a shon-
range radie, Mo olher features,
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Chipwell Assault Suit

This is a hig, heavy suit that leoks powerful and intimidating. but
which, in reality, 5 less powerful and resastant (o damage than all bl
the liphtest standard suits. This is becauss many of ils components use
pormal §.00.C. parts instesd of expensive M.D.C. alloys. The suit has
1 nuclear powes plant, bat it's smaller and less durable (effective life
of 5 years), Integral weapon systems includes o laer (#ctoally a mod-
ified, buile-in laser rifle), and it casries a heavy machinegun modified
into o rifle configuration.

Model Type: CABR-3D
Clasiz: Anmored Infantry Assault Suit.
Crew: Ome
M.ILC. by Location:
Arms (2] — 20 each
Legs (2} — 30 each
Built-in Laszer (Right A — 12
Machinegun — &
* Head — 55
#* Main Body — 150
* Destroying the headthelmet has a 01-70% chance of knocking the
pilot upconsciows, I conscious, the pilot has two problems, one,
o power armor combat bonuses to strike, pamy, and dodge, aod
two, the human head is now valnerable to astack, Mote: The head
is 2 small and difficult target 10 hit. Thus, it can only be hil when
a character makes a called shot and even then the attacker i — 3 1o
slrikoe.
** Dgpleting the M.D.C. of the main hody will shut the armor
down completely, ond the pilet will be vulnemble 1o ablack.
Speed: Hunping: 40 mph (65 km) maximum. Note that the sl of
runming does e out iis operobor, but of a CGatigue rate 205 Jess than
normal, thanks to the mbat exo-skeleton, Lenping: The robat can leap
15 feet (4.5 my) strpipght up or acrods.
Simtisticnl Dnala:
Heighi: 11 feet (3.4 m).
Width: 5 feet (1.5 m)
Length: 4 feet, 6 inches (1.4 m).
Welpht: 300 lbs (225 kgl
Physical Strengih: Equal to a P.5. 24
Cargo: Mone,
Power System: Nuclenr; average life is 5 years.
Black Markel Cost: 250,000 credits for a new, urdamaged, fully pow-
ered swit,

Weapon Systems

1. Machinegun: This is 2 14.5 mm machinegun reconfigured a5 & rifle
arul firing explosive bullets, I1's & pear substiiute for & mil gun, but
mmuch cheaper,

Primary Purpose: Assnult,

Weight: 30 [bs (13.5 kg).

Mega-Damage: A burst is 40 rounds and inflicts SD6 M.D. A single

raund coes 106 M.Dn

Fate of Fine: Stamdard.

Effective Range: 2000 feet (610 m).

Payload: Drum magazine with 300 rounds; that’s 20 bursts. Changing

dnams tnkes ane mebee round.

2. Integral Laser: This is nathing more than a Wilk"s 457 Pulse rifle,
assembled imto the arm, The weapon is connected 10 the power plant.

Pri Purpase: Assault,

Secon Purpoae: Defense.

Wieight: 4 [hs (1.8 kg

Mega- ; ADR 4+ 2 M.D. per single shot, 106 x 10 M.D. per

multiple pulse burst {hree simullaneois shaos),

Bate of Fire: Standard.

Effective Range: 2000 feet (610 m).

Payload: Effectively unlimited.
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3. Hand to Hand Combat: Rather than use 5 wenpon, the pilet can
enpage in mega-damage hand to hand cambat. All abilities are the
smine as the Power Armor Basic Training,

CAI-100 Warmonger
Combat Suit

Easily the worst of the worst, this cumbersame sgit is made up of
steel, aluminum ord S.0.00 alloys. As o resull, the armer can be
damaged or destroyed by 5.0,C, weapons! The suit’s only redeemahle
festure is its rock-bottom price, barely mone expensive than a suit of
non-powered armor, Tt Incks all but the simplest sensor and communi-
cation systems, and offers only partial environmental pratection. It is
equipped with n modified WI-23 Multi-Missile Launcher (the launcher
is the only thing made owt of M.D.C. alloys, and it's an optional
feature!t, The baitery is pood for seven days of continuows operaten,
but most people with any knowledpe of the siit doubt that it could
survive seven days of fighting. In i two years of service, the War-
monper has become universally regorded as a deathirp. Still, some
princelings prefer to have 10 seldiers in Warmonger suits and one or
two wearing real powered armar — it looks better to have 2 lot of
soldiers, and o palished Warmonger suit looks justas mice as any other.

Model Type: WC-300

Clusst Ammcred [nfantry Asspuelt Swit.

Craw: Ome,

M.D.C. by Location: Mote: This suit is made up of 5.D.C. alloys,
o aven 5.00C. weopens can damage it
Arms (2] — § each (300 5.0.C.5
Legs (21 — 8 each (800 §.D.C.)
Shoulder-Mounted Missile Launcher — 10 (this is an M.D.C. piece).
# Head — 1 (10HER 5.00C0
&4 Main Body — 0 (4000 50000



* Destroying the hepdhelmet has o 01-T0% chanos of knocking the
pilol eneomscious. IF conscious, the pilot hes two problems; one,
no power armar sombat bonuses o sirke, parry, and dodge, and
pwr, the bunsan head is pow volnemble o adock, Note: The head
is a small and difficelr wrget v hit, This, it can enly be hit when
a character makes o called shot and even then the atacker i3 =3 o
slmike,

** Digpleting the M.ILC, of the main body will shut the armor
down completely, and the pilot will b2 valnerable bo attack.

Speed; Running: 40 mph {65 km} maximum, Mede that the act of
nmning does tire out its operatar, Leaping: The mbat can only leap 15
feet (4.6 m} wilh a ranning ser.

Etatistical Dafa:

Height: 11 Feet (3.4 m).

Widih: 5 feet (1,5 m)

Lengih: 5 feet (1.3 m)

Weight: 500 Ths (225 kg)

Physical Strength: Esgquol to o P.5, 20

L'ar&r: Mo,

Power Sysiem: Batteries (seven days ol continieal use).

Black Market Cost: 20,000 credits without o missile launcher, T,

cradits with launcher.

Weapon Systems
1. Modified WI-23 Missile Launcher: This repeating missils launcher

1,

i,

i3 the only invegral sysicm in ihe swit. 18 is mounted on the showlder,
aned has 3 mdimentary but ineffective arpeting syetem (-1 1o strike].

Primary Purpose: Assouli.

Secondary Purpose: Defense.

Eg_h.] 30 Ths (13,5 kgl

Mega-Damage: Varies with missile type.

Rute of Fire: Bqual o the user’s number of attacks per melee
{moximum &); relonding the mugazine takes 3 melbee actions if using
a box magazine, or 2 melee rounds if wsing loose missiles.
Effective Range: [ mile (1.6 km).

Puylond: Six missibes,

Oiher weapon systems: The wearer is usually assigned another
hand weapan, uswally an enerey rifle or a grenade lnuncher,
Hand to Hand Combat; Eather than wse a weapon, the pilot can
engage in mega-damage hand 1o hand combat, All bilities are the
same s the Power Armer Basic Trainkng, with the following
changes:

Punch: 1124 M. [

Leap Kick: 1D6 M.ID

4. Sensors and Communication: The suit’s helmes haz o limited target-

ing system aml passive night vislon, as well s a shon-range mdio.
Mo oiher systems ane ovailoble,

Environmental System: The Warmanper offers partinl profection
apainst hostile environments (gas, woxins, e}, but the scaled sys-
tems often malfunction. IF in o hostile environment (o smeke-filled
oo, lear gas clowd, or & vamplse i mist form that is rying to ped
in), make o sove (8 ar highery; a failed save means that the suil's
aystem has been breached. Reduce the save to 12 or higher if the
suit’s main bixly has taken any damage.
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New Coalition
Vehicles

The C5 is contimually fieldiesting new wehicles ordd vehiclks classes.
lIts robol figces are now being supplemented by ranks and airceaft.
Emperor Prosck wants fo become the masier of the Germone-style
Blinzkrieg (“lighining strake™), a swifl sicack using air and ground forces
that overahelm snemy defenses and create openings that the rest of tlse
army can exploir.

Coalition Air
Defense Systems

Some characters may think thar cwning a few jef planes may nllow
them b sirike ol Coalition facilises and go unpuniahed . They are wrong.
The C5 has air defense radar siafions in all militnry oudposts. These
railar systems are much mose powerful than those found in robats and
vehicles, and will |:||.:|i|:EI_l,l pick up any high-alurde Byng l.||.1j|.'|.'[ within
theazands of miles. Onee the intruder is detected, a baitery of long-rnge
missiles will b launched o deal with him. The anly way 10 avaid
detgetion is 10 travel in uninhnbited areps, flving low b the grouesl
{which requines travelling ar a slower pace).




CS Grinning Skull
Main Battle Tank

The Grinndng Skull 15 a powerful bartle cank designed o lesd the
Mark % Armored Perscmngl Carrier inlo combat, Ruilt along the same
lines of the Mark V. bur musch bigger, and with a large furret on fop,
Ewen muore distinctive is the grinning skull that is mounted on e froni.
SaHme p:.-uplc whi hinve faosd the Grin1|i||g Skull pre even more scirexd
by the maniacal grin than by the useally solemn Coalition death-hesd
malifs,

Itz speed i the same as the Mark VY, and tbe tank con be carried by
a Death Hesl Transport (o Goming Skull can replace a Splder-Skull
Walker or two UAR-] Enforcers), The main turret mounts fwo C. 144
autoeannond (2lse mounted an the TAR-2 pobot), and a laser mini-turmet
an tap for mided Arepower, Twe side lomets and sicle-maounted mini-mis-
sibe launchers fallow the Coalitian multiple-poun doctring, which requires
a larger crew than meal equivalen baile waks (e, more than one

gunmer},
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Besides its firepower, the tonk can also double as an APC it has
roam Tor a six-man sguad or two SAMAS, SaMaS are the prefecmed
n:r::m:.p]unn.':nl for the tonk, becogse they con provide some -:I.,:gn.:l.: of nar
SURPOI,

Model Type: Coalition Grinnimg Skl

Clnss: Mupin Battle Tank,

Crew: Six: Pilor, copilor, commuencations and three gunners.

M.DLC, by Location:
Main Twrret on Top — 230
U= 14d Cannans €2, an mam turel)
Luser (1. on mnin turret} — 50
Mini-Miszile Launchers (2, an back sides) — 40 each
Side Laser Turmets {2} — 20 each

1CHY =ach




Ferwand Headlights (2; in Eyes) — 10 cach

Ram Flate (Skull Face] — 110

* Main Body — 500

Wheels (8] — a0 each

* Depleting the M.O.C, of the main body will shui the tank down
completely, rendenng i useless.

Speed: W mph (144 km) moximum on land. In waiter, speed is abouot
0 mph (48 km).

Statistical Dadaz

Height: 20 fee (6.1 m.

Widik: 13 Feer (4.0 m).

Lengih: 33 feet, 6 inches (10,2 m).

Wight: 45 tons fully loaded.

Cargo: Minimal storoge spoce; about four feet (1.2 m) for extra clothing,
wenpens and personal iems. 4 C-14 Fire-Breather Assoult Bifles, I
C-27 Plpsma Rifles, two mockel lounchers and 12 fragmentation mini-
missales are stored in locked overhesd compartments.

Power System: Nuclear, average energy life is 15 years.

Black Market Cost; Mo Grinning Skull bas appeared on the Black
Marker; brand new model, just recemtly pui inbo use.

Weapon Svstems

1. C-144 Cannons (2}: The Grnning Skoll’s main weapon is a pair
of sutoanatic, self-lomling canneons, These connans are operaded by
the turrer gunper, but In an emergency can be used by anether
gunner, the palot, or the copiled. The tamet can mlate 360 degrees
and has a 70 degres angle of fire (up and down),

Primary Purpose: Assaull; anti-armsos,

Secondary Purprse: Defense,

Weight: 4 toms.

Mepa-Damage: 204 x 10 M.D. per single blase or 404 5 10 ML per

double blast,

Rateof Fire: Can fire 4 single Blasis or 2 double Blasis per melee round.

ElTective Itu.nEE: N Feet (PR30 m).

Payload; &0 zhells; both connons are fed from one mogozine,

2.CR-AT Laser Turret: The rurmet kas a cupola imini-tarrer) with a
luser baltery. This 15 the same gun wsed in the Coalition Mark ¥,
but used here s a secondary wenpon. The guen can be fired by amy
of the thres punness. The gun bas the same roatbon and are of fire
as the main gun.

Primary Purpose: Anti-Personnel, Anti-Aircraft,

Secondary Purpose: Defense,

Mega-Damapge; 606 MDY, per deal blost,

Buate of Fire: Can shopt up o six fimes per melee.

Effeciuve Range: AN feel (1220 m}.

Paylood: Effectively unlimited,

3. C-2T Dual Turrets (2} There b5 o light laser tueret on cach side
of the tank, They are the sume turrels mounbed on the Mark V', but
only two have been installed. There is usvally ons gunner per side,
using both the werer and the mimi-missile launcher (see below). The
laserfurrets have n 36 depree ratation and a 20 degree arc of fire.

Primary Purpose: Anti-Feesonnel.
EEE\':IE PuEEm:: Dhelense.
Mega-Damage: 4D6 M.D

Rare of Fire: Can slool up 1o gix toes per melee.

Elfective Etu.nHE: MXH) Feet (1220 m).

Pavlond: Effectively unlimited.

4. CR-105 Side-Moonted Mlissile Launchers (21 Two mul-1ulss
masstle launchers are mounted on either side of the tfank’™s mian
bedyw. The mizsiles are fired by ibe side gunners or the co-pilot.

Promary I‘um-.u.' Anti-Perwonnel, Anli=Armor.

Secondory Purpose; Defense,

Mepa-Damage: Waries with misatle type; te tank’s standard boad is an

aven mix of fragmentary (506 MDD ond plosmn (106 = 10 M.T1),

Reate of Fire: One ata time or in welleys of oo, thoee, five oo ien missiles.
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Effective Range: About ome mile (1.6 km},
Fuylaad; 40, twenry per cach launcher,

Coalition Mark IX
Missile Launcher Vehicle

This vehicle is shll in its testing stage, Basically, it consasts af a
Mark ¥ chassis with & loog-range multi-missile launching syvstem an
top, The C5 Army would like 1o we teese Mark X veldcbes a3 long-
range artillery to support assaalis, They would be ifeal to weaken cities
and fortifications (il firse possible targers for these missile lounehers
wionld he Xiticix nests) befone they were stormed by ground and aishome
troaps. Like most Coalition vehicles, the Mark [X has several weapon
systems designed 1o protect the vehicle from enemy rockets and aircrafi.

A variant of the Mark [X is also being tesied ns on andi-nircrafi
velicle, given a powerful radar gystem 1o desct abrplases and missiles
and =haat them down before they reach their targets. The mdar system
can track up 0 96 fargers simulaneously, mnge SO0 milss (200 km),
for aircrall Nying above 300 Feer (91 m). Soae long-ranpe planness
are ¢alling for more advanced air defenses in prepartion for the day
thar rnvaders ke Allastis or &n expanded MGE might threaten the skies
of Marth America,

A few d-vehicle platoons have been siationed near Minnesota in
nnticipation of the invasion of Tolkeen and the Xitcis territories.
Model Type: Coalition Mark 1N MLRS
T H i'i.-1ul|ip|ua]u||n|:h rmckel sysbem vehicle.

Crow: Six: Pilod, commander/gunner, sensars apembor, communicn-
HONS CperEior, W0 SUnBers,
MLILC, by Location:
* Multiple Missile Launcher — 250
Sule Laser Turrets (4) — 20 each
Forward Mini-Missile Lienchers (2) — 440 exch
AmoketGas Dispensers (2) — 15 each
Forwand Auli=-Cannons (1) — 10 each
Forward Headlights (23 — 2 each
% Maln Body — 350
Reanforce] Crew E-nm'[mﬂrnent e [).1]
Whesls (8) — 50 each
¥ Depleting the M.LC, of the Mulupls Missile Launcher will cause
the vehicle 1o explode, doing the damoge of one missile times the
number of remaining missiles in the vehicke in a 600 foot (183 m)
radivg (5o, i the MLES had 40 Moclear Multa-Warhesd missiles,
the explosien will do 406 x 2080 M.D. io the whale areal). Anather
danger: if an enemy awack desrove a missile while it is being
launched, the missle will detonate, doing damage 10 the laoncher,

and could start & chain reaction with the same resules, Seriking a

missile while it is being launched is very difficulr, requinng a called
shot af o —4 pennliy. :

=4 Depleting e M.DUC. of the main body will shar the Mark
[X down completely, rendering it useless,

apeed: %0 mph {144 km} maximum on larsd. Unlike the Mark ¥, i

canmid Enrvel underwater,

Statistical Diata:

Height: 20 Feet (6.1 m)

Width: 9 fees (2.7 mi

Length: 33 feet, 6 inches (I0LE m).

Weight: 25 s Tully boaded.

Corgo; Miniminl storape space; about four feet (1,2 m) forextra clathing,
weapons and personal fems. The rest of the carge space (amd imoop
Iranspor! roams ] have heen mecdsfved 10 hold oser a hundred ng-ronge
missiles.

Fower Syaten: Muclear;, average energy life 15 years.

Etlack Market Cost; The Maork TX has never besn available on the black
imarket.



Weapon Systems

1. MLES: The Multiple-Launch Rocket System has 8 [aunch ubes
that can be reloaded from the magazine below them every 5 secomds
(allowing For 3 full volbays per melee). These vehickes are supposed
to astack in platocns of four Mark [X's, which meons the platoon
can fire 96 missiles every melee! Using Proten or Muclear Muli-
Warhead missiles, these wehicles can neluce a city o rubble noa
fiew minutes,

Prieary Purpose: Arillery.

Secomilary Porpose: Anti-Aincrall,

Weight: 1D toms,

Mepa-Damage: Yaries with missile ype.

_F'._al:_ n_F Fire: Cme at o time or valleys of two, three, four, six or sight.

Can fire wp to 3 volbeys per melee.

Edfective HJ.I.'IEE: Absoul SUED muibes (RO ko).

Fayload: The Mark [X corries 160 missiles (20 full wolleys). Supply

iracks thar carry 160 missiles can iransfer them o the Mark TX in 10

minukes,

2, CE-T Dual Laser Torrets (4): These follow the same configuration
as the Mark V. Basicallv, lv was deckded o keep all the secondary
armaments of the APC o betler pratect the MLES vehicle,

Frimary Purpoze: Anfi-Persennel.

Seconddary Purpose: Defense.

Megn-Damoge: S04 M0, per dunl Blast.

Ruaie of Fire: Can shood up to sig times per melee.

Effective Range: diiH) leet {1220 m)

Fayload: Effectively unlimited.

3. CR-10 Forward Mini-Misalle Laonelers (2):Located in the very
fraet of the Maork IX are rxp'ul-ﬁn;: mini-missile lnonchers, They are
ussd for ari-personnel. amii-aircraft, and counter-missile  fire.
Againy nearby targets (wilthin 1 malef1o6 km), these mizsibes can
he mlded to the heavy rockets 10 make the bombandment even mome
devastating.

Primary Purpoae: Anti-Atreraft, Anti-Personisl.

Mega-Damage: Varies with missile type. bur mostly uses plasma mis-

Hibes.

Rate of Fire: One ot o time, or in volleys of bwo, thres, five, ten, or

twenty!

F.Fl'ecliuﬁqgg: About 1 mile (1.6 km),

Favload: 40; twenty per each launcher.
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4, Forward Auto-Canmons (25: Mounted on beth sides of the mini-mis-
sile launchers are polo-cannans, wsoally operated by the pilol. Bach
auta-cannon can be rotated 80 deprees.

Fromary Purpose: Anbi-Aircrall,

Secondary Purpose; Defense.

Mega-Damage: 304 M.D. per fragmeniation round; aren affected is 20

et (6.1 m).

Rate of Fire; Stondard,

Effective Range: 2000 feet (610 m]

Patluud: i) fozl; A per each cannom.

Coalition Nightwing
Attack Aircraft

The Mightwing is a V-shaped aircraft reminiscent of the 2{th-century
Stealth Bamber, Unlike that vehicle, the Mightwing's main purpose i=
not stenlih bt inclizcrimingte destruction. This st asd reagh combat
plane i¢ desipned to destroy enemy aireroft and pround largets. The
Mightwing has movable thrusters that allow i oo hovier in midair, unlike
meast other jet planes, a5 well as lond on any ot surface the widih of
1% wingsprn. ]

This weldele 1s being slowly incorpornted into the Coalinon’s army.
The C3 hos tended o rely on thelr SAMAS and sky cycles for mr
support, but the recent threat of fast nbtack jeis like the Grey Faleon
hive reguined that a ree Alr Force be developed, The Nighteing has
twi main missions, First, it is designed o act as an escom for the Denth
Head Transpor, which despite its size amd frepower, is relatively
vulnerable to attacks by jet plancs. [is other mission is o attack ground
targets on its cwn, The frst massive we of tese aireraft will probably
take place during the invasion of MMinnesata.

The new Coalition blitzkreg will eonsist of 1-20 Death Head Trans-
ports protected by o wing of five Mightwings per ranspon. When the
air carriers are neasing heir targer, the Nighvaings will provide air
support, oftacking enemy ground forces and “softening” them for the
ieoops that will disembork from the Death Heads, Only a bighly or-
panized army would survive such an airack, and there aren’t that many
an the continent,



Model Type: MA-13
Class: Anack Jet Plane.
Crew: Two: ane pil!-l_ﬂ:, uril ane copilod'ganner.
M.DLC. by Location:

** Wings () — 300 each.

Wing Mounted Medium-Eange Missile Launchess (4} — 30 cach,

* Pylon Mounted Long-Rangs Missile Lounchers (6] — 200 each.

Helly Moonted Laser Tarres — 100.

**% Main Body — 450

Reinforced Piloss' Companment — 150

* The missiles under the wings are difficuli targets o hir; they

regquire & called shat and ore at — 2 o sinke.

dpeed Dpgiroving oae of the wings o depleting the M, DLC, of

the main body will knock the hind cut of the sky! Roll undes pilating

akill =40 for a soceessful crash landing (plane is wrecked, bat

crew 1% uninjured]).
Speed: Driving on the ground; Mot possible. Flying: The j2t propulsion
syslem enshles the Nightwing 1o hover stationary up te 10,000 feet
(3,050 m) or fly. Maximum flying speed is Mach 2.05 — 1,350 mph
(2160 kmd. Cruising and attock spesds vory, but tend 1o be hetween
1001 and 5000 mph (160w 300 k), depending on the target and the
mission. Some attacks involve lounching missiles from 5 + miles (8 4
km) away, olbers are direct sirafing mons using the rail gons and mini-
missile Inancher, Moder A similar jet able o reach Mach 3 is il ander
development. Range: The nuclear power plant gives it confinual power,
bait the jets owerhest in 10 hours of contineal use above 200 mph (320
kmj, or 4 hours if going ohove 600 mph (%60 km), Going at below
2H) mph (330 km) with oceasional resi stops will allow the plans to
travel indzfinitely,

Statistbeal Data:

Heighe: 10 Feet (3.0 m}.

Width; 8 feetf (2.4 m) h-:ld:,-'; wingspan & Teel {153 m).

Lengih: &0 feet (15.3 m).

Weight: 14 fons,

Cargo: Mininsal storage space (about | foobD,3 m) for weapans and
extrn chthing,

Power Svsiem: Muclear,

Black Market Cost: At lzast 50 million crediis. It has never been avail-

able om the market,

Weapon Systems

1. High Intensity Laser Torret: This is one of the laest C5 develop-
menis, a high-powered laser with greater penetration than previsus
mixlels,

Primary Purpose; Anfi-Aircrafl,

Secondary Purpose: Anti-Yehicle.

Mega-Damaoge: Bach blase inflics 204 5 10 M.D.

Rate of Fire: Equal to number of combined hond to hand atiscks per

mielee.

Effective Range: 6000 feet (1830 m).

Payload: Effectively unlimited.

2. Wing Mounted Mediom-Range Misile Lounchers (4): This is the
seconidary amti-aircraft weapen of ihe jet planes. They are mzand o
b used agalnzl enemy atrerafl and missibes.

Primary Purpose: Anti-Adrcradi.

Secondary Purpose: Defense,

Blepa-Lamape: Varees with massile type.

Raie of Fire: Ome by one or volleys of two or four,
Effective Range: About 40 miles (64 km).

Fuyload: & missiles per lnancher for a total of 24 missiles,

J. Pylon Mounted Long-Range Missiles (6): These missile launchers
are used mostly on aitack migsions (alibeagh they are often used in
an anfi-pircrafi mods as well). Each plans only comies six long-range
rnigsiles, thres mounted under each wing, so piles ane insimoceed o
“save’ them for important targets only. In practice, pilots ollen fire
the missiles nt the first opporunity,

Primary Purpose: Anti-Yehicle.

Secondary Purpese: Anti-Adrerafl.

Mega-Damage: Yaries with missile type.

Rate of Fire: Qe by one or volleys of two, lowr or gixomissibes,

Commonly used types are Plasma‘Hent (306 s 10 ML) and Protan

Torpedo (206 = 10 ML),

Effective Ftl.l.nH_E: Between X} and 1,800 mules (640 to 2580 km].

Payload: 5ix missiles.



Casualties of Peace

Scenario Outline

The old man watched the plain, squinting apainst the moening sun.
The Lands east of Hope City wene part of the felds it fed the popolation,
The craps had been harvested before their time b make coom for the
huge makeshift camps that now surrounded the town, IF ke didn’t know
heiter, the elder wonld have thought that the city was under siepe, He
shook his hesd slowly.

War was near, Seon the mercenary armies gathered on the fields
woald join Hope Ciry's militia and City Guards and march against
Benford. Hundreds, perhaps thousands, would die, At leost, those wenz
the estimates discussed st the council, He knew bewer. IF this war was
allowed 1o ignite, death would be the least of anyone's problems.
Diegpite the sun shining down on him, te old men shivered, He hod
been unable to convines the Council, but he would not give up. His
vhildren and his children’s childsen deserved beber.

He was the only one who knew why the war must be stopped. Mobody
inside Hops City's walls beleved him. Looking ot the mercenary oome-
panies below the walls, the man prayed that seomeons thees would help.

Asking mercenaries 10 help o sop a war seemed bittery ironic. He
hoped semeone would have the sense o realiee that staring this war
wonll mean death o0 a scale unimaginable 1o either side,

Getting Started

Casualtles of Peace is nn adveniure o a group of mercenary player
characiers, Al least eac psychic (minor, mojor or master psiomic) player
characier or non-player character (NPC) should be involved, The Game
Master can sdjust the difficlty of encounters and obatacles depending
on the power and experience levels of the chometers.

This adveniure takes place on the eve of o war bebween twio cilies
— Benford Town and Hope City. A dispuete over a rich mining area
sitnated between the two commumitizs is threalening o explode into
war, Mercenaries ane being recruiied by both sides, The farpway Coal-
ilon Stabes have taken an interest and are invalved indirectly in some
of the tramipiring events, The plaver characters con be advemurers
caught in the middle or another group of the many other mercenaries
being solicited by both sides, In sither cose, they have just arrived.

However, things are nol as they scem. The plaver chomclers stumhbile
ontg evidence of o plot o incite both sdes 1o a senseless war, The
consequenses of the conflics are revenled b be for mone serious than
ariybody would guess, and the adventuress are placed in the uncomfort-
able {and unprofitable) position of knving 10 try and stop te war before

it erupts,

Hope City

Hope City is 2 new, modern settlement, built away from any danger-
ois naing, The city was founded by survivors of a city from the Mid-
Wesl, a eity that was destroyed by marauding monsters from a Bl
The sedlars managed 1o rebuild their industrics (they literally dismanibed
and carried whole factories with them), and Hope Clry bas grown o
hecome a fabrly wealthy and well-developed comomunity.

Compared to Chi-Town and other Cealition cities, Hope City is
relatively small, but far larger than most setlements on Rifis Banh, It
has o permanent population of abour 100,000, with an additional 5,000
i 20,000 itinerant visibors (traders, tmvelers and fasmers selling their
produce in the city). The city is surrounded by a dozen small farming
villages (100 to S0 people on eachd, and a large section of fields
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worked on by city residents {including work gangs of convicted crim-
innls), The popalatien 4 B6% human, §% EIf (it has one of the largest
Elven communities an Ennhl, 2% Woallen, and &% assomed [-Bees;
no olther proup has more that a thovsand, A surprsing 6% of the
populntion is a1 least partially leerabs, the resolt of a generous public
school program, The Town is very tolerant of D-Bees, but is very
paranoicd sbowt monsiess, demons and malevolent entities, Con-
sequenily, any crenture that coubd conceivably be a supematural threat
{including changelings, brodkil, and ginnts, and as well as the more
obviously demonic) are nat allowed within the city and many ore octuadly
hunted down and destroyed unless trustwonhy companions can vouch
for the baing in guestion,

Government

The City Government is made up of the City Mayer, the Guilds®
Council and the Citizens' Assembly, The Guilds' Councll is made up
of all the prominent merchanis — there are no “true” guilds, only
wealthy individieals. The prerequisite to gualify for a pesition on the
Gullds' Council is to contribute one million credies 1o the City Fund;
meney Lalks in Hope City, The Citizens” Assembly is elected by free
elections, open W all cizens, The twenty people who get the most
valzs get 1o sit on the council and serve for two years, It is possible b
be 3 member of bath the Cooncil and the Assembly, if one bas the
miney o bay snaugh vetes.

The City Mayor is picked from amang the Cilizens' Assembly by
the Guild Council, The welection is subject toa veto from the Assembly,
He {curmently, she) is in charge of most administrative duties, public
warks, and tnternal security. The mayor also acis as the Supreme Judgs
and decides on impartant casss that have been oppealed. The incum-
bent’s namss is Celin Brunel; she is a wealthy landowner (much of (he
farmland surrounding the city belongs to her) wha has become popular
in the city due to many acts of charity, including the endowment of an
excellent medical facility (a hospital with 100 beds and a permanent
staff of 30 dactors and nursesh, Brunel has done o good job managing
the ciry, but oll her time is now dedicated to the goal of destroying
Benford Town.

Overall, the Council and the Assembly do a decent job of checking
and halancing ench other, although the wealthy have a lat mone palitical
power (but, as many Hope City people will wll you, isn't thet free
everywhere?). Beth bodies can propose and pass laws, bt if cither
shile disapress with n new law, the two assemblies vote together on in.
[t is carried or defeated by the todnd number of wotes, There ore 13
peaple sitting ot the Cuilds' Council, six of whom also hold seats at
the Citizens' Assembly,

Military Forces

The Hope City Guard is made up of & local militia numbering
2, 00H), The Guand is masdy used as a police foece and has lnde military
training and equipment. Additionally, there is o Defense Force of 300
men which incledes a highly disciplined Wellen troop of 120 well-
trained warrioss (mercenarbes Tfrom the Pallndium World). Minety per-
cent of the City Guard are first or sscond level vagabonds (unskilled)
or the squivalent of C5 Gronts, equipped with plastic-man armor orid
a light energy pisted, or even 5.0.C. weapons!

The Defense Foroe is made up of second o fourth level Hesdhunters

or Wilderness Scowts, equipped with medium M, DLC, armer and energy
rifles and pistols. They alsa hove 12 Samsom Power Ammar Suits, eight



MG-856 Multi-hots (the Last major defense expenditune the city made),
and 10 comverted MG-W10 Heavy Labar Bots with two rail guns and
a mini-missile launcher outfitted on each, Other vehicles inclade six
Big Boss ATVs with rail puns and eight Mountainesr ATV used for
patrol and fo transport oaps,

Besides official woops, many of the wealthy citizens have small
troops of bodypuards consisting of 406 mercenaries. This gives the
city another 2,000 or so fighting men, mastly Hesdhunters, Wildemess
Scouts and the oceasional borg, juicer ond crazy; levels 10441 {the
walfen arz D4+ 3 level)

The Ciry Government hos realized thot these forces ane not enough
to carry oul their miliary operations, so they hove started recruiting
Mode MErCENArias,

Benford Town

Benford Towm is in ecopoanic roable, Iv is a mindng city that has
nearly exhansied all of its resources and is desperately locking bor new
allemnatives. The city has been very wealiby and, for the moment, still
is, but the Govemnor knows that in o few yesrs at best, theee will be
rvir e mdidng and Benford's prosperity will pop like nsonp bubile,

The city storted cut o5 a small miniog town on e side of a mountain,
The swountaln tusaed oot 10 ke a treasure trove with rich veins of a
dozen differsnd minerals, from iron o geld. Many peolopise claim
these mineral depesits are oot naturnl and are the result of eithes the
wars thal cased the Rifis (some say that maybe a whole city was
mekted into slag and that the mountain 18 the result of the slag hardening)
of by & supematoral event (maybe the whale mountain was Rifted o
Farh). The original miners have mow becoms the infamous “Five
Families,” the powers that control the city.

Benlord's population togals 60,000; 90% are human, the rest nre
mutant dogs, Only 205 of the populstion is Dully literate; the rest are
miatly miners with an inprained distrust for “hook leamin®. " A rsdug
pasl an the owtskins of the city holds anober 3000 non-residents, of
which 8% are human omd the rest, diverse D-Bees or mutants. The
town is not actively racist, bot dislikes anybody who doesn’t it in."
[-Bees, practitioners of magic, rogus sclentises and scholars wsually
fit that criteria and are generally distrusted andfor Blamed for any crime
that aceurs while tey are around.

There are a few farming villages around the area, but sirip-mining
has rendered most of the Land around the city sterile, so most foodstulls
have by be imposted from eliber the Coalition Siates or ather outlying
communitizs (even Hope City), There are a lew faciones thal produce
mining-relaied equipment and weapons (Chipwell Armaments hos o
fzctary hers, laking advantage of ihe raw ores extraceed i the mining
sites), bat the economy revolves around mining. When the mines have
nothing more w0 give, the city s doomed.

Government

Thee ety 15 ruled by a Governor who halds all ihe legislative, Inw-en-
forcement ord administrative posers and i5 adwised by the Five
Families. The Governor is almost always n member of the Five Families
arul 15 selected by them. The current Governor is Giles Jnckson 01, of
the Jnckson Clan, The govermment concentrates only on things like
Llaw-enforcement and external security, There are no government con-
trodled public woeks {including urilitics, schools and other services);
maost of the population is made up of independent miners who doa’t
want the government nosing around in iheir bosiness,

The Five Families are envied but not hated. Every miner “knowe™
in his heart that one day he'll be just ns wealthy, Since all miners ane
well paid and draw o share of the wwn's entine incoms, mast (about
T} of the citizens hove n decent standord of living.
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The poor are wsoally people who cannot or will not work in the
mining industry or in any of the service industries that take care of the
miners” peeds, The rest of the popalstion considers them “bams™ and
have litile respect for them, Vagrancy laws are one of the things ihe
police sironply enforee: Anybody who cannot prove he has o job or
will find are in the next 48 hours will b= nan out of town either by the
police or an angry mab,

Military Forces

The Benford Peacelieepers are a combination pelice/anmy unit. lis
msain concem is patrolling the cutskins of the city 1o prevent maragders
ar vagrants from cotering or living teo closs io the city. The palice
force's primary concemn i3 dealing with rouble from “outsiders”, Con-
acquently, the place con be quite lnwless when local politics are con-
cemed (especially when members of the five families are involveld) —
police furn a Bind eye o “local” justice, 3o the lynching of criminals
and mob justics 5 fairly common here, The whols town’s philesophy
is similar to the views of the ancient Amesican Old West's, People take
care of thelr own affairs, and if somebody harms the cammanity, the
community will deal with the perpetratos.

The mountains to the West are the home of some D-Bee inbes {mostly
Cobling and Okgres), and e Pescckespers ofien loumch raids agninst
ihose sedlements o Vkesp their hesds down,™ as ibey say. Mors than
ae smeall now-haman village has been totally exterminated by the
Peacekespers, who treat outsiders much like the U5, Cavalry treated
Indian tribes during the 19th century. The Peacekeeper bave about 300
soldiers, mostly Headhunters and Wildemess Scouts, with o few elite
squads of Juicers and Cyborgs, They are heavily armed, equipped with
20 Challenger Powersd Armar suits, 4 Titan Combat Robots and 6
Trian Light Combat Bobote, The rest of the fooce is equipped wilh
mediam M, 1, armoer, enerey rifles and rocker laupchers. Ciber wehicles
inclode a dozen Iron Maiden APCs for quick troop transport, The
Pepcekeepers aven have an Alr Porce consisting of 5 Sky Kings and 5
Grey Falcons.,

The ity also hos o Militia, manped by volunteers. Any able-bodied
ciiizen of cither sex can serve in the militia, and mest of the ough
miners welcome ihe chance 1o play with military wenpons., If the whale=
militin was mobilized, it would total some 8000 people, but usaally
lesg than 1,000 are on active duty at any one fime. Besides, mass
mohilization woubd paralyes the mining Industry. At this point, 3,00
militiamen are ready to march off 1o war, The Militia is mosily made
up of Vagabend-equivalent characiers {i.e., miners who have picked
up some weapon red pibsing skills en tbeir own), levels 1-5. Many
miners bave had expericace defending themsslves from D-Rees and
cdher undesirables, who sometimes raid excavation sives and oiber ouwi-
poats, and are compesent (althouph slightly disorganized) Hghters.

Militiamen supply their own equipment. Chipwell Industrics has
done a geod job pushing their wares on the miners, who love te idea
ol having a nice, shiny powered armor suit taking up a comer of the
living roam, As & result, there are 700 Warmonger Combat Suits in
the city, of which 300 or so have been readied for combat duty. The
Peacekesper Commander (who is also in chargs of the Militin) is boping
he wan't hove to commil them (o battle or &t beast nat have against
eoemics In robots or powered armor — he krows such combat would
mezn tremendous bogses zmong the militia.

In all respects, Benford is better prepared for a war, They have hired
. hamdiul of small mercenary companies, and one big one — Larsen's
Brigade, which by itself, could be enough to completely tup the balance
ol any conflict.
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The Conflict

Six months ago, a former citizen of Benford Town, now a Hope
City resident, decided w go prospeciing in a hilly area somewhere
bebwesn the two cily-siates. He sinack gold and several other minerals!
Tt was, the man claimed, a5 big a find 05 the one that haed provided all
af Benfonl Town s wealth in s early vears. The land was unclaimed,
and the miner hod no liking for his former compatriots, 50 e sold the
location to Hope City (actually, to the Guilds' Council) for several
million credits, A smull army of prospeciess descended over the sife
and confirmed that it was an incredibls find.

Mining operations were funded by the Guilds' Couneil, wha tumesd
it it a city project o pvedd fnxes, Hope City had 0o mining cquipment,
a0 it sent a mission 1o buy some frem Benford Town, If was impossible
fo hidle what the equipmeant was for, and pobedy in Hope City thoughd
of trying to deceive the neighboring selement in the lirst place. Nobody
had any reason to expect touble, A couple of weeks Inter, a delepation
from Benford was sent o address the Hope Cly Government. They
claimed that the location of the mines belonged 1o Benford Town and
that the man who had sold ihe location had no rights to those Inmds.
The delegation hod very lite evidence to suppart their claims, olber
than & handful of sketchy land survey reports made several years ag
in that aren (surveys, by the way, that had feuod ne mineral deposits).

The Guilds® Council (backed by the Citizens” Assembly) had no
interticm of giving up the wealih of those mines. On the other hand,
they did not want to antaganize their neighbors, se they red W aegotiae
a senlement whers ihe mines woald be exploited in pannership by the
pwa cities. Under their proposal, Both citbes woald share the profits and
the expenses equally, Such n parinership seemed both Fair and ideal
since Beaford Town knew a lot mere about mining and would be able
to make the most cut of the mireral simuation.

For a manth, the talks contimued. Just as an mmangement seemed 10
huve besn reached, o strange chain of evenls destroyed the good wall
between the two parties. First, one af the Benlord dalegates became
msulting and aggressive, Ot of nowhere, he demanded thas oll non-hu-
mans in the Hops City Assemblies be barred from further negodiations

{thare were thres elves and ane wallen in the Cibzens' Assembly, and
aise elf om ihe Guilds' Council), The delepate insisted, “We ot Benford
don’t do husiness with no [DeHees,™ Megotizitons hit &n impasse and
when Hope City refused to eject the *non-humans" from the negodia-
tions, the Henlord Town delegares broke off all communication. Hope
ity demanded an apology bath From the delegation and Bealord Town
tiself amd petitioned to recstablish negofintions

A week later, o groap of Hope City prospectars were ambushed and
miurdersd by unknown atisckers. Severnl members of the Assemblies
socused Benford Town of the comes and demanded action o protect
iheir citizens in the mining cutpost. The government stationed o mixsd
force of 100 City Guerds and 150 Defense Foree soldicrs in the area.
The Benfomd Town delegates pritesied this action, u]uiming that Hope
City was seizing the lands in dizpute by force, The next evening, all
the Benlomd Town delegaies disd onder myseriows elreumstances wien
a fire ruvaged ihe inn where they were staying! The blnze cloimed
seventeen people, including the six delepates. Somehow, Govemor
Inckson become convinced that Hope Cay had deliberately murndensd
the delegmies.

Thea talks cenwx] completely withour any hope for enlesdng inee mean-
ingful discussion, A month later, o force of 200 Benfrod Town
Fracekespers with robotl support made camyp a short distanee away from
the: Hope City mining outpost, The Peacekeepers” commander demanided
that the ouipost be cvsowated and mwmed over o Benford Town, The
Hope citizens dug in and called e reanlorcements, A skirmaish ensued
between the two armies, resulting in propeniy domage snd two dead
ardl atx wounded Hope cidzens, and one dead and owelve wounded
among the Pepcekeepers, Hope City sent an additicnal 10K Defense
Force soldiers amd 300 Ciiy Guands, who stamed forifying the arca jos
belore winler, MNeither side wanted to Dight dunng the wmeer months,
s the two prmies dug in, dispaiched reinfarcements, and waited, Aroand
ihis tinse, botle alao stared hiring mercenaries,

Help Wanted

The player characters can join the conflict in & number of ways.
First, ower the winler, agents from hoth cities will iravel all around the
area, looking for mercenarizs and equipment. The two cilies abe very
wealthy and are spending billions of credits in the belief that the mine"s
profits will make up for the expense. The playees could be part of
Crow's Commandees, Braddeck's Bod Boys, or Larsen's Brgade, all
of which are hired into the war. Or they could have their own mercenary
company or be on independent band of adventuress looking for an
oppomunity o make some money, nob some glory or fiod excidement,
They muy be approached by either or both sides and if their reputation
is good enough they may find their services caught in a hidding war
{withinreason), Both cltbes are hiring anybedy wha is good with a gun,

Oinee they ore hired, the player characters have W gel to their eomploy-
ar's ey, It's up to the GM whether this is an uneventful trip or an
miventure by itself, Oince they armive, they will be assigned a campsite
near the city, while they wait for 8 mission, Small groups may be
asigmed 1o a larger military company and are expected io be cooperative
and show some measure of military discipline.

Aoweek pasacs before the first operations are carried out (a Inst-ditch
reund af negotintions has sared, bt it s dosmed oo fail), By the time
the player characters get involved, the division of feroes 15 as Tollows:
Hope Ciiy has hired Braddock’s Bad Boys, Croe's Commanaloes, &
piher small 10 mediom-sized companies (1530200 soldiers cach), and
abaat a dozen small groups (10-50 men), Benford Town has hired
Larsen's Brigade and sbow six small groups, as well as a handful of
bounty hunbers and special forces operatives.

154



Bad Omens

From the first night in the city, any player character {or friendly
NPC) with psychic ahilittes will be plagued by strange nightmares.
They see a battlefield with thousands of men and vehicles destroying
each other. Sudidenly, the ground cracks open benesth the soldiers” feet
and & huge tentacle renches up into the sky. The dreamers sense that
something huge and horrible is breaking free — and then they wake
up! The dream repeats nself every night,

Three days nfter their arrival, the characters are opproached by a
mysterious old man. This encounter con ake place in a oumber of
places, They might find the man in the camp one night or they might
run bt him when they ore leaving a bar, sightsecing on the streets,
or while on guard duty.

The man seems o be in his eighties or ninetics and is an albino,
with pinkish-white skin, white hair, and coloress eyes. He is wearing
a faded brown cloak over black robes. Psionic and magic senses will
bath be idggered by the man; he may be a mystic, or some so of
[-Bee, When the player characters appronch, he speaks to them, “Youl
Maybe you will listen to me! Please, The city is in donger! This war. ..
this war must not continue, Plense, you must Lsten o mel”

If the adventure group dismisses the man, be shrogs and says, “iWe
will 1alk later, then, when you hove seen moene," and he leaves, IF they
artack or fry to capture the man, be disappears ino thin air!

If the characters feport either the dreams or thedr encounter with the
ald man, their supecers will dismiss them both — ©1 think Ive told
yoir befose, oo drinking while on guard duty! Even if the chorclers
are important or trustworthy enough to make themselves heard, dreams
and a strange old man are not enough 1o convines anyone that something
is wrong. Many psychics expesience bad dreans before a war, as a
precognitive side effiect of the death and destruction caused by a bartle.
Another explanation may be that the enemy is using some kind of
psionic atack or magic to damnge morale, In either case, the matter is
dismissed and forgalien.

The reat of the week passes withoul any serious incidends ns the
chamcters et scquainied with the other mercenares hirsd by their
emplover. If they are working for Hope City, the two largest companies
imvalved ane Braddock's Bad Boys and Crow's Commandoes, Braddock
himzelf hns been given command over all the forces in the area, subject
to approval by the City Government.

Eenford Town has hired Larsen's Brigade and Colonel Larsen i in
cherge of all the armed forces — b angwers 0 oo one, The two enemy
commanders ang both the products of the Coaliton's army raining and
some people are placing bets about who is the better man. In Benford
Town, there has been tension berwsen the Bripade’s mutant and D-Hee
sobliers and the locals, many of whom are prejudiced. I any player
charecter is a mutand animal ar D-Bee, he might be harmssed by dounks
and bullics an the streef. At worst, this may cod up in o braw], but as
lom as nobody pulls & weapon, it won't go beyond a few bruisss and
black eyes. If o non-human puts up a good fight, the hamssment will
cease: the charsctes will have “proven himsell."

Begins The War

Hostilites have already broken sut ot other locations, so trouble is
expected, The night befors, Larsen's air force launched an air sirike
spainst the disputed nrea, Reported casualties were light for both sides.

After a week, the player charncter’s unit is assigned a patrol positicn
near the disputed mining area (a front-line post). They'll have oo more
than 20 soldiers and no less than 10 {add BPCs if there aren’t enough
members in the playess® unit). If a player charncter is an officer or an
sdventrer of renown, he'she will be piven command over the enbire
unit, Their mission is to wateh for enemy scouls, spies and evidence
af offensive nctions. Onoe they resch their destination, the party will

be stationsd on top of & hill, where they will set up camp, send out
reconnaissance patrels four tmes a day and await further onders, Paychic
characters will contirue having those disturbing dreams.

The characters sl ot in the morming, either in their own velacles!
robors ar in two Iron Maiden ATPCs and wp to four Mountaineer AT 5
Travel o the disputed zone will fake two days by grousd vehicle; there
isn't much in the way of roads, so ravel is slow — especially if one
s on the lookowt for enemy troops and amboshes. Daring those two
days, they may nan inte some danger from the wildemess, bandiis o
an enemy umit, Roll on the table below:

Random Encounter Table

Mote: Roll once or twice per day (o7 as desined) during the group's inp

oni onee each time they are sent on any sort of reconnaissancs ndssion.

01-10 A pair of Fury Begiles or Rhino-buffalo run inte the party.
They might leave the party alome, or mistake the vehickes for a
dangerous onimal and ansck! (50-30 chance).”

11-20 Alr Strike! Enemy nircraft finds the unit and attecks. This will
e sither two or thres Tron Eagle Attack Helicopters (if the characiers
are working for Benford Town) or Grey Falcon jet planes (F the
characters are working for Hope City). The aircraft will make two
passes, lnunching missiles and firing their guns, then leave. If the
defenders fake down an asrcrafl, they will receive n bonos of
LD 1000 ceedits or 2006 = 1000 if they destroy them all,

21-25 Simvan Monster Riders (soz Rifts Sourceboak One or subsibiute
gome oiher D-bee moe). 20644 Riders en Ostrosaunis maunts,
armed with NG-P7 Particle Beam Rifles and light M.D.C. armor,
ambush the convay; they e from a distanee and under cover. The
glmivan retreat after two of them are killed or four are seriously
woundsd, Coplured riders will say thot the enemy gave them guns
and piher valuahles 1o get tham o harry the enemy forces,

26-30 Enemy patroll 1D6+3 Wilderness Scouts with one or pwo
juicers or hesdhunters among them (1D level). The scouls ans



armed with L-20 Pulse Rifles ond clod in Plostic-3an armor (tey
belong 10 2 small mere company). One has a WI4GL grennde
laancher and pnother has an NG-PT panicle bexm rifle.

31-37 21 Unserupuloos freebooters {of any kind: Juicers, cruzies,
bargs, psi-stalkers, line walkers, D-bees or a combination) aitack.
These brigands (all anarchizt or evil alignmens) aren’t affiliated
with either side. They lgune llsey can grab some quick, easy booty
during oll of the confusion, They wan't fight o itbe death or o
diesroy their opponents. They wont 10 make o profit by caplering
siuipment, weapons, ammor, vehicles and gold. They may join one
side or the other at o later fime, especially if pickings are slim. They
may also b escounicsed later leating the dead bodies on the field
of botke,

3841 Supernatural creature. The potrol epcounters o manticare,
sphing or waternix (0.5 s choice), The creabore is not necessarily
hostile and if it is oot oHocked, it will try 1o 1alk o the group. It iz
curious about all the commation. Among other things, i1 el them
ihat scmsthing strange & goang on in a cave arca somewhere o the
east of the camp. It has seen several men with guns there, If the
patril decides 1o investigaie, po o the Into the Caves section.

42-51 Mothing happens, Mo sign of ioulkle or the enemy.

52-58 Heavy Alr Strike! The group is sttncked by 304 mediom range
misziles, loanched from several miles away by an enemy aircrafi,
The characiers have to knock out as many missiles as possible o
face oblivion! A second volley will oocur 2 minuses (B melees) later,
The player charncters never see or find the aircrafl.

50-69 Power Armor Assault! 10+ 2 power armar troapers (G.0M. s
choice reganhing types) swoop down from the irees. They will not
fight oo the death. Instead they strike o disable the characters squsd
£ soften them wp rather than oo kill. OF course ihe G.M, can opt
to send in o power armew squasd with more ethal intentions,

T0-75 The camp is attacked by 104 vampires or other supernatusal
menace. The lends will carry off one or two sentries and leave the
rest of the party nlone

T6-81 104 Enemy Grunts and a soreerer, All have 1104+ 1 bevels
of experience, The sorcerer can be any of the magic 0.C.C.5.

#21-88 Enemy pickets, The group runs inbe a scouting unat. Tle cocmy
comsists of sither A) four Wolfen (3rd level Wildsmess Scouls] wilh
enerpy rifles and MLIDLC, armor and cne Samsom Power Armor
(Hope Citvd, or By 4 Hesdbhunters (3rd level)d in Challenger Exo-
skeletons with beavy enerey nfles. The scoars will retreat in good
order, firing as they withiraw, The (3.0, can substiube mercenary
attackers If he or she desines,

R0 100G+ 1 Doy bays (2004 Level) fn Lglt body armor (not C8 siyle)
antack with C% prad Morthern Gun weapons, They can be affiliated
with elther side, function as bandits or fresbooters or be loaking for
wark, They ane really Coslelion ﬁph‘.'ﬁ.

95 A Tri-Fanp snake or other predafory menster (pethaps morne
than ome} ambuszhes any arageler or advance scoutish; the snnke
will attack up 1o three peaple al once.

News and Occurrences

Afier the player characiers are stationed in the booabes for two days,
a major skirmish betwecn power anmar ond aircraft units takes place
same M) miles (48 km) away from iheir positon. This encounter is
toodier than the last few, with 2 toial of 12 dead, three wounded and
lats of equipmsant damags (you den’t pet many woumded when mega-
damape wenpons are used),

They later bearn that Braddock (netually, Crow) won the skirmish,
which starfed when o Brigade armored colomn was ambushed by o
placgon of Wolfen warriors supported by pwo of Crow's elite squads.
The ambushers struck, damaping several wehicles nnd retreated as Sey-
eral Sky Cycles and Ion Eagle Helicopiers sorambled io denl with
thermn. The air reinforcements were in tum attacked by Braddock's Sand
Skimmers from the Phoenis Empiee &nd a shor air batile followed.
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Thse characiess will hear and sse same of the air action from theic
positions, At least 104 dmes dusing ihe batile, an enemy nirerft comes
within one mile of them, If they have any misailes, they can fire on
them, Mo adreradt from efther side are destroyed, unless the pliyer growp
manages bo down one themselves (that will carn b shooter o 104 = 10N
credit bonus, and 104 % 100 credits for every member of the andt).
(Mher than that, nothing elee happens and they are ardersd o beld their
past and mat poin the fray,

The Battle

O the tied day, the characters become involved in their frat priched
batile of the war, This i still not a full-scale conflict. just more of o
test of each side"s strength,

It starts when Larsen bombs enpemy positions around the disputed
arca and then sends man assault force of power armor seldicrs with sky
cyele suppoct. Braddock responds with his own amtillery and counteral-
tacks with all his robots and sirceaft. The player characters are given
artack orders &t | a.m. (if they are working for Benford Tewn). I they
are employed by Hope Ciry, they will be put on o peneml alert ot 3
a.o. The role the ployer charscters will play in the banibe will be very
differant dapending on who they're working for.

Benford Town: The player character’s unit 5 given the following
erders ar 1 a.m.: Leave the wehicles behind, unider watch, and sdvance
b obtack o Hope City position 20 miles (32 km) o their East, They are
e move on e ground, not fy, os hundreds of missiles are going io
be= fivend anel icborne soldiers could be hit by mistake, As they ndvonce,
they con sse missiles flying overhead, and the occasional belicopter
and jet plane, Mothing bothers them through the 20 mile run, which
takes roughly 45 minutes. The positon they find is 8 semicircle of
trenches and machinegun nests ot the tap of a hill. The arca aroued ihe
poaition has been defoliated for 300 vards/meters all around the hall.
The encampment has been severely bombed, and ooly a few survivors
are left to put up any resistance, They include the following {ibe G.M.
shawld modify these foeces to present a challenping scenarin for his
Broup):

# Twa 3rd level Headhunters with Samsom Power Armae, One sait
toak a direct bit from a medium-range missile (main body M.IDLC.
reduced to 1700, Both suits ane out of missiles (speat them all trying
to shoot down the incoming rockets), Atiributes are average, ey
bisth have Hand v Hand: Expen and Power Armaor Combat: Elide.

#® Eight Znd leve] Yogobonds in Bushman armoes, armed with L-20
laser pulse rifles and & fragmentation grensdes. They will fire from
cover prxl throw grenades as soom as the coemy is within 40 yards,
Hiiting them requires o enlled shot, or the attsckers can iry o shoot
through the cover: the sand sacks and stone only provids 1200
S5.D0C02E MDLE, af pridection.

& 2 Glant Robots, One of them has lost its Jeft leg and taken additional
domage (main body reduced w 230 M.DU.C.), the other is infact,
with about g third of its missiles (if any).

If the player characters caneed take the bill, they con iry eolling up
an air sirike. Motes 60% chance of gering it eight meless later — a
Grey Faleon will make a miszile poss, Inunching eight medium-cangs
missiles agninst the enemy poattion. O of them hits an infantry soldier,
killing him messily; the others will target the robols asd power armor,
Tl eneory will try 1o hold the position wntil either ene of the robols
andfor power arme suils ane destroved. This will demoralize the sur-
vivors; 1D6 of the vagnbonds will iry to run. The rest of the soldiers
will theow down thelr arms and surrender.,

Hope City: Explosions and fashes of light at arcund 103 a.m, will
wake up the player characters, They will be alerted by radio a few
mimsles later that the enemy 18 launching an offensive and that their
unit s charged with trying to intercept enemy grourd forees. They are
ardered o use all thetr vehieles and weapons to try to stop the enemy



advasicement. The characters will ren into the fallowing enemy elements

{gnin, the G_M. should modify this to fit his particular playing group):

# 4 Triax UTt-Max power armor soldiers (wom by dth bewel Headhon-
ters with Hand oo Hond; Expert, and Power Armor: Elile).

& § NG-EXI0 Exoskeleroms (worn by 3nd leve] Headhunters wath
Hard o Hamd; Expert, and Power Anmar: Basic).

8 * 7 UAR-1 Enforcer Robols (supposedly captured from the T8}

If the player characters need belp, they can oy asking for on nir strike
(40% chance of geiting one; iry once every four meless until one air
strike 15 executed). Two Iron Eagle Attack helicopters will make a
missile pemck (for o total of B medivm-rangs missiles and 40 mini-mis-
siles fred af the cocmy). The enemy will retreat if they lose more than
2 Exoskeletons or 1 Ulti-Max or UAR-1 robat. The player charncters
should retreat if they Inse moee than 205 of their forces.

Simce the enemy’s advance will maks a lot of noise, the player group
will have a chance toe set up an ambush. This will give the ployer
charscters the sdvaninge of firing from behind cover (encmy needs 0
make & called shot o hit, or can fry to shoot through the rock and
stome; provides 120005.0.C./12 M.D.C. of extra protection}, The enemy
hias a 3% chance of spotting tbe ambuash.

These encounters should be challenging, bat not impoessible 10 win.
If ihey need more help, bring in on aic snke or other, more heavily
powered reinforcements during the course of the fight, That extra fire-
power shoubd even the cdds enoigh for tis charscters to achieve their
objective without it being handed fo them on o silver plater.
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The outcome of the battle doesn’t change: Over one hondred dead
on both sides and three dozen vehicles destroyed beyand fepair. In
pddition, hundreds are wounded and tons of vehicles, bats and equip-
ment are damaged. At the end of the battle, ooe thing becomes clear;
Benfonl Town has the cdge both in numbers and firepower. Larsen's
Bripade dominnles the skies, has more tanks, robots, and elite troaps.,

After Effects

As the player charncters finish wp the batle, every psychic character
suddenly sees 2 monstrous, gigantic Face hovering over the battlefield.
The face has a Hormer Factor of 16 (18 for mone sensitive charncters
like Dig Pack warriors or Psi-Stalkers). It laughs - an inhuman sound,
and then vanishes, Those without psychic powers (unless be uses the
spells sense evil or astrul projection) won't see 3 thing and will wonder
why the pavchics are staring inte the skies with their mouths open.

The Cave

A day passes after the botile, with only minor skirmishes, Mony Dog
Hoys and psychics bave seen this giont foce and seme of ibem want
an investipation before continuing the fight. OF the tao leaders, Larsen
is meore open o the suggestion than Braddeck. The two cities’ govern-
ments refuse 10 even consider an armistice. They want o continue the
war, period,



As the plaver characiers ore conducting & patrol on the second day
after the batibe, they make a sirange discovery, As they climb a hill,
they s a figure clad in M, 000, armes lying ot the bottom of o ravice.
Tt is o man, alive but barely moving, Removing the belmer reveals o
human face, buk chviowsly in some staie of shock; his eyes ame
focusing right and he's drooling. Questions only get a dozed Jook.
Telepathy and Empathy will only show overpawering, insane fear. The
man has 8 TX-5 Pump Pistol a3 a sidearm ard is wearing undamaged
Bushman armor, bt bas nothing else on him. A goick search of the
aren soom reveals & cave on the side of the hill, partally hidden by
soime bushes,

IF the: characiers radio headguariers nbout their discovery, they will
be pedered fo make a2 short feconsalgeance of the place and o repon
back in an hoar. As the charmeters enter the cave, paychics will sense
8 wrongness within. Daog pack and psi-stolkers will sense a ley line
nearby, which will reduce their psychic senses, but even so, they feel
negntive vibes inside. The caves mouth and the cave itself are only 10
feet (3 m) tall and wide; robot vehicles taller thon B feet (2.4 m) will
barely be able o move { — 2 to sirike, — 3 w parey and dodge), Vehicles
over 10 Feet {3 m) il will have o sdvonee crouched of on all four
(half melee stacks, -4 on all actions},

Ax span the party has advanced more than 30 feet (15.2 m) into the
mpnel, paychics with either presencs senss, sense evil, or any sense
that extends aver 100 feet, will detect n being approaching them at
preat speed. Whatever the thing is, it will reach the party in one meles
round {15 seconds), The grovp con make their stand right there or try
bo retrest and fight cutside. In any case, the cove dweller will follow
themn &nd fight o the denth!

The entity is a vaguely humansid form walking on two long legs,
Instead of a head or arms, the upper torso holds six concentric, clawed
tentaches, It has io eves of mouth. Its skin is covered with coarse scales,
The protesque being makes no noise; it simply attacks — thers is oo
reasoning with it

Guardian of the Caves (Sopernatural Minion)

Alignment: Miscreans

Horror Factors: 13

M.D.C.: 500

Mutural Abilities: Bio-regeneration 106 M.D.C. per melee, takes half
damage from fine and heat stacks (oo damage from normal (ine),
supernatural senses allow it “see” 360-degroes to a distance of 2K
feet@10 m. Tentacles stirech out for up o 60 feet (20 m).

Number of Attacks: Six hand 1o hand anacks per melee,

Bonuses: +32 1o sirike, +3 0 pamy and dodge, + 1 0 roll with
punclublow, 41 o pull punch, +3 o resist magic and psionics,
immune b Horror Factos,

Damage: Fesrained claw D4 MDD, full sirength claw 5048 M.D.,
power claw 116 = I (counts as iwo aitscks). Every fime the tenin-
cles strike, the charncber muest make o save vs psionics or lose 104
M_E. (temporal bods, sepaived ar the rate of ene paint per I minutes);
if MLE. is recwced v 0, the character temporanly beconses 2 mindless
aomibde wnell ar lesse | poine of MLE. is repnined,

If, afier denling with the guanbian cresbare, the characiers confinue
exploring the cave, they find seven oiher men, dresed like the ons
they found before, but all dead, rpped out of their ammor ad fom
sipan. The sense of something being wrong is even sieonges than outside,
Fusthermons, powerful supernntural @il can be sensed withan the caves.

When they infarm theer superiors of this, tbey will be referred to the
high command; either Lorsen or Braddeck himsell will ke ithe call
amd sk them to tell thedr story again, Their superiors’ reaction will be
ihe same: They ore interested in fiodiog the source of the psychic
problems that lave bosn plaguing them since the beginning of the
campaign, They cannat allTesd o send large numbers of troops into the
apen without staming another round of battles. The onder is smple: Go
im and try 1o lind out more. Desiroy ihe enemy if encountered.
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The Thing at the
End of the Tunnel

Ag the parly goes deeper inio the wnnel, they naotice o number of
things. First of all, the funme] walls ane onnatusally smooth and curved,
Mot as if it was man-mede, bt os i something lang and worm-like
had melt=d the mck. Alse, the walls shine with a bloish glow 140
vords/meders into the wonel; so bright that Oashlights ase oo longer
neceasary. Also along the way, the party finds the scattersd remaing
af n fenm of miners who came down the wmnel. From the losks of i,
the miners killed cach oiher. The skeletal hands of one 15 wrapped
argun the throat of anoiher, who in tum shot his skayer, The ather
vwn stnbbed each other to death, Thens is no valuable equipment ansang
the corpaes, qust soime rools, 5.00C. knives and n msty 45 pisiol,

I yordsimeters furiher, the cave opens iio a large, apen
S0 20 10 vard'meter arca. Floating in the middle of it is 0 monstroas
crenture, A thing made out of 2 single ey with maliple clawed tentacles
protruding around it The creature is tmnslocend, insubstantial. Any
physical weapons used apainst o will go right through the creature, 5o
will magic, Only 0 mind boli, psi-swond or ather patonic atacks will
do any damsape io it (see below):

The entity’s astm] projectien does not atack. Instead, it addresses
them in perfect Amercnn, “Yow hove besn very entertaining. modals.
In a Few hours, [ will pay you my respecis — personally. The energies
relensed in the upeoming battle will be enough o rebease me oo your
world, Soon 10 be mine.” It laughs, and all the psychics in the room
recognize it s the inhuman sound they beard overihe previous battle,

If the mercenarics iy to get out of the ream, the cresture will say,
“Leaving 0 soon? and will iy o possess up o three of them. [is
astral form is very wenk, howsver, and possession can be successfully
resisled by a saving theow ve psionics of only 10 or higher; minar



paionics save on on B or higher, and master psionics only need a 6 ar
higher, not counting bonuses, Possessed characters will attock their
companions and fight 1o the death, but at -1 to sirike, parry and dodge
and hall’ their namber of atacks per mebee.

If that doesn't work, the creature will use a debilitating power similas
ta the Mind Bleeder's (ses Rifis Africa), bt which affects P.P.E. and
I.5.P; the targets (it con attsck up to 6 times per melee) have o make
n standard save vs psionics. A fuiled roll means they lose all remaining
attacks per melee and suffer a wemporary depletion of 104 points of
P.PE. or L5.P. {whichever is higher). After both P.P.E. and L5.P.
are reduced to 0, P.E. points ore ahsorbed; when that is redoced t2 0,
the charscter falls inte a coma (not deadly; chamcter will recover in
2046 hours).

The player characters can wy 1o deal with the creature in several
ways. 15 asiral form anly has 300 8.D.C.; a Psi-Sword or o Mind Bolt
will do their roemal damage (bt 2och peint of damage rolled will cound
woone 5000, point, even for M.DVC, sitacks), Choracters who can
pstrally project can sitock the cresture dicecily through hond te hand
combat, but the cresture can fight them bock, IF they disnupt the astral
form by depleting its 5.0.C., the projection will disappear for ZD4
mirutes, of which dme it'll come bock at full 5.0.C.! Banishing or
trassdimensionnl spells will not work in the cave o7 ngainst the crealine.

When (i) the player group gets out of the room, they will be safe
from the creature’s psionic artscks. When they leave the cave and get
in touch with their headguariers, they keam that a large-scale baitle 15
abowt v start,

The Last Battle

Larsen has decided o stop pussyfoating around. He is convincesd ke
will be nhle fo seice the disputed zone, asd If Hope City tries anything
else he'll attack the city directly, A massive air ad grownd asssult is
ahoul o be launched. Braddock has anticipated this and plans (o send
farth all his armored roeps in an aneop o shatcer the asssult, Whosver
wins, hundreds will be killed — enough deaths and POF_E. (o coypower
the alien intelligence manifesting in the cave.

The player choraciers have 10 stop the banbe! They receive some
unexpecied help from the old man they med ot ihe city severa days
earlier, This man i a former govesnoment official who has had a psychic
premonition about the manster’s plans and is determined o prevent the
killing. He can confirm the monster's power and intentions and will
diy whatever he can o Sop the bardle. IF e player groop is o slow io
2l or uncpoperative, the old mon drives a jeep 1o the middle of the
dispuated rone and stars brosdeasting on an open channel, begging the
twio mides 0 stop, This alome won't prevent efither side from entering
the battle, Only the player characters can do this,

The inpenuity and mole-playing skills of ibe players will be crifical
1 this point. The characiers con brondenst on an open channel, revealing
the momster's plot. They can artempt to convinee their commanding
officers), or somehow plead, trick, convince or inimidate the two
ammies fromm escalating the war. If they are convincing ensugh, Larsen
andl Brdidock will ezl for a truce and investigae,

The Price of Failure

If aur heroes cannot or will rot prevent the batile from taking place,
a number of nasty events follow, The bastle is waged: Larien’s assauly
slams inte Braddock™s defense, For about an hour, the two sicdes ane
atalemeted, until Larsen’s Air Castle planes break through the enemy
air defenses (losing thres alreraft in the process) ond carpet-bomb all
of the defensive positions in the area. Over two hundred soldiers are
killed amd doeens of vehicles destroyed, Braldock's delenses are shat-
tered, Larsen's Brigmle and the Beaford Town militia trinmphantly ride
over the remains of the enemy line,.. but mo for loag.
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Suchiznly, there is a loud canb memor. Cracks open in the ground,
s wide enouph b swallow 3 tank or & robet whole, The hill where
the cove was found borsts open in a flash of light, and the mostroas
crepiure, all W feer of it, appears over the battlefizld. With it ane
10 = 1000 1000 of the guardion beings, all exacily like the one thot
nitackesl the player group carlier. The monsters nned their master fall
upon Larsen's disorgnnizesd troops. The Brigade might have been able
tov stand up o this monster, if they had been fresh and prepesed fo
supernatural combat, hul noet after fghting a four hour engagement,
The second baile lasts somewhat longer than the (s, because it is &
battle i0 the death! The aaly survivors are those who mamage to [ee
or hide from the enemy; everyone else is Killed, their eoergies invigome-
ing the monster.

Afier the bodle is over, the monseer and s army will destray both
cities and slaughter most of their inhabitants. Then it will ule over the
ruins of Benford Town, slowly increasing its power over the area.
Every 24 hours the monster will Bift in another 106 5 W0 of its creas
tures, witil it brings an army of 50,000 servants. Sooacr or later, the
Coalition andtor other human nations will become imvalved in a war
fior survival with uncertain results.

The Conqueror Alien Intelligence

This entity may hove some relaticnship o Palladium®s Old Ones, o
o one of the other monstrous entities that cccasicnally threaten the
Megnverse, This ancient being has become sitracted to Rifis Eorth's
magical energics, but unlike ciher entities, it canned make wse of pormal
rifls 10 emter a dimsension. Instead, it requirzs o mossive involunasy
relense of P.P.E,, like wha occors at the moment of death. & battle,
of large-scale human socrifice, would be envugh o allow it w boeak
throwgh the dimensaon,

To arrange for the botfle, the creature fird possessed and then brain-
washed the poar mdiver who claimed there was wenalth in the hills, amd
then did the snme 1o oll the cther peeple who came o verify the secount,
The wuath is, there are some small mineral depesits in the anea, b
noverhere mear what both ciises think is there, Using possessed ngents,
the Congueror managed 10 worsen the suuation and manipulats the two
Ccilses into war,

Alignment: Dizhalic

Species: Supematam] Intelligence

Attributes: 1.0 20, M.A. 20, MLE, 23, P.5. 51, P.P. 1§, P.E. 24,

Pr.B, 2, Sr.-d. &0 Floating.

BLDC,: 100,00

PP E.: ) HH)

Matural Abilities: Mightvision 2000 fe (810 m), see the invisible, bio-re-
genecate 406 x 10 B.D. per melee, ANl non-magical anftacks do half
domape, Rupe weapans and silver weapons do double domage,
Millennium Tree weapens quadneple damage.



The ereature can creace an astral projection (5.0.C, 2N without
a silwer cord, and sersd i1 1o odbser dimensions st P.P.E. rich localiions
{limited by other faciors o), If con enter Earth at only three boca-
tions, Bere, India and lecland. It can also be reached via the Tres
of Darkness in the Block Forest of Germany, but muwest be summanied
by a practitioner of magic,

In 1t astrald Torm, the Conguenor can summon caly one Guardian
1o pratzct it, butcnn summan thousnnds when if inhahits the physecal
plans.

[t can also fire o psyehic bolt of energy that inflicts 204 = 10
ML I, range 4000 Feer’ 1300 m., + 3 1o strike, each blast counts s
one meeles attack,
Experience Level: Equal 10 an 8th level mind melter or mind hleeder
ardd & Teh level wazard.

Magic Enowledge:Enows all magic spells, levels 1-10

Psionic Powers: Major psionic, Has all sensitive, physical and super
powers. LS. F.: 3000,

Combat Skills: Supamalural.

Attacks per Melee: Six hand 1o hond or psychic aftacks or three by
Magic.

Bonuses: +6 1o sivike, +3% 0 pamy, +1 dodge, 1 10 roll with
impactpunch, +2 to pull punch, + 1 10 save vs peison, + 10
savie v magic, £ 10 o save ve pslonles, + 10 o save vs homor
factor, Reduce bonuses by half Tor the asrd form.

Damage: The wentzcles have o reach of 150 feet (50 m).

Bestrained Tentncle Claw — 206 M. D (106 5. 0C. in Asiral Form)
Full Strength Tentacle Clasw — 2063 10 M, D506 5,000,
Power Claw — AD6 = 10 MDD = 10 5.00C. (counts as two
melee attacks)

Mofes Once the creatune is firmly implanced in ibe physical realm, i

onn be destrayed hot such a fear will requine a lberculean effon.

The Rewards
of Victory

If the player charncters monage e stop the batte and belp to conduct
the ivestigaiion the twp commanders will confirm the sitantion, Larsen
andd Brmklock will hald an uneasy meeting fece o face, with the player
proup as witnesses, IF the chometers do o good job deseobing the
situations, ey might make a friend in either or even in both commianders.
The two soliiers apgres to investigate the matler further, They'll also
learn thet the mines are oot as rich os everyane thought, The two will
enforce the cease-fine amd supgges) peace nepoiiabions.

S[ﬂpping the bloodshed nned cm'ling:crn[mm for more than six months,
will brzak the Congueror's conneciion to Rifis Earth and it will simply
fode away. 18 was anly o combination of consequences that enabled it
o ped even a facthold on Earth, The monster has a tenoous link o
Eanh at only theee locations — ihis was one such place. The right
events and loss of life are necesary for 1 o enter imlo our world,

War and destruciion is averted, but both cities are stock with buge
mercenary expenses — Benfonl Town gees nearly bankmupt, and Hope
City's eronomy is severely shaken wp. Mony mercenaries are mf as
thankful 10 the player charmeters as they 2boald be, becauss they haye
last 0 lucrative war contrmct and they don’t believe the threat from the
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mansier was anylhing they coubdn’t hamdle. Thes may gain the charmcters
a few encmies, Mote: Mo marter what, the Congueror will remember
the cheracrers, Ome day, it will wy o exiract revenge.

Continuing Sub-Plots

The Coalition Stabes also had n secret hand in this affair, They allowed
a mimber of UAR-12 1o fall inre Benford Town's hands. A number of
the dog boys nnd cyborgs are really C% spies and insiguboss.

The C5 encouraped the war in order to damagpe or destroy the D-bee
lowvars of Hope City. The 5 also boped that a major conflict invalving
Larsen and Braddock might eripple Larsen’s Brigade, who has recently
shown an inlerest in events ranspinng at Tolkesn, Withoat the threat
of Larsen's invalvement in the northemn conflict, the Coalition Slates
wauld e more Empled 10 move against that norbem nation. IF one or
bath mercenary comnmanders shoald perish, the C5 could take pleasure
in their demise (both are considered to be Coalition traitorsp, If things
went axiremely well, the C5 had an armored Brigade (1920 roops)
waiting in the wings to sweep down under the guise of n pescekesping
foroe (o sedze control of the area and Ms mineral resousces. Benford

Tawn winld have be=n p'lu.l::d in power and cultivated a C5 ally. Wb
ihe end of the war, the C5 forces will quisty slip away to engnpe in
other, more profiable endeavors, They will scioally see a pesceful
seftlement ns nosuccess, considening the discovery of the alien indelli-
pence and its plans for conguest. However, becavse of ihis, the C5
will keep o close eve on future develepments in this anea and Beafosd
Town may still be recruited by the C5 in the future,






