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Warning!
Violenceand the Supernatural

The fictional Worlds of Palladium Books® are violent, deadly and filled with supernatural monsters.
Other-dimensional beings, often referred to as "demons" torment, stalk and prey on humans. Other dien
life forms, monsters, gods and demigods, as well as magic, insanity, and war are al eements in this book.

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

Please note that none of us at Palladium Books® condone or encourage the occult, the practice of magic,
the use of drugs, or violence.
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Page 7— From Behind the Desk

of Kevin Sembieda

Publisher, Kevin Siembieda, takes alook at 1998 and things
to comein 1999. We've come along way, baby — and you ain’t
Seen nothing yet. 1999 is shaping up to be one of Palladium’s
most productive years ever. And it'sjust a prelude to a redly
big year 2000. Remember we sad that. Enjoy the issue.

Page 8 — Palladium News, Info,

& Coming Attractions

The latest news about novels and stuff. Boy, we just keep
hopping at the Palladium offices (yeah, because the Seembiedas
are maniacd dave-drivers who never seem to dow down).

Therés alot of Coming Attractions this issue as Palladium
Books launches it's most ambitious and exciting year in a de-
cade Four Palladium Fantasy RPG titles five new Rifts®
World Books, The Mechanoidnvasion® Trilogy, Ninja Turtle®
2nd Edition, and Deluxe Revised RECON® dl dated for rdease
before June! Go see for yourself!! Oh, and give us some feed-
back about the direction you'd like to see for Rifts®.

Page 15— Knights of the Dinner Table™
Jolly Biackburn’s KoDT; asslly as ever.

Don't forget the KoDT comic books are available from
Kenzer & Company, 1935 S. Plum Grove Rd., Suite 194, Pda-
ting, IL, 60067.

Page 17 — Robotech®

New mecha for Palladium's Robotech® RPG

The art on page 17 is by newcomer Ryan Beres — you'll be
seeing more of this guy. The new REF Heavy Assault Battle
Pod is the brainchild of long-time Palladium gamer Stan Bundy;
artwork by the impeccable mecha artist, Wayne Breaux Jr.

Page 22 — Heroes Unlimited™, 2nd Edition

Heroes Throughout the Ages

Jay Fitzloff and longtime Pdladium Staffer, Julius
Rosengtein, offer observations, tips, rules modifications, op-
tional tables and suggestions for playing comic book heroes
from 1920 to our modern day, and beyond. Artwork by Apollo
Okamura,

Page 31 — Heroes Unlimited™,
Ninjas & Superspies™ & Others
The Rahu-Man — An In-Depth Sudy

Peter Finin takes an interesting and thought provoking look
a the Rahu-Man in an Earth setting with data about their padt,
present and future. Notes include the Aslyl Okta system of mar-

tid arts, use of the Rahu-Man in Heroes Unlimited™, Ninjas &
Superspies™, Mystic China™, Rifts® and other Pdladium
RPGs. Artwork is by Drunken Style Studio (Mark Dudley,
Brandon C. Clark and Drew).

Page 42 — Palladium Fantasy RPG®, 2nd Edition

A Mind of Ther Own)

Nathan Taylor takes a fascinating look at a handful of leg-
endary Rune Wegpon in the Paladium World. Art is by Ryan
Beres.

Page 49 — Rifts® & Robotech®

The Right Stuff

Edward J. Sauerland presents an optiond O.C.C. for Rifts®
that he cdls the Barnstormer. A daredevil pilot with nerves of
ded (or are they). In addition to the Rifts® O.C.C., Edward
presents the Robotech Mecha Test Pilot O.C.C. plus optiond
rules for Air Combat and Vintage Techno-Wizard Aircraft
(starting on page 56). Art is by Drunken Style Studio and Kent
Buries.

Page 62 — Rifts®

The World of the Operator

Eric Thompson takes a closer look at the mechanica genius
known on Rifts Earth as The Operator. Then Jeremy Clements
contributes the Armorer O.C.C. Artwork is by Ryan Beres.

Page 70 — Rifts®
Spatial Mage Additions
More Spatid Magic by Steve Trustrum.,

Page 75 — Nightbane®

The Tribes of the Moon; Part Two

Steve Trustrum presents werebeasts for the modern age
—optional source materia perfect for Nightbane® and adapt-
ale to Beyond the Supernatural™, Heroes Unlimited™ and
other RPGs. Steve presents more werebeast tribes, mutants,
background data and mystery. Plus a handful of new magic
items and arcane magic spdls. Part two of two. Artwork by
Wayne Breaux Jr.

Page 98 — The Sege Againgt Tolkeen
The next chapters in David Haendlers Rifts® saga Art by
Apollo Okamura.

Page 102 — Hammer of the Forge

The next chapter in James M. G. Cannon's Phase World™
Sory.



Optional and Unofficial Rules
& Source Material

Please note that this issue offers an unprecedented amount of
"officid" rules and source material. Typically the vast magjority
of rules, tables, characters, equipment, adventures and gories
are "optiond" or "dternative’ things one can include in his
campaign or enjoy reading. They are not "officid" to the main
games or world settings. For example, the story, Sege Against
Tolkeen, is likdy to be very different than Siembiedas "offi-
cid" world book(s) when it comes out. As for optiona tables
and adventures, if they sound cool or fun, use them. If they
sound funky or inappropriate for your game, ignore them.

All the materid in The Rifter™ has been included for two
reasons. One, because we thought it was imaginative and fun,
and two, we thought it would stimulate your imagination with
fun stuff that you can use (if you want) or which might inspire
you to create your own wonders.
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Coming Next Issue ...
leter#6 April, 1999

An eght page Rifts® comic srip by Ramon Perez Jr.
* More Knights efthe Dinner Table™,

* Russan gods. This is material that was cut from Rifts®
Mystic Russia due to space limitations. Written by Kevin
- Siembieda and illugrated by Kent Buries.

» More material for Palladium Fantasy RPG™,

» Source material for Heroes Unlimited™.

* The next chapter of the Forge and the Hammer ™.
» The continuing saga of Siege Against Tolkeen™.

* More G.M. tips.

* Thelatest news and developments at Palladium.

» Source material for the Palladium Megaverse®.

» And many new contributors.







From the Desk of Kevin Sembieda

1998 — A year In review

1998 was awild year in the role-playing business. To make a
long story short, there was a lot of change and, in some cases
perhaps even near-disaster. It was, for many, atime of trangtion
and reorganization, and certainly ayear of mixed blessings. The
direct market distribution network fell under assault, but sayed
intact. Although severd digtributors, large, medium and small,
went out of business or got out of gaming, others survived and a
few even grew. There were mergers, bankruptcies, fin-
ger-pointing and turmoail. RPG sdes were dow for most people
the first half of the year, but picked up dramaticdly in the sec-
ond haf. In fact, many believe that while Collectible Card
Games are in adump, interest in role-playing games is soaring.
Good news for folks like our readers and Pdladium.

1998 was amixed bag for us at Palladium Books too. We had
strong sdes throughout the year, but got off to adow dart for a
number of reasons. Ironicaly, Palladium'’s effort to put things in
place to produce more Pdladium RPG products (and on sched-
ule) actudly blew our schedule to shreds. It was one of those
drange Stuations where to grow, we needed to stop briefly.

There were successss for Palladium. Sdes were good
throughout the year, and the last quarter of 1998 was redly
strong — December was excellent! The problem was, we kept
getting stalled and unable to produce new product on time or as
quickly as we wanted to. Of course, part of the problem was our
refusal to produce a substandard product. If the quality is not
there, we won’t do it. The good news is that we seem to have
the talent in place to produce books on time and keep quality as
high as ever. In fact, enthusasm has never been higher. We
have aton of ideas for exciting new books, plansto support the
entire Paladium Megaverse and something like a dozen projects
under one sage of development or another. We think our fans
will be pleasantly surprised. Heck, Paladium Books has five
new products scheduled for rease in the first two months of the
year!

Other successees Pdladium's staff cruise was so much fun
that therés talk of making it an annua evert.

People went wild over Palladium's 1998 X-Mas Surprise
Package (man, | dgned over 3000 books). The three new
T-shirts were dso a hit, and (much to my surprise and plessure)
people are delighted with the collected Mechanoidlnvasion™
Trilogy (now available in Sores).

The Rifter™ sourcebook Series was Pdladium's greatest
success of the year. You guys love The Rifter ™, and we do
too. | want to give atip of the hat to Editor-in-Chief, Wayne
Smith, without whom The Rifter ™ would not have been poss-
ble. Wayne sorts through the submissons, edits the materid,
and makes sure each issue gets out on time (even if he is a bit
remiss in his correspondence with potential contributors). In
fact, we s0ld out the initid press run of 10,000 copies of The
Rifter™ #1 back this Fal and had to reprint it to keep it in
gock! Pretty dam good for a product that realy defies conven-
tiona labels — magazine, fanzine, sourcebook, news source,
vehicle to showcase and exchange ideas from fans and profes-
sondsdike, not to mention aplace for experimentation and try-
ing new taent . . . dl rolled into one! It showcases fan talent,

optiond rules, official rules, new idess, Sories and art, and sim-
ulates the imagination and the exchange of idess Bed of dl,
Pdladium will be able to maintain its 112 page-sze for only
$7.95, at least for another year!

Unfortunately, it's come to our atention that many people
don't even know The Rifter ™ exids Maryann and | have been
agonished at how many Pdladium gamers have never even
heard of The Rifter ™ and go wild when they see it. That means
there are thousands of gamers who should be discovering it and
joining your ranks over the next year. Y ou guys and gas dready
enjoying The Rifter ™ should spread the word! Help others dis-
cover it andthefunit brings.

And keep those fan submissions coming. We are constantly
looking for short articles, characters, adventures and stuff (6-20
computer pages), expecidly for Heroes Unlimited™,
Nightbane® and The Palladium Fantasy RPG®, not to mention
The Mechanoids®, Beyond the Supernatural™ Ninjas &
Superspies™, Robotech® and the entire Pdladium
Megaverss®. Short submissons are best because then we can
showcase a larger number of fan talent in any given issue. So
unleash that imagination and let's see what you can come up
with. Art submissonstoo. Send ‘emin, gang, send ‘em in!

The future of Palladium Books®

As| noted afew paragraphs earlier, its pretty exciting where
we gt The Rifter #5 is our second product of the new year,
The Mechanoid Invason® Trilogy being the first. By thetime
you read these words, Rifts® Audralia should be coming back
from the printer and getting ready to ship to Sores Meanwhile,
Palladium Fantasy RPG® World Book: The Baalgor Waste-
lands should be at the printers, dong with Teenage Mutant
Ninja Turtles & More Srangeness (the new Second Edition
Ninja Turtle RPG), and I'll be working on Rifts® Canada
while at leagt three other products should be in the find stages
of development! Not to shabby, en?

Our god is to support the entire Megaverse® of Paladium
role-playing games. That means you can expect to s sverd
pulse-pounding sourcebooks for Rifts®, Heroes Unlimited™,
and The Palladium Fantasy Rele-Playing Game®, 2nd Edi-
tion throughout the year! You'll also see a new edition of Re-
vised RECON® which presents Palladium's origind 1986
verson of the Vietnam era game combined with the sourcebook
Advanced RECON® (no, this is not the much anticipated
RECON® Modern Combat).

With a little Tuck, you may aso see sourcebooks for other
Pdladium RPGs like Nightbane®, and maybe, just maybe,
Mechanoids Space® and Beyond the Supernatural™, 2nd
Edition.

Yeah, we know our reputation for missng deadlines will
haunt us. And we know we will continue to miss some, but you
should sse many more products than ever before and on time (or
doseto it). Thisis possible because we have ateam of great art-
igs and promisng new writers like Bill Coffin, Ben Lucas,
Steve Edwards, Chris Jones and Mark Sumimoto, t0 namejust a
few. And a truly great team of artists that includes John
Zeleznik, Ramon Perez J., Wayne Breaux Jr., Scott Johnson,



Mike Dubisch, Kent Buries, Mike Wilson, Ryan Beres (intro-
duced this issue), Apollo Okamura, and the gang a Drunken
Syle Studio. Mot importantly, you will not see any drop in
quality or increases in price. In fact, | personaly believe our
books are better than ever, as Paladium continues to drive for
excdlence and bringing gamers new frontiers of adventure and
endless hours of fun.

S0 keep those imaginations burning and stay with Palladium
Books®. | promise our merry band of maniacs will send you on
one exciting excursion across the Megaverse® after another. A
trek ultimately limited only by your imagination.

Kevin Siembieda, January 1999

Palladium News, Info,
& Coming Attractions

By Kevin Sembieda (the guy in the know)

Are Rifts® novels
finally on their way?!

Pdladium Books is currently exploring the potentia of re-
leasing Rifts® novels. A trilogy of books written by Adam
Chilson has been acquired by Palladium with tentative plans for
more if the first three do well. We are currently looking for suit-
able printers and venues to sl the items. Apparently, game
dores and digtributors are leery about sdlling Rifts® novels
even though we keep telling them that everybody wants them
and that they’ll sl like hotcakes. So let your favorite hobby,
game and comic shops know that you're dying for Rifts®
Novels, and that they can count on you for asde.

With any luck, welll have the first one out by March. Of
course, if there is not enough interest on the part of the retallers
and digtributors, we may have to kill the idea. Only time will
tell.

A Rifts® Comic Strip!

Well . . . yes. The Rifter #6 will debut an eight page comic
girip by Ramon Perez Jr. He and his writer teammate aren't sure
exactly how long the story arc will run, but it will probably be a
58 part story. The setting is the New West™, specifically Lone
Star™, where a group of adventurers get tangled in a plot with
Doctor Desmond Bradford. 1've seen the plot outline, character
sketches and pencils for the first installment and it isway cool!.

Palladium keeps prices down

You can continue to expect more bang for your buck from
Palladium Books.

We are holding our prices at the same low level they've been
for years, keeping page count high, and maintaining great covers
and artwork by some of the best in the business. There will be
no page reductions or price increases at Palladium in 1999. So
res easy and enjoy.

More Good Stuff

The big news this issue is our Coming Attractions. Paladium
had a good 1998 and expects to have an avesome 1999 with
more high caliber product than ever before. And not just for
Rifts® but Heroes Unlimited™ 2nd Edition, The Palladium
Fantasy RPG® 2nd Edition, and the entire Pdladium




* New player O.C.C.sand optional monger R.C.C.s.
New mongers and more info on old menaces.
» Higory of the legendary, monger-filled region and its

Coming "
Attractions - wwsmriimanm

 Adventures and adventure ideas.

* Great artwork by Ramon Perez Jr. and Kent Buries.
+ John Zdeznik Cover.

» Written by Bill Coffin.

o $20.95— 224 pages, in goreslate February.

»Mount Nimro
' There's no holding Bill Coffin back as he presents the com-
/ panion book to The Western Empire™ and Baalgor Waste-
lands™, with Mount Nimro — Kingdom of Giants. That's
right, the Mount Nimro region is the domain of giants: Jotan,
Nimro, Gigantes, Cyclops, Gromek, Trolls and others. A gather-
ing of dans, tribes and refugees that is quickly becoming atrue
"kingdom" rather than a motley collection of misanthropes. A
Kingdom of Giants that frightens the surrounding human, df
and dwarf settlements and is beginning to concern even the
Western Empire. Get dl the details for yourself.
* New player O.C.C.sand mongter races

 Higory and world information, making note of powerful
factions, warlords, villains and growing conflict.

» Maps adventures and adventure ideas.

* Artwork by Perez, Buries, Dubisch and Johnson.
» Cover not yet determined.

Written by Bill Coffin.

$16.95— 160 pages, coming this Spring.

TheEastern Territory

The Eagtern Territory is the heart of the Domain of Man. A
vast wilderness that is enjoying a boom-time with thousands
upon thousands of human settlers sailling into the region, not
unlike the settlers of the Old American West. And like the Old
West, the Eagtern Territory is often awild and lawless place a-
v ¥ tracting heroes and villains, settlers and mercenaries, incredible
i opportunities for those bold enough to seize them, and terrible

dangersfor dl. Join the excitement, intrigue and adventure.

Pal | adl U m Fanta%/ RPG  Higory and world information.
+ Key towns fledgling kingdoms, and places of note.
&)ur CdJOOkS Gal Or el » Notable movers and shakers, good and evil.
We meant it when we said we planned to support the Pdla » Conflicts, treachery, dangerous pacts and raw adventure,

dium Fantasy RPG line. Don't believe it? Well take alook &  « New O.C.C.Slikethe Sword-Wizards and others
this.

* Maps, adventures and adventure ideas.

Baal gor Wagd andS * Artwork by Perez, Buries, Dubisch and Johnson.

This is an epic adventure sourcebook detailing the notorious ’ CO\,/H ot yet determined. , N _
Baalgor Wastelands — Eandroth tribes Gromek wa-bands, ~ * Written by Steve Edwards, with additional material by
mongirous raiders, forgotten catacombs, pirates, Minotaurs and Kevin Siembieda.
much more. $20.95 — 224 pages, coming this Spring.



Limited Edition Hardcover
"Crimson" Palladium
Fantasy RPG®

The "Crimson" Edition of Palladium Fantasy RPG, 2nd
Edition was abig hit for the Chrigmas season. Remember, this
Specid hardcover edition is limited to 600 sgned and numbered
copies. Once they are sold they are gone forever.

Special featuresinclude

* A dassy, black lestherette (imitation |eather) cover featuring
the design of the origina "black & red" RPG cover.

- Interior pages are sewn and will not fall out.
» Spedid double-page artwork for end sheets.
 Limited to 600 sgned and numbered copies.
» Signed by Kevin & Maryann Siembieda
* All books are shipped in a sturdy protective envelope.
e $40.00 plus $3.00 for postage and handling.

» Avallable exclusively from Paladium Books via mail-order
and on-line. All sdesare on afirst come, first sarved besis

Alsoin theworksfor
The Palladium
Fantasy RPG®...

The Old Kingdom Lowlands
The Old Kingdom Mountains
Land of the Damned

The Wolfen \Wars

Dduxe Revised RECON

No, this is not RECON® Modern Combat, but a new, deaned
up edition of Pdladium's 1986, Vietnam era game combined
with the Advanced RECON® sourcebook, a new cover, some
new (and old) interior art, dl rolled into one big, 224 page
role-playing game.

» A complete role-playing game with everything you nesd
to play in one book. Please note, however, that Deluxe Re-
vised RECON® uses a very different sysem of rules with
characters that are super-quick and easy to create and
play. It does not use Palladium'’s famous game system.

» Higorical background and information about Vietnam,
theWar, the opposing sdes, and other congderations.

* Waeaponsand equipment

* Written by Erick Wujcik.

» Based on Joe Martin's Original RECON rules.

* Indudes a section on Joe Martin's miniature combat
rules.

* .A dasic gamethat's easy to learn and fun to play.

¢ $20.95 for a complete role-playing game.

» 224 pages— in sores March.
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Teenage M utant
Ninja Turtles®
& More Strangeness RPG

This expanded edition of the origind Ninja Turtles®
Role-Playing Game (hence the dight title change of “Other”
Strangeness to "Moré’) will ship late February and includes
character updates, new artwork by the Paulo Parentes Studio,
new cover by Simon Bidey, and over 20 pages of additiond
materid.

The RPG is presented in a serious manner, presents over a
hundred different mutant animals and is completely compatible
with Heroes Unlimited™, Second Edition.

New text includes alook at the mutant underground and mu-
tants as heroes, plus new villains and characters from the pages
of the TMNT comic books

Fans of the original edition (which sold over 180,000 copies)
and new gamers should find this to be a fun, fast-paced
superhero game, while players of Heroes Unlimited™ will find
it useful as an adventure sourcebook. In fact, many of the old
TMNT books are suitable as source and adventure books for
HeroesUnlimited™.

* Ove 100 different mutant animals.

» Rulesfor creating any sort of mutant animal.

* Animal powers and psonics.

Villains and adventure ideas.

 Five adventure outlines.

» Written by Erick Wujcik, Sembieda and Oliver.



» Compatible as a sourcebook for Heroes Unlimited™, 2nd
Edition.

* Retail Price: $12.95 — 128 pages.

=

TheMechanoid
Invason® Trilogy

Now available in stores and viamail-order.

This is a specid callection of the origina three M echanoid
Invasion books that launched Paladium Books. Not only is this
fun, action-packed materia, but The Mechanoids® Trilogy rep-
resents a piece of history. They helped launch Paladium Books
Inc. In fact, The Mechanoid Invason® was the very first Pd-
ladium product ever published! It dso serves as a prelude to the
expanded universe of The Mechanoids® in the forthcoming
M echanoids Space, scheduled for late 1999 release.

» A complete role-playing game.

» Artwork has been enlarged and cleaned up.
 Higtory of Paladium Books and The Mechanoids®.
» Converson rules for use in current Palladium RPGs.
o Written and illustrated by Kevin Siembieda.

» $19.95 for a208 page, complete RPG.

PalladiumT-Shirts

Each of these dynamic and fun new T-shirts are currently
available only from Palladium Books.

Avadlable Szes Large, X-Large and XX-Large.

Cost: $15.95 plus $2.00 for shipping and handling.

Happy Halidays from the Coalition™! A humorous T-shirt
featuring Santa Claus captured by CS troops. Black on white.

Nightbane®: A blood red logo splashed across the top of a
black T-shirt with a hideous monster screaming in anger. One of
Siembieda’s persond favorites.

Palladium Fantasy RPG®: A smal Pdladium logo appears
on the front of the shirt, over the left breast. On the back are the
fire-breathing dragons and desth god by Mike Dubisch, that ap-
pears on page 83 of Dragons and Gods. Black printing on alight
tan shirt.

Old Rifts® T-Shirts The Rifts Logo and Dog Boy Shirts
(both printed white on black ) are dso il available.

-
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Rifts® Australia (Book One)

By the time you read this, Rifts® Australia will be hitting
gore shelves This big, 224 page World Book went to the
grilrger January 4th and should be in stores between February

Isolated from the rest of the world, the Land Down Under is
aunique and savage place of survival, adventure, monsters and
magic. Written by native Australian Ben Lucas (with additiond
materia by Siembieda). Rifts® Australia has been one of the
most requested World Books ever, and is findly aredity.

» Mdbourne & Perth, two high-tech powers that may be-
come the Coalition States of Audralia — hardhearted,
paranoid, & cruel.

* Rulesfor creating Outback communities.

* Ove 20 O.C.Cs like the Bushman, Jackaroo and Road
Sentind.

» Mysdic O.C.C.Sincdudethe Sham-Man and Songjuicer.

* Mutants and Mongers.

* Dreamtime gods and menaces.

» New weapons and technology.

» World information and adventure ideas

o Written by Ben Lucas, with additional material by
Sembieda.

» Artwork by Perez, Breaux, Dubisch, and Wilson.

o 224 pages— available at stores everywhere.

More Rifts® Audtralia
this Spring and Summer

You al know that Augtrdiaisabig place (roughly the size of
the USA), so we couldn't present it dl in one meady 224 page
book, no matter how epic it might be. So you can expect to see
Mystic Audralia™ with a variety of different magics and in-
formation about the Aborigind O.C.C.s, their magic, plus more
world information, details and equipment for Perth and Mél-
bourne. To be followed later this summer by Rifts® Dream-
time, an excurson into the Dreamtime Realm. Don't miss them.

What's Next for Rifts®

Rifts® Canada, an overview of the vast Canadian wilder-
ness with a closer look at key places, people and brewing tur-
moail. Probably a March or April rdlease. 160 pages written by
Eric Thompson with additiond materia by Kevin Sembieda
Zeleznik cover.

Rifts® Dimengonal Market (Atlantis I).Believe it or not,
this book delves into the wonders, mystery and madness of the
SplynnDimensional Market in Atlantis! A place where it is sad
one can purchase absolutely anything. A place visited by dl
manner of creatures and ruled by the exploitive and cunning
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Splugorth. Magic items, dien technology, beings from other
worlds (daves and free men), forbidden pleasures, dark secrets,
intrigue and adventure. “Nuffsaid. 160 pages written by Mark
Sumimoto with additiona materid by Kevin Siembieda.
Wrap-around cover by John Zeleznik. Probably aMay rdlease.

Rifts® Free Quebec. A look at the society, people and war
between Free Quebec and the Codition States. Written by
Francois DesRochers and Kevin Sembieda Probably a June re-
lease.

Also Coming for Rifts: The following Rifts® titles are on
our schedule for 1999 release. The exact order of their release
may be changed.

Rifts® Scotland

Rifts® Xiticix

Rifts® Audralia Two: Mydgic Audralia™

Rifts® Augralia Three Dreamtime

Rifts® Three Galaxies™

The Rifter™ Sour cebook Series continues and more ...

Hey, while | have your atention, 1'd like to comment on
something.

| am frequently asked what | have planned for Rifts® and |
get afunny look when | say something like, "everything."

Rifts® has become the embodiment of endless possihilities,
limited only by one's imagination. The concept of the "Rifts"
themsdlves — tears in space and time — coupled with the fact
that dl of Palladium's role-playing games use the same basic
game sysem and cover virtualy al genres, means the players
can take their characters to any world reality they can imagine.
So these past years, 1've been trying to give Rifts® players alit-
tle bit of everything.

Consequently, 1've been a little surprised by comments from
afew fans who seem confused and sometimes unhappy with so
many World Books based on W|dely different places like Rus-
da, Japan, and Audrdia

| have a ton of idess and plans for Rifts®, especidly con-
cerning the Coalition Sates and the impending Sege on
Tolkeen. However, for me, Rifts® is epic in scope, while at the
same time focusing on many smaler stories and characters. Like
the old TV show that had the tag-line about there being "a mil-
lion gories in the naked city," | see amillion Sories for Rifts®.

Rifts Earth is like a massive tapedtry, with each individua
image and color contributing to a much larger picture. In the
caxe of Rifts®, that picture includes al of Rifts Earth and the
countless worlds beyond in the endless Megaverse®.

When | hop from one geographic location to another, like
Russia or Audtrdia, I'm trying to fill in that tapestry. I'm trying
to give Rifts® players a larger view of the world, as well as
hints about the Megaverse®. If anything, there just aren't
enough days in the year for me to write everything | want to
write. So here's the scoop: Over the next 2-3 years | plan to fo-
cus much more on North America, ultimately building up to the
war a Tolkeen and conflicts with Free quebec and other places.
In fact, things will be heating up for the Codlition States on sev-
erd fronts, including afew that they (and the reader) are not ex-
pecting. You can see this plan in action with the first Rifts®
Canada book (there will be more than one covering this vast re-
gion), Free Quebec, Xiticix and even the Rifts Dimensional
Market (after al, Atlantis is nearby and a constant source of
trouble).



That having been said, there are players who like to
globe-trot dl around the world (if not the Megaverse), and oth-
ers who like to know about places outsde the Americas. Re-
member, despite geographic distances and barriers, Rifts
characters can usualy travel just about anywhere viamagic and
by warping time and space (i.e. "Rifting"). Thus, they can travel
incredible digance on Rifts Earth and beyond in the blink of an
eye. For these players, | plan on continuing to present other
parts of the world and Megaverss®. Conseguently, you'll be
seeing abook or two based in or around North Americathen, a
few that focus on other parts of Rifts Earth or off-world, and
then back to North America

I've thought a greet ded about the main direction for Rifts®,
and I've enjoyed talking with a number of fans to get ther input.
| suspect the frustration concerning developing other parts of the
world is that most Rifts® players want it dl (and who can
blame them?). What do | mean by that? It's Smple. Players like
the storylines and conflicts we've established in North America
The Cadlition is the villain that everybody loves to hate and
there's exciting stuff brewing between them and their enemies.
This means aplayer group that has spent any amount of time ad-
venturing in North America is having a blest and have estab-
lished dl kinds of subplots, connections and plot threads for
dozens of adventures to come on that continent. Then, out of the
blue, Pdladium rdeasss Rifts® Timbuktu! The players have
never even thought about that place before the world book came
out, and now it's there. They look at it, and see cool things and
want to do some adventuring there. But what about dl those
great plot threads and adventures they've got going in North
America. They just can't leave them unfinished. And 0 it is
with heavy heart and a tear rolling down one cheek, that they
must abandon any thoughts about going to Timbuktu, at least for
the moment. Still, the book and the adventures that might be,
haunt them, bothering them like an itch that can't be scratched.
Leaving them with the fedling that they are missng something.

| don't know what to say or do to remedy this, other than to
assure you dl that Palladium plans on putting renewed focus
back on North America. In addition to the titles dready men-
tioned, we've been kicking around the following: Rifts® G.M.
Guide (i.e. playing tips plus gathering up al the current spdll de-
scriptions, psionics, skills, O.C.C.s, cregtion rules, €tc., and putt-
ing them in one easy-to-use reference book), Northern Gun
Sourcebook (including existing and new weapons and vehicles
offered by Northern Gun), The Manistique Imperium, The Black
Market, Lazlo, Tolkeen, The Burbs of Chi-Town, Chi-Town it-
self, the war/skirmishes with Free Quebec and Tolkeen, and
other factions, factors, and adventuresin North America.

Of course, fan input on what you'd like to see more of would
help us immensdy. My fredlancers and | have zllions of ideas
for North America and the Codlition States. If you'd like us to
focus more on that part of the world and the mounting tenson
building with the CS, Free Quebec, Tolkeen, ARCHIE-3, Feder-
ation of Magic, and so on, you need to tell us. If Sopping to ex-
plore other parts of the world is honestly didracting, and/or
breaking the momentum of the North American doryling, we
can dow down the production of such books (for the time being)
and concentrate on North Americaand the CS.

We need and want to know what you guys would like to see
S0 whip out pen and paper and send us letters. Those of you
on-line better start e-mailing avay. We anxioudy await your
comments and suggestions. — Kevin Sembieda, 199




Subscription

Don't become a dobbering beast driven mad because you're
araid you'll miss an issue of TheRifter ™ Subscribe and get
every issue ddivered to your doorstep in a protective cardboard
envelope.

One Yea (four issues)
— Only $25.00

That's right, only 25 bucks Pogtage and handling included.
That's over 500 pages of source materid, fun and inspiration for
an incredible bargain. Of course, every issue should be available
from fine sores everywhere — and gores need your support

Each issuewill be 96 to 128 pages (typicaly thelatter).
Published quarterly with a cover price of $7.95 (abargain at
that price).
Contributing authors will include Kevin Siembieda, Eric Wu-
jeik, WayneBreaux Jr., Jolly Blackburn and other Pdladium no-
tables

What Exactly is The Rifter™?

Well, flipping through this issue should give you a fairly
good idea, but every issuewill bedifferent

Redly, there has never been anything like it

The Rifter is a synthes's of a sourcebook, Game Magter's
guide, amagazine and talent show — afan foram.

The Rifter ™ is like a sourcebook because it will include a
ton of role-playing source material (optional and officid). This
will include New O.CCs NPC heroes, NPC villains, new pow-
ersand ahilities, weapons, adventure settings, adventures and ad-
ventureidess, and Hook, Lineand Snkers™.

The Rifter ™ is like a G.M.’s guide because it will include
Secid articles and tips on role-playing, how to handle common
problems, how to build an adventureand so on.
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The Rifter ™ is like a magazine because it will come out
four or five times a year (were shooting for a regular quarterly
release schedule), and because it will feature Paladium news,
advertisements, serid articlesand continuing features.

Mog importantly, The Rifter™ is a forum for Palla-
dium's Fans. At leegt haf of each issue will be text and materia
taken (with permisson) from the Web, as wel as fan contribu-
tions mede epecidly for The Rifter ™. We get tons of fan sub-
missons that are pretty good, but not good enough for
publication as an entire sourcebook. In other cases, the submis-
Son is something dever and codl, but only a few pages long.
Theres lots of cool stuff on the Internet, but you must have a
computer and Internet access something alot of fansjust don't
have.

The Rifter ™ will reprint some of those “Web-Works™” d-
lowing fans (and the world at large) to get a glimpse of their gen-
ius. It is one more avenue in which fans and professonds dike
can sharetheir visons of role-playing and the Palladium Megav-
erse With other fans. It's a chance to get published, get a little
cash, get your namein lights (well, inprint) and have fom.

This dso means, more than any RPG publication ever pro-
duced, TheRifter ™ isyours. Yours to present and share ideas.
Y oursto help shgpeand mold. Y oursto share.

Why call it The Rifter™? Because each issue will span the
Pdlladium Megaverse of games, adventures and idess. Each issue
will publish features from people across the Web and beyond!
But mainly because each and every one of us, from game de-
Sgner and publisher, to Joe Gamer, traverses the Megaverse™
every timethey read an RPG or play in arole-playing game. We
travel the infinite relm of the imagination, bopping from one
world to the next — building one world to the next Tune and
gace are meaningless in our imaginations as we Rift from one
place and timeto ancther.

Palladium BooksIne.
Rifter Dept.

12455 Universal Drive
Taylor, MI 43180



BY JOLLY R. BLACKBURN

Eﬁn‘gbts of the [ inner able"“

-

DUDE, YOU GOT SCREWED THAT ENCOUNTER. WHO EVER

WELL GRABATABLE N THE CORNER  eon) OF A GHITMINEY SWEEP WHO WEARS PLATE MAIL

I'M SORRY BUT BOB MESSED WITH THE WRON& NPG
THIS TIME! THE CHIMNEY SWEEPS IN

OF THE TAVERN AND SIT DOWN. AND CARRES A BASTARD SWORD OF RENDING? NARDLINGTON HAVE AVERY POWERFUL
FMSITTING WITH MY BACK TO GVILD! AS ARESULT THE SWEEPS HAVE BECOVE
THE WALL JUST N CASE THAT GAN&SOF RUFFIANS AND THIEVES!!

GHIMNEY SWEEP HAPPENS | AGREE. THAT HE SURE TOOK A

TO WANDER IN. WAS  STRANGE. DISLIKING \\ ey
W SOWALKING UPTOONE
z N OF THEM AND RUBBING
* HIS HEAD FOR GOOD

LUGK WASNT A VERY

| STILLDONT THINK IT WAS FAR. YOU
COULD HAVE POINTED OUT THE
ARMORANDWEAPONS TOME.

\

IT DIDNT SEEM IMPORTANT ~ wHATAM
AT THE TIME. BESDES, YOU | COMPLAINING

SURVVED SO WHATABE  ABOUT??
YOU COMPLANING ABOUT ?7

THAT'S NOT TRUE! | NEVER ACTUALLY SANG THE
WORDS. | JUSTHUMMED THE TUNE A LITTLE UNTIL | COULD
MAKE MY ESCAPE. IT'SNOT LIKE ANY OF YOU OFFERED TO
HELP ME! | THOUGHT | COULD COUNT ON YOU, GUYS.

SORRY, BOB. | WAS ENJOYING THE LITTLE SONG AND DANCE
ROUTINE. | EVEN THREW A SILVER PIECE INTO YOUR TIP CUP!

HEWAS TUSTA | } | DION'T WANT TO
B0B! GET INVOLVED!

DOES HE SEE ME?

1 CROUCH DOWN 00000 DUDE, THIS IS
LOW ND PERFECT. YOU CAN GET
REAL LOW BEH YoUR EAR.S BACK
MY ALE MUG.

THE DUPE IS WEARING MY EARS FOR A
CHARM BRACGELETAND YOUHAVE
THE NERVE TO ASK ME THAT??

IF | RECALL CORRECTLY

YOU'RE THE ONE WHO

SAID,"YOU WANTA
PIECE OF ME”"

WELL YOU JUST GOT YOUR WISH!! THE CHIMNEEY SWEEP WALKS
THROUGH THE DOOR AND BELLYSUP TO THE BAR AND ORDERS A DRINK.

CMON, BA | THE GUY TOTALLY HUMILIATED BOB'S
CHARACTER WHEN HE MADE HIM PUSH THAT COPPER PIECE
THROUGH A PILE OF HORSE DUNG WITH HIS NOSE,

\ THAT WASNT NEARLY AS BAD AS MAKING BOB
WEARA FRILLY DRESS AND SNG, "I'M

OH REAL FUNNY! I'M SO PRETTY - OH SO \Pkim!'

NOT LAUGHNG!!

WHAT CAN | SAY? LIKE | TOLD YOU ALREADY — YOU PICKED ON THE WRONG GUY THIS TIME.
SHEESH'! YOU SPEND ALL YOUR TIMEGONG AROUND WHUPPMG ON POOR, LOWLY,
NPC'S.WELL YOU FINALLY METONE WHO CAN WHUP BACK DEAL WITH IT/

DONT WORRY DUDE!! TLL BE THERE

OH ILL DEAL WITH IT/! DONT YOU WORRY
FORYA THIS TIME/!

ABOUT THAT!! HE JUST BETTER NOT
SHOW HIS SORRY ASS HERE! /

L

SARA ARE YOU NUTS? THE DUDE SLAM DUNKED BOB'S
HONOR AND YOU WANT HIMTO BUY HIM A DRINK
SHEESH! YOU MGHT AS WELL INVITE HIM OVER FOR
TEA AND CRUMBCAKES WHILE YOU'RE AT IT.

BOB, OBVIOUSLY ITWAS A

MISUNDERSTANDING. PERHAPS IF YOU BRIAN'SRIGHT/HE NOT ONLY DISEDBOB, HE

BOUGHT HIM A DRINK HE WOULD.... PISED THE ENTIREPARTY!!
MISUNDERSTANDING? |y SPELL -LOBBER ITSL\&SE %N A
\ SPEA/KS WISELY! A




OKAY M PULLING MY DAG-GER OF FLESH DEVOVRING FROMMY BOOT. THEN
TLL SNEAK UP TO THE BAR AND STAB THE RAT BASTARD N THE BACK THEN '™
TAKING MY EARS BACK AND GOING THROUGH HIS POCKETS. FLL-TAKE ANYTHING OF.....

SORRY BOB! HE SEE YOU N THE MIRROR BA.| YELL FORBOB TO, "CATCH! " THEN

BEHND THE BAR. HE SPINS AROUND AND IT0SS HIM MY HAGKMASTER 12!
DOUSES YOUR FACE WITH A GLASS FULLOF
BITTER KORN WHISKEY YOURE GOOD THINKING, DAVE!!
TEMPORARLY BLINDED, THE PAIN CAUSES

M SORRY. 'M GOING TO HAVE TO RULE THAT SINCE BOB
HAS NOEARS AT THE MOMENT HE COULDNT HEAR YOU
DAVE. BESIDES, HE'S STILL BLINDED BY THE WHISKEY.

-~ YOUWATCHINHORROR
32> AS THE SLOW REALIZATION

X COMES TOYOU THAT BOB

h' DOESNT SEE THE HACK -
- / MASTER SWORD

y HURTLING TOWARD HIM/!

THE SWORD IMPALES BOB RIGHT BETWEEN THE SHOULDER

BLADES FROM BEHIND. UH.... TAKE OFF 24 POINTS OF DAMAGE 808! IIII.PYI?UUG.?I‘V{I\IH%; opE Eﬁﬁaﬁmﬁg&’,\ﬁg&‘ﬁ
AZE YOUON ANYWAY2 HuL  YOU WERE RIDING THAT CENTAUR BARE-
HEY BA.! DON'T FORGET IT'S A PLUS ?HUH: BACK AND YOU BEANED HIM GOOD.
THIS ISSOME KNDOF 12 MAYBE T GOES THROLGHB0B AD
JOKE — RIGHT IMPALES THE SWEEP ASWELL! AS SOONAS | FNISH OFF THS PREAKIN' HE \%\: éIL.IPST Bg:\’me
CHIMNEY SWEEP YOURE A DEAD MAN, » BB
OH CRIPES! t FORGOT \ _ YOU HEAR? A DEAD MAN!
. ABOUT THAT, MAKE
THAT 36 PONTS OF

HEY. IT'SNOT MY FAULT!IT WORKED IN THE

TLL REACH DOWN AND PICK UP MY DAGGER
AND ATTEMPT TO THROAT SLASH,
MISTER SOOT FER BRAINS"

SORRY, BOB. YOU'RE
STILL BLINDED. YOU
CANT AND
THE DAGGER

AWEE BXT I.ATER

HEY BOB THE CHIMNEY SWEEP FEELS SO
BAD ABOUT WHAT HAPPENED HE'S GONG TO
PICKUP THE FUNERAL EXPENSES HOW

ABOUT THAT? HUH? DIDYOU HEAR ME??

WHAT IS THIS? PXCK ON BOB

/ JUST LEAVE ME ALONE! (SNIFF)
DAY OR SOMETHING? (SOB)

MEANWHILE SEVERAL PATRONS IN THE BAR HAVE NOTICED THE FINE CRAFTS-
MANSHIP OF THE HACKMASTER SWORD! SEVERAL PARS OF HANDS GRAB
FOR T AT THE SAME TIME AND A TUG-OF=WAR ENSUES. AS THE SWORD IS PULLED
BACK AND FORTH THROUGH YOUR BODY, YOU ARE SOON SAWED XN HALF.

TWENTY MINUTES I.A'I'ER...

BA, ANYONE COULD SEE HE WAS ABOUT TO

CRIMINEY! 808 BLOW!!TELLING HIM THE CHIMNEY
PIMP-SLAPPED SWEEP HAD HIS CHARACTER BURED IN THAT
You 600p!! FRILLY DRESS WASNT A GOOD 1DEA!
| AGREE! FUNERALS
CALL FOR FORMAL

Knights of the Dinner Table™ © kenzerCo 1998 «

Internet: http://members.aol.com/relkin/kenzerco.html

Send story ideas to jollyrb@aol.com or KODT, 1003 Monroe Pike, Marion, IN 46953
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REF Zentraedi Heavy
Assault Pod (ABP-Z4)

Optional New Mecha for the Robotech® RPG

By Stanley Bundy

Following the Firs Robotech War, the scientists and engi-
neers of the RDF, and later, the REF, spent years developing
new mecha and equipment for their new Zentreedi soldiers.
Typicaly, they did what they could to combine the familiar feel
and appearance of the old Zentraedi mecha with the more versa:
tile Robotechnology developed on Earth.

This mecha was dready designed by the time the SDF-3
launched from Earth, but it wasn't until after the Zentraedi had
proved their loyaty in battle against the Invid that the finalized
verson entered production. A smal number were part of the
first three assault waves to reach Earth (42 were in Wolff3 unit,
Mars and Jupiter divisons combined), while a smilar number
were aboard the SDF-3 at the time of its disappearance. If oneis
found on Invid-occupied Earth, it should be considered ex-
tremely rare, even more 0 than a Shadow Fighter. In fact, there
were 0 few of them that two complete sets of repair manuals
and parts fabrication blueprints were stored in each one, as the
repair parts would be nonexistent on Earth.

Outwardly, the Z4 has a strong resemblance to the old
(full-sized) Zentreedi Officer's Battle Pod. It is roughly the
same height, and its hull and legs are much like the older pod's
in shape. However, there are two particle beam cannons be-
tween the thrusters, not just one, and the cockpit has been fully
enclosed. The forward sensor "nose” has been extended, and far
more sophigticated sensors are present.

But the biggest differences are in the limbs. Firgt of dl, the
old, thin weapon arms have been replaced with bulky arms re-
sembling a cross between those of the RDF Gladiator and the
Femae Power Armor. These arms have fully articulated hands,
as well astriple-barrel Pulse Lasers on the forearms. The legs,
too, are bulkier, with a new, advanced kneejoint design and feet
that are designed for high speeds. It is this new leg design that
yields the first clues to the Z4's secrets. Upon closer examina-
tion, one finds a complex hover sysem built into the calves of
the legs. As this design would be usdless in this configuration,
the Z4 must be a transformable mecha. The "Pod" is but the
Guardian mode of the mecha.

The vehicle mode is a hover tank, which gets its forward
movement from the thrusters in the main hull. In Hovertank
mode, the vehicle is capable of low altitude flight, space flight,
and even atimospheric reentry, with the hover engines acting as
retro-rockets. The lower legs become the bottom of the mecha,
with the upper legs and the hull lying flush with the "shins’ of
the lower legs The arms can be used in this mode, but only
when the mecha is in space, flying or a a complete stop on the
ground. The default position of the arms when not in use in this
mode is paraleling the shin area of the lower legs, giving the
arm lasers a clear, fixed field of fire ahead of the mecha, which
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a0 dlows the pulse lasers to be fired smultaneoudy with the
nose lasrs in this mode. When entering an atmosphere from
gpace, the arms are placed on top of the shins to shidd them
from the full force of reentry. The kneejoint is the rearmost part
of the mecha in this mode, and is engineered to bend this far
pagt verticd only while in this mode. The feet, with smdler
hover pads built in, are now at the front, acting as an aerody-
namic feature aswell as an emergency braking system.

Then there is the Battloid mode. The sensor arrays (with the
nose lasers atached) swivel 90° forward as a unit, becoming a
head cgpable of 180° degree leftright movement. The legs
graighten, and the knee functions similar to a human one. The
particle beam cannons recess into a fixed, Storage position
againg the hull, and the hull becomes perpendicular to the
ground, with the thrusters a the Z4's "backsde™ Doing this
with an old Officer's Battle Pod would have been impossible, as
it would have put the pilot on his back. But, in the Z4 pod, the
pilot's compartment is buried deep ingde the hull, and rotates
during the mode change in the same manner as those found in
other Veritech mecha. Also, in Battloid mode, what had been
the underbelly of the Z4 now becomes the chest. Thisdlowsthe
mecha to present a little-attacked (and therefore, rarely dam-
aged) surface to the enemy, increasing survivability.

While the Z4 owes much of its design to the old Officer's
Battle Pod, its wegpons have undergone many changes from the
old mecha. This is partly because of advances in technology,
and partialy because of its use of a micronized pilot. The short
range missle launcher of the Officer's Pod has been replaced by
asmilar launcher on the back of the Z4, which has triple the ca-
pacity and firing speed. The single hull particle beam cannon
has been replaced by two variable-power models, and the nose
auto-cannons have been replaced by medium lasers, which dso
function as head lasers in Battloid mode. The new arms, having
hands, have alowed the use of gun pods by the Z4 as well.

The REF Heavy Assault Battle Pod
Modd Type ABP-Z4
Class: Veritech; Assault Battle Pod - Zentraedi Type Four
Crew: One, with room for up to three passengers (though not
really meant for it). The rear bench seat does not rotate in the
change to Battloid mode, which means the passengers are
placed on their back in that mode.
M.D.C. by L ocation:
*Main Body — 350 (+100)
PFilot's Compartment — 150
Arms(2) — 200 each
Forearm Pulse Lasers(2) — 50 per set
Particle Beam Cannons(2) — 75 each
Hands(2) — 60 each



GU-XX — 175
Engine Thrusters(2) — 150each
**Sensor Array/Head — 75

Feet(2) — 100 each

Legs(2) — 250 each NN e

\\\\\\

-,

s,

*Underside/Battloid chest has an additional 100 M.D.C. of
amor that must be diminated before atacks that hit it can

penetrate to the main body. Depleting the primary main body
amount shuts down the mecha.
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** Dedroying the sensor array affects the Z4 the same way
destroying an Alphas sensor head would — Radar is re-
duced to 1 mile (1.6 km), main radio and laser communica-
tions are logt (backup radio has a 60 mile/96 km range), and
laser targeting is destroyed (-1 to strike). Vision outside of
the Z4 is reduced to backup video cameras located in the top
and bottom hulls.

Spead:

Battloid Mode, Running: 60 mph (96 kmph)

Battloid Mode, Space: 150 mph (240 kmph)

Guardian/Pod Mode, Running: 200 mph (320 kmph)

Guardian/Pod Mode, Flying: 670 mph (1072 kmph)*

Guardian/Pod Mode, Space: 2010 mph (3216 kmph)

Hovertank Mode, Ground: 360 mph (576 kmph)

Hovertank Mode, Flying: 670 mph (1072 kmph)*

Hovertank Mode, Space: 2010 mph (3216 kmph)

* Maximum dtitude is 100 feet (30 m) above ground level.

Height:

72 feet (21.82 m) in Battloid mode

55 feet (16.67 m) in Guardian mode

24 feet (7.27 m) in Hovertank mode

Length:

24 feet (7.27 m) in Battloid mode

38 feet (11.52 m) in Guardian mode, with arms in default pos-

tion

45 feet (13.64 m) in Hovertank mode

Width:

24 feet (9.09 m) in Battloid & Hovertank modes

33 feet (10 m) in Guardian mode, with arms in default position

Weight: 54 tons without missiles & gun pod, 56 tons fully
loaded.

Cargo: Instead of passengers, up to 1000 1bs. (450 kg) of cargo

can be carried in the back seat area, secured by sraps. The

Cyclone storage bay is directly behind the bench seet, and if

the VR-052 (Battler) is removed, that area can hold an addi-

tional 250 1bs. (112.5 kg).
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Main Engines & Power Source: Uses an REF Protoculture cell

system, but uses Protoculture a twice the rate of an Alpha, 0
16 fully charged cdls will last about sx months. The two
main thrusters of the Z-4 are modified versons of the Beta's
rocket thrusters.

Sandard Equipment: Same as the VAF-6R Veritech standard

& gpecid equipment, with the power supply modified as
above. The reason for the power drain is that, unlike other
REF-specific Veritechs, the Z-4 relies primarily on energy
wegpons, not missiles. A VR-052 Battler Cyclone is standard
issue, but requires the Pilot Maotorcycle or Cyclone skill for
use in Cycle mode by Zentraedi Warrior O.C.C. characters.
In Cyclone Battle Armor mode, Zentraedi Warriors use their
Filot Zentraedi Mecha skill (at -10%), and receive Basic
Combat in al Cyclones as aresult of their earlier training in
Zentraedi Power Armor, treated as an O.C.C. skill (1 leve
over O.CC. levd).

eapon Sysems.

Dual Variable-Power Particle Beam Cannons. These are
smilar to the Particle Beam Cannon possessed by the old Of -
ficer’s Pod, including their limited field of fire, 60 degrees
up/down and 45 degrees left/right. However, the pilot can
choose the power setting he or she wants the cannons to




function at, with the higher settings reducing the rate of fire.
The power setting must be chosen a the weapon's first use in
any specific melee round, and can only be changed once per
round.

The first setting is equa to the Particle Beam Cannons of
the old Tactical Battle Pod and the REF Z1 & Z2 pods, while
the third is equa to the Particle Beam Cannons found on the
old Officer's Pod and the Excaliber. The middle setting d-
lows a compromise between firepowerand rate of fire. Using
seiting #2 as an example, a pilot can fire a totd of 8 blads
with the Particle Beam Cannons, up to his maximum number
of Mecha Combat/Hand to hand combat attacks for the
round. These 8 blasts could be in the form of 4 dual blagts, 8
dngle bladts, 2 dua and 4 single, etc. A tough foe might re-
quire a pounding with #2 dud blasts, while one with heavy
firepower (like a renegade Alpha) might require going with
seiting #3 for aquick kill.

Primary Purpose: Assault.
Secondary Purpose: Anti-Aircraft,

Modes usable in; Guardian/Pod, Hovertank

Mega-Damage: Setting onel 4D10, 8D10 for both. Setting two:
1D6x10, 2D6xI0 for both. Setting three: 5D10+25, 10D10+25
for both.

Range: 4000 feet (1200 m) for setting 1, 7500 feet (2275 m) for

2,

and 10,000 feet (3030 m) for setting 3.

Rate of Fire: Setting one: per pilot's combined hand to hand -
tacks. Setting two: 4 attacks per barrel. Setting threer 2 attacks
per barrel.

Payload: Unlimited.

2.

Primary Purpose: Assaullt.

Range: 4000 feet (1200 m).

Modes usablein: All, with specia use in Hovertank mode.
MegaDamage Single 3D6, Paired: 6D6. Specid: Simultar
neous attack with Nose lasers does 1 D6x10 M.D. totd.

Rate of Fire: As Pilot's combined hand to hand combat attacks.
Payload: Unlimited.

3.

Tri-barrel Arm Pulse Lasers: These are based on those of
the old Femae Power Armor, but are more heavily con-
structed. They can be fired together in any mode, and have a
specia option to dlow them to be fired Smultaneoudy with
the nose lasars in Hovertank mode. To simultaneoudy fire
the arm and nose lasers requires a Wegpon Systems roll at
-30% before firing. A failed roll results in only one wespon
sysem firing, but success means that the weapons will fire
together until the arms are moved or the Z4 changes modes.

Short range missile launchers: Unlike the old Officer's Pod,
the Z4's misdle launchers are located on the top of the fuse-
lage, forward of the thrusters near the Particle Beam Can-
nons. Note that the Particle Beam Cannons are linked to the
missle firing system, and automaticaly swing back to de-
fault position when the missles are fired, to get them clear of
the missiles flight path.

Primary Purpose: Assaullt.

Secondary Purpose Anti-Missile Defense.

Missle Type: Short range (medium warhead) missiles only.
Mega-Damage 1D6x10 esch.

Range: Variesby missiletype; usualy 2-5 miles.

Rate of Fire: 2, 4 or 6. Each volley counts as one atack.
Payload: 9 per launcher, for atota of 18.
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4. Head/Nose Lasars These are smilar to those found on some
Southern Cross Battloids. They can be fired smultaneoudy
in any mode, and have a specid option to alow firing smul-
taneoudy with the arm lasers in Hovertank mode (see #2).

Primary Purpose: Assaullt.

Range: 4000 feet (1200 m).

Modes usablein: All, with specid use in Hovertank mode.

Mega-Damage: Single: 2D6, Paired: 4D6. Specid: See#2.

Rate of Fire: As Pilot's combined hand to hand combat attacks.

Payload: Unlimited.

5 GU-XX 35mm Tri-barre Gun Pod: One GU-XX is da
dard for aZ4, but two may be carried in Battloid mode. Note
that the Z4 hasto deploy its arms in Hovertank mode in order
to fire the GU-XX in that mode.

Primary Purpose: Assaullt.

Secondary Purpose: Anti-Missile Defense.

Range: 4000 feet (1200 m).

Mega-Damage: Short Burst 4D6, Medium Burst 1D4x10, Full

Melee Burst 2D4x 10.

Rate of Fire: Short and Medium bursts count as 1 attack each.

Full Mdee burgstake dl attacks.

Payload: 40 short burgts, 1 Full Melee burgt equals 2 Medium

bursts or 4 Short burdts. One extra magazine is caried in each

leg, and takes 2 actions to change.

6. Optional use of Hand to Hand Combat: Choose the best
type possessed by the pilot, from the following list: Officer's
Pod (either), Veritech Hover Tank, Veritech (Basic),
Destroid (Basic). The Z-4 dso has the following bonusss, in
addition to those from combat training: +1 to Parry, +1 to
Dodge, and +1 to Roll with punch, fall or impact.

Mega-Damage from hand to hand combat attacks - Punch:
2D4, Power Punch: 2D6+4, Kick: 2D4+2, Stomp: 2D4, Body
Block/Tackle: 2D6, Hovertank Ram: 1D6 M.D. per 25 mph
(40km).




Heroes
Throughout the Ages

By Jay Fitzloff and Julius Rosenstein

Optional Setting Information for Heroes Unlimited™

Heroes Unlimited has always presumed within its text that
campaigns take place in current times. Certainly, to do 0 is a
sound decision. Not only is current history the easiest for play-
ers and GM.s to emulate (we live in it), but there are countless
comics, magazines, newspapers and televison series available
to give ideas and be used for reference. The modern world as a
sdting is, for dl involved, the smplest to play in, but perhaps
not the mogt entertaining.

Costumed superbeings in the world of Heroes Unlimited™
have a history going back to World War 11. The heroic ided has
remained, for the most part, consistent since its conception in
those distant days, but the world has not stood ill. Times have

changed, and a campaign or inevitable time traveling scenario
that takes place in the past should reflect these differences.

This article explores the pagt, giving optiona rule modifica-
tions and guiddines to use in the former glory days of
superbeings. The ages and trends given are based upon U.S. his-
tory, the history of superbeings in America outlined in Heroes
Unlimited™, 2nd edition, changes in comic books, and per-
sona opinion. Nothing presented here should be taken as fact,
but instead, consder this a historical extrapolation on what
might have been had robots, mutants and super soldiers been
around since 1920.



The format of this article is to divide the past into ages, time
periods that separate the changing Heroes Unlimited™ world
by trends in superbeings and how the populace perceives them.
Power category modifications, skill changes, and consderations
for the time are listed within each age.

ThePulp Age:
1920-1938

The pulp magazines (so named for the cheap wood-pulp pa-
per that they used) were the successor to the dime novels, and
predecessor to the comic books in providing cheap adventure
dories for the generd public. Although pulps go back to the
turn of the century and continued (to some degree) through
World War 11, the era generally associated with them is from
pogt World War | through the late 30's.

Although there is some overlapping between the pulp eraand
the comics Golden Age, there is generdly a clear didtinction
between the two genres. Pulp heroes were, for the mogt part, not
superheroes. They did not dress up inflashy costumes, the ma-
jority ofthem did not have alter egos and secret identities, and,
although they were brave, tough and smart, with afew notable
exceptions (like the Shadow and Doc Savage) they did not pos-
sess powers and abilitiesfar beyond their fellow man.

Many of the pulp heroes waged battles againgt ganggters,
mad scientigts, and other would-be world conquerors. Generally,
though these villainous types would often head large organiza-
tions or cults dedicated to evil, they were clearly based on fic-
tion. When genuine evil types (like the Nazis) came dong, the
pulp erahad al but ended and been replaced by the comics.

For campaign purposes, three notable things stand out in dif-
ferentiating pulp adventures from early comics 1) A lower leve
of sheer power, 2) Lesser technology, and 3) A lack of women.

1) Although formidable, pulp heroes were not as powerful as
their superhero counterparts. Beside lacking the specid ahilities
of the super-types, the physical and menta attributes of pulp
heroes were sddom beyond the human range (dthough they
were often at the upper end of the scde). In the movie serids of
the 30's and 40’s (which often caught the feel of the pulps), the
hero was often defeated by greater numbers. Although he could
usualy beat a Sngle opponent and give two foes arun for their
money, three againgt one odds generally meant defeat. On the
other hand, superheroes could face odds of five or §x to one and
il expect to overcome their opponents.

2) Even in the few years that World War |l lasted, grest
srides were made in technology. Airplanes began the war with
top speeds of around 300 mph and were supplanted by newer
models that reached over 500 mph, penicillin and other miracle
drugs were discovered, and, in 1945, the atom itsdf was split.
Although the bulk of day to day things were not affected that
much by technologica advances, the experiments and robots
that were 0 common in the comics were much rarer in the
pulps.

3) Although the majority of the Golden Age superheroes
were made, there were some notable female heroes (beginning
with Wonder Woman) who proved that awoman could carry an
adventure gory. In the pulps, however, no female emerged to
dar in her own series. Even the mogt notable women of the pulp
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era (such as the Shadow's love interes Margo Lane and Doc
Savage's cousin Pat Savage) only served as supporting charac-
tersfor their male gar.

Random Power Category Table for the Pulp Age
01-10 Hardware: Electrical Genius

11-20 Hardware: Mechanical Genius

21-25 Magic. Mydtic Study

26-45 Physical Training

46-50 Psychic: Latent Psychic

51-63 Specid Training: Crimebuster (See below)
64-75 Specid Training: Hunter/Vigilante

76-80 Specid Training: Secret Operative/Spy
81-90 Specid Training: Stage Magician

91-00 Specid Training: Super Seuth

For a pulp campaign, the power categories should be modi-
fied as follows:

Physical Training characters were very common in the Pulp
Era Many of the pulp hero types were he-men whose main as-
sets were basad on clean living and two-fisted ruggedness. They
should be toned down a little from their superhero counterparts,
but otherwise be left unchanged.

Mogt of the Special Training types should be essentialy un-
changed except for gimmicks and other equipment (which
should be even less advanced than that of their Golden Age
counterparts, below). However, while the Hunter/Vigilante,
Stage Magician, and Super Sleuth were not uncommon, the Se-
cret Operative was somewhat rare. The Ancient Magter is the
only category that is largely out of place in a pulp campaign,
snce mogt of the pulp heroes relied on old-fashioned fisticuffs
(or, &t mogt, a smattering of jiujitsuy).

Har dwar e characters were aso a saple of the Pulp Era Just
eliminate higher technology when necessary (even more 0 than
the Golden Age).

Magic characters were somewhat uncommon in the pulps.
Although they would remain unchanged by the lessr levd of
technology, in genera, magic in the pulps was far less powerful
than the magic of the comics that would soon follow them. All
four sub-categories (enchanted weapon, enchanted object, mys-
tic study, bestowed) would gl be available but should be toned
down—enchanted wegpons and objects should possess fewer
powers (unless it is amajor artifact), wizards should find learn-
ing and cagting spdls to be more difficult, and bestowed abili-
ties should be limited to Minor Super Abilities and lower leve
Fdls.

Psionic characters were dso rare in the pulps. Those that did
appear were Latent Psionics as opposed to Magter Psionics, and
with powers that were usualy subtle in nature. As to the powers
themsdlves, the Sensitive category was the most common, with
Hedling and Physical powers being rarer, and Super psionics be-
ing virtually unheard of . In al, psionic characters should possess
around the same leve of power as characters from Beyond the
Supernatural™,

Experiments were not very common in the Pulp Era, except
among the villainous mad scientists that the heroes would often
battle. Since the pulp heroes relied more on clean living and be-
ing on the side of good, often they did not fed the need to hedge
their chances with some infernal experiment. Also, most of the
experiments were done with chemicas indead of radiation. As



for the Super-Soldier, that was usualy an option reserved for
mad scientigts, attempting to build an invincible army with
which to conquer the world.

Robotics were extremely rare in the Pulp Era (except as ad-
versaries for the heroes). The only kind that should be available
to players should be Type 1: Robot Vehicles. Type 2. True Ro-
bots might be encountered as minions of adversaries or as help-
ers made by friendly scientists. If encountered, both types
should be extremely primitive and smpligtic. Types 3 and 4
should not exist because the technology to create them had not
been developed yet.

Aliens, Bionics, and Mutants should be virtualy unheard
of.

Mega-Heroes should be used very sparingly (at most) or not
at al (more likely). Because Pulp Era heroes are s much less
powerful than even norma superheroes, Mega-Heroes could to-
tally upset campaign balance.

In generd, most Pulp Era heroes tended to be either Physicd
Training, Specid Training, or Hardware types, with the occa
sional Magician or Psychic, and the rare Experiment or Robat.

SKkill Changesin the Pulp Age

The following skills are generaly unavailable in these times:
Computer Hacking, Computer Repair, Computer Operations,
Computer Programming, Lasr Communications, Navigation:
Space, Paramedic, Pilot Helicopter, Pilot Hovercraft, Pilot Jet
Aircraft, Pilot Jet Fighter, Pilot Jet Packs, Pilot Water Scooter,
Radio: Satdllite, Robot Electronics, Robot Mechanics, SCUBA
(could be replaced with a Deep Sea Diving kill), T.V. & Video,
W.P. Energy Pistol, W.P. Energy Rifle, W.P. Heavy Energy
Weapons.

Characters should not be able to sdlect these skills unless
they have a very good reason to do so (“No one has a helicop-
ter? | invent one!™). If a character's chosen occupation or skill
program includes one of these ills, the player and the Game
Master should work together to come up with a suitable replace-
ment.

The following skills have some specid condderations to
keep in mind when playing in these times. Military: Nuclear, Bi-
ological, & Chemica Warfare is essentialy the same, but with-
out any knowledge of nuclear weaponry. Hand to Hand: Martia
Arts and Body Building & Weight Lifting should be quite rare
in comparison with today, as such thingsjust weren't as popular
as they are now.

Special Training: Crimebuster

In times when super abilities were unheard of, the yen to put
on amask, cape and costume remains. These characters have no
powers, nor anything unusual about them other than an over-
zealous urge to knock out crime. This character type dso makes
for a good non-powered teen sidekick, which Golden Age
heroes often attract.

Sep One: The Usual

Attributes:. Determine the eght atributes as usud.
Crimebusters need not be smart or charming, but the out of
shape and infirm rarely choose this path in life. In addition to
any atribute bonuses gained through physical skills, the player
may add a +1D4 to one of the following attributes: P.S,, P.P,
P.E. or PB.
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Hit Points. P.E. atribute number +1D6 per level of experi-
ence.

SD.C.: Putting themselves on the front line has certainly ed-
ucated this character on the finer points of how to take a hit. In
addition to any SD.C. gained through physcd <kills the
Crimebuster dso gets a one-time bonus of 1D4x10+10 SD.C.

Sep Two: Education & SKills

The Crimebuster can come from any socid strata without it
affecting his night life in the leest. The character has probably
had his mind st on being a masked vigilante since his youth
and has chosen skills and training that might help in his secret
career. Roll Education as usud, adding one beginning bonus
program, either Physical/Athletic, \Weapon Proficiency: Ancient
or Weapon Proficiency: Modern, to reflect the character's desire
to be a Crimebugter.

Other Stuff

Alignment: Any aignment may be chosen, but a true
Crimebugter tries to stop injustice, not cause it.

Structural Damage Capacity (S.D.C.): As noted previ-
oudy.

Hand to Hand Combat: Combat skills are not automatic.
They must be selected as learned skills.

Attacks Per Melee (Hand to Hand): All heroes automati-
cdly get two atacks per meee Additiona attacks can be ac-
quired through hand to hand combat skills and boxing.

Weapons and Armor: Practicdly a must for the
Crimebugter. Anything they can legdly (or safely) get their
hands on that will stop criminals is aok with this character.
Crimebusgters are aso notorious for having one specid gimmick
weapon or device. Game Magters and players should work to-
gether to come up with such an item, or use Ninjas and
Super spiesto get some idess.

Available Resources. This character has saved up
3D6x1,000 dollars for the day he would begin his vigilante ca-
reer. Thereis dso a 01-95% likelihood that the Crimebuster has
his own car, usually a brand new hot rod of the era. All this as-
sumes the character is eighteen or older. If the Crimebudter is
being used to make ateen sdekick, then he relies entirely upon
his mentor for financial support.

Special Combat Bonuses: In addition to any combat bo-
nuses gained through Hand to Hand and physica ills, the
Crimebuster dso gains a +1 bonus to ether srike, parry or
dodge (chosen by the player) at levels 2, 4, 7, 9, 11, 13 and 15.
This represents the characters devotion, training and ability to
aways learn new tricks.

Experience L evels. As Specid Training.

Condderations for the Pulp Age

A very big reason the emergence of the masked crimefighter
occurred in these times was Americans having much more of
something they didn't in the past — free time. The 1920s were a
proud and prosperous time. America had just helped to win
World War | and the economy was very srong. Everyone was
making akilling in the stock market, while increased industrial-
ization was saving men and women dike from many
time-consuming chores.

The people with the most idle hours on their hands were
those with the most money; the upper class. Heroes of the Pulp



Age would mogt likely be dilettantes, successful entrepreneurs,
or stock whizzes. Savings and income levels should be some-
what high, with the player characters never having to worry
where their next paycheck is going to come from. Of course, dl
of this would be changed on a certain black day in 1929 (unless
the heroes stop the evil organization plotting the destruction of
the American economy — justa thought).

It may seem that the range of characters is severdly limited,
congdering the limited number power categories to choose from
and lack of super abilities. If the G.M. feels this to be true and
can handle a little extra work, many of the Psychic Character
Classes from Beyond the Supernatural would be gppropriate
additions, perhaps as replacements for the Latent Psychic. Also,
most of the Ninjas & Superspies O.C.C.'s make great substi-
tutes for many of the Specia Training classes.

Adventures in the Pulp Age should be heavy on ganggterism,
crime syndicates, mysticism (especialy Adan), and mystery
solving. To be an effective hero in these times not only requires
brawn, but aso brains, finesse and charm.

A large American city, real or fictional, is the usua setting
for adventures in the Pulp Age, but popular fiction of the time
aso had a penchant for continental traveling and logt civiliza-
tions. Player characters shouldn't be surprised to find them-
sves involved in mysteries that require travel to the deepest
jungles of South America, the pyramids of Egypt, or the bus-
tling markets of the Orient.

The Golden Age:
1938-1950

The Golden Age of Comics began in 1938 (with the first ap-
pearance of Superman) and lasted until just after the end of
World War 11. Many of the heroes of that era tended to be a bit
smpligtic, perhaps atadjingoistic, but definitely very patriotic.

With a few notable exceptions (such as Superman and
Sub-Mariner), these heroes would not necessarily be as power-
ful as the later generations that would follow them. However,
these heroes were seldom bothered by moral dilemmeas; they au-
tomatically assumed that they were in the right and were often
willing to do whatever was required to enforce their idess of jus-
tice.

Also, during this time, the attitude toward the government
was much more trusting. Unlike recent movies and televison
where some covert government agency are the villains, back in
the Golden Age of the 40’s, the American people trusted their
government more. Government agents were regarded as heroes
in the comic books. The FBI was adways on the sde of the
superheroes, severd of whom were to receive congratulations
and a handshake from the FBI director, J. Edward Grover (or
some other thinly disguised name for J. Edgar Hoover).

A major theme of this era (particularly after America entered
the war) was aiding the war effort. Many of the criminds, gang-
gers, and mad scientists thet first appeared in comic books were
supplanted by far more hateful adversaries — the Nazis and
their minions (Spies, saboteurs, fifth columnigts, &tc.).

Because many men were risking their lives in going to war,
the comic books downplayed the role of their heroes in actua
combat. Generadly, the superheroes of that time would either re-

main at the home front (at the government's request) battling
againg spies and saboteurs, perform covert missions behind en-
emy lines (while keeping a low profile), or put their superhero
career on hold and enligt in the service in their civilian identity.
However, the comic books did their part to aid the war effort
by promoting paper drives and sales of war bonds. Thisis in ad-
dition to their propaganda value and morade boogting efforts.
There were severa comic books where various patriotic heroes
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would haul offand deck Hitler before Gestapo reinforcements
would ultimately force the hero to fight his way out of the Nazi
stronghold. '

Shortly after World War |1 ended, so did the Golden Age of
comics. Due to poor sdes many comic heroes fell by the way-
gde. Although some heroes continued their careers battling
criminas and other forces of evil, after battling Nazis, other
menaces paed in comparison (particularly for some of the
superpatriotic types that were created specificaly for the war).

For game purposes, certain characters should be modified to
reflect the less advanced technology of 50-some years ago.
Among the major disparities between then and now (besdes
wegpons being less powerful) were trangportation, communica-
tion, and medicine.

Since this was before jet aircraft, supersonic flight, and even
freeways, travel time was longer than now. Trips that take hours
today would often require days back then. The dtate-of-the-art
methods of communicating were through telephone or radio,
both of which were subject to datic. Many diseases which have
now fallen by the wayside were commonplace and life threaten-
ing back then, and the most advanced facsimiles of a computer
were adding mechines. Many things that contemporary charac-
terstake for granted would il be years away.

However, the GM. may wish to dlow scientific bresk-
throughs in his campaign. Comic book technology is generaly
more advanced than that of corresponding red-life. Many Nazi
sdentigs in the comics would unleash some high-tech
superweapon that would win the war for the Axis if a superhero
had not been there to foil the scheme.

J&ts rayguns, super-explosives, letha gases/poisonsiviruses,
and many other implements of mass destruction which would
not appear in red life for years (or, in some cases, have not yet
been developed) would ether threaten the Allied war effort or
become the superwegpon that the hero would use to battle the
Axiswith.

A GM. that doesn't want to rewrite history can smply use
the same excuses that the Golden Age superheroes used — the
wegpons had to be kept from public knowledge for the war ef-
fort, were one-of-a-kind prototypes, and were devices that man-
kind was not yet ready for, were among the most frequent
reasons that such technology did not become commonplace.

Random Power Category
Table for the Golden Age

01-10 Alien (see Condderations below)
11-20 Atomic Powered (Only after 1945; see Considerations be-
low)
21-30 Experiment; Super Soldier
31-40 Hardware
41-50 Magic
51-60 Mega Hero
61-70 Physical Training
71-80 Psionics
81-90 Robatics (see Congderations below)
91-00 Specid Training
The power categories should be modified as follows:.
Aliens are essantidly unchanged. Since their technology is
aready more advanced than the technology of that era, they will
be unaffected by the change in tech level.

Bionics did not exist back then. Other than anything brought
to Earth by diens, Bionic characters should not be alowed.

Experiments were common in the Golden Age. However,
more was done with chemicas than with radiaion so the origin
tables should be modified. Also, Since there was awar going on,
the Super-Soldier option should be more common.

Hardwar e characters were a stgple of the Golden Age. Just
eliminate higher technology when necessary (such as the Ana
Iyticd Genius’s ECM, the Electricd Geniuss Computer
Hacking, and much of the vehicle options).

Magic characters should aso remain unchanged by the level
of technology.

Mutants should be virtually unheard of until 1945. Since the
major cause often attributed to mutation is falout, mutants in
the pre-atomic energy Golden Age should be very rare.

Physcal Training characters were very common in the
Golden Age and should be unchanged from those of contempo-
rary times.

Psonic characters should dso be unchanged from their con-
temporary counterparts.

Robatics were far less sophisticated in the Golden Age. Al-
though every type except android should Hill be allowed, the
higher tech features should be replaced where necessary (i.e la
ser weapons replaced by flame throwers, hover jets replaced by
propdlers, ec.) and Artificid Intelligence should be dmost un-
known.

Special Training should be essentidly unchanged except for
gimmicks and other equipment (particularly for the Secret Oper-
aive and the Super Seuth).

Mega-Her oes should be used sparingly. Because World War
Il vehicles are not as fast and possess less firepower than their
future counterparts, some heroes may find themselves relatively
more powerful in comparison.

In genera, most Golden Age superheroes tended to be either
Experiments, Hardware, Physicd or Spedid Traning types,
with some Robots, Magicians, and Aliensin their ranks, and the
occasiond Psonic or Mutant.

Super Ability Changes
in the Golden Age

The following Super Abilities are unheard of in these times:
Body Weapons (minor), Bio-Ghogt (mgor), and Disruptive
Touch (mgor).

Some modifications for Super Abilities in the Golden Age
are. Horror Factor (minor) should only be available to villains,
or to heroes if it is only effective againg villains. Control Radia
tion (mgor) is only available to the Atomic Powered Hero.
Mechano-Link, normally considered a major power, should be a
minor super ability in the Golden Age dueto its limited applica
tions.

ill Changesin the Golden Age

The following skills are generdly unavailable in these times:
Computer Hacking, Computer Operation, Computer Pro-
gramming, Computer Repair, Laser Communicetions, Naviga:
tion: Space, Paramedic, Pilot Water Scooter, Radio: Sadllite,
Robot Electronics, Robot Mechanics, SCUBA



Also, Hand to Hand: Martial Arts and Body Building &
Weight Lifting are rare for the same reasons a they were in the
Pulp Age. T.V. & Video is in its formative gages during the
Golden Age and anyone with this skill would start with a base
of 10%. The Nuclear portion of the Military: Nuclear, Siologi-
ca & Chemicd Warfare skill would most likely not be available
knowledge to any character until after 1945.

Congderations for the Golden Age

Running a proper Golden Age campaign or adventure can be
very difficult, requiring patience and cooperation between the
players and the Game Mager. With super abilities, guns,
mega-heroes, and World War |1 right around the chronological
corner, it becomes very easy to dip into the more violent gam-
ing nature we are accustomed to.

Was there horrible violence in those days? Absolutely. Was
this violence portrayed in comic books? Absolutely not. No hero
would ever kill in the Golden Age. Even the grimmest of heroes
would not take a life, but if an evil person died by accident
while fighting them, they might not show any remorse.

Superbeings and costumed heroes being so new to the public,
their exploits usually gained a positive reection. It dso helped
that superbeings were amost invariably very good looking. All
Golden Age heroes gain a+1D4 to their P.B. attribute. No mat-
ter their physica beauty, they will probably be regarded as
handsome or beautiful while in costume.

Heroes of the Golden Age are always human in form and ap-
pearance. Most will adopt a secret identity that will never be
discovered by the public (though there will certainly be close
cdls). Alien heroes have to be human-like, humanoid, or hu-
manoid artificial life forms. Robot heroes will mogt likely be ve-
hicle or exaskeleton types, as android technology didn't exist
yet. Powers that change the hero's form are likely to be aestheti-
caly and cosmetically appedling to others. It is aso very likely
that a hero will attract a youthful sidekick that has many of the
abilities of the mentor, abeit weaker and less devel oped.

Villains of the Golden Age are usudly ugly and strange in
appearance. The mog likely foes for a heroic team in the
Golden Age will be diens of inhuman appearance, mad scien-
tists, clunky robots, gangsters, people from the future, and Nazis
and Axis powers. The human villain with super abilities won't
be making an appearance until the Silver Age.

Adventures in the Golden Age will most likely revolve
around two themes. The first, stopping the crime and mad
schemes of loca evil-doers. Secondly, helping Allied troops
overseas win the war. The Germanswill certainly think up many
new outlandish plans to destroy the free world and it will be up
to the heroes to sop the devilish fiends.

The Atomic Hero

After the dropping of the atomic bombs on Japan, a new type
of American hero will emerge — the Atomic Powered Hero.

The Atomic Hero is made up like either an Experiment or
Mutant (player's choice). Since "atomic energy has no negative
dde" however, any mutations or Sde effects rolled by the
player do not have to be taken if unwanted. Also, any effects or
powers that would normally blemish the character's physical ap-
pearance do not do so. Also, a hero with the Control Radiation
Super ability never has to worry about poisoning others. After
al, “radiation is your friend." It helped win the war and will
someday solve dl the world’s problems.
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TheDecline:
1950-1960

The post-war populace quickly began to lose interest in the
superbeings that a decade before had captured their hearts.
Many conddered it an dready-passed fad. The heroes of the
past were retiring and few new costumed crusaders, perhaps be-
cause it was no longer in style, were taking their place. America
had a new thrilling pastime that the superbeing couldn't com-
pete with, caled television.

The power category, skill and super ability adjustments are
largely the same during the Decline as they were in the Golden
Age, but many superbeings in these times will be leftovers from
the old days. New heroes made in these times should have a
theme that coincides with what was popular in comics of the
day: horror, romance, westerns, and war.

The adventures in the Decline will either be of a supernatu-
ral, weird west, or war theme. The heroes will be more likely to
face a psychoticdly insane commando who lives in a haunted
manson daop an Indian burid ground, than a good
old-fashioned alien wanting to subjugate the human race. Of the
few old enemies that do show their faces, most will be card car-
rying members of the new great threat against America known
as Communism.

In fact, it's likely that al of the hero's adventures will be
againg, have been plotted by, or related somehow to the Com-
munist Party. The characters themselves may be accused of
helping the ever-infiltrating red scare. No one is sure how to tell
if someone is a Communigt, none can say what the gods of the
Commies are, and most are unsure why we hate those damnable
reds so much. But they know they're out there, laughing at us
and plotting to overthrow our capitalist ways. If that's not
enough reason for a group of heroes to go after someone, what
is?

The Slver Age:
1960-1970

What brought about a renewed popularity in the costumed
crimefighter and the superbeing can't be said for sure. The most
likely reason was the emergence of the super villain. Previoudy,
anyone with super abilities became a hero, and helped fight
other worldly and nationa threats, but many were now turning
to a life of crime. The only people able to stop such powerful
menaces were the heroes that the people had been ignoring for
the past years. Along with need came renewed popularity. With
the possibility of nationa fame (or infamy), many new and long
forgotten heroes and villains dtarted coming out of the wood-
work.

Power Categories, super abilities, and the skill selection pro-
cess in the Silver Age is as outlined in Heroes Unlimited™,
2nd Edition. Players and G.M.s dike should keep in mind that
many skills, most notably those dedling with computers, were
quite different in the 60’s from what they are today. The Game
Master may want to make some skills unavailable as Secondary
choices, as it is unlikely that anyone could acquire them as a
hobbyist.



Wheress the heroes of the past had two words that could de-
scribe most of them, "Caucasan Americans,” heroes of the Sil-
ver Age suffer no such easy didinction. All races are equaly
likely to gain super abilities. Also, superbeings begin to appear,
or be noticed, in other nations besides the United States. Almost
every country of the era has its own nationa hero, usualy with a
flag-based costume.

The completely principled hero and utterly diabalic villain
begin to fade away in the Silver Age. The good and the bad
dike have wesaknesses that come with their powers, persond
lives that interfere with their plans, and strong emotions that
cause them to think about what they are doing and why. Insanity
rules, if they haven't been used previoudly, should be introduced
inthis era

Adventures in the Siver Age run the full gamut of possibili-
ties, from bank robbers to forces threatening the safety of the
universe itsdf. In the pagt, diens and beings from other planes
of existence invaded Earth, but now, heroes arejust &s likely to
go to these other planets and dimensions themsdves. Traved to
dternate Earths is another likely event for heroes in this era, and
team-ups with their Golden Age counterparts an dmogt cer-
tainty.

The Bronze Age:
1970-1980

During the Bronze Age, the proliferation of superbeings con-
tinues dong the course laid out in the Slver Age. What makes
this age worthy of a separate classification is that heroes and vil-
lains who survive through it will later be asking themselves,
"Wha were we thinking?' Fads and fashion catch up with the
superbeing as bell-bottoms, large collars, platform shoes and
tie-dyes replace the traditional spandex costume. Other than

28

faux pas made in outfitting themselves, heroes may notice their
world going under some non-cosmetic changes as well.

New heroes that push the envelope of what is conddered to
be a"good guy" begin to gppear. The anti-heroes that are will-
ing to put a villain out of commisson permanently come into
conflict with the heroes of yesteryear who fedl this is going too
far. The Crazy Hero will make many wonder if a person who
sometimes can't control himsdif is capable of safely administer-
ing judtice. Horror heroes, which gain their powers from dark
forces but try to use those ahilities for good, dso arrive on the
scene, and ingtantly have abiasto disprove.

Martia artists become more popular than ever, with many
heroes and villains knowing a style or two. The Bronze Age is
the perfect time to begin introducing O.C.C.s from Ninjas &
Superspies™, &s it hasn't been since the Pulp Age that Oriental
Mysticism has been spreading its charm into O many of the
character's adventures.

Many of the hero's adventures in the Bronze Age are going
to end with no dear winner. Death of mgjor non-player charac-
ters in story lines is a definite possibility. So is the characters
having to sort out amongst themselves how to ded with grey ar-
ess such as drug addiction, acoholism and poverty. Many times,
the group may find there is no answer and they'll just have to do
the best they can, which will never be enough.

The Modern Age
1980 tothe Present

This age encompasses everything that we expect and love in
comics today. No changes or era consderations are needed to
run a successful campaign in the Modern Age. For those playing
a group of heroes through many ages, however, some thoughts
on the heroes of today are given.

Costumed heroes and the superbeing have never been as pop-
ular in the eye of the public as they are today. Such an opportu-
nity for fame has brought out champions by the hundreds. If a
character redly wants to make a splash in the Modern Age,
he/she had better have a gimmick, a cocky attitude, and most
importantly, marketable abilities. Super strength adone is practi-
cdly an old shtick today. But combine super strength with being
an accomplished weapons master, having a mysterious pad,
gruff mannerisms, and a cool cosume... well, now you're get-
ting somewhere.

The adventures of today usudly involve modern twists on
old dasdsics, government conspiracies, and for some reason, Na-
zis. Grim, gritty, and convoluted are the key words when the
characters have come this far and built up so much back history.

And if that doesn't work, characters get their past erased and
gtart fresh, usudly with a new flashy costume.

Two looming concerns that any G.M. running a campaign
through the ages would have are not detailed above: economic
fluctuations (differing prices, employment, dtarting cash for
player characters, and s on) and technology. There is no con-
cise way to do s, but any Game Master wishing to be higtori-
cadly accurate can easily find a cache of information a any
library or bookstore. A game that takes place in the past can ess
ily be given athick atmosphere withjust atouch of detail.



A smple way to handle prices of the past would be to make a
best guess a what fraction things would cogt in those times,
then adjust al prices, garting funds, and incomes to that level.
For example, it wouldn't be too far off to say that people in the
1930’s earned about 10% of what we are paid today. All prices,
then, along with incomes and starting cash could then be cut by
one tenth. Yes, it would end up the same just leaving dl the
prices as is, but it wouldn't feel the same.

Note dso that Modern Age heroes who are time traveling
will find their paper currency regarded as counterfeit by anyone
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prior to 1970. Quite simply, money looked and felt different
back then, and the farther back in time you go, the less it looks
the same. Coins might be a bit easier to pass off, but not by
much. Those with intent to make a chronologica jump should
find dternate sources of funding.

Lower technological levels, a subject touched on previoudy
by skill limitations, should aso be a high consderation when
running adventures in a pagt time. Computers, for example, that
were cutting edge ten years ago aren't even good as paper
weights today. Heroes with ahigh intelligence should be given a
knack for building previoudy unheard of devices and wespons,
with Hardware, Robotic, and Bionic characters being a the top
of the hi-tech heap. Keep in mind, however, that inventors usu-
aly have an eye to the outlandish. An energy weapon could be
mede to look like any other gun, but why do that when a
brightly colored, multi-pronged thing with many flashing lights
IS S0 much more fearsome.

TheFuture:
Tomorrow and Beyond

One of the more common aternatives to a contemporary set-
ting seems to be adventures st in the future, generaly 21st cen-
tury and sometimes after some type of apocalypse (either natural
or man-made).

These adventures may just be adjuncts to the main campaign
and culminate with the player characters returning to their own
time after they have completed their tasks, or they may be an in-
tegra part of the game.

Sometimes, the characters are native to the future environ-
ment (like most Rifts® characters) and remain there. In dther
caxe, campagns like these are frequently noted for advanced
technology and high-powered characters.

In general, stience-based characters may be more powerful
man their 20th century counterparts. It is fair to assume that Bi-
onics and Robots will have improved, and that vehicles, weap-
ons and other high-tech gimmicks will have kept pace. Thus,
characters native to the future may possess mobility, firepower,
and other abilities that their predecessors could only dream of.

Also, the science of the future may have continued Experi-
ments to increase the human potential and resulted in more pow-
erful beings. It is quite possible that psionics will have become
more accepted and that interaction with Aliens and/orMutants is
more common as well.

The only characters that may not necessarily benefit from the
advanced science will be those who are magic-based or have
had Physical or Specid Training.

Unless natural laws have changed and magic makes a come-
back (like it did on Rifts Earth), the people of the future may re-
gad Magic characters with anything ranging from awe to
ridicule and dishelief. As for the characters that rely on their
training, if the training methods of the future have not kept up
with technology, it is possble that these folks may fall behind
their colleagues who can better utilize the devices of the future.
In addition to its appedl to power gamers, futuristic superheroics
can have inducements to role players as well. Two such recur-
ring themes are: 1) Future Shock — It might take some doing
for 20th century superheros to get used to the future. For exam-
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ple, the hero who gained his powers from an experiment discov-
ers that the experiment is now a standard procedure and, instead
of being unique, there may be a whole legion of future counter-
parts with powers that equa (or surpass) his, or the hero who
learns that his robot battlesuit which was state-of-the-art back in

his own time is now considered woefully obsolete. Thus, these
characters who were far mightier than their friends in their own

time now find themsdlves surrounded by people who outstrip
them in power.

Thisin turn can lead to the other theme: 2) Superior Attitude
— It has not been uncommon for comic book superheros who
wind up displaced in time and/or Space tojoin up with an osten-
sbly more advanced people and lead them to victory over a
powerful adversary. Although this may happen smply because
the hero does something that no one ese thought of doing
(dnce, in the future, this action is smply taken for granted),
generdly this victory occurs because the hero has a strong will,
mord integrity, and the strength of his convictions to overcome
the greater might of his foe. Often, his atitude and actions will
inspire his dlies into changing their attitudes more in line with
his.

Since the future is a blank date, G.M.s have free rein to cre-
ae whatever setting they want for the campaign. Possibilitiesin-
clude (but are not limited to): a Utopia being threstened by
criminals/rebels/dissidents that want to overthrow the peaceful
government, a ruthless world order that is somping out ress
tance to ther tyranny, a world at war with dien invaders, or
conversely, one that has dready been conquered and needs
heroesto lead the rebellion.

For thelatest news & updates,
check out Palladium On-Line
— www.palladiumbooks.com
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The
Rahu-Man

An In-Depth Study

Optional Rulesand Information
By Peter Finin

For hundreds of years, legends have been told of the yeti, or
abominable snowmen, that populate the Himaayas. In many of
these dories, the yeti are foul tempered, violent, dim witted, and
smdl horrible. In the period of time after the industrid revolu-
tion and before the Coming of the Rifts, close encounters with
these creatures al but stopped. Sightings of giant, white-furred
humanoids and of huge footprints continued, however, right up
to the Great Cataclysm. Many spent years in search of the yeti,
as well as other creatures, such as the Sasquatch, or bigfoot, of
the American northwest, or the mapinguari of the Amazon. All
either failed, or disappeared while in remote, mountainous re-
gions. Of course, disgppearing is not an uncommon occurrence
for people who spend lots of time in such terrain.

Unsuspected to dl but a few "quacks" the Himaayas were
actually inhabited by giant humanoids. The truth, however, was
far different from what anyone suspected.

History

Homeworld

The Rahu-men were origindly from an ancient dimension,
where time moved a a different rate than it does most places in
the Megaverse. The world of the Rahu-men was one of larger
scae than ours, full of towering mountain ranges that put the
Himalyas to shame, valeys which plunged miles into the
ground, expansve oceans, large megafauna and some impres-
Sve megaflora, in the tropica regions a least. This world aso
had a thinner aimosphere than that of Earth or the Paladium
world, and was significantly cooler as well, with snow on the
ground almost year round everywhere except for a few equato-
rid valeys. Mot of the truly large megafauna had been hunted
into extinction early in Rahu-man higtory, athough a variety of
cregtures wandered their world that would dwarf most Earth
cregtures.

Early on in their evolution, the Rahu-men developed some
psionic ahilities. These developed hand in hand with their cul-
ture, much the same way that the capabilities for abstract
thought and speech developed hand in hand with pre-historic
human civilizations. The Rahu-men soon spread out of the few
equatoria valleys they evolved in, due to population pressures,
and grew across the face of their mountainous, bleak world.

The Rahu-men were well adapted to their world, its climate,
amosphere, and eco-system. Mogt of them made a living herd-
ing various smaller mammals, similar to the goats and sheep of
Earth. Mogt of their earlier societies were composed of smal,
warlike city states and bands of nomads. The majority of early



Rahu-men were warriors, or a least capable in the arts of war,
much like Earth's ancient Greeks and nomadic warrior native
Americans. The Rahu-men were highly intelligent, and were
quite fond of games of thought and strategy, Smilar to chess and
go, as well as athletic competitions, and contests of strength and

prowess, which were al seen as being key to magtering the arts
of war. Among their martid pursuits were severd systems of
martial arts, known collectively as “Aslyl Okta,” developed at
the top of their world, in the pesks of their tales mountain
ranges.



The Rahu-men eventualy forged a planet-wide civilization,
and dl but ended the drife and intermittent warfare that had
plagued them for so0 long. This civilization saw tremendous ad-
vances in technology, magic, psychic abilities, religion, culture,
philosophy, and dmog al aress of peaceful endeavor. This
peace lasted severd thousand years, during which the vest mar
jority of Rahu-men led an idyllic life. Warfare and combat
ceasad to be a staple of life for al but a few, and eventudly be-
came specters of the padt.

The megaverse isn't that nice of aplace.

Unfortunately, this peace was broken, as the Rahu-men’s
world was discovered by the Mechanoids. The peaceful
Rahu-men were quickly decimated, and, athough they adapted
well and quickly relearned the arts of war during their last sev-
erd years they were amost exterminated. A few hundred
Rahu-men from an isolated, relatively backwards, mountainous
herding community managed to escape through a dimensiona
rift (a new type of magic developed after the Mechanoids made
their appearance). They ended up on the Palladium world, right
after the time of chaos.

A New World

The Rahu-men had brought some of their technology with
them. Unfortunately, most of it had to ded with war, as they had
been fighting for roughly 20 years before they left, and almost
everything and everyone was dedicated to the war effort. They
lacked the necessary materials and machinery to develop an in-
dustrial machine, and much of their technological devices soon
rusted away or ran out of power/fuel. The difference in the time
flows of their dimension and this new one had some strange f-
fects on these giants. Their life gpans were more than doubled,
despite the loss of much medica technology. They quickly
adapted to sheep and goat herding, and took well to the climes
of the mountainous areas of the Palladium world.

These Rahu-men quickly came into contact with other spe-
cies and cultures of the Palladium world, and soon became well
known for their impressve magica knowledge and psychic
abilities. Although they lost many of the skills and knowledge
necessary for advanced technology, they retained knowledge of
advanced mathematics, and basic knowledge of how the world
works (basic physics primarily), which led to them dso becom-
ing sought after sages and wise men.

The Rahu-men flourished again, but much had been log. Be-
Sdes their knowledge and technology, much of their culture was
dso forgotten. The first generation of Rahu-men to live on the
Palladium world had been disllusoned by the Mechanoids” at-
tack. All of their achievements, their peaceful ways and civil be-
havior had not helped them. Their gods had not come to their
ad. Ther efforts at defense had proven too little, too late. Thus,
much of their traditions, and dl of their religion and history was
not passad on to subsequent generations, and their history soon
faded into the mists of time. It seems only the starkly useful
pieces of their culture remained - the martid arts, herding tech-
niques, and undecorated craftsmanship.

A particularly civilized group of ogres had lived near where
the Rahu-men first appeared on the Paladium world, and many
of their customs and skills were passed on to the Rahu-men of
subsequent generations, including cannibaism, carpentry, and a
love for intoxicating drinks and other drugs.

The bitter attitudes of the first refugees were perpetuated
throughout many generations of Rahu-men, who refused to take
part in any religious matters, and who were plagued by bouts of
depresson and acoholism. This lead to the Rahu-men being un-
able or unwilling to adapt to the changing power structures of
the Palladium world. A group of humansin the Western Empire
darted acampaign againg the Rahu-men, who served as compe-
tition for human workers. The Rahu-men were sronger than hu-
mans, adlowing them to be better laborers, and had an extra st
of limbs, which alowed them to make better craftsmen than hu-
mans. The cannibalism of many of the Rahu-men was widely
touted as proof of their barbarism. A campaign of propaganda
was darted, portraying the giants as baby-eating mongtrosties,
resulting in many of the giants being treated poorly, from being
denied work, to being attacked by large groups of armed men.
After severd years of extreme prejudice towards the Rahu-men,
acampaign of extermination was launched by the humans.

The Rahu-men retreated to the mountains, where they had
Stlements from the beginning of their stay on the Paladium
world. Their numbers dwindled & their reputation as
child-esting mongters continued amongst the growing human
populaion. Many Rahu-men became solitary hermits, tending
their own herds of sheep of goats, and having little contact with
other beings.

A smal group of Rahu-men ended up in the Algor moun-
tains, and began to again delve into religious matters. A large
minority of their smdl populaion soon switched to a monadtic
life style, devoting much of their time to philosophy, religious
concerns, and the perfection of the amagam of martid arts
forms which had survived from their home world. They were
relatively isolated, but did manage to maintain some contact
with other small Rahu-man communities scattered about the
mountainous regions of the Palladium world.

Earth

One group of Rahu-men, led by a mystic by the name of
Rasheen, ended up traveling through a dimensiona porta to
Earth, circa 12000 B.C. They quickly adapted to their new
home in the Himaayas. They decided to keep al contact with
the loca humans to a bare minimum, suspicious after their prob-
lems with the Western Empire on the Palladium World. There
was, however, aproblem on this new world. A virus common to
Earth proved dangerous to a smdl portion of their population,
and infected many, who were dubbed the “Malduk”. It was gen-
erdly contracted as an infant, and would stunt growth, and
cause deformity, mental retardation, and an early death. The
Malduk individuas were generdly banished a a young age, as
they tended to be violent, not to mention foul smelling. These
Rahu-men caused tales of aggressive, hairy giants among the lo-
ca human population. The Rahu-men watched the humans, but
kept themsalves unseen using magic and psionics. Time passad,
human civilizations rose and fell, and the Rahu-men sayed rela
tively isolated. Eventually, they began to initiate contact with in-
dividual traveers, hermits and other humans. As human contact
became more acceptable, the Rahu-men developed adesreto be
able to venture into human culture. Still very wary of reveding
their presence to humans, they developed mystic techniques for
venturing into human areas undetected - illusory spells, meta-
morphosis, mind clouding techniques, and even, occasiondly,



smply astounding stedth abilities. Through these means, sdlect
individuals managed to walk among the human socities.

Even as the Rahu-men adopted some of the culture of the hu-
mans who lived near them, they had a profound, although
mostly unnoticed effect in return. Much of their philosophy
found its way into human religion in the area, as did a few of
their myths. Ther martial arts systems even managed to rub off
on afew humans - Rahu-men will claim that the Shao-lintemple
was ingpired by the visit of a few humans to a Rahu-man mon-
agtery. Much of Buddhism and Taoism were similarly inspired,
or partialy derived from Rahu-man culture, religion, and philos-
ophy.

That the monks in the Rahu-men temples were trained as
warriors was an oft contested point. Many argued that the mar-
tid aspect was totally beside the main point of inner contral,
mystic development, and, most importantly, peace and serenity.
Indeed, among the masters, it was often maintained that these
aspects were in conflict. Nonetheless, training continued, as did
the debate, for thousands of years.

Even as Rahu-men were mixed up in Eastern culture, small
groups of them were scattering about the globe, and communi-
ties were founded in other mountain ranges about Earth - the
Andes, Rockies, and the Alps. Most of these were formed much
too late to have such a profound impact on human society as
they did in the Eagt.

With the advent of the industria revolution among the hu-
mans, and the subsequent improvement in medica techniques,
the Rahu-men quickly picked up on the concept of a vaccine,
and al but wiped the Malduk out. This grea triumph was
widely celebrated, and encouraged the Rahu-men to continue to
watch the developments of the humans with interest, even
though they lacked the industrial base needed to duplicate many
of them.

Religion

Many Rahu-men follow what appears to be a strange mix of
Buddhist and Taoigt teachings and philosophy, with alittle Zen
thrown in. They generaly believe that it is each person's duty to
somehow make the world a better place, and to come to peace
with themsdlves. They believe that people who manage to reach
Nirvana ascend to some higher plane of redlity, and that others
are reincarnated to a higher or lower gage of life, depending on
their actions. The details as to the hierarchy of life forms vary
from town to town, and monastery to monastery, but this much
is generdly agreed upon. Nirvana is usudly thought to be
reached by emptying onesdlf of one's ego and living life smply
and with goodness. Much of the deities and supernatura crea-
tures of Buddhist and Taoist philosophy are dso believed in.
Those who have not reached Nirvana are sent to one the hells of
the Yama Kings after death, to undergo the processng required
to bereborn.

Today

Rahu-men do exigt in fair numbers in modern day Earth. The
total populaion probably runs about ten thousand, with commu-
nities in the Himalayas, Rockies, Andes and Alps. They mainly
day in their remote mountain villages, dthough afew will wan-
der out in search of adventure, as part of their observatory ef-
forts, in search of manufactured parts, or for a variety of other
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reasons. Concealment is abig thing - the Rahu-men do not want
thelr existence to become common knowledge.

Communities

Most Rahu-men on Earth live in communities of one hundred
or 0 Rahu-men. These communities are likely to be locaed in
mountain ranges and to depend dmost entirely on sheep and
goat herds for sustenance. The Rahu-men egt the mutton, goat
meat, as well as collect the goats milk (primarily the children's
job), which they make cheese with. They often cultivate small
patches of ground in which they grow leafy vegetables and mel-
ons. Typica communities include one or two mechanics, one or
two medically trained people, severd mages/psychics, a dozen
or 0 shepherds/goatherds, a handful of farmer types, severad
warriors, children, elderly, and people who don’t redly do
much, as well as a andl temple, complete with a handful of
monks, and monks in training.

These communities are often fairly socid in an informal way
(as smal communities usually are), with people helping each
other out where needed and being quite generous with ther
houses, food, and time. Thus, when one member of the commu-
nity falls upon hard times, they are likely to be given a place to
degp and food to et by their friends and/or relatives until they
can get back on their feet. Thisis al typicaly done on an indi-
vidual basis - most Rahu-man towns have no government as
such.

Foreign Rahu-men who run upon these communities are
likely to receive awarm welcome as well as severd invitations
to diner and/or a place to deep. The people who live in these
communities are generally quite eager to hear of goings-on in
the outside world, possible news about friends or relaives who
live in other communities, the status or outcomes of nearby con-
flicts, dc.

Foreign humans are generaly not treated quite as well. Most
Rahu-men are very good judges of character (See Aura, Object
Read, Sense Evil, Sense Magic, ec.), and will accept anyone
who appears to have good intentions, and does not appear to of-
fer the threat of revedling the Rahu-men’s existence. Even 0,
humans who wander near Rahu-men villages will be avoided,
and dl pains will be taken to keep them from finding the village
or meeting any Rahu-men, unless they are a known friend or re-
spected person (the Dali Lama, for example, would be alowed
in, were he ever to venture near atown).

Nonetheless, humans will not be welcome for very long, un-
less they are doing something useful in the community - perhaps
training a a monastery, meditating with the monks, or attempt-
ing to fix something gone awry.

Larger groups of humans are likely to be trested much less
well, especialy armed ones, or those who seem likely to reved
the Rahu-men's existence to the outside world. All painswill be
taken to keep them from coming near the town, including poss-
ble avaanches and the like, if necessary. It isn't that Rahu-men
didike humans, they just don't want a repeat of what happened
to them on the Paladium World. They are quite happy being
anonymous and unknown to humans. Often, Rahu-men will
dress up in white sheepskins and masks and attempt to scare
away the curious by yelling, bedting on the chest, throwing
rocks, etc. If this fails to work, the Rahu-men may attempt to
lead the humans off away from the village, and lose them in the
mountains.



There is one large Rahu-man town in the Himalayas and one
in the Rockies. Hasdlee, the one in the Himalayas, has apopula
tion of about 900 Rahu-men. Just outside of the town there is a
large monastery that has a dozen experienced monks, three or
four young monks, and another two or three dozen gpprentices
a any given time. Most Rahu-men live underground, o &s to
maintain maximum possible secrecy, dthough a few smal
structures stand above ground. Even these tend to be built into
cliff faces or hills, and be disguised as natural phenomena.

Similar, but smadler towns lie esewhere in the Himdayas,
Rockies, Andes, and Alps.

Travd

Rahu-men have developed severd grategies for traveling un-
noticed among humans. Spdls exist to temporarily shrink a
Rahu-man to human size, dlowing him to wander about in a
cloak, poncho, or other concealing garb. Invisibility spells can
be usad for short periods of time, and smple gedth is some-
times used under cover of darkness.

Religion

Mosgt communities have a lama and two or three younggters
who are gpprentices. Both the lama and the apprentices are
likely to know or be learning Adyl Okta This is how most
Rahu-men learn Adyl Okta. This means that a Rahu-man char-
acter who has Adyl Oktawill likely be abeliever or former be-
liever. The training they receive, especidly that of a mystica
nature — that involving chi — is very much tied into religious
beliefs. Severa of the gods of Rahu-man mythology are said to
be former mortals who have completely mastered their chi, their
minds, and their bodies. It is widely thought that while Nirvana
is within the reach of every man, woman, and (epecialy) child,
those who become monks are much more likely to find it, and
possibly other wonders as well.

Setting

Ina Heroes Unlimited setting, afew Rahu-menmay even go
gdlivanting about in the open, performing heroics, or perhaps
being vitlainous. This should only happen where diens and the
like are relatively common.

In a Beyond the Supernatural setting, Rahu-men should re-
main very secretive, and be pretty much completely unknown. A
few nuts may go wandering about looking for the dusive yeti,
but they are generaly not believed by anyone. The occasiona
knowledge seeker, mage, or student of eastern culture may aso
occasondly go off in search of the yeti, for they have awedlth
of knowledge of eagtern higtory, culture, and a variety of inter-
esting magics.

A Ninjas and Superspies campaign may see the Rahu-men
behave ether as in Heroes Unlimited, or Beyond the Super-
natural. Additionaly, a few martial artists may journey high
into the Himalayas, to the top of the world, in search of recluses,
hermits, and elderly masters, and find more than they bargained
for. Additionally, Rahu-men can make excdllent martia artists.

In Nightbane, as in Ninjas and Superspies, anything goes.
It redly should be up to the Game Master, depending on how
common the supernatural and inhuman are in the campaign.
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O0.CCS

Mogt Rahu-men will not fall under any modern O.C.C. How-
ever, adventuring types will generdly fit into a subset of the
O.CCsavailableto humans.

Ninjas and Super spies
Dedicated Martial Artist

This is a good representation of most monks. Make the fol-
lowing changes:

Ignore the base SD.C,, ingtead use the standard Rahu-man
SD.C.

Primary martia arts form must be Adyl Okta

Socid contacts: double al percentages, but only as they ap-
ply to Rahu-man martial artists. No specid chance of recogniz-
ing any human martia artigts (barring the especialy notorious,
i.e. Bruce Leg).

Starting Cash: $0.00
TheWorldly Martial Artist

This O.C.C. would apply to those Rahu-man martia artists
who have been exposad to humans a little more, and may have
traveled around to other Rahu-man communities. Make the fol-
lowing changes:

Ignore the base S.D.C., instead use the Rahu-man's base
SD.C.

The martia arts form will dmost certainly be Adyl Okta

Change the skill programs to the following:

2 badc ill programs, barring the advanced piloting skill
program.

1 ill program chosen from medica, espionage (survell-
lance, deep cover, bodyguard/assassin, or thief only), military
(querillaonly), or basic (any except pilot advanced).

Change the gpecid martia arts bonus to the following:

Select an additional 2 martial arts abilities available to Adlyl
Okta at levd 1.

Sdect an additional 1 martia arts ability available to Adlyl
Okta at levels 5,9 and 13,

Sdect one zenjoriki ability at level 15.

Sodid contacts Double dl percentages, but only as they ap-
ply to Rahu-man martid artists. No specid chance of recogniz-
ing any human martia artists (barring the especialy notorious,
i.e. Bruce Leg).

The wandering Rahu-man who has spent much time observ-
ing humanity can be well represented as either a Wandering
Free Agent, Thief Free Agent, or Dreamer Gizmoteer. Make the
following changes:

Wandering Free Agent

Ignore the base S.D.C., indead use the Rahu-man's base
SD.C.

The martial arts form will amost certainly be Adyl Okta

Roll on the country of origin table 4 times to determine the
countries the character has spent time in. The languages of these
countrieswill automatically be known.

Thief Free Agent

Ignore the base S.D.C., instead use the Rahu-man's base
SD.C.



Add Aslyl Okta to the ligt of Martial Arts that can be learned
for 4 secondary Kills.

The character has not spent time in prison.

Dreamer Gizmoteer

Ignore the bese SD.C, indead use the Rahu-man’s base
SD.C.

The martid art form known will dmog certainly be Adyl
Okta

Socid Contact percentages are double only as they apply to
Rahu-man communities. Amongst humans they are virtualy
nonexistent.

Mystic China

Quite afew of the mystic china O.C.C.s are appropriate. The
Chun Tzu, Demon Hunter, Meditative Martial Artigt, Blind
Mystic, Fang Shih, and Wu Shih can dl be used virtualy with-
out modification. In general, make the following changes:

Use the Rahu-man's base SD.C. ingtead of that of the O.C.C.

Adyl Okta will aways be an option for the martial art
known. In fact, over 95% of al Rahu-men fdling into one of
these categories will know Adlyl Okta

Skills

Aslyl Okta

This martid art has a history going back many thousands of
years. Itsroots lie in severd martial arts styles developed on the
Rahu-men’s home world. An amalgam of these forms made its
way into the Palladium World, where it was refined in the Algor
Mountains, at the monastery of Von Hodlon, an important place
in Rahu-man mythology. Since then it has remained more or
lessthe same.

There are two different styles used in Adyl Okta When
fighting other Rahu-men or multiple attackers, the Martia Artist
will keep alittle more than an arms reach and attempt to land as
many blows as possible while parrying most attacks.

When fighting other humanoids, the Rahu-man can utilize his
extra set of arms to their full advantage. If the opponent is using
hand based attacks, the Rahu-man will atempt to entangle one
(or more) of his/her ams with one (or more) of the opponent's
ams. Thistypicaly leaves the Rahu-man free to press the attack
with his/her remaining ams. The Rahu-man can dso try to
break the entrgpped arms (does 3D6 SD.C. to entangled arm per
atack). If the opponent is using foot based atacks, the
Rahu-man will attempt to parry or dodge most attacks, then at-
tempt to catch the foot on a dow/misplaced kick, or sweep the
opponent.

If the opponent is using smal weapons, such as knives or
short swords, these tactics work fine. If the opponent is using
larger wesgpons, such as pole arms, large swords, or large clubs,
the Rahu-man will attempt to dodge mogt attacks (or parry if
they have a convenient wegpon or shield to parry with), then
disarm the opponent when the opportunity presents itself.

The Rahu-man aso receives training in the use of swords,
knives, pole ams, and the “Zwittentang”, a huge, weighted staff
that is wielded with three or four arms.

Bonuses +2P.S, +1 P.P., +1D6 Spd, +2 M.E., +5 Chi

Hand Attacks: Punch (2D6), Power Punch (4D6), Hammer
Fist (2D4).

Foot Attacks Sngp Kick (2D6), Thrust Kick (3D6),
Tripping Leg Hook (1D4).

Defensive Moves: Auto Parry, Dodge, Roll, Auto Limb En-
tangle(on an 18-20), Circular Parry (not an Auto-Circular Parry
a first), Auto Disarm, Disarm.

Wesapon Katas W.P. Large Sword, W.P. Smal Sword,
W.P. Knife, W.P. Pole Arm, W.P. Staff, W.P. Smdl Shield,
W.P. Zwittentang, W.P. Paired (any combination of other W.P.s
and/or Hammer Fg).



Note on W.P. Paired: Thisis alittle different from the ordi-
nary W.P. Paired. If more than one weapon/fist is used to drike
a once, then those weapons/limbs are not available for
Auto-Parrying for the attack sequence. If one or more limbs are
being used to parry attacks, then other limbs may be available
for a smultaneous attack. It is possible to use, a mogt, 3 limbs
per atack sequence (a first, anyway).

Martial Art Powers:

Sdect 3 dhilities from amongst chi abilities, martial arts tech-
niques, specialty katas, and arts of invisibility.
These may not be traded for kill programs.

Level Advancement Bonuses

1¢ +1 attack (5 totd), +3 rall, +2 pin, +1 disarm.

2nd +1 drike, parry and dodge, +2 S.D.C./M.D.C. t0 hand/foot
grikes.

3rd +1 attack, +1 disarm.

4th +1 to drike, parry and dodge, sdect one more martia art
power limited as above.

5th +1 roll, +1 pin, Jump Kick (6D6 S.D.C./M.D.C.,tekes?2 &-
tacks), +5 Chi.

6th +1 strike and parry, +1 roll, +2 S.D.C./M.D.C. t0 hand/foot
strikes.

7th Critical Strike on natural 18-20.

8th +1 attack, Critical Strike from behind, Knockout Strike
from behind.

9th +1 parry and disarm, select one more martial art power lim-
ited as above.

10th Paired Wegpons can now use dl 4 limbs in an atack s
quence, +5 Chi.

11th +2 S.D.C./M.D.C. to hand/foot strikes, +1 roll, Auto Roll.

12th +1 dgrike and parry, +2 pin, sdect one more martid art
power either from a category listed aove, or from Zenjoriki.

13th Auto Circular Parry, Body Flip/Throw, +2 Flip/Throw.

14th +1 attack, + 1 dodge, Multiple Dodge.

15th Auto Flip/Throw, Criticd Strike on natura 16-20, +3
S.D.C./M.D.C. to hand/foot strikes, +1 on al combat rolls,
+5Chi.

W.P. Zwittentang

The Zwittentang is a huge, gnarled staff (usudly 18 feet/5.5
m |ong or S0) that weighs at least 250 Ibs (112.5 kg). It is tradi-
tionally made from ironwood trees. In order to use it with three
limbs, one must have a supernatural P.S. of a least 20, with four
limbs, a supernatural P.S. of at least 16. For non Rahu-men with
only two limbs, one must have a supernatura P.S. of at least 30,
and the user must be at least 10 feet (3 m) tall. When used with
two limbs, only W.P. Staff applies. When used with 3 or more,
W.P. Zwittentang comes into play, in addition to the bonuses
and abilities of W.P. Staff.

The only defensive move that works with the Zwittentang is
the basic automatic parry, regardiess of what moves the wielder
can execute due to martial arts knowledge. Using it quickly re-
quires lots of experience, and moves like a circular parry aren't
easy to do.

The Zwittentang does 6D6 SD.C.

W.P. Zwittentang L evel Advancement Bonuses:
1 +1 parry.

2nd Circular Parry with Zwittentang.

3rd +1 drike.

4th  Spinning Strike does half damage to everyone within 10
feet (3 m), takes 2 attacks.

5th  Thrust, does haf damage and target must roll vs.
punch/fall/impact or be pushed back 10 feet (3 m) and lose an
attack.

6th +2 damege.

7th +1 parry.

8th Spinning Strike does full damage.

%th +1 damege.

10th +1 drike and parry.

11th Thrust does full damage.

12th Auto Circular Parry with Zwittentang.

13th +1 parry.

14th +1 damage.

15th +1 attack with Zwittentang.

Other Xills

Shepherding/Goat herding: 70% + 4% per leve

This skill include knowledge of how to keep sheep and/or
goats from straying, how to care for them, what kind of pastures
to take them to, and how to act as a midwife for one (or most
other amdl quadrupeda mammals for that matter). This sKill
a0 includes knowledge of how to train and utilize other ani-
mals to help manage sheep and goat herds, including sheep dogs
and llamas.

This skill should be considered a culturd skill.

Medical: Rahu-Men: 60% + 5% per level

The Rahu-men have a different bone structure than most hu-
manoids, a different metabolism, and different placement of in-
terna organs. They are the only creatures that escaped from
their planet when the Mechanoids came, and no other known
cregture has a similar biology. Thus, a different medica ill is
necessary to learn how to deal with medicd problems among
Rahu-men. This covers the same area as Paramedic. If the MD
«ill is dso chosen, then this skill aso covers the knowledge
that MD normally covers (surgical practice, full knowledge of
mog drugs, €c). Any Rahu-man character who automaticaly
gets firg-aid or paramedic as an O.C.C. skill may opt to get
Medical: Rahu-men ingtead.

The Great Cataclysm

The high incidence of psionics among Rahu-men gave them
plenty of advance warning of the Coming of the Rifts. Fortu-
nately, the Himalayas and other mountainous regions they in-
habited remained sparsdly inhabited up to that time, and were
reldively untouched by the war that kicked off the Cataclysm.
The Rahu-men were quite able to fight off the demons that
plagued them with their newly powerfulmagic and psionics, as
well as their suddenly near-indestructible bodies. They remained
fairly solitary for the most part, athough many younger individ-
uals left their communities in order to make a name for them-
sves, right wrongs, or just explore. Their superior toughness
and grest strength, along with their psychic powers and common
knowledge of magic, make them able to explore with no armor
or wegpons, and not fear (too much) for their safety.
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Communities

Mog Rahu-men on Rifts Earth live in communities of one
hundred or so0 of their kind and possibly severd individuas of
other races. These communities are likely to be located in moun-
tain ranges, and live very much like they did before the Coming
of the Rifts, as described above. Typicd communities include
one or two Operators and/or Techno-Wizards, one or two medi-
caly trained people, severd mages/psychics, a dozen or
shepherds/goatherds, a handful of farmer types, severd war-
riors, children, elderly, and people who don't really do much, as
well as a smdl temple, complete with a handful of monks and
monksin training.

There is one large Rahu-man city in the Himaayas and one
in the Rockies. Hasdleg, the one in the Himadayas, has apopula
tion of about 1,000 Rahu-men and maybe another SO humans
and D-Bees. Just outside of the town there is a large monastery
that has a dozen experienced monks, three or four young monks,
and another two or three dozen apprentices a any given time.
Many of the houses and other buildings are made of stone, cour-
tesy of the town's two Stone Magers and the three spriggans
that live nearby. The spriggans commonly come into town to get
booze, and are unusualy tolerant of “those damn cheerful
freaks" asthey refer to the townspeople. The two Stone Magters
are employed full time making and repairing buildings. They
have been working on awall around the city, which is about one
quarter of the way finished, in their spare time. There are do
severd wooden houses. A caravan run by a Wolfen smuggler
vidts the town once a month after traveling through much of
Europe, so there is some trade, and regular (albeit delayed) news
of the happenings in the outside world.

About a mile (1.6 km) outside of town is a ley line nexus
with asmall pyramid built on it. Severd Techno-Wizard genera-
tors in and around the pyramid provide eectricity for most of
the town. A amdl nearby lake provides water via an agueduct.
There are many busnesses in the town, as a fair number of trav-
éers pass through it. There are severd inns, some restaurants,
genera dore type places, etc. There is a ore that isrun by a
13th|evel Operator that builds and modifies weapons and armor
for Rahu-men and others. E-clips can be recharged there, armor
can be repaired, even power armor and robot vehicles can have
minor repairs done.

All people who own property here are asked to pay afairly
reasonable property tax, and are charged for their eectricity and
water (if they want it). Police services are provided by the small
town government, and most citizens will lend a hand if they see
acrime being committed. The government aso seesto the pav-
ing of roads and defense against concerted attacks (severd
times, small bands of gargoyles have attacked the town). Town
officials are informally appointed by the old officials, but for the
most part people support the government, and the government
triesto help the people.

For many visitors, this town seems a wonderful change from
the strife, hate and corruption of the rest of the world. The area
IS quite scenic, the people are courteous and happy (for the most
part), and there islittle to fear (or S0 it seems...). It ismogt likely
only a matter of time before the town is flooded with refugees
from other nearby areas or, worse yet, some supernatural being
decides to impersonate, possess, exert mind control over, or
blackmail a town leader. While the town holds little srategic
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vaue, and isn't on any land particularly wanted by anyone, be-
ing able to command the resources of the town would make
many a would-be tyrant drool. Thus far the inhabitants have
been lucky, as Hasdlee is out of the way and has gone mostly
unnoticed.

Thereisasmilar town in the Rockies, and another in the An-
Oes

Population
There are roughly 16,000 Rahu-men living on Earth as of
105 P.A. Of those, roughly 7,000 are above the age of 200, and
rarely leave their communities.
Approximate Numbers of Common O.CCs
Wilderness Scouts - 3000
Mind Melters - 1500
Warrior Monks - 1500
Mystics - 1000
Vagabonds - 1000
Warriors - 1000
Warlocks - 1000
Operators- 400
Body Fixers - 350
Head Hunter - 250
Ley Line Walkers - 250
Shifters - 250
Techno Wizards - 200
Rogue Scientist - 200
Rogue Scholar - 150
Cyber Knights - 100
Knights - 100

Roughly 2,000 Rahu-men are too young to have an O.C.C.

O.C.CS

For game mechanics, treat Warrior Monks as Mystics, with
the following modifications:

They receive training in the ways of Aslyl Okta, giving them
Hand to Hand Adyl Okta.

They receive Summon Inner Strength, Resist Fatigue, Resist
Hunger, and Resst Third, in addition to the standard Mystic
psychic powers. No, they don't get any Senditive psionicstwice,
nor do they get to change any psionic abilities to prevent "wadt-
ing" them on the sensitive abilities all Rahu-men get.

They only get to pick 5 other skills, ingtead of the standard 8.

Treat Warriors as Fredancers (as per Rifts® Dimension
Book 1: Wormwoed™) with the following changes:

Add 2 other skills and 2 secondary skills, for a total of 8
other skills and 6 secondary.

Replace Lore: Wormwood with alore skill of choice,

Ignore the optional background table.

All equipment listed as being made of resn should remain
the same for the purposes of game mechanics, but be made of
some other materid appropriate to their starting location. Dou-
ble armor M.D.C.

Replace the specid abilities table with the following:
01 - 20 The character is trained in the arts of Adyl Okta. Re-
place Hand to Hand: Basic with Hand to Hand: Adyl Okta






21 - 40 The character possesses amagica item or wespon, pos-
sbly ameagica katana or other weapon from Japan, or lesser
rune weapon of some other sort.

41 - 60 The character is exceptiondly strong and tough. Add 4
to the P.S. and P.E., 2D4X10 to the M.D.C,, and 1 to the
ME

61 - 80 The character is exceptionally quick and agile. Add 2D4
tothe P.P.,, and 2D6to Spd. Also, add +4 to initiative, and +2
to dodge.

81 - 100 The character has major psychic abilities. Triple |.SP,
add 4 to M.E., and pick 8 psychic abilities from heder and
physical. At levels 3, 6, 10 and 15, pick two more lesser psy-
chic &bilities, or onemajor.

Neither Headhunter nor Cyber-Knight Rahu-men should start
with cybernetics or bionics. The Rahu-men frown on bionics
and cybernetics, and don't make them. There are very few other
people who make hionics and cybernetics large enough for a
Rahu-man, o few characters will be able to receive them later
in life either.

ills

Any O.CC. that can learn Hand to Hand: Martia Arts can
upgrade from it to Hand to Hand: Adyl Okta at the cogt of 2
"Other" sills and a secondary skill. Therefore, a Rahu-man
Cyber-Knight could spend 2 other skills and a secondary skill
upgrading from Hand to Hand: Martid Artsto Adyl Okta, while
a Rahu-man Body Fixer would need to spend 3 O.C.C. related
skillsto get Hand to Hand: Martia Arts, and 2 more, +1 second-
ary skill to upgrade to Adyl Okta, for atotal of 5 O.C.C. related
and 1 secondary skills.

Adyl Okta

In a Rifts setting, this martia art remains virtually unchanged
from before the Great Cataclysm, and is described above.

The Zwittentang is dso essentidly unchanged, except on
Rifts Earth they are commonly made from Mega-Damage dloys
or ceramics, as well as the occasond bone of a large supernatu-
ral cregture or piece of aMega-Damage tree.

In Rifts, the Zwittentang does 6D6 M.D.C. plus the damage
for the user's supernatura P.S.

Equipment

Zwittentangs can usualy be found in Rahu-men communi-
ties. Depending on the quality and materid, they can range from
2000 to 50,000 credits. They are commonly made from the
bones of large supernaturd creatures, pieces of giant robots,
pieces of Mega-Damege trees, Mega-Damage dloys or ceram-
ics or anything dse that is sturdy enough to stand up to being
used the way they are.

Rahu-men rarely wear aamor, as they are tough enough to not
need it mog of the time. But for some of the more combat ori-
ented and/or paranoid characters, Rahu-man szed armor is
avalable. To take a suit of environmental armor designed for a
human, and modify it for a Rahu-man, typically cogts between
15 and 25 times the book cogt, and this can only be done a a
fairly large workshop. This is likely to take 40 hours or S on
the part of the person making the armor (about 5 days, lesstime
will require longer hours, and, hence, more money in al likeli-
hood). Scaed up armor such as this should provide about 3
times the M.D.C. protection and weigh about 10 times as much,
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and has an additional 5% prowl, climb, and acrobatic/gymnastic
pendty. A non-environmental suit (but that still covers the
whole body) smilar to an existing one should only cogt 10times
as much as the origind. A suit of armor that does not cover the
whole body and is not environmental (similar to thejuicer's ar-
mor) should cogt between 15,000 and 100,000 credits, and pro-
vide between 80 and 250 M.D.C. protection, depending on the
congtruction and quality.

There is a 13th level Operator who runs a shop in Hasdlee
who offers (among other things) Rahu-man armor a about 1/3
these prices.

Rahu-men often do not use wegpons. Even when they want
to use them, good wegpons of an appropriate Sze can be hard to
find. Simple weapons such as gaves (including the Zwittentang)
and clubs can be maede fairly essly, and are thus most often
used. A human's zwihander (large, two-handed sword) makes a
reasonable broadsword for a Rahu-man, so would be fairly easy
to come by. Giant swords and Vibro-Swords are commonly
made for robots and other supernatura beings (such as gar-
goyles), and can aso be found fairly easlly. Giant modern weap-
ons are much harder to find. Some are made for gargoyles, and
these should work fine for Rahu-men but can be hard to find.
Some are made for robots or power armor, and may be properly
proportioned for a Rahu-man, athough some sort of extra power
supply islikely to be needed. Rifle or machinegun type weapons
can be modified to serve as an overszed sidearm for a
Rahu-man relatively easily. This is likely to add two or three
thousand credits to the cogt of the weagpon, and give a-1 pendty
to drike. This will dso serve to render it quite difficult to use
for norma szed people. Fortunately, there are afair number of
Techno-Wizard Rahu-men and they can commonly be taked
into creating wegpons for their brethren. These are likely to do
an additional die or two of damage and cost only 50% more than
the standard book prices (athough it is not uncommon for a
Rahu-man to sl items at or close to cost to other Rahu-men,
which would lower this some).

Rahu-Man Physiology

Rahu-men have a very different physiology from humans, or
most other giants for that matter. Some differences are obvious.
Rahu-man height generaly stays insde the 12-14 foot (3.7-4.3
m) range. However, Rahu-men are among the lighter giants,
typically weighing in between 500 and 750 pounds (225-338
kg). Their tissues and bones tend to be much lighter, and have
wildly different structures on a cellular level. In addition to this,
Rahu-men tend to have a very dim build. Even when very
grong, they tend to have compect, well defined muscles insteed
of large, bulky ones.

Rahu-men have a long spina column, complete with 54 dis-
tinct vertebrae. Unlike ahuman, there isno vestigidl tail bone. A
second pair of shoulder blades is attached to the spine below and
behind the top pair. Long term bearing of heavy weights on the
lower pair of arms commonly |eads to upper back problems. The
hips have a dightly different structure from those of humans, as
do the leg bones and muscle placement. They are very
well-suited to climbing and descending steep dopes, but are
ill-suited to speed on a flat surface. Extended running on flat
surfaces is about twice as likely to cause shin and knee problems
asin humans.



Hair conies in a variety of colors, with black, brown, and
dark blond being most common. A Rahu-man’s hair aso tends
toward what can only be described as "big." Even when rla
tively short, a Rahu-man's hair will never lie flat on his/her head
or hang down the sides and back of his/her head, but will stand
more or lesson end.

Skin tone tends towards a darkish hue, similar to that of
many Filipinos or southern Asians. Occasionaly amore reddish
color is seen, somewhat similar to that of some American plains
Indians. Flat, rounded noses are the rule. A variety of chin
shapes abound. Fecid hairisrare, asis ched, back, arm, and leg
hair. Eyes are typicaly brown, black, or gray.

Rahu-man digtary needs are actually drikingly smilar to
those of humans. Large protein and fat intake is required, but
excess consumption does not tend to cause obesity. Carbohy-
drate consumption istypicaly minimal, and excess consumption
of starches will cause obesity in Rahu-men. This is a very rare
occurrence. Trace amounts of lead, mercury, and titanium are
aso required. In some cases, certain minerals known to contain

these are used as additives to food. A standard Rahu-man soup
for the sick (think chicken soup) would likely prove highly toxic
to a human, as a number of heavy metals will be added in vari-
ous forms. '

The differences in chemistry, muscular configuration and
bone structure between Rahu-men and most other races make
bionics and cybernetics not specifically designed for them
highly ineffective. All such sysems must be custom designed,
which typicaly comes at a hefty cost. Some smpler systems,
such as cyber armor, only redly need resizing. Drugs designed
for others will dso prove highly ineffective, athough occasion-
aly a completely different effect from that expected will be ex-
perienced. Of course, medically trained Rahu-men know what
substances have what effects on members of their own race.

More information about the Rahu-man can be found in
Rifts® Converson Book One, and in the supplement Mon-
gers and Animals™, for the Palladium Fantasy RPG™, Sec-
ond Edition.
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A Mind of Thar Own

A Few Rune Weapons with Personality

Optional Material for the
Palladium Fantasy RPG™

Vald-Korskoi

"Somehow, one of those creatures respongble for creating
those damned to drink the blood of the living, a massve undu-
lating mound of flesh with a hundred eyes, entered our world. It
spreed its influence and its minions throughout the land, just like
its greater cousins the Old Ones had done 0 long ago. Bt it
was not long before the lord of the vampires, Vald-Tegor, once
such abeast himself, discovered this creature.

"Vad-Tegor dew the creature’s progeny and bid it leave this
world leg it suffer a smilar fate. The creature pretended to com-
ply but it was not long before more undead appeared about the
land, spawned from its evil maw. Vad-Tegor again dew al of
its minions and bid it leave, for this world was his done.

"Again the beast defied him, confident in its power. And S0
Vad-Tegor attacked the beast and lashed it to the very brink of
death, but he did not kill it. Instead he bid one of his loya ser-
vants to forge a wegpon of great power and offered the evil
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By Nathan Taylor

beest that had opposed him as the spirit to fuel the mystic blade.
When the work was done and the blade cooled it held within it
the furious Spirit of that creator of the undead.

"Thus is the punishmentfor those ancient evils that would
dare to infringe on Vald-Tegor’sdomain. The vampire is a self-
ish creature who does not welcome company at his table. ”

- The Tristine Chronicles

Vad-Korskoi, which literally means “vald’srevenge" is an
ancient and unique rune weapon. Long ago, shortly after the de-
feat of the Old Ones, a vampire intelligence in search of a new
domain to call its own came to the Palladium World. For atime
it and its minions flourished, there were plenty of prey all but
unable to defend themsalves. All would have been well for the
vampires had a young Vad-Tegor not taken notice of their ac-
tivities.

Vdd-Tegor, after daying dl of the inteligence's vampire
minions, demanded of the intelligence that it leave the Pdla
dium World and never return, for it was his doman and his
only. Of course the intelligence, confident that it had more
power than a feeble god, ignored Vad-Tegor's threats and con-
tinued to create undead. At last Vad-Tegor became 0 infuri-



ated that he nearly killed the inteligence but stopped short 0
that he could use it as an example.

Vald had one of his followers forge a powerful new rune
wegpon that would use the essence of the intelligence &s its
source of power. Not only would the intelligence have to live on
confined indde of aweapon, but it would dso be the servant of
mortals rather than their master. It was an effective punishment
and deterrent, as there have been few atempts by vampire
intelligences snceto infiltrate the Palladium World.

Because it contains avampire intelligence, Vald-Korskoi iS a
tremendoudy powerful sword and has the unique ahility to con
fer some of the powers of the vampire to its user. Unfortunately,
the blade aso confers some of the weaknesses of the supernatu-
ra undead to its wielder as wdll. In fact, the blade and the es-
sence ingde 4ill require aregular supply of humanoid blood to
remain active, just like areal vampire,

Vald-Tegor has given the weapon to sdected members of the
Cult of the Undead over the centuries as a reward for their sar-
vice and loyalty. Intruth, it islittle more than ataste of the pow-
ers and the needs of a true vampire, which has led more than a
few wielders to actudly desire to join the ranks of the undead!
Vad-Tegor has dso alowed the blade to fall into the hands of
others outsde of the cult for smilar reasons. Vad-Tegor isnt
particularly concerned about the whereabouts of the weapon or
who iswielding it at any giventime,

The blade's primary purpose is to torment the intelligence in-
sde, and 0 long as the blade is being used that is being
achieved. Consequently, while many members of the Cult of the
Undead view the sword as a holy rdic to be protected and
sought out, Vald-Tegor is indifferent on the matter and would
prefer that it be used by anyone rather than being placed on an
adtar or locked up inatemple.

Type of Weapon: Greatest Rune Sword
Powers

Confer Vampiric Powers: The wielder of the sword gains
the following ahilities of the vampire as well as the associated
vulnerabilities. Regenerates 2D6 S.D.C./Hit Points per melee,
night vison (300 feet/91 m), prowl 50%, and takes haf damage
from wegpons made of iron. +6 to P.S, +3 to PP, +4 to PE,
+3 to Spd, +25 SD.C, +1 to initiative, +3 to save vs Horror
Factor, +2 to save vs mind control and degp/pardyss. Direct
sunlight inflicts 2D6 S.D.C./Hit Points, during the day the char-
acter loses one melee attack, is -1 on al combat rolls, -2 on ini-
tiative and -20% to dl sKills. The wielder takes double damage
from silver and wooden wespons. The character will dso share
an aura of supernatura evil with the blade and find himself vul-
nerable to holy water.
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Psionic Powers Degth Trance, Alter Aura, Empathy, Mind
Block, Hypnotic Suggestion, Presence Sense, Sense Evil,
Deaden Pain, Induce Seep. Equa to an 8th levd Mind
Mage. Seebelow for I.SP.

Fdls Metamorphosis; Animal (limited to bat and wolf), Meta:
morphosis: Mist, Summon Fog, Summon & Control Canines,
Summon & Control Rodents. Equa to a 12th leve wizard.
See below for P.RE.

Become Animated and Fly: The sword can become animated
and fly, the bat wings lifting it aloft. The sword can fight
aong Sde its owner, up to 200 feet (61 m) away.

The sword has three attacks per melee, +4 to strike and
parry, and +2 on initiative. It cannot use any of its other pow-
erswhile animated, though it can drink blood.

PPE. & PPE. Recovery: Vad-Korskoi isunique among rune
wegpons in that it draws its power from the consumption of
humanoid blood. The weapon is usdless and only vaguely
aware of itsdf and its surroundings until it has had ataste of
blood. It must then be constantly kept fed or it will weaken.
Its bearer will telepathically share in the blade's hunger and
pain and will know that to relieve the pain the blade must be
fed.

The sword consumes one pint of blood per day to remain
"hedthy,” additionad blood is required to be converted to
P.P.E. and/or |.SP. to use the blade's other powers. One pint
of blood can be converted into 40 P.P.E. or 20 LS.P. The
blade can store up to 12 pints of blood, but automatically
consumes 1 pint every day. A balance of 4 pints is required
to keep al the powers active. Three pints will prevent the
sword from animating, casting spells or using psionic pow-
ers. At 2 pints dl of the remaining abilities are reduced to
haf power. One pint or less means the loss of dl of the
sword's powers, and a zero the sword becomes completely
usdless, unable even to communicate with itswielder. Thisis
not harmful to the sword, and it will begin to function nor-
mally once it gets more humanoid blood.

Alignment: Diabolic

Attributes 1.Q.: 22, M .E.: 26, M.A.. 20.

Persondity: The intelligence inside the blade is sadigtic, bitter
and resentful of its Stuation but is unable to do anything
about it, which only frustrates it more. It is bound to do any-
thing and everything that its owner may request. This won't
prevent it from trying to manipulate and corrupt its wielder,
however. Its ultimate god is to get its wielder to try and de-
sroy the blade, in the hopesthat its spirit can then escape and
it can wreak its vengeance on Vad-Tegor.

ills & Knowledge of Note: Literacy: Dragonese 98%, Speeks
and understands all languages a 90%, Demon & Devil Lore
98%.



Appearance: A draght, long red blade, black grip and guard,
with the sculpted wings of a bat. The red of the blade be-
comes brighter as more blood is stored within it; when the
blade is low on blood it will darken, until it is dmost black
when the blade is empty. The pommel has the sculpted head
of a vampire bat with two ruby-red eyes

Attack and Combat Bonuses. Inflicts 5D6 damage from a
dash, or astab will do 3D6 and the target must save vs magic
(12) or be paralyzed for 1D4 melees. Once stabbed into avic-
tim, the blade will suck its blood until it is removed, & arate
of approximately 1 pint per melee round (15 seconds). When
the blade is retracted, the wound will close and will not
bleed, though the damage will remain as well as any pend-
ties from blood loss (see Rifts® World Book 1. Vampire
Kingdoms, page 36, for the effects of blood loss). The blade
is+1 to strike and parry when wielded by its current owner.

Effects on Widder: Confersvampiric abilities and weaknesses,
e above.

Price Pricdess. Many members of the Cult of the Undead
would pay countless millions to get their hands on the blade
to mount in one of their temples.

Last Known Location: Rumors have placed the sword in the
possession of a powerful achemist somewhere in the West-
em Empire. .

M antrax

"Return to me my blade you thief, and perhaps | shal let you
livel"

"What are you taking about?! Mantrax is mine and mine
aone! You shdl pay dearly for your ridiculous daimd”

The rune dagger known as Mantrax has been the cause of
more conflicts and confusion than perhaps any other rune
weapon in higtory. The reason for which is Smple: Mantrax, un-
like most rune wegpons, can and will link himsdlf to more then
one owner at atime, resulting in vicious feuds and quests for
vengeance, founded smply upon a misundergtanding. It is un-
fair however to lay the blame entirdly upon Mantrax, for the
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wegpon is not aware of its actions, or the fact that it is indeed
two weapons in one!

Mantrax was cregted long ago with the intention of being an
extremely powerful and versdtile assassin's dagger. To that end
he was given powers not only for killing but dso for healing and
protection. For years the dagger was used as intended by avari-
ety of wielders, and served its intended function well. However,
even rune weapons have vaues and ideds, and Mantrax’s con-
tradictory nature eventually drove the blade to madness.

Eventualy Mantrax was no longer smply an assassin's blade
that could kill or heal with but athought, but it became two dis-
tinct and separate wegpons with one physca form. One,
Mantrax Elgeron, epitomized Mantrax’s potential for good, his
ability to hed and comfort. Elgeron encouraged peaceful solu-
tions to problems and was awise council for any who would lis-
ten to his words. The other side of Mantrax however was much
different.

Mantrax Vorisia was the product of the blade's dark pur-
poses, designed for killing, death and deception. Vorida rev-
eled in fear, power and destruction and encouraged its use to
those ends. It became a selfish and greedy creature who wanted
nothing but power and glory.

So divided in its nature, each of these persondlities within
Mantrax grew to equal strength and sought out a wielder who
would bring their Sde of the dagger's power to the fore s that
they could dominate and the other would be | eft to wallow in the
depths of the dagger unused. Each persondity has the ability to
reach out and bond with a wielder with compatible desires and
idedls, and each persondity can provide that wielder with grest
powers to that end.

Type of Weapon: Greater Rune Dagger

Powers:

General Powers - can be used by both per sonalities:

Spdls Mantrax can cast any of the following spdls for his
wielder equal to a 6th level Wizard: Blinding Flash, Ventrilo-
quism, Befuddle, Climb, Invisibility: Smple and Pardyss:
Lesser. The blade has 90 P.P.E. and regenerates a arate of
10 P.PE. every three hours.

Good Powers - can be used only when Elgeren is the domi-
nant personality:

Healing/Cleric Abilities: Heal wounds, 2D6 hit points and
SD.C. M.D.C. in Rifts®). Healing can be performed six times
per 24 hour period. Plus Remove Curse: 1-56% chance or suc-
cess, once daily. Turn 4D6 Dead (duration: four hours): 1-55%
chance of success, once daily. Animate & Command 2D6 Dead
(duration: four hours): 1-64% chance of success, two times
daily.

Evil Powers - can be used only when Vorisia is the dominant
per sonality:

Soul Drinker: The victim’s blood must be drawn and the
blade is limited to three souls per 24 hour period. The victim
must save vs magic (14) or have his/her soul consumed by the
blade. Even a successful save means the victim takes double
damage from the attack, triple if a creature of magic or supernat-
ura being.

Alignment: Multiple persondity! Elgeron: Principled. Vorisia

Diabolic. The blade will assume the persondity closest in

alignment to its current wielder.



Note that the wegpon can be linked to two individuas -
multaneoudy if they are of opposing alignments!

Attributes 1.Q.: 23, ME.: 16, M.A.: 13.

Personality: Elgeron: Polite, well mannered and responsible.
Elgeron believes that cdm heads will prevail over any Stua
tion, and will avoid violence when at dl possible. Elgeron is
a great philanthropist and will do dl that is in its power to
help someone in need.

Vorisia: Crud, brooding and bitter; will do dl that it can
to spread pain and suffering, suspicion and hatred wherever it
goes. Its ultimate dedre is for power and it will go to any
lengths, no matter how dirty to achieve that. Voridalovesto
torture and kill and will delight in carnage whenever poss-
ble.

Sills & Knowledge of Note: Detect Concedment & Traps
84%, Math: Basic 98%, Use & Recognize Poison 75%/67%,
Lore: Demons & Monsters 8%% and Lore: Religion 98%.

Appearance: One sde of the blade is brilliant slver, the other
isapiercing black. The dagger dso boasts alarge pearl inthe
center of its guard which changes from white to black when
Vorigais dominant.

Attack and Combat Bonuses Inflicts 4D6 damage in combat
and is +2 to drike and parry.

Effects on Wielder: None, other than possible confusion if the
opposing personality manages to assert control, or another
wielder appears claiming the weapon.

Price: Pricdless

Last Known Location: The dagger is kept in an ornate case by
the guild leader of a powerful assassin's guild in the Western
Empire. The dagger is his prized possesson and never leaves
his persond quarters. Unbeknownst to him another man to
whom the dagger is linked is searching for it tirdesdy and is
closing fast.

Salorathe Temptress

"The greatest of foes can be dlain with but a scratch from
this blade, but beware, for he who becomes too dependant upon
its magic to do his work shall become none but a dave to its
power.”

- Carving inscribed on the case holding Salora

The enticement of a weapon that can kill anyone with noth-
ing but a scratch or pin-prick is extremely difficult to resist. Any
assassin dreams of such a weapon and numerous cthers would
loveto get their hands on it aswell. No unwieldy swords, drawn
out battles or bloody spectacles to ded with, only the ddlicate
touch of ablade to take a life.

Sdoraisthat wegpon, and her name is whispered in circles of
assassins the world over. Rumors abound about her powers and
her location, but one thing is certain: He who holds Sdoraholds
the power to kill with but a scraich. Of course nothing is ever as
good as it seems, and even Salora has her disadvantages. Power
comes at a great price, but sometimes the temptation can be too
great.

Sdora is a bonafide temptress who can get what she wants
from men with little or no effort of her own. Even as a weapon,
she gtill manages to entrgp men with her promises of power and
wealth. She subtly encourages them and praises them, al as part
of aploy to possess their souls and their very beings. Each time
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Sdoradevours the soul of one of her wielder's enemies she dso
takes a piece of his very beng, until eventualy she possesses
her wielder's own soul.

Once she has such power of life and death over her owner the
tables are suddenly turned, for she no longer belongs tohim, but
he to her. The transformation in her persondity is radicd, her
previous false demeanor giving way to her true persondity.
Greed and lust drive Sdora to desire more and more from her
dave, the threat of death ever looming above his head. Though
Sdora has little use for wedth, power or fame she craves them
nonetheless, reveling in her dave's futile efforts to satisfy her.

Deception is Sdords trademark and when she tires of her
servant she will seek out another using al those methods at her
disposd. For countless millennia she has wandered the world
like this, traveling from man to man, dave to dave. She will
never be contented but she does not care, thejoy isin thejour-
ney, and the crushed menwho lie in her wake.

Type of Weapon: Greater Rune Dagger

Powers.

Soul Drinker: The victim's blood must be drawn and the blade
is limited to six souls per 24 hour period. The victim must
save vs magic (14) or have his/her soul consumed by the
blade. Even a successful save means the victim takes double
damage from the attack, triple if a creature of magic or super-




natura being. This power doesn't come without a cost how-
ever, see Soul Rapt below.

Alignment: Diabolic.

Attributes 1.Q.: 12,M .E.: 14,M .A.: 22.

Personality: Quiet, suggestive and seductive, Salorais a petty
and greedy weagpon who enjoys games of deception and
trickery. She is obedient and charming until she has gained
power over her wielder, when she will become impossibly
demanding. Sdora wants to be entertained and pampered,
and woe to the man who disappoints her.

Salora will invite the strongest (overdl, not only physica
strength) male character she encounters to take possession of
her. She despises women and will become insanely jeal ous of
any of her wielder’s female friends. Should a female charac-
ter take hold of the weapon, Sdlora will bluntly demand that
she unhand her. If she does not, Saora will magicdly inflict
3D6 damage to her every meee until they are parted.

Sills & Knowledge of Note Use and Recognize Poison
60%/52%, Detect Concedment & Traps 70%, Gemology
85% (Sdora is very fond of jewels and takes very poorly to
fakes), and Seduction 50% (see Rifts®: New Wes for de-
tails).

Appearance The pomme and guard are ornately decorated
with gentle curved lines and carvings; the wegpon is light and
very comfortable in one's hand. The blade is a metallic red,
and when prepared to drink a soul the edges glow purple.

Attack and Combat Bonuses Extremely well crafied, the
dagger inflicts 4D6 damage and is +2 to gtrike and +3 to
parry.

Effects on Wieder: Soul Rapt: Unbeknownst to Sdoras
wielder, each time he uses her power to drink souls, she
drinks a small part of his as well!

Whenever asoul is consumed by Saloras blade, she gains
control over 1D6 of her widder's Hit Points. Sdora can then,
a will, take up to that number of Hit Points from the charac-
ter! These Hit Points cannot be healed, only Saloracan return
them to the character when she s0 willsl Characters so in-
flicted are & her mercy, for often she waits until she has do-
main over the character’s entire Hit Points, meaning she can
kill him with but athought if she 0 desires!

Sdora can endave multiple individuals in this way, but
discards of people when she bores of them, often, but not d-
ways getting them killed. Saora currently has about half a
dozen men endaved to her. Many of them she has tired of
and forgotten, though she can il exert her power over any
of them at will, her most recent prize however is dways her
favorite. G.M. Note: It is extremely unfair for a character to
fall victim to Sdoras soul drinking without some sort of
prior warning to avoid that fate. Should they chose to ignore
it that istheir undoing, but they should have the chance.

Price: Priceless.

Lagt Known Location: A smdl church in the Old Kingdom
keeps the blade safe, in a smal oak box bearing the inscrip-
tion above. Should anyone come to take the dagger the clergy
will do nothing to stop them, the warning spesks for itsdlf.
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Zeikhelm

"You will amass your men on the southern dopes and await
the advance of the enemy.”

» "But dr, if we were to do 0 we would leave our flank open
to attack from the west."

"Slencel Havel yet logt abattle for our king?'
"Nogr..."

That was the conversation between Lord Eshrickand Captain
Gourad, his chief infantry officer, both of the kingdom of
Reimpart in the Eastern Territories, before the battle of Ren's
Hill. The battle went poorly, with casudties in excess of sixty
percent anongst the Reimpart soldiers as they were overrun by
orcs and ogres from the west, exactly as Gourad had predicted.
Lord Eshrick was dain in the battle by an ogre's arrow and his
last words were reportedly “..butit told me... | was invincible...
How could | have been wrong?"

Over the previous severd months, Lord Eshrick had risen
rapidly in the ranks of the Reimpart military, as troops under his
command claimed victory after victory thanks to his ingenious
battle plans. Many believed that he was the greatest military
mind in the history of the Territories and was destined for the
throne after the current king's death. Few of them took any no-
tice of the fact that less than a year before, he had been nothing
more than a lowly infantryman in his majesty's armed forces,
just like any other, with no signs of the genius later attributed to
him.

It dl began one fateful day when Eshrick and his fellow men
were sent to ded with a smal gang of bandits, who were ex-
tracting a toll from passers-by on a minor trading route on the
outskirts of Reimpart territory. Eshrick and his troops, who out-
numbered the bandits by a margin of two to one, easly dis
pached the brigands and broke into their base of operations, an
old dwarven outpost at the top of a high cliff. After taking their



fill of looted gold and gems from the brigand lair, the soldiers
began their way back to the nearby city of Heim. Eshrick, hav-
ing interrogated many of the bandits before they were killed, re-
mained behind for a short while to investigate a secret passage
one of the bandits had told him about. Exploring the depths of
the passage, Edhrick came to a barren room full of decaying
wegpons and armor, but one item in particular interested him. A
shining war helm, unaffected by the passage of time and cov-
ered in arcane symbols, sat in a corner of the room, inviting him
to take it. He quickly grabbed the ancient helm and placed it in
his satchd before returning to his men.

Over time Eshrick discovered the helm's true powers as a
powerful magicad artifact. It spoke to him telepathicaly, reved-
ing its name as Zeikhelm. It dlamed that he who wore the hem
would become the grestest generd that ever lived, and would
never lose a battle o long as his orders were obeyed. The hem
then offered its services to Eshrick, teling him that it would
bring him untold fame and glory. Eshrick, always an ambitious
man, accepted and began wearing the helm whenever he was on
duty.

Unfortunately the helm neglected to tell him of its limita-
tions. Though the helm would indeed make its wearer an unsur-
passed generd and bring fame and glory, it would only do so for
a limited period of time (3D6 months), after which its magic
would ceae to function. Unaware of this limitation, Eshrick
rose through the ranks of the Reimpart military with unsur-
passed speed, only to have his skills vanish before one of his
most crucia battles, costing him and countless others their lives.
Because the power of the helm is S0 natural and transparent to
its user, he never redlized that the magic was no longer working
until it wastoo late.

Type of Item: Rune Hdm

Powers

Confer Skills and Knowledge: Once the link has been estals-
lished between Zeikhdm and his owner, he can confer to
him/her any of his skills or knowledge at will, provided the
helm isworn.

Increasad M.E. and M.A.: The owner of Zekhem will find

account any bonuses from raised attributes.

Psonic Abilities. The owner of Zeikkhem can use any of the
following psionic powers equal to an 8th level Mind Mage as
long as the helm is worn: Empathic Transmission, Resst Fa-
tigue, Suppress Fear, Mind Block, Nightvision, Clarvoy-
ance, Group Mind Block and PP.E. Shied. The helm has
100 L.S.P. and regenerates a arate of 4 1.S.P. every hours.
Note that Zeikhelm can dso use any of these powers himsdlf
at will. 1t was through the use of Empathic Transmission, for
example, that he kept the bandits away from the room he was
dored in a the outpost, and caught Eshrick’s atention.

Alignment: Anarchigt.

Attributes1.Q.:24,M .E.: 17,M .A.: 23.

Personality: Zeikhelm is a greedy and petty wegpon that will
gpped to a potential wielder's greed and ambition. Zeikhem
is capable of weaving eaborate half-truths and visions of the
future. 1t does not like to lie, but will twist the truth and leave
out important information to its benefit. Once adopted, the
helm with heap praise upon its owner and encourage him to
reach for the next plateau, regardless of how difficult or im-
possible it may seem.

%

hisM.E and M.A. attributes both incressed by 4. Take into {1

Skills & Knowledge of Note: Cryptography 70%, Detect Am-
bush 90%, Detect Concedment & Traps 80%, Intelligence
80%, Heraldry 75%/80%, Interrogation Techniques 75%,
Military Etiquette 90%, Surveillance 80%, Anthropology
75%, Higtory 85% and Lore Demons and Mongders 80%.
Zeikhelm is a brilliant tactician and Srategist, having partici-
pated in and studied countless battles over the millennia he
hasexised.

Appearance: A highly polished, sted helm with a flip-up shield
covering the eyes and face. Numerous carvings and arcane
symbols decorate the exterior but are nothing compared to
the runes that line the interior of the helm.

Attack and Combat Bonuses: The wearer of Zelkhelm gains a
one time bonus of +1 to dtrike, parry, dodge and roll in com-
bat in additionto a+1 on initiative.

Effects on Wielder: None, other than those listed above. The
wearer of Zeikhelm will likely become brash and overconfi-
dent thanks to his many successes and the helm's constant
encouragement and praise. He will dso closdy guard the
helm, lest he lose his lofty position.

Price: Invauable/priceess.

Last Known Location: The helm was passed on to the remain-
ing members of Eshrick’s family, who now live as respected
nobles thanks to Eshrick's exploits. Thus far none of them
have used the helm, and they have no knowledge of its abili-
ties. They keep it only as a memento of their departed bene-
factor (they had little respect for him as aperson).
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PALLADIUM BOOKSM PRESENTS...

Robotech* mania is back with the release of the toy line by Playmates®,
the mass market digtribution of videocassettes and laser discs of the animated
saies, TV syndication, new novels, and talk about computer games and more!

Enjoy the action and adventure of Robotech* right now, with Palladium's
Robotech* RPG seried

The Robotech* RPG has sold over 120,000 copies and remains one of the
most popular role-playing game lines ever published!

Robotech* is an epic saga of war, survival, heroics and fortitude that pits
courageous mecha pilots against deadly diens and overwhelming odds. Play
the pilot of the fabulous, transformable Veritech Fighters, Veritech Hover
Tank, Cyclone motorcycle, or one of the incredible Destroids (SO feet of
mega-damage sted with the fire power of atank division)! Or any number of
other human and dien characters.

The mega-damage™ system, stience fiction setting, and high technology
makes Robotech* suitable for use with Rifts®, The Mechanoids® and any of
Palladium's mega-damage settings.

Copyright 01998 Palladium Books® Inc.

Robotech* a aregistered wademark owned and licensed by Harmony Gold USA, Inc.

Palladium Bookst. Megaverse®, Rifts®, and The Mechanoids® are all registered trademarks owned & li-
oensad by Kevin Siembieda.
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Robotech® RPG Check Ligt!

ROBOTECH® RPG: Book One Macross. A complete role-playing game
that recounts the Robotech Defense Force's valiant efforts to protect the
Earth from the dien invaders known as the Zentraedi. Includes: Five different
transformable Veritech Fighters, the famous RDF Destroids, Zentraedi Mecha,
Lancer Space Cannon and Fighter, A.R.M.D. space platform, Macross charac-
ters, O.CCS, and the SDF-1. 112 pages, written by Kevin Siembieda and il-
lustrated by Kevin Long. Over 120,000 copies sold! $12.95

ROBOTECH®: Book Two. The RDF™ Manual. A 48 page source book
with more data on the RDF and the world. Includes the floor plans of the Dae-
dalus and Prometheus, plus additiond aircraft, tanks, character sheds atime-
line, random encounters and optiond hit location tables. 48 pages, written by
Kevin Sembieda, with art by Kevin Long and Peter Simon. $895

ROBOTECH®: Book Threz Zentraedi™. Complete deck plans for the
five giant Zentraedi gpace ships, more Zentraedi mecha and wespons, quick
roll Zentraedi characters, characters shedts and space combat rules. 48 pages,
written by Kevin Sembieda. $7.95

ROBOTECH®: Book Four: The Southern Cross™. A 112 page source
book with dl of the mecha and armies of the Southern Cross. Including the
Veritech Hover Tank, Veritech Helicopter, Logan, giant Bartloids, body ar-
mor, numerous energy wesapons, vehicles, bioroids and the Robotech Magters
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The
Right Stuff

Optional Rulesand Material for
Rifts® and Other Games
By Edward J. Sauerland

Every player has that one thing they love about the game.
Your favorite might be magic, or dragons, or giant robots. For
me, it's flying. Soaring among the birds is my dream. | mean,
imagine, humans taking to the skies, driven by the dream of
flight. It's afantasy that came true. That's what this article is all
about. The following paragraphs will detail high-tech combat,
tactics and survival in the unfriendly skies of Rifts Earth. These
optiona rules and facts should add depth to your game, and
maybe teach you something new dong the way. First, I've in-
cluded anew O.C.C. that | hape you'll find unique and interest-
ing. You will dso find potent new weapons in the form of
Techno-Wizard aircraft. | had a blast writing this piece, and |
hope you enjoy it, too.

"Barngormea" O.C.C.

Sometimes, the Research and Development boys are wrong,
or maybe theyjust missed some small glitch, some minor detail.
Or maybe the whole idea was ‘“fubar”waiting to happen. It
doesn 't matter toyou. You ‘reabout to bite the big one, and the
only chance you have left is a quick whispered prayer and the
gjector seat. That’swhat it means to be a test pilot some days.

"Barngtormers' are men and women who earn a living (and
we mean earn!) at the controls of the most advanced and often
volatile machines ever created. This rare breed of madman has
the natura skill and training to "push the envelope' of dmost
any vehicle, in effect, becoming one with the machine. The
name “Barnstormer” comes from the old Pre-Rifis stunt pilots
who would entertain crowds with feats of daring and degth defy-
ing maneuvers. They would buzz onlookers, fly low, weaving in
between buildings, walk out onto the wing of a plane, and other-
wise dazzle spectators.
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The professional Barnstormer of today is a little bit different.
Typicdly, he is a test pilot for a manufacturer or nation, like
Northern Gun or the Coalition. With their natural flying talents,
they are often hired by kingdoms or mercenary companies as pi-
lots or as ingructors. These sponsors will often need a qualified
pilot to as3g them in reverse-engineering captured equipment.
A barnstormer can dso earn a great dedl of money working as a
smuggler. Trangporting illegal goods or running guns is a dan-
gerous, but very well paying job. And Barnstormers are, of
course, bom adrendine junkies. What could be a bigger rush
than running a Codition blockade in a hovercar with a load of
bootleg disks and books in the back? Less savory types (crimi-
nds) can dways find employment as a getaway driver or
smdltime bandit. Many Barnstormers, however, will settle for a
life of adventuring with other heroes. They live secure in the
fact that their piloting prowess can get them out of any jam in a
big hurry. And some will return to the old ways, done or with a
traveling carniva or show, wowing the crowds with their fancy
flying and trick driving, living for the gpplause and the cheers.
Story Factors and Idess.

As dated above, most Barnstormers find work as test pilots
for experimentd vehicles. Their employer is typicdly a large
manufacturer or kingdom. Now the fun begins. What is the
character's relationship with his benefactors? Is he trusted? Re-
spected? |s he satisfied or angry a them? Additionally, take into
congderation who the employer is Groups like Naruni Enter-
prises and the Codlition are likely to clash. Bandito Arms and
Black Market test pilots are likely to be actively hunted by the
Coadition or arival company seeking to comer the market. Espi-
onage, intrigue and palitics, even sabotage, should dl comeinto
play, with the character(s) caught in the middle. A truly disrepu-
table Barnstormer will sdl his employer's secrets/technology.
He may be on the run from his employer. Perhaps the Barn-
stormer destroyed a one-of-a-kind prototype or captured enemy
vehicle (deliberately or by accident). Or maybe he recognizes
that the prototype he's testing will be used for evil purposes, o
he flees, probably taking the prototype with him. All of these
can lead to grest adventures. In the dternative, the character
could sl his sarvices as amercenary or work for free as awan-
dering hero.

Next are the prototypes. The G.M. and the player should dis-
cuss this ahead of time to determine something logical and rea-
oneble. Maybe it's a fast and stedthy hovercraft, but it hasn't
been equipped with any weapons (yet). Or a Codlition test pilot
could be putting the first of the new army vehicles or 'bots
through their paces. In any event, the manufacturer is likely to
want the pilot's opinion on the design. Researchers will be curi-
ous to see how their product stacks up to the competition (peed,
wegpons, armor, etc.). They may not aways follow the Barn-
stormer's advice, however.

Barngtormers are natural pilots. They've learned through ex-
perience, rather than formal education. They know how hard to
push an engine because they've pushed too hard before, but
managed to survive their mistake. They tend to be bold and dar-
ing, and respect others who are similarly "gifted” like Head-
hunters, Elite robot pilots, Operators and Techno-Wizards (the
latter two because Operators are fair pilots and both can re-
pair/modify vehicles) They grudgingly respect Phagton Juicers,
but still consider them second rate because the Juicers kills are
“artificid."




However, things sometimes change for Barnstormers in a
gand-up fight with fists or weapons. Their quick wits and
quicker reflexes are not dways enough to save them. In fact,
some are totl wimps outside their machines!

Also, because of the dangerous nature of the work, Barn-
sormers tend to live it up and hate to settle down in one place
for very long. When it comes to living fast and dying young,
they're dmogt as bad as Juicers. Note: See bonuses and pend-
tiesbelow.

The following information will detail the Barnstormer/Test
PFilot O.C.C. for Rifts (including space/Phase World campaigns)
and other games. In addition will be extra optiona rules for air
combat and physicd sress.

Barngormer O.C.C.

Also known as Test Pilots, Crash ‘em Smash ‘ems, Crash
Test Dummies and Bailouts (because they have to "bail out" or
gject from a dricken craft).

Attribute Reguirements. 1.Q. 10, M.E. and PE. 11, and P.P.
14. minimum. The higher the attributes are, the better.

Special Abilities: Suffers only half the normal piloting pendties
when atempting difficult maneuvers. The character is com-
fortable and at ease with machines and suffers only half the
pendties when dealing with new or unusua vehicles, except
those that are extremely different/alienin origin. They have
excellent hand-eye coordination and can pilot a variety of ve-
hicles with ease and grace. After close ingpection or actual
piloting time, they can assess the capabilities of any test vehi-
cle (strengths, wesknesses, things that need to improved,
etc.).

Bonusss: Years of training (and sometimes crashing) tend to
build these characters up, physicaly and mentally. +1 to Ini-
tigtive at levds 1, 2, 5 and 8; +2 to save vs. Horror Factor;
+1D4 to PE.; +3 to roll with punch, fall, or impact, and add
3D6 SD.C. Hedstwice as fast as normal and can drink 50%
more alcohol then the average person before feeling the ef-
fects. Additionally, sdect two from the character's piloting
skills to be that character's favorites. Those skills enjoy the
following bonuses: a one-time bonus of +5% to that skill, +2
on initigtive, +1 to strike, +2 to dodge and one additiond at-
tack per melee round! Note: not applicable to robots and
power armor, they aready have additional bonuses. For ex-
ample, if the two favorites are Jet fighters and motorcycles,
add the +5% to those two skills, and in combat while piloting
one of those vehicles, add the extra attack and combat bo-
nuses. For ramming/driving attacks or combat, use the char-
acter's hand-to-hand bonuses as well.

O.C.C. Xills:

Spesks native language 98% and is literate (+10%).

Basic Math (+10%)

Read Sensory Equipment (+15%)

Computer Operation (+5%)

Piloting: Sdect sx. Remember to take into account the bo-
nuses above (+15%).

Pilot Related: One of choice (+15%).

Gymnastics (+5%)

W.P. One of choice.

Hand-to Hand: Basic

Hand-to-Hand: Basic can be upgraded to Expert for the cost
of one "other" kill, or Martia Arts (or Assassin if Anarchist
or evil) for the cost of two kills.

O.CC. Reated ills At first level, select eight other skills.
Plus sdlect two additional at leve three, two at levd six, and
one a levels nine and twelve. Also note that skill selections
will tend to reflect the character's love of piloting and ma-
chines. Phase World characters will likely be trained to fight
in zero-g and will know two additional languages.
Communications. Any (+5%)

Cowboy: None

Domegtic: Any

Electricd: Any except Robot Electronics, and Engineer
counts as two skills (+5%).

Espionage: Any except Forgery and Impersonation (+5%).
Mechanica: Any except Robot Mechanics and Locksmith,
and Engineer counts as two skills (+7%).

Medicd: First Aid or Paramedic only (pick one, +5%).
Military: Any except Military Fortification, N.B.C. Warfare,
and Demolition skills (+10% to Parachuting).

Physical: Any (+5%)

Filot: Any (+15%)

Pilot Related: Any (+15%)

Rogue: Any

Science: Math only.

Technicd: Any

W.P.: Any

Wilderness: Any (+5% to Land Navigation).

Secondary Skills The character dso gets three Secondary
Skills from the list above at first level, plus one additiond at
levels two, four and eight.



Standard Equipment: Starts out with a small portable tool kit,
50 feet of lightweight rope, a flashlight, a penlight, a survival
knife, 2D6 flares, an NG-S2 surviva pack or something simi-
lar, an extra first aid kit, choice of either an RMK or IRMSS
unit, PC-3000 hand held computer, work clothes, traveling
clothes and persona items. Body armor can be of any type,
but will usually be medium or light to alow for greater mo-
bility. Fighter pilots will be issued a G-suit as well. Wegpons
will include a Vibro-Knife, an energy pistal with 3 extra
E-clips, and one extra wegpon of choice with 3 extra dips of
ammo (if applicable). Barnstormers tend to prefer smdl but
hard hitting wespons like the NG-45L P because they are ess-
ier to fit in atight vehicle. Depending on the state of the char-
acter’s employment, the vehicles avalable will vary
dramatically. Assume that someone assigned to the military
will have a motorcycle, hovercycle or jeep for everyday use,
and a military combat vehicle (jet, tank, robot) for field use
only. An adventurer will have a souped-up vehicle with
30-50% more armor, an extra weapon, or some other feature
(possibly Techno-Wizard), and will otherwise be customized
to suit the player's liking (flame paint job, sereo, whatever).
This can be a motorcycle, hovercycle, hover vehide, car or
truck, possibly an APC or a quality suit of power armor, ide-
aly flying types. At the G.M.'s discretion, the player can
make his choices from those available to the Bounty Hunter
O.CC.inMercenaries™ and in New West™.

Equipment in other games will be typical for those games,
but with an emphasis on tools and small weapons.

Money: Money will aso vary. Typical military wages are usu-
aly pretty high, equa to a low ranking officer. Mercenary
wages are even better. Regardless, the player sarts out with
2D4X1000 in credits and another 1D6X1000 in black market
items.

Cybernetics. Starts with a gyro-compass, headjack and ear im-
plant, and one of choice from sensors or lung implants. The
player may opt to not have any cybernetics and may be com-
pensated with extra equipment or another 1D4X1000 +500
credits.

Penalties: Years on the edge will use up a man. His body and
his mind will not be as sharp or fast as they once were, and
ome past mistakes will inevitably come back to haunt the
character. Barnstormers spend cash fast, often drink when
things go wrong, and enjoy the company of members of the
opposite sex. All of this can lead to trouble. At some point,
the character will have a minor breskdown that will cause
lasting problems. At third and seventh levels, roll on the fol-
lowing insanity table. Additionaly, any truly nasty brush
with death, such as actualy being dead and then being re-
vived by magic, or being parayzed or losing a limb, may
warrant more rolls on the table. Take into account the charac-
ter's alignment (see notes below) and the nature of the event
in order to determine any additiona insanities or pendties.
Many of these will lead to a quick desath unless friends can
intervene to help the character cope.

01-15% Action Junkie: loves the rush of gpeed and combat!
Will aways choose to stand and fight (even if outnumbered)
and will seldom pass up a challenge. The character is aggres-
sve and rarely pulls punches, dowly becoming a killer of
sorts +1 on initiative and will respond to acts of aggresson
with aggression.
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16-25% |'m the Begt at: fill in the blank. The character thinks
he's the best pilot (obvioudy), but dso thinks he's a gresat
gambler, shooter, singer, you name it. Will take any bet, ac-
cept any chalenge, and alwayslet it dl ride. +1 initiative and
will take any chdlenge.

26-35% Loser!: The character is moody and depressed. He
thinks he's logt the magic touch and spends night and day
trying to improve his skills. It's dl really unnecessary, but
that's not what the character thinks. -5% on al skills, -1 on
al combat rolls (lack of confidence); 45% chance of drug ad-
diction, usualy acoholism. Also edgy and tends to not get
much deep (says up late worrying, or to get in more Smula-
tor time).

36-45% Fear of Flying: The character has no fear of heights,
only flying. A particularly bad crash has caused him to be-
come skittish. Will not fly more than 50 feet (15.2 m) above
the ground in any vehicle, which can be very dangerous.
-15% to dl aircraft piloting skills.

46-55% Claugrophobia: The character crashed and was
trapped insde a twisted meta hulk and logt it. He may not
have even gotten a scratch, but now he fears tight places.
Will NOT use form-fitting power armor, will didike being
ingde any enclosed vehicle like arobot, tank, or APC. -10%
to piloting skill and hates dl tight spaces in general. When
flying, will tend to avoid flying close to the ground/near ob-
dacles.

56-63% Drug Addiction: The character has had to spend a
grest dedl of time recovering from his injuries. Numerous ac-
cidents (and the resulting hospital stays) means the character
has had quite a few doses of pain killer in his day. Now he's
hooked and will crave that numb feeling al the time. See
rules in the Rifts RPG® (page 21) for handling addictions
aong with the pendlties involved.

64-68% Paranoid: Thinks people are out to get him, specifi-
caly, by sabotaging his ride. "Hey, you! What are you doing
here?! Get away from my hovercycle" May take geps to
"protect” himself, like setting up traps or surveillance equip-
ment. Jumpy, but alert: +1 oninitiative.

69-77% Nerves are shot: The character suffers from muscle
gpaams as aresult of stress. The hands shake, sometimes they
stutter when taking, others develop a facial tick or other an-
noying symptoms. The red problem is that the twitching
makes ddlicate tasks more difficult: -10% on skills requiring
manual dexterity like Electronics and Pick Pockets. Also, -3
grike using modern wegpons unless the shooter is somehow
supported. For example, a machine gun mounted on a tripod
would negate most of the character's shaking, o there would
be no pendlty to drike.

78-83% Immortality!: Having come S0 close to dying and not
actualy died has given the character the illusion that he will
live forever. Takes needless and stupid risks, never wears a
Sedt belt/harness, seldom wears body armor ('l don't need
it?”) and will charge wildly into the fray with both guns blaz-
ing.

84-92% Roll once on the random insanity table in the Rifts
RPG®.

93-97% Roll once for arandom psychosis.

98-100% Roll twice on this table and ignore any result above
97% or any duplicates.



Alignment notes. Certain aignments will react differently to
many tragic accidents. Characters of agood alignment and most
who are Aberrant will do everything they can to preserve life.
Thus, if they are responsible for an innocent's desth, that would
call for an additiona insanity roll. Thisis dso true of most Un-
principled characters and a few Anarchist ones. They may be
rogues, but they gill have that soft spot that gets them into trou-
ble. Mogt Anarchigt, Miscreant and Diabolic characters basically
look out for themsalves. They could give adamn who they hurt,
just as long as they save their own skins. As long as they can
walk away from any mishaps, an extra insanity roll is not re-
quired.

Barnstormers use the Headhunter experience table.

Barnstorming in Other Settings

Though the Barnstormer is meant for a Rifts® campagn, the
O.C.C. can be adapted for mogt of Paladium's other games ess:
ily. For Heroes Unlimited™, Beyond the Supernatura™,
Ninjas & Superspies™, and Nightbane®, there are two main
modifications necessary. First, use the skills as listed in the re-
spective RPG book. Second, the bonuses provided may be too
unbalancing. | suggest dropping the bonus for initiative to just
+1 dl thetime. Therest should probably remain unchanged. Af-
ter all, the very reason to roll up a Barnstormer is to have a
kick-butt pilot to use! This O.C.C. may or may not be useful in
every situation or setting. Consult with the G.M. as dways. The
insanities may not be particularly appropriate, either, so they too
can be eliminated if deemed inappropriate.

In the aternative, these other games aready have character
classes that could be subgtituted for a Barnstormer. For Heroes,
the Hardware: Mechanical character is perfect. He can build and
pilot his own experimental vehicles! As a concesson to make
thisalogicd arrangement, the character will haveto roll at least
a Bachelor's Degree on the Education Level table, or Mili-
tary/Military Specidis. The G.M. may just want to let the
player automatically have one of the higher educationa levels
Also, the Specid Training area of the Secret Operative provides
a great opportunity to become a test pilot. In both cases, make
skill sdlections mainly from piloting and mechanica. For Ninjas
& Superspies™, the Gizmoteer, especialy the Tinkerer. With
tons of skills available, the Tinkerer Gizmoteer could easily be a
piloting dynamo. In any of these cases, the character may add
the above specid abilities and bonuses to the character with the
G.M.’s approvdl.

ROBOT=CH

For Robotech, the problems become a little trickier. There
are basicaly four "generations' of different mecha, vehicles and
equipment, and numerous settings within each era For a
Macross game aone, is the setting going to be before the launch
of the SDF-1, during the war, in the post-war holocaust, in the
Southlands, or even during the Globa Civil War? There's dso
Southern Cross, Invid Invasion and The Sentindls, each present-
ing unique issues and countless possibilities. So the Robotech®
O.C.C. will feature some new skills to accommodzte these is-
Sues.

Robotech Mecha Test Pilot O.C.C.

Attribute Requirements: 1.Q. 10, and P.P. 11. A high M.E.
and P.E. are dso helpful, but not mandatory.

Special Abilities: Similar to those above, with some of the
bonuses toned down, but dl the bonuses for piloting, including
the extra +5% for favorites and half penaties on tricky maneu-
vers intact.

The many world settings means that the Robotech test pilot
may be exposad to many different types of mecha during his ca
reer. He has mastered the art of piloting them since the first ones
rolled off the assembly lines. As aresult, the character has the
unique skill known as Generd Mecha Piloting. This is like the
Specific Mecha Pilot skills without the Mecha Combat ills,
focusing on the maneuvering of mecha and not necessarily com-
bat. Included under this skill is the piloting and handling of ALL
Earth Mecha to some extent, except E.B.S.|.S mecha, unless
playing a character loya to that group. Alien mecha are not in-
cluded, ether. However, a Sentinels character may sdlect the pi-
loting of Zentraedi mecha as an "other” skill. All RDF and REF
Destroids and al Southern Cross Battloids can be piloted. So
can ANY Veritech, in Battloid mode only. Base kill is 55%
+5% per level of experience. And yes, the character can learn
the conventiona Pilot: Veritech skill. Also, the character's fa-
miliarity with these war machines means he can fight effectively
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with some of them, and is able to madter a few. Sdect any three
to be piloted a maximum capacity (i.e. including the specific
Media Combat skills). These enjoy the full bonuses available.

Sdect two more to be piloted at the "Badc' combat leved. For
example: our N.P.C. Test pilot has sdected the RDF Gladiator,

the Southern Cross Logan, and the REF Beta Fighter for full

combat training, and the REF Vindicator and Saber Cyclone for
basic combet. For al other types of mecha, the character must
rely only on his own hand-to-hand comba sKills to determine
combat rolls. Additiona media combat skills can be sdlected,

but each counts as one "other" skill.

Please note, skill sdections are limited to the environment
you're playing in. Hover Tanks, for example, will NOT be
available to a Macross campaign, unless it is years after the end
of the Firs Robotech War and the tanks are in the very early
testing Sages. Use some logic and talk to the G.M.

O.CC. ills
Read Sensory Equipment (+15%)

Sdlect one Mechanica and one Electrical skill (+10% each).

Pilot: Sdect 5, dl at +15%.

Computer Operdtion (+10%)

Hand-to-hand: Basic

Hand-to-hand: Basic can be upgraded to Expert for the cost

of one"other" sKill, or Martia Artsfor two sKills.

Other ills: Sdect 12 other kills a level one, two & leve
three, and one a levels eight and twelve.

Communications. Any (+10% to radio basic).

Domestic: Any

Electrical: Any, but Mecha counts as two skills unless taken

aboveasan O.C.C. sKill.

Espionage: Any except Forgery, Impersonation and Interro-

gation.

Mechanical: Any except Locksmith, and Mecha or Veritech

Mechanics counts as two skills unless taken above as an

O.C.C. &kill (+5%).

Medical: First Aid or Paramedic only.

Physicd: Any (+5%)

Filot: Any (+15%)

Pilot Related: Any (+10%)

Rogue: Any

Science: Biology, Chemistry, and Math only.

Technical: Any other than Demoalition skills (+5%).

W.P.. Any

Wilderness: Any (+5% to Land Navigation only).

Standard Equipment: A dress uniform, two standard uniforms,
regular clothes and persond items, radio, first aid kit, oxygen
mask, probably some tools or a smal toal kit, flashlight,
knife, 8 flares and a sidearm or choice with four extra clips.
Also body armor (if available). A car, jeep, or motorcycle for
personal use. The character also has access to most secure ar-
ess in addition to the usua facilities available on military
bases.

Authorized Clearance Upon Assignment: Combat vehicle of
choice or as the assgnment dictates, including mecha, with
full weapons load. Possibly additional equipment and wegp-
ons.

Monthly wages. Because of the hazardous nature of their work,
these people earn dightly more than others. 2350 credits a
month for levels 1-4, 5th level and higher 3100 credits a
month. while officers make about 3500-4800 a month.
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Personal Savings 4D6X100

Use the Veritech PFilot experience table in the Robotech
RPG® book, or if you're playing in a Sentinds or Invid inva
sion setting, use the Military Specidist table.

,,,,,

Notes and Optional
Rulesfor Air Combat

Every mode of combat has its own specid dangers that make
it deadlier than others. Sometimes the enemy is not someone
shooting a you, it's the environment around you. With flying,
even in non-combat situations, there are severd risks. Firg, the
condition of the aircraft. The best pilot in the world is ill a
dead man if there is a major eectrical or mechanical problem.
Second is oxygen. At high altitudes, the air is too thin to provide
enough oxygen for the pilot to breathe. Aircraft must either be
pressurized (a seded environment) or everyone must be
equipped with a separate oxygen supply, like wearing environ-
mental armor. These two factors are handled pretty well in exigt-
ing games like Rifts®. But athird factor, physics, does need to
be consdered.

High speed maneuvers and tight turns create g-forces that are
exerted on the pilot and any passengers. G-forces can be thought
of as a multiplier for someone or something's weight. A man
who weighs 130 pounds (58.5 kg) will fed like he weighs 390
pounds (175.5 kg) under the influence of 3 g's. Without getting
too involved or bogged down, let me simplify it. Right now,



you’re feding 1 g. Now imagineyou'rein aturn or aloop onan
amusement park ride. You may feel pressed down, you may be
qquished to one Sde, or you may even fed like you're floating.
In ajet fighter, these forces can pool blood away from the brain,
causing black outs and more serious problems. To combat this,
pilots wear g-suits that are filled with air or liquid bladders.
When g-forces push down on the pilot, the bladders are
squeezed, and they in turn squeeze the body and force blood
back to the brain. Without the suit, maneuvering cannot be done
without the risk of a blackout. It pretty much goes without say-
ing that if you're unconscious, you can't fly or defend yourself.

So how much can one man take? Let's use game terms and
our roller coaster example. An average person with a PE. of 9
gets on a hot coagter and has some fun. He's exposad to any-
where from 2 to just over 4 ¢g's. | know because my Physics
class performed some testsl Now, our rider comes off theride, a
little shaky, but okay. Most people can handle 3 ¢'s eadly. At
about 4 g's, you're basicdlyjust dong for theride. Thisis about
the point where al you can do is scream, yell happily, and hold
on. At about 5 or 6 ¢'s, you're starting to redly fed it. You'll
dart to experience “tunnel vison" and therell be datic at the
corners of your sight. Concentrating is next to impossible and
you can only endure this for a few seconds after the tunndl vi-
sion begins. That's if you haven't just blacked out aready. At
7-8 g, it's probably nap time. Nine and 10 g's are painful and
dangerous for more than a few seconds. Beyond that isbasically
lethal for humans. The g-suit compensates and allows pilots to
fly their aircraft to the edge. Additionaly, they've undergone
training to help them cope with the strain and pain that accom-
panies g-forces. With full flight suit and gear, a normal human
can handle 7-8 g's, and up to 10 for short periods at atime (like
on fagt turns, about one and a half meeess or less). Certan
D-bess, including Psi-stalkers, Wolfen, True Atlanteans, and es-
pecidly Dwarves, can handle about 50% more gress than the
average human. Crazies and partial converson Borgs are the
same as the tougher D-bees. Juicers can handle up to 8 g's be-
fore feeling the effects that the average human feels at 4-5 g's.
Full converson Borgs are epecidly resistant and can handle
twice the stress compared to the average human. As a result,
mogt Juicers sddom wear any type of g-suit and most Borgs
don't need any! Supernatura beings are amost immune to the
effects of g-forces.

These gats are Smply to add realism to the game if the G.M.
wants it. This may help clear up some issues or keep truly outra-
geous stunts from happening. Unless the player's character is
extraordinary, he's not going to just hop into a fighter with no
prep time, take off, duke it out with three Codlition jets, and
land like nothing happened.

Air Combat Maneuvering (A.C.M.)

The dassic art of Dogfighting

Dogfighting occurs when aircraft meet and lock in combat. It
progresses in stages. Fird, detecting the enemy, visudly or by
sensors Next, closing to within weapons range, which may in-
clude maneuvering for position. The defender will try to evade
the attacker. The defender will adso seek to become the aggres-
sor and shoot back. Maneuver, counter attack, disengage, it's a
like a ballet, but unfortunately, it's a little more complex than
what is dlowed for in the Palladium rules. Rolling strikes and
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dodges is fast and easy, but doesn't quite capture the excitement
you get watching Star Wars or Top Gun. These optional rules
may dow things down a little, but they should hopefully add
some depth to your game.

To make air combat more redigtic, and to make the players
feel like they're actuallyflying and not just shooting or dodging,
try this smple option adapted from the Nightbane™ perception
rules. Take the pilot's kill, say Pilot: Jet Fighter, and divide it
by 15. Take the result (rounded down) and use it as a bonus for
combat rolls (see below). So a Codlition "SAM" with a skill of
60% gets +4 on his rolls to strike and dodge. This will be caled
apiloting modifier. The beauty of this system is that it lets you
get more involved in the action and takes the pilot's kill into
account. The down dde is that every action requires two ralls.
After attempting a maneuver, you must roll under the pilot's
kill, as wel. Why? imagine driving along when a squirrel darts
out in front of your car. You swerve to avoid the critter. Even if
you miss the squirrel, you may lose control of the car and hit a
pole or something else. So, mogt actions will require two ralls,
one for combat on a twenty sided die, and the other a control
roll on percentile dice.

Use the piloting modifier on rolls to maneuver and dodge.
Roll initiative normally.

Now, an example of combat. | suggest that the G.M. use
something to represent the combatants. Little die cagt planes are
idedl. Why do this? It's pretty easy to keep track of ground com-
bat, but in the sky, it's much tougher, so you may need avisud
aid. You may think, "hey, it's my atack, I'll fire a volley of
mini-missiles at this guy." But, in trying to dodge his rail gun
blast last melee, you ended up facing away from your opponent.
See what | mean? This is three dimensona combat time, with
the combatants moving at high speeds. So, the toy planes will
help you and the G.M. describe to each other what's going on.

A first level Headhunter with a Filot; Jet Fighter skill of 50%
quares off agang the Codlition SAM above. Let's simplify
things and say neither one snuck up on the other. They come
screaming in a one ancther head-to-head. Roll initiative nor-
mally. The Headhunter lucks out and wins, S0 he goes first. He
fires a single medium range missile a the SAM'sjet. Herolls a
norma roll to grike, +3 from weapons and sensor bonuses. A
15 dl together, not bad. The SAM tries to dodge. He pulls a
sharp left turn. His player rolls to dodge - a 10. But the plane is
+3 to dodge, and the pilot's skill of 60% trandates into a pilot-
ing modifier +4 dodge bonus, for a total of 17. The missle
misses! But, the SAM till has to make a control roll under his
piloting skill for control. Remember above, the SAM may not
get hit by the missile, but he may botch the move through dumb
luck and td! an engine or something in the process. The control
roll is successful too and combat continues.

The SAM'sturn has presented histail to the Headhunter. The
Headhunter ill has the initiative because the SAM is on the de-
fendve. He fires his lasers and the SAM avoids again, rolling
once on atwenty Sded for success then on percentile dice for
control. This continues for awhile until the SAM is hit. Thetwo
rolls must till be made, however, even if you're not successful
in dodging.

Next meleg, the SAM gets initiative and it's payback time!
He pulls up into aloap, trying to get around to the Headhunter’s
tail. He rolls atwenty sded plus the +4 from his piloting modi-



fier. Thisisamaneuver roll smilar to the earlier dodge, but now
it’s used as an atempt to gain position. The SAM has a 14 totd.
Next, he rolls under piloting skill for control and makesit. Now,
the Headhunter has to do something or the SAM will fire with
his next attack. He fries to outmatch the SAM's move by a-
tempting a tighter loop. He rolls a 7 with dl bonuses included,
0the SAM isdill onhistail.

If aplayer ever fails a contral roll, he loses initiative, and is
-1 on al combat rolls and -5% on piloting skill for the remain-
der of that melee round. A player who is on the defensive is
open to attack. An attacker who fails a contral roll will NOT be
ableto fire on the enemy. Basicdly, he loses an attack.

Got the fed of it? The maneuver is similar to a drike roll, but
in this casg, it's aroll to place yoursdlf in a postion to fire on
the enemy or escagpe him. It's a “pre-strike” roll. Note that this
may result in agdemate. If thetwo pilots are evenly matched, it
may be some time before one or the other can gain an advan-
tage. This happensin red life, too. Now let's take alook et red
world combat strategy.

Firg rule, find the enemy before he finds you. Just like
prowling through the woods to ambush a CS patrol, snesking up
on an enemy airplane means you basicaly get a free shot. Who-
ever finds the other guy first gets the first shot. But how do you
gpot him? Originaly, you had to spot him with the naked eye.
But radar and other sensors changed al that. Now battles could
be fought well beyond visua range. The problem is radar can
give away your pogition. Imagine a pitch black night. Y ou're on
a smdl hill near a road. Down the road comes a car with his
headlights on. You can see the car miles down the road. But he
can only see you when you're within range of those lights. Get
the picture? Turning the radar on only briefly to catch a quick
image can avoid this problem most of the time.

Next is maneuvering. Just getting into position to fire your
wegpons could take an entire melee or more! It becomes like our
combat example above: two guys trying to outsmart one an-
other. A chess game with missles. There are other factors too:
weather, anti-aircraft fire from the ground, eectronic jamming
and more, but this is the heart of it.

Some final notes Attacks. Every roll to maneuver or dodge
counts as an attack, except in rare cases like the Phaeton Juicer's
automatic dodge. The G.M. may opt to give any pilot specidigts
like the SAM an automatic dodge option as well. And, some
players arejust plain going to be outclassed. A guy who's first
level and took Pilot: Jet Fighter as a secondary skill will proba:
bly get his dock cleaned by a seventh level SAM. But that's re-
digtic, too. Some people will be better than others. Hopefully
these ideas will add enjoyment to your game.

Tactics and Special Maneuvers. Some advice and a few
new movesto try ot.

» As dated above, use radar in short intervals.

« Vary your dtitude at odd intervas. A plane at 1200 (365.8
m) feet is eader for gunners to engage because it's an even
number. At 1163 feet (3545 m), they'll have a harder time
calibrating the guns to hit you. | know it sounds weird, but
it's true! Of course, it's up to the G.M. to take this sort of
thing into account.

+ Attack from above, height provides an advantage. You can
aways dive if you need more speed.
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Attack from an angle. This gives you a larger surface area to
hit and increases your odds of getting the kill shot.

Attack from "out of the sun." This means diving in on your
opponent with your back to the sun. He won't be able see
you clearly, if at dl.

Sower gpeeds produce tighter turns.
 Sudden tight turns can throw off missile guidance systems.

When flying low to the ground to escape radar detection, cut
a fast 90 degree turn. This will fool most radar systems into
thinking that the target (you) no longer exists! Y ou can then
hide in the ground clutter or move to engage the enemy.

When possible, don't alow your forcesto be split up.

* The Quick Stop: When pursued, pop the ar brakes, flaps,
even landing gear if you're brave enough. The sudden wind
resistance should dow your craft down and force you're op-
ponent to shoot past you. Now you're on his tail. First, roll
initictive to see if you catch your enemy by surprise. If the
defender wins, he gets lucky and he can then attack. If the at-
tacker wins, he anticipates the move and is able to avoid
overshooting his target. Roll to control the craft under pilot-
ing skill -15%. The pursuing plane must roll under piloting
skill -20% or it will overshoot.

» Vectoring in Forward Flight, or ViFFing: This means switch-
ing your jets quickly from horizonta to vertical thrust. This
is a tactic developed by Harrier pilots that can be done by
Rifts VTOL fighters. Like the quick stop, ViFFing is de
signed to dow your plane down to get in behind the enemy.
To your opponent, it will appear as if you've paused momen-
tarily in mid-air. Make al rolls as above under the quick
gop, but add +2 on theinitiative roll for the defending pilot.

* Terrain Following: Skimming just above the ground is a
grest way to avoid detection, but it requires intense concen-
tration from the pilot. It can be quite taxing on the nerves and
cannot be done for long at high speeds. At speeds up to 150
mph (240 km), factor in a -10% penalty. From 150 to 500
mph (240-800 km), -15%, and above that, -20%. Passengers
not used to the ride will have to rall vs. a Horror Factor of 8
to stay cam. If the pilot is a true wild man, the Horror Factor
isincreased to 11. This aso gpplies to anyone trying to pur-
suethe crazy pilot. "Did you seethat? Thisguy'snutd™

* The Tal Side or Mid-air Stal: You may have seen this
move performed by biplanes, or in the 1989 Batman movie.
Pull the aircraft up into a climb. As you reach the top of the
climb, gradudly pull back on the throttle. It will seem like
you're hovering there motionless for an instant, then, you be-
gin to fall back to Earth, tail first. Swing the nose in the di-
rection you want to go and push the throttle forward again.
This is a difficult and dangerous move, but it can be effec-
tive. -20% to piloting skill.

Strengths and Weaknesses
of Aircraft Types

The best way to ded with an aircraft is to send another one
out to destroy it. But not all aircraft are crested equal. Each has
unique abilities and severa shortcomings.

Arguably the best are jet fighters. They have the greatest
peed, firepower and range, and are highly maneuverable with a



greater atitude limit than pretty much everything dse. On the
down dde, they are the most expendive, difficult to hide, and re-
quire some of the mogt intense training. And even VTOL planes
are not meant for long term low-level missons or hovering in
tight places. Larger types, like bombers and transports, are less
well suited for combat and are even more expensive. Helicop-

ters are ideal tank busters and troop transports. With the advent

of longer ranged and more powerful weapons, they can even en-
gage jets and hope to survive. They can get in close to targets
and duck behind terrain and can hover for long periods of time.

However, helicopters are dower than mogt jets and many sky

cydes and the main rotors are vulnerable. Sky cydes are dso
great low level attack craft. They are fast, accderate quickly and
turn sharply, but are dower than jets and pack less firepower
and armor. Hovercycles are fast and can turn on adime, but lack

the weapons and dltitude to be very effective air combatants.

Most flying power armor types are like sky cycles. They excel

at low level, tight terrain combat, but they have fewer weapons,

lower speed and service dtitudes and will be outclassed by ajet
when in its territory.

The Vintage
Air Force
Techno-Wizard
Alrcraft

Optional New Vehiclesfor Rifts®

By Edward J. Sauerland

This section was inspired by and is dedicated to the members
of The Confederate Air Force. These volunteers are helping to
keep history dive by keeping planes from days gone by in the
air. Kegp ‘em flying!

There are many different versons of the tae, each with its
own unique details, new names, new places. But the red story
goes something like this...

Weber’steam had been together a long time. Always on the
move, always searchingfor treasuresfrom the past that might
unlock some key to the present. They d made afew discoveries
over theyears. Mostly they uncovered small mementos, nothing
worth selling and nothing great enough to make themfamous or
rich. The rogue scholar and his bunch would never be asfa-
mous as Erin Tarn.

But fortunes can change in an ingtant. With high hopes,
Weber's crew followed up on a lead. Rumors abounded about
secret compounds full of military hardware. The locations of
such caches could be sold to "investors' like the Golden Age
Weaponsmiths for avery nice profit.

What did fate have in dore for them today? The building
they found was huge! Not so much tadl as it was long and
sprawling. But it would prove to be somewhat of a disappoint-
ment. A collection of artifacts from the past, but nothing in
working condition. In fact, it was not a hidden sore of wegpons

at dl. Weber recalled that the term for the place was a museum.

There was much to see, much information to be had (if you
could read) but nothing that truly stood out. Weber sighed and
went about exploring and cataloging items. The place was inter-

esting, but the knowledge it contained was not very practical in

today's world.

One large room caught the eye of one of the party's mem-
bers, the oddball techno-wizard they called “K.C.” He pondered
the machines before him. They were planes of some sort, from a
long forgotten era. He tilted his head to one sde, thinking and
studying the planes. The gasoline engines, a snap to convert to
magic, he'd done smilar jobs hundreds of times. Then an idea
began to take shape in K.C.’s head. He pictured fleets of the
planes, swooping, diving, rolling, and a grin began to spread
across his face. "l wonder..."

Those two words, "I wonder," began a minor revolution in
modern air combat. No one knows for sure where the first ones
were built, or by whom. All people know is that the idea liter-
aly took off.

Severd years ayo, the tide of a small battle near Tolkeen was
changed by a new type of war machine: the Techno-Wizard
fighter. The archaic looking, prop driven fighters were small and
obvioudy had lighter armor than the modern Codition fighters
and sky cydes, and were serioudy outgunned. The Coadlition pi-
lots, overconfident and full of arrogance, mixed it up with the
prop jobs. Suddenly, it was no longer a one Sided fight. Indeed,
the Codition forces had to fight for their lives. The dower pis-
ton planes could out turn the fancy jets. And they were imposs-
ble to lock onto with heat seeking missiles. The Tolkeen planes
fired invisble bolts of force that tore into the wings of the en-
emy jets. And they sported concealed mini-missiles that could
grike down sky cycles amile away. Thrown into utter confusion
by their bizarre foes, the Coalition forces fled after losing athird
of their force. Only one enemy had been destroyed and another
one damaged. The Vintage Air Force had survived atrid by fire
and was proven a success.

K.C.'sides, inthetraditiona zany Techno-Wizard style, was
not to refit pre-Rifts planes that were hundreds of years old, but
to build al new ones in their likeness. The inspiration for these
"new" designs was the collection of World War 11 era planes
found by Weber's team. The idea of prop driven planes in an
age of nuclear powered jets seemed stupid or just plain nuts to
most people at first. But the spirit and determination of many
Techno-Wizards and engineers made the dream aredity.

The term "Vintage Air Force" does not describe an actua
military unit. 1t's more like a brand name used to describe any
such magic aircraft. The WW 1 styled Techno-Wizard plane is
redly quite smple. The body structure can be produced by any
decent manufacturing nation. The key, of course, is magic. The
Vintage planes boagt magic power plants as opposed to conven-
tiond fuel or nuclear engines. This creates many advantages for
these planes. First, the magic engine isbasicaly silent. The only
sound that can be heard is the steady high RPM hum of the pro-
peller blades. Even this can be muted with specid magic, thus
these planes are stedlthy, but that's not al. The magic engine
runs cool, making the plane al but impossible to track or target
with infrared (no heat seeking missiles ether, -5 to strike!). The
magic engine also Uses a capacitor, eliminating the need to carry
fuel, thus more space is available for weapons and armor.



The designs of the planes are ablend of the old and the new.
All the dectronics atraditiona pilot would be accustomed to are
present. Each has a flight control computer and fire control/tar-
geting system like aregular fighter. The airframeshave only had
minor aterations to their shape, and il bear a driking resem-
blanceto their predecessors. Modern lasers and missiles provide
quite a punch, while M.D.C. armor and sometimes magic pro-
vide protection. Most Vintage planes are made of lightweight
M.D.C. sted and ceramics, but a handful have an additiond
edge designed into them. They are congtructed of wood and then
converted into M.D.C. materids by the Ironwood spel. This
unique transformation leaves the plane partially invisible to ra
dar. The radar sSgnature will gppear much smdler than the
craft's actua sze, and will be fuzzy or otherwise distorted.

Conventiona fighter pilots often sheke their heads or crack
jokes when they share an airfield with the Vintage planes, but
there is no denying their effectiveness. The planes have the
speed and firepower to handle most helicopters, sky cycles, and
power armor. Even though jets possess speed two or three tunes
greater, specid tactics have been developed to play upon the
Vintage planes strengths. The pilots of these nimble planes will
try to force the faster jets into close combat near the ground, a
lower speeds, where the planes agility will give them the edge.
The dower prop planes can pull much tighter turns than jets.
They'll use quick strafing attacks on the enemy, then disengage
and try to hide for a moment or two. The old fashioned look of
the planes means they are constantly being underestimated. And
of course, many often have a few magic extras added. These can
be nasty surprises for anyone unprepared to handle a magic
wielding opponent.

Vintage planes are usualy given awild paint job that is cus-
tomized to suit the pilot. Many will name their planes and paint
dogans, ther girlfriend's name, or cartoon characters on the
nosg, just like they did in World War 11! K.C.'s first Vintage
plane had a cool flame paint job and the word "Yippea!" painted
on the nose and wings. Many will add the black and white "in-
vasion" dripes to the wings, or shark teeth to give their craft a
Mmean appearance.

Currently, Vintage aircraft can only be purchased through a
few sources on the Black Market, & Tolkeen, Kingsdale,
Stormspire, and handful of other places in the Magic Zone and
in the New West. Note that the prices at Tolkeen and Kingsdale
are a a premium, because most of the aircraft they produce are
intended for their nations defense. Stormspire and other nearby
cities offer the planes at lower prices. Each of these nations has
added a least a squadron or two to their arsend. Tolkeen has as
many as fifty, including eight B-17’s. Kingsdde has about
twenty fighters and Lazlo is dso purchasing the Vintage planes
in lage numbers. The Codition condders ALL such
Techno-Wizard crestions athreat, especidly the bigB-17’s, and
will destroy them on sight.

The following presents some general dtats for Vintage air-
craft, including features and options, as well as a few specific
examples. Note that thus far, only American planes are repre-
sented in the Vintage Air Force. This is because the only planes
found in the museum were American.

Spead for fighters is generdly between 360 and 440 mph
(576-704 km) and between 250 and 300 mph (400-480 km) for
bombers and trangports. In al cases, top speed is reduced by
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half whennot traveling on a ley line. Note that one of the main
differences between the Vintage aircraft and the origina models
is that the new aircraft are dightly faster when running on full
power.

Range is typically 200-600 miles (320-960 km) when run-
ning onreserve, but unlimited when on aley line. The magic en-
gine runs indefinitely on ley line power, but has an energy
reserve for venturing away from the lines. When not on a ley
line, the plane flies a half speed and uses 50 P.R.E. per hour; the
gorage cel holds 200 to 400 P.P.E. a onetime. Being on aley
line will recharge the engine at about 50 P.P.E. per hour when
the engine is not running (even when gliding), but only about
five per hour while flying on the line.

Typical M.D.C. by location:

Propeller — 50

Tail (includes vertica and horizontal stabilizers) — 100
Canopy — 60

Wings(2) — 125 each

Main body — 130-220

Reinforced pilot's compartment — 70

Depleting the M.D.C. of the propeller, wing, or main body
knocks the plane out or the sky. The pilot can attempt a crash
landing at -40%. A successful attempt means the plane is
wrecked but the crew survives. Degtroying the tail inflicts a
-30% penalty on piloting skill.

Piloting SKill: Vintage planes are fairly smple to fly. The
controls are basc: dtick, rudder and throttle. Stll, it's a little
harder to learn to fly than it is to drive a ground vehicle. Only a
few O.C.Cscan learn to pilot a Vintage craft automaticaly. All
other O.C.C.s must spend a skill to sdect the Rilot: Airplane
Kill. Techno-Wizards can fly them at 70% +5% per level.

Fighter pilots can quickly learn how to pilot these smple
craft. Base kill: 55% +5% per level, or add 15% to the pilot ar-
plane sill. Air Warlocks pilot these aircraft at +10%, but must
gl select the skill. They have this advantage because they're
literally in their element.

Common features — non-magical: Basic avionics (atime-
ter, speedometer, efc.). Note that half the gauges are no longer
required because the engine ismegical. Severd radios are avall-
able, including short range - 100 miles (160 km) or long range -
500 miles (800 km). Both are directional and can be equipped
with scramblers. The cockpit is typically a seded environment,
like power armor, and has all the usua features. Dueto size lim-
itations, the best radar available has a25 mile (40 km) range and
can identify and track up to 30 targets smultaneoudly. The aver-
age targeting sysem and combat computer is about the same as
in power amor and includes a Heads-Up Display. Most will
have a sdlf-destruct and security system (technologicd and/or
magical). The gector seat will ether be conventiona or a magi-
cd one. A magic gjector seat holds a single spell such as levita-
tion, fly as the eagle, or winged flight. The spdl is activated
when the pilot pulls the gect handle. Typical duration is equal
to afifth level mage and is good for one use. The pilot needs no
P.P.E. himsdlf to use this feature.

Magical Features: Most spells that can be gpplied to vehi-
cles can be used on Vintage planes. A typical plane will have dl
wegpons and features and aso two spells. A capacitor with are-
srve of 100-200 PPE. is usudly indaled, and anyone with
PPE. can use it to power magic features. Additionaly, the




magic nature of the craft provides specid abilities. Not only
does the plane only fly at full speed while on aley line, it dso
will not crash while on the ling, but will floa to the ground
dowly unless completely destroyed (M.D.C. of every location is
depleted). Thisiswhy so many pilots try to move battles to ar-
ess rich with ley lines. Also, the propeller can be shut off and
the plane can glide a a gpeed of about 100 mph (160 km) on a
ley line. While this is dower than normdl, it is totaly silent.
Crest for attacks a night.

Weapons

A variety of conventional and magical weapons can be added
to any of type of plane. Mogt fighters can have four or Sx guns
mounted inside the wings (each wing having two or three) and
have underwing and body pylons to mount missiles. The follow-
ing describes common weapons and weapon arrangements.

Heavy Guns Dueto size redrictions in the aircraft, usualy
only two to four heavy weapons can be mounted, typicdly in
pairs. When determining damage, multiply the damage from one
gun by the number of guns used. For example, if Sx light lasers
are being fired, damage would be 3D6X6. And yes, not al guns
need be the same. See weapon arrangements below. Most weap-
ons are powered either by magic or rechargeable energy cells.

Heavy Assault Lasers. These are high powered, long range
guns suitable for assault and dogfighting.

Mega-Damage: 5D6 per blast.

Rate of Fire Equd to the pilot's number of hand to hand at-
tacks.

Range: 4000 feet (1220 m).

Payload Non-magic powered guns have a large energy cdl like
agiant E-clip that provides enough power for 75 blads.

Modified Starfire Pulse Cannons These are identical to the
wegpons described in Federation of Magic except modified to
be built into a vehicle. Each cannon uses the standard eight
P.P.E. clips, providing enough power for 16 shots. Due to the
high cogt and size of the cannons, only two are usualy ever
mounted in one plane, and even then they are reserved for heavy
assault missons.

Modified TW Force Cannons. The same as those described
in Federation of Magic, but modified as vehicle mounted weap-
ons. Typicdly, only two are mounted per plane.

Medium Rail Guns These are lighter gunsthat inflict either
6D6 or 1D4X10 M.D. Typicdly they are modified Codlition
SAMAS or Northern gun wegpons (use same das) but with a
greater payload. Each such gun will have enough ammo for 70
full damage burds.

Light Guns These are smdler, lighter guns that do less
damage, but they are cheaper. These guns are Hill deadly when
fired in groups or when used in addition to a few heavier weap-
ons. Their smaler Sze means that as many as Sx can be
mounted per plane.

Light Lasers. These are smdler, less powerful guns with a
shorter range. However, up to Sx of them firing a once on atar-
get can be devedtating.

Mega-Damage: 3D6 per blast

Rate of Fire Equd to the pilot's number of hand to hand a-
tacks.

Range: 3000 feet (914.4 m) for excellent guns, or 2000 feet (610
m) for modified laser rifles that have been reconfigured into ve-
hicle mounted wegpons.
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Payload: Non-magically powered guns have energy cells that
hold an amazing 150 blasts per gun!

Modified Nova Rifles. The Nova Rifle's larger blast radius
makes it an ided anti-personnel wesapon, dso suitable for
anti-armor purposes. They are the same as the ones described in
Federation of Magic. Gregt for ground assaullts.

TW Fireball Cannons. Great hew anti-personnel weapons
that shoot wide balls of flame for a napalm-like effect. Perfect
for use againgt creatures vulnerable to fire and magic. Range is
short, however, and using them too cardlesdy can lead to mas-
sive fires on the ground that will burn out of control.

Mega-Damage: 6D6 per blast to a twenty foot area. Each addi-
tiona Firebal cannon increases the damage radius by twenty
feet. Each drike is likdy (85%) to start a small conflagration
that will bum for at least 2D4 minutes and will spread quickly,
even more S0 with additional trikes.

Rate of Fire Equd to the pilot's number of hand to hand at-
tacks.

Range: 1000 feet (305 m)

Payload: 20. Each subsequent blast will require 5 P.P.E.

Light Rail Guns. These typicaly inflict 4D6 per full damage
burst. Payload is awhopping 100 bursts per gun!

TW Machineguns. The weapon of choice for Vintage air-
craft is the TW machinegun specidly designed for use in these
planes. They are compact, do decent damage, and the bolts of
nearly invisble force are difficult to dodge Up to sx can be
placed in any Vintage fighter, three per wing.

Mega-Damage: 2D6 per burst. As aways, multiply damage by
the number of guns fired.

Rate of Fire Equa to the pilot's number of hand to hand at-
tacks.

Range: 4000 feet (1220 m)

Payload: Each gun is charged with enough magic energy for 80
bursts. Additional burstsrequire 5 P.P.E.

TW Fire Bombs These are large, egg-shaped cylinders de-
Sgned to look like the externd fuel tanks used by fighters dur-
ing World War Il. They are not very accurate, but then again,
they don't have to be because they are intended as area effect
wespons.

Mega-Damage: 1D4X10 to a 100 foot (30.5 m) radiusl Each
bomb creates a fire that will double in Sze every minute and
burn for at leest 4D6 melees

Rate of Fire: One at atime or in volleys of two or four.

Range: Not redlly applicable. The bombs are just dropped from
the ar. Hitting specific targets, especialy small ones, is difficult
a dtitudes above 2000 feet (610 m) (-4 drike). Again, these are
area effect wegpons. Run for your life!

Payload: Varies with plane type. Usually no more than four.

Defensive Systems, Norma chaff launchers can be added, or
specid Blinding Hash flares can be carried. These act just like
the spdl and will daze and blind anyone caught in the blast ra-
dius The affected pursuer is then left very vulnerable to attack.
Area affected: 50 feet (15.2 m).

Possible weapon layouts,

Just some examples 0 you know how many guns you can
ueeze into a plane.

Two Starfire pulse cannons and two light lasers

Four heavy lasers
Six light lasers

Four light lasers and two novarifles



There are many other possibilities, just remember that a max-
imum of four heavy guns or Sx light guns can be carried, or
combinations such as two heavy and four light.

The TW P-51 Mustang

The Mustang was one of the greatest fighters produced dur-
ing World War 11, and has become the most popular modd in
the Vintage Air Force. The new Vintage Mustang retains al the
fighting prowess of its namesake and has proven itsdf to be a
deadly opponent. The agile fighter is rapidly gaining a reputa-
tion as ajet killer.

Modd Type TWVAF P-51

Crew: One pilot. About 15% of al Mustangs built are
two-seaters. The second seet is occupied by an ingtructor for
training or an observer/controller who oversees combat and
coordinates the attack.

M.D.C. by L ocation:

Propeller — 60
Tall (includes vertical stabilizer and rudders) — 120
Canopy — 60
Wings(2) — 145 each
Main body — 170
Reinforced pilot's compartment — 80
Depleting the M.D.C. of the propeller, a wing, or the main
body knocks the plane out of the sky. If on aley line, the
plane floats gently to the ground. Otherwise, the pilot can at-
tempt a crash landing a -40% (plane is wrecked but crew
survives). Destroying the tail inflicts a-30% penaty on pilot-
ing skill.

Spead: 465 mph (744 km) maximum. Cruising spead is about
half that. Maximum altitude is 39,000 feet (12 km).

Range: Indefinite on aley ling; roughly 500 miles (800 km) on
reserve. The magic engine uses 50 P.P.E. per hour and the
gorage cdll holds 200 P.P.E. a onetime.

Statidtical Data:

Height: About 13 feet (4 m)

Wingspan: 39 feet (11.9 m)

Length: 33 feet (10 m)

Weight: 5.5 tons fully loaded.

Cargo: Minima, some room for persona items and a smdll

weapon, two flares, and a survival Kkit.

Power Source: Magical, runs on ley line.energyand has a P.P.E.

Teservoir.

Codt: Anywhere from 2 to 6 million credits, depending on weap-

ons, features, and availability.

Weapon Sysems

Gun armament: See notes above. Typicaly Mustangs have six
TW machineguns Or two heavy guns and four light guns.

1) Concealed Mini-missile Launcher: Along the center line
under the main body is a hidden missile launcher. It adds
ome high-tech punch to this dready excelent fighter. A
smd| hatch opens only long enough to release the missles.

Primary Purpose: Anti-aircraft

MegaDamage: Varies by missle type, usudly 1D4X10 or

1D6X10.

Rate of Fire: One a atime or in volleys of two, three or five.

Range: About one mile.

Payload: 15

2.) Wing Mounted Missles: Up to Sx medium range missles
or ten short range missles can be carried on severd under-
wing hard points (half under one wing, half under the other).
On the down Sde, the addition of these missles creates drag
and limits maximum speed to 330 mph (528 km). Alter-
nately, ten more mini-missiles can be added, or up to thirty in
Soecid pods. However, these pods inflict the same speed
pendties. Likewise, four TW Firebombs can be carried in-
sead, or any combination of these weapon types. Use of long
range missiles is restricted because of size limitations. Only
three can be carried, one under each wing and one under the
body, but this third missile prohibits use of the mini-missile
l[auncher until it is launched. Smaller missile types are pre-
ferred because a greater number can be carried.

3) Rear Chaff Dispenser: A lagt ditch defense mechanism
added to the plane for protection. Chaff or Blinding Hash
flares are most common. Normd anti-missle flares are not
redlly needed, as the Mustang has dmogt no infrared sgna-
ture. Often, TW storm flares are used for anti-vampire pur-
poses. Payload is eight.

Note: Most TW Vintage planes aso have magic spells placed on

them that the pilot can call upon.

Bonuses: Includes all sensor, weapon, and design bonuses. +2 to

dodge at cruising speeds, +4 a@ max speed. +1 on initiative and

+2 to gtrike with weapons. Usually equipped with the best radar
and sensors available.

The TW P-38 Lightning

The second most popular type of Vintage fighter is the vener-
able P-38 Lightning. Its great handling and unique shape make it
a favorite among pilots. The Lightning is larger and a little
dower than the Mustang, but it can carry extraamor and arma-
ment. Its twin engines and twin boom body design place the
guns in the nose of the craft instead of in the wings, which im-
proves their accuracy. All in dl, the Lightning is one mean ma
chine.

Model Type: TWVAF P-38

Crew: One pilot. About 15% of al Lightnings built are
two-seaters. The second seet is occupied by an ingtructor for
training or an observer/controller who oversees combat and
coordinates the attack.

M.D.C. by Locetion:

Propellers(2) — 60 each
Tail (includes vertical stahilizers, rudders and wing ‘boom’)

— 135

Canopy — 60
Wings(2) — 150 each
Main body — 220

Reinforced pilot's compartment — 80
Depleting the M.D.C. of awing, both propellers, or the main
body knocks the plane out of the sky. If on a ley line, the
plane floats gently to the ground. Otherwise, the pilot can at-
tempt a crash landing at -40% (plane is wrecked but crew
survives). Dedtroying the tail inflicts a-30% pendty on pilot-
ing skill. One engine can be destroyed and the plane can stay
intheair a half gpeed and -25% on piloting skill.

Speed: 430 mph (688 km) maximum. Cruising speed is about
half that. Maximum altitude is 42,000 feet (12.8 km).

59



Range: Indefinite on aley line; roughly 600 miles (960 km) on
reserve. The magic engine uses 50 P.P.E. per hour and the
storage cdll holds 300 P.P.E. at onetime.

Statistical Data:

Height: 11 feet (3.3 m)

Wingspan: 52 feet (158 m)

Length: 37 feet (11.2 m)

Weight: 6.2 tons fully |oaded.

Cargo: Minimal, about atwo foot (.6 m) cube for persond items

and asmdl weapon, two flares, and a surviva kit.

Power Source: Magical, runs on ley line energy and has aP.P.E.

reservoir.

Cost: Anywhere from 2.5 to 7 million credits, depending on

weagpons, features, and availability.

Weapon Systems:

Gun armament: The Lightning differs dightly from most
craft, inthat dl of its gun armament is located in the nose, in a
single cluster. Only one heavy gun and four light ones can be
carried, or five light guns, or three heavy guns.

1) Concealed Mini-missile Launcher: Built into the underside
of the main body and where the wings attach, is a large mis-
sle launcher. The designis such that it gives the Lightning a
grester payload than smdller fighters. As with the Mustang, a
smal hatch opens only long enough to release the missiles.

Primary Purpose: Anti-aircraft

MegaDamage Varies by missle type, usudly 1D4X10 or

1D6X10.

Rate of Fire: One a atime or in valleys of two, three or five.
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Range: About one mile.

Payload: 25

2.) Wing Mounted Missiles: Up to six medium range missiles
or eight short range missiles can be carried on severa under-
wing hard points (haf under one wing, haf under the other).
On the down sde, the addition of these missiles creates drag
and limits maximum gspeed to 300 mph (480 km). Alter-
nately, twelve more mini-missiles can be added, or up to
thirty in specid pods. These pods inflict the same speed pen-
dties. Likewise, x TW Firebombs can be carried instead, or
any combination of these wegpon types. Use of long range
missles is not as limited as on amdler fighters, and up to
four can be carried, a the expense of any other externd mis-
dles Smdler missile types are preferred because a grester
number can be carried.

3) Rear Chaff Dispenser: A lagt ditch defense mechanism
added to the plane for protection. Chaff or Blinding Flash
flares are mogt common. Norma anti-missile flares are not
redly needed, as the Lightning has amost no infrared sgna
ture. Often, TW storm flares are used for anti-vampire pur-

poses. Payload is sixteen.
Note: Most TW Vintage planes dso have magic spdls placed on

mem that the pilot can call upon.

Bonuses: Includes al sensor, weapon, and design bonuses. +2 to
dodge at cruising peeds, +4 at max speed. +1 on initiive and
+2 to strike with wesgpons, +3 with the guns because of their ad-
vantageous postioning. Usudly equipped with the best redar
and senorsavailable.



The TW B-17
Flying Fortress

Perhaps the most awvesome sght imaginable is catching a
glimpse of this big, four-engine bomber from the pagt as it un-
leashes a modern load of heavy missled The TW B-17 is the
largest Vintage aircraft built, and there aren’t very many of them
around. They lack the speed and armor of modern bombers, but
then again, high-tech bombers are postively huge and terribly
expensve. The updated Flying Fortress britles with guns and
caries an impressive load of missles and bombs. It is usualy
escorted by Vintage fighters or other aircraft for extra protec-
tion. Additionally, severd of the crew members may be el
caders.

Modd Type TWVAF B-17

Crew: Four minimum, but the typical crew is 10 to 15: pilot,
co-pilot, navigator, 1 or 2 communications persons, 1 or 2
flight engineers, and five or six gunners. The co-pilot, navi-
gator and communications crew can al operate weapons if
needed.

M.D.C. by L ocation:
Propellers(4) — 80 each
Tail (includes vertica stabilizer and rudder) — 210
Top Turret — 100

Tail Turret — 100
Chin Turret — 100
Ball Turret — 150

Wings(2) — 250 each

Engines (4) — 125 each

Main body — 590

Reinforced pilot’s compartment — 100

Depleting the M.D.C. of a wing, or the main body knocksthe

plane out of the ky. If on a ley line, the plane floats gently to

the ground. Otherwise, the pilot can atempt a crash landing

a -40% (plane is wrecked but crew survives). Destroying the

tail inflicts a -30% penalty on piloting skill. The plane can

ill fly with two engines destroyed. Each engine destroyed

inflicts a-15% penalty to piloting and -25% to speed.

Spead: 330 mph (528 km) maximum. Cruising speed is about
half that. Maximum altitude is 36,000 feet (11 km).

Range: Indefinite on a ley ling, roughly 1100 miles (1760
km) on reserve. The magic engine uses 90 P.P.E. per hour and
the storage cdll holds 600 P.P.E. a onetime.

Statigtical Data:

Height: 19feet (5.8 m)

Wingspan: 103 feet (31.4 m)

Length: 75 feet (22.9 m)

Weight: 36 tons fully loaded.

Cargo: Lockers with a dozen first aid and survival kits. Small
aress for storage of the crew's personal items. Food and water
for the crew for one week, about half a dozen rifles, twenty gre-
nades, 25 E-clips, and other items.

Power Source: Magical, runs on ley line energy and has aP.P.E.

reservoir.
Cog: Anywhere from 15 to 30 million credits, depending on
wegpons, features, and availahility.
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Weapon Sysems.

Gun armament: The origind Flying Fortress carried around a
dozen .50 cdiber heavy machineguns, which is how it earned
its nickname. The new breed aso mounts numerous guns, &-
ther Singly or paired in turrets. The multiple guns give the gi-
ant bomber ample protection from missiles and other aircraft.
They can dso be employed in a secondary assault role.

1) Chin Turret: Just below the large observation bubble in the
nose is aturret that can rotate 180 degrees with a 90 degree
arc of fire. Typicaly it is controlled by a single gunner. One
of severd configurations can be used. A sngle modified
Starfire cannon, two of the heavy lasers, a pair of rail guns,
or amini-missile launcher can be built into this turret. For the
Starfire cannon, use the data provided above, but with a 32
shot cgpacity. The lasers are unchanged; for the others, see
the following. All the Fortresss turrets are designed to carry
any of these combinations.

Twin Rail Guns. Two of the lighter-type rail guns are mounted
and linked to fire together for increased damage.

Primary Purpose: Anti-aircraft

Secondary Purpose: Defense/anti-missile

Mega-Damege: A dua 80 round burst (40 per gun) inflicts

1D6X10+12 M.D. A twin haf burst (20 rounds each) does 6D6

damage.

Rate of Fire Equd to the number of hand to hand attacks of the

User.

Range: 4000 feet (1220 m)

Payload: 6000 rounds, enough for 75 full damage twin bursts or

150 halfburds.

Mini-missle Launcher: Alternatively, a box style mini-missile
launcher can be ingdled into the chin turret. Many crews
prefer this option, as it gives the bomber added protection
from faster, smaler opponents.

Primary Purpose: Anti-aircraft/missile

Secondary Purpose: Anti-armor

MegaDamage: Varies by missile type, usualy 1D4X10 or

1D6X10.

Rate of Fire One & atime or in volleys of two, four, eight, or

Sxteen!

Range: About one mile.

Payload: 32. Only one load of 16 is available & atime. After the

first load is fired, the launcher is automatically reloaded with a

second .

2) Top Turret: This turret is located on top of the plane just
behind the cockpit. It can rotate 360 degrees and eevate 0
degrees. It uses the same weapon layout as the chin turret
(use data above) and usualy has its own gunner.

3) Tail Turret: The tail gunner is nestled in a small space a
the rear of the plane where he controls the tail guns. The fir-
ing arc is more limited, alowing only a 60 degree arc in al
directions. As with the other two weapon turrets, the design
is adaptable for the misson, and severa combinations are
possible.

4.) Ball Turret: Half way back on the plane is a belly-mounted
armored turret. The gunner rides inside the aircraft during
takeoff, then climbs into the turret through a smdl hatch. In-
dde, conditions are cramped, and despite the greet view, it is
perhaps the most dangerous place to be in the plane during a
fight. A few customers have replaced it with a custom built,
remote controlled turret. In either case, the turret is capable




of full 360 degree rotation and a 135 degree arc of fire. Any
of the previous weapon arrangements are possible, but the
raill guns are preferred. The rail guns have an increased
ammo capecity of 8000 rounds, equa to 100 full damage
bursts or 200 half bursts. The mini-missile launcher is split
into two smaller boxes, but with a grester payload of 48 mis-
slestotd (fired in volleys of 2, 4, 8 or 12).

5) Waig Guns Two-thirds of the way back on ether Sde of
the plane are two gunners operating a single cannon eech.
The guns are typicaly medium rail guns, though other types
can be fitted. The mountings alow for a 75 degree arc of fire
and, as an added feature, can be completely retracted into the
plane. Like the bal turret gunner, the two waist gunners
should aways wear body armor. Also, because they have
better visibility at these postions, one or both of the waist
gunners are sometimes magic users, as well. The mage can
easlly see to engage the enemy with spells

Primary Purpose: Anti-aircraft defense

Mega-Damege: A burst is 40 rounds and does 1D4X10 M.D.

Only fires bursts.

Rate of Fire: Equa to the number of the user's hand to hand at-

tacks.

Range: 4000 feet (1220 m)

Payload: 2400 rounds per gun, enough for 60 bursts.

6.) Optional Nose Guns: Behind the nose bubble on either Sde
of the plane is amounting that can hold a smdl, rifle-style la-
ser or anovarifle. They are meant to be used by the naviga:
tor and a gunner/bombardier or other crew member. The
mountings only permit a smal arc of fire to the Sde and for-
ward 60 degrees. These are basicdly just lest ditch defense
wegpons, and are not dways carried. For a description of the
novarifles, see Federation of Magic™.

Lasers

Primary Purpose: Defense

Mega-Damage: 4D6 per blast.
Rate of Fire: Equal to the number of the user's hand to hand a-

tacks.

Range: 2000 feet (610 m)

Payload: A large energy canister holds enough power for 50
shats.

7) Bdly Mini-missile Launcher: Just under the cockpit is a
small, concedled mini-missile launcher. It's operated by one
of the pilots and is reserved for sdif defense. Indeed, it can be
ahelpful surprise when attacked by the enemy. Payload isten
missles and it firesin volleys of 1,2 or 5.

8.) Main Bomb Bay: The largest depository of firepoweron the
Fortress is the bomb bay. No longer does theB-17 drop Sm-
ple bombs. Instead, the new incarnation carries a high tech
load of various missles. Again, this may not compare to
something like the Iron Heart Air Cadtle, but it is ftill impres-
sve Severd s of launchers are built into the bay to dlow
for avariety of missile types to be carried. The modular de-
sgn dlows for quick modifications or to cusom tailor the
load for the mission. A typica load is described below. Other
configurations are possible.

Primary Purpose: Assaullt

Secondary Purpose; Defense

Mega-Damege: Varies by missletype: usualy mini-missilesare

plasma or armor piercing, medium and long range missles tend

to be armor piercing, nuclear multi-warhead or proton torpe-
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Rate of Fire: One at atime or in volleys of two, four, eight or
ten for mini-missiles; singly or volleys of 2, 3, 4 or 6 for me-
dium; singly or in pairs for long range.

Range: Varieshy type.

Payload: 6 long range, 18 medium or 40 mini missiles in two

Specid pods.

9) Rear Chaff Digpenser; A last ditch defense mechanism
added to the plane for protection. Chaff or Blinding Flash
flares are most common. Norma anti-missile flares are not
redly needed, as the Fortress has amost no infrared signa
ture. Often, TW storm flares are used for anti-vampire pur-
poses. Payload isthirty.

Note: Mot TW Vintage planes aso have magic spells placed on

them that the pilot can call upon.

Bonuses: Includes al sensor, wegpon, and design bonuses. +1

on initiative and +3 to strike with weapons. Usudly equipped

with the best radar and sensors available. The radar has a 100

mile (160 km) range and can track and identify 96 targets smul-

taneoudy. Also comes with terrain following sensors and look
down, shoot down capability. Communications equipment is
equd to robot vehides.

| &1
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TheWorld of
the Operator

By Eric Thompson

The role of the traveling mechanic is integral in the world of
Rifts®. To aremote community, they can be the difference be-
tween filled sgomachs or famine, in much the same way as
champions can determine their surviva or demise. As adventur-
s, Operaors can determine the fate of a mercenary company
or traveling party, holding a level of admiration and respect as
well as being seen as anecessity, or at least anice prize. Conse
quently, there are those mechanics who see this window of op-
portunity and abuse their trust to extract profit, glory, revenge or
recognition, no matter what the means may be. Furthermore, ty-
rants and dave drivers have been known to pay a pretty penny
for acompetent Operator, and they are valued in the dave trades
in Atlantis, among other places.

However, many of these men, women and children disguise
their natural talents from the average person, in fear of persecu-




tion from the Codlition States and their sympathizers. The mem-

bers of this "secret society of rogue mechanics” as the Codition

likes to put it (which includes Cyber-Docs, Techno-Wizards,
Psi-Techs, and others like them), have been labded terrorists
that wish to extract their hardships on the working class of Co-
dition citizens, and trouble makers for Prosek's Campaign of
Unity. Consequently, Codlition military law has branded these
folks and it is not uncommon to see arrests made under false
pretenses or for no reason whatsoever. These arrests include in-
terrogation, as well as confiscation of any and al mechanica

devices and other possessons that might lead to the person’s
conviction as a “terrorist againgt humanity." If any weapons, ro-
botics, power armor, bionics or magic items are found during
one of these "crack-downs" the mechanic is forced to undergo
more interrogation, often including torture, imprisonment, and
the possibility of execution as an enemy of the people, or in col-
laboration with arming and supplying enemy forces. It appears
the Codlition will stop at nothing to see to the success of their
military campaign and genocide.

Under the same classification as practitioners of magic,
scholars, rogue scientists and psychics, Operators and mechan-
ics dike have been forced to render their services underground
or from within an active mercenary company for protection.
communities near CS borders have seen their only town me-
chanics pack up and leave in order to avoid jail, most leading
the life of a hermit, helping in secrecy whenever posshble. A
common example would be someone in need of engineering as-
ddance leaving damaged item(s) in a remote area for a day or
two with a payment of food, clothing, or other survival equip-
ment or supplies. When the repairs are finished, the owner is
contacted anonymoudly and the item(s) are retrieved.

Bitterness towards the CS has been witnessed by greedy,
power hungry Operators as they have been chased into the shad-
ows. In turn, many have become the very thing they've been la-
beled and have launched sabotage missions againg patrols, out-
posts, and even large Coalition military bases, running right into
the outsretched arms of Coalition propaganda. Citizens and
sympathizers who see the actions of these Operators, exagger-
ated by the Propaganda Department, have become even more
obligated to turn in a rogue mechanic. Luckily, communities
with distance from the Codition have been mostly unaffected by
the brunt of these actions. Still, the occasiona mechanic has
succumbed t0 the pathetic attempt of some copy-cat to gain the
attention ofthe CS.

The Psychic Operator

Over time, it has become noticeable that the psionic abilities
of the Operator have grown increasingly diverse and powerful
aswedl asunique. The following O.C.C.s explore the more com-
mon of the Operator genre. People like PS-Techs will often see
the psy-mechanic as a "kindred spirit" of sorts, often being of
grester potential then just a smple mechanic. Techno-Wizards
see themsdlves in the same boat as the Operator, with both di-
recting their innate abilities towards technology and mechanics
with amazing results. While ordinary psychics see their abilities
directed towards the living, psychic Operators find their powers
are focused soldy on mechanicd For Instance: A psychic with
the power of Presence Sense will be able to estimate the number
of potentia living enemies in an area. An Operaor, on the other
hand, will be able to estimate the number of war machines,

63

weapons, including mines, and miscellaneous equipment likera:
dios, flashlights, computers, etc. Listed below are the different
types of Operator that have evolved through time, their percent-
age of psychic ability, and number of random or chosen psychic
powers. G.M. Note: During game play and the advancement of

the character, it may be appropriate to assign future psychic
powers that reflect the experiences the character has endured.
This is amore redigtic way of dealing with it. The reason there
is a choice of choosng or randomly rolling for first level

psonicsis to let the player control the cregtion of the character,
or use the randomness to form quirks in their background.

Operator (Wilderness/City): 01-40%, Choose or roll for three
random powers. Roll an additional random power at third, sev-
enth, and twelfth level.

Telemachanics Note: The player can opt to exchange three
of the Operator's psionic powers for the Super PSonic power of
Tdemechanics indead of rolling or choosng on the Operator
list below. Psionic abilities must be selected when available and
cannot be "saved" for alater time.

Random Psionic Powers: Roll the percentile dice the appro-
priate number of times as listed in the O.C.C. If the same power
isrolled twice, just re-rall. Theterm “(AI)” means the power not
only works on mechanica devices like guns and bicydes, but
artificidly intelligent machines like computers as well, incud-
ing those of power armor and robot vehicles. Note: This table
can aso be used with the Techno-Wizard and Ps-Tech charac-
ter classes.

01-06% Manipulate Electrical Devices (Al): A srange brew
of Telekines's and Electrokinesis, the character can, through
focused concentration, exhibit force over mechanica objects.
This ahility alows the Operator to turn on and off light
switches, computers, televisions, radios, blenders, and so on.
He can dso manipulate the controls of such devices like vol-
ume, channel selection, tuners, speskers, dim lights, and s
on. Up to a dozen of these smple actions can be performed
inasnglemelee.

In addition, the Operator can manipulate and move me-
chanical objects with sheer will and focused psychic energy.
Thisis ardatively weak form of telekinesis, but the character
can move, twirl or suspend any small object and have it wait




till it is needed. Up to six different mechanica devices can be
controlled in this manner (counts as one melee action), s
long as they don't weigh more than 8 pounds (3.6 kg). Still,
things as insignificant as mechanica pens or pencils could be
held suspended around the character as he writes or works on
some project. Range: 50 feet plus 6 feet (15.24 m plus 1.83
m) per leve of experience. Duration: 2 minutes per level of
experience. |.SP.Cogt: 4

07-15% Object Read (AI): Limited to the history and opera-
tion of the device or weapon.

16-25% Resist Fatigue

26-31% Sense Magic (Special!): This power enables the Oper-
ator to sense and locate any Techno-Wizard items (even if
not activated), machines possessed by supernatural entities,
rune and holy wesgpons, €tc., in the immediate area. The only
catch is that it applies only to magically enhanced weapons
or machines, not practitioners of magic or the supernatura,
but this does alow the psychic to sense things like mystic
amulets and taismans. Range: 60 feet (18.28 m) plus 2 feet
(061 m) per level of experience. Duration: 2 minutes per
leve of experience. |.SP. Cogt: 2

32-35% Sense Psionics (Specialt): Similar to Sense Magic
above but gpplies only to psionicaly enchanted devices in-
cluding psynetics, psy-technology, and Techno-Wizard de-
vices charged with |.SP.! However, the character can sense
the presence of Crazies and Psynetic Crazies as well asthose
augmented by psionic-inducing cybernetic implants and will
be able to caculate how many implants or the degree of aug-
mentation the sensed possesses. Furthermore, the character
can tell when mechanics are possessed or controlled by enti-
ties or other psychics (including telekinesis, al telemechanic
abilities, and other Operator-oriented psionics). Range: 60
feet (1828 m) plus 2 feet (0.61 m) per level of experience.
Duration: 2 minutes per level of experience. |.SP. Cost: 2

36-42% Speed Reading

43-49% Sixth Sense (Al): Same as the sengtive power but
only applies to technologica dangers, like an explosion or
wespon fire.

50-54% Total Recall

55-60% Machine Ghost

61-67% Presence Sense (Al): Works the same way as the sen-
sitive psychic ability but applies only to mechanica devices
and wegpons.

However, the character can change focus within the
power's duration to estimate various sysems. Consequently,
this is limited only to distinguishing between power armor,
robots, computer sysems, energy weapons or conventional
wesapons, and whether they are human-made or dien.

67-73% Sense Machines (Al): Like Sense Magic before it,
Sense Machines will dlow the character to pinpoint and track
an artificially intelligent machine, meaning it is limited to
computer controlled devices and mechinery, like radar. Inac-
tive power armor, wegpons, or robots will not register to the
Operator, nor will cybernetics or bionics. However, if a
power armor is activated it will register to him, as will borgs,
since many of their functions like breathing, blood flow, and
movement are controlled by micro-computers (sure, the brain
controls the limb, but the bio-electrical impulses must first be
deciphered by the computer in order for the limb to respond.
Such an insignificant detail, but just enough for the Operator
to lock onto; this doesn’t apply to Bio-Borgs).

74-90% Mind Block: Adds +2 to save vs dl mystic or psychic
atacks from enchanted wesgpons, including rune wespons,
bio-wizardry weapons, daves from millennium trees, ec.
The bonus is dso gpplicable to cursed mechanica objects or
rune weagpons of contragting aignments (save vs magic plus
the bonus to avoid activation/damage)! Duration: 6 minutes
per level of experience. L.S.P. Cost: 4 (per activation period).

90-94% Tdemechanic Mental Operation or Paralysis
(Chooseone)

95-00% Resist Electricity (See Electrokinesis)

|.SP. Base:

Operator (city/wilderness): Base 1.S.P. is M.E. plus 3D6+6, with

an additiona 1D4 1.S.P. per level of experience.

SD.C. Bas=

Psychic Operators 5D6 SD.C.

Non-Psychic Operators. 5D6+10 SD.C.

Mechanical Intimidation

All Operators, psychic or not, are completely unintimidated
by machinery. Whether it be a Skelebot, demonic borg, gargoyle
borg or gigantic robot, they inginctively know it is al or mostly
mechanical and feel not so much in awe, unlessitisatruly mag-
nificent work of art. Likewise, the individuas can intuitively
sense what any problem may be and have an idea of how to fix
it. For this reason, the Operator suffers only half of the usual
pendlties associated with dedling with dien technology and
Techno-Wizardry.

Expanded
Operator O.C.Cs

City Operator O.C.C.

The City Operator is a mechanic (psychic or not) who has
grown up on the dreets of an urban area, whether that be under
the massive sed beams of a fortress city, shady, grungy Sreets
of a 20th century gyle city, or in the burbs. Whatever the case,
the character is likely to be a down-sider who lives his life in
near squaor with a wrench in one hand and a gun in the other.
Like other City Rats, these Operators tend to live for the mo-
ment, spending their persond wages as quickly as profit comes
in and staying out “til dl hours of the night. It should be noted,
however, that most city Operaors have an eye for business and
are not likely to reach into the shop funds for spending, gam-
bling, or debt paying cash (the latter can be an exception to the
rule).

These Operators are usualy young kids who were trained by
a traveling Operator or family mechanic, or went to technical
school and developed psionics. While they love their trade, pro-
longed problem solving is not their forte, and unless extremely
important, the character is not likely to spend an evening tinker-
ing with complex mechanics (unless, of course, they're ob-
sesxd) when they can be out partying or wooing the opposite
sx. Sll, like other Operators, the character is likely to carry his
tools around with him, amogt jumping at the chance to use his
ills (especidly on adow day). They can usualy be seen with
their friends, tinkering with some small piece of equipment or
mechinery, or otherwise fiddling with their tools.
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In fortress cities, where the military or government supplies
the mechanics maintaining the civilian machines, these charac-
ters can get pretty bored. They may stick around if the night
soene is to their liking, but are generaly too lazy to get ajob
that doesn't involve mechanica engineering, computer repair, or
fine tuning equipment. Likewise, ther pride in their work makes
them arrogant enough to refuse to work under “incompetent”
mechanics (which often means non-psychics and cdlass
room-taught mechanics). Of course, when one is starving and
broke, exceptions can sometimes be made.

Attribute Requirements. 1.Q. of 9, ahigh M.A., P.S, and PP.

are dso helpful, but not required.

O.C.C. Bonusss
+1 oninitiative a levels 2, 6 and 12.
+1 to strike and parry with blunt weapons.
+1 to save vs Horror Factor and intimidation at levels 1, 3, 7,
10 ad 14.

Psychic Operators are an additiona +1 to save vs horror factor,
+1 to save vs possesson. About 40% of dl City Operators
arepsychic.

O.C.C. «ills
Language: Native (96%)

Literacy: Native (+30%)

Basc Math (+20%)

Advanced Math (+15%)

Radio: Basic (+15%)

PFilot: Motorcycle (+20%)

Filot: Automobile (+15%)

Pilot: One of Choice (+15%)

Computer Repair (+10%)

Electrica Engineer (+20%)

Mechanica Engineer (+20%)

Weapons Engineer (+15%)

Read Sensory Equipment (+20%)

Streetwise (+14%) & Drugs (+10%)

Recognize Weapon Quality (+15%)

W.P.: Blunt

W.P.: One of Choice.

Hand to Hand: Basic

Hand to Hand: Basic can be changed to Expert a the cogt of
one "othe™ <kill or to Martia Arts or Assassin (if an evil
aignment) at the cogt of two "other” Kills.

O.C.C. Rdated Skills Sdect 10 other skills, but at lesst two
must be selected from Mechanical. Plus sdlect two additiona
kills @ levd three, two a level sx, one at level nine, and
one at level twelve. All new skills start at level one profi-
ciency.

Communications: Any (+15%)

Domegtic: Any (+5% to Cook and Play Musical Instrument).
Cowboy: None

Electricd: Any (+10%)

Espionage: None

Mechanicd: Any (+10%)

Medicd: Firgt Aid or Paramedic, but the latter counts as two
kil sdections.

Military: Any (+15%)

Physcd: Any (+5%; +10% to SCUBA), except Acrobatics
and Gymnastics.

PFilot: Any (+10%)

Pilot Related: Any (+10%)

Rogue: Any (+10%, +15% to Pick Locks).

Science: Any (+5%), except Anthropology and Astronomy.
Technica: Any (+10%)

W.P.: Any

Wilderness None

Secondary Kills: The character dso gets to select Six second-
ary ills from the list above with the usua secondary kill
rules. Additiondly, at levelsthree, six, nine, and fourteen, the
character can select two additiona secondary skills.

Standard Equipment: Portable tool kit with an eectric screw-
driver and additiona interchangesble heads, assortment of
conventional wrenches as well as afew socket wrenches (dif-
ferent Szes) with various interchangesble heads, large tool
kit, soldering iron, laser torch for welding, laser scapd, arall
of duct tape, two rolls of eectrica tape, pen flashlight, large
flashlight (rechargegble; indefinite use), a dozen flares, 200
feet (61m) of super lightweight rope (total weight 10 1bs/4.5
kg), couple of knives, notebook, portable disc recorder and 5,
two-hour disks, portable language trandator, protective gog-
oles, work gloves, one pair of thin doctors gloves, and Smi-
lar tools of the trade.

The character's wardrobe can be made up of dmogt any-
thing, but he or she will have three sats of casud clothes and
hiking boots or shoes, two sets of working clothes, a st of
cold-weether clothes, boots and possbly even a parka or
large coat, a st of dress clothes and fatigues (any type, even
military if it suits your fancy).

Wegpons Sdect two energy or conventiond firearms of
choice with two clips of ammunition, and two ancientweap-
ons of choice (usudly blunt weapons).

The character's vehicle can be any kind of non-magica
vehicle including military vehicles, robots and power armor
(The character must have the appropriate piloting skill to op-
erate these gpecid vehicles, and is limited to basic combat).
The Operator's digtinguished postion in society, combined
with his or her natura abilities and mechanica skill, means
that the mechanic can get and repair some sate-of-the-art
transportation. Even more, conventiond vehicdles in their pos-
sesson are likely to be souped-up or modified with armor or
wegpons. For some reason, it seems that most Operators pre-
fer fast mobile vehicles like hover cycles and assault bikes,
or large, powerful, but comparatively dow vehicles like the
spider-skull walker and Ulti-Max. Note: |f the Operator lives
in Codlition-controlled territory, he is not likely to have a
large military vehicle, unless he hasit hidden very well.

Special Equipment: City Operator: Workshop with heavy
weders, full size computer, laser printer and modem, nice
CD sound system, TV and VCD player/recorder, separate
mini-kitchen with edectric sove (two burners) and
mini-refrigerator. The character's workshop is often his
home.

Money: Operators usudly have little cash available. Mogt of
their money and trade items go into their supply of tools,
equipment, fuel and vehicle. The city Operator will have
4D4x1000 in flat credit. Non-psychic Operators receive an
additional 2D4x100+200 creditsto their name.

Cybernetics None to start. However, many Operators do have
cybernetic implants inddled to help mem in their work.
These are usudly limited to sensors and optic systems. The
magority prefer to use machines in their work, not become a
machine themsdlves



Psonic Powers See above section for detalls on the psychic
Operator.

Wilderness Operator O.C.C.

Cdled the "Wandering" or “Nomad” Operator by some, this
dass of mechanic gladly pushes asde the lust and sin of the big
lights in favor for life in the greet outdoors. Because they didike
cities and those from them, the Wilderness Operator's scholastic
and classoom il is alittle diluted, but he has had firgt-hand
experiences with mechanicd systems and technology. So while
atechnica officer can recite the schematics of a circuit or hy-
draulic sysem in technicd jargon, the wilderness person can
picture the schematics but know by experience and intuition
what everything does even if it's not a by-the-book job. This
evensout thescales

One problem that tends to drike the Wilderness Operator is
the isolation of the open spaces. The character spends most of
his time alone, and can have a tendency to talk to himsdlf, the
trees and furry woodland animals. In short, the mechanic gets
eccentric. When around others, he can be ablabber mouth. Any-
one dightly interested in mechanics or his opinion in generad
will suddenly find themselves overwhelmed with opinion and
fact. It's up to the ligtener to thread them out. Of coursg, if the
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ligener is actudly interested in what the Operator has to say, a
lot can be learned from apprenticeship or just hanging around
the person.

In light of the lifestyle this sort of character leads, they have
developed an ability to assess machinery, weapons and mechan-
icd quality by mere sght! This skill is a mix of intuition (and
psionics, if applicable) and experience.

Attribute Requirements. 1.Q. of 9, PE. of 12. A high P.S. and
P.P. are helpful, but neither is mandatory.
O.C.C. Bonuses.

Add2D6toSD.C.

+1 oninitiative at levels 2, 6, and 11.

+1 to parry with blunt weapons.

+1 to save vs Horror Factor and intimidation at levels 1, 2, 5,

8, and 10 and 13,

+1 to svevsdisease
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Psychic Operators are an additiona +1 to save vs horror factor,
+1 to save vs possession. 40% of al Wilderness Operators
arepsychic.

O.CC. ills

Language: Native (86%)

Language: Choosetwo others (+15%).
Literacy: Native (+20%)

Basic Math (+20%)

Radio: Basic (+15%)

Pilot: Horsemanship (generd; +10%) or Hover Cycle.
Pilot: Two others of Choice (+15%).
Computer Repair (+10%)

Electrica Engineer (+20%)
Mechanical Engineer (+20%)
Wesapons Engineer (+15%)

Read Sensory Equipment (+20%)
Recognize Weapon Qudity (+20%)
Wilderness Survivd (+15%)

Cook (+15%)

Fishing (+10%)

W.P.: Blunt

W.P.: Two of Choice.

Hand to Hand: Basc

Hand to Hand: Basic can be changed to Expert at the cogt of
one "othe” sill or to Martid Arts or Assassin (if an evil
alignment) at the cost of three "other” Kills.

Special Kill: Assess Mechanical Quality: Digtance: This

amazing kil alows the character to view machinery a adis-
tance and estimate the physical quality/condition of conver-
tiona vehicles as well as robots and power armor. This skill
aso gives the Operator an idea of whether or not he or she
can fix it if need be. Of course, Operators can "fix anything,
even if it ain't broke." Base Skill: 42% +6% per leve of ex-
perience.

O.CC. Rdated Skills, Sdet 10 other kills, but at lesst one

must be sdected from mechanicad and one from physica.
Plus sdlect two additiond skills at level three, two at leve
Sx, one a level nine, and one &t leve twelve. All new skills
dart at level one proficiency.

Communications. Any

Domestic: Any (+10%; +15% to cultural games like chess or
Go).

Cowhboy: Any

Electricd: Any (+8%)

Espionage: Detect Concealment and Tracking only (+10%).
Mechanicd: Any (+8%)

Medica: Firgt Aid (no bonus), or Holigic Medicine (+20%)
only, but the latter counts as two skill sdlections.

Military: Any (+10%)

Physical: Any (+10%), except Acrobatics.

RFilot: Any (+5%), except robotsand any aircraft.

PFilot Related: Any

Rogue: Any

Science: Math and Chemistry only (+5%).

Technica: Any (+10%).

W.P.: Any

Wilderness: Any (+10%)

Secondary SKills: The character dso gets to sdect five second-
ary kills from the list above, with the usua secondary skill
rules. Additionaly, at levels two, Sx , eight, and twelve, the
character can select two additiona secondary skills.

Standard Equipment: Portable tool kit with an electric screw-
driver and additiond interchangesble heads, assortment of
conventiona wrenches as well as afew socket wrenches (dif-
ferent Szes) with various interchangeable heads, large tool
kit, soldering iron, laser torch for welding, laser scapd, aroll
of duct tape, two rolls of electricd tape, pen flashlight, large
flashlight (rechargesble; indefinite use), a dozen flares, 200
feet (61m) of super lightweight rope (total weight 10 1bs/4.54
kg), couple of knives, notebook, portable disc recorder and 5,
two-hour disks, portable language trandator, protective gog-
gles work gloves, one pair of thin doctors gloves, knapsack,
tent and bedrall, fire sarter kit (windprooflighter and syn-
thetic quick-burning wood dtarters), axe for cutting wood,
mdlet, Sx wooden and six iron stakes, utility knife, anima
skinning knife, fishing line and hooks (pole optiond), anima
sares, and six flares. Infrared binoculars with digital distanc-
ing readout, apair of passive night vison goggles, and atee-
scopic cross-hair Sght for a gun (x8 magnification, +1 to
strike with aimed shots).

The character will have three sets of wilderness style
clothes (can be anything from buckskin to military fatigues)
and hiking boots or shoes, two sets of working clothes, a set
of cold-wegather clothes, boots and possibly even a parka or
large coat, and a st of dress clothes, helmet or hat, sun-
glasses or tinted visor. Armor is usualy light to dlow maxi-
mum movement and stedlth.

Weapons can include swords, knives, axes, or bow and ar-
row, to energy weapons and guns. Select one type of modern
wegpon with 1D4 clips of ammunition, two ancient style
wegpons and one non-energy wegpon of choice with two
clips of ammunition if gpplicable.

The character's vehicle can be any kind of non-magica
vehicle including military vehicles, robots and power armor
(The character must have the gppropriate piloting skill to op-
erate these specid vehicles, and is limited to basic combat).
However, Wilderness Operators tend to stick to trucks, jeeps
and other off-road vehicles that are likely to be souped-up or
modified with armor or weapons.

Soecial Equipment: Wilderness Operator: Portable energy re-
charging unit (an expensve piece of equipment) to recharge
electrica devices and use as an energy source or generator.
Wesgpon E-clips can d0 be recharged a arate of 2D4 blagts
per hour for laser or ion weapons, 1D6 blasts per hour for
plasma or 1D4 blasts per hour for particle beam wegpons.
Sze Roughly 3 x 3 x 3 feet (914.4 x 9144 x 914.4 mm).
Weight: 24 pounds (10.8 kg). Market Cogt: 60,000 credits.

Money: Wilderness Operators will have 5D6x100 in credit and
3D4x1000 in black market salable items. Non-psychic Oper-
ators receive an additional 3D4x100 in black market items.
The character is likely to spend his money on wegpons, re-
pairs, ammunition or other trinkets as fast as he can makeit.

Cybernetics None to start. Most Wilderness Operators tend to
avoid augmentation through bionics, but may agreeto the use
of sensors and optic sysems. The mgjority prefer to use ma
chines in their work, not become a machine themsdves.
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Psionic Powers. See above section for detalls on the psychic
Operétor.
City & Wilderness
Opeator Experience
1 0,000-1,900
1,901-3,800
3,801-7,300
7,301-14,300
14,301-21,000
21,001-30,000
30,001-40,000
40,001-53,000
53,001-73,000
73,001-103,000
103,001-138,000
138,001-188,000
188,001-238,000
238,001-288,000
288,001-328,000
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TheArmor O.CC.

By Jeremy Clements

The term “Armorer” in the world of Rifts® is an unofficid
classfication for wandering adventurers who specidize with
weapons, however, they are more of a cross between an ex-
tremely skilled soldier and an Operator. Generdly, these are
highly inteligent men and women who can literally do anything
with a gun; shoat, strip, rebuild and modify. They are adventur-
ous travelers who are constantly inventing, modifying, and col-
lecting different gadgets and weapons. Note This dass is
extremely common among the Three Galaxies/Phase World st
ting, but they are usualy referred to as "Trouble-Shooters”

Alignment: Any (Evil dignments are fairly rare).

Races Allowed: Humans and Dwarves make exceptiond
Armorers, however any race that is mechanicaly inclined,
can devdop psonics and is farly inteligent can be
Armorers.

Attribute Requirements. 1.Q. 14; high M.E. or P.P. Recom-
mended, but not required.

O.CC. Abilities:

1 Approximatdy 30% of al Armorers are minor
psonics They can choose 3 powers from any of the three
non-super categories or the super psionic power of
Tedemechanics (or consult the Operators® Random Psionics ta-
ble above). Baz1.SP.: ME. +10, +1D6 L.S.P./Level.

2. Special Skill — Weapons and Armor Engineer: Base
ill of 45% +5%/Level. Essentialy a more advanced verson of
the Wegpons Engineer skill. The Armorer O.C.C. can build/re-
pair persond body armor from scratch or from pieces. This in-
cludes everything from Dog Pack amor to amored
exoskeletons (not power armor). Phase World Trouble-Shooters
can work with persond force fields as well. Human szed weap-
ons can be built, modified, and stripped. Repairing power-armor
or robots is only possble if the damage is less than 20% of the
darting M.D.C. of the vehicle. Normd vehicles like cars and
hover cycles can be repaired normally. The Armorer candsore-
pair melee wegpons, and can build them if he has a Wegpon
Proficiency in the desred item. Anything beyond what is ligted
here is beyond the norma capabilities of the Armorer.
Other-worldly or dien items add their full normal pendlties to
this kill. As a "catich-dl" guiddine, if it uses E-clips or gre-
nades then an armorer is capable of at least understanding an
item. (Note: Naruni plasma cartridges cannot be duplicated or
recharged, however the cartridge guns can be repaired easily).

3. The mogt interegting aspect of the Armorer is his col-
lection of gadgets. The Armorer O.C.C. starts with up to 6 gad-
ges and crestesmodifies an additiona one every leve. A
gedoet is usudly asmall, eesly concedled object that hasasin-
gle useful purpose. To avoid abuse, the G.M. should keep a
dose eye on anything that a character creates or modifies. How-
ever, an imaginaive player and/or G.M. can make this an inter-
eding and useful ability. Players and G.M.s should aways work
together to create the mogt interesting items. Examples of this
ability are:

1 Lasxr Scdpd incorporaed into a (bulky) Swiss army
knife.

2. A Fusion Block modified to be sound sensitive and made
to look like alarge belt buckle.

3. 1 Dozen Super Glue Grenades. Dodge or be stuck (same
effects as the Carpet of Adheson spdl). The character must
have access to alaboratory to create these.

4. Derringer-gzed grapple gun. Fires a 50 foot (15.2m) mi-
cro-cable with grgpnd that will atach to most surfaces
(5001bs/238kg weight limit; damage is 1 MD., 1 me
ter-per-second retraction).

5. Auto-Skeleton Key (or Electronic Card). Has Pick Locks
ill a 30% or provides a bonus equd to the Armorer's kill
level.

6. Collapsible Vibro-Saber (2D4 M.D.) -1 to parry / +20% to
concedl.

O.CC. Bonusss: +1 PS, +1D6 P.E., +2 to Parry and Dodge,
+2 vsHorror Factor.
O.C.C. Xills
Wegpons & Armor Engineer (See Above)
Basic Math (+10%)
Language: Two of Choice (+10%).
Chemistry (+5%0)



Concedment (+20%)

Radio: Basic (+10%)

Basic Electronics (+20%)

Automobile Mechanics (+10%)

Demoalitions (+10%)

RFilot: Two of Choice (+15%)

Choose Two Modem W.P.

Choose One Ancient W.P.

Hand to Hand: Expert

Hand to Hand: Expert may be changed to Martia Arts (or
Assassinif evil) at the cost of one "other" kill.

0O.C.C. Reated Xills Player choose 6 other ills from the
following, with an additional 2 skills at levels 3, 7 and 10.
Communications: Any (10%)

Domedtic: Any

Electrica: Any (+5%)

Espionage: Any (+5%)

Mechanica: Any (+5%)

Medicd: First Aid or Paramedic only.
Military: Any (+5%)

Technicd: Any

Physicd: Any except Acrobetics.
Pilot: Any except robots (+5%).

Pilot Related: Any (+5%)

Rogue: Any (+5%)

Science: Advanced Math and Anaytical Chemistry only.
W.P.:Any

Wilderness: Any

Secondary kills: Choose 6 from the above ligt. These are addi-
tiond areas of knowledge that do not get the advantage of the
bonus listed in parenthesis (). All secondary skills gart at the
base «ill level.

Sarting Weapons.

Receives one wegpon to reflect each O.C.C. Weapon Profi-
ciency (3). Also has 1D4+1 E-clips (or Ammo clips) for each
that require them.

Standard Equipment: Two suits of persond body armor
(60-100 M.D.C.) or one suit of exoskeleton armor, with 2 mi-
nor modifications each (or 3 with exoskeleton suit). These
modifications are usualy hidden compartments for E-dips,
tools or smdl weapons. Other equipment usudly carried:
Multi-Optics Helmet with armor, survival pack (see NG Sur-
vival Pack in Rifts Mercenaries™ for description), portable
tool kit, severd ralls of duct tape, portable computer, and a
Wilk’s Laser Torch. Phase World Trouble-Shooters might
aso have additiona equipment at the G.M.'s discretion.

Vehicle (Rifts® Earth) — Good Hovercycle, Motorcycle,
Automobile, or occasondly a Robot Horse (never power ar-
mor) to start.

Vehicle (Three Galaxies/Phase World™) — Usuadly me-
dium to smdl shuttle with minor FTL capabilities Occa
sondly uses stripped-down fighters.

Sarting Money: 3d4xIO00 credits and 1d4x5000 credits in
Black Market/Contraband items to start. They tend to make
money as easily asthey spend it.

Cybernetics: Non-psychics can gart with 3 cybernetic sysems,
but psychic Armorers shy away from cybernetics and do not
use anything but bio-systems for medica purposes.
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Armorer Experience

1 0,000-1,950

2. 1,951-3900 9. 56,001-77,000

3. 3,901-7,500 10. 77,001-108,000
4. 7,501-14,800 11. 108,001-147,000
5. 14,801-21,500 12. 147,001-198,000
6. 21,501-31,000 13, 198,001-249,000
7. 31,001-42,000 14. 249,001-300,000
8. 42,001-56,000 15. 300,001-341,000

Spatial Mage
Additions

Optional Material for Rifts®

By Steve Trustrum

The following ability was erroneoudy excluded from the
"Spatid Mage Abilities' section of the Spatid Mage O.C.C. in
issue #3 of The Rifter™,

7. Detect Spatial Anomalies

Just as anorma person can sense the wind upon his skin or
the temperature of his environment, o too can the Spatid Mage
snse dimensond anomalies or anormdlities, such as dimen-
sond pockets and dimensiond readm entrances. The chance of
the Spatid Mage detecting such a spatid event depends on its
origin. The Spatiad Mage gains +1 to Perception for the sake of
detecting such dimensond anomdiesat levels 2, 4, 7, 9, 12and
15,

+ Spatid / Dimensond magic that dters redity's laws (eg.
the Alter Environment spdl or redirect damage pdl9): re-
quires a successful moderate Perception roll and can be de-
tected within 1,000 feet (305 m) per level of experience.

o Spaid / Dimendond meagic that creates a dimensond
anomay (eg. the Dimengond Pocket or Dimensiona Vor-
tex spdls): requires a successful easy Perception roll and can
be detected within 2,500 feet (762 m) per level of experience.

» Spatid / Dimensiona magic that warps redlity or space (eg.:
the Teleport or Bottomless Pit spdlls): requires a successful
easy Perception roll and can be detected within 2500 feet
(762 m) per leve of experience.

» Spatid / Dimendond magic that the Game Master deems
doesnot fit into any other category: requires a successful Per-
ception roll ranging from easy to chdlenging, depending
upon the Game Master’s judgement. The range of detection
is 25 feet (7.6 m) plus 5 feet (1.5 m) per leve of experience.

» An entrance to another dimension, including those to another
Spatid Mage's Dimensond Redm: requires a successful
moderate Perception roll and can be detected within 100 feet
(305 m) plus 25 feet (7.6 m) per leve of experience.
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Magic Spdls

While we're here, Steve came up with some more Spetid
Magic spdlls we thought you might enjoy.

Levd 2

Applied Effect Manipulation
Range 20 feet (6.1 m) plus 10 feet (3 m) per levd of experi-
ence.
Duration: 1D4 meless, plus 1 melee per levd of experience, or
in soecid circumgtances (such as a bullet), until the target
reaches its destination.
Saving Throw: Not applicable.
PPE.:20

A spdl of interesting and varied results, Applied EffectMa-
nipulation, as the name implies, dlows the cagter to dter the
way in which the spatid congraints of the current dimension /
redlity affect a certain object or person. By manipulating space
itself, it is possible to dter the effects that these condraints have
on the object and thus alter the way in which the object in turn
affects the reality around it. For ingtance, it is possble to dow
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down or gpeed up an object, be it a car, a bullet or a waking
man, by changing such factors as wind resstance, gpplied mus-
cle/ engine force, friction, fc. It is a0 possble to change how
gravity affects an object or to dter the results of kinetic energy
when gpplied by the object to its environment. Only one of the
following aspects of the spell can be utilized per cagting.

» Sow down / speed up an object: this agpect of the dl
gpeads up or dows down the target a a maximum rate equal
to plus or minus 25% per level of the cagter's experience.
Sowing an object to 0% or less of its original spead causes it
to gppear frozen in mid-motion for the duration of the spdll.
Similarly, the cagter can gpeed up the target. Because of this
increase in peed, any damage caused by an impact / ram is
a0 increased by the same percentage.

* Increase / decrease kinetic force: the target of this spdl will
have its kinetic potentia increased by a maximum of plus or
minus 25% per level of the caster's experience. What this
means in game terms is that any physical blow landed by the
object during the spdl's duration will have any damage
caused increased or decressed, respectively, by the rate de-
fined at the spdll's casting. If decreased to 0% or lower of its
norma ability, such physical blows transfer no kinetic force
and 0 do no damage.

* Increase/ decrease gravitationa condraints: by means of this
aspect of the spell, the effects of gravity upon the target are
either increased or decreased by plus or minus 25% per leve
of the cadter. This either increases or reduces the legping dis-
tance / height of the character and aso dther lowers or in-
creases the amount of damage taken by a fall, respectively,
by the percentage that gravity has been dtered. Furthermore,
for every 25% that gravity has been dtered for the object, if
it is a living being, it will either tire 10% faster (if gravity
was increased) or 10% dower (if gravity wes decreased).
Should gravity be reduced to 0% (0 G's) or less then the
character will float about as though he were in the vacuum of
goace, while the increasing of gravity to 3 G's (the equivalent
of 3 times Earth gravity) will pin the object to the ground.

Levd 3

Dimensional Tracker
Range: By touch; dimension-spanning.
Caging Time: 1D4 melees.
Duration: 1 hour per level of experience.
Saving Throw: Not applicable.
PPE:35

Normally it would be difficult to follow and track a target
through the many dimensions of the Megaverse, epecidly if the
prey were to do severd rapid dimensond "jumps' to throw his
hunter off of his trail. However, through use of this spell and a
trained tracker to whom the spell's benefits are bestowed, such
is no longer the case. The recipient of this spell, the intended
tracker, must be touched for the entire casting of this spell, dur-
ing which time the Spatid Mage doing the casting attunes him-
«f to the Megaverse, acting as a dowsing rod for the spdll
recient. Afterwards, the tracker is capable of following the target
that is to be tracked into the other dimension(s) by means of the
gandard tracking skill with a bonus of +10% to dl rolls. This
dimensiond tracking ability not only allows the tracker, upon a



successtul rall, to determine which dimension the prey fled to
but, with a sscond successful tracking roll, the generd area
(4D6x10 miles) the prey appeared at or, with a third successful
rall, the exact location. This spell only adlows tracking through
dimensons and 0, once in the same dimension as the prey, the
tracker must rely upon more orthodox means of finding the tar-
od, unless the target once again travels to another dimension
whilethe spell is till active.

Didocated Perception

Range Varies, ssebeow. It can only affect the cagter.
Duration: 1 melee per leve of experience.

Saving Throw: Not applicable.

PPE.:27

Asdimensond and spatid condraints mean very little to the
Spatid Mage, s, too, do the redtrictions that these dements
place on the senses Thanks to their dimensond attunement, a
Spatid Mage can s, hear and smdll (sorry, no tasting or touch-
ing as both Hill require physical contact) an area despite being
nowhere near the location. While this may at first seem like an
advanced form of clairvoyance, it is much more; while clairvoy-
ance relegates the participant to a role much like someone
watching television, this spell dlows for atota sensory immer-
son as though the cagter were physically present at the viewed
location. The limits of what can be seen, heard and smelled from
the location chosen by the cagter to be perceived are limited
only by the norma condraints, such as geography, winds, €c.
that would normally affect a person that was actudly there. Fur-
thermore, the Spatid Mage can tell the distance, down to athou-
sandth of an inch, from the place where his physicd body is and
anything that he can sense by means of this spdl. A benefit of
this is that the cagter can use this method to determine what he
can affect for spdls that are limited by factors such as "can only
affect aress the cagter has actualy been to or seen” What this
means is that Spdlls such as Wormhole can be cadt, dlowing the
Spatid Mage to place the destination point in a place the caster
has never actualy been to, by means of this gpdl done. The
range up to which the Spatial Mage can choose a location to be
perceived depends entirely upon the caster's level of experience.
1stleve: upto 100 miles (160 km).
3rdlevd: upto 10,000 miles (16,000 km).
4thlevd: upto 1 millionmiles (1.6 million km).
6thleve: upto 1 light year.
9th leve: upto 100 light years.
11thleve: anywherein that dimension.
13th leve: anywherein any dimension.

However, because the Spatid Mage is being bombarded with
sensory stimuli from two separate locations smultaneoudy, his
actions are pendized while the spdl is in effect: -25% to dl
ills, -5 to grike, parry and dodge, -3 to roll with impact and
initiative. The gpel may be canceled by the cagter at any time.

Levd 8

Anti-Space

Range SO feet (152 m), plus 10 feet (3 m) per levd of the
caster’s experience.

Duration: Ingtant.

Saving Throw: None.

PPE.: Varies, ssetable bdow (minimum of 10).
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Just asthere is anti-matter, so too isthere "anti-goace” adan-
gerous and ungtable universal dement that directly opposes the
very nature of dimensiond / spatid energy. Similarly, just as
anti-matter reacts to matter with a tremendous explosion,
anti-space react to dimensiond / spatid energy with an explo-
son of smilar magnitude. This is not to say that as soon as
anti-space exists within adimension that it will explode, but that
it requires contact with actua dimensond energy, which exids
in an area of anomadous dimensional conformity such as that
which is provided by many examples of Spatid Magic. This ca-
aytic dimensond energy exigts in any mystica or naturaly oc-
curring anomaly, such as a rift, wormhole, dimensiond redm
gateway, dimensiona pocket, etc. The anti-space, once crested,
must ingtantly be mentaly directed towards a target or it will
disperse harmlesdly.

When such a contact between these two opposing energies
does happen, there is an explosion that expends the anti-pace
and has a good chance of destroying the anomaly that served to
cause the reaction. In order to determine if the anomaly is de-
groyed, compare the amount of PPE. used to creste the
anti-space (as much as the cagter desires, with aminimum of 10)
to the lig below. The result is the percentage chance that the
concentration of anti-gpace that is created by the cadter is large
enough to destroy such an anomaly, aswell as the damage to the
surrounding area that will be caused by the resulting explosion
if the anti-space is successful at destroying its target.

P.PE. Used: 10

Minor Anomaly — 50% (3D10 M.D. to a5 foot/1.5 m areg)
Medium Anomay — 25% (5D10 M.D. to a7 foot/2.1 m areg)
Major Anomay — 2% (1D8x10+30 M.D. to a 15 foot/4.6 m
areq)

Extreme Anomay — 0%

P.PE. Usd: 25

Minor Anomaly — 60% (5D10 M.D. to a5 foot/1.5m areq)
Medium Anomay — 35% (1D8x10+20 M.D. to a 10 foot/3 m
areq)

Magor Anomay — 5% (1D10x10+100 M.D. to a 25 foot/7.6 m
areq)

Extreme Anomay — 1% (ID10xI0+200 M.D. to a 50 foot/15.2
m area)

P.PE. Used: 55

Minor Anomaly — 80% (1D8x10 M.D. to a 10 foot/3 m ares)
Medium Anomaly — 50% (1D10x10+40 M.D. to a 20 foot/6.1
m area)

Major Anomay — 7% (2D10x10+100 M.D. to a 35 foot/10.7m
area)

Extreme Anomaly — 2% (3D10xI0+200 M.D. to a 75 foot/22.9
m area)

P.P.E. Usd: 125

Minor Anomaly — 95% (1D10x10+20 M.D. to a 17 foot/5.2 m
area)

Medium Anomaly — 65% (2D10xXI0+60 M.D. to a 35 foot/10.7
m area)

Major Anomay — 10% (3D10xIO+125 M.D. to a 50 foot/15.2
m area)

Extreme Anomay — 4% (5D10x10+400 M.D. to a 150
foot/45.7 m areq)

P.PE. Used: 200

Minor Anomaly — 100% (ID10xIO+50 M.D. to a 25 foot/7.6
m area)



Medium Anomaly — 80% (3D10x10+80 M.D. to a 50 foot/15.2
m area)

Major Anomay — 20% (4D10xIO+250 M.D. to a 100 foot/30.5
m area)

Extreme Anomay — 7% (7D10x10+1000 M.D. to a 350
foot/106.7 marea)

P.PE. Used: 300

Minor Anomay — 100% (2D10xIO+10 M.D. to a 35 foot/10.7
m area)

Medium Anomay — 90% (3D10xIO+120 M.D. to a 75
foot/22.9 m areq)

Major Anomay — 35% (5D10xI0+300 M.D. to a 250 foot/76.2
m area)

Extreme Anomay — 10% (1D10x100+1500 M.D. to a 750
foot/228.6 m area)

P.PE. Used: 500

Minor Anomaly 100% (2D10xIO+60 M.D. to a 50 foot/15.2 m
areq)

Medium Anomay 100% (4D10xIO+200 M.D. to a 100
foot/30.5 m areq)

Major Anomaly 45% (5D10x10+500 M.D. to a 450 foot/137.2
m area)

Extreme Anomdy 15% (2D10xIOO+2500 M.D. to a 1500
foot/457.2 m areq)

P.PE. Used: 750

Minor Anomaly 100% (3D10xIO+40 M.D. to a 75 foot/22.9m
ares)

Medium Anomaly 100% (5D10xI0+300 M.D. to a 200 foot/61
m area)

Major Anomay 60% (7D10xIO+600 M.D. to a 750 foot/228.6
m area)

Extreme Anomay 20% (3D10x100+4000 M.D. to a 2500
foot/762 m areq)

A "Minor Anomaly" would represent examples containing
smal amounts of dimensiond energy, like that crested by spells
such as Dimensond Pockets and Dimensiond Envelope.

A "Medium Anomay" would represent examples containing
moderate amounts of dimensond energy, like that created by
the spells such as Astral Hole and Mystic Portdl.

A "Mgor Anomaly” would represent examples containing
large amounts of dimensona energy, like that crested by the
Dimensond Porta spdl or by phenomena such as amdl Rifts
and Dimensona Redm gateways.

An "Extreme Anomay" would represent examples contain-
ing tremendous amounts of dimensional energy, likethat crested
by spdls such as Wormhole or Fold Space or a phenomenon
such as alarge Rift a anexus point.

Fold Space
Range: Varies, see bow. The target must be within 1,000 feet
(305 m) of the caster.
Duration: A single application per casting only. The time re-
quired for the space folding is 1D4+1 minutes, minus one melee
(15 seconds) per leve of the cagter, with aminimum time of one
melee.
Saving Throw: Not applicable.
PPE.: 450 per each light year (or fraction thereof) to be folded
across.

Note: This spell only works in space, at least 400 miles (640
km) away from the surface of a planet. It is inaccurate and un-
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Sable compared to atraditiona Teleportasit is, and large gravi-
tationd fields prevent it from working atogether.

A spel crested to move objects, both large and small, across
great distances within a short time span, Fold Space is both
codly and difficult to control. The spel works by folding a st
distance of pace, as determined by the cadter, in upon itsdf so
that it dl exists within the exact same location Simultaneoudly,
much like along strip of paper can be folded into a Sngle small
square. The location this gpece is folded upon is the same loca:
tion as the target(s) of the pell.

After being folded upon this location, the target is mysticaly
attached to what was the furthest point of the folded space and
then it is unfolded again, and the target is transported to the
origina location of this point.

The time required for this process depends upon the cagter's
level, a mentioned above. When the target folds it seems to be
surrounded by an aura of energy and then disgppears, only to re-
appear at its degtination in a Smilar manner.

A Spaid Mage can affect an area up to 500 by 500 by 500
feet (1524 x 1524 x 1524 m) per leve of experience, trans
porting dl objects within that area. The range of the space fold-
ing is limited by up to one light year per level of experience and
should be carefully cdculated, as using a random distance can
have devadtating results (see Table 1, below). Also, folding
space is unpredictable and possibly dangerous, eechtimeit is at-
tempted the Spatid Mage has a 35% chance, +5% per level of
experience, of completing the fold successfully with no adverse
results. However, should the roll fail then see Table 2 in order to
determine any possble unintentional results of the fold attempt.

This incredible spdl puts powerful and experienced Spatid
Mages in great demand by space-going fleets, both military and
merchant dike, as this spell grants space folded ships the advan-
tages of traveling greet distances in extremely little amounts of
time, as well asthat of surprise.

Table 1: Results of using arandom distance.

01-45: Lucked out, thetarget appears in an empty area

46-85. The target of the fold attempted to materidize inside
an object (such as a planet) but is luckily displaced 1D4x100
miles away into an empty areg, but not before teking damage
(see the following to determine the damage taken based upon
the fold target's Sze).
¢ Lessthan 20 feet (6.1 m): 3D4xIOM.D.C./ SD.C.
» 20to 50 feet (6.1-15.2 m): 4D6xIO M.D.C. / SD.C.
» 50t0 250 feet (15.2-76.2 m): 1D4x100+100M.D.C./ SD.C.

+ 250 to 1000 feet (76.2-305 m): 2D6xI00+200 M.D.C. /
SD.C.

+ 1,000 to 5,000 feet (305-1524 m): 1D4x1000+500 M.D.C. /
SD.C.

* GCreater than 5,000 feet (1524 m): 2D6x1000+1000 M.D.C. /

SD.C.

86-00: The target of the fold materiaized indde of an object
(such as a planet) and has caused a tremendous explosion, the
radius and damage of which is determined by the target's Sze,
as shown below. The actua target of the space fold is destroyed
instantly as it tries to occupy the space occupied by the matter
into which it was folded.




¢ Lessthan 20 feet (6.1 m): 3D4xIO M.D.C. / SD.C. to a0
foot (15.2 m) blagt radius.

» 20to 50 feet (6.1-15.2m): 4D6XxIO M.D.C. / SD.C. to a 150
foot (45.7 m) blast radius.

* 50 to 250 feet (15.2-76.2 m): 1D4x100+100 M.D.C. / SD.C.
to a 1,000 foot (305 m) blast radius.

« 250 to 1,000 feet (76.2-305 m): 2D6x100+200 M.D.C. /
SD.C.toal mile(1.6 km) blast radlius.

+ 1,000 to 5,000 feet (305-1524 m): 1D4x1000+500 M.D.C. /
SD.C. toa5 mile (8 km) blast radlius.

* Gregdter than 5,000 feet (1524 m): 2D6x1000+1000 M.D.C. /
SD.C. to a5 mile (8 km) blast radius, plus 1 mile (1.6 km)
per 5,000 feet (1524 m) of the object's Size.

Table 2: Reaults of failing a fold attempt roll.

01-25: Lucked out! The space fold still managed to result in
the folded object appearing at the desired location.

26-45: Lucked out! The space fold was off the intended degti-
nation by only 2D4x10 miles.

46-65. The space fold has mised the degtinetion by a rela
tively short digtance, only 3D6x 1,000 miles.

66-85: The gpace fold has missed the detination by a consd-
erable amount, a full 4D6xI00,000 miles.

86-95: Way off course! The space fold has traveled the exact
distance desired but in a completely different, randomly deter-
mined, direction!

96-00: Random fold! The Spaid Mage has accidentaly un-
leeshed powerful dimensiona forces, causing the space fold to
travel 2D6 times the origindly intended distance, in arandom
direction!

Wormhole

Range Varies, ssebeow.
Duration: Permanent.

Saving Throw: Not applicable.
PPE.: Varies, seebdow.

This extremely useful, though draining, el cregtes a per-
manent dimensiona bridge between two points. By means of
thebridge, or "Wormhol€e' asit iscommonly called, anyone go-
ing through one end shdl come out the other dmost ingtantly
with only a brief flash and dight popping sound to note their
passage. The spdl is cagt upon an opening, such as the mouth of
a cave or a doorway, thus defining the borders of the
Wormhole’s mouth; this opening can be as large as ten by ten
feet (3 x 3 m) per leve of the cadter's experience. The other end
of the Wormhole can be made to open anywhere that the caster
has seen (remote means such as video do not count), though if it
is to be atwo-way bridge the second end must dso be targeted
upon a doorway or other opening.

Because anyone who passes through the opening will be
trangported by the Wormhole, the caster must decide upon the
cregtion of the bridge if he or she shdl place a condition upon it
for itsfunctioning. This condition, be it a password, gesture, or a
regriction on which race(s) can use the gate, Must be satisfied
for the Wormhole to be activated. Adding such a condition in-
creasesthe codt of cadting the spdl by an additiond 25%.

The P.PE. required for the creation of a Wormhole depends
upon the range that this dimensiona bridge shal span. Because

of their great cost to create, many Spatid Mages will creste a s=
ries of short Wormholes, forming a system of sorts that alows
them to be created one at a time and used in conjunction with
each other s that great distances can 4till be traveled.

Lessthan amile (1.6 km): 25

Oneto 10 miles (1.6-16 km): 40

11to 100 miles (17.6-160 km): 60

101 to 1,000 miles (161-1600 km): 100

1,001 to 10,000miles (1601-16,000 km): 175

10,001 to 100,000 miles (16,001-160,000 km): 250
100,001 to 1 millionmiles (160,001-1,600,000 km): 450
1,000,001 miles (1,600,001 km) to 1 light year: 700

Per each additiond light year: 1,000




Nightbane

The Tribes of the M oon

Part TWO — Optional Source Material for Nightbane® and Other Games

By Steven Trustrum

A Note from the Editor: Well, here you are, the second half
of Steve's Tribes of the Moon. | know three months is a long
time to wait, but | think you'll find it was worth it. If you have-
Nn't seen Part One yet, then check out issue #4 of The Rifter for
more Tribes, O.C.C.s, Were-Races and history. — WMS

The Tribes, Continued

The Borim

"The world is no longer for us my child. Though the others
may fail to see that our time to rule has past, we see our proper
future with open eyes. Be not afraid of what is to come, just ac-
cept it, for to fear the inescapable is pointless. What is that my
child? No, | am afraid that none of us shdl survive"

- Tugwa, Borim shaman.

A Progenitor Tribe, the Borim have turned their backs to the
world, based upon the prophecy of amed king.

After the bloody wars between the various Tribes ended, the
king of the Borim at the time, King Adarius, went mad from the
loss of his three sons. In a fevered fit of madness, Adarius
prophesied that the world would be egaten by the shadows from
beyond the Moon's far-reaching grasp. The prophecy went on to
sy that the enemy would walk amongst the kings and would
daughter the children.

Up until recently, the Borim viewed this as just ramblings,
but with the coming of the Nightlords and their minions, the
prophecy has resurfaced. The Borim now believe the enemy to
be the crestures of the Nightlands, the kings to be humans (who
rule the earth), and the children to be dl of those who walk the
Moon's path.

Once arace that prided itsdf on its gods to guide humanity
to peace, working aways from the shadows, this tribe has now
completely disappeared.

Many fear that the Nightlords found al members of this a-
ready tiny tribe and daughtered them into extinction. Such is not
the cae. The Borim have gone underground, hidden in any
crack in the earth into which they could dip. Even the Donathair
believe them dead, having received no tithe of young since the
coming of the Nightlords.
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The Borim have given up, deciding that it is pointless to re-
94 the destruction they believe inevitable. They hide them-
sdlves s that they may live their last few years (so they beieve)
in peace and free from the woes of the world.

(1) Symbal: None (was ablack bear paw within ared circle).

(2) Tribal Breakdown: The Borim are a smdl tribe, only
about 500 members strong. They are al werebears and are 80%
good or sdfish in dignment. There is a fairly even breakdown
of O.C.C.swithin thetribe.

(3 Territories None they live in complete sedusion, hid-
den from dl eyes

(4) Primarch: Once led by a King (chosen for leadership
ability, not by right of heritage), the Borim have now dropped




the position. Why do they need someone to lead them into
degth?

(5) Philosophy: The world is ending, you cannot escape that
fact. But by hiding from the world, we can live our las mo-
ments in peace, free of violence.

(6) Organization: Broken up into smal conclaves ranging
from two to thirty, spread throughout the world. No effort is
made for one conclave to keep in contact with the others unless
absolutely necessary.

(7) Variation: The Borim receive +20% to their prowl skill
and +1D6 to their P.P. atribute. They dso suffer a pendty of
1D6 to their M.A. dueto their reclusive nature.

(8) Campaign and Role-Playing Notes: The G.M. hasto be
careful with this Tribe; the members are complete isoldionids.
They will not risk their secrecy for anything. Of course, there is
the rare rogue that refuses to run from redlity and hasjoined in
the fight againgt the enemy.

(9) Relationswith Other Factions:

None with anyone, absolutely everyone believes this Tribe to
be extinct!

The Deerdon

Note: These guys are down right nasty and powerfil. Thus,
they should only be used as N.P.C. villains. Player Character
Deerdon should only be alowed with the Game Master’s discre-
tion.

"From the mists we have come, and only after we have killed
every lagt living thing on this planet shal we return hence.”

- WarlordJerul upon his arrival.

The Deerdons were one of the Progenitor Tribes, and were
the fiercest Tribe ever to exist. During the Age of the Blood
Moon, this Tribe was responsible for the deaths of many other
Tribes in its quest for globa control. Findly, the other Tribes
agreed that in order for them to survive, they would have to
band together to defeat the Deerdon.

Much blood was spilled on both sides, and despite the fact
that they were outnumbered ten to one, the Deerdon came close
to winning the war severa times. Eventually they redized that
they were degtined to lose. Killing many of their children, the
Nordan*or of the Tribe harnessed the magica energy of the sac-
rifice and opened a gate to another world, into which they fled.
Their leaving of the Earth marked the end to the Age of the
Blood Moon. Eventually as time passed, the Deerdon withdrew
into legend; some even argued that they had never even existed.
The Tribes of the Moon forgot.

For their part, the Deerdon that survived the mystica forces
of the gate found that the world they had banished themsdves to
was awasteland, covered completely in a thick, white migt. In
the firgt year, half of the Tribe was logt to the environment and
to the deadly predators of this new world.

But the Deerdon were warriors bred; after severd centuries,
they began to thrive and grow. Their aready condderable fight-
ing ability increased exponentialy to ensure their survival.




A few months ago, after thousands of years, the Nordan”or
finally managed to find a way to reopen the portal...all it re-
quired was another sacrifice. Now, dl their children deed, the
Deerdon have returned to seek their revenge. However, there is
one difference. They no longer want to conquer the world, they
want to degtroy it!

(1) Symbal: A single, blood red claw on awhite field.

(2 Tribal Breakdown: All are weretigers, of which 99.9%
are evil. Of their 1000 adult members that survived the gate,
90% are Hunters, 7% are Nordan™or and 3% are Shamans. ALL
are adults.

(3) Territories: Mount Fuji in Japan, the place where they
reappeared on Earth. Their territory is quickly expanding and
will most likely include all of Japan by the end of the year.

(4) Primarch: Led by Warlords, the Deerdon are ruled by
the mogt ruthless, powerful and al-around deedly of their num-
ber. The current Warlord, the one that led them to Earth, is
named Jerul Thann. He is a 4th level Nordan“or, 9th levd
Hunter. His game datistics and attributes are al well above av-
erage, possibly making him one of the most deadly beings in the
world!

(5 Philosophy: All beings of Earth must die for their actions
of the pagt, al other worlds must succumb to their rule.

(6) Organization: Currently they are busy organizing into
gmdl bands of 50 which will scout out the planet and find who
the major players are and where they are located. The main
camp, led by Jerul Thann, is busy creating amystical sanctuary
within Fuji itself.

(7) Variation: All are completdy white except for ther
black stripes (even in human form, al body hair is pure white).
Hardened by the intense dangers of their world, these
werecreatures get the following bonuses: +2 attacks per melee,
+2 to initidtive, +3 to 1.Q., +1D8+2 to P.S, +1D4+3 to P.P,
+2D6 to P.E., +2D6 to Spd in hybrid and human form, +20 to
Spd in tiger form, nightvision increased to 500 feet (1524 m),
regenerates 6D6 H.P. instead of 4D6, +2 to Perception, +20% to
track animals ingtead of +5%, and +20 feet (6 m) to leap both
high and long. All must take Hand-to-Hand Assassin (even if
not normaly alowed). Obvioudy, these crestures are pure
desath!

(8) Campaign and Role-Playing Notes. In the rare event
that a Game Mader lets a player be one of these, the group
could role-play the initial encounter. Another possibility is that
after the scouting teams learn of the enormous killing potential
of modem technology, the characters must stop the sudden rash
of mysterious raids on military armories that leave dl of the gar-
risons brutally murdered.

(9) Relationswith Other Factions:
 Underground Railroad: No contact.

* Resgtance: No contact.
» Warlords. No contact.

 Nightlords: Severad encounters have occurred but none of the
Nightlords minions have yet survived to report. For ther
part, the Deerdon have learned enough to redlize that the
Nightlords are the first hurdle to be overcome.

* Nocturnes: No contact.

* Lightbringers: NO contact.
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* Seekers No contact.

» Spook Squad: No contact.

¢ Club Fresk: No contact.

* The Gray Ghogt Society: No contact.

* Mogwa They are seen as primitives that won't know what
hit them.

o Zarathain: Perhaps they could have been useful before the
banishment but now they arejust like the rest: dead.

* Raksasha: They are conddered cowards who will be one of
the first groups to die.

» The Unclaimed: Unknown, as this group was formed after
the Deerdon left the Earth.

» Waloe Same asthe Unclaimed.

* Stannoer: These mercenaries are conddered lackeys that a-
ways failed to teke the initiative for themsalves. Killing them
will be apublic service.

* Borim: One |ess target to worry about.

» Ungoeth: Why bring up the dead of the past? It is the dead of
the future that are of interest.

* Donahair: These enforcers were cregted after the banishment
of the Deerdon, thus the Deerdon are not yet aware of their
exigence.

* Vetchen: The Deerdon remember the Vetchen as noble and
powerful warriors and are thus anxious to destroy them.
However, because the Vetchen only arted mutating after the
Deerdon were banished, this evil tribe will not be prepared to
dedl with the super-powered werecregtures.

+ Lordon: The Deerdon believe these wretches were killed long
ap.

The Ungoeth

Note: These guys are down rightpowerfil. Thus, they should
only be used as N.P.C. heroes. Player Character Ungoeth should
only be dlowed with the Game Master's discretion.

"Though our voice may have been lowered to a faint whis-
per, we shal never be slenced. One day we shall roar again!”

- Anonymous Ungoeth Hunter before
dying at the hands ofa Nightprince.

One of the Progenitor Tribes, as well as one of the many vic-
tims of the Deerdon during the Age of the Blood Moon, the
Ungoeth were hunted to extinction.

Or 0 the universe believes.

Unknown to anyone but a few (Vidalmar the Ancient among
them), those few Ungoeth that survived the racid purge fol-
lowed the Deerdon into the portal and the mists beyond. Fueled
by their hatred and their need for revenge agangt those who had
committed genocide againg them, the Ungoeth struggled for
surviva in their new home. Many was the unwary Deerdon that
succumbed to the Ungoeth who struck suddenly out of the migts,
carrying his prey off into the shroud of fog. These deaths were
credited to the many predators that the Deerdon found on their

new world. Even as the Deerdon grew in power, 0 did the
Ungoeth.



For thousands of years the Ungoeth preyed on the unsuspect-
ing Deerdon. Unfortunately, the vengeful mind st of the
Ungoeth has dragtically dowed their recovery from the purge
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(after all, the sooner that Deerdon is killed, the sooner they can
go after the next one).

(5 Philosophy: The Deerdon must pay for what they have
done. Few actually seek to oppose their plans, merely to kill
them outright. Thus, most will not care about any hostages or
plots involving Deerdon past the point where they can be killed.

(6) Organization: None; they tend to hunt done or in pairs.
They rarely hunt in groups larger than two. So few are the
Ungoeth left, dmogt al members of the Tribe are known to the
other members by reputation and name.

(7) Variation: Due to their intense training and lifestyles, al
Ungoeth have the following: +1 attack per melee, +2 to initia-
tive, +2D6 to P.S, PP, PE., and Spd (in dl forms), +1D6 to
M.E., an equivalent of the Karmic Power from Heroes Unlim-
ited™ but works only when working to oppose the Deerdon
Tribe), +30% to prowl, +2D4xIO LS.P. and the powers of
Ps-Sword and Psi-Shield. As one can tell, vengeance can go a
long way as far as incentive to improve onesalf goes.

(8) Campaign and Rele-Playing Notes. Perhaps while
fighting the Deerdon, a myserious stranger might appear and
help the characters, only to disappear again once the battle is
over.

(9) Relationswith Other Factions.

* Underground Railroad: No contact.
» Resgance No contact.

* Warlords: No contact.

* Nightlords: No contact.

* Nocturnes: No contact.

* Lightbringers: No contect.

* Sekers No contact.

,;\\\\7 \»\\\ 3 . UajN nta:t
RS N Spook Suec: No contact.
\ \\\\\\\\\\\\\\\\\\[@ q \ ¢ Club Fresk: No contact.
N » The Gray Ghogt Society: No contact.
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* Mogwa: Of no consequence to the Ungoeth’s vengeance
upon the Deerdon.

* Zarathain: They have the possibility of becomingjust like the
Tribe of Deerdon, thus they must be destroyed before they
get the chance.

* Raksasha: These are old foes, but the Ungoeth have a grester
pUrpose NOW.

* The Unclamed: Unknown, as this group was formed after
the Ungoeth left the Earth.

» Walloe: Same as the Unclaimed.

* Stannoer: Congdered gnas to be swatted if they stand in the
way of vengeance.
* Borim: Ther lossisapity, but of no interest to vengeance.

» Deardon: No Ungoeth will rest until the Deerdon are all
dead.

 Donahair: Having been crested after the leaving of the
Ungoeth, they are unaware of the Donathair’s existence.

* Vetchen: Always a dependable aly, perhaps they can be con-
tacted in the future if it is deemed that they have the required
mentality to commit genocide on evil.

 Lordon: Their loss must be avenged. The Ungoeth have no
knowledge of what mongters the Lordon have become.

The Donathair

"Hear us not, for we are the wind's whisper. See us not, for
we are your shadow, following you close. Fed us not, for we do
not exist save in your darkest dreams. Oppose us not for we are
the wave that shatters the cliff. Fear us not, for you shal be dead
before you have the chance to scream.”

- ancient Donathair saying.

Easly the most deadly of the Tribes of the Moon (of the
known Tribes that is),the Donathair serve no purpose except the
defense of the Tribes and the administration of triba justice.
They were formed thousands of years ago during the era known
a “The Age of the Blood Moon" and have been enforcing the
Children's laws ever since,

During the Age of the Blood Moon, the various Tribes waged
open and violent wars of genocide upon each other. Many
Tribes were hunted to the point of extinction before the Petri-
archs redized their folly. In order to see that such athing never
happened again, anew tribe, the Donathair (meaning "Hands of
Jugtice" in dUnaidor), was formed.

Each tribe that survived the wars donated an equa amount of
their hunters to the new tribe and then eected from those hunt-
ers the very best to lead it. The Donathair were appointed the
judges, jury and if need be, executioners of the Tribes of the
Moon.Each Tribe must pay a tithe of their new-born to the
Donathair every century. The baby werebeasts are taken from
their lairs, unseen, by Donathair hunters upon the night of the
first full moon of each new century. These children are trained
in hidden sanctuaries, the location of which is unknown to al
save the Donathair themsdlves. There they are trained to be the
justicers of their people. They are taught the laws of the
Children, to condder the welfare of the Tribes as awhole above
any one Tribe or individua (including themsdlves) and to kill
with impunity. They learn methods of both covert and overt op-
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eraions, though their preferred method of administering justice
isglently.

The laws of the Tribes are smple: (1) While "skirmishes'
between Tribes are allowed, al-out war isnot. To do so not only
risks vadtly diminishing the number of Children in the world,
but dso risks exposng the exigence of the Children to the
world at large. (2) No member of any Tribe may consort with
theundead, for to do S0 isto accept the ancient foe of the Tribes
of the Moon into your heart and thus dso make yoursdf an en-
emy. (3) Thekilling of Triba children not yet of fighting age is
expresdy forbidden, for to do o is to risk the future of dl the
tribes. (4) Reveding the exigence of the Tribes to humans or
putting any of the Tribes in danger from outsders through con-
scious act is forbidden, for to do o risks the exposure of dl the
Tribes, something which would lead to their extinction. (5)
Those who have come under the influence of the Wildlust must
be killed if recovery fails. The unpredictable actions of these un-
fortunates put dl a risk. (6) The actions of the Donathair are fi-
nd, just and not to be questioned. The only punishment in tribal
justice is death. The Donathair do not enter into the laws of the
individua Tribes, leaving the acts of sdlf-government to the
Primarchs. Only actions that affect entire tribe(s) arouse the a-
tention of these harbingers of degth.

The Donethair are aware that severa outsder factions have
learned of the existence of the Tribes. However, at the moment
the Donathair either do not have the strength to wage war upon
them or alow them to exist because, for the moment, they fur-
ther their own god to rid the Tribes of their other enemies.
Eventualy they will have to be dedlt with, however.
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After each ddiverance of justice, a black rose is left at the
site, letting the other Tribes know that the killing was just. No
other Tribe would dare to leave ablack rose at the dte of akill-
ing that was done for their own purposes, because they are too
afraid of the consequences that would be forthcoming from the
Donathair.

Besides meting out tribal justice, the Donathair dso serve the
role of protectors. They are congtantly working againg the ene-
mies of the Children, be it externa or interna. They wage an
eternal war upon these enemies, especidly upon the undead le-
gions of the vampire intelligences.

The members of the Donathair either live in the Tribd sanc-
tuaries or amongst the human populace. They reved themselves
only when it becomes necessary that they fulfil their vows of
justice or as protectors. The Donathair are never told from
which Tribe they originated, for to do so may cause them to be-
come hiased, despite their years of training. To this end they are
given new names upon their arriva a the sanctuaries and only
the Guildmaster knows the origina identities and Tribes of the
Donathair members.

All Tribes fear the wrath of the Donathair, the deadliest war-
riors of any of the Children, and s0 the origina purpose of the
Donathair’s cregtion is fulfilled.

(1) Symbol: afurred, clenched fist holding a black rose.

(2 Tribal Breakdown: About 35% are werewolves, 25%
are werebears, 20% weretigers, 12% werepanthers and 8%
werepanthers. The reason for the unequalled division of races
within the tribe is because the ability of some Donethair, skilled
as all Tribe members are, to survive better than others is greatly
related to racia attributes and digpostions. 93% of the
Donathair are Justicers (the Hunters of Tribe Donathair), with
the remaining 7% being Nordan"or. The Nordan*or act as ad-
ministrators and backup for thosejobs which are too difficult for
the Jugticers (arare event). Worldwide before Dark Day and the
coming of the Nightlords, the Donathair numbered around
12,000 members. Snce Dark Day, that number has dropped
sharply, to about 2,500. This loss has not been without its price
to the various enemies of the Tribes of the Moon however; those
lost lives bought the desths of two vampire intelligences, 16 Av-
aars, countless thousands of minions and even one Nightlord!

(3 Teritories Scettered throughout the world, the
Donathair, unlike other Tribes, do not claim territories as their
own. Ingead, they have hidden guildhouses in nearly every ma
jor city around the world. The training sanctuaries are Joread
globally, with none being within at least 1000 miles of another.
Some sanctuary locations of note are Vancouver (Canada), the
outback of Audrdia, the Andes in Chile, and in the frozen
wadtes of Sberia The trainees themsdlves are taken to and re-
moved from the sanctuaries blindfolded so that they will never
know any of their locations unless they are assgned to one of
them instead of a guild.

(4) Primarch: The official title of the Primarch of the
Donathair is "Magidrate" He is secluded within a secret strong-
hold known as Theol, located in the Alps. Only the Directors
(see below), the Magidrate, and those Tribe members assigned
to Theal know of its location. Theol isthe largest hidden sanctu-
ary of the Tribe, housing about 100 trained Justicers and 400
Justicers-in-training. The true name of the Magidrate is known
only to the Directors and to the Magistrate’s closest advisors
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and bodyguards (and, it is rumored, by Vidalmar). The current
Primarch is a 15th level werewolf hunter, GeoffLupo (aberrant
and very deadly).

(5) Philosophy: Serve the laws and best interests of the
Tribes above dl 2. Never reved the secrets of the Tribes, es-
pecialy Donathair. Carry out your actions quietly so as to draw
as little attention to the Tribe, and the Children in generd, as
possible. Judtice is swift and final and not even Tribe Donathair
is beyond its reach. Any cost must be paid to protect the Tribes
and their secrets, even if it must be paid with their own lives.

(6) Organization: The badc field agents are referred to as
"Judicers” The Judticers are arranged into groups of 2 to 20
members, known as "guilds" Each guild has aleader, known as
the "Guildmagter," who is usualy the senior Justicer (which
usudly means he is the deadliest). Each Guildmaster reports di-
rectly to a"Knight."

A Knight is in charge of al the guilds within his country and
himsdf reports to his “Director” who is in charge of the entire
continent. Finaly, the Directors report to the Magidrate. It
should be noted that the farther up the hierarchy one looks, the
more deadly the members of Tribe Donathair get, and none is
more deadly than the Tribeés Primarch. If one guild does not
think it is capable of handling ajob on its own, or if the circum-
stances of judgement are unclear (to kill or not to kill), the mem-
bers will report to their superiors and await their advice or
orders. Rare and deadly is the job that requires more than one
guild. The Donathair have avast intelligence network comprised
of its Hunters and human informants (none of whom are truly
aware of who they are working for).

(7) Variation: Donahair get +4 vs. mind control, Horror
Factor, magic and psionics due to extensve training. Also get
Hand-to-Hand: Donathair (the only characters trained in this
kill are those of Tribe Donathair, to train others in it means
degth).

(8) Campaign and Reole-Playing Notes An obvioudy
deadly foe, the players could get involved with Donathair
through severd means. Maybe one of the characters is a rogue
Judicer or a werebeast that has somehow broken Tribd laws
(told the other characters about the existence of the Tribes of the
Moon for instance), or maybe the actions of the characters have
inadvertently put one of the Tribes at risk. Another way is to
have the characters and a guild temporarily join forces to defeat
a common foe. Either way, the G.M. should make the secrecy
and utter deadliness of this tribe very obvious to the characters.

(9) Relations with Other Factions.

» Underground Railroad: The Donathair think that their desire
to save ther fellow Nightbane is a noble one, but that is
where their respect ends. The Donathair just do not under-
gand a group that is unwilling to go to war for their own.
The Underground Railroad is not aware of the existence of
the Donathair and only have very finite data on the Tribes as
awhole.

* Reddance Great respect is held for this group by the
Donathair because they have taken up arms to protect their
people, ajob that mirrorstheir own. Unfortunately, severd of
them have learned of the existence of severd Tribes, 0 when
the war with the Nightlords is over, they shdl have to be
found and slenced.



Warlords: Seen as an annoyance, but because they lack any
knowledge of the existence of the Tribes and rarely cause
them any problems (dways inadvertently), they are generaly
left to their own devices

Nightlords: The Nightlords are aware of the existence of the
Donathair and the Tribes in generd. There is a war being

waged by these two factions, each defending their interests

on Earth. The Nightlords will do much to find guild locations
and even more for sanctuaries.

Nocturnes. The rogue vampires of this group have granted
the Nocturnes vast information on the Tribes and especidly
on their defenders, the Donathair. Donathair see dl Nocturne
members as evil beings who consort with the undead, and
thus they must be dain on sight.

Lightbringers: The Donathair view their gods as noble and
pardle to their own, 0 they leave this group unmolested.
The Lightbringers are unaware of the existence of the Tribes,
let done Donathair.

Seekers: The Seekers have a fairly good idea about what the
Tribes are and stand for, and even know the names and gods
of some of the individua Tribes. This makes them a target
for extermination. However, right now they are helping the
Donathair ded with another enemy of the Tribes, 0 they
must be tolerated. When the Nightlords are dead, 0 are the
Seekers.

Spook Sgued: They have knowledge that werecreatures do
exig in some form of organization, but have no idea of the
extent to which it runs. They just believe them to gather in
gmall groups for mutual protection. However, they adso tend
to shoot dl things supernatural, including the Children. Thus
any killing of a werebesst is avenged by the Donathair, but
al out war is not yet an option. To wage such awar would
actualy bring the ADA closer to uncovering the existence of
the Tribes.

Club Fresk: The Donathair are aware that such clubs exist
but are not concerned with them.

The Gray Ghost Society: Neither group is aware of the
other's existence.

Mogwa: Though peaceful and separate from the world at
large until of late, they have recently begun taking more of an
active part in the world. Soon their actions will draw the
wrong attention and expose the existence of the Tribes; it is
inevitable. These fanatics must be watched carefully, no mat-
ter how noble their cause.

Zarathain: Though their evil is obvious to all, somehow they
aways manage to avoid breaking Tribal law (openly). How-

ever, it is only a matter of tune before they dip up and then
they shal fedl the retribution they have been deserving for 0
many centuries.

Raksasha: This tribe is rarely a source of trouble for the
Donathair due to their secretive nature. They are constantly
being watched because their gods put them in great danger

of reveding the existence of the Tribes if they are ever
caught. The Donathair are aware of the Raksasha’s great hate
for them, but it is unimportant as long as they behave them-
sves.

The Unclaimed: Though they are of the Children, they have
forsaken the Tribes of the Moon and therefore have forsaken

the protection that they offered. The Donathair now only pay
attention to these rogues if their actions will endanger the rest
of the Children or if actions taken upon the Unclaimed put
the rest of the Tribes at risk.

» Wadloe Victims of the Wildlug, they will have to be killed.
But a the moment, the Donathair smply do not have the
manpower to hunt them down. Currently they are occupied
with protecting the tribes from more immediate threats, but
will kill any Wadloe that they may come across

* Stannoer: These meres push Triba law as far asthey can, of-
ten past the point of breaking. They have no honor, fighting
humans, Nightlords and Children dike in their greed for bau-
bles and technology. One day they will push the law too far
and then they will know why justice is to be feared.

* Borim: Ther loss will be avenged in the names of their
brothers and in the name of jugtice!

» Deerdon: A viler Sght was never seen on this world. The
Children and humans dlike are better off for their extinction.
Justice was served.

* Ungoeth: Their disgppearance is seen &s a tragic crime that
did not go unpunished. Even now they are till missed.

* Vetchen: These mutants are condgdered unfortunate victims
of dl the Tribes folly. The Donathair pity them and offer
them ad whenever possible However, due to their atered
date, they are for the mogt part too great an unknown factor
for any of their number to be included among them. As such,
the tithe of newborns is not taken from the Vetchen each cen-
tury.

* Lordon: To be killed whenever found! These insane abomi-
nations represent dl that led to the Age of the Blood Moon.
They must be destroyed in the name of justice!

Hand to Hand: Donathair

Eadly the oldest martid arts form in the world, it is dso
probably the most deadly. All members of Tribe Donathair are
taught this skill (even their Nordan”or); to teach this skill to any
non-Donathair means a death sentence. There are actualy 3 ver-
gons of this martia arts form: the offensive, defensve and piri-
tual forms. When the character is first crested, the player must
decide which specific school he shall follow. Depending upon
his school of choice, certain bonuses a certain levels vary from
those of the other schoals.

Bonuses for All Schools +2 to initiative, +2D6 H.P.
The Schools

Offensive:

The character must select awegpon of choice for which al of
his weapon bonuses will gpply. This wegpon can be either a
modem or ancient style. The character is dso ambidextrous (he
can use ether hand with equal skill and automaticaly gets
Paired Wespon ability with al one handed wesgpons).

This school focuses on the idea that an enemy should be dis-
patched quickly, efficiently and with extreme prejudice so that
the next one can be dedlt with.

Bonuses:

(1) +2D6 to H.P, +1 to initigtive, +1 to drike (+3 with
wegpon of choice), +1 attack per melee.

(2 +1 extraattack when using the wegpon of choice.



W

A T
& 4RI

b

(3) Gets 3 wegpon proficiencies of choice.

(4) Find Strike: by spending 25 P.P.E, the character can cre-
ae afield of mystica energy around his body that appears as a
dim, red glow. This takes one melee action of preparation, dur-
ing which the character can do nothing but defend. On his next
attack, this character can release this field with aphysical gtrike,
causing it to austomatically do double damage (quadruple if a
criticl grike). If the energy is not expended immediately after
the preparatory action, it will cogt the character an extra5 P.P.E.
per melee action to hold it; otherwise the energy dissipates.

(5) Nerve Strike: knows pressure points that will cause a
touched limb to be pardyzed for 1D4 melees on a successful
cdled shot.

Defensive:

Not to be taken as meaning that the school focuses solely on
defense, for such would be counterproductive to the purpose of
the Donathair. This school does focus, however, on the ideathat
the priority is to keep the user dive long enough to learn its op-
ponent's weaknesses and then be able to exploit them.

Bonuses

(D -1 toinitiative (due to their cautious nature), +6 to pull
punch, +4 to roll with punch, +2 to dodge and parry, +4D6 H.P.

(2 Automaticaly gets the sills of acrobatics and gymnas-
tics with an extra 10% on back flip.

(3 Automatic Dodge: the character can dodge without los-
ing an attack / action.

(4 Multiple Parry: can parry attacks from any direction
without using up extra actions.

(® Isonly -3 to parry or dodge atacks by such weapons as
arrows or thrown projectiles and -6 for such weapons as bullets
and energy/magic blasts (that are capable of being dodged or
parried). The parry or dodge is ill automatic.

Spiritual:

Those who follow this school are taught that the best way to
defeat an opponent is to watch him from a distance, contemplate
the dtuation and then act. Thinking before acting and the idea
that the mind can be trained to be the master of the body is
dressed above dl dse.

Bonuses

(1) +2 to roll with punch, +1 to dodge and parry, +15% to
Prowl and Strategy and Tactics skills, +1 attack per melee.

(2) Inner Spirit: due to their mastery over their bodies, those
of this school can go five times as long without sustenance and
degp as a norma character and suffer half damage from heat
and cold. They dso gain atota of a+12 point bonus to be dis-
tributed amongst their saves vs. Horror Factor, magic, psonics,
poison, and insanity as the character sees fit (no morethan +8 in
one category however).

(3 Spiritual Radar: by closng on€'s eyes and focusing his
mind outwards, the character can sense the location and actions
of invisible beings. In this manner, the character can still combat
them with only a-2 pendlty to srike, parry, initigtive and dodge.
The range of this ability is five feet (1.5 m) per leve of experi-
ence.

(4) Bio Contral: by spending 5 P.P.E., the character can ig-
nore the pendties of pain, illness, drugs, exhaustion, or injury
through techniques of mind over matter. The durationis 1 melee
per level of experience. Once the duration is up, al the effects
return.

(5 Specid Desth Blow: by studying one's opponent care-
fully and without interruption (the character doing the studying
cannot be in combat, for instance, while doing the studying), the
user gets an increased chance to learn a weskness of that enemy
and land a desth blow. The longer the enemy is studied, the
greater the chance of landing the deeth blow.

Bonus: for every melee the enemy is studied, the chance of

~ landing a desth blow increases by one, to a maximum of 4 me-

lees. For ingtance, if the user normally lands a degth blow on a
roll of 19 or 20, and spends 3 melees studying an enemy from a
distance, then at the end of the study period, he now lands a
death blow on aroll of 16, 17, 18, 19 or 20. All other rulesfor a
degath blow still apply.

Experience Levd Progresson:

1¢ Startswith 2 attacks per melee round, body flip/throw, body
block/tackle, automatic body flip/throw, snap kick (1D lower
than normal kick, sse below), knife hand (1D higher than
normal punch), jump kick (1D higher than normal kick x2),
roundhouse kick (1D higher than normd kick), Critica
Strike from behind or on a natural 20, Degth Blow on naturdl
20.

2nd Offensve: +1 to drike, cartwhed! (attack).
Defensive: +1 to dodge and parry, back flip (escape).
Spiritud: Desth Blow on 19 or 20.

3rd +5% to prowl, +1 attack per meleg, +2 to disarm.



4th leap attack (double normal distance), +1 to initiative, +2 to
roll with punch.

5th Criticd Strike on 19 or 20.
Offensve: Death Blow on 19 or 20, +1 attack per melee.
Defendve: +1 toparry, dodge and roll with punch.
Spiritud: +2 vs. Horror Factor, insanity, and psionics.

6th +1 attack per meleg, +1 to drike, +2 to damage.

7th  Knockout from behind and on a 19 or 20, +1 to initiative,
+2 toroll with punch, +2 to pull punch.

8th +1 to grikeand parry, +2 to disarm, +5% to prowl.

9th Criticd Strike on 18, 19,0r 20.
Offensive: +1 atack per meleg, +2 to strike, +4 to damage.
Defengive: +2 to parry, roll and dodge.
Spiritua: Double existing P.P.E.

10th +1 attack per melee, +1 to disarm, +1 to dtrike.

11th +1 oninitigtive, +2 toroll with punch, +2 to damage.

12th +2 to backflip and cartwhedl, +5% prow!.

13th Critica StrikeOn 17, 18, 19,0r 20.
Offendve: +1 to drike, +2 to damage, +1 to parry and dodge.
Defensve: +2 to parry and dodge, +10 feet to legp distance
(both high and long).
Spiritud: Death Blow on 18, 19 or 20.

14th +1 attack per melee, +1 to Srike.
15th +1 to disarm, initiative, dodge and parry.

Note: in ingances where it says things like “1D higher” or
“1D lower”, it means that if for instance a norma attack does
6D6 damage, the “1D higher” verson would do 6D8 and the
“1D lower” verson would do 6D4.

The Vetchen

"Fear not your talents my son, they are what make you spe-
cid. Others will show you fear because you are different and
they do not understand you. Be not ashamed of this fear that
they show us. After the day the Moon was golen from the sky
and the dars halted their eternd vigil, those who shunned us did
<0 no more. Though the Moon and stars have returned, dso has
come a great evil and those who once looked on us with scorn
now see that what makes us different dso makes us one of the

best dlies againgt this enemy. Now we must show the evil why

it is that even our own people are afraid of us”

-Vetchen shaman to a young cub.

The Vetchen are a Tribe of outsders among their own peo-
ple. During the Age of the Blood Moon, this Tribe was the vic-
tim of amighty spell that wiped out over half of its population, a
blow that they have yet to recover from (they are the third
amdles tribe, proceeded by the Walloe and Ungoeth done).
Those who survived would be forever changed by the pdll.

As the survivors began giving birth to the next generation of
Vetchen, they noticed that some were anomdous in their ap-
pearance, sometimes to the point of being grotesque. Not only
that, but many wielded strange powers which could not be at-
tributed to magic. Some could sheath their forms in flame while
others could move objects with their mind. The Vetchen dso
learned that few of the newborns were exempt from these
changes and even those few that lacked mutation or powers il
had the Tribes newfound vulnerabilities. As further generations
were horn, the Vetchen dso came to learn that each newborn in-
fant's abilities differed from those of his parents.
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This change caused the other Tribes to fear and be repulsed
by the sght of the Vetchen; their mere existence ssemed ablight
upon al the Tribes. However, the Vetchen remained a Tribe of
the Children 0 no action was taken, for fear of the wrath of the
Donathair, who themsdves had come to the decison that the
change in the Vetchen represented no danger to the Tribes Be-
cause open aggresson could not be condoned, the other Tribes
smply cessed dl relations with the Vetchen. Though this has
changed over the years, from Tribe to Tribe, the generd opinion
towards the Vetchen is gill one of fear and loathing.

Due to their being shunned by dl, even their own people, the
life of the Vetchen has changed very little over the years. They
dill live in much the same manner as they did during the Age of
the Blood Moon, their isolation cutting them off from the rest of
the world. The Veichen society resembles that of the Native
American Indian, right down to styles of clothing. They are
semi-nomadic and split the year by living in seasond camps,
one for summer and one for winter.

Many of the other Children have come to accept that the
Vetchen have a lot to offer in the war againg these new ene-
mies, and even againg those of old. However, the other Tribes
have yet to come to terms with the abnormdlities of the Vetchen
Tribe and gill fear and loathe them. The Vetchen have not been
re-accepted with open arms, they have been tolerated while kept
a arms length.

The Vetchen would be even more devastating to the enemies
of the Tribes if it was not for their incredibly low birth rate; only
about 1 in 4 of the children bom to this tribe survive, the others
dying in a few days after birth due to the nature of their muta-
tions. Because of this low birth rate (and obvious prgudices), it
should be noted that this is the only known Tribe not required to
pay itstithe to the Donathair.

NOTE: This Tribe may be too powerful or inappropriate for
0me Nightbane® campaigns. If so, just disregard it.

(1) Symbal: A double-bladed battle axe, standing upright
with an open eye beneath. It is mounted on a field of green.

(2) Tribal Breakdown: A smdl tribe due to the high infant
mortality rate, there are only about 1,000 Vetchen. The mgjority
tend to be Tribesmen (70%) with the remainder being Hunters
(20%) and Shamans (10%). Almost al Tribesman and Hunters
are of the Barbaric nature seeing as how the Vetchen have only
darted entering the "civilized" world after the arival of the
Nightlords. Fully 75% are good or Unprincipled dignment with
20% being Anarchist and the remainder being evil. 45% of the
tribe are werewolves, 45% are werebears and 10% are a mix of
the feline races

(3 Territories The Vetchen have redtricted themsdves to
the wilds of North America, their powers and semi-nomadic na
ture making it easy for them to hide from humans.

(4) Primarch: Chief Whiteflame is an 8th levd Werebear
Tribesman of great wisdom and patience (Scrupulous). He pos-
s both the Alter Physical Structure: Fire and Extraordinary
P.P. powers and is apowerful foe.

(5 Philosophy: While they used to seek acceptance in the
eyes of the other Tribes, now the Vetchen have learned to live
with their powers and mutations as something that makes them
gpecid. While some Vetchen dill react to the loathing of the
other Tribes with anger and violence, most react with under-
ganding and patience. Most never gave up on the other Tribes,



number of Vetchen have |eft their solitary life and have gone off
to fight the Nightlords. Many were surprised to see that their ap-
pearance and powers were accepted by certain factions (who are
used to seeing Nightbane). The Vetchen's very nature has made
them very accepting of most opinions, philosophies and epe-
cialy appearances.

(6) Organization: Organized like the American Indian tribes
of old, there is a Chief who is counsdled by the head Shaman
and aWar Chief who isresponsible for leading the Tribes war-
riors into battle. The rest of the Tribe is broken down into war-
riors and non-combatants. The Vetchen are till very sexigt and
have only in the lagt 20 years started to alow femae warriors
and shamans. The Tribe is broken down into smal camps of 10
to 50, with the latter being the average Vetchen camp size (the
largest, led by Whiteflame, numbers 200). Each camp isled by a
Sub-Chief which reports to the Chief of the Tribe.

(7) Variation: Roll on the following tables to see what muta:
tionsand powers the character has:

Table I MUTATION (as per Nightbane® generation tables)

01-15%: Roll once on the Unearthly Beauty Table.

16-30%: Roll onceonthe Stigmatal Table.

31-45%: Roll onceontheUnusua Facid Features Table.
46-60%: Roll once ontheUnnatural Limbs Table.

61-75%. Roll once onthe Stigmatall Table.

76-85%: Roll twice on this table, rerolling any further results
higher than 75%.

86-95%: Roll three times on this table, rerolling any further re-
aults higher than 75%.
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96-00%: Nomutationsatall.

Table2: POWERS (Requires Heroes Unlimited™)

01-15% One Major Super Ability.

16-32%: Two Minor Super Abilities.

33-50%: One Major and one Minor Super Ability.

51-69%: One Minor Super Ability.

70-80%: Three Minor Super Abilities.

81-85%: Psonic Ahilities, roll onthe table below:
01-15%: 1 from any of the 3 lesser groups; L.S.P. +204.
16-32%: 2 from any of the 3 lesser groups, I.SP. + 2D6, +1
to savevs. psionics.
33-50%: 4 from any of the 3 lesser groups; 1.S.P. + 5D6, +2
to save vs psonics.
51-69%. 1 Masgter power, |.S.P. +2D6, +1 vs. psionics.
70-80%: 2 Magter powers, |.S.P. +3D6+4, +2 vs. psonics.
81-85%: 1 Mader power and 1 power from any of the 3
lesser groups, 1.SP. +3D6, +1 vs. psionics
86-95%: 2 Magter Powers and 2 powers from any of the 3
lesser groups, 1.S.P. +5D6, +3 vs. psionics.
96-00%: 3 Magter Powers, |.S.P. +1d4x10, +4 vs. psonics.
86-95%: Oneof thefollowing Nightbane Tdents.
01-09%: Air Grab
10-18%: Astral Sdf
19-27%: Anti-Arcane
28-36%: Nightbringer
37-45%: Premonition
46-54%: See Truth
55-63%: Shadow Shied
64-72%: Shadow Slide
73-81%: Shadow Blast



82-90%: The Shroud

91-00%: Storm Maker

With regards to the Nightbane talents, the character does not

pay the Permanent P.P.E. cost needed to acquire the power as

Nightbane must.

96-00%: No Super Abilities (P.P.E. is not halved as described
below).

All Vetchen roll up their P.P.E. as norma and then reduce it
by half (unless the character turns out not to have any mutations
or powers). Another side-effect of the spdll is that Vetchen have
become more vulnerable to slver, taking triple damage, instead
of double.

(8) Campaign and Rele-Playing Notes: This Tribe may act
as ahaven for those characters who are themsdlves outcasts due
to their appearance.

(9) Reationswith Other Factions

 Underground Railroad: Severd Veichen have helped, and
been helped in turn, to escape foes. An awkward friendship
hasjust begun between the two.

» Resggtance A few Vetchen have joined this militant group,
becoming valuable dlies and shock troops.

» Warlords: Thugs and bullies. One day these boorish morons
will pick on aVetchen and learn the error of their ways.

» Nocturnes: The Vetchen know what it is like to be viewed by
appearances and not substance <0 they have given this group
achance. However, they continue to watch each other closdy
and with great suspicion.

* Nightlords: These two groups fight to the death whenever
they run into each other.

¢ Lightbringers: A possbly vduable aly in the fight againgt
the invading hordes, these enigmatic champions of good have
proven themselves many times over.

» Seekers Those Seekers that have encountered Vetchen are at
a log to explan them; mutant supernatura creatures?!?
Many friendships have begun between the two over a smple
inquisitive conversation.

» Spook Squad: Though they view the Vetchen as the enemy
by their very nature, the Vetchen recognize these
ex-government agents as a force of humanity. For this rea
0N, the Vetchen tries to flee rather than fight them.

¢ Club Fresk: These groups have no knowledge of each other.

» The Gray Ghost Society: These groups have no knowledge of
each other.

» Mogwa Though their cause is righteous, their methods are
not. They lack direction or the ahility to differentiate and thus
make themselves dangerous.

* Zarathain: Congdered an evil as old as the Children them-
sves, if only the law permitted their destruction.

* Raksasha: They are seen as manipulators who would risk it
al for adollar. They must be watched with both (and in some
cases, more than two) eyes at all times.

» The Undamed: The Veichen offer them aid whenever poss-
ble. They are not necessxrily evil and deserve sympathy.
However, the Vetchen are careful to keep their aid hidden
from the other Tribes (especidly the Donathair).
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» Walloe: Congdered “poor falen ones” To be put out of their
madness-inspired misery whenever possble. To kill them is
more humane than to let them go on living in the hell that is
their exigence.

* Stannoer: Untrustworthy and fanatics. Their greed can only
sarve to enhance the enemy's pogtion. The Vetchen avoid
them.

* Borim: A peaceful people who just were not prepared to face
the storm. It is to the Vetchen’s eternal shame that the lesson
cogt the Borim their lives.

* Deerdon: A force for darkness that is on par with that of the
Nightlords. It is good that the world shall not see them again.

* Ungoeth: To be sung of in stories of heroics and bravery.

» Donahair: Neither a force for good nor for evil, but for jus-
tice, this sometimes blinds them to what is truly required of a
protector.

o Lordon: Skulkers and murderers, these creatures are worse
than those afflicted with the wildlust. The Vetchen kill them
and feel no pity.

TheLordon

“Mmmmmm ... werebear, my fave...”

- Anonymous L ordon Tribe member.

Though there exigt other Tribes that are far more evil than the
Lordon, none come close to being as despicable.

Pre-exigting the Age of the Blood Moon, the Lordon are a
Tribe cursed by insanity. Centuries before the great wars, the
Lordon were fleeing a hunting group of Deerdon and were
forced to hide underground or be daughtered. Rather than go
into the maze of caves and find them, the Deerdon merely used
magic to cause amassive cave in. After searching and searching
for away out, the Lordon began to give in to despair, and later
when they ran out of food, they gave in to cannibdism.

These two factors proved too much for the psyches of the
Lordon and one by one, they went insane. Now, thousands of
years later, the Lordon continue to live underground, digging
massive tunnel complexes that criss-cross the world and connect
with the sewer systems of many cities

Ther primary wish is merely to survive and keep their sub-
terranean cities safe. However, the Lordon view dl surface
dwellers with hate and jealousy 0 severa powerful Lordon
have begun to organize raids and plots againgt those who dwell
above them.

The Lordon use their tunnels to hunt humans and their fellow
Children, causing the Lordon to be viewed as atype of "bogey-
man," used by Triba elders to frighten those cubs that misbe-
have. It is unfortunate that the Lordon are not merely legend.

(1) Symbol: An upside down, fanged mouth.

(2) Tribal Breakdown: 99.9% of the agpproximately 2,500
Lordon world wide are of evil dignment and even those that are
good or of selfish aignment are till cannibas. There is a fairly
even mix of races and O.C.C.s amongdt this Tribe, though no
Assimilated exist.

(3 Territories Their underground realm belongs soldy to
them, many of the other Tribes not even knowing that it exists
This realm even runs beneath those lands claimed by other
Tribes.
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(4) Primarch: None as awhole, eech "city" is run by adif-
ferent ruler who may go by a different title than the other cities.

(5) Philosophy: All those of the surface abandoned them to
fall into madness, s0 dl surface dwellers must be made to suffer
until they too become insane. _

(6) Organization: Organized into "dities’ carved from the
rock, whose population ranges from 5 (the smalest) to 500 (the
largest, being under Paris). Surviva of the fittest determines
whoisin charge.

(7) Variation: All Lordon begin with 1D4+1 insanities and
do not recelve any bonuses to resist insanity, no matter how
high their M.E. may be. They dso have prowl 98% and through
their centuries of digging, their claws have become dia
mond-hard, adding 2D6 damage to al claw attacks. Dueto their
underground lives, the Lordon have triple their race's normal
range for nightvision but a0 lose 2 attacks per melee, are -6 on
dl actions and have a limited range of vison (60 feet/18.3 m)
while in bright light (half those pendties and 100 feet/30 m vi-
son if in very dim light).

(8) Campaign and Rele-Playing Notes. The players may
learn that someone has been gteding babies of both Children
and of humans. Could a Lordon city be respongble or is it an-
other plot by the Nightlords?

(9) Relationswith Other Factions:
 Underground Railroad: No red contact.

» Resgance These two groups have battled a few tunes, but
only under specid circumdtances. Neither is aware of the
other as an organized group.

Warlords: No redl contact.

Nightlords. No red interest either way.

Nocturnes: No real contact.

Lightbringers: The Lightbringers are looking into many ru-

mors of mongters in the sewers of large cities.

Seckers No real contact.

Spook Squad: No real contact.

Club Freak: No contact.

The Gray Ghogt Society: No contact.

Mogwa This tribe is rarely encountered, as the Lordon tend

to gtick near civilized aress.

e Zarathain: These are beadts after a Lordon’s heart. Too bad
they have to be killed.

e Raksasha: Congdered hard targets due to their secretive na
ture.

e The Unclamed: They are easy prey, for nobody wants them
anyway.

e Waloe Congdered wild and wary. They are hard to catch
andthusfun prey.

e Stannoer: The Lordon laugh whenever they hear the Stannoer
referred to as "hunters”

® Borim: They see their disappearance as a good sart.

® Deardons According to legend, they would have been chal-
lenging prey.

e Ungoeth: Considered just one more Tribe that disappeared
long ago.

e Donathair: To be feared. They are excdllent hunters and per-

sgtent beyond belief.

® Vetchen: Another group of hard targets, for even an unpro-
tected babe can be deadly to the toughest Lordon.

Vidalmar

The Truth and the Tales
NOTE: For the eyes of Game Magters only!

The Fables

Very little is known of the enigmatic being that calls himsalf
Vidamar; what is known is cloaked in secrets degper than most.
Among the Children, Vidamar is little more than a myth, spo-
ken of in the same terms as humans spesk of Santa Claus or the
Eagter Bunny. The various legends and stories about Vidalmar
have exiged for as long as any Child can remember, and for
ome of the more revered Children this is a long time indeed.
Because many of the tales about Vidamar can be traced back
over athousand years, few take any belief that such a creature
actudly exigs serioudy. However, a few worthy members of
the Tribes have learned that these are the days of myths that
walk the Earth.

Of those few to whom Vidalmar has chosen to reved him-
sdf, mog are of the Children while the remainder are important
individuals whose destiny is fated to be entwined with that of
the greater good. This secretive being is never seen by accident
and only reveds himsdf to those whom he sees necessary,
though few have been able to discern what comprises such a cri-



teria. Each tribal primarch has been approached by Vidalmar (in
secret of course) Snce Dark Day, though not dl have taken him

to be who he says he is For most of the primarchs, this encoun-

ter was ther firgt indication that Vidalmar was anything more
than a fable, while for a few (such as the current Magigtrate of

the Donathair) it was merely a continuation of an acquaintance
begun years before.

Also among Vidalmar’s lig of recently contacted are severd
warriors and scholars, both within the Tribes and without, that
for one reason or another have come to his attention. Exactly
why Vidadmar has reveded himsdf is often not apparent to
those-approached (especidly as those who are not of the Tribes
have never even heard of him) but few are left without the im-
pression that he is a being of great power and importance. Also
of note is the fact that the Donathair (those few who know
Vidamar is red) have not acted againg him, despite his reved-
ing of his existence.

Mog of those approached have been asked to perform some
mission or other task for Vidalmar with little explanation given.
In return for the performance of these missions each is given
ome form of payment, most often manifesting as some
important piece of “impossible-to-come-by” information or in-
telligence or a favor to be named later. Many of these missions
are of the sort that many of the individuals approached feed com-
pelled to perform anyway as most of these beings are of the he-
roic sort. Because the missions are usualy of the type that such

-noble individuals would have performed anyway (which is
probably why Vidalmar asks them to do it in the first place), the
warriors often fed compelled to hold themselves in debt to their
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mysterious benefactor for presenting them with an opportunity

they would have missed otherwise. This, more than anything

ese, has made great dlies of mogt of these beings, creating an
invaluable pool of resources upon which Vidamar can draw.

Nobody has yet been able to determine any long-term pattern to

these missons though mogt are sure that a creature as wise as

Vidalmar ssems would not act without such aplan in place.
While few that know of Viddmar can refute that he has

proven helpful and seems to be working on the sde of good, he

has yet to revea any motivation for his actions. This continued
secrecy has caused many to speculate if he has a hidden agenda
that might be manipulating al involved and may result in
greater danger further down the road. Though nobody who has
worked or gpoken with Vidamar can deny that his actions have
thus far proven beneficia to both mankind and the Children,
history has proven that even such seemingly good acts can con-

ced a greater evil. Because of this continued secrecy, only a

gmdl group of those that have worked with Vidamar actually

trust him and lower their guard when he is involved in anything

that might place them in danger. Of course, learning that a being
cdling himsdf Viddmar exigs gill does not explain who or
what he is and 0 does little to dissuade their fears or make
them more trusting, as he avoids any line of questioning about
his person or pagt.

It is therefore expected that even his dlies might come to
question the motives of anyone who is s enigmatic and
close-mouthed, causing them to ponder which of the many leg-
ends and theories about the origins of Vidalmar might be true.
These theories that circulate among both those who know of
Vidamar and those who think him only a myth range from the
tame to the outrageous. Following are some examples of these
theories
1)He isthefirst of the Unclaimed and is their secret patriarch.

2) Heis arecovered victim of Wildlust that feels too ashamed to
rejoin the Tribes but does what he can to benefit them from
the shadows.

3) Vidamar is not a single being, but is ingead the name of a
et organization. From here, the theory branches off in
many directions, some claim the organization is working for
good while others say it is an agent of evil.

4) He gained his power and long life through various pacts made
long ago with some evil power (perhgps even the
Nightlords).

5) He is not of the Children at dl. Ingtead, he is an ancient
Nightbane or other cresture with lycanthropic-like capabili-
ties and is merely masquerading as a Son of the Moon.

Any one theory holds the possibility of truth to it, yet not a
dngle oneis close to being able to explain everything. Mogt Hill
continue to treat Vidalmar as an ally and ligten to his wisdom
despite not knowing who he redlly is or why he acts as he does,
yet none do so without due caution and care.

The Reality

Sometimes truth is more amazing than fiction, and the story
of Vidamar is a prime example of this. While al that know or
tell stories of Vidamar speculate wildly about his origins, none
have yet, even within the wildest relms of imagination, come
dose to guessing the red story. Though it would surprise none
to learn that “Vidalmar” was a name this secretive Child of the
Moon had assumed thousands of years ago, al would be
shocked to learn his true name.



Throughout the legends, stories and histories of the Tribes,
few names are spoken with as much malice and disgust as
“Zarath” (except by the tribe that carries his name and reveres
him as its founder, of course). Forever remembered as he whose
words drove Adorn and Ave to flee from the breast of paradise
and as the one that had spitefully reported the treason of the
once-gpes to Mother Moon, Zarath is seen as the cresture most
respongble for the Children's fall from grace.

Soon after being expdlled from paradise, Zarath and Needa
began the violent tribe known as the Zarathain. Blaming the lost
tribe, now known as "humans,”" for their exile, the Zarathain,
more than any other tribe, began a crue hunt and daughter of
the sons and daughters of Adorn and Ave. As the Age of the
Blood Moon began, the Zarathain’s hunt was didracted by the
assaults of other tribes, but never did these Children or their
founder forget the hate they al had for those who had descended
from the once-gpes.

As the wars ended, Zarath looked through his hate and
bloodlust and saw the death and evil that his pettiness and anger
had wrought upon the Earth and its peoples. Disgusted with
what he had become and the values (or lack thereof) that he had
taught his people, Zarath finally faced the truth about his exile
by Mother Moon. Horrified by the truth that it was his words
and his actions that had driven Adorn and Ave to their seditious
behavior, Zarath wept.

Heeing his people during the last days of the Age of the
Blood Moon, the Children had no choice but to believe that
Zarath, lagt of the Progenitors, was dead. Taking Vidalmar as a
new name, Zarath spent severd centuries living intota isolation
while thinking upon the role he had played in the fall of his peo-
ple. Finaly he decided tha his only recourse to overcome his
guilt and to regain his lost honor would be to devote his life to
the betterment of his people and children of Adom.

Since this decison thousands of years ago, Zarath, now call-
ing himsdf Vidalmar, has worked from the shadows of civiliza-
tion. Rarely seen and never making public gppearances, the
myths and legends grew as those to whom he chose to reved
himsdlf began to pass on taes of this mysterious and unknown
element. Because Vidamar has chosen to reved his motives to
nobody dse, some of these taes portray the ancient being as
less heroic than he actualy is. This has created a contradiction
in the nature and believed intentions of Vidalmar within those
dories told about him, which only leads further to their being
passed down as mere folklore instead of historica fact.

As the years bled into centuries, Vidalmar has helped and
fought againgt many despots, heroes, empires and villains, never
reveding more of his schemes than others need know to play
their parts in them, and he has aways disgppeared after the task
was completed. It is dso believed by many scholars of both hu-
man and Tribal history that Vidalmar may have assumed other
names and thus appears in severd human histories and fables as
well. For ingance, there are those scholars among the Tribes
that have been able to present convincing theories that the Mer-
lin of legends may actually have been Vidamar in disguise.

No matter how others see him or wish to recount his explaits,
Vidamar has chosen to help the lives of the world around him
by acting as abenevolent guide to both human and Triba evolu-
tion. Through careful planning, well timed action and heroics,
and a strong desire to correct the wrongs he perpetrated against
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others during his life as Zarath, Vidalmar is a strong agent of
good and perhaps one of the wisest and most powerful beings on
Earth.

Name: Vidamar
TrueName Zarath

(Remember, as a Progenitor, Vidalmar has far superior datis-
tics when compared to norma werecreatures. This should give
you an idea of just how powerful these beings are, should you
wish to include another in your campaign).

Alignment: Unprincipled

Attributes 1.Q. 25, M.E. 29, M.A. 16, P.S. 21, P.P. 17, PE. 28,

P.B. 20, Spd 23, 45 asawolf.

Age: Unknown; though he appears to be around 300 to other
Children, he is in fact many thousands of years old.

Hit Points 174

I.S.P.:41

P.P.E.: 576

Disposition: Though he keeps his emotions to himsef for the
most part, Vidamar is redly akind and compassonate crea:
ture with alove of life. Still consumed by the guilt of his past
exisence, despite it having been centuries snce he assumed
his current identity, Vidalmar is a being obsessed with doing
good and fulfilling the quest of bettering al life. Depite this
obsession with heroics, Vidalmar is wise and redistic beyond
imagining, the result of centuries of careful planning and dif-
ficult choices. Due to this, some of his actions, epecidly
when mixed with his outward cold and indifferent demeanor,
have caused others to see him as cruel and calous about life.
This perception is mogt often because Vidamar does not re-
ved his long-term plans to anyone, even those whom he has
recruited to help him. Thus, in those indances where
Vidalmar’s actions or plans have required sacrificing the
lives of the few in exchange for the betterment of the whole,
many who bear witness to such events are not aware of the
grester good that is being served.

Vidalmar has resigned himsdlf to the burden of being mis-
understood and even hated by some because of such actions,
but redlizes that the long term good of the many must forever
outweigh the short term needs of the few if evil isto be pre-
vented from final victory.

O.C.C. and Experience Leve: 23rd level Nordan”or. While
origindly a warrior, it has been many millennia since
Vidamar has walked that path and s most of those sills
have been forgotten (as was his intention).

Natural Abilities Spesk while in animal shape, prowl 95%,
swim 50%, track by smell 85%, nightvision 700 feet (213 m),
and bio-regeneration: restores hit points at a rate of 10D6
H.P. an hour, +6 to perception. As a Progenitor, Vidamar
can communicate with dl animas of the types related to the
Tribes. Though Viddmar does not possess supernatural
srength, his hand to hand attacks do cause damage to those
beings harmed only by magica means.

Other Abilities:

(1) Undergtand the Principles of Magic:

Sameasthe Sorcarer O.C.C. (Nightbane® pg. 115): 98%

(2) Sens=Ley Linesand Nexus Points:

Same asthe Sorcerer O.C.C. (Nightbane® pg. 116)

(3) Sense other Children up to amile (1.6 km) away.



Shape Shifting Ability: As per norma except the change only
takes about 5 seconds.

Hand To Hand: Expert

Number of Attacks 7, +2 in hybrid or wolf form.

Bonuses +3 on initiative, +14 to againg magic, immune to
Horror Factor, +6 vs. possession, +12 vs. mind control, +11
againd psionics, +8 against insanity, +7 to parry, +2 to pull
punch, +4 to strike, +9 to damage, +8 to dodge, +4 to roll
with impact, +26% againg coma, +7 againd poison, charm
and impress a& 50%, Criticd Strike on an 18, 19, or 20,
Knockout on an 18, 19 or 20, Paired Wegpons, Desth Blow
on anaura 20, Criticd Strike or Knockout from behind for
triple damage.

Damage The following includes Vidalmar's P.S. bonus.
Human Punch: 1D6+9
Claw (beest): 2D6+9
Claw (hybrid): 3D6+9
Redtrained Claw (hybrid): 2D6+9
Power Claw (hybrid): 6D6+9 (takes 2 attacks)

Bite (beest): 1D6
Bite (hybrid): 2D6

Magic: Vidamar has had thousands of years to practice his art

and thus knows every "norma" sorcerer spell, including
those logt to the Tribes, aswell asdl Mirror Magic dls

Psychic Abilities. Sixth Sense, Seethe Invisible, Mind Block.
Skills of Note: All Lore skills a 98%, can Spesk, Read and

Write dl ancient and most modem Languages a 98% (in-
cluding dUnaidon), Computer Operation 98%, Research
98%, Writing 98%, Horsemanship 98%, Navigation 98%,
Prowl 98%, Wrestling, Climbing 98%, al the Scence skills
a 98%, Wilderness Surviva 98%, Intdligence 98%,
Cooking 98%, Cryptography 98%, Play Flute 98%. Thee are
just some of the more notable skills possessed by Vidamar;
remember, he has had thousands of years to learn and adapt
90 the Game Madter should feel free to grant him any skill he
Sesasglitable.

Weapon Proficiencies Archery and Targeting, Knife, Battle

Axe, Sword, Blunt, Hintlock Pistal.

Habitat: Vidamar makes his home in a mystically conceded

cadle, high in the Swiss Alps. Protected by al manner of
magical and mundane traps, tricks and servants, this caglle is
a gothic gory come to life. Few have ever been dlowed to
= eyes on the cadle and even fewer have ever been invited
insde. Of these lucky individuals, al were transported there
by secret and extremely cautious means so that they would
never be able find the cadlle after they had left.
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The cedle itsdf is a maze of corridors and rooms, dl of
which are full of examples of antiquity. Those rare and privi-
leged few that have been invited into this powerful being'sinner
sanctum, his vast library, have dl been left awed by the vast
knowledge and power dored within the countless books and
scrolls gored within. This library is perhaps the greatest Sore-
house of ancient information and mystical writings in the world.

Physical Description: Though his true height in human and hy-
brid form is 6 feet (1.8 m), Vidalmar purposaly douches in
order to cregte the illuson that he is about 5 and a half feet
(1.68 m) tal. When in his beast form he stands about 5 feet
(1.5 m) at the shoulders and is covered in sSlver-gray fur (as
well asin his hybrid form). His weight is norma for ahuman
of his gze, about 170 1bs (765 kg), but when transformed
into awaolf this increases to an incredible 250 Ibs (112.5).

Vidamar dmost always wears black or dark purple robes,
with the hood pulled up to conced his hard festures and
shoulder length silver hair. Combined with his bent forward,
douching posture and seeming need for his staff to support
him, there is created the illusion that Vidamar is far wesker
and helpless than he actudly is. This facade has caused fatdl
overconfidence in more than one opponent in the past. Angu-
lar and dightly wrinkled, Vidalmar’s cold though handsome
Roman features rarely betray his emotions to others, dlowing
him great advantage during discusson with those who would
oppose him in debate or from whom he would wish to get
something.

However, there are those occasons, such as when this an-
cient being has born witness to greet atrocities, where others
have seen that seemingly chisdled countenance mdt into
waves of unbridled emation, though such moments are very
rare.

Equipment: Vidamar usualy carries no equipment beyond the
clothes he wears and that which he neads for his specific mis-
sons.

Special Items Owned by Vidalmar:

Wolfhead Staff

An ancient relic created by Vidamar during the first years of
the Age of the Blood Moon, when he was gill known as Zarath,
Meant to be atool againg the enemies of his Tribe, Zarath used
the staff to wreak unimagined havoc and destruction among his
people. Now, as Viddmar, he keeps the staff not only as are-
minder of his past evils but aso in the hopes that by using the
staff for good, he can in some way dtrike a baance within his
karmic fate.

The staff itsdlf is about 6 feet (1.8 m) long and is made from
a sngle length of polished, twisting wood, tapering down to-
wards the bottom. On the wider end is an intricate Silver carving

of awolf’s head with ruby eyes howling upwards. Vidamar d-
ways has thisitem with him.

¢ Ithas250 SD.C. and regenerates 35 SD.C. per melee.

* A blow from the slver head of the staff does 2D6 damage
(double to Children and vampires), plus al P.S. damage bo-
NUSES.

» The daff can cadt the following spdls 3 tunes per day each:
Adom's Revenge, Seethe Invisible, Fear and Hedl Wounds.

* The tapered, wooden end of the staff can be fired 5 times a
day up to 50 feet (15.2 m). This missile attack is +2 to strike
and does 3D10 damage, even to creatures resistant to normal
wegpons, such as werecreatures and vampires. This attack, if
it strikes avampire in the heart, will render the mongter help-
less. After each firing, the staff end regenerates.

Enchanted Flintlock Pistol

Just another enigmatic piece of the puzzle that is Viddmar,
he refuses to comment on where he got this powerful weapon.
However, anyone that is lucky enough to get a glimpse of this
item (he usualy hides it within the folds of his robes) will see
that its barrel is inscribed with odd runes and words that appear
orientd in nature. Whenever asked about where the gun came
from, apained look crosses Vidalmar’s face, followed by a sub-
tle change of topic. Vidalmar uses the pistol as a weagpon of last
resort. After being fired, the pistol automatically reloads and its
flint never seems to need replacing.

SD.C.: 110

Damage: 1D4x10 (+20 againg Children) and it will harm those

crestures resigtant to the damage caused by non-magical weap-

ons

Range: 150 feet (45.7 m).

Money: Vidamar has long since surpassed the need for money
and wedth, but has had millennia to horde about
$25,000,000 worth of items for unforeseen circumstances.

Logt Tribal Lore

During the Age of the Blood Moon especidly, and in the
centuries that followed, much of the lore and mystic knowledge
of the Tribes was lost. Some of these ancient secrets are better
left forgotten, the results of minds whose one ambition was the
dedtruction of tribal foes, while others were of great importance
and benign in nature. Following are some examples of these logt
gpdls and items and should be used as a starting point for anin-
dustrious Game Master to create Smilar items.

Sense Children (spdll; level 1)
Range: 200 foot (61 m) area

Durdtion: 1 minute per level of the cedter.
Saving Throw: None

PPE.:3




A smple spell, Sense Children works in the same manner as
the spdl "Sense Nightbane” (Nightbane® main book, page
128) except that it detects werecreatures insteed.

Silver Shards (spdl; level 5)
Range: 80 feet (24.4 m) long by up to 5 feet (1.5 m)wide.
Duration: Instant.
Save Dodge of 19 or higher.
PPE.: 15

A dangerous el by any means, the danger it poses to
Children is smply frightening. At the find moment of the in-
cantation, the caster must sweep his hands before him in a hori-
zonta arc. As his hands move thin shards of silver fly forth from
his fingertips, filling the direction of the arc with arain of pierc-
ing death. This arc can be made to create apath as smdl as hdf
afoot (.15 m) to as wide as five feet and extends a full 80 feet
long; everything within this path is hit by the shards. The spell
causes 5D6 damage to non-werecreatures but does double dam-
age to any Children or vampires that are struck. All damage is
doubled if cast at aley line nexus.

Adom's Revenge (spdll; leve 8)

Range: 10 feet (3 m), plus 1 foot (.3 m) per level of the cadter.
Duration: 2 melees, plus 1 melee per every 2 levels of the cader.
Saving Throw: Standard

P.PE.: 40

Despite this spell's name, it is doubtful that Adom or any of
his kin had anything to do with its creation (though the name is
appropriate enough). When cast upon one of the Children it
forces the target to ingantly revert to its human form if it has not
been assumed dready. Also, the target is unable to change
forms for the duration of the spell and is therefore denied access
to any of the abilities specific to those other forms. It was be-
lieved that this spell was created during the Age of the Blood
Moon by the Children o that it would be eesier to kill their rival
Tribesmen.

Moon Divination (spdl ritual; level 10)

Range: Specid; see below.

Duration: Varies, ssebelow.

Saving Throw: None

P.PE.: 80

Base kill: 30% +2% per each additiona level of experience.

Much like the psychic power “Divination,” this spdl grants
the precognitive ability to see into the possible future. However,
an additional aspect of the spdl is the further ability to dso wit-
ness those events that are occurring within the present. Unlike
its psychic cousin, this power manifests as a vison ingead of a
mere impression. This vison gopears within the face of the
Moon and thus the use of this spel is limited by its cycle
through the heavens. In order for the spell to be cast, at least
some part of the moon must be visible to the caster and to any
whom he wishes to partake in the divination (up to 1 person per
leve of the cadter). When the Moon is either waxing or waning,
the images are both brief and partia, aswhat is shown is limited
to the portion of the moon that can be seen. However, when the
Moon is full, the images are complete and far clearer.

Each cadting of this godl requires 30 minutes of preparation
during which time the blood of the caster and dl that would dso
partake in the divination is used to cregte a replica of the Moon
upon the ground from where the spel is to be cadt. It is from

a

within this drawing that the caster will do his divining and
should he or she be forced to leave this drawing a any time, the
el isingtantly canceled.

For each level of the caster a single question may be asked by
he or she that has cast it; no more than a Single minute may pass
between questions or the spdl will end. These questions must be
direct and extremely specific, such as "wha will happen to me
this evening when | go to the building we suspect of being a
Nightlord stronghold?' or "what is my wife doing right now?'
If the question is not specific enough or if the cadter fails his di-
vining roll (the Game Madter should use his or her own discre-
tion here) then the question is wasted and no answer shall
appear. If the question mets the requirements, an image will
appear to al that contributed blood to the spell, revedling apos-
sible future. Thisimage will be Szed only to reved those events
exactly directed to the question and will not appear longer than a
few brief moments.

It should be stressed that while images of the present are re-
veded as they are currently happening, those who would ook
into the future are only shown possibilities. The future is an un-
sure thing that is constantly shifted by the actions of man and
beest and is therefore impossible to divine with complete trust
that the events shal unfold as seen upon the Moon's surface.
This uncertainty dlows the Game Magter to create any gaming
atmosphere he likes without locking him into a set path down
which he must teke his game. Still, the use of this spell should
be carefully controlled to restrict players from trying to take ad-
vantage ofit.

Lycanthropy (Spdl; level 12)

Range: Touch or sdf.

Duration: 1D10 minutes, plus 1 minute per level of the caster.
Saving Throw: Standard if resisted, otherwise none.

P.PE. 210

Though most tales and fables about werecreatures were actu-
adly sightings of Children, the instances of people claiming to
have seen loved ones undergo the transformation are too numer-
ous to be completely discounted. It is believed that the use of
this spdll is respongible for this phenomenon and, as rumor has
it, the spell was cregied by an ancient human wizard named
Kane. A close descendant of Adorn and Ave, it is thought that
the spdll was designed to emulate the much envied abilities of
the Children and grant them to a human, thus giving the human
amore even footing in combat againgt their once-brethren. It is
further bdieved that the reason that only a wolf transformation
can be made with this spell is a reflection of the conflict and
rage that existed between Adorn and Zarath. For the duration of
the spdl, the target gains the following abilities in al three
forms (human, hybrid, wolf):

o Limited Invulnerability: normal weapons do half damage,
magic weapons do full damage, and any weapon with at least
a50% silver content does double damage.

» +6t0 Spd., +2to PP, +4 P.S, +2to PE., +2D6 to hit paints,
+2 to save vs. magic, +1 to strike, parry and dodge.

» Cannot be metamorphosed by any other means than this
spell.

 Change forms, like one of the Children; each change takes15
seconds (1 full melee).



Each individual form aso offers the following specific abili-
ties

Human: none beyond those mentioned above.

Hybrid: prowl 50% (+10% if the character dready has the
Kill), swim 30% (or +5%), track by sméll: 35%, nightvision: 75
feet (229 m), bio-regeneration: restores hit points at a rate of
1D8 per hour, can communicate with canines, and gains 2D10
pounds (1D10 kg).

Wolf: prowl 65% (+15% if the character dready has the
kill), swim 40% (or +10%), track by smell: 55%, nightvision:
200 feet (61 m), bio-regeneration: restores hit points at a rate of
2D8 per hour, can communicate with canines and humans, is
about half-again |larger than a norma wolf and gains about 75 to
1001bs (34-45 kQ).

Blades of Rage

Cregted as wegpons of destruction during the Age of the
Blood Moon, these swords and knives are dangerous in the ex-
treme. Desgned with the single intent of daying enemy Tribes-
men with efficiency and in great numbers, these blades have not
been seen in over athousand years and are bdieved to have dl
been dedtroyed after the era of warring ended. Sill, there are
those that search for these weapons, believing their power too
grest to be destroyed, and thus requiring that they be hidden
away, scattered across the Earth. Should one of these wegpons
be discovered, even with the purpose of good in mind, it will
pose agreet threat to the Tribes and the world as awhole.

+ Each blade is indestructible by al normal definitions (mean-

ing that no known means of destroying these wesgpons re-
mains).

92

* Blades of Rage radiate anger and evil to al those with the
means to detect it.

» The damage caused by these wegpons varies by its type
knives cause 3D6 damage, short swords do 5D6, long swords
do 7D6 and two-handed swords do 1D6x10 SD.C. and dl
are capable of hurting creatures that are resistant to the dam-
age caused by normal wegpons. Againg any of the Children,
these deadly weapons cause double damage.

» For every week that this wegpon remains in the same per-
son’s possession, the owner is required to make asave vs. in-
sanity. Should the save fail, he is required to see if the rage
and evil of the blade consumes him. The owner then makes a
percentile roll and if the result is under or equa to 40% then
the blade's rage has possessed him with al of the effects
mentioned below. If thisroll is over 40%, then the following
week's save vs. insanity suffers a pendty of -1, while the
percentile roll to resist possesson suffers a penalty of +5% to
the chance of possession occurring. Both of these pendties
are cumulative and thus increase until the inevitable point
where the blade's evil nature swallows its owner whole.

» Those possessad by the blade become obsessed with com-
pleting the gods they have st for themselves and nothing
else even comes close to being as important anymore. All
those who are seen as standing in the way of this obsesson
(even friends) will suddenly be consdered enemies and
treated as such. Also, the possessor of the blade now has very
little control over his temper, with even the tiniest provoca
tion requiring him to save againg insanity; if he fails, he will
fall into ablind rage that causes him to lash out with violence
againg al around him. Each melee that the blade's wielder is
in this rage, he will attack anything that comes within Strik-
ing digtance and gains one additiona attack per melee, a +4
bonus to damage, +2 to drike, and +2 to initiative, but isin
turn -3 to parry, dodge and roll. The owner of the blade must
make yet another save vs. insanity each melee in order to exit
the rage. Should the rall fail, a cumulative pendty of -1 is
added to the following save attempts until either a success is
rolled or there is nobody left to fight, ether of which will
cause the person’'srage to end.

» Should the blade be taken from the owner before he becomes
possessad he must save vs. insanity or become obsessad with
seddng out the blade at al cods If the blade's rage has d-

the owner, then it's removal causes him to
fIy into ablind rage (as described above) which will not end
until either the wegpon is returned or he saves vs. insanity at
-4,

Spear of the Hunt

Designed long ago to be used againg the Children's most an-
cient of enemies, the vampires, these log artifacts are quested
for by many in these troubled and dangerous days. While many
of these wegpons are believed destroyed, and the means for
making them long since logt (to al save perhaps Vidalmar), oth-
ers are believed to have been secretly hoarded by the Donathair
or others. In appearance, these spears seem normal and mundane
but radiate powerful magic to al with the means to sense such
things.
e SD.C.:125
« Each spear grants a+3 bonus to strike and parry.



» Any cdled shot to atarget's heart is made with a +6 (instead
of +3) to drike. Any successful drike to a vampire's heart
will immobilize it as though the attack had been made with a
wooden stake.

» Spears of the Hunt can be thrown twice as far as a norma
Spear.

Eclipse

"We have existed since your kind have been known to us and
shdl exigt until they are known no more."

- Lord Jonathan Whitmore, Oracle.

Eclipse began as a secret society around 750 B.C. in Norway.
When humans first redized that they were being hunted by The
Children in the areg, they began to study them, learning ways to
kill and hunt them in return. Soon every village had members
who specidized in hunting The Children by magica and mun-
dane means. It was only a matter of time before the rapidly re-
producing humans drove the werecreatures into hiding. As the
number of open attacks by The Children decreased over the cen-
turies, the creatures that were haf man, haf bees,, filtered off
into legend and the truth of their existence was forgotten by
mos.

Not dl forgot, however.

There remained those with the foresight to know that those
that had hunted Man were not gone for good. They refused to let
their knowledge die and passed it down through their families
from century to century. Sometimes they would take on pupils
from outside the family; anyone willing to battle this enemy was
welcome. It was only a matter of time before vampires were re-
veded as well and were added to the list of enemies. However,
The Children would forever remain the bane of these humans
and thus would forever be their number one concern.

By 200 B.C. these dedicated men and women had organized
themsdlves into many fractured, secret organizations. At first
they were merely a loosely affiliated group of collectives, meet-
ing when they could (rarely), and sharing as much information
aspossible.

As the years passed on and means of communication, travel
and science progressed, these groups became more organized
and began to band together within a sngle group structure. Un-
der this structure, common goas were set down and resources
were pooled so that al could better fight the ages-old foe. In 14
A.D., the organization took the name "Edipse’ and 0 began its
official history as a secret society.

As time continued to progress, Eclipse remained hidden,
growing as new lands (and thus new Tribes) and new technolo-
gies were discovered. Dedicated completely to what they saw as
awar of surviva for mankind, Eclipse asked for no mercy for
they did not offer it.

In today's modern world, wherever man is to be found, so
too is Eclipse. Still operating in complete secrecy, these wizards
and hunters continue to stalk their prey from the shedows. They
have learned from the past that trying to convince others that the
enemy exigts only results in them being branded madmen ... or
worse. They are resigned to fight their battles from the shadows,
knowing that mankind will thank them when the last Child has
been dain.

With the coming of the Nightlords, they have recognized yet
another enemy to mankind. However, the organization has be-
come divided between those who bdlieve they should ded with
their ancient foe, The Children, first and those who believe that
this new evil is far greater. The former group is dose to ob-
sessad with killing werecreatures and has become blinded to the
greater evil that exigs within the Nightlords.

Asfor the Nightbane, Eclipse is split over this as well. While
there are those who view these strange beings as not inherently
evil (like humans themsdves), they are in the minority. Mogt
e the Nightbane as just another form of werecreature, whose
varied dternate forms can be "explained” as mutaions caused
by mankind's vast industrid wastes. Yet others believe that
while Nightbane are creatures totally unrelated to The Children,
they arejust as great a danger to mankind and thus must be de-
sroyed aswell.

(1) Symboal: A slver hdf moon with the word "Edipse’
across it and the Nordic symbol for “protection and wegpons'
beneath. Many members dso tattoo this symbol somewhere on
their bodies. The symbol gppears as an “S” composed of 3
draight lines, tilted dightly.

(2) Demographics Approximately 25,000 members world-
wide, many of whom descend from families that have belonged
to Eclipse since its inception (and even before). The O.CCs
vary, ranging from Arcanists and Nega-Psychics to Parapsy-
chologists and Mind Madters, to those O.C.C. types used by or-
ganizations such as the Spook Squad.

While the mgority of the members are mae (about 77%),
there is no sexud bias anongst the majority of Eclipse's mem-
bers, an dly is an dly no matter its sex. Alignments range
greatly, with the majority being unprincipled, anarchist and ab-
errant.

(3) Territories Spread throughout the world, with cdls in
every major city as well as many others population centers. The
organization headquarters can be found in Odo, the capitd of
Norway, with secondary headquarters in London, Tokyo, Caro
andLosAngdles.

(4) Leader: Every 5 years aleader, known as the "Lord De-
fender," is dected by a mgjority vote in which al the organiza-
tion's members partake. Candidates are usually chosen from the
elders of the organization, though younger members who have
proven themselves to an extreme degree are Sometimes voted in.

Higtoricaly the mgjority of the Lord Defenders have been
Oracles. This is not due to any conscious bias but by the fact
that Stalkers must spend mogt of their time in the field hunting,
thus Oracles have greater amounts of time to devote to the run-
ning of the organization. Another factor is that because they are
more isolated and thus have not been exposed to as many hor-
rors as the Stakers, Oraclestend to be more level headed.

The current Lord Defender is a 9th level Sorcerer (see
Through the Glass Darkly). He is aBritish mae (born in Lon-
don) of 63 years of age. Of an extremely cam and intelligent
nature, he has run Eclipse for the past 14 years and it is most
probable that he shdl lead it yet again come the next vote.

(5) Philosophy: Mankind must be protected from The
Children a dl cogts. While vampires and other supernatura
creatures that hunt Man dso exig, they are limited in their activ-
ities, where as the werebeasts are not. The Children are dso ca



pable of hiding anongst mankind without detection and in the L]

eyes of Edipse, this makes them a more deadly foe than any

other. °
(6) Organization: Split up into cdls of agents (the sze of

which depends upon the size of the community in which they °

operate) in various cities and towns around the world. The ulti-

mate overseer and leader of Edlipse operations on the globd

sdeisthe Lord Defender. He or she then ects a council of ad- ¢

visors that help to carry out the Lord Defender's will.

From this leve, the command structure trickles down, be-
coming less official and based more upon the ungpoken basis of
seniority and respect. Within Eclipse, the members are broken
into one of two categories Stakers and Oracles. The Stakers °
are those that actively hunt and kill Children, where as the Orar
des are those that organize, study and experiment on the .
werebeasts.

(7) Resources. Some of the oldest and richest families in the
world are either members, or supporters, of Eclipse. Thus the
members have great financial resources to draw from that alows
the organization to pay their agents (as their duties sddom dlow
them enough time for aregular job).

These resources dso dlow the Stakers to be armed with the
Specid weagponry that is required to hunt their enemies, and pro-
vide the Oracles with the labs and libraries they need to perform
their duties.

(8) Requirements All Edlipse members must have the ill
Lore: The Children and some have even learned to speak, read
and/or write their language. Oradles tend to have many scholas:
tic and science oriented skills where as Stakers have mainly
combat and the like for knowledge.

(9) Campaign and Rele-Playing Notes: The possibilities of
applications for Eclipse are endless. They can be played as @-
ther evil or good, enemy or dly.

The Unclaimed: As hunts go, they are fairly easy prey be-
cause none of their kind redlly keep track of them.

Waloe: A paranoid bunch that knows their own kind is out
to get them aswell, they are difficult to trap and kill.

Vetchen: Due to their random and powerful nature, they are
approached carefully and killed as quickly as possible.

Stannoer: These mongtrosities have learned to turn the tools
of man againg him. They must die for this corruption.

® Mogwa Little is known of them, and because they are o far
away from civilization their extermingtion is not a priority a
the moment.

Zarathain: Evil in intent, evil in action, they are dangerous
predators and their victims must be avenged.

Borim: Only vague knowledge of this log Tribe is known.

e Deadons. Known only in myth. Their return is not yet
known.

® Ungoeth: Same asthe Deerdons.

(10) Relations with Other Factions

Underground Railroad: No red contact.

Resdgtance: Sometimes dlies, sometimes enemies, depending
upon the specific drcumgtances.

Warlords. Congdered scum and fairly essy targets.
Nightlords: Another threat to mankind, but what action will

be taken againgt them by the organization as awhole has yet
to be decided.

Nocturnes. Enemies, no doubt about it.

Lightbringers: While they appear to be dlies 0 little is
known that they must not be trusted and should be treated
with great suspicion.

Seckers. They are correct to seek knowledge, but are wrong

in the respect that they choose not to apply what they know
in fighting for man’s existence.

Spook Squad: Some members share secret relations with
Edipse, helping them when they can.

Club Fresk: Exigence is as of yet unknown.

The Gray Ghogt Society: No contact.

Raksasha: Seeking to destroy mankind by using its own
economy agang it, they must be sopped before they twist
man around their claws.

Donathair: Congdered a deadly enemy, but one that bleeds

nonetheless. Y

Eliana Dimou

A Notorious and Feared Stalker

Eliana Dimou is a prime example of a dedicated member of
Edlipse and competent Saker. Infamous among The Children,
dmog dl who ded with the world beyond the Tribes have
heard her name, and its very mention causes snarls of outrage
and anger to rise in their throdts.

Born in Toronto, Canada to Greek immigrant parents, Eliana
returned to the homeland of her parents at age 10. As part of an
unassuming and norma life in Athens, she took ajob teaching
English to the sons and daughters of the city’s wealthy. Shewas
happy with her life.

Everything changed on her nineteenth birthday, however. As
a part of the celebration, she had traveled with her parents and
two sgers, Kathy and Chrigting, to her grandmother's home in
the smdl village from where her family had originated. During
the night, while mogt of her family lay adegp in her grand-
mother's tiny home, Eliana felt resless and went for awalk in



the hills surrounding the hamlet. After waking amongst the
dark trails for dmost an hour, she began to walk back towards
home. When she returned, she found the entire village quiet and
the walls of her grandmother's home smeared with the blood of
her family.

Searching through the overturned furniture and puddles of
blood, Eliana came across her younger sdter, Chrigtine. Just be-
fore dying, the young woman managed to tell her sser that
beagts from the night had atacked them, creatures that walked
like men but spoke in snarls and growled like animals as they
had torn out the throats of their family. Then Chridtine died,
choking on her own blood. Shocked by what her world had be-
come, Elianawalked out into the night only to find that the en-
tire village had suffered the same fate.

With nothing ese |eft for her, Eliana traveled the world, ask-
ing questions and learning al that she could about the creatures
that had shattered her life. Mogt that she talked to thought her to
be kidding, or even worse, crazy. Soon though, her search
caused her to ask questions of the right people, the kind of peo-
ple that had al the answers mat she sought. She has since taken
the knowledge she has learned and used it to advance the cause
of Eclipse (and of vengeance).

For the past six years, this vengeful young woman has fought
for Eclipse, killing the Children of the Moon with little remorse
while learning dl she can a an astounding rate. No longer capa-
ble of showing emoation or passon for anything more than the
hunt, dl pleas for mercy made by her prey fall upon the deaf
ears of hate.

Sheis one of the mogt hated humans among the Tribes and is
conddered very high on the Donathair’s "kill list." Her highly
successful career as an Eclipse Stdker has earned her the name
“Remanok” which, trandated from dUnaidon, means simply
“Deathbird.” All Children have learned to fear the coming of the
dour woman and her dl seeing hawk familiar. Recent discover-
ies have led Elianato believe that the Lordon are responsible for
the sensdess daying of her family and village, earning them a
specid placein her rage.

Name: Eliana Dimou
Aliases Remanok
Alignment: Unprincipled with leanings towards Aberrant.
Attributes: 1.Q. 15,M.E. 23, M.A. 12, P.S. 11,P.P. 17,P.E. 18,
P.B:20, Spd 13
"Hit Points. 36
SD.C.27
I.SP:0
PPE..97
Dispostion: Preferring to work adone, Elianais extremely com-
petent and dangerous. She acts very coldly to everyone, the
death of her family at the hands of "mongters' having deeply
affected her. Stll, she holds a warm place in her heart for
young children (who she sees as innocent) and will go out of
her way to protect them. For those that she sees as enemies

(especidly werecreatures, vampires and Nightbane) she

shows nothing but hate and the single-minded determination

of a hunter stalking akill.

O.CC. and Experience Leve: 7thlevel Sorcerer

Abilities: All those standard to the Sorcerer O.C.C. (see the
Nightbane® RPG).

Hand To Hand: Martial Arts
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Number of Attacks: 6

Bonuses. +6 to save vs magic, +4 to save Vs possession, +2 vs
mind control, +4 vs Horror Factor, +4 vs psionics, +4 VS in-
sanity, +6 to parry, +3 to drike, +6 to dodge, +4 to roll with
impact, +6% Vs coma, +2 vs poison, charm and impress at
50%, Karate Kick does 1D8 damage, Jump Kick, entangle,
Criticd Strike on an 18, 19 or 20, Knockout on a 20, Paired
Wespons.

Magic. She knows the following spells. Globe of Daylight, See
Aura, See the Invisible, Sense Evil, Fear, Mydic Alarm,
Concedment, Befuddle, Negate Poisons/Toxins, Telekiness,
Energy Balt, Impervious to Fire, Magic Armor, Agtral Pro-
jection, Night Vison, Repd Animds, Shadow Médd, Fire
Balt, Circle Of Flame, Hed Wounds, Superhuman Strength,
Fire Bdl, Words of Truth, Ritua: An Eye For An Eye, Wind
Rush, Temporary Enchantment, Familiar Link, Protection
Cirde Smple.

Psychic Abilities: None.

Other Abilities: Telepathic/Empathic link to Familiar: 600 feet
(183m).

ills of Note: Read/Write/Speak Greek: 98%, Spesk English:
95%, Spesk dUnaidon: 95%, Basc Math: 98%, Computer
Operation: 85%, Research: 98%, Lore: The Children: 80%,
Lore: Vampires. 80%, Computer Programming: 75%, First
Aid: 80%, Pilot Automobile: 77%, Read/Write English: 70%,
Read/Write dUnaidon: 70%, Anthropology: 60%, Filot Mo-
torcycle: 8%%, Lore: Religion: 70%, Lore: Nightbane: 55%,
Filot Truck: 57%, Advanced Math: 60%.

Secondary Skills Prowl: 55%, Boxing, Climbing: 709%/60%,
Swimming: 80%, Filot Airplane: 74%

Weapon Proficiencies: Knife, Archery & Targeting, Automatic
Pigol, Automatic Rifle, Bolt-Action Rifle.

Physical Description: Standing a about 5 feet 10 inches (179
cm) and weighing about 120 Tbs (54 kg), this dour woman
has long, brown hair that reaches past her shoulder blades.
Her cold, grey-green eyes sare out from above ahard Roman
nose, adding to the intimidating beauty of her powerful pres-
ence.

Equipment: Mogst often seen in her trademark black trench
coat, she aways carries apump shotgun with silver buckshot
(4D6), 2 Browning GP automatic pistols (2D6) with 2 clips
of dlver rounds and one normal clip each, 2 slver plated
daggers, biker boots with silver plates on the toes and hedls,
and a can of wolfshay spray within easy reach up the right
deeve of her jacket. Her vehicle of choice is her Ninja motor-
cyde Her trademark wegpons are crescent moon-shaped
throwing blades made of silver (1D4+1 damage; double to
the Children).

Money: Though not in Eclipse for the money, she aways has a
minimum of $1,000 on her and has savings around the area
of $45,000.

Stavros, her hawk Familiar

Besides being her best (perhaps only) friend, this magnificent
anima acts as Elianas scout. Bonded to the scorceress through
the spdl Familiar Link, Stavros would willingly lay down his
life for his midress. Eliana sees Stavros as family and would go
to any length to keep the animad from harm, including sending it
to a safe place whenever her hunt draws to the inevitable closing
melee. Through their psychic bond, it is nearly impossible for



anyone to snesk up on Eliana as Stavros is congtantly watching
for those who would do her harm.

Hit Points. 5

S.D.C.: 8

Spead: Can fly at 40 mph (64 km) for up to 1D4+1 hours.
Natural Abilities: Flight, Sense Evil, Perfect 20/20 vison up to
2 miles (3.2 km).

Bonuses: +4 to dodge while flying, +2 to strike with besk.
Damage: Claws: 1D6, Beak: 1D4

The Arsenal of Eclipse

An organization that has survived for millennia, fighting
nearly invulnerable creatures that are much more powerful than

humans, must have a few tricks up its deeves. Below are afew .

of the weapons that have been developed for fighting the super-
natural, The Children in particular. This equipment will range
from difficult to nearly impossible to find for normal characters,
but is easy to get for Eclipse members.

Silver Tipped Arrows

These do norma damage, but directly to the werecreature’s
Hit Points. They dso affect vampires and, if one hits the heart, it
acts as awooden sake. Reduce the normd range of the bow by
half when using these arrows.

Cost: $20 per arrow.

Silver Bullets

Essentidly the same as the silver arrows, including reducing
range by 1/2 due to the soft and heavy nature of the slver. Cogt
(per box of 10)

22 Cdiber: $48

.32 Cdiber: $56

38 Cdiber: $72

45 ACP.: $112

12 & 20 Gauge Shotgun
Buckshot: $112

Solid Sug: $128

44 Magnum: $128

9mm & 7.65mm; $120
5.56mm: $160

41 Magnum: $120
7.62mm; $192

357 Magnum: $112

50 Cdiber: $360

Hollow Point: add $48

Full Metd Jacket: add $100
*Exploding Shell: add $300
**Dum Dum: add $40 to $120

* Exploding shells can only be used in pistols, and with each
firing there is a 35% chance that the round will not explode. The
Damage bonus for this shdl is +6 for low cdliber, +10 for me-
dium and +15 for high caliber wegpons.

** Dum-Dums have |ess penetration than normal bullets (the
target’s Armor Rating effectively increases by 2) and there is
a0 a 25% chance that the round will jam when fired. Thereisa
damage bonus of +4 with this round but the weapon's range is
reduced by 15%.

Silver-Plated Blades

These wegpons cod four to ten times as much as ther
non-silver counterparts and cause double damage directly to Hit
Points.

Slver Gloves

These are gloves that have silver plates atached to the back
and undersde of the hand, 0 that any hand to hand assauilts
upon werecreatures (and vampires) will not only hurt the super-
natural creature, but will inflict double the attack's normal dam-
age directly to hit pointsl Note: do not add the user's P.S. bonus
before doubling the damage.

Cost: $150 per pair, $200 if studs are added to the knuckles,
which increase damage from punches by +3 (doubled against
werebeasts and vampires).

:
Siver Plated Boots

Added to the Sides, hed's and toes of boots 0 as to gppear in-
conspicuous and normd, these plates alow most kicks (excepts
for those that hit with the flat of the foot) to cause double dam-
age to werebeasts and vampires.

Codt: add $250 to the price of the boots or shoes

Wolfbay Spray

Much like a mace or pepper can, thisisto be sprayed directly
a werecregiures. Not only does it confuse and stun them (lose
initiative and one attack), but it also keeps them away from the
area and causes 2D6 damage to them. The spray has the same
effect on vampires (though no damage is caused) and causss
other creatures (that bregthe) to sneeze and their eyes to water.
The spray is aliquid 0 it must be washed or wiped off, other-
wise it continues to disorient and cause damage for 1D4+1 me-
leerounds.

Cost: $60 for aspray canworth 15prays.

Wolfbay Nerve Grenades

Essentidly causes the same effect as the spray yet it is con-
tained within a modified grenade shell (either a modified 40mm
grenade, a modified hand grenade or rifle launched grenede).
The area of effect varies but averages between 15 to 45 feet
(4.6-13.7 m) and, depending upon the westher, the cloud lasts
for 1D8+2 melees.

Cogt: $30 per grenade
Wolfbay Cloud Generator
Smply a modified Feisd DM22 Smoke Generaor, this

smal device can be fired from a grenade launcher up to 1312
feet (400 m), can be thrown by hand or can be held while oper-



ating. The effects are the same as that cregted by the nerve gre-
nades. Delay: 4 seconds, Diameter: 2 inches (50mm), Length:
3.75 inches (95mm), Weight: 6.6 ounces (185 grams), Duration
of Cloud: 1D4+3 meless.

Tribes of the Moon
Hook, Line and Snkers

The following are provided to give both players and Game
Masters a taste of the various ways that the Tribes of the Moon
can be introduced to a campaign smoothly. Each HL&S is de-
sgned with ether Tribad or non-Triba characters in mind, d-
lowing for each type of campaign to be melded with the world
of Nightbane®.

A Wolf Walks Among Us

(for non-Tribal characters)

Hook: During a break from their usual conflict againg the
Nightlords and their minions, the characters find themsdves
resting for afew nights within the city limits of agreat metropo-
lis. Asthey relax in the city, they keep hearing on the news and
in the dtreets about a mongter that has been gaking the city's
nightlife, brutally killing people a random. So far twenty-seven
victims have fdlen to this creature, which has been described by
thefew witnessesasa " man-bees.”

Line The characters should redlize that the chances of this
being the work of the Nightlords is very smdl, as most mediais
now controlled by them and yet no cover up isbeing performed.
Thus another party is a work and the players should be com-
pelled to find out exactly what is going on and to try and stop
the killer. No matter what course of action they take, a few
nights pass with the characters getting no leads on the killer and
abody count that kegpsrising.

Finaly, while out following a long-shot lead or merely pa
trolling the reets the characters here a scream from an dley
just down the dreet from them. The horrified shriek draws out
for afew brief seconds before ending with choking suddenness
Assuming the player characters rush down to the dley to se
what is going on, they shal find a black clad form hunched over
the body of a woman with her throat cut. Seemingly studying
the body, the person somehow senses the characters approach
andtriesto flee down the dley.

The being is dressed dl in black, including a cowl, and is
very skilled and stedlthy, making it extremely difficult for any
pursuing characters to catch him. However, eventudly the party
should manage to corner the person and interrogate him (if the
characters did not kill him outright).

Upon pulling off their prey's cowl they will be surprised to
find themsalves garing into the hairy face of a wolf-man! The
reports were indeed correct about the nature of the killer but at
least he will be off the streets now.

Sinker: The creature that the characters have caught is not
actudly the killer, he is a Donathair Justicer named Ormando.
Having heard about the killings, the Donethair have sent one of
their agents to investigate the killings to insure that one of the
Children is not respongible. If one of the Children is indeed the
killer, Ormando has orders to kill it. He had been tracking the
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killer and, having heard the same screams as the characters, ar-
rived a the body just moments before them. Of course
Ormando cannot tell the characters any of this without betraying
Tribal law and s0 he mugt try to convince them that he is not the
killer and to let him go. He will tell them that he, like them, is
someone who is not able tojust St by as the killings go on but
will refuse to discuss how he is able to assume his wolf-man

shape.

Whether the characters believe Ormando or not, they will not
find the killer again that night. Should they keep Ormando in
cugtody or simply kill him, they shal soon learn that he was
right as the killings continue the following night. Ormando
agrees to help the characters track down the killer and with his
kills it should not take them more than a few more nights.
Upon cornering the Kkiller, they learn that he is not a
werecreature a al but is in fact a psychotic Nightbane whose
Morphus merdly resembles that of a werewolf in its hybrid
form. Upon learning this, Ormando will sate that “thisaffair no
longer concerns him" and leave the characters to ded with the
problem.

No metter how the dStuaion turns out with the Kkiller,
Ormando’s sudden change of heart and lack of interest should
puzzle the characters and possibly convince them to investigate
further. Should they choose this course, the characters may later
run into Ormando as he is sent to slence their probes into the
exigence of the Tribes of the Moon.

Dead By Dawn
(for Tribal characters)

Hook: For some reason or another (sck relative, need to a-
tend a ceremony, eic)) the characters have returned to ther
Triba group. Upon arivd, they are told horrible stories about
how the youths of the Tribe have been disappearing over the last
few weeks, solen into the night without atrace.

Line: The leader of the Tribe tells the characters that the
group's hunters have been off on amisson for him for the past
severd weeks 0 they have no means with which to combat the
mysterious force that saks their cubs Any good-digned or
loya character should feel honor bound to help his Tribe by
Saying watch over the areawhere the young are housed.

Sinker: During their watch, the characters fall adegp no mat-
ter how hard they fight to keep their eyes apen. One of the
deeping characters (choose at random) will be roused (the in-
truder drops something or accidentaly bumps into the player
character) just in time to see an intruder flee with a degping boy
under its arm. Unable to fight off the deep totaly, the character
will be too disoriented to pursue right away but will be able to
awaken the others. Anyone capable of sengng megic will fed it
throughout the room, possibly explaining how they could dl
have been forced to degp while on guard.

It will not be easy but the characters eventualy track the in-
truder to his lair (an industria complex if the player characters
Triba group is in the city or a network of cavesin the hills if
they are in the wilderness). Should the characters get close
enough, they will soon recognize the area's occupants as vam-
pires. This particular group of blood suckers have been stalked
by the minions of the Nightlords into near extinction and thus
have required lots of humanoid blood to dowly feed their weak-



ened intelligence (whichjust so happensto be hidden in the area
as well). The vampires, after learning that a group of their an-
cient enemies was in the area, thought that the irony of using the
young sons and daughters of the Children to renew the intelli-

gence's strength was too great to pass up. Though only about
fifty or o of the intelligence’s vampire servants remain, it is
nearly strong enough to send them out to "recruit” more and 0
will no longer be needing the Tribe's cubs. If the characters do

not rescue the cubs by the rising of the Sun, the intelligence will

kill the children for their remaining blood.

By the Light of the Silvery Moon

(for Tribal characters)

Hook: Someone has been killing any Tribal friends and rela
tives of the characters that are in the area. At each body has
been found a slver, crescent moon-shaped throwing weapon,
mogt often used to deliver the death blow.

Line The human media and police force have no idea that
the victims are Children and assume that the killings arejust an-
other link in a long chain of events that have happened since
Dark Day and have dubbed the perpetrator "The Slver Moon
Killer." The characters know differently. Someone is purposely
hunting and killing local Children and is being very open about
it, mogt likely meaning that the killer is not one of the Children.
Also, the fact that the silver throwing moon is not taken after the
murder means that the killings are aso meant to be amessage of
ome sort. Whoever is doing the killing must know a greet dedl
about the Tribes in order to have hunted the victims with such
impunity, and so he or she poses more thanjust aminor threst to
the Tribes as awhole. Though the Donathair will surely respond
to this threat as Tribal law demands, the player characters
should feel honor bound to conduct their own invedtigation, es
pecialy since they mogt likely knew some of the victims.

Sinker: The killer is the infamous Eliana Dimou. Recently
she was able to discover, purely by happenstance, a Child of a
locd Tribe working as a convenience store owner. After captur-
ing the luckless creature, she tortured him for information on the
identities and locations of many Children that had integrated
into the human community. As a reward for having given the
Stdker the information, the helpless store owner was granted
the honor of being the first victim of the Silver Moon Killer.
Through careful investigation of the clues and through relations
within the Tribes; it should not take long for the player charac-
tersto learn who they are deding with and act accordingly. Re-
member though, Eliana is an extremey experienced and
dangerous member of Eclipse, with dl of that organization's in-
telligence and resources upon which to draw, 0 she will not be
essy to find let done catch.

LIPSE
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Against Tolkeen

By David Haendler
Chapter 19

A tal, gorgeous woman grolled into Pete Fransisco's office.
Her hair was long and bright red, her eyes gold, her lips full and
pouting. Her figure was perfect, and the tight white jumpsuit
(adorned with a few Techno-Wizard artifacts) she wore only
hel ped.

"Hdlo, hdlo!" Fransisco sad eagerly, risng up from his
chair. "What can | do for you, miss?'

She looked into his eyes, and a that moment the mystic
knew something was wrong with her. "Are you Peter Fransisco
of the Grand Alamar Police Force?' she asked, in acold and in-
human voice which rumbled like thunder.

"Yes | am," he said warily, suddenly wary of the woman. His
sensss were going wild, screaming warnings which he could not
ignore. The fact that the woman practically stank of magic did-
n't help. Suddenly, he became intensely aware that his gun was
dill in his desk.

"You need not be afraid,” she said, pulling out an Inquisitor’s
badge, a shimmering golden eye lined with runes. "My name is
UZieth, and | am an agent of Tolkeen’s Inquisitor Divison."

“Lemme Quess” Pete said, suddenly relaxing. "You're not
human."

"That is correct. | am a sergph.” With that, two white, feath-
ery wings spread out from her back, and her eyes began to glow
with a bright, golden light. "I have been sent to help you catch
the murderer of Tral Melenee.”

"Creat!" Pete said. "We could use alittle extra..”

Uzieth glared a him, her eyes glowing even brighter. Then,
she began to stare at the file cabinets behind his desk. "I will re-
quire a detailed report of dl clues and evidence which you have
uncovered up to this point. Are your records stored in those file
cabinets?'

“Uh, yes"" he sad meekly as Uzieth walked up to the draw-
es "Lemme find my key."



"That won't be necessary,” she said, inserting a tiny sSlver
key into a dot. The drawer popped open. "As an Inquisitor, |
have the madter key." She then began to flip through the files.

“Need any hdp?' he volunteered.

“No, you may leave,” said Uzieth, pulling out some crime
scene photographs.

Pete began to walk out of his office, and then asked himself
why he was s0 cowed by the spirit. Summoning up dl of his
courage, he stopped in his tracks, and asked, "Say, would you
like to have dinner with me tonight? We can discuss the case
over some Rhino-Buffalo stesks.”

The seraph looked a him strangely, then back at the files.
"Sergphs do not engage in pleasures of the flesh," she then said.

Frandgsco cursed under his breath, then left his office. Just
my friggin’ luck, he thought bitterly. A hot chick finally walks
into my office, and she turns out to be some frigid spirit. Oh, the
gods are laughing at me today.

Lucius walked up to him, with a cup of coffee in hand. Some
of the other detectives sood nearby, trying to watch inconspicu-
oudy. To amystic, however, their attention was al too obvious.
"Hey, Pete" said Lucius, trying to redrain his big puppy-dog
smile. "l hopeyou don't mind, but we've got alittle betting pool
going here"

"Yesh?' asked Franssco wearily. "Sorry, but | don't have
any oneson me."

"No, that's not it," said Lucius. "We need to know...did you
ask Uzieth for s, a date, or did you act professiondly for

.once?”

"A datel" snagpped Pete. A couple of the detectives began
cheering, While a few others began cursing their luck. "Are you

happy now?!”

"Yed" said one of the winners merrily.

"Vultures" muttered Pete, walking off towards the water
cooler.

Jack Perrin good in the empty parking lot, looking down a
hiswatch. It wasn't too late, just about 7 or 8 PM. Still, itwasa
good time for a covert medting. The city's diurnal residents
were winding down and going home, and the nocturnal ones
werejust waking up and weren't on their way to work yet.

Suddenly, a hovertruck pulled up to the corner. It stopped
there, and sank to the ground. One of the front doors opened,
and a little blue D-Bee came out. He had an ovular head, with
large black eyes and no mouth, and wore a suit of highly ad-
vanced combat armor sans the helmet.

"How are you doing?" the thing asked cordidly, large pores
in its neck opening, closing, and sdivating as it talked. "Do you
have the money?'

"Sure do," sad Perrin, handing the cresture a briefcase.
“That’s 10 million credits of gold in your hot little hands."

The cresture opened the briefcase, took a look at the shining
bars of wealth, and then shut it again. It then handed Perrin a
piece of paper and the keys to the hovertruck. "And for you," it
sad inits odd and melodious voice. "Theré's 25 NE-50 Particle
Beam Rifles, 30 suits of NE-C20 Camoflague Armor, a box of
100 plasma grenades, and an NE-020 Combat Drone with full
wegponry. Thetruck isyours gratis."

"Pleasure doing business with you," said Perrin, taking the
keys and the receipt. "And remember, I'm taking inventory



when | get thisthing to a secure location. Ifit's not dl there in
brand-new condition, you're in deep trouble."

"Don't threaten me," the thing said, dthough it did not seem
threatened or hostile. “Naruni Enterprises doesn't take kindly to
people who threaten its sdes reps” There was suddenly the
sound of several guns cocking. Looking around, Perrin could
see dmost half a dozen people in the same armor as the D-Beg,
al of them carrying plasmarifles.

"Looks like we’ve got abit of a standoff," Perrin said calmly,
as 6 laser-targeting dots lit up the D-Bee's unprotected forehead.
Human snipers in Urban Warrior and Huntsman armor suddenly
crawled out of their shadows, making their presence known. "I
say that you go your way, and I'll go mine, and well avoid all
this bloody conflict."

"Sounds good," said the D-Bee, sounding a bit scared now.
Perrin climbed into the truck, and sped off into the night. The
HFA snipers ran back into their shadows, and sprinted away.

"Should we begin pursuit?' one of the Naruni Enterprises
meres asked, his voice made very mechanica by the suit's mi-
crophones and speskers.

"No," sad the D-Bee, shaking his head. "A sdés a sde,
whether we like the client or not. If he acts againgt us, or re-
neges on payment for his next shipment, then we send in a
Repo-bot. Otherwise, welll let Mr. Perrin and his goons be."

Chapter 20

The dlite Tolkeen sniper crouched behind a prickly bush, try-
ing to dtay carefully hidden from his prey. He had been hunting
awild psi-stalker for severd days. The monster was snesky and
it was as fast and vicious as hdl, but in the final andysis it was
little more than an animal.

The sniper’s bright red uniform had been rendered dmost in-
visible with the touch of a button, and the sounds that he made
were rendered inaudible with the flip of a utility belt switch. His
slenced sniper rifle had been padded injust the right places, 0
that not even the tiniest noises could be heard when it fired. The
sniper had to ded with D-Bee terrorists, wild demons, mutant
animals, and Coalition rangers. It made good sense to be thor-
ough.

The man took another look at his prey. The ps-gaker was
taking amoment to urinate on atree. He was naked, except for a
knife sheath strapped to one of his caves. His hairless skin was
as white as milk, except for the pupilless orbs of black which
were his eyes. Some blood was caked on his mouth, from a
wandering vagabond that the pS-staker had attacked the day
before.

The sniper looked into his scope, and carefully settled the
cross-hairs right behind the thing's eyes. I've gottakill it in one
shot, he thought to himsdf. If he lives, hell get away and the
entire hunt will be ruined.

Suddenly, the psi-stalker turned and began screaming et the
sniper. The gunman panicked, his mind racing with possibilities
as how the thing might have been derted to his presence. Could
it have been his scent, the magic in his suit, a noise that some-
how got past his sensors, even a flaw in his camouflage device?
And then, as a brief volley of brilliant red laser beams diced
through the air and blasted half a dozen bowling ball-sized holes
in the creature, the sniper redized that it had been looking at
something behind him.
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The sniper turned, and saw a human in street clothes,
crouched in a nearby tree branch, with a smoking laser pistol
clutched in his hands. The newcomer smirked, and blew his
gunsmoke away. "Get naked," he said to the sniper, pointing his
gun at the hunter. "I need your uniform.”

"Who are you?' asked the sniper. He wanted to bring hisrifle
to bear on the man, but knew that if he tried, his enemy would
get a shot Off firdt.

"Does that really matter to you, screwhead?” asked the man,
suddenly indignant. "Get out of your friggin® clothesl And drop
that rifle, too."

The sniper considered his chances for escape, and dropped
his gun. He then dipped out of his bright red jumpsuit, utility
belts, and combat boots, leaving him with only his underwear
on.

The manjumped out of the tree, grabbed up the uniform, and
then began to walk off. "l realy oughta kill you," he said indif-
ferently. "But | don't fed like it, and | don't think you'd want it
much either. So today I'll ignore protocoal, and leave you dive.
Fair ded?'

The sniper dared & his enemy as the mysterious man van-
ished into the undergrowth, his ears and cheeks burning with
shame. And then, when the sweet, tangy smell of roasting flesh,
from the body of the dead psi-stalker, was absorbed into his nos-
trils, the sniper began to vomit violently. It wasjust not his day.

*

* %

"The day of a Sant is the Light shining from the Face of
God," remarked the psychopath, paging through an ancient, yel-
lowed book of religious lore. "Never have truer words been
dated outsde of the Bible" The lunatic st in a dark, under-
ground library, full of ancient artifacts and texts. Some of its
contents were antiques a the Time of the Rifts. They had been
obscendly expensve then, and were truly pricdess after the
apocalypse.

The killer added the old book to a paper bag under one of his
arms. The sack was full of other such books, dl of them related
to the subjects of religion, politics, and arare few on occultism.
His collection would be truly perfect once he got out of the li-
brary with this current haul. The psychopath reflected briefly on
how a place containing such precious items had such a poor s
curity system.

Suddenly, the room's harsh lights turned on, and an old man
entered. He was human, but was clothed in the festooned robes
of aley line walker. "What are you doing in here, young man?'
he demanded. "The library is closed!"

"Who ordered this place of precious knowledge closed?'
asked the psychopath coldly. "If it was a worthy man, | shall
leave immediately.”

“The library's hours were st by the Tolkeen Council on
Knowledge," sad the old man rather proudly. “The only ones
exempt from it are them, and of course the members of the High
Council. Are YOU perhaps amember of either one?'

"You mock mel" screamed the psychopath, flecks of spittle
shooting out of his mouth. "Know this...your Councils are noth-
ing more than the children of the Whore of Babylon. They are as
flawed and blasphemous as the Seven Governors of R’yleh.”



“Th-that’s treason!" said the old man, thoroughly shocked.
He didn't know who the Seven Governors of R'yleh were, but
didn't think that comparing the Council to them was intended as
a compliment.

"You don't know who the Seven Governors of R'yleh are?'
asked the psychopath, drawing a vibro-blade. The old man could
fed an intruson in his head. It was like the stranger was...steal-
ing his thoughts. "You really ought to know tha!" snapped the
madman, advancing dowly.

"Stay back!" pleaded the old man, trying to back away.

“Cthuthu, master of the seas and the waters, the inhabitant of
Ryleh!" the lunatic yelled. "He is the first amongst them! Then,
Hastur the Unspeskable! Then, Shub-Niggurath, the Black Goat
of the Woods with a Thousand Y oung. Nyarlhotep, the Messen-
ger of the Seven! Chudde Mell, He Who Is Eminent Amongst
Cthonians! Dagon, Lord of the Degenerate Degp Oned And fi-
naly, at the heart of al the evil, Azathoth himsdlf, the mad nu-
clear chaos that 1S your magica energy! When you cagt a spdll,
you summon Azathoth’s blasphemous blood! When you call up
amongter, you summon his spawn! THAT IS YOUR MAGIC!
THAT IS YOUR REVELATION!! THE SEVENTH LORD OF
DARKNESS ISYOUR SLAVE, MAGICIAN!!!”

And then, the expression on the psychopath's face changed
from one of rage, to one of extreme and bitter hatred. "And you
throw away the Lord of Heaven," he hissed. "The one and only
force which can stop them.”

“Help!” shrieked the old man, and then the blood ran out of
him.

"Whet the hell’?' muttered the psychopath, shaking his head.
He couldn't tell where he was, and was very, very surpsied t0
find blood on his hands, a bag of books at his side, and a corpse
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on the floor. Panicking, he ran for dl his worth. He brought the
books with him. A little voice indde his head said that he'd need
them soon.

Chapter 21

The seraph sniffed the ar in the library. It was full of blood
and degth and antiquity. The place made her nauseous, but she
could not leave yet. Not until her mission here had been ful-
filled.

She looked down upon the corpse of the dead librarian,
which was being photographed by a bunch of gawking forensics
specidigs Her two partners, the mystic and the Wolfen, were
involved in the nearby bookshelves, trying to take an inventory
of what had been stolen.

She waked over to the body, leaned over the face, and in-
haled deeply. The angd got a nose full of insanity, sweet, and
evil. This would be hard, she thought. It was aways harder to
use her senses when tracking such madmen. But for the good of
Tolkeen, it would have to be done. Leaning over further, she
touched the corpse's face, and opened her mind.

A swarm of panicked thoughts and emotions washed over the
seraph. Uziel gagped in horror, fedling the man's last moments.
The face of a man began to take shape in her mind, but it was
fuzzy and faded. She heard the man talking, but could not make
out his babbling. Still, she was shocked that it had worked so
well; the crime had been committed two days before, and that
much time typically blurred this psychic residue into nothing-
ness. The killer must have been a powerful psychic in his own
right to have left such a shadow.

She began to gingerly probe the fatal wound, oblivious to the
cries of the forendc staff, and her menta image grew clearer.
The pain of the dying man shot through her, and she convulsed
ever © dightly. The murder began to replay itsdlf, athough
dowly and blurrily, &s if viewed through a dark glass. The gar-
bled lagt words of the victim and the murderer shot through her
mind like a red hot poker dicing through fat. And then, she cut
the connection, and her mind was clear once more.

"The killer is a religious fanatic,” she pronounced. "He be-
lieves that God wants him to kill D-Bees and magicians, be-
cause in his mind they are minions of evil. Yet | snsethat heis
not entirely in control of these thoughts, there is some outside
force manipulating his mind."

"You mean ther€'s a demon or something controlling him?"
asked Fransisco. "We get that from timeto time"

"I'm not sure," said the seraph coldly. "He left such a strong
psychic residue that the supernatural seems possible, but I'm not
getting a sense of supernatural evil, just unbelievably strong
mortal delusions.”

"Maybe | should take a look," said Franssco, walking over
to the corpse.

"Don't bother,” sad Uzid. "Your morta senses are not
grong enough. Mallen, what books were taken?'

"I dill don't have a complete ligt, but it's mogly Chrigtian
books of rdigion. Redlly ancient stuff. It was dl old at the Com-
ing of the Rifts. There's ... lessee, Platonist and Puritan, Saint
Ignatius’s Spiritual Exercises, an English trandation of Com-
pendium Maleficarium, and a trandation of De Arrha Animae.



Pretty obscure stuff. Not red vauable, dther, since they only
have worth to a few religious scholars”

"He wouldn't sall them," said the sergph. "He wants those
books badly, and | think he might even die to protect them.
They vaidate his misson." The sergph then abruptly left, much
to the chagrin of Fransisco, who still had questions for her.

"Mortal senses not strong enough, my ass" he growled.
"Snooty bitch needs agood..." His voice suddenly trailed off, as
the seraph reentered, her face amask of rage.

"What do | need, mortal?" she hissed, her voice more fera
and violent than that of any hellspawn.

"Nothing," Fransisco said, rather bitterly.

"You would do well to remember that as an Inquisitor and a
sergph, my senses are quiite sharp,” she said, leaving once more.
"Almost as sharp as my vengeance."

* ¥ %

The Codlition ranger passed out discs labeled, "Operation:
Vengeance' to the members of the Black Dog Attack Squadron.
Donald Hartman reluctantly did the audio-visual CD into the
viewing dot of his Super SAMAS, and then hit the play button.
In the upper right corner of his screen, he could see the face of
Emperor Prosek. This somewhat alarmed the soldier. This mis-
sion had to be quite important if the Emperor of Humanity per-
sonally gave the orders.

"Members of the Black Dog Assault Team," the emperor be-
gan, in his usua oration voice. "l am afraid that | bear grim
news. The so-called "super-weapon" of Tolkeen, long believed
to be a myth, has been proven to be true. A destructive artifact
of immense supernatural power has been constructed in Grand
Alamar, the capita city of Tolkeen. While its exact capabilites
are unknown, it is clear that this blagphemous machine must be
destroyed before it can gtrike down our valiant soldiers.”

"We are assembling a team of the greatest pilots in the Codli-
tion military and the private sector, to attack and destroy this
terrible thing. The Black Dog Assault Squad has been
hand-sdected for this misson. On November 25 at 0100 hours,
you will escort the bombersin, flying at low atitudes. Once the
super-weapon has been destroyed, al of you save the squadron
leader will escort the bombers back to the nearest CS air base"

“The leader, Mr. Dondd Hartman, will land at coordinates
2:04:Bravo, dong with two Sky Cycles. Here, you will meet
with two CS troops trapped behind enemy lines, and will escort
them out. However, if they fail to show up, do not jeapordize
your safety by staying too long."

“This attack isthe last remaining hope of humanity. If we are
to win this war and defeat the inhuman enemies of al that is
good, then the super-wegpon must be annihilated. A decisve
surgicd strike at the heart of their corrupt empire will show
those mongters that humanity will not be pushed aside. All of
our hopes are prayers go with you." With that, the CD ended.

Donad removed the disc. Looking around, he saw that his
men were doing the same. "Let's burn-bag ‘em,” he said, pull-
ing out the small plastic bag which the ranger had provided him.
One by one, the power armor troopers dropped their discs in-
dde Then, Hartman hurled the bag up into the air, and vapor-
ized it with aquick blast from his plasma cannon. "I guess welll

be on our way, then," he said. "You think you can handle this
place while we're gone?"

The ranger who had ddivered their CDs nodded. "Sure
thing," he said flippantly. "Some Skelebots will be up here in
about fifteen minutes or s to help me keep order. Youjust go
and have fun onyour misson.”

"To the base then," sad Hartman, flying off away from the
clearing which had been his home for the past few weeks. His
remaining men followed, anxious about the gargantuan task
which lay ahead of them.

Jack Perrin took careful aim at the man-shaped target ahead
of him, steadied the massive rifle, and fired. The recoil and
noise were immense, nearly throwing him backwards. However,
the effect wasjust as impressive. The target, which was made of
the same micro-ceramics used in military armor, simultaneously
melted and exploded, as a beam of pure energy dammed into
the head region and tore the metd target apart.

"This is the NE-50 Particle Beam Rifle," he said to the HFA
onlookers. "I've seen these babies in action before, and they are
powerful. It's got damage capabilities equal to some of the
power armor weapons used in the CS. However, | don't want
anybody getting too cocky with these things. Don't try any su-
perman stunts or one-man stands just because you've got the
firepower. As good as these rifles are, | need you al to remem-
ber that they're heavy as hell, loud as a friggin’ tank, and have a
limited payload. So don't anyone start playing Dirty Harry,
okay?'

their heads and looking a Perrin quizzicdly. "What's Dirty
Harry, Sr?' asked one wanna-be headhunter. "Was he a merce-
nary or something?'



"Forget it,” said Perrin. "Jugt an old movie they showed usin
basic training. They show it as a supplement to the course “Ur-
ban Peacekeeping Operations.” I'll see if | can find a library or
something that has a copy.”

The young man shrugged. Hedidn’t seem very interested.

"W, good shooting, everybody,” Perrin said, opening up
the crate of rifles. "Remember, get in a lot of practice, Snce |
only had enough cash to rent this place for an hour. | want you
al to bered good with those things redl fast."

"Those are contraband, you know," sad a voice from the
doorway behind him. Perrin spun around, and saw a man stand-
ing there, dressed in the armor of a Tolkeen sniper.

"Hold it right there, you shithead!” Perrin yedled, leveling his
particle beam rifle a the intruder. "You just made the lagt mis-
take of your lifel"

“No, wait!" ydled the man. "I'm with the Codition! I'm here
to get you out of Tolkeen!"

"How do we know that?' sneered Perrin. Behind him, the
other members of the HFA were hurriedly loading their energy
rifles. "Better make it fast," he remarked. "I don't think | can re-
drain these guystrigger fingers for long."

The sniper pulled off his helmet, revedling the dirty face of a
young human. "Shell vouch for me" he said, pointing to Sonja,
who was pulling her gun's safety off at the moment. "We met in
the forest."

"Yeah, he's with the CS,” sad the Juicer, suddenly relaxing.
"Don't know why he's dressed like that, though.”

"It's a lot eader to sneak in between shifts when you look
like a soldier,” explained the man. "Jug drolled in with a few
off-duty guards, and spent a few hours tracking you down. The
CS has pretty good files on the usual haunts of these guys”

"What's your name, buddy?" asked Perrin.

"My name's Hubert Possman,” said the man. "And we need
totalk."

Chapter 22

Donald Hartman completely climbed out of his Super
SAMAS for the firgt time in a week. It felt good to smdl the
fresh air, to fed the cool breeze blowing on his skin. But then,
he began to smell something ese, something entirdly unpless-
ant. "Hey, buddy?' he said to the Coadlition crewman who was
tuning up his power armor. "Can you tell me where the showers
ae?'

"Sure" said the mechanic, struggling to fit a fresh piece of
armor plating onto the SAMAS’s chest. "Down to the right of
the barracks, in abig grey building. Can't miss ‘em.”

"Thanks" said Hartman, hurrying away. "Oh, and be sure to
empty my suit's septic tank, okay? After aweek inthe fidd, it's
probably pretty ripe."

The mechanic, shrugging this latest job off as merely another
menia task, grabbed up a suction tube and opened up the small
septic tank concedled in the robot's inner thigh. He wes totaly
unprepared for the sench which emitted from within, and for
the first time in 12 years truly regretted his job. He spent the
next 15 minutes vomiting into a garbage can.

Upon taking a long, very hot shower and changing into a
fresh uniform, Hartman emerged from the showerhouse and
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took a good long look at the Codlition airfield. It wasn't much,
just a series of crudely made ferrocrete runways and a few con-
trol towers, hangars, and barracks. On each corner was pos-
tioned an anti-aircraft wegpon. Normally, this place would be
merely another air base, nothing to get excited about. But today,
it was S0 much more.

The robotic suits of his Black Dog squadron were standing in
aline as if they were a atention, while a team of mechanics
worked to clean them, reload their wegpons, and repair their ar-
mor. Nearby, 24 Warbirds and 6 Scout Cycles were getting the
same trestment. A great number of Nightwing and Talon jet
fighters were being wheded out from their hangars onto the run-
way, where they sood dde by side with awing of AF-17 Dia
mond Backs. Behind the base was a gigantic Air Castle bomber,
far too large to fit onto the meager runways. PFilots, mechanics,
and guardswere dl over, in achaotic sruggle to prepare for the
ar dtack.

A mercenary clad in ragtag body armor waked up to him,
"You Donad Hartman?' he asked.

"Yegh, why?'

“The brass told me to find you. Ther€'s abriefing in the con-
trol room which you need to attend. Follow me" The two men
walked over to the air control tower.

"You must be pretty good if the CS hired you," said Hartman
to the merc. "I've never heard of them hiring headhunters be-
fore"

"We're pretty good" sad the mercenary modestly. "My
squad, the Thunder Riders, specidizes in high-dtitude, preci-
gon drikes againgt urban targets. That happens to be exactly
what's needed here, 0 they hired us. It's actually just the Air
Cadle that they redly want."

"| thought those things were illegd."

"Youd be surprised how many of its own laws the Codli-
tion's willing to bresk." With that, the two men walked inside,
where the other pilots were adready seated. Hartman and the
mercenary sat down, and waited for the briefing to begin.

* %x X

Meanwhile, in Tolkeen, Possman was briefing Perrin about
the upcoming bombing, in a locked bathroom. "They're gonna
pick us up a 02:04:Bravo, which | think is the marketplace,"
sad the ranger. "A couple of Sky Cycles dip away from the bat-
tle, pick us up, and then haul ass back to the nearest base, while
the bombers arclight that damned pyramid.”

"It's about friggin’ time," said Perrin happily, lighting up a
cigarette. "You know, | wondered if | was ever going to get out
of this place. It's hell, man. Nothing but magic and evil here. |
was beginning to crack up.”

"At least you had these guys to keep you sofe”

"YOU try dedling with these lunatics for amonth, and tell me
that they're safel They're led by a crazy, for eryin’ out loud!

They shot the guy who saved my life, did you know that?
Buncha rat bastards."

"Wdl, your nightmare is over, Jack," said Possman. "Be-
cause tomorrow, this city is going to burn, and you are going to
get back to human civilization. But you know, I've got a ques-



tion for you. What made you want to come to this hell-hole in
the first place? Loyalty? Money? What is it?'

Perrin’s knee-jerk response was money. But just before that
answer could come out of his mouth, he took a moment to pon-
der the situation, and the events leading up to his acceptance of
the Codition's offer. "Vengeance" he said softly.

Possman looked at him oddly.

"l want to do two last things before | leave this city forever,"
sad Perrin. "Firg off, I'm going to organize a halfway decent
drike againg their air defenses, S0 that the CS can nuke this city
a hit better. These cannon fodder terrorists will be perfect for
that. And second, | want to seethis place blow up red good.”

\ _
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The skinhead clicked off his tgpe recorder. He had heard
plenty. His Juicer friend would hear of this, and tomorrow they
could blow their fleeing "leader” to hel. And, if somehow they
failed in their mission, well then, the rest of the HFA could hear
the tape and find out just how much their magter really thought
of them.

Back a the ar force base, Hartman looked around the brief-
ing room as the bad, uniformed genera got up to spesk. The
SAMAS squad |eader was amazed by what he saw. Almogt ev-
ery pilotin the CS with agood rep was there. It must have been
murder, even in a regimented military, to sdect and assemble
such a prime team. If the super-weapon was o important that
everyone here was needed to knock it out, then Hartman knew
the thing must be inspiring some major fear in the leaders of the
Codlition.

" will not kid you," began the generd. “Yourupcoming mis-
son will be very difficult, and many of you will probably not
survive it. The most inddious wegpon ever produced by
demonkind is near completion, and if humanity isto survive, the
super-wegpon must be destroyed now. Tolkeen’s ar defenses
are indeed mighty, but with luck and talent we shdl prevall "
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"The city walls of Grand Alamar are equipped with severd
formidable air defenses. They have mystical rift generators, as
wdl as anti-aircraft lasers and severd SAM launchers. Many of
the rooftops in Tolkeen are equipped with mini-missile batteries.
Light planes patrol their airgpace, along with hatchling dragons
and even some air elementals. As you can see, this is a varied,
fairly comprehensive defense plan. However, it is dso unweildy
and dow to react. We believe that if you attack swiftly at low d-
titudes, then you should be able to catch them out of their de-
ment and destroy the pyramid before they can muster a strong
defense.”

"The attack plan is as follows. The power armor soldiers and
sky cycles flank the bombers, taking out rooftop batteries and
enemy fliers for them. They go in a low dtitude, skirting the
rooftops. Meanwhile, the mercenary company's planes go in at
high altitude, as far up as your planes can go. The Diamond
Backs flank the Air Cadtle, taking out any SAMS and fliers that
the bomber's defenses might miss. However, you are not to fire
a any low-dtitude or ground targets. This is because of
Tolkeen's most insidious defense...an illusionary spell which
blankets the city. At high altitude, you can't trust your percep-
tions.”

"So how is the Castle supposed to bomb that super-weapon?'
asked amercenary.

"One of the sky cydles has been equipped with a laser target-
ing device" replied the generd. "It will feed the thing's coordi-
nates into the Air Castle's onboard computer. Once the talon
bombers have exhausted their missiles, they are to begin the re-
treet, and signa the Air Castle to commence its bombing run.
Arethere any other questions?'

A young Sky Cycle pilot raised his hand. "What does the
super weagpon look like, sir?!

"Were not redly sure,” replied the generd. "It should be the
largest Structure in the city. Odds are, it's @ther a pyramid, a
cannon, or an obdisk of some sort. We think you'll know it
when you see it. Arethere any other questions?”

No handswere raised.

"All right then," he said, saluting them. "Good hunting!" The
pilots rose, and dashed off to their vehicles.
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"he Hammer
of the Forge

By James M.G. Cannon

Chapter Five
The Drums of Heaven

The Consortium of Civilized Worlds does not have the time,
resources, or inclination to police each and every world that ex-
ists within its boundaries. Because of the peculiar nature ofits
government, the CCW cannot and will not interfere directly with
the governments of the planets that make up the Consortium.
But they watch the space between those planets very, very
closely.

The Consortium Armed Forces Heet Command seeds Con-
sortium space with agents, soldiers, and starships that keep close
tabs on the space lanes. Warshield cruisers hunt pirates and pa-
trol the borders of "civilized" space, supported by Scimitar light
patrol ships and Hunter-Destroyers. The majestic bulk of a Pro-
tector battleship is a reassuring sight to CCW citizens and ama:
jor concern of the Transgalactic Empire, while the Wolfen
Packmasters ferry troops from one trouble spot to the next. But
these ships are, ultimately, only transients in an ever expanding
cosmos. They visit systems, dispensing justice or security, and
then depart for the void again.

It is for that reason that most CCW worlds rarely consider the
CAFF, formidable as it is, areliable protector. They are rarely
around when they are most needed. Aware of the problem,
CAFFCO dso seeded Consortium space with a network of
gpace dations to overlook individual systems or a collection of
systems and see to their defense and other military needs on a
regular basis.

— excerptfrom Travelogues of a Journeyman by Fraktyn Quint

Cdeb Vulcan, newly knighted servant of the Cosmic Forge,
stled back into his co-pilot seat, stretching his legs out benegth
the dashboard, or whatever it was called in space. Beside Caleb,
in the pilot's chair, sat his Wolfen mentor, Lothar, Hill clad in
his emerald armor and looking as fierce as possible. They were
traveling in a freighter despite the fact that both cosmo-knights
were capable of FTL travel under their own power because, as
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Lothar had explained it, Caleb was too new at thejob, and did-
n't yet have the experience or power to keep up with Lothar at
top peed.

Initidly, Caeb felt insulted a the ingnuation that he could
not keep up. He knew athing or two about speed, having torn up
the sands of Arizonain his dune buggy and buzzed through the
skies of Koola faster than any jet could go. However, Caeb re-
dized, the first moment he stepped into the freighter's cockpit,
that he now had the opportunity to learn how to fly a starship. It
couldn't be too much more difficult than flying a plane, after al,
and while Cdeb had never actualy flown aplane, to do 0 had
20 long been his dream that he knew nearly everything there was
to know about the process. Under Lothar’s tutelage, he was able
to pick up the fundamentals of maneuvering a three hundred ton
freighter through the void.

But as they approached their dedtinaion, the Consortium
Fpace Sation Xerxes, Lothar had decreed "lesson time' over,
and taken the controls from Caeb. He disengaged the Phase
Drive, which had generated the faster than light, or FTL, propul-
Son enabling the ship to blast through space a insane speeds
and then switched over to the contragravity drive. Lothar re-
fused to explain how the Phase Drive worked, ingsting that the
only species capable of understanding the device were the mys-
terious Prometheans of Phase World. Caeb had no ideawhat a
Promethean might be, but he wasn't going to be side-tracked on
the mechanics of gpace travel that eesly.

Lothar was a bit more forthcoming on the contragravity
drive, explaining that contragravitonic devices could diminate
the pull of gravity on an object. The Smplest expresson of this
technology enabled an ordinary human to lift tons of cargo with
little effort, and a more complex device, like the drive itself,
could not only enable a ship to bresk the bonds of planetary
gravity, but could enable the ship to accdlerate and maneuver
through air or space. A similar device cregted the artificia grav-
ity of the ship's interior, keeping Caleb from floating out of his
.

In addition, Lothar explained that just as the contragravity
drive — or, a leadt, this modd — couldn't accdlerate into FTL
goeads, the Phase Drive couldn't handle anything dower. And
even ayoke like Caeb could understand the dangers inherent in
approaching a planet or space dation a FTL speed. So Caeb let
Lothar take control of the vehicle and guide it through space to-
wards the bright silver dot Lothar indsted was a space stetion.

Cdeb drummed his fingers againgt his somach and watched
the bright silver dot get bigger. Caleb looked down &t his hands
and suddenly redized he was dill dressed in his jeans and the
shiny shirt Floris Nybek purchased for himjust days before. His
bare feet barely registered the cold meta of the floor, but he in-
dinctively lifted them up and wiggled his toes. He couldn't
board a gpace dtation dressed like this.

"Lother," Caleb asked his companion, "as long as we're bor-
rowing a space ship, do you think 1 might be able to borrow
somebody's shoes?'

The Wolfen looked askance at Caeb. "Just wear your armor,
pup,” he offered.

Cdeb shook his head. Even aboard the freighter, Lothar re-
mained powered up, gill clad in his fearsome emerald green
cosmo-armor. Caleb, in contragt, dispelled his own suit of armor
soon after boarding the freighter. He didn't see the need of



wearing the suit a al times. After al, back home Art Lynch
didn't wear his sheriff’s uniform when hanging out with the
boys & Munden’s. Cdeb couldnt be a cosmo-knight
twenty-four hours a day, seven days aweek — or whatever the
Three Galaxies equivaent might be. He knew he needed the bal-
ance of a human identity, because without one, he ingtinctively
knew that the temptation to become something inhuman would
be too strong to resist.
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"All 1 need are some shoes, boss," Caeb indsted.

Lothar sghed loudly, and then said, “There’sa storage locker
in the other room. Whatever is in there you can use, but if you
don't find anything, you're out of luck."

Cdeb bounced out of the chair and headed into the next
chamber. He found a row of lockers against one wall, and rifled
through them in search of servicesble footwear. It took him a
while, but he eventualy discovered a pair of red boots that
weren't too large for him. Emblazoned on the instep of each
boot was the legend “grav” in Trade Four, which looked dightly
ominous to Cdeb, but they were the only shoes that fit him. He
would have preferred anice pair of tennis shoes, actually, but he
wagered that he had lucked out in finding anything at al. When
he felt comfortable again, he stepped back into the cockpit.

Xerxes filled the viewscreen. It was a massive structure, ess-
ily a dozen miles long, and it was shaped like a spindle or top,
with a broad flat head that narrowed downward into a point.
Lights decorated the station from top to bottom, and hundreds of
ships buzzed in, out, and around the station, like gnats orbiting a
light bulb. Cdeb noticed dozens of laser batteries peppering the
hide of the dation, and he knew they would zap if any of the
gnats got too close. The hump of a blue and green planetary
mass peeked out from the background. The vision was breath-
taking, but Caleb found his voice quickly.

“This iswhat you called ‘not much as these things go’?”

Lothar shrugged. "When you've been to Center as many
times as | have, these places honestly don't look like much.
Now st down and quit gawking. | need to get permission to
dock and asafe route in. | don't need you distracting me, pup.”

Cdeb forced his mouth shut and then dropped into the
co-pilot's chair.

Forty minutes later, after Lothar guided the craft onto a dock-
ing platform and automatic systems sent umbilicals snaking
through the airless environment to connect with the freighter,
Cdeb and Lothar stepped through the airlock and onto the ga
tion. At first, Caeb didn't see much to be impressed by; this
portion of the gtation looked indigtinguishable from the interior
of the freighter he had just vacated. But the human boy couldn't
help staring as apair of tentacled quadrupeds doughed past him,
their single large, crimson eyes blinking rapidly. When he
deemed the crestures outside of earshot, though they didn't ap-
pear to possess ears, Caeb murmured to his companion, "I
guess they dlow pets on this station, huh?"

Lothar snorted disdainfully. "Those were Monro. Traders
from the Transgalactic Empire, from the look of them. Please
try to keep your human prejudices to yourself, pup.”

Cdeb shrugged. "How was | supposed to know?!

"Ignorance and stupidity go paw in paw," Lothar intoned,
"but only one can be excused by the other."

"What isthat supposed to mean?' Caleb asked.

Lothar snorted again. "I can tell you are going to take a great
ded of work. Come on," Lothar urged, "the TVIA dation is at
the end of this corridor.” The Wolfen led the way down the
metal hallway, the harsh fluorescent lights inset in the walls re-
flecting off his armor. Caeb followed at a sedate pace, feeling
chestened.

The passage emptied out into a much larger gpace with a
high, vaulted cdiling. Dozens of diens, humans, and other tran-



sients sood in lines before a series of massve desks, behind
which were staffed humans in military-looking garb. The tops of
the desks were lit up with lights, and the Caeb could see the hu-
mans typing on keys built into the desks themsalves. Other hu-
mans in Smilar uniforms good at attention a few paces behind
the desks, cradling rifles and looking very dangerous. As Caeb
watched, the trangents filed by a desk, answering a saries of
quedtions, and were alowed to hop on an escaator that carried
them up into the Sation proper.

"Do we have anything to declare?' Caeb asked Lothar. The
Wolfenjust glared a him.

Lothar fell into line behind the Monro creatures, who at-
tempted to ignore the presence of the cosmo-knight rather super-
ficially. Caleb followed close behind, till examining the room.
He could see a number of televison screens hanging from the
ceiling, flashing information in a babble of different languages.
The walls, likewise, were decorated with Sgns and arrows, dl
color-coded and in different tongues. Caeb was pleased to see
Trade Four, or English, was one of them.

The customs — or TVIA — officia finished with the Monro
quickly, and with abarely veiled thregt that seemed to upset the
grotesgue little creatures. Caleb had no doubt they would be-
have as ingructed, if only while in the presence of the troopers
with guns.

And then Lothar stepped up to the terminal, and the official's
sour expression transformed into a welcoming amile. "Lothar of
Motherhome,” the man said, beaming. "Welcome back to
Xerxes" He eyed Caleb for a moment, and added, "Disposing
ofa prisoner?’

Cdeb frowned, and was about to st the man sraight, but
Lothar intervened. "Deputizing a new recruit, actudly," Lothar
growled. The official Sarted, and managed a wesk smile in Ca
leb's direction by way of apology. Caeb just shrugged. "We
should be gone within the hour," Lothar was saying, while the
official keyed information into his terminal.

"Wl then," the official said after amoment, "I shal seeyou
again very soon."

Lothar nodded and stepped past the terminal, Cdeb at his
heds. The guards offered Lothar an appreciative nod, which he
acknowledged, and then he stepped onto the escalaor.

"So," Cdeb began, "are you famous or just alocal boy?"

Lothar mumbled something Caeb didn't quite hear, and then
sad, "I am fairly well known in this sector of space. I've visited
Xerxesafew timesin the past aswell.”

"A little bit of both, then," Caleb sad. Lothar’stail flicked in
annoyance, but he sad nothing. The escalaor carried the
knights up into the station proper, or at least what Caleb took to
be the dtation proper. The escalator deposited vistors onto a
promenade, an upper deck that looked out onto a broad court-
yard decorated with fountains of curious architecture and plant
life of exotic shades. The celling was a good thirty meters away,
and huge windows gtretched from floor to celling, displaying the
comings and goings of ships outside in space.

Humans and diens picked their way through the artificial
park, others stting beside fountains or beneath hanging trees
On the deck itself, dozens of creatures bustled past Caeb and
Lothar, each one more bizarre and curious than the last. Caleb
saw beings with bodies fashioned from rock, maes and females

with great manes of gtriped hair colored maroon and blue, robots
with cargpaces of black sted, apish humanoids with chitinous
plates covering their bodies, women with mohawks, men with
braids, a dough faced creature with blue skin and beady eyes,
great flange-headed crestures in flowing robes, and dozens
more. Caeb dmog felt like he were logt in a funhouse or a
freakshow. But this was al too strange and redl to belong to a
freakshow.

And the wide berth beings gave Lothar and himsdf did not
escape Caleb.

“This way," Lothar sad, taking a sharp left. Creatures scur-
ried out of his way as he strode purposefully aong the prome-
nade. Caleb stared at the park below for a moment, once more
wondering if this was al some fever dream, and then scurried
after the senior cosmo-knight.

"Explain this whole bonded deputy business again, please”
Cdeb asked Lothar as they walked. "And you might want to tell
me why everybody seemsto be frightened of you."

Lothar snorted. "Us, pup. The sentients are frightened of us"
His emerdd eyes flashed beneath the brow of his hedm. "Mogt
sane creatures in the Three Galaxies fear the divine judgments
of the Forge, and they fear even more those who carry out the
Forge's wishes. As | mentioned before, smply by accepting the
mantle of the cosmo-knight, you have opened yoursdlf up to at-
tack, fear, and superdtition from all those who have contempt for
law and order.”

"Are you telling me that everyone on this station is a crimi-
na, then?'

Lothar shook his head. "No." He paused for a moment, a-
mogt &s if hesitant to go on. But it would be very un-Lothar-like
to be hesitant about anything, Caleb believed. "Even those who
arejust and righteous are uneasy around us" the Wolfen contin-
ued, smiling ruefully. "We represent a standard that very few in
this universe can match. They envy our power and our station.
They fear that they may not be righteous enough, that they pos-
s some terrible flaw that only the Forge or her agents can see.
And they are afraidwe will punish them for it."

"Damned if you do, damned if you don't," Cadeb muttered.
"How do we do our jobs if everyone is afraid of us?'

"Fear is an excdlent motivator, pup. It makes criminas
doppy. It makes them do stupid things. Fear makes our job
much eader than it would be otherwise" Lothar eyed Caleb for
a moment. "Perhgps you ae beginning to understand the
weighty responsibility upon your shoulders.”

Cdeb shrugged. "Thisisn't how | expected it,” he admitted.

"And what did you expect? Parades in our honor? Flowers
laid & our feet? Beautiful females throwing themsdves at us?'

It was Caleb's turn to smile with ruefulness. "l guess | did
have high expectations" Lothar nodded, his suspicions con-
firmed. “But,” Caeb added, "it till seems wrong that even the
good guys don't trust us”

"Oh, they trust us, pup,” Lothar explained. "They trust us to
do the Forge's bidding, and they trust us to stamp out evil in the
Three Galaxies. Beyond that, however. . .”

Thelr discussion brought Caleb and Lothar across the prome-
nade, and up a few levels to the more cramped parts of the &
tion. The promenade and the park, it seemed, existed to
welcome travelers to the station. The rest of the station was laid



out more like a starship or an office building, with narrow hall-
ways, high cellings, and no windows. The stars were left outside
where they belonged, dlowing humans and diens to see to the
business of running the station without any distractions.

“Lothar!”

The Wolfen cosmo-knight paused in mid-stride and dowly
turned. Caleb spun on his own hed to see a strange figure brush-
ing past two uniformed CCW officers, and cdl out Lothar’s
name once more. Beside Caleb, Lothar rleased an audible Sigh.

"Lothar, old boy, imagine running into you here" the
stranger was saying, approaching with a quick and even dride.
The figure was tall and long limbed, with a battered hat on his
head and a stained and rumpled tan trenchcoat wrapped around
himself. He held a short cane in his right hand, which he rapped
rhythmically againgt the floor of the hallway. His features, under
the hat and coat, were shadowy and indistinct, like clouded
darkness, dmogt insubstantial. All but for his two eyes, which
flickered like orange flames beneeth the brim of his hat.

"It is odd, Abbot," Lothar offered when the figure drew
close. "I would have expected you to be on the other Sde of the
Corkscrew this time of year."

"Yes, well, | ran into a spot of trouble there lagt year, and |
didn't fedl like repeating myself. Decided to take it easy for a
while" The mysterious Abbot offered his hand to Lothar, and
the two shook amicably, though Lothar seemed annoyed. Cdeb
shrugged inwardly; Lothar aways gppeared annoyed.

"And who have we here?,” Abbot asked, turning to Caeb.
Abbot spoke Trade Four with a clipped, British accent, which
seemed highly improbable to Caeb, until he reminded himsdlf
that diens spesking English at al was highly improbable. Be-
ddes here in the Three Gaaxies, Abbot's accent was probably
Centaurian or Atorian or something.

"Abbot, meet Cdeb Vulcan," Lothar said, gesturing in Ca
leb's direction. "Pup, meet Doctor Abbat.”

"A pleasure to meet you. . . uh. . . Doctor, was it?' Cdeb
said, offering the shadowy figure his hand. Abbot took it, with a
surprisingly strong grip; he might appear insubstantial save for
his clothing, but Abbot certainly felt solid enough.

"Likewise, I'm sure" Abbot sad. "And yes, | am a doctor.
As you are a sudent, yes? Don't look surprised. 1've known
Lothar along time, and he's dways caled his trainees ‘pups.’
Quite an odd affectation, if you ak me”

"And what are you a doctor of, exactly?" Lothar asked. He
turned to Caleb. "An important lesson to remember, pup. Watch
your gep around Abbot, and aways be prepared for the worst.
Trouble follows him like cam after a gorm.”

"How very droll, Lothar," Abbot said. "Especidly given my
present circumstances. As it happens, | have a matter that I'd
like to discuss with you. Nothing serious, | assure you, but your
help would be appreciated. . . ”

"Were busy, I'm afraid,” Lothar interrupted. Caeb wasn't
sure, but there seemed to be a certain smugness about Lothar's
expresson. "We need to get young Caeb deputized, and then
we need to begin searching for Elias Harkonnen. Y ou'll haveto
pester some other knight for help. | hear there's a Blhaze in the
Timon Sysem looking for work. Why not go bother her?"

"Harkonnen, en?' Abbot's eyes brightened beneeth the brim
of his hat. "Hée's a canny opponent. You'll need more than a
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neophyte knight on your side if you're going to teke that one
down."

"Well do fing" Lothar snarled. "We certainly don't need the
ad of ruffians and troublemakers”

"Excuse me" Cdeb sad, interposing himsdf between the
two intimidating figures. "If | might offer a suggestion, Lothar.
You did say Harkonnen was atough customer — Invincible Le-
gion and dl that. Plus he outsmarted you once before; we could
probably use dl the help we can g&t."

Abbot dapped Cadeb on the back. "Is it courage, Lothar, or
stupidity? | must say, this new recruit of yours is quite impres-
sive. |'ve never heard one talk to you like that before.”

Lothar's mask twisted into a grimace. "If you're trying to get
on my good side, pup, you are failing miserably.”

"l wasn't aware you had a good side" Caeb snapped back.
"And let's cut out this pup crap for once and for al, huh?"

Beside Cdeb, Doctor Abbot took a step back, expecting an
exploson of some kind from Lothar. The emerdd knight
gretched himsdif to his full height, eyes flashing green, prepared
to reprimand his charge. But before Lothar could get aword out,
his attention was drawn to a blonde ensgn hurtling down the
corridor towards them. She was cdling his name.

"Oh, Lothar, I'm o glad | findly located you," she began,
puffing heavily. "I checked with Rawlins in the Security office,
but he said you hadn't been there yet, and then | thought maybe
you lingered in the Arboretum. . .”

"Endggn," Lothar growled, "what is this al about?' Though
interrupted, hisire had not dissipated.

"Yes, of course” the woman stammered. "Please forgive me.
A Dominator Class Threat has gppeared in the Teneb-742 sys
tem. Xerxesis mobilizing everything we have, but we're a smal
outpod, and we don't have much available. When we learned
we had two cosmo-knights onboard, Commander Skyrunner
thought you might be willing to help.”

"What's going on?' Cdeb interrupted. Lothar, Abbot, and
the ensign ignored him, though the ensign continued to explain
for Lothar's benfit.

"You might aready know that Teneb-742 is about to go
nova. But apparently a Zodoran energy leech was awakened by
Teneb-742s death throes — the cresture has to be stopped be-
forethe dar dies. If it absorbs the energy of adying star, it could
become unstoppable. | mean, if it's dready Dominator Class,
what’1l happen when Teneb-742 goes nova?'

"Trouble" Lothar said. "Big trouble. We've got to get back
to the ship and out to Teneb-742 immediately. The Forge will-
ing, we'll get there in time to be of some use”

"Commander Skyrunner will be most relieved,” the ensign
gushed.

"I'm coming," Abbot sad. "I know a bit about the logt
Zodorans.”

Lothar looked at him amoment, and then nodded. "Let's go."

* * *

“Tell mewhat | want to hear, Squiddy,” Elias Harkonnen de-
manded.

He stood imperioudy in the midst of thejunkyard theMonro
Squamato Kekkil Damathui caled a pawn shop. Hardly a shop
at dl, it appeared to be little more than a place for Squamato, or
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“Squiddy” as mogt referred to him, to collect junk. The place
was smal enough to begin with, but jammed with broken toast-
ers, VR units, trideo monitors, oxygen and methane tanks,
swimsuits, flight suits, turbo jockey jackets, hemets, fragments
of armor, bits of wire and string, used CDs, cyborg and robot
spare parts — limbs, mostly, but dso a few eyes, gears and
CPUs — jewelry, swords, obsolete laser wegpons from three
centuries ago, ancient hardcopy books, stereos missing knobs
and switches and other integral parts, figurines of dragons and
unicorns, scratched and pitted with age, lawn ornaments, posters
of some arcane figure known only as “Snoopy,” and hundreds of
other less identifiable items wedged onto shelves, shoved into
boxes, or on display in one of three glass cases with glass
cloudy the objects within were indistinct at begt, and completely
invisble at worst. Fragments littered the floor, and crunched be-
neeth Elias’ boots like popcorn.

And in the midgt of it dl, the rotund form of Squiddy. He
squatted behind the central glass case like a porcine king, his
single red glaring eye blinking furioudly, his huge maw of nee-
dle sharp teeth dretched wide into a hideous smile. Squiddy
kept his forepaws flat on the top of the case, but his tentacles
flitted about, one waving a pungent cigar, the other doshing a
gin and tonic everywhere, while the other two rummaged about
behind the glass case on some mysterious errand.

Squiddy wasn’t much as pawnbrokers went, but everyone in
Center, from the Knife Master to High Lord Anshurr himsdif,
knew Squiddy didn't really dedl in used items. He dedlt in infor-
mation. It was he who had pointed Elias in the direction of
Quajinn Huo, the draconid sorcerer who had once amog taken
control of the United Worlds of Warlock, and who was now
forced to hide in the dums beneath the sixth level or face de-
struction a the hands of those he had wronged so long ago. But
Huo's whereabouts had not been the only bit of intelligence
Elias had requested from Squiddy, and the former Invincible Le-
gionnaire had come to collect the rest of his merchandise.
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Squiddy took a puff on his cigar. "My, my, you are an impa:
tient one, Harkonnen,” he remarked. “Not even a ‘hello.” or a
‘how’s tricks.” Right to businesswith you."

"I haven't the time to waste chewing the fat with you,
Squiddy. Just give me what | paid for," Elias ordered coldly.
Monro &s a species had dways disgusted him, but Squiddy was
aparticularly loathsome member of his race. The fact that Elias
could not smply force Squiddy to do his bidding made Elias
want to smash things, preferably Squiddy's fat, disgusting ex-
cuse for a face. But the Monro’s fame throughout Center dso
kept the cresture protected. High Lord Anshurr would not take
kindly to anyone who pounded one of his chief information bro-
kers into pudding, and Elias certainly didn't need the heat the
Splugorth could lay on him.

Not now, at any rate.

"Very wel," Squiddy said with an expansive sgh that shook
his frame. "l haven't been able to locate Lothar yet." Before
Elias could snarl anything, Squiddy pressed on, “Cosmo-knights
are notorioudy difficult to keep track of, Harkonnen. Believe
me. They can flit through space a will, so they don't need to
board passenger ships. They don't eat, drink, or deep, 0 they
don't book rooms at hotels or pay for expensive dinners a res-
taurants with their Phase World Express cards. And that's an-
other thing — they don't use creds much at all. Most peoplejust
give ‘em what they need. Or maybe the Forge does, | dunno.
Bottom linee the usuad channds ain't much use with
cosmo-knights.”

“Then why use them at dl?' Elias asked through gritted
teeth.

"Excdlent question. The answer is Smple: you might get
lucky. Plus, they're quicker than the unusua channdls, which
are coming up empty themsdves, and more dowly | might add.
I'm ill looking, though, | assure you. You'll be the first to
know when he's spotted.”

Elias nodded wearily. "Fine" he sad. "What dse have you
got for me?'

Squiddy took a dp from his drink, and frowned dightly.
“Too much tonic," he muttered to himsalf. To Elias, he sad,
"Rumor mill is working overtime, my friend. Word is that
Naruni Enterprises is taking a pounding in their new market, the
dimensiond vortex known as Earth. Could it be coincidence that
this Earth is the playground for one Lord Splynneryth? Indus-
trial espionage can be very lucrative, Harkonnen.”

"Only an idiot would be caught between the Naruni and a
Splugorth,” Elias muttered.

Squiddy gave the Monro equivalent of a shrug. "Theres a
new player in Center politics that might interest you. They call
themsalves the Tarlok. They're from a backwards system where
they run the show; galactic despots, you'd like ‘em. Ther only
problem is their starships ain't FTL capable. Now, they're
courting the Splugorth of Center, who seem to be taking a shine
to ‘em — the Tarlok have exotic dave stock — but they il
haven't seen an FTL ship yet. The Splugorth are playing with
‘em, | figger. And the Kreeghor, who see the Tarloks as petty ri-
vas, have blocked the Tarloks’ atempts to go outsde the
Splugorthfor help.”

Interesting. Elias could make a great dedl of money sdlling a
ship or two to the upstart diens. It would certainly feel good to



once more spit in the collective eye of the Kreeghor, but it was
generaly unwise to undercut a Splugorth. It wouldn't hurt to
keep it in mind, however. "Go on," he told Squiddy.

"A Fdlen Knight showed up on Center lagt night. Just ap-
peared on level four al of a sudden. Probably rifted in."

"One of the Fallen?' Elias said, surprised. The Falen were
rare, though a great deal more common than the Forge or its
knights wanted them to be. A sad lot, the Fdlen were failed
knights, those who could not live up to the perfection demanded
of them by the Forge, those who gave in to temptation and be-
haved like the rest of the cosmos. It might be worth the trouble
it would take to track this knight down, Elias thought. He might
be willing to cut a dedl. Or he might be worth a few practice
rounds. "What dse?" Elias asked.

"Let's =" Squiddy mumbled. "There's a new expedition
shaping up for Ghost World. The S’hree VVek Confederacy and
the CCW are holding a summit in some undisclosed location,
probably in neutral gpace. Gozel dip Gozel sent a ‘mysterious
cargo’ to Maddox Industries yesterday; should reach its destina-
tion in another twelve standard days. Very hush-hush." Not sur-
prisng; Gozd dip Gozd was a famous Kittani inventor and
atis. He worked fredlance, refusing to subjugate his "bril-
liance" or his “vision” t0 some faceless conglomerate. The
Naruni had tried to get him to sign contracts a least a dozen
times, but no matter how lucrative they were, Gozd dip Gozd
il refused. Supposedly, having been spurned so many times,
the Naruni eventually resorted to force, and sent a whole com-
pany of repo-bots to the inventor's homeworld to take him
away. The story went that Gozed dip Gozd eventualy made a
summer home out of the repo-bots after he melted them down.

People steered clear of Gozd dip Goze after that. They rec-
ognized that a being with his intelligence and resources could
protect himself and his inventions. But if one were on a ship, en
route to one of those faceless conglomerates, it would be deli-
cioudy vulnerable to pirates or worse. A Goze dip Gozd origi-
nal would be worth billions on the black-market.

Something dse to keep in mind. "Y ou're holding something
back, Squiddy,” Elias admonished. "Spill it."

‘The Monro smiled, and puffed on his cigar once more. "I
saved the best for last, Harkonnen. Thraxus is hiring."

Thraxus. Now there was a word to conjure with, as Elias’
grandmother would have said. Thraxus was one of the few fig-
ures known throughout the Three Gaaxies. A powerful, rich,
and immortal figure, many considered Thraxus to be both the
richest sentient in the Three Galaxies and the nomina ruler of
Center itsdlf. From his ivory tower on the first level of Center,
the Manors, Thraxus ruled an empire of excess and military
might, holding a considerable amount of Naruni Enterprises
gock in addition to property holdings and businesses scattered
throughout the reaches of the cosmos. In a single day, Thraxus
made more money than most planets. As if the man's wesalth
were not enough, he was dso well known for his politica
views: specificaly, he had none. He played sdes off againg
each other, Splugorth, CCW, UWW, Transgalactic Empire, the
Wolfen, humans, cosmo-knights, Knights of Kamnos, tracers
the Fraternity of Stars; he had backed or thwarted al a one
point or another. Thraxus feared nothing, and managed to reap
profit from every venture. A man could do alot worse than ally-
ing himself with such abeing.

"What is he looking for?" Elias asked.

Squiddy snorted. “Thought that one might get your atention.
Word is, he's looking for cutthroats, murderers and thieves for
this one. Very big, very dangerous. But he needs folks that'll be
trustworthy, willing to get thejob done, and do it correctly.”

Elias nodded, as if his suspicions were confirmed. "And you
have no ideawhat thejob itsdf entails?'

Squiddy tried to shrug again. "All | know is that it is sup-
posed to be a “total riot.” Which could mean it's the practical
joke of the millennium, or something much, much worse. One
never knows with Thraxus."

Elias thought a moment. He had no taste in practica jokes,
no matter what the scale. But for the prices Thraxus was sure to
be paying, Elias might condder smashing a custard pie in face
of the Tribe-lord of the Seljuks or whomever might be the tar-
get. "Gat word to Thraxus that I'm interested. Mention Huo is
working for me. That should get his attention, if my name does-
n't."

"Okay," Squiddy said. "There is the little matter of afinder's
fee...”

"Jud do it,” Elias snapped. "When | hear back from Thraxus,
I'll dump the appropriate amount in your usua account.”

Elias Harkonnen left Squiddy's Pawn Shop, with a bounce in
his step that had not been there when he entered. Despite the
Monro’s repulsive appearance, Elias had to admit that the little
beadt certainly produced results. A line to Thraxus. . . it would
be best to keep his temper in check when dedling with Squiddy,
Eliasthought.

With an advance from Thraxus, Elias might be able to afford
anew ship. His resources were beginning to peter out, and not
for the first time he cursed Lothar of Motherhome for forcing
him to destroy the asteroid ingtallation and all the pirated cargo
left in the asteroid's hold. If Elias had been able to unload that
material, he wouldn't be running out of money on Phase World,
begging for scraps from a Monro.

Elias’ white eyes narrowed. His team was amost ready. An-
other day or two, and they would be ready to wresk havoc
aross the cogmos, in Thraxus’ name or in Harkonnen’s.
Quajinn Huo would serve to deter any interruptions from Lothar
or any other servants of the Forge. A Klikita named Friar pos-
sesed ahilities that were the key to getting Huo off of Center
without the UWW knowing. Elias had found a psychotic
Relogian named Hector who knew his way around munitions. A
Kisent from Cheba-IV would serve as pilot for whatever ship
Elias could purchase. There was a Riathenor that Elias was in
negotiaions with, who might be willing to join up with their
merry band. Elias dso had aline on an Oni, and then there was
the Falen Knight Squiddy mentioned. Yes, the team was shap-
ing up nicely.
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Rifts* RPG

Earth has been tom gpart and reshaped. It is as dien as some distant planet,
yet srangely familiar. Humankind has risen from the ashes of armageddon to
reclam thelr planet, only this time, there are other creatures who daim it as
well. Cregtures from a thousand worlds. Cregtures fromthe Rifts.

Rifts® is science fiction, fantasy, post-apocayptic surviva, honor, dimen-
S0n hopping, heroic adventure and raw excitement Rifts® is the sory of the
Megaverse®, and is limited only by one's imagination.

The basic role-playing game is a 256 page extravaganza with 16 pages of
color paintings by Parkinson, Long and others $24.95 retail for the
soft-bound book, $28.95 retail for the hardcover.

Rifts® World Book 17:
Warlords of Russa

This sourcebook is packed with world information about Western Russia,
the Warlords who rule it, and their legion of incredible cyborg warriors. Char-
acter dases include the Cossack, Wingrider, Ectohunter, Hero-Knight, Ex-
plorer, Smoke Soldier (superspy), Hunter-Trapper, and others.

* The Warlords of Russia, their armies, politics, plans and enemies

(which indudescther Warlords).

* The Sevietski, the last vestiges of a by gone era.

* Russan Cyhorgs galore— different and powerful.

» New bionicsand war machines.

* New weapons, vehicles and equipment

o Monster-ridden lands, heroes, war and madmen.

e Tonsof world information, maps snd adventure ideas.
o Written by Kevin Siembieda.

¢ Art by Perez, Breaux, Johnson and others

* 224 pages, $20.95 retail — Available now!
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Rifts® World Book 18:
Mystic Russa
This world book is the exciting companion to Warlords of Russia, and is
filled with D-bees from other worlds and a horde of monders, ghosts, demons
and ancient gods from Russian mythology. New types of magic, including the
Mystic Kuznya, Gypsies and others. Plus more on the Sovietski and world in-
formation.
+ Russan ghosts, demonsand ancient gods.
* Mongersand D-Bees.
« New typesof magicand O.CCs
« Gypsesandtheir secrets.
+ A dangerous link t0 the Americas.
» Moreworld information and adventureideas.
« Written by Kevin Siembieda.
« Art by Perez, Breaux, Johnson and others
+ 160 pages; $16.95 retail

Rifts® World book 19;
Audralia™

Rifts fans have been waiting for this one for yeard Dreamtime magic, wild
outback survivalists and warriors, wilderness gangs, Aborigine mystics
D-bess, dien creatures, strange phenomena, and adventure. This one hasit dl

* Dream Time magic and Song Lines.

* Dream Time monsters, demonsand goeds.

* The wise and mydical Aberigiae (Sveral 0.C.C.s).

¢ The Outbackers; wild, savage humans and D-bees Who live in the
wastdand that |sthe Outback — more dangerousthan ever.

The hut vestiges of civilization and high technology.

Thefortified cities of Perth and Mebourne and more

Art by Perez, Breaux, Johnson and others

224 pages, $20.95 retail

The Rifter® — Sourcebook Series

The Rifter ™ sourcebook series is a quarterly publication with G.M. tips,
optiond rules, optiond characters, adventures, fanfiction, the latest Palladium
news, comic strips, and fun for the entire Palladiom Mega verse™!

TheRifter ™ #4 isthe pecid Halloween issue
* ARCHIE-3 returns|n an epic, official adventure for Rifts®.

* Werewolvesand werebeasts for us2in Nightbane& BTS.

 Horrific magic for use In Nightbane®, Beyond the Supernatural™, Pal-
ladium Fantasy® and Rifts®.

* Dangerous magic for the Palladinm Fantasy Role-Playing Game®.

e G.M. tips, ideas and suggestions for running epic fantasy campaigns,
by Bill Coffin, author Of Western Empire, new for the Palladium Fan-
tasy RPG.

* Thelatest installment of Knights of the Dinner Table™.

* And morel $7.95retalil

Coming for Rifts®

The exact order of rdleases may vary.

Rifts® Canada

Rifts® Free Quebec™

Rifts® Scotland

Dimenson Book™: Phase World™/The Anvil Galaxy™
Dimenson Book™: The Grand Paladins™ ... and more.

Palladium Books® Inc.

12455 Universal Drive
Taylor, M1 48180

Copyright 199S Palladium BooksInc. All rights reserved, wor ldwide.

Palladium Books®, Megaverse®, an Rifts® are all regidered trademarks owned & li-
censd by Kevin Sembieda and Palladium Books Inc. Warlords of Russia, Mystic Russia,
Phase World, Free Quebec, The Rifter, Sknypen, Grand Paladins, and other titles and names
are trademarks owned by K evin Sembieda and Palladium Books|nc.

www.paUadiumbooks.com



Coming Soon from Palladium Books®

Rifts World Book 19:
Australia

® By Ben Cassin Lucas.
® 224 pages — $20.95

Rifts World Book 20:

Canada

® By Eric Thompson & Siembieda
® 160-224 pages.

Palladium Fantasy RPG®, 2nd Ed.
The Baalgor Wastelands
|c fantasy adventure.

® New monsters & t
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sourcebook and furi’ for the entire M?egaveme@ of Palladrum'
+ Palladium News.

* Coming Attractions.

* G.M. & Player tips.

* A Closer look at the Rifts® Operator.

» Techno-Wizard Devices and the Barnstormer O.C.C.
» Werebeasts and their tribes for Nightbane®.

* New Robotech® Mecha.

» Knights of the Dinner Table™ comic strip.

« Rifts® fiction — serialized stories.

* And more!

Palladium Books® role-playing games ISBN 1-57457-020-X
— limited only by one’s imagination™ 50795
$7.95
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