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Warning! 
Violence and the Supernatural 

This book may be inappropriate for young readers. 

The fantastic Worlds of Heroes Unl imited™ are violent, deadly and filled with diaboli
cal villains, aliens, madmen, magic and monsters. Other-dimensional beings, godlings, mu
tants, demons, psychic powers, super abilities, magic, insanity, combat, death, and heroic 
adventure are all elements of this book. 

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

Please note that Al iens Unl imited™ is a work of fiction! NONE of the aliens, monsters, 
super powers or depictions are real. None of us at Palladium Books condone nor encourage 
the occult, the practice of magic, the use of drugs, or violence. 
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A supplement for the Heroes Unlimited™ RPG. 

Compatible with Pal ladium's entire Megaverse® and i ncludes notes for use in Rifts® and 
the Rifts® Dimension Books Phase World®! 
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Running a Galactic Campaign 
It is l i kely that every Heroes Unl imited campaign has 

had at least one adventure that involved or revolved 
around an al ien visitor or vi l la in .  However, al iens are com
paratively uncommon in  an Earth sett ing and in  adven
tures in the outer reaches of space , even less so. Aliens 
Unl imited opens up new horizons for super hero and sci
ence fiction adventures. This book should spark countless 
ideas. 

Space adventures are an exciting and refresh ing 
change of pace from normal Earth-based routines. Gett ing 
super hero characters involved with al ien beings and 
space adventures is easy too . Establ ished characters can 
be kidnapped as prizes or slaves for some powerful other
worldly force , emperor, or madman . As unwi l l ing champi
ons ("Fight for our cause or we do not return you ! "  Or 
"We ' l l ki l l  you . "  etc.) , our heroes may f ind themselves 
caught in an interstel lar war or scheme for conquest. They 
may be forced to play along (or innocents may suffer) unti l  
they can find a way out or a plan to defeat their cap
tor/enslaver. This can lead to all kinds of subplots and po
l itical intrigue that could last years. 

Perhaps they are approached by desperate al iens who 
have turned to them, Earth ' s  g reatest heroes, to help save 
them from, fi l l  in the blank. How can any self-respecting 
hero turn down such an impassioned (and flattering) plea 
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for help? And there are a z i l l ion other ways to get off-world 
and friendly with al iens: gett ing zapped by an enemy's 
transdimensional energy beam or caught in an experimen
tal dimension spanning mach ine or al ien device, magic, 
freak d imensional anomaly, a dimensional Rift , cosm ic 
disturbance, or accidently or del iberately stow away on an 
alien spacecraft they were investigat ing. Those who work 
for the government or a large corporation can volunteer or 
be ordered to participate in space missions. Establ ished 
heroes may even have al l ies from outer space who ask 
them for help every now and then .  And so on. 

Meanwhile, back on Earth, al ien characters can be 
fun and exciting heroes and vi l la ins who have come to 
Earth as explorers, refugees, interstel lar police, bounty 
hunters (good or evi l ;  pursu ing al ien crim inals or refugees 
who are hid ing on Earth or whom they believe are hid ing 
on Earth) ,  space p irates, chi ld ish pranksters , al ien experi
menters (good or evi l ;  making mutants , monsters and/or 
super-powered heroes or vi l lains) , spies, criminals, preda
tors, monsters , or world conquerors. They can be pitted 
against heroes as vi l la ins, misunderstood heroes against 
heroes , join the player characters as fel low heroes, appeal 
to them for help, fight the authorities (and our heroes be
cause they are misunderstood or overreact or are pursued 
by a dark force) ,  have been rocketed to Earth as infants , 
and . . .  , wel l ,  I th ink you get the picture. 



The Future Earth Alternative: One easy way to han
dle a campaign set in space is to make advanced space 
travel accessible to humans. Th is can be done by advanc-
ing the campaign sett ing to a future date, l ike 2070. By 
such a date , the technology of a Heroes Unl imited type 
Earth is l ikely to have reached the level of the other races 
presented here .  Such an ach ievement wi l l  probably al low 
humans to have access to the benefits of shared informa
tion and interaction with the galactic community. In this 
case, the equ ipment and weapons presented here wi l l  be 
readily avai lable to most characters. Other than any social 
and techn ical adjustments for the time advancement that 
affects the sett ing , there wi l l  be few changes from the av
erage Heroes Unl imited campaign .  The only real 
changes in game mechanics wi l l  be the addition of new 
ski l ls for the space environment. 

The Alternate Earth Alternative: It is also possible for 
the characters to be from a paral lel d imension of our own 
present or future Earth. In this real ity ,  the people and 
heroes of Earth may be very simi lar or extremely d ifferent. 

Exclusively Al ien Worlds Alternative: The G .M .  and 
players can forget about Earth entirely and play aliens in a 
far f lung galaxy. I n  this option , Earth might exist ,  but our 
fledgl ing space program would restrict human space ex
ploration and negate participation in the galactic commu
n ity. Thus, the adventures would take place in space and 
on other worlds away from our solar system .  Players 
would play any of 80+ al ien p layer characters and have 
their hands fu l l  with the Atorian Empire ,  space p i rates, 
monsters , exploration and more.  

The possib i l it ies are unlimited! Hence the name for this 
book, which explores just some of those possib i l it ies and 
hopeful ly inspires thousands more. Aliens Unl imited is 
designed to g ive the Game Master and the players 
enough information to go in any di rection they might want. 
Heck, with the data in this book, a Game Master could 
turn h is entire Heroes Unl imited campaign into a cosmic 
adventure that takes place enti rely i n  outer space and that 
could last decades! But the main idea is to have fun. So 
enjoy. 

Kevin Siembieda and Wayne Breaux Jr. 

Creating a Character 
By Kevin Siembieda & Wayne Breaux 

The alien character generation system from the basic 
Heroes Unl imited, Second Edition book was original ly 
an expanded section on the character generation from the 
Revised Heroes Unl imited that was fi rst printed in  Aliens 
Unl imited. In order to make generating alien characters 
easier, they are again presented in this updated printing .  
Optional Character Generation Tables are also pro
vided, al lowing p layers to create a fu l ly developed al ien 
race with only a few dice rol ls .  Players can make their own 
al ien through random creation , or pick or randomly rol l  for 
one of the 84 specific al ien races presented in this book. 

Step 1: The Eight Attributes 

Some Notes About Attributes 
None of the attr ibutes are changed. They are La. ,  M.E . ,  

M.A. ,  P .S . , P .P . ,  P .E . ,  P .B . ,  and  Spd. Attr ibute generation 
is also unchanged , un less the Optional Character Genera
tion System is used. See that section for detai ls . 

Physical Beauty & Alien Appearances 
The majority of the al iens presented in the Catalog of 

Aliens section are of non-human origin and appearance. 
Over the years , several of my players have asked how an
imal-appearing aliens (and D-Bees in Rifts) can have h igh 
Physical Beauty (P .B . )  ratings? 

Wel l ,  fi rst of al l , the P.B. attr ibute rat ing is based on the 
human perception of what is beautifu l ,  and what is ugly or 
al ien. It is safe to assume that an al ien with a h igh Physi-
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cal Beauty is attractive to humans. Even if they look l ike a 
b i rd ,  fel ine, canine or other animal , the al ien may have a 
high physical beauty and be attractive to humans. People 
often look at animals and comment on their beauty, cute 
appearance or power. 

Second, f inding an al ien , animal or object "attractive," 
that is to say, pleasing to the eye , is not the same as sex
ual attraction . Somebody or something can be attractive , 
beautifu l ,  charming or impressive without being sexy. The 
human psychology is such that a character's comfort level 
wi l l  be dramatical ly h igher with beings that are perceived 
as fami l iar, normal or beautifu l .  Thus, it is safe to assume 
that the more human or beautifu l ,  by human standards, 
the more comfortable Earth humans wi l l  be around al iens. 
Remember, beauty is in  the eye of the beholder. Among 
al iens, humans may be seen as h ideous monsters and the 
features humans see as ugly may be perceived as beauti
fu l .  

Thi rd ,  remember beauty is only skin deep. Inhuman 
and even monstrous al iens may have a qual ity or aspect 
about them that makes them somehow appeal ing or sym
pathetic. That qual ity can be cuteness, lovabi l ity , kind
ness, courage, boldness/confidence ,  intel l igence ,  nobi l ity, 
regal stature ,  sincerity and other intangibles that make up 
the character/personal ity of al l  people. The character V in
cent, from the television series Beauty and the Beast, is 
a good example of an inhuman/non-human looking char
acter who had that romantic qual ity that women just 
adored. He may be a monster who looks half-man and 
half- l ion , but he sti l l  makes women swoon .  



Ugly, frightening and truly alien looking beings 
might have a heart of gold and be l iving saints, but hu
mans are l ikely to judge them by their appearance. The 
less attractive , bestial or monstrous an al ien may be by 
human standards, the more l ikely the player characters 
and people in general wi l l  view them with suspicion , fear 
and hatred. For this reason most al iens are given a Horror 
Factor. All supernatural monsters have a Horror Factor, as 
wel l  as many non-human al iens and super vi l la ins. It rep
resents the h ideous appearance of the creature or its 
overwhelming aura of evi l  or power, or a combination of al l  
three. The h igher the Horror Factor, the more horrific the 
character. 

To save vs Horror Factor (HF) the player must rol l  a 
20-sided die. Just l ike a parry, the character's rol l  must be 
equal or higher than the Horror Factor. A failed rol l  means 
that the character is so overwhelmed by the horror that he 
or she is temporarily stunned. The horrified person loses 
in it iative (don't even ro l l  for it) , loses one melee attack/ac
tion for that round, and is the last person to attack/take ac
t ion. Furthermore, the character cannot even defend 
h imself against the fi rst melee attack from the source of 
the horror. Fortunately, the character qu ickly recovers his 
wits and can join the combat that same melee round. By 
the second and subsequent melee rounds, the character 
has completely regained h is senses and functions as nor
mal. Horror Factor is only appl icable to the in it ial appear
ance of the fiend. 

Highly intel l igent aliens may be perceived as a threat, 
or as being superior to humans. This perception of superi-

ority may lead some humans to see the character as a po
tential enemy, enslaver or conqueror, whether the al ien 
shares such sentiments or not. The same response is true 
of extraterrestrials who possess psioniC abi l ities or super 
powers. 

Step 2: 
Hit Points & S.D.C. 

The determination of Hand to Hand is unchanged un
less stated otherwise under the al ien's descript ion: P .E .  
p lus  per  level .  The determination of S.D.C. is also the 
standard 20 plus physiology, al ien envi ronment/featu res, 
super abi l ity bonuses and ski l l  bonuses unless stated oth
erwise. S .D.C.  bonuses and modifications are much more 
common than h it point bonuses or adjustments. Each de
scription of an al ien race wi l l  ind icate specific S .D.C .  con
siderations and bonuses where appl icable. 

The Optional Character Generation System for random 
character creation predetermines the al ien's base S.D .C. 
with the above factors al l f igured in .  See the appropriate 
section for detai ls . 

Natural Armor Rating : Many al iens who have adapted 
to harsh environments or who are composed of inorgan ic 
material may have a natural armor from tough or scaly 
skin to natural plate armor l ike a rh inoceros or armadi l lo .  
This works the same as always; see Heroes Unlimited, 
Second Edition, page 1 8. 

Rifts Mega-Damage Conversions: Ordinary humans 
or superheroes and al iens who are roughly equ ivalent to 
humans remain S .D.C.  and h it point based l ife forms. This 
means in a Mega-Damage envi ronment they wi l l  need to 
acqu i re M .D .  weapons and M .D.C.  body armor and/or ve
h icles for Mega-Damage protection and f irepower. They 
can acqu i re these items through trade, purchases, theft , 
defeated opponents, as rewards and so on.  Of course , un
t i l  they can get them, they are terribly vulnerable to 
Mega-Damage attacks, even if they possess super abi l i 
t ies or pSionic powers that set them apart from normal hu
mans. 

Al iens with h igh technology and space travel capabi l i 
t ies are l ikely to be able to create Mega-Damage armor 
and weapons. In  the Heroes Unl imited/Aliens Unl imited 
un iverse, these things would remain S .D .C .  items. How
ever, if the characters are brought into the Rifts 
Megaverse (especial ly as a major force) , one can assume 
that the weapons and armor are Mega-Damage items. 
Simply view the S .D .C .  pOints l isted here as M .D.C.  points 
in the Rifts sett ing. This makes for qu ick, easy conversion 
and instant integration . Thus, if body armor has an A.A. 1 8  
and 1 80 S .D .C . , it would have an M .D.C.  of 1 80 (A.A .  is 
not appl icable) in  Rifts. Simi larly, an energy weapon that 
infl icts 3D6 S.D .C .  would now infl ict 3D6 M .D .  Of course, 
the Game Master can keep the alien's S .D .C .  technology 
as such and make h im acqu i re Mega-Damage items just 
as any human does. U lt imately, the decision is left up to 
the Game Master. Players should accept the G .M . 's views 
as to whichever direction he or she takes and work to-

8 gether to make a fun playing experience. 



The super abil ities of the character can also remain 
S.D.C. , or be converted to Mega-Damage as the Game 
Master deems appropriate. Along these l ines, al ien char
acters with great mass, natural armor, or the power of in
vulnerabi l ity are l ike ly candidates for becoming 
Mega-Damage creatures. Their  normal S.D.C. number 
can be changed to the same number of M .D.C. or modi
f ied as the G .M . (Game Master) deems necessary. 

Game Master's Note: The most important things to do 
are, 1 )  be consistent and fair in  you r  conversions, and 2) 
be carefu l  not to imbalance your  Rifts campaign with su
perhuman characters that are too powerfu l .  Most of the 
alien descriptions will suggest some possible integration 
consideration into Rifts. Also see Rifts Conversion Book 
One for specific super power conversions, the 
Supernatural P .S. into Mega-Damage, culture shock and 
other elements. 

Also remember that most al iens, dimensional travelers 
and even human looking characters who exhib it unusual 
powers wi l l  be seen as dangerous mutants or D-Bees. 
They wi l l  be feared, hunted and destroyed by human su
premacists l ike the Coalit ion States and the NGR. 

Arriving on Rifts Earth can be the resu lt of a dimen
sional anomaly/rift , plunging i nto a black hole, dimensional 
experimentation,  magic, or as a slave or refugee. The 
Splugorth and other slavers are always on the lookout for 
superbeings and psionic characters as slaves. The al ien's 
level of technology may also make them attractive to the 
Splugorth and other transdimensional or intergalactic trad
ers, including the Cibolans and Narun i  Enterprises. If set 
in the Rifts: Phase World environment, the scenario of 
slave , explorer, mercenary, or space adventurer works 
fine . Some are good guys and others may be vi l la ins. 

Step 3: Determ i n i ng 
Su per Abi l it ies 

The specific al ien races presented in this book wi l l  indi
cate what powers , range of powers , or avai lable selections 
of powers are avai lable. The player can select or ran
domly rol l  a power category, depending on what the Game 
Master al lows. 

Random Super Power Category Table 
01 -1 0 Al ien Mutant: Design as usual ,  but keep in 

mind that the character is an al ien . See Heroes Unl im
ited, page 1 58 and 1 62 .  

1 1 -40 Super Abil ities : Select one major and one mi 
nor super abi l ity, or four  minor powers, or rol l  on the Ran
dom Abil ity Table. These are l ikely to be abi l it ies common 
to al l members of that al ien race . 

41 -50 Hardware or Physical Training: Create as 
usual , but keep in mind the al ien's background, orientation 
and motives. 

51 -60 Psionics: See pSion ics section on page 1 89 of 
Heroes Unl imited for detai ls and abi l ities. 

61 -70 Experiment: Select two minor super abi l it ies 
and one major or four  minor powers or rol l  on Table C in 
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Heroes Unl imited , page 1 1 6 (ro l l ing on tables A, B ,  0 ,  E ,  
and F are optional) . 

71 -80 Bionic: Design as usual ,  on ly made through 
al ien technology and with unEarth ly materials . 

81 -90 Al ien Mystic: Wizard and spell magic only. 
91 -00 Robot: Design as usual , only made with al ien 

technology. 
Random Number (and type) 
of Super Abi l it ies Table * 
01 -1 5 One major super abi l ity and three minor. 
1 6-32 Four  minor super abi l ities (no major powers) . 
33-50 One major super abi l ity and one minor abi l ity. 
51 -69 One major super abi l ity and two minor abi l ities. 
70-86 Five minor super abi l it ies (no major powers) . 
87-00 Two major super abi l it ies (no minor powers) . 
*Note:  Many of the al ien races detai led in this book al-

ready have super abi l ities assigned to them. In such 
cases, additional super abi l it ies may be possessed by the 
character. Count up  the number and type of super abil ities 
and compare it to the chart. If none of the results are com
patible or wi l l  not produce add itional powers, then the 
character has no additional abi l it ies. If additional abi l ities 
are possible, rol l  on the table (or select an appropriate re
su lt) unti l a compatible result occurs . Ignore i ncompatible 
rol ls and rol l  again . If other abi l ities are avai lable, the ex
ist ing abi l ities replace the appropriate selections and add i
tional powers are determined normally . 

Step 4: 
Determ i n i ng 
Ed ucation & Ski l ls 

The specific al ien races presented in this book wi l l  indi
cate what ski l ls or range of ski l ls are available to them. 
The following table is provided for players and G .M .s cre
ating new al ien races. Randomly ro l l  for ski l l  range or pick 
one, depending on what the G .M . al lows. 

01 -1 4 General Studies : Select th ree ski l ls from sci
ence ,  three pi lot and three communications, plus select 1 1  
secondary ski l ls . Ski l l  Bonus: +5% to al l  ski l ls ,  including 
secondary. 

1 5-28 Pi lot:  Select five pi lot ing ski l ls (any) , three pi lot 
related ski l ls and two ski l ls from communications and two 
mechanical , as wel l as basic and advanced mathematics, 
computer operation , and four  secondary ski l ls . Ski l l  Bonus 
is + 1 5% on al l  p i lot ing and pi lot related ski l ls ,  + 1 0% on al l 
others. 

29-42 Mi l itary Specialist: Select five from espionage , 
five from mi l itary, 1 04 from physical , p lus one hand to 
hand combat ski l l ,  four weapon proficiencies and select 
four  secondary ski l ls . Ski l l  Bonus: + 1 5%, except on sec
ondary ski l ls . 

43-55 Science Special ist: Select five ski l ls from sci
ence ,  two from medical , two from physical , two from com
munications, plus computer operation ,  basic math , and 



read sensory instruments. Also select five secondary 
ski l ls .  Ski l l  Bonus: +20%, except on secondary ski l ls .  

56-71 Combat Special ist: Select four  physical ski l ls 
plus one hand to hand of choice ,  six weapon proficiencies 
(any) , one pi lot , plus fi rst aid and six secondary ski l ls . Ski l l  
Bonus is + 1 0% except on secondary skil ls. 

72-85 Rogue/Smuggler: Select 1 D4+3 rogue ski l ls ,  
1 D4 from espionage and two from communications, two 
weapon proficiencies, two from mechan ical , two physical ,  
plus computer operation , and four secondary ski l ls .  Ski l l  
bonus: 1 5% to al l sk i l ls except secondary ski l ls .  

86-00 Engineer: Select six ski l ls from the combined 
categories of electron ics and mechanica l ,  two from sci
ence ,  two from communications, plus computer operation , 
read sensory equ ipment and basic and advanced mathe
matics. Also select five secondary ski l ls .  Skil l Bonus is 
+25% except on secondary ski l ls . 

Special Note: All al iens can learn three additional sec
ondary Earth ski l ls ,  but only if taught by a friendly human . 
Most al iens who have studied Earth can speak two lan
guages or have a language translator. 

Step 5: Rou nding Out 
One's Character 

Alignments : Most specific al ien races presented i n  this 
book wi l l  indicate moral leanings and norms. Most random 
creations or new races created by the Game Master or 
players can be of any al ignment. Of course , heroes and 
anti-heroes are usually of a good or self ish al ignment. 

Hand to Hand Combat: Combat ski l ls are not auto
matic, and must be selected as a learned ski l l .  

Attacks Per Melee (Hand to Hand): As with al l 
heroes, the al ien character automatically gets two attacks 
per melee. Additional attacks must be gained from hand to 
hand combat ,  and other physical ski l ls .  

Weapons and Armor: Except for the ones already de
termined by the Special Weapons Table that fol lows, only 
conventional weaponry, body armor, and equipment of 
Earth manufacture wi l l  be avai lable. If a special protec
tive suit is needed, the al ien character automatical ly gets 
one suit and a single spare (see the Equipment Section 
under Envi ronmental Suits for prices) . Any additional su its 
wi l l  have to be special ly bu i lt or acqu i red . Repai rs wi l l  be 
possible only from high-tech scientists, h igh-tech armor 
manufacturers ,  hardware characters and fel low al iens. 
Note that protective su its of al l  kinds can be armored. Sim
ply combine the costs of the armor and the su it , then add 
1 0% to the total cost. 

Spacecraft: It is best to assume that most al ien player 
characters do not have a spacecraft at thei r d isposal for 
Earth-based campaigns. Space campaigns are a different 
story (See the upcoming Galaxy Gu ide for rules on space
craft , space travel ,  and spacesh ip construction rules). 

The Expanded Al ien Generation Table that fol lows 
provides tables and ideas regarding the al ien's appear
ance , envi ronment, fami l iarity with Earth, motives and oth-
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ers. These are optional tables designed to al low G .M .s  
and players to  create thei r  own al ien races .  They are 
gu idel ines that can be adjusted or modified as necessary. 
Just be carefu l  to maintain playing balance and some rea
sonable level of plausib i l ity . 

New Skil ls 
Several new ski l ls for use in a galactic campaign can 

be added to the exist ing ski l l  l ist. Game Masters can also 
add any appropriate ski l ls from Rifts or Robotech that 
may not be found in Heroes Unl imited. There is a long 
l ist of specific space ski l ls  and descriptions for them i n  
Mutants in Orbit and Rifts Phase World . 

Mechanical 
Spacecraft Mechanics, Base Ski l l :  35%+5% per level .  

Pi lot, advanced 
Space Fighter ( includes Combat Craft) 

Base ski l l :  50%+5% per level .  
Space Transport and Cargo Craft 

Base ski l l :  45%+5% per level .  
Med ium Class M i l itary Vessels 

Base ski l l :  35%+5% per level .  
Large M i l itary Vessels 

Base ski l l :  25%+5% per level .  

Expanded Alien 
Character Generation 
By Kevin Siembieda with additional text by Wayne Breaux 

Alien Appearance & Bonuses 
Descriptions of new al ien appearances are presented in  

the same format as in the Heroes Unl imited rule book. 
Other descriptions from the basic game are reprinted for 
the reader's convenience. 
01 -20 Human-l ike: Can easily pass for being human. 
21 -40 Humanoid : Resembles Earthl ings closely, are 

b ipedal , have two legs and arms, one head, eyes , nose 



and ears, but have some dist inguishing al ien physical 
characteristic(s) . Roll 1 D4 times on the fol lowing Un
usual Characteristics Table. 

Unusual Characteristics Table: 
01 - 1 6 Large or Pointy Ears 

1 7  -39 Odd Skin Color 
01 - 1 0 Yel low 
1 1 -20 Green 
2 1 -30 Red 
31 -40 Grey 
41 -50 Light Blue 
51 -60 Stark White 
61 -70 Dark Blue 
71 -80 Coal Black 
81 -90 Purple 
91 -00 Orange 

40-43 Ambidextrous: These characters can use the 
right and left hand with equal ski l l  and dexterity .  Bo
nuses: Adds one attack per melee ,  +1 to parry, +1 0% 
to cl imb, +5% to escape art ist , pick locks, mechanical 
and electrical repair ski l ls .  

44-48 Odd Hair Color: 
01 -1 0 Green 
1 1 -20 Light Blue 
2 1 -30 White Streaked 
31 -40 Flame Red 
41 -50 Stark White 
51 -60 Bright Yel low 
61 -70 Metal l ic Si lver 
71 -80 Dark Blue 
81 -90 Purple 
91 -00 Orange 
49-53 Double-Jointed: See page 1 60 of Heroes Un

l imited for ful l  detai ls . Can attempt to escape from 
bonds once per melee with the fo l lowing chance for 
success: Hands and/or feet tied with rope, handcuffed 
or chained: 79% l ikel ihood of escaping. Hands, arms, 
legs and body bound with rope, chains, straps, or 
straight jacket: 46% l ikel ihood of escape. The dou
ble-jointed al ien can contort h is body to be half i ts nor
mal width or th ickness. Note: The average shoulder 
width of a muscular, 6 foot ( 1 .8 m) male human is about 
24 inches (0.6 m). Bonuses: +2 to rol l  with fal l  or im
pact. 

54-58 Unusual Eyes: 
01 -1 7 Very small (half the size of a normal human) 
1 8-34 Round 
35-55 Very Large (twice the size of a normal human) 
56-75 Odd Color (Rol l on Odd Skin Table above to 
determine color) . 
76-89 Very El l iptical 
90-00 G lowing Eyes 
59-64 Extreme Amount of Body Hair : 
01 -20 Very bushy, fu l l  head of hair . 
2 1 -40 3x the normal amount of hair covers the body. 
41 -60 6x normal body hair . So thick, it resembles fur. 
61 -80 Short, half- inch ( 1 .3 cm) fur covers the body 
except for the face , feet, and hands. 
8 1 -00 1 D4 inches (1  D1 0 cm) of fur covers the body 
except for the face , feet , and hands. 
65-68 Prehensi le Feet/Toes: See page 1 60 of 
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Heroes Unl imited for fu l l  detai ls . -6 to strike when 
throwing objects with feet. +30% to climb rope when 
barefoot (Base of 30% if the character has no cl imbing 
ski l l ) .  + 1 to dodge. 

69-72 Scaly Skin :  A tough , smooth , repti l ian sk in with 
small scales covers the character's entire body. Adds 
30 S .D .C .  

73-76 No body hair at a l l !  
77-79 Smal l Horns: 1 D4 inches ( 1 D1 0 cm) long , pro

trude from forehead. 
80-84 Tough , Lumpy Skin :  Adds 30 S .D .C .  
85-89 Prehensi le Tai l :  See page 1 60 of  Heroes Un

l imited for a fu l l  description .  Bonus: + 1  to strike and 
parry with the tai l .  +20% to cl imbing when tai l  is used. 
Can support character's weight when hanging and 
carry one-th i rd of his weight. Length : 3D4 feet (0.9m to 
3.7m) . 

90-94 Retractable Claws: Smal l ,  cat l ike claws. Dam
age 2D4 plus P.S. bonus per Swipe. Adds a bonus of 
+ 1 0% to cl imbing. 

95-00 Stocky: Twice as broad as normal .  Bonuses: 
Add 50 pounds (23 kg) to weight, +1 D4 to P.S. and 
+4D4 to S .D .C .  
41 -45 Humanoid Insect Appearance: Large Round 

Eyes, antennae, claw-l ike hands and feet, no body hair , 
and a natu ral exoskeleton.  The antennae are additional 
sensory organs for air vibrations, scent and sound, and 
provide the fol lowing bonuses: +1 to in it iative, +1 to 
dodge, half normal penalties when b l inded, and is difficult 
to surprise. Rol l for the type of exoskeleton and its bo
nuses: 

01 -40% Soft Exoskeleton :  +3D4x1 0 S .D .C .  and a 
natural A .R .  of 1 0; skin/ch it in color of choice. I ncrease 
speed attribute by 1 0% and reduce P .B .  by 1 0%. 

41 -00% Hard Exoskeleton :  +3D6x1 0+40 S.D .C .  and 
a natural A .R .  of 1 4; skin/exoskeleton color of choice. 
Reduce speed by 1 0%, and the ski l ls prowl , swim,  ac
robatics, and gymnastics are performed at - 1 0% and 
disguise is at -60%. Reduce P.B. by 20%. 
46-51 Stereotypical "Classic" Al ien Appearance: 

The traditional alien with a bald, big head, dark al
mond-shaped eyes, and spindly arms and legs as re
ported by victims of alien abductions. Little or no facial 
features, a s l it or two for a nose, long, smooth, featureless 
l imbs, 1 D4+ 1 f ingers (plus an opposable thumb) and toes; 
general ly a non-human appearance. These al iens also 
tend to have a pale complexion. Bonuses: +2 to P .P .  and 
+1 to M .E .  

52-56 Humanoid Skeletal :  Sunken eyes and cheeks, 
very th in ,  long l imbs, thin waist, and bony hands and body; 
skin may be soft and warm or rough and hard l ike bone. 
The shape of the body does not have to be human, and 
can be humanoid , animal- l ike,  or any of the general 
shapes noted on this table. No body hair, but some may 
have hair on their heads. Bonuses: +1 to P .P . ,  + to Speed, 
and has a Horror Factor of 9+ 1 D6. P .B .  can not be h igher 
than 8 .  

57-59 Humanoid Amphibian : Soft, smooth skin ,  
webbed hands and feet , semi-aquatic. Bonuses: Can hold 



breath for 20 minutes , the swimming ski l l  is automatic at 
90% proficiency and swimming speed is six times greater 
than the al ien's normal runn ing speed. Maximum depth 
tolerance (un less a super abi l ity alters this) is 500 feet 
( 1 52 m) .  

60-64 Vegetation: Composed of the same essence as 
Earth plant l ife. Bonuses: +40 S.O .C .  The plant being 
does not register on heat or infrared sensors. They also 
heal twice as fast as humans, possess extraordinary 
strength , and draw nourishment from sunl ight, water and 
the minerals from the ground (general ly do not need to 
eat) . 

65-66 Humanoid Pig: Husky bui ld with a large , wide, 
pig nose and mouth , small eyes, and large ears. Can be 
smooth and p ink with thin hair ,  or have coarse white ,  grey 
or brown hair and look boar- l ike ,  complete with a wild 
mane of hair on the head and running down the back of 
the neck. Bonuses: +1 to both P .E .  and P.S. and +306+6 
to S .O .C.  

67-70 Humanoid Atroxian : Tal l ,  serpent- l ike a l ien with 
flat ,  wide head , round eyes, large mouth , prominent fangs 
( 1 06 or 204 b ite damage) ,  long, thin neck and l imbs,  and 
a s l im, pliable body; 80% are double jointed. Able to s l ip 
out of handcuffs or bound ankles 65%, and 45% l ikel i 
hood of escaping from bound l imbs, straightjacket or 
prison cel l  with bars (can try to escape once per melee 
round/every 1 5  seconds). Bonuses: +1 06 to speed, +1 0 to 
S .O .C . ,  +2 to save vs poison and drugs, natural thermal 
imaging sense (range 50 feet/1 5 m), and +5% to the es
cape artist ski l l .  

71 -73 Humanoid Repti l ian : Lizard- l ike features , leath
ery or scaly skin ,  l itt le or no body hair , long clawed fingers. 
Bonuses: +30 to S .O .C . , +2 to P .P .  and +1 06 damge from 
claws. 

74-76 Humanoid Canine: Dog- l ike features, muzzle, 
ears , body fur or extreme body hair ,  round dark eyes. Bo
nuses: +1 04 to P .S . ,  +206+4 to Spd and + 1 0  to S .O .C ;  
has excel lent sense of  smel l and hearing (top range of  hu
man capabi l it ies, but  not superhuman). 

n-79 Humanoid Avian : Bird-l ike features with large, 
round eyes, clawed feet and hands, and feathers for hair . 
Only 1 0% have large wings capable of fly ing. Most b ird 
humanoids have no wings or they are smal l/stunted and 
incapable of f l ight. Bonuses: + 1 06 damage from claws, 
most (80%) are ambidextrous and have keen hearing and 
sight twice as good as a human's. Those with f l ight capa
ble wings wi l l  have a flying Speed attribute of 1 06x1 0+20. 

80-82 Humanoid Mineral : Rocky or crystal l ine appear
ance. Bonuses: Natural body armor: A.A.  1 4, +1 80 S .O .C .  
and +404+1 0 to P.S.  

83-85 Humanoid Fel ine: Cat- l ike features; bright oval 
eyes, fur covered body, pointy ears, and small fangs 
(+1 06 damage from bite) . Bonuses: +2 to P .P . ,  + 1 06 to 
Spd, + 1 0% to cl imb, + 1 0  S .O .C .  and 01 -50% wi l l  have re
tractable claws (+ 1 06 damage from claw attacks in addi
t ion to usual punch and P.S. bonus damage) . 

86-88 Humanoid Ape:  Resembles an ape (no tai l ) ;  
long arms, fur covered or extreme body hair .  Bonuses: +1 
to 1.0. and M .A . ,  + 1 06 to P.S. ,  and + 20 to S .O .C .  
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89-90 Humanoid Elephant (or similar beast, hippo, 
etc.): Large body, short l imbs,  thick, wrinkled skin lA.A. 
7} , wide head with long nose, large ears, small eyes, and 
may have tusks (45% chance; infl ict 204 damage) . Bo
nuses: +206 to P.S. , + 1 04 to P .E . ,  + 30 to S .O .C .  Add 
406 inches (806 cm) to height. Weighs twice as much as 
a human of comparable size . 

91 -92 Humanoid Bison or Wildebeest: Wide, low 
forehead , wide nose , huge shoulders , may have horns 
( 1 06 damage) ,  and long hair or fur. Bonuses: + 1 06 to 
P.S. , +2 to P .E .  and +24 to S .O .C .  

93-94 Humanoid Rhinoceros: Large, powerful body, 
thick skin (A.A .  1 0) ,  l ittle or no hair , wide hands and feet, 
long , wide face with h igh ears , and a small mouth low on 
the face . May or may not have one or two horns (45% 
chance) above the nose . If so, it does either 204 ( 1 -75%) 
or 206 (76-00%) damage. Bonuses: +206+ 1 2  to P .S . ,  
+ 1 04 to P .E . ,  +206+6 to Spd ,  and +40 to S .O .C .  Weighs 
nearly twice as much as a human of comparable size 
(about 80% more) . 

95-96 Demonic Appearance: Either fai rly human i n  
appearance, but devi l ishly attractive (+204 P .B . ) ,  with 
small horns, fangs, and red or bronze skin ,  or monstrous, 
with large horns or spines (espeCially on the head , fore
arm , elbows or shoulders) , pOinted teeth and/or large 
fangs, claws (+1 06 damage) , and unusual skin color and 
texture ( lumpy, scaly, s l imy,  etc . ) .  A tai l (only prehensi le 
01 -33% of the time) or an extra pair of l imbs (01 - 1 5% No 
extra l imbs; 1 6-45% Wings with a flying attribute/Spd of 
606+ 1 0; 46-80% two small arms with a P .S .  of 206+6; 
8 1 -00% Two normal arms with the same P.S .  as charac
ter. The extra arms add one melee attack but do not gain 
the other bonuses for Mu lt ip le Limbs un less that minor 
abi l ity is also possessed) . E ither of the appearances can 



have a tai l and/or mult iple l imbs. Bonuses: +2 to P.S ,  
(which is superhuman for those with the monstrous ap
pearance) , +1 on in itiative, +2 to save vs Horror Factor, 
and a +20 to S .D .C .  

97-98 Humanoid but Artificial Life Form/Robot: 
These al iens are some sort of advanced robot or android. 
They wi l l  seem more human than mach ine- l ike ,  and pos
sess an organic intel l igence, or super sophisticated artif i
cial intel l igence on the level of the human brain .  Bonuses: 
The character is immune to psionic powers that are not 
physical in nature, never t i res, and rarely sleeps (on ly 
needs 3-4 hours of sleep or rest) . 

99-00 Humanoid Aquatic: Fish or  aquatic mammal 
(dolph in ,  whale, seal , etc . ) ,  webbed feet and hands, 
smooth or scaly skin ,  b low-hole or g i l ls ,  no body hai r, du l l  
grey to brightly colored. Bonuses: Swimming abi l ity is 
equal to the swimming ski l l  at 98%, swimming speed is 
2D4x1 0 ;  runn ing speed is rarely higher than 1 0, can hold 
breath underwater for 3D6 minutes ( indef in itely for gi l ls) , 
depth tolerance is 2D6x1 000 feet, and +20 to S .D .C .  

Al ien Physiolog ical Modifications 

Due To Unearthly Environments 

All bonuses are appl icable when on Earth or an 
Earth- l ike environment. 

01 -05 Normal Earth Environment: The homeworld of 
the al ien is v irtual ly identical to that of Earth; no bonuses 
or abi l it ies. 

06-1 4 H igh Gravity: The gravitational force of the 
alien's homeworld was considerably greater than Earth's. 
This gives the al ien greater mass and physical endurance ,  
and he is much faster and l ighter on our planet than on h is 
homeworld . 
Height: 5 feet plus 1 D6 inches ( 1 .5 to 1 .7 m) .  
S.D.C.  Bonus: 3D4x1 0 
P.S. Bonus: Add 2D4 to the P .S .  attribute , increase nor
mal speed by three times, and + 1 to i n itiative. 

1 5-21 Low Gravity:  The al ien's homeworld had a much 
l ighter gravity than Earth's. This has made the al ien much 
tal ler than a typical human. Although the increased gravi
tational pul l of Earth slows the al ien down , it also provides 
him with somewhat greater mass. 
Height: 5 feet, 5 inches plus 1 D6 additional feet (2 .0 to 
3.5 m) 
Weight: Add 1 D4x1 00 pounds ( 1  D4x45 kg) . 
S.D.C. Bonus: 1 D4x1 0 
P.P. Bonus: Add 1 D4 to the P .P .  attribute and reduce 
normal speed by half. 

22-30 H igh Radiation : Impervious to radiation that is 
normal ly deadly to humans. The character can also see 
u ltraviolet l ight. The al ien radiates low levels of rad iation 
that will begin to harm humans exposed to him for more 
than a few weeks. If the al ien does not wear a radiation 
shielded survival su it (see equ ipment section) , those 
around him wi l l  contract radiation poisoning on a resu lt of 
1 -30%; rol l  once per each week of exposure .  
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Note: The symptoms and effects of radiation poisoning 
are given under the Control Radiation major super abi l ity. 
Height: 6 feet p lus 1 D6 inches ( 1 .8 to 2 .0 m) .  
Weight: 1 90 plus 1 D6 pounds (87 to 89 kg) . 
S.D.C. Bonus: 1 D4x1 0 

31 -40 Frozen World*: Extremely low temperatures are 
the normal condition on this planet. Temperatures wi l l  
range from freezing to hundreds of degrees below zero.  
The a l ien can come from areas that experience some 
warmth, up to +30 degrees Fah renheit (0 C), or constant 
sub-zero temperatures as low as -200 degrees Fahrenheit 
(-1 30 C) .  
Height: 5 feet p lus 3D6 inches ( 1 .6 to 2 .0 m) .  
Weight: 1 20 plus 2D6x1 0 pounds (63 to 1 09 kg) . 

The fol lowing table determines the exact temperature 
range a character comes from. Al l al iens from frozen 
worlds must wear refrigerated environmental su its to sur
vive outside of their comfortable temperature ranges. 

01 -39 Tropical to temperate latitudes. Average temper
atures are in  the teens with h ighs near 25 degrees Fahr
enheit (average - 1 1 to -8 C,  h igh near -4 C) . Alien wi l l  
become very uncomfortable at temperatures above 45-50 
degrees Fahrenheit (7 to 1 0  C). Heat wi l l  begin to take its 
tol l  at 60 degrees Fahrenheit ( 1 6 C) or h igher. Bonuses: 
+4 to save vs cold-based attacks or condit ions, and suf
fers only half damage if the rol l  to save fai ls. Add 1 5  
S .D .C.  

40-64 Cold, upper latitudes. Temperatures stay at or 
near 20 degrees below zero (-29 C) most of the year. The 
al ien begins to suffer heat effects at 30-40 degrees Fahr
enheit (0 to 4 C). Al iens from these conditions must wear 
some form of l ight refrigeration su it to keep them comfort
able in an Earth- l ike environment (see equ ipment section 
for survival su it information ) .  Bonuses: Automatically takes 
half damage from any cold-based attack or conditions and 
is +6 to save from cold-based attacks. S .D .C .  bonus is 
+25. 

65-00 Arctic pole areas. Temperatures hover around 40 
degrees below zero (-40 C) most of the year but can drop 
much lower. Heat damage begins to affect the al ien at 20 
degrees Fahrenheit (-7 C) .  These aliens are impervious to 
even deadly cold, no damage, but they must wear heavy 
refrigeration su its to survive in Earth- l ike environments. 
Bonuses: +40 to S .D .C .  and takes no damage from cold 
or cold based attacks (even magical ones) . 

41 -50 Toxic Atmosphere: The al ien's has an atmo
sphere that is poisonous by Earth standards. It is either a 
chemical soup of pol lut ion, or made up of gases different 
than those found in Earth's atmosphere. As a result ,  the 
al ien cannot breathe the air on Earth . He wil l have to wear 
a breath ing apparatus to survive here. The al ien can also 
be from a planet with l itt le or no atmosphere and doesn't 
need to breathe at all. However, the character will not 
have a sense of smell or taste. In either case , the al ien is 
immune to the effects of gases, odors and many toxic air
borne substances, but strong l iqu id poisons and acids wi l l  
sti l l  harm him. 
Height: 6 feet p lus 1 D6 inches ( 1 .8 to 2 .0 m) .  
Weight: 1 80 plus 2D6 pounds (82 to 87 kg) . 



S.D.C. Bonus: Add 2D4x1 0 
51 -60 Vegetation World : The al ien's home planet is a 

ferti le garden of greenery. The land masses are covered 
with immense growths of brush and huge plants. The 
trunks of giant vines are used as thoroughfares and mas
sive trees are hol lowed out for homes. The al iens spend 
much of thei r t ime cl imbing through the dense foliage and 
may develop body parts to help them get around; rol l  on 
the following table: 

01 -1 5 Prehensi le feet and tai l .  
1 6-30 Prehensi le tai l  only. 
31 -50 Prehensi le, clawed feet only. 
5 1 -60 + 1 0% on cl imb ski l l  and +2 to rol l  with fall or 

impact. 
6 1 -00 No special developments. 

Height: 5 feet plus 1 D4 feet ( 1 .8 to 2.7 m) .  
Weight: 1 50 Ibs p lus 2D1 0 Ibs per extra foot (68 kg plus 
0.9 to 9.1 kg per extra 0.3 m). 
Special Bonus: Acrobatics: These al iens automatical ly 
have the acrobatics ski l l  at + 1 0%. 
S.D.C. Bonus: Add 1 0  S .D .C .  

61 -70 Thermo World*: This planet is the exact oppo
site of the frozen world. Temperatu res wi l l  range from 95 
degrees Fahrenheit (35 C) to h ighs of nearly 300 degrees 
Fahrenheit ( 1 49 C). The al ien can come from a variety of 
areas on the planet with varying temperatures. Al l al iens 
must wear environmental su its with a heating un it to sur
vive in  places other than the tropics or a desert. 

01 -39 Cold , upper latitudes. Temperatures stay at or 
near 1 1 0 Fahrenheit (43 C) most of the year. The al ien 
begins to suffer cold exposure at 75 degrees Fahren
heit (24 C). Bonuses: +4 to save vs. heat attacks or en
vironments. Subtract four pOints of damage from any 
heat-based attack. + 1 5  S .D .C .  

40-64 Temperate, middle latitudes. Average temper
atures are 1 30 to 1 45 degrees Fahrenheit (54 to 63 C) .  
The al ien wi l l  become very uncomfortable at tempera
tures below 1 00 degrees F (38 C) and wi l l  suffer cold 
exposure at 85 degrees Fahrenheit (29 C) . Al iens from 
these conditions must wear some form of survival suit 
to keep them al ive and comfortable in  an Earth- l ike en
vironment. Bonuses: Half damage from any heat-based 
attack or condit ions. +25 S .D .C .  

65-00 Tropical ,  near the equator. Temperatures reg
ularly reach 200 degrees Fahrenheit (93 C). The al ien 
has a high tolerance to heat and wi l l  freeze in the cold 
envi ronment of Earth - 99 degrees Fahrenheit (37 C) 
or colder. These al iens are impervious to even scathing 
heat. They take no damage, but must wear an environ
mental suit to survive in an Earth- l ike environment, with 
its wide range of temperatures. Bonuses: +40 to S .D .C .  
An al ien exposed to temperatures beyond h is toleration 

level wi l l  be adversely affected by those temperatures. 
Use the same debi l itat ing exposure penalties l isted under 
the frozen planet. 
Height: 5 feet plus 4D6 inches ( 1 .6 to 2 . 1  m) .  
Weight: 1 00 plus 2D6x1 0 pounds (45 plus 2D6x4.5 kg) .  

71 -80 Twi l ight World:  An extremely dark, night- l ike 
world , which makes the al ien h ighly sensitive to l ight . 
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Whi le the al ien can see wel l  i n  near total darkness, l ight 
more than 60 watts is considered bright, and a 1 00 watts 
or more is b l inding. The al ien must wear a protective 
photo-sensitive visor, gogg les, or s imi lar eye shields to 
see in dayl ight, otherwise he is -8 to strike ,  parry, and 
dodge from being bl ind. 



Height: 4 feet plus 1 04 feet ( 1 .5 to 2 .4 m) .  
Weight: 1 00 plus 2D4x1 0 pounds (45 plus 2D4x4.5 kg) .  
S.D.C. Bonus: Add 10  S .D .C .  
Special Bonuses: N ightvision 600 feet ( 1 83 m) .  Sensitive 
hearing; about 20 decibels beyond the human range, + 1  
on in itiative. 

81 -90 Aquatic world: The alien comes from a civil iza
tion that never left the ocean to walk on dry land, or has 
retu rned to the water where they have flourished. These 
al iens do not have to be fish- l ike in appearance. They 
swim with 85% proficiency with a speed equal to 2D4x1 0 
(running speed is typically 70% slower) .  Al iens with 
Aquatic for their appearance are already assumed to 
come from an aquatic planet and may be al lowed to re-rol l  
their homeworld if this is the resu lt. 
Height: 6 feet plus 406 inches ( 1 .8 to 2.4 m) .  
Weight: 1 90 plus 406 pounds (86 plus 206 kg) . 
P .S. Bonus: +1 above water; + 1  06 below water. This is a 
one time bonus that remains constant each time they en
ter the water. 
S.D.C. Bonus: + 1 0  above water and an additional +20 
below. 
Other Bonuses: +2 to dodge underwater, can hold breath 
for 1 D6x1 0  minutes (or may have gi l ls ,  and can only 
breathe air for 1 D6x1 0  minutes) , and has a depth toler
ance of 2 mi les (3.2 km) . 

91 -00 Abrasive Atmosphere: High,  scath ing winds or 
a corrosive atmosphere is this al ien's natural envi ronment. 
The being has developed a tough ,  thick skin or leathery 
plating l ike the Earth's rh inoceros. 
Height: 4 feet plus 1 06 feet ( 1 .5 to 3.0 m) .  
Weight: 200 plus 4D6x1 0 pounds (90 plus 4D6x4.5 kg) .  
A.R. :  1 2 . This i s  a natural armor rat ing; resu lts below 1 2  
may hit , but they do no damage. 
S.D.C. Bonus: Add 3D6x1 0 S .D .C . ;  physical strength is 
equal to the M inor Super Abi l ity of Extraordinary Strength . 

*Note: Any al ien exposed to temperatures beyond h is 
toleration level wi l l  beg in to suffer from exposure which 
wi l l  slowly ki l l  the character. I n  game terms, it has the fol
lowing effects: 

A penalty of minus two (-2) on P.S.  and P .P . ,  minus 
eight (-8) on S .D .C . ,  and a reduction of speed by one-th ird 
( 1 /3) is appl ied for every ten hours of exposure. These 
penalties are cumulative for each 1 0  hour period. After the 
S.D .C.  is gone, damage continues to be done and Hand to 
Hand drop at the same rate. The al ien is slowly dying and 
needs to be put into a refrigerated/heated suit , and/or into 
freezing/bl istering environment to stabi l ize and recover. 
Theses same rules apply to humans and other al iens ex
posed to temperatures beyond thei r normal tolerance. 

Reason for Coming to Earth 
01 -1 9 Last of a race of people. Has come to Earth 

because: 
01 -25 Earth reminds him of home. 
26-50 It's a n ice p lace ; he/she just l ikes this p lanet. 
51 -75 To save mankind from itself. 
76-00 Crash-landed, stuck here with no hope to sal

vage spaceship. 
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20-38 Crash-landed ! Trapped on Earth , but wi l l  try to 
make the best of things; spaceship is destroyed. Feel ings 
about Earth are: 

01 -20 It's an unpleasant world f i l led with barbarians. 
2 1 -40 It's a n ice p lace ; he/she l ikes it here .  
41 -60 Reminds h im of home. 
6 1 -80 It's okay, but a bit pr imit ive for h is taste. 
81 -00 Undecided ; has no p lace else to go. 

39-55 Outcast! A fug itive from h is own world for polit i
cal , social ,  racial , re l ig ious or criminal reasons. There is a 
01 -50% chance that the al ien is being hunted/pursued by 
h is persecutors , bounty hunters or the law. He/she has se
lected Earth as a new home because: 

01 -20 It's more prim itive and l ife should be easier. 
2 1 -40 To be free of his world's prejudice and/or per

secution. 
41 -60 I t 's a n ice place and he/she l ikes it here .  
6 1 -80 To h ide from h is people, who might seek h im 

out  for  punishment or retribution .  
81 -00 Lost, th is seemed as good a planet as any to 

settle on. 
56-70 Intergalactic Champion of J ustice. The al ien 

has come to protect Earth because: 
01 -20 Earth needs guidance and d i rection if it is to 

blossom into a product ive member of the intergalactiC 
community. 

2 1 -40 It caught h is eye and seemed l ike a worthy 
cause; l i kes Earth and its people. 

41 -60 Chose Earth because he/she l ikes the planet 
and its people, but tends to be very paternal and over
protective about this adopted world. 

6 1 -80 Assigned to Earth . Finds humans to be very 
interest ing, but has not yet decided if he l ikes them or 
not. Tour  of duty on Earth is at least 404 years. 

8 1 -00 Assigned to Earth . Finds its people prim itive , 
aggressive , unfriendly, crude , and general ly beneath 
h im.  The al ien tends to be rude , arrogant, and conde
scending toward most "inferior" humans, but he does 
his job the best he can (whether the people want h is 
help or not) . Assigned for 404 years. 
71 -85 Glory hound who chose Earth to get fame and 

fortune. Since Earth is a bit more prim itive than the al ien's 
homeworld, it seemed l ike an ideal and easy opportunity .  
Whi le the al ien views Earth as "inferior," it does not mean 
he dis l ikes Earth. On the contrary, he l ikes it very much. 
I t 's just that he and h is world are superior. Th is character 
is friendly, sincere ,  and gung-ho, but also a condescend
ing, arrogant braggart and show-off . 

86-00 Explorer or scientist who came to study Earth 
and couldn't help gett ing emotional ly involved. The al ien 
l ikes the people of Earth very much , and strives to be
come a champion , protector or mentor to its people. 

Fami l iarity with Earth 
01 -20 No fami l iarity with Earth's culture ,  science, or 

laws. However, he can understand ,  speak, and write one 
Earth language quite wel l ;  80% ski l l  proficiency (a quick 
study) . The G .M .  can also al low a un iversal language 
translator at 88% proficiency. 



21 -60 Some Famil iarity with Earth , its major nations, 
cultures, and laws. Can speak, read , and write three or 
four Earth languages at 90% ski l l  proficiency. 

61 -00 Has studied Earth extensively and is as knowl
edgeable about the planet as a wel l - informed native hu
man. The al ien can speak, read, and write five or s ix 
different Earth languages f luently (98% ski l l  proficiency) . 

Money 
The al ien visitors with NO fami l iarity with Earth are 

l ikely to have equ ivalent money in precious metals or 
stones. Those who have some fami l iarity with Earth may 
have half i n  real Earth currency (acqu i red from a previous 
visit) . Whi le those who have studied Earth extensively 
may actually have a variety of common Earth currency. 
Roll percenti le dice to determine the amount of "money" 
available to the al ien. 

Al iens may also sell or trade a weapon ,  al ien artifact, 
information, technology or service to acqu i re Earth cur
rency. However, whether they get a fair price or exchange 
will depend on who they are deal ing with and how desper
ate a situation they may be in. Such trades or sales can 
be with Earth corporations, individuals, scientists, a gov
ernment, criminal organization,  super hero(es) or super 
vi l la in(s) . 

01 -1 4 2D4x$1 ,000 
1 5-29 3D6x$1 ,000 
30-44 4D6x$1 ,000 
45-59 5D6x$1 ,000 
60-74 6D6x$1 ,000 
75-88 2D4x$5,000 
89-00 2D6x$1 0,000 

Random Equipment 

Earth Clothes/Disguises 
01 -40 None 
41 -60 Several su its of acceptable fashion (from name 

brand tenn is shoes to designer jeans) . 
61 -74 Several suits of everyday apparel (generic la

bels) . 
75-00 Several su its of old or outdated clothes (work 

clothes or fad clothes from a past decade) . 

Special Alien Weapons 
There are two tables for special weapons. One is for 

high-tech ranged weapons,  and the other is for special 
melee weapons. The player should choose which table 
he/she wishes to rol l  on for his character's special 
weapon .  Roll on only one of the tables. 

Special Ranged Weapons 
01 -08 Laser Rifle : Range: 1 400 feet (427 m) ,  damage 

6D6, 20 shot energy cl ip .  
09-1 6 Laser Pistol :  Range: 300 feet (91 m) , damage 

4D6, 1 5  shot energy cl ip .  
1 7-24 Stun Pistol :  Range: 1 35 feet (41 m) .  Damage to 

nervous system dazes vict im: -8 to strike, parry, dodge, no 
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i n itiative, and reduce attacks per melee by half. Duration : 
1 D4 melees. 1 0  shot energy cl ip . 

25-32 Ion Blaster (Pistol or Rod): Range: 200 feet 
(30.5 m) ,  damage 5D6, 20 shot energy Cl ip .  

33-40 Al ien Sub-machinegun:  Range: 600 feet ( 1 83 
m).  Damage 4D6, 60 round magazine. 

41 -48 Mini-Laser: Small rod the size of a flashl ight. 
Range: 1 00 feet (24.4 m). Damage 2D6. 1 0  shot energy 
cl ip . 

49-56 Sonic Blaster: The sonic blaster generates 
shock blasts . The vibrations that cause the damage tend 
to jolt someone, even when they impact against body ar
mor. On a ro l l  below the armor rating ,  a son ic b laster does 
half damage to the armor. Half of any son ic damage car
ries through the armor and h its the person i nside. Range: 
80 feet (24 m), damage 3D6, 20 shot energy cl ip . 

57-64 Sonic Disrupter:  Simi lar to the stun gun , these 
weapons cause disorientation and loss of consciousness 
by using h igh frequency sound. Range: 1 50 feet (46 m) .  
Physical damage is only one ( 1 ) pOint, but there is a 
chance that a person shot by the blast is rendered uncon
scious for 1 D4 melee rounds (vict ims must rol l  a 1 4  or 
higher to save , P .E .  bonus appl icable; +4 to save if wear
ing protective armor) , otherwise they lose one melee ac
tion and are -4 to strike, parry and dodge. 1 0  shot energy 
cl ip . 

65-71 Microwave Gun: This can be either a pistol 
( 1 -60%) or rifle (61 -00%) . The energy from these weapons 
concentrates with in a target as it passes through it and 
generates heat. The nature of the energy is such that it 
penetrates/bypasses al l forms of natural body armor, 
Kevlar, ceramic, plastic, and other types of armor which 
are not made of metal .  M icrowaves are reflected by all 
types of metal ,  including material as frai l as t in foi l .  Range: 
pisto l :  1 20 feet (36 m) ,  rif le: 1 000 feet (305 m).  Damage: 
pisto l :  2D6, rifle :  3D6. 1 5  shot energy cl ip for pistols and 
20 shot for rifles . 

72-80 Energy Weapon of player's choice. This is an 
advanced projecti le weapon that f ires beams of energy in
stead of slugs or shafts .  It can be anything from an energy 
bow to laser shurikens. Stats are identical to normal ver
sions of the weapon ,  but add +1 D6+3 to damages. 
Typical ly has 20 charges per cl ip/bundle. 

81 -85 Mini-Explosive Grenades: The size of a golf 
bal l .  Range: 90 feet (27 m). Damage: 1 D4x1 O.  Effective 
casualty radius is 1 2  feet (3.7 m). The character has 
2D4+2 grenades. 

Also has min i-smoke grenades the size of a golf bal l .  
Throwing range: 90 feet (27 m) .  Damage: smoke covers a 
20x20 foot area (6. 1 m x 6. 1 m) .  People inside the smoke 
cloud are -8 to str ike ,  parry and dodge. The character has 
2D6+2 smoke grenades. 

86-90 Pair of Mini-Energy Wrist Blasters or Gaunt
lets: This weapon is typically a high intensity laser or ion 
blaster. Range: 200 feet (61 m). Damage: 3D6 per single 
blast, 6D6 per double blast (both arms are pointed at the 
same target and f ired s imultaneously; counts as one at
tack) . Payload: 20 blasts each per hour; self-regenerating. 



91 -95 Mini-Missile Launcher: Can be a backpack un it 
(holds six, fi res one at a t ime or in vol leys of 2 ,  4, or 6) , or 
a special armored gauntlet (only one for one arm , not a 
pair) or one shoulder un it that holds two missi les (takes 
four melee actions to reload ; extra min i -missi les can be 
carried in a duffel bag , su itcase or backpack) . Range of 
the missi le is one mi le ( 1 .6 km) ,  can be used as a point 
and shoot projecti le or programmed to target one specific 
target (type of vehicle, un iform/costume, etc) . The charac
ter has 2D4+6 min i -m issi les. 

96-00 Plasma Ejector or Particle Beam Rifle: An 
oversized rifle or bazooka-type weapon that f ires devastat
ing blasts of energy. Range: 1 200 feet (366 m).  Damage: 
6D6+20. 1 0  shot energy cl ip .  

Additional Ammunition 
Energy cl ips and magazines: 1 D6. Recharging on 

Earth costs $5,000 a cl ip if a proper faci l ity can be found 
(something can usual ly be ju ry-rigged) . I n  a space cam
paign ,  recharging only costs 1 00 to 200 credits and faci l i 
t ies are readi ly avai lable. 

Grenades: 2D6. Special grenades l ike these cost 1 0  to 
20 times their normal cost on Earth , and someone to 
make them must sti l l  be found (demolit ions rol l  at 35% to 
make them) . In space , they can be found as easi ly as nor
mal grenades on Earth and cost the same, 1 0  to 30 cred
its each. 

Special Melee Weapons 
The term "melee" weapon refers to ancient styles of 

weapons such as knives, swords, axes, spears , clubs, 
staves, and s imi lar. Al l special melee weapons are sin
gle-handed weapons. The use of two hands adds +2 to 
the damage plus any P.S. bonus. 

Vibro weapons have their damaging edge surrounded 
by a h igh-frequency field that greatly increases their dam
age capacity (in Rifts they inf l ict equivalent 
Mega-Damage). 

Energy weapons are h i lts , shafts or rods with energy 
field generators that form their blades from concentrated 
l ight or other damaging energies ( in Rifts they infl ict 
equivalent Mega-Damage) . 

Kisentite weapons are forged from a dense meteorite 
metal that has an amazing hardness, and keeps a sharp 
edge when made into a blade. These blades are a deep 
blue/black color (in Rifts they infl ict M .D. that is equal to 
one-th i rd the S .D .C .  damage l isted here ;  i .e .  3D6 = 1 D6 
M .D . ,  2D6 = 1 D4 M .D . ,  and so on) . 

01 -1 0 Vibro-Sword : A standard-looking long sword . 
The generator is in  the handle. Average length: 3 feet (0 .9  
m) .  Average weight: 4.2 pounds ( 1 .9 kg) .  Typical Damage: 
4D6. 

1 1 -20 Energy Axe: This large , axe-shaped weapon 
has no blade unti l the power is turned on and the laser 
blade springs forth . Average length: 2.5 to 2 .75 feet (.8 m) . 
Average weight: 2 .3 to 2 .8 pounds (1 .0 to 1 .3 kg) . Dam
age: 5D6. 
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21 -30 Vibro-Axe: A standard axe with a handle gener
ator l ike the sword . Average length: 2 .25 feet (0.7 m) .  Av
erage weight: 4 .5 pounds (2.0 kg) .  Damage: 3D6. 

31 -39 Kisentite Sword : Typical ly a long, s l im blade an
chored in  an elaborately etched h i lt and cross guard .  Aver
age length : 3 feet (0 .9 m). Average weight: 3.5 pounds 
( 1 .6 kg) .  Damage: 2D6+3. 

40-46 Kisentite Axe: A finely crafted and decorated 
double-headed weapon .  Average length : 2.75 feet (0 .8 m) .  
Average weight: 4.6 pounds (2 . 1  kg) . Damage: 3D6. 

47-55 Energy Knife: A glowing blade springs from the 
small handle generator of the kn ife . Average length : 0.75 
feet (0.2 m) .  Average weight: 0 .5 pounds (0.23 kg) . Dam
age: 3D6. 

56-66 Vibro-Knife: Same as the sword and axe. Aver
age length : 1 2  inches (30 cm). Average weight: 1 pound 
(0.45 kg) .  Damage: 2D6+ 1 .  

67-75 Kisentite Knife: A broad, double-edged blade 
nestled in  a wide, ornate cross guard and h i lt .  Average 
length: 1 .5 feet (0.45 m) .  Average weight: 1 pound (0.45 
kg) . Damage: 2D4. 

76-88 Energy or Vibro-Clubs: A clubbing weapon sur
rounded by either an energy or h igh-frequency field for in
creased damage. Average length : 2 .25 feet (0.8 m) .  
Average weight: 3 pounds ( 1 .4 kg) .  Damage: 3D6. 

89-94 Neuro or Stun Clubs:  Special energy clubs that 
overload the nervous system to daze the victim .  Average 
length: 2 .5 feet (0 .8 m). Average weight: 2 .7 pounds ( 1 .2 
kg) .  Damage: 1 D6 S.D.C. p lus i t  stuns the vict im who is 
then at -4 to strike ,  parry, and dodge, reduce speed by 
half and has no in itiative for 2D4 melees. 

95-00 Energy Sword : A long ( 1 2 inches/30 cm) h i lt , 
with or without cross guard , holds the powerful energy 
generator for this weapon .  The balance and length of the 
sword g ive it +1 to stri ke and parry. Average length : 3.5 
feet ( 1 . 1  m). Average weight: 1 .5 pounds (0.7 kg) . Dam
age: 5D6. 

Weapon Notes : Anyone who successful ly parries one 
of these special weapons with a conventional one wi l l  
have that normal weapon suffer minor damage. If a long 
sword is used to parry an energy sword,  the laser beam 
wi l l  scorch and pit the metal of the sword. Only a Kisentite 
or magic weapon can parry a Vibro or energy weapon and 
not suffer some sort of damage. Physical Strength bo
nuses are added to the damage done by melee weapons. 

See page 70 of Heroes Unl imited for the S.D .C.  of 
conventional Earth weapons. 

Special Vehicles 
01 -08 One-Man Fan Jet:  A small ai rcraft with a single 

seat. A passenger may sit i n  the pi lot's lap, but al l  p i lot 
rol ls are made at 1 0% and he suffers a penalty of -2 on 
init iative. Can fly as low as 20 feet (6 . 1  m) above the 
ground. Maximum speed: 300 mph (480 kmph) and VTOL 
capable. S .D .C . :  275. Range: 500 mi les (800 km) before 
needing to refuel .  The al ien must have the p i lot ing ski l l :  
ai rplane to fly th is  craft . 



09-1 5 One-Man Hover Car: Maximum speed: 200 mph 
(321 .8 kmph) .  S .D .C .  1 80. Hovers 3 to 1 2  feet ( .9 to 3.�5 
m) above the ground. The pi loting ski l l  of autom

.
obl le 

(-1 0%) , or pi lot hover vehicle must be known to the driver. 
1 6-24 Two-Man Hover Car: Maximum speed: 200 mph 

(321 kmph) .  S .D .C . :  240 . Hovers 3 to 1 2  feet (0 .9  to 3.�5 
m) above the ground. The pi loting ski l l  of autom

.
obl le 

(-1 0%) , or pi lot hover veh icle must be known to the driver. 
25-33 Hover Cycle: Can be a two- or four-person 

model .  Maximum speed: 1 60 mph (256 kmph) .  S .D .C . :  
1 50. Hovers 3 to  20 feet (0 .9  to  6 . 1  m) above the ground. 
The pi lot ing ski l l  of motorcycle (- 1 5%) , or pi lot hover cycle 
must be known to the driver. 

34-42 Micro-Jet Hover Boots: A pai r of rigid boots 
s imi lar to ski boots with several smal l thrusters . Maximum 
speed: 65 mph ( 1 05 kmph) and is + 1 to dodge whi le air
borne. S .D .C . :  50 . Maximum altitude is 600 feet ( 1 83 m) .  
The character must have the jet pack p i loting ski l l .  

43-50 Hover Platform: A round or square platform 4x4 
feet ( 1 .2x1 .2 m) , that comfortably supports two people 
(can hold up to four) .  Maximum speed: 90 mph ( 1 45 
kmph) .  S .D .C . :  1 30.  Hovers 3 to 300 feet (0.9 to 91  m) 
above the ground. The character must have the pi lot 
hover veh icle ski l l .  

51 -60 Detachable Jet Pack: Straps onto the person's 
back. Maximum speed : 90 mph (1 45 kmph) and is +2 to 
dodge whi le airborne. S .D .C . :  80. Maximum altitude is 600 
feet ( 1 83 m) above the ground. The character must have 
the jet pack p i lot ing ski l l .  

61 -68 Antigravity Disk:  Can attach to feet, back, or 
chest. Maneuvered by simple hand controls, or a 
voice-activated computer. They are about the size of a 
dinner p late. Maximum speed: 1 60 mph (256 kmph) .  
S.D.C. :  40 per d isk.  Maximum altitude is un l imited and can 
carry the character into outer space . Maximum weight al
lowance: 1 000 pounds (450 kg) . 

69-77 Antigravity Ring or Medall ion: Creates an 
antigravity field around the wearer. Maximum speed: 1 00 
mph ( 1 60 kmph) . S .D .C. : 8. Maximum altitude is un l imited 
and can carry the character into outer space. Maximum 
weight al lowance: 500 pounds (225 kgs) . 

78-87 A.T.V. Hover Vehicle: Large sedan-styled hover 
vehicle that can hold five passengers and the pi lot com
fortably. Maximum speed: 1 80 mph (288 kmph) .  S .D .C . :  
440. Hovers 3 to 12 feet (0 .9  to 3.65 m) above the ground. 
Space and underwater f l ight is also possible, but the vehi
c le cannot f ly into space under its own power. 

88-95 Antigravity Suit: A close-fitt ing body suit that 
creates an antigravity field around the wearer. Maximum 
speed: 300 mph (482 kmph) .  S .D .C . :  45 (provides no A.A. 
and min imal armor protect ion) . Maximum altitude is unl im
ited and can carry the character into outer space. Maxi
mum weight al lowance: 500 pounds (225 kgs) . 

96-00 One-Man Gyro-copter (VTOL): A smal l ,  single 
seat rotorcraft. There is usually no canopy, just a seat, 
motor, landing gear, and tai l .  Maximum speed: 1 80 mph 
(290 kmph) ; cru ising speed: 1 45 mph ( 1 33 kmph) and is 
+ 1 to dodge. S .D .C . :  300. 
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Optional Alien 

Generation Tables 

There are over 80 specific al ien races presented in  this 
book for the Game Master's and player characters easy 
use. The fo l lowing Al ien Generation Tables provide ran
domly generated quick-ro l l  vi l la ins, non-player characters 
or player characters . For random purposes, simply fol low 
the steps given in this section . This generation system 
cuts out many of the steps and dice rol ls of the original 
and expanded generation systems. 

These tables are optional and are presented to help 
speed up the creation of characters and non-player ch

.
ar

acters . At the Game Master's discretion ,  p layers can sim
ply pick the race they wish to play. Each specif ic race has 
a general description elsewhere in this sourcebook. 

1.  Determining Alien Race 
This fi rst step replaces nearly al l of the eight steps of 

the original character generation system.  The number of 
dice rol led for the eight attributes, S .D .C . ,  appearance, 
physiological modifications, fami l iarity with Earth, special 
weapons, special veh icles, and al ignment suggestions are 
al l found under the specific al ien descriptions in the Cata
log of Al iens section. Rol l on the tables below, then find 
the appropriate race by name. 



Many of the specific al ien races rol l  more than th ree 
dice to determine some of their attributes. This is a result 
of their physiology, special powers, appearance and 
homeworld environment. Any attribute ro l l  with a resu lt of 
1 6 , 1 7 , or 1 8  gets the standard bonus die added to it, but 
results of 1 9  or higher do not get a bonus die ro l l  added to 
them. Likewise , rol ls of 206 that result in a 1 2  get a bonus 
die added to them. 
01 -70 Rol l on Table A 
71 -00 Rol l on Table B 

TABLE A 
01 -02 Trogolo (Ape, frozen world) 
03-04 Timneh (Avian, thermal world) 
05-06 Vulpes (Can ine, high radiation) 
07-08 Hatha (Human- l ike,  thermal world) 
09-1 0 Altaica (Fel ine, thermal world) 
1 1  -1 2 Kisent (Vegetation , thermal world) 
1 3-1 4 Xippus ( Insect, twi l ight world) 
1 5-1 6 Oaraka (Humanoid , high radiation) 
1 7  -1 9 Aurovax (Repti le, high rad iation) 
20-22 Ch iana (Vegetation , twi l ight world) 
23-24 Baccarus (Rept i le ,  thermal world) 
25-27 Felias (Fel ine, twi l ight world) 
28-30 Pyral is ( Insect ,  frozen world) 
31 -32 Si l ison (Human-l ike,  h igh radiation) 
33-34 Thropo (Ape, high radiation) 
35-36 Thresk (Avian , twi l ight world) 
37-38 Wulf (Can ine, twi l ight world) 
39-40 Lupis (Canine, frozen world) 
41 -42 Caeci l (Amphibian, high radiation) 
43-44 Cherion (Aquatic, thermal world) 
45-46 Arismal (Human-l ike,  twi l ight world) 
47-48 Lachinel ia (Vegetation ,  high radiation) 
49-51 G i ris (Fel ine, frozen world) 
52-54 Kassa (Humanoid, twi l ight world) 
55-56 Panthera (Fel ine, high rad iation) 
57-58 Toyoc (Can ine, thermal world) 
59-61 Lixila ( Insect, thermal world) 
62-64 Errasa (Aquatic, twi l ight world) 
65-66 Inennsi (Aquatic, high radiation) 
67-68 Oeuryca (Amphibian, thermal world) 
69-70 Kl ikita (Human-l ike ,  frozen world) 
71 -72 Sorinam (Amphibian, frozen world) 
73-74 Aluta (HumanOid, frozen world) 
75-76 Tagon ica (Avian , frozen world) 
77-79 Photin ( I nsect, high radiation) 
80-82 Oytee (Ape, thermal world) 
83-85 Erritima (Repti le , frozen world) 
86-88 Mantel la (Amph ib ian , twi l ight world) 
89-90 Erythro (Vegetation , frozen world) 
91 -92 Th issera (Repti le, twi l ight world) 
93-94 Tinal is (Aquatic, frozen world) 
95-96 Gal lopa (Avian , h igh radiation) 
97 -98 Maeus (Ape, twi l ight world) 
99-00 Shissa (Humanoid, thermal world) 
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TABLE B 
01 -02 Arreri (HumanOid, abrasive atmosphere) 
03-04 Basan ite (M ineral , high radiation) 
05-06 Concol (Fel ine, low gravity) 
07-08 Naterreri (Aquatic, abrasive atmosphere) 
09-1 0 Linx (Fel ine, h igh gravity) 
1 1 - 1 2  Capuci (Ape, h igh gravity) 
1 3- 1 4 Oergin (Canine, abrasive atmosphere) 
1 5-1 6 Raldeme (Mineral ,  low gravity) 
1 7  - 1 8 Salvel inus (Aquatic, high gravity) 
1 9-20 Relogo ( Insect ,  low gravity) 
2 1 -22 Struth io (Avian , h igh gravity) 
23-25 Sprekal ia (Vegetation ,  abrasive atmosphere) 
26-28 Xenopus (Amphib ian , abrasive atmosphere) 
29-32 Naiden (Human- l ike ,  high gravity) 
33-35 Liconia (M ineral, thermal world) 
36-38 Tedeschia (Vegetation ,  low gravity) 
39-40 Jenjora (Repti le ,  h igh gravity) 
41 -43 Stoan (Mineral ,  h igh gravity) 
44-47 Manarr (Human-l ike, low gravity) 
48-50 Cebus (Ape, low gravity) 
5 1 -52 E lecian (Avian , low gravity) 
53-54 Salar (Aquatic, low gravity) 
55-56 Lassin ike (Mineral , frozen world) 
57 -59 Axolotl (Amphibian , low gravity) 
60-62 Canis (Canine,  low gravity) 
63-65 Titon (HumanOid, low gravity) 
66-68 Cam lea (Vegetation , h igh gravity) 
69-71 N ithia (Repti le , abrasive atmosphere) 
72-74 Pume (Fel ine, abrasive atmosphere) 
75-76 Oanaus ( Insect , h igh gravity) 
77-78 Rotharr (Human-l ike,  abrasive atmosphere) 
79-8 1 Qua-Trau (Repti le, low gravity) 
82-84 M icean (Minera l ,  twi l ight world) 
85-86 Swip (HumanOid,  high gravity) 
87-89 Cameroon (Amphib ian , h igh gravity) 
90-92 Anubio (Ape , abrasive atmosphere) 
93-94 Mantis ( Insect , abrasive atmosphere) 
95-96 Fredul ians (Mineral ,  abrasive atmosphere) 
97-98 Gymoy (Avian , abrasive atmosphere) 
99-00 Latran (Canine,  high gravity) 

2.  Determining Super Abilities 

The al ien descriptions mention the more prominent 
types of super abi l it ies exh ibited by that race. In general ,  
most of the Super Power Categories as found in Heroes 
Unl imited are avai lable to an al ien race, un less specifi
cally stated otherwise. Whether a character can possess 
powers not normal ly avai lable to that race is up to the 
Game Master. The power category of a character may be 
picked from those stated in the al ien description or the 
player can rol l  on the Determining Super Abilities table un
der Step Three of the Revised Character Generation Sec
t ion. 

3. Determining Education & Skills 
Players and Game Masters can make a choice here 

based on the suggestions given in each al ien entry, or 



they can rol l  on the Determining Education & Skills table 
under Step Four i n  the Revised Character Generation sec
tion. 

4. Reasons for Coming to Earth 
These remain unchanged; rol l  as usual on the table 

above. 

Other Stuff 
Weapons and Armor: Specific al ien races wi l l  indicate 

the general types of weapon ,  armor and equipment com
mon to that race or type character. The equipment, weap
ons, and armor mentioned in each entry are the usual 
issue or preferred types common to that race or frequently 
used for field duty. The G .M .  can give the character the 
full range of items, selections from typical equipment or 

add conventional or common items to it. If a special pro
tective suit is needed, the al ien will have one suit and a 
single spare. 

Structural Damage Capacity (S.D.C.):  The base 
S.D .C .  for each of the 80+ al iens described wi l l  i nclude the 
typ ical S .D .C . ,  appearance and physiolog ical bonuses. 

The typical al ignment or al ignment range are provided 
to help players and Game Masters better understand the 
motivations and outlooks of the featured al iens. Game 
Masters can use them as guidel ines, but should always 
keep in mind that every society is composed of individuals 
and they wil l exh ibit any and al l  of the al ignments un less 
they are robots. There are rogues, traitors and vi l lains 
among al l people - hence the never ending battle of 
good versus evi l .  

New R u les and Abi l it ies 
By S u per Power Category 

Bionics 
Note: Avai lable to humans un less stated 
otherwise. 

Bio-Comp Self-Monitoring System: Nano-implants t ied 
into a tiny computer system monitor, measure and 
transmit fundamental physiolog ical information about 
the personal implanted in. The data is typical ly dis
played on a wristwatch or bracelet-style monitor, but 
can also be displayed and recorded on a computer, 
portable bio-scan or portable laboratory via a fingerjack 
or headjack. 

Data includes pulse rate, blood pressure, body tem
perature, blood sugar leve l ,  respiratory rate, breathing 
difficult ies, and the presence of foreign elements in the 
bloodstream ( indicating the presence of drugs or poi
son) .  Cost: $1 5 ,000 for al iens. This technology is not 
currently avai lable to humans. Any experimental proto
types wi l l  cost a human 3D4x1 00,000 dol lars. 

Energy Melee Weapons: Vibro-Blades and energy ver
sions of melee weapons are available as retractable or 
concealed weapons. A single sword- l ike Vibro-Blade 
wi l l  do 2D6 damage, a pai r of double claw blades do 
4D6 damage and 6D6 for triple blades! 

A single sword- l ike energy blade wi l l  do 3D6 dam
age, a pair of double claw blades 6D6 damage and 
1 D6x1 0 for triple blades, but an energy hip or backpack 
is requ i red to power the weapon . The generator pack 
has 55 S .D .C .  and attackers must make a called shot at 
-3 to strike to hit it. If the pack is destroyed , the claws 
do ordinary damage. Remember that energy melee 
weapons do not receive P .S .  damage bonuses. Cost: 
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$1 00,000 for al iens. This technology is not currently 
avai lable to humans. Any experimental prototypes wi l l  
cost a human 2D4x1 00,000 dol lars. 

Extendible Hydrau lic Hands/Arm: Typically only one 
l imb wil l have an extendible, hydraul ic hand. The con
trol mechanism can be designed to respond to mental 
or verbal commands with the speed and flexib i l ity of a 
normal arm. The arm's reach is typically increased by 
three to six feet (0 .9 to 1 .8 m) .  The extendible hand/arm 
enables the character to reach into narrow places l ike 
storm drains, venti lator shafts ,  and so on ,  as wel l  as 
places normally out of reach , l i ke a high shelf or win
dow ledge. A typical arm has a P.S. of 1 0  to 20. Cost: 
$1 50 ,000. 

Finger Camera: A tiny sti l l  camera fits inside the t ip of 
one finger. The camera shoots 48 photos on microfi lm ,  
and is designed to automatically adjust for low or h igh 
l ight exposures. Cost: $1 200. 

Gil l-to-Lung Switching Mechanism: Aquatic al iens do 
not have to get rid of their gi l ls to breathe air , they can 
get bionic lung implants. This implant al lows a wa
ter-breathing al ien to switch back and forth between the 
two types of respiration for unrestricted activity both 
above and below the water. Cost: $1 25 ,000. 

Gil ls :  An al ien with lungs can have gi l ls implanted in order 
to breathe underwater without an air tank. This al lows 
for extended activities underwater. Bionic gi l ls wi l l  be 
implanted in the neck or between the ribs. Note that the 
latter position for g i l ls wil l prohib it the use of chest ar
mor or cloth ing when breathing underwater. The g i l ls 
need an unrestricted passage of water to breathe. 
Cost: $500,000 and includes a gi l l -to- Iung switch ing 
mechanism. 



Internal Comp-Calculator: A t iny computerized calcu lator 
connected to a head or ear implant or artificial eye. The 
computer responds to spoken , radio or computer trans
mitted mathematical equations. The answer is transmit
ted to the character in 1 04 seconds, depending on the 
complexity of the equation. Cost: Basic math (addition , 
subtraction , mult ip l ication ,  division and fractions at 
98%) : $1 0,000; advanced math (algebra, geometry, 
and calcu lus at 96%) : $ 1 5 ,000. 

Language Translator: This bu i lt- in computer system can 
recogn ize and mon itor up to three d ifferent voices and 
two different languages or dialects. Level of accuracy is 
98.7% for known languages ( i .e .  al iens who have stud
ied Earth) , but only 30% for a completely unknown lan
guage. The translator can be programmed with a total 
of 1 6  different languages. There is a three second de
lay/pause between the time of the spoken word and the 
translation. Cost: $1 5 ,000 for al iens. This technology is 
not currently avai lable to humans. Any experimental 
prototypes wi l l  cost a human 304x1 00,000 dol lars. 

Palm Laser Torch: An "immediate" range laser torch bui lt 
i nto the base of the palm and wrist of cyborgs (or ro
bots) . The device has the very short range of one foot 
(0.3 m) ,  because it is intended as a high intensity laser 
torch tool to cut through armor, locks, and other tough 
materials. It can also be used for soldering metal and 
seal ing bulkheads. It infl icts 306 damage per single 
blast or 606 per double blast (both hands combined) . 
Range: One foot (0 .3 m) .  Payload: Effectively un l imited ; 
most tap into the cyborg's energy system.  Cost: 
$300,000. 

Psionic Electro-Magnetic Dampers: Brain implants that 
distort and fog telepath ic and other psionic probes. Psy
chic opponents find it d ifficult to read the thoughts and 
emotions of characters with the psionic dampers. Bo
nuses: + 1 to save vs all psionic attacks, +2 to save vs 
possession, and + 1 to save vs magic i l l usions and mind 
contro l .  Cost: $350 ,000 for al iens. This technology is 
not currently avai lable to humans. Any experimental 
prototypes wi l l  cost a human 306 mi l l ion dol lars. 

Third eye: This is a cybernetic eye that is implanted either 
above a real eye or in the center of the forehead. The 
mechanical eye can have any of the avai lable bionic 
eye optics or weapons. Cost: $1 50,000. Penalty: Re
duce the character's beauty by 20%. 

Other Options: See the equipment section in this book for 
other hand-held weapons, body armor and equipment 
that can also be used by bionic characters. 

Experiments 
Aliens who fal l under the experiment power category 

rol l  for permanent side effects l ike humans, unless stated 
otherwise .  Only a few races have taken their experimental 
programs beyond the h it and miss stage and can consis
tently induce the desired super abi l it ies without side ef
fects (or with only one or two consistent effects rather than 
a random plethora of them) . It 's up to the G .M .  or the spe
cific alien description as to whether or not there are side 
effects. 
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Magic 
The magic system remains unchanged for al iens. The 

following new spel ls are avai lable to aliens and humans 
al ike. 

Alphabetical List of New Spells 
Breathable Air (5) 
Cold Wal l  ( 1 5) 
Create Gravity Well (45) 
Energy Fist ( 1 5) 
Ice Blast ( 1 0) 
Magic Armor (5) 
Resist Cold (3) 
Resist Fire and Heat (3) 

Breathable Air (Level 3) 
Range: Self or others by touch . 
Duration: One hour per level of experience. 
Saving Throw: None 
P.P.E.: Five 

The magic of the spell does not cancel normal breath
ing systems, but magically turns the air into someth ing 
breathable ,  al lowing an al ien from a toxic atmosphere or 
underwater to breathe in an atmosphere that is normally 
harmful or unbreathable. Th is would also al low a human to 
survive underwater or in a toxic atmosphere.  L ikewise, the 
spell wi l l  magical ly turn any atmosphere into breathable 
air , even those suddenly pol luted by toxins or gases. 

Cold Wal l  (Level 3) 
Range: 90 feet (29 m) 
Duration : 1 0  melees per leve l .  
Saving Throw: None 
P.P.E.: Fifteen 

The spel l  will create a stationary wave or wall of deadly 
cold that is 1 0  feet h igh by 1 5  feet long by 5 feet deep 
(3.0x4.5x1 .5 m) per each level of the caster. Anyone who 
touches or moves through the wall takes 406 points of 
damage for each five feet ( 1 .5 m) of depth (Al iens from 
thermal worlds take 1 04x 1 0  damage). Objects with in the 
area of effect wi l l  also begin to freeze . 

Create Gravity Wel l (Level 7) 
Range: Half a mi le (0.8 km) per level of experience 
Duration :  Lasts one melee per level of the caster, or unti l 
used . 
Saving Throw: None 
P.P.E.: Forty-Five 

This powerful spel l  is used for advanced space travel .  It 
can either create a temporary, artificial gravity wel l  (that 
functions just l i ke a real one for point-to-point travel) , open 
an existing wel l ,  or activate a gateway structure .  The up
coming Galaxy Gu ide wi l l  have fu l l  detai ls on point-to-point 
and gateway systems. Using this spel l  has some l imita
t ions, though .  An activated gateway or exist ing gravity wel l  
functions normal ly, but  a magic-made wel l  is only large 
enough to al low passage of a ship with a mass equal to 50 
tons (45 metric tons) per level of the caster, or less. Sec
ondly, the chance of emerging through the desired gravity 
wel l  is based on the same chance of success as the 



Teleport spel l  (See page 339 of Heroes Unl imited for the 
table). 

Energy Fist (Level 6) 
Range: Self 
Duration : 4 melees/one minute per level of experience. 
Saving Throw: Dodge or parry with weapon . 
P.P.E. :  Fifteen 

The spell creates a glowing energy field around the 
hand/fist of the spel l  caster, turning his fist i nto a powerful 
energy weapon .  Punches i nfl ict 306 damage (306 M .D. if 
used in Rifts, costs 20 P .P .E .  and is considered a 7th 
level spel l ) .  The energy fist can be used to grab or parry 
hand-held, energy weapons, objects that are on f ire ,  l ive 
electrical cables, magic flaming swords and even energy 
blasts without suffering damage (-4 to parry energy blasts 
because they are extremely fast) ! Characters who try to 
parry or hold the energy fist with thei r  unprotected hands 
will suffer 1 06 damage, even if their parry is successful .  
The energy fist is considered a magical weapon for the 
purpose of determin ing who and what it can damage ( ie. 
I nvulnerable people) . 

The spel l  affects only one hand. To turn both hands (or 
more for some al iens) into an energy fist requ i res a sec
ond spel l  to be cast. Also note that whi le the energy 
sheathed hands may be invulnerable to energy, the rest of 
the character's body is not, so caution is wise. A laser 
blast or l ightn ing bolt that h its the upper arm , leg, chest or 
head infl icts ful l  damage. 

Ice Blast (Level 5) 
Range: 90 feet (27 m) 
Duration : Instant 
Saving Throw: Dodge 
P.P.E. :  Ten 

A cone-shaped blast of intense cold beginn ing with the 
caster and covering a range out to 90 feet (27 m) .  It is 5 
feet ( 1 .5 m) at the base of the cone when it strikes the tar
get, and it inf l icts 1 06 points of damage per level of the 
caster (double damage against al iens from thermal 
worlds) . A dodge rol l  must be made to avoid damage from 
the cone, but the vict im must know it is coming and must 
rol l  an 1 8  or h igher, j ust as with a f irebal l .  

Magic Armor (Level 1 )  
Range: Self 
Duration : 5 melees per level of the caster 
Saving Throw: None 
P.P.E. :  Five 

This spell is presented because players have asked for 
a "cheaper" magical armor spe l l .  The spell is simi lar to the 
Armor of Ithan spell except it offers less protection : A.A.  
1 3, S .D .C .  1 1 0.  

Resist Cold (Level 3) 
Range: Self or others by touch 
Duration :  1 0  melees per level 
Saving Throw: None 
P.P.E. :  Three 
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This spell provides protection from cold. Thus, it can be 
used by al iens from a thermal world to move about without 
an environmental suit in temperatu res below their toler
ance leve l .  Furthermore, cold and cold-based magic does 
half damage. 

Resist Fire and Heat (Level 3) 
Range: Self or others by touch 
Duration : 20 melees per level 
Saving Throw: None 
P.P.E.: Three 

This spel l  is the same as resist f ire except that it also 
includes protection from heat . Thus, it can be used by 
aliens from a frozen world to move about without an envi
ronmental su it i n  temperatures above their tolerance level .  
Furthermore, f ire does half  damage. 

Mutants -----------

Alien planets can have mutant l ife forms simi lar to 
those on Earth . Use the tables found in  the Mutant section 
of Heroes Unl imited to create al ien mutants. 

Due to the animal appearance of many of the aliens in  
the Catalog of  Al iens, i ntel l igent mutant animals w i l l  fit in 
perfectly. The Teenage Mutant Ninja Turtles game and 
its supplements are amazingly compatible with the al ien 
sett ing, especial ly for space campaigns. Mutant animals 
and other mutants can be the product of experiments in 
genetic engineering, environmental condit ions, space 
anomalies or magic. They can be free citizens, sec
ond-class people or slaves. Just use the old imagination . 

Physical Training -------

Aliens, l i ke Earth l ings, can elect to bui ld their bodies 
through physical tra in ing. The only difference is the crea
ture's physical attr ibutes, and other physiological and envi
ronmental d ifferences which may provide bonuses or 
penalties. 

Psionics ----------

Electrokinesis (Super) 
Range: Special 
Duration : Special 
I .S.P. :  Special 
Saving Throw: As Dodge Only 

E lectrokinesis is the abi l ity to mental ly control and gen
erate electricity. 

Electrical Resistance: The psionic character can men
tally make his body extremely resistant to electricity .  The 
character takes no damage from electrical currents up to 
60,000 volts. Currents of g reater voltage, l ightn ing, magi
cal electricity, and electricity generated by super abi l it ies 
infl ict half damage. Range: Self. Duration : 3 minutes per 
level of experience . I .S.P . :  4. 

Electrical Discharge: The psionic also has impressive 
electrical generating abi l it ies. The character can create a 
strong static jolt (mostly to surprise someone) or generate 
a field of static. Both of these can either be a small annoy-



ance (hair standing on end) or they can be more powerful 
and damaging (2D6 damage per melee round) . The field 
covers a 6 foot ( 1 .8 m) area per level of experience. There 
is no save except to dodge the jolt or leave the field once 
it is created. Range: Touch or with in  field. Duration : In
stant. I .S.P . :  2 per discharge or 2 per melee for the field. 

Electric Bolt: The most powerfu l of the psion ic's elec
trical discharge powers is the electric bolt. Range: 90 feet 
(27 m) .  Duration : I nstant. I .S.P.:  6. Damage: 4D6. Bo
nuses: +2 to strike .  Saving Throw: Dodge. Attacks Per 
Melee: Two (2) . 

Manipulate Electrical Devices: By generating and 
manipulating the electricity needed to run them, the 
psion ic can exert l im ited control over small or minor elec
trical devices l ike l ight switches, computers , televisions, 
radios, b lenders, microwave ovens, flashl ights, toys (both 
battery and plug types) , windshield wipers ,  and others that 
are electrical ly powered. It is also withi n  this power to con
trol the functions of a device , such as volume, channel se
lection , tuners, speakers , speed , l ight dimmers ,  and so on. 
The items do not have to be seen by the character. If they 
are with in range, he can sense their presence and affect 
them. Up to a maximum of eight (8) functions can be ma
nipu lated per melee round. Turn ing a device on is one 
function and off is another (which leaves six other func
tions that round) . Robots, turbines and other s imi lar de
vices cannot be affected . Note that most new vehicles 
have extensive electrical systems and can be started , 
locked/un locked , cruise control engaged, the radio turned 
on, and s imi lar with this abi l ity. Range: 20 feet (6 . 1  m) 
plus 5 feet ( 1 .5 m) per level of experience .  Duration : 2 
minutes per level .  I .S.P . :  6. 

Sense Electricity: The psionic can sense the location 
of al l  electrical sources (outlets, batteries, wires, etc . ) .  
Range: 40 feet ( 1 2 m) p lus 5 feet ( 1 .5 m) per level of ex
perience. Duration: 2 minutes. I .S.P. : 2 for every two min
utes. Base Ski l l :  55% plus 5% per level of experience to 
pinpoint exact source. A fai led rol l  means the sense is un
clear, and only 1 D6x1 0% of the devices/sources were de
tected. 

Resist Heat (Physical) 
Range: Self 
Duration : 4 hours 
I .S.P. :  2 or more 
Saving Throw: None 

This is a mind-over-matter d iscip l ine that allows the 
psionic to endure prolonged exposure to hot conditions 
with no i l l effects. Two LS .P .  are requ i red for every 1 2  de
grees Fahrenheit (7 C) above 1 00 degrees Fahrenheit (38 
C) , except for frozen world al iens who must spend two 
LS.P .  for every 1 0  degrees (6 C) above the i r  min imum ex
posure temperature. 

Resist Cold (Physical) 
Range: Self 
Duration :  4 hours 
I .S.P. :  2 or more 
Saving Throw: None 

This is a mind-over-matter d iscip l ine that al lows the 
pSionic to endure prolonged exposure to cold conditions 
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with no i l l effects. Two I .S .P .  are requ i red for every 1 5  de
grees Fahrenheit (7 C) below 32 degrees Fahrenheit (0 
C), except for thermal al iens who must expend 2 LS.P .  for 
every 1 2  degrees F (7 C) below their maximum tolerable 
exposure temperatures. 

Robotics ----------

Create al ien robots basical ly the same as those de
scribed in Heroes Unl imited, page 1 92 .  The only real d if
ferences wi l l  be al ien designs and al ien metal al loys, but 
most should be roughly equ ivalent to human robots. 

Energy Melee Weapons: hand-held and energy ver
sions of melee weapons are avai lable as retractable or 
concealed weapons. G iant-sized weapons are typ ical ly 
twice as big and inf l ict an additional 1 D6 or 2D6 damage. 
Otherwise, these items are fundamental ly the same as the 
bionic ones. 

Pressurized cabins are complete envi ronmental sys
tems that contain the al ien's home atmosphere, sealed , 
cleaned and recirculated i nto the vehicle or suit . This is 
l ikely to be something other than normal Earth atmo
sphere and may include water/f lu id ,  radiation , or air that is 
toxic to humans. Loss of 75% of an exoskeleton's body, or 
a veh icle's or robot pi/ot's compartment means cabin in
tegrity is breached and loss of atmosphere wi l l  begin .  
With in 2D4+4 melees ( 1  1 /2 to 3 minutes) , the atmo
sphere wi l l  be gone and the pi lot wi l l  start to suffocate un
less other breathing apparatus are avai lable. A spare tank 
with a mouthpiece-fitted hose is a good backup (cost of 
$500) . 

Robotic armor ratings work the same way as vehicle 
armor and natural armor. Any ro l ls to strike that are below 
the armor rating simply bounce off the robot, whi le those 
that are above it do damage to the robot's S.D.C. (not the 
pi lot) . The pi lot is not in danger until the robot's enti re 
S .D .C.  is depleted . 



Al ien Watch G rou ps 
By Wayne Breaux & Kevin Siembieda 

Earth Organizations and 
Individuals of Note 

Since the n ineteen-forties, there has been a sign ificant 
increase of reports regarding UFO sightings and abduc
tions around the world . Fearful and expectant, people 
have been watch ing the skies and looking for answers. 
From average civi l ians and professional astronomers to 
rel ig ious cult ists and world governments, humans have 
been waiting for proof that i nte l l igent al ien beings have 
been visit ing our planet. However, the answer to that 
question only creates new ones. Who are they? What do 
they want? Are they fr iends or foes? And so on.  As a re
sult , numerous organizations have been establ ished to get 
the answers to these questions, and/or to protect Earth 
from the alien threat . Each of these groups has its own 
goals and agendas. Whether they are friend or foe to the 
al ien visitor is often hard to determ ine. Many of them are 
operated by zealots and fanatics. 

Note: In the comic book world of superheroes, strange 
humanoid mutants, super beings, robots , cyborgs, dimen
sional travelers ,  and time travelers, al ien visitors are com
mon. Many are maniacal vi l lains, destroyers and world 
conquerors. Consequently, in the context of Heroes Un
l imited™, Al iens Unl imited™ and comic books in  gen
eral ,  the question is not, " Is there intel l igent l ife out there?" 
but "How many of them are out there? What do they 
want? And who wi l l  protect us from them?" The answers: 
Thousands! They want al l kinds of th ings. And , of course , 
super heroes wi l l  protect us. 

Remember, the organizations presented in this book 
are those of a fictional Earth where super beings are an 
everyday occurrence and aliens are real . They are not 
meant to reflect any true-to- l i fe government agencies, or
ganizations or sentiments. 

Govern ment Agencies 
Project Tyche 

Project Tyche is the current incarnation of the Air 
Force's UFO investigation operations. The name comes 
from an old goddess of good fortune who was supposedly 
beautifu l ,  yet an outsider in her own pantheon. It was cho
sen because the government considers aliens to be po
tential godsends of good fortune, but most are defin itely 
mysterious outsiders with unknown or questionable mo
tives. 

To the general publ ic , Project Tyche is a high profi le 
endeavor by the US mi l itary to keep the people safe from 
hosti le al iens. This is partly true. It is the responsibi l ity of 
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Project members to actively work at keeping al iens away 
from USA citizens, but they do so not only to protect them , 
but to acquire coveted UFO technology and to protect na
tional security. 

Whether the al iens are friendly or host i le , they are 
hunted down , captured , imprisoned , examined and interro
gated . Agents from Project Tyche are frequently so eager 
to secure al ien subjects that they have l itt le regard for ci
vi l ian laws, property or the people they are supposed to be 
protecting. Many of these operatives are superspies or 
superhumans who frequently step outside the boundaries 
of the law to get the i r  job done. These extreme measures 
are usually al lowed under the blanket of "national secu
rity." However, the publ ic image of the project is one of 
protecting innocent humans from marauding al ien mon
sters. 

A great deal of the organization's t ime is spent on re
search and col lat ing data. A low prof i le segment of Project 
Tyche qu ietly col lects reports about UFO sightings, abduc
t ions, and strange phenomena (especial ly concern ing 



strange animals and so-cal led mutants and super beings) 
from newspapers ,  magazines, computer nets, wire ser
vices, and mi l itary and FBI reports .  They also monitor  ru
mors, al legations, and underground activities across the 
country, as wel l  as comments and criticisms about Project 
Tyche and who said them (perhaps they are al iens or 
a l ien sympathizers trying to discredit or  d istract them) . 

The public relations office of Project Tyche is very 
visible and always prepared with a comforting or helpful 
commentary, evaluation,  statement or cover story. It is 
largely a publ ic relations front that is expert in cover-ups, 
misdirection and misinformation . They handle al l press 
and publ ic statements for Project Tyche, including press 
announcements, conferences, and detai ls regarding cur
rent investigations, mi l itary involvemenVactions, al leged 
sightings, the rel iabi l ity of witnesses , and general security. 
The actual agents are h ighly ski l led investigators and re
searchers ,  many of whom have a background in the mi l i 
tary, FBI , C IA or law enforcement. They have gotten 
additional train ing in psychology, parapsychology, surveil
lance and sociology to help them deal with both people 
and al iens. G.M. Note: For psychic investigators, parapsy
chologists and different types of psych ic characters , take a 
look at the characters , psi-powers , magic, ski l ls and set
tings in Beyond the Supernatural .  Some of the spies, 
gizmoteers and other characters in  Ninjas & Superspies 
may also be usefu l .  

Most investigators and personnel , especial ly those 
working with the publ ic , wi l l  wear crisp un iforms and show 
courtesy, respect and cooperation when deal ing with eye
witnesses , victims of al ien attacks, the press, and other 
government agencies. However, out of the public eye they 
are extremely aggressive , forcefu l ,  secretive and work out
side of the law. 

Most "real" field agents are rarely seen in publ ic and 
seldom make publ ic statements. Some aren't even recog
nized by the agency as official investigators. This is espe
cial ly true of those with "special" abi l ities , whether they are 
superspies, superhumans or al iens themselves. They tend 
to use force and strong-arm tactics to intim idate , per
suade, and get results. Their un iforms reflect their assign
ments and needs. Thus, they can wear nondescript 
civi l ian att i re ,  Air Force uniforms or high-tech body armor. 
They are the detectives and special i nvestigators assigned 
to track down and "neutral ize" alien invaders , predators 
and threats. Unfortunately, they exercise extreme preju
dice, use deadly force and tend to jump to conclusions. 
Most ,  but not al l ,  ascribe to the phi losophy of contain ing or 
e l iminating the potential danger (e .g .  shoot fi rst and ask 
questions later) . These secret operatives also monitor and 
secure areas of al leged UFO landings, crashes, and al ien 
activity, as wel l  as securing (conceal from the publ ic) 
physical evidence of al ien l ife forms, their spacecraft, tech
nology and thei r activities. They may work as independent 
Project Tyche investigators or in  cooperation with the FB I ,  
National Security Agency (NSA) o r  the mi l itary. 

In addition , Project Tyche's secret operatives are 
charged with ferret ing out any signs of al iens h id ing in so
ciety. A task they execute with extreme di l igence and near 
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fanaticism. Th is search , seize and "neutral ization" proce
dure is the extent of Project Tyche's responsib i l it ies. Once 
an al ien or evidence of an al ien is acqu i red, it is turned 
over to Project Secure, the NSA, the mi l itary or other top 
secret government agencies. 

Special Agent Fores - Head of Project 
Tyche 

Project Tyche is currently headed by Di rector Arnold 
Fores. Fores fol lows the old "us-and-them" approach to 
al ien-human interaction. Whi le he is intell igent and profes
sional enough to acknowledge the benefits of al iens and 
their technologies, he sti l l  bel ieves that they are not to be 
trusted . H is reservations and prejudice make him cal lous 
in  h is deal ings with al iens, and humans who protect or 
h ide them . Although he rarely interferes di rectly with any 
i nvestigation or hand l ing of al ien evidence , he does feel it 
is his duty to keep the Project moving ahead and produc
ing results. If , for any reason ,  he feels a case is proceed
ing too slowly, he wi l l  apply pressure to speed things up. 
This often leads to mistakes, breaking the law, mistreat
ment of artifacts and specimens ( l iv ing or dead) .  
Alignment: Diabolic 
Attributes : 1 .0. 1 4 , M .E .  1 1 ,  MA 1 3, P.S. 1 9 , P .P .  1 0 . 
P .E .  1 4 , P .B .  8, Spd 1 2  
Age: 54 ; P.P.E. :  9 
Hand to Hand: 82 , S.D.C.: 36 
Equivalent Level of Experience: 1 0th level M i l itary Spe

cial ist (espionage/Special Forces) , 9th level admin istra
tor. 

Educational Background: Mi l itary/combat, espionage, 
and admin istrative . Ski l ls of note include hand to hand : 
assassin ,  sn iper, i nte l l igence , i nterrogation, survei l lance 
systems, palming, pick locks, W.P .  automatic p isto l ,  
W.P .  automatic rifle , W.P .  bolt-action rifle and W.P.  
knife. 



Project Tyche 
The following ratings and agency detai ls are developed 

from the organizations section found in Vil lains Unl im
ited. It is a representation of the resources that have been 
al located to Project Tyche and is in no way meant to en
compass the statistics of the US Air Force as a whole. Re
sources and funding are divided into two categories. The 
statistics for the public relations section of Project Tyche is 
the fi rst number and description . The second number and 
data given after the slash are for the covert , al ien hunting 
operations. Both can be considered separate organiza
tions under the same umbre l la title and which work to
gether. 

Project Tyche is a mi l itary operation sponsored and op
erated by the United States government. Total Points: 251 
for the publ ic relations "front" agency and 480 for the co
vert arm of this organizat ion. 

A. Outfits : #2 Uti l ity Outfits (Un iforms): 2 points I #5 Gim
mick Cloth ing:  30 points 

B. Equipment: #4 Electronic Suppl ies: 1 0  points I #6 Un
l imited Equipment: 50 pOints. 

C. Weapons: #3 Armed Agents: 5 pOints I #6 Unl imited 
Weapons: 50 points. 

D .  Bion ics & Robotics: #2 Basic Systems: 1 0  pOints I #3 
Cyber Agents: 25 points; but considering bu i ld ing a ro
bot arsenal too. 

E. Vehicles: #5 Specialty Vehicles, including a fleet of 
ground vehicles and ai rcraft : 40 points I Same. 

F. Communications: #4 Computerized: 1 5  points I #5 Sat
e l l ite Network (mi l itary) : 30 points . 

G .  Offices, H ideouts, & D istribution: #3 National : 1 5  pOints 
I Same. 

H. M i l itary Power: #3 M i l it ia: 1 5  pOints I #5 Strike Force: 
40 points; includes psychics ,  cyborgs and superspies. 

I . Super Powered Operatives: #2 Freelance: 1 0  pOints I #4 
Super Strike Force : 40 points; eight super powered be
ings (may be d ivided into smal ler teams of four) .  

J .  Sponsorship :  #2  M i l itary: 4 pOints I #4  Government: 1 0  
points. 

K. Special Budget: #4 Large Loans: 25 pOints I #5 Big 
Bucks: 35 points. 

L. Admin istrative Contro l :  #3 Free Hand: 1 5  points I #5 li
censed to Ki l l :  35 points. 

M. Internal Security: #3 Tight: 1 0  pOints I #5 Paranoid: 25 
pOints. 

N. External I nfi ltrat ion: #2 Rare Minor Traitor: 5 points I #3 
I nformation Source: 1 0  points 

O. Research and I nformation Gathering: #4 Excel lent 
Connections: 20 pOints I Same. 

P. Agency Credentials: #5 Recognized: 30 pOints I #3 
Faceless: 5 pOints 
Q. Agency Salary: #4 Good: 20 points I Same. 
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Project Secure 

This is a special government agency loosely affi l iated 
with the NSA and FB I ,  and closely aff i l iated with Project 
Tyche.  The agency picks up where Project Tyche or other 
agencies leave off . When the Air Force or Project Tyche 
has identified , located and contained or "neutral ized" per
sonnel or situations deal ing with al iens or al ien technol
ogy, Project Secure is brought in to take over. The sites of 
al ien involvement are sealed using PS agents and armed 
government agents or soldiers. The only people al lowed to 
examine and remove physical evidence or al ien captives 
are Project Secure's own . 

Under Project Secure's supervision ,  al l  phYSical evi
dence is meticulously cataloged, photographed, removed 
and transported to a "secured" (and secret) government 
research and quarantine faci l ity ; among them, Area 51 . 
Al iens and artifacts are quarantined for decontamination 
and top medical and scientif ic personnel are brought in to 
investigate, analyze and interrogate. Again , these doctors , 
chemists , phYSicists , pathologists, engineers, interrogators 
and other operatives are government agents, or people 
working for the government and screened and authorized 
by Project Secure .  Specimens are subjected to countless 
tests to determine as much as possible as qu ickly as pos
sible. Lingu ists , cryptographers , and scientists attempt to 
translate instructions and the function of al ien mecha
nisms under control led condit ions and the ever watchfu l 
eye of PS agents. Functioning items are subjected to in
tense scrut iny with an eye toward copying the technology 
for integration into mi l itary weapons and defensive sys
tems. These items are sometimes given to Projects Tyche 
and Secure for field test ing. 

Live al iens are usual ly handled with care and kindness 
by Project Secure. Scientists usual ly try to determine 
whether or not the al ien wi l l  be stable and strong enough 
to survive physical and psychological tests and examina
t ions. They are treated humanely and given modest but 
n ice l iv ing quarters. However, pressure from the top brass 
sometimes leads to rushed and botched research as well 
as occasional mistreatment, death or escape. 

Gett ing l ive subjects is a rarity .  D i rector Fores and the 
folks at Project Tyche have a nasty habit of "neutral izing" 
(e.g. terminating) al iens which are usual ly determined to 
be hosti le, requ i ring deadly force. However, Project Se
cure has acqu i red over a dozen "l ive" al ien subjects over 
the last two decades. 

If the al ien does not speak or understand a known 
Earth language, translators wi l l  use computers and psy
chics to establ ish commun icat ion. The next step is to es
tabl ish the al ien's intentions on Earth and whether they 
threaten national (or global) security. Ideally, they want to 
bui ld a relationship  with friendly al iens in  hopes of ex
changing technOlogy, information and services. 

Depending on the al ienness of the character's appear
ance , his natu ral and superhuman abi l it ies , personal ity 
and level of cooperation , the being may be al lowed to 
work for the government for the rest of h is l ife. A few may 
even be al lowed into human society, but wi l l  always be un-



der government scrutiny. The Alien Acclimation Pro
gram (some would say indoctrination) and the 
survei l lance of al ien operatives is the responsibi l i ty of 
Project Secure. Project Tyche may also engage in  unau
thorized survei l lance of the AAP and may intervene if an 
al ien goes awol or ''turns bad." This often turns into a race 
between the two agencies to see who can find the al ien 
fi rst. Project Secure wi l l  capture ,  question and try to "accl i
mate" the al ien to the benefit of the nation and national se
curity. Project Tyche typical ly perceives the al ien as a 
dangerous monster or traitor that must be "neutral ized" 
before "it" ki l ls , or threatens national security. According to 
Director Fores , once an al ien turns, it is no longer rel iable 
and should be terminated . 

The typ ical Al ien Accl imation Program (AAP) lasts one 
to four years before it is determined whether the al ien can 
be al lowed to function in  human society, even under strict 
mi l itary rules and observation .  The period is governed by 
the friendl iness and cooperation of the al ien and how 
qu ick the being becomes accl imated to Earth society, civi
l ization and the law. Those that successful ly complete the 
AAP process are encouraged to join S.C.R .E .T. 
(Superbeing Contro l ,  Retrieval & El imination Teams; see 
Vil lains Unl imited for detai ls) , Agec, Project Secure ,  Pro
ject Tyche, the FB I ,  NSA, C IA, mi l itary or other govern
ment agency. Many will accept the offers simply to l ive a 
reasonably free l ife . Those who refuse to cooperate , ex
h ibit host i l ity or treachery, or simply cannot accl imate to 
human society are imprisoned at secret bases and period
ically studied. 

So far, no Earth governments have been approached 
by representatives from another world with a request to 
join an interstel lar federation or to engage in any sort of 
trade. The al iens who have been captured are independ
ent operatives, explorers, refugees, would-be heroes , 
crim inals, madmen, monsters and would-be world con
querors. Sadly, dangerous al iens have far outweighed the 
number of friendly, peaceful al ien visitors , which fuels the 
flames of paranoia and gives Project Tyche more pol itical 
clout and credib i l ity than Project Secure, under the admin
istration of Director Sinder. 

Game Master's Note: The vast variety of ski l led per
sonnel involved in the al ien investigation and processing 
procedures under both Project Tyche and Project Secure 
provides a great environment to get a group of player 
characters together, human and al ien , superspy and super 
powered . The confl icts between agencies Tyche and Se
cure are also excel lent vehicles for sub-p lots, espionage, 
intrigue, treachery and battle. Likewise, player groups who 
have an al ien, or suspected al ien may be placed under 
survei l lance by one or both groups. At some pOint, Project 
Tyche or Project Secure may question the characters , ar
rest/capture the suspected al ien(s) , ask h im or her to un
dergo AAP,  make them work for them, or be "neutralized." 
Any heroes who try to protect or hide the al ien threat, es
pecial ly mutants , other aliens, and vigi lantes, wil l be re
garded as criminals, traitors, spies or a threat to national 
security. They may be hunted , attacked , placed under ar
rest, imprisoned, i nterrogated, indoctrinated and/or "neu
tral ized !" 

27 

Heck, these two agencies can give a Game Master the 
basis for an entire campaign . Our heroes could be 
hounded by them, designated as dangerous crim inals or 
subversives, work for them as project Operators or free
lance superheroes or be secretly drawn into confl icts in
volving al iens. If noth ing else, the agencies can be a 
reoccurring story element and subplot; fr iend, enemy, or 
both. 

If the Game Master wishes the player characters to 
work for Project Secure or Tyche (the latter would agree in 
order to keep a close eye on supposedly "accl imated" 
al ien agents) , the corresponding agency and its d i rector 
would be in contro l of thei r assignments, ju risd iction and 
activities. Di rector Sinder would be open ,  understanding 
and offer as much freedom as he reasonably could. D irec
tor Fores would be suspicious, restrictive and tend to play 
favorites. He wi l l  appreciate AAP al iens and other charac
ters who enjoy hunting and ki l l ing al iens on the loose , 
which may be appeal ing to evi l  characters, and other 
al iens. 

Special Agent Sinder 

- Head of Project Secure 
Director M ichael Sinder is the devoted head of Project 

Secure. He feels it is h is duty to oversee the safe and hu
mane handl ing of al ien specimens and captives so the 
government, and country can benefit from them (or be 
protected from them) .  He is less aggressive , host i le and 
fanatical than Di rector Fores of Project Tyche. He bel ieves 
that people from other worlds can become friends and al
l ies and help bring Earth to a new age of cultural and tech
nological advancement. To Di rector Sinder, this dream of 
a new prosperity is more important than playing on peo
ple's fears, e l iminating potential al ien threats , or engaging 
in  agency pol itics. He and h is agents are quietly dedicated 



to their work and far less vocal or visible than Project 
Tyche. They avoid publ ic scrut iny and even avoid the at
tention of the NSA and other government agencies. They 
have a job to do, and they do it. Consequently, it is the 
high prof i le , vocal and aggressive Director Fores at Pro
ject Tyche who has the ear of the mi l itary and h ighly 
placed officials who share h is paranoia about national se
curity and sanction his extreme conduct and use of deadly 
force. This actual ly g ives Project Tyche and Agent Fores 
greater freedom, and sometimes greater authority over 
alien investigations, recovery and "neutralization" than 
Project Secure ,  which is supposed to be its superior par
ent agency. 

These d iffering views, including Di rector Fores unoffical 
pol icy of terminating aliens at the sl ightest provcation, of
ten resu lts in frequent clashes between the two agencies 
over methods, procedures and results. Di rector Sinder de
spises Fores and hates it when "al ien threats" have been 
"neutral ized" by PT agents. A corpse cannot provide infor
mation about al ien technology or worlds and work with hu
mankind to make Earth a better p lace. The two agencies 
and their d i rectors represent the two extremes of power 
(good and evi l ) .  
Alignment: Scrupulous 
Attributes : La. 1 7 , M .E .  1 4 , M .A. 1 2 , P .S.  1 5 , P.P. 1 1 .  
P .E .  1 2 , P .B .  1 4 , Spd. 9 
Age: 41 , P.P.E. :  8 
Hand to Hand: 78, S.D.C. : 20 
Equivalent Level of Experience: 6th level soldier, 1 0th 

level admin istrator. 
Educational Background: Mi l itary/combat, research and 

admin istrative. Skil ls of note include hand to hand: ex
pert, i ntell igence ,  i nterrogation , survei l lance systems, 
land navigation , computer operations, computer pro
gramming, W.P. automatic pistol and W.P .  automatic ri
f le. 

Project Secure 

Project Secure is a government agency. Total Points: 
555, including 40 pOints for modifications. 

A. Outfits: #4 Specialty Cloth ing: 1 0  points 
B. Equipment: #6 Un l im ited Equipment: 50 points 
C. Weapons: #5 The Arsenal :  30 points 
D. Bionics & Robotics: #5 Bionic Arsenal :  50 points 
E. Vehicles: #6 Un l imited Veh icles: 60 points 
F. Commun ications: #5 Satel l ite Network: 30 pOints 
G. Offices, H ideouts, & D istribution: #4 Regional : 25 

points 
H. Mi l itary Power: #4 Private Army: 30 points 
I. Super Powered Operatives: #5 Super Army: 50 points 

J. Sponsorship :  #4 Government: 1 0  points 
K. Special Budget: #5 Big Bucks: 35 pOints 
L. Admin istrative Contro l :  #4 Agency Protection: 25 pOints 
M. Internal Security: #5 Paranoid: 30 points 
N. External I nfi ltration : #4 General I nfi ltrat ion: 25 pOints 

(th is includes moles inside of Project Tyche, the FBI ,  
NSA and Congress) . 

O. Research and Information Gathering:  #6 Un l im ited 
Connections: 50 pOints 
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P. Agency Credentials: #3 Faceless (to the public, but au
thorit ies wil l treat them as #5 Recogn ized) : 1 5  points 

O. Agency Salary: #5 Excel lent: 30 points 

Lock Down Teams 

Project Secure Super Agents 
Lock Down is the code name for Project Secure's 

Super Response Teams (SRT) . These agents are spe
cially recru ited and trained for the capture ,  restraint, and if 
necessary, termination of al ien fugit ives , mutants and 
monsters. Lock Down is dispatched after any al ien who 
exhib its extreme destructive, antisocial or psychopathic 
behavior. L ikewise, they pursue escapees from Project 
Secure and subjects who represent a serious danger to in
nocent l ives or national security. They may also face hu
mans, foreign operatives, superhumans and super v i l la ins 
suspected of protect ing, harboring, kidnapping or working 
with al ien terrorists , criminals and other dangerous 
rogues. The primary goal of Lock Down is to capture the 
al ien and secure the situation . Its secondary goal is to pro
tect civi l ians, property, national security and the l ives of 
Lock Down agents. Their th i rd d irective is to protect and 
preserve al ien visitors and thei r technology. In most 
cases, Lock Down can use lethal force at their discretion , 
un less d i rect orders demand otherwise. Lock Down teams 
are seldom sent on seek and destroy missions, but they 
are authorized to ki l l  an al ien if it proves to be h ighly de
structive or murderous. 

There are currently four  active Lock Down teams. As 
the number of qual ified recru its grows, new teams may be 
added. Current teams are designated Alpha, Beta, Delta, 
and Epsilon. Abbreviated references are LDA, LDB LDD 
and LDE on. Alpha team is stationed in  New Jersey, j ust 
west of New York. Beta is located in Cal ifornia near Death 
Valley. Delta members are stationed in southern Arkansas 
close to Texarkana, and Epi long is found in Bismarck 
North Dakota. All of them are quartered in secret safe 
houses on or near an Air Force base or ai rfield where they 
wait for a cal l to action. They spend much of their active 
duty time investigating reports of UFO landings and ab
ductions, tracking down and capturing suspected al iens, 
mutants and monsters, and assist ing Project Secure in 
any way necessary. They are generally ready to go on a 
moment's notice . 

Lock Down Alpha 
Lock Down Alpha is the oldest o f  the teams. They have 

the most experience , h ighest clearance , and greatest ski l l  
and rank. The four N PCs presented below are the core 
members of Lock Down Alpha. One to four new agents 
may be temporarily rotated into Alpha for f ield experience 
and tra in ing. The four core agents have an excel lent rap
port with D i rector Sinder and share h is views about al ien 
l ife and how Project Secure should operate. Team Alpha 
has had many clashes with Di rector Fores and his opera
tives from Project Tyche. There is no love between them 
and Project Tyche. 



Ego 
Based on drawings by Eric Breaux. 

Samantha Bol in is as confident, flamboyant and proud 
as her code-name, Ego, suggests. Born to a wealthy cor
porate family, the young Samantha had everything 
handed to her on a si lver p latter. I n  addition, she was a 
natural beauty with brains, agi l ity and grace . She went to 
col lege , but had no real aspi rations. Life was dul l  and her 
future seemed no brighter. One n ight, on her way back to 
her campus dorm itory, she was attacked by a man with a 
knife . Her martial arts c lasses and gymnastics flashed into 
her mind. She responded with reflex-l ike motions that 
seemed natural and easy. Fi rst she sl ipped out of h is 
grasp and used h is own momentum to swing h im in front 
of her. A series of swift kicks to the gro in and head sent 
her assai lant reel ing. A simple arm hold kept him pinned 
unti l the pol ice could be cal led. 

The adrenal ine rush gave her an unexpected thri l l .  Sud
denly she knew what she wanted - excitement. 
Samantha began working out more extensively and took 
classes in criminology and law. After she acqui red her de
gree , she appl ied to the FBI in  hopes of becoming a field 
agent. During train ing ,  her superior reflexes, agi l ity and 
uncanny luck were noticed by a recruiter for Project Se
cure. He convinced Samantha to try a few tests for an el ite 
project called Lock Down. She breezed through one of the 
toughest train ing exercises ever devised and the project 
coordinator offered her a position with Lock Down Alpha. 
She's been with the team ever since. 

Sti l l  accustomed to being rich , Samantha enjoys the 
high paying job and d istinction of being one of the youn
gest and best in an "elite" secret government force. Fur
thermore ,  she thrives on the excitement, challenges and 
intrigue her profession brings. Samantha (or Ego, she 
hates being called "Sam") gets along wel l  with the rest of 
the group and is a steadfast and loyal team player who 
doesn't hesitate to dive into the thick of things, but is rarely 
reckless or foolhardy. She l ikes Wash ington's seriousness 
and inte l l igence, although he is rather distant and some
times weird .  Tinker is a friendly genius who Samantha 
l ikes very much, even when he grumbles and curses. Ko
modo sti l l  int imidates her; he is a n ine foot (2 .7 m) tall 
powerhouse but his qu iet, gentle nature has al lowed her to 
accept him as a person instead of a monster. She consid
ers her teammates to be her surrogate family and treats 
most of them better than she does her true relatives. Her 
real fami ly cannot understand why she wants to risk her 
l ife doing such dangerous work with "freaks." 
Code Name: Ego 
Real Name: Samantha Bol in  
Rank: Captain 
Alignment: Scrupulous 
Hit Points: 49 
S.D.C. : 74 
Weight: 1 27 pounds (57 kg) 
Height: 5 feet, 6 inches ( 1 .7 m) 
Age: 29; P.P.E. :  1 8  
Attributes : \ .0. 1 9 , M .E .  1 4 , M A  22, P .S.  1 6, P .P .  23, 
P.E. 1 5, P.B. 27, Spd. 1 9  
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Disposition : Samantha is the proud daughter of parents 
who d isapprove of her profession as an FBI agent (they 
don't know everything about her work, although they do 
know she works with super powered beings/freaks) . 
She tends to th ink of herself as superior to others , but 
over the years this attitude has been tempered with ex
perience. Ego knows the l imits of her abi l it ies and 
charm and uses them to their maximum effectiveness. 
Although she seems to flaunt her wealth, beauty, and 
unparal leled luck, she doesn't often do so del iberately 
and seldom underestimates her teammates or oppo
nents. She is a good person who sincerely cares about 
her teammates, Project Secure and people in  general 
(al iens included) . 

Experience Level :  Eighth 
Power Category: Mutant 
Unusual Characteristics: None 
Super Power Category:  Super Abi l it ies 
Major Super Abil ity : Karmic Power; see Heroes Unlim

ited, page 278-279.  
Minor Super Abi l ities: Extraordinary physical beauty, ex-

traord inary physical prowess, and mental stun .  
Combat Ski l ls:  Hand to Hand: Martial Arts . 
Attacks Per Melee: Five 
Bonuses: +4 on in itiative, +7 strike, + 1 2  parry ,  +1 4 

dodge, +1 3 auto dodge, +2 damage, +1 0 rol l  with 
punch or impact, Critical on a natural 1 8 , 1 9  or 20, ka
rate style kick does 1 D8 damage, j ump kick (critical 
strike) , leap attack (critical str ike) , entangle, and paired 
weapons. 

Other Bonuses: +6 save vs poisons/toxins/gas, +6 vs 
psionics, +4 vs magic, +20% vs coma/death and +1 0% 
to al l  ski l ls .  Attacks from her enemies: Death blows do 
not ki l l  her - only stun ,  critical damage attacks against 
her only do normal damage, she is knocked out only by 
a natural 20. Note: Opponents get no bonuses to 
str ike, parry, or dodge the karmic character. Straight, 
unmodified dice rol ls only. 

Education Level :  Bachelor's Degree in Criminal Science .  
Skills of Note (includes a l l  appl icable bonuses): Cryp

tography 85%, laser commun ications 95%, optic sys
tems 98%, radio: basic 98%, radio: scramblers 95%, 
radio: satel l ite relay 80%, T.V./video 95%, read sensory 
equipment 95%, computer operation 98%, intel l igence 
91 %, photography 98%, writ ing Uournal istic) 83%, lan
guage: Russian 98%, language: Spanish 98% and 
W.P. automatic p isto l ,  W.P .  chain and W.P .  staff. 

Secondary Skil ls: Dance 86%, basic electronics 70%, 
ath letics , prowl 98%, swimming 98%, p i lot: automobi le 
98%, pi lot :  motorcycle 84%, pi lot boats: sai l  84%, pi lot 
boats: motor 72%, language: Japanese 85%, language: 
German 85%, fi rst aid 65%, wi lderness survival 45%, 
and art 44%. 

Appearance: Samantha is a beautiful woman with long , 
red hair that fal ls in  tight curls. She normally dresses in  
expensive and fashionable clothes. Often the att i re is  
tight fitt ing, but  her  respectable background usually 
keeps her clothes from being too reveal ing.  Her cos
tume is a black and violet body suit with dark boots and 
loose sleeves. 
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Occupation : Government agent. 
Weapons and Equipment: Typically she carries no 

weapons other than a pai r of nunchaku concealed in 
her boots. However, she is trained in  the use of the au
tomatic pistol , staff and chain weapons. Ego prefers to 
rely on her physical abi l it ies and ancient oriental weap
ons Equipment is normally min imal and includes a 
small headset receiver/transmitter, her nunchaku (two 
pair) and two pairs of titan ium handcuffs. 

Vehicle: Her personal veh icle is a Shelby Cobra. On mis
sions, the group is issued or assigned veh icles or trans
portation. 

Body Armor: Her costume/body suit is a form of experi
mental Flexi-Steel armor (A.A.  1 4 , S .D .C.  1 00) . Ego re
fuses to use heavy su its of armor. 

Komodo 
Based on drawings by Eric Breaux. 

Komodo is a successful recruit from Director Sinder's 
Alien Accl imation Program. He was found by Project Se
cure, quarantined, questioned , befriended and eventually 
became a member of Project Secure as a special opera
tive . He feels a sense of debt to the program for al lowing 
h im to stay on Earth despite the atmosphere of distrust 
and fear regarding non-humans. He is devoted to "rescu
ing" (not capturing) and helping other aliens, mutants and 
so-cal led monsters to f ind a place in the world through 
Project Secure. He is a vocal opponent of Director Fores 
and those in Project Tyche who promote fear, prejudice 
and murder in the name of national security .  

Komodo's real name is Tiloch Tark. He was a member 
of a fai led coup to oust a mi l itary dictatorsh ip  on h is 
homeworld and had to flee with a group of h is comrades. 
Thei r  spacecraft began to have trouble near Jupiter and 
was forced to land on Earth . The whole vessel broke up 
as it entered the atmosphere. Ti loch is the only known sur
vivor. The four bodies of h is companions were never re
covered. 

He feels very protective of the Alpha team members, 
Director Sinder and the Project. Ti loch was trained as an 
intel l igence officer and spent a decade as a dutifu l soldier, 
watch ing as the mi l itary took over his people. He sees dis
turbingly simi lar trends with in the structure of Project 



Tyche and other factions with in  the Earth's world govern
ments. Th is t ime he plans to make a difference.  
Code Name: Komodo 
Real Name: Tark 
Rank: I nvestigating Agent (roughly equal to a Lieutenant) 
Alignment: Principled 
Hit Points:  57 
S.D.C. : 432 , A.R. : 1 3  
Weight: 375 pounds ( 1 69 kg) 
Height: 9 feet, 2 inches (2 .8 m) 
Age: 1 95 ;  P.P.E. :  1 2  
Attributes : I .Q. 1 5 , M .E .  1 9 , M .A. 1 0, P .S.  30, P .P .  20, 

P .E .  20, P.B. 1 0 , Spd. 23. P.S. is superhuman. 
Disposition : Ti loch is a qu iet, reserved powerhouse. He 

calmly observes al l that he sees and remembers i t .  He 
has strong feel ings for the other members of Alpha 
team and wi l l  do h is best to protect them. Although he 
rarely al lows h imself to smi le, Tiloch's favorite team
mate is the good-natured Tinker. 

Experience Level :  Seventh 
Natural Abil ities: Natural armor rat ing. 
Super Power Category:  Alien experiment (Super Sol

dier) . 
Super Soldier Modifications: I nvulnerabi l ity , increased 

agi l ity , dexterity, and S .D .C .  
Major Super Abil ity: None. 
Minor Super Abil ities : Energy expu lsion: electricity 906 

damage (or 1 D6xl 0 for a quicker damage rol l ) .  
Combat Ski l ls:  Hand to Hand:  Expert and Wrest l ing. 
Attacks Per Melee: Five 
Bonuses: +2 in itiative , +5 str ike ,  +7 with ancient W.P . ,  +5 

with aimed shots , +6 to parry, +8 to parry with ancient 
W.P. , +6 dodge (+8 underwater) , +6 auto dodge , +1 5 
damage, +6 rol l  with punch and fal l ,  critical strike on an 
unmodified 1 8 , 1 9 , or 20, paired weapons, and entan
gle. 

Originating Alien Environment: Abrasive Atmosphere 
Education Level :  Mi l itary SpeCial ist 
Skills of Note (includes bonuses): Detect ambush 85%, 

detect concealment 75%, intel l igence 81 %,  interroga
tion 85%, tracking 75%, swimming: advanced 95%, ar
chery, W.P.  knife ,  W.P.  sword , W.P.  energy pisto l ,  W.P .  
energy rif le, language: Eng l ish 90%, and language: 
Span ish 90%. 

Secondary Ski l ls :  Navigation 90%, read sensory instru
ments 70%, fi rst aid 80%, W.P .  automatic p isto l ,  W.P .  
semi and ful ly automatic rif le, W.P .  sub-machinegun ,  
c l imbing 74%, swim 98%, pi lot motorcycle 64%, and p i 
lot truck 64%. 

Appearance: Tiloch could have modeled for an ancient 
samurai's batt le mask. H is face has a demonic, scowl
ing expression ,  and his skin is a dark reddish grey. He 
often wears on ly  pants . Komodo's costume is a styl ized 
version of the ancient samurai armor, complete with 
helmet. 

Occupation: Government agent 
Weapons and Equipment: Komodo's personal treasure 

is his Vibro-Katana (506 plus P .S .  damage) . It is a fam
i ly hei rloom that is more than 400 years old, and is the 
only sentimental keepsake he has from his homeworld . 
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He also carries a pai r of Earth knives and a h igh qual ity 
katana. His modern weapons usually include two 1 0  
mm auto pistols (406 damage per bul let) and, when 
necessary, heavy assau lt rifles. Besides his headset re
ceiver/transmitter, Komodo carries compact cl imbing 
gear. 

Vehicle: A powerful hover cycle designed to carry Tiloch's 
mass. It is identical to a standard hover cycle, but it has 
300 S .D.C.  On missions, the group is issued or as
signed vehicles or transportation. 

Body Armor: Normally Komodo wears none, but he does 
have a full hard armor su it of his styl ized armor (A.R.  
1 6 , S .D .C.  250) for the most dangerous heavy combat 
situations. 

Tinker 
Based on drawings by Eric Breaux 

Michael Dax is the qu intessential gizmoteer. Since he 
was old enough to s i t  up, he has had a knack for taking 
things apart and putt ing them back together again per
fectly. As he reached h is teens, he was able to make sig
n ificant improvements on the original designs and fix just 
about anyth ing. M ichael had troubles in h igh school be
cause h is mind was always working on ideas and modifi
cations for his "t inkerings." He dropped out of school 
halfway through his jun ior year and earned money as a 
mechanic on the racing circuit. A tour  in Vietnam in  1 968 
turned his interest to weapons and combat veh icles . His 
work on hel icopters during the war caught the attention of 
h is superiors. When he retu rned Stateside, the govern
ment was wait ing. He was recruited to bui ld vehicles for 
various government agencies, including some work on the 
in it ial S .C.R .E .T. equ ipment. When Project Secure needed 
a h ighly ski l led mechan ic to examine and rebui ld alien arti
facts , M ichael was the logical choice. He jumped at the 
chance and later joined Lock Down Alpha as code name 
Tinker. 

M ichael is a good-natured, old veteran whose humor is 
often of the adult variety. He l ikes to tel l stories and jokes, 
often to no one in particular (he'l l talk to humans and to his 
mach ines) . He is meticu lous, but only to the point of func
t ion. His creations do not have to look good, they just have 
to work. However, he doesn't mind when he is requ i red to 
"pretty 'em up" and he has a good eye for aesthetic 
design .  His ski l l  as an artist with veh icles and weapons is 
unequal led . 

Tinker l ikes the big al ien, Komodo, and feels he needs 
to keep an eye out for Ego, but Washington is too secre
tive for his taste . He is loyal to his teammates and the 
cause. 
Code Name: Tinker 
Real Name: Michael Dax 
Rank: I nvestigating Agent (roughly equal to a Captain) 
Alignment: Scrupulous 
Hit Points :  46 
S.D.C.:  44 
Weight: 1 1 0 pounds (50 kg) 
Height: 4 feet, 1 0  inches ( 1 .4 m) 
Age: 45; P.P.E. :  9 





Attributes: I .Q. 20, M .E .  1 2 , M .A. 1 2 , P.S. 1 7, P .P .  1 4 , 
P .E .  1 1 ,  P .B.  1 2 , Spd. 1 5  

Disposition: Michael often plays the gruff ,  old veteran to 
the h i lt (d irty jokes and al l ) .  He is mostly dissatisfied 
with the state of the world , especially bureaucracy, but 
is surprisingly ideal istic and hopefu l .  He keeps h imself 
from becoming cyn ical or depressed through his humor 
and work with Project Secure .  

Experience Level :  Tenth 
Super Power Category:  Hardware 
Hardware Category:  Mechanical and Weapons. 
Combat Ski l ls:  Hand-to-Hand: Expert and Boxing. 
Attacks Per Melee: Four 
Bonuses: +2 in it iative , +2 to str ike ,  +5 to strike with an

cient W.P. , +7 to strike with aimed shots, +5 to parry, 
+8 to parry with ancient W. P . ,  +5 to dodge, +3 damage, 
+4 rol l  with punch or fal l ,  critical strike on 1 8 , 1 9 , or 20, 
knockout ( 1 06 melee rounds) on a natural 20, paired 
weapons, entangle, and judo-styled body f l ip ( 1 06) . 

Education Level:  Trade School 
Skills of Note (includes all bonuses) : Mechanical engi

neering 98%, automotive mechan ics 98%, ai rcraft me 
chan ics 98%, locksmith 98%, read sensory instruments 
98%, weapon systems 98%, mathematics: advanced 
98%, basic electronics 98%, demolit ion 98%, demol i
t ion disposal 98%, p i lot tank and APC 98%, bu i ld super 
vehicles 98%, recognize veh icle qual ity 76/95%, W.P.  
b lunt ,  W.P.  chain ,  W.P .  automatic pisto l ,  W.P .  rifle, 
W.P. semi and ful ly automatic rifle ,  W.P. heavy, sn iper 
(+2 strike with rifle) , make and modify weapons 98%, 
and recognize weapon qual ity 76/98%. 

Secondary Skills: Computer operation 98%, running, pi
lot: automobile 98%, p i lot: truck 98%, p i lot: hel icopter 
98%, pi lot: a irplane 98%, pi lot: race car 98%, p i lot: mo
torcycle 95%, and pi lot boats: motor 75%. 

Appearance: Michael is physical ly small but he has gone 
through great pains to keep h imself i n  shape. He is 
hardly ever seen out of h is overal ls , and even fre
quently wears them on missions. A red baseball cap 
stained with oil and grease rarely leaves his head. 
Stubble always covers h is rugged face. 

Occupation: Government Agent 
Weapons and Equipment: M ichael 's personal weapon of 

choice is a Berreta 9 mm (he is +9 to strike with an 
aimed shot) . He often carries a large .50 cal ibre hand
gun (identical to the Korimyr in  the equ ipment section of 
this book) and always has his own version of the explo
sive strap gun (also in this book's equ ipment section) .  
Michael (and al l Hardware: Weapons characters) can 
make any of the special ammunit ion and bui ld any of 
the advanced firearms presented in this book and 
Heroes Unlimited. 

Vehicle: Min iature Jet Pack that is h igh ly concealed and 
fits under his equ ipment backpack (stats identical to the 
jet pack on page 348 of Heroes Unl imited) . 

His personal transportation is a BMW 850i with con
cealed medium armor (A.R .  1 6 , 700 S .D .  C . ) ,  and 
twenty 2 .75 inch (70 mm) rocket tubes in the trunk on a 
pop-up launcher, advanced radar targeting computer, 
smoke screen ,  veh icle caltrops, engine readout pack-
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age,  searchl ight, winch and cable, theft alarm , and theft 
proof locks. Maximum speed is 270 mph (432 km) ! He 
is always "tinkering" with h is souped-up car and is con
sidering g iving it f l ight capabi l it ies. This vehicle is often 
used on Team Alpha missions. 

Personal Body Armor: A special ceramic and metal body 
su it of h is own design: A .R .  1 6 , S .D .C .  1 40, with de
tachable jet pack. 

Washington 
Based on drawings by Eric Breaux. 

Brian Martin is the leader of Lock Down Alpha. He is a 
wizard whose code name is Washington .  As a chi ld ,  he 
was always athlet ic, but a sharp intel l igence and curiosity 
lu rked with in the young man , so he excelled in both high 
school athletics and academics. When he graduated , 
Brian was a smart, strong and wel l  rounded teen with a 
bright futu re .  Wanting to learn al l he cou ld ,  he accepted an 
athletic scholarsh ip to put him through college. While mak
ing h is way through his master's degree , Brian met an in
teresting professor  of h istory who would change his l ife. 
The wily old man was an arcanist who introduced Brian to 
the wonders of spell cast ing. By the time he graduated , 
Brian was well on his way to mastering the mystical arts. 

He took a government grant sponsored by the mi l itary 
to research geomancy and ley l ines. During this period , 
h is forte in magic became known and he was contacted by 
the recru iter for the FBI 's Super Agent Program (SAP) . 
Brian decl ined h is offer. A week later, the man returned 
with information dossiers on Project Secure and plans for 
the Lock Down teams. This caught his attention and in
flamed h is natural curiosity. Adventure, studying al ien l ife 
forms and their technology, and un locking the mysteries of 
the un iverse . It was an incredib le opportun ity. He wasted 
no time jo in ing. 

Brian/Washington , has been with Lock Down Alpha lon
ger than anybody, 1 0  years , and currently functions as 
team leader. He doesn't have a mi l itary background, but 
tra in ing in basic mi l itary procedure, strategy and tactics, 
plus years of experience have turned him into an excel lent 
leader. He feels responsible for each of the team mem
bers and considers h imself l ucky that only one agent un
der his d i rect command has ever died. The last two years 
he has been plagued by troubl ing nightmares that he fears 
may be visions of the future. They reveal a great magical 
catastrophe that wi l l  rock the planet. The visions offer no 
detai ls , on ly impressions, so he can't tel l  when it will hap
pen or how dramatically it wil l affect the world. He won
ders if it is a natural disaster or if aliens are involved. He 
keeps h is fears and n ightmares to h imself and takes spe
cial interest in other practit ioners of magic, al ien magic 
and psych ics, hoping they may shed some l ight on h is vi
sion. These dreams have made him a bit moody and he 
has become increasingly qu iet and secretive. 

Washington is a competent and caring leader who is re
spected by h is teammates. However, other members of 
Project Secure f ind the scholarly magic user to be aloof 
and a bit spooky,  so they tend to avoid h im after hours.  



Code Name: Washington 
Real Name: Brian Martin 
Rank: Field Commander Agent (roughly equal to a Colo-

nel) 
Alignment: Scrupulous 
Hit Points:  60 
S.D.C.: 74 
Weight: 2 1 0 pounds (95 kg) 
Height: 6 feet, 2 inches ( 1 .9 m) 
Age: 36; P.P.E. : 205 
Attributes : I .Q. 1 7 , M .E .  1 9 , M .A.  1 2 , P.S.  1 8 , P .P .  1 5 , 

P .E .  23, P .B .  1 4 , Spd. 1 3  
Disposition : Brian is a calm ,  clear thinking man of obvi

ous intel l igence and education .  He is very analytical 
and calculating, but not to the point of excluding emo
tions or compassion .  He genu inely l ikes and cares for 
the people under his command , but he feels it is impor
tant to distance h imself from them as their leader. His 
visions of doom have troubled and distracted h im,  but 
he wi l l  not al low those distractions to jeopardize any 
missions. 

Experience Level :  9th 
Super Power Category: MagicIWizard 
Spel ls: Knows all 1 -4 level spel ls , p lus the following: dis

pel magic barriers, negate magic, eyes of the wolf, fly 
as the eagle, globe of si lence ,  ice blast (NEW) , magic 
armor (NEW) , Mystic shield, tongues, words of truth ,  
cal l ing, energy disruption ,  heal wounds , banishment, 
and wisps of confusion . P.P.E.: 205. Spell Strength : 
1 5  

Combat Ski l ls:  Hand to Hand: martial arts , boxing, and 
wrestl ing. 

Attacks Per Melee: Seven 
Bonuses: +3 on in itiative, +2 to strike, +5 to strike with 

aimed shots , +5 to parry, +5 to dodge , +5 to damage, 
+ 1 0  to rol l  with punch or fal l ,  jump kick (crit ical) , entan
gle, critical on unmodified 1 8 , 1 9 , or 20, paired weap
ons, leap attack (critical) , KO on natural 20 when 
punching, p in/incapacitate on unmodified 1 8 , 1 9 , or 20 
(if declared) , body block/tackle, +3 vs magic, +2 vs pos
session, and +3 vs Horror Factor. 

Education Level : Doctorate/Ph .D .  
Skills of Note (includes al l  bonuses): Al l  science and 

medical ski l ls at 98%, computer operation 98%, boxing, 
wrest l ing , fencing,  gymnastics (al l  percentages at 98%) . 
Lore : demons and monsters, lore: ghosts and faeries, 
lore: geomancy and l ines of power, lore: rel ig ion, al l  at 
98% proficiency. Chemistry, Hol istic Medicine, and Ar
chaeology, all at 98%. 

Secondary Ski l ls:  Advanced mathematics 98%, hand to 
hand: martial arts , read sensory instruments 83%, basic 
mechanics 75%, basic electronics 83%, art 75%, writ
ing 69%, photography 93%, W.P .  revolver, W.P.  auto
matic pisto l ,  wi lderness survival 53%, cl imbing 69%, 
pi lot automobile 83%, and pi lot ai rplane 70%. 

Appearance: Brian is a tal l ,  well-bu i lt and reasonably 
handsome man who looks more l ike he is entering h is 
th i rties than h is forties. H is hair is kept short. He prefers 
to wear comfortable clothes (often jeans and button-up 
shirts) . H is costume as Washington is a grey or navy 
blue jumpsuit with b lack gloves, boots and trim.  

Occupation: Government agent under the jurisdiction of 
Project Secure, with a background in science, medi
cine, research and lore .  

Weapons and Equipment: Carries both a revolver and 
an auto pistol and the issued headset receiver/transmit
ter when working. He always has a pai r of optics in the 
form of n ightvision (ambient l ight ampl ification) goggles. 

Vehicle: Personal veh icle is a Lotus Elan. 
Body Armor: Washington's costume has concealed ar

mor (A.R.  1 0 , S.D.C .  50) in it, but he rel ies heavi ly on 
his magic for protection . 

Civi l ian Organ izations 
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Triton Industries 
By Kevin Siembieda & Wayne Breaux 

Triton Industries is a developer and manufacturer of 
mi l itary, law enforcement and civi l ian weapons, ammuni
tion , body armor and survival equipment. It is a growing 
corporation with its headquarters in  Elko, Nevada. This is 
also the location of thei r main proving area and testing 
grounds. The corporation has a presence throughout the 
Un ited States, Canada and Mexico. 

Triton I ndustries has been a major innovator in the area 
of energy weapons and advanced body armor for the last 
seven years. Before that, it was the struggl ing chi ld of its 
founder, Arthur Harding. The company was saved by an 
unexpected breakthrough in laser weapon technology. 

Research and development has expanded into im
provements and advancements of exist ing weapons, am
mun ition ,  and body armor. They have most recently 
developed an Al l-Weather, Al l-Environment exoskeleton 
Suit that has won them their second mi l itary contract. 
Thei r  fi rst contract is connected with Project Tyche (and to 
a lesser degree , Project Secure) and involves the identifi
cation and in itial analysis of alien artifacts. Arthur Harding 
and h is special research team have shown an amazing 
propensity for identifying and understanding al ien technol
ogy. They have also shown the same kind of fanaticism 
about protecting US citizens from hosti le aliens and dan
gerous weapons as Project Tyche has (or so it would 
seem) . This has created a strong bond between Tyche's 
D i rector and Harding. Director Fores has become increas
ingly rel iant on Harding and has arranged to make h im 
and Triton Industries special advisors and agents con
nected with the Project; this includes Arthur Harding, 
Brittany Shale, and a team of Triton speCial ists (lST oper
atives) handpicked by Harding.  

The Secret Behind Triton Industries 
Many people have been puzzled about Triton I ndus

tries' amazing development of advanced laser technology 
wh ich saved the struggl ing weapons manufacturer from 
the br ink of bankruptcy. The truth beh ind Triton I ndustries' 
achievements does not rest with the gen ius of Arthur Har
ding or his research teams, but with the appearance of 
Brittany Shale, a visitor from another world. 



Eight years ago, an al ien spacecraft crashed in the 
backyard of Triton I ndustries. Harding and his people were 
the fi rst on the site and helped the government, including 
Project Tyche agents, with securing the area and col lect
ing the remnants. The crashed vessel was apparently a 
l ifeboat jett isoned from a larger al ien vessel in d istress. 
The large vessel exploded high above the Earth and 98% 
of the debris is bel ieved to have burned up in Earth's at
mosphere. No remnants are known to have reached 
Earth . Unfortunately, the al ien l ifeboat didn't survive either 
and crashed in Nevada with a titanic explosion. The occu
pants were kil led and burnt beyond recognit ion from the 
result ing crash ,  explosion and f ire .  The government seized 
what was left of the vessel and the corpses of an esti
mated 47 occupants. 

Unknown to the government, there was one survivor. A 
woman was rescued and h idden by Arthur  Harding. The 
owner of Triton I ndustries kept his "guest" a secret even 
from his closest associates. He was able to gain the 
alien's trust and, with time, her love and devotion . By 
studying her laser pistol sidearm , he was able to copy it 
and develop a working prototype to gain investors and at
tract the mi l itary. Once the necessary money was ac
qu i red , Triton Industries' ski l led scientists, under Harding's 
supervision , were able to develop numerous advanced la
ser weapons and devices and win a government contract. 

After his in it ial breakthroughs dupl icating the al ien tech
nology , Harding real ized what a beautiful system this was. 
If he could acquire additional al ien technology, he could 
study and dupl icate them (wel l ,  many of them) and make a 
fortune. To this end, he has encouraged ties with Project 
Tyche. Through this connection he has learned that for the 
last 60 years (perhaps for centuries) , Earth has been vis
ited by al iens from other worlds. By cementing his ties with 
Project Tyche, he could be among the f irst to rescue (steal 
and/or study) these items before they are taken by Project 
Secure or other agencies. By playing on the paranoia and 
animosity between Project Tyche and Project Secure , he 
has been able to convince D i rector Fores to let his people 
help in the "neutral ization" of alien invaders, and prevent 
their dangerous weapons and technology from fal l ing into 
the wrong hands; l ike super vi l la ins, foreign governments, 
Project Secure and other fool ish l iberals. 

Harding and h is trusted companion , Brittany Shale (the 
surviving al ien) , are carefu l  to play the role of psychotic 
zealots , which has convinced Fores that they are kindred 
spi rits . They never take fool ish chances, and quickly turn 
al ien artifacts over to Project Tyche or Secure operatives , 
but usually not before Harding has had a chance to exam
ine them with his mutant powers and/or a detai led video 
documentation has been made. With the secret support 
and blessing of D i rector Fores, Harding has organized a 
half dozen squads of agents to investigate suspected 
al iens, UFO sightings and to "col lect" equ ipment from 
al ien visitors on Earth . 

These squads are very simi lar in make-up and tactics 
to Project Secure's Lock Down teams. These Triton Strike 
Teams (TST) are always on cal l  and ready to respond at a 
moment's notice . They are frequently deployed to investi-
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gate situations that Project Tyche is unable to explore, ei
ther because the lead is too fl imsy, or because the 
investigation has been turned over to another agency, l ike 
Project Secure . I n  this way, D i rector Fores has h is f ingers 
in  the investigation (or so he th inks) through the TST (their 
true nature and t ies to Triton I ndustries are concealed) . 
These teams are also sent out to investigate leads of their 
own. Triton Industries employs several civi l ian wire ser
vices and UFO watch groups to keep them apprized of al
leged sightings and strange occurrences. Once there is a 
sol id lead , the Triton Strike Teams go into action and try to 
beat the government at f inding al iens, and seizing their 
technology.Captured al iens are a rarity. TST operatives 
tend to ki l l  these presumably hosti le invaders and col lect 
their weapons and equipment to be brought back to Triton 
I ndustries' secret fortress. The occasional al ien captive 
may also be brought back to base where they are offered 
deals for information ,  cooperation and their equip
ment/technology. Deals are typically something l ike,  "Give 
us what we want or we' l l  ki l l  you , "  or, "we' l l  turn you over 
to the government (namely Project Tyche) ." Those who re
fuse to cooperate are terminated and thei r bodies are 
either cremated or turned over to Project Tyche. Occa
sional ly they are turned over to Project Tyche al ive . But in 
most cases, the identity of the a l ien 's interrogators and the 
location of its confinement are kept a secret to avoid in
criminating Harding or Triton I ndustries. 

A standard TST field team will be a six to eight man 
squad divided equal ly into two teams who engage in coor
dinated investigations and attacks. At least 75% of the 
team members wi l l  possess super abi l it ies, and fal l  into 
the categories of al ien, experiment, mutant, or psionic. 

TST teams without super powered operatives wil l  in
clude agents from the Super Power Categories of bion ics, 
physical train ing and hardware , or be non-superhuman 
ex-soldiers or espionage agents clad in  experimental 
exoskeletons. Typical bionic operatives will have ampl ified 
hearing, some form of vision enhancement, radar, survei l
lance "bug" detectors, wide band radio receivers and 
transmitters, i n  addition to their bionic augmentation and 
1 D4 bionic weapon systems. Other operatives wil l be 
equ ipped with exoskeleton/body armor and laser weap
ons. 

A fortress-l ike complex a few mi les south of Triton In
dustries' headquarters is the Development Center and 
Testing Faci l ity for secret mi l itary projects and experimen
tal prototypes. It is protected by TI's weapon systems and 
el ite guards (TST agents) . Only Arthur Harding and hand
picked personnel have access to the faci l ity. N inety per
cent of the people at the main office never get past the 
front gate, let alone the front door. 

This faci l ity is the secret base and home for TST opera
tions and agents, as wel l  as for the studying, copying and 
storage of alien technology and artifacts . With in its inner 
sanctum are Darclon advisors, cel ls for al ien captives and 
places for dark experiments. Other than Brittany Shale 
and Harding, there are only a tiny handfu l of people who 
are al lowed into the inner sanctum or who know about the 
Darclon.  



Arthur Harding 
Head of Triton Industries 

Arthur Harding is a br i l l iant designer due largely to h is 
mutant super powers of holographic memory projection 
and mechano- l ink. These powers are especial ly useful in 
understanding, dupl icating and improving new (al ien) tech
nology, as wel l  as "knocking off" competitors' products. 
Unfortunately , many alien items are beyond Earth's manu
facturing capabi l it ies and requ i re advancements that are 
beyond any Earth manufacturer. Although he has many 
high-tech weapons and designs in his head from studying 
Shatter's and Darclon equ ipment, he wil l have to wait unti l 
other areas of manufacturing catch-up to make their repro
duction feasible. 

Harding is the true brains and motivator behind the Tri
ton success story. The majority of his technical staff and 
researchers are merely developers and aides who carry 
through on h is designs. Publ icly, he p lays the role of the 
busy C .E .O. and tries to preserve his anonymity. His role 
as weapons developer and UFO investigator are closely 
guarded secrets. He has tasted the good l ife, and he 
wants more. His ambition has driven him to create the 
TST teams, to cont inue his secret campaign to p irate alien 
technology, and h is deal ings with the Darclon al iens for 
h is own personal gain .  He has become increasingly calcu
lat ing, ruthless, and maniacal . Although he is self-serving 
and evi l ,  he has h is own twisted code. This includes not 
purposely harming innocent bystanders ,  protecting chi l
dren , and not undermin ing the government, authorities or 
the law (it 's one thing for "h im" and h is agents to circum
vent the law for their gain ,  but not for other al iens, crimi
nals, or super vi l la ins to do) . I n  h is own way, Harding is a 
patriot who wi l l  do what he can to defend and protect the 
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Un ited States of America and the human race. He would 
be horrified to learn of the Darclons' schemes and would 
turn against them in  a heartbeat. Shatter shares simi lar 
views. 
Alignment: Aberrant 
Hit Points:  33 
S.D.C. : 65 
Weight: 1 84 pounds (83 kg) 
Height: 5 feet, 1 1  inches ( 1 .8 m) 
Age: 33; P.P.E. :  1 2  
Attributes: La. 20, M .E .  1 5 , M .A. 1 7, P.S. 1 2 , P .P .  1 4 , 
P .E .  1 0 , P .B .  1 5 , Spd. 1 3  
Experience Level :  6th level 
Super Power Category: Mutant 
Unusual Characteristic: Double-jointed 
Super Powers: Mechano- l ink and holographic memory 

projection. 
Combat Ski l ls :  Hand to hand: basic 
Attacks Per Melee: Five 
Bonuses: +1  to strike, +2 to parry and dodge, critical on 

unmodified 1 9  or 20. 
Education Level :  Four years of col lege. 
Scholastic Skills (includes all bonuses): Electrical engi

neer 98%, survei l lance systems 98%, computer repair 
98%, robot electron ics 55%, mechanical engineer 98%, 
locksmith 95%, aircraft repair 80%, robot mechanics 
55%, navigation : space 98%, navigation (air ,  land , wa
ter) 98%, read sensory equipment 98%, weapon sys
tems 98%, p i lot: jet fighter 98%, and pi lot: space shuttle 
98%. 

Secondary Skil ls: Computer operation 98%, hand to 
hand: basic, ath letics (general) , p i lot: automobi le 98%, 
pi lot: a i rplane 98%, advanced mathematics 84%, lan
guages: Spanish , French , Russian ,  and German, al l  at 
80%; p i lot: sai lboats 98%, W.P .  revolver, writ ing Gour
nal istic) 38%, and pi lot: motorboats 84%. 

Occupation: Founder and C .E .O. of Triton Industries; a 
mult i-mi l l ionaire and weapons developer. 

Appearance: Harding is a suave, debonair and hand
some man in his early 30's. He always wears expen
s ive business suits and has an air of always being in 
contro l .  

Shatter 
Shatter (aka Brittany Shale) is the sole survivor from 

the space l ifeboat that crashed in Nevada. Her vessel had 
been i nvaded by some sort of alien predators that ap
peared after their sh ip had gotten caught in a space and 
time anomaly. The dimensional anomaly warped them 
from their solar system into Earth's. They came to Earth 
because it was the nearest p lanet with inte l l igent , and as 
fate would have it , human l ife (Shatter and her people are 
human) .  However, the deadly i nvaders proved too danger
ous and the ensu ing battles caused the ship to explode in  
Earth orbit. She and 47 others were ordered into a l ife 
boat, but only she survived the crash.  

The a l ien woman appears completely human although 
she possess some superhuman abi l it ies. She has always 
viewed Arthur  Harding as her rescuer and the two quickly 
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fel l  i n  love. The two have been inseparable for the last 
seven years. As Brittany Shale, she is Di rector of Security 
for Triton I ndustries. Under her Shatter persona, she is 
known as Tl 's top super powered operative. Only a few 
people know Shatter and Brittany are one and the same. 
Of course, this means she has access to al l  TI weapon 
systems, vehicles and faci l it ies. She is also privy to Triton 
Industries' and Arthur Harding's secrets , including TST op
erations, their ties with Project Tyche and the presence of 
the Darclons. 

Brittany does not trust the Darclons. They have no 
honor and she suspects them of having u lterior motives. 
She has expressed her concerns to Arthur , but he has as
sured her that they are h is pawns and there is nothing to 
fear. Brittany isn't convinced of th is , but keeps her suspi
cions to herself and an eye on the Darclons. 

As Shatter, she is considered an unknown vigi lante as
sociated with an unknown group (TST) who hunts down 
and fights al iens, mutants and super vi l la ins. Authorities 
consider Shatter and her teammates to be low priority be
cause the group keeps a low prof i le , does not engage in  
robbery or endanger civ i l ians, and , in fact, have assisted 
or defended authorities against al ien and/or super v i l la ins 
on several occasions. The "official" investigation of Shatter 
and cohorts has been acquired by Project Tyche (who 
know she is an agent of Arthur Harding,  so they have 
ki l led the investigation . At least for the moment, Shatter 
and the TST can operate with min imal fear of government 
intervention) .  

Earth Identity : Brittany Shale; a.k.a. Shatter 
Real Name: Britonshael 
Alignment: Aberrant 
Species: Humanoid , looks completely human. 
Hit Points: 57 
S.D.C. : 2 1 2 ,  P.P.E. :  1 4  
Weight: 1 54 pounds (69 kg) 
Height: 5 feet, 6 inches ( 1 .65 m) 
Age: Unknown , looks to be in her late twenties. 
Attributes: La. 1 5 , M .E .  1 1 ,  M .A. 1 3, P.S. 27, P .P .  23, 

P .E .  20, P.B. 1 4, Spd. 66 
Experience Level :  9th level 
Super Power Category: Alien 
Home Planet :  H igh G ravity 
Major Super Abil ities: Vibration (Shock wave qu ick rol l  

damage 1 D6x1 0+1 2) .  
Minor Super Abil ities : Heal ing factor and fl ight: wingless. 
Combat Ski l ls:  Hand to hand: martial arts , wrest l ing, and 

boxing. 
Attacks Per Melee: Seven 
Bonuses: +1 on initiative, +6 strike, +8 strike with ancient 

w. P. , +6 strike with aimed shot, +9 parry, + 1 1  parry 
with ancient W.P.s ,  +9 dodge, +1 0 rol l  with punch or 
fal l ,  j ump kick (crit ical) , entangle, critical on unmodified 
1 8 , 1 9 , or 20, paired weapons, leap attack (critical ) .  

Education Level:  Alien Combat Special ist 
Scholastic Skills (bonuses included) : Martial arts, fi rst 

aid 98%, boxing,  S.C .U .B.A. 98%, wrest l ing, gymnas
tics 98%, languages: Engl ish, German, French , Rus
sian , Spanish,  and Ital ian , al l  at 98%; W.P.  sword , W.P. 



knife ,  W.P.  pai red , W.P.  energy pisto l ,  W.P.  
sub-mach inegun,  W.P.  auto pisto l ,  and archery 

Secondary Ski l ls:  Prowl 98%, pi lot: motorcycle 98%, pi
lot : automobile 92%, p i lot: hel icopter 60%, basic me
chan ics 52%, basic electron ics 70%, read sensory 
equ ipment 95%, computer operation 98%, cook 98%, 
wi lderness survival 95%, and W.P. b lunt. 

Equipment: As Head of Security at Triton I ndustries her 
usual complement of weapons includes a pair of throw
ing knives (1 D6 damage) ,  two automatic pistols (one 
loaded with armor piercing rounds) , two stakeout style 
shotguns (one loaded with flechette rounds) , one 
sub-machinegun fir ing needle rounds, or Triton I ndus
tries TKO rounds. 
As Shatter: I n  addit ion to her powers and superhuman 

S.D .C . ,  Shatter is always wel l  armed with virtually any 
weapons and equ ipments she or her teammates (TST) 
need. Typical weapons include TI laser weapons, p lasma 
ejectors or rocket launchers. 

Brittany has a personal bank account with 1 D4 mi l l ion 
dol lars. 

Note: Only Harding and two of his most trusted scien
tists (both h ighly paid and 1 00% loyal) ,  know that 
Brittany/Shatter is an al ien. 

Darclons 
The Darclons are a race of evi l  al iens from another di

mension. They have struck a deal with Harding to provide 
technological information and items in the areas of laser 
and energy weapons, body armor and exoskeletons/ 
power armor in exchange for information about Earth , the 
solar system and alien visitors. 

History: The Darclons were once powerful intergalactic 
arms dealers and slavers unti l  the Splugorth and Naruni 
appeared in their dimension. Thei r  new, ruthless 
transd imensional competitors l i terally destroyed the 
Darclons to el iminate the competition .  With in  50 years, the 
Darclons had been extingu ished as a force in their un i 
verse. Those who weren't slai n ,  or put out of business, 
were captured and enslaved. Although tens of thousands 
survived as free people (there had been bi l l ions) , they 
were forced into h id ing and l ive a qu iet existence. I n  an at
tempt to escape the Splugorth and Narun i  Enterprises, the 
aliens turned their dwindl ing resources toward developing 
dimensional travel .  

It took nearly a thousand years , but they have begun to 
master traversing the Megaverse. Their  l ink to the Earth of 
Heroes Unl imited is one of their more promising door
ways to another real ity. One faction of Darclons is consid
ering abandoning thei r native d imension to flee to another 
one not yet dominated by the Splugorth or other 
transd imensional menaces and conquerors. They are siz
ing up Earth and its un iverse as a possible candidate for 
such an exodus. The people of Earth , and even many of 
the more advanced "al ien" races who inhabit the solar sys
tem, are comparatively prim itive and could provide a rich 
environment for business, growth , and conquest. 
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The Darclons & Triton Industries: The Darclons are 
using Triton I ndustries as a pawn for thei r own schemes. It 
was Harding's Darclon "friends" and advisors who sug
gested the formation of the TST to study other aliens and 
to capture their technology (al l the easier for them to learn 
about their potential opposition) .  The Darclons are also 
fascinated by the phenomenon of the "super hero/super 
being" in this dimension. They see such powers as a new 
marketing and mi l itary opportunity. This has led them to 
develop experiments with the intention of inst i l l i ng super 
abi l it ies in normal humans - so far none have been suc
cessful .  Unknown to Harding,  they are also experimenting 
with genetiC engineering on animals, humans and al iens, 
for the purpose of creating an army (or slave force) of 
super beings to conquer this new universe and reclaim 
their own . Earth is just a potential stepping stone in this 
campaign.  

Unknown to Harding and Shatter, it was the Darclons 
who attacked Brittany's spacecraft (she never actual ly saw 
the invaders) . It was through this encounter that they dis
covered Earth and were able to track Brittany to Triton In
dustries. The Darclons were able to open a dimensional 
Rift near TI and send special agents to make a bargain 
with Arthur Harding. Thankful ly, it is extremely d ifficult for 
the Darclons to create the dimensional opening to begin  
with (only 1 D4 times an Earth year) and can seldom ho ld it 
open for more than a few minutes. There are five Darclon 
"advisors" at the TI Development Center and Testing Fa-



ci l ity/Fortress. These five creatures help Harding develop 
new energy weapons, body armor and exoskeletons, help 
identify al ien artifacts. One, a diabol ic witch named 
Dreeja, is the leader of one of the Triton Strike Teams. An
other pai r of Darclons not aff i l iated with Triton I ndustries 
are conducting thei r own exploration of Earth and plan on 
recruit ing a group of super v i l la ins (and perhaps con
ducting experiments on mutants and super humans to un
lock the secrets of the i r  powers and repl icate them) . 

Alignment: Any, but usually selfish or evi l .  
Attributes : La. 306,  M .E .  406 ,  M .A .  206+1 , P .S .  406, 
P .P .  306, P .E .  406, P .B .  1 06 ,  Spd 306 
Hit Points: Standard ;  P . E .+ 1 06 per level of experience. 
S.D.C.:  4D6x1 0 ;  P.P.E. :  1 D6x1 0 
Natural Body Armor: A.A .  1 4  
Height: 5 feet plus inches ( 1 .6 to 2 .0 m) .  
Weight: 1 00+ pounds (54 to 82 kgs) . 
Average Life Span : 240 years 
Race: Humanoid 
Super Abil ities: All Darclons possess immense psionic 

powers. They are considered natural psionics, despite 
their alien orig ins, and are able to select f ive additional 
lesser powers and one additional super psionic power 
at fi rst level .  At additional levels, they get twice the 
usual number of powers. I .S.P. is a massive M .E .x1 0 
plus 1 0  points per level of experience. 

Natural Abil ities: +5 to save vs Horror Factor , +2 to save 
vs disease, resistant to normal f i re (half damage; but 
suffers ful l  damage from magic, p lasma or 
Mega-Damage flame) and +2 on in itiative. They are 
also ambidextrous, which adds one attack/action per 
melee round, +1 to parry ,  + 1 0% to cl imbing ski l l ,  +5% 
to escape artist, pick locks, mechanical repair, and 
electrical repair . 

Special Weapons: Short- and long-range energy weap
ons are favorites. 

Special Vehicles: Jet packs and hover veh icles. 
Special Armor: They have half a dozen different types of 

power armor and giant combat robots back in their 
home dimension , but none have been brought to Earth . 

Fami l iarity with Earth: Equal to "Has studied Earth" re
sult on the Fami l iarity With Earth table. 

Darclons in Rifts : As a Rifts character, a Darclon is a 
Mega-Damage Mind Melter with the fol lowing psych ic 
powers: Al l  physical powers, speed reading, total recal l ,  
telepathy, telemechanics, bio-regeneration (super) , 
electrokinesis, pyrokinesis, telekinesis, group mind 
block, mind bolt, mind bond, psi-shield, and psi-sword . 
I .S .P . :  M .E.x1 0 plus 1 0  per level of experience. 

They are Mega-Damage creatures with 4D6x1 0 
M .D.C.  and technology level roughly equ ivalent to the 
Coalit ion States. I n  the Rifts World, their energy weap
ons inf l ict Mega-Damage and the armor of their bots , 
body armor and veh icles are also M .D.C .  structures. 

The Darclons are foul ,  merci less creatures who view 
humans and most other humanoid l ife forms as thei r in
feriors; after all , they were used to being king-of-the-hi l l  
i n  their own d imension for eons before the Splugorth 
and Naruni Enterprises appeared and changed every-
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thing. During their reign as intergalactic arms dealers 
and slavers, they were only sl ightly better than the 
Splugorth in  regard to the i r  treatment of other l ife forms. 
In many ways, it is befitt ing that they suffer at the hands 
of the Splugorth for what they did to countless others . 
To this day, there are thousands of Darclon slaves who 
serve wi l l ingly and by force as M in ions of Splugorth, but 
not among the min ions of Lord Splynncryth of Atlantis 
(remember, there are many Splugorth who dominate 
different parts of the Megaverse) . The Narun i  and a few 
others also have some Darclon slaves, although only 
one-tenth of the number owned by the Splugorth . The 
occasional Darclon slave, refugee or free man can find 
h is/her way to Rifts Earth . All Darclons despise the 
Splugorth and dream of the day they can extract re
venge (not l i kely) . They also disl ike Naruni Enterprises. 

They have tackled the problem of dimensional travel 
from a scientific point of view and, although they draw 
on P .P .E .  to create dimensional Rifts , they do not un
derstand or practice magic. 

Darclon player characters may be a rare al ien of 
compassion and good al ignment, but may be consid
ered outcasts by others of the race; most are anarch ist 
or evi l .  

Triton Industries 

Triton Industries (TI )  is a new mega-corporation in  the 
area of advanced weapons, armor development and man
ufacturing. It has a total of 346 points. It is loosely associ
ated with the US government and Project Tyche ,  as well 
as secretly associated with the Darclon al iens. 
A. Outfits : #4 Specialty Cloth ing:  1 0  points 
B. Equipment: #4 Electronic Suppl ies: 1 0  points 
C. Weapons: #5 The Arsenal :  30 points 
D. Bionics and Robotics: #3 Cyber agents: 25 pOints 
E. Vehicles: #4 Specialty Vehicles: 40 pOints 
F. Communications: #4 Computerized : 1 5  pOints 
G. Offices, H ideouts, Distribution : #4 National : 1 5  pOints 
H. M i l itary Power: #4 Private Army: 30 points 
I. Super Powered Operatives: #3 A Few Regulars: 20 

pOints 
J. Sponsorship :  #3 Private I ndustry: 6 pOints 
K. Special Budget: #5 Big Bucks: 35 points 
L. Admin istrative Contro l :  #2 Loose Laws: 5 pOints 
M. Internal Security: #4 I ron Clad: 25 points 
N. External I nfi ltration : #3 I nformation Source : 1 0  pOints 
O. Research and Information Gathering: #5 Superior Con

nections: 30 pOints 
P. Agency Credentials: #4 Known: 1 0  pOints 
a. Agency Salary: #5 Excel lent: 30 pOints 

TI Armor & Weapons of Note 
Triton I ndustries has developed a number of advanced 

energy weapons and h igh-tech ammunit ion, body armor 
and equ ipment. The items are "knock-ofts" from al ien 
sources. As a result , damage and data are often referred 
to as al ien equivalents found in the equipment section of 
this book or items found in Heroes Unl imited. 



Body Armor 

TI Riot Body Armors:  Triton produces armors identical 
to those in Heroes Un l im ited , but because of al ien technol
ogy, al l  have an armor rat ing one h igher (+1 ) and an addi
t ional 1 0% S.O .C .  than those l isted. Cost is 25% higher 
too. 

All Weather Armored Environmental Suit 
(A.W.A.E.S.): Identical to the H . E.A.S. except it has an 
A.A. of 1 3  and S .O .C .  of 300. Cost: $25,000. 

Fanning Recoi l  Diminisher exoskeleton MK-II I  
(FRDE a.k.a. Freddie) :  This power armor is  a combina
tion of a hydraul ic level ing and recoi l  absorbing system 
bui lt into a suit of protective body armor. The overal l  effect 
of the system is the near negation of recoi l  from automatic 
weapons. It also provides the wearer with +2 to P.S. and 
Spd. as wel l  as basic body armor protection with A .A . :  1 4  
and 1 60 S .O .C .  pOints. Other Bonuses: +2 to strike when 
burst f ir ing and +1  to strike when spraying/f ir ing wi ld (See 
Modern Weapon Proficiency section) . Weight: 1 00 
pounds (45 kg) plus weapon and equ ipment weight. Cost: 
$50,000 and up for a human-sized Freddie; double for g i
ant characters. 

The FROE is currently a very hot commodity in the se
curity and mercenary fields. Costs are high due to high de
mand and moderate production. 

FRDE MK-IV-Super (a.k.a. Super Freddie) :  This is an 
advanced suit of power armor with the same systems as 
the MK-I I I ,  but has enhanced robotic augmentation , laser 
targeting (4000 footl1 200 m range) , laser wrist blasters 
(306 damage, 2000 footl61 0  m range) . A.R.:  1 5 , S.D.C. : 
200. Bonuses: +4 to P .S .  (Superhuman) and + 1 0  to Spd . ,  
can leap 10  feet (3  m)  lengthwise or up ,  +1  to  dodge, +1  
on in itiative, +3 to  strike with lasers , +2 to  strike when f ir
ing bursts and +1 to strike when spraying/fir ing wi ld . Pen
alties: - 1 5% to prowl .  Weight: 200 pounds (90 kg) plus 
weapon and equ ipment weight. Note: This su it is not an 
EVA system. Cost: $500,000 and up for a human-sized 
Super Freddie; double for giant characters. This is an ex
perimental prototype. 

BSEVA-1 : An al l-environment su it based on designs of 
the suit Shatter/Brittany wore when she was fi rst discov
ered . Th is su it has NOT been made avai lable on the open 
market or to the mi l itary. An alien suit of riot armor: A.R.:  
1 5 , S.D.C. : 230. Features: Bui lt- in oxygen/S.C.U .B.A. ap
paratus, gas fi lters, air purge and circu lation system (can 
breathe the same air for 204 days before it goes stale) , 
long-range radio, laser target ing, radiation detector, and 
jet pack (90 mph/1 44 km) .  Brittany wil l wear one of these 
when involved in clandestine or defense operations. 
Weight: 30 Ibs ( 1 3 .6 kg) .  Cost: $350 ,000. 

Weapons & Ammunition 
Armor Piercing Ammunition : $275 per 1 00. 
Flechette Ammunition : These rounds are composed 

of hundreds of smal l ,  razor-sharp blades. Their penetra
tion value is low (add +2 to target's A .A . ) ,  but damage is 
high (606) . They can only be used in shotguns. $ 1 50 per 
1 00. 
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Shotgun Sabot Ammunition : These are advanced 
slugs for shotguns. Thei r  design doubles the normal range 
for shotgun slugs. Cost: $80 per 1 00. 

TKO .50 Cal ibre:  Identical to the Korimyr. 

TI Riproar: Identical to the Ridel ly .560. 

TI .50ACE:  This handgun is basically a .45 cal ibre with 
ACE modification (606 damage per round) . 

TI Multi-Cal Rifle: Triton Industries' triumph in assault 
r if le technology is the Mu lti-Cal rifle . It is a dual pu rpose 
weapon designed for S.WAT. and other tactical uses. 
The rifle has an over-under dual barrel assembly. The top 
barrel can f ire a variety of rifle cartridges, including the 7 
mm, 7 .5 mm, 7 .62 and 7.65 mm. The bottom is a 1 2  
gauge shotgun .  Both barrels are fed by cl ips. The 7.62 
mm is fu l ly automatic, whi le the shotgun is semi-automatic 
( it can f ire single aimed shots or rapid-fire short bursts) . 
Weight: 1 2 .8 pounds (5.8 kg) , Damage: 406 or 506 per 
round depending on the cartridge; shotgun:  406 per round 
(506 slugs) , Rate of fire: Aimed, burst, and wi ld; see 
Modern Weapon Proficiencies, Effective Range: Rifle: 
1 300 feet (396 m) or shotgun 1 00 feet (30 .5 m). Payload: 
Rifle: 25 round cl ip ;  shotgun:  6 round cl ip ,  Cost: $5,500. 

TI Energy Weapons: Triton I ndustries makes a 
min i-laser tool ,  laser pisto l ,  laser rifle , and heavy laser with 
backpack that are fundamental ly the same as those found 
in  the eqU ipment section of this book. 

TI Laser Wrist Band or Gauntlets: A pai r of l ight
weight laser weapons worn on the arms or hands. 
Weight: 1 pound (0.45 kg) plus a 1 0  Ib (4 .5 kg) hip or 
backpack generator, Damage: 306, Rate of fire:  Single 
or two-handed shot only, Effective Range: 300 feet (91 .5  
m) , Payload : Two shots per  each wrist band or gauntlet 
per melee round ( 1 5 seconds) , self-regenerating energy 
pack. Cost: $500,000. 

TI Plasma Ejector: One of the only Earth companies 
capable of producing a plasma weapon is Triton I ndus
tries. Weight: 1 5  pounds (6.8 kg) plus a 20 Ib (9 kg) back
pack generator, Damage: 506+ 10 ,  Rate of fire :  Single 
shot only, Effective Range: 1 000 feet (305 m) , Payload: 
1 0  shot energy cl ip ,  Cost: $500,000. Plasma cl ips cost 
$25,000. 



Reach U p  
Reach Up is a civi l ian group of al ien watchers. They 

come from all walks of l ife and have a common drive to 
see that al iens are given a fai r  chance on Earth . Most of 
them believe the government is a menacing organization 
that grabs up al iens and spirits them away to be dissected 
and studied . The members of Reach Up intend to do their 
best to keep al ien visitors out of the hands of the FBI (not 
that they have ever had the opportun ity to help any real 
al ien visitors) . They use the telephone , computer net
works, del ivery services, cl ipping services and f irsthand 
reports col lected by field agents to gather and distribute 
information to their members. Communication is mainly 
done via the te lephone, computers and the occasional 
ham radio Operator. ImportanVsecret information may be 
del ivered by hand from one member to another. 

Most participants of Reach Up have never met each 
other and only a dozen serve as field agents who go out to 
conduct physical investigations. Few can afford to jump on 
a plane to cross the country, so they cal l  each other unti l 
someone in  the area of the al ien or UFO sighting can re
spond. If an al ien is ever rescued , they have plans for a 
sort of al ien underground composed of volunteers who wi l l  
help h ide, house, feed, care for and transport the extrater
restrial. These people have l itt le access to equipment or 
resources, but they make up for it with determination and 
courage. 

Reach Up 
This is a civi l ian organ ization dedicated to unravel ing 

the mystery of UFOs and reports of al ien visitors. Total 
pOints: 96 
A. Outfits: None 
B.  Equipment: #2 Cheap Gear: 2 pOints 
C. Weapons: None; operatives must purchase their own 

weapons. 
D. Bionics & Robotics: None 
E .  Vehicles: None; only what each member has of his 

own .  
F. Communications: #2 Basic Service ( including publ ic 

computer networks) : 2 pOints 
G. Offices, H ideouts, & Distribution :  #4 Regional: 25 

pOints (people's homes) 
H. M i l itary Power: None 
I .  Super Powered Operatives: None 
J .  Sponsorship: #6 Agent Sponsored: 50 pOints 
K. Special Budget: N ickel and Dime: 5 pOints 
L. Admin istrative Contro l :  Rigid Laws: No points 
M. Internal Security: None 
N .  External I nfi ltrat ion: #2 Rare M inor Traitor: 5 points 

(members that work for the government and news 
agencies) . 

O. Research and Information Gathering: Cheap Re
sources: 2 points 

P. Agency Credentials: #3 Faceless: 5 points 
Q. Agency Salary: None; all are volunteers. 
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S.H .O.C. K. 
Super Human Observation & Control Knights 

By Wayne Breaux & Kevin Siembieda 

The Super Human Observation and Control Knights 
(S.H.O.C.K. )  are a fanatic army of human purists who op
erate as a pol itical organ ization .  They bel ieve anyone who 
is not ful ly human, including mutants, cyborgs, people with 
psion ics ,  and those with super abi l it ies, are a potential 
threat to "natural man ." Through the use of high technol
ogy, they have establ ished an organ ization to monitor, cat
egorize , and act upon any threat posed by "unnatural 
men" to natural men. To them, science (robotics) ,  nature 
(physical and special train ing) , and knowledge (spel l  and 
i l lusion magic) are meant to exist, for they in  no way "re
move the human from the man." Al iens are not human to 
start with ,  no matter what they look l ike .  Other super pow
ered people have to be altered or mutated in some way to 
possess "unnatural powers" and are thus not "natural . "  An
droids who think and act as androids are accepted as 
non-human machines, but those who either think they are 
human, or pretend to be, are added to the enemies of 
S .H .O.C.K. 

What S .H .O.C.K. cal ls its "Campaigns of Purity" are ac
tually trai ls of terrorism and genocide. Their standard tac
tic is to locate and identify an "abnormal" person and 
make an appearance in their imposing armor. A warn ing 
shot is f ired very close (with in  inches/centimeters) to the 
target. A camera in the armor records the shot to prove 
that it was not an attack. To the target, it wi l l  appear very 
much l ike an attack. If the target subject retal iates using 
unnatural powers, S .H .O.C.K. attacks with deadly force , 
claiming that the person was a violently dangerous, 
non-human vi l la in . If the target of the assault does not at
tack, he is told he won't be ki l led if he comes with them 
peaceful ly. If the person agrees to go, he'l l be brain
washed into forgetting he has unnatural powers 
(S.H .O.C.K. has mages with spel ls specifical ly designed 
for this taSk) . An implanted suggestion will make the per
son cal l  S.H .O.C.K. for help if he ever accidentally finds 
his powers again (great story idea, huh?) .  

The organ ization has had amazing success in  el iciting 
public support. This is in part due to an excel lent public re
lations campaign and impeccable t iming. The organization 
immediately seizes every opportunity to preach hate and 
confuse the facts whenever superhumans or mutants are 
responsible for trouble and mayhem. During qu ieter mo
ments, they preach subtle versions of their bel iefs, publ ish 
propaganda, conduct charities and make pol itical contacts 
(polit icians looking to score pOints with constituents fright
ened by powerful vi l la ins and non-humans are especial ly 
attracted to S .H .O.C.K. ) .  The S .H .O.C.K.  organization has 
developed an almost "above the law" status as a people's 
mi l it ia ready to protect humanity against monsters and 
mutants while the government stands by idly. The i l l usion 
that its members are carefu l  to make certain a suspect is 
not human before they take action , and that they only ki l l  
i n  self defense, only adds to their reputation as heroes 
and protectors.  
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Most S .H .O.C.K. agents appear to try to cooperate with 
the law. They never resist arrest, never endanger law en
forcement officers or i nnocent (human) bystanders and, 
un l ike many so-cal led super heroes and vigi lantes, g ladly 
remove any disgu ises, helmets, or masks to proudly re
veal who they are .  A defin ite improvement over those 
mysterious super vigi lantes and lawless mutants. Of 
course, S .H .O.C.K. agents flagrantly disregard the law 
and civi l rights to "get" super-freaks and unnaturals when
ever the media's eyes are not focused upon them. Like 
most fanatics, the typ ical S .H .O.C.K.  activist knows the 
law wel l  and twists it to protect h imself and further their 
cause. 

Many people fal l  right i nto the "non-human" phobia 
S .H .O.C.K. propagates, and the organ ization benefits from 
that by way of financia l ,  emotional and pol itical support. It 
has supporters and agents who have many different edu
cational backgrounds among its ranks: doctors , lawyers, 
government personnel ,  members of the mi l itary and po
l ice, media people, celebrities , the wealthy, teachers ,  
clergy, farmers, factory workers ,  laborers , fami l ies and 
others. Nearly anyone can be an active or supporting 
member of S .H .O.C.K.  The former are the mi l itant and vis
ible members involved in fighting "unnatural men ," reform
ing laws, demonstrating and "making a stand for their 
chi ldren." Supporting members tend to be the si lent major
ity, qu ietly sending in donations, information and words of 



support. They are also the least informed about the ex
treme activities and measures the organization is wi l l ing to 
take to preserve the rights, l iberty and l ife of natural men. 

S .H .O.C.K. is by no means a widespread underground 
society, but it is gaining "grass root" support at an alarm
ing rate. The organization claims to have the support of 
mi l l ions of Americans. To hear them talk, it seems that 
80% of the nation is behind them. In real ity, they have ap
proximately 60,000 supporting members across the coun
try and about 400 active core members. These active 
members are the most fanatical and violent. Thei r  devo
tion to the cause fuels the fi res of hate and motivates them 
to do the work of 4000. They can cover a surprising 
amount of ground. The founders and leaders have bu i lt a 
strong and stable organization that seems to be gathering 
support as more and more mutants, al iens and unnatural 
super beings seem to spring up every day. They are cal
culating,  purposefu l ,  driven and prepared. They do not 
usual ly make snap judgements , or take actions that wi l l  
hurt the cause. 

The surveil lance of one target can ,  and usually does, 
take weeks. Before any move is made, as much informa
tion as possible is gathered on a subject(s) and its (their) 
abi l it ies. Included in the observations are notes about the 
character's strengths, weaknesses, habits, publ ic state
ments, friends, al l ies and associations. Many times a doc
ile target wi l l  not be attacked but patiently monitored and 
held in reserve. This "unnatural man" wi l l  be put under 
regular survei l lance to determ ine h is/her/their threat level 
and capabi l it ies unti l a point in t ime when more dangerous 
targets are scarce , or when the threat level of the surveil
lance subject(s) increases or they can be set-up to further 
the cause. S .H .O.C.K.  has become qu ite masterful at 
framing "unnatural men" for crimes they do not commit, ar
ranging threaten ing situations for super beings to look 
more dangerous than they real ly are, as well as provoking 
super beings into action and into the public spotl ight to 
make S .H .O.C.K. look good or super beings, in general , 
look bad. 

One of S .H .O.C.K. 's driving goals is to have legislation 
passed to mon itor, contro l and imprison people with super 
abi l it ies. If they can get this done, their status as l icensed 
government operatives would be nearly assured (or so 
they bel ieve) . If it should ever happen ,  they wi l l  become 
advocates of legal genocide. Game Master Notes: The 
operatives and organ izers at S .H .O.C.K. are veterans at 
capturing people with super abi l it ies. Player characters , 
especial ly those in the publ ic eye , or who are disf igured or 
obviously inhuman, wi l l  be high on their "h it" l ist. Alter
nately, secret operatives may manipulate the characters 
into situations that wi l l  d iscredit them or even get them to 
fight other super beings (good or evi l ) .  S .H .O.C.K. agents 
are becoming increasingly notorious for arranging super 
heroes to fight super v i l la ins and vice versa. 

S .H .O.C.K. does not have robotics capabi l it ies, but they 
do have several techn ical people and manufacturers asso
ciated with the organizat ion. Non-combat members of 
S .H .O.C.K.  field teams are typ ical ly researchers, observ
ers (with sti l l  or video cameras in hand) , surveil lance or 
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communications personnel and general assistants. They 
frequently operate out of large vans or trucks f i l led with 
electronic scanners ,  surveil lance devices, tracking sys
tems, communications and recording equipment. Combat 
field operatives have mi l itary or other combat train ing ,  in
c luding the super categories of physical tra in ing, hardware 
and magic. Those sent to neutralize a super being may 
use disguises to look l ike an o rdinary person or law en
forcement officer or use a customized suit of Class Four 
Hard Armor with jet packs. The fo l lowing section detai ls 
some of that equ ipment. 

The supporting and active members of S .H .O.C.K. are 
not necessarily evi l  people (although a good percentage 
are, or have become evi l as a result of their fears and fa
naticism) . Most honestly bel ieve in their cause and feel 
their efforts are making a better world - all the greater the 
tragedy. 

S.H.O.C.K. 
The Super Human Observation and Control Knights 

(S.H .O.C.K. )  is an organ ization of mi l itant human suprem
acists who have created a sort of terrorist anti-super being 
network: Total points : 270 
A. Outfits: #1  None: 0 points 
B. Equipment: #5 Gimmicked Equipment: 30 pOints ( in

cludes their armor) . 
C. Weapons: #5 The Arsenal (except for energy weap-

ons) : 30 pOints 
D. Bionics & Robotics: #2 Basic Systems: 1 0  points 
E. Vehicles: #4 Spy Cars: 25 pOints 
F. Communications: #4 Computerized: 1 5  points 
G. Off ices, H ideouts, & Distribution : # 3 National : 1 5  

points 
H. M i l itary Power: #3 M i l it ia (Armed members) : 1 5  points 
I. Super Powered Operatives: #1 None: 0 points 
J. Sponsorship :  #6 Agent Sponsored: 50 points 
K. Special Budget: #2 N ickels and Dimes: 5 pOints 
L. Admin istrative Contro l :  #3 Free Hand: 1 5  pOints 
M. I nternal Security: #5 Paranoid: 30 points 
N. External I nfi ltration : #2 Rare M inor Traitor: 5 pOints 
O. Research and I nformation Gathering:  #4 Excel lent 

Connections: 20 points 
P. Agency Credentials: #3 Faceless: 5 points 
Q. Agency Salary: #1 None (These fanatics do it for the 

good of mankind . ) :  0 pOints 

Ander Michaels 
Founder & Leader of S.H.O.C. K. 

Ander M ichaels was the kind of kid that was scared of 
everything. He worried about monsters under h is bed and 
big kids at school .  Ander grew up to be a scared man . He 
was not bothered by people of other races ,  they were sti l l  
human after a l l ,  but  Ander came to bel ieve that there were 
real monsters out there. Al iens, mutants , psychics ,  cy
borgs, evi l  super beings, and even some who pretended 
to be super heroes. 

One day as he left a shopping mal l ,  he noticed a large 
crowd gathered in the parking lot. A sudden explosive 
crash sent the onlookers running. The disturbance was in  



the area of h is car, so Ander went to see what had hap
pened. He found the remains of his Buick wrapped around 
a lamp post. The culprit was a very big, angry, al ien or 
mutant. As the creature bore down on h im ,  Ander wet his 
pants and fainted . When he awoke, a handsome young 
man in  armor with a large rifle knelt over h im.  A super 
hero .  The hero compl imented Ander for his bravery and 
paraded him in front of television news cameras l ike a 
monkey on a string. Anders, i n  soiled clothes, was morti
fied, confused and angry. These super beings had seized 
contro l  of his l ife and he wanted it back. He vowed to h im
self that he would take contro l  of h is l ife and free h imself 
from these . . .  these . . .  th ings who weren't even human. 
That day the seeds of war were planted. 

Over the next few years he began to speak out and 
gather supporters . A midwest industrial ist and equally fer
vent human supremacist created S .H .O.C.K. armor and 
suppl ied two dozen un its of these power armor su its and 
weapons to the organization. Since then , funds have been 
raised to create over 1 00 armored suits. 

Ander is a paranoid xenophobe. He th inks aliens and 
super powered monsters lu rk everywhere ,  mostly dis
guised , as humans. He feels safe and powerful now that 
he has become the master of h is own fate and has sur
rounded h imself with l ike-minded people. With each pass
ing day, he becomes more of a megalomaniac, who 
bel ieves his own hype and is honestly convinced of the 
dangers posed by non-humans and super beings. The sad 
thing is that he is convincing others of his bel iefs and cre
ating a dangerous world. 
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Real Name: Ander M ichaels 
Alignment: Effectively aberrant. His fears and righteous
ness bl ind him from the truth , fuel his hatred and destroy 
h is capacity for compassion i n  regards to non-humans and 
mutants. However, he bel ieves what he says and has h is 
own twisted view of the law and real ity. Unfortunately, he 
bel ieves the ends justify the means. 
Hit Points: 20 
S.D.C. : 30 
Weight: 1 85 pounds (83 kg) 
Height: 5 feet, 1 0  inches ( 1 .8 m) 
Age: 29; P.P.E. :  6 
Attributes: 1 .0. 1 1 ,  M .E .  9, MA 20, P .S.  8, P .P .  1 3 , P .E .  

1 0 , P .B .  1 0 , Spd. 1 8  
Disposition : Ander th inks he is dOing the right thing. He is 

dedicated to the organ ization and u ltimately, the erad i
cation of non-humans. He is no longer the frightened l it
tle man he once was, he is empowered by the truth and 
is wi l l ing to be a martyr to the cause. 

Experience Level :  Thi rd 
Super Power Category:  None, completely human 
Combat Ski l ls:  Hand to Hand: basic 
Attacks Per Melee: Four 
Bonuses: +2 to parry and dodge, +2 to rol l  with punch 

and fal l .  
Education Level : High School 
Occupation: Office assistant/clerk. 
Skills of Note: All skil ls are domestic or work related (un

ski l led labor) ; Ander has had a rather boring and simple 
l ife . Secondary ski l ls of note include W.P. pistol and 
W.P. sub-mach inegun.  

Appearance: Ander is an average joe with thick, brown 
hair , g lasses and an intense , almost pained expression . 

Weapons and Equipment: Typical ly carries a .44 cal iber 
auto mag pistol (506 damage) and a 9 mm min i-uzi 
(206 damage) on h is person .  A multi-optics helmet, 
shotgun , sap gloves, n ightstick, 200 rounds of ammuni
t ion for both guns, two pairs of handcuffs and two 
smoke grenades are in the trunk of h is car. 

Vehicle: A new Jaguar sports car with cel lu lar phone and 
anti-theft alarm and kill switch .  

Body Armor: Concealed bul let-proof vest worn under h is 
suit coat: A.R .  1 0 , 50 S .D .C .  

Special S.H .O.C. K. Equipment 

S.H.O.C. K. Armor 
DeSigned to be imposing yet functional ,  the S .H .O.C.K. 

armor is a suit of fu l l  environmental ,  Class 4 Hard Armor 
with a detachable jet pack, advanced targeting system 
and sensor array integrated into it. It has several bu i lt- i n  
weapon systems and can fu l ly l ink up with the Mobi le 
Headquarters (MHO) to share its more powerful systems. 
The armor must be with in range of the HO's signals for the 
information feed to be successful (See the MHO for de
tai ls) . 
Type: Heavily Modified Body Armor & exoskeleton 
Model :  S.H .O.CK A4 
A.R. :  1 7  
S.D.C.:  300 



Speed: Running: Same as the wearer's natural speed. 
Flying: 85 mph ( 1 36 km) for up to 45 minutes. Maxi
mum altitude: 1 000 feet (305 m). 

Jet Pack S.D.C. : 1 00. 
Weight: Entire suit : 1 00 pounds (45 kg) 
Bonuses: +1  on in itiative, + 1  to strike (+2 with long-range 

weapons) , +1 to parry and dodge (+2 in  fl ight) , +2 rol l  
with impact or fal l .  Punch damage: 2D6 plus P.S. bo
nus. 

Sensors: I nfrared (1 600 feeV488 m) , thermo-imager 
( 1 600 feeV488 m) , targeting sight, telescopic optics (up 
to 2 mi les/3.2 km) .  

Cost: $1 40,000 

Weapon Systems: 

1 .  Gas dispensers (left arm): Tear gas for crowd 
dispersement and disorientation. Targets are -6 to strike ,  
parry , and dodge. No saving throw. See page 341 of 
Heroes Unl imited or riot control gases and grenades in  
the Compendium of Contemporary Weapons. 

2. 40 mm grenade launcher (left arm): Used for 
anti-vehicle and anti-structure purposes, it is also used to 
knock invulnerable people off thei r feet (88% chance) . 
Range: 1 , 1 00 feet (335 m) ,  Damage: 1 D4x1 00, Blast Ra
dius: 20 feet (6. 1  m) ,  Feed : Single shot, Payload: 4 gre
nades (takes 2 actions to re load a single shel l ) .  

3. Automatic 9 mm SMG type mount (right arm): 
Damage 2D6 or by special bu l let, Range: 550 feet ( 1 68 
m) ,  ammo: 30 round box magazine. Two extra cl ips are 
usually carried. 

4. Dart Launcher (right arm): Range: 1 1 0 feet (34 m) , 
Damage: Save vs non-lethal toxins or be rendered uncon
scious for 3D4 minutes. Payload: 4 darts (can f ire up to 
two per round). 

5. Stun Blast ( left arm): Range 1 00 feet (30 m) ,  Rate 
of f ire: Up to five per melee, Damage: Save vs non-lethal 
toxins or -6 to strike, parry, dodge for 2D4 melees, Pay
load : 1 0  charges. 

6. Optional Hand Held Weapons: The character can 
also have/use a conventional sidearm , pisto l ,  rifle, hand 
grenades or energy weapon (the latter is a rarity for ar
mored S.H .O.C.K. tropers) . 

S.H.O.C. K. Mobile Headquarters 
Two-ton ( 1 800 kg) moving vans are the usual choices 

for these mobi le HOs. The S .H .O.C.K. Prime is thei r el ite 
un it that uses an eighteen-wheel semi with box trai ler for 
its Mobi le Headquarters. The trucks are all armored . Each 
headquarters is manned by 2-4 techn icians and equ ipped 
with survei l lance, f i lming, recording and communications 
equ ipment. 
A.R. :  1 0  
S.D.C.:  400 for vans , 950 for semi-truck and trai ler com

bined. 
Speed: Maximum speed: 1 20 mph ( 1 92 km) , cru ising 

speed: 40 mph (64 km) . 

Weapon Systems: Typically none, but the occupants of 
the vehicle may be armed , and one is usually clad in  
S .H .O.C.K. Armor to protect the vehicle and its agents. 
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Other Systems: 

1 .  Advanced Audio Survei l lance System: Range 600 
to 800 feet ( 1 83 to 244 m). I ncludes shotgun and contact 
microphones (turns one wal l  of the van into an eight by ten 
foot (2.4 by 3.0 m) sounding board for recording and 
eavesdropping , and high and low frequency receivers. 

2. Wide Band Radio Receivers and Transmitters: 
Range 60 mi les (96 km) . Can pick up and send out on 
nearly any wavelength , including citizen and pol ice bands. 
Has a bu i lt-in scrambler system. 

3. Multi-Media Recording Capabi l ities: I ncludes au
dio, video , laser disc,  tape , and CD.  

4. Sound Analyzing, Sorting, and Fil ing Programs: 
Part of the mainframe computer, this system is used to 
categorize voices, vehicle sounds, a specific individual's 
energy powers being used , and for hundreds of other pur
poses. 

5. Advanced Optic System: I ncludes color and black 
and white f i lming, as wel l  as low- l ight and starl ight optics , 
infrared , ultraviolet ,  and thermo-imaging capabi l it ies. Sen
sor extends above the van and has 360 degree rotation. 

6. Motion Detectors: A last l ine of defense against 
those super powered entities who can sl ide past the other 
sensors. Range: 75 feet (23 m) .  

7. Other Sensors: All of the truck's sensory, optical 
data, communications and other audio-visual transmis
sions can be sent to any suit of S .H .O.C.K.  Armor with in 
four m i les (6 .4 km) .  These are al l real-time Signals with no 
lag t ime. 

8. Medical :  Most Mobi le Headquarters also have medi
cal equ ipment equal to a paramedic. 

9. Optional :  1 50 S .D .C .  worth of armor can be added 
to vans and small trucks or 400 S .D.C.  to a semi and 
trai ler, but maximum speed is reduced by 1 0  mph (1 6 
kmph) and handl ing is reduced (-1 0% on pi loting ski l ls) .  

The S.H .O.C. K. Prime - Mobile Headquarters 
A rol l ing bunker with all necessary items for 2 months 

of field duty. 
A.R. :  1 5  
S.D.C. : 1 ,500 (truck and armor combined) 
Speed: Maximum speed: 95 mph ( 1 52 km) ,  cruis ing 

speed: 55 mph (88 km) . 
Mobile HQ Special Systems: 

1 -7:  All are identical to numbers 1 to 7 above, but ex
tend ranges by 1 0%. 

8. S.H.O.C.K. Prime MHQ has ful l  medical faci l ities 
and a medical doctor on board. He can perform surgery 
and any other necessary medicine in  the f ield. 

9. Holding Cel l :  S.H .O.C.K.  Prime MHO has a cel l  
whose bars are specially designed ion/particle beams that 
separate the particles of anyth ing that passes through 
them. Yes, the system is highly experimental and was sto
len. Each t ime a beam is d isrupted , the object that breaks 
the beam takes 2D4x1 0 damage, and the beam has a 
40% chance of shutt ing down and taking the whole bar 
system with it. The beam will even separate the cel ls of an 
invulnerable character. 



1 0. Two to four  soldiers in S.H.O.C.K. Armor are al
ways in  the truck to protect it. Additionally, it has two con
cealed gun tu rrets , each has a 7.62 mm machinegun with 
enough ammo for two fu l l  minutes of continuous f i re ( 1 0 
fu l l  melee bu rsts) .  
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Damage: 506 per round 
Range: 2000 feet (61 0 m) 
Rate of Fire: Aimed,  burst, or wi ld. See Modern Weapon 
Proficiencies under mach inegun .  
Payload: Approximately 1 500 rounds each.  



Galact i c O rgan izat ions 
For Game Masters who wish to run a galactic cam

paign ,  there are endless Non-Player Characters (NPCs) , 
player characters and vi l lains that can be created. Large 
organizations and rival governments form a good basis for 
a coherent, bel ievable campaign sett ing that offers a lot of 
versati l ity and plot options. The galaxy has thousands of 
races and each has unto itself hundreds of governments, 
organizations, movements, cu lts, c lubs and factions. It 
would be impossible to document them al l ,  so we have 
presented only a few major forces and brief mentions i n  
Aliens Unl imited. The Game Master should feel free to 
bui ld on these , or to develop h is or her own intergalactic 
community. Note: A supplement is in the works that wi l l  
expand on some of these al ien forces. 

The Atorian Empire 
The Atorian Empire is the single most powerful and in

fluential force in the Mi lky Way galaxy! More than 1 ,000 
years ago, the humanoid Fehrans began to explore outer 
space and colonize other worlds. The most inf luential of 
the Fehran clans were the Atorians. They quickly forged 
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al l iances and developed new technologies that made 
them a galactic powerhouse. This head start and aggres
sive adaptation to space exploration enabled them to mo
nopol ize the resources and space technology of their solar 
system. Thus, the Atorian Empire was born. 

Atorian women qu ickly moved into posit ions of power, 
and as Atorian contro l  sol idified , the cu lture became a 
gynarchy. To this day, women hold the reins of power. As 
a planet is absorbed into the Empire ,  either by invasion or 
al l iance ,  an Atorian Duchess or Lady is given it as a hold
ing. She runs the planet and leads the native government. 
A large contingent of soldiers is also placed at her dis
posal ,  even on al l ied planets. 

The Atorian Empire is currently ruled by the six Atorian 
Empresses. Each has control over one sector of the Em
pire ,  but they communicate frequently to determ ine impe
rial pOlicies. With in their sectors, each Empress has a 
planet she has chosen as her throne world. These planets 
are all wel l  with in the Empire and protected by a vast 
amount of spacecraft and soldiers. The th roneworlds have 
been this way for the past 600 years. 

The Atorian Empire has access to the best technology 
in their galaxy. With the enormous amount of resources , 
planets, and personnel at its disposal , they make equip
ment, weapons, veh icles, and spacecraft of h igher qual ity 
in less t ime, and at lower cost , than any other race. Most 
Atorian spacecraft , armor, and weapons wi l l  have 20% 
more S .D .C . ,  1 0% greater speed , and weapons infl ict 1 0% 
more damage than their competitors' . Their robots have 
maximum S.D .C .  and A.R .  ratings for their type. 

Fehrans look exactly l ike Earth humans, except thei r  
ha i r  is always wh ite , grey or si lvery, and grows in a 
strange pattern . A l ine of hair grows down the middle of 
the head ( l ike a mohawk) and on the base of the head in  
the back between the ears. C lan tattoos are also common 
and often fi l l in the bald spots above the ears. 

Federation of Allied Races (FAR) 
The members of the Federation are frightened people 

who have banded together to create an atmosphere of se
curity. It is largely a pol itical entity designed and con
structed to oppose expansion by the Atorian Empire .  It 
makes a big show of flexing its d iplomatic muscles by 
send ing envoys, crit icism and threats to the Atorian Em
pire. However, its only l ine of defense is a barrier of war
ships stationed in space between them and the Empire. 

Critics of the Federation are skeptical as to whether or 
not those defenses would do anyth ing other than slow the 
Atorians down. Critics also contend that the Federation 
represents noth ing more than empty threats and the 
Atorians know it. They cite the Federation's practice of re-



fusing membership to "high risk" planets close to the 
Atorian Imperial Borders ,  slow response to any threats 
from the Empire, and the fact that they have never taken a 
hard l ine against them other than vocal chastisement. The 
Federation is prepared to go to war, but they will do every
thing possible to avoid it , even sel l ing out other planets if 
the compromise protects the majority. 

Members of the Federation of Al l ied Races include the 
Maeus, Salvel inus,  S i l isons, Darakans, Kassans, 
Shissans, Caeci ls ,  Sorinams, E l icians, and a few others. 

The Niamese Coalition 
The N iamese Coalit ion is a more active opponent of the 

Atorian Empire. Founded and led by the Naterreri race 
(described in the Catalog of Al iens) , th is organization op
erates as a sort of expansive underground for guerri l la 
fighters and pol itical powers who d irectly oppose the Em
pire .  They are currently waging a pol itical campaign 
against the Empire ,  not an al l -out war. Not yet. They talk 
to representatives of planets not yet al l ied with the Empire 
to convince them not to jo in them. This is done by showing 
evidence of Atorian treachery, atrocities, and manipu lation 
elsewhere ,  making al l iances and trade agreements and 
offering l imited mi l itary and moral support. The NC is also 
involved in smuggl ing Empire slaves to safety, sabotaging 
enemy operations, ferreting out spies, encouraging p i rates 
to raid Atorian vessels and general ly causing as much 
trouble for the Atorian Empire as possible. 

The Niamese Coalit ion has done no serious damage to 
the Atorians, so they have not yet been targeted for eradi
cation. The Empire is currently treating the rebel l ious at
tacks as minor occurrences, but they are becoming an 
annoyance. Standard imperial p i racy countermeasures 
are being employed against the smal l ,  surgical strikes 
launched by NC guerri l las and p irates. 

The nature of the mu lti racial N iamese Coalit ion means 
that al l equ ipment has to be personally provided or sal
vaged. The sweet i rony is that most of thei r salvage co
mes from the Empire. Tangible, but secret aid also comes 
from certain governments with in the Federation of Al l ied 
Races and elsewhere (the TGE is not among them). Ful ly 
loaded supply craft wi l l  be total ly lost or mysteriously re
ported as "crashed" within  the operating areas of the NC. 
This si lent support is qu ietly applauded by members of 
FAR, although it is publ icly chastised for pol itical reasons. 
The Federation p lays ''t ippy-toe-around-the-Empire, '' but 
they do not mind if someone else opposes them. As long 
as the NC doesn't provoke the Atorian Empire to attack 
the Federation , FAR won't do anything to stop the NC. 

Over the last 20 years, the N iamese Coalit ion has man
aged to assemble a space fleet of nearly 500 spacecraft , 
including cargo and combat vessels , a pair of destroyers, 
a trio of assault craft , two deployers ,  a battlesh ip ,  and over 
275 fighting frigates. The NC has also establ ished loose 
ties with the Raiding Clan pirates, Sorinams, Darakans, 
Xenopus and a few others. 
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Tagoniglomerate (TGE) 
The galaxy's Single largest company is the 

Tagoniglomerate, or TGE.  It produces nearly 9% of the 
galaxy's mass market techn ical goods and is a pol itical 
entity unto itself. It is owned and run by Tagon ican al iens 
and employs almost 65% of that race , as wel l  as mi l l ions 
of al iens from other worlds. TGE produces l iteral ly every
thing from laser pistols and exoskeletons to hover cars 
and computer chips. 

TGE space stations are found in nearly every section of 
the galaxy where intel l igent l ife or natural resources are 
found. Repair ,  medical and trade faci l it ies are located i n  
each . Their min ing and production plants are equal ly 
abundant, employing al iens of the local races to turn out 
goods of al l  kinds. They dominate in  the manufacturing of 
spacecraft, weapon systems for spacesh ips and the met
als and shielding used in the i r  construction by others. The 
TGE has factories, production faci l it ies and min ing opera
tions on several worlds and even has its own moon pur
chased from the Tagonican government. The densely 
populated moon is the location of TGE's I ntergalactic 
Headquarters . 

The company maintains a security force larger than the 
armed forces of most individual planets , including its own 
space fleet with thousands of cargo vessels, transports , 
passenger l iners, various scout and assault craft , destroy
ers and a half dozen giant battlesh ips. If war were to de
velop, the TGE space fleet would represent a powerful 
armed force with scores of al l ies. As of this t ime, however, 
the TGE maintains an unshakably neutral and completely 
non-aggressive mi l itary presence. The TGE security 
forces operate strictly as a defense force that helps to po
l ice the spaceways, escort TGE spacesh ips, and defend 
TGE property from p irates and other hosti le forces. They 
occasional ly get involved in the apprehension of pi rates 
and criminals who have p lundered their ships or 
properties. So far, they have NEVER provided mi l itary as
sistance to any nation, world or corporation .  However, 
their economic power and the threat of a boycott is often 
sufficient to influence pol itical entities. 

Years ago , the Atorian Empire gave several key con
tracts to the Struthios race ( including the mat
ter/anti-matter research that u lt imately destroyed them) . 
The Tagonicans, who wanted those contracts badly, felt 
cheated and were very b itter when they went elsewhere.  
As a result , the TGE has boycotted the Atorian Empire for 
generations. This has served to escalate their rivalry and 
contempt for each other over the years. Consequently, 
there is no love between these two superpowers and 
some believe a deadly confl ict is i nevitable. 

Th issera-M icean 
Cooperative (TMC) 

The Thissera-Micean Cooperative , or TMC, is a galac
tic pol ice force created by the repti le- l ike Thisseras and 
the rock-l ike Miceans (both are described in  the Catalog of 
Al iens) . They have permission from each planet in their ju-



risdiction to patro l and enforce that planet's laws and to 
protect the surrounding spaceways from p irates, crimi
nals, and invaders .  The laws they enforce govern a multi
tude of crimes, including murder, assault, theft , smuggl ing, 
confidence games/scams, kidnapping,  extortion , sabo
tage, destructive or l ife-threatening vandal ism, pi racy, ter
rorism , conspiracy, min ing claim infringements and other 
crimes. 

Thei r  tra in ing, organization , and operations are s imi lar 
to the various special ized Earth government agencies 
such as the CIA, FB I ,  DEA, ATF, and so on. Their  train ing, 
tactics and equipment include a variety of combaVmi l itary 
ski l ls ,  weapons, explosives, espionage, stealth , and team
work. Each branch or division is trained in a special ized 
field and agents from different d ivisions work cases to
gether in an attempt to combine that expertise. Agents 
must also have a sol id understanding of the laws and cus
toms of the planets and people with in  thei r  assigned sec
tor of space. 

Although the TMC was originally founded by the 
Thisseras and M iceans, who sti l l  head its operations, 
scores of other races are represented in its ranks, espe
cial ly those not d i rectly al l ied with the Atorian Empi re (sti l l ,  
1 7% of  its agents are Thisseras and 20% are M iceans) . 
Manpower, weapons, equipment and some financing are 
provided by each of the planets that contract work with the 
TMC. This means the organization has an incredible 
range of weapons, equ ipment and resources at i ts dis
posal .  Some of their more common equipment includes 
body armor, pu lse laser rif les, ion pu lse pistols, and other 
energy weapons, fast spaceships, jet packs, two-man 
hover cars with l ight veh icle weapons, s ix-man A.T.V.s 
with heavy veh icle weapons, and one-man hover cycles 
for use in boarding spacecraft. 

Space Pirates 
Pirates are brigands who raid other spaceships and 

steal their cargo and sometimes the crew and ship. A 
group can turn to p iracy for many different reasons. Some 
are simply criminals and vi l la ins who steal for a l iv ing. 
These evi l  brutes are also l ikely to ki l l  indiscriminately, 
murder for pleasure, torture, rape, p i l lage and sel l  captives 
into slavery. Others may be discriminating p irates who 
only p lunder the ships of rival or enemy races, corpora
tions, competitors , and other pi rates. This type of pi rate 
can be a cutthroat, a crook with some scruples or code of 
honor, a loveable, swashbuckl ing Robin Hood, or a fighter 
for freedom,  justice or revenge. Other pi rates can also be 
Mercenaries h i red by corporations or governments to at
tack/plunder their enemies. Sti l l  others may be refugees, 
nomadic tribes or castaways who have resorted to pi racy 
to survive. L ike many other pi rates ,  these scavengers may 
be discrim inat ing and take only what they need whi le try
ing to do as l itt le harm as possib le, or they can be cruel 
and murderous fiends. 

Presented here are three major types (plunderers, mur
derers, and n ice guys) of pi rates that represent some of 
the largest and most infamous of the organized pirate con
claves in the Mi lky Way galaxy. 

49 

Dark Breeze 
Dark Breeze is the chosen name for a pi rate raiding 

fleet of Riathenor al iens (see the Lassin ike al iens entry 
and Monster section for more detai ls about the 
Riathenors) . Dark Breeze is a 200 sh ip fleet that spreads 
across the galaxy, looking for victims and p lunder. These 
murderous al iens kill their vict ims without hesitation or 
provocation . They f ind it much easier to rob the dead than 
to deal with the l iv ing. They enjoy murder and torture ,  sell 
captives into slavery and eat humanoids, which makes the 
dead victims part of the p lunder. 

Hauling off, manning and driving away, or stripping a 
ful l -size transport craft is d ifficult , and time consuming, 
opening oneself to capture and trouble. They'd rather 
strike , p lunder and run ,  leaving the vessel beh ind. They 
prefer to h it small cargo ships, passenger l iners, and pri
vate yachts. Such a vessel is usual ly easy to capture and 
p lunder, even if it has a couple of fighters escorting it. I n  
these cases , they may steal the vessel as wel l ,  provided it 
is in  good condit ion and doesn't requ i re more than a 
dozen men to pi lot it. 

The cruelty of the Dark Breeze pi rates is such that they 
wi l l  often raid lUXUry transports for the sport of terrorizing 
or ki l l ing its hundreds of passengers. I n  such a case , 
about 50% wi l l  be ki l led and left on the drift ing vessel . The 
other half will be taken prisoner to be sold as slaves, or to 
be eaten. The heartless Riathenors rarely waste their t ime 
with torture or questions. If you do not answer, they ki l l  
you , although they sometimes torture people just for fun. 

Their favorite boarding strategy is to have al l  raiding 
members enchanted with the spel ls breathe without air, fly 
as the eagle, and Armor of !than i n  order to fly through the 
vacuum of space without need for a clumsy vacuum suit , 
power armor or grappl ing cables (and man-sized targets 
are difficult to strike , -5 from ship cannons) . Invulnerability, 
resist cold and other spel l  magic can be added to the mix. 
The squad commander, who is typically 9th to 1 1  th level 
and who commands six vessels , typically uses a Mystic 
portal on the hu l l  of a sh ip ,  away from the ai rlocks , to pen
etrate the vessel without blast ing. Whi le the vessel 's de
fenders hurry to secure and defend the ai rlocks from 
hosti le boarders , the Dark Breeze p i rates can gain access 
to virtually any area of the sh ip and attack. The bridge or 
commun ications is typically the fi rst target . Ki l l ing the com
mand crew and seizing control of the spacecraft usually 
results in a short fight. Few survive a riathenor attack of 
this nature. Magic can be a powerful weapon in space. 

Diatome 
Diatome is the name adopted by a Naterreri-Ied pirate 

group that is an unofficial part of the Niamese Coal it ion . 
The 95 member crew uses six combat craft to sweep the 
edges of Empire territories i n  search of appropriate vic
tims. P lunder from these raids helps to fund the Coalit ion 
and help support needy communities of the p irate's 
choice. 

Wealthy Empire transports and cargo craft are not the 
only targets of the Diatome. They have successful ly raided 
Atorian fighters, spy ships, and other mi l itary vessels. 



Their  success seems to l ie with the element of surprise -
most mi l itary vehicles do not expect to be targeted by pi
rates. Much needed weapons and equipment, and in 
some instances, the vessel itself, are confiscated for use 
by both the Diatome and to the N iamese Coalition to con
tinue their operations. Al l crew members of captured craft 
are placed on l ifeboats and sent adrift toward the nearest 
space station . In some cases , the Diatome wi l l  send an 
anonymous message to authorities tel l ing them where to 
find castaways and crippled spacecraft. 

These Robin Hoods of outer space have earned the re
spect of the Raid ing Clans through feats of daring, cour
age, kindness and acts of ch ivalry. The Clans have 
declared the Diatome to be their al l ies and unofficial mem
bers of the Raiding Clans (a full membership would be of
ficial if the crews were of one race) . The Diatome have 
graciously accepted this great honor, but try not to involve 
the clans in thei r  private war. 

Raiding Clans 
The infamous Raiding Clans are composed of 

close-knit family clans of several d ifferent races. Like 
spacefaring gypsies, they travel the spaceways p lundering 
and enjoying total freedom. They are in  constant trouble 
with the Atorian Empire and the TMC. Both forces are the 
frequent targets of the p irates, which has driven them to 
offer bounties with a large, outstanding reward for key 
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members. Most bounties are for dead or al ive but positive 
identification is a must ! 

Although the clan members are bold and conn iving 
thieves , smugglers and bandits who are a constant thorn 
in  the side of the Atorian Empire and the TMC, they do not 
ki l l  ind iscriminately, attack vessels with women and chi l
dren ,  or engage in torture or the slave trade. Their num
bers are expanding through the birth of their own chi ldren 
and by recru iting new clans to jo in them . If a group of peo
ple prove themselves to be honorable, loyal raiders, and 
the majority of the band (90%) are all related , or at least 
the same race, they may be al lowed to join the Raid ing 
Clans as a new clan. Most clan members wi l l  be selfish in  
al ignment. Wanton acts of  cruelty and murder are not tol
erated and the perpetrators are tried and executed or 
driven from the clan. Likewise, Raiders are never to steal 
from , betray, abandon or harm other members of the clan.  
There is some measure of honor and loyalty among this 
band of th ieves that keeps the Raiding Clans strong. 

It is rumored that there are other Raiding Clans scat
tered across the galaxy. The rumors also suggest that 
there is a homeworld that the original Raiders came from , 
possibly a huge moon outfitted l ike thei r  planetoids, but no 
one can agree on what race the original Raiding Clans 
were.  If the Clans know, they aren't saying. 

Al l  Clan spacecraft use microwave sai ls combined with 
antigravity engines and stealth coatings to make them 



nearly invisible (75% equivalent prowl based on the pi lot's 
ski l l .  See prowl ing in spacecraft under the Space Combat 
section and stealth coating in the Equipment section for 
detai ls) . 

Their main base of operation and residence is a 50 mi le 
(80 km) long planetoid with two other nearby planetoids 
half that size , also used by some of the other clansmen. 
Each of these planetoids is outfitted with massive nuclear 
drives that can move them through space at 20% of the 
speed of l ight . Normally, they are accelerated to a certain 
speed, then the drives are shut down and the great rocks 
are al lowed to drift in a particular d i rection . This g ives 
them the appearance of being unmanned (the drive cones 
are concealed) . H idden amid the rocky surfaces of the 
planetoids are a variety of long range , heavy weapons, 
some of them battlesh ip class. 

A Catalog 
of Al iens 

This section can be used as a rogues' gal lery of vi l la ins, 
non-player characters (NPCs) , or player characters. They 
have been written to provide an idea of the types of al ien 
characters that can be created and as an easi ly accessi
ble trove of non-player or player characters for both the 
Game Master and player characters. It is by no means a 
defin itive cataloging of al l  al iens avai lable to the Heroes 
Unl imited un iverse . 

The al ien descriptions are brief, but should present 
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enough detai l  and possib i l it ies to  g ive the reader a fair  
idea of the character's homeworld, environmental condi
t ions, l ife styles, social and pol itical sentiments, tech-level ,  
motives, ideals and a l ien character statistics. Of course , 
motivations and goals wi l l  vary from individual to individual 
and the player character or G .M .  can digress from the 
general sentiments of that race. The information pre
sented only represents a general portion of those people's 
bel iefs. 

Amph ibian Races 
Frogs, toads, newts and salamanders al l belong to the 

amphibian family on Earth . Alien amphibians have an evo
lutionary cycle simi lar to their Earth animal cousins. Many 
of their physical traits and requ i rements are also s imi lar. 

Amph ib ians begin their l ife cycle as aquatic organ isms. 
They reach maturity qu ickly , usual ly with in  a year's time. 
At physical maturity, the amph ib ian experiences great 
changes, l i ke a tadpole changing into a frog . Conse
quently, in some cases the adult body is dramatically d if
ferent (and more powerful and versati le) than the juveni le 
form . I n  other instances, l ike the newt, the change is min i
mal and the adult is main ly a larger version of the juveni le .  
I n  most cases, the young amphibian has gi l ls and l ives pri
marily, even exclusively, in the water. Upon reaching 
adulthood, their g i l ls turn into lungs and the creature de
velops the abi l ity to l ive both in water and on dry land. The 
l imited ski l ls and abi l ities they learned when young remain 
for l ife. 

Alien amphibians are aquatic race who can l ive both on 
land and in  water. Their  soft , moist skins need moisture to 
keep them from becoming too dry and cracking or bl ister
ing. Thei r  i ndigenous habitation is general ly very humid 
with an abundance of fresh water. Even the toad-l ike 
al iens with comparatively tough , lumpy or textured skin 
have to keep themselves moist .  When away from their 
homeland, most wil l need to take a long bath (30 minutes 
to an hour) once or twice a day. They are natural and in
stinct ive swimmers who love the water and can spend al l 
of thei r  t ime in it without i l l  effects. The typical amphibian 
al ien can automatically swim at 80% ski l l  proficiency + 1 % 
per level of experience and can hold its breath for 1 0  to 20 
minutes. Many have thin ,  transparent eyel ids that can 
cover and shield their eyes underwater and enable them 
to see through murky water. Note: Despite their aquatic 
nature, adult amphibians have no gi l ls and will drown if 
they remain submersed in water beyond their lungs ca
pacity to hold air .  

Amphibian skin can be as soft as a baby's or as lumpy 
as a toad's h ide. The softer the flesh , the more often the 
creature wi l l  need to immerse itself in water. These more 
del icate beings wi l l  die with in  1 D4+ 1 days without water, 
while those with tougher skin l ike the toad can l ive on dry 
land and without water for 1 D6+4 days. Most also heal 
twice as fast in the water. 

Amphibian coloration can be as vibrant and bri l l iant as 
that of an exotic b ird ,  or as drab as that of an elephant. 
Skin colors range from dull grays, b lack, browns and 
greens to bright greens, yel lows, oranges, reds and b lues. 



The skin is usually covered with spots or stripes that help 
the creatures to camouflage themselves in nature and un
derwater. 

The races detai led here represent a range of amphibi
ans and include frog- l ike,  toad- l ike ,  and salamander- l ike 
humanoids. 

Axolotl 
The planet Lol ia is a calm ,  green world with plenty of 

water (80% of the surface is water) . I n  the gentle pu l l  of its 
low gravity, a race of amphibians known as the Axolotls 
have evolved . They are a tall people with a sl ight bu i ld and 
smooth, supple skin that varies in color from a creamy tan 
to pale pink. Axolotls have rounded heads and soft , 
smooth features. Thei r  noses are barely detectable sl its 
and the mouth is wide and flat. Thei r  heads are framed by 
several stalk- l ike appendages that are normally a bright 
pink or red. These appendages once formed the gil l struc
tures of their ancestors and juveni le bod ies. 

They are an advanced civi l ization who have taken it 
upon themselves to help and protect other races in the 
galaxy. Their i ntervention as self-appointed galactic pol ice 
and/or protectors can be welcomed by other beings or 
sternly rejected . Many people want to take care of their 
own affai rs and don't appreciate the i nterference of the 
wel l  meaning,  but sometimes pushy and arrogant amphibi
ans. 

52 

The Axolotl peacekeeper is expected to do everything 
in  h is power to help the native populace to which he or 
she has been assigned. This can range from providing 
knowledge of bui ld ing, agriculture,  medicine and science , 
or words of peace and advice or actively fighting and de
stroying monsters, i nvaders and enemies. General ly, the 
Axolotl peacekeeper restricts combat to "outside" threats 
and supernatural/superhuman forces such as other al iens, 
super-powered madmen and vi l la ins, and tyrants bent on 
destruction , genocide or widespread terrorism . Like inter
stel lar kn ights , the Axolotl peacekeepers are sent through
out the un iverse righting wrongs and protecting the weak 
and innocent. Some Axolotl peacekeepers take back 
seats and quietly mon itor a people's progress and subtly 
help and encourage the i ndigenous people. However, 
most are flamboyant and righteous heroes who fly into ac
tion with the subtlety of a nuclear bomb. 

Typical peacekeeping operatives are issued a 
min i- laser, antigravity medal l ion ,  and survival gear for their 
assigned planet, and are educated to some extent on the 
society they wil l be deal ing with . Standard field assign
ments last f ive years but can be renewed repeatedly and 
last decades. Both technical (science , advisory ,  medical , 
and simi lar) and mi l itary (defensive; the Axolotl are rare ly 
the aggressors , they typically respond to acts of violence 
perpetrated by others) assignments are issued to qual ified 
personnel for any given planet. 

Not al l Axolotl peacekeepers are kind-hearted kn ights. 
Some are evi l  or of anarchist al ignment and wi l l ing to sell 
their services as Mercenaries or join forces with evi l  ty
rants, enslavers, criminal kingpins, monsters and other 
dark forces for their own personal profit, power or amuse
ment. The Axolotl Duty Counci l forbids such act ivities and 
will have rogue operatives removed from service , by force 
if necessary. 

The Axolotls' sense of duty in helping and protecting 
the weaker and less fortunate entices many young Axo
lotls to join the Th issera-Micean Cooperative as galactiC 
pol ice officers in large numbers (see the TMC entry for 
more detai ls) . The TMC is more organ ized and respected 
than other inter-galactic peacekeeping forces. 

Axolotl (pronounced ax-o-Iotel) 
Alignment: Any, but the majority of Axoloti are pri ncipled 
or scrupulous, with a high regard for l ife and high personal 
moral ity. 
Attributes : La. 306+2 , M .E .  306, M .A. 306, P .S .  306, 
P.P. 406, P .E .  306, P .B .  306, Spd . land: 306x2; wa
ter/swimming speed is 306x6. 
Hit Points: Standard , P .E .  plus 1 06 per level of experi-

ence. 
S.D.C. : 1 04x1 0 plus 20; thick, comparatively tough skin .  
Height: 7 feet plus 306 inches (2.2 to 2 .6 m) .  
Weight: 1 00 plus 401 0 pounds (47 to 63 kgs) . 
Average Life Span: 65 years . P.P.E. :  206 
Super Abil ities: Any power category is avai lable, but bi

on ics are the most common, fol lowed by robotics , then 
super abi l it ies via genetic engineering and mutat ion; 
less than 1 0% of al l Axolotl have natu ral psionic or 
super powers .  See the appropriate category in  Heroes 
Un l imited for specific bionic featu res or powers. 



Special Weapons: Other than weapons indigenous to 
their assigned planet, Axolotis are given min i - lasers 
( range: 1 00 feetl30.5 m, damage: 2D6 S .D .C . ,  1 0  shot 
energy cl ip) .  

Special Vehicles: Anti-gravity medal l ions are issued , but 
operatives are supposed to use them only when native 
transportation is inappropriate. Anti-gravity medal l ion: 
Maximum speed 40 mph (64 km) . S.D.C. 8. Hovers 3 to 
600 feet ( .9 to 1 83 m) above the ground. Maximum 
weight al lowance 500 pounds (225 kgs) . 

Preferred Armor: Bionic or robot power armor. Alterna
tive types wi l l  have to be purchased from the natives. 
On primitive planets, armored vests (A.A .  1 3, S .D .C .  
70) wi l l  be issued. 

Fami l iarity With Earth: The Axolotls have no knowledge 
of Earth. Should they discover it and come to investi
gate or be assigned there, their language wi l l  be the 
equivalent of Engl ish . 

Rifts Notes: If used in  the Rifts RPG sett ing, the amphibi
ans wi l l  be seen as D-Bees and shunned or  destroyed 
by human supremacists l i ke those in the Coalit ion 
States. Most are l i kely to be lone adventurer or a small 
group brought to Earth via a d imensional anomaly and 
not because they were assigned to keep the peace. 

If set in the Rifts: Phase World envi ronment, they 
are just one of many al ien l ife forms, although they are 
l i kely to be viewed as meddl ing do-gooders or  t rouble
makers. 

I n  both cases, the Axolotls are S .D .C .  l ife-forms who 
need Mega-Damage weapons and armor or bion ics or 
super abi l ities for Mega-Damage protection and f ire
power. Qu ickie Conversion: Technology/weapons/ar
mor can be simply switched from S.D.C.  to M .D.C. for 
qu ick, easy conversion and integrat ion. Thus, if the 
body armor had an A.A.  1 3  and 70 S .D .C . ,  it would now 
have an M .D .C. of 70 (A.A .  not appl icable) . Simi larly, 
the min i - lasers would infl ict 2D6 M .D .  rather than 
S.D .C.  Or the Game Master can keep the alien's S .D .C.  
technology and make the character acqu i re 
Mega-Damage items just as any human does. 

Caecil 
Caeci ls have long, rounded faces and th in l imbs. Their  

eyes are smal l ,  b lack, and round. They have no body hai r, 
and their skin is very soft and smooth . Skin colors range 
from dark blue to a pale blu ish-grey. Thei r  home planet 
has an abundance of rad ioactive minerals and al l Caeci ls 
absorb and store the rad iat ion. This has resu lted in  the ap
pearance of people with super powers and psychic abi l i 
t ies. For thousands of years, people born with super 
abi l it ies were bel ieved to be of noble heritage and natu ral 
leaders. Thus, they were taken to palaces , educated and 
raised as the aristocrats and leaders of the nat ion. Unfor
tunately, the super-powered leaders felt superior to their 
subjects and treated the masses poorly. Many considered 
themselves to be gods and looked upon thei r people with 
cold indifference, or as worshipers, rather than offering 
them gu idance and helping them to survive. The average 
person barely had enough to eat, whi le the super beings 
l ived in lUxury. Eleven years ago, a successful revolt top-
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pled the Caeci l  nobles from thei r seats of power. The war 
was long and bloody, but in the end, all the super beings 
were slain or exi led to outer space. 

The Caecil civi l ization has l im ited space capabi l ities 
that include faster-than-l ight drives, but most other levels 
of technology are considerably less advanced, roughly 
equal to 20th and early 2 1 st Century Earth. They are par
t icularly backward in the areas of genetic engineering, 
medicine, cybernetics, and space colonization/exploitation 
and development (the faster-than-l ight drive systems were 
created by a group of super Caeci ls who had a desi re to 
visit the stars) .  These l im ited capabi l ities and the apathy of 
their past leaders have kept the Caeci ls as only minor par
ticipants in the galactic community. 

The pendulum of publ ic sentiment has swung to the 
other extreme regarding people with superhuman powers. 
Instead of being revered as gods, they are loathed. Those 
who exh ibit insignificant powers are shunned or ridicu led 
and some are even beaten and ki l led. The authorities try 
to apprehend super-powered citizens for observation and 
"recondition ing." Th is involves the use of hypnotism/brain
wash ing, drugs and occasionally, surgery (lobotomy) to 
suppress the use of super abi l it ies to al low the person to 
l ive a "normal l ife." Those who resist or reject recondition
ing or who turn to a l ife of crime or vigi lantism, are hunted , 
captured and exi led off-planet. Those who return are con
sidered enemies of the people, and are hunted down and 
slain !  



Many of the former nobles of Caeci l society now sur
vive as Mercenaries, bounty hunters, bodyguards and 
other professions off-world .  Others have traveled to worlds 
where they are again worsh iped as gods by prim itive peo
ples. Others have become pi rates ,  criminals and super vi l
lains. A larger majority seek revenge against their people 
and plot against them. Many are actively working to b lock 
Caecil efforts to acqu i re better technologies and jo in the 
galactic community. Meanwhi le ,  one faction of super vi l
lains is gathering strength and al l ies for an invasion that 
wi l l  restore their place as godl ing rulers. 

Caeci l  (pronounced kay-si l l) 
Alignment: Any, but most are selfish . 
Attributes: La. , M .E .  306, M .A. 306+2 , P .S .  306, P .P .  
306 ,  P .E .  306 ,  P .B .  306 ,  Spd .  306 
Hit Points: Standard; P .E .  p lus 1 06 per level of experi-

ence. 
S.D.C. : 1 04x1 0 
Height: 6 feet plus 1 06 inches ( 1 .8 to 2.0 m) .  
Weight: 1 90 plus 1 06 pounds (87 to 89 kg) . 
Average Life Span: 60 years . P.P.E. :  1 06 
Super Abi l ities: Any Super Power category is available to 

the Caeci l race , including primitive bion ics, hardware 
and physical tra in ing. 

Al l exi led nobles and people considered to be 
"super" beings represent 1 0% of the overal l  popu lation 
and make selections or random rol ls on the Super Abil
ities Tables found under Step Three of the Character 
Creation section or from the Psionic power category. 

Natural Abil ities: The radioactive background of planet 
means al l Caeci ls are immune to radiation that would 
be deadly to humans. However, thei r  bodies g ive off 
low levels of radiation . If the character does not wear a 
protective suit , anyone exposed to h im for more than 
two weeks wil l begin  to suffer from radiation sickness 
(see the H igh Radiation homeworld description for de
tai ls) . Caeci ls can see into the infrared spectrum of 
l ight. 

Special Weapons: Sub-mach inegun :  Range: 600 feet 
( 1 83 m) .  Damage: 406. 50 shot cl ip . They are trying to 
develop energy weapons. 

Special Vehicles: A.T.V. hover car: Maximum speed 1 40 
mph (225 km) .  S .O.C. 440. Hover 3 to 1 2  feet (0 .9 to 
3.7 m) above the ground. Can carry a p i lot and five 
passengers comfortably. 

Preferred Armor: Nearly any form of armor wi l l  be worn . 
The type and protective value wi l l  vary with the charac
ter and occupation . 

Fami l iarity With Earth : None. 
Rifts Notes: Same as the . These creatu res are l i kely to 

be S.O.C.  beings with S .O .C .  technology. 

Cameroon 
The Cameroons are unique, even among the multi

tudes of aliens in  the galaxy. Al l members of this amphib
ian race are able to reduce their height to one inch (2 .5 
cm) . They take fu l l  advantage of their size-reducing pow
ers in the construction of their cities, roadways, and 
spacecraft. The fi rst encounter with a 20 foot (6. 1  m) long 
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Cameroon battlesh ip  with a 350 man crew is impossible to 
bel ieve, let alone forget. The cities are even more amaz
ing; almost 200,000 people can l ive in an area smaller 
than a half a mile. The amph ibians can also reduce the 
size of objects . More memorable than their spacecraft is 
the sight of its crew as they leave it. The inch-tal l  (2.5 cm) 
people step out and, as soon as they are clear of the ship , 
return to their fu l l  five foot ( 1 .5 m) height ,  equipment and 
al l .  

The reduced Cameroons al l retain their mass as 
inch-tal l  (2.5 cm) people. Consequently, their cities and 
spaceships are constructed of very strong and dense ma
terials. An Earth elephant could walk on top of one and 
only break windows and radio antennas. Furthermore ,  the 
fact that a one inch tal l  Cameroon may weigh a 1 00 or 
more pounds means that they are not blown away by 
strong winds or ground vibrations, nor can they be 
snatched up by a human-sized invader or animal .  With the 
dense metals found on the planet Cameroa , the al iens 
have made an art out of the science of min iatu rization . An 
amazing situat ion! 

Whi le the majority of spacecraft and cities are con
structed on a small scale, much of the equ ipment inside 
them is manufactured at human-size and reduced. This is 
especial ly true of hand weapons, armor, cloth ing and 
other things. Items that are made human-sized and re
duced can be used by the Cameroons in both their tiny 



and en large sizes. Items created as min iatures to begin 
with cannot be enlarged later. Likewise, it is d ifficult to en
tertain other large l ife forms when one is the size of an in
sect. Consequently, the Cameroons have bu i lt a small 
fleet of ful l-sized spacesh ips and a few human-sized cities 
(with tiny ones nearby or underground) . Note: Shrunken 
weapons have one-tenth the range and damage they pos
sess when human-sized. 

Most Cameroon space operatives are mi l itary person
nel , but al l  have different educational backgrounds and 
ski l ls in addition to their basic combat train ing. The powers 
of the Cameroons make them ideal for espionage, recon
naissance and spying. Soldiers are usual ly deployed in 
standard un its that are broken down to groups as small as 
pairs. However, a typical team is four  or five characters 
and a standard squad is eight or ten. Standard weapons 
are stun pistols, and each pair of soldiers is issued a 
shrunken two-man hover car. Two fourth level or one 
eighth level Cameroon can unshrink it (weighs about 
1 ,200 pounds/544 kg) . 

Cameroon (pronounced cam-er-oon) 
Alignment: Any, but the majority are prinCipled, scrupu
lous or unprincipled. 
Attributes: La. 306, M .E .  306, MA 306, P.S. 406, P .P .  
306,  P .E .  306,  P .B .  306,  Spd.  3D6x3 
Hit Points: Standard , P .E .  p lus 1 06 per level of experi-

ence. 
S.D.C. : 3D4x1 0 
Height: 5 feet plus 1 06 inches ( 1 .5 to 1 .6 m). 
Weight: 1 20 plus 1 D6x1 0 pounds (59 to 82 kg) . 
Average Life Span: 75 years. P.P.E.: 306 
Appearance: The Cameroons are short by human stan

dards, even when full size. Skin colors are rich reddish 
browns on the face and back with l ighter tan or cream 
colored chests , bel l ies and undersides. The eyes are 
large with equal ly large, protective brows that form 
bony ridges. 

Super Abil ities: All Cameroons have the major abi l ities of 
shr ink and item reduction (see new super abi l it ies for 
the latter) . None have or any other super powers. 

Special Weapons: Cameroon Stun Pisto l :  Range: 1 35 
feet (41 m) .  Damage: Dazes victim for melee rounds, 
during wh ich t ime the vict im has no in itiative , is -8 to 
strike, parry, and dodge, and loses half of h is speed 
and attacks per melee round. Effects may vary with d if
ferent races and a saving throw of 1 6  or better means 
one's opponent has shaken the blast and only loses in i 
tiative and one melee action for that melee round. Pay
load : 8 shot energy cl ip . 
Cameroon Particle Beam Pisto l :  Range: 200 feet (6 1 

m). Damage: 1 D4x1 0, rate of f ire :  equal to hand to hand 
attacks per melee , payload: 8 shot energy cl ip . 

Cameroon Particle Beam Rifle: Range: 1 600 feet (488 
m) .  Damage: 1 D6x1 0 , rate of fire: equal to hand to hand 
attacks per melee, payload: 1 2  shot energy Cl ip . 

Cameroon Laser Pulse Rif le: Range: 2200 feet (670 
m) . Damage: 206 per single blast or 606 per triple pulse, 
rate of f ire :  equal to hand to hand attacks per melee, pay
load : 20 shot energy cl ip . 

Weapon Note: Most Cameroon weapons will f i re 20% 
farther than the common versions on the market. These 
people have a fondness for charged particle acceleration 
weapons l ike the P-beams l isted above. Ful l -sized Camer
oon agents may carry an arsenal of reduced weapons in  
their pockets, pouches or concealed anywhere on the 
body (the item reduction power reduces the object's 
weight) . 
Special Vehicles: Two-man hover car: Maximum speed 

1 60 mph (260 km) . S .D .C .  350 . Hover 2 to 1 2  feet (0.6 
to 3.7 m) above the ground. A spare hover cycle or two 
(same basic stats , on ly it weighs 800 to 1 200 
pounds/360 to 540 kg at full size) may be concealed in  
the glove compartment, trunk or carried in  a pocket or 
pouch . 

Preferred Armor: Low level soldiers wi l l  wear l ight armor 
(A. R. 1 0 , S .D .C . :  60) whi le more experienced soldiers 
wi l l  wear heavier armor (typically A.R .  1 6 , S .D .C . :  1 20 
to 200). 

Fami l iarity With Earth : The Cameroons have no knowl
edge of Earth. 

Rifts Notes: If used in the Rifts RPG sett ing, the 
Cameroons wi l l  be regarded as suspicious D-Bees. The 
Splugorth , and mi l itary forces around the world , would 
love to get their hands on these creatures for use as 
spies and assassins. The Splugorth wi l l  f ind the Darkith 
especial ly attractive and may purchase their services 
and invite them i nto the fold as one of thei r minions or 
a l l ies ,  l i ke the Sunaj .  If the Darkith refuses , they may be 
viewed as potential competitors and el iminated or  en
slaved. Other races , slavers ,  Mercenaries and adven
tu rers should be glad to add a couple of Cameroons to 
thei r forces . The Coalit ion States wi l l  see them as a 
th reat to national security and probably launch a cam
paign of death and terrorism against all amphibian and 
l izard man races in  the States. 

If set in the Rifts: Phase World envi ronment, they 
are just one of many al ien l ife forms who visit that 
world. The Darkith may have some connection and in
f luence with the forces on Phase World (G .M . 's deci
s ion) . 

I n  Rifts, the Cameroons would defin itely have 
Mega-Damage weapons, armor and technology at lev
els equal to Triax or the Kittan i .  Standard S.D .C.  to 
M. D.C. conversions as suggested elsewhere in this 
book. 

The Oarkith 
Although most Cameroons will not use their abi l it ies for 

personal gain ,  others are not so restrained. The Darkith is 
one of the most notorious criminal organizations in the gal
axy. It is led by a renegade space p i lot, by the name of 
Captain Jordon Rithrop and a group of Cameroon crimi
nals, assassins and ex-soldiers turned Mercenaries. At 
fi rst they engaged only in pi racy, but the prosperous orga
nization quickly expanded to include assassination ,  mur
der, extortion ,  espionage, sabotage, bounty hunt ing , 
mi l itary assistance , and smuggl ing in addition to p iracy, 
robbery and other crim inal activit ies. One might consider 
them a fledgl ing cosmic Mafia that offers their services for 
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Criminals and super v i l la ins of al l  races and tempera
ments have become part of the Oarkith , but it is the thou
sand or so Cameroons who hold most of the power and 
dominate the organization .  Those who wish to join must 
prove themselves clever enough , powerful and trustwor
thy, a process that can take years. 

Nobody knows exactly how large the Oarkith has be
come, but all agree that the organ ization is becoming a 
wealthy and dangerous power, with spies and connections 
on most major worlds and important outposts. Even the 
Atorian Empire has been known to h i re Oarkith spies and 
assassins. There are hundreds of warrants and bounties 
offered by dozens of planets, nations and corporations for 
members of the Oarkith . The Cameroons have tried to 
capture Rithrop themselves and break up the organ ization 
but to no avai l .  They continue to offer rewards for informa
tion regarding the whereabouts of Captain Rithrop and 
Oarkith activities in their sector of space. 

The notoriety of the Oarkith has given the Cameroon 
people a bad reputation that has led to distrust, fear and 
apprehension when deal ing with some races, businesses 
and organizations. 

Deurycans 
The Oeurycans are a humanoid race from the thermal 

world Ry. They resemble Earth's newts in appearance , 
with long , flat heads and small mouths. The eyes are large 
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and round. Thei r  l ightly textured skin ranges from orange 
to a golden yellow. All members of this race have 
f ire-projecting powers , n ightvis ion, and amazing heal ing 
properties. Their ancestors crawled from the hot pools of 
boi l ing mud lakes thousands of years ago. They are born 
explorers who are intensely curious about everything and 
hungry for knowledge. Juven i les l ive in  the hot pools, but 
as soon as they are mature , most leave Ry to explore the 
galaxy. 

They are also natural engineers ,  which when combined 
with their curious nature, has resu lted in amazing techno
logical advancements. As soon as one development is 
perfected, another project or m ission is begun.  The am
phibians are always search ing for new challenges and ad
venture. It doesn't matter whether that endeavor is of 
paramount importance or triv ial ,  ph i losophical or scientific, 
once it catches a deurycan's attention it becomes impor
tant. They have h ighly advanced space capabi l it ies, hover 
vehicle technology, energy weapon systems and a host of 
other achievements. 

Nearly al l Oeurycans feel an i rresist ible drive to experi
ence as much as they can . To them , the un iverse is a vast 
and wonderful place f i l led with inf in ite mysteries waiting to 
be uncovered. Their  government has organ ized study 
tours for its young, adventurous people. A typical 
deurycan spends 304 years exploring or developing one 
to several planets for colon ization. Many go on to explore 
uncharted worlds or engage in  other areas of space explo
ration or diplomacy (they love to study and interact with 
other races) .  This second tour  can last 1 04x1 0 years be
fore most Oeurycans return to Ry to settle down , mate and 
bear offspring.  Some never feel the need to return and 
spend thei r l ives wandering the cosmos. 

Oeurycans are wel l  l iked and respected by many races. 
Their good nature, sharp minds and gentle d ispOSitions 
have resulted in their being invited as ambassadors , d iplo
mats and representatives for scores of people, businesses 
and governments. 

Deurycan (pronounced due-rye-can) 
Alignment: Oeurycans are i nstinctively friendly, peacefu l  
beings who seldom show (or feel) aggression or host i l ity 
toward others. Most don't general ly suffer from feel ings of 
anger, hate , envy, or revenge even under the most ex
treme situations. They may become confused or frustrated 
but are rarely violent. Th is trait makes them ideal explor
ers, diplomats and goodwil l  ambassadors . Most are princi
pled , scrupulous or unprincipled in al ignment. Anarch ist 
and evi l characters are a rarity . 
Attributes: 1.0. 306+3, M .E .  306+3, M .A. 506, P .S.  
306+3, P .P .  306, P .E .  406, P .B .  206, Spd.  306 
Hit Points: Standard ; P .E .  p lus 1 06 per level of experi-

ence. 
S.D.C. : 204x1 0 
Height: 5 feet plus 406 inches ( 1 .6  to 2 . 1  m) .  
Weight: 1 00 plus 206x1 0 pounds (54 to 1 00 kg) .  
Average Life Span: 85 years. P.P.E. :  406 
Super Abil ities: All Oeurycans have the fol lowing super 

abi l it ies: Energy expulsion: f i re ,  heal ing factor, and 
nightvision . They can also have an additional minor 



abi l ity (0 1 -40%), two additional m inor abi l it ies (41 -75%) , 
a major abi l ity (76-90%) , or 1 D4 minor pSionic abi l it ies. 

Additional Bonuses: +20% to save vs coma/death , +3 to 
save vs magic, pSion ics , and toxins (th is is in addition 
to P .E .  bonuses) ; heat and f ire do half damage ( in
cludes magic f i re bal ls and plasma energy) . 

Penalties: Being accustomed to the heat of their 
homeworld means that the al iens begin  to suffer from 
cold exposure at 75 degrees Fahrenheit (24 C) . If they 
are in  cold or chi l ly envi ronments for an extended 
period , they will need a l ight survival suit with a temper
ature contro l led heating system (see i l lustration) .  See 
the frozen world description for exposure rules. 

Special Weapons: Deurycan laser pistols: Range: 500 
feet ( 1 52 m) .  Damage: 4D6, 1 5  shot energy Cl ip .  Thei r  
laser rifle does the same damage but has a range of 
3000 feet (91 4 m) and a 30 shot energy cl ip . The am
phib ians frequently use a medium stun pistol or rifle. 
Note, that whi le the Deurycans have a number of ad
vanced energy weapons, they are not aggressive or 
hosti le, and use them only in self defense. 

Special Vehicles:  A detachable jet pack is their favorite : 
Maximum speed: 1 40 mph (224 km) ,  S .D .C . :  60, maxi
mum altitude: 4000 feet ( 1 200 m) , + 1  to dodge, and can 
be operate for six hours of continuous use without over
heating. 

Special Armor: Favorite is a l ight, thermal environmental 
suit : A .A .  1 5 , 75 S .D .C .  with excel lent mobi l ity (no prowl 
penalty) . 

Fami l iarity With Earth: Through their study programs, the 
Deurycans have information on Earth equal to the 
"Some Fami l iarity" result on the Fami l iarity With Earth 
table . 

Rifts Notes: If used in the Rifts RPG sett ing, the amphibi
ans wi l l  be seen as D-Bees. Most slavers and mi l itaries 
will see l itt le value in these peace-loving beings, except 
as mechanics, inventors , doctors and diplomats. Thei r  
description for use in Aliens Unl imited would be appl i
cable to the Phase World environment. 
In Rifts, the Deurycans would definitely have 

Mega-Damage weapons, armor and technology at levels 
equal to Triax or the Kittan i .  Standard S.D.C.  to M .D.C.  
conversions as suggested elsewhere in th is book. 

Mantella 
The Mantel la are a warrior race who have become 

close al l ies with the Atorian Empire (some would say their 
lackeys or lap dogs) . They thrive on war and enjoy the 
freedom and power thei r  al l iance with the Empire has 
given them. It was the decision of the Mantel la to invade 
and eradicate the Xenopus (description fol lows) ; of course 
the Atorians supported and profited from the campaign. 
These predatory amphibians are not a particu larly evi l  
race, they are just incredib ly aggressive , bloodthi rsty and 
ruth less. They also tend to be arrogant and cruel ,  ignoring 
the rights of others and galactic laws to do as they please . 
One might th ink of these people as high-tech barbarian 
warriors (suppl ied and encouraged by the Atorian Empire) .  
The Mantel la bel ieve that they deserve whatever they can 
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take. This means conquered people are the i r  property to 
be slain ,  tortured , enslaved or sold; whatever the warriors 
desi re. If a few l ives are lost in a campaign for the ad
vancement of the i r  people, then so be it. Such is the way 
of war. 

Mantel la are ru led by a Counci l of the Learned. The 
Counci l is actually a pol itical upper-class that comprises 
1 0% of the population. Each clan elects representatives to 
the Counci l of the Learned , as does each branch of the 
mi l itary, many of whom are mi l itary engineers ,  strategists 
and tacticians. 

As natives of a twi l ight world, they have large , promi
nent eyes and must wear dark goggles to protect them 
from bright l ight. As amphibians, they have wide, flat 
heads, large mouths and smooth , soft skin .  Their eyes are 
a bright red and reflect l ight eeri ly. Skin colors are nor
mally some shade of green ,  from pale and dul l  to bright 
and vibrant. Although most people don't think of amphibi
ans as predators, even the common Earth frog stalks and 
feeds on insects, small rodents, f ish and snakes. Like thei r 
animal kin , the Mantel la are meat-eating predators with a 
hunter's nature and a taste for blood. 

Mantella (pronounced man-tel l-ah) 
Alignment: Any, but most are selfish and evi l .  
Attributes: L a .  306, M .E .  3D6, M .A. 2D6, P .S .  4D6, P .P .  
3D6, P .E .  5D6, P .B .  306, Spd. 606 (x2 swimming) 
Hit Points: P.E .  Plus 2D6 per level of experience. 



S.D.C.:  1 D4x1 0 ;  P.P.E. :  206 
Height: 6 feet plus 306 inches ( 1 . 9  to 2 .3 m) .  
Weight: 1 00 plus 2D4x1 0 pounds (54 to 82 kg) . 
Average Life Span: 80 years . 
Super Abil ities: The Mantel la population is d ivided be

tween the fol lowing Super Power Categories: Hard
ware , physical train ing,  bion ics (typically partial 
conversions) and psionics. Less than 4% are mutants 
with random superpowers. 

Natural Abil ities: N ightvision 600 feet ( 1 83 m) ,  see infra
red and heat radiation (roughly equal to short-range 
thermo-imagers) , sensitive hearing,  20 decibels beyond 
normal human ranges, and can hold their breath for 
304 minutes. 

Special Weapons & Vehicles of Note: Virtually any type 
of weapon or veh icles including Atorian and Kisentite 
items. 

Preferred Armor: Typical ly heavy armor and plate half 
suits: A.R .  1 6 , S .D .C .  260, with a detachable jet pack. 

Fami l iarity With Earth: The Mantel la have information 
equal to the "Some fami l iarity with Earth" resu lt on the 
Fami l iarity With Earth table. It is very s imi lar to their 
homeworld , but much too bright. Although they have re
searched the planet, no plans have been made to in
vade or tamper with it . 
Rifts Notes: If used in the Rifts setting ,  the Mantel la 

wi l l  be regarded as dangerous and aggressive D-Bees. 
Mi l itary forces around the world who accept D-Bees wi l l  
f ind the violent and merci less Mantel la to be excel lent 
fighters. The Coalit ion States wil l see them as just another 
rampaging monster to be l iqu idated. 

If set in the Rifts: Phase World envi ronment, they are 
just one of many al ien l ife forms who visit that world. 

In Rifts the Mantel la (and Atorians) definitely have 
Mega-Damage weapons, armor and technology at levels 
equal to the Coalit ion States or the Kittan i .  Standard 
S.D .C.  to M .D.C.  conversions as suggested elsewhere in  
th is  book. 

Sorinam 
Sorinams are short, frog- l ike amphibians with vibrant 

yel low skin accented by thick black stripes. They make 
their homes in the giant freshwater oceans of an arctic 
planet known as Namia. Surface temperatures on Namia 
are regularly below freezing. However, i n  the deep under
water caves and cities where the Sorinams l ive, there are 
rivers and seas of warm water from lava that seeps from 
geothermic fissures on the ocean floor. It is in these warm 
waters that the amphibians bui ld their vast underwater cit
ies and tend their vast algae and fish farms. Although their 
cities are underwater and the Sorinams are aquatic be
ings, the interiors of their cit ies are warm and dry with an 
Earth- l ike oxygen atmosphere. 

Sorinam technology is sl ightly more advanced than that 
of Earth . Their  bion ics and robotics programs are sti l l  ex
perimental ,  but as successful as Earth cybernetics and far 
more common. These al iens also study spell casting 
magic, and have a rudimentary understanding of ley l ines. 
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The amphibians do not have an advanced space pro
gram or spaceships, but have sent numerous space 
probes and satel l ites deep into their galaxy. Through 
these devices, they have establ ished communications with 
other races and have earned a place in the galactic com
mun ity. They have joined the Federation of Al l ied Races 
(FAR) and constantly push for a stronger posture against 
the aggressive Atorian Empire. As active members of 
FAR, they are requ i red to send operatives to designated 
member planets or to man a portion of the space fleet and 
assist in the advancement and defense of the FAR col lec
tive. 

Sorinam space operatives are frequently mi l itary per
sonnel ,  but include people from many other occupations. 
Half are volunteers who want to see the galaxy (they are 
picked up in spacecraft sent by FAR members) . The typi
cal volunteer is energetic, eager to learn , wants to see 
other worlds and help people. They are given only 
superficial knowledge about the cultures, laws, and cus
toms of the people in their sector of space , but most 
Sorinams wi l l  take it upon themselves to learn much more. 
They are wel l - l iked and respected in the FAR and among 
many non-all ied races. Common tours of duty last 3D4 
years. 



Sorinam (pronounced sore-ih-nam) 
Alignment: Any, but most tend to be good or unprincipled. 
Attributes : La. 306+2, M .E .  306, M .A. 306+2 , P.S. 306, 
P .P .  306, P .E .  406, P .B .  306, Spd. 506 (x1 0 swimming) 
Hit Points: Standard , P .E .  p lus 1 06 pOints per level of ex-

perience .  
S.D.C. : 40+206 
Height: 5 feet plus 206 inches ( 1 .6 to 1 .8 m) .  
Weight: 1 00 plus 204x1 0 pounds (54 to 82 kg) .  
Average Life Span: 95 years ;  P.P.E. :  206 
Super Abil ities: Limited to physical train ing ,  hardware , bi

on ics and magic. 
Natural Abil ities: Keen,  polarized vis ion, sensitive hear

ing ,  1 0  decibels above the normal human ranges , swim 
at 1 0x normal runn ing speed , and can hold thei r breath 
for 1 06x1 0 minutes. 

Special Weapons and Vehicles: Virtual ly any weapons 
and equipment avai lable to members of the FAR col lec
tive ,  as wel l  as bion ics, water veh icles (surface and un
derwater) and sonic weapon ry of their own design .  

Preferred Armor: Issued armor wi l l  be s imi lar to that worn 
by the assigned planet's natives. In the case of Earth , a 
point-b lank vest wi l l  be the l ikely choice (A.A .  1 0 , 
S .0 .C . 70) . 

Fami l iarity With Earth: Equal to the "Some fami l iarity 
with Earth" result on the Fami l iarity With Earth table. 

Rifts Notes: I f used in the Rifts RPG sett ing, the Sorinam 
will be regarded as O-Bees. The Coalition States wi l l  
see them as dangerous beings because they are edu
cated , promote learn ing and interracial cooperation and 
some even practice magic. 

If set in the Rifts: Phase World environment, they 
are just one of the less advanced and curious al iens 
who visit that world. 

In Rifts the Sorinams can be considered to have 
S .O .C .  or pr imitive M .O .C.  technology depending on the 
view of the G .M .  These al iens wil l be fascinated by di
mensional travel and other forms of magic. 

Xenopus 
Oria is a mid-sized planet on the edge of the quadrant 

(the same quadrant as our Earth) . It was a dry but humid 
world with an abundance of minerals and ores. It was in
habited by a race of beings cal led Xenopus, who resem
bled giant humanoid horned toads. The future for these 
people seemed bright until the Mantel la discovered the 
qual ity of Oria's ore. Without asking permission , a 
Mantel la strike force landed in a remote area and began to 
bui ld a min ing complex. The Xenopus contested the 
Mantella's activities and demanded they leave their world 
immediately. The al iens responded by sending an i nva
sion fleet of Mantel la and Atorian vessels to obl iterate 
them. The invasion quickly turned into genocide. M i l l ions 
of Xenopus were slaughtered and mi l l ions more were 
taken prisoner and sold into slavery in the Atorian Empire 
and other parts of the galaxy. A comparatively minuscule 
percentage of the Xenopus race, forced from their 
homeworld , have accepted a l ife as slaves, p i rates, Mer
cenaries, space explorers, vagabonds and refugees. 
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Many of the survivors were peaceful civi l ians with no 
combat ski l ls ,  but their natural toughness makes them 
valuable slaves and laborers. Tragical ly, many of these 
once peaceful people have become embittered , vengeful 
and hate-f i l led. Many have learned to fight and have be
come ruthless pirates ,  privateers and Mercenaries who 
vict im ize the and Atorian Empire whenever they can . The 
tough-skinned amphibians have lumpy, tan hides with 
stripes of darker brown or g rey as natu ral camouflage . 
They love Vibro-Blades, energy blades, and heavy weap
onry. 

Xenopus (pronounced zee-no-puss) 
Alignment: Any 
Attributes : La. 306, M .E .  306+1 , M .A.  306, P .S .  406, 
P.P. 306, P.E. 506, P.B. 206+2, Spd. 406 (x2 swim
ming) .  
Hit Points: P.E. plus 204 per level of experience 
S.D.C. : 204x 1 0  plus 206 
Height: 7 feet plus 406 inches (2 .2 to 2 .7 m). 
Weight: 300 plus 206x1 0 pounds ( 1 45 to 1 90 kg) . 
Average Life Span: 1 20 years . 
Super Abil ities: None, but al l  Xenopus have tough h ides, 

h igh physical strength , endurance and special natural 
abi l it ies. Of course , they can pursue the Super Power 
Categories of bionics (a rarity among Xenopus) , hard
ware , physical train ing ,  and magic, plus 7% have 
psionic powers. 

P.P.E. :  406 



Natural Abil ities: Keen vision and sense of smel l ,  inst inc
tive swimmers (+20%) , cl imbers (+1 0%) , can hold 
breath for 204 minutes , can leap 1 0  feet (3 m) from a 
standsti l l  and are +2 to save vs poisons ,  drugs and dis
ease. Al l Xenopus are natural and instinctive dig
gers/burrowers and have the fol lowing mutant animal 
powers: digging, tunnel ing and excavation (see Heroes 
Unl imited , page 1 69) . 

Special Weapons and Vehicles:  Virtual ly any weapons 
and equipment avai lable to members of the FAR col lec
tive , p i rates and other intergalactic travel lers. 

Preferred Armor: Any, but tend to prefer heavy body ar
mor and exoskeletons/power armor. 

Fami l iarity With Earth : Equal to the "Some fami l iarity 
with Earth" result on the Fami l iarity With Earth table. 

Rifts Notes: I f used in  the Rifts RPG sett ing, the 
Xenopus wi l l  be regarded as dangerous O-Bees. The 
Coalition States wi l l  see them as dangerous beings be
cause they are big, monstrous-looking and aggressive , 
and some have psionic powers (typically major or mas
ter psionics). They can be considered to be S.O.C.  or 
Mega-Damage creatures with natural armor/tough 
h ides. Their technology can also be one or the other 
depending on the view of the G .M .  

If set in the Rifts: Phase World environment, most 
Xenopus wi l l  be slaves or Mercenaries. 

Aq uatic Aliens 
These humanoid al iens have evolved from aquatic l ife 

forms and l ive in a water environment. They can resemble 
fish , sharks ,  mammals (dolph in ,  whale, sea l ion, etc.) or 
other aquatic animals. They al l  have webbed feet and 
hands for ease of movement underwater and may have 
f ins, tentacles or tai ls. Depending on thei r orig in ,  f ish or 
mammal , the i r  sk in is either th ick and smooth or  scaly. As
suming all game attributes are based on human norms 
and perceptions, aliens of f ish origin who have a h igh 
Physical Beauty score have scales so f ine that they are 
unnoticeable. Aquatic al iens have no body hair. Bright 
body colors are common among the fish- l ike aliens, whi le 
the shark and mammal types are more subdued shades of 
grey, tan , brown and wh ite. 

Most fish- l ike al iens who have gi l ls cannot breathe in an 
atmosphere for more than 20 minutes and even then their 
breathing wil l be labored (reduce speed by 1 /3, -2 on in i 
t iative , - 1  attack per melee, -2 to dodge or rol l  with impact 
and -6 to save vs gas attacks , even smoke wi l l  make them 
gag and choke) . These aliens must have an atmospheric 
breath ing apparatus to function in an atmosphere or re
main constantly with in the water. Such breathing appara
tuses can be a helmet , environmental suit (fi l led with 
water) , bionic lung implant, genetically engineered lung 
(as wel l  as gi l ls) or via magic; see the equ ipment section 
for data regarding environmental su its. Aquatic al iens wil l 
feel most at home in the water. 

Characters who are aquatic mammals will have lungs, 
a nose or b low hole, and breathe air . These al iens wi l l  
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have no problems breathing in an atmosphere, but they 
wi l l  not be able to breathe water l ike a fish ; they hold their 
breath and must come up for air at regular intervals. Most 
aquatic mammals can hold their breath underwater for 20 
minutes. If forced under for a longer period they wi l l  
drown. Surgical removal of the webbing is unappeal ing to 
the al iens and wi l l  reduce swimming speed and underwa
ter bonuses by half. 

Note: Swimming abi l it ies are often remarkable. 
Swimming speed for most aquatic races is their running 
speed mult ip l ied by ten , and they have a natural swim
ming ski l l  of 95%, unless stated otherwise. 

Cherion 
Chee is a planet with 90% water. With in its vast 

oceans, the people have evolved . They have an ad
vanced technological society, and are masters of robotics, 
bion ics, and space travel ,  with weapons, tools, and de
vices beyond Earth's cu rrent capabi l it ies. Although they 
are an advanced society, thei r attempts to augment them
selves through chemical experiments and genetic engi
neering have created generations of Cherions with 
unpredictable side effects and super-powered mutants . 

Al l Cherions are requ i red to enter into the Cherion Ex
ploratory Mi l it ia (CEM) ,  the space division of thei r armed 
forces. Whi le this keeps the people active and working, it 
also creates some protest . Many Cherions feel they have 
no place among the stars , and should concentrate on the 
needs and defenses of their own homeworld. This is 
largely the result of threats and trouble with other races in 
the galactiC community. Furthermore ,  the percentage rate 
for desertion is a whopping 1 6%!  Many critics of the space 
program insist they are losing the resources of thei r youth 
and scientists to other worlds. 

Any Cherion explorers assigned to a tour i n  a specific 
sector of the galaxy will be taught the names, languages, 
and general cultures of the major inhabited planets in that 
sector. A deserting explorer is l ikely to be able to read , 
speak, and write one or more languages of the planet he 
is deserting to . Only deserters responsible for serious 
crimes are pursued with vigor. Desertion is h igh because 
the vast majority of CEM career sold iers and officers are 
strict, mean and cold-hearted, and some are downright 
evi l .  

Cherion explorers without super abi l it ies are nearly al
ways outfitted with environmental body armor and/or battle 
robots or A TV exploration robot veh icles. As a result , they 
rarely need any type of hand-held weapons, but they are 
issued laser rifles or sonic weapons as a precaution. 

Cherion (pronounced chare-eye-on) 
Alignment: Any. The Cherion government and the CEM 

commanders are frequently anarchist ,  m iscreant or aber
rant. 
Attributes: 1.0. 306, M .E .  306+2, M .A. 306, P.S. 406, 

P.P. 406, P .E .  306, P .B .  206, Spd. 206 (Swimming 
Speed is Spdx1 2) . 
Hit Points: P.E .  plus 1 06 per level of experience. 
S.D.C. : 204x 1 0  



Height: 5 feet, 6 inches plus inches (1 .7 to 2 . 1  m) .  
Weight: 1 30 plus pounds (68 to 1 1 3 kg) . 
Average Life Span : 70 years. P.P.E. :  206 
Appearance: They have large eyes, thick scales, and a 

prominent mouth . Spiny f ins protrude from their fore
arms and along their spine. The hands are large, with 
prominent webbing. Their feet and legs resemble those 
of a frog. 

Super Abil ities : These aquatic al iens can select any of 
the Super Power Categories, but 45% have superhu
man powers as a result of chemical mutation or genetic 
experimentation (ro l l  under the mutant or experiment 
categories in Heroes Unl imited) ,  and 1 5% are bionic 
(with artificial lungs). 33% of those who serve in the 
CEM pi lot power armor su its or large one- to four-man 
robot Al l-Terrain Vehicles (ATV). 

Natural Abil ities: Swim 1 2x faster than running/land 
speed , swim at 95% ski l l ,  have gi l ls ,  can sense electro
magnetic energy and ley l ines, and are +2 to strike, 
parry, and dodge underwater. 

Special Weapons: Sonic, missiles/project i les and laser 
weapons. 

Special Vehicles:  A variety of underwater vessels and 
advanced spaceships. 

Special Armor: Ful l  environmental suit for surface move
ment and space exploration ; A.R. 1 6 , S .O .C.  250. 

Fami l iarity with Earth: Soldiers and explorers in  the I Ita 
quadrant where Earth is located have knowledge about 
Earth equal to "Some fami l iarity." 

Rifts Notes : If used in  the Rifts sett ing, the Cherions wi l l  
be regarded as monstrous O-Bees. The Coalit ion 
States wi l l  see them as dangerous beings because of 
their inhuman appearance, super powers and 
tech-level .  The CS is l ikely to exterminate them when
ever they are encountered . These aquatic al iens wil l 
f ind the G reat Lakes and Earth's oceans and seas i nvit
ing p laces to l ive. They can be considered to be S.O .C.  
or Mega-Oamage creatures. Thei r technology can also 
be one or the other depending on the view of the G .M . ,  
but i s  probably Mega-Oamage technology. 

If set in the Rifts: Phase World envi ronment, most 
Cherions wi l l  be adventu rers, Mercenaries or slaves. 

Errasa 
Long ago , the planet Er was very much l ike Earth . Its 

waters were a deep, u ltramarine blue, and ful l  of l ife. The 
people known as the Errasa fled to the stars when the 
ecology of their homeworld col lapsed and Er went through 
dramatic and deadly changes. M i l l ions perished before the 
titanic space exodus could be launched. 80% of the 
planet's surviving population took to the stars. Of those 
who stayed behind,  half have perished whi le the others 
struggle to adapt. An estimated 1 22 mi l l ion space refu
gees have scattered to the four corners of the galaxy and 
have yet to f ind a p lace to cal l  home. Note: They are not 
invaders and won't even consider conquering an inhabited 
world. 

They have developed technology to a step just above 
that of Earth . They are able to create robots, have mas-
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tered space travel ,  and dabble with robotics and bion ics, 
both of which are st i l l  very new and experimental for them. 
Hover technology is a new ski l l  they have learned , and 
many of them prefer it for above and below water travel .  
Errasa weapon technology is inf luenced by their underwa
ter heritage ,  and many of their ranged weapons are based 
on condensed sonic discharges. 

The Errasa vary widely in stature from less than five 
feet ( 1 .5 m) to nearly nine feet (2.7 m) tal l .  They are th in ,  
l ightly-bui lt a l iens because of the ir  h igh prote in ,  low fat 
diet. Their scales are thick and close-fitt ing, with colors 
ranging from l ight grey with b lack accents to blue with yel
low accents. Their eyes are smal l ,  round and dark. 

Errasa (pronounced er-rass-ah) 
Alignments : Any, but many tend to be good or selfish . 
Attributes: La. 306, M .E .  306, M .A. 306, P.S. 406, P .P .  
306,  P .E .  306,  P .B .  206+2, Spd.  406 (Swimming Speed 
is Spdx6) . 
Hit Points:  Standard , P.E. p lus 1 06 per level of experi-

ence. 
S.D.C. : 304x1 0 
Height: 5 feet plus feet ( 1 .5 to 2 .4 m) .  
Weight: 1 00 p lus pounds (54 to 82 kg) . 
Average Life Span: 85 years. P.P.E. :  306 
Super Abil ities : Super Power Categories are l imited to bi

on ics (rare and experimental) , hardware, physical train
ing, psion ics and magic (none currently use magic but 
they may d iscover the Mystic arts from other al iens). 



Natural Abil ities: Like the lungfish on Earth , the Errasa 
have natural ly developed both g i l ls and lungs. They can 
stay underwater indef in itely, or on dry land for 24 hou rs 
before needing to immerse themselves in  water (needs 
to be in water for at least three hours per every 48 hour 
period) .  They also have keen vis ion and hearing ,  and 
swim at 90% ski l l  proficiency. 

Special Weapons: Sonic Blaster Rifle: Range: 70 feet (21 
m; 1 40 feetl43 m underwater) . Damage: 506 per blast. 
20 shot E-cl ip .  Damage is 606 when used against tar
gets with some form of heightened or advanced hear
ing, i ncluding other Errasas. 

Vehicles: They use a variety of d ifferent vehicles but the 
hover platform is one of their favorites above water. It 
can hold up to fou r large people. Maximum speed : 1 20 
mph ( 1 92 km), S .D .C.  1 20.  Maximum altitude: up to 
300 feet (91 m) above the ground. 

Preferred Armor: I n  combat situations , special 
forces-style, full suit body armor of thei r own design: 
A.A. 1 5 , S.D.C. 1 80. 

Fami l iarity with Earth: None. If one of them should arrive 
here ,  h is language wi l l  sound very much l ike Chinese. 

Rifts Notes: If used in the Rifts sett ing, the Errasa wi l l  be 
regarded as D-Bees, but of no special interest to the 
Coal it ion. These aquatic al iens wil l f ind the Great 
Lakes, rivers and Earth's oceans to be comfortable 
places to l ive. However, they would never consider in
vading the Earth or any inhabited world where they 
were not welcomed. 

They can be considered to be S.D .C.  or 
Mega-Damage creatu res . Thei r technology can also be 
one or the other depending on the view of the G .M . ,  but 
is probably S.D.C. technology. 

If set in the Rifts: Phase World envi ronment, they 
wi l l  be explorers, adventu rers , Mercenaries or refugees 
looking for a new homeworld . 

Inennsi 

Many centu ries ago , Nen was a beautiful planet ,  not 
un l ike Earth. Then the Atorian Empi re arrived (see the 
Atorian Empire entry in the Galactic Organization section) . 
Nen was converted to an energy world for the Empire. 
Enormous, sprawling power plants and factories the size 
of cities covered the face of the planet to churn out nu
clear energy and to manufactu re weapons and equipment. 
The atmosphere is choked with fumes and chemicals and 
the water has been transformed into a toxic soup. 

The I nennsi and other inhabitants of Nen tried to f ight 
the invaders when they fi rst arrived but tens of thousands 
were slain .  They have since tried to reclaim their world 
several times, but the Empire is too powerfu l .  Of the four 
different races who once cal led Nen home, only the 
I nennsi remain .  Sadly, thei r race has been devastated, 
with mi l l ions ki l led, mi l l ions of others enslaved and taken 
off-world , and frightened survivors h id ing in the ocean 
depths. I nennsi slaves l iving in the Atorian Empi re out
number those l iving on Nen and as refugees spread 
across the galaxy combined. 
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The I nennsi are of average s ize and weight by human 
standards. The toxic envi ronment in which they are forced 
to live has destroyed the pigment in their skin (they are al
b inos) , and causes their scales to fal l  out, as wel l  as sick
ness and mutation .  Exposu re to radioactive materials and 
chemicals has made the I nennsi who survived and 
adapted resistant to the effects of d ifferent radiation and 
toxic chemicals. Those who l ive on Nen are so satu rated 
with rad iation that they themselves give off constant low 
levels of rad iat ion. Mutants with psionic or super abi l it ies 
are increasingly common,  as are brain damage, cancer 
and sti l lb irths. 

The I nennsi have l ittle or no technology of their own , 
only simple weapons and tools. They rely on thei r special 
abi l it ies to defend themselves. Al l the higher technology 
possessed by I nennsi refugees has been stolen, sal
vaged, or  purchased. Plenty of it wil l be Atorian Empire 
standard issue gear stolen from guards and soldiers .  

Inennsi (pronounced in-nen-sea) 
Alignment: Any, many are good. 
Attributes: I .Q. 206+3, M .E .  306, MA 206, P.S.  306 
(+1 0 underwater) , P.P. 306, P.E. 306, P.B. 206, Spd . 
306 (Swimming Speed is Spdx1 0) . 
Hit Points: Standard ;  P.E. p lus 1 06 per level of experi-

ence. 
S.D.C.:  1 D6x1 0 
Height: 6 feet plus 1 06 inches ( 1 .6 to 2 .0 m). 
Weight: 1 90+1 06 pounds (87 to 89 kg) .  



Average Life Span: Off-world slaves: 75 years ;  those 
born and raised on Nen (even for the f i rst 1 8  years of 
their l ives) :  50 years .  P.P.E. :  1 06 

Appearance: White skin with smooth featu res and large, 
pale pink eyes. Their mouths are large and f i l led with 
two rows of t iny, sharp teeth .  Thei r  heads are crowned 
with 204+2 short spikes. 

Super Abi l ities: Super Power Categories are l imited to 
mutants and psionics. Most of those l iving on Nen have 
mutant super powers (01 -56%) or psion ics (57-72%) .  
The rest have no special abi l it ies (Hardware , physical 
train ing,  etc . ) .  

Off-world ,  only 35% of the slaves have super abi l i 
t ies and 1 2% have psionic powers .  Slaves and freemen 
off-world without super abi l it ies may learn magic, physi
cal train ing,  hardware or get bion ics. 

Natural Abil ities: Swim 1 0x faster than runn ing/land 
speed , swim at 95% ski l l ,  have gil ls (can breathe air for 
206+20 minutes) , can see the u ltraviolet spectrum of 
l ight, and are +3 to save vs poison and drugs. Under
water they are +2 on in it iat ive, +2 to strike ,  and +4 to 
parry and dodge (not appl icable above water) . 

Special Weapons, Armor and Vehicles: Whatever they 
can acqu i re, from the Atorian Empire to FAR items. The 
luckiest will have an Atorian antigravity ring. 

Fami liarity with Earth: None for most I nennsi .  Some ref
ugees and Atorian slaves may have "Some Fami l iarity." 
Note: The I nennsi are a desperate people i n  slavery, 

who would leap at the chance to be free. Those who do 
escape the clutches of the Atorian Empire often become 
explorers ,  freebooters or  Mercenaries. Many Inennsi re
member, through songs and stories, how green and blue 
Nen was long ago. Some hope they may find a world l ike 
that again and settle down there. I ron ical ly, once they are 
free , most never settle down and wander the un iverse. A 
small group of I nennsi are members of the Raider Clans 
and another is part of a pi rate band who p lunder only 
Mantel la and Atorian vessels. 
Rifts Notes: I f used in  the Rifts RPG sett ing, the I nennsi 

wi l l  be regarded as monstrous O-Bees. The Coalit ion 
States wil l see them as dangerous beings because of 
their inhuman appearance and super powers. They are 
l ikely to exterminate them whenever they are found. 
These aquatic al iens wi l l  f ind the Earth's lakes, rivers , 
seas and oceans wonderful places to l ive. They are 
S.O .C.  creatures who must acqu i re Mega-Damage 
weapons and equ ipment. The items they may have sto
len can be S.O .C.  or M .D .  

I f  set in the Rifts: Phase World envi ronment, most 
I nennsi wi l l  be adventurers , Mercenaries or slaves. 

Nattereri 

color to red on thei r fronts and sides. I nstead of wide fins 
for maneuvering, the Nattereris have hard ,  keel- l ike bones 
on the head, back, forearms and lower legs. 

They are a proud warrior race, but the wars that rav
aged thei r planet are long over. The Nattereis continue to 
hold on to their ancestors' traditions and bel iefs as a sa
cred creed of the warrior. They adhere to a trad ition of 
martial combat, physical tra in ing and self-discip l ine of both 
the mind and body. L ike the samurai of Earth , they view 
honor and ski l l  as goals of personal perfection. 

The Nattere is are the leaders of the Coal it ion. This se
cret galactic movement opposes many of the more op
pressive ventu res started by the Atorian Empire. The 
Nattereris are the only factor that holds many of the Coal i
t ion members together. The confidence, strength, and 
honor of these beings are the major force behind the 
Naimese movement. Noth has been untouched by war for 
a centu ry, but that would change if the Atorian Empire dis
covers just how important they are to the Naimese Coal i
t ion. 

Nattereri operatives are stationed on and around nu
merous planets across the galaxy to protect them from al l 
kinds of dangers ,  as well as to col lect information about 
the Atorian Empire. They also have d iplomats (and spies) 
among the Federation of Al l ied Races. In fact, is was con
tact by members of FAR that b rought the Nattereri into the 
space age and helped them to develop space technology. 

The Nattereri warriors feel it is their duty to help others .  
They see the Atorian Empire as an evi l  force and a worthy 
opponent. Many of the warriors long for an opportun ity to 
engage the Atorians and have won many skirmishes 
against the Mantel la. However, these clever and disci
p l ined warriors real ize they must gain more knowledge, 
weapons and power before they face the evi l Empire one 
on one. Unt i l  that day, they engage in  subtle guerri l la war
fare ,  sabotage, espionage and pol itics (see the Naimese 
Coalition described in the galaxy organizations section) .  
They are a growing force in the galaxy, both technologi
cal ly and spi ritual ly. 

Nattereri (pronounced nat-tare-er-ee) 

Alignments : Any, but the great majority are pri ncipled ,  
scrupu lous or unprincipled. Many Nattereri rogues, p i rates 
and vi l la ins wi l l  be aberrant or anarchist, but other evi l  
al ignments are possible, especial ly i f  the character has 
been unable to master his or her self-control and aggres
s ive, predatory natu re. These misanth ropes are given to 
rages, self- indu lgence and extreme acts of cruelty. 
Attributes: 1 .0 .  306, M .E .  406, M .A. 406, P.S. 506 (+6 
underwater) , P .P .  306+2, P .E .  306+2, P .B .  206, Spd .  
306 (Swimming Speed is Spdx1 0) . 
Hit Points: Standard ,  P.E. plus 1 06 per level of experi-

The Nattereris l ive and th rive with in  the violent oceans ence. 
of Noth . They have developed th ick, heavy scales and bony S.D.C.:  206x1 0 plus 6 per level of experience/age. 
ridges to protect them from their host i le envi ronment and Natural A.R. :  1 5  
monstrous predators. Their  eyes are prominent, but Horror Factor/Awe: 1 4  
sunken beh ind bony ridges. Thei r wide mouths are f i l led Height: 6 feet plus 1 04 feet (2 . 1  to 3.0 m) .  
with rows of razor sharp teeth l i ke Earth sharks. The color Weight: 200 plus 406x1 0 pounds (1 09 to 200 kg) .  
o f  their scales is s i lvery-grey on thei r backs and salmon Average Life Span : 1 1 0  years .  P.P.E. :  206 
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Super Abil ities: All Nattereri warriors can make selec
tions from the Super Power Categories of bion ics (usu
al ly partial reconstruction or bionic lungs and minor 
implants) , hardware, or  physical train ing. Magic is un
known to these people but it could be learned from oth
ers. 

In addition ,  all warriors get the fol lowing from thei r 
years of special martial arts train ing: +2 on in itiative, +2 
W.P.  ski l ls ,  the equ ivalent of heal ing factor and any one 
"extraordinary" power l isted under minor super abi l it ies. 

Optional: The warrior can select the fol lowing abi l i 
t ies from Ninjas & Superspies : Three powers from 
body hardening, two powers from zenjoriki, two powers 
from the arts of invisibility and one atemi (see N&S, 
page 1 1 4) .  Plus he/she gets the "qu ickie" form of Tae 
Kwon Do karate (page 84) . 

Natural Abil ities (evolved from a predator) : Swim 
1 0xfaster than runn ing/land speed , swim at 95% ski l l ,  
have g i l l s  (can normally breathe air for  20 minute) ,  ex
cel lent vision and hearing,  a superior sense of smell 
(equal to advanced smel l ) ,  can smel l b lood underwater 
up to three mi les (4.8 km) away. On dry land and in the 
ai r they can track blood scent 65% ski l l  proficiency, rec
ognize the scent of a specific race 55%, of a specific 
person 40% +2% per level of experience (al l  are +1 0% 
underwater) . The character's bite does 306 damage 
(+ 1 06 if 8 ftl2.4 or tal ler) and the bony fins on the arms 
and head can be used to parry melee weapons such as 
swords and clubs. Underwater the characters are +2 on 
in itiative, and +2 to strike, parry and dodge (not appl ica
ble above water) . 
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Special Weapons: Ion rifles: Range: 400 feet ( 1 22 m). 
Damage: 506 per blast. 20 shot E-cl ip .  They are de
signed for use in turbulent underwater combat (double 
range when in  an atmosphere). They also use sonic 
weapons and l ike heavy energy weapons and explo
s ives. However, thei r favorite form of combat is hand to 
hand fisticuffs or with melee weapons. 

Special Vehicles: Hover cycle (two-man) :  Maximum 
speed 200 mph (320 km) . S .O .C.  1 20. Hover up to 45 
feet ( 1 3 .7 m) above the ground. +2 to dodge. They use 
a variety of items and are ski l led in  many weapons. 

Preferred Armor: The resi l ience of the Nattereri's natural 
body armor means many warriors don't use artificial ar
mor except envi ronmental su its for space travel and 
planetary expeditions. Vast numbers of the Nattereri 
have gotten gi l ls to lung bionic conversions and 1 06 
minor implants. 

Fami l iarity with Earth: They have detai led knowledge on 
many planets including Earth. An Earth operative wi l l  
know information equal to the "Has studied Earth" resu lt 
on the Fami l iarity with Earth table. Most others only 
have a passing knowledge. 

Rifts Notes: If used in  the Rifts RPG sett ing, the Nattereri 
wi l l  be regarded as monstrous O-Bees. The Coalit ion 
States wil l see them as dangerous beings because of 
their inhuman appearance, size and abi l it ies, and be
cause they promote peace and unity among other 
O-Bees. They are l ikely to exterminate them whenever 
they are found. These warriors wi l l  find the tu rmoi l  and 
vi l lainy on R ifts Earth to be a challenge. They wi l l  travel 
the land l ike Cyber-Knights, righting wrongs and pro
tecting the innocent. 



They are defin itely Mega-Damage creatu res in the 
Rifts environment. Their weapons and equipment are 
also l ikely to be Mega-Damage items. 

If set in the Rifts: Phase World environment, the basic 
sett ing described for Heroes Unl imited is applicable. 
Most wi l l  be good hearted adventu rers ,  explorers, free
dom fighters or Mercenaries. 

Salar 
Lyris is a planet that is approximately 60% water. Be

cause of the great size of the planet, its oceans are vast 
and deep, but they exert less than normal Earth pressure 
at the great depths because of a l ighter gravitational pu l l .  
With in these oceans, tal l ,  elegant bu i ld ings c l ing to the 
faces of underwater cl iffs . They are the homes of the 
Salars. 

The Salars are tal l  and thin, and covered with gray 
scales on their backs that change to a bright p ink on their 
sides, and white on their heads and palms. Fins are com
monly located at the base of the head and upper back, as 
wel l  as on the calves and forearms. They have large eyes 
set i nto squared heads above a wide mouth . Hands and 
feet are webbed. Lacking advanced technology, the 
Salars general ly rely upon their natu ral abi l ities and magic. 

The salar leaders are mysterious Mystics (these NPC 
characters get the major power common to al l  Salars in 
addition to spell casting abi l ity) . Most seldom leave their 
homeworld , but some do travel ,  and may occasional ly be 
encountered on pol itical or exploratory assignments in the 
field. They are very reserved and sometimes downright 
wei rd .  They often speak in riddles or answer questions 
with questions, and wrap themselves in robes of secrecy. 
However, their advice and leadership is usual ly sound and 
they are revered by normal Salars. The Mystics operate a 
network of d imensional portals on their homeworld that 
are used to travel to and trade with other planets. Having 
l ittle to offer more advanced peoples in  the way of goods, 
they have done wel l  by offering their services as sol
diers/defenders, Mercenaries, advisors and Mystics . 

The Mystic portals and presence of magic have made it 
so the Salars did not need to develop space technology or 
high-tech manufactu ring. However, they are part of the ga
lactic community and have traded for numerous materials 
and items, i ncluding energy weapons, hover vehicles, l im
ited bion ics and so on. Some Salars have also taken to 
the spaceways to make fortunes as Mercenaries, mer
chants or adventu rers .  

Salar (pronounced sah-Iar) 
Alignment: Any, but the typical outlook of the Salars 
would best be described as unprincipled. 
Attributes: 1 .0. 3D6, M .E .  3D6, M .A. 3D6, P.S. 3D6, P .P .  
4D6, P .E .  3D6,  P .B .  2D6, Spd .  6D6 (Swimming Speed is  
Spdx1 0) .  
Hit Points: Standard ;  P.E. plus 1 D6 per level of experi-

ence. 
S.D.C.:  1 D4x1 0+20 
Height: 8 feet, 2 inches plus 2D6 inches (2.5 to 2.8 m). 
Weight: 1 D4x1 00 pounds (54 to 1 81 /1 08 to 362 kg) .  

(Double in  water form). 
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Horror Factor: 1 0, as a resu lt of their extremely inhuman 
appearance. 

Average Life Span: 75 years. P.P.E. :  3D6 
Super Abil ities: All Salars have the major super abi l ity of 

alter physical structure: liquid. Salars in  their  water form 
are invisible to heat and infrared sensors .  Other abi l it ies 
are as l isted in Heroes Unl imited: water bolt, water be
hemoth,  water merge, manipulate shape, and l imited in
vulnerabi l ity. 70% also have one minor abi l ity selected 
from the category of energy expulsion (pick one). See 
Step Three of Character Creation in  this book for deter
min ing additional super abi l it ies. Only their NPC Mystic 
leaders study spel l casting (and portal making) magic. 

Natural Abil ities : Swim 1 0x faster than runn ing/land 
speed, swim at 95% ski l l ,  have gil ls (can breathe air for 
20 minutes) ,  have sharp vision and keen sense of 
smel l .  Underwater they are +2 on in it iative, +1 to strike, 
and +2 to parry and dodge (not appl icable above wa
ter) .  

Standard Weapons and Vehicles: A variety of  items 
from around the galaxy and beyond (could include 
Phase World and other Pallad ium worlds) . They l i ke jet 
packs, speedboats, hover vehicles and veh icles that go 
fast. 

Armor: Specially designed envi ronmental armor keeps 
the characters moist and breathing on dry land for in
defin ite periods of t ime. A.R.  1 5 , S.D.C. 1 80.  



Fami l iarity with Earth: The Salars have had extensive 
dealings with many races in the megaverse. As they 
work with or for people who have studied or been to 
Earth, knowledge of the planet wi l l  spread to the rest of 
the Salars .  Most of the field operatives, Mystics and ex
plorers have "Some fami l iarity" with Earth as detai led in 
the Fami l iarity with Earth table. 

Rifts Notes: If used in the Rifts RPG sett ing, the Salars 
wi l l  be regarded as monstrous D-Bees. The Coalit ion 
States wi l l  see them as dangerous beings because of 
their inhuman appearance and super powers . They are 
l ikely to exterminate them whenever they are encoun
tered . These aquatic al iens wi l l  f ind the Earth's lakes , 
rivers , seas and oceans an acceptable places to l ive. 

If set in the Rifts : Phase World environment, most wi l l  be 
adventu rers or  Mercenaries. 

Salars are S.D.C.  creatu res who must acqu i re 
Mega-Damage weapons and equipment, however, thei r 
super powers may i nfl ict Mega-Damage. The salar 
Mystic can be played in  Rifts as a d imension travel ing 
practit ioner of magic that is an equal to the Ley Line 
Walker O.C.C. or Temporal Wizard O.C.C. These char
acters may have l inks to Phase World, Narun i  Enter
prises, Cibola, the Splugorth (not l i kely) , 
Techno-Wizards (they love magic of al l  kinds) and oth
ers. 

Salvelinus 

Salva is a planet of oceans with a high water density 
and a strong gravitational pu l l .  The Salvel inus l ive in large 
cities bu i lt on the bottom of shal low oceans, two to three 
hundred feet below the waves. They are short, powerful ly 
bu i lt humanoids covered with blue scales that are often 
decorated by bright red , p ink, yel low, or orange spots on 
their backs. Fins are located at the base of the head , fore
arms and calves of the legs. 

Although not l ight years ahead of Earth, the Salvel inus 
have sl ightly more advanced technology. They have de
veloped their robotics and space travel beyond Earth lev
els and have begun extensive experimentation in the area 
of genetic augmentation and bion ics. This includes 
gi l ls-to- Iungs cybernetics and power armor su itable for 
space exploration and surface dwel l ing. Their experiments 
have insti l led a variety of super abi l it ies in many test sub
jects with min imal dangerous side effects , but magic and 
are virtual ly unheard of on Salva. 

The Salvel inus space program offers many types of 
study programs, from sociology to the sciences and sur
vival .  To protect the study groups, combat special ists with 
powerful spear guns are assigned as escorts and advi
sors. Most study group members receive l ight armor or 
envi ronmental su its. The combat special ists have heavy 
armor. 

Salvel inus (pronounced sal-vei l- l ih-nus) 
Alignment: Any, but the majority seem to be self ish. 
Attributes: La. 3D6, M .E .  3D6, M .A. 3D6, P.S. 4D6, 

P.P. 3D6, P.E. 3D6, P .B .  2D6, Spd .  6D6 (Swimming 
Speed is Spdx1 0) . 
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Hit Points: Standard ;  P.E. p lus 1 D6 per level of experi-
ence. 

S.D.C. : 1 D6x1 0+ 1 0  
Height: 5 feet plus 2D6 inches ( 1 .5 to 1 .8 m). 
Weight: 1 50 plus 1 D4x1 0 pounds (72 to 86 kg) .  
Average Life Span: 70 years. P.P .E . :  1 D6 
Super Abil ities: Super Power Categories are l imited to 

mutants and experiments for super powered beings. 
Approximately 35% have undergone partial bionic re
constructions. Others can be normal ,  or select from the 
power categories of hardware or  physical tra in ing. 
Psionics and magic are not avai lable. 

Natural Abil ities: Swim 1 0x faster than runn ing/land 
speed, swim at 95% ski l l ,  have gi l ls (can breathe air for 
20 minutes) ,  have sharp vision and keen sense of 
smel l .  Underwater they are +1 on in it iative, +1 to strike ,  
and +2 to parry and dodge (not appl icable above wa
ter) . 

Special Weapons: Salvel inus spear-gun (rifle) :  Damage: 
barb-tipped damage. Explosive 1 D4x1 0. Range (under
water or in  the air) :  200 feet (61 m). Typical combina
tion of spears is 1 0+4D6 barb-t ipped and 2D6 explosive 
tipped. 

Spear-gun  (pistol) :  Damage: 2D6 barbed. 4D6 explo
s ive. Range: 60 feet ( 1 8 m). Of course they can also 
use other types of weapons, although they seem to be 
particularly fond of explosives . 

Special Vehicles: Vary with the need and the envi ron
ment. 



Preferred Armor: Combat special ists wear riot gear, fu l l  
envi ronmental armor: A.A. 1 4 , S .O .C .  1 50. Light body 
armor: A .A .  1 1 ,  S .O .C.  70. 

Fami l iarity with Earth : The Salvel inus have vis ited many 
planets . They sympath ize strongly with the pl ight of 
planets that are pol lut ing their oceans. A typical aid and 
study program wi l l  last for six years, with only d i re 
emergency contact with Salva permitted . The 
Salvel inus have only recently begun thei r study trips to 
Earth , and they have l ittle fami l iarity with its cu ltu res or 
laws, although they have learned one or two languages 
(at 50% proficiency) . 

Rifts Notes: If used in  the Rifts RPG sett ing, they wi l l  be 
regarded as monstrous O-Bees. The Coalit ion States 
wi l l  see them as dangerous beings because of thei r in
human appearance and super abi l it ies. Slavers may 
f ind them attractive for underwater exploration and 
slave labor. Salvel inus are defin itely S .O.C.  creatu res 
even in the Rifts envi ronment, although their super 
powers , weapons and armor may be Mega-Damage 
items. 

If set in the Rifts: Phase World environment, the basic 
sett ing described for Heroes Unl imited is appl icable. 
Most wi l l  be adventu rers , explorers ,  scientists or Merce
naries. 

Tinalis 
Tinal is an icy ,  d imly l it planet far from its sun .  Below 

the ice are cold, sti l l  oceans where the Tinal is make their 
homes. The frig id l iqu id of Tinal is th icker than Earth water 
and can reach temperatu res of one-hundred degrees be
low zero (-73C) without turn ing sol id. The Tinal is have 
smooth ,  rounded features, t iny scales and are pale blue i n  
color. An  insu lating layer of fat helps to  keep them warm. 
On average, they are sl ightly shorter than humans and a 
bit heavier. The i r  head and eyes are smaller than other 
aquatic species. 

The Tinalis have an advanced society and technology 
that exceeds that of Earth . Besides their starsh ips and nu
clear power, they have developed bionics and robot vehi
cles. New developments in  robotics have the Tinal is 
developing l ife- l i ke androids. Robots perform much of their 
d iff icu lt and dangerous labor. 

The Tinalis have good relations with other alien societ
ies in the galactic community and perform many services 
for their al l ies, including space exploration ,  hau l ing freight, 
transportation ,  making artificial i nte l l igences , and manu
facturing components for robots and cyborgs. Tinalis Ex
ploratory Teams (TETs) are typically a combination of 
scientists , mi l itary special ists and robots/androids h i red 
out to other governments for scientific explorat ion, rescue 
missions and reconnaissance. They may also agree to 
mercenary work to defend, or guard property, spaceships 
or outposts. It is rumored that certain free/ancers wil l  per
form seek-and-destroy missions, sabotage and assassina
t ions. 

Tinalis (pronounced tin-al-iss) 
Alignment: Any, but the majority of Tinal is are scrupulous 
or principled. 
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Attributes: La. 306, M .E .  306, M .A. 306, P .S.  306+2 
(+6 underwater) , P .P .  306, P .E .  406, P .B .  206,  Spd .  306 
(Swimming Speed is Spdx1 0) .  
Hit Points: Standard. 
S.D.C.:  80; P.P.E. :  M.E .x2 or by MagiC Power Category. 
Height: 5 feet plus 306 inches ( 1 .5 to 2.0 m). 
Weight: 1 20 plus 206x1 0 pounds (54 to 1 00 kg) .  
Average Life Span: 75 years. 
Super Abil it ies : Super Power Categories are l im ited to b i

onics, robotics, and hardware! Psion ics, magic and 
super powers are not avai lable. 

Natural Abil ities: Swim 1 0x faster than runn inglland 
speed, swim at 95% ski l l ,  have gil ls (can breathe air for 
1 5  minutes) ,  have sharp vision, can see in  mu rky water 
and through smoke,  keen sense of smell (equal to the 
mutant animal power of advanced smell) and are im
pervious to cold and cold-based magic (heat and f i re 
does double damage) . Underwater they are +1 on in i 
t iative, +1  to strike and parry, and +2 to dodge (not ap
pl icable above water) . 

Special Weapons: Sonic and laser weapons with 20 shot 
energy cl ips. Sonic blaster range is 70 feet (21 .3 m) ,  
does 506 per blast, or 606 when used against targets 
with some form of heightened or advanced hearing. La
ser rifle range is 2200 ft (488 m) ,  and does 206 per 
shot. 

Special Vehicles: Varies with needs. A favorite is an 
A.T.V. hover vehicle with a maximum speed of 1 40 
mph (225 km) , S .O.C.  440. Hover up to 1 2  feet (3.7 m) 

o 



above the ground. Space and underwater operations 
are possible. 

Preferred Armor: Research personnel are issued con
cealed armor: A.A. 1 0 , S .D .C . :  50. M i l itary personnel 
are issued armored envi ronmental su its : A.A .  1 2 , 
S .D .C . :  1 20.  

Fami l iarity with Earth: The Tinal is bel ieve Earth has the 
potential to become a productive member of the 
space-faring community, and are considering g iving 
Earthl ings a gu id ing hand to that end . Thus, they have 
"Some Fami l iarity" with Earth and plan to visit soon.  

Rifts Notes: The Tinal is wi l l  be regarded as monstrous 
D-Bees. The Coal it ion States wi l l  see them as danger
ous beings because of their inhuman appearance and 
knowledge of science and weaponry. They are l ikely to 
exterminate them whenever they are encountered . 

They are l ikely to possess Mega-Damage technol
ogy, but that decision is left to the Game Master. 

If set in the Rifts:  Phase World environment, the basic 
sett ing described for Heroes Unl imited is appl icable. 
Most wi l l  be good hearted adventu rers ,  explorers, sci
entists or Mercenaries . 

Ape Al iens 
The humanoid ape races have many things i n  common 

with their Earth counterparts . Many resemble gori l las, ba
boons, chimpanzees, orangutans, or any other species of 
apes. All are ful ly b ipedal with human-l ike ,  upright posture. 
A layer of short hair or fur typical ly covers the head and 
back, and sometimes the entire body. Eyes are usually 
smal l and round, the nose is flat, and the mouth is large 
and can have large flat teeth or sharp can ines. These 
al iens do not have tails (monkeys have tai ls ,  not apes) 
and may not cl imb trees. Of all the al ien races with a 
non-human appearance, the ape races are most l ike ly to 
have a human appearance. The ape races seem to be 
among some of the most violent and war- l ike. Some sci
entists have suggested that aggression and war devel
oped during the evolution of the ape, perhaps it is even 
genetic. 

Anubios 
The abrasive , battering conditions of the planet Norima 

have pounded the Anubio mountain  people into tough , 
hardy warriors. These beings resemble giant, lanky Earth 
baboons, with long snouts, sharp teeth, and close-set 
eyes. Thei r bodies are covered in a tough, hai rless h ide 
with hard plates covering parts of their head , neck, shoul
ders, and h ips. They normally stand about eight feet (2 .3 
m) tal l .  These people love physical and mental challenges 
almost as much as the sense of accompl ishment they get 
when they meet a challenge. Anubios express this need 
for challenge and adventure by physical contests that test 
their rugged bodies and combat ski l ls .  

For thousands of years the Anubios were d ivided into 
warring tribes that seemed to fight an endless series of 
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skirmishes. When they weren't f ighting each other, they 
were fighting other natives or exploring their world (and 
conquering lands) . If a war was too easy, the Anubios 
warriors would become bored and call it off , claiming vic
tory and seizing booty or land. The losers were considered 
pathetic and weak, but al lowed to l ive .  If the "losers" per
sisted in f ight ing, rather than accept the declaration of 
their defeat, the Anubios would fight with renewed vigor, 
slaughtering man , woman and ch i ld unti l every last one 
was slain ,  or they begged for mercy and conceded defeat. 
People who can't or won't fight are considered cowards or 
weakl ings. Those who put up a val iant fight, or can fight 
them to a stalemate wi l l  be deemed equals and heroic 

warriors. I n  many cases, a stalemate wi l l  result in peace
time, because the Anubios respect their opponent and are 
wi l l ing to discuss matters and make concessions with an 
equal . Any race who can get the better of an anubio army 
(they seldom admit defeat) wi l l  be considered an honored 
opponent, a supernatural force , or their greatest enemy (of 
whom vengeance must be sought) . 

I ndividual Anubios are boisterous glory hounds qu ick to 
argue, wrestle, fight, or leap into action - the more chal
lenging the situations, the better. Brawling is a favorite 
past ime; there is great pride for the Anubios who is the 
last one standing. In true combat situations, they are 
smart, relentless opponents capable of almost anyth ing, 
from the daring to the subl ime. They use whatever weap
ons are at hand or necessary for the job, whether it be en-



ergy weapons, Vibro-Blades, explosives or tooth and claw. 
Bionic augmentation may also be considered , although 
most Anubios prefer to rely on their god-given abi l it ies, 
ski l l  and cunning rather than on mach ines. 

The Anubios joined the fratern ity of space folk over 500 
years ago when they were discovered by al ien visitors 
who were impressed by their f ighting ski l ls and agi l ity. 
They impressed the savage tribes with their powerful 
weapons and war machines, so when they offered the 
warriors the opportun ity to fight their wars for them, the 
Anubios accepted (after all , it was a great new challenge) . 
Even now, the Anubios are primari ly warriors h i red by 
other races as Mercenaries. They know how to operate 
computers , p i lot spacesh ips and robot veh icles, and use 
energy weapons, but most know l itt le about science or 
manufacturing. They are famous for being superior f ighter 
pi lots , robot pi lots and special forces operatives (espe
cial ly seek and destroy). 

Anubios (An new boys) 
Alignment: Any, but most are anarch ist. 
Attributes: La. 306 , M .E .  306, M .A. 206,  P .S .  306+6, 
P .P .  406+1 , P .E .  306+3, P .B .  206,  Spd. 606 
Hit Points: P.E. plus 206 per level of experience. 
S.D.C. : 306x1 0+20 
Natural A.R. :  1 2  
Height: 7 feet, 6 inches+306 i nches (2.4 to 2 .7 m) 
Weight: 300+306x1 0 pounds ( 1 50 to 2 1 7 kg) 
Average Life Span: 75 years . P.P.E. :  306 
Super Abil ities: Available Super Power Categories are 

hardware, physical train ing ,  and robotics (giant robot 
combat vehicles and power armor/exoskeletons) . Less 
than 6% have undergone bionic reconstruction and 
fewer than 2% have psionic powers or practice magic. 
Only the rare mutant or experiment has super abi l ities 
(about 1 %) .  

Natural Abil ities: +2 on in itiative, +3  to  save vs Horror 
Factor, +2 to rol l  with impact or fal l ,  +5% to cl imb, gym
nastics and swim ski l ls ,  can leap 1 5  feet (4.6 m) h igh 
or lengthwise, excel lent sense of smell and keen vision . 

Favorite Weapons: Anubio warriors love plasma, energy 
and Vibro-Blades/melee weapons. 

Favorite Vehicles:  Giant combat robots, jet packs and 
hover veh icles. 

Preferred Armor: None, if they can avoid it. Even robot 
vehicles wh ich they are so good at p i lot ing take away 
some of the excitement and challenge that is present in 
one on one hand to hand combat. However, the 
Anubios are far from fool ish and wi l l  wear armor and 
use whatever is necessary to win a fight. 

Fami l iarity with Earth:  Their  data systems hold informa
tion on Earth equal to the "Some Fami l iarity" result on 
the Fami l iarity With Earth table. 

Rifts Notes: If used in  the Rifts sett ing, the wi l l  be re
garded as monstrous O-Bees. The Coalit ion States wi l l  
see them as dangerous beings, but if the al iens show 
loyalty and respect for the CS, the powers that be may 
be able to convince themselves that the al iens are mu
tant animals and h i re them as Mercenaries for missions 
outside of the Coalit ion States territories ( l ike Tolkeen 
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and the Pecos Empire) .  The Anubios wi l l  be impressed 
by the CS troops, as well as Cyber-Knights , C razies, 
ju icers ,  dragons and other superior warriors. They don't 
th ink much of magic. The Splugorth wil l also be i nter
ested in these warriors for glad iatorial games, h i re l ings 
and slave stock. The Anubios Mercenaries wi l l  f ind 
plenty of jobs and opportun it ies in the tumu ltuous and 
war-racked world of Rifts Earth . Avai lable Rifts O.C.C.s 
for Anubios characters include Robot Combat Pi lot 
(equal to an NGR Power Armor Commando or Robot 
Combat Pi lot ,  or CS RPA) , Headhunter, 'Borg ,  Merce
nary (any) , mi l itary (any; CS, NGR and most others) .  
Most wi l l  avoid Ju icer o r  Crazy augmentation. 

They are def in itely Mega-Damage creatures in  the 
Rifts environment. Their weapons and equipment are 
also l ikely to be Mega-Damage items. 

If set in  the Rifts: Phase World environment, the basic 
sett ing described for Heroes Unl imited is appl icable. 
Most wi l l  be tough Mercenaries, p i rates and adventur
ers. 

Capucis 
The Capucis are a tal l ,  th in race of ape ish humanoids 

with a keen intel lect and psion ic powers. Thei r  fur tends to 
be long l ike the Earth orangutan and grows in a long mane 
on the top and sides of thei r heads. Thei r arms and legs 
are long and del icate , ending in hands with six long slen-



der fingers. Thei r  golden eyes are large with rippl ing 
streaks of b lack instead of the normal human pupi l .  The 
Capucis have evolved from a race of peaceful vegetarians 
and one of the least war- l ike of the ape races. 

Most have wel l  developed psionic abi l it ies, whi le a 
small percentage exhib it select super abi l it ies. Those with 
psionic abi l it ies such as telemechanics ,  total recal l ,  speed 
reading and mechano- l ink are part of the upper class, and 
work as scientists and engineers. Those with other abi l i 
t ies are also honored members of society and find work 
that best su its the i r  abi l it ies. The Capucis can be of any 
educational background, but they are strongly u rged to en
ter fields where their special abi l it ies would most benefit 
the Capuci people. Th is matching of superhuman abi l ities 
to the best area for their appl ication and the apes natural 
high inte l l igence and inqu isit ive nature have enabled them 
to develop some of the most advanced technology, lethal 
weapons and finest products in the galaxy, especial ly in 
regards to robotics and bionics. 

The Capucis have a small mi l itary presence in  space. 
They spend most of thei r t ime in the areas of manufactur
ing and development. The search for other areas of knowl
edge, technology, and inspiration are prime motives for 
their space programs. However, when one looks at their 
superior tech- level and resources, it is obvious that the 
Capucis are not working to their fu l l  potential in the area of 
space exploration and colonizat ion. They are timid and re
served, making few overtures to other l ife forms. They sel
dom step out in the forefront of intergalactic pol itics and 
tend to have an isolat ionist attitude, especial ly regarding 
visitors to their homeworld , which is highly restricted. Con
sequently, they are often overlooked among the galactic 
community and never considered a mi l itary power (which 
is how they want it) . Some people have taken this conduct 
to mean that the Capucis th ink they are better than any
body else. This is not true. The Capucis, despite their 
great achievements, are t imid and reclusive by nature .  
The level of thei r  current involvement was a d ifficult and 
frightening step for them. 

Capucis (pronounced Cah pew see) 
Alignment: Any, but the vast majority are t imid anarch ist 
or unprincipled , about 25% are good and 1 5% are evi l .  
Attributes: 1 .0. 306+6, M .E .  206 ,  M .A. 206+2 , P .S.  306, 
P.P. 406, P .E .  306, P.B. 206+2, Spd .  506 
Hit Points: Standard , P .E .  p lus 1 06 per level of experi-

ence .  
S.D.C.: 506 p lus ski l l  bonuses 
Height: 8 feet+606 inches (2.6 to 3.4 m) .  
Weight: 1 06x1 00+500 pounds (272 to 498 kg) .  
Average Life Span: 1 00 years .  P.P.E.: 1 06 
Super Abi l ities: Capucis are l imited to the Super Power 

Categories of psionics, robotics and bion ics (cyborg 
and robot characters lose their psi-powers immediately 
after bion ic/robot conversion) .  Only 4% of all Capucis 
exhibit "super abi l ities" and those are always l imited to 
the minor powers of heightened senses (player's choice 
of two) and radar sense, and either the major power of 
mechano-link or control others (pick one) . 
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The Game Master may al low the character to 
choose h is education based on the power category and 
abi l it ies generated , or he may assign an appropriate 
educational background and career. 

Natural Abi l ities: None other than those al ready de
scribed. 

Special Weapons, Vehicles & Equipment: Capuci 
weapons, robots and space technology are as ad
vanced as the Atorians and better than most of the 
other races in  their galaxy (and equal or sl ightly supe
rior to the Kittani or Naruni from Rifts Earth) . Typical en
ergy weapons wi l l  i nfl ict 1 06 more damage than 
average and have a 33% greater range and payload 
per Cl ip . Most wi l l  be 1 04x1 0% l ighter and of sleek de
sign. Veh icles, including spaceships, wi l l  be 25% faster 
and more responsive to the pi lot (+2 to dodge, +5% on 
pi lot ing skill and the performance of special moves) and 
can have up to 1 0% more armor. 

Preferred Armor: Capucis use body armors only when 
necessary. These can be anyth ing from l ight vests to 
environmental armor and robot veh icles. 

Fami l iarity with Earth: The Capucis have no fami l iarity or 
interest With Earth . However, they are experimenting 
with warp drives and dimensional travel .  

Rifts Notes : I f used in the Rifts sett ing, the al iens w i l l  be 
regarded as D-Bees. The Coalition States will see them 
as dangerous only if they exh ibit their scientific knowl
edge (wh ich is greater than the CS) or psionic powers. 
On Rifts Earth , most capucis will be a Mind Melter, or a 
master psioniC with one of these O.C.C.s :  Operator, 
Rogue Scientist, Cyber-Ooc, body fixer, or robot pi lot 
(equal to an NGR Power Armor Commando or Robot 
Combat Pi lot or CS RPA) . G iven the opportun ity, some 
may study magic. 

If set in  the Rifts: Phase World environment, the basic 
scenario in  this book is appropriate. Most wil l tend to be 
scientists and the same types of characters as they are 
on Rifts Earth. They are l ikely to associate or trade with 
Narun i  Enterprises, Phase World and other advanced 
civil izations, but not the Splugorth. They defin itely 
would possess Mega-Oamage technology. 

Cebus 
The Cebus are an example of the u ltimate sadness of 

war and the final fol ly of a war- l ike race. The Cebus en
tered into a war with the Atorian Empire over planetoid 
min ing and salvage rights in an asteroid field near their 
home planet. The Atorians al lowed the war to go on just 
long enough to draw the attention of other worlds and na
t ions, and used the Cebus as a show of their i ncredible 
power by shattering a world . 

Anti -matter technology is rare , dangerous to manufac
ture and h ideously expensive even for the Atorians, but 
they used one of their AM bombs on the Cebus while the 
galaxy watched. The planet ruptured and broke into mas
sive pieces. Bi l l ions were ki l led in  a matter of seconds. 
The Atorians and their Mantel la lackeys scattered or de
stroyed the Cebus spacecraft and the war ended. 



The Atorian Empire sold the min ing rights to both the 
contested asteroid belt and the shattered debris of the 
Cebus homeworld .  The display of unprecedented power 
and cruelty gained the Empire many new al l ies and qu i
eted scores of other disputes that had been brewing -
despite rumors that the Atorians have been unable to du
pl icate more than one additional anti-matter bomb since 
that terrifying day nearly 1 00 years ago. 

Meanwhi le ,  the Cebus survivors struggled with the 
nightmare that had befal len thei r people. Many survivors 
gave i n  to sorrow and despair and ki l led themselves on 
su icide runs against the forces of  the Antorian Empire ,  or 
took their own l ives. Those who managed to cope and en
dure went on to join other forces against the Antorians, or 
wandered off to bui ld new l ives elsewhere.  Fewer than ten 
thousand Cebus are bel ieved to exist scattered throughout 
the galaxy. More than a hundred are seldom found to
gether at any one place. 

These ape-men are powerful ly bu i lt and courageous 
warriors .  Their fur is normally short and covers most of 
their body, much l i ke chimpanzees on Earth. The only ex
ception is the fine black hair on their heads which they 
grow general ly long and wear in a pony-ta i l .  The educa
tional backgrounds of the Cebus are varied , but the large 
majority are mi l itary special ists and all too many are bent 
on seeking retribution against the Antorian Empire -
many have become Mercenaries, pi rates and terrorists . 
Some have learned a powerful lesson from their experi-
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ence and now roam the galaxy as protectors of the weak 
and preach of peace and cooperat ion. Their hatred of the 
has awakened a disdain for war and anyone who abuses 
power. They are roving paladins who hope to bring some 
l ight into the l ives of others .  

Cebus (pronounced seh bus) 
Alignment: Any. Those who have become paladins tend 
to be of a good al ignment. P i rates are typically selfish and 
evi l .  Terrorists wil l be anarchist or evi l ,  depending on their 
targets, goals, and tactics. 
Attributes: La. 306, M .E .  306, M.A. 306, P.S. 506, P .P .  
306 ,  P .E .  306, P .B .  206+3, Spd. 606 
Hit Points: P.E. x2 plus 1 06 per level of experience. 
S.D.C. : 204x1 0 
Height: 5 feet+ 1 06 inches ( 1 .5 to 1 .6 m). 
Weight: 1 50+1 04x1 0 pounds (72 to 86 kg) .  
Average Life Span: 80  years .  P.P.E. :  1 06 
Super Abil ities : Cebus are typically l imited to the Super 

Power Categories of b ion ics, hardware , physical train
ing, and robotics. Less than 1 % have super powers as 
a result of mutation or genetic experiments, and even 
fewer have pursued the Mystic arts. 

Special Weapons and Vehicles : Anything that wil l do the 
job, including Atorian , Capuci and other items. They 
also have a great fondness for Kisentite swords and 
axes; the weapons that survived the Great Holocaust 
have been passed down as fami ly hei rlooms for gener
ations. 

Preferred Armor: Cebus Paladin Class Environmental 
Battle Armor (CPCEBA) : A .A .  1 7, S .O .C . :  200 with de
tachable jet pack, retractable twin Kisentite forearm 
blades (or Vibro-Blades: 306 damage) and laser fore
arm blaster (206+2 damage , 500 fooV1 53 m range, 
and unl im ited payload - tied to the armor's nuclear 
power supply) . 

Fami l iarity with Earth : The Cebus have no fami l iarity 
with Earth . Our planet is very much l ike their destroyed 
homeworld , except for a l ighter gravity . Survivors would 
be happy on Earth. 

Rifts Notes: These al iens wi l l  be regarded as O-Bees and 
the Coalit ion States wil l see them as dangerous only if 
they exh ibit their scientific knowledge , combat expertise 
or if it they challenge the CS tyranny against other 
O-Bees. On Rifts Earth , most Cebus Cyber-Kn ights, 
Headhunters, Wi lderness Scouts, Mercenaries (any) , 
mi l itary (any) Operators , Rogue Scientists or robot pi
lots (equal to an NGR Power Armor Commando or Ro
bot Combat Pi lot or CS RPA) . G iven the opportun ity, 
some may study magic. Any weapons, armor, vehicles , 
and equ ipment they bring to Rifts Earth or Phase World 
will be Mega-Oamage equ ivalents. 

If set in  the Rifts: Phase World environment, the basic 
scenario in  this book is appropriate . Most will d is l ike 
outfits and monsters such as Narun i  Enterprises, 
Cibolans, Sunaj ,  vampires and the Splugorth. 



Dyteens 
The north polar region of the planet Shia is the home of 

the Oyteens. Compared to the 2 1 0 degree Fahrenheit (99 
C) temperatu res found on the majority of the p lanet, the 
1 1 0 degree (43 C) polar region is a cool respite . Further
more ,  the dyteens l ive in  the only, t iny region blessed with 
rain  and a regular supply of water. There is no ice at the 
poles, but it rains regularly and a lush rainforest thrives 
there. 

The Oyteens have bui lt a prosperous civi l ization. They 
are technologically advanced, have a young space pro
gram and uti l ize robots and l imited cybernetics. It was only 
after they launched their space program 79 years ago that 
they discovered the humanoid race known as the 
Shissans l iving on Shia! This was a surprise since the 
Shissans claim to be indigenous to the planet and yet, the 
Oyteens had never discovered them in thei r entire 4500 
years of civi l ization ! Scholars and scientists hypothesize 
that it "is" possible they never discovered the Sh issans, 
but h igh ly un l ikely. 97% of the planet is a blazing desert 
with temperatures that are deadly to Oyteens, which has 
prevented explorat ion. However, the ape-men have 
mapped the planet reasonably wel l  via satel l ite and have 
sent several dozen manned and unmanned robots to 
probe certain areas of the boi l i ng wastelands of their g iant 
homeworld. The odds that the Shissans could have been 
missed are one in 50 mi l l ion , especially since they claim to 
have developed space technology independently. Most 
Oyteens bel ieve the sh issians are al ien refugees who only 
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arrived on Shia 80 to 1 00 years ago. Since the Sh issans 
are masters of the Mystic arts , some have suggested that 
they used magic to travel from their world , or perhaps a 
different dimension entirely, to Shia. Considering their rep
utation throughout the galaxy as intergalactic con-artists , 
smugglers and crim inals, the Oyteens are probably right. 

Since the appearance of the manipu lative and treacher
ous Shissans,  the Oyteens must be constantly on their 
toes to avoid gett ing drawn into one of their schemes or 
confl icts with people and governments they have cheated. 
I n  fact, the Shissans have made them wary and distrustful 
of other humanoids, especial ly practitioners of magic. 
Many Oyteens go into the galaxy as champions of justice, 
often defending people from or warn ing them about the 
Shissans and their profit generating ventu res (profitable 
only for them) .  

The two races are not mortal enemies, but some 
Oyteens have taken it upon themselves to personal ly dis
rupt the underhanded games of the Shissans and vi l lains 
l ike them. Most Shissans don't take this interference per
sonally and find the whole situation amusing. Heck, some 
even genu inely l ike the Oyteens and would come to their 
aid if they needed it, or feel badly if one of their scams got 
them into trouble. 

The hairy humanoids maintain a reasonable mi l itary 
force for their nat ion, but their entire population only num
bers approximately 54 mi l l ion , and their domain is only the 
size of the United States of America, representing less 
than 2% of the entire planet's surface. Combat train ing is 
pretty basic and primari ly defensive, but Oyteens are ca
pable fighters and don't take th reats or misconduct l ightly. 
They stand up for themselves and their bel iefs, which are 
freedom , democracy and the pursu it of knowledge and 
happiness. Their space program is designed to learn more 
about their galaxy and the other l ife forms in it . They have 
heard of the Atorian Empire and have recently contacted 
the Federation of Al l ied Races. Thei r venture into space is 
a learn ing and growing experience that makes most 
Oyteens better people. 

Dyteen (pronounced dye-teen) 
Alignment: Any, but most are good, unprincip led or anar
chist. 
Attributes: 1 .0. 306, M .E .  406, M .A. 406, P.S. 406, P .P .  
306+2, P .E .  306 ,  P .B .  206+2, Spd. 306 
Hit Points: Standard , P .E .  p lus 1 06 per level of experi-

ence .  
S.D.C. :  40 
Height: 5 feet+406 inches ( 1 .6 to 2 . 1  m) 
Weight: 1 00+206x1 0 pounds (54 to 1 00 kg) .  
Average Life Span: 85 years. P.P.E. :  406 
Appearance: The Oyteens are about the same size as 

humans and resemble Earth chimpanzees. Their  bod
ies are covered in a l ight fur that ranges in color from 
white to s i lver to black. 

Super Abil ities: Most Oyteens are not super heroes nor 
possess super powers or psionics. Many are scientists, 
soldiers and ordinary people trying to explore the uni
verse. Player characters and NPCs can be any one of 
the fol lowing Super Power Categories: bion ics (very 



l im ited) ,  robotics ,  hardware or physical train ing. Unti l  re
cently, Dyteens have never pursued magic, but thanks 
to thei r shissan co- inhabitants a few (about 2%) are be
ginning to practice the Mystic arts . 

Special Weapons and Vehicles : Basically the fu l l  range 
of weapons and veh icles avai lable. 

Preferred Armor: Lightly armored envi ronmental body ar
mor: A.R.  1 4 , S .D .C.  70. 

Fami l iarity with Earth : No fami l iarity 
Rifts Notes: I f used in the Rifts RPG sett ing, the charac

ters wi l l  be seen as mutants or D-Bees. These charac
ters are S.D.C.  Life forms but the i r  weapons and 
equ ipment are l ikely to be Mega-Damage items in the 
Rifts sett ing. Arrival on Rifts Earth is l ike ly via a dimen
sional anomaly, magic or as a slave or refugee. 

If set in  the Rifts: Phase World environment, the scenario 
of slave, explorer, mercenary, or space adventurer 
works f ine. Some are good guys and others may be vi l 
lains. 

Maeus 

The Maeus once shared thei r dark homeworld of 
Ropora with the Mantel la (see their entry in  the amphibian 
section) . The mi l itary-oriented Maeus clashed and battled 
with the Mantel la for hundreds of years, until the amphibi
ans formed an al l iance with the Atorian Empire. Realizing 
they would be crushed by the evi l  Empire ,  the Maeus 
poured al l  of the i r  resources into bu i ld ing a fleet of space
craft to take their people off the planet and away from their 
enemies. 

Their mission has been successfu l ,  at least in  part. Ap
proximately 30% of thei r people have been welcomed on 
other peaceful worlds. An additional 1 5% have found a 
small planet to share with the prim itive, but friendly indige
nous population. However, most continue to search for a 
new homeland. As strange as it may seem, many Maeus 
are content with their l ife of wandering (it's been nearly 
1 50 years since they fled their homeworld) . As they swept 
through the Atorian Empire as a great fleet of a mi l l ion 
ships, they acted as a l iberating army deal ing out justice , 
and opposing the Atorians whenever they could. They 
qu ickly earned a reputation as an army of paladins and re
deemers. It is reputation that the Maeus have enjoyed and 
cont inue to maintain ,  even though the great fleet has been 
reduced by people who have settled on other worlds and 
divided into several smaller un its. Sti l l ,  the legendary 
Maeus Paladins' numbers have remained surpris ingly high 
by attracting and accepting other people with s imi lar val
ues and a desi re to help others. Among their numbers are 
nearly a thousand Cebus (the largest gathering in the uni
verse) , thousands of I nennsi ,  Nattereri ,  Axolot l ,  
Deurycans, Sorinams, humans and many other champi
ons of justice, goodness and freedom . In many regards, 
the Maeus fleet represents a mobi le nation of free people 
from many worlds , and may eventually become an artifi
cial world where those who bel ieve in  justice and freedom 
can escape the many injustices and horrors that plague 
the galaxy. 
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The smaller spl i nter groups share the main fleet's senti
ments, goals and discip l ines, but are able to focus on 
smal ler troubles and the pl ights of people who might be 
otherwise missed. These groups can be as small as a 
dozen vessels or number into the hundreds, complete with 
battleships and destroyers. 

Both the large and small fleets engage in humanitarian 
rel ief .  Critics and al l ies of the Atorian Empire call them pi
rates, freebooters and mercenaries. I n  some ways they 
are mercenaries, because they are wi l l ing to work for 
those in need of a smal l (or large) mi l itary force for a good 
cause. Furthermore, some of the smal ler groups have 
been known to pi lot gunships or serve as escorts for p i 
rates, smugglers and enemies of the Atorians who raid 
Mantel la or Atorian vessels and outposts , or  operate i l le
gally i n  their territory. Having a batt lesh ip on your side can 
be a big benefit, especial ly in small skirmishes. If the 
cause is a good one, these champions wi l l  charge only 
enough to bolster their suppl ies and make repai rs before 
they move on.  In many instances , they don't charge any
thing at a l l .  

A large col lection of Maeus mi l itary spacecraft are 
found in the service of the Federation of Al l ied Races 
(FAR) . These warships have joined the protective l ine that 
defines the demarcation zone between the Atorian Em
pire ,  FAR and other free peoples (see the Federation of 
Al l ied Races for additional information). 



The Maeus have a wizened appearance very much l ike 
that of orangutans. They have smal l ,  twinkl ing eyes, flat 
noses, and prominent muzzles. Thei r  fur is brightly colored 
in ranges from bright red to a vibrant mahogany brown . 
They always seem to look at the positive side of things 
and have a pleasant , comfort ing disposit ion. 

Maeus (pronounced mowz) 
Alignment: Any, but the vast majority are good. 
Attributes : La. 306+2, M .E .  306, M .A. 406+6, P.S. 406, 
P.P. 306, P.E. 306, P.B. 306, Spd. 406 
Hit Points: Standard; P.E. p lus 1 06 per level of experi-

ence.  
S.D.C. : 50 
Height: 5 feet plus 306 inches ( 1 .5 to 2 .0 m) .  
Weight: 1 00 plus 204x1 0 pounds (54 to 82 kg) .  
Average Life Span: 1 35 years. P.P.E. :  306 
Super Abil ities: They can be from any Super Power Cat

egory; 1 0% are psionic and 1 0% have super abi l it ies 
via experimentation or mutation . 

Natural Abi l ities : +2 on in itiative , +2 to rol l  with fal l  or im
pact , +2 to save vs Horror Factor. 

Special Weapons and Vehicles : A vast array of every 
kind of energy weapon ,  body armor, vehicle, and 
spacecraft. Roughly equal to the current standard of the 
un iverse but not as advanced as the Atorian Empire or 
Capucis. 

Preferred Armor: Maeus environmental body armor: A.A .  
1 6 , S .O .C . :  1 80 .  

Fami l iarity with Earth: The wanderings of  the Maeus 
have brought them into close proximity with Earth sev
eral t imes. As a result of recordings tapped from satel
l ites and radio transmissions, the i r  computers hold 
knowledge equal to the "Some fami l iarity" result on the 
Fami l iarity With Earth table. 

Rifts Notes: If used in the Rifts sett ing, the Maeus wi l l  be 
regarded as O-Bees. The Coalit ion States wi l l  see them 
as dangerous beings because of their alien technology, 
abi l it ies and because they promote peace and un ity 
among other O-Bees. The Maeus, with thei r  paladin- l ike 
ways wi l l  almost certa in ly clash with the CS and other 
despot rulers sooner or later. These warriors wi l l  f ind 
the injustice and vi l la iny on Rifts Earth to be a sign that 
they are needed there. They wi l l  travel the land l ike 
Cyber-Knights, righting wrongs and protecting the inno
cent. 

Maeus weapons and technology are l ikely to be 
Mega-Damage items equal to the Coal it ion. 

If set in the Rifts: Phase World environment, the basic 
sett ing described for Heroes Unl imited is appl icable. 
Most wi l l  be good-hearted heroes f ight ing vi l lainy and 
injustice. 
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Thropo 
Based on ideas by Cathy Breaux 

The Thropos are a race of aberrant, combat-oriented 
apes that resemble gori l las .  Thei r  society is a t ightly struc
tured , almost feudal system with a twisted code of honor 
and system of b irthrights. The homeworld of the Thropos 
is an i rradiated nightmare of thei r own making. Their civ i l i 
zation was bu i lt without regard for the environment. That 
combined with war has made the planet a pol luted indus
trial n ightmare covered in toxic wastes, dead forests and 
bathed in acid rain .  The Thropos have adapted as they 
gradually pol luted their home and are immune to many of 
its dangers. 

They are another strong and steadfast member of the 
Atorian Empire .  As such , they maintain a large standing 
army, ski l led in many forms of combat ,  strategies and tac
tics. Soldiers are trained in the use of energy weapons, 
battle su its and combat vehicles. E l ite th ropo troops and 
mi l itary special ists are used for important missions of de
struct ion, assassination ,  smuggl ing and espionage. 

There are those Thropos who do not agree with the pol
icies of their people and their al l iance with the Atorians. 
These are usual ly characters of a good al ignment with a 
strong sense of honor and a high regard for l ife. Of 
course, those who d isplay such sentiments or speak 



against the Empire are outcasts. Some have joined the 
mi l i tary just to get into space (and a position to desert to 
the Maeus or FAR) . The term for warriors who abandon 
the Atorian Empire and their people is "Ronin . "  It is said 
that the fi rst and most ski l led of the apes to abandon h is 
evi l people took th is title from some backwater planet at 
the edge of the galaxy (Earth) .  

Thropos, especial ly Ronnins ,  have an aff in ity for qual ity 
bladed weapons, especially Kisentite, Vibro and energy 
blades. Long, th in swords are favorites and many Ron ins 
have adopted the katana (the fi rst Ron in and h is adoption 
of ancient Japanese Earth cu lture started the 
Thropo-Ron in movement and has been a great inf luence 
on the people) . All Thropos use Kisentite weaponry. Oe
spite their love for melee weapons, they do use a large va
riety of modern energy weapons and other h igh-tech 
weapons of destruction , including power armor and robot 
vehicles. 

Thei r  civi l ization is only sl ightly more advanced than 
that of Earth , but as Empire members, they have access 
to some of the most advanced equ ipment in the galaxy, 
especial ly weaponry. 

Thropo (pronounced throw-po) 
Alignment: Any, but most are anarchist or m iscreant. 
Attributes : La. 306, M .E .  306, M .A. 206, P .S.  506+6, 
P.P. 306, P .E .  406, P.B. 206, Spd . 506 
Hit Points: Standard. 
S.D.C. : 1 04x1 0 plus 40 
Height: 6 feet plus 1 06 inches ( 1 .8 to 2.0 m) .  
Weight: 1 90 plus 1 06 pounds (87 to 89 kg) . 
Average Life Span: 60 years. P.P.E. :  206 
Super Abi l ities: Many Thropos (01 -40%) possess the mi

nor super abi l it ies of radar and heightened sense of 
hearing (providing the fol lowing bonuses: + 1 additional 
attack, + 1 0 in itiative, +3 stri ke, +3 parry, and +5 
dodge). See Step Three of Character Generation in this 
book for determin ing add itional super abi l it ies. Others 
are mutants (41 -65%) with other random powers , hard
ware (66-75%) , bion ics (76-86%) or physical train ing 
(87-00%) . Al l  have great physical strength , a lust for 
blood and are trained ,  h igh-tech soldiers. 

Natural Abil ities: Thropos are immune to the effects and 
damage of radiation ,  but they give off low levels of it 
themselves. This radiation will begin to harm those ex
posed to it for two weeks or more unless a protective 
suit is worn . They are also +2 to save vs poisons and 
drugs and a +6 to save vs Horror Factor. 

Special Weapons and Vehicles: Anyth ing at the disposal 
of the Atorian Empire .  

Preferred Armor: Heavy environmental body armor: A .A .  
1 7 , S .O .C . :  280 . Many Ronins prefer environmental ar
mor styled l ike the old samurai armor of Earth : A .A.  1 6 , 
S.0.C. 240. 

Fami l iarity with Earth : Equal to the "Some fami l iarity" 
with Earth result on the Fami l iarity With Earth table. 

Rifts Notes : Basical ly the same as the Anubios. 
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Trogolo 
These blonde chimpanzee-l ike al iens have the usual 

ape features along with a coat of four  to six inch fur that 
helps protect them from the cold temperatures on 
Born ima, thei r homeworld. The Trogolo civi l ization,  society 
and technology is advanced to a point about equal to 
Earth of the 1 960's, but they haven 't even considered 
space exploration or d iscovered nuclear energy. The aver
age temperatu re around the equator is 40 degrees Fahr
enheit. This is where the cities and population centers are 
found. The colder areas to the north and south can plum
met to 40 degrees below zero .  Social outcasts and crimi
nals are banished there ,  rather than executed. If they can 
survive , they are al lowed to eke out an existence in the 
wi lderness. Hundreds of revolutionaries, pol itical exi les, 
and criminals have been sent by the Trogolo to the north
ern wastes ;  fewer than 40% survive. 

Totally unknown to the authorities and citizens, some of 
the exiles have found technological artifacts under the 
depths of the ice from an earl ier civi l ization , or alien visi
tors. The in it ial d iscovery bel ieved it to be a lost city be
neath the ice, but thei r  descendants and other outcasts 
who have continued the excavations real ize that it is a 
large entombed spacecraft . 

The vessel is designed for humanfTrogolo-sized hu
manoids, but l ittle else is known about i t .  The mystery of 
the craft is becoming deeper and deeper as the exi les ex-



plore its interior. One mystery is that the food supply is 
fresh and appears to magically replenish its reserves, pro
viding a potential ly endless amount of food. Another is the 
unshakable feel ing that the craft is eerily al ive and may be 
studying them ! Occasional ly, visitors wi l l  disappear, never 
to be seen again !  No bodies of the crew or written records 
have ever been found. The language used on labels is un
decipherable and 90% of its computers and other systems 
remain inoperable (whether they are destroyed or simply 
shut off is not yet known) .  

Note: The authorities don't know anything about this 
vessel .  The outcasts keep it a closely guarded secret. The 
question is , what exactly is th is spacesh ip and what kind 
of power may fal l  i nto the hands of the criminals and radi
cals who have uncovered it? 

Trogolo (pronounced trow go low) 
Alignment: Any 
Attributes : La. 306, M .E .  306, M.A. 206, P .S.  306, P .P .  
306 ,  P .E .  406 ,  P .B .  206 ,  Spd .  306 
Hit Points: P.E .  p lus 204 per level of experience. 
S.D.C. : 1 06x1 0 
Height: 5 feet plus 306 inches ( 1 .6 to 2 .0 m) .  
Weight: 1 20 plus 206x1 0 pounds (63 to 1 09 kg) .  
Average Life Span: 70  years. P.P.E. :  306 
Super Abil ities: Most (0 1 -80%) of the population doesn't 

have any super powers (Hardware , etc. )  but some are 
mutants (81 -92%) and a few have psionic powers 
(93-00%) . Approximately 65% of the criminals and ex
i les have super powers. 

Natural Abil ities: Resistant to cold (half damage) , +4 to 
save vs any cold-based attack or condition. 

Special Weapons or Vehicles:  Noth ing noteworthy. 
Preferred Armor: Standard bul letproof vests. The al ien 

spacecraft contains two dozen environmental armors: 
A.A.  1 7 , S .O .C .  220. and some energy weapons. 

Fami l iarity with Earth: None. I n  fact , they don't know 
about any other intel l igent l ife forms. 

Rifts Notes: Roughly the same as the Anubios. 

Avian Races 
These al iens are from planets where b i rds have 

evolved into inte l l igent humanoids. In order to develop an 
advanced civi l izat ion, they would need hands. Th is is gen
erally true of al l  avian humanoids, other than the rare ex
ception where the evolutionary process included the 
growth of an additional pair of l imbs .  None of those l isted 
here have wings. All of the avian races have feathers and 
most wi l l  have l ight bone structures. Their f ingers tend to 
be long and del icate , or strong and thick, with sharp tal
ons. Their feet are often large and clawed , but only 40% 
are prehensi le. Feather coloration can range from blacks 
and grays to bright and i ridescent colors of all kinds. 

Elecians 
The Elecians are a technological ly advanced race , 

proud of their achievements. They do not consider them-
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selves galactic merchants, but provide advanced technol
ogy to the residents of a half dozen worlds, and they have 
become a rich people by sel l ing their goods. Many of their 
production faci l it ies are located on some of these planets 
to take advantage of cheaper labor or to avoid space 
transportation costs . Al l  things considered , the E lecians 
have mastered the art of big business. Some of these 
worlds have become so dependent on them that they 
would suffer greatly if the E lecians should ever abandon 
them. 

Private and government industry and scientific commu
nit ies co-exist and often work together, but also work inde
pendent of each other. The mi l itary is strong but not 
oppressive or domineering. 

The E lecians' achievements include advanced commu
n ications, medicine, manufactur ing, space travel ,  weap
ons, b ionics, robotics, and experimental programs in many 
different areas , including genetics, time travel and magic. 
The on ly things the Elecians do not sel l  to others are 
weapons and weapon manufacturing technology. How
ever, whi le they may promote peace and refuse to sel l  
weapons to others, they have developed a wide range of 
items for their own defense (they are one of the very few 
races to have microwave guns) .  Th is is a general practice 
observed by scrupulous businessmen and enforced by 
law. Some weapons do make it onto the black market and 
are sold to other planets, p i rates and Mercenaries. Small 
merchant operations can leak a few at a t ime into the mar
ket and get away with it. However, large shipments are 



very difficult to pu l l  off and i l legal arms dealers face stiff 
criminal charges (treason for one) , and can be imprisoned 
for l ife, or even executed ! 

Thei r  society is s imi lar to Earth's , with a democratic re
publ ic and relative freedom of speech and expression . 
There is the wealthy, the middle class, laborers and the 
poor. However, while there are those of lower income, 
there is l itt le poverty and min imal crime. The society is 
pretty open-minded. As a result , even areas of study 
avoided or forbidden on other worlds, such as magic, 
f lourish . The very stable civi l ization is dul l and boring to 
many of the avians. Many jo in the mi l itary or space mer
chant marines in  search of adventure and glory. They tend 
to be proud, arrogant, and condescending characters, but 
the majority of them will be of good al ignment, spirit, and 
intentions. 

As avian humanoids, thei r bodies are covered in  feath
ers that can be pure white or l ighter shades of brown. Be
cause of low gravity homeworld , they are tal l and th in ,  
with long, del icate f ingers and l imbs. Their heads are short 
and rounded, but the beak is long and tapering. 

Elecians (pronounced Eh-Iee-see-uns) 
Alignment: Any, but most are good or selfish. 
Attributes: 1 .0.  306+1 , M .E .  206+4, MA 206+2, P.S. 
306, P.P. 406, P.E. 306, P.B. 306, Spd. 506. 
Hit Points: Standard ;  P . E .+ 1 06 per level of experience. 
S.D.C. : 204x1 0 .  P.P.E. :  406 or by Magic Category. 
Height: 6 feet plus 406 inches ( 1 .9 to 2 .3 m) .  
Weight: 1 20 p lus 206x1 0 pounds (54 to 1 00 kg) . 
Average Life Span : 80 years. 
Super Abil ities : Any power category is avai lable to 

E lecians. Roughly a quarter (01 -25%) have undergone 
partial or full bionic reconstruction , 1 5% pi lot com
bat-style robots or exoskeletons (26-40%; large and 
smal l ) ,  1 5% are hardware (41 -55%) , 1 5% are the prod
uct of super power experiments (56-62%) or mutation 
(63-70%) , 5% are practit ioners of magic (71 -75%) and 
the rest are others (76-00%) . 

Special Weapons: Microwave guns and laser pu lse rifles 
( 1 0% greater range than others) . See weapons section 
for examples. 

Special Vehicles: Antigravity disks that attach to the back 
or chest. Double the typical speed and weight al low
ance of others. 

Preferred Armor: Elecian environmental suit: A .R .  1 7 , 
S .O .C .  250 , 25% l ighter than most, with only a -5% 
prowl penalty. They also use a variety of others as well 
as robot and bionic systems. 

Fami l iarity with Earth: The Elecians have studied Earth 
to decide if it would be worth sel l ing technology to, but 
they decided that the humans are not ready to join the 
galactic community, and are dangerous to work with at 
their current level of civi l ization .  Thei r  knowledge of 
Earth is equal to the "Some fami l iarity" result on the Fa
mi l iarity with Earth table. 

Rifts Notes: I f used in the Rifts sett ing, the Elecians wi l l  
be regarded as inhuman O-Bees. They can be dimen
sional travelers accidently brought to the Rifts 
Megaverse or they can be an active race with in  it . If the 
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latter, they trade with Naruni Enterprises and possibly 
others and are l ikely to reach Earth via a breakthrough 
i n  their own dimension travel l ing research or via Phase 
World . The Coal it ion States will see them as dangerous 
beings because they are educated , promote learn ing 
and interracial cooperation and possess advanced al ien 
technology and Mystic or superhuman powers. The CS 
may even launch a campaign of extermination or post a 
bounty on thei r heads. 

In the Rifts sett ing, the weapons, armor and technology of 
these avians will be Mega-Damage. 

Gallopas 
For eons the Gal lopas had thrived under the sl ightly ra

d ioactive skies of their homeworld Gagine. Every hundred 
years, the people were witnesses to an incredible cosmic 
anomaly that l i t up the midnight sky with a display of swi rl
ing l ights, cu lminating six hours later with a fiery glow that 
made it seem as if the atmosphere were on fire. The cen
tennial phenomenon was a sacred Gallopa holy day, a 
once-in-a-l ifet ime event that signaled a week of celebra
t ion. Gal lopas everywhere gathered for the event. In addi
t ion , mi l l ions of other people arrived in spaceships from al l 
corners of the galaxy to watch and record the legendary 
event and join in the celebration as they had for the last 
300 years. One exception would be the crew of the battle
ship Babel la, who went on a mission to aid a space station 
besieged by p irates. 



On Gagine, the people prepared themselves for the 
coming spectacle. Celebrations and parties were in fu l l  
swing as the hour approached. At m idnight the sky ex
ploded with dazzl ing l ights and began to glow with a fiery 
bri l l iance ,  but then someth ing went terribly wrong .  When 
the Babel la battlesh ip arrived the next day, al l  the people 
of Gagine were gone ! Al l magnetic records and computers 
were wiped clean as if the planet had been bombarded 
with powerful electromagnetic waves or solar flares. Other 
than some isolated f ires, there was no sign of fou l  play or 
invasion .  The 3.6 mi l l ion visitors who had come to watch 
the spectacle from orbit around the planet were also gone, 
ships and a l l !  

Sixty years later, nobody has any idea what happened . 
The crew of the Babel la and approximately 80 ,000 other 
Gal lopas off-world were the only survivors. About half 
have retu rned to Gagine to rebui ld ,  but the place is a gi
gantiC ghost town used by p irates, Mercenaries and refu
gees. However, most people avoid the planet, terrified that 
they wi l l  suffer the same bizarre fate as the Gal lopas. 

The crew of the Babel la and their descendants have 
spent decades search ing for some answers. They are 
convinced that the i r  people are al ive somewhere. The 
most popular theory is that they were somehow sucked 
through a dimensional vortex and exist in another dimen
sion, or were f lung backward or forward in t ime, but no
body real ly has any idea. 

Gal lopas have a rough , lumpy appearance to their skin ,  
but  i t  is actual ly soft and flexible, with colors ranging from 
white to bright reds and blues. Oespite thei r avian origins, 
they have few or no feathers, and most are completely 
bald. Thei r  heads are short and rounded, tapering to a 
pOinted beak. Most tend to be th in ,  but their bone structure 
is not as delicate as in most avians. 

Many of the survivors are bitter, cynical and dis i l lu
s ioned people. They have seen the worst s ide of the uni
verse and it has crushed their spirits and driven some to 
the brink of madness. Many are loners, hermits , prospec
tors , Wi lderness Scouts or vagabonds. Others are adven
turers or who cl ing to l ife and are dedicated to rebu i ld ing. 
Many have started rel ig ious cults, turn ing to MystiCism, the 
supernatural and the occult as means to cope or in search 
of answers . 

The largest cult is the Children of Anarchy, who be
l ieve that the un iverse is a p lace of constant, violent 
change and that noth ing is absolute. They insist that al l  in
tel l igent l ife forms are just t iny,  insign ificant specks whose 
actions and accompl ishments have no meaning in the 
greater scheme of the cosmos. 50% are Mystics, 30% 
psych ics and the rest , a conglomeration of many bel iefs 
and occupations. Most are of an anarchist or evi l al ign
ment who ignore the laws of al l  people, do as they please 
and engage in violent, decadent, murderous and 
self-serving activities. 20% are insane or teetering on the 
brink. The cult is growing and factions have cropped up 
throughout the galaxy, usual ly among evi l  and selfish 
groups. 

Gallopas (pronounced gal-oh-paws) 
Alignment: Any, although cultists tend to be anarch ist or 
evi l .  78 

Attributes: La. 306, M .E .  306, M .A.  306, P .S.  306, P .P .  
306,  P .E .  306,  P.B.  206,  Spd .  606 
Hit Points: P.E. x2 plus 1 06 per level of experience. 
S.D.C. : 1 04x1 0 P.P .E . :  506 or  by Magic Category. 
Height: 6 feet plus 1 06 inches ( 1 .8 to 2 .0 m) .  
Weight: 1 90 plus 1 06 pounds (87 to 89 kg) . 
Average Life Span : 75 years 
Super Abil ities: Of the survivors ,  50% practice magic, 

30% possess psion ics and the rest can be any of the 
Super Power Categories found in Heroes Unl imited ,  or 
be normal folks. 

Among the original Gal lopas,  students of magic rep
resented only 25% of the population and 1 0% had 
super abi l it ies. 

Natural Abil ities: Resistant to rad iat ion: +6 to save, keen 
hawk- l ike vision equal to the minor super power of ad
vanced Sight, and + 1 on in itiative. 

Special Weapons & Vehicles : The ful l  range of ad
vanced weaponry, vehicles, spaceships and equip
ment. 

Preferred Armor: Gallopas envi ronmental body armor: 
A.A.  1 5 , S .O .C.  1 1 0; good mobi l ity . 

Fami l iarity with Earth : None. 
Rifts Notes: Pretty much the same as the E lecians. The 

big question is , where did they van ish to? Was it to 
Phase World or another d imension? Oid the Splugorth 
use the strange dimension warping phenomenon,  brim
ming with Mystic energy, to zap the enti re planet's pop
ulat ion onto one of their s lave worlds or to a location 
where they could be captu red and enslaved (or per
haps it was some other al ien intel l igence, god or 
power)? Was the phenomenon completely natural? 
Were the people scattered randomly throughout the 
Megaverse where some perished ,  others th rived , and 
sti l l  others were enslaved? Oid the people get pushed 
backward or  forward in t ime? Are they safe but trapped 
in  a d imensional or temporal l imbo? Were other al iens 
i nvolved? We leave the answer to these and other pos
s ib i l it ies to the imagination of the Game Master. 

In the Phase World sett ing, they may be al ien visitors , ex
plorers , adventurers, Mercenaries, slaves or vict ims of 
a d imensional anomaly. They may be enl isted by 
high-tech forces or become a new competitor for Narun i  
Enterprises and the Splugorth . 

Gymoy 

I n  the abrasive atmosphere of Mawon, only the stron
gest and toughest survive. Al l of the planet's native l ife 
forms have developed some form of protection against the 
toxic, scathing atmosphere. The Gymoys are the most 
prominent of the planet's intel l igent natives. They have 
long, oval-shaped heads covered in a tough skin and bony 
casing. Their protective hides are covered with hard ,  
bone- l ike plates as wel l  as  softer, leathery plating and 
thick patches of tough, water resistant feathers. Their  
prominent, white to pale grey, bony features , protective 
plates and scraggly black feathers g ive them a skeletal or 
demonic appearance. 



From the beginn ing of their h istory, the Gymoys have 
been ruled and led by their "G ifted ," people who devel
oped super abi l it ies, psionic powers or who wielded pow
erful magic. For thousands of years, these avians were 
primitive, predatory savages that survived by hunting and 
gathering food. The strong ruled over the weak and the 
hosti le environment ruled over them. Then,  one day,  a 
gymoy wizard developed (discovered) elemental magic to 
control and block the pu lveriz ing storms and toxic atmo
sphere .  He taught the magic to pupi ls and formed al l i 
ances with other mages. Eventually, th is small gathering 
of wizards was able to carve themselves a better l ife in a 
less hosti le environment. They bu i lt lodgings outside of the 
caves that had sheltered their people for centuries. They 
were able to farm and raise animals. Eventually, the other 
Gymoys left their caves and went to l ive in  wizard country. 
After a long period of conf l ict and antagonism between the 
different tribes, especial ly among the G ifted,  the majority 
of people learned to l ive in  a more organized and complex 
society. The wizards became social leaders and the devel
opers of civi l izat ion, whi le the G ifted would control the mi l i
tary and defenses of thei r people. The gymoy mi l itary is 
run by officers with super abi l it ies, and many of their 
troops have psionic powers ,  cast magic or possess super 
abi l it ies. Th is combination of super abi l it ies, pSion ics and 
magic, combined with the i r  natural armor and abi l it ies, 
makes them a very effective and powerful fighting force. It 
has been this way for more than a thousand years. 

In the last century, they have begun to explore the 
Megaverse through Mystic portals and dimensional Rifts. 
They have begun to h i re themselves out as Mercenaries 
and have d iscovered other races and h igh-tech weapons. 
They are especially fond of lasers and hover veh icles/plat
forms. They are descendants of b i rds of prey and are nat
ural predators who enjoy combat and conquest. As they 
become more fami l iar with d imensional travel and other 
worlds, they may become conquerors or at least dimen
sional raiders. 

Gymoy (pronounced j im-moy) 
Alignment: Any, but most gravitate toward selfish and 
evi l .  
Attributes: La. 3D6,  M.E .  3D6,  M .A. 2D6, P.S. 4D6,  P .P .  
3D6+1 , P .E .  3D6+2 , P .B .  1 D6+1 , Spd. 2D4x1 0 
Hit Points: Standard , P .E .  plus 1 D6 per level of experi-

ence. 
S.D.C. : 4D4x 1 0  +20 
Natural A.R. :  1 5  P.P.E. :  M .E.x2 or by Magic Category. 
Horror Factor: 1 2  for average Gymoys, 1 5  for those with 

magic or super abi l it ies. 
Height: 7 feet plus 3D6 inches (2.2 to 2.6 m) .  
Weight: 200 plus 2D6x1 0 pounds ( 1 00 to 1 45 kg) . 
Average Life Span: 95 years 
Super Abil ities: Gifted Gymoys are l imited to three Super 

Power Categories: Magic (01 -65%) , psionic (66-80%) 
and mutant super beings (81 -00%) . 

The typical is fast, strong and deadly. More and 
more Gymoys are learn ing magic to the extent that 
29% of the overal l population are spel l  casters of some 
kind and 8% are psionic or super empowered. 

Natural Abil ities: Vision and sense of smell equal to the 
minor super powers: advanced sight and heightened 
sense of smel l .  Furthermore ,  they are +2 on in itiative , 
ambidextrous, + 1 attack per melee round, +4 to save vs 
Horror Factor and have n ightvision (can see 600 
feetl1 83 m in the dark) . 

Special Weapons: Magic and laser weapons. 
Special Vehicles: Magic and hover vehicles, the faster 

the better. 
Preferred Armor: None; most rely on their own natural ar

mor and magic for protection . 
Fami l iarity with Earth: None. 
Rifts Notes: I f used in  the Rifts RPG sett ing, they wi l l  be 

regarded as n ightmarish D-bee monsters. The Coal it ion 
States wil l see them as a serious danger because of 
their inhuman appearance , natural Mega-Damage ar
mor, magic and super powers. They may even put a 
bounty on thei r heads, or launch a campaign of exter
mination .  

I n  the Rifts sett ing , the  are Mega-Damage creatures 
(4D4x1 0+20 M .D.C. )  with Mega-Damage powers. Avai l
able O.C.C.s wi l l  i nclude the Mind Melter, Mystic, 
Shifter, and any practit ioner of magic. They can also 
become Wi lderness Scouts and Mercenaries. 

The Splugorth, Narun i  and other d imensional mer
chants and raiders wi l l  look at the Gymoys with great 
interest as far as adding them to thei r legions of slavers 
and fighting forces. In the Rifts: Phase World environ
ment, most wil l be adventurers, Mercenaries, mages or 
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Struthios 
The Stryth ios are short beings with a completely 

b i rd- l ike head and bodies covered in soft white or p ink 
feathers. The eyes are large and inqu isitive ,  the beaks are 
hooked and their voices are gravel ly and high p itched l ike 
that of a parrot. 

These avians are natural engineers. Their  dexterity and 
mechanical aptitude are apparent even whi le they are in 
their infancy. Few races can equal their mechan ical apti
tude and love for research and development. Even their 
personal equipment is customized and bui lt to their 
i ndividual specifications. They enjoy having unique equip
ment and wi l l  t inker with everything, including brand new 
items. A favorite weapon customization for Struthios is to 
take some form of archaic weapon,  l ike a bow or cross
bow, and modify it to use modern energy or explosives. 
Their reputation as technical geniuses has spread across 
the galaxy, making Struthio scientists, engineers and tech
n icians valuable and coveted resources (and garners 
them outrageous salaries) . 

The Struthios are even respected by the Atorian Em
pire, which is where disaster befel l  them. The Atorians 
gave the mechanical wizards an important contract to re
search and develop matter/anti-matter systems that would 
be smal ler and more versati le than the clunky giant en
gines that were a half mi le (0 .8 km) wide and could stretch 
for a mi le or more in length . The avian techn icians wel-
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corned the challenge and went to work. No one knows ex
actly what went wrong, but one day the Struthios 
homeworld faltered in  its orbit and the planet began to 
slow in its rotation . The atmosphere was torn away and 
the surface was shattered by earthquakes and terrible 
storms. That day the planet died. 

Presumably the disaster was the result of an 
anti-matter or anti-gravity experiment gone terribly wrong. 
The galactic community was horrified. Even the Atorian 
Empire mourned the death of the Struth io people and did 
everything it could for the mi l l ions of survivors off-world. 
To this day, about half the Struthio population ,  an esti
mated 1 8  mi l l ion ,  are counted among the el ite scientists 
and engineers of the Empire .  The rest are scattered 
throughout the galaxy. Their genius is so coveted that 
some groups of Struthios can be found among the ranks 
of the most advanced worlds and space travel ing corpora
tions and organizations, including the N iamese Coalit ion . 

Struthios (pronounced strooth-eye-ohs) 
Alignment: Any 
Attributes: La. 406, M .E .  306, M .A. 406, P.S. 306, P .P .  
406 ,  P .E .  306 ,  P .B .  306, Spd .  306x3 
Hit Points: Standard. 
S.D.C. : 304x1 0+20. P.P.E. :  406 
Height: 5 feet plus 1 06 inches ( 1 .5 to 1 .6 m) .  
Weight: 1 60 plus 1 04x1 0 pounds (77 to 91  kg) .  



Average Life Span: 1 20 years 
Super Abil ities: All Struthios have the major super abi l ity: 

Mechano- l ink, with the following bonuses: +20% to al l 
p i loting ski l ls ,  +20% to al l p i lot related ski l ls ,  +20% to 
computer, electrical and mechan ical ski l ls ,  +2 to strike 
with modern and energy weapons (but not ancient me
lee types) , and a 60% base ski l l  to understand and op
erate unknown or alien machines. See the super abi l ity 
description in Heroes Unl imited , page 282, for ful l  de
tai ls and Step Three of Character Creation in this book 
for determin ing additional super abi l it ies. 

Natural Abil ities: Excel lent vision and hearing; ambidex
trous and double jointed; add one attack per melee 
round, but these avians tend to avoid combat and war. 

Special Weapons: Customized energy weapons, includ
ing bows and crossbows that f ire energy beams, en
ergy , and just about anything else. The typical Struthio 
weapon wi l l  i nfl ict 1 D6 addit ional damage and have an 
increased range of 25%. Typical energy cl ips may also 
hold five additional charges. 

Special Vehicles: Lightweight jet packs (50% faster and 
l ighter with double the altitude and f l ight t ime) and 
microjet hover boots are favorites. Jet boots: Speed: 
1 60 mph (256 km) ,  maximum altitude: 1 000 feet (305 
m) , +2 to dodge and maneuver, 
S.D.C. : 80. 

Preferred Armor: Struth ios environmental armor: A.A.  1 1 ,  
S .D .C.  70, but with a detachable force field generator: 
A.A. 1 9, S .D .C.  1 00.  When the S.D.C.  of the field is de
pleted , it takes two hours to recharge. Jet boots and 
packs cannot be used wh i le the force field is engaged. 

Fami l iarity with Earth: The Struthios have captured at 
least one Earth satel l ite or space probe for study pur
poses and have information on Earth equal to "Some 
Fami l iarity." 

Rifts Note: If used in  the Rifts sett ing, they wi l l  be re
garded as inhuman D-Bees and the CS wi l l  fear and 
hunt them because of their inhuman appearance and 
superior technology (equal to Triax) . They can appear 
on Rifts Earth as the result of a dimensional experi
ment, strange anomaly or magic. They can be the 
equ ivalent of the Operator, Cyber-Doc or Rogue Scien
tist O.C.C. with the special power of mechano-l ink. 
Their abi l it ies wi l l  be especial ly appreciated among 
high-tech manufacturers such as Northern Gun ,  Naruni 
Enterprises, etc . ,  as well as by struggl ing kingdoms and 
Mercenaries operating outside of CS territory. In the 
Rifts sett ing, Struthio weapons, armor and technology 
wi l l  be Mega-Damage. 

I n  the Phase World sett ing, they may be al ien visitors , ex
plorers ,  adventurers or Mercenaries. Or they may be a 
new competitor for Narun i  Enterprises and the 
Splugorth. 
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Tagonicans 
The Tagonicans are a squat people from the tropical 

latitudes of an otherwise cold planet cal led Agika. Their 
bodies are covered in  tiny feathers that cl ing closely to the 
body. From a distance they cannot even be recognized as 
feathers. The colors of the p lumage range from l ight blue 
to blue-grey, with white on the al ien's fronVunderside. 
Thei r  heads are rounded with th in ,  tapering beaks. Thei r  
bodies are muscular, and thei r  hands and fingers are th ick 
and stubby. 

The Tagonicans are an advanced civi l ization with a l im
ited space program. The on ly galactic travels these avians 
undertake are for trade, d ip lomacy, and research. Of the 
three, research is the primary factor for their space pro
grams. The majority of the avians are scientists and engi
neers. Their interest in  these fields has brought the 
Tagonicans to a high level of technical ach ievement that 
includes advanced space travel and robotics. They pro
vide many planets in their quadrant with processed met
als, microchips, mechanical and scientific goods. To this 
end, they have one of the galaxy's largest orbital space 
stations. Its size is mostly attr ibuted to its vast factory and 
manufacturing faci l it ies. 

Tagonicans are an inqu isitive people who f ind other be
ings, especial ly more prim itive people, very i nterest ing. 
They sometimes consider these other, prim itive l ife forms 
to be lesser beings and conduct gruesome or inhumane 
experiments on them, mainly in the area of bionic aug-



mentation and genetic engineering. These cruel or vi l la in
ous Tagonican experimenters/tormentors wi l l  be of an 
anarch ist or evi l  al ignment. They conduct such experi
ments for their own personal gain ,  or in the name of sci
ence ,  without regard to others. One particular vi l lain ,  
Octanl io ,  had made incredible advancements and was 
able to mutate humanoids and select animals into more 
powerful creatures. I n  humans and apes, he was able to 
insti l l  major super abi l it ies and at one point, created a 
smal l army of super v i l la ins to engage in  criminal activity 
under h is contro l .  H is secret base was discovered and de
stroyed. He is presumed dead , but the body of Octanl io 
and some of h is super-powered henchmen were never 
found. 

Tagonicans (pronounced tag-on-ih-cans) 
Alignment: Any, but frequently selfish or evi l .  
Attributes: I .Q. 306+6, M .E .  306 ,  MA 206,  P .S.  306, 
P.P. 306, P .E .  306, P.B. 206, Spd .  306 
Hit Points: Standard , P .E .  plus 1 06 per level of experi-

ence.  
S.D.C. : 30 
Height: 5 feet plus 3D6 inches ( 1 .6 to 2 .0 m) .  
Weight: 1 20 plus 206x1 0 pounds (63 to 1 09 kg) . 
Average Life Span : 75 years. P.P.E. :  306 
Super Abil ities : The average Tagonican does not have 

super abi l it ies. However, player characters and NPC 
vi l la ins can be created from any of the Super Power 
Categories found in  Heroes Unl imited. As noted in the 
description ,  some unscrupulous or evi l Tagonican sci
entists experiment on other intel l igent l ife forms and 
turn them into super-powered slaves and henchmen. 

Natural Abil ities: None of note . 
Special Weapons, Armor and Vehicles: Virtual ly any of 

the items in the equipment and weapon section , except 
antigravity devices. 

Fami l iarity with Earth: The Tagonicans have sent at 
least one study expedition to Earth and have "Some 
Fami l iarity" with the planet. 

Rifts Notes: Basically the same as the Elecians. 

Threskians 
The Threskians are a race of avian humanoids from the 

planet Ther. It is a dark p lanet under perpetual cloud cover 
and frequent fog .  They average six feet in height and have 
smal l ,  round heads with large, curved , golden beaks. 
Feathers are normal ly white or l ight yel low, or a mix of the 
two, and located on the shoulders and back. The head 
and the rest of the body are featherless. Technological ly, 
they are on a par with most of the civi l izations in  the Fed
eration of Al l ied Races and have a reasonably large space 
program. 

The Threskians strive for peace but have been caught 
in one confl ict or another for decades. Up to a decade 
ago, the Threskians were at war with the Linx (see fel ine 
al iens) . The confl ict had lasted for 50 years before an un
easy peace was attained. During the decade of the war 
the Threskians decided to find and train those with 
psionics and super abi l it ies and add them to the mi l itary. 
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They even had some success creating super beings 
through experimentation . These el ite soldiers were then 
used as special forces operatives ,  for sabotage and 
spearheading surgical str ikes. In the end, the Linx f inal ly 
accepted defeat and retreated to l ick their wounds and 
concentrate on less steadfast opponents. Unfortunately, 
the turmoi l of the Linx War did not end there. 

The normal Threskian population was now deathly 
afraid of the super powerful soldiers who walked among 
them. To make matters worse, there were several inci
dents involving superhuman veterans that put al l  of them 
in  a bad light. Lobbies began to form against them and in
cidents of violence increased to the point that most super 
soldiers were eventually stationed off-world. Unhappy with 
this situation, the soldiers launched their own protests. 
Frustrated and angry, some of the less stable warriors be
gan to fight amongst themselves or went on rampages. 
Others went AWOL to become Mercenaries, p irates or 
super vi l lains. This prompted the government to declare al l  
super soldiers a threat, d ischarge them from mi l itary ser
vice and exi le them permanently off-world. The publ ic was 
torn and the debate on this issue was fierce, but in the 
end, the anti-super soldier movement won and the patriots 
who had fought to keep Ther free were forever exi led. 
Special arrangements were made to un ite those loved 
ones who wanted to join the exi les, which displaced thou
sands of normal Threskians as wel l .  



All of the exi led warriors are combat veterans. Many 
were trained as spies, saboteurs, terrorists and assassins. 
This train ing ,  combined with the rejection of the i r  own peo
ple, has made many very bitter, vengeful and cruel .  Very 
few of them are of good al ignment. Among the exi les, the 
incidence of evi l  al ignments and insan ities is much h igher 
than normal .  

Ther now has a r igidly conditioned civ i l  defense army 
that is made up of Threskians. Those with super abi l it ies 
or psion ics are constantly monitored and l iteral ly brain
washed into obedient f ight ing mach ines that never dis
obey an order (or th ink for themselves) . Meanwhi le ,  the 
exi les make their l iving as mercenaries, bounty hunters, 
p i rates and assassins. 

Threskians (pronounced thres-keye-ans) 
Alignment: Any 
Attributes : La. 306, M .E .  306, M .A.  306, P .S.  306, P .P .  
306 ,  P .E .  306 ,  P .B .  206 ,  Spd. 406 
Hit Points: Standard, P .E .  p lus 1 06 per level of experi-

ence .  
S.D.C.:  30 
Height: 6 feet plus 306 inches (2.0 to 2 .3 m) .  
Weight: 1 00 plus 304x1 0 pounds (59 to 1 00 kg) . 
Average Life Span: 75 years. P.P.E.: 206 
Super Abil ities: All exi led threskian veterans have either 

super abi l it ies or psionics, and al l have had extensive 
combat, espionage and mi l itary tra in ing. Half are the 
products of government experiments. Magic is not 
known by these people. Only a small percentage of al l 
Threskians are born with super abi l ities (0 1 - 1 1 %) and 
even less with psionic powers ( 1 2-20%) . 

Natural Abi l ities: N ightvision is an impressive 1 000 feet 
(305 m) , they can also see i nfrared l ight, and have nat
ural thermo-imaging abi l it ies (range: 500 feet/46 m) and 
their hearing is twice as acute as normal humans 
(equal to the m inor super abi l ity of heightened hearing) . 

SpeCial Weapons & Vehicles: Both the normal and 
super-powered Threskians have access to most stan
dard high-tech weapons and veh icles. The super sol
diers wil l tend to have the best and more lethal items . 

Preferred Armor: Threskian envi ronmental battle armor: 
Light: A.A.  1 3 , S .O .C . :  55 or heavy: A.A .  1 8 , S .O .C .  
200. Both types have a helmet with detachable spikes 
that can be used as throwing spikes or parrying weap
ons. 

Fami l iarity with Earth: "Some Fami l iarity." 
Rifts Notes: Basically the same as the gymoy. 

Timneh 
Timnehs are nomadic glory hounds who travel the gal

axy looking for excitement and attention .  The more on
lookers and praise they can receive from their actions the 
better. Their  continual search for situations in  which they 
can show off makes them annoying. Most people t i re of 
t imneh quickly and the swaggering braggarts move on 
when they are no longer the heroes of the day. 

Oespite th is , they can be friendly, social people. They 
are very smart, resourcefu l ,  and daring and can make 
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steadfast and loyal companions. Timnehs wi l l  not speak 
about their homeworld. They insist that they were born 
among the stars and are destined to roam among them. 
This cocky statement probably covers the fact that these 
people don't know the planet of their origin - they've 
been intergalactic nomads for at least 1 000 years. 

Timnehs can be from any educational background and 
will show off their ski l ls and expertise whenever an oppor
tun ity presents itself. L ikewise, they are qu ick to point out 
the fai l ings of others ,  commenting on how they would 
have done such and such d ifferently (and correctly or 
better) . Those with a background in  combat wi l l  seem es
pecial ly arrogant and cocky. The general al ignment of the 
timneh will determine the seriousness, recklessness and 
brutal ity of the warrior's actions. 

Al l Timnehs have l ight grey feathers with darker grey 
edges and accents. Their heads are large and resemble 
giant parrots. Their  arms, legs and fingers are th in and 
del icate , and their eyes always have an inte l l igent , evalu
ating look to them . They are creatures of magic and many 
(60%) are spell casters. Perhaps the magical nature of 

these avians is why they shroud the i r  or igins in secrecy 
and draw attention to their actions instead of their Mystic 
powers. Magic is the one thing they don't brag about or 
flamboyantly display. 

Timnehs (pronounced tim-neigh) 
Alignment: Any 



Attributes : I .Q. 306+1 , M .E .  306, M .A. 306, P .S .  306, 
P.P. 306+3, P .E .  306+3, P.B. 306, Spd. 406 
Hit Points: Standard ; P.E. p lus 1 06 per level of experi-

ence. 
S.D.C. : 45. P.P.E. :  M .E.x3+1 D6 per level .  
Height: 5 feet plus 406 inches ( 1 .6 to 2.1 m) .  
Weight: 1 00 plus 2D6x1 0 pounds (54 to 1 00 kg) .  
Average Life Span: 1 25 years 

Super Abil ities: All Timnehs, regardless of education , 
can natural ly cast the fol lowing magic spel ls : Magic ar
mor, chameleon , fly as the eagle, tongues, globe of 
dayl ight and Mystic portal .  They cast these spells just 
as any wizard would using the magic rules. Spell 
strength is always equal to a fi rst level wizard: 1 2 . 
P .P .E .  is P .E .  x3 plus 1 06 per level of experience .  
Timnehs who do not pursue the Mystic arts can select 
any educational background or power category, but 
partial or full bionic conversion wil l destroy their innate 
magics (Rifts: Any O.C.C.  except 'Borg or 'Bot) . Yes, 
they can have super abi l it ies in addition to these natural 
spel l  abi l it ies. 

Those who go on to study and practice magic as a 
wizard under Mystic study (magic) , can select two addi
t ional spel ls for each level 1 -4 (for a total of six spel ls 
from each level) and four  additional spells from levels 
5- 1 0  (total of 1 2  spel ls from those combined levels) as 

their start ing spel ls . They also receive 2D4x1 0 addi
t ional P .P .E .  points added to their base P .P .E .  

Special Weapons & Vehicles : They have access to  most 
high-tech weapons and items. 

Armor: Most Timnehs rely on magical armor l ike the Ar
mor of Ithan spell (A.A.  1 8 , S .D .C .  200) and the Mystic 
armor spel l  (A.A. 1 4 , S .D .C .  1 20). Many also wear l ight 
armor and vests: A .A .  1 0 , S .D.C. 40. 

Fami l iarity with Earth: The Timnehs have access to in
formation on Earth equal to the "Has studied Earth" re
sult on the Fami l iarity with Earth table. 

Rifts Notes: If used in  the Rifts RPG sett ing, the Timnehs 
wil l be regarded as D-Bee Mystics and can be any of 
the magic O.C.C.s found in the Rifts RPG l ine. How
ever, most wi l l  be Ley Line Walkers and Mystics, and 
their magical nature grants them a bonus of 2D4x1 0 
additional P .P .E .  and al lows them to select 1 06+6 addi
t ional spel ls .  The Coal it ion States wi l l  seek to destroy 
them, whi le the Federation of Magic and Tolkeen may 
try to recru it them. 

If set in the Rifts: Phase World environment, they can be 
practit ioners of magic, Mercenaries, p i rates or bounty 
hunters. 

They are S .D .C .  creatures who use Mega-Damage 
weapons, armor, vehicles and magic. These al iens wi l l  
be fascinated by dimension spanning magic - an area 
of magic they are not fami l iar with . 

Can i ne H u manoid Al iens 

The can ine races vary i n  bu i ld from thin with tight mus
culature l ike a greyhound, to bu lky ,  wide bodies simi lar to 
pit bul ls .  The i r  height also varies, as does the shape of the 
head, tai l ,  and the length , thickness and color of fur. On 
the Earth of Heroes Unl imited they may be mistaken for 
mutant animals. On Rifts Earth they may be mistaken for 
Dog Boys or Wolfen.  

Canis 
The Canis are tal l ,  th in humanoid can ines that resem

ble Earth's greyhounds. Their  homeworld is Rath, a planet 
very simi lar to Earth , but with a l ighter gravitational pu l l .  
The native animals and plants grow tal l  and elegant in  its 
comfortable, clean atmosphere.  For some reason ,  the 
color of their fur wil l indicate the i r  innate abi l it ies. White 
Canis are born with magical abi l it ies. They are the Mystic 
leaders of the can ine society. Black Canis wil l  develop 
super abi l it ies and are typically urged into mi l itary or pol ice 
duties. Brown Canis are psionic. Grey are normal ,  
non-powered citizens. Each of the four types were divided 
almost evenly, approximately 25% each. 

For thousands of years, the brown Canis ,  known as 
Psianines (pronounced sigh-aye-n ines) , were disl iked be
cause of their fur color and mental powers. The grey 
Canis, because they didn't possess any powers were con
sidered inferior. Both the brown and grey Canis were 
treated as second-class citizens, bu l l ied and mistreated by 
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the white and black Canis. They could not hold positions 
of power, pol itical office , or business. The greys, i n  partic
ular, served as the beleaguered working class to a level 
bordering on slavery. Feel ing overpowered and inferior, 
they accepted their fate. 

I n  early Can is h istory, brown babies were ki l led at b i rth . 
Later , they were al lowed to l ive and served as manual la
borers and slaves. The brown Psianines frequently re
bel led and used their abi l it ies to f ight back. These 
constant battles were often bloody and seemed only to 
make things worse . Up to 200 years ago, they were slowly 
gain ing rights and freedoms, but a brown Canis named 
Rithom instigated a revolution that rocked Can is civi l iza
tion . In the end, the revolution was crushed, 6 1 % of the 
brown Can is population was erad icated, Rithorn was exe
cuted, and the other conspi rators banished along with ALL 
Psian ines! At f irst, they were relegated to thei r own 
slum-l i ke cities away from the other Canis, but the f ires of 
hate sti l l  burned and trouble cont inued. 

The Canis Tribunal of Mystics decided to banish al l 
Psian ines from Rath once and for a l l .  A massive space ark 
was constructed in orbit , and the entire brown Canis popu
lation was placed on it and rocketed into outer space. 
Those who refused were executed as dangerous rebels. 
Some of the psionic Can is went on the ark wi l l i ngly. They 
were able to boost the morale of their fe l lows with talk of 
freedom and a new l ife. However, the people of Rath had 
one last, fou l  scheme to play upon the i r  psioniC cousins. 



The ark was secretly programmed to p lunge into a b lack 
hole. Before the ark could reach its destination , it acci
dental ly sl ipped into a d imensional syphon (see space 
travel section for detai ls) . The craft survived and the exiles 
found a wonderful world to colonize. Luckily, the Psianines 
landed on the fi rst habitable planet they found (wh ich also 
reminded them of Rath) . If they had travel led much far
ther, the Atorian Empire would surely have detected the 
craft and they would have been slaves again .  A large 
psian ine colony now exists on the planet, Noth. 

Approximately 200 years have passed since the 
psianine refugees were launched into space and estab
l ished the Noth colony. The Can is on their homeworld 
have since perfected their space program and are 
beinn ing to use gravity wells to travel deeper into the gal
axy. This means, one day, the brown Canis of Noth may 
be visited by bionic grey Canis soldiers and super pow
ered Can is explorers. The Psianines are wi l l ing to forget 
the past but there wi l l  be great animosity between the 
brown Canis and their Rath brothers. If the Canis of Rath 
try to subjugate them in any way, there wi l l  be a b loody 
battle, only this t ime the psionic Canis have technological 
equal ity and larger numbers than before. Note: The brown 
Canis have not ventured deep into the stars. They have 
been too busy bui ld ing a world for themselves. There are 
about 64 mi l l ion pSianine Canis (there are eight times as 
many Rath Canis) . 
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Canis (pronounced cane-iss) 
Alignment: Any. The brown Canis tend to lean toward 
good, whi le the others tend to lean toward selfish and evi l .  
Attributes: La. 306,  M.E .  306,  M .A. 306,  P .S.  306+3, 
P .P .  406, P .E .  306+3, P .B .  306, Spd .  606+1 0 
Hit Points: Standard ; P .E .  p lus 1 06 per level of experi-

ence. 
S.D.C. : 1 04x1 0+20 
Height: 9 feet, 5 inches plus 406 inches (3.0 to 3.5 m) .  
Weight: 300 plus 306x1 0 pounds ( 1 49 to 2 1 7  kg) . 
Average Life Span: 65 years; 75 years for the Brown 

Psianines. P.P.E. :  M.E.x2 or by Magic Category 
Super Abi l ities : 

White Can is are l im ited to the Super Power Category 
of magic (typically a spel l  casting wizard ;  i n  Rifts, the 
character would be a Mystic) . 

Black Canis have two minor super abi l it ies and one 
major, or two major abi l it ies. 

Brown Can is are natural psion ics. 
Grey Canis have no super powers , but can include 

characters from the categories of bionics, hardware or 
physical train ing.  Grey Canis are typically lower class 
citizens, mi l itary grunts, indentured servants and 
slaves. 

Natural Abil ities (al l  Can is): In addition to their attributes, 
they are alert, have keen color vision (can see about 
30% farther than humans) and have excel lent hearing; 
+ 1 on in itiative , + 1  to dodge, + 1  to rol l  with impact or 
fal l .  They can also leap 1 0  feet (3 m) h igh or lengthwise 
from a standing sti l l  position (double if running near ful l  
speed) . 

Special Weapons and Vehicles : The equivalent to most 
energy type weapons, hover vehicles and spacecraft . 
They l ike fast veh icles! Consequently, most Rath veh i 
cles can travel at speeds 1 04x1  0% faster than normal 
(-1 0% on p i loting skil ls at high speeds) . 

Preferred Armor: Light riot armor, A.A .  1 3, S .O .C.  60 (no 
prowl penalties) or heavy, ful l environmental armor, 
A.A. 1 6 , S .O .C.  220 (- 1 0% on prowl , swim ,  gymnastics 
and acrobatics ski l ls) .  

Fami l iarity with Earth: None for both the Psianines of 
Noth and Canis of Rath . 

Rifts Notes: If used in the Rifts sett ing, the Can is wi l l  be 
regarded as O-Bees or mistaken for CS Dog Boys. The 
Coalit ion States may mistake them for renegade Dog 
Boys or see them as potential O-bee recru its for Dog 
Pack squads in wi lderness and hosti le territories. This 
is especial ly true of the grey and brown Canis. The CS 
will destroy white and black Canis as dangerous Mys
tics or super-powered mutants. 

If set in the Rifts: Phase World envi ronment, they are just 
one of the less advanced and curious al iens who visit 
that world. It is also possible that some Canis, particu
larly grey and brown, are slaves. Others may be bounty 
hunters , mercs or adventurers. 

In Rifts, the Canis are S.O.C.  creatures who may posses 
S.O.C.  or prim itive M .O.C. technology depending on the 
view of the G .M .  These al iens wil l be fascinated by di
mensional travel and magic. 



Dergins 
The Dergins are natives of a planet they call Regin ia. 

Early Dergin society evolved from canine packs or tribes 
of nomadic hunters. These were family clan commun ities 
that were led by the strongest warriors. Consequently, 
those with superhuman powers were usually the leaders 
and warlords. With t ime they developed an advanced civi
l ization. 

Those who served in the mi l itary were warriors known 
as Wardions. They were highly respected even in t imes of 
peace, and their super-powered leaders held great influ
ence over the people. Al l Wardions were considered just 
and noble defenders and became a subculture in Dergin 
society that symbol ized strength , spi rit, freedom , justice 
and nObi l ity. The generals and warlords were considered 
almost saintly champions of the people. In fact , the benev
olent mi l itary was so popular and accepted that virtual ly 
one th ird of the population was counted among its ranks. 

As the nomadic and warrior ways of the people 
changed , the warriors became part of an organized and 
powerful mi l itary. Pol itical factions began to fear that the 
influence of the Ward ions would undermine their power, 
even though the canine warriors had never spoken or 
acted against the government. Derg in society was very 
communal - l ike a giant dog pack. Although there were 
minor squabbles and jockeying for positions of power and 
leadership with in the society, the warriors/mi l itary had al
ways worked toward the good of the whole rather than the 
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i nd ividual . Sti l l ,  the power moguls looked upon the power 
and respect held by the mi l itary and coveted it for them
selves. To usurp that power, it was they who began to 
subtly undermine the people's faith and respect for the 
mi l itary. 

Over the years, the warrior Dergins grew to disl ike and 
distrust the policies and decisions of the government. Ver
bal confrontations between the two factions increased dra
matical ly and often became very publ ic. Meanwhi le , the 
pol itical machine discredited the mi l itary at every OPP?rtu
n ity. The polit icians and power brokers posed q�estlons, 
asking,  why did the mi l itary cl ing so fiercely to their power 
if they had only the welfare of the people in mind? If they 
served the people, and the people wanted them to down
size, even disband, why did the mi l itary resist? What were 
their motives? These and s imi lar questions cast a pall 
over the heroes and evoked feel ings of confusion and dis
trust. The people questioned the need for such a large mi l 
itary considering peace had reigne� for over 300 y

.
�ars. 

They had been man ipu lated to bel ieve that the mi l itary 
represented archaic ideals, dogma and unnecessary ex
penditures. They demanded reductions of troops, arms 
and mi l itary authority. 

The Wardions considered taking mi l itary action against 
the government which they now viewed as a dangerous 
and self-destruct ive enemy, but a coup would only seem 
to prove their accusations and cause bloodshed .

. 
:he 

mighty Wardions recogn ized that they had I�st a 
.
p�l Itlcal 

war because they had fai led to respond to It unt i l  It was 
too late. Against their better jUdgement, the Wardions 
agreed to compromises, arms and troop reductions and 
al l iances they felt were unsound. In the face of the govern
ment's now overt propaganda campaigns they felt they 
had l itt le recourse but to comply. 

A few years later, while the were making advances in 
their space program, they were contacted by the Atorian 
Empire. The Empire had extended its borders by 20 l i�ht 
years and Regin ia was wel l  with in that radius. The Empire 
sent d iplomats and made excit ing offers to the people of 
Regin ia. The government saw much opportun ity and be
gan to cater to the Atorians. The mi l itary was suspi�ious of 
the Atorian Empire and insisted on extreme caution, but 
their warn ings were ignored . Frustrated by the bureau
crats , the Wardions launched an extensive , secret , i ntel l i 
gence campaign against the Empire. Thei� spies g�thered 
convincing data that suggested the Atorlan Empire was 
manipu lating the government to become wi l l ing pawns in  
the explo itation of  their planet's people and resources. 
Dergins would see l ittle benefit and with t ime, the peo�le 
would become l ittle more than slaves to the dark Empire 
- at best, second-class citizens in an intergalactic web of 
tyranny. 

The Wardions' i nte l l igence and conclusions were pre
sented in private to government officials who were out
raged by their audacity at spying on their new al l ies. The 
information was buried. In a last d itch attempt to prevent 
disaster, the mi l itary went publ ic with their f indings and for
mally protested any al l iance with the Atorian Empire. They 
called upon the people to rise up and reject the al l iance. 
Sadly, the situation was turned against the Wardions to 



make them look l ike rebel l ious extremists and the al l iance 
was overwhelmingly approved. 

Things went from bad to worse. The Wardions had lost 
much of their credib i l ity. Many old leaders resigned (sev
eral had mysterious accidents) and were replaced by 
young warriors who shared the government's view of the 
future and who regarded the Atorian Empire as a valuable 
al ly. Those Wardions who refused to ret i re and continued 
to express suspicions about the Atorians were isolated 
and sent to distant command posts. The al l iance requ i red 
mi l itary support and defense of the Atorian Empire. Con
sequently, mi l l ions of Wardions were sent offworld to de
fend distant outposts and al ien borders. The Ward ions 
real ized their posit ion was a no win situation and decided 
to obey. To do otherwise meant certain retal iation by the 
evi l  Empire ,  not against them, but at their people. The 
Oergins fel l  to the Atorian Empire ,  not through mi l itary in
vasion and conquest , but instead sold out by their own 
people. 

One particu larly defiant branch of the mi l itary was as
Signed to an operation in a dangerous part of the Atorian 
Empire. The troops had no delusion that this assignment 
was meant to eliminate them. Two nights before their 
schedu led departure, the Wardion armies boarded and 
captured the Atorian Defense Station orbiting Reginia with 
only 1 ,200 losses. The warriors threatened to use the 
space station's formidable weapons against their 
homeworld un less they were al lowed to have thei r  fami l ies 
and loved ones join them on the g iant space station. 
Wanting to avoid bloodshed, and figuring they'd get al l the 
rebels at one t ime, the government al lowed the fami l ies to 
join the rebels. Meanwhi le , four  Atorian battleships were 
rushing to the scene to blow them out of the heavens. 

However, the Ward ions had their own plans. When the 
battleships emerged from the space gateway, the 
Wardions, uti l iz ing inte l l igence data and secret codes they 
had acquired through covert means, qu ickly sl ipped past 
the emerging ships and plunged into the gateway them
selves, and disappeared . The Wardions had stolen the 
Atorian Defense Station (the fi rst and only t ime such a feat 
has ever been accompl ished; the Atorians sti l l  can't ex
plain exactly how it was done) . The Atorian Empire was 
furious, but could do l itt le about it. Their only recourse was 
to put a massive bounty out for information on the station's 
whereabouts (one mi l l ion cr) or for its safe return (50 mil
l ion cr) . They have avoided capture for nearly ten years 
now. 

The Wardions have done extensive modification work 
on the space station to the point that it is nearly unrecog
n izable as an Atorian construct. On ly the design of the 
main weapon systems and some of the interior deck plans 
gives it away. The space station is currently disguised as 
a planetoid with a blow-away rock cover. The canine war
riors have formed an al l iance with a small pi rate enclave 
and count a large number of Thropo Ron ins among their 
soldiers. They l ive the old ways as hunters and warriors , 
preying on evi l  beings, such as cutthroat pirates, smug
glers, mercenaries, slavers and members of the Atorian 
Empire. There are approximately 90,000 Ward ions/war-
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riors and roughly 280,000 Oergin civi lains, mostly fami ly 
members, l iving on the space station. An additional 1 0 ,000 
or so heroes/warriors from other worlds are also counted 
among their ranks. A small fleet of about 30 medium-sized 
space cruisers and 1 20 one- to four-man fighters are part 
of the group .  

Back on their homeworld , the Oergins are quickly fal l ing 
in  l ine under their Atorian masters. The mi l itary has been 
taken over and sent offworld by the Atorians to defend its 
possessions and borders . This situation has left Reginia 
virtual ly defenseless. Many of the older Wardions are un
happy and see themselves as a conquered people. They 
long for the old days and would support rebel l ion/l iberation 
if it ever came. However, many of the young warriors are 
f inding fulfi l lment and opportun ity as soldiers for the 
Atorian Empire .  I n  fact, the Ward ions have dist ingu ished 
themselves so many times in  combat that they are quickly 
becoming the Atorians' favorite troops. An el ite corp of 
young, loyal Wardions is being establ ished to serve the 
Empire as mi l itary speCial ists , espionage agents and 
shock troops. 

The lavish favoritism is causing bad blood between the 
Oergins and the Mantel la. The latter have been the 
Atorians' favorite min ions for generations and they don't 
l ike losing even a l ittle of their ''favored status." 

I ron ical ly , it wi l l  be the Oergin mi l itary who reaps any 
real benefits from the al l iance. Under the aggressive mi l i 
tary of the Atorian Empire ,  the warriors have regained 
their place as respected warlords. Sadly, the Atorians are 
evi l  tyrants who conquer worlds they cannot win through 
pol itical maneuvering,  subterfuge or threats. Thus, within  a 
few generations, the once noble Ward ion heroes wi l l  be
come the el ite strike force of a conquering army devoid of 
compassion , honor or nobi l ity. The other people of Regin ia 
wi l l  never become more than second-class citizens of a 
backwater world in the Atorian Empire's outer edges. For 
the moment, the ru l ing body sti l l  enjoys a certain amount 
of autonomy, but they are clearly a tiny cog in a much 
larger machine. 

Dergins (pronounced der-gins) 
Wardions is the warrior class (pronounced war-die-ons) 
Alignment: Any. Most rebel Wardions are of a good or 
self ish al ignment and contin ue to be warrior champions. 
Many of those under the Atorian regime are becoming 
selfish or evi l  and ambit ious. 
Attributes : 1 .0.  306, M .E .  306+2, M .A. 306, P.S. 506, 
P.P. 306+4, P .E .  406, P.B. 306, Spd .  406 
Hit Points: P.E. x2 plus 1 06 per level of experience. 
S.D.C. : 404x1 0+30 
Natural A.R. :  1 3  
Height: 8 feet plus 406 inches (2.5 to 3.0 m) .  
Weight: 340 plus 406x1 0 pounds ( 1 72 to 263 kg) . 
Average Life Span: 80 years . P.P.E. :  306 
Super Abil ities: The typ ical Oergin does not have super 

abi l it ies, although 1 0% have psionics, and 20% can se
lect abi l ities and/or train ing from the categories of bion
ics, robotics, hardware or phYSical train ing.  They do not 
know the Mystic arts but that is a new possibi l ity with 
exposure to other races. 



All Wardions have the fol lowing Super Abil ities: 
Energy expu lsion: l ight or energy (choose one) and 
heightened sense of hearing (+1 to parry, +2 to dodge, 
+6 on in itiative) .  Wardions can be any power category, 
including physical train ing ,  hardware , and bionics or ro
botics , but bionic implants wi l l  have the usual effects on 
these super abi l it ies. Ward ions can also have two addi
t ional minor abi l it ies or one major super abi l ity (make a 
random rol l  or selection) ,  making them mutants (as per 
the power category) , but such super powered people 
are rare (less than 1 0% of the population) . 

Natural Abil ities : Reflected in  their attr ibutes and natural 
armor. 

Special Weapons and Vehicles : The equ ivalent to most 
types of weapons, hover vehicles and spacecraft . Fa
vorites include energy swords, heavy energy weap
ons/rifles and explosives. 

Preferred Armor: Most Derg ins ,  including the Wardions, 
rely on their natural armored h ides for protection . Of 
course i n  outer space, additional protection is requ i red. 
Light environmental suit , A .A .  1 0 , S .D .C .  40. Ful l  envi
ronmental armor, A.A. 1 7 , S .D .C .  1 80 (-1 0% on prowl ,  
swim ,  gymnastics and acrobatics ski l l ) .  

Fami l iarity with Earth : Neither the Dergins or the exi led 
Ward ions have any fami l iarity with Earth. 

Rifts Notes: I f used in  the Rifts sett ing, the Dergins wil l 
be regarded as D-Bees or mutant CS Dog Boys. The 
Coalition States may mistake them for renegade Dog 
Boys or see them as potential D-bee recru its for Dog 
Pack squads in wilderness and hosti le territories (never 
in the cities or at mi l itary installations) . 

If set in the Rifts: Phase World environment, they are just 
one of the less advanced and curious al iens who visit 
that world . It is also possible that some are slaves, 
bounty hunters, mercenaries , p i rates or adventurers. 

In Rifts, the natural body armor of the Dergins makes 
them Mega-Damage creatures (4D4x1 0+30) . They are 
also l ike ly to have super abi l ities that infl ict 
Mega-Damage. In this sett ing they possess M .D .C.  
technology equal to the Coalit ion States. These al iens 
wi l l  be fascinated by dimensional travel and magic. 

Latrans 
The Latrans are a race that seems to have l iteral ly 

walked out of the pages of human myth . They are 
shapesh ift ing humanoids who can turn into giant, 
four-legged wolves! In their natural forms, they are short, 
powerfu l ly bu i lt humanoids with the head of a wolf. Long 
fur covers their head , shou lders, and back. 

Whi le in wolf form , their senses are acute and they pos
sess a savage instinct to survive . As a wolf, their intel l i 
gence is reduced by half ,  but their inst incts take over and 
they become cunning and deadly warriors on a more bes
tial and predatory leve l .  A Latran will not shift for the fun of 
it, to frighten others or to show off. They bel ieve the power 
comes from the spi rits of their ancestors that dwel l  with in  
them and make the transformation possible in  times of 
need. They are insulted by suggestions that the power 
may be an innate racial abi l ity without any supernatural 
connection to the dead. 
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Most bel ieve their ancestors wi l l  leave them if they 
abuse their "gift ," so the power is used with discretion . It is 
also warned that Latrans who shapeshift frequently or who 
enjoy the savage power of their animal spi rit wil l turn ''fe
ral ." Feral Latrans are usual ly selfish or evi l  vi l la ins who 
prefer their animal form and change into humanoids only 
when necessary (usually to disgu ise themselves) . These 
feral monsters typically disregard the law and prey on oth
ers, including other Latrans. Many of them enjoy murder 
and torture for the sheer sport and pleasure of it . 

Most of these canine humanoids are honorable, gentle 
and spi ritual people with an air of nobi l ity around them. 
They are friendly toward outsiders and have a genuine cu
riosity about other races ,  d imensional travel and magic. 
They elect their leaders from among the most capable of 
their eldest females. Most warriors prefer melee weapons 
and close combat. By fol lowing the "old ways" of combat, 
they bel ieve they honor their ancestors. All duels are 
fought using melee weapons or tooth and claw (in human
oid or wolf form) .  Most soldiers are accompl ished at prowl
ing and intel l igence ski l ls ,  but not all Latrans are combat 
trained . However, even the most feeble character be
comes dangerous when transformed i nto a wolf. M i l itary 
personnel and fighters frequently have their claws capped 
with Kisentite fingernails or even small blades which adds 
1 D6 damage to claw attacks. 

Their home planet is a lush,  green world named Goreal. 
It has a higher gravitational pul l that produces heavy met
als s imi lar to Kisentite. The Latrans honor the spi rits of the 



land and l ive in relative peace with the other races and an
imals that inhabit their world . Latrans feel sorry for other 
races who are not in  touch with their own spi rits , let alone 
their ancestors' .  They have developed space and com
puter technology roughly equal to most members of the 
Federation of Al l ied Races (FAR) and are new members 
in  the galactic community. Many travel the galaxy working 
as gurus, Mystics, bodyguards and bounty hunters, but 
despite thei r chosen profession , most try to help people, 
especial ly those that need d irection in thei r  l ives. Many 
have joined forces l ike FAR,  the Wardions and others that 
oppose the Atorian Empire (the Empire does not know 
anyth ing about these can ines) . 

Latran (pronounced lah-tran) 
Alignment: Any. Most are good or unprincipled , with the 
occasional selfish or evi l character. Aberrant Latrans are 
extremely honorable and protective , but those they find 
unworthy can face a cruel and merci less opponent. Only 
''feral'' Latrans are completely anarch ist, diabol ic or mis
creant. They are extremely dangerous, have no honor, 
and are often employed by shady forces as assassins. 
Attributes: 1 .0. 306, M .E .  306, M .A. 306, P.S. 406, P .P .  
306 ,  P .E .  406 ,  P .B .  306 ,  Spd .  4D6x3 
Hit Points: Standard , P .E .  p lus 1 06 per level of experi-

ence.  
S.D.C. : 2D4x1 0 ;  also see the transformation. 
Height: 5 feet plus 1 06 inches ( 1 .5 to 1 .7 m). 
Weight: 1 60 plus 401 0 pounds (74 to 91  kg) .  
Average Life Span: 90 years. P.P.E. :  M.E.x2 
Super Abil ities: Special ! Their bonuses when humanoid 

are l isted separately from thei r  stats as a wolf. 
Bonuses (Humanoid) : Al l  are in addition to attribute 

bonuses. Minor super abi l it ies of heal ing factor and 
heightened sense of hearing: +1 to parry, +2 to dodge, 
+6 on in itiative, +20% to save vs coma/death , +3 to 
save vs magic, psionics, and toxins; other detai ls are 
found under the description of the two powers on page 
233-234 of Heroes Unl imited . 

Bonuses from the Wolf Transformation : Shape
change into a giant, monstrous wolf, six feet ( 1 .8) long 
and four feet ( 1 .2 m) tall at the shoulders. Th is abi l ity is 
s imi lar to animal metamorphosis: canine (wolf), but 
even more incredible. Al l bonuses and abi l ities are in 
addition to attribute bonuses and the humanoid powers 
and bonuses above. 

Double speed, can leap 20 feet (6 m) high or length
wise from a standing posit ion (add 1 0  feeV3.0 m for a 
runn ing start) , add one additional attack per melee 
round, add 200 to S .D .C . ,  increase P.S. by 6 points, +2 
to save vs poison and d isease , +2 to save vs magic, +8 
to save vs Horror Factor, b ite attack does damage, 
claws do 2D4 damage plus P .S .  bonus, extraordinary 
sense of smell (track by smel l :  50%+4% per level and 
recogn ize a specific scent: 56%) . Note: Other changes 
while in  wolf form are not so positive: reduce 1 .0 .  and 
M .A. by half (returns when humanoid) and the wolf is 
very aggressive , l ikes the taste of b lood and raw meat, 
and is easi ly provoked to fight. They often lose them
selves in batt le, f ighting unti l the i r  foe is slain or uncon
scious. 
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Occupational Note: Latrans can pursue any occupation. 
Special Weapons and Vehicles : The equ ivalent of most 

types of weapons, hover vehicles and spacecraft . Fa
vorites include energy swords, Kisentite weapons and 
Vibro-Blades. 

Preferred Armor: Light ceremonial or decorative armor is 
normal ly al l  that is worn . Heavier types of armor or re
strict ive su its prevent the transformation (must be re
moved fi rst) . Ceremonial armor wi l l  be A.A.  1 0  with 30 
S .D .C .  and is specially designed not to h inder or dam
age a shapechanging Latran (Cost: 375 dol lars) . Other
wise , any type of humanoid body armor or 
environmental suit can be worn when in humanoid 
form . 

Fami l iarity with Earth: None. 
Rifts Notes: If used in  the Rifts sett ing, Latrans wi l l  be 

regarded as dangerous D-Bees or mistaken for CS Dog 
Boys. The Coalition States may mistake them for rene
gade Dog Boys when in humanoid form but wil l never 
knowingly recruit these shapechanging monsters. The 
CS wil l destroy every Latran they can identify. How
ever, the Splugorth, Werebeasts, Wolfen ,  demons and 
other monsters races wil l f ind them intrigu ing and invite 
them into the fold (demons and evi l folk may enslave 
them) . Rifts Latrans can be any O.C.C. , but avoid bion
ics, M .O.M .  implants, Ju icer enhancements and simi lar 
physical augmentation because they prevent 
shapechanging. 

If set in the Rifts: Phase World environment, the basic 
Aliens Unl imited sett ing is appl icable. Technology is 
l ikely to be primitive M .D.C . ,  but Latrans are S .D .C .  crea
tures when in humanoid from. However, in wolf form they 
become Mega-Damage creatures (2D6x1 0+1 00 M .D.C. )  
and the i r  b ites and claws do 206 and 1 06 M.D. respec
tively. They can be considered creatures of magic 
(4D6x1 0 P .P .E . )  although Latrans rarely pursue the Mystic 
arts. These al iens wi l l  be fascinated by d imensional travel 
and magic, and love to use magic weapons, rune weap
ons, Bio-Wizardry and Techno-Wizard items. 

Lupis 

The Lupis are another species of humanoid can ines. 
They have a heavy bui ld with a thick layer of fur that insu
lates them from the frigid temperatures of their native 
world, Nystum. The color of thei r fur is wh ite or a l ight 
grey. 

Although the Lupis are capable of advanced space 
travel ,  they rarely travel far from Nystum.  They prefer to 
maintain a pol icy of isolat ionism and mind their own busi
ness. They have refused membership  with FAR and the 
Atorian Empire and, so far, have successfu l ly kept them
selves out of galactic pol it ics. They are especial ly con
cerned about interplanetary war and want to avoid 
involvement in  the squabbles of others at al l  costs. Thus, 
they reserve deep space travel as a tool for commerce 
and research. A large portion of the space program fo
cuses on space stations. There are over three dozen 
space stations that function as research and development 



centers, trade centers, manufacturing faci l it ies and de
fense stations around Nystum. 

The Lupis have perfected many robot systems and reg
ularly use exoskeletons, robot vehicles and drones for 
heavy labor, manufacturing ,  exploration , and combat. The 
bulk of their mi l itary might is in the form of robot technol
ogy. Security officers outfitted in  exoskeletons/power ar
mor are normally sent on space missions and are found 
on space stations. They are typically supported by a 
squad of Lupis with super abi l it ies. The can ines have suc
cessful super abi l ity experimentation programs used spe
cifically to create super-soldiers. 

Lupis (pronounced lew-piss) 
Alignment: Any, but many lean toward selfish . 
Attributes : La. 306, M .E .  306, MA 306, P.S. 406, P .P .  
306,  P .E .  306 , P.B.  306,  Spd.  406 
Hit Points: Standard , P.E. p lus 1 06 per level of experi-

ence. 
S.D.C. : 70 
Height: 5 feet plus 306 inches ( 1 .6 to 2 .4 m) .  
Weight: 1 20 p lus 206x1 0 pounds (63 to 1 09 kg) .  
Average Life Span: 85 years. P.P.E. :  306 
Super Abil ities: Lupis characters can make selections 

from the fol lowing Super Power Categories: bionic 
(01 - 1 0%) , robots ( 1 1 -70%) , hardware (7 1 -80%) , physi
cal train ing (81 -90%) , and experiment (9 1 -00%). 

Natural Abil ities: Resistant to cold (half damage) , keen 
vision and are instinctive swimmers (80%). 
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Special Weapons and Vehicles: The equ ivalent of most 
types of weapons, hover veh icles and spacecraft. Fa
vorites include lasers and robot exoskeletons. 

Preferred Armor: Standard Security Team power armor 
(SST- 1 2): A .A . :  1 8 , S .O .C. : 300 , with ful l  environmental 
capabi l it ies, long-range radio ,  radar, sonar, mult i-optics 
system,  jet pack (maximum speed in an atmosphere is 
1 00 mph/1 60 km with a maximum altitude of 600 
feeV1 83 m) .  Armor weapon systems: Right arm: con
cealed laser (406 damage and a range of 1 600 
feeV488 meters, effectively un l im ited payload) .  Laser 
Finger Blaster (206 damage, 1 00 fooV30.5 m range) . 
Left arm :  retractable Vibro-Blade (306 damage) . E lec
tromagnetiC boots for clamping onto the hu l l  and floors 
of metal ships. Al l other types of armor and spacesu its 
can also be used. 

Fami l iarity with Earth: Equal to the "Has studied Earth" 
result from the Fami l iarity With Earth table, but has no 
plans to make contact . 

Rifts Notes: BaSically the same as the Can is. 

Toyoc 
Toyocs are the survivors of a nuclear war that has 

turned their once warm planet into an icy wasteland. 
One fateful night, as the canines sat enjoying their eve

n ing ,  the emergency broadcast systems interrupted their 
rout ines with grave news. Nuclear m issiles had been 
launched and a ful l -scale thermo-nuclear war was under
way! Time seemed to tick by slowly unti l  massive f ireballs 
f i l led the sky ,  incinerating cities and sending fiery winds 
lashing through the countryside. B i l l ions d ied, but the 
worst was yet to come for the survivors . Their planet was 
much hotter and drier than Earth . When the missi les deto
nated , thousands upon thousands of tons of dust, debris 
and pulverized cities were thrown into the air. The result 
was a nuclear winter effect. The planet's inhabitants be
gan to freeze in the unprecedented cold. 

M i l l ions died from the dramatic sh ift in the cl imate and 
radiation poisoning. Plagues swept the land and the 
Toyocs were p lunged into dark age. Only 1 1 % of the pop
u lation survived. 

A hundred years has passed since the terrible war. The 
skeletons of ancient cit ies sti l l  mar the landscape and claw 
at the sky. The Toyoc survivors have not yet recaptu red 
the technology of their ancestors . Their  SOciety is modest 
by comparison and after their experiences, most Toyocs 
try to avoid war and do not tolerate people who use great 
destructive power. The typ ical tech level is roughly equal 
to that of 1 8th to 1 9th century Earth with a few pockets of 
development that are equal to the 1 930's. No Toyoc pos
sesses space technology, or knows anything about l ife on 
other planets. 

The most primitive people l ive in small vi l lages or tribes 
and reject all modern technology. Some wilderness com
munities are reportedly practicing magic. Many of those 
who consciously reject technology are people who pos
sess superhuman, psionic or Mystic powers. Some of 
these groups are so fanatical that they destroy machines 
whenever they are found and punish ,  even slay, any who 



use them. These people wi l l  regard al ien visitors who are 
robots , androids or cyborgs (even partial ) ,  or use power 
armor/exoskeletons, or energy weapons as demons to be 
feared and destroyed. A society known as Technocrats 
are the most advanced, roughly equal to 1 930's Earth , 
and l ive in  a cluster of towns and small cities. The 
anti-machine tribes view them as heretics who will bring 
disaster to their world. It is  only a matter of t ime before 
these two factions clash . 

One of the side effects of the war and subsequent radi
at ion has been the manifestation of mutant super abi l it ies 
and psionic powers among the Toyocs. The traditional 
Toyocs were roughly human-sized , with long snouts, thick 
manes of hair and l ight rust colored fur, but there are 
many new and unusual traits among the mutants. 

A few hundred Toyocs managed to leave the planet on 
spacecraft that survived the holocaust, but nobody knows 
what may have become of them. 

Toyoc (pronounced toy-ahk) 
Alignment: Any 
Attributes: I .Q. 3D6 , M .E .  3D6, M .A. 2D6+2, P.S. 4D6, 
P.P. 3D6, P.E. 3D6, P.B. 3D6, Spd .  5D6 
Hit Points: Standard , P.E. p lus 1 D6 per level of experi-

ence. 
S.D.C. : 45. P.P.E. :  5D6 or  by Magic Category 
Height: 5 feet plus 4D6 inches ( 1 .6 to 2.7 m). 
Weight: 1 00 plus 2D6x1 0 pounds (54 to 1 00 kg) . 
Average Life Span: 75 years. 
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Super Abil ities : Limited to magic (0 1 - 1 0%) , physical 
train ing ( 1 1 -20%), pSionics (2 1 -40%) and mutants 
(41 -75%; defin itely rol l  once or twice on the unusual 
characteristics table) . The remain ing 25% are normal 
and do not possess any special abi l it ies other than the 
natural abi l it ies l isted below (They will be bionics 
(76-80%) , robotics (81 -90%) , or hardware (9 1 -00%». 

Natural Abil ities : Heightened sense of smell equal to the 
minor super power and nightvision (600 fooV1 83 m 
range) . 

Special Weapons: The level of technology varies from 
clubs and swords to automatic weapons salvaged from 
the ruins of ancient cites. The TC-7 Sub-machinegun is 
the most advanced weapon among surviving techno
crats: Range: 600 feet ( 1 83 m), Damage: 4D6, with a 
1 5 , 30 or 60 round Cl ip .  

Special Vehicles :  Land rovers and motorcycles to riding 
animals. Ai rcraft and mi l itary vehicles are a rarity. 

Preferred Armor: Mainly primitive types of body armor, 
including padded, leather, chain mail and plate armor. 
The Technocrats manufacture and use several d ifferent 
types of pre-holocaust combat armor. The most ad
vanced is a metal plate and ceramic suit of hard armor: 
A.R.  1 4 , S .D .C.  75. 

Fami l iarity with Earth : None 
Rifts Notes: Fundamentally the same as the Latran. A 

more advanced, evi l civi l ization such as the Splugorth 
(or Atorian Empire) m ight enslave these people or con
quer this world. 

Vulpese 
The Vulpese civi l ization on Ter is technological ly ad

vanced and very peaceful .  Through the use of psionic and 
Mystical means, they have virtual ly e l iminated violence in 
their society. There have been no wars in  hundreds of 
years, and what crime exists is rarely violent. By mechan i
cal , menta l ,  and Mystical means, the Vulpese govern ing 
counci l  keeps a watchful eye on the people. There is l i ter
al ly no privacy for these can ines due to constant govern
ment sweeps searching for troublemakers , contraband 
and i l l ic it activity. Psychics and mages working with tech
nological support teams are on constant alert for any signs 
of anarchist behavior. 

Virtual real ity duels are al lowed as a way to settle argu
ments. Duels between publ ic officials and celebrities have 
become spectator sports sanctioned by the government to 
satisfy the more base desires of its people. Duels are a 
way of venting violent feel ings among the popu lace with
out actual ly infl icting physical injury or destruct ion. How
ever, despite the popularity of duel ing, the partiCipants are 
by no means ski l led combatants. Fighting ski l ls of any kind 
are outlawed on Ter, as wel l  as the use of weapons. 

Any citizen caught studying or practicing fighting ski l ls 
or in possession of weapons (anCient, automatic or en
ergy) must undergo extensive psychological therapy and 
is placed under strict pol ice survei l lance. The can ines be
l ieve that anyone who would be incl ined to practice the 
arts of war is natural ly incl ined to violence and rehabi l ita
tion is a must. Repeat offenders may f ind themselves sub-



Jected to psionic mind wipes or behavioral modification 
through chemicals. Oespite the laws against it , there is a 
sizeable underground society that practices martial arts for 
physical and mental discip l ine. The meditation techn iques 
and mental discip l ines they develop have al lowed them to 
go undetected by the government's anarchy sweeps. The 
movement is non-violent and seeks only to remain unde
tected,  but if the government were to discover them, it 
would begin a campaign of extreme measures to eradi
cate these dissidents. 

The most violent or those considered to be incapable of 
rehabi l itation are placed in cryostasis, put on a small 
spacecraft and flown through a nearby space gateway. 
The passenger is awakened when it approaches a space 
station or inhabited planet. The craft's computers are pro
grammed with basic information about the planets in the 
area closest to the exit gateway. If the Vulpese inside the 
spacecraft survive (80% l ikel ihood) , they must make a 
new l ife away from their homeworld. Many become merce
naries and adventurers, and others join the space pro
grams or armies of other worlds. Sadly, about 40% of 
these exi les are i ntercepted by brigands who engage i n  
the slave trade. 

The Vulpese have no standing mi l itary in a conven
tional sense. The defense of Ter is handled by a network 
of weapon platforms orb iting the planet. Each is control led 
by an artificial i ntel l igence. The sheer number and f ire
power of these platforms is bel ieved to be more than a 
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match for any invader. If an al ien invader should penetrate 
the orbital defense network, the Vulpese are confident that 
their large civi l pol ice corps of psionics and mages would 
be able to fend off landing parties. Since Ter has never 
been invaded , the viab i l ity of this system has not been 
tested. 

Vulpese (pronounced vul-peas) 
Alignment: Any 
Attributes : La. 306, M .E .  406, M .A. 306, P .S.  306, P .P .  
306 ,  P .E .  306 ,  P .B .  306 ,  Spd .  406 
Hit Points: Standard , P .E .  plus 1 06 per level of experi-

ence. 
S.D.C. : 1 04x1 0. P.P.E. :  606 or by Magic Category. 
Height: 6 feet p lus 1 06 inches ( 1 .9  to 2 .0 m) .  
Weight: 1 90 plus 1 06 pounds (87 to 89 kg) . 
Average Life Span: 65 years 
Appearance: Humanoids with a canine head that resem

bles an Earth German shepard, fox or wolf. Their fur is 
thin and grows close to the body, but is thick and 
shaggy on the head and neck. Fur colors can range 
from strawberry blonde and l ight orange to copper and 
red . 

Super Abil ities: Most are psion ics (0 1 -35%; latent 
psionics as normal. 36-65%; natural psionics), some 
wizards (66-90%) and the rest are mutants with super 
powers (91 -00%). Hand to hand combat , physical and 
espionage skil ls are not known to most of these people. 
Un less the character is a rebel ,  hand to hand ski l ls are 
not avai lable, though psionic attacks can be made three 
per round and spells can be cast two per round (addi
tional psionic or magical attacks are gained at levels 3, 
6 ,  and 1 0) .  

Rebels can be  any o f  the above, but also study and 
practice hand to hand combat (select one of choice) 
and other physical ski l ls l ike boxing, wrest l ing, general 
ath letics, gymnastics ,  etc. (select four) , and espionage 
(select two) . 

Natural Abil ities: Keen senses of vision , smell and hear
ing, +2 on in itiative, +2 to dodge, +1 to rol l  with impact, 
+2 to save vs Horror Factor, and +3 to save vs radiation 
pOison ing. 

Special Weapons and Vehicles : The equivalent of most 
types of hover vehicles and spacecraft. Weapons and 
armor are i l legal .  Only the law enforcement agencies 
use weapons and those are restricted to stun weapons 
and b i l ly clubs. 

Preferred Armor: Pol ice only: A. R. 1 1 ,  S.O.C.  30. 
Fami l iarity with Earth : None. 
Rifts Notes: If used in the Rifts RPG sett ing, the Vu lpese 

will be regarded as O-Bees or mistaken for CS Oog 
Boys. The Coalit ion States may mistake them as rene
gade Oog Boys or see them as potential O-bee recru its 
for Oog Pack squads in wi lderness and hosti le territo
ries. This is especially true of those with fighting abi l i 
t ies and minor psionic abi l it ies. The CS wi l l  destroy 
those with major psionic or super powers and those 
who wield magic. 

If set in  the Rifts: Phase World environment, they are an
other race of al ien beings who trade on that world. It is 



also possible that some are slaves, bounty hunters , 
mercenaries or adventurers. 

In Rifts, the Vulpese are S .D .C .  creatures who may pos
sess S .D .C .  or basic M .D .C.  technology depending on 
the view of the G .M .  R ifts O.C.C .s can include any of 
the pSionic, magic and non-violent ones. 

Wulf 
The Wulfs are a race of psionic can ines that come from 

the twi l ight homeworld of Orn i l la . Thei r  society is struc
tured in a modern feudal system of Lords, Dukes, and 
Kings. They are of average humanoid height and bui ld ,  
with dul l  grey or b lack fur that grows thickly on the head 
and shoulders. Thei r  heads are wide , with powerful jaws 
and eerie green eyes. All Wulfs have the major psionic 
power of pyrokinesis and re ly on it i n  combat. Thei r  natural 
f iery abi l it ies and temper have earned them the nickname 
of "Hel lhounds." 

Despite a high level of technology that includes self 
aware computers and advanced space programs, the 
Wulfs have not developed, and most will not use, 
long-range weaponry - at least not on their homeworld. 
These psychic warriors l ive by an unusual code of combat 
that insists that opponents must face each other in close 
combat. They feel if one is to ki l l ,  it should be done close 
and personal , and that such a code actually reduces cal
lous and casual murder. As a result , fi rearms and energy 
weapons are uncommon on Orn i l la and used mainly 
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off-world against al iens who have no "code." A wulf in 
combat wi l l  carry one to four d ifferent melee weapons, as 
wel l  as rely on his natural psioniC powers. The sword be
comes an object of pride and can only be taken from the 
fighter when he is dead. Wulf melee weapons are of supe
rior qual ity. 

Planetary defenses and spacecraft weaponry may also 
rely on pSionic abi l it ies as wel l  as missi les or lasers. The 
canines have developed a wide range of pSionic ampl if iers 
that extend the range and damage of thei r abi l ities so that 
they are on the same scale as artificial weapons. All of 
these ampl if iers are very large and can only be mounted 
in bu i ld ings or on spacecraft. A psionic ampl if ier weapon is 
roughly the same size as the heavy weapon it replaces 
and has effectively the same range and damage. Most are 
plasma/fire, laser and force (telekinesis). These ampl ifier 
weapons make the Wulfs' spacecraft particularly feared 
because the weapons do not f i re in the traditional sense 
and uti l ize psychic energy instead of conventional power 
systems. 

The Wulfs have a strong mi l itary presence in space , 
but have remained neutral i n  the power struggles between 
various factions. Al l Wulfs serve mandatory tours in the 
mi l itary for a min imum of th ree years. Many former and re
t ired mi l itary personnel work as mi l itary advisors, merce
naries and bounty hunters. 

Wulf (pronounced woolf) 
Alignment: Any, but tend to be principled, anarchist and 
aberrant. 
Attributes: I .Q. 3D6, M .E .  4D6, M .A. 3D6, P.S. 4D6, P .P .  
3D6 ,  P .E .  3D6 ,  P .B .  2D6+3, Spd . 5D6. 
Hit Points: P .E .  p lus 2D6 per level of experience 

S.D.C. : 50 
Height: 7 feet plus 2D6 inches (2.2 to 2 .4 m) .  
Weight: 200 p lus 2D4x1 0 pounds ( 1 00 to 1 27 kg) . 
Average Life Span: 80 years . P.P.E. :  3D6+4 
Super Abil ities: All Wulfs are natural psionics with the 

power of pyrokinesis in addition to the usual abi l ities 
avai lable to such characters. 

Natural Abil ities: Nightvision 600 feet ( 1 83 m) and sensi
t ive hearing 20 decibels beyond human range; +2 on 
in itiative , + 1  to pul l  punch, + 1  to rol l  with impact and +3 
to save vs Horror Factor. 

Preferred Armor: Most Wulfs wil l wear ful l suits of envi
ronmental plate armor: A .R .  1 7 , S .D .C .  200. 

Fami l iarity with Earth:  The Wulfs have access to infor
mation on Earth equal to the "Has studied Earth" result 
on the Fami l iarity with Earth table. 

Special Weapons and Vehicles: The equivalent to most 
types of weapons, hover vehicles and spacecraft. Fa
vorites include energy melee weapons, Vibro-Blades 
and other types of powerful melee weapons. 

Rifts Notes: Basically the same as the Vulpese. 



Fel i ne Al ien Races 

All fel ine al iens have cat- l ike features that include oval 
eyes and wide noses. Some look extremely human, whi le 
others look more fel ine. Fur usual ly covers their entire 
body and varies considerably in  both length and color. 
Many have retractable claws, fangs and superior physical 
dexterity and balance. 

Altaicans 
The Altaicans are natives of the thermal world ,  Thissia. 

Thei r  numbers are mostly located in  the tropical latitudes 
where temperatures hover just below 200 degrees Fahr
enheit (93 C). They are a tal l ,  powerfu l ly bu i lt race with 
features s imi lar to the lions of Earth , although their manes 
are not quite as prominent and are shaped differently. The 
fur is long and thick on their head and upper back but 
barely an i nch long over the remainder of their bodies. 
Colors range from tan to grey. 

Each Altaican city is governed by a shaman- l ike Mystic 
cal led a Wisam. Each Wisam keeps a counci l of Mystic 
advisors. Of this counci l ,  one member is elected to repre
sent thei r city at the nation's capital .  The capital and many 
major cities are located on ancient sites with magical sig
n ificance. They are called The Gathering Places. At The 
Gathering Places, the Mystics are able to commune with 
their ancestors and the spi rits of the planet for help and 
guidance. The spi rits do not condemn or forbid the devel
opment of science because it is seen as part of the natural 
evolution of the race. However, the misuse of technology 
or magic wi l l  be judged against the offender. 

With the blessings of the spi rits , the Altaicans have 
made advances in space travel and other high-tech areas. 
They have developed bionic programs that are h ighly suc
cessfu l ,  and thei r space related ach ievements include 
moon colonies and deep space exploration . One area for
bidden by the spirits is experimentation to develop super 
abi l it ies or psionic powers. 

Most Altaicans have a strong sense of justice, and feel 
a responsibi l ity to help the weak and less fortunate. Many 
of those who leave Th issia to travel to the stars, bring their 
personal sense of justice and honor with them . They are 
effectively knights-errant who correct i njustice and defend 
the innocent wherever they go. As the fel ines roam the 
galaxy, they may choose one planet or people to protect 
or avenge. Many wi l l  remain on that world or with those 
people for decades, sometimes t i l l  the day they die. Some , 
especially the young, wi l l  swear an oath to right or avenge 
a particular wrong or engage in  a specific noble quest. 
The Altaicans' term for a noble quest is a "Soul Find." 
Altaicans on a Soul Find are often of selfish al ignments 
because they do not yet know what they want from l ife or 
from themselves. Eventual ly, most become scrupulous as 
they engage in a l ifetime of help ing others. However, there 
are evi l  and selfish Altaicans. Some become engrossed in  
war and cruelty, others seek glory and power at  the cost of 
other people. 

94 

The Altaicans would be prime candidates for opposi
t ion to the Atorian Empire ,  but their homeworld is l ight 
years away from the Empire's nearest border on the outer 
edge of the Mi lky Way. Thus, they know l itt le about the 
Atorian Empire and have never faced them in  any confl ict. 
However, as the fel ines make inroads into the outer 
reaches of the galaxy, they are beginn ing to meet other in
tel l igent l ife forms and have begun to hear stories about 
the Empire ,  FAR (Federation of Al l ied Races) and other 
worlds. 

Altaicans (pronounced al-tay-cans) 
Alignment: Any, but young adventurers are often unprin
cipled or anarchist ,  whi le older characters wi l l  general ly be 
good or evi l .  
Attributes: 1 .0. 306, M .E .  306, MA 406, P.S. 406, P .P .  
306+2, P .E . 306+2 , P .B . 306, Spd. 406 
Hit Points:  Standard , P.E. p lus 1 06 per level of experi-

ence. 
S.D.C.:  1 06x1 0+ 1 0  
Height: 5 feet plus 406 inches ( 1 .6 to 2 . 1  m) .  
Weight: 1 00 plus 206x1 0 pounds (54 to 1 00 kg) . 
Average Life Span: 70 years. P.P.E. :  306 
Super Abil ities: The fo l lowing Super Power Categories 

are avai lable to Altaican characters: bion ics, hardware , 



magic, mutants with super powers, and physical train
ing. No Altaicans have psionic powers. 

Natural Abil ities: As a native of a thermal world, the char
acter is immune to the effects of heat and resistant to 
fi re (half damage) . However, any temperatures below 
98 degrees Fahrenheit (37 C) are freezing to them and 
the al iens wi l l  suffer exposure as detai led under the 
Frozen World description un less they are in a heated 
survival suit . Also + 1 on in itiative , +2 to rol l  with impact. 

Special Weapons and Vehicles: The ful l  range of weap
ons and vehicles is avai lable, except for antigravity de
vices. Sonic disruptors are a favorite weapon and 
two-man hover cycles and jet packs are favorite veh i
cles. 

Preferred Armor: Will depend on the occupation of the 
Altaican . Most will use the armors of thei r adopted 
planet because they are repai rable and replaceable. 
Depending on the al ien's personal tastes ,  this can be 
anything from a vest (A.R .  1 0 , S.D.C .  50) to Class Four 
Hard Armor (A.R .  1 7 , S .D .C .  280) . 

Fami liarity with Earth : Equal to the "Some fami l iarity" re
sult on the Fami l iarity with Earth table. 

Rifts Notes: I f used in  the Rifts sett ing, the fel ines wil l be 
regarded as D-Bees. The Coalition States and other 
human supremacists wi l l  see them as dangerous be
i ngs because they are inhuman, educated, and they 
promote learn ing and interracial cooperation ,  as wel l  as 
practice magic. 

If set in  the Rifts: Phase World environment, the basic 
sett ing presented above for this book is satisfactory. 
The character wi l l  be an S .D .C .  creature, l ike humans, 
who possesses Mega-Damage weapons and technol
ogy. 

Concol 
Col is a planet of low gravity surrounded by perpetual 

cloud cover. As a result , the p lanet is a dark and g loomy 
twi l ight world. The native l ife forms, including the Concols, 
have developed nightvision to al low them to function 
with in  this dark envi ronment. The Concols are a race of 
tal l  fel ine al iens with rather drab grey or dark brown fur. 
Thei r  eyes are a vibrant yel low and the ears are tall and 
pointed . 

As they evolved over the ages , other natural abi l ities 
began to man ifest that would change the outlook of the 
people and give them new d i rect ion. About 400 years ago , 
the people suddenly exh ib ited the abi l ity to fly without 
wings or devices, and to project l ight from thei r bodies. 
Presumably, these abi l it ies had always existed , but had 
remained latent. What triggered them to suddenly appear 
when they did remains a mystery. The Concols took it as a 
sign that they should venture beyond their darkness and 
into a new golden age of technological , phi losoph ical and 
sociological advancement. With in  200 years, their scien
tists and engineers had created vehicles to carry them 
above the clouds and to the stars. They want to see it a l l .  

New vistas have been opened to the Concols. They ex
plore and adventu re just to see what wi l l  present itself 
next . Although many of them leave their homeworld never 
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to return ,  most do not stay away for more than a few de
cades, and frequently visit their world to regenerate their 
spi rits. The fel ines who do not have the driving need to ex
plore the universe stay on their homeworld to explore 
other horizons in regard to l iterature ,  music, painting , al l  
the arts and the mind. Most accept al l people and cultures 
at thei r face value. Although they love to share and ex
change ideas, the Concols never try to force their views 
on others. They revel in the experience of l ife and seek to 
unravel its mysteries. The fel ines are sometimes called 
the "phi losopher's cat" and are regarded as gentle , curious 
beings. However, wh i le most Concols would l ike to th ink 
this is  true, they do not al low themselves to be mistreated 
or caged. Now that they have been set free from the dark
ness that once caged them , they wi l l  never be imprisoned 
by the dark again ,  whether it is the darkness of their world, 
the darkness of the mind or the darkness of the soul .  

Concol (pronounced con-coal) 
Alignment: Any, but most tend to be good or unprinci
pled. 
Attributes: La. 306, M .E .  306, MA 406, P.S. 406, P .P .  
406 ,  P .E .  306 ,  P .B .  406 ,  Spd .  606+1 0 (x3 when flying) 
Hit Points: P.E .  x3 plus 1 06 per level of experience. 
S.D.C. : 2D4x1 0 
Height: 9 feet, 6 inches plus 306 inches (3.0 to 3.8 m) .  
Weight: 300 plus 3D4x1 0 pounds ( 1 49 to 1 90 kg) . 



Average Life Span : 95 years . P.P.E. :  306 
Super Abil ities: All Concols have the fol lowing super abi l

it ies: Fl ight: wingless, super-vision : n ightvision , energy 
expuls ion: l ight and one other minor super abi l ity of 
choice ! 

Bonuses ( I n  Fl ight) : One additional attack per me
lee, +2 to strike, +2 to parry, +4 to dodge when hover
ing, +6 to dodge at 90 mph ( 1 44 km) and faster, and +4 
damage for every 20 mph (32 km) of fl ight speed. 

Natural abil ities: Keen senses of hearing, smell and vi
sion (+2 on in itiative and +1  to rol l  with impact or fal l ) .  
Thei r  powerful bodies also give them great speed and 
they can leap 1 2  feet (3 .6 m) high or lengthwise from a 
standing sti l l  position ; double from a running start! They 
are also + 1 0% to c l imb, prowl and maintain balance. 

Special Weapons & Vehicles : The Concols have an af
f in ity for laser weapons and technology, but can use al l 
types of weapons, veh icles and equipment. Thei r  
tech-level is h igh, but  they don't have antigravity sys
tems. 

Preferred Armor: Most Concols wil l not wear armor ex
cept for combat or when an environmental su it is nec
essary for exploration and space travel (A.R .  1 7 , S .D .C .  
1 50) . Other types of  armor can be used as wel l .  

Famil iarity with Earth : The Concols study other planets 
that are less advanced than themselves to decide if 
they should help them along. Thei r  data on Earth is 
equal to the "Some fami l iarity." For the moment , they, 
l ike many others, have decided to leave Earth alone. 

Rifts Notes: The Concol try to stay out of the affai rs of 
others , but they find it d ifficult to tolerate beings who im
prison and enslave others. Sti l l  they wi l l  try to stay unin
volved unless they are imprisoned or attacked 
themselves. If they feel th reatened they can be deadly 
foes who wi l l  carry on the battle until the enslaving 
darkness is destroyed. This means they are natural en
emies to the l ikes of the Splugorth , vampires, demons 
and tyrants. Even the Coalit ion States wil l be seen as 
an enslaver of the mind and spi rit that wi l l  entice the fe
l ines to free those enslaved through lack of knowledge 
and self-esteem. The CS wi l l  try to destroy them. 

In the Phase World sett ing, they wi l l  be regarded as 
heroes or meddlers depending on the person and their 
outlook on l ife . 

For Rifts sett ings, the Concols can be S .D .C .  creatures as 
described above or Mega-Damage creatures with 
2D4x1 0 M .D .C .  plus 1 06 per level of experience . They 
possess Mega-Damage weapons, armor and technol
ogy equal to the Coalit ion States. 

Optional Rifts Subplot: Unknown to the Concols, they 
are an aborted experiment of the infamous 
gene-splicers. It was through genetic reconstruction at 
the hands of these insane geniuses that the fel ines de
veloped not only super abi l it ies, but human form and in
te l l igence! 
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Felias 
The Felias are indigenous to the planet Leine. They are 

a race of tal l ,  black furred , fel ine humanoids that special
ize in collect ing, col lat ing and distributing information. For 
hundreds of years these al iens have used their natural 
psionic and super abi l it ies to sweep the galaxy in  search 
of usable information .  They col lect volumes of knowledge 
that includes names, places, dates ,  people, polit ics, gov
ernments, planets, mi l itary bases, weapons, spacecraft, 
stars, weather, production faci l it ies , technologies , wars , 
assassinations, bounties, and scores of other subjects 
both mundane and impressive. This information is stored 
and sold to cl ients across the galaxy. For the Fel ias, 
knowledge is their most valuable commodity. 

All the Fel ias are knowledge brokers. Many operate as 
spies/espionage agents, extortion ists , negotiators , re
searchers ,  h istorians, smugglers and Mercenaries. They 
make masterfu l  use of their speed reading and total recall 
abi l it ies to remember and disseminate information . They 
can also make predictions on probable outcomes based 
on hundreds of factors. Prized as advisors and h istorians, 
Felias agents are a presence in  many places of power 
throughout the galaxy, including the Atorian Empire and 
the Federation of Al l ied Races (FAR) .  The Fel ias are also 
one of the wealth iest races in the galaxy. 

Felias who respect the laws, mores and secrets of 
other worlds are respected and welcomed everywhere .  
However, this is seldom the case and many worlds have 



come to fear the presence of a Felias, terrified that embar
rassing secrets or damaging information may fall into their 
hands and be used against them. Some worlds and space 
stations have banned the fel ines from their territories. 

The entire Fel ias Information Network (FIN) is regu
lated and d irected by their govern ing body, known simply 
as the Board of D i rection,  which runs the entire society 
l ike a monstrous mega-corporat ion. Both col lection and 
dispensing agents operate under their government's juris
diction . Only freelancers and rogues don't have to answer 
to the Board , but they cannot gain legal access to F IN .  
Payments for information col lected by active agents are 
given to the Board. The money is used for normal govern
ment maintenance and activit ies, plus each operative is 
paid a handsome salary. Freelance col lectors and brokers 
are not sanctioned or tolerated by the Board or other oper
atives, and bounties for these rogue agents are frequently 
issued to have them returned to the homeworld for a 
prison sentence or execution - the Fel ias are extremely 
competitive. 

All i nformation brokers are psionics. They col lect infor
mation from the F IN  (which controls a galaxy-wide infor
mation network) and several sanctioned collectors that 
work for them in regional space. Col lectors wi l l  almost al
ways have super abi l it ies, especial ly those involving 
heightened senses and stealth , such as invisibi l ity and 
n ightstalking. The Felias' mi l itary, police, and enforcers 
are heavi ly armed and intolerant of al ien lawbreakers. 
Many are robots, androids or bionic soldiers, others pos
sess super abi l it ies and psionics. Most col lectors wi l l  have 
mi l itary educations with plenty of espionage and survei l 
lance train ing, whi le brokers commonly have espionage 
and communications ski l ls or a background in engineering 
or science. 

Fel ias (pronounced fee-Iee-ahs) 
Alignment: Any, but most are anarch ist or aberrant. 
Attributes : La. 3D6 (3D6+2 for brokers) ,  M .E .  3D6 , M .A. 
3D6, P .S.  4D6, P.P. 3D6+3, P.E. 3D6, P .B .  3D6, Spd. 
4D6 
Hit Points: Standard , P .E .  plus 1 D6 per level of experi-

ence. 
S.D.C. : 2D4x1 0 
Height: 6 feet plus 3D6 inches ( 1 .9  to 2 .7 m) .  
Weight: 1 20 plus 2D4x1 0 pounds (63 to 91  kg) .  
Average Life Span: 80 years .  P.P.E. :  2D6 
Super Abil ities : Al l  Fel ias, regardless of  power category, 

have a min imum I .S .P .  equal to their M .E .  x2 plus 1 D6 
points per level of experience and have the psi-abil ities 
of speed reading , total recal l  and mind block. The aver
age, non-super-powered character (hardware , physical 
train ing, robotics, and bion ics, but implants affect psi 
powers normal ly) can select one additional minor 
psi-abi l ity and can pursue any occupation . 

Al l  information brokers ,  gatherers and spies are nat
ural pSion ics and can select the normal number of 
psionic powers in addition to those given above (see 
the pSionics description in Heroes Unl imited, page 
1 90) . 
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Fel ias col lectors can be from the Super Power Cate
gories of bionic, robot, hardware or super-powered mu
tant (the vast majority are the latter) . Super Felias 
select two minor powers and one major abi l ity or two 
major powers from the fol lowing selection :  M inor Abi l
it ies: Super vision: x-ray or advanced sight, heightened 
sense of hearing, n ightstalking, adhesion, or f l ight: g l ide 
or wing less. Major Super Abi l it ies: Chameleon, invis ib i l 
ity, shape change, darkness contro l ,  i ntangibi l ity ,  holo
graphic memory projection , mult iple beings/selves, 
mechano-l ink, or shrink. 

Sold iers wi l l  either be bionic, robot, hardware, mu
tants or experiments with super abi l it ies. Although they 
have col lected data on magic, no Felias practice the 
Mystic arts. 

Natural Abil ities: Keen senses, reflexes and powerful 
muscles. 

Special Weapons & Vehicles: The Fel ias have access to 
al l types of weapons, armor, vehicles and technology, 
including Atorian Empire equipment. 

Preferred Armor: Most operatives wil l have plain clothes 
armor (A.A . :  1 4, S .D .C . :  50) and a suit of environmental 
body armor (A.A . :  1 8 , S .D .C . :  200) . 

Fami l iarity with Earth : Recently, the Felias' Board of Di
rection has found the t ime to send secret FIN opera
tives to Earth . They have no knowledge of Earth as of 
yet, but that wi l l  change qu ickly. 

Rifts Notes : In the Rifts sett ing, the Fel ias will be consid
ered D-Bees, spies and criminals. The character can 
select any of the mercenary, scholar and adventurer 
O.C.C.s . , as wel l  as 'Borg ,  Headhunter, M i l itary 
Special ist ,  RPA El ite/Power Armor Pi lot and Techno
Wizard . Many wil l deal with the most unsavory charac
ters and may establ ish ties with the Coalit ion States, 
Narun i  Enterprises, the Splugorth , Cibolans, New 
Dragcona, the Black Market , crime lords, gangs and 
others. They may also engage in the capture and sale 
of slaves. The CS will try to use those they can manipu
late and control and destroy those they cannot. 

The sett ing presented in  the description for Aliens 
Unl imited as spies and information brokers is appl ica
ble for Phase World .  The Fel ias are not trusted and 
are l ikely to have loose ties as operatives for Naruni 
Enterprises. 

For Rifts sett ings, the Felias are S .D .C .  creatures who 
use Mega-Damage weapons, armor and technology. 
Those with pSionic powers are either master psion ics or 
Mind Melters! 

Giris 
The Gi ris are a race of fel ine humanoids native to the 

frozen planet Alora. Large sections of the upper layers of 
its crust are composed of crystal and other precious 
stones. Immense veins of gemstones and crystals f i l l  the 
glaciers and frozen rock. The sheer volume of precious 
stones is un imaginable. These formations are very impor
tant to the Gi ris as a means of making money. The crystal 
and gems are sold off-world for industrial use in lasers and 
as gems for jewelry and art. However, the stones have 



even greater value as a focus for power and a means of 
defense, because al l G i ris have the abi l ity to draw amaz
ing powers from the gems. These powers and wealth have 
made the G i ris arrogant and cold-hearted. 

After the G iris d iscovered the f i rst few spacefaring peo
ple, they became incredibly curious about other worlds 
with intel l igent l i fe and kept a watchful eye on many plan
ets, both advanced and primitive. Many G i ris happily vol
unteer to be members of study expeditions for extended 
periods of time. They do so not with thoughts of conquest ,  
but  with thoughts of  f inding new markets and new re
sources for gems. 

The study teams are usually government sanctioned , 
but are typ ical ly sponsored by private industry. This 
means there is a certain  amount of autonomy and 
self- interest among each group. The structure and motiva
tion of these study groups vary greatly. Some are serious 
scientific expedit ions, others are in search of new geologi
cal resources or people to exploit. Many are more l ike a 
bunch of rich people going on vacation to see how other 
people l ive. Many of these expeditions exploit the people 
and planetary resources of other worlds, because the Gi ris 
tend to have l ittle regard for other people. 

Giris (pronounced gir-iss) 
Alignment: Any, but tend to be selfish, arrogant and 
self-serving. 
Attributes: I .Q. 3D6, M .E .  3D6, MA 2D6, P.S. 3D6, P .P .  
3D6+3, P .E .  3D6, P .B .  2D6+1 , Spd. 3D6+2 
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Hit Points:  Standard , P .E .  p lus 1 D6 per level of experi-
ence.  

S.D.C. : 45 
Height: 5 feet plus 3D6 inches ( 1 .6 to 2 .4 m) .  
Weight: 1 00 plus 2D6x1 0 pounds (54 to 1 00 kg) . 
Average Life Span: 75 years. P.P.E. :  4D6 
Super Abil ities: All G i ris have the natural super abi l ity 

known as gem powers (major super abi l ity) , which en
ables the character to release energy, bend l ight, 
bio-regenerate and un leash many other powers. Fur
thermore, al l  G i ris have one additional major power of 
the player's choice. 

Natural Abil ities : As natives of a frozen planet, the Gi ris 
are extremely resistant to the effects and damage of 
cold. They get a bonus of +4 to save vs cold based 
magic and suffer half damage from cold. They wi l l  suf
fer from exposure as detai led under the Frozen World 
description when temperatures rise above 55 degrees 
Fahrenheit ( 1 3 C) ,  un less they are wearing a protective 
suit to keep them cool .  

Special Weapons & Vehicles: The G i ris are reasonably 
advanced, but their real knowledge and manufacturing 
abi l it ies are l im ited to low-end items of fai r  qual ity. How
ever, they buy whatever they need from others, which 
means they can acqu i re virtually any type of superior 
weapon ,  armor, veh icle or equ ipment they want. Many 
Gi ris rely on their natural super abi l it ies more than tech
nology. 

Preferred Armor: Specific armor designs wi l l  vary de
pending on the individual 's occupation, wealth and per
sonal taste , but styl ish armor and environmental su its 
with family crests , gold trim ,  and gems are common. A 
typical environmental suit offering maximum comfort, 
movement and style wi l l  have an A.R .  1 4, S .D .C .  60.  A 
heavy combat su it wi l l  have an A.R .  1 8 , S .D .C .  
1 20+2D4x1 0. 

Fami l iarity with Earth : Several G i ris study teams have 
been to Earth and have col lected information equal to 
the "Has studied" result on the Fami l iarity With Earth ta
ble. 

Rifts Notes: The G i ris wi l l  be considered dangerous, 
super-powered D-Bees by the Coalit ion States, and 
dangerous, self-serving rogues by most others. It is the 
rare G i ris who assumes the role of a hero ,  protector or 
mentor. Most are self-serving opportunists who wi l l  
work as thieves , smugglers, assassins, spies, or crimi
nals. Others wi l l  become advisors to those in power or 
try to rule over those less capable as a king or even a 
god. A Gi ris character can be ANY of the mercenary 
O.C.C.s (see Rifts Mercenaries) .  Many wi l l  have ties 
with the Black Market , crim inals, evi l forces and other 
unsavory characters. 

In Phase World, they will act as cosmic opportunists l ike 
the Narun i ,  except they are more laid back and hate to 
real ly work hard at anyth ing. They wi l l  associate with 
the Narun i ,  Splugorth and anybody who can help them 
get what they want. They are not h ighly respected in  
the space community. 

Although super-powered, the G i ris  are S .D .C .  crea
tures and must use Mega-Damage technology for 



Mega-Damage protection and f irepower. However, 
some of their super abi l it ies may be Mega-Damage 
equivalents (see Rifts Conversion Book One for M .D .  
super power conversions and adjustments) .  

Linx 
The Linx are an advanced , mi l itaristic people from the 

planet Hista, who have engaged in galactic conquest, 
slave trade and strong-arm tactics to bui ld their power 
base. The avians known as Threskians did not take kindly 
to the fel ine's encroachment on their space and a war 
erupted . The Linx gladly accepted the challenge and leapt 
into a war that would rage for half a century. The battle 
was hard fought, with devastating casualties on both 
sides. The threskians held a sl im advantage in the area of 
super-powered operatives which successful ly countered 
the Linx's more traditional armored mi l itary, especial ly in  
regards to espionage. 

During the later course of the war, operatives of each 
race began to appear on their enemy's homeworld to de
stroy key targets and assassinate leaders. These 
seek-and-destroy teams became increasingly important to 
winning the war. Again ,  it was the Threskians who were 
able to seize the greatest opportunities through their 
super-agents. Super soldiers worked thei r  way into posi
tions to strike crippl ing blows to the Linx's mi l itary and po
l itical infrastructure .  They successful ly removed several 
key leaders and replaced them with shape-changed im-
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postors! These impostors infi ltrated mi l itary operations, 
causing sabotage and sending their people information 
about the Linx's strategies and battle plans. This enabled 
the avians to launch several preemptive attacks that dev
astated their fel ine enemy. The greatest blow to the Linx 
was the impostors' abi l ity to instigate civi l  war that tore 
their people apart. This civi l war on the Linx homeworld 
led off-world colonies to also erupt into violence as many 
tried to win their freedom whi le the Linx were weak. Oth
ers became the targets of pi rates and other enemies. 

U lt imately the Linx were forced to withdraw troops to 
address crises on their homeworld, and dangers threaten
ing their galactic possessions. An uneasy peace agree
ment was signed by both parties and has been in force for 
about a decade. The Linx never did uncover the ful l  scope 
of the Threskians' treachery or involvement in the civil cri
sis. The avians have covered their tracks wel l  and it is 
l ikely the L inx wi l l  never know how close to destruction 
they had come. If the Threskians were more aggressive or 
evi l ,  the Linx would now be a Threskian possession. 

The Linx are sti l l  in  the process of rebu i ld ing. Some civi l 
unrest continues both on their homeworld and on off-world 
possessions. The mi l itary is omnipresent and martial law 
is in  place at many locations. There have also been dis
turbing incidents with Linx soldiers who have undergone 
experimental treatments to tu rn them into superbeings (an 
attempt to counter the Threskian agents) . Many have 
gone AWOL to become Mercenaries, criminals and super 
vi l lains. In the long run ,  the Linx should survive the turmoil 
and remain a power to be reckoned with . 

There is great resentment toward the Threskians and a 
prolonged peace is not l ikely. Currently, the two galactic 
powers won't have anyth ing to do with each other. The 
Linx encourage pi rates ,  freebooters and other troublemak
ers to p lunder Threskian ships and outposts by offering 
them l imited (usual ly unofficial) protection in space under 
their jurisdiction , to fence stolen goods (including space
craft) , sel l  them suppl ies , and even provide them with 
helpful strategic information . 

I ronical ly, the Threskians have had their own civil war 
concerning super-powered soldiers and are not the power 
they were during the 50 Year War. A second war would al
most certa in ly be short and end with the Linx as the vic
tors (the fel ines don't real ize this yet) . 

H ista is a planet with a h igh gravity which has made the 
Linx a short , powerful race. Their fur is long and shaggy, 
their eyes are a dark emerald green . Many have under
gone bionic reconstruction , or are empowered by 
exoskeletons/power armor, and most ,  male and female, 
have extensive combat tra in ing. 

Linx (pronounced l inks) 
Alignment: Any. NPCs wi l l  tend to be rough , gruff and ag

gressive characters of selfish or evi l  al ignment. 
Attributes: 1 .0. 306, M.E .  306, M.A. 306, P.S. 406, P.P .  

306+6, P.E .  306, P.B .  306, Spd. 306x3 
H it Points: P.E .  x2 , p lus 1 06 per level of experience. 
S.D.C. : 404x1 0 
Height: 5 feet plus 1 06 inches ( 1 .5 to 1 .8 m). 
Weight: 1 00 plus 206x1 0 pounds (54 to 1 00 kg) .  



Average Life Span: 90 years. P.P.E. :  2D6 
Super Abil ities: Linx characters can select the fol lowing 

Super Power Categories: Bion ics (0 1 -30%), robots 
(31 -45%) , hardware (46-65%) , physical train ing 
(66-85%) , psion ics (86-90%) , or super soldier as a re
sult of experimentation (9 1 -00%). None practice magic. 

Natural Abil ities : Keen hearing and sight equal to the mi
nor super abi l it ies of heightened sense of hearing and 
advanced sight; + 1 on in itiative, + 1  to rol l  with impact, 
+2 to save vs Horror Factor. 

Special Weapons & Vehicles: Thei r  tech-level is h igh . 
They prefer bion ics, heavy weapons and explosives, 
but can use al l types of weapons, veh icles and equip
ment, except antigravity systems. 

Armor: Riot armor: A .R .  1 4 , S .D .C .  1 1 0.  Hard armor envi
ronmental suit : A.R. 1 8 , S .D .C .  260. Standard Linx 
Combat Power Armor: A .R .  1 8 , S .D .C .  400, +6 to P .S . ,  
double running speed , can leap 20 feet (6  m) up  or  
lengthwise ,  fly up to 200 mph (320 km) , maximum alti
tude 1 0,000 feet (3048 m). Weapon systems include 
ion wrist blasters (one on each arm , does 4D6 damage 
per single blast or 1 D6x1 0 per double b last, range 600 
feeV1 83 m) ,  plus 2D4 hand grenades , energy rifle (typi
cal ly plasma or particle beam) and sidearm. 

Fami l iarity with Earth: None. 
Rifts Notes: Linx are aggressive warriors so they spell 

trouble for the Coalit ion and most others.  Most wi l l  be 
Mercenaries (any) , 'Borgs, Headhunters, soldiers (any) 
or power armor/robot pi lots (any) . The Coalition States 
wi l l  destroy them because they are monstrous human
oid animals who possess bion ics, robots, and 
high-technology - besides, they are most l ike ly to be 
recru ited as Mercenaries by enemies of the CS. 

The sett ing described for Aliens Unl imited is also 
appl icable for Phase World.  

The L inx possess Mega-Damage weapons and tech
nology. It is up to the G .M .  whether they are Mega
Damage creatures because they come from a planet 
with a strong gravity. If so, they will have 4D4x1 0 
M . D.C. 

Pantherans 
The Pantherans are menacing looking creatures be

cause of their sleek, jet b lack fur and blank, white eyes 
(actually the pupi l  and ir is are such a pale blue and green 
that the eyes appear to be completely white) . 

Always in  search of knowledge and adventure, they 
were thri l led when they were contacted by beings from 
other worlds. Consequently, after a display of impressive 
generosity and kindness by the Atorian Empire, the 
Pantherans made an al l iance with them. The deal was to 
turn their planet Seriv into an Energy Core for the Empire 
i n  exchange for knowledge regarding advanced technol-
ogy, particularly in  the areas of manufacturing , 
micron ization ,  computers and space travel . This meant 

eons ago,  thus the levels of radiation and additional air 
pol lution had no effect on them. I n  addition ,  a battal ion of 
Thropo warriors (see the ape entry) would be stationed at 
key faci l ities to defend them and to help teach the people 
in their operation .  A space station would be bui lt to g ive 
the fel ines their fi rst step into the cosmos. The people of 
Seriv were del ighted. 

Forty-five years have passed and the Pantherans are 
becoming d issatisfied with their deal ings with the Atorian 
Empire .  The energy faci l it ies have become larger and 
more extensive than original ly described ; to the point that 
they claim one-th ird of the planet's surface (with no signs 
of stopping there) . Enti re cit ies have been leveled and the 
people are forced to l ive at the gargantuan power plant or 
industrial city that replaced it. The number of Thropo 
forces has grown at an alarming rate . In many cases, the 
apish soldiers have placed cities under martial law and 
have become the rul ing force. The space station is near
ing completion but it wi l l  serve as a mi l itary base for the 
small Mantel la and Thropo fleet that "protects" the planet. 
When it is completely operational it wil l be manned by 
1 0 ,000 troops and accommodate a fleet of a hundred 
fighters and six battleships. 

As one might suspect, the Atorian Empire has been 
slow on its promise to provide the Pantherans with useful 
information and the means for technological advance
ment. The government protests and petit ions the Empire 
about the situation and breach of their agreement, but 

turn ing the planet into an enormous industrial faci l ity with f) 
sprawling power plants and factories the size of cities. CBrE!oux� 
Lucki ly for the Pantherans, their world was radioactive to 
begin with and they had adapted to the harsh environment 
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they are ignored. The only response they get is to cooper
ate and relax. Atorian dip lomats insist the problem is only 
a matter of "adjustment" through a period of transit ion. 
With t ime, everything wi l l  work out f ine. 

Without the promised technology, the Pantherans are in 
no position to make demands or to force the Atorian Em
pire off the i r  world. However, they are fast learners and 
are quietly watching, learn ing and upgrading their knowl
edge, weapons and equipment. Talk of revolution is in the 
air, but even the most mi l itant Pantherans must admit that 
they are no match for the combat troops and resources of 
the Atorian Empire .  They would be hard-pressed to repel 
even the current occupation force which is  smal l com
pared to many Atorian Empire operations. 

The Pantherans have always been a people geared to
ward learn ing and developing knowledge. Before the Em
pire expanded to include Seriv among its interstel lar 
territories, the fel ines were advancing quickly in  the tech
nological arena and were at a level roughly equ ivalent to 
Earth of the 1 950's. There was also a large number of 
Mystics among them. Their  pursuit of knowledge was not 
prejudiced or divided between science and the supernatu
ral .  Many of these Mystics have been lured i nto the ser
vice of the Atorian Empire as explorers, special ists and 
bodyguards off-world. As a result , there are very few Mys
tics on Seriv, although a large number of young adepts 
(currently, most are fi rst level or fledgl ing students) are 
turn ing to magic as a means to expel the Empire from 
their world. 

Despite the Empire's insistence that everything wi l l  
work out f ine, revolution and war are on the horizon.  If the 
opportun ity should arise , the Pantherans wi l l  join forces 
with enemies of the Empire .  In fact, several thousand are 
in the service of the Atorian Empire's mi l itary and labor 
force , as well as a handful of adventurers and free agents 
who are in space gathering information about the Atorians, 
the galaxy, technology, weapons, space travel and the en
emies (potential al l ies) of the evi l  Empire .  

Pantherans (pronounced pan-th-air-ans) 
Alignment: Any, but most lean toward good. 
Attributes : 1 .0. 3D6+3, M .E .  4D6, M.A. 3D6, P .S.  4D6, 
P .P .  3D6+2 , P .E .  4D6, P .B .  3D6, Spd. 3D6x2 
Hit Points: Standard, P .E .  p lus 1 D6 per level of experi-

ence. 
S.D.C. : 1 D4x1 0+20 
Height: 6 feet plus 1 D6 inches ( 1 .8 to 2.0 m) .  
Weight: 1 90 plus 1 D6 pounds (87 to 89 kg) . 
Average Life Span: 70 years. P.P.E. :  4D6 
Super Abil ities : A character can be bu i lt from any of the 

Super Power Categories described in  Heroes Unl im
ited , but the majority wil l be magic, physical train ing 
and hardware . 

Natural Abil ities : +6 to save vs radiation poisoning and 
suffers half damage, +2 to save vs toxins, pol lution and 
disease, + 1  on in itiative , can leap 1 5  feet (4.6 m) high 
or lengthwise, are natu ral cl imbers (80%/70%) and 
swimmers (65%) , and can see into the u ltraviolet spec
trum of l ight. The Pantherans themselves are sl ightly 
radioactive. Anyone exposed to them for a period of 
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two weeks or more wi l l  run the r isk of suffering radiation 
poisoning (see H igh Radiation world description for de
tai ls) . 

Special Weapons and Vehicles:  Limited avai lab i l ity , es
pecial ly on their homeworld, but those in space can ac
qu i re just about anyth ing if they can afford it. 
Vibro-blade weapons and detachable jet packs have 
become favorites among rebels. 

Preferred Armor: Again ,  avai labi l ity is l imited, especial ly 
to those trapped on their homeworld - their Atorian 
masters don't want a disgruntled people to have too 
many mi l itary resources. In space and under Atorian 
Empire mi l itary service , the Pantherans are equipped 
with Atorian weapons and armor. PAE-2 environmental 
su its provide an A.A .  of 1 0 , and 45 S .D .C . ; they also 
contain the radiat ion. PAE-6 environmental power ar
mor has and A .A . :  1 7 , S .D .C . :  200, and a detachable 
jet pack. 

Fami l iarity with Earth : None. 

Rifts Notes: The Pantherans wi l l  be considered fel ine 
D-Bees on Rifts Earth . They can be escaped slaves, 
explorers, adventurers or freedom fighters who have 
come to Earth via magic. Freedom fighters wi l l  be look
ing for weapons, technology and al l ies to use against 
the Atorian Empire .  If they stay out of the way of the 
Coalit ion States they will not be singled out for destruc
tion . 

On Phase World, the sett ing presented in their descrip
tion here will be appl icable. Some may be Mercenaries, 
adventurers ,  or slaves. 

These characters are S .D .C .  beings, l ike humans, 
who must acqu i re Mega-Damage weapons and equip
ment. 

Pume 
The planet Gorthia is surrounded by a toxic atmo

sphere ,  but there are l ife forms that have managed to 
thrive in its inhospitable environment. The most prominent 
of these l ife forms is a race of inte l l igent, humanoid fe l ines 
called the Pume (pronounced "poo-may") . These tal l ,  fe
line humanoids resemble Earth tigers. They are physical ly 
powerful and possess psionic powers. Most l ive in an al
most Mystical culture of meditation and sou l  search ing for 
inner peace. They are self-d iscip l ined, alert and sensitive. 

The Pume bel ieve that as creatures of free will and 
thought, they are chaotic by nature .  The multitude of 
choices a person has to make is a constant storm inside 
each individual .  It is each person's responsib i l ity to keep 
that storm as calm and restrained as possible. To help 
themselves understand and control the chaos with in  them
selves, the Pume regularly study other people. Most of the 
fel ines use observations as a way to insight about others 
and themselves. 

About one th ird of the population practice an ancient 
phi losophy known as Subjugation. The idea is that one 
cannot truly understand h imself or the world around h im,  
un less he has fi rst hand experience. Thus, those who 
practice Subjugation perform actions, good and evi l ,  i n  or
der to gain fi rst hand experience of them. I n  this way, the 



person wi l l  be better prepared to suppress that action or 
emotion in the future. Pume who fol low this path may even 
commit murder, torture, arson and other crime, but the 
idea is to do so only once or twice as a learn ing experi
ence and never again .  Furthermore ,  most do not infl ict 
their heinous crimes on innocent people. Thus, it is not un
common to hear a Pume to say something l ike ,  " I tried 
murder once. I didn't l ike it (or it was too chaotic) and I try 
to avoid it now. So please do not tempt me to do other
wise." Surprisingly, this approach does g ive the Pume an 
inner peace and understanding of l ife and enables the to 
control thei r emotions! 

There are, however, a number of people who choose 
Subjugation and are not able to control the storm inside 
themselves once they let it loose. Sometimes they l ike the 
horrible things they do and the emotions they feel ,  and 
continue to do them out of self-gratification. These vi l la in
ous rogues are cal l "Chaos Riders' or the "Ch i ldren of 
Chaos." Pume given over to chaos are almost always an
archist ,  miscreant or diabol ic in  al ignment and are l ikely to 
develop insanities (particularly obsessions) as a result of 
their l ife-style and bel iefs. 

Most young Pume (teen to 50) are on the quest to dis
cover themselves and f ind inner peace. These characters 
can be amazingly chaotic and may even seem sch izo
phrenic as they change emotions from quiet, soft-spoken 
reserve to boisterous outbursts and sudden acts of ag
gression. They tend to take wild chances and try to experi
ence everything they can . E lder Pume, by comparison ,  
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are usually demure, soft-spoken and friendly. However, 
even they can perform sudden acts of strength and ag
gression. 

The Pume are technologically advanced and have inte
grated the sciences , technology, art and phi losophy of 
many al ien cultures into their own .  They love to explore 
the un iverse and to observe and interact with others as 
much as possible. They make a temporary al l iance or as
sociate with a particular group or race for decades, but are 
just as l ikely to disappear one day. To experience l ife they 
wi l l  jo in other people's causes and fight their wars, but it is 
l ikely that there wi l l  be just as many Pume on the oppos
ing side! 

Pume (pronounced po�-may) 
Alignment: Any, but most young are anarch ist, wh i le 
older more experienced characters wi l l  be good or evi l .  
Attributes : 1 .0. 306,  M .E .  306, MA 306+2 , P .S.  506, 
P.P. 406, P.E. 306, P.B. 406, Spd .  606 
Hit Points: P.E. x3, p lus 1 06 per level of experience. 
S.D.C. : 204x1 0 
Height: 9 feet plus 206 inches (2.8 to 3.0 m) .  
Weight: 400 plus 1 06x1 0 pounds ( 1 86 to 208 kg) . 
Average Life Span : 1 00 years .  P.P.E. :  206 
Super Abil ities: All Pume are master psion ics. They are 

generated as natura l ,  instead of latent psionics, and 
gain two extra lesser psionic powers. They also receive 
a super psionic abi l ity every level ( instead of every 
other level) and a one t ime bonus of +20 to the i r  I .S .P .  
A l l  Pume also get the martial arts and gymnastics ski l ls 
automatical ly. 

Special Option (see N injas & Superspies): Those 
who study the ways of Subjugation are s imi lar to the 
Chinese Mystics of Earth .  They know martial arts com
bat equal to Commando (agent; qu ickie Jujitsu ,  page 
83 of N&S) , plus the following martial arts powers: Se
lect two atemi abilities or body hardening exercises, se
lect two chi mastery or zenjoriki abilities, and select two 
martial arts techniques or special katas. HOWEVER, 
the character loses al l  but  one minor  psionic abi l ity 
(powers manifest themselves as the special martial arts 
abi l it ies l isted here) . 

Special Weapons and Vehicles: Any, including 
antigravity items. Many Pume, especially those who 
practice Subjugation , prefer ancient types of melee 
weapons, although they may be h igh-tech versions l ike 
Vibro-Blades and energy shurikens. A Pume energy 
shuriken :  Range: Thrown, about 200 feet (61 m) .  Dam
age: 406 each . 

Preferred Armor: Lightweight, f iber su it that looks l i ke s i lk 
but is as tough as steel :  A .A .  1 5 , S .O.C.  42;  no prowl or 
movement penalties . Fu l l  envi ronmental Hard Armor: 
A .A .  1 7 , S .O .C .  280, - 1 5% to prowl , climb or  perform 
acrobatics and gymnastics. Other common su its and 
armor may be avai lable. 

Fami l iarity with Earth: Some knowledge. 
Rifts Notes: In a Rifts sett ing, the can be a Mystic, mind 

bleeder, M ind Melter, wi lderness scout (with master 
psion ics) or rogue scholar (with martial arts train ing or 
master psion ics) . They will be considered fel ine O-Bees 



on Rifts Earth . They can be escaped Splugorth or 
Narun i  s laves, or explorers ,  adventu rers or Mercenaries 
and freedom fighters who have come to Earth via 
magic or a dimensional anomaly in space. If they stay 
out of the way of the Coal it ion States they wi l l  not be 
sing led out for destruct ion. 

The sett ing described for Aliens Unl imited is also 
appl icable for Phase World.  

The Pume possess advanced Mega-Damage weap
ons and technology, but are S .D .C .  beings, although 
some of thei r powers may i nfl ict Mega-Damage. 

H u mans & H u manoid Al ien Races 
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Humans are . . .  wel l ,  human. Strangely enough, human 
beings just l i ke those on Earth are found scattered 
throughout the un iverse . Some have minor physical d iffer
ences (and attr ibutes) but if they are true humans, they 
can mate and bear offspring with Earth l ings. 

The human-l ike al ien races resemble Earth humans so 
closely that they can walk among them unnoticed. A vari
ance in their physical stature, bu i ld or density may identify 
them as d ifferent, but not necessarily al ien. Many of them 
are identical to humans, right down to their cel lu lar struc
ture .  Since the Earth people of Heroes Unl imited have 
not developed planet spanning space technology, they are 
not, typical ly, major participants in galactic travel ,  explora
tion or colon ization without extraordinary means (super 
powers, magic, d imensional Rifts , etc.) or al ien interven
tion . Whether or not the humans from other worlds are re
lated to those on Earth in any way (which is l ikely) wi l l  
probably remain a mystery. Except for some modifications 
result ing from adaptation to other environments, treat 
these al iens as advanced human beings. 

Humanoid al iens i n  the context of Heroes Unl imited , 
are ones that closely resemble humans, but have one or 
more physical traits that set them dramatically apart. 
These beings are a different species and cannot bear off
spring with humans, no matter how s imi lar they may ap
pear. The sub-table given under step two of the 
Expanded Character Generation section gives qu ite a 
few options, but it does not begin  to explore al l the possi
b i l it ies. M inor characteristics can range from six f ingers on 
a hand to fangs or an unusual growth pattern for hai r. Ma
jor characteristics could be oddly-shaped heads, longer 
proportions, two hearts and so on. The following are just a 
few examples. 

Aluta 
The planet Rizza is the home of two dist inct human-l i ke 

races. I n  the upper latitudes of the southern pole, half a 
world away from the Kl ikita, the Aluta make thei r homes 
on the glacial ice of the frozen planet. They are a race of 
humanoids very simi lar to Earth humans. Their most strik
i ng physical d ifference is a pai r of large, pointed ears 
which give them an "elf-l ike" appearance. Most have long, 



black or brown flowing hair, fai r  skin and grey eyes . Al l 
Aluta are gifted with pSionic abi l it ies that manifest around 
the time of puberty. 

The Aluta carve and shape cave cities out of the glacial 
ice using psionic abi l ities such as hydrokinesis, 
pyrokinesis, and telekinesis to cut, melt, and move large 
sections of ice. They also have an advanced civi l ization 
with sciences, engineering and space capabi l it ies. They've 
even perfected antigravity vehicles . As one might expect, 
they rely heavily on their natu ral abi l it ies and often prefer 
to use them instead of mach ines or equ ipment. In fact, 
there is a smal l ,  radical movement among the Aluta to 
abandon thei r dependence on machines and rely enti rely 
(or mostly) on their psionic powers. These radicals also 
suggest that Aluta are superior to most other races and 
should conquer them, starting with the Kl ikita. 

Generally speaking, the vast majority of Aluta are sym
pathetic towards other races, and are famous for helping 
and advising civi l izations that are less developed or suc
cessful than they. Except for the occasional radical , they 
are never condescending and are genu inely concerned 
and helpfu l .  This is a general point of argument between 
the haughty Kl ikita. The Aluta wi l l  sel l the services of their 
mi l itary to people or planets i n  need of aid, but it must be a 
worthy, humanitarian cause. Those who use their gifts for 
mercenary purposes or to cause dissension and unrest 
are considered psioniC leeches. The most extreme are 
cast out from Aluta society. 
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Aluta space programs are deSigned to explore space , 
make contact with other l ife forms and establ ish an amica
ble relationship for their mutual growth, development, 
trade and defense. They never push themselves on oth
ers ,  and leave if the indigenous people don't want them 
there, or are frightened by their presence. 

Aluta (pronounced al-oo-ta) 
Alignments: Any, but most Aluta are general ly good. 
Radicals of the smal l mi l itant supremacist movement are 
typical ly selfish or evi l .  
Attributes: La. 306,  M.E .  306+6, M .A. 406,  P.S.  306, 
P .P. 306, P .E .  306, P.B. 306+2 , Spd. 306 
Hit Points: Standard, P.E. p lus 1 06 per level of experi-

ence.  
S.D.C. :  45 
Height: 5 feet, 8 inches plus 1 0 1 0  inches ( 1 .7 to 2 .0 m) .  
Weight: 1 50 plus 1 06x1 0 pounds (72 to 95 kgs) . 
Average Life Span: 1 70 years. P.P.E. :  306 
Race: Aluta humanoids 
Super Abil ities: All belong to the power category of 

Psionics only. Un l ike the usual l imitations for al ien char
acters, Alutas are natural psionics (un l ike other al iens 
that must be latent psion ics) . Select psionic abi l it ies 
normal ly and generate I .S .P. as usual . The M .E .  and 
M .A. bonuses for pSion ics are already f igured into the 
above attribute d ice ro l ls . 

An Aluta can be a fu l l  or partial cyborg , usual ly the 
result of grievous physical damage to his body, but 
loses al l  psionic abi l ities to full conversion and most of 
h is or her pSionic powers to partial conversion . In the 
latter case, al l  that remains are 1 04 minor abi l it ies. 

Natural Abil ities: Resistant to cold, suffers half damage 
from any cold-based attack or environment. In heat 
above 60 degrees Fahrenheit ( 1 5 C), they suffer from 
heat exhaustion and exposure (see the exposure rules 
under the Frozen World description) . Thei r  environmen
tal spacesu its protect them from the heat (and radia
tion) of other worlds. 

SpeCial Weapons: Most Aluta rely upon psionics for at
tack and defense purposes. Those that have no offen
sive powers depend on energy weapons and TK force 
field generators. 

Special Vehicles : Antigravity Oisk: A .A .  1 8 , S .O .C .  45 , 
maximum speed is 1 00 mph ( 1 60 km) ,  or can hover 
stationary, maximum altitude is un l imited. Maximum 
weight al lowance is 1 ,000 pounds (450 kgs) . They also 
have antigravity flying disks (look l ike flying saucers) 
that come in sizes that can accommodate five people , 
20, 50 or 1 50 !  

Special Armor: Mostly l ight ,  padded environmental su its 
/spacesuits: A .A .  1 0, S .O .C .  55 (weighs 1 4  pounds/6.4 
kg) and/or telekinetic force f ie ld generator. The latter is 
generated via a special psioniC boosting helmet, head
band or brain implant. 

The TK force field is artif icial ly induced, and is in ad
dition to natural psioniC powers. To activate, it costs 1 0  
I .S .P .  and has an A.R.  of 20 and 50 S .O .C . ;  duration is 
20 minutes. When the duration t ime elapses or the 
S .O .C .  is destroyed, the psioniC can raise a new force 
field 1 04 seconds after the previous one vanishes. 



Characters who have natural telekinesis (either normal 
or super) get a bonus 25 S.D .C.  and double duration of 
their force field for the same I .S .P .  cost, whi le those 
with telekinetic force field add 5 S.D.C.  per level and 
double duration for the same cost. 

Fami l iarity with Earth: They have col lected a wealth of 
information on a multitude of planets from their numer
ous deal ings with other races. I ncluded in this data is 
information about Earth equal to the "Some Fami l iarity" 
result on the Fami l iarity With Earth table. 

Rifts Notes : If used in the Rifts sett ing, the character wi l l  
be seen as a mutant human , elf or treacherous D-Bee 
who is feared or hunted (and destroyed) by human su
premacists l ike those of the Coalit ion States. Arrival on 
Rifts Earth is l ike ly v ia a d imensional anomaly, b lack 
hole, d imensional experiment, magic or as a slave or 
refugee. The Splugorth and other slavers are always on 
the lookout for superbeings and psionic characters as 
slaves. Their level of technology wi l l  also make them 
appeal ing. 

If set in  the Rifts: Phase World environment, the scenario 
of slave , explorer, mercenary, or space adventurer 
works f ine. Most are good guys, but others may be vi l
lains. 

These characters are S .D .C .  l ife-forms who need 
Mega-Damage weapons and armor for Mega-Damage 
protection and f i repower. Qu ickie Conversion: Technol
ogy/weapons/armor can be simply switched from 
S.D.C.  to M .D.C. for qu ick conversion and integration . 
Thus, if the body armor had an A.A.  1 3  and 70 S .D .C . ,  
it would now have an M .D.C. of  70 (A.A. not appl ica
ble) . Simi larly, an energy weapon that infl icts 3D6 
S.D.C.  would now infl ict M .D .  instead . Or the Game 
Master can keep the al ien's S .D .C .  technology and 
make the character acqu i re Mega-Damage items just 
as any human does. The super abi l it ies of the character 
would infl ict the equivalent in Mega-Damage (see Rifts 
Conversion Book One for specific super power con
versions) . 

Arerri 
The Arerri are a race of tall humanoids from a turbu lent 

planet named Arora. The atmosphere of Arora is f i l led with 
debris and particles that lash about in perpetual wind 
storms. To survive in this environment, the Arerri have 
evolved a tough, l umpy, armored hide. Skin colors range 
from a peachy flesh to a mu ltitude of browns and grays. 
Despite their large, coarse appearance , the Arerri are an 
intel l igent race who have achieved many techn ical ad
vancements. 

Their scientists have perfected superpower inducing 
experimentation ,  bionic augmentation , and robotics tech
nology. Thei r technological achievements i nclude fu l l  sen
sory holograms, teleportation devices, l ight speed travel ,  
particle beam weaponry, ful ly automated robots suitable 
for virtual ly every task, and they are currently experiment
ing with warping space , and d imensional travel .  The Arerri 
pursue all facets of knowledge , including magic, and have 
developed a nearly utopian society ,  but they have to guard 
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it careful ly. If other races were to learn of thei r achieve
ments, half of the galaxy would be banging on their door 
and the Arerri do not want that. Despite thei r successes 
and advancements , the Arerri have none of the arrogance 
of the Kassans, Kl ikita and other races. There has not 
been a war on Arora for 300 years and the people want to 
keep it that way. 

The planet is dotted with huge domed structure that 
stretch for mi les in diameter and are hundreds of feet high . 
I nside these armored shel ls are the cities. It is necessary 
to shield thei r homes from the constant storms which 
wreak havoc outside of the domes. The Arerri also use the 
domes to help h ide their cit ies from prying eyes. They 
rarely permit other races to land on their p lanet, and most 
people avoid it because the atmosphere is so un inviting. 

Arerri spacecraft are intentional ly outfitted with technol
ogy roughly equal to any other advanced race, so that if a 
sh ip should happen to be captured , teleporters and other 
h ighly advanced items wi l l  not be found on it. Such items 
are few and rigged to self-destruct in the event of capture 
by hosti le forces. These tactics have worked for over 250 
years. 

Arerri 
Alignments: Any, but the majority are good. 
Attributes : I .Q. 4D6, M .E .  3D6, M.A. 2D6+2, P.S. 3D6, 
P .P .  3D6, P .E .  3D6+2 , P .B .  2D6, Spd. 3D6. P.S.  is equal 
to the minor super abi l ity of extraordinary strength . 



Hit Points: P.E .  plus 2D6 per level of experience. 
Natural A.R. :  1 4  
S.D.C. : 4D6x1 0 plus 25 
Height: 6 feet plus 4D6 inches (2.0 to 2.4 m) .  
Weight: 200 plus 4D6x1 0 pounds ( 1 09 to 200 kgs) . 
Average Life Span: 95 years. P.P.E. :  1 D6 
Super abi l ities : Arerri can be any of the super power 

categories found in Heroes Unl imited. Most are 
Hardware, Physical Train ing,  or Robots. Only a handful 
are Experiments, Magic, Mutants , or Psionics; they 
tend to avoid bion ics and really don't need armor be
cause of their natural S .D .C .  armor. 

Robot characters can be a transferred intel l igence , 
an Arerri wearing an exoskeleton/power armor su it or 
pi lot ing a robot vehicle. However, the robot character is 
just as l ikely to be a sophisticated artificial intel l igence 
- a true robot created by the arerri for exploration ,  re
search or defense/protection (typical budget fal ls into 
the 1 1  to 1 3  mi l l ion categories) . 

Natural Abil ities: Can breathe toxic fumes and pollution 
without i l l effect, +5 to save vs disease , drugs and poi
sons, resistant to f ire ,  heat, and cold (does half dam
age) . 

Special Weapons: 1 .  Son ic Blaster (pistol or small rod) : 
Range: 65 feet (20 m) , damage 3D6 S.D .C.  and half of 
that damage wi l l  go right through body armor to affect 
the person inside (does not penetrate armored vehi
cles) . Payload: 1 2  shot energy cl ip .  

2 .  Sonic Bazooka: Range: 500 feet ( 1 52 m), dam
age 1 D6x1 0 S .D .C .  and half goes through the armor, 
bionic shielding or veh icle and affects the person or 
people inside (same rules as the sonic cannon in the 
equ ipment section) ! Payload : 1 2  shot energy cl ip .  

3. Particle Beam Pisto l :  Range: 1 00 feet (30.5 m) ,  
damage 6D6 S .D .C . , payload : 1 0  shot energy cl ip .  

4 .  Particle Beam Rifle: Range: 1 600 feet (488 m), 
damage 6D6+ 1 2  S .D .C . ,  payload : 20 shot energy cl ip . 

They also have access to al l common energy weap
ons, computers, armor and veh icles. 

Special Vehicles: Micro-jet hover boots: Maximum speed 
60 mph (96 km) ,  can hover 3 to 1 00 feet (0.9 to 30.5 m) 
above the ground, maximum alt itude is 1 000 feet (305 
m) ,  S .D .C .  40 per boot. A jet pack that goes twice as 
fast and high ( 1 00 S .D .C . ,  A .R .  1 4) is also avai lable. 

Special Armor: The tend to rely on their own protective 
h ides, but also use robot exoskeletons and protective 
spacesuits. 

Fami l iarity with Earth : Equal to the "Some Fami l iarity" 
result on the Fami l iarity With Earth table. 

Rifts Notes: Characters who arrive on Rifts Earth wi l l  be 
seen as dangerous D-Bees to be feared, hunted and 
destroyed by human supremacists. Arrival on Rifts 
Earth is l ike ly via a dimensional anomaly, d imensional 
experiment, magic or as a slave. The Splugorth , 
Cibolans, Narun i  and other slavers wi l l  f ind the Arerri to 
be very attractive for gladiatorial games and slave la
bor. They will also covet their scientific knowledge and 
weapons for mi l itary exploitat ion. 

If set in the Rifts: Phase World environment, the scenario 
of slave, explorer, mercenary, or space adventurer 
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works f ine. Some are good guys and others are vi l lains. 
The Arerri are Mega-Damage creatures in Rifts envi

ronments. If the character has 1 90 S .D .C . ,  it becomes 1 90 
M .D .C . ;  the same is true of their robots , spacesh ips and 
equ ipment. The super abi l ities of the character are also 
l ikely to infl ict the equ ivalent in  Mega-Damage (see Rifts 
Conversion Book One for specific super power conver
sions) . 

Arismal 
The Arismal are a race of human-l ike al iens orig inal ly 

from a planet of the same name. The planet Arismal or
bited a dark sun which emitted more heat radiation than it 
did l ight, making it a dark but warm planet. The society 
and civil ization of its natives advanced to rival those of 
other galactic races. Their mi l itary spacecraft patrol led lo
cal space and merchant craft from other races came to 
trade with them. Then , one fatefu l  day,  a convoy of mi l itary 
craft , using "point-to-point" travel ,  mistakenly locked onto 
Arismal's gravity field (see the upcoming Galaxy Gu ide for 
full detai ls) , sending 1 0  massive spacesh ips col l id ing into 
the planet at the speed of l ight. The col l is ion l iteral ly 
cracked the planet in half, ki l l ing b i l l ions. Only a few thou
sand Arismal on mi l itary duty off-planet survived the de
struction. 

The Arismal survivors were al l part of the mi l itary space 
program. Just l ike any mi l itary organization , they represent 
many educational backgrounds, including scientists, doc-



tors, engineers, p i lots , and combat personnel .  Under 
strong mi l itary leadersh ip ,  the Arismal have stayed to
gether as a mi l itaristic organ ization,  l iv ing on thei r battle
ships while search ing for a new home. The officers do not 
want their people to be d ivided or lu red away, so it is very 
diff icult for personnel to get permission to leave a vessel ,  
o r  have d irect contact with other l ife forms, especial ly 
when orbiting a p lanet or docking at a space station to ac
qu i re suppl ies, or make repairs. It is not impossible, how
ever, and several hundred soldiers have 
deserted/escaped to begin new l ives. 

Al l soldiers have min i-lasers and antigravity su its. Spe
cial forces units include robot personnel ,  bionic soldiers, 
and those with super abi l it ies or psionic powers. These 
special operatives are usually combat special ists ,and are 
issued Kisentite kn ives instead of m ini- lasers, and hover 
cycles for transportation . 
Alignment: Most Arismal are scrupulous and principled. 
Aberrant is the most common of the evi l  al ignments. Other 
al ignments are possible, especially among rogues and de
serters. Arismal of h igh rank are typically ruthless and de
termined to hold onto their power at any cost. 
Attributes : 1 .0. 306, M .E .  306, MA 306, P .S.  306, P .P .  

306 ,  P .E .  306 ,  P .B .  306 ,  Spd .  306 
Hit Points: Standard; P .E .  plus 1 06 per level of experi-

ence .  
S.D.C. : 30 
Height: 5 feet plus 406 inches ( 1 .6 to 1 .8 m) .  
Weight: 1 00 p lus 2D4x1 0 pounds (54 to 82 kgs). 
Average Life Span: 90 years. P.P.E.: 206 
Race: Human 

Super Abil ities: On Earth , the majority of humans are av
erage people and only a small minority have super abi l
it ies. Among the Arismal the situation is reversed. 
Nearly everyone has some super abi l ity and only a few 
do not (01 - 1 0%) . The average ( 1 1 -54%) Arismal has 
one (01 -60%) or two (61 -00%) minor super abi l it ies, fre
quently an extraordinary attribute. A smaller percentage 
(55-79%) wi l l  have highly developed and varied super 
abi l it ies (three minor and one major, or two major pow
ers with no minor powers) and some (80-00%) manifest 
incredible powers (have two major and 1 04+ 1 minor 
powers, or three major super abi l it ies, or eight super 
psionic powers). 

Those without super abi l ities can receive bionic im
plants or train ing in pi lot ing robot power armor and/or 
vehicles. Arismal with psionic abi l it ies wi l l  have a base 
LS .P .  of 1 D6x1 0+1 O+M.E .  attribute and wi l l  gain 1 04+3 
additional LS .P .  points per leve l .  

Natural Abil ities: The Arismal are at home without l ight. 
Sixty watts of l ight is considered extremely bright. To 
move about in  the equivalent of Earth sunl ight, they 
must either wear dark, photosensitive goggles, or other 
protective covering, or are b l inded (-4 on in itiative , -8 to 
strike, parry, and dodge) . On the up side , they have 
nightvision to a range of 600 feet ( 1 83 m) and sensitive 
hearing (20 decibels beyond normal human range) . 

Special Weapons: All soldiers are issued min i - lasers 
(range: 80 feet/24.4 m, damage: S .D .C . , 1 0  shot en-
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ergy cl ip) , except for special forces members who re
ceive Kisentite kn ives (length 1 5  inchesl38 cm, weight 
1 .2 pounds (0.5 kg) ,  damage 206+3 S .D .C . ) .  

Special Vehicles:  Antigravity su its are standard issue 
(maximum speed 90 mph/1 45 km, S .D .C .  30 , can hover 
from one to 1 ,200 feet/0.3 to 366 m). Maximum weight 
al lowance is 500 pounds (225 kgs) , but the special 
forces tend to prefer hover cycles (maximum speed 1 20 
mph/1 90 km, S .D .C .  1 30, and can hover from 3 to 20 
feet/0 .9 to 6 . 1 m above the ground) . 

Preferred Armor: Arismal are issued normal half su its of 
armor (A.A .  1 1 ,  S .D .C .  50 to 75) . For combat missions, 
appropriate heavy or ful l  body armor wi l l  be issued. 
This wi l l  probably be hard armor, A .A .  1 5  to 1 7  with an 
S .D .C .  of 1 50 to 300. 

Fami l iarity With Earth : Although the planet Arismal was 
across the galaxy from Earth , its people have nearly 
identical cultu res, bel iefs, languages, and value sys
tems. The Arismal would surely be interested in Earth if 
they learn about it , but as of yet, they have not. They 
have the equivalent of the "Has studied Earth" result on 
the Fami l iarity With Earth table. 

Rifts Notes : I f  used in  the Rifts RPG sett ing, the charac
ters wi l l  be seen as human mutants or treacherous 
D-Bees and feared or hunted (and destroyed) by hu
man supremacists l ike the Coalit ion States. Most are 
l ikely to be lone adventurers or part of a small group. 
Arrival on Rifts Earth is l i kely via a d imensional anom
aly, b lack hole, dimensional experiment, magic or as a 
slave or refugee. The Splugorth and other slavers are 
always on the lookout for superbeings. 

If set in  the Rifts: Phase World environment, the sce
nario of slave , explorer, mercenary, or space adven
turer works f ine. Some are good guys and others are 
vi l la ins. 

These characters are S .D .C .  l ife forms who need 
Mega-Damage weapons and armor for Mega-Damage 
protection and fi repower. �uickie Conversion: Technol
ogy/weapons/armor can be simply switched from 
S.D .C .  to M .D .C .  for qu ick conversion and integration . 
Thus, if the body armor had an A.A.  1 3  and 70 S .D .C . ,  
i t  would now have an M .D .C.  o f  70 (A.A .  not appl ica
ble) . Simi larly, an energy weapon that infl icts 306 
S .D .C .  would now infl ict M .D .  instead . Or the Game 
Master can keep the alien's S .D .C .  technology and 
make the character acqu i re Mega-Damage items just 
as any human does. The super abi l it ies of the character 
would infl ict the equivalent in Mega-Damage (see Rifts 

Conversion Book One for specific super power con
versions) . 



Atorians 

The Atorians appear to be humans. The only obvious 
physical d ifference is the growth patterns of thei r hair 
which only grows in certain patterns , not over their enti re 
head l ike Earthl ings. The predominant growth pattern has 
a single path down the middle of the head (cal led a mo
hawk on Earth) and matching strip patterns on each side 
of the head . The bald areas between them are often f i l led 
with clan tattoos. They are original ly from a high gravity 
world ,  but their physiology d iffers only sl ightly from other 
humans. Males are short and the females are tal l .  Males 
develop large bu i lds with powerful muscles, whi le the fe
males are tal l and shapely, with well ch iseled muscles but 
not what one might call muscle-bound. 

The Atorian civi l ization prospered, they developed 
space travel ,  and eventually went on to explore thei r solar 
system. That was a long time ago. 

As they spread out i nto the galaxy on exploratory mis
sions, the Atorians began to encounter other races . At 
f i rst, they devoted themselves to helping the less ad
vanced people they encountered with i nformation and 
gu idance. A few looked to them for leadership and they 
suddenly found themselves with people and entire worlds 
as thei r possessions. This chain of events wou ld u ltimately 
change their view of l ife and they began to colon ize and 
claim many worlds as part of their empire! 

As the Atorian Empire grew, the Atorians become more 
arrogant and ruthless. They began to see themselves as 
an unstoppable super power that was superior to most 
other l ife forms, at least in the area of technology, robot-
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ics , weapons and space travel .  They have since con
quered scores of worlds, often with force and the 
employment of warrior races as their storm troopers and 
minions. For the last 1 000 years they have been regarded 
as an evi l Empire that gobbles up worlds to increase its 
holdings, power and for other diabolical pu rposes . The evi l 
empire rarely has the welfare of any people in mind and 
does whatever it takes to win a batt le, make a profit and to 
expand in power. Profits and power are all that seems to 
matter anymore. 

The Atorians' society is gynarchal - woman ru led .  The 
males have been relegated to servants and slaves used 
for manual labor, entertainment, and reproduction .  Full de
tails on the Atorian Empire ,  its al l ies, equ ipment, and other 
aspects wi l l  be given in  a future supplement. 

Atorians (a.k.a. Fehrans) 
Attributes: La. 306, M .E .  306, M .A. 306, P .S.  406, P .P .  
306 ,  P .E .  306 ,  P .B .  306 ,  Spd .  306x3 
Hit Points: Standard ,  P .E .  p lus 1 06 per level of experi

ence. S .O .C . :  204xlO plus physical train ing. 
Height: 5 feet+ 1 06 inches for males. 5 feet, 6 inches 

+204 inches for females. 
Weight: 1 50+201 0  Ibs. P.P.E. :  406 or by Magic Cate

gory. 
Average Life Span: 1 40 years 
Super Abil ities: Atorians are almost never born with 

super abi l it ies. Any female who does have exceptional 
powers wi l l  be given status and train ing from birth to 



best uti l ize her abi l it ies for the Empire .  A male who ex
h ibits super abi l it ies wi l l  command a very high price at 
auction because of his genetic structure and breeding 
potential . This lack of naturally occur. r ing super abi l i 
t ies does not mean that they do not exist in  the Empire. 
Their advanced technological capabi l ities i nclude ge
netic and other experimental programs that insti l l  
psionics and super abi l it ies. 

The fol lowing Super Power Categories are avai lable 
to Atorians: Bionic (20%) , Robot (20%) , Hardware 
(20%),  Physical Train ing (9%) , Psionics ( 1 0%) , 
Experiments ( 1 0%) , Mutants (9%) and Magic (2%) . 

Special Weapons, Vehicles and Equipment: They pos
sess some of the most advanced weapons and technol
ogy in  the galaxy, including al l  the weapon systems and 
armor l isted in  the weapon section .  Most weapons and 
veh icles wil l have 20% greater range and payload. 
They also master (and guard the secrets of) anti-gravity 
systems. 

Breaux 

Fami l iarity With Earth: None. They are not cu rrently 
aware of the Earth. If it should ever come to thei r atten
tion, it is un l i kely they would have any immediate inter
est, given its distance from the Empire and the 
Earthl ings' comparatively low technology. 

Rifts Notes: The Atorian people wou ld be accepted as 
Earth humans unless they revealed that they came 
from another planet. They can be any of the Rifts 
O.C.C.s avai lable to humans, aI . ,  though most avoid 
magic in favor of technology. Many, especial ly Atorian 
females , will relate to the Coalition States and ; Triax 
and are l ikely to try to become a power with in these ad
vanced societies. 

I n  the Rifts sett ing, they are S .D .C .  beings l ike Earth hu
mans who have advanced technology and possess and 
manufacture mega-damage weapons, vehicles, armor 
and technology superior to Triax! 

In the Phase World sett ing, the basic sett ing presented in  
th is  book as being aggressive competitors both i n  busi
ness, trade and conquests of worlds is appl icable and 
could lead to confl icts between them (as new rivals) 
and other powers l i ke the Splugorth and Narun i  Enter
prises. However, the Atorian Empire does not know 
about d imensional t ravel and cannot compete on that 
level .  
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Darakans 
The galaxy contains many planets l ike Earth, vital 

green and blue orbs fu l l  of l ife . The planet Daraka is such 
a thriving Earth- l ike p lanet. Even its sun is s imi lar although 
the brightness and levels of radiation are stronger than on 
Earth. This is why the Darakans have charcoal black skin ,  
white hai r and smal l ,  dark eyes. Their  bodies can also tol
erate levels of radiation that would kil l normal humans and 
they have natural polarized vision which means they can 
see in  l ight that would normal ly b l ind a human. Note: 
Earth humans would need to wear a radiation suit and 
sunglasses to survive on the planet for any length of time 
beyond a day or two. 

The Darakans have many forms of government, rel i 
g ions, cultures, and levels of society, but their technology 
is more advanced than Earth and includes space travel 
and exploration .  The darakan race is one of the most ac-



tive with in the space commun ity, making their spaceships 
and people a common sight in the i r  part of the un iverse. 
Al l aspects of space travel are taken advantage of, includ
ing mi l itary, min ing ,  manufactur ing, science, research, ex
ploration and colon ization. 

Darakans (pronounced: dar-ro-cans) 
Alignment: Any 
Attributes : La. 306+3, M .E .  306+3, M .A. 306+3, P .S.  
306, P .P .  306, P .E .  306, P .B .  306+3, Spd.  406 
Hit Points: Standard , P .E .  p lus 1 06 per level of experi-

ence 
S.D.C. : 1 04x1 0  plus 20 
Height: 6 feet plus 1 06 inches ( 1 .8 to 2 .0 m) .  
Weight: 1 90 + 1 06 pounds (87 to 89 kgs) . 
Average Life Span: 1 30 years. P.P.E. :  306 
Race: Humanoid 
Super abil ities: Forty percent (01 -40%) of the Oarakans 

are natural psionics (yes, natural instead of latent) . Oth
ers (41 -60%) are from the super categories of Bion ics, 
Robots, Hardware, Mutants , or Physical Train ing, and 
the rest possess super powers (61 -00%; select four  mi
nor powers or two minor and one major power) . 

Natural Abil ities: Because of their sun's radiation , the 
Oarakans are immune to radiation ,  and g ive off low lev
els of it themselves. Unless they wear a protective suit , 
humans and other animals wi l l  suffer from radiation poi
soning after a few weeks of exposure to them (see the 
H igh Radiation world description) . They can also see 
into the ultraviolet and infrared ranges of l ight, see a 
large spectrum of color and have polarized vision .  

Special Weapons: soldiers are issued sonic stunners, 
and many civi l ians carry them for protection . It does 
one point of damage and imposes the fol lowing penal
ties: Victims lose in itiative , reduce speed by 25%, and 
are -4 to strike, parry, and dodge for 204 melees. 
Range: 1 50 feet (46 m) , payload: 1 5  shot energy Cl ip . 

Special Vehicles : Detachable jet packs: A.A.  1 2 , S .O .C.  
50 ,  maximum speed is 90 mph ( 1 45 km) , or i t  can 
hover stationary or reach an altitude of 600 feet ( 1 83 m) 
above the ground. 

Special Armor: Light ,  radiation proof, environmental suit : 
A.A. 1 0 , S .O .C .  50. M i l itary armored suit : A.A. 1 5 , 
S .O .C .  1 40. Both have an air purification and tempera
ture control system.  

Fami l iarity with Earth : None. 
Rifts Notes: Same as the Arerri , above. 

Hathas 

The parched surface of Hatha has no oceans and re
ceives very l ittle rainfa l l .  Even at the poles, ice is min imal . 
Al l surface water is trapped with in the cool depths of its 
rocky surface. For this reason ,  the only source of water is 
found in  caves where the natural aquifers seep from the 
rocks. As a result , the majority of animal and plant l ife on 
Hatha l ives underground. Temperatures with in the caves 
remain at 1 00 degrees Fahrenheit (37 C) nearly the enti re 
year. Compared to the 200 degree Fahrenheit (93 C) sur
face temperatures, the caves are cool .  Sti l l ,  the presence 

of water is min imal and , by itself, could not support much 
l ife . 

During the evolution of the Hathas, the people devel
oped the power to bring water to the surface. Through 
evolution , al l  Hathas have the abi l ity to control water. On 
their native p lanet, this power is generally l im ited to draw
ing water to the surface in the form of a small trickle. On 
other worlds, where water is in abundance, their power is 
much more impressive. 

There are some Hathas who l ive on the scorched sur
face , despite the cool shelter of the caves. The shamans 
have control over elements of the atmosphere ,  and it is 
even said that they can call forth rain .  They l ive upon the 
surface to "keep thei r touch with the sky and the moons." 
However, most who struggle upon the surface do not do 
so by choice. They are the criminals and pol itical exiles 
banished there for crimes and dangerous bel iefs. The sur
face-dwel l ing Hathas are a mix of new exiles and the de
scendants of long-time surface inhabitants. They flourish 
in the baking heat due mostly to contact with space travel
ers who have visited the planet. Many of the exiled sur
face Hatha sign on with the visit ing al iens and leave the i r  
homeworld for adventu re and freedom. 

Hatha civil ization is sti l l  prim itive, especially in the cave 
cities , which are about equal in technology to Earth of the 
1 930s. However, the exi les on the surface have received 
some technology and knowledge from space travelers. 
They possess Vibro-weapons and others equal to approxi
mately the Earth of the late 1 990s. Their main choice for 



transportation is a smal l ,  single or double seat 
gyro-copter. It has a special rotor design that cools the air 
as it f l ies, a rare lUxury for many new exi les. 

Those Hathas who leave the planet with alien visitors 
usually do so as workers , or indentured operatives. Thei r  
value dramatical ly increases when they are exposed to a 
water-rich environment, and the fu l l  extent of their wa
ter-cal l ing powers becomes apparent. It is an amazing 
"awakening," and the Hatha usually becomes a treasured 
operative , or a preferred slave. Those who are unable to 
buy or earn their freedom escape and are very often 
chased by bounty hunters. Free Hathas may stay with 
their current position/occupation , or move on to become 
intergalactic explorers, merchants, soldiers, Mercenaries , 
or bandits. 

Most surface Hathas are the descendants of exi les. 
This means either their ancestors' hatreds and bel iefs wil l 
be forgotten (or at least , s ignificantly less extreme) , and 
they hold l i tt le hard feel ings for the cave dwel lers ,  or they 
wi l l  be angry, aggressive , hosti le people who despise their 
cave dwel l ing brothers and sisters above al l  others. Al l  
surface dwel lers are a hardened people accustomed to 
adversity, struggle and pain .  

Hathas (pronounced: hath-ahs) 
Alignments : Any. Cave dwel lers tend to be more peace
ful and of a good or selfish al ignment. Many surface dwel l
ers are bitter, and have a selfish or evi l  al ignment. More 
than a few of the criminals and fanatics exi led to the sur
face are psychopathic or suffer from some other insan ity 
(may be a crazy hero/Vi l la in or have some of these char
acter elements) . 
Cave Dweller Attributes: 1 .0.  306, M.E .  306+2, M.A. 
306, P.S.  306, P.P. 306, P.E. 406, P.B.  306, Spd. 306 
Surface Dwel ler Attributes: 1 .0.  306, M.E .  306+1 , MA 
206+2, P.S.  306+3, P.P. 306, P .E .  506, P.B. 306, Spd. 
306 
H it Points: Standard; P .E .  plus 1 06 per level of experi

ence. 
Cave Dweller S.D.C. : 45, resistant to f ire and heat (half 

damage) 
Surface Dweller S.D.C. : 60, impervious to f i re and heat! 
Height: 5 feet plus 506 inches ( 1 .6 to 2.3 m). 
Weight: 1 00 plus pounds (54 to 1 00 kg) .  
Average Life Span: 70  years (90 t o  1 00 i f  they leave ) .  
Race: Human. P.P.E. :  206 
Super Abil ities: Surface Hatha are immune to the effects 

of heat and f i re ;  no damage. Cave Hathas take half 
damage. In temperatures colder than 90 degrees Fahr
enheit (32 C), the surface dwel lers must wear a heavy, 
thermal survival suit ; cave Hatha can use l ight suits. 
Without them, they suffer from prolonged exposure to 
the cold. See the Frozen World description for the ef
fects of exposure on an al ien. 

Cave Hathas possess the major super abi l ity of Con
trol Elemental Force : Water. This is how they bring the 
deeply h idden waters to the surface. The overal l  lack of 
water is the reason that only a trickle of it is created at 
one t ime, but on other planets, l i ke Earth , where water 
is abundant, they wield great power. 
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Surface Hathas possess the major super abi l ity of 
Control Elemental Force: Air or Fire (pick one) . 

The Hatha shamans have the abi l ity to Control Ele
mental Force: Water and either Control Elemental 
Forces: Air ,  Earth or Fire (p ick one) . 

I n  addition to the above major super abi l it ies, Hathas 
may have additional super abi l it ies. Roll on the Number 
and Category of Super Abi l it ies table (p. 226 of Heroes 
Un l im ited) and ignore resu lts that have no major super 
abi l it ies. Replace the appropriate number of major abil
ity choices with the g iven powers and determine other 
abi l it ies normally. 

Special Weapons: The surface Hathas have traded ser
vices, and sometimes thei r very l ives, to al ien visitors to 
escape the rigors of l ife on the surface. By comparison ,  
few cave dwel lers have left thei r  homeworld, but these 
masters of water have also joined the intergalactic com
munity. They are especial ly coveted for f inding under
ground water reserves on planets where water is 
scarce. Those who have taken to space can possess a 
number of high-tech weapons, armor and devices -
l imited by their wealth , or what is provided by their mas
ter if a slave or indentured servant. Many surface dwel l
ers have Vibro-Kn ives and swords passed on from 
generation to generation ,  but a smattering of Kisentite 
weaponry can also be found. Vibro-Swords: Length 3 
feet (0.9 m). Weight 3.5 pounds ( 1 .6 kgs) . Oamage 
208+2 (or 306 S.O .C . ) .  

Special Vehicles: Off-world Hathas can acqu i re nearly 
anything that su its their fancy. Most l ike gyro-copters, 
jet packs and hover cycles. 

Preferred Armor: Hathas use armor based on occupation 
and the situation at hand. No general preference has 
been noted. 

Fami l iarity With Earth: Hathas who wander the galaxy 
have a fondness for tropical planets with lush vegeta
tion and/or an abundance of water. They find such 
planets fantastic visions as if from a dream. As such , 
they tend to learn al l  they can about each . I n  the case 
of Earth , this can be as in-depth as the "Has studied 
Earth" result on the "Fami l iarity With Earth" table or no 
knowledge at a l l ,  depending on the character's back
ground and al l iances. Though they may remind them of 
home, most Hatha hate deserts. 

Rifts Notes: If used in  the Rifts RPG sett ing, the charac
ters wi l l  be seen as human mutants or treacherous 
O-Bees and feared or hunted (and destroyed) by hu
man supremacists l ike those of the Coalition States. 
Most are l ikely to be lone adventurers or a small group 
brought to Earth via a dimensional anomaly, black hole, 
d imensional experiment, magic or as a slave . The 
Splugorth , Cibolans and the Narun i  are l ikely to f ind 
Hathas a wonderful slave stock. In fact, the Splugorth 
and Cibolans may even consider finding their 
homeworld and conquering it to make its people one of 
their regular slave commodities. 

If set in  the Rifts: Phase World environment, the scenario 
of slave, explorer, mercenary or space adventurer as 
presented above works fine. Some are good guys and 
others are vi l la ins. 



I n  any case, the Hathas are S .D .C .  l ife forms who 
need Mega-Damage weapons and armor for 
Mega-Damage protection and f irepower. Qu ickie Con
version : Technology/weapons/armor can be easily 
switched from S.D .C .  to M .D.C.  for qu ick conversion 
and integration . Thus, if the body armor had an A.A .  1 3  
and 70 S .D .C . ,  it would now have an M .D.C.  of 70 (A.A .  
not appl icable) . Simi larly, a Vibro-Blade that infl icts 306 
S.D .C.  would now infl ict M .D . instead . Or the Game 
Master can keep the alien's S.D.C.  technology and 
make the character acqu i re Mega-Damage items just 
as any human does. The al ien's superpowers would in
fl ict the equivalent in  Mega-Damage (see Rifts Con
version Book One for specific super power 
conversions) . 

Kassans 
The Kassans are a fortunate people. Their homeworld 

of Kissia, though perpetually in twi l ight, is ferti le and 
abounds with l ife. Its air is clean and relatively free of pol
l utants . Thei r  society has not had a major war in over 1 25 
years, and relations between thei r nations are amicable. 
Al l Kassans develop super abi l it ies or psion ics, and thei r  
exploration of space is at its peak. 

This is all less than enjoyable for other races that come 
in contact with them. The p rosperity on Kissia over the last 
century has gone to the inhabitants' heads, making the 
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once friendly Kassans obnoxious, arrogant braggarts with 
a blatantly condescend ing attitude toward most others .  
The average Kassan bel ieves he is blessed and somehow 
better than less advanced or  "ungifted" races. They wi l l  
not hesitate to tel l someone that a p iece of equ ipment, a 
weapon ,  or the way they are doing someth ing is inferior in  
qual ity or  execution .  They are constantly criticizing others 
and pointing out thei r fau lts (''took too long, sloppy, poor 
craftsmanship ,  seen better, mistake, etc.") .  This haughty 
attitude also tends to make them underestimate their op
ponents and to take fool ish chances . Worst, they are diffi
cult to tolerate in social s ituations and incite arguments , 
brawls and hard feel ings. As a result ,  many races avoid 
contact with arrogant and competitive Kassans. The 
Shissans are one of the few who deal with them regularly 
and enjoy exploit ing the i r  arrogance in their favor. 

Science and engineering are the primary fields of edu
cation for many Kassans. Secondary fields i nclude the mi l 
itary, h istory, art and other technical areas. This emphasis 
on the sciences and technology is another element in their 
feel ing of superiority because they are so ski l led in  the 
higher forms of science .  Their level of technology is so ad
vanced that they consider it the h ighest qual ity i n  the gal
axy. Their  ach ievements i nclude advanced space travel ,  
space colonization , energy weapons, and micro-hover 
technology. Their spacecraft , homes, clothes, and per
sonal items are showy, but not necessarily gaudy. 

Kassans (pronounced: cass-sans) 
Alignment: Any, but many are selfish .  
Attributes : I .Q. 306+4, M .E .  306, M .A. 206+2 , P .S.  306, 
P .P .  306, P.E. 306, P .B .  306+2, Spd. 306 
Hit Points: Standard , P.E. p lus 1 06 per level of experi-

ence 
S.D.C.:  30 
Height: 5 feet plus 306 inches ( 1 .6 to 2 .0 m) .  
Weight: 1 00+2D4xl 0 pounds (54 to 82 kgs) . 
Average Life Span: 1 40 years .  P.P.E. :  306 
Race: Humanoid 
Super Abil ities: All Kassans possess either psionics or 

l im ited super powers. 
Psionics :  Create latent psion ics as usual ,  but add +20 to 

the base I .S .P .  of 1 D4xl O+M .E .  times two. 
Super Powers: The powers of the Kassans are l im ited to 

two minor abi l it ies selected from energy expu lsion or 
heightened senses and one major abi l ity selected from 
the fol lowing: Darkness contro l ,  gravity manipu lation , 
magnetism, mechano-l ink, or teleport. 

Natural Abi l ities: Living in  the darkened environment of a 
twi l ight world has made the Kassans' eyes extremely 
sensitive to l ight. It also gives them nightvision with a 
range of 600 feet ( 1 83 m) , but dayl ight wi l l  b l ind them 
(-8 to strike ,  parry, dodge) un less special photosensi
t ive goggles or glasses are worn . They are also ambi
dextrous which adds one attack/action per melee 
round, + 1 to parry, + 1 0% to cl imbing ski l l ,  +5% to es
cape artist, pick locks, mechanical repair , and electrical 
repair . 

SpeCial Weapons: Energy swords are favorites among 
many Kassans: Length : 4 feet ( 1 .2 m), weight: 1 .5 
pounds ( .7 kg) , damage: 306+3. 



Special Vehicles: Jet packs and hover cycles. 
Special Armor: A l ightweight envi ronmental suit with an 

A.R. 1 2 . and S .D .C .  50. (weight 1 4  pounds/6.3 kgs) , 
p lus a l ight force field generator. The force field has an 
A.R. of 1 8  and 60 S .D .C .  Once it is depleted it re
charges at a rate of 1 0  S .D .C .  points every hour. 

Fami l iarity with Earth: Equal to "Has Studied Earth" re
sult on the "Fami l iarity With Earth" table. The Kassans 
have studied Earth , but they bel ieve its people are big , 
dumb apes who are progressing at an arduously slow 
pace. 

Klikita 
The Kl ikita are a race of human-l ike al iens who inhabit 

the upper latitudes of a frozen world named Rizza ( located 
on the edge of the I Ita quadrant) . The wind-swept ice 
fields of Rizza may seem rather bleak and harsh to other 
races,  but the Kl ikita are at home there. Freezing tempera
tures by Earth standards, is a heat wave for these al iens. 
The temperatures at Rizza's equator might reach 40 de
grees Fahrenheit (4 C) , but in the northern latitudes where 
the Kl ikita l ive , temperatu res average a frigid ten degrees 
below zero (-23 C) . 

The Kl ikita look very much l ike Earth humans. They 
have thick blonde hair that is usual ly shoulder length or 
longer. Thei r  arms, legs and bodies are qu ite hairy. Facial 
hair and the hair on their head grows three times faster 
than Earth humans. Generally speaking, they are a jovial , 
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noble, and peaceful people, but exhib it a certain degree of 
arrogance and into lerance toward other, so-cal led "softer" 
races, which includes just about everybody. The Kl ikita 
are very outgoing and adventurous. They take opportun i 
ties to brag and show off whenever possible and spend 
hours exchanging survival or adventure stories with any
one who has had s imi lar experiences or is wi l l i ng to l isten.  

A Kl ikita's prized possession is the energy knife each is 
g iven at maturity. Males and females are considered equal 
and they share a maturity rite and celebration at age 1 6. 
Each knife is un ique and is as much symbolic as it is prac
tical .  The laser blades are ideal for carving the dense 
Rizzan ice and for opening the heavi ly insulated h ides of 
its native animals. 

They have h ighly developed technology that includes 
robotics and space travel .  This technology is used mostly 
in industrial or construction roles l ike the excavation of the 
tunnel cit ies in  Rizza's glacier surface , and food process
ing. Most space operatives also have robots and ad
vanced equ ipment, much of which is mi l itary grade and 
used for defense and security. A small unit of combat spe
cial ists is also found on most merchant spacecraft . The 
Kl i kita have a reasonably large fleet of warships, cargo 
and merchant space vessels and are actively engaged in  
space exploration , m in ing ,  scientific experimentat ion, and 
l imited trade with other worlds. 

They are aggressive and mi ldly paranoid of other races. 
As a result , they have strong defenses and f i repower on 
Rizza. This attitude has led them into the area of human 
augmentation and they have created the means to insti l l  
super abi l it ies into the i r  people. Th is is a recent area of  in
tense research and development. 

Note: The Kl ikita share Rizza with another race of hu
manoids known as the Aluta. Although they engage in  l im
ited trade and resources , they view the Aluta as rivals and 
with a certain amount of contempt and suspicion . How
ever, there have never been any bloody wars between the 
two. 

Klikita (pronounced : kleh-key-tah) 
Alignment: Any 
Attributes : La. 3D6, M .E .  3D6, MA 3D6, P.S. 3D6, P .P .  
3D6 ,  P .E .  3D6 ,  P .B .  3D6 ,  Spd .  3D6 
Hit Points: Standard , P .E .  plus 1 D6 per level of experi-

ence. 
S.D.C.:  45 
Height: 5 feet, 6 inches plus 2D6 inches ( 1 .7 to 2.0 m) . 
Weight: 1 20 plus 2D6x1 0 pounds (63 to 1 09 ) .  
Average Life Span: 65 years. P.P.E. :  3D6 
Race: Human 
Natural Abil ities: Kl ikita are resistant to cold and take half 

damage from any cold-based attack, but in heat above 
60 degrees Fahrenheit ( 1 5 C) ,  they suffer from heat ex
haustion and exposure (see the exposure rules under 
the Frozen World description) .  

Super Abil ities : A Kl ikita character can be created from 
almost any of the super abi l ity categories found in  
Heroes Unl imited , including Hardware , Mutant, Physi
cal Train ing, Robots and Bionics. Less than 5% have 
psionic powers, and magic is not practiced by them. 



However, a ful l  25% are the product of augmentation 
experiments that insti l l  super abilities (but don't rol l  for 
side effects usual ly associated with experiments) . 
These super powers frequently focus on cold abi l it ies, 
physical endurance (including heal ing factor) , alter 
physical structure ,  l ight and energy based abi l it ies. 
Powers can be selected from these general categories; 
however, there is always a random element and the 
best Kl ikita scientists can hope for in dupl icating a spe
cific power is 44% (character can select specific abi l i 
ties on a rol l  of 01 -44%, otherwise they are random) . 

Special Weapons: Laser kn ife : length : 22 inches (56 cm) 
from the butt of the handle to the blade tip. Weight: one 
pound (0.45 kg) and infl icts 2D8+3 S.D.C.  damage. 

Special Vehicles: 4x4 foot ( 1 .2x1 .2 m) hover platform 
(holds two to four people) . Maximum speed 90 mph 
( 1 45 km) ,  S.D.C. 1 20, hovers 3 to 300 feet (0.9 to 91 
m) above the ground. 

Preferred Armor: Klikita generally prefer soft, half su its 
(A.A. 1 2 , with an S.D.C.  50 to 90) of armor. 

Fami l iarity With Earth : Rizza is rather close to Earth , 30 
l ight years away, and many Kl ikita have heard of the 
blue and green orb. Thei r  computer networks contain 
information about Earth and other neighboring planets 
that is equal to the "Some Fami l iarity" result on the Fa
mi l iarity With Earth table. 

Rifts Notes: Same as the Arismal al iens. 

Manarr 

The Manarr are a dying race. Less than a thousand are 
bel ieved to exist. 

It all began over one hundred years ago when a myste
rious plague ravaged the population .  Thei r doctors and 
scientists toiled for twenty years before finding a cure ,  but 
by then , the plague had ki l led more than 70% of the peo
ple. The exhaustive efforts of the researchers and their ex
posure to the affl icted eventually cost many of them their 
l ives. The survivors rejo iced and began to rebui ld thei r  
l ives, but ,  unknown to them, the deadly ki l ler was not 
gone. A decade later, a strain of the plague resurfaced 
and devastated the planet. The complex malady had mu
tated and become a part of the Manarr's genetiC structure, 
so that al l  Manarr were born with the dormant kil ler gene 
wait ing to awaken and bring death . 

For fifty years, scientists searched for the invisible dis
ease. Its symptoms confused them and eventually they 
perished in its grip. Al l Manarr wi l l  die within  five years of 
the awakening of the ki l ler chromosomes. The average 
Manarr is stricken during the early teen years and most 
are dead by the age of eighteen.  The last few thousand 
Manarr fled thei r  planet in spaceships with the hope that 
they could escape the plague. They were wrong, and now 
only an estimated 300 to 900 of them remain ,  but these 
survivors are free of the plague! 

Unknown to the Manarr, a t iny percentage of their  race 
is immune to the plague. In addition ,  those who possess 
super abi l it ies have either radically different gene struc
tures wh ich aren't affected ,  or have superhuman 
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metabol isms that are imperviOus to, o r  repair/cure the 
plague chromosomes. Manarr who have major bionic re
construction are also resistant to the i l l ness. I ron ical ly, 
most Manarr don't know this, and they believe their 
deaths are imminent. Furthermore, most have decided 
there is no cure and have stopped looking, so they may 
never learn that the small numbers of survivors are forever 
free of the plague and can rebui ld their race. 

Instead , death has become a constant compan ion mak
ing them insanely bold , daring and foolhardy. They l ive for 
adventure ,  thri l ls and excitement before they die. They 
fear l ittle and respect and value l ife above all else. Th is 
has made many wandering Manarr space kn ights, 
heroes and vigi lantes determined to help others and pre
serve l ife . Most wear skeletal armor to remind themselves 
of thei r mortal ity and to welcome death . The helmets are 
scu lpted into a sku l l  motif and the armored plates resem
ble bones. Some may carry energy sickles and scythes as 
weapons and use h idden antigravity disks to further en
hance their Grim Reaper appearance. Their death-image 
armor and tal l ,  th in physical stature help give the Manarr, 
an aura of menace and foreboding. The sight of a Manarr 
in  full battle armor, float ing forward with sickle in  hand , is 
unnerving to nearly anyone. Note: Each Manarr has a 
sl ightly different styl ization to h is or her armor, making 
each personal and unique. 



Manarr (pronounced: man air) 
Alignment: Any, but most are principled ,  scrupulous or 
unprincipled. Evi l and/or murderous are seen as traitors to 
both the Manarr race and l i fe itself. 
Attributes : I .Q. 3D6, M .E .  3D6, M .A. 3D6, P .S.  3D6, P .P .  
4D6 ,  P .E .  3D6, P .B .  3D6, Spd .  5D6 
Hit Points: Standard; P .E .  p lus 1 D6 per level of experi

ence.  
S.D.C. :  1 D4x1 0 plus 20 
Height: 6 feet , 5 inches plus 4D6 additional inches (2 .0 to 

2 .5 m) . 
Weight: 1 D4x1 00 pounds (45 to 1 8 1 kg) .  
Average Life Span: Thei r natural l ife span is 90 years, 

but many die violent deaths at a much earl ier age. 
Race: Human. P.P.E. :  5D6 
Super Abil ities: About 35% (01 -35%) have four minor 

super abi l it ies, 20% (36-55%) have two major super 
powers , 1 5% (56-70%) have two minor and one major 
power, 1 5% (71 -85%) are bionic and the remainder are 
immune to the plague and fall i nto the categories of 
Physical Train ing, Special Train ing, or Hardware. 

Natural Abil ities: Although basical ly human , their experi
ences and resolve about l ife and death have made the 
Manarrs fearless: +1 on i n itiative, +8 to save vs Horror 
Factor and +2 to save vs mind altering drugs and mind 
contro l ;  they are even unimpressed with the super abi l 
ity of div ine aura. These heroes do not hesitate in thei r  
decisions, which can also get them into trouble and 
make them reckless. Al l  the Manarr survivors are free 
of the plague. 

Special Weapons: Manarr adventurers commonly have 
stun pistols or stun grenades, tear gas capsules, and a 
variety of energy weapons at thei r disposal . 

1 .  Their famous energy sickles can cut through metal 
l ike a hot kn ife through butter, i nfl ict ing 6D6 S.D .C .  per 
strike. However, the Manarrs usual ly use this weapon 
to cut through hul ls and hatchways, and to disable cy
borgs and destroy robots. The sickle or scythe can also 
f ire a short-range blast that infl icts 6D6 S .D .C .  at a 
range of 1 00 feet (30 .5 m) .  Its payload is l imited to 8 
blasts before requ i ring automatic recharging (recharges 
one blast per hour) .  

Bui lt i nto the end of  the scythe is a stun blaster that 
temporari ly short ci rcu its the nervous system of an op
ponent. Victims get to make a saving th row (1 4 or 
higher means they save; no penalties) and characters 
who are invulnerable, bionic or robotic are not affected .  
Stunned characters are dazed: reduce speed and the 
number of attacks per melee by half, plus the victim is 
-8 to str ike ,  parry, and dodge for 1 D4+ 1 melee rounds; 
mult iple stun blasts may extend the duration of the stun 
effect but not the penalties. Range is l im ited to 1 35 feet 
(41 m) and the payload is 1 2  shots (it regenerates one 
blast every 30 minutes). 

2 .  Energy shurikens/throwing discs: Throwing range: 
1 20 feet (36 .5 m) .  They don't actually cut but cause an 
impact when they strike that infl icts 2D6 S.D .C .  and 
have a 1 -80% l ike l ihood of knocking their vict im off h is 
feet! Not appl icable to beings who weigh 500 Ibs or 
more (225 kg) .  The knockdown impact causes the vic-
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t im to lose in itiative and one melee action/attack each 
t ime he is knocked off h is feet. 

The average Manarr has 3D4 energy shurikens and 
one sickle or scythe, grim reaper body armor and a por
table jet pack, as wel l  as other weapons and equip
ment. 

Special Vehicles: Hover d isks on the back, h idden under 
cloaks: Maximum speed 90 mph (1 45 km) .  S .D .C.  40 . 
Hover 1 to 1 ,200 feet ( .3 to 366 m) above the ground. 
Maximum weight al lowance: 1 ,000 pounds (450 kg) .  

Special Armor: The grim reaper armor is a l ight 
exoskeleton with the fol lowing features: A.R.  1 9 , S .D .C .  
1 60,  P .S .  24 ,  doubles the wearer's natural speed , 
leaps up to 1 2  feet (3.6 m) h igh or 1 8  feet (5 .5 m) 
lengthwise , and l im ited fl ight via detachable jet back
pack (50 mph/80 km or hover stationary; maximum alti
tude is 1 000 feeV305 m) ,  long-range radio ( 1 50 
mi les/240 km) ,  enhanced optics: see into the infrared 
and ultraviolet spectrums (600 fooV1 83 m range) , 
bu i lt- in language translator, fu l l  environmental body ar
mor with independent oxygen supply, air purification 
and circu lation system,  an internal cool ing system and 
most of the features common to environmental body ar
mor. 

Laser beams can be f ired from the eyes: 1 D6 S .D .C .  
from one eye beam , 2D6 from both ; range: 200 feet (6 1 
m). 

Fami l iarity With Earth: The Manarrs have extensive in
formation on many less-advanced p lanets. They have 
access to information about Earth that is the equ ivalent 
of the "Some Fami l iarity" result on the Fami l iarity With 
Earth table. The Manarrs carry m icrocomputers in  rein
forced backpacks to store their col lected information . 

Rifts Notes: The Manarrs wi l l  be seen as human mutants 
or treacherous D-Bees, feared and hunted by human 
supremacists. Most are l ikely to be lone adventurers or 
part of a small group. Arrival to Rifts Earth is possible 
via a d imensional anomaly, b lack hole, dimensional ex
periment, magic, as a slave or refugee, or by space
ship. In the latter case, the ship is l i kely to have been 
damaged or destroyed by the orb ital defense web sti l l  
in  operation around the planet, thus trapping the 
Manarr on Earth . The Manarr and such beings as the 
Splugorth , vampires and other supernatural monsters 
are natural enemies, because of their diametrically op
posing views toward l ife and slavery. 

If set in  the Rifts: Phase World environment, the scenario 
of explorer, mercenary, hero ,  or space adventurer 
works f ine. Most are good guys. 

Most of these characters are S .D .C .  l ife forms who 
need Mega-Damage weapons and armor for 
Mega-Damage protection and f irepower. Qu ickie Con
version : Technology/weapons/armor can be easi ly 
switched from S.D .C .  to M .D .C. for quick conversion 
and integration. Their energy weapons are roughly 
equivalent to the Kittan i  p lasma blades. If any race has 
Mega-Damage weapons it's the Manarrs. See Rifts 
Conversion Book One for specific super power con
versions and other detai ls .  
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Naidens 
Based on Ideas and Drawings by Eric Breaux. 

The planet Nadine is a green and blue globe that sup
ports a vast variety of l ife. The most advanced of its indig
enous species is a race of humans called the Naidens. 
Evolution in  Naiden's powerful gravity has shaped the 
Naidens into a short, strong people. They weigh more 
than an average human due to their dense muscle tissue 
and mass. Otherwise they look l ike Earth humans, with f i-
ery red hai r (occasional ly orange or reddish brown) .  

The main area of  strife is overpopulation .  Nadine's 
is so heavy that it is d ifficult to bui ld upwards, so 

most of the planet is covered by low, sprawling cities and 
vast underground cities. The inabi l ity to bui ld up into the 
skies reduces the number of people per square mi le (2.59 
square km) and has caused overcrowding, war and un
rest. War over real estate frequently also serves to keep 
the swel l ing population under contro l .  

The Aborea are an el ite class of Naiden operatives 
trained as warriors and tacticians to command the regular 
troops. They can come from any social or economic back
ground. The thing that sets them apart from other Naidens 
is thei r superhuman abi l it ies and a tattoo p laced over the 
left eye as a sign of rank. Al l Aborea are left-handed 
(though not al l left-handed Naiden are Aborea) and pos
sess superhuman powers used for war and law enforce
ment. 

The mere presence of an Aborea makes other Naidens 
nervous and afraid. The Aborea are practically pariahs 
among thei r own people because of thei r reputation as 
ruthless and deadly warriors who slaughter thousands 
during civil unrest and war. This fear and distrust among 
their own people causes some Aborea to become frus
trated and angry, sometimes going berserk and lash ing 
out with murderous rage or in devastating temper tan
trums. Most are intolerant of the contemptuous, weaker 
and inferior Naidens. This only adds to the strain between 
these two related races. These sentiments often entice 
members of the Aborea to leave their homeworld to ex
plore the cosmos or to find a p lace where they can make a 
difference and be respected . Others become vi l la ins or 
madmen, but most remain loyal defenders of their people. 

Oespite their advanced technology, the Naidens, and 
especial ly the Aborea, have a love of archaic-styled weap
ons. The Naidens are considered some of the best melee 
combatants in the galaxy. Thei r  weapons are made of a 
very rugged metal known as anira steel, which is nearly in
destruct ible and can even parry energy blades without be
ing damaged. 

Naidens 
Alignment: Any 
Attributes: La. 306, M .E .  306, M .A. 206, P.S. 406 
(+1 06 for Aborea) , P.P. 306 (+2 for Aborea) , P.E. 306+2 , 
P .B .  306, Spd. 306x3 
Hit Points: Standard,  P .E .  p lus 1 06 per level of experi-

ence .  
S.D.C. : 306x1 0 p lus 60 for the Aborea. 
Natural A.R. :  1 0; tough, hard skin .  
Height: 5 feet p lus 1 06 inches ( 1 .5 to 1 .6 m) .  



Weight: 200 p lus 4D6 pounds (90 to 1 00 kg) .  
Average Life Span: 85  years. P.P.E. :  2D6 
Race: Humanoid 
Super Abil ities: The average Naidens are partial or fu l l  

conversion cyborgs. Magic-using Naidens are unheard 
of and those with psionic powers or who possess super 
abi l ities are al l Aborea. 

Psionic Aborea: As with most al iens, the Aborea are 
latent psionics, but their selections are l imited by thei r 
combat nature .  The in it ial eight lesser psi abi l ities must 
come from physical and the super psionic abi l ity must 
be an offensive abi l ity such as pyrokenisis , mind bolt, 
bio-maipulation ,  etc. Additional abi l it ies wil l always 
come from the physical or super psionic l ists. Also add 
+20 to the base I .S .P .  

Aborea with super abi l it ies: Have one major super 
abi l ity of choice (must be an offensive power) and two 
minor abi l it ies from the categories of energy expulsion , 
extraordinary attr ibutes or super vision. 

I n  addition , al l  Aborea have one additional attack per 
melee round and a +5 to save vs Horror Factor. 

Special Weapons: Most Naidens prefer archaic melee 
weapons such as swords (th is includes retractable fore
arm blades for bionic characters) . Aborea receive a bo
nus of +1 to strike and parry with any melee weapon. 
Many Naidens, and al l Aborea use weapons of anira 
steel (wh ich is the equivalent of Kisentite weaponry) . 
The character gets a Kisentite equivi lent weapon of h is 
choice. 

Special Vehicles: Most soldiers are issued two-man 
hover jeeps (maximum speed 1 60 mph/260 km, S .D .C.  
280, hovers 3 to 12 feet/0.9  to 3.65 m above the 
ground) , but the Aborea prefer one-man hover cycles 
(maximum speed 200 mphl32 1 km , S .D .C .  200, hovers 
3 to 30 feet/.9 to 9 . 1  m above the ground). 

Preferred Armor: Naidens wear half su its of armor: A.A.  
1 2 ,  S .D .C .  1 00. Aborea warriors wear ful l  or half suits of 
plastic and ceramic plate with an A.A .  1 4  and S .D .C .  90 
or hard armor A. A. 1 7, S .D .C .  250. 

Fami l iarity With Earth: None. If they should f ind them
selves there ,  their language would be very much l ike 
the Engl ish of Earth. 

Rifts Notes : Characters who arrive on Rifts Earth wi l l  
be seen as dangerous D-Bees to be feared, hunted and 
destroyed by human supremacists. Arrival to Rifts Earth is 
l ikely via a d imensional anomaly, b lack hole, d imensional 
experiment, magic or as a slave . The Splugorth and other 
slavers are always on the lookout for superbeings. 
If set in the Rifts : Phase World environment, the scenario 

of slave, explorer, mercenary, or space adventurer 
works fine. Some are good guys and others are vi l la ins. 

The Naidens and Aboreas are Mega-Damage crea
tures on Rifts Earth and Phase World. If the character 
has 1 60 S .D .C .  it becomes 1 60 M .D .C . ;  the same is 
true of Naiden cyborgs. The super abi l it ies of the char
acter would also infl ict the equivalent i n  Mega-Damage 
(see Rifts Conversion Book One for specific super 
power conversions) . 
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Rotharr 
The Rotharrs are a powerful ly bu i lt race of g iants native 

to a planet called Carr. It spins quickly upon its axis, 
churning the atmosphere into a wind-battered , inhospita
ble environment. Dust and sandstorms are continuous, 
and the surface of Carr is ground smooth from exposure .  
The native l ife forms have developed hard exoskeleton 
plates to protect them from this abrasive atmosphere. The 
Rotharrs would appear human if not for their natural heavy 
plating and large size. 

The Rotharrs are an advanced, space-capable civi l iza
tion and have been dabbl ing with robotics and bionics, but 
these are sti l l  re legated to experimentation (their natural 
body armor also makes bion ic augmentation less neces
sary or appeal ing) . Weapon technology is approximately 
equal to 21 st Century Earth, including Vibro-weapons, rai l  
guns, lasers and ion blasters. 

Much of the Rotharr culture is bu i lt around a strict mi l i
taristic society. Al l Rotharrs, males and females, are re
qu i red to spend at least one six-year tour in the armed 
forces. Those that do not en l ist by their twenty-fi rst birth
day are forced into service, and deserters are arrested. 
The strict codes of the Rotharr mi l itary have also sent 
many soldiers to prison , although pun ishment is generally 
just and fair . 

Rotharr (pronounced: roth-ares) 
Alignment: Most Rotharrs wi l l  be principled , scrupulous, 
unprincipled, or aberrant. Anarchist ,  miscreant and dia
bolic characters wil l probably spend time in and out of 
prison for various offenses and may become stel lar pi rates 
or intergalactic criminals. 
Attributes : 1 .0. 3D6, M .E .  3D6, M .A.  3D6, P.S. 4D6+4, 
P .P .  3D6, P .E .  3D6, P .B .  3D6, Spd .  6D6 
Hit Points: Standard; P.E. p lus 1 D6 points per level of ex

perience. 
Natural A.R. :  1 4  and may wear additional armor or pi lot 

power armor. 
S.D.C. (natural body armor) : 5D6x1 0 plus 40 
Height: 9 feet plus 4D6 inches (2.8 to 3.4 m) .  
Weight: 350 plus 2D6x1 0 pounds (1 68 to 2 1 3 kg) .  
Average Life Span: 80  years. P.P.E. :  3D6 
Race: Humanoid 
Super Abil ities: Rotharrs can be of any Super Power 

Category, but most fall i nto the Hardware or Physical 
Train ing categories. Less than 20% have super abi l ities 
(01 -20%) and only another 20% have psion ics 
(81 -00%) . Bion ics is a rarity; usually found in mi l itary 
experiments. 

Natural Racial Abil ities: Giant size , supj:lr strength , and 
natural body armor; +1 on in itiative , +1  to save vs 
magic, +2 to save vs poison/disease and drugs, and +2 
to save vs Horror Factor. 

Special Weapons: Vibro-axes: Length 2.5 feet (.8 m) , 
weigh five pounds (2 .3 kg ) ,  and infl ict 4D6 S.D .C .  
damage p lus P .S .  attribute bonus. 

Special Veh icles: A.T.V. hover vehicle (can comfortably 
hold the pi lot and five passengers) ,  S .D .C .  440, maxi
mum speed 1 40 mph (225 km) , can hover from 3 to 1 2  



feet (0 .9 to 3.65 m) above the ground. It also has space 
and underwater capabi l it ies. They also use jet packs. 

Preferred Armor: Rotharrs do not normally wear armor of 
any kind. They re ly on their natural armor plating for 
protection ,  although they may add metal and ceramic 
shoulder, arm and leg plates for additional protection 
(typically adds about 50 S.D.C.  and one point to the 
A.A . ) .  

Fami l iarity With Earth : The Rotharr mi l itary computers 
have information in them that is equal to a "Some fami l 
iarity" result on the Fami l iarity With Earth table. 

Rifts Notes : Characters who arrive on Rifts Earth wi l l  be 
seen as dangerous D-Bees to be feared, hunted and 
destroyed by human supremacists. Arrival on Rifts 
Earth is l ikely via a dimensional anomaly, black hole , di
mensional experiment, magic or as a slave . The 
Splugorth and other slavers wi l l  f ind Rotharrs to be very 
attractive for gladiatorial games and slave labor. 

If set in  the Rifts: Phase World environment, the scenario 
of slave , explorer, mercenary, or space adventurer 
works f ine. Some are good guys and others are vi l lains. 

The Rotharrs are Mega-Damage creatures on Rifts 
Earth and Phase World. If the character has 1 90 S.D.C .  
it becomes 1 90 M.D.C. ;  the same is true of  Rotharr 
spaceships and equipment. The super abi l it ies of the 
character would also inf l ict the equ ivalent in  
Mega-Damage (see Rifts Conversion Book One for 
specific super power conversions) . 

Shissans ----------

Shia is a planet of dust and heat. The 2 1 0  degree Fahr
enheit (99 C) surface temperature at the equator l im its the 
amount of water, precipitation , and l ife on the hot planet. 
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Despite the inhospitable condit ions, there is l ife on  Shia 
and at least one form is intel l igent. The Sh issans have 
managed to adapt to the torturous conditions and they 
thrive there. Their population is low, but that is because 
the available amounts of food and water to sustain them 
are min imal and they must rely on foods grown from hy
droponic gardens on space stations orbiting the planet. 
They are active in the galactic community and are avid ex
plorers. Shissan settlements are found on many thermal 
(and other) planets. This has led many to speculate that 
the Sh issans are not indigenous to Shia and are actual ly 
the descendants of ancient space refugees. 

Shissans look qu ite human, except for their l ight red or 
rust complexion, flaming red hair and a pair of small horns 
( 1 04+2 inches long) on their foreheads. 

The p lanet, Shia, is a magic-rich environment very 
much l ike that of Rifts Earth. I n  this Mystic environment, 
the have developed an attunement to magic and practice 
a variety of Mystic arts . Many use their magic to operate 
as con-men,  smugglers, forgers, Mercenaries and 
spies/espionage agents. Many are self-serving and are al
ways in  search of easy opportunities, or get rich qu ick 
schemes. As such , they are i nfamous for tricking prim itive 
people i nto believing they are gods, demigods, demons or 
supernatural beings, to get them to worship and obey 
them, shower them with riches, or help them achieve 
some other goal .  There are more scrupulous members of 
the race who earn their money by performing legitimate 
services, but they are a small percentage of the whole. 
Most Shissans operate as lone freelancers or in small 
groups. 

Shissans 
Alignment: Any, but the vast majority are anarchist or 
miscreant. 



Attributes : 1 .0.  3D6+ 1 ,  M .E .  4D6, M .A. 4D6, P .S .  3D6, 
P.P. 3D6, P .E .  3D6, P.B. 3D6, Spd. 3D6 
Hit Points: Standard , P .E .  plus 1 D6 per level of experi-

ence. 
S.D.C. : 60 
Height: 5 feet plus 4D6 inches ( 1 .6 to 2 . 1  m) .  
Weight: 1 00 plus 2D6x1 0 pounds (54 to 1 00 kg) .  
Average Life Span:  1 60 years 
Super Abil ities : All Shissans are al ien Mystics who fall 

under the Heroes Unl imited power category of Mystic 
Study (Magic) , making them full wizards. They are 
trained from a very young age to hone their natural 
ski l ls and start with one additional spel l  from each level 
1 -4 (total of 5 from each level instead of the normal 4 in  
addition to the other start ing spel ls of  the wizard) and a 
bonus of +30 to the base P .P .E .  

Natural Abi l ities: Shissans are total ly immune to  the ef
fects of heat and f ire (no damage) , but if exposed to 
temperatures less than 98 degrees Fahrenheit (37 C) , 
the characters wi l l  begin  to suffer from exposure (see 
exposure effects under the Frozen World entry for de
tai ls on exposure) . Most wear body suits whi le adven
tur ing that regulates temperature at a n ice, comfortable 
1 40 to 1 80 degrees Fahrenheit . 

Special Weapons: Shissan weapons are identical to 
Kisentite weapons. 

Special Vehicles: Antigravity rings or medal l ions: Maxi
mum speed 60 mph (96 km) ; S .D .C .  8 .  Maximum alti-
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tude is un l imited. Maximum weight al lowance is 500 
pounds (225 kg) .  

Preferred Armor: Shissans prefer magical protection over 
conventional , but wi l l  use whatever is necessary to get 
the job done, or that strikes their fancy. Traditional ex
plorer garments are a heated body suit concealed un
der a loose fitt ing shirt, pants and a hooded cloak, A .R .  
1 3 , S .D .C .  80. 

Fami l iarity with Earth: Equal to "Has Studied Earth"; 
most of their data is from their kassan al l ies. 

Note: The Shissans l ike the kassan and frequently 
work, associate and trade with them. 

Rifts Notes : If used in  the Rifts sett ing , the character 
wi l l  be seen as a mutant human or D-bee sorcerer who 
is feared and hunted by human supremacists l ike those 
of the Coalit ion States. They can be any of the magic 
O.C.C.s found in the Rifts series, including 
Techno-Wizards, Temporal Wizards, Necromancers 
and Biomancers .  They love rune magic and the use of 
parasites and symbiotic organisms. 

Arrival on Rifts Earth is l i kely via a d imensional 
anomaly, magic or as a slave or refugee. They know 
about the Splugorth , but prefer to trade and work with 
their rivals, the Cibolans and Naruni Enterprises. 

If set in the Rifts : Phase World environment, the 
scenario of slave , explorer, mercenary, or space adven
turer works f ine. Some are good guys and others may 
be vi l la ins. 

These characters are S .D .C .  l ife-forms who need to 
acqu i re Mega-Damage weapons and armor for 
Mega-Damage protection and f irepower. Magic spel ls 
and abi l ities wi l l  be equal to others found on Rifts Earth 
and wi l l  have Mega-Damage effects. 

Silisons 
Feradine is a verdant world populated by human-l ike 

al iens known as the Si l isons. The sun that warms this 
world also sends out powerfu l  radiation that accelerates 
the production of rigid calcium deposits, disease and mu
tat ion. For the Si l isons to survive, mutated organs, bones 
and l imbs must be replaced with artif icial ones. To this 
end, they have perfected the science of bionic reconstruc
tion and cybernetic implants. The radiation also prevents 
their bodies from growing hair . In fact, any facial or head 
hair are artificial implants. Social status and rank are often 
shown by the addition of hair and beards. They also 
learned how to make native plant l ife radiation resistant. 

The majority of Si l isons prefer to have real istic artificial 
skin placed over their artificial l imbs and appendages, es
pecial ly on the head . Many look completely human al
though they are 90% machine. The older a Si l ison gets, 
the more body parts that have to be replaced. The elder 
Si l isons become cold and mechan ical as their flesh and 
bones are exchanged for mach inery. Many begin to show 
evi l al ignments , and some forsake covering the i r  mechan i
cal body with skin or clothes. Elders, many ranking mi l itary 
officers and the insane, may replace their face/head with a 
demonic or otherwise frightening visage. 



Those Si l isons who qual ify for space duty usual ly do 
so. Ten years away from their sun often stops the growth 
of painful calcium deposits and physical deterioration . 
However, the radiation damage that results from l iving on 
their homeworld wi l l  affect and impair the Si l isons for their 
entire l ives. 

Si l isons 
Alignment: Any, but as frustration and bitterness fester, 
many older, bionic Si l isons become cruel ,  self ish and evi l .  
Insanities are also common with age because the brain 
may begin to calcify or deteriorate due to the radiation . 
Attributes : I .Q. 306+2 , M .E .  306, M .A. 306, P .S .  306, 
P.P. 306, P .E .  306, P.B. 306, Spd .  306 or by bionics. 
Hit Points: Standard; P .E .  number plus 1 06 per level of 

experience . 
S.D.C. : 1 04xl 0 plus 20 or by bionic reconstruction/con

version . Those who are fu l l  cyborgs wi l l  typically have 
an S .O .C .  of 250 to 300 with an A.A .  of 1 0  or 1 2  without 
bionic armor. 

Height: 6 feet plus 1 06 inches ( 1 .8 to 2 m) .  
Weight: 1 90 plus 1 06 pounds (86 to 89 kg) ;  additional 

weight will be added from b ion ics . 
Average Life Span: Rough ly 55 years for those who stay 

on the planet. Those who leave but are primarily bionic 
can l ive for 200 years. 

Race: Human. P.P.E. :  1 06 
Super Abil ities : None, other than bionics .  Al l  Si l isons wi l l  

receive some form of bion ics un less they leave 

Feradine before they are ten years old (even then they 
may requ i re corrective surgery and/or minor cybernetic 
reconstruction) . The typical Si l ison will have one or two 
bionic arms and hands , reinforced spine and shou lders, 
artificial lungs and various other internal organs and 
possibly bionic legs. By age 30, most have undergone 
complete bionic reconstruction ,  with only the brain and 
a handful of l iv ing body parts . Si l ison bionic characters 
have 1 0% more S .O .C .  than normal ( including 
exoskeleton and armor S .O .C . )  and add 500,000 to 
their budgets. 

Natural Abil ities: Resistant to radiation poisons (half 
damage and penalties, +3 to save) and they can see 
into the ultraviolet spectrum of l ight. Many Si l isons also 
radiate low levels of radiat ion. Full conversion Si l isons 
are immune to radiation and do not rad iate any damag
ing radiat ion. 

Education : Most Si l isons are skil led in the areas of medi
cine, science , mechanical engineeringlbionics/robot
ics, research/ investigation , space exploration and 
combat. Many wil l fall into the Science Special ist Edu
cation Category. 

Special Weapons: I n  addition to bionic weapons, many 
Si l ison explorers and mi l itary personnel are issued 
plasma ejector rifles (range: 1 200 feeV366 m, 606+20 
damage, 1 0  to 20 shots per energy cl ip) .  

Special Vehicles: One-man fan jets, jet packs and space
craft . 

Preferred Armor: Bionic body armor: A .A .  1 1  to 1 8 , 
S .O .C .  250 to 900. 

Fami l iarity With Earth : The Si l isons have no knowledge 
of Earth. If they arrived there it would be by accident. 

Note: Si l isons raised from infancy away from their 
homeworld are free of most of the physiological prob
lems associated with the homeworld and look qu ite hu
man. A few smal l  colonies have been establ ished on 
other worlds, but f ind ing habitable worlds is a more diffi
cult task than one might th ink. 
Rifts Notes: Same as the Rotharrs. 

Swips 
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The Swips are inhabitants of a lush, Earth- l ike planet 
cal led Tith . The gravity of Tith is many times stronger than 
that of Earth , so its native l ife forms are stout , powerful ly 
bu i lt creatures. The Swips are human in appearance, ex
cept for their short stature and e l l iptical eyes. All have an 
insatiable curiosity, a desire for t inkering and a natural in
cl ination for bui ld ing, as well as the mechanical and elec
trical sciences. They have to f igure out how something 
works and enjoy making improvements on the creations of 
others. Al l types of machines attract their interest. Oue to 
their energetic nature ,  their work tends to be more function 
than form. Few feel the need to waste time nor do most 
have the patience to make something look good. If it 
works, it works. 

Not all Swips are as absorbed in technology. Nor are 
they all single-minded . Some are more incl ined to figure 
out how people work and become polit icians, speakers 



and leaders. However, al l  are adrenal ine junkies who look 
for adventure and fun. Many will participate in combat and 
physical activities regardless of personal gain .  They enjoy 
games of chance , racing, runn ing ,  wrest l ing, f ight ing, ex
ploring, risk taking and challenges. Their many tales of ad
venture may sound l ike fish stories , but most are true and 
not overly embell ished. Swips are too reckless and proud 
to exaggerate. 

Personal ski l l  and daring p lay a large part in  the Swip's 
feel ing of excitement and accompl ishment. Many prefer to 
use manual controls to pi lot veh icles and robots and enjoy 
tests of their minds or physical bodies as much as any
th ing else. Their weapons, g immicks and armor are usu
al ly concealed beneath long, duster-styled coats. 
Wide-brimmed hats, boots , and leather chaps are also 
common choices for travel ing. 

Swips 
Alignment: Any 
Attributes: 1 .0.  306+4, M .E .  306, M .A. 306, P .S .  506, 
P.P. 306, P.E. 306, P.B. 306, Spd . 306x3. 
Hit Points: P.E .  x2 plus 1 06 per level of experience. 
S.D.C.:  304x1 0 
Height: 5 feet plus 1 06 inches ( 1 .5 to 1 .6 m) .  
Weight: 200 plus 206x1 0 pounds (90 to 1 44 kg) . 
Average Life Span: 80 years. P.P.E. :  1 06 
Super Abil ities: Available categories are l im ited to Hard

ware , Physical Train ing, Robotics or Bion ics; though 
the latter is rarely used on themselves. 
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Special Weapons: Neural-bolas that discharge and over
load the nervous system. Th is dazes the vict im, who 
will lose in itiative and be at -4 to str ike ,  parry, and 
dodge for 1 06 melee rounds. On a "to h it" rol l  of 1 8 , 1 9 , 
or 20, the bolas wi l l  entangle the vict im. 

Otherwise, they use al l  k inds of weapons and equip
ment and easi ly adapt to al l  types of technology (+1 0% 
to identify and use al ien technology) . 

Special Vehicles: Swips l ike to ride robot animals with 
al l-terrain capabi l it ies: walk, run ,  leap, hover, fly, etc. ; 
usually mechanical hover horses, can ines and fel ines. 
If the character is ski l led in  the robotics power category, 
he may wish to spend some of his budget on modifying 
h is "mount" to include concealed weapons, extra armor, 
and so on.  

The basic standard robot animal : A.A. 1 4, S .O .C .  
220, maximum runn ing speed 80 mph ( 1 28 km) ,  maxi
mum flying speed 240 mph (390 km) and can hover 
stationary; maximum altitude is typically 600 feet ( 1 83 
m) above the ground. Maximum additional weight is 
l imited to 500 pounds (225 kgs) . It is +2 to dodge. Spe
cial pi lot ski l l  needed for hover animals. Those without it 
can default to hover cycle or ride horse at 1 0% or mo
torcycle at -20%. 

Preferred Armor: All kinds, especial ly power armor and 
exoskeletons. 

Fami l iarity with Earth: None. 

Titons ------------

The Titons are a race of g iant warriors who roam the 
galaxy helping others and working with those in need. 
Thei r  homeworld is a glorious planet of soaring golden 
bui ldings and gl ittering crystal. Other races could easily 
mistake its sh immering towers and green gardens for the 
home of the gods, or some equally heavenly p lace. The 
Titons are a noble people who have visited many planets 
in their quest to improve the galaxy. Earth was visited by 
them several hundred years ago. After helping the natives 
and pointing them in the right d i rection ,  the Titons left. 
They have in-depth knowledge of many planets from such 
visits. The legends of ''Titans'' on many planets are l ikely a 
recounting of the Titons' visit and interaction with thei r  
world. 

The Titons are powerful ly bu i lt giants with broad shoul
ders and muscu lar bodies. They use antigravity devices 
bu i lt into their body armor and veh icles, wh ich gives them 
the power of fl ight and enhances the i l l usion that they are 
godl ings in the eyes of prim itive peoples. The giants be
l ieve this misconception is easier for primitive people to 
understand and accept, rather than try to explain h igher 
technology to them. It also enhances thei r  acceptabi l ity 
among the people. 

Titons travel the spaceways in gleaming,  laser-resistant 
spacecraft that are tru ly works of art, but the spires, p inna
cles, and vanes that g ive the crafts their beauty also serve 
to conceal their defenses. Many of the small to mid-sized 
craft have transatmospheric capabi l it ies, so they can enter 
atmospheres and land on planets. Many also have 



antigravity systems. As these sculpted craft slowly land 
upon a p lanet, they appear very much l ike a castle or city 
descending from the clouds. This sight also lends cre
dence to the image of gods descending from the heavens. 

Titans 
Alignment: Any, but most Titons are of good al ignments, 
with a high standard of moral ity and sense of justice. 

Attributes : La. 3D6+1 , M .E .  3D6+2, M .A. 3D6+3, P.S. 
3D6+20, P .P .  4D6, P.E.  3D6+4, P.B.  3D6, Spd. 3D6x4 
Hit Points: P.E .x 2 plus 2D6 per level of experience. 
S.D.C. : 1 D6x1 0 plus 40 
Height: 8 feet plus 1 D4 addit ional feet (2.4 to 3.6 m). 
Weight: 1 D4x1 00 plus 80 pounds (68 to 2 1 6 kg) .  
Average Life Span: 250 years. P.P.E. :  3D6 
Super Powers/Abil ities : All Titons are of the Super Abi l

i ty power category. Select one minor super abi l ity from 
the Extraordinary Attribute category and one from the 
heightened senses or super vision category. In addi
t ion , the Titon can select or randomly rol l  to determine 
one major super abi l ity. 

Special Weapons: Titons wi l l  use all types of weapons 
but have a fondness for energy blade weapons and 
magic weapons. 

Special Vehicles : Antigravity system for armor and small 
vehicles: Maximum speed 90 mph ( 1 45 km) ;  S .D .C.  50, 
maximum altitude is un l imited. Maximum weight al low
ance is 1 ,000 pounds (450 kg) .  The speed and weight 
al lowance for larger vehicles is dramatical ly h igher. 
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Preferred Armor: Most wear special ly made suits of giant 
chain or plate armor. Each is styled to its owner's taste 
and constructed of reinforced ceramic composites 
(even the chain l inks). Titon Chain Mail Armor: A.A. 1 3 , 
S .D .C.  1 20. Titon Plate Armor: A.A.  1 7 , S .D .C.  250. 
Both are designed to enclose or incorporate an envi ron
mental suit . 

Fami liarity with Earth : Very fami l iar with Earth culture ,  
languages, rel igions, and customs equal to the "Has 
Studied Earth" result on the Fami l iarity With Earth table. 

I nsect 
H u manoid Races 

Insectoid al iens have a humanoid shape but resemble 
giant insects , complete with a chit in type of 
exoskeleton/body armor, compound eyes, antennaes and 
superhuman strength . The exoskeleton colorations can 
vary from a flat or glossy black, brown , green or red to a 
shimmering ,  i ridescent rainbow of colors. Some wi l l  also 
have mult iple l imbs, legs, horns, spikes, enhanced heal ing 
and regenerative powers. 

Superhuman Insect Abi l ities 

By Kevin Siembieda 

The fol lowing are abi l it ies and features common to 
most insectoid races. 
S.D.C. damage from typical insect al iens & mutants 
Punch: 2D4 plus P.S. bonus. 
Power Punch : 4D6 S.D.C.  (counts as two melee at
tacks/actions) 
Body Slam: 3D6 S.D .C .  
Kick: 2D6 p lus P.S. bonus. 
Bite from small mandibles or mouth l ike that of a f ly or 
bee: 2D4 
Bite from medium mandibles: 3D6 S.D.C.  
Bite from large mandibles l ike those of a beetle: 4D6 
S.D.C.  

Rifts M.D.C. -
Damage by insect supernatural P .S .  
P.S. 1 5  or less: 4D6 S.D .C.  for fu l l  strength punch or kick. 

1 D6 M .D. for a power punch. 
P.S. 1 6  to 20: 1 D6 M .D. for a fu l l  strength punch or kick. 

2D6 M .D .  for a power punch. 
P.S. 2 1  to 25: 2D6 M .D. for a fu l l  strength punch or kick. 

4D6 M .D .  for a power punch. 
P.S. 26 to 30: 3D6 M .D .  for a fu l l  strength punch or kick. 

6D6 M .D .  for a power punch. 
P.S. 31 to 35: 4D6 M .D. for a fu l l  strength punch or kick. 

1 D4x1 0 M .D .  for a power punch. 
P.S. 36 to 40: 5D6 M .D. for a fu l l  strength punch or kick. 

1 D6x1 0 M .D. for a power punch. 
P.S. 41 to 50: 6D6 M .D .  for a fu l l  strength punch or kick. 

2D4x1 0 M .D .  for a power punch. 
P.S. 51  to 60: 1 D6x1 0  M.D. for a ful l  strength punch/kick. 

2D6x1 0 M .D .  for a power punch. 



Note: Bites: Small mandibles infl ict M .D . whi le large in
fl ict 306 Mega-Damage. Body blocks/rams infl ict 206 
M .D .  and have a 55% chance of knocking down the vict im 
of the hit . Victim loses one melee attack and in it iative . 

Insect Exoskeleton Body Armor 
Light Armor: Cockroaches , earwigs, crickets, and but

terfl ies. Main body: 1 00 S . D .C .  and A.A .  1 3  (or 1 30 
M . D .C . ) .  

Medium Armor: Flies, bees, wasps, ants , grasshop
pers .  Main body: 200 S .D .C .  and A .A .  1 6  (or 240 M .D.C . ) .  

Heavy Armor: Beetles, praying mantis , and some ants. 
Main body: 300+3D6x1 0  S .D .C . ,  A .A .  1 8  (or 400 M .D .C . ) .  

Rifts Note: Al l  insectoids w i l l  be Mega-Damage crea
tures with natural M .D .  body armor. 

Compound Eye 
I nsect vision is crude , offering shapes, shadows, and 

l imited color range. I nsects cannot read or see detai ls . 
Limited color vision ,  l ike a human looking through a tightly 
woven screen window. The following features are avai l
able: 
Typical Insect Eye & Special Features: 

1 . 1 80 degree area of sight and + 1  to dodge. 
2. Ultraviolet vision : Can see that spectrum of l ight. 
3. Polarized sight: Can tel l  d irection (95%) by the po

sition of the sun and by the d i rection of sunl ight. Not ad
versely affected by bright l ight and glare. 

4. Hard eye: 50 S .D .C .  (or 30 M .D .C . ) .  
5. Optics bonus: +2 on in itiative and +1  to strike and 

dodge . 

Antennae 
Antennae function l ike arms and hands that can hear 

and smel l .  The sensitive antennae can feel motion, wind, 
changes in temperature, and touch objects. I n  this capac
ity, antennae can be used to feel around in darkness and 
to identify food, friends and enemies. The typical antenna 
is covered in thousands of t iny tubercles and 
scent-sensitive hairs, making it super-sensitive to odors. 
The insect can smell and identify a range of smel ls twice 
as great as the best hunting dog , at twice the range! 

Note: Son ic and vibration weapons and super powers 
infl ict an additional 1 06 damage and temporari ly knock 
out al l of the al ien's special antenna abi l it ies for 304 me
lee rounds per blast. 

Antenna: Smel l ing Powers : 

1 .  Track and maneuver by smell alone: 75%. ;  rol l  
once for every 1 000 feet (305 m) .  Double range to fol low 
the chemical secret ions of that species, and four mi les 
(6.4 km) for smel l ing the chemical alarm of that species 
(automatical ly recognizes alarm chemicals) . A failed rol l  
means the scent tra i l  is temporarily lost; two successful 
rol ls out of three means the trai l  has been rediscovered. 

2. Identify common, known smells, and insect 
chemical smells: 90%. Range: 1 200 feet (365 m) .  
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3. Remember and identify a specific unusual scent: 
50%. Range: 1 200 feet (365 m) . 

4. Smell the coming of rain and large fires: 60%; two 
mi les (3.2 km) range. 
Antenna: Touch Powers: 

1 .  Accurately identify common , known objects/sub
stances: 30% +5% per level of experience (30% if uncom
mon) .  

2.  Identify temperature (with in 1 06 degrees): 50% 
+5% per level of experience ; includes air temperature .  

3.  Accurately identify wind direction: 30% +5% per 
level of experience . 

Antenna: Hearing/vibration/motion sensing abil ities: 

1 .  Track by sound alone: 30% +3% per level of expe
rience. The characters can locate human prey by fol lowing 
the vibration of a runn ing car or a robot engine, voices , 
noise from movement, or the audio transmissions of a ra
dio. Range: 1 000 feet (305 m) . 

2. Motion detection and track by motion detection 
alone: 50%. Can fol low and locate prey by fol lowing the 
air vibrations caused by movement (not sound per se , but 
air movement) . Range: 500 feet ( 1 52 m) . 

3. Feel the vibrations of an approach ing ground vehi
cle(s) , g iant bot, herd of mammals, and giant animals, up 
to s ix m i les (9.6 km) away. Runn ing or walking humans, 
2000 feet (365 m) away. Flying veh icle or animal, 4000 
feet ( 1 22 m) away. 

4. Hear u ltrasonic sounds; super keen hearing : Av
erage range 2000 feet (61 0 m) .  

5. Communicate with u ltrasonic sound: Average 
range 2000 feet (6 1 0  m) .  Can also produce and communi
cate us ing sounds audib le to humans. 

I nsect Chemicals 
The insect can secrete a variety of chemicals that send 

a warn ing scent to other members of its species or as a 
means of natural defense. Many, but not a l l ,  i nsects can 
have one or two of the fol lowing chemical spray abi l it ies. 
Those with a chemical system wil l have the chemical 
alarm and one additional (player or G .M . 's choice) . As
sume the specific al ien characters that fol low do not have 
a chemical abi l ity un less it is specifically stated . 

Chemical Alarm: The warning scents include danger, 
attack, and death (of the sender) . The scent can be 
smelled a distance of about four  m i les (6.4 km) .  The scent 
can only be smelled by other insectoids of that same spe
cies, and characters with advanced/superior sense of 
smel l  ( including Dog Boys) . 

Chemical Trai l :  The al ien secretes a chemical that is 
left on the ground and on fo l iage that the insect travels ,  al
lowing others of its species to fol low h is tra i l .  Not avai lable 
to flying insects. 

Chemical Attack: A corrosive acid spray can be 
squi rted from the insectoid's mouth , hands or special 
glands (usually located on the head, neck or shou lders) 
and occasional ly, the abdomen .  The range is l imited and 
the chemical is typically used to infl ict more damage to 



wounded prey. Common among ants. Range: 20 feet (6 
m). Damage: 406 S.D.C .  (or 206 M.D.C . ) ,  Bonuses: 
Counts as one additional attack per melee , +2 to strike 
with spray attack. 

Chemical Death: When the al ien is ki l led or loses 80% 
of its main body S .D .C .  or M .D .C. , it releases a strong 
chemical that reeks of death . This warns others of its kind 
that one of their members has just been violently slain ;  
signal l ing danger. 

Chemical Love: A chemical aroma is released that can 
be smelled by adult males of the same species for up to 
four mi les (6.4 km) .  Males are i rresist ibly drawn to the 
area and are bewitched by the females' aroma of love: 
must rol l  an 1 8  or higher to save vs the insect love chemi
cal - no bonuses to save are applicable. 

The intoxicated male is d istracted and doci le, thinking 
only of mating and ignoring al l else except self defense. 
Penalties: Reduce the character's number of melee at
tacks by half, -6 on in itiative , -3 to str ike ,  parry and dodge. 
Plus the love-sick bug wi l l  not leave the side of the female, 
even if under attack, unti l  he has mated. Note that only fe
males can secrete this chemical and the love scent affects 
only members of that specific species of insect. Automatic 
for all beetles, moths, and butterfl ies. 

Danaus (Atorian Empire) 
The planet Danude is the learn ing and knowledge cen

ter of the Atorian Empire .  It is a h igh gravity planet cov
ered in green grass, vegetation, sparkl ing oceans, and 
blue skies located deep with in the Empire ,  about 23 l ight 
years from the Imperial Core System. The Atorian Em
press, Phi l ia ,  has her palace and seat of power for the 
Fourth Imperial Sector on Danude. Scholars of promi
nence from across the Empire reside or frequent its l ibrar
ies and places of learn ing ,  whi le many from outside pay 
handsome prices for the privi lege of using l im ited faci l it ies. 
Some of the greatest m inds of the galaxy gather here, but 
the Scholars that orig inal ly founded this mecca of learn ing 
do not share in  i ts glory. The Danaus no longer call 
Danude home. 

The planet was caught in the second wave of the 
Atorian expansion campaigns some 600 years ago. At that 
t ime, the Atorian Empire was not the overwhelming force it 
is today, so thei r presence in  that sector of space did not 
cal l for immediate alarm . When the Atorian fleet sur
rounded the planet and demanded its peoples surrender, 
the Danaus refused. The majority of the population were 
Scholars, scientists and people of peace. They were not 
prepared for the savagery of the Atorians' onslaught. They 
val iantly defended their l ibraries, col leges, and data bases 
to the best of their abi l it ies, but in the end they fel l  to a su
perior power. The battle lasted longer than it would have 
because the invaders sought to preserve the wealth of 
knowledge and intergalactic h istory. This also made the 
people suffer more at the hands of the cruel Atorian invad
ers. Though hundreds of mi l l ions were conquered and en
slaved , the noble and honorable Danaus refused to 
cooperate and proclaimed that they'd rather die than help 
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the vi le Atorian Empire conquer other people. Thei r  angry 
conquerors gave them their wish and slaughtered mi l l ions. 
When the Empress f inal ly put an end to the massacre , not 
more than six mi l l ion Danaus remained. Only a few thou
sand refugees had managed to escape into space, the re
main ing survivors were enslaved and scattered throughout 
the Atorian Empire. 

The majority of the refugees found a d imensional sy
phon and escaped to another planetary system. There 
they found the planet Nors, which was remin iscent of their 
homeworld , and have settled there to bu i ld new l ives. 
Their desire to reestabl ish themselves as a source of 
learning sent the insects back into space and drove them 
to intense research in an accumulation of knowledge. As a 
result of their d i l igent efforts, the danaus remain perpetual 
students and keepers of h istory, science, the arts, magic 
and knowledge of al l kinds. An ancient dana us saying is , 
''The key to the Megaverse is  through knowledge. With 
knowledge, al l  of its secrets can be un locked."  Their num
bers have grown over the centuries to approximately 3.7 
mi l l ion .  Many of them travel the galaxy in their 
never-ending search for higher knowledge and col lect an
cient or al ien items, artifacts , and magic for the al ready ex
tensive l ibraries on Nors. Explorers/researchers are often 
loners and l ive and work with people from other worlds. 

An estimated 48 mi l l ion Danaus, most of whom (99%) 
have been born in captivity, serve the Atorian Empire as 



slaves. Yet even though these people have been slaves 
for nearly 600 years, they have great spirit and do l ittle to 
help their enslavers to hurt or enslave others. They are 
taught Oanaus h istory and exh ibit the same driving curios
ity and craving for knowledge that they always have. In the 
last 50 years, a secret information underground has been 
developed , l inking about 64% of the Oanaus slaves to 
share observations and information. If the opportun ity 
arises, they wi l l  help the enemies of the Empire to free 
other slaves, but they wi l l  stay to help thei r people and to 
observe. 

Danaus (pronounced dan-ouse) 
Alignment: Any, but most are scrupulous, unprincipled or 
anarch ist. A truly evi l  Oanaus is a rarity. 
Attributes: 1 .0.  306+4 , M .E .  406, M .A. 406, P .S.  406, 
P.P. 306, P.E. 306, P.B. 1 06 ,  Spd . 306x3 
Hit Points:  Standard , P .E .  p lus 1 06 per level of experi-

ence.  
Medium Armor Exoskeleton: A.A.  1 6 , 200 S.O.C.  
Horror Factor: 1 1  
Height: 5 feet plus 1 06 inches ( 1 .5 to 1 .7 m) .  
Weight: 1 00 plus 204x1 0 pounds (54 to 82 kg) .  
Average Life Span : 80  years. P.P.E. :  1 06 
Super Abil ities: I n  addition to their natural insectoid pow

ers, 33% of them are psionic, with the fol lowing abi l ities 
(in addition to other selections as a latent psion ic) : 
Death trance, total recal l and speed reading. I .S .P .  bo
nus of 406. The scholarly insectoids can be any occu
pation but most are researchers, Scholars, art ists and 
h istorians. 1 2% are practitioners of magic. 

Natural Abil ities: All the features of the compound eye 
and antennae; no chemical secretion .  

Special Weapons and Vehicles : The equivalent of most 
types of weapons, hover vehicles and spacecraft are 
avai lable. Most wi l l  try to use non- lethal weapons when
ever possible. 

Preferred Armor: Due to the highly protective nature of 
their exoskeletons, most Oanaus do not wear armor. To 
breathe in inhospitable atmospheres, they wi l l  wear a 
helmet or face mask with an air purification system 
and/or air supply. 

Fami l iarity with Earth: Through their extensive col lection 
of knowledge and information , the Danaus have infor
mation on Earth equal to the "Some fami l iarity" result 
on the Fami l iarity with Earth table. Their l ibraries con
tain many volumes on a number of different planets 
(and those on Nors include data about other dimen
sions). 

Rifts Note: The Danaus of Nors have discovered that 
there are many dimensions layered one on top of the 
other to create a myriad of real ities . They have mas
tered some of the secrets of magic and d imensional 
travel via Rifts and magic. They are aware of the 
Splugorth , Temporal Raiders, and supernatural mon
sters, but have maintained a qu iet presence in  the 
Megaverse to avoid another incident l ike that with the 
Atorian Empire. Thus, they tend to be quiet, unobtru
sive people. Even so, Oanaus are counted among the 
slaves of the Splugorth and other powerful forces in the 
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Megaverse. In the Rifts sett ing, most Oanaus will be 
Temporal Wizards, Sh ifters, Ley Line Walkers, Mystics, 
Scholars, Body Fixers and Operators. 

The Coalition States and other human supremacists 
wi l l  consider the gentle Oanaus to be horrible monsters 
and destroy them whenever they are encountered . 
Most humans and O-Bees may shun them as monsters. 
The Oanaus' inhuman appearance may cause humans 
and O-Bees to mistake them for demons and other 
frightening monsters. 

I n  the Phase World sett ing , these insectoids wi l l  fit the 
same basic sett ing as described for Aliens Unl imited. 
They wi l l  avoid the Splugorth and are careful in their 
deal ings with the Narun i  and other unsavory people 
and forces. 

Lixilas 
The Lixilas are a race new to long-range space travel .  

Their society's technological level is h ighly advanced, but 
they have developed spacecraft with a propulsion system 
that would exceed the speed of l ight only with in  the last 
decade. Now that they have achieved this , other races are 
welcoming them into the galactic community. This has 
given them the opportun ity to experience other people and 
cultures and to trade for technology even more advanced 
than their own . The Lixi las are thri l led by these develop
ments and are currently very devoted to diplomatic rela
tions with the numerous other races. They are also very 



i nterested in exploring the far reaches of space and see
ing all the wonders of the un iverse. 

Their home planet is a thermal world , known as Xi I .  
Most Lixi las inhabit the scorching tropical latitudes where 
temperatures can reach 200 degrees Fahrenheit (93 C) ,  
but these areas are covered by rain forests and trees that 
tower as h igh as 800 feet (244 m). The heat of the planet 
causes pressures to bui ld in its surface , and the ores there 
are greatly compressed , i ncreasing their density. The 
Lixi las' main bartering chip for advanced tech is this 
dense , Kisentite- l ike ore. Many of the insectoids' tradi
t ional weapons are swords,  spears and polearms made 
from this metal .  These same tough metals are used in  
their robots and body armor, although their level of  ad
vancement (equal or superior to most) is a closely 
guarded secret. Thei r  robots are never exported or sold. 
They are held in  reserve as a means of defense ("an ace 
in the hole," so to speak) . 

The Lixilas have a higher than normal incidence for the 
manifestation of super abi l it ies, with about 28% of the pop
u lation exh ibit ing them to some degree. Those with spe
cial powers wil l be recru ited and coaxed into an 
occupation where they can be put to best use. Most indi
viduals that do gain super abi l it ies cannot resist the offers 
of thei r  mi l itary, space program and expedit ions to other 
worlds. 

All positions of authority in  the Lixi las' society are held 
by the females. All lawmakers, government officials, and 
mi l itary officers are females. Although this does mimic an 
insect social structure to some extent, the Lixilas are by no 
means a h ive society. The individual is important and they 
enjoy many forms of art and personal expression . A male 
can achieve a social status or rank as high as any female, 
but they must work twice as hard and tolerate sexual prej
udice. 

Lixi las (pronounced l icks-i l- Ias) 
Alignment: Any 
Attributes: I .Q. 306, M .E .  306, M .A. 306, P.S. 406, P .P .  
406,  P .E .  406,  P .B .  1 06, Spd.  406 
Hit Points: P.E .  x2 p lus 1 06 per level of  experience. 
Medium Armor Exoskeleton : A.A.  1 6 , 200 S.O .C.  
Horror Factor: 1 2  
Height: 5 feet plus 406 inches ( 1 .6 to 2 . 1  m) .  
Weight: 1 00 plus 206x1 0 pounds (54 to 1 00 kg) . 
Average Life Span: 75 years. P.P.E. :  1 06 
Super Abil ities: Lixilas characters can be created from 

any of the Super Power Categories found in Heroes 
Unl imited, except magic and physical train ing. 

Natural Abil ities: All the features of the compound eye 
and antennae; no chemical secretion. They are also in
stinctive cl imbers 90%/80%, swimmers 80% and are re
sistant to heat and f ire (half damage) . 

Special Weapons and Vehicles : The equivalent of most 
types of weapons, hover vehicles and spacecraft are 
available. 

Preferred Armor: Due to the highly protective nature of 
their exoskeletons, most do not wear armor. To breathe 
in inhospitable atmospheres they wi l l  wear a helmet or 
face mask with an air pu rification system and/or air sup-
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ply. A ful l  environmental exoskeleton that looks just l ike 
the Lixilas is used by the mi l itary and some explorers: 
A.A. 1 8 , S .O .C . :  250, adds 6 pOints to the wearer's P.S.  
and 1 2  to h is speed. It comes with a detachable jet 
pack, retractable forearm blades (206 damage each) 
and a second pair of robot arms (add one attack per 
melee) . 

Famil iarity with Earth : The Lixilas are eager to help other 
races that are on the br ink of reaching the stars, and 
they col lect information on such planets, including 
Earth . Their  current knowledge of Earth is equal to the 
"Has studied" result on the Fami l iarity with Earth table. 

Rifts Notes : In the Rifts RPG sett ing, the Lixi las wi l l  be 
regarded as monstrous O-Bees. The Coalition States 
and other human supremacists wi l l  see them as dan
gerous beings because of their inhuman appearance, 
technology and powers. They may also be mistaken for 
monsters and demons. 

If set in  the Rifts: Phase World envi ronment, they are just 
one of the less advanced and curious al iens who visit 
that world. These insectoids wil l fit the same basic set
t ing as described for Aliens Unl imited. They can be 
explorers ,  adventu rers or Mercenaries. 

Manteze -----------

The Manteze are an imposing race of i nsectoid warrior 
Mystics. They are a very hardy people with exoskeletons 
strengthened and pol ished by the abrasive atmosphere of 
their homeworld Fiktia. Their resi l ient exoskeletons are a 
smooth , glossy black and their eyes a sparkl ing green. 
The plates of their natural armor are as strong as some 
tanks! Combined with thei r magical abi l it ies and combat 
train ing,  this makes them extremely formidable opponents .  
Young Manteze are raised on Fiktia and trained by the e i 
ders in  the arts of combat, self-awareness and magic. 
Warriors , both male and female, are taught to rely mostly 
on their wits , natural abi l it ies and magical powers. They 
may use other, so-cal led "technological ly advanced" 
weapons, but are taught never to become completely rel i 
ant on them l ike humans and so many others. Also as part 
of their combat train ing ,  each is schooled in tactics and 
the combat appl ications of their spel ls. 

Upon reaching physical maturity at the r ipe old age of 
ten ,  the newly recogn ized adults are sent into space as 
part of thei r  rite of passage into adu lthood. They must 
wander the galaxy for at least 20 years to bui ld character, 
to learn about l ife and to f ind a d i rection for themselves. 
Most (72%) eventually return to Fiktia to mate, have chi l
dren ,  become elders, and teach the young. 

The elders on Fiktia are not necessarily the oldest of 
the race. They are adults who have found themselves and 
returned to the homeworld to help the young continue the 
cycle. The planet is home to mi l l ions of elders and mi l l ions 
more young. The Queen Mother is the supreme ruler of 
the race. She is very old and powerful in the ways of 
magic ( 1 0+204 level of experience) . She uses her unpar
al leled Mystical abi l it ies to guide and rule her people. Al
though the Queen Mother is the u ltimate leader, males 



helmet or face mask with an air purification system 
and/or air supply or use magic. They can also use 
magic to communicate . 

Fami liarity with Earth: Through travels and Mystical 
means, the Manteze have col lected information on 
Earth that is equal to the "Has studied" result on the Fa
mi l iarity With Earth table. 

Rifts Notes: Basical ly the same as the Lixi las. I n  Rifts 
they can be any of the magic O.C.C.s ,  including Tem
poral Wizard , Temporal Warrior, biomancer and necro
mancer! 

Photins -----------

The Photins were once the el ite shock troops of the 
Atorian Empire. They were impressive , menacing sold iers 
with natural ,  black chit in exoskeletons, four  arms, and 
large, insect- l ike wings. They were tough , cunning, re
sourceful and merci less soldiers who were hard to ki l l  and 
could fly under thei r own power. Thei r  homeworld has long 
been forgotten ,  but it was a high radiation planet. The 
Photins' natural resistance to radiation al lowed them to be 
sent in for cleanup operations right after a nuclear strike ,  
and they were not used exclusively as shock troops. Able 
to use the darkness to h ide themselves, the Photins also 
made fearsome assassins, saboteurs and spies. Like hor
rible animated shadows, they appeared seemingly from 
nowhere (a tree, the cei l ing ,  the sky) to slaughter thei r en
emies. 

6Breaox� For 400 years the Photins were the favored warriors of 
the Atorians. It was through their efforts that the young 
Empire made incredible inroads during their legendary 
second wave of expansion . The aggressive mi l itary con-

and females can attain equal positions and status with in  quest of  entire worlds, one after another by the Atorian 
the Manteze society. Empire ,  meant centuries of combat. As the Atorians gath-
Manteze (pronounced man-teeze) ered al l ies in their expansion , they qu ickened their efforts 
Alignment: Any, with lean ings toward good and selfish . to expand. Some Photins of great ski l l  or reputation were 
Attributes: 1 .0. 306, M .E .  306, M .A. 306, P.S. 506, P .P .  given positions as premier operatives, but  the majority of 
306, P .E .  306+3, P .B .  204, Spd. 406 the insects remained on the front- l ine. The instinctively 
Hit Points: Standard , P .E .  p lus 1 06 per level of experi- predatory Photins loved war, but their numbers dwindled 

ence. with each new conquest. The battle for Yakin ,  200 years 
Heavy Armor Exoskeleton: A.A. 1 8 , 300+306x1 0  S.O.C.  ago ,  would end the Photins' re ign as the el ite shock troops 
Horror Factor: 1 0  of the Atorian Empire. I ntel l igence had been faulty and 
Height: 5 feet plus 1 04 feet ( 1 .8 to 2 .7 m) .  sent 250 mi l l ion photin warriors to the i r  doom. Although 
Weight: 200 plus 406x1 0 pounds ( 1 09 to 1 99 kg) . outnumbered twenty to one, the incredible insectoids held 
Average Life Span: 90 years . al l  but two strategic positions unt i l  reinforcements arrived . 
Super Abil ities: All Manteze have natu ral magic abi l it ies; Yakin fel l to the Empire but the price was too high. Of the 

see Mystic study in  the Magic section of Heroes Un l im- 250 mi l l ion troops sent to Yakin ,  only 37 mi l l ion survived 
ited , 2nd ed . P .P .E .  Bonus of +1 5 .  and 40% of them would perish i n  other battles across the 

Natural Abil ities: All the features of the compound eye galaxy. 
and antenna, and chemical secretions: warn ing ,  chemi- Today an estimated 1 64 mi l l ion Photins are scattered 
cal trai l ,  and chemical attack. They also have the abi l ity throughout the Atorian Empire. Surprisingly, the warriors 
to cl imb wal ls and cei l ings equal to the minor super did not blame the Atorian Empire for the near destruction 
abi l ity adhesion, and are instinctive swimmers (75%) . of their race. Violent death is the end of any warrior. They 
Special combat train ing bonuses give them +2 on in itia- were simply proud that they held thei r posts when the 
tive , +2 to pu l l  punch , +2 to rol l  with impact or fal l ,  +3 to planet fe l l ,  and that the Atorian Empire wrote songs and 
save vs Horror Factor and + 1 to save vs magic. stories, and made films about their courageous last stand , 

Preferred Armor: Oue to the amazing strength of their and praise them to th is day as heroes of the Imperial 
exoskeletons, they never wear additional armor. To Realm. Only a few rogues oppose the Empire and hate 
breathe in  inhospitable atmospheres they will wear a the Atorians for ki l l ing their people. 
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For the last two centuries, the Atorian Empire Photins 
have been used as special el ite operatives, mainly for es
pionage, seek and destroy missions and assassination. 
From time to t ime, an entire f ie ld army wi l l  be dropped into 
trouble zones to eradicate especially difficult or stubborn 
problems. An estimated 6 to 1 0  mi l l ion non-al l ied Photins 
(many are Mercenaries and pi rates) are bel ieved to l ive 
and work in other parts of the galaxy. 

Photins (pronounced foe-tins) 
Alignment: Any, but most tend to be anarch ist or evi l .  The 
Photins are murderous predators who love to hunt and ki l l  
more than anything in the universe . They also engage in  
tortu re and acts o f  brutality. 
Attributes : La. 306, M.E .  306, M.A. 306, P.S.  406, P.P .  
306, P.E .  306, P.B .  1 04,  Spd .  606+1 0 running.  
Hit Points: Standard , P.E.  p lus 1 06 per level of experi-

ence .  
Medium Armor Exoskeleton:  A.A.  1 6 , 200 S.O .C .  
Horror Factor: 1 5  
Height: 6 feet plus 1 06 inches ( 1 .8 to 2.0 m). 
Weight: 1 95 plus 1 06 pounds (89 to 91 kg) . 
Average Life Span: 75 years. P.P.E. :  1 06 
Super Abil ities: All Photins have the fol lowing super abi l i 

t ies: Control radiation ,  mu lt iple l imbs (new; four  arms 
and hands, adds one additional attack per melee 
round) , flight: winged ( insect; actually a natural abi l ity) , 
adhesion (natural) , n ightvision (natural) , and 
nightstalking. Phot ins do not rol l  for additional super 
abi l it ies. 
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Natural Abil ities : All the features of the antenna and 
chemical tra i l .  They are also ambidextrous (one addi
t ional attack per melee round). Photins are natives of a 
high radiation p lanet which also makes them immune to 
the effects and damage from radiat ion. They also give 
off low levels of radiation that can be harmfu l to those 
exposed to them for two weeks or more. See the High 
Radiation homeworld description for detai ls . 

Special combat tra in ing bonuses: +3 on in itiative, +2 
to pul l punch, +2 to rol l  with impact or fal l ,  paired weap
ons, +6 to save vs Horror Factor and +1 to save vs pOi
son and disease. 

Fl ight Bonuses: When in fl ight, these warriors get an 
additional attack per melee round, are +2 to strike, +2 
to parry, and +4 to dodge at speeds below 80 mph ( 1 28 
km) ,  +6 when flying faster than 90 mph ( 1 44 km) . See 
the appropriate super abi l ity descriptions for fu l l  detai ls. 

Special : Advanced Eye: This insect eye is smaller, 
about twice the size of a human eye, has mammal- l ike 
vision capable of seeing color and small detai ls and is 
considered equal to the minor super abi l ity advanced 
Sight. 

Special : Horns: A pair of bony horns protrude from 
the sides of the head. They infl ict 204 damage from 
head butts and can be used to parry attacks. 

Special Weapons: Any, usually a variety of Atorian de
sign. 

Special Vehicles:  Antigravity Medal l ion :  maximum speed: 
1 00 mph ( 1 60 km) , S .O .C .  8 ,  altitude is un l imited. Maxi
mum weight al lowance: 1 000 pounds (450 kg) . 

Preferred Armor: Oue to the protection of their 
exoskeletons, they seldom wear armor. To breathe in 
inhospitable atmospheres they wi l l  wear a helmet or 
face mask with an air purification system anellor air sup
ply. 

Fami l iarity with Earth: None. 
Rifts Notes: Basically the same as the Lixi las. They make 

fabulous thieves, spies and assassins (can be any mer
cenary O.C.C. ) .  They will be coveted as agents and 
minions of the Splugorth , Soul Worms, Sunaj ,  Narun i ,  
the Gargoyle Empire ,  Black Marketeers, warlords and 
other criminal or evi l forces. Most of these 
black-hearted predators wi l l  associate with anybody, in
cluding demons, Gene-Spl icers and vampires, if the 
work is good and they are treated wel l .  

Pyralis -----------

Pyral is are various shades of pale green or blue with 
yel low eyes. Their bodies are covered in protective plates 
that give them one of the strongest exoskeletons in the 
un iverse. 

Approximately one hundred years ago , thei r planet, 
Litha, became a target of the Atorian Empire. The Pyral is 
knew they couldn't f ight the Atorian invasion fleet so they 
mustered al l  of their spacecraft into a rag-tag armada, col
lected al l the people they could and blasted into outer 
space. The Empire al lowed them to leave and took the 
planet without contest. The remaining Pyral is popu lation 



surrendered and took their chances under the dictatorship 
of the Atorian Empire .  

As the moving fleet of refugees searched for another 
planet to cal l  home, they found many people in the galaxy 
that suffered from injustices simi lar to thei rs .  This included 
cities ruled by petty tyrants, nations control led by cruel dic
tators, and other races that had been obl iterated or en
slaved by the Atorian Empire .  The Pyral is decided to do 
what they could for those less fortunate than themselves, 
especial ly the more primitive societies where their i nter
vention could have a profound impact. Operatives are sent 
to help as soon as a trouble spot is found. They commonly 
have l ittle or no knowledge of the planet or people they 
help, but they real ly don't care. The only problem is that 
these insectoids are so determined to help others that 
they can often be tricked or manipu lated into helping crime 
lords, tyrants, smugglers, p i rates and others. However, 
they general ly do more good than bad . 

Pyralis (pronounced pie-ral-is) 
Alignment: Any, but tend to be good. 
Attributes : 1 .0. 206+3, M .E .  206+2, M .A. 406, P .S.  606, 
P.P. 306 , P.E. 406, P .B .  206, Spd. 406 
Hit Points: P.E. x3 plus 206 per level of experience. 
Heavy Armor Exoskeleton :  A.R.  1 8 , 300+406x1 0  S.O .C.  
Horror Factor: 1 2  
Height: 5 feet plus 306 inches ( 1 .6 to 2 .0 m) .  
Weight: 1 20 plus 206x1 0 pounds (63 to 1 09 kg) . 
Average Life Span: 85 years 
P.P.E. :  406 or by Magic Power Category. 

Super Abil ities: Pyral is warriors/champions are typical ly 
one of the fol lowing Super Power Categories: Magic 
(0 1 -35%) , super-powered mutant (36-70%) ,  experiment 
(7 1 -75%) , physical tra in ing (76-85%) or hardware 
(86-00%) . 

The cold condit ions of Litha have made the Pyral is 
extremely tolerant to freezing condit ions. They begin to 
suffer heat exposure at 50 degrees F ( 1 0 C) .  See the 
frozen world description for effects and damage from 
exposure .  Refrigerated survival su its found in the 
equ ipment section are necessary to avoid exposure .  

Natural Abil ities: All the features of the compound eye 
and antenna (no chemical secretion) ,  impervious to 
cold (even cold-based magic does half damage, and 
they receive a +4 to save) , and are +2 on in itiative , +2 
to pu l l  punch, +1 to rol l  with impact or fal l ,  +2 to save vs 
Horror Factor and + 1 to save vs magic. 

Special Weapons: They can use any, but seem to prefer 
hand-held melee weapons, especial ly energy swords 
and clubs. 

Special Vehicles:  Any except antigravity .  
Preferred Armor: Their exoskeletons are so powerfu l that 

they seldom wear additional armor. To breathe in in
hospitable atmospheres they wi l l  wear a helmet or face 
mask with an air purification system and/or air supply or 
use magic. They can also use magic to communicate. 

: Fami l iarity with Earth : The Pyral is have no fami l iarity 
with Earth. Rifts Notes: Basically the same as the 
Lixi las. I n  Rifts they can be any of the magic O.C.C.s ,  
including Mystic, Ley L ine Walker, Shifter , 
Techno-Wizard , Necromancer and Priest. 
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Relogians ----------

Relogian society is somewhat h ive-l i ke .  It is governed 
by the eldest, most competent females. Younger females 
can occupy other posit ions of power and authority below 
the heads of state, but the higher offices are reserved for 
the eldest. Most females are Scholars, scientists, healers, 
engineers/bu i lders, and leaders in  every branch of society ,  
including the male-dominated mi l itary. Males are consid
ered beneath females and compose the labor force and 
mi l itary. It is diff icult for males to achieve any respectable 
status or level of power and it is nearly impossible for a 
male to succeed in the pol itical arena. 

The homeworld of the Relogians is cal led Relo. It is  a 
beautifu l ,  Earth- l ike p lanet covered with forests and jun
gles. I ts low gravity does l ittle to impede the skyward 
growth of trees and plants, so most native l ife forms are 
tal l ,  elegant, and gracefu l .  The majority of Relogian cities 
are bu i lt in  the trees or giant, skyscraper- l ike pi l lars remi
n iscent of termite mounds. 

The Relogians bel ieve the planet is nurtured by the 
goddess Arsta. The insects have great faith in their deity 
and bel ieve they are Arsta's chosen people, and are des-
t ined for greatness. This bel ief stems from the fact that 
Relogians may seem to "die" many times, but are mi racu
lously restored or resurrected before finally ceasing to ex
ist. The many l ives of the Relogians make them devoted 
to Arsta. No one knows if these mu lt iple l ives are the re-



suit of divine intervention , or something entirely different, 
but changing the mind of a relogian wi l l  be impossible. 

The insectoids consider it their duty to aid and defend 
less advanced cu ltures. They try to help people to avoid 
the dangers and pitfal ls they may be creating for them
selves. Relogians who choose to champion these causes 
can act on thei r  own or accept a government assignment 
on a planet in need of assistance.  Many wander the uni
verse l ike kn ights-errant or sagely advisors. When on as
signment, the insectoids normally employ easily hidden 
antigravity su its and carry stun-type energy clubs and pis
tols. Although many try to avoid violence and hurting oth
ers, they can use any type of weapon and are capable 
fighters. 

Relogians who reject Arsta and turn toward evi l ,  can 
seem to be evil incarnate. These are frequently males who 
have died several t imes, only to return to l ife without any 
great revelation or i nsight as to their fate . They engage in 
brutal acts of  murder, rape, torture and destruction . They 
can be pi rates, Mercenaries, assassins, crime lords, super 
vi l lains or despot rulers of weaker people who wi l l  resort to 
anything to get what they want. Many are qu ite mad. 

Relogians (pronounced reh-Iow-guy-ans) 
Alignment: The great majority of Relogians wi l l  be of 
good or self ish al ignments. Evil al ignments are rare in the 
young and are more common among those who have died 
and returned several times . These individuals begin to 
lose their grip on real ity and become angry and bitter. 
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Many become heretics who bel ieve that the goddess is a 
chaotic entity who keeps bringing them back to l ife to do 
She-on ly-knows-what. 
Attributes : 1 .0.  306, M .E .  306, M .A. 306, P.S. 506, P .P .  
406,  P .E .  306,  P .B .  1 04,  Spd.  606 
Hit Points: P.E .  x3 p lus 1 06 per level of  experience. 
Medium Armor Exoskeleton: A.A. 1 6 , 200 S.O .C.  
Horror Factor: 1 4  
Height: 8 feet , 8 inches plus 306 inches (2.7 to 3. 1 m). 
Weight: 250 plus 304x1 0 pounds (1 27 to 1 68 kg) . 
Average Life Span: 1 25 years. P.P.E. :  306 
Super Abi l ities: All regol ians have the fol lowing super 

abi l it ies: Mu lt iple l ives , adhesion , heal ing factor, and ra
dar. Relogians do not rol l  for additional super abi l it ies. 

Natural Abil ities: All the features of the compound eye 
and antennae (the two large, horn- l ike protrusions are 
its antennae) , and chemical secretion: warn ing and 
death. They are also instinctive cl imbers (85/75%) , ac
robats (70%) and swimmers (65%) .  Special bonuses: 
+ 1 on in itiative , +1 to pull punch ,  +2 to rol l  with impact 
or fal l .  

Special Weapon: Can use any,  but the energy stun-club 
is a favorite: Length : 2.5 feet (0 .8 m) .  Weight: 2.7 
pounds ( 1 .2 kg) .  Oamage: 1 06 plus the victim must 
save vs non- lethal poison or be stunned to the effect of 
losing in it iative and is -4 to strike ,  parry, and dodge for 
1 06 melee rounds. 

Special Vehicles : Can use any, but a favorite is the 
antigravity suit : Maximum Speed: 1 20 mph ( 1 92 km) , 
S .O .C.  60, maximum altitude: un l imited, maximum 
weight al lowance: 800 pounds (360 kg) .  

Preferred Armor: Oue to  the protection o f  thei r  
exoskeletons, they seldom wear armor. To breathe in  
inhospitable atmospheres they wi l l  wear a helmet or 
face mask with an air purification system and/or air sup
ply. 

Fami l iarity with Earth: The Relogians have sent champi
ons to Earth before. As a result , they possess informa
tion on Earth equal to the "Some fami l iarity" result on 
the Fami l iarity With Earth table. 

Rifts Notes : Basical ly the same as the Lixi las. They can 
be any of the scholar or adventure O.C.C.s ,  druids or 
priests. None possess psionic abi l it ies or practice 
magic. In the latter case, it would seem wrong to rely on 
(magic) powers not provided by their goddess. 

Xippus -----------

The Xippus are from a dark, twi l ight planet called 
Minticka. They are a tal l  race of insect humanoids with 
dark brown , gl istening exoskeletons and large compound 
eyes. Their  society is very hive- l ike in several respects. A 
queen presides over each city. Al l  other posit ions of power 
are held by females, and the males function as the work
ers and warriors. The females in a city are l im ited to cer
tain numbers. Males normal ly share communal l iving 
quarters , wh i le females own houses or large estates. Per
haps the most dramatic h ive characteristic found in the 
Xippus culture is the expulsion of members who are detri
mental to society. This normally includes the old, weak, 



crippled , sick, and dying, but the Xippus tend to carry it to 
extremes. They exi le anyone who is d ifferent, or not 
"pure." This includes those with deformities, mutant fea
tures, psionic powers or super abi l it ies. Even those with 
d ifferent colorings are sent away. Only the queens are al
lowed to have psionic or super abi l it ies, and only females 
are taken care of when they get old or sickly. Any 
insectoid who resists expulsion or who attacks or harms a 
"pure" Xippus is slain on the spot. 

This revulsion means they are also fai rly i ntolerant of 
other races. They consider most mammals and amphibi
ans to be inferior and dangerous. Other are considered 
potential rivals and enemies. Most other l ife forms are 
viewed with suspicion. Consequently, the average Xippus 
avoids contact with other l ife forms and l ives happi ly on 
their homeworld. I nterstel lar trade is extremely l im ited and 
preferably conducted with inorganic or plant l ife . Al ien visi
tors are usual ly kept at special outposts. Any who 
threaten ,  harm or ki l l  a Xippus are captured and slain .  Any 
who threaten a queen are executed and their companions 
told to immediately leave their planet, never to return , or 
they' l l  suffer the same fate. 

The Xippus have a technologically advanced civi l ization 
with fai r  space capabi l it ies. Many exiles are placed on 
smal l spacecraft in  groups of 30 to 90, with min imal sup-
pl ies and no weapons and rocketed to a nearby planet 
that can support l ife . In a strange way this is their idea of 
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space colonizat ion. A surprising number have survived the 
bleak trip and have started several dozen t iny colonies. 
Others have stumbled upon far-off space stations where 
they are introduced to the strange l ife of non-insectoids. 
Others drift aimlessly unti l they die or are intercepted by 
pirates ,  slavers or explorers. Many of these rescued 
insectoids have managed to integrate themselves into ga
lactic l ife . Other exiles may h itch a ride with alien traders 
or l ive i n  small h ive commun ities away from the rest of 
Xippus society. If their community gets too large and is 
perceived as a threat, the dominant Xippus will either 
break the community up into smaller fragments or attack, 
ki l l ing 4D6 percent and capturing an additional 3D6 per
cent and launching them into space. 

They adapt best when separated as individuals or small 
groups of two to eight. Individuals and small groups tend 
to be submissive , helpful and loyal .  They can be incredibly 
savage and aggressive and make excellent soldiers, Mer
cenaries, bodyguards and p irates. Larger groups keep the 
h ive mental ity and consider most non-insectoids to be in
ferior monsters and often plot against them and/or try to 
establ ish a new h ive . Exiles may be bitter toward their 
race for exi l ing them, but the h ive instinct tel ls them to for
get about it and to start their own h ive. Mammals, other 
insectoids and al ien l ife forms are instinctively perceived 
as inferiors and/or enemies of the Xippus. Whi le individu
als wi l l  be submissive , large groups are instinctively pred
atory, territorial and aggressive . Xippus space pi rates and 
criminals are among the most ruth less, merciless and 
bloodthi rsty in the un iverse. 

Note: Remember, the exiles were driven away because 
they were different from the average Xippus. This means 
the majority possess super abi l it ies or psion ics. 

Xippus (pronounced zeye-pus) 
Alignment: Any, but mostly selfish and aberrant evi l .  
From a human/mammal point of  view, Xippus are preda
tory insects and evi l  enemies. 
Attributes : La. 3D6, M .E .  3D6, M .A. 2D6, P.S. 5D6, P .P .  
3D6, P .E .  3D6, P .B .  1 D6, Spd. 6D6+1 2 
Hit Points: Standard , P .E .  p lus 1 D6 per level of experi

ence. 
Light Armor Exoskeleton : A.A.  1 3 , S .D .C .  1 30 
Horror Factor: 1 3  for exiles and typical Xippus; 1 6  for 

queens. 
Height: 6 feet plus 2D6 inches ( 1 .8 to 2 . 1  m) .  
Weight: 1 00 plus 2D4x1 0 pounds (54 to 82 kg) .  
Average Life Span : 60 years; queens 1 70. P.P.E. :  1 D6 
Super Abil ities : The average Xippus has no special abi l i -

t ies other than those described under natural abilities, 
exoskeleton and attributes. 

Exi les are super-powered mutants (01 -60%) or la
tent psionics (61 -00%) . Roll under one of those two cat
egories in Heroes Unl imited to determine their 
abi l it ies. 

Queens: Have al l the standard abi l it ies plus the 
super powers of control insects (not arachnids), alter 
metabolism, and negate super powers! This is in addi-

t ion to psionic powers: M.E .x 1 0+ 1 00 I .S .P . ;  powers in
c lude: bio-manipulation , empathic transfer, ectoplasmic 



arm , telekinesis, mind block, object read, see aura and 
s ixth sense ! !  The typical al ignment of a queen is aber
rant. Queens never leave their h ive/palace and are not 
recommended as player characters. 

Natural Abil ities: All the features of the compound eye 
and antennae , have medium mandibles (306 damage) , 
and chemical secret ion: warning ,  trai l and death. They 
are also i nstinct ive cl imbers (95/85%) , acrobats (75%) 
and swimmers (50%) , as wel l  as possess the minor 
super abi l it ies of adhesion and nightvision. 

Special : 360 degree area of sight and cannot be 
surprised by attacks from behind - gets an automatic 
parry or dodge and a bonus of +1 to parry and dodge , 
+2 on in itiat ive, and +3 to rol l  with impact or fal l .  

Special Weapons and Vehicles :  The equivalent o f  most 
types of weapons, hover vehicles and spacecraft are 
avai lable. They do not possess antigravity , bionics, or 
robot sciences. 

Preferred Armor: Due to the h ighly protective nature of 
their exoskeletons, most do not wear armor. To breathe 
in inhospitable atmospheres they wi l l  wear a helmet or 
face mask with an air purification system and/or air sup
ply. However, l ight to medium body armor can be worn . 

Fami l iarity with Earth: None. 
Rifts Notes: Basically the same as the Photins. 

H u manoid 
Mineral Races 

These al iens are humanoids composed of some form of 
mineral or inorganic materia l ,  whether it is crystal ,  rock, or 
even soi l .  Crystal al iens can be smooth and glass- l ike or 
squared and pol ished l ike a cut stone. They can also re
semble the rough, lumpy forms of natural quartz . These 
al iens can come in any color. The most common are pink, 
ruby, emerald green ,  b lue, amethyst, yellow, brown, grey, 
black and crystal clear. 

Aliens made of rock can also be smooth , l ike a stream 
pebble, or they can be rough as concrete, as coarse as 
pumice or volcanic rock, and have jagged spikes or lumpy 
nodules. 

They al l have a natural armor rating (A.R.) and thei r  
Structural Damage Capacity (S.D. C.) wi l l  reflect thei r  
strong, dense and heavy physical mass and armor. 

Al l mineral aliens have no need for food, water, or res
p iration,  at least not in the human sense. Most typically 
feed on some form of ambient energy. The energy can be 
something as simple as sunl ight (the vast majority) or 
something else, l i ke radiation ,  nuclear energy, electricity ,  
microwaves and even magic energy or the l ife force of l iv
ing animals (thankful ly these last two are comparatively 
rare) . If one of these al iens is deprived of energy for more 
than a week, it begins to starve. Use the same effects , 
damage, and penalties as for exposure (see the frozen 
homeworld description) , but apply them every 48 hours ,  
instead of every ten .  Once al lowed to soak up energy, the 
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al ien wil l recover twice as qu ickly as most organ ic l ife 
forms. 

These beings are so different from organic l ife forms 
that it may be impossible for some to understand or re late 
to organ ic l ife forms. Th ings l ike robotics, bion ics, agricul
ture and medicine hold no mean ing or purpose for them. 

Standard Natural Abilities 

& Features 
By Kevin Siembieda 

Resistance to Damage: Kinetic energy and impact 
weapons such as bu l lets , rai l  guns, punches, kicks, fal ls ,  
thrown weapons, and explosives do half damage. E lectric
ity , ion beams and lasers also do half damage. Extreme 
f ire ,  heat, cold and powerful microwaves only do 1 0% their 
normal damage . Normal f ire, heat and cold don't usual ly 
hurt the character at al l .  Radiation usually does no dam
age. 

Plasma energy, particle beams, sonic blasts , vibration 
powers, magnetism, magic, psion ics and nuclear explo
sions do ful l damage. 

Impervious to airborne or ingested pOisons, toxins, 
drugs, gases, pol lution and magic potions. If it needs to be 
ingested or otherwise put in a character's bloodstream,  i t  
wi l l  have no effect on the mineral being. 

Healing: Physical damage is restored at a rate of 206 
S.D.C.lhit pOints per 24 hour period. Al iens who sustain 
massive damage may go into a h ibernative sleep or trance 
that can last one to a dozen days. During this trance the 
character's heal ing doubles every day; i .e .  the f irst day 
406 points are restored , day two 806, day three 1 606, 
day four 3206 and so on unt i l  completely restored.  The 
heal ing trance even enables the character to regenerate 
lost l imbs, but an extra day of heal ing is needed for each 
l imb (24 hour days) . However, for the trance to work the 
character must be exposed to the source of energy that he 
feeds upon. Also, during the heal ing period the character 
cannot take any action whatsoever and is obl ivious to the 
things transpir ing around h im.  It is also impossible to 
rouse the character from the trance. He wakes when he is 
healed ( in part or completely, character's choice) . 

Don't Breathe: Most mineral beings also don't need to 
breathe or eat (absorb and feed on ambient energy) and 
can function at maximum efficiency with on ly four hours 
rest/sleep. 

Rifts Note: All mineral beings are Mega-Damage crea
tures in the Rifts sett ing. Thei r  P.S. and P .E .  are consid
ered to be supernatura l ,  so their punches and kicks infl ict 
Mega-Damage. Likewise, special powers are l ikely to do 
Mega-Damage. 

Basanite 
The planet Iss in i  is a smal l ,  rocky globe with no vegeta

tion and no atmosphere. It is an inhospitable ball for most 
organic l ife forms, but beneath its surface l ive the crystal
l ine, Basanites. 
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I n  the last few centuries, several satel l ite probes and 
spacecraft have crashed on their small planet; most are 
the casualties of war. I ntrigued by the fabricated metal ob
jects and the "soft" things inside them, the al iens began to 
study them. Aided through psion ics and super abi l it ies, the 
Basanites have been able to f igure out what many of 
these objects are and how they worked . In an attempt to 
dupl icate the effects or functions of some of these de
vices, they have made advancements in thei r  own culture 
and have created a sort of crystal science . 

The Basan ites are able to communicate through crys
tals by simply touching them and thinking. Veins and l ines 
of crystals that are mi les long form an extensive communi
cations network across the planet. I n  the i r  search to dupl i 
cate the computers on the downed spacecraft , the 
Basanites d iscovered certain stones that act as storage 
cel ls .  When these specific rocks are formed and l inked to 
commun ication crystals, information can be stored and re
trieved. Eventually, they were able to create their own 
un ique computers. 

Basan ite research eventual ly led to the development of 
mind boggl ing spacesh ips constructed completely from 
pure crystal of varying colors. Along with their beautifu l ap
pearance , the materials are laser reflective (lasers do half 
damage) and sturdier than conventional metal composites 
used for the hul ls of most spacecraft . The weapons on 
these vessels are also crystal and mineral based. Energy 
concentrating crystals produce laser weapons with 50% 
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more fi repower (damage) and range than most avai lable 
systems. Special explosive crystals can be charged and 
launched, and explode on impact, functioning much l ike 
floating mines or slow-moving missi les (have no guidance 
system and are -1 to strike) . 

Approximately 33% of the Basanite population has 
psionic abi l it ies, whi le the remaining 67% have super abi l i 
t ies of some kind. Al l are trained in  the fu l l  use of thei r  
powers, including attack, defense, and self discip l ine. 
Through their l imited research and a couple of encounters 
with organic l ife forms (dead and al ive) , they have ac
qu i red a basic understanding about their physiology. 
Main ly they have come to real ize that these "soft" beings 
are very fragi le and break easi ly, but they admire their wi l l  
and courage to explore the un iverse despite thei r own in
credible weaknesses. This has i nspired the Basanites to 
do l ikewise. They want to learn more about al l the different 
"soft" beings and discover the wonders of the un iverse . 
Their  perception of "soft" beings as noble, curious crea
tures has inst i l led a sort of reverence and awe toward all 
humanoid mammals and l iv ing things in general .  Organ ic 
l ife seems miraculous to them, especially intel l igent l ife . 
Thus, wh i le the Basanites explore other worlds, they make 
an effort not to hurt or destroy the l iv ing. This reverence 
for l ife means they try to protect "soft" beings, especial ly 
intel l igent ones, whenever they perceive them to be in 
danger. 

On one hand , this can make the Basanites friendly and 
helpfu l .  On the other, they can be easily misled and used 
as a force for selfishness, evi l and destruction. For one 
thing, they have no understanding of laws, morals or right 
and wrong. They view death as sad and the wanton taking 
of l ife frightens, angers and confuses them. Remember, 
they see al l l ife , good or evi l ,  animal or intel l igent, as won
drous and are horrified by its destruct ion. Thus, they may 
protect a criminal or murderer without real izing it and fight, 
perhaps even ki l l  good guys they m istake as evi l "destroy
ers of l ife ." Those who imprison/enslave l ife are almost as 
bad. They have much to learn and may be incapable of 
understanding many human emotions, laws and customs. 
S imi larly, whi le these al iens are not stupid, certain things 
are simply too alien for them , and are beyond their com
prehension. 

The Basanites are newcomers to the galactiC commu
n ity and are only just beginn ing to contact other l ife forms. 
Undoubtedly, some wi l l  be destroyed, enslaved and cor
rupted , but most wi l l  get along reasonably wel l  with others. 
They are eager to work and l ive with others , and will want 
members of their people to study under as many different 
people as possible . However, there is only a total popula
t ion of one mi l l ion Basanites. What impact they may have 
on others remains uncertain .  

Basanites (pronounced bass-ah-nites) 
Alignments: Any, but most are effectively good , innocent, 
gentle beings, typical ly with a high regard for l ife. 
Attributes : I .Q. 306, M .E .  306, M .A. 306, P .S.  306, P .P .  
306 ,  P .E .  406 ,  P .B .  406 ,  Spd .  506 
Hit Points:  P.E .  x3 plus 1 06 per level of experience. 
Natural A.R. :  1 5  



S.D.C. : 2D6x1 0+200 
Horror Factor: 9 
Height: 6 feet plus 1 06 inches ( 1 .8 to 2 .0 m) .  
Weight: 380 plus 206 pounds ( 1 73 to 1 78 kg) .  
Average Life Span: 275 years .  P.P.E. :  206 
Super Abil ities : 33% of al l  Basanites are natural psionics 

with the fol lowing psi-powers: Mind bond, object read , 
telepathy, mind block and see aura ( in addition to the 
normal selections of a natural psion ic) . They also re
ceive an additional super psionic power of choice at 
level one. 

67% have the fol lowing super abi l it ies: Select two 
minor super abi l it ies of choice from heightened senses 
or energy expu lsion powers , plus choose two of the fol
lowing - gem powers, holographic memory projection , 
contro l  radiation ,  or bend l ight. They also have the nat
ural abi l ity to telepath ically communicate through pure 
crystal simply by touching it and concentrat ing. 

Natural Abil ities: All the standard abi l it ies and features. 
Plus Basanites can see into the u ltraviolet spectrum of 
l ight, are +4 to save vs Horror Factor, and are com
posed of elements and minerals that absorb radiation . 
Thus they themselves are sl ightly radioactive. Anyone 
exposed to them for more than two weeks will suffer 
from exposure to radiat ion. See the high radiation 
homeworld description for detai ls on radiation sick
ness/poison ing. 

Special Weapons: Can use any conventional weapons 
they find ,  gem powers or the Basanite crystal energy 
sword . It appears as a plain , unadorned , foot-long (0.3 
m) piece of crystal ,  but when the character channels 
some of h is personal energy into it, a blade of concen
trated energy appears. Only the Basan ites are able to 
use the crystals in this way, but it costs the character 
1 06 S.D .C.  points each time it is activated. The lost 
pOints are restored through the normal heal ing process 
and rest. Once activated,  the sword remains "on" unti l 
its owner deactivates it. Basanite Energy Sword: Aver
age length is 4.5 feet ( 1 .4 m) activated. Damage: 406 
(add 1 06 at experience levels six, ten and 1 4; does 
Mega-Damage in Rifts) . Weight: One pound (0.5 kg) 
and is +1 to strike and parry. 

Special Vehicles: Uses a variety of different vehicles of 
basanite and other designs. 

Preferred Armor: Don't need any. Some may wear armor 
from time to time to look more frightening, or as a dis
gu ise. 

Famil iarity with Earth : None. 

Rifts Note: The beautiful crystal l ine creature wi l l  be con
sidered a strange D-bee. Warlocks and primitive people 
may consider them to be (or even worship them as) 
earth Elementals. The Coalit ion States wi l l  see them as 
dangerous monsters and destroy them whenever the 
opportunity avai ls itself. 

If set in the Rifts : Phase World environment, the back
ground presented for Aliens Unl imited is appropriate. 
Most wi l l  be explorers, but some can be slaves, p i rates, 
Mercenaries or pawns of self ish and evi l  men. 

In Rifts, the Basanites are Mega-Damage creatures 
(2D6x1 0+200 M .D.C. )  but their technology can be 
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S.D .C .  or M .D .C .  technology depending on the view of 
the G .M .  These al iens wi l l  be fascinated by dimensional 
travel and other forms of magic. 

Fredulians 
The Fredul ians are a mysterious race of people from 

the planet Fre-Ad. There are no cities and only a few thou
sand fredu l ian elders. The elders serve as teachers for the 
young. They wait patiently as the wind and sand of 
Fre-Ad's abrasive atmosphere wears the soft rock away 
from the Mother Mountains. Beneath the surface of those 
mountains are unborn generations of Fredul ians! As the 
soft rock is slowly eroded away, the ful l-sized young, 
curled into a bal l ,  are released from the stone. How they 
got there is unknown . How many are encased in the 
mountains, wait ing to be born is also a mystery, but one 
suspects there are hundreds of mi l l ions, perhaps b i l l ions, 
but it wi l l  take mi l l ions of years for them al l  to be released! 
Only 2D6x1 0,000 are born from the mountains every year. 
The actual beings have no sex, or sexual organs, and do 
not mate or g ive b i rth (the gender term "he" is used as a 
matter of human reference) . 

The elders meet the newborns to lead them to the less 
windy lowlands to begin their teach ing. The newborns are 
taught phi losophy, the basics of mathematics and physics, 
as well as told about the l ife that abounds in the un iverse . 



They are also taught self-contro l ,  inner peace , balance 
and contro l ,  both internal (themselves) and external (the 
galaxy and those around them) . This train ing inst i l ls the 
al iens with a strong sense of justice .  They are taught to 
work with others and try to understand the ways of organic 
l ife , but to never compromise on one's inner spirit, l ight 
and virtue. These teachings usual ly last two to five years. 

Once their tra in ing is complete , the elder tel ls the young 
al ien that he is ready to go h is own way. The young one is 
placed on one of the few ancient Fredul ian spacecraft (of 
al ien design?) and taken to a nearby space station at the 
edge of the Federation of Al l ied Races (FAR) territory. 
Here he is left to begin h is l ife among other l ife forms. The 
young creatures are left to fend for themselves and to 
learn from others. Un l ike the Basanites, these elemental 
beings adapt well to human society and understand and 
use their laws, weapons and technology. The majority of 
them have a high regard for l ife and become wandering 
champions of justice. As such , they often act as judge , 
jury, and enforcer of just retr ibution or recompense, but 
not executioner. They ki l l  only when they are left with no 
other option . I n  some instances they find a planet or peo
ple they real ly l ike and spend the rest of their l ives among 
them. About 70% of the Fredul ians never return to the i r  
homeworld . 

Fredul ians (pronounced free-dul l -eye-ans) 
Alignment: Any, but most are good and possess a strong 
sense of justice and fai r play. 
Attributes: La. 3D6, M .E .  4D6, MA 4D6, P.S. 6D6, P .P .  
3D6, P .E .  3D6 ,  P .B .  3D6, Spd. 4D6 
Hit Points: P.E .  x2 , plus 1 D6 per level of experience. 
A.R.:  1 6  (natural) 
S.D.C.: 6D6x1 0+200 
Horror Factor: 1 3  
Height: 6 feet plus 1 D4 feet (2 . 1  to 3.0 m) .  
Weight: 600 p lus 8D6x1 0 pounds (290 to 1 080 kg) . 
Average Life Span: 6000 years. P.P.E. :  2D6 
Super Abil ities: All Fredu l ians have the fol lowing super 

powers: Mental stun ,  energy expUls ion: energy, energy 
absorption ,  control elemental force: earth , and one ad
ditional minor power of choice. Fredu l ians do not rol l  for 
additional super abi l it ies. 

Natural Abil ities: Standard powers and features, plus + 1  
on in itiative , +2  to  pu l l  punch , +2  to  rol l  with impact o r  
fal l .  

SpeCial Weapons and Vehicles : They can use whatever 
items they can acqu i re through their friendsh ip and em
ployment with other races. Most have an attraction to 
energy weapons, especially plasma and lasers. 

Preferred Armor: Don't need any. Some may wear armor 
from time to time to look more frighten ing,  or as a dis
gu ise. 

Fami l iarity with Earth : None, although a few may have 
heard of Earth. 

Rifts Note: The Fredu l ians wi l l  be seen as superhuman 
monsters. Warlocks and primitive people may consider 
them (or even worship  them) as Earth Elementals. The 
Coalit ion States wil l see them as dangerous monsters 
and destroy them whenever they are encountered . The 
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Fredul ians wil l see the CS as an evi l  dictatorsh ip and 
wil l work with their enemies to topple them . They wi l l  
a lso see the Splugorth, Cibolans/Soul Worms, Naruni 
Enterprises, and the Federation of Magic as evi l  forces. 

In Rifts the Fredul ians are Mega-Damage creatures 
(6D6x1 0+200 M .D.C. )  but their technology can be 
S .D .C .  or M .D .C. , depending on the view of the G .M .  
These al iens w i l l  be  fascinated by dimensional travel 
and magic. They wi l l  l ike using magic weapons. 

If set in the Rifts: Phase World environment, the back
ground presented for Aliens Unl imited is appropriate . 
Most wi l l  be explorers, adventurers , f ighters, knights 
and heroes. Any of the scholar and adventurer O.C.C.s 
can be selected . They never study magic and don't 
possess psionics .  

Lassinikes 
The Lassin ikes are a race of humanoids composed of a 

smooth , very dense material that resembles sol id ,  clear 
glass. They once called a frozen world named Assin their 
home, but it no longer exists . Assin was a planet strong in 
magical energies, much l ike Shia and Rifts Earth. The 
Lassin ikes l ived in the magic r ich environment for mi l len
n ia and their bodies became attuned to the magic energy. 
The aliens eventually learned to channel and control the 
Mystic energies in the form of spel ls and rituals. Centuries 
went by and the Lassin ikes grew in their magic knowledge 
and power. They began to establ ish trade with other plan-



ets by using Mystic portals. This method of commerce did 
not requ i re expensive cargo spacecraft and the Lassin ikes 
prospered greatly from it. L ike the Atlanteans of Earth , 
they became a great power in  the galaxy and a hub of 
magical knowledge and power. Their  efforts even halted 
Atorian expansion into their sector four  hundred years 
ago ,  but they would ult imately make a tragic mistake. 

In an effort to expand and improve their trade routes by 
reducing the numerous small portals they maintained , the 
Lassin ikes sought to create massive Mystic portals that 
would al low the passage of immense cargo craft. Their  ex
periments led to the development of the Create Gravity 
Well spel l ,  but it was not qu ite what they wanted , since 
only a very powerful mage could make a well large 
enough for cargo craft . Whi le searching for short cuts in 
Mystic travel ,  an experiment opened a d imensional portal 
to the homeworld of the Riathenors (see the monster sec
tions for detai ls) . 

The Riathenors were experienced dimensional raiders 
that were always looking for new opportunit ies. When the 
Lassin ikes' Rift opened on their homeworld , they were in
stantly aware of it and knew what to do to keep it open . 
The fou l  demons had an experiment of their own in  mind 
and decided to use the Lassin ikes' homeworld as a test. 
Their experiment caused the l ines of Mystic energy on 
Assin to erupt, k i l l ing thousands. The surge of magic on 
an already magical planet was devastating. As more peo
ple perished , thei r l ife forces br imming with Mystic energy 
themselves, fed the surging energy, creating new dimen
sional Rifts and magical storms. Even the Riathenors did
n't intend to destroy the planet, but with in  48 hours ,  Assin 
r ipped itself apart and the Lassin ikes were no more. 

Very few Lassin ikes survived. Less than 60,000 man
aged to escape through d imensional gateways to some of 
the worlds they traded with . An estimated 20,000 escaped 
by fleeing into the dimensional portal to the Riathenors' 
world , where they were enslaved and sold to other mon
strous beings across the Megaverse. Thousands of others 
were saved by fleeing into (or fal l ing into) the hundreds of 
random Rifts that b l inked in and out around the world dur
ing the 48 hours of destruction ,  but they have been scat
tered as tiny clusters al l across the Megaverse. Over a 
b i l l ion of them perished. 

The survivors travel the un iverse in search of other sur
vivors or l ive among other races. Some of those refugees 
have taken it upon themselves to make sure other civil iza
tions do not make the mistake they did. These crusaders 
confront those who abuse magic or use it to raid other di
mensions. Many of them oppose the awesome power of 
the Atorian Empire because they see them as a danger
ously reckless power and fear it may one day threaten to 
destroy the galaxy. 

There are rumors that several of the Assin d imensional 
portals remain open,  h idden among the debris of the shat
tered planet. Space rifts are st i l l  on ly theory in most parts 
of the galaxy and none are known to exist. The regular ap
pearance of Riathenors in that sector of space would 
seem to suggest that the rumors may be true. 

136 

Lassin ikes (pronounced lass-sin-n ikes) 
Alignment: Any 
Attributes : La. 3D6+2 , M .E .  3D6, M .A. 3D6, P .S.  4D6 , 
P .P .  4D6, P .E .  4D6, P .B .  3D6, Spd. 3D6 
Hit Points:  P.E .  x3 plus 1 D6 per level of experience. 
Natural A.R. : 1 4  
S.D.C. : 2D6x1 0+1 25 
Height: 5 feet plus 3D6 inches ( 1 .6 to 2.0 m) .  
Weight: 240 plus 4D6x1 0 pounds ( 1 27 to 2 1 7 kg) .  
Average Life Span: 350 years 
Super Abil ities: All Lassin ikes are wizards as described 

in  Heroes Unl imited . All know the fo l lowing magic 
spells in  addition to their starting spel l  selections: Fly as 
the eagle, globe of dayl ight, tongues and armor of 
Ithan. Additional spel ls are gained normally. 

RiftslBTS Note : The bodies of these characters are 
so attuned to magic energy that they not only absorb 
and feed on ambient P .P .E . ,  they can also absorb and 
store 1 5  P .P .E .  pOints per level of experience ! P .P .E .  
can be absorbed from ley l ine nexuses, magic talis
mans, and energy released from magic ceremonies, 
blood sacrifices and the moment of another's death. 

Natural Abil ities: Standard powers and features plus they 
are laser reflective (suffer only 1 /3 damage from lasers) 
and are virtually invisible underwater (equal to a 90% 
prowl) . +2 to save vs Horror Factor. They feed on Mys
tic energy which is present in some form or another on 
most worlds and in outer space. 

Special Weapons and Vehicles : They can use whatever 
items they can acqu i re through their friendsh ip and em
ployment with other races. Most have an attraction to 
magic weapons and items. 

Preferred Armor: Don't need any. Some may wear armor 
from time to time to look more frightening , or as a dis
gu ise. They also use magic as a means of additional 
protection .  

Fami l iarity with Earth: None, although some may have 
heard of Earth and it is possible that one or more were 
dimensional ly Rifted to Earth (or just about any other 
planet or time) . 

Rifts Notes : Lassin ikes i n  a Rifts sett ing wi l l  be the en
emy of dimensional raiders ,  the Sunaj ,  Splugorth , Soul 
Worms, the evi l  denizens of Wormwood and any 
dragon ,  demon or being who uses magic to abuse, en
slave or raid other dimensions. 

I n  Rifts , the Lassin ikes can be any of the magic O.C.C.s ,  
including Temporal Wizard , Temporal Warrior, 
Techno-Wizard , Line Walker and Shifter, but wil l never 
practice Bio-Wizardry, necromancy or other destructive 
or enslaving types of magic. As usual , they are 
Mega-Damage creatures (2D6x1 0+1 25 M .D.C. )  who 
possess Mega-Damage technology and magic. 

Liconians -----------

In the scorching 200 degree Fahrenheit (93 C) heat of 
the desert planet Licon l ive the Liconians. They are a race 
of humanoid mineral al iens that resemble the rough, pitted 
pumice rocks found on Earth . Their society is a very or
dered and rigid one, l ike the people themselves. They sel-



dom express emotion and act as cold as their  stone- l ike 
appearance. They have reached their current level of 
technology, including robotics , bionics and experimental 
programs, by being a calm ,  calculating people. Their soci
ety reflects this. Any other race visit ing Licon would be to
tally bored by the lack of anyth ing out of the ord inary. 
Everything is perfectly arranged and scheduled to avoid 
confusion and chaos. 

There are a sign ificant number of Liconians that leave 
Licon to study and travel the galaxy. They normally under
take these travels to be observers, but many quickly flee 
back to the calm of Licon. Many cannot cope with the con
stant chaos that exists outside their orderly and qu iet so
ciety. Others are so amazed by the excitement outside of 
their world that they never return to their dul l  l ife. Once 
they experience thri l ls ,  they become hooked on a l ife of 
adventure. Only a Swip could enjoy l ife more. 

Al l Liconians are trained to be Scholars, scientists, en
g ineers or techn icians. Those who find they l ike the vi
brancy of the galaxy apply those ski l ls by learn ing al l they 
can about the universe. These Liconians are constantly 
studying and experiencing all they can about everyth ing. 
Liconians are not g iddy chi ldren ,  just eager to learn and 
experience.  Their taste in weapons and vehicles tends to 
be flashy and dynamic. 

Liconians (pronounced I ie-cone-eye-ans) 
Alignment: Any, tend to be good or anarchist. 
Attributes: 1 .0. 306, M .E .  206, M .A. 306, P.S. 506, P .P .  
306 ,  P .E .  406 ,  P .B .  1 06 ,  Spd .  306 
Hit Points: P.E .  x3, p lus 1 06 per level of experience. 
Natural A.R. :  1 4  
S.D.C. : 406x1 0+ 1 60 
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Height: 5 feet plus 406 inches ( 1 .6 to 2 . 1  m). 
Weight: 200 plus 406x1 0 pounds ( 1 09 to 1 99 kg) . 
Average Life Span: 300 years 
Super Abil ities: All Licon ians have the fol lowing super 

abi l it ies: Holographic memory projection and control el
emental force: f ire .  One in  a thousand wi l l  possess 1 04 
additional minor abi l it ies or one additional major power 
(consult with G .M . ) .  

Natural Abil ities: Standard powers and features, p lus  + 1 
on in itiative , +2 to pu l l  punch ,  +2 to rol l  with impact or 
fal l .  

Special Weapons and Vehicles: They can use whatever 
items they can acqui re through their friendship and em
ployment with other races. Most l ike explosives and 
plasma weapons. 

Preferred Armor: Don't need any. Some may wear armor 
from time to time to look more frightening, or as a dis
guise. 

Fami l iarity with Earth : None, although a few may have 
heard of Earth . 

Rifts Note: These humanoid rock creatures wi l l  be con
sidered monstrous O-Bees. Warlocks and primitive 
people may consider them to be (and even worship 
them) as Earth Elementals. The Coalition States wi l l  
see them as dangerous monsters and destroy them 
whenever they get the opportunity. They are 
Mega-Damage creatures (406x1 0+1 60 M .O.C. )  who 
also possess Mega-Damage technology. 

If set in the Rifts : Phase World environment, the back
ground presented for Aliens Unlimited is appropriate. 
Most wi l l  be explorers, adventurers, fighters, and tech
nicians. Any of the scholar and adventurer O.C.C.s can 
be selected. They never study magic and don't possess 
psionics. 

Miceans----------------------------------------------------

The planet M inas is a large, dark globe covered in  
thick, perpetual cloud cover, and is the twi l ight home of 
the M iceans. They have a mult i-faceted ,  chiseled stone 
appearance with a grey or brushed si lver color. Their eye 
is one oblong p late of pol ished black stone. Their sharp 
edges belie their warm , gregarious, and outgOing person
alities. They are generally friendly, often brash and always 
competitive. Their education and train ing normally focuses 
on history, pol itics and combat/mi l itary. Most are ski l led 
with energy weapons and ancient melee style weapons. 

These tal l ,  m ineral al iens have a natural competitive 
streak and a need for attention that is a mi le long. They do 
not necessarily have to win , they just want to be able to 
compete and be recogn ized for it (but winning is best) . 
The more recogn ized their achievements, the better. They 
spent centuries trying to outdo each other in both sports 
and technology. Eventual ly, they broke through the cloud 
cover and into the reaches of space. There they would 
discover many d ifferent l ife forms and adventures. Their 
greatest competitors, the Thisseras (see rept i l ian entry) , 
also ventured into space in search of glory and the two 
peoples would spend many decades in good natured com
petit ion before agreeing on an idea that would change the 
galaxy. 



The Miceans came to realize that thei r  eternal quest for 
challenge and glory could be fulf i l led on a daily basis by 
becoming heroes. To implement this, they decided to form 
a galactic pol ice force to defend the weak and protect the 
helpless. They would fend off p i rates, repel invaders, de
throne tyrants and enforce the law. To better faci l itate the 
salvation of the galaxy, they invited their long-time rivals, 
the Thisseras, to join them in this bold venture .  The two 
races mul led over the idea and decided it had merit. They 
would become intergalactic heroes and win galaxy-wide 
recogn ition . The two races proposed the idea to their peo
ple who voted in favor of the plan. After a period of intense 
train ing and diplomatic work, they establ ished funding and 
permission to launch a galactic protection agency cal led 
the Thissera-Micean Cooperative or TMC (also see the 
TMC entry in the Galactic Organizations section) .  

Together, the M iceans and Thisseras have made the 
TMC a force to be reckoned with. They have l ived up to 
every expectation and have won intergalactic recogn ition . 
On several occasions they have even stood up to the 
Atorian Empire and recently beat the stuff ing out of a 
Throppo strike force posing as pi rate raiders to test the 
borders of FAR space. If there is a problem with these 
high-spi rited, wel l- intentioned peace officers, it is that they 
enjoy the thri l l  of combat too much, take fool ish chances, 
tend to underestimate thei r opponents and grandstand . 
They may remind Earthl ings of the stereotypical movie 
cowboy or swashbuckler. 
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Miceans (pronounced my-see-ans) 
Alignment: Any, but the vast majority are good or selfish . 
Attributes : La. 306, M .E .  306, M .A. 406, P.S. 606, P .P .  
306 ,  P .E .  306 ,  P .B .  306 ,  Spd .  306 
Hit Points: P.E .  x3 plus 206 per level of experience. 
Natural A.R. :  1 6  
S.D.C. : 306x1 0+240 
Horror/Awe Factor: 1 2  
Height: 8 feet plus 1 06 inches (2.4 to 2 .6 m) .  
Weight: 400 plus 204x1 0 pounds (1 90 to 2 1 7  kg) . 
Average Life Span: 465 years . P.P.E. :  206 
Super Abil ities: Micean abi l it ies are either from the 

psionic (01 -25%; latent psionics) or super powered 
(26-00%; select two minor abi l ities and one major abi l
ity) . 

Natural Abi l ities: Standard powers and features, plus the 
equivalent minor super abi l it ies of super vision : ultravio
let and infrared and n ightvision. They are also ambidex
trous (+1 attack per melee round and pai red weapons) 
and are + 1 on in itiative , +3 to pu l l  punch, +2 to rol l  with 
impact or fal l and +4 to save vs Horror Factor. 

Natural Limitations: Sensitive to bright l ight. Daylight vi
sion is 300 feet (91 m) .  

Special Weapons and Vehicles : They can use whatever 
items they can acqu i re through thei r friendship and em
ployment with other races. Most l ike explosives and 
plasma weapons. 

Preferred Armor: Don't need any. Some may wear armor 
from time to time to look more frightening or as a dis
guise. 

Fami l iarity with Earth: Earth's solar system is located in 
the patrol and jurisd iction ranges of the TMC. As a re
sult , information on Earth is equal to the "Has studied 
Earth" result on the Fami l iarity With Earth table (Earth 
is not a member planet of the TMC protection agree
ment) . 

Rifts Note: These humanoid rock creatures wi l l  be con
sidered strange , giant O-Bees. Warlocks and prim itive 
people may consider them to be (or even worsh ip them 
as) Earth Elementals. The Coalit ion States wi l l  see 
them as dangerous monsters and destroy them when
ever they get the opportunity .  The Micean lawmen wi l l  
get along wel l  with Cyber-Knights and other heroes and 
wi l l  almost certainly clash with the CS. They wi l l  also 
see the Splugorth, CibolanslSoul  Worms, Narun i  Enter
prises, and the Federation of Magic as evi l forces. They 
are Mega-Damage creatures (306x1 0+240 M .O.C. )  
who also possess Mega-Damage technology. 

If set in the Rifts: Phase World environment, the back
ground presented for Al iens Unl imited is appropriate . 
Most wi l l  be lawmen , bounty hunters, adventurers and 
the occasional mercenary. Any of the mercenary ,  
scholar and adventurer O.C.C.s can be selected. They 
never study magic. 



Raldemeans 
The appear to be composed of a l imestone-l ike sub

stance that g ives them a powdery wh ite complexion and 
grainy texture .  However, they are as durable as any of the 
other mineral aliens. The low gravity of their homeworld , 
Dimian , has formed them into a tal l ,  th in race . They are an 
aggressive people and often work as Mercenaries, spies 
and assassins. They have also been known to h i re out en
t ire field armies under government contracts to help fight 
private wars. They are a non-al l ied race of Mercenaries 
who will h i re their services to whomever makes them the 
best offer. Their cl ients i nclude the Atorian Empire ,  the 
Federation of Al l ied Races, and many other races, corpo
rations, organ izations and individuals. 

The el ite of Raldemean society, both civi l ian and mi l i 
tary, are those that possess super abi l it ies different from 
the majority of their  race. Those who display such special 
gifts are given the best school ing and train ing so they can 
one day assume posit ions of power with in  the mi l itary and 
government. 

Non-gifted Raldemeans also possess some special 
powers, but revere those who are chosen by nature to 
have extraordinary abi l ities 

Raldemeans technology levels are h igh because of ex
tensive interaction with other races. Mercenary contracts 
are often settled in goods or an exchange of technology or 
services rather than money. Microwave and particle beam 
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weapons are favorites of the Raldemeans. They also love 
antigravity suits (acqu i red from the Atorian Empire) as the 
ult imate means of transportation . Although they have the 
technology, robotics and bionics are almost never used 
except in  industry. The Raldemeans rely on their natural 
abi l it ies, super powers and ski l ls . 

Raldemeans (pronounced rawl-dee-me-ans) 
Alignment: Any, but most are selfish or evi l .  
Attributes : I .Q .  306 ,  M .E .  306 ,  M .A. 206, P .S.  406 ,  P .P .  
406 ,  P .E .  306 ,  P .B .  206 ,  Spd. 4D6x2 
Hit Points: P.E .  x2 , p lus 1 06 per level of experience. 
Natural A.R. :  1 4  
S.D.C. : 2D4x1 0+200 
Horror Factor: 1 3  
Height: 9 feet, 6 inches plus 306 inches (3.0 to 3.4 m) . 
Weight: 2D4x1 00 pounds (91 to 362 kg) . 
Average Life Span : 300 years. P.P.E. :  306 
Super Abil ities: All Raldemeans have the fol lowing super 

abi l it ies: Radar and magnetism. Super powerful mu
tants (01 -30%) have the powers of radar and magne
tism plus a random number of additional powers (ro l l  on 
the Random Super Ability Selection Table and then for 
specific powers or the GM can assign a number of ad
ditional powers , but never less than an additional minor 
and one additional major abi l ity) . 

Natural Abil ities: Standard powers and features. 
Special Weapons: Any, but microwave, particle beam 

weapons and Vibro-Blades are favorites. 
Special Vehicles:  Can use al l  types of vehicles but the i r  

favorite is the Atorian antigravity suit :  Maximum speed: 
1 50 mph (240 km) .  S .D .C .  50. Maximum altitude: Un
l imited , capable of reaching outer space. Maximum 
weight al lowance: 1 000 pounds (450 kg) .  

Preferred Armor: Raldemeans seldom wear armor, espe
cially during covert operations, but in heavy combat sit
uations they may wear Class Four Hard Armor: A.A.  
1 7 , S .D .C .  280. 

Fami l iarity with Earth : No fami l iarity with Earth. 
Rifts Note: These humanoid rock creatures wi l l  be con

sidered monstrous D-bees or demons. The Coalit ion 
States wi l l  see them as dangerous monsters and de
stroy them whenever they get the opportunity .  
Raldemeans wi l l  get a long famously with the Splugorth 
and their minions, Cibolans, Narun i ,  demons, merce
naries, crime lords, tyrants and other war- l ike or power 
hungry misanthropes. They are Mega-Damage crea
tures (2D4x1 0+200 M .D .C . )  who also possess 
Mega-Damage technology. 

If set in the Rifts: Phase World environment, the back
ground presented for Aliens Unl imited is appropriate . 
Most wi l l  be vi l la ins, bounty hunters, adventurers and 
the occasional mercenary. Any of the mercenary, 
scholar and adventurer O.C.C.s can be selected . They 
never study magic. 



Stoans 
The Stoans spend their long l ives col lecting and apply

ing vast amounts of knowledge. They pursue the arts , sci
ences and technology with a slow, methodical perfection 
that few other races could employ. Their  ach ievements in 
biology, chemistry, and technology are perhaps some of 
the finest in  the galaxy. Their  computer l ibraries on Dana 
are second only to those on Oanude and Nors (see the 
previous Oanaus I nsectoid entry) , but the stoans do not 
share thei r knowledge. 

This hoarding of knowledge is not a totally selfish prac
tice .  The Stoans are aware of the fate of the Oanaus and 
do not wish to fol low in thei r  footsteps. Another barrier 
against sharing with others is the slow, personal nature of 
Stoan research. The long-l ived Stoans have incredible pa
tience and proceed with excruciatingly slow thoroughness 
as they work. Swarms of anxious, eager pi lgrims would 
surely distract the normal ly intense study of these al iens. 
A select few are sometimes al lowed to share information 
with the scholars on Dana. These visitors are usually im
portant or renowned h istorians, scholars and scientists. 
However, sometimes those al lowed into the fabled l ibrar
ies are common adventurers who have unearthed an an
cient rel ic or uncovered a p iece of a puzzle to any number 
of mysteries. 

A large number of Stoan scholars, researchers and ex
plorers scour the galaxy in search of data and knowledge. 
These expeditions can include trips to the Nors l ibrary for 
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additional research or extended visits to other planets for 
the collect ion or exchange of information . Primitive and 
less advanced planets are a favorite environment for 
Stoan researchers to observe and study sociological ele
ments and technical evolut ions in  progress. The average 
Stoan investigator/researcher tries to stay out of the affai rs 
of others and avoids violence. To that end , many carry a 
stun weapon or two for defense , but most are surprisingly 
excel lent fighters. They fear the Atorian Empire and avoid 
al l contact with them or the i r  m inions. 

Stoans have jagged , quartz- l ike clusters that cover the i r  
entire bodies. Thei r  colors range from white to bright reds 
and purples with translucent or opaque qual it ies. The tex
ture of their bodies is either pol ished smooth or l ightly tex
tured. Thei r  voices have a faint t inkl ing sound remin iscent 
of chimes. 

Stoans (pronounced stones) 
Alignment: Any, but most are selfish and self serving. 
Attributes : 1 .0. 306+1 , M .E .  306+2, M .A. 306, P .S.  406, 
P.P. 406, P.E. 306, P.B. 306, Spd .  306x3. 
Hit Points: P.E .  x3 , plus 204 per level of experience. 
Natural A.R. : 1 5  
S.D.C. : 304x1 0+220 
Horror Factor: 1 4  
Height: 5 feet plus 1 06 inches ( 1 .5 to 1 .7 m) .  
Weight: 240 p lus 208x1 0 pounds ( 1 1 8  to 1 81 kg) .  
Average Life Span: 800 years. P.P.E. :  1 06 
Super Abil ities : All Stoans have the fol lowing super pow

ers: Bend l ight, energy expUls ion: l ight, and intangib i l ity. 
Some rare Stoans (01 - 1 5%) wi l l  be sl ightly more pow
erful and have an additional minor super abi l ity. 

Natural Abil ities: Standard powers and features, plus +2 
to rol l  with impact or fal l .  

Special Weapons and Vehicles: They use a variety of 
different weapons and hover veh icles, and antigravity 
devices. Many use stun weapons to defend them
selves, or rely on their own super abi l it ies. 

Preferred Armor: Oon't need any. Some may wear armor 
from time to t ime as a d isguise. 

Fami l iarity with Earth: Earth is among the many planets 
that have been studied by the Stoans. Their  l ibraries 
contain knowledge equal to the "Has studied Earth" re
sult on the Fami l iarity With Earth table. 

Rifts Note: Basical ly the same as the Licon ians. 

Reptile Races 

These races share many of the physical characteristics 
of either Earth's l izards or warm-blooded dinosaurs/birds. 
They typically have tough , leathery or scaly skin that cov
ers their entire body and provides increased S.O .C .  pro
tection .  Skin color includes the entire spectrum of colors, 
from yel lows and greens to browns and grays. They have 
no body hai r but may have d istinguishing and colorful 
markings, ribbing, horns and spines. Their physical bu i lds 
can range from thick and squat to thin and tal l .  
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Aurovax 
Manida is a deceptively beautiful ly world of clear blue 

waters, green forests , and flowering p lants. G leaming sky
scrapers f i l l  sprawling cities inhabited by the rept i l ian 
Aurovax. On the surface, the planet appears to be a bal
ance of technology and nature. The advanced civi l ization 
of the Aurovax has nearly e l iminated pol l ution, disease, 
and crime. Most of their min ing and processing is done in  
spa�e.  They have mastered the sciences of  medicine (for 
r�ptl le� anyway) , robotics ,  b ionics, cloning and space en
g lneenng . If not for their unreasoning fears and prejudices, 
the Aurovax might wel l  have the closest thing in the galaxy 
to a perfect society. 

Manida and its beautiful cities can be deadly for hu
mans and other l ife forms. The planet has a th in atmo
sphere that al lows much of its sun's radiation to strike the 
planet, while the Aurovax society has its own hidden dark
ness. Despite al l of thei r achievements, the Aurovax are a 
closed-minded people f i l led with prejudice and fear. The 
rept i l ians distrust al l  mammals and are qu ick to jump to 
conclusions and harsh judgements based on the f l imsiest 
of accusations or evidence . The Aurovax don't trust 
strangers to begin with and those with unusual powers 
and abi l ities are viewed as evi l ,  potential enemies. Deadly 
force is often used in the name of self-defense. Conse

��ently, the ��rovax tend to deal primari ly with other rep
t i l ians, amphibians, aquatics , mineral and vegetation types 
of l ife forms. 
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-:he Aurovax also deal harshly with the unusual among 
th

.
e lr own people. They have their share of citizens gifted 

With super powers or psionic abi l it ies, but in the Aurovax 
society, such people are feared and ostracized . This is an 
ancient practice. No one remembers why it was started 
b�t it �as remained in place for thousands of years. In an� 

clent t imes, anyone discovered to have unnatural abi l ities 
was sent away or ki l led before they could harm anybody. 
Toda�, they are exi led without tr ial . No one is g iven the 
benefit of the doubt and in  a society with advanced space 
capabi l it ies, exi le means a one-way trip into the void. 

The have a large, h ighly ski l led mi l itary, with robot and 
bionic troops. However, much of thei r society is composed 
of scientists and engineers, many of whom are engaged in 
the study of other planets , people, and societies ( including 
Earth) . Many of these studies involve the crime chaos 
and influence of super beings in both advanced and primi
tive ci�i l izations. By knowing what mistakes and catalysts 
to aVOid, the Aurovax hope to keep their crime and civil 

�roblems at a min imum. Members of investigative expedi
tions usual ly carry easi ly concealed min i - lasers and other 
high-tech weapons for defense purposes. 

Aurovax are rather tal l and th in ly bu i lt .  Thei r  bodies are 
smooth and sleek, and are covered in smal l ,  i ridescent 
scales. Fingers and toes are long , th in and del icate, with 
long , sharp nai ls. The head is large, f lat and thick, with a 
huge �outh and smal l ,  dark eyes. The only forms of aug
mentation that do not carry any stigmas are those based 
in technology. Even genetiC manipu lation is taboo, al
though experiments in  cloning for medical purposes is al
lowed. 

A�rovax (pronounced Are-oh-vacs) 
Alignment: Any, but most lean toward selfish and aber
rant evi l (work toward the preservation of Aurovax society 
and prosperity regardless of the cost to others) . 
Attributes: La. 306+2, M .E .  306, M .A. 206, P .S .  306+2, 
P .P .  306+2 , P .E .  306, P .B .  206,  Spd. 306 
Hit Points: P.E .  x2 plus 1 06 per level of experience. 
S.D.C. : 1 04x1 0+60 
Horror Factor: 1 0  
Height: 6 feet plus 1 06 inches ( 1 .8 to 2 .0 m) .  
Weight: 1 90 plus 1 06 pounds (87 to 89 kg) . 
Average Life Span: 1 80 years. P.P.E. :  206 
Super Abi l ities: The average Aurovax has no super pow

ers or psionic abi l it ies but can be bionic, robot, hard
ware ,  or physical tra in ing.  They avoid magic l ike the 
plague (it's unnatural) .  

Exiles are typically super-powered mutants 
(01 -45%) or mutant psionics (46-95%; latent psionics) , 
and a handful are practit ioners of magic (96-00%) . 

Natural Abil ities: Keen senses equal to the minor super 
abi l ities of heightened sense of smell and taste. I nstinc
tively know how to swim (80%) and cl imb (55%/45%) . 
Aurovax can also see i nto the ultraviolet spectrum of 
l ight an� are impervious to radiation poisoning. Living in  
the radiated atmosphere of  Manida has made the 
Aurovax radioactive themselves. Anyone exposed to 
them for more than two weeks wi l l  suffer from exposure 
t? radiation. See the h igh radiation homeworld descrip
tion for detai ls on radiation sickness/poison ing. 



Special Weapons and Vehicles : The equ ivalent of most 
types of weapons, hover vehicles and spacecraft are 
manufactured or purchased by these repti l ians. Favor
ites include laser weapons. 

Preferred Armor: Seldom wear armor, except for 
off-world expeditions. Light environmental body armor: 
A.A.  1 1 ,  S .D .C .  40, heavy environmental armor: A .A .  
1 6 , S .D .C .  1 40. For heavy combat situations they may 
wear Class Four Hard Armor: A.A .  1 7 , S .D .C .  280 and 
have their fai r  share of b ionic and robot warriors and ar
mor. Exi les are not given armor and must acqui re 
equipment on their own .  

Fami l iarity with Earth : The Aurovax study groups have 
come to Earth and have col lected information equal to 
the "Has studied Earth" result on the Fami l iarity with 
Earth table. 

Rifts Notes: If used in  the Rifts RPG sett ing, the repti l
ians wi l l  be regarded as monstrous D-Bees. Their fears 
and prejudices make the Aurovax as bad as the Coal i
t ion States! They wi l l  avoid associating with humans 
and mammals, but wil l be attracted to other repti l ians, 
including gargoyles. They may also try to establ ish thei r 
own kingdom of non-mammalian l ife and wi l l  crush any 
who get in their way. The CS wi l l  see them as danger
ous beings and will attack any community that is estab
l ished . Individual characters may be good guys or 
vi l la ins. Unless an exi le, they can be any O.C.C. except 
magic (al l ) , crazy, or ju icer. In Rifts , the Aurovax are 
S.D .C.  creatures who possess Mega-Damage bionics, 
weapons and technology. 

If set in the Rifts : Phase World environment, the back
ground presented for Aliens Unl imited is appropriate. 
Exiles can be most anyth ing, from Mercenaries to ad
venturers. 

Baccarus 
Accara was once a p lanet of intense temperatures. 

Near the equator, they could soar to 250 degrees Fahren
heit ( 1 2 1  C) .  In  this sweltering environment, evolved the 
Baccarus. Thei r  civil ization and technology grew over the 
years as the race evolved and advanced. The rept i l ians 
were wel l  on their way to achieving manned space fl ight 
when fate intervened on a cosmic scale. They had man
aged to get several satel l ites into orbit and they were able 
to detect the gigantic asteroid as it raced toward Accara. 
Their  l imited space capabi l it ies meant l ittle could be done 
to stop it. Several attempts were made to fragment it with 
nuclear warheads, but again ,  their technology was lacking. 

The huge space rock h it the planet squarely. The im
pact th rew b i l l ions of pounds of dust into the air and ki l led 
mi l l ions of Baccarus. With the sun obscured by a vei l  of 
debris, the weather patterns changed dramatical ly. Accara 
began to cool .  Temperatu res dropped to deadly levels 
(wel l  below 70 degrees Fahrenheitl2 1 C ;  freezing cold to 
creatu res use to the boi l ing temperatu res of the past) . 
Those Baccarus who did not die from exposure would 
eventual ly die from starvation or  disease. Several years 
later, a Tagon ican survey craft looking for mineral deposits 
rescued the last survivors . 
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The survivors were the lucky and those with special fa
ci l ities or powers, including mi l itary personnel h idden away 
inside bunkers and underground complexes, Baccarus 
and those with special abi l it ies, such as psionics, magic, 
and super abi l it ies. After a fu l l  year of rescue efforts, ap
proximately 2.5 mi l l ion people were saved. Unable to l ive 
on Accara, the Baccarus sold their homeworld for salvage 
and min ing to the Tagonicans. This meant each survivor 
was wealthy (roughly 1 25 mi l l ion credits per person) and 
are able to go wherever they wanted. Many of those res
cued were subsequently employed by Tagonig/omerate, 
the massive Tagon ican owned mega-corporation. Others 



settled on one thermal world or the other and some went 
on to wander the galaxy, exploring the wonders that are 
forever denied to the rest of their people. 

Baccarus (pronounce back-care-us) 
Alignment: Any, but most are good or selfish . 
Attributes : La. 3D6, M.E .  3D6, MA 3D6, P.S.  4D6, P.P .  

3D6+2 , P.E .  3D6,  P.B .  2D6,  Spd.  4D6 
Hit Points: Standard , P .E .  p lus 1 D6 per level of experi-

ence. 
S.D.C. : 1 00 P.P.E. :  3D6 or by Magic Category 
Horror Factor: 8 
Height: 5 feet plus 4D6 i nches ( 1 .6 to 2 . 1 m).  
Weight: 1 00 p lus 2D6x1 0 pounds (54 to 1 00 kg) . 
Average Life Span: 1 35 years 
Super Abil ities: Most of the surviving Baccarus had spe

cial powers and/or tra in ing. Thus, characters can be 
any of the fol lowing Super Power Categories: Bionic 
(01 - 1 0%) , hardware ( 1 1 -25%) , physical train ing 
(26-35%) , magic (36-45%) , psion ic (46-65%) or 
super-powered mutants or products of super experi
ments (66-00%) 

Natural Abil ities: See u ltraviolet and infrared l ight radia
tion equal to the minor super abi l ity. Keen hearing. As 
natives of a thermal world ,  the Baccarus are immune to 
extreme heat and resistant to f ire and radiation (does 
half damage; +6 to save) . However, they cannot toler
ate cold. Even temperatu res as warm as 95 degrees 
Fahrenheit (35 C) are considered freezing and wi l l  
cause them to suffer from exposure as detai led under 
the frozen world descript ion. 

Special Weapons and Veh icles: Most can afford to buy 
whatever they need , although in  many cases, money is 
tied up or control led by fami ly clans, so the character 
may have l imited resources. Favorite weapons include 
Vibro-Blades, lasers ,  and particle beam guns. Their  fa
vorite means of transportation is antigravity devices. 

Preferred Armor: Any type of armor can be worn depend
ing on the situation and personal tastes (see the Equip
ment section) . 

Fami l iarity with Earth : None. 
Rifts Notes: I f used in  the Rifts RPG sett ing, the 

Baccarus wi l l  be regarded as a D-bee. The Coal it ion 
States wil l become alarmed when they real ize that 
these beings possess magic, psychic or super powers 
and wi l l  destroy any they subsequently encounter. I ndi
vidual characters may be heroes or vi l lains of any 
O.C.C. In Rifts, the characters are S .D .C .  creatures 
who possess Mega-Damage bionics, weapons, magic 
and technology. 

If set in the Rifts: Phase World environment, the back
ground presented for Aliens Unl imited is appropriate. 
Most wi l l  be wealthy businessmen ,  explorers , adventur
ers, practit ioners of magic or Mercenaries. 
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Erittima 
Erittimas are the product of genetic engineering by a 

mysterious race known only as the Vymras. According to 
legend, the god- l ike Vymras took the Eritt ima from the for
est, shaped them in their image, gave them intel l igence 
and taught them how to fight. Their creators spoke of a 
great war and explained that they gave the repti l ians 
strong bodies and self-awareness to fight a terrible en
emy. One day, thousands of spacecraft landed on their 
world to take them to the f ield of batt le. The obedient 
Eritt imas boarded the ships and blasted i nto space. The 
giant fleet came to orbit around a large planet, but the bat
tle they expected never came. The planet was un inhab
ited , although it was habitable, with a variety of 
environments from forests to deserts, but there was no en
emy. As for their creators , the Vymras were never seen or 
heard from again !  The Eritt imas have since claimed this 
world as their own and have named it Vymra. 

There are now nearly one b i l l ion Eritt imas. Tens of 
thousands have gone to explore other parts of the galaxy 
in  search for thei r  creators, but to no avai l .  Al l Eritt imas 



are taught that their destiny is not their own. That one day 
their creators wi l l  return and beckon them to join them in a 
great battle. On that day, every man, woman and chi ld wi l l  
fol low their gods into battle and glory, for that is their pur
pose - their destiny. Unti l  that day, they hone their com
bat ski l ls so that they wi l l  be ready. They have waited for 
nearly 400 years ! 

The EriUimas are inte l l igent, n imble creatures with l ight
n ing qu ick reflexes and natural (genetically insti l led) super 
abi l it ies. Because they wait for the return of the gods and 
the call to battle , they have not engaged in space colon i
zation or conquest, although they have made contact with 
numerous al ien l i fe forms. Whatever the i r  creators may 
have in store for them, the Eritt imas are good natured and 
loving people with sharp minds and a strong respect for 
l ife . Over the centuries, they have decided that the 
Vymras are Gods of Light and that it is their destiny to 
f ight and vanquish a great evi l .  A large faction has decided 
that evi l  force is the Atorian Empire .  This has led some to 
venture into Atorian territory as advanced scouts and 
spies to gather information about the enemy. Some have 
joined the TMC or travel the galaxy as champions of jus
tice , righting wrongs and seeking out potential al l ies to 
fight at their side when the great battle comes. 

These warm-blooded l izard-looking warriors are roughly 
human in  size. They have flat, yel low-green scales cover
ing their bodies, with cream colored h igh l ights and ac
cents. Their heads are large and rept i l ian in appearance , 
yet the creatures are gentle and gracefu l ,  giving them an 
attractive appearance even to fickle humans. 

They have a reasonably advanced society and middle 
level technology. They also have access to incredibly ad
vanced technology, including antigravity spaceships and 
devices given to them by the Vymras , but they don't com
pletely understand how they work and don't know how to 
dupl icate them. Thus, the original giant space fleet and 
antigravity devices have been maintained for hundreds of 
years . What they don't understand or can't bui ld them
selves, they acqu i re from others. 

Erittimas (pronounced Ee-rit-tih-mas) 
Alignment: Any, but most are good or selfish . 
Attributes: La.  3D6, M .E .  3D6, M .A. 3D6, P .S.  3D6+7 , 
P .P .  3D6+7, P .E .  3D6+2, P .B .  3D6, Spd. 5D6+ 1 6  
Hit Points: P.E .  x2 plus 1 D 6  per level of experience. 
Horror/Awe Factor: 1 0  
S.D.C. : 1 D4x 1 0+65 (does not include super power bo-

nuses or ski l ls) 
Height: 5 feet plus 3D6 inches ( 1 .6 to 2 .0 m) .  
Weight: 1 00 plus 2D6x 1 0 pounds (54 to 1 00 kg) . 
Average Life Span: 90 years . P.P.E. :  2D6 
Super Abil ities: All have the fol lowing super abi l it ies: Al

ter metabol ism, heal ing factor, energy resistance , and 
f l ight : wingless. Do not rol l  for additional super abi l it ies. 
Combat train ing (in addition to the skil ls from education) 
includes acrobatics or gymnastics, boxing (add one ad
ditional attack per melee round) , wrest l ing, c l imbing, 
swimming and hand to hand martial arts. 

Natural Abilities: Ambidextrous (add one additional at
tack per melee round) , double jOinted , keen color vi-

144 

sion, hearing and sense of taste; +2 on i n itiative, +2 to 
pu l l  punch, +2 to rol l  with punch, +3 to save vs Horror 
Factor. 

Special Weapons: Can use a variety of weapons. Energy 
kn ives and swords are their favorites: Energy Knife: 
Length: 20 inches (0.5 m) , damage: 2D6+3, weight: 1 
pound (0.5 kg) . Energy Sword : Double the length and 
weight, i nf l icts 5D6 damage. 

Special Vehicles : Use a variety of items, but fast hover 
vehicles and antigravity veh icles are their favorites. 

Preferred Armor: Uses all kinds, but the i r  favorite is the 
Vymras environmental body suit (skintight) : A .A .  1 7 , 
S .D .C .  200 - no prowl or movement penalties. 

Famil iarity with Earth : The Eritt imas have access to in
formation equal to the "Some fami l iarity" result on the 
Fami l iarity With Earth table. 

Rifts Note: These rept i l ians wi l l  be considered D-bee 
champions of good . The Coalition States will see them 
as dangerous monsters and destroy them whenever 
they get the opportun ity. The Eritt imas champions wi l l  
get along wel l  with Cyber-Knights and other heroes and 
will almost certain ly clash with the CS. They will also 
see the Splugorth ,  C ibolansiSoul Worms, Naruni Enter
prises, and the Federation of Magic as evi l forces. They 
are S .D .C .  creatures with Mega-Damage weapons, 
powers and technology. 

If set in the Rifts: Phase World environment, the back
ground presented for Aliens Unl imited is appropriate. 
Most wi l l  be law men, bounty hunters ,  adventurers and 
the occasional mercenary. Any of the Rifts O.C.C.s can 
be selected. They rarely study magic. 

Jenjorans 

The Jenjorans are natives of  the planet Lori la, a h igh 
gravity world of dense jungles and shal low oceans. These 
al iens are short , with thick l imbs and wide heads, with 
oval-shaped f ins. Thei r eyes are prom inent, and skin color 
ranges through the spectrum of greens and browns, but 
change constantly because of a natural chameleon-l ike 
abi l ity . 

Most Jenjorans are educated as engineers ,  scientists 
and Scholars, but the most respected are the anti-magic 
warriors who l ive by centuries of tradit ion . This tradition is 
l inked with the outlawing of magical practices and ancient 
stories of a t ime when magic and technology clashed and 
almost destroyed their world . According to legend, wizards 
un leashed dangerous demons and magic energy in a bid 
to conquer the world .  However, specific facts and detai ls 
have been lost and nobody seems to know exactly what 
transpired . The only thing that is known for certain is that 
the wizards were defeated and magic is forever banned. 
The anti-magic warriors hunt down practit ioners of magic 
on Lori la and destroy them. Some have carried their cru
sade to the stars, fighting evi l  sorcerers and supernatural 
monsters. Off-world they tolerate the existence of magic 
users and creatures of magic provided they use thei r pow
ers for good and do not enslave or torment others. How-



ever, they never trust any men of magic or supernatural 
beings. 

Near the center of every major old city on Lori la is a 30 
foot (9 . 1  m) wide, three foot (0.9 m) tal l ,  octagon shaped 
device. They are all nearly identical and strongly resemble 
sl id ing blast doors, hence their name, ''The Doors." These 
Doors are obviously mechanical and represent a technol
ogy beyond that possessed by the Jenjorans when they 
were bu i lt 1 ,200 years ago. None of the doors appear to 
have any kind of opening mechanism. The Jenjorans no 
longer remember what is on the other side of The Doors 
but they fanatically maintain them out of fear and tradition : 
It is rumored that some of their elders know what The 
Doors keep in check, but they do not talk about it, and 
faerie tales about The Doors abound. Among them are 
prophecies of doom and tales of doorways to other worlds 
and dimensions created by magic. The last reference to 
The Doors warns, ''The portals must ever be sealed , lest 
we lose al l that we know." 

The Jenjorans study other planets, people, and civil iza
tions for clues to the orig ins and purpose of The Doors. 
Some argue that the levels of technology currently avai l
able would make the risk of open ing a Door very small 
and there is growing support for this movement, which co
mes from overconfidence, pride , and ignorance. However, 
they are not yet ready to risk opening even one to see 
what it contains (or holds back) . Scholars and researcher 
have been sent to other worlds in hope of finding simi lar 
structures and clues to their purpose, but thus far they 
have not. 

Jenjorans (pronounced jen-jor-ans) 
Alignment: Any; most are good or anarchist. 
Attributes: 1 .0. 3D6, M .E .  3D6, M .A. 3D6, P.S. 4D6, P .P .  
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3D6+2, P .E .  4D6, P .B .  1 D6, Spd. 6D6 
Hit Points: P.E. p lus 2D4 per level of experience. 
Natural A.R. :  9 
S.D.C. : 3D4x1 0 (does not include super power or attribute 

bonuses) . 
Horror Factor: Typically 1 4  - 1 5  for anti-magic warriors .  
Height: 5 feet 1 d6 plus inches ( 1 .5 to 1 .7 m) .  
Weight: 1 00 plus 2D4x 1  0 pounds (54 to 82 kg) .  
Average Life Span: 75 years 
Super Abil ities : All Jenjorans have the following super 

abi l it ies: chameleon and animal abi l it ies: repti le. Do not 
rol l  for additional super abi l it ies. 

Natural Abi l ities: Superior senses equal to the minor 
super abi l it ies heightened sense of hearing (+6 on in i 
t iative , + 1  to parry, +2 to dodge) , advanced sight and 
n ightvision . Plus can leap 1 0  feet (3.0 m ;  add five 
feetl1 .5 m from a running start) , natural climbers 
(75%/65%) and swimmers (65%) . 

The anti-magic warrior gets the following bonuses 
from train ing and special abi l it ies: impervious to pos
session (and the b ite of the vampire) , +4 to save vs 
magic (all types) , +2 to save vs mind contro l  of all kind, 
+5 to save vs Horror Factor, and 40%+5% per level of 
experience to recogn ize enchantment or magic items. 
Bonuses are in  addition to attribute or super power bo
nuses. Rifts Notes: The character has the natural abi l i 
t ies of P .P .E .  sh ield and mind block auto-defense. 
These powers automatically engage and don't requ i re 
I .S .P .  The anti-magic warrior has a natural P .P .E .  base 
equal to h is P .E .x 1 0 !  The P .P .E .  of the average 
jenjoran is P .E .x3) . 

Special Weapons and Vehicles : They use most types of 
weapons, hover vehicles and spacecraft. Energy c lubs 
and jet packs are favorites. 

Preferred Armor: Jenjorans envi ronmental battle armor: 
A .A .  1 3, S .D .C .  2 1 0; complete with min i -computer and 
bio-scan (left arm) , wrist lasers (one on each hand, two 
damage sett ings: 2D6 or 4D6 damage per single blast, 
800 footl244 m range, effectively un l imited payload) , 
short-range radar, short-range radio, basic l ife support 
systems. 

Fami l iarity with Earth: They have collected extensive in
formation on various planets across the galaxy. Thei r  
i nformation on Earth is equal to the "Has studied Earth" 
result on the Fami l iarity With Earth table. 

Rifts Notes: They are considered monstrous D-Bees and 
are l ikely to be shunned by most humans and hu
man-l ike creatures. The anti-magic warrior and most 
other Jenjorans wi l l  be horrified at what magic has un
leashed on the p lanet Earth. Both distrust, fear or hate 
supernatural monsters and all beings who use magic 
and will destroy any they perceive as evi l .  Some ex
tremist may go on a ki l l ing spree to destroy ALL Mystic 
creatures. They wi l l  get along best with psi-stalkers , 
dog boys and simvan monster riders. The Coalit ion 
States wil l exterminate them whenever they are en
countered in CS territory, even though they hunt practi
t ioners of magic and demons. In Rifts, the characters 
are Mega-Damage creatures who possess 
Mega-Damage weapons, armor, and technology. 



If set in the Rifts: Phase World environment, the back
ground presened for Aliens Unl imited is appropriate . 
They can be any of the c.C.C.s except psychics and 
practit ioners of magic. 

Nithians 
Nithia is a beautifu l ,  Earth- l ike p lanet that is the 

homeworld of the dinosaur- l ike N ithians. Although the 
planet resembles Earth , its air is toxic to Earthl ings and 
most humanoids. The acid rains and mists are also dan
gerous to most l ife forms and wil l damage rubber and 
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many compounds of plastic. The N ithians have evolved 
with in  the harsh atmosphere ,  so they can breathe the fou l  
air and the i r  sk in is thick, scaly and toughened to protect 
them. The scales are tight and close fitt ing, with additional 
large scales on the neck, shoulders and back. Skin colors 
are various shades of yellow, tan and orange. Their  heads 
are wide , with a large mouth f i l led with large, pOinted 
teeth. 

The N ithians have deve loped Faster Than Light (FTL) 
drives and have just begun deep-space exploration. They 
have already made l im ited contact with several other ga
lactic communities, including the Naidens and Sorinams 
and the Federation of Al l ied Races (FAR) . I n  their search 
for new knowledge and cultures, the N ithians have re
cently begun organizing study expeditions to a variety of 
moons, planetoids and planets. These expeditions can 
last as long as ten years or as short as a few months. 
They are typically composed of scientists accompan ied by 
a mi l itary escort. The escorts are soldiers with either 
bionic or robot augmentation or super abi l it ies. Al l expedi
t ion members wi l l  have vibro-weapons for uti l ity and de
fense purposes, and the team uses hover platforms for 
transportat ion. The armed forces have a variety of special 
forces un its. The robot and cyborg teams function as flexi
ble heavy support and l ight battlefield un its. The super 
teams often pu l l  s imi lar detai ls ,  but their most prominent 
area of expertise is in  seek and destroy, i nfi ltrat ion, and 
other more sensitive operations. 

Nithians (pronounced n ith-eye-ans) 
Alignment: Any 
Attributes : La. 306, M.E .  306, M.A. 306, P.S. 506, P.P .  
306+2, P .E .  306+2 , P.B .  206,  Spd.  506 
H it Points: Standard , P .E .  p lus 1 06 per level of experi

ence.  
Natural A.R. :  1 2  
S.D.C. : 306x1 0+20 (does not include super power or at-

tribute bonuses) . 
Horror Factor: 1 2  
Height: 9 feet plus 306 inches (2 .8 to 3.2 m). 
Weight: 380 plus 1 06x 1 0 pounds ( 1 77 to 1 99 kg) . 
Average Life Span : 95 years. P.P.E. :  206 
Super Abil ities: Avai lable Super Power Categories: Bion

ics (01 -25%) , robots (26-43%) , hardware (44-58%) , 
magic (59-60%) , mutants (61 -65%) and super-powered 
experiments (66-00%) . N ithians do not possess 
psionics. 

Special Weapons and Vehicles: They use most types of 
weapons, hover veh icles and spacecraft. The Vibro-axe 
is a favorite . 

Preferred Armor: Besides various robot and cyborg ar
mors, the N ithians do not rely on any type of armor un
less they are engaged in  battlefield combat or 
exploration off-world. I n  such a case, they may wear an 
environmental Class Four Hard Armor: A .R .  1 7 , S.O.C .  
280, or a l ightly armored environmental suit : A .R.  1 4, 
70 S.O.C.  

Fami l iarity with Earth : None. 
Rifts Notes: Basically the same as the Baccarus. 



Qua-Trau 

The Qua-Trau are natives of the low gravity planet 
Kwera. These repti les are tal l  and strong with aggressive 
tendencies. A century ago the Atorian Empire landed on 
Kwera. The barbaric Qua-Trau fel l  to superior numbers 
and vastly superior technology. The dinosaur- l ike human
oids in it ial ly bel ieved the invaders to be gods (antigravity 
devices and energy weapons can have that effect) and 
many sti l l  do. 

Hosti le at fi rst , the Qua-Trau were quickly shown by ex
ample that they had much to gain from cooperating with 
their new masters . Through the use of language transla
tors and psionics, the Atorian Empire easi ly recru ited them 
as al l ies. Now, 90 years later, they are some of the Em
pire's most effective shock troops. Outfitted with modern 
weaponry and armor to complement their natural sav
agery, the Qua-Trau enjoy their new found power and the 
opportunity to wage war. The most loyal have even been 
trained in the operation of tanks,  hover vehicles, robot ve
h icles and power armor/exoskeletons. However, most of 
these dim-witted troopers have only a min imal knowledge 
of communications, computer operation and the basics of 
l ife and combat. None of them are taught the sciences or 
the arts. 

The sti l l  primitive incl inations of these beings makes 
them savage fighters, easily impressed and control led by 
the Atorians. Many Qua-Trau sti l l  consider themselves 
servants of the Gods and bel ieve themselves to be in thei r 
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service as Angels of Death . They revel in the wonders of 
their new gods and exalt their power (weapons) and su
perhuman abi l it ies (via hover veh icles, antigravity devices, 
space travel ,  etc . ) .  Whi le most of the Qua-Trau enjoy be
ing shock troopers and harbingers of doom , others have 
real ized that they are being exploited by mortals and have 
mixed feel ings about the Atorian Empire .  Some long for 
the freedom to wander the open galaxy and to escape the 
war and barbarism encouraged by the Empire and the an
cient ways of their people. 

Qua-Trau (pronounced Kuwah-trah) 
Alignment: Any, but most are selfish or evi l .  
Attributes: I .Q. 206+1 , M.E .  206+2, M .A. 206,  P.S.  606, 
P.P. 406, P.E .  506, P.B. 1 06,  Spd. 606 
Hit Points: P.E .  x3 plus 1 06 per level of experience. 
S.D.C. : 306x 1 0+20 (does not include super power or at-

tr ibute bonuses) . 
Horror Factor: 1 4  
Height: 1 0  feet , 6 inches plus 1 01 0  i nches (3.2 to 3.5 m). 
Weight: 400 plus 1 04x1  0 pounds ( 1 86 to 1 99 kg) .  
Average Life Span : 85  years. P.P.E. :  206 
Super Abil ities: Qua-Trau wi l l  be one of the fol lowing: 

bionic (01 -25%) , roboVpower armor (26-45%) , hard
ware (46-65%) or super-powered mutant (66-00%) . Mu
tants can select one major power and one minor abi l ity 
(do not rol l  for additional powers) . 

Combat train ing includes gymnastics, boxing (add 
one add itional attack per melee round) , c l imbing, and 
hand to hand: expert, W.P .  axe , W.P. sword , W.P .  en
ergy pisto l ,  and W.P .  energy rifle. 

Natural Abil ities : Heightened sense of smell equal to the 
minor super power, double jointed , color vision , bite at
tack 306 damage, +2 on in it iative, +1 to rol l  with punch , 
+5 to save vs Horror Factor. They often eat the flesh of 
their vict ims. 

Special Weapons: They use whatever is appropriate for 
the job, but they love energy melee weapons, 
Vibro-Blades and Kisentite axes. G iant-sized Kisentite 
axe: Length : 5.75 feet ( 1 .7 m). Weight: 1 2  pounds (5.4 
kg) ,  Damage: 406+2. 

Special Vehicles: Atorian antigravity medal l ion . 
Preferred Armor: Besides cyborg and robot power ar

mors, the Qua-Trau prefer l ighter fu l l  and half suits of 
heavy plate armor and environmental su its: A.A.  1 2 , 
S.O .C .  1 20 for half suits, A .A .  1 7 , S.O.C .  280 for fu l l  
su its. 

Fami l iarity with Earth: None; they go wherever their 
Atorian masters tel l them to go and don't really care 
about who they fight. 

Rifts Notes: The Qua-Trau are carnivorous predators 
who instinctively fight and prey on creatures weaker 
than they are .  This means they wi l l  be given to con
quering and rul ing over small towns and vi l lages, en
gaging in terrorism , torture ,  wholesale slaughter, and 
other acts of savagery and brutal ity. They wi l l  be feared 
and shunned by humans and most peace-loving be
ings. The CS wi l l  terminate any they encounter. How
ever, the Pecos Empire ,  Mercenaries, and demonic 
monsters may add them to thei r  forces. The Splugorth , 



gargoyles and most evi l  supernatural creatures wi l l  wel
come them as kindred spirits and del ightfu l  min ions. I n  
Rifts, the characters are Mega-Oamage creatures with 
supernatural P.S and P .E . ,  and who possess 
Mega-Oamage weapons, armor, and technology. 

If set in the Rifts: Phase World environment, the back
ground presented for Al iens Unl imited is appropriate if 
the Atorian Empire is also part of the scenario. Other
wise , they will be new min ions of Splugorth , vi le bounty 
hunters or savage Mercenaries. 

Thisseras 

The Thisseras are a tal l  rept i l ian race with wide, flat 
heads, large , dark eyes and a prominent mouth . They 
tend to be th in ,  and are covered by fine scales. A fin- l ike 
appendage runs along the back of the neck and is 
crowned with smal l ,  sharp spines. The colors of their skin 
is typically pale blue, with brown patterns. They are noc
turnal creatures who l ive in the tropical forest of the world 
known as Ansim. As a result , they have l ittle tolerance for 
bright l ight, but have excel lent nightvision. 

Long ago , these al iens were a fiercely warl ike people 
who knew l itt le about peace. As their technology and civi l i 
zation developed, it became obvious that one day their 
achievements would reach a point where a weapon would 
be developed that could ki l l  a l l  Thisseras in  one fiery blast. 
The repti les tried peace negotiations for decades, but 
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cl imbing above one's racial past is difficult. Eventually, 
mutually agreeable pacts were signed and al l Thisseras 
learned to l ive in peace. They turned their warrior spirits to 
sports and friendly competition on every level of society , 
business and pleasure. The rept i l ians organ ized extensive 
competitions of al l kinds to chal lenge themselves. These 
events were satisfactory for a long t ime. 

Space exploration became their next great conquest. 
Thisseras were at last able to travel the galaxy freely. The 
prospect of competing with a multitude of other races 
un ited them l ike never before. Shortly after entering the 
spaceways, they encountered the equal ly competitive 
Miceans (see mineral al iens) . Like the M iceans, the 
Thisseras are glory-hounds who feed on fame, prestige 
and notoriety. These two races engaged in fierce but 
friendly competition for decades. Both came to respect 
and l ike each other very much. 

Then one fatefu l  day, the Micean Counci l  proposed a 
partnership i n  which the two races would form an interga
lactic pol ice organ ization and become heroes of the uni
verse . It would provide them with thri l ls ,  adventure ,  and an 
audience for their incredible exploits, daring-do and 
achievements on a grand scale. At fi rst the competitive 
Thisseras debated and hesitated. A partnership suggested 
that they might not get their fai r  share of the l imel ight. The 
debate came to an end and the rept i l ians cheerfu l ly 
agreed when the M iceans suggested the name of their or
ganization as the Thissera-Micean Cooperative (a.k.a. 
TMC). Gett ing top bi l l ing satisfied their ego and the 
long-time friendly rivals joined forces. Both the Thisseras 
and Miceans now compete against each other to see who 
can defeat and bring to justice more criminals and super 
vi l lains. This has actual ly made them an aggressive and 
effective pol ice force , with each act of courage or daring 
inspir ing the other to equal or surpass it. The only down 
side is that these champions of justice don't know when to 
retreat, take fool ish risks, and sometimes underestimate 
their opponents. They can also be insufferable braggarts 
and swaggering egomaniacs. 

Thisseras (pronounces thiss-ser-rass) 
Alignment: Any, but most lean toward good or unprinci
pled. 
Attributes : La. 306, M.E .  306, M.A. 306, P.S. 306, P.P .  
306+4, P.E .  406,  P.B. 206,  Spd.  506 
H it Points:  Standard , P .E .  p lus 1 06 per level of  experi-

ence. 
S.D.C. : 204x 1 0+40 
Horror Factor: 1 0  
Height: 6 feet plus 306 inches ( 1 .6 to 2.3 m). 
Weight: 1 00 plus 204x 1 0 pounds (54 to 82 kg) .  
Average Life Span : 1 75 years. P.P .E . :  1 06 
Super Abil ities: The typical Thisseras have the fol lowing 

super abi l it ies: Chameleon ,  heal ing factor and super vi
sion: n ightvision . A rare few (0 1 - 1 5%) can select two 
additional minor powers or one major, whi le others 
(01 - 1 0%) have psionic powers instead (create latent 
pSionic normal ly) or no powers (create hardware char
acter as normal) . All have extensive combat ,  espio
nage/mi l itary and crime-busting train ing. 



Natural Abil ities: Can leap 1 2  feet (3.7 m) h igh or length
wise (double with a running start) , inst inctive cl imbers 
(85%/80%) ,  swimmers (80%) , and acrobats (80%) , +2 
on in itiative , +2 to pull punch , +3 to rol l  with impact or 
fal l .  They also has keen vision and hearing; 20 decibels 
beyond the human range. Poor day vision (200 feeV61 
m) and must wear some sort of protective eye-shade or 
risk being b l inded by bright l ights and sunshine. 

Special Weapons & Vehicles : Any, but most Thisseras 
are fond of personal ,  melee-type weapons, and 
Kisentite swords are especial ly popu lar. Fast vehicles 
with h igh maneuverabi l ity and high speeds, l ike 
one-man hover veh icles, are preferred for transporta
t ion. 

One-Man Hover Car: Maximum Speed: 260 mph 
(41 6 km) ,  S .D .C .  200, hovers 3 to 1 2  feet (0 .9 to 3.7 m) 
above the ground and has excel lent maneuverabi l ity . 

Preferred Armor: Thisseras combat environmental body 
armor: Light suit : A .R .  1 4 , S .D .C .  80 (no prowl or move
ment penalties) . Heavy suit : A .R .  1 7 , S .D .C .  225, but 
- 1 5% to prowl , c l imb, acrobatics and gymnastics ski l ls .  

Fami l iarity with Earth: The extensive operations of the 
TMC includes some of the space around or near Earth . 

Their fi les contain information on Earth equal to the 
"Some fami l iarity" result on the Fami l iarity With Earth 
table . 

Rifts Note: These rept i l ian humanoids wi l l  be considered 
D-Bees. The Coalit ion States wi l l  see them as danger
ous monsters because they possess super powers and 
the spirits of heroes. They will try to destroy them 
whenever they get the opportun ity. Thisseras lawmen 
will get along wel l  with Cyber-Knights and other heroes. 
They will almost certain ly clash with the CS and other 
vi l lains, including the M in ions of Splugorth , 
CibolanslSoul Worms, Narun i  Enterprises, and the Fed
eration of Magic. They are S .D.C. creatures who also 
possess Mega-Damage body armor, weapons and 
technology. 

If set in the Rifts : Phase World environment, the back
ground presented for Al iens Unl imited is appropriate . 
Most wi l l  be lawmen , bounty hunters , adventurers and 
the occasional mercenary. Any of the mercenary, men 
at arms, scholar and adventurer O.C.C.s can be se
lected , although they rare ly get bionic, ju icer or M.O.M .  
conversions. They rarely study magic. 

H u manoid Vegetation Races 

Alien l ife forms come in  al l shapes, sizes and struc
tures. Those referred to as vegetation are intel l igent 
plant-l ife. Leaves,  vines, bark, algae, and any other matter 
resembl ing plants or leaves form the al ien 's  body. Those 
described in the following pages have the shape of 
bipedal humanoids, with two arms, two legs, and a head , 
but others may have mult ip le vine- l ike or tentacle-l ike 
l imbs, or be sedentary l ike trees. Some may have only 
large lumps for heads, or fu l ly developed heads with eyes, 
nose , mouth , and ears (or appendages resembl ing them) . 
Such features may be the result of evolution in which the 
plants needed to resemble humans or animals to survive. 

Standard Plant Features 
& Abilities 
By Kevin Siembieda 

Common Features 
Resistance to Pain :  Weapons infl ict normal damage 

but the plant being is only about half as sensitive to pain 
as mammals. 

Healing Factor: The plant- l ike resi l ience of these 
aliens means they heal twice as fast as flesh and blood 
aliens, and can regenerate lost l imbs and body parts 
with in  3D4x1 0 days. 

Invisible to Sensors: Even advanced sensor systems 
cannot d ifferentiate between sentient plant l ife forms and 
ordinary p lants, making sentient forms invisible to sensors. 
Furthermore, They are cold l ife forms and wil l not register 
as warm-blooded animals on heat sensors or infrared de-
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tectors. They are also invisible to mechan ical detection 
when h id ing among other p lants and may be diff icult to 
see with the naked eye, as they are l ikely to blend in with 
surrounding vegetation . 

Breathe: Vegetation al iens can breathe through every 
inch of their bodies. They can wear clothes and armor that 
restricts most of the body and sti l l  breathe normally. Wh i le 
al l of this makes them nearly impossible to smother, they 
are extremely susceptible to defoliating chemicals: -5 to 
save vs gases, sprays and other chemical attacks de
signed to ki l l  vegetation. However, they are impervious to 
most drugs and toxins designed to hurt or affect animal 
l ife . 

Al iens composed of green vegetation do not need to 
eat in the animal sense . Most feed primari ly on sun
l ighVsolar energy and water (some need min imal water to 
survive, whi le others need more) . Some may feed on radi
ation rather than l ight. Most p lants turn radiant energy 
(from the sun or artificial sources) into food. Use the same 
feeding and hunger rules g iven under the Humanoid Min
erai section for these al iens. 

Plant Body Armor 
Most plant beings have a tough outer skin that provides 

some level of natural protect ion. 
Light/Soft Armor: Resembles the stems and leaves of 

plants or skins of fruit. Main body: 2D4x1 0+20 S .D .C .  and 
A.R. 1 0  (or 65 M .D .C . ) .  

Medium Armor: Tough vines, f ibers and resi l ient 
branches. Main body: 2D4x1 0+60 S .D .C .  and A.R .  1 3  (or 
1 1 0 M .D .C. ) .  



Heavy Armor: Bark, nutshel ls or strong fibers. Main 
body: 2D4x1 0+200 S .D .C . ,  A.A. 1 6  (or 200 M .D.C. ) .  

Rifts Note: Most plant creatures wi l l  be mega-damage 
creatures with natural M .D .  body armor/h it pOints. 

Heightened Senses of Plants 
1 .  Track and maneuver by smel l alone: 72% +2% per 

level of experience . Rol l  once for every 2000 feet ( 1 200 
m). A fai led rol l  means the scent trai l is temporarily lost; 
two successful rol ls out of three means the trai l  has been 
rediscovered. 

2. Identify common, known smells, and airborne 
aromas: 90%. Range: 2000 feet ( 1 200 m) .  

3. Remember and identify a specific unusual scent: 
80% + 1 % per level of experience. Range: 1 200 feet (365 
m).  

4. SmelVSense the coming of rain,  smoke and large 
fires: 50% +2% per level of experience; two mi le (3.2 km) 
range. 

5. Accurately sense the wind direction: 68% +2% 
per level of experience. 

6. Accurately sense the time of day and direction 
(north, south, east, west, etc.): 80% + 1 % per level of ex
perience but needs sunl ight. Without sun l ight, reduce the 
success ratio by 40%. 

7. Accurately identify temperature (within 1 04 de
grees): 70% +2% per level of experience; includes air 
temperature. 

8. Sense the location of underground water re
serves: 40% +2% per level of experience .  

9. Feel the vibrations of  an approaching ground veh i 
cle(s) , g iant bot, herd of mammals, g iant animals, explo
sion or earthquake up to six m i les (9.6 km) away. Running 
or walking humans 1 000 feet (350 m) away. Flying veh i 
cles or animals 500 feet ( 1 52 m) away. +2 on in itiative and 
a + 1 to dodge. 

1 0. Hear ultrasonic sounds; super keen hearing: Av
erage range 2000 feet (365 m) .  

1 1 .  Communicate via natural telepathy: Average 
range is 400 feet ( 1 22 m) when communicating with ani
mal l ife , but extends t01 200 feet (366 m) when communi
cating with sentient p lant l ife . Typically this is an automatic 
abi l ity that does not requ i re the expenditure of LS .P .  

Camleans ----------

Cam leans are short ,  corded bundles of thick, green 
plant fibers on a humanoid frame. They are compact, with 
burly features that were formed by the powerful gravity of 
their homeworld , Imle .  Their coloration normal ly ranges 
from drab browns to bright tans, reds and oranges. They 
have humanoid heads with slots that resemble eyes. They 
even have a tiny b i rd- l ike mouth at the end of the ch in ,  
and l ike b i rds, their voices are musical and wonderful to 
l isten to . The lyrical range of their voices has g iven the 
Cam leans a reputation as singers (and musicians) . They 
are recogn ized by many in the galaxy as masters of com
position and the performers of music and song. All 
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Camleans are taught to sing by their parents at a young 
age. Many pursue the arts to their fu l lest and become mu
sical entertainers.  Camlean singers have a powerful repu
tation to help start their careers, but they also have the 
greater responsib i l ity in  upholding that reputation .  Many 
singers and musical groups are openly welcomed on any 
planet or space station as special guests, especial ly 
worlds that respect the arts, or are governed by nobi l ity -
to have music performed by these bards in  one 's  court is 
a prestigious event. Music has become a big business for 
some Cam leans. 

In addit ion , these beings are attracted to music and 
they send teams of researchers ,  explorers and musicians 
to observe,  study and record the musical sounds, songs, 
lyrics, instruments, events and other cultures on many 
other worlds. The information gathered from these trips is 
used for inspiration and variety in lyrical compositions. 
Many of the f inest musical instruments in  the galaxy are 
created and collected by the Cam leans. 

Despite their reputation for exquis ite music, some 
Cam leans have darker personalit ies. The evi l  al igned 
members of the race have sin ister uses for their music 
which match their dark souls. They use music (and their 
psionic powers) to evoke dark emotions or confusion 
among the i r  l isteners, and spread vio lence and discord by 
working crowds into riotous mobs. These vi l lains are usu
ally members of a revolutionary movement with in the 
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Camlean race. It is clear that they bel ieve themselves su
perior to animal l ife , but what their goals are ,  and the ex
tent of their influence, is not yet clear. Some are just 
mercenaries or adventurers with l ittle or no interest in mu
sic. 

Camlean society is much l ike that of Earth , with cities , 
states, and nations ruled by a variety of government types. 
They have soldiers, scientists, engineers, and al l  of the 
other members of a diverse modern society. Their technol
ogy includes advanced space travel ,  robots, bion ics, and 
sonic weapons, but much of it has been acqu i red from 
other races. Fine qual ity melee weapons are a favorite of 
many Cam leans. Even those who are not in combat re
lated professions wi l l  carry ornamenta l ,  but functional , 
Kisentite weapons. Their love of ornamentation is often 
present in other aspects of thei r l ives, such as the decora
tive antigravity su its commonly employed for transporta
tion. 

Cam leans (pronounced cam-Iee-ans) 
Alignment: Any, but most tend toward selfish . 
Attributes: La. 3D6, M .E .  3D6, M .A. 4D6, P .S.  4D6, P .P .  
3D6+2, P .E .  3D6, P .B .  2D6 ,  Spd. 3D6x3 
Hit Points: P.E .  x2 , plus 2D6 per level of experience. 
Natural Heavy Body Armor: 2D4x1 0+200 S.D .C . , A .A.  

1 6  
Height: 5 feet plus 1 D6 inches ( 1 .5 to 1 .7 m) .  
Weight: 1 00 plus 2D4x1 0 pounds (54 to 82 kg) . 
Average Life Span: 400 years. P.P.E. :  2D6 
Super Abi l ities: All Cam leans, regardless of power cate

gory, have the psionic abi l it ies of telepathy, emphatic 
transfer and mind block (LS .P .  is M .E .  x3) . Those with 
full blown psionics (0 1 -33%) are considered natural 
pSionics (get the I .S .P .  normally attributed to those 
characters in  addition to the I .S .P .  previously noted; I n  
Rifts, they are Mind Melters) , whi le others can be  hard
ware (34-66%) , robotics/exoskeletons (67-76%) ,  bion
ics (77-86%; have the usual impact on psionics) , super 
abi l it ies (87-96%) as a result of mutation or experimen
tation or they can study magic (97-00%) . 

Al l have some talent in music or singing and have 
the fol lowing ski l ls automatical ly: s ing (+ 1 0%) , play mu
sical instruments (+5%, choose one) , or writ ing (music 
compositions) ; al l  are of professional cal iber. 

Natural Abil ities: All common features and heightened 
senses. 

Special Weapons: Can use all kinds of items, but are at
tracted to laser, sonic and Kisentite weapons and other 
types of melee weapons. 

Special Vehicles: Any, but prefer antigravity devices. 
Preferred Armor: Robotic or bionic characters will have 

armor from their respective category. Other Cam leans 
tend to avoid wearing armor except for environmental 
suits necessary for space explorat ion: A .A .  1 2 , S .D .C.  
60 .  However, any armor can be used. 

Fami l iarity with Earth : The diversity of music and cUl
tures on Earth has attracted many camlean investiga
tors to it. Those researchers have col lected information 
equal to the "Has studied Earth" result on the Fami l iar
ity with Earth table. 
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Rifts Notes: I n  the Rifts sett ing, the Camleans are con
sidered monstrous D-Bees. Most humans and many 
other mammalian l ife forms wi l l  find the creatures un
nerving, despite their beautiful music. The Coalit ion 
States wil l destroy them whenever they are encoun
tered. Slavers wi l l  f ind them attractive as both slave la
bor and entertainers.  

If set in the Rifts: Phase World environment, the back
ground presented for Aliens Unl imited is appropriate . 
Most wi l l  be vagabonds, entertainers ,  thieves, bounty 
hunters , adventurers and the occasional mercenary. 

Chianas 
These vegetation beings are powerful psion ics from a 

dark world known as Khina. The Ch ianas are the planet 's 
dominant l ife form . More than two hundred years ago, the 
al iens' popu lation was at a critical level .  There were so 
many Chianas that their society and the planet 's re
sources were strained. Raw materials were becoming 
harder to f ind, which made prices rise , along with stress 
and despair . The people were at each other' s throats. As 
their planet reached its l im its of population support, the 
Ch ianas appl ied their ski l ls to the development of ad
vanced space drives to colonize other worlds and find new 
mineral resources. 

Many spacecraft would leave Khina in the next few de
cades as expeditions desperately searched for other su it
able planets for min ing and colon ization . 

Meanwhi le , riots and mayhem increased on thei r  
homeworld . Martial law was declared and the mi l itary took 
over. This mi l itary government was sti l l  headed by the po-



l it ical leaders ,  but they were mostly f igureheads who re
ceived orders from mi l itary commanders. For hundreds of 
years, the people were ruled and gu ided by the mi l itary. 
Violence was met with violence. Rebels and crim inals 
were slaughtered to make space for law abiding citizens. 
After a generation of mi l itary contro l ,  it became the social 
structure ,  and all Chianas learned to l ive by mi l itary law 
and discip l ine.  

The Ch ianas' mi l itary is the government and protector 
of its people and possessions. Every citizen is expected to 
serve 1 0  years in the armed forces, and is a permanent 
part of the mi l it ia. The mi l itary government teaches its 
people order, self-discip l ine, self-confidence , obedience ,  
respect for authority and the law, fighting ski l ls and mas
tery of their psionic abi l it ies. Surprisingly, this mi l itary rule 
is benevolent and also insti l ls self-rel iance , compassion , 
an acceptance of other l ife forms, and a need for the indi
vidual to make sacrifices for the greater good of the major
ity. It has become a combination spiritual ,  pol itical , and 
mi l itary force that has brought comparative peace and 
structure to the people. 

Those who left Khina to go to the stars eventual ly found 
planets where their people could l ive , and places to mine 
and bui ld factories. This has done a great deal to re l ieve 
the crisis on their homeworld, and to loosen the extreme 
contro l  of the mi l itary. However, the Ch ianas sti l l  retain  
their un ique mi l itary-based government, structure and be
l iefs. Criminals and rebels are sti l l  treated harshly and are 
either expel led from the commun ity or executed. The 
Ch ianas get along wel l  with other races. They respect the 
laws and customs of other people and are among the 
most pol ite and law abiding people in the universe. Many 
have joined interstel lar pol ice forces ( including the TMC) , 
whi le others have become bounty hunters , lawmen, ex
plorers and mercenaries. They are especially hard on 
Chianas who have turned to crime or evi l  ways. 

Chianas (pronounced cheye-anas) 
Alignment: Any, but most wi l l  be principled ,  scrupulous or 
aberrant. 
Attributes: La.  3D6, M .E .  3D6, M .A. 3D6+3, P .S.  4D6 , 
P .P .  4D6, P .E .  3D6, P .B .  3D6, Spd. 4D6 
Hit Points: P .E .  x2 plus 1 D6 per level of experience. 
Natural Light Body Armor: 2D4x1 0+20 S.D .C. , A .A .  1 0  
Height: 7 feet plus 2D6 inches (2.2 to 2.4 m) .  
Weight: 1 95 plus 1 D4x1 0 pounds (93 to 235 kg) . 
Appearance: Luminous green humanoids, with large, at-

tractive leaves and yel low-green eyes. 
Average Life Span: 300 years. P.P.E. :  3D6 
Super Abil ities: All Chianas are natural psionics ( instead 

of latents) and are combat trained (espionage and 
physical train ing) . 

Natural Abil ities: All common features and heightened 
senses. Khina is a twi l ight world and all Ch ianas have 
nightvision out to 1 000 feet (305 m) ,  and feed on vari
ous types of radiation but not l ight per se (they do not 
give off radiation) . 

Special Weapons and Vehicles: They can use the equiv
alent of most types of weapons, hover vehicles and 
spacecraft. Favorite weapons include lasers and 

152 

vibro-blades, with antigravity devices as their favorite 
mode of transportation . 

Preferred Armor: Being fu l ly combat trained, the Chianas 
will often wear additional body armor and envi ronmen
tal suits. Everyday l ight r iot armor wil l l ikely be a com
bat vest (A.A .  1 0 , S .D .C.  50) , whi le more dangerous 
situations will warrant fu l l  envi ronmental body armor 
(A.A.  1 5 , S .D .C .  1 80) .  

Fami l iarity with Earth : None 
Rifts Notes: I n  the Rifts sett ing, the Ch ianas are consid

ered D-bees , but most humans and other l ife forms wi l l  
f ind the creatures attractive and friendly. The Coalit ion 
States wil l destroy them whenever they are encoun
tered . Slavers wi l l  f ind them attractive as slave labor, 
f ighters and mercenaries. They are mega-damage 
creatures with mega-damage technology. 

If set in the Rifts : Phase World environment, the back
ground presented for Al iens Unl imited is appropriate. 
Most will be lawmen , bounty hunters , adventurers and 
mercenaries. 

Erythros 
The Eryth ros are a mysterious race of humanoids com

posed of brown and du l l  g reen vegetat ion. They are of av
erage humanoid height, and the i r  bodies are covered with 
tiny leaves and l ichen- l ike fuzz. Their heads are very hu
man- l ike,  with obvious eyes, a nose and a mouth , but th is 
al l  changes when they are angered or forced to defend 
themselves. The fine l ichen grows to amazing bulk and 



thickness and each fine leaf blossoms into a weave of pro
tective armor. The Erythros increase in size and S .D .C . , 
and towers 60 feet ( 1 S.3m) tal l !  As giants , they are unaf
fected by heat or cold ( including p lasma and magic) and 
their normal S .D .C .  is increased dramatical ly! 

There are very few of these plant al iens in the galaxy , 
which sparks many speculations on their orig in .  Many 
people bel ieve the Erythros are either a new race in the 
galaxy, or are members of a dying one, because there are 
so few known to exist and they are scattered throughout 
outer space. In truth , they are the survivors of a war in  an
other galaxy. The Erythros were engaged in  a war with the 
insane cyborgs known as the Mechanoids (See Rifts 
Sourcebook Two: The Mechanoids) . Like al l races who 
oppose the Mechanoids, the Erythros were losing. They 
had h idden their last large mi l itary base near a black hole 
to help conceal it from their enemies, but the unrelenting 
cyborgs found them. One of thei r large mi l itary space sta
tions was thrown out of orbit by a Mechanoid attack and 
drifted off as the battle continued. The drift ing station was 
pul led into the b lack hole and was in subjected to a space 
(and time?) warping anomaly that f lung them in to the 
Mi lky Way galaxy. Other Erythros may have escaped the 
Mechanoids' onslaught, but are scattered across the uni
verse. 

The few thousand in the M i lky Way have decided to re
bui ld their race . Whi le some search for a new world to in
habit, most have found a place l iving with other beings. 
However, such al l iances are tentative. No one is sure 
about the Erythros' goals or motives, but the fact that 
most oppose the Atorian Empire helps to quiet many 
doubts. These Eryth ros oppose the Empire because it re
minds them of the Mechanoids, and they are angered by 
any race that seems bent on i ntergalactic conquests, slav
ery and war. They wi l l  not let another maniacal race de
stroy their last chance for survival . 

They know how to use advanced weapons, vehicles 
and computers , which seems to confirm that they were a 
technologically advanced race. The qual ity of their space 
station (what survived) is also an indication that their 
tech-level was high. By sel l ing the remains of their space 
station as scrap and through work as mercenaries and 
bodyguards, many have purchased spaceships and equip
ment to explore their new galaxy. There are several small 
fleets of spacecraft and mercenary troops under the com
mand of Erythros forces. 

Erythros (pronounced ear-ee-throws) 
Alignment: Any, but most seem to be selfish . 
Attributes : 1 .0 .  306, M .E .  306, M.A. 206, P.S. 506, P .P .  
306 ,  P .E .  306 ,  P .B .  206 ,  Spd. 306 
Hit Points: P.E .  x3, plus 1 06 per level of experience. 
Natural Light Body Armor: 2D4x1 0+20 S .D .C . ,  A .R .  1 0 ; 

i ncrease when g iant (see the super abi l ity growth) . 
Height: 5 feet plus 306 inches ( 1 .6 to 2 .0 m) .  
Weight: 1 50 plus 2D6x1 0 pounds (77 to 1 22 kg) . 
Average Life Span: 700 years. P.P.E. :  206 
Super Abil ities: Eryth ros are al l  from the power category 

of Super Abi l it ies. They al l  have the major super abi l ity 
growth and the minor super abi l ity impervious to fire 
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and heat. There is a 01 -30% chance that the character 
can have one other minor abi l ity . 

Natural Abil ities: All common features and heightened 
senses, numbers 1 -S .  

Special Weapons and Vehicles : They can use the equiv
alent of most types of weapons, hover vehicles and 
spacecraft . Favorites weapons include lasers and 
Vibro-Blades, with antigravity devices as their favorite 
mode of transportation . 

Preferred Armor: Rarely use any, except environmental 
su its for hosti le envi ronments, or as a disgu ise. 

Fami l iarity with Earth : Only what they have heard from 
others ,  which is not much; equal to the "some fami l iar
ity" result on the Fami l iarity With Earth table. 

Rifts Notes: Basical ly the same as the Camleans. They 
are Mega-Damage creatures with Mega-Damage tech
nology. 

Kisent 
Phori la is a scorch ing,  thermal planet currently on the 

edge of the Atorian Empire .  What isn ' t  desert or volcan ic 
wastelands is covered i n  lush tropical forests. Deep with in 
its crust, flows molten rock at  temperatu res beyond those 
of other planets. This heat causes pockets of i ntense pres
sure to bui ld which eventually explode as violent volca
noes. With in  those high pressure areas, are i ncredible 
thermal forces that compress the normal metal densities 
and create incredib ly strong substances. Nearly a century 



ago, the Kisent al iens discovered and perfected the pro
cess for forging these metals using h igh technology (laser 
forge) . As a result , the metal known as Kisentite was 
named after them. 

The Kisents are vegetation a l iens of average humanoid 
height and build with a leaf- l ike crown on thei r heads. 
Their  body colorations are a variety of browns with green , 
and green highl ights. Their h umanoid frames are covered 
in a hard skin remin iscent of bark. Kisents are otherwise 
very humanoid in  appearance with five f ingered hands, fu l l  
featured faces (eyes, nose , mouth , ears) , and loose, leafy 
hair . 

Their  technological level is highly advanced and in
cludes robotics , microwave weaponry, and advanced 
space travel .  Their  laser forges are considered the best in 
the galaxy, and they have also developed specialized par
ticle beam forges that help to create Kisentite weapons of 
unsurpassed qual ity .  Kisent-forged weapons are perfectly 
balanced (+ 1 to strike and +2 to parry) and expensive (tri
ple the cost of normal steel weapons) . Although the al iens 
are best known for their melee weapons, they produce 
nearly every type and class of weapon from Vibro-Knives 
to p lasma cannons. The Kisent logo on any weapon in
sures i ts qual ity, durabi l ity , and high price. 

Al l educational backgrounds are found in Kisent soci
ety. Despite their massive manufacture of weaponry, their 
armed forces are no larger than average for a humanoid 
race. They make up for size, however, by using top qual ity 
equ ipment. They are ruled by a powerful Counci l of Direc
tion that runs the planet l ike a giant corporation. After the 
forging of Kisentite was perfected and space travel as
sured, the Counci l began what could only be called a mar
keting campaign. Thei r  efforts have firmly establ ished the 
Kisents as top qual ity galactic weapons manufacturers ,  
and that reputation has endured for centuries. 

Kisents (pronounced kiss-sents) 
Alignment: Any, but most are selfish and aberrant evi l .  
Attributes: L a .  406, M .E .  306, M .A .  206,  P .S .  306+2, 
P .P .  306+4, P .E .  306, P .B .  1 06, Spd. 306 
Hit Points: P.E .x3 
Natural Heavy Body Armor: 2D4x1 0+200 S .D .C . ,  A .A .  

1 6  
Horror Factor: 1 0  
Height: 5 feet plus 406 inches ( 1 .6 to 2 . 1  m) .  
Weight: 1 30 plus 2D6x1 0 pounds (68 to 1 1 3 kg) .  
Average Life Span: 400 years . P.P.E. :  1 06 
Super Abil ities: The Kisent al iens can be from a number 

of Super Power Categories: B ion ics, robots, hardware , 
experiments, and magic. 

Natural Abil ities: All common features and heightened 
senses. Being al iens from a thermal world , they resis
tant to f ire and heat (half damage) , but they will suffer 
from exposure at temperatures of 90 degrees Fahren
heit (32 C) or less as detai led under the frozen world 
description .  A survival suit must be worn to offset those 
effects (See the Equ ipment section) . 

Special Weapons and Vehicles : They use and manufac
ture the equ ivalent of most types of weapons, vehicles 
and spacecraft. Favorites weapons include Kisentite 
melee weapons and microwave blasters . 
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Preferred Armor: Types of armor worn wi l l  vary with the 
character 's occupation and needs. 

Fami l iarity with Earth : The Kisents have information on 
Earth equal to the "some fami l iarity" result on the Famil
iarity With Earth table. 

Rifts Notes : I n  the Rifts sett ing, the Kisents are consid
ered monstrous D-bees. Most humans and many other 
mammalian l ife forms wil l f ind the creatures unnerving, 
and many of these plant beings wi l l  engage in merce
nary or criminal activities. The Coalit ion States wi l l  de
stroy them whenever they are encountered. The 
Splugorth will find them attractive al l ies as assassins, 
warriors, gladiators and weapon designers. They can 
be any O.C.C.  except psionic. 

If set in the Rifts: Phase World environment, the back
ground presented for Al iens Unl imited is appropriate . 
Most wi l l  be weapons merchants, bounty hunters , mer
cenaries and adventurers. They represent competition 
to Narun i  Enterprises, the Splugorth and others, except 
that they have not yet mastered dimensional travel .  
They are Mega-Damage creatures with Mega-Damage 
technology. 

Lach i nel ians 
The Lachinel ians are a race of vegetation al iens from 

the planet Arachin ,  which is composed entirely of radioac
tive elements. The environment is deadly to most animal 
l ife , but the Lach inel ians have evolved, and thrive in their 
i rradiated habitat. Despite the radiat ion, there are only two 



common mutations. One is the growth of bulbous matter 
on their bodies. The bulbs are perfectly harmless and do 
not interfere with normal movement or health in  any way. 
They have become an accepted trait among the al iens. 
The second mutation is a mental change that resu lts in a 
high amount of psionic abi l it ies. 

Magic is common on Arachin  and a large portion of the 
people study and use it, especially in everyday appl ica
tions l ike farming and construction . The majority of the 
Lach inel ian mi l itary is composed of mystics and psionics. 
Although their technological level is only equal to that of 
1 9th Century Earth, their special abi l ities make them ex
tremely formidable. 

Despite their psionic and magic powers, the 
Lachinel ians have fal len victim to raids by al ien invaders 
who capture their people and enslave them. Such raids 
came to an end when the rept i l ian toogarth invaded (see 
Vil lains Unl imited for detai ls on the Toogarth Empire and 
people) . The invaders ' advanced technology, natural abi l i 
t ies, and re lentless drive overwhelmed them. They have 
since been forced to became part of the Toogarth Empire .  
The rept i l ians wanted the abundant radioactive elements 
in Arach in 's  crust to fuel their armada's  nuclear drives. 
The conquered Lachinel ians work for the toogarth , min ing 
and refin ing ores and other mineral resources, and some 
continue to be sold into slavery by their new masters. 

Escaped and l iberated Lach inel ians can be found 
roaming the galaxy. Most are vagabonds, mercenaries or 
adventurers.  Some have a price on their heads and are 
pursued by Toogarthian bounty hunters .  Others can be 
found across the galaxy performing services and conduct
ing business as slaves. 

Lachinel ians (pronounced: la-chin-nel-eye-ans) 

Alignment: Any 
Attributes: La. 2D6+ 1 ,  M. E. 3D6, M.A. 2D6, P .S. 5D6, 
P.P. 3D6, P.E. 3D6, P.B. 1 D6, Spd. 4D6 
Hit Points: P.E .  x2 , p lus 2D4 per level of experience. 
Natural Heavy Body Armor: 2D4x1 0+60 S .D .C . ,  A .R.  1 3  
Horror Factor: 1 2  
Height: 6 feet plus 1 D6 inches ( 1 .8 to 2 .0 m) .  
Weight: 1 50 plus 1 D6 pounds (68 to 71  kg) .  
Average Life Span: 375 years. P.P.E. :  3D6 
Super Abil ities : All Lach inel ians have the psionic powers 

of empathy, mind block and resist fatigue, with an I .S .P .  
base of  M .E .  x3 .  These characters can also study 
magic and learn various occupations (normally qu ite 
primitive, but as slaves many have learned a variety of 
modern ski l ls) .  

Most (0 1 -35%) have natural psionics (mind melters 
in  Rifts) and have al l  the I .S .P .  and abi l it ies avai lable to 
that power category, p lus those al ready detai led. Some 
(36-50%) have two of the fol lowing super abi l it ies as 
wel l  as the psionics common to al l :  Chameleon and 
plant control or contro l radiation (pick one) . A significant 
number do practice magic (51 -80%) , and the remain ing 
plant people have no special powers (8 1 -00%; bionics 
and hardware) . 

Natural Abil ities: All common features and heightened 
senses, numbers 1 -7 .  Their  high radiation homeworld 
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has made them immune to the effects of radiation , but 
their bodies g ive off low levels of it to the environment 
around them. Anyone exposed to them for more than 
two weeks is l ikely to suffer from radiation exposure 
(see the high radiation world description for detai ls on 
radiation poison ing) . These al iens can also see into the 
ultravio let spectrum of l ight. 

Special Weapons and Vehicles : They can learn to use 
most types of weapons and veh icles , but only the most 
intel l igent can pi lot ai rcraft , spacesh ips or operate com
pl icated devices. 

Preferred Armor: Types of armor worn wi l l  vary with the 
character' s occupation. Mystics often have protective 
spel ls , and some psion ics can summon S .D .C . ,  so they 
often do not need to wear armor. 

Fami l iarity with Earth: None. 
Rifts Note: They are mega-damage creatures. 

Sprekalians 
The Sprekal ians are natives of the planet Rikal . The 

abrasive atmosphere of the p lanet has made them into 
physically hardy specimens with a tough, bark- l ike skin 
and resi l ient bodies. They are a tal l ,  imposing people, 
traits wh ich tend to bel ie their h igh ly techn ical advance
ments. The Sprekal ians have mastered space travel ,  ro
botics , and many other sciences. 

Thi l ik-3 is a drug developed by sprekal ian scientists 
from the beneficial Th i l ik and Th i l ik- 1  series. The medici
nal use of these drugs is as a kind of steroid to boost a pa
tient 's  resi l ience and increase heal ing. Thi l ik-3 bu i lds on 
that, and adds heightened reflexes and powers to the re
sults. The negative aspect of it is that recipients of the 
customized drug develop insan ity , psychotic tendencies 
and anti-social behavior. I t  became very popular with 
gangs and i l legal enforcers, and became so widespread 
that the pol ice could not handle the great numbers of crim
inals ju iced on Th i l ik-3. 

A government committee decided it was necessary to 
form an Anti-Th i l ik branch of their I l legal Substance En
forcement Agency. The Ikta were created as a special 
Anti-Th i l ik  assault division . Sprekalian volunteers were 
subjected to special government experimentation proce
dures that gave them super abi l it ies to combat the users 
of Thi l ik-3. 

The hundreds of I kta went to war with the i l legal Th i l ik-3 
makers, dealers and users. Twenty years later, they were 
so successful that most Thi l i k  dealers left the planet or 
stopped deal ing. The government has declared the Th i l ik  
threat over and has reassigned many I kta to posit ions 
off-world . Thei r super abi l it ies made them better candi
dates for the demands of space travel and for deal ing with 
hosti le al iens. Some pursue Th i l ik dealers and criminal us
ers off-world .  Some are l ia isons with other pOl ice forces 
( including the TMC) or mi l itary forces. Others have be
come mercenaries, criminals or freebooters themselves. 
Only a small I kta force remains on Rikal .  

Thi l ik-3 
Duration : 2D4 hours 



Cost: Varies greatly depending on avai lab i l ity , but never 
less than 500 credits. 
Effects: The drug has the fol lowing effects on Sprekal ians 
and vegetation aliens with simi lar physiology: 

1 .  Insanity: Unsettles the psyche, result ing in tempo
rary insan ity. Use the crazy hero Random Crazy Elements 
Table and rules for vi l la ins using Th i l ik-3 (see page 1 9  of 
Heroes Unl imited) .  At fi rst , the craziness wears off when 
the drug does, but frequent and long-time users of more 
than six months, wi l l  be driven permanently insane. I n  ad
dition to the crazy hero tables, long-time users and addicts 
should rol l  once on the affective disorder table and once 
on the phobia or obsession table. Al l of them tend to be 
suspicious of others and prone to acts of violence and cru
elty (anti-social ) .  

2. Heightened Awareness & Reflexes: +2 attacks/ac
tions per melee round, +3 on in itiative, +2 to strike, +3 to 
parry and dodge, +3 to rol l  with impact ,  +4 to P .S . ,  and +6 
t� speed. Al l bonuses and increases are temporary and 
disappear when the drug ' s  duration lapses. 

3. Super Abil ities: There is a 01 -42% chance of a ran
dom major power manifest ing itself (pick one when appl i
ca��� , abi l it ie� �ay change with each use of the drug) . 
Abl l l

.
t les are l im ited to: Alter physical structure (any) , dis

ruptive touch , gravity manipulation , contro l  radiation ,  mag
netism, and divine aura. 

Powerbal l  
Thi l ik-3 has recently appeared as  a drug for animal hu

manoid l ife forms. It is called Powerball. When they use i t  
the fol lowing effects occur: 

' 
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Duration : 2D4 hours 
Cost: Varies greatly depending on avai labi l ity , but never 
less than 500 credits. 

1 .  Insanity: Same as above , but is permanent after two 
months of use. 

2. Heightened Awareness & Reflexes: +1  attack/ac
tion per melee round, +4 on i n it iative, +3 to strike, +4 to 
parry and dodge, +6 to save vs Horror Factor (fearless un
less insanity dictates otherwise) , +6 to P.S. ,  + 1 0  to Spd , 
and can leap 1 0+1  D4 feet (3.0 to 4.3 m) , fatigues at 20% 
the normal rate and has an additional + 1 D4x1 0 S .D .C . ! Al l 
bonuses and increases are temporary and disappear 
when the drug ' s  duration lapses. 

3. Hyper: The character becomes a ball of energy with 
superhuman endurance (see S .D .C .  bonus above) , and 
no need to sleep or eat (th is effect lasts 3x the normal du
ration) .  Unfortunately, the need to re lease that energy 
usually results in physical violence. Daredevi l stunts are 
also a way these crazies vent energy; leaping from roof
tops and speeding in vehicles are common. 

4. Addiction, Side-Effect & Penalties: Powerbal l is in
stantly addictive to humans and most other animals , re
qu i ring daily fixes. Permanent insanity occurs after two 
months of use. The character also has trouble sleeping 
and must eat more frequently to compensate for the en
ergy that is burned up. Penalties: Reduce P .B . ,  P .E .  and 
M .A. by 20%. Most addicts wil l die with in  2D4 years. Many 
aren ' t

. 
aware of this yet, but if they find out, it will only add 

to their reckless and violent l ife style. Super powers are 
not insti l led in  non-plant beings. 

Sprekal ians (pronounced sprek-ah-Ianes) 
Attributes : 1 .0.  3D6+2 , M .E .  3D6, M.A. 3D6, P .S .  3D6, 
P.P. 3D6, P .E .  3D6, P.B. 3D6, Spd . 3D6. 
Hit Points: P.E .  x3 plus 2D6 per level of experience. 
Natural Heavy Body Armor: 2D4x1 0+200 S .D .C . ,  A .R .  

1 6 . Alignment: Any 
Horror Factor: 1 3. P.P.E. :  3D6 or by Magic Category. 
Height: 8 feet, 6 inches plus 3D6 inches (2 .7 to 3.0 m) .  
Weight: 360 plus 2D4x1 0 pounds ( 1 72 to 1 99 kg) .  
Average Life Span: 500 years 
Super Abi l ities: Sprekal ians can be any of the following 

power categories: Bionic, robot (typically exoskeleton or 
vehicle) , hardware , physical train ing or magic. On ly the 
I kta, created through super power inducing experiments 
and those who use Thi l ik-3 possess super abi l it ies. 

Ilda characters can select two major abi l it ies or one 
major and two minor super powers. They also have the 
fol lowing bonuses: +2 on in itiative , +2 to save vs Horror 
Factor, +2 to pu l l  punch , +2 to rol l  with impact, +5 to 
save vs any chemicaVdrug/toxin ( includes helpful 
drugs) , recogn ize and identify plants at 88%, and add 
1 D4x1 0 to S .D .C .  

Natural Abi l ities: Al l  common features and heightened 
senses, numbers 5-1 1 .  

Special Weapons and Vehicles : They use and manufac
ture the equ ivalent of most types of weapons, vehicles 
and spacecraft . 

Preferred Armor: Types of armor worn wi l l  vary with the 
character 's occupation and needs. 



Fami l iarity with Earth: The Sprekal ians have information 
on Earth equal to the "some fami l iarity" result on the 
Fami l iarity With Earth table. 

Rifts Notes: Simi lar to the Ch ianas. 

Tedeschians 
The Tedesch ians are a race of tal l  p lant beings from 

the low gravity planet Odach. Their  l imbs are long and ta
pering, and their bodies are covered by a l ight green,  
smooth, bark- l ike sk in that resembles insect chitin .  Their 
heads are large and oblong , and their hands and feet 
have only four dig its. They were once a very scientific 
people. Their homeworld 's  close proximity to a black hole 
made them one of the premier researchers on this phe
nomenon . Scientific minds from many worlds came to 
Odach to study the anomaly. Yet black holes were not the 
only area of study that interested the Tedeschians. All sci
ences, including magic, were explored by these inquisitive 
beings. With t ime, magic became quite prominent, espe
cial ly in exploration and the mi l itary. 

They were at a h igh point in their evolution and devel
opment, then they began to die. Slowly and i nexpl icably, 
something crept through the populace, unt i l  a wide-scale 
epidemic began to devastate tens of thousands. The 
Tedesch ians and hundreds of scientists from around the 
galaxy worked furiously to discover the cause and a cure. 
They qu ickly came to realize that the cause was a micro
scopic parasite . This began a futi le war of medicine 
against the deadly microbes. Even magical spel ls and ritu
als had no effect. Other races were unaffected, except for 
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those composed of plant- l ike matter. I n  an uncharacteristic 
gesture of compassion, the Atorian Empire sent represen
tatives to assess the situation and offer help. They were 
worried the epidemic might spread, unti l they real ized that 
the parasite only attacked vegetation al iens. Many suspect 
the Atorian scientists only offered help to get some sam
ples for their bio-weapons d ivision. 

The number of fatal ities escalated and the scientists 
grew frustrated . They had identified the culprit, but they 
sti l l  could not f igure out a way to counteract it. Then,  as 
the native population of Odach dwindled to a few thou
sand , the dying suddenly stopped. The survivors were not 
infected and none of them had physical ly suffered from 
the epidemic. Follow-up research discovered that the mi
croscopic ki l ler was the product of genetiC experimentation 
that had gotten out of contro l .  The survivors, swore to for
sake genetic research and have reduced their pursuit of 
al l  sciences in favor of magic. 

The survivors have rebui l t ,  but even 1 48 years later, 
much of the planet is a ghost-town , sti l l  l i ttered with aban
doned cities and towns. They can relate to the plight of the 
homeless and have invited different groups of refugees to 
share their world with them. Many have accepted their 
kind offer. Note: Only about 1 .7 mil l ion Tedeschians exist 
in the galaxy. 

Tedeschians (pronounced the-desh-eye-ans) 
Alignment: Any, but most lean toward good. 
Attributes: La. 306, M .E .  306, M .A. 406, P.S. 506, P .P .  
406 ,  P .E .  206 ,  P.B.  306 ,  Spd. 506 
Hit Points: Standard , P .E .  p lus 1 06 per level of experi-

ence. 
Natural Light Body Armor: 204x1 0+20 S.O .C. , A.A.  1 0  
Height: 5 feet, 5 inches plus 1 06 feet ( 1 .7 to 3.5 m). 
Weight: 1 04x1 00 pounds (45 to 1 8 1 kg) .  
Age: l ive to  be  600 to  1 000 years old. 
Super Abil ities : Most surviving Tedeschians (90%) are 

practit ioners of magic. Others are possible, but they are 
a rarity. P.P.E. :  As per Magic Category; + 1 0 bonus. 

Natural Abil ities: All common features and heightened 
senses. 

Special Weapons and Vehicles: They use and manufac
ture the equivalent of most types of weapons, vehicles 
and spacecraft . 

Preferred Armor: Types of armor worn wi l l  vary with the 
character 's occupation and needs. 

Fami l iarity with Earth : As a result of the extensive 
search for a cure, Odach now contains the most exten
sive l ibrary of information on the galaxy 's  various plan
ets and their inhabitants. Thei r database on Earth has 
information equal to the "Has studied" result on the Fa
mi l iarity With Earth table. 

Rifts Notes: Simi lar to the Ch ianas. Many are humanitari
ans and explorers. 



Galactic  Monsters & Evi l Bei ngs 

The variety of evi l and predatory creatures in space is 
greater than the number of the intel l igent humanoid races. 
Some of the more notable, powerful ,  or legendary of them 
are presented i n  this section .  Many of them wi l l  combine 
the aspects or abi l it ies of several super power categories. 
As a result ,  they are not avai lable as player characters un
less specifical ly stated and defy the norm.  

Note: Additional supernatural beings, entities and 
monsters can be found in Beyond the Supernatural and 
Mystic China, as wel l  as Rifts titles (particularly Rifts 
Conversion Book One and Rifts Dimension Books) , but 
the latter wil l requ i re conversions to the S .D .C .  damage 
rules. 

Rifts Note: In a Rifts sett ing, these beings wil l be 
Mega-Damage creatures with Mega-Damage powers, 
magic, weapons and technology unless noted otherwise. 

Brakkana 
The Brakkana are supernatural beings of an unknown 

orig in . They are giant, muscular, demonic humanoids with 
arms that end in slash ing scythe-l ike b lades. Their eye
brows and foreheads are protected by bony ridges, and 
the head is crowned by two large, downward turned horns. 
The maw is disproportionately large and f i l led with sharp 
teeth . The eyes are white sl its. The horrible creatures are 
truly befitt ing the identification of "monsters." They are no-
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toriously aggressive , savage warriors who ki l l  for pleasure 
and torture captives. They eat humanoid flesh and seem 
to prefer humans and other mammals. The Brakkana have 
settled on several planets and do not appear to have a 
homeworld in this galaxy, but many also wander the 
spaceways as Mercenaries, p i rates, assassins and mur
derers. 

They show l ittle interest in  the arts and sciences, rely
ing almost enti rely on their magic and supernatural pow
ers. Likewise , whi le they sometimes congregate in armies 
and large groups, they are not social creatures and bicker 
and fight amongst each other constantly. The most power
ful rule, making int im idation and brute force (occasional ly 
cunning) the way to success. Many scientists have noted 
that the Brakkana are feral predators who use their in
stincts and natu ral abi l it ies to survive . As such , they are 
natural hunters who often eat what they ki l l ,  even human
oids. 

Brakkana are prized by some for their size , strength , 
and magic. They can be trained for guard work, gladiato
rial combat ,  and other roles that requ i re magic, brute 
strength or ruth lessness. However, they are d ifficult to 
contro l ,  because they real ly only respect power and cru
elty .  They are best as the savage min ions of other super
natural powers (especial ly al ien intel l igences, godl ings 
and demon lords) . There are rumors that the Atorian Em
p i re has an el ite force of Brakkana warriors working for 
them and one of the Empresses is said to have one as her 
personal bodyguard .  

Brakkana (pronounced Brah-con-na) 

Alignment: Evi l or self ish, but usual ly M iscreant or 
Diabolic. 
Attributes : La. 206*, M .E .  306, M .A. 206, P.S. 506+6, 
P .P .  406+3, P .E .  406, P .B .  1 06,  Spd. 606; supernatural 
P.S. and P .E .  

* Rol l another 1 06 when an 1 1  or 12 is rol led .  These 
more intel l igent Brakkana are often the leaders, advisors 
and spies of the race . 
Size: 8 to 1 0  feet tal l  (2 .4 to 3.0 m) 
Weight: 400 to 600 pounds ( 1 8 1  to 272 kg) . 
Hit Points: 1 D6x1 0 
S.D.C. : 4D6x1 0 
Natural A.R. :  1 5  
Horror Factor: 1 5  
Average Life Span: 1 000 years. P.P.E. :  2D4x1 0. 
Disposition : Most are mean , vindictive, and barbaric. 

They will eat nearly anyth ing, and weaker humanoids 
are always in  danger of becoming dinner. The more in
tel l igent members of the species are sti l l  gruff, but more 
cunning and civi l ized . Leaders often have some 
twisted , demonic honor code , but not always. 

Experience Level :  Not appropriate. Spel ls are cast at 
4+ 1 06 levels of experience. 



Natural Abil ities: See the invisible (a sort of thermal op
tic, infrared sight) , impervious to heat and f ire ,  track by 
smell 66%, can smell b lood a mile ( 1 .6 km) away (and 
fo l low the blood scent at 78% efficiency) , 
bio-regenerate 3D6 h it points/S.D.C.  per minute , poi
sons and drugs only do half damage, can leap 25 feet 
(7.6 m) and seem to magical ly understand all lan
guages. 

Power Category:  Alien Mystic equal to 4+ 1 D6 level expe
rience (leaders get an extra 1 D4) . 

Spel ls: Limited to breathe without air , cal l  l ightn ing, f i re 
bal l ,  d ispel magic barrier, Mystic shield, paralysis: 
lesser, speed of the snai l ,  eyes of the wolf, fly as the 
eagle, teleport (self) , chameleon,  tongues, and wall of 
flame, plus two spells of choice. Leaders wil l have an 
additional 2D4 spel ls. P.P.E. :  4D4x1 0.  

Combat Ski l ls of Note: Pai red weapons and W.P. sword.  
Attacks Per Melee Round : Six (6) 
Bonuses: These are in addition to possible attribute bo

nuses. +3 on in itiat ive, +2 to strike ,  +4 to parry, +1 to 
rol l  with punch , fal l ,  or impact and +6 to save vs Horror 
Factor. 

Originating Al ien Environment: Abrasive Atmosphere 
Education Level :  Not real ly appl icable, but the more intel

l igent ones can have the equivalent of a General 
Studies or Combat Special ist education ,  while the aver
age Brakkana wi l l  know 2D4 ski l ls from the categories 
of communication, domestic, espionage, and physical 
(in Rifts, rogue and wilderness are also avai lable) . 

O.C.C. Bonus: None 
Weapons: The Brakkana's arms natural ly end in long , 

sickle- l ike b lades; they have no hands. The natural 
weapons do 3D6+P.S. bonus each for damage. Some 
have enhanced them with bionic metal blade versions 
such as Kisentite. Vibro-Blades add + 1 D6 damage and 
energy blade replacements add 2D6 damage. 

Vehicles: Do not use them (no hands) but can be chauf
feured places. 

Armor: None. They rely on their natural armor rat ing. 

Cyklops-Serpentmen ----

Optional player character race. 
Based on drawings and ideas by Eric Breaux. 

The Cyklops-Serpentmen are a race of giant, 
mu lt i - l imbed humanoids with huge, bat- l ike wings, twin 
snaking tai ls ,  four  arms and one great eye in the center of 
their ugly heads. The mouth is f i l led with fangs and sharp 
teeth , and a thick mane of hair frames the head. Skin color 
is l ight blue with violet strip ing. The tai ls give them excep
tional balance and stabi l ity in combat, both on the ground 
and in the air. Despite the name "Serpentmen," a Cyklops 
warrior can be a male or female 

The Cyklops are a race of ski l led warriors that enjoy 
testing their abi l it ies against al l  who dare to challenge 
them. They are very intel l igent, and many work as Merce
naries, soldiers, p i rates, hit men, bodyguards, bounty 
hunters , heroes and adventurers. They usual ly choose a 
profession that g ives them numerous opportun ities to 
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show their prowess In battle. Despite thei r monstrous ap
pearance, the Cyklops-Serpentmen have a natural enmity 
with most so-cal led demons, al ien intel l igences, Brakkana, 
and other supernatural monsters. 

Many Cyklops will l ive by some sort of strict personal 
code of honor. These codes vary from individual to individ
ual and the Game Master and players are left with free 
rein  to detai l  them to suit the i r  characters. Characters who 
l ive by a code of honor wi l l  be Aberrant , Principled or 
Scrupulous in al ignment. Most regard other warriors of 
comparable ski l l  as equals and respect them for acts of 
courage, honor and ski l l .  If someone defeats them in com
bat, the Cyklops wi l l  forever after respect that individual 
un less he does someth ing terrible to discredit h imself. 
Those who win the respect of a Cyklops may also earn his 
or her undying al legiance or friendship. 

Some Cyklops-Serpentmen that oppose discord and 
chaos have joined the Atorian Empire because it repre
sents strict order, un ity (forced and otherwise) and 
strength , but others who cannot tolerate oppression have 
sided with , or secretly help the N iamese Coal it ion ,  FAR,  
and others who oppose the Empire. 

Cyklops-Serpentmen 
(pronounced sigh-clops-sir-pent-men) 
Optional Player Character: G.M . 's d iscretion .  
Alignment: Any, but tend toward aberrant evi l  or princi
pled good. 
Attributes : La. 3D6+3, M .E .  4D6, M .A. 3D6, P .S.  
4D6+20, P .E .  4D6, P.B.  3D6, Spd .  6D6 runn ing or 1 60 
mph fly ing! P.S. and P .E .  are considered to be supernatu
ral .  
Size: 18  to  20 feet tall (5.5 to  6 . 1  m)  
Weight: 1 ,800 to  2 ,000 pounds (8 1 5 to  907 kg) . 
Hit Points: 2D4x1 0 
S.D.C. : 2D4x1 00 (Mega-Damage in Rifts) 
Natural A.R. :  1 3  
Horror Factor: 1 6  
Average Life Span: 300 years . P.P.E. :  5D6 
Disposition: Cyklops-Serpentmen tend to be quiet moun-

tains of power with deep ,  regal voices. They are ag
gressive and react qu ickly to violence, returning it i n  
kind, but  most are not vicious or murderous. Chal
lenges, duels, and physical contests are enjoyed by the 
giants, especially in  favor of sett l ing disputes. Wrestl ing 
and fencing are favorite sports, fol lowed closely by tar
get ski l ls .  

Experience Level :  Average: 4th level (ro l l  2D4) . In 
Heroes Unl imited use the bionic experience table, i n  
Rifts use the dragon's experience table. 

Natural Abil ities: Swimming 80% and does not need to 
breathe. Immune to gases and inhaled substances, re
generates a lost eye with i n  1 0+2D6 days and l imbs in  
20+4D6 days ! The giants are ambidextrous with both 
pairs of arms, and their tai ls are prehensi le and can be 
used to str ike ,  entangle or hold. 

Power Category: Super Abi l ities 
Major Super Abil ities: None 
Minor Super Abil ities: Mult iple l imbs: arms, mult iple 

l imbs: tai l ,  f l ight: winged (leather) , extraordinary physi-



cal strength , advanced sight and heal ing factor ( in addi
tion to the regenerative powers mentioned previously) . 
Cyclops-Serpentmen do not rol l  for additional super 
abi l ities . 

Combat Ski l ls:  Hand to hand: expert, boxing,  wrest l ing, 
and paired weapons. 
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Attacks Per Melee Round : E ight! And 9 i n  f l ight ! ! 
Bonuses: These are in add ition to possible attribute and 

hand to hand bonuses, but they do include super abi l ity 
bonuses. +5 on i nitiative , +3 to strike (+6 in f l ight) , +4 to 
parry (+7 in fl ight) , +4 dodge (+9 in fl ight or hover, +1 1 



when faster than 90 mphl1 44 km) , +6 to rol l  with punch, 
fal l ,  or impact, p in/incapacitate on natural 1 8 , 1 9 , or 20 
(if declared) , +4 to save vs Horror Factor, +3 to save vs 
magic, psion ics and toxins. 

Originating Alien Environment: Toxic Atmosphere. 
Education Level : Combat Special ist 
Scholastic Bonus: + 1 5% 
Common Ski l ls:  Physical :  Those l isted above, plus fenc

ing and acrobatics (used in aerial combat) ; Weapon 
Proficiencies: W.P.  kn ife , W.P.  targeting, W.P.  sword , 
blunt, or chain ,  W.P .  energy rifle and/or pisto l ,  W.P .  
heavy (th is is a common selection) . Fi rst a id ,  and six 
secondary ski l ls. Secondary skills are normal ly those 
that are necessary, p lus vehicle and language ski l ls. 

Weapons: The Cyklops love weapons, especially archaic 
and melee types. Because of their immense physical 
size , the giant weapons they employ do an extra 2D6 
damage. Again ,  because of their size, they are able to 
wield large weapons, including large machineguns, ve
h icle mounted weapons and occasional ly even arti l lery 
cannons (must have a supernatural P .S.  of 30 or 
greater) . 

Vehicles: Rarely used, but some Cyklops do have an af
f in ity for technology and l ike to h itch rides on large ves
sels, and l ike antigravity items when they can get them. 

Armor: None; they rely on thei r natural armor rating and 
massive S .D .C .  

Dark Breeze ---------

These are the horrible creatures the Riathenor pi rates 
have named themselves after. They are ancient creatures 
of evi l  that have haunted and tormented the humanoids of 
many worlds since the beginn ing of t ime. They are preda
tory spirits that drain the very energy and l ife essence 
from their vict ims. The monsters are intangible and move 
through sol id doors and wal ls to hunt down their prey. 
Thei r  intangible nature also means they cannot l ift and 
carry physical objects. They are tangible on the astral 
plane, and their specter- l ike touch drains the l ife essence 
of l iving beings - they need the equ ivalent of 50 h it 
points/S .D .C .  per 24 hour period to survive , but many l ike 
to gorge themselves on ten times that amount. Without a 
tangible essence, they are very difficult to ki l l ;  psionics, 
magic and sonic weapons (the latter does double dam
age) are one's best defense against these monsters. 

They appear as monstrous, l iving, black shadow with 
glowing white sl its for eyes and gaping white openings for 
mouths. A grey aura of energy radiates around them. 
When this aura fades, opponents know the Dark Breeze is 
hurt or starving. 

These nightmarish monsters seem most at home in the 
dark void of space , and worlds brimming with magic en
ergy. The Dark Breeze requ i re no edible food , water, or air 
to survive , but are energy vampires who feed on the vital 
l ife essences of l iv ing things. Thankfu l ly, there seem to be 
few in the un iverse and most l ive sol itary l ives with l ittle in
teraction with others of thei r kind. One rarely encounters 
more than one or two at any g iven t ime. 
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Dark Breeze 
Alignment: Miscreant or evi l .  
Attributes: La. 2D6,  M .E .  3D6 ,  M .A. 1 D6 ,  P.S. 2D6 ,  P .P .  
3D6 ,  P .E .  not applicable, Spd .  4D6 - most physical abi l i 
t ies are appl icable only when in  a tangible state or on the 
astral plane. 
Size: 6 to 8 feet tal l ( 1 .8 to 2 .4 m) 
Weight: None 
Hit Points: 1 D4x1 0 
S.D.C. : 1 D6x1 0 (represented by the grey aura; double on 

the astral plane) . P.P.E.: 2D4x1 0+22 
Natural Armor: I ntangible natural state. 
Average Life Span: Unknown; may be immortal .  
Disposition : Predatory hunter of  supernatural orig in .  
Natural Abil ities: Prowl 80% 
Power Category: Super abi l it ies . 
Major Super Abil ities: I ntangib i l ity (natural state) and 

bio-ghost. The Dark Breeze can become tangible only 
through a great deal of effort and only for a maximum of 
1 0  minutes. Dur ing this t ime the creature can use phys
ical weapons and infl ict physical damage with them. It 
can become intangible at any t ime. 

Minor Super Abil ities : None 
Psionic Abil ities: 4D4 1 .S .P . ;  abi l it ies are l imited to empa

thy, mind block, detect pSionics, and astral projection (it 
is a creature from the astral plane) . 

Attacks Per Melee: Three (3) 
Bonuses: +2 to strike ,  +4 dodge and +8 to save vs Horror 

Factor. 



Originating Al ien Environment: Astral plane 
Weapons, Vehicles, and Armor: None 

Note: The super abi l it ies and psionics are natural abi l i 
t ies and are not affected by the Negate Super Abi l ities 
abi l ity. 

Devourer Mound 
These huge creatures are monstrous, carnivorous, 

plant- l ike beings nearly five feet ( 1 .5 m) in  height . S ixteen 
long tentacles, each ending in a fanged mouth , surround 
an oversized maw at its top, and it has moveable plates 
that cover the base of its body. The mound can move at a 
slow pace , but on its homeworld, it typical ly stands station
ary, waiting for an animal to get with in  striking range, and 
then strikes with 2D4 tentacles and rips its prey apart! The 
Devourer Mound can extend its tentacles 20 feet (6 . 1  m) .  
The monster detects its prey through scent and radar. 

The mound is l itt le more than an animal predator, but it 
can be trained to recogn ize sounds and scents , and actu
ally learn to obey simple commands, passwords and whis
tles s imi lar to a trained dog. Consequently, they are often 
taken from their homeworld and used as guards and l iving 
defense systems, (after condition ing) . 

Devourer Mound 
Alignment: Considered a miscreant predator. 
Attributes : Cunning animal predator I .Q. 2D4, M .E .  4D6, 
M .A. 1 D6 ,  P.S. 4D6+1 0,  P .E .  4D6, P .B .  1 D6, Spd. 2D4 (it 
waddles) 
Size: 4 foot ( 1 .2 m) tal l  body, but tentacles normally ex

tend sixteen more feet (4 .9 m) .  
Weight: BOO to 1 ,200 pounds (362 to 544 kg) . 
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Hit Points: 1 D6x1 0 
A.R. :  1 1  (natural) 
S.D.C. : 2D6x1 0 main body; 30 per each tentacle. 
Average Life Span : 1 00 years. P.P.E. :  2D6x1 0 
Disposition : Predatory hunter 
Power Category: Super Abi l it ies 
Major Super Abil ities: Stretching (tentacles only) 
Minor Super Abi l ities: Radar, heightened sense of smell 

and healing factor (severed tentacles grow back with in 
2D4 weeks) . 

Natural Abil ities: Resistant to cold and heat. 
Attacks Per Melee: Nine tentacle attacks or one large 

maw. The tentacles typically skewer and tear apart its 
prey, shoving pieces into its large maw, but they can 
also be used to entangle and pul l  prey into the giant, 
tooth fi l led mouth . 

Fanged tentacles do 2D6 damage per strike/bite or 
1 D6 for a whipping strike. The large maw does 5D6. 
Tentacles release their hold after receiving 1 5  S .D .C .  of 
damage (they have no A.A . )  and are destroyed with 30 
S.D .C.  of damage. 

Bonuses: +1 on in itiative , +4 to strike, +B to parry, imper
vious to Horror Factor, +6 to save vs poison ,  toxin or 
disease. 

Originating Al ien Environment: High gravity; jungle and 
forest . 

Weapons, Vehicles, Armor: Not appl icable 

Dopplegangers -------

Dopplegangers are legendary monsters and demons 
that can dupl icate the form of a person. The reasons for 
which this is done are varied , but they range from pure 
survival (easier to hunt) to the accumulation of power (by 
replacing leaders or those close to them) .  There are sev
eral races across the galaxy that can be classified as 
Dopplegangers. Each has its own motives and abi l ities to 
copy , dupl icate , or im itate humanoid l ife forms. Some are 
able to s imply assume the gu ise of the person or animal , 
whi le others must k i l l  or even eat the victim before they 
can take its shape. Some are al ien beings whi le others are 
supernatural horrors. The three races presented here are 
the most common of the Doppleganger races in the 
Aliens Unl imited galaxy. 

Dop-elpoep 
These inte l l igent, evi l Dopplegangers were once wide

spread and powerful with in  the Toogarth Empire .  They 
slowly i nfi ltrated and subverted the repti le conquerors, but 
the Zyl ik ,  intent on overthrowing the Toogarth themselves, 
d iscovered and exposed the Dop-elpoeps' many gu ises. 
With the help of the Zyl ik ,  the Toogarth were able to exter
minate a large portion of these al iens, including their entire 
homeworld population. Unknown to either the Zyl ik or 
Toogarth , hundreds of thousands of the Dop-elpoeps were 
already spread across the galaxy, bu i ld ing their personal 
power. 

These Dopplegangers are a race of vegetation human
oids. On their homeworld , their abi l ity to copy other l ife 
forms is used to help them hunt and h ide. When visitors 



from the stars landed, they were qu ickly infi ltrated by the 
Oop-elpoeps. The fiends are amazingly adaptable and in
tel l igent and quickly learned how to use modern weapons 
and equipment. Some even learned how to pi lot space
ships! The advantage of imitat ing other l ife forms and spe
cific people meant it took years before anybody real ized 
that the damned monsters were even among them, and by 
then it was too late . With the cosmos opened to them, the 
shapechangers had a hundred worlds as their hunting 
grounds. The curious beings have found space travel ,  ex
ploration , and hunting to be fun and challenging. 

A Oop-elpoep wi l l  create a special dupl icating chamber, 
about the size of a closet , i n  a place he feels is a safe ha
ven/lai r. If possible, the lair will be a secret or h idden 
place. 

To create a Ooppleganger, the creature secretes a 
resin that is formed into a roughly humanoid shape. The 
chamber is then sealed. Once the Oop-elpoep chooses 
the person or l ife form it wishes to copy, it wi l l  observe that 
person or race and learn al l it can about them. Everyth ing 
it sees, hears ,  smells, or touches about the person or form 
it hopes to im itate is transmitted to the resin in the h idden 
chamber. The resin form begins to pulse si lently and 
slowly takes on the size , shape, and features of the per
son observed. The Oop-elpoep is psionic and can even 
send thoughts and emotions from the target to the res in .  
Each hour the creature spends studying the target g ives 
the resin a 3% copy percentage . A 99% copy ratio takes 
two to three weeks. The dupl icate does not begin to re
semble a specific individual unti l  at least 50% of the copy
ing is done. 

When the Oop-elpoep is ready to activate the copy and 
replace a person ,  it goes to the chamber and, after an 
hour of meditation , moves its l ife essence into the new 
body. Its old body will l ive for 204 days, and then dies and 
deteriorates (or can be destroyed sooner) . Some enter
prising Oop-elpoeps have large chambers with a 
half-dozen or so bodies in storage just in  case. The per
son it is imitating must be captured, imprisoned or ki l led in  
order to take his or her place .  Or the creatures can create 
a body with the general traits of that race but not any one 
specific person (it can m ix and match) ;  this general pro
cess also takes half the t ime it does to make an exact du
pl icate. 

These Oopplegangers are hard to detect, unless a copy 
was rushed and has a low copy percentage . I n  such a 
case, the ineptitude and possible looks of the person wi l l  
raise suspicion . Otherwise, the two major ways to detect 
them are through the use of psionics ,  physical examina
tion and thermal optics. Although the resin body looks and 
feels normal ,  it is sti l l  a vegetable-based organism and a 
cold l ife form. This wi l l  show up on themo-optics and other 
heat sensors, but nearly all Oop-elpoeps know this, and 
have developed heat suits or other means of disgu ise and 
avoid physical examinations. Psychic characters are also 
able to detect these creatures with alien thought patterns, 
and an aura that wi l l  seem more plant- l ike than animal. As 
creatures of mutable form , they are immune to psionic 
bio-manipulation , but their del icately balanced copy is dev-
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astated by mind wipe. Even the normal appl ication of tem
porary memory erasure wi l l  throw the copy into violent 
convulsions as its copied form is forcibly erased. Within  
1 04 melee rounds, the Oop-elpoep w i l l  be returned to  its 
true resin form. 

Dop-elpoeps (pronounced dop-el-popes) 
Alignment: Any, but most wi l l  be evi l  or anarchist. 
Attributes : 1 .0 . 306+1 , M.E .  306+3, M.A. 306, P.S.  406, 
P.P. 306, P .E .  306, P.B. one less than the copied crea
ture ,  Spd 506. 
Size: Can assume sizes from th ree to 1 2  feet (0 .9  to 3.6 

m). 
Weight: 1 60 to 500 pounds (72 to 225 kg) .  
Hit Points: P.E .  p lus  204 per  level of experience. 
S.D.C.:  304x1 0 

Average Life Span:  2000+ years; potential ly immortal , 
because it can keep transferring its l ife essence into a 
new body whenever the old one becomes too worn out 
or damaged. 

Gender: None, these beings can assume any gender. 
Both males and females can create seed pods that 
grow into new Oop-elpoeps, but only one can be cre
ated every 50 years and they must return to their 
homeworld to do so. 

Disposition : Most Oop-elpoeps are cal lous and cold from 
a l i fetime of using people. Many are cruel and ruthless 
cutthroats , but not a l l .  For example, the person copied 
does not have to be kil led. He or she can be captured 
or even left alone entirely if the Ooppleganger is going 
to travel away from the area (even off-world) . 



Experience Level : The Ooppleganger itself wi l l  have its 
level determined by a rol l  of 1 06. All ski l ls of the copied 
person are also copied, but they are used at two (2) 
levels lower than the original 's. The Oop-elpoep only 
has access to the ski l ls of the copy it is currently in .  
Th is  is another reason abandoned copies may be kept , 
to have necessary ski l ls on hand if their use is requ i red. 

Natural Abil ities: All are natural actors and are able to 
conceal their emotions, impersonation/acting 90%, dis
gu ise 70%, escape artist 70%, create Ooppleganger 
and transfer l ife essence. 

Power Category:  Special Ooppleganger abi l ity as de
scribed . P.P.E. :  306x1 0 

Super Abil ities: Heal ing factor and energy resistant. 
Psionic Abil ities: Empathy, telepathy, mind block, alter 

aura ,  and see aura. 
Attacks Per Melee: Two plus hand to hand combat train

ing of choice. 
Bonuses: +2 on i n itiat ive , +2 to strike ,  +3 to parry, +3 to 

dodge , +1 to pu l l  punch, +2 to rol l  with punch, fal l ,  or 
impact. 

Originating Alien Environment: Vegetation World 
Education Level :  General Studies 
Scholastic Bonus: +5% 
Common Ski l ls:  Areas of study can be any, although 

many choose espionage/mi l itary ski l ls ,  but l im ited to six 
main ski l ls and five secondary. 

Weapons, Vehicles, Armor: Varies with ski l ls and needs. 
Note: When a Oop-elpoep is kil led, its body reverts to a 

sort of plant f iber and resin 304 minutes after the moment 
of death. 

Reipoc Doppleganger----

Optional player character race 

In their natural form , the Reipoc are tal l ,  featureless hu
manoids with a pale grey skin color. Thei r  copying abi l it ies 
are less precise than those of the Oop-elpoeps' , but they 
can transform instantly, on the spot. They can only dupl i 
cate other b ipedal humanoids. Wings, extra arms and tai ls 
can be dupl icated but the Reipoc cannot f ly nor can he get 
additional attacks or bonuses from additional l imbs. They 
can maintain a particular form indefin itely, can assume 
any gender, and can change from one shape to another in 
1 04 melee rounds ( 1 5 to 60 seconds) . They find im itat ing 
a specific person difficult and hard to maintain (specific 
traits slip) and only have a 50% +2% per level of experi
ence chance of creating a passable im itat ion. 

These creatures are very i ntel l igent, qu ick th inking and 
resourcefu l .  They are also curious about other l ife forms, 
magic and the supernatural . Their abi l it ies are normal ly 
used to get closer to prey, spy or h ide among humanoids 
and not to copy any one specific person.  In the vast arena 
of space, with the un l im ited opportunities of a myriad of 
races, many Reipoc are using the i r  ski l ls to forge a l iv ing 
as spies, bounty hunters , confidence artists, crooks and 
Mercenaries. 

As a predator, the ancient Reipoc hunted and fed on 
other humanoids. Over the centuries they have learned to 
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eat animal meats and synthetiC foods, however, about 
25%, especially among vi l la ins, prefer to hunt and eat the 
flesh of other humanoids. The majority of them do retain  
their racial preferences and w i l l  feed on humanoids, but 
most avoid it because of the compl ications in their more 
elaborate deceptions. 

The Reipoc can be al lowed as player characters if the 
Game Master approves. 

Reipoc (pronounced rye-pock) 
Alignment: Any, but tend to be selfish and miscreant. 
Attributes : 1 .0. 406, M.E .  306, M .A. 306, P.S. 306, P.P .  
406,  P.E .  306 ,  P .B .  1 06 (natural ly, and nearly any when 
changed) , Spd. 306. 
Size: 5 to 1 2  feet ( 1 .5 to 3.7 m) tal l .  
Weight: 350 to 400 pounds ( 1 59 to 1 8 1 kg) . 
Hit Points: Standard , P .E .  p lus 1 06 per level of experi

ence. 
S.D.C.: 50 (1 04x1 0 plus 20 for p layer characters) 
Horror Factor: 9 when people realize what they are ,  or 

when they witness a transformation. 
Average Life Span: 1 90 years. P.P.E.: 306x1 0 
Disposition : Generally, Reipoc are self-serving creatures 

with l ittle or no concern for those around them. Their 
species evolved through hunting and survival ,  and 
many sti l l  rely on the ski l ls of their ancestors. 

Experience Level : The average Reipoc Ooppleganger 
will have 206 levels of experience. Player characters 
should use the al ien experience table. 

Natural Abil ities: I n  addit ion to the shapechanging pow
ers ,  the creatures have perfect vision and a keen sense 
of hearing. 

Power Category: Super Abi l it ies 
Super Abil ities: Natural shapechanging abi l ity ,  plus alter 

facial features & physical stature and chameleon . 00 
not rol l  for additional super abi l it ies. 

Attacks Per Melee: Two plus hand to hand ski l ls . 
Originating Al ien Environment: Low Gravity 
Education Level and Ski l ls :  Can be any that a human 

and other humanoids can pursue. 
Scholastic Bonus: + 1 0% 
Weapons, Vehicles, Armor: Varies with ski l ls and needs. 

Erishi k  Doppleganger -----

These are the deadl iest of the Oopplegangers because 
they must eat the person or animal they wish to dupl icate ! 
As the Erish ik  ingests the vict im's flesh and blood, every 
aspect of the victim is copied. This al lows dupl ication 
down to match ing ONA! Al l aspects of the dead victim are 
reproduced flawlessly by the Erish ik ,  including strong 
memories, the memories of the last 48 hours, attributes, 
and natural and super abi l it ies. They are total ly indist in
gu ishable from the original , except thei r teeth tend to be 
sharper and more pointed than humans/many humanoids 
and they retain  their natural psionic powers. 

The Erish iks are the most cunning and dangerous of 
the Oopplegangers described here. Al l of them are total ly 
evi l  and possess powerfu l psionics. These powers are 
used to contro l and influence others (they often use these 



abi l it ies to make the observant not notice or forget about 
their teeth) . These fou l  beings are cruel , aggressive and 
power hungry. Once they adopt a body, they rarely 
change it un less an unequaled opportun ity arises. Conse
quently, they choose their candidates for dupl ication very 
careful ly. Such targets are often important individuals in  
positions of  influence and power, or beings who wield 
great power or have h igh attributes. 

There are those Erish iks that do not choose their vic
tims so carefu l ly, nor do they stay with one copy for any 
length of t ime. Each time a vict im is eaten and copied, the 
Erishik grows in physical power, and these exceptions 
thrive on that kind of power. Any deceptions or schemes 
they instigate will generally be short-term operations with 
qu ick results. These barbarians are often hunted by their 
fe l low Erish iks to prevent them from drawing attention to 
their kind. Thankful ly, these brutes are often less cunning 
or more reckless than thei r brethren .  

Erishiks (pronounced eh-rish-iks) 
Alignment: All are evi l .  Most wi l l  be miscreant, and aber
rant Erish iks are rare. 
Attributes: Same as thei r vict im,  but add +2 to La. ,  and 
+1 D4 to M .E .  and P .E . ;  can be any humanoid except min
erai and energy beings, creatures of magic or supernatu
ral beings. 
Size: Equal to the victim .  Can copy any creature exactly. 

The only restriction is the length of t ime needed to in
gest the vict im. This is approximately 1 D6 hours per 
1 50 pounds (68 kg) of the victim .  

Weight: Same as  victim .  
Hit Points: Same as victim ,  p lus P .E .  
S.D.C. : Same as victim ,  p lus 2D4x1 0. P.P .E . :  2D6x1 0 
Horror Factor: 1 4  when people real ize what they are 

deal ing with or when they witness a transformation . 
Average Life Span: 1 000+ years; potentially immortal be

cause the monster can keep changing bodies. 
Disposition : Cold, calculating ,  crue l ,  power hungry and 

evi l .  
Experience Level :  Equal to  the victim .  
Natural Abil ities: Shapechanging and psionics. 
Power Category:  Psionics. The Erish ik Doppleganger wi l l  

a lso possess any super abi l it ies, natural abi l ities and at
tributes possessed by the creature it has dupl icated. 

Super Psionic Abil ities: Mind control and mind wipe. 
Minor Psionic Abil ities: Detect psionics, hypnotic sug

gestion , mind block, see aura ,  sixth sense ,  and total re
cal l  (With this abi l ity , the Erish ik has a 25% chance of 
recal l ing memories from previous victims) . I .S.P. :  
2D4x1 0+M.E .  attribute plus 1 D6+1 per level .  

Attacks Per Melee: Same as the copied creature p lus 
one. 

Appearance: Natural form is unknown . 
Orig inating Al ien Environment: Unknown . 

Education Level:  Same as creature copied , p lus 3D4 
secondary skil ls at 9th level proficiency. 

Scholastic Bonus: Same as creature copied. 
Skil ls:  Same as creature copied. With Total Recal l ,  the 

Erish ik has a 25% chance to recal l  how to use a ski l l  
that a previous vict im possessed. If successfu l ,  the per-
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centage to use it wi l l  be low, at about 45%, and is for
gotten after a week. 

Weapons, Vehicles, Armor: Varies with ski l ls ,  needs and 
avai labi l ity. 
Note: Erish iks have bounties on their heads in all sec

tions of the galaxy. Some areas may also have bounties 
on other Dopplegangers, depending on local h istory and 
prejudices. Common bounties are 20,000 to 50,000 cred
its. 

Dragonoids 
Optional player character race 

The al iens known as Dragonoids are also cal led drag
ons and dragonmen. They are a race of bipedal human
oids with larger leathery wings, long necks and serpentine 
tai ls .  Their featu res are very much l ike those of myth ical 
dragons, including thick scales, horns, and the abi l ity to 
breathe f i re. L ike true dragons, the Dragonoids are sol itary 
creatures. If they have a homeworld with a society as we 
know it, it is sti l l  a secret. 

Dragonoid non-player characters (especial ly vi l lains) 
may be alien mystics in add it ion to their natu ral abi l it ies , 
but as player characters ,  they are l im ited to the abi l it ies 
given here. The fol lowing statistics are for young or  young 
adult Dragonoids. Older ones leave the company of other 
races and go into seclusion in  well-h idden locations. Thei r  
activities and abi l it ies are much grander and far  reaching 
than thei r younger relatives, but much more secretive . 



They are intel l igent creatures with an i nterest in  new 
and exotic things. They prefer ornate or rare equ ipment, 
weapons, and magic items. It is rumored that older 
Oragonoids have hidden caches of al ien artifacts from 
throughout the universe. The younger members of the 
race have a much stronger cu riosity than their elders and 
spend thei r fi rst 200 years or so exploring and experienc
ing l ife in the galaxy. The al ignments of these young d rag
ons wi l l  reflect the company they keep and the ways they 
are treated . Adult Oragonoids are 250 years or older. 
Player characters should start at 20+206 years of age and 
use the juven i le d ragon stats. 

Dragonoid (pronounced drag-on-oid) 
Alignment: Any, but nearly al l  are anarchist. 
Attributes: La. 306, M .E .  406, M .A. 306, P.S. 20+206, 
P .P. 406, P.E. 406, P.B. 1 06 ,  Spd. 506 runn ing ,  flying 
speed is 1 60 mph plus 1 0  mph per level (256 km plus 1 6  
km per level) .  
Size: Young: 8 to 1 2  feet (2.4 to 3.7 m) ,  adu lt :  1 4  to 25 

feet (4.3 to 7.6 m). 
Weight: 400 to 900 pounds ( 1 81  to 408 kg) or adu lts 800 

to 1 ,200 pounds (362 to 541 kg) .  
Hit Points: P.E .  x4 , p lus 1 06 per level of experience. 
Natural A.R. :  1 0  (adu lt special) 
S.D.C. : 204x1 0 plus 80 (for adu lt add another 1 06x1 0; 

mega-damage creature in  Rifts) 
Horror Factor: Young: 1 1 ,  adult: 1 4  
Average Life Span: 500 years ;  P.P.E. :  M.E .  x3 
Disposition : Varies from one individual to the next ,  but al l  

tend to be qu iet loners ,  even when they are among 
friends. L ike true dragons, many of them are vain and 
proud creatu res vulnerable to both greed and flattery. 
Most feel superior to other beings and can act with ar
rogance and cal lousness. Many become pol ice officers ,  
bounty hunters, and slave traders .  

Experience Level :  Average f ifth (5) (Rol l  1 06+3, but 
player characters should start at f i rst level of experi
ence). Adu lts are typically 6+ 1 06 levels. 

Natural Abil ities: Resistant to heat and f i re (half dam
age) , see the i nvis ib le , and impervious to d isease. Also 
see super abi l it ies. Add the fol lowing for each 1 00 
years of age: + 1  to save vs horror factor, +1  to al l attrib
utes, +1 to A.A. , +30 to S .O .C . ,  +1  on in itiative and + 1  
attack per  melee round. 

Power Category: Super Abi l it ies (natu ral abi l it ies) 
Major Abil ities: None 
Minor Abil ities: Energy expuls ion: f i re (breath) , f l ight: 

winged (leathery), heightened sense of smel l ,  extraord i
nary physical strength ,  and heal ing factor. 

Attacks Per Melee: Five to start (+1 in f l ight) . 
Bonuses: All bonuses are i n  addition to attribute bonuses, 

but i nclude super abi l ity bonuses. +1  on in it iative, +2 
strike (+4 in f l ight) , +5 parry (+7 in f l ight) , +5 dodge (+9 
in f l ight or hover, + 1 1 when going faster than 90 
mph/1 44 km) ,  +3 rol l  with punch or fal l ,  +20% save vs 
coma/death; +2 save vs magic, pSion ics , and toxins, re
sistant to f i re and cold ( 1 /2 damage) ; 1 /3 damage and 
effect from drugs, toxins, and poison .  

Appearance: Humanoid Repti le. They look l ike ful ly 
bipedal dragons. 
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Originating Al ien Environment: Low Gravity 
Education Level :  Any; player character's education level 

is determined normally. Many adu lts and vi l la ins pursue 
magic ( in Rifts they can be any magic O.C.C. ) .  

Skil ls: Vary 
Weapons and equipment: Natural claws do 206+P.S. 

damage bonus. Fiery breath does 206+1 06 per level 
(average damage of 606). The Oragonoids have no 
aversion to technology, except for bionic implants. They 
refuse to have them implanted . Other equ ipment l ike 
translators ,  detectors , optics, scanners ,  computers, and 
tools are also used by these aliens if they have the 
proper ski l ls . 

Vehicles: Oragonoids have no aversion to modern travel ,  
especial ly spacecraft. 

Armor: Normally none. They rely upon their armored 
scales for most situations, but some are not averse to 
using heavy armors if they th ink it wi l l  be necessary. Ar
mor needs to be custom made for dragonoid anatomy 
and size, and costs four t imes as much as l isted p rices. 

Lotha 
The Lotha is a contro l l ing entity that attaches itself to an 

animal or humanoid on their neck. One of its gelatinous 
tendri ls attaches to the spinal cord to seize control of the 
motor operations of the body. The host creatu re is sti l l  
al ive and ful ly a lert, on ly unable to control h is own body. 
Once the Lotha has control of the body, it sends another 



tendri l into the head to start eating select parts of the 
brain .  A natu ral anesthetic numbs the pain ,  and the host 
feels itself slowly sl ipping away unti l  the memory and per
sonal ity parts of the brain are gone; only the portion that 
controls the motor parts are kept - the p rocess is l i ke a 
monstrous lobotomy. The Lotha then squeezes its bone
less, jel lyl ike body into the small opening at the base of 
the skul l and replaces the brain as the control center for 
the body. 

For 506 hou rs after it attaches to the victim ,  the 
fist-s ized , fleshy Lotha must conceal itself somewhere on 
the vict im to avoid discovery unti l  it can sl ip i nside the 
sku l l .  Once it squeezes i nto the head, it is undetectable 
except for the small neck wound where it entered , but that 
wi l l  heal in 1 04 weeks, leaving a small scar. Once it con
trols the body, a Lotha can speak through natu ral use of 
the vocal cords. The body wi l l  continue to function through 
its normal l ife expectancy, barring unnatu ral death from 
disease, accidents, or  murder. The whole process is actu
al ly a kind of b rain t ransplant or  replacement. There is no 
aspect of the original person left - only the Lotha. G.M. 
Note: Use this terrible NPC creatu re judiciously and pri
mari ly against other NPCs. It is no fun for players to have 
the brain of their favorite character eaten and their body 
permanently taken over. Thankful ly, these terrible mon
sters are rare and usually destroyed whenever encoun
tered . I n  the Rift Megaverse the creatu re can on ly affect 
S .O .C .  beings. They cannot penetrate mega-damage 
flesh .  

Lotha (pronounced low-tha) 
Alignment: Miscreant or diabol ic evi l  only. 
Attributes of the Lotha: I .Q. 206+6, M.E .  306, M.A. 
1 06, P.S .  1 04, P.P .  206. P.E.  306,  Spd. 1 06.  Of cou rse, 
when it inhabits a host body it has al l the physical attrib
utes of that body. 
Size: 4 to 8 (0. 1  to .2 m) inches natu ral ly, but a host body 

can be of any size. 
Weight: 1 pound ( .45 kg) for the Lotha itself. The host 

bod ies can be of any size. 
Hit Points: 406 
S.D.C. :  The Lotha has 1 06 itself, the host body may be 

pretty tough depend ing on race and powers (an S .O .C .  
creature in Rifts) .  

Horror Factor: 8 
Average Life Span: 1 00 years ;  P.P.E. :  306x1 0 
Disposition : All are intel l igent and evi l .  Most use their 

host bodies for evi l  pu rposes and often seek positions 
of power where they can dominate , enslave and manip
u late others .  Most enjoy infl ict ing torture (mental and 
physical ) ,  humi l iation and other acts of cruelty on oth
ers .  

Experience Level :  Average S ixth (6) (Ro l l  1 06+3) . 
Natural Abi l ities: I n  addition to its terrib le powers to seize 

contro l  of a host body, it has many other powers . 
When in its natu ral f leshy form, the Lotha has radar 
senses and an advanced sense of touch and smel l .  All 
three are identical to the minor super abi l it ies. A strong 
flesh eating secretion is used to instantly burn a hole i n  
the back o f  the neck and give the Lotha access to  the 
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spine and bra in .  This method of attack involves surprise 
(prowl 75%) and attack from behind. 
They are natu ral c l imbers (90%/80%) , prowl (70%) , 

and swim (50%) . The creature takes half damage from im
pact damage, punches and projecti les (they pass through 
or temporari ly displace the soft body) . The creatu re can 
also regenerate 1 06 h it points per hou r, so it is important 
to make certain it is dead or  it wil l heal and attack some 
helpless victim and start its cycle of horror again .  
Power Category: Super Abi l ities 
Major Abi l ities: Special ,  see the above descriptions. 
Minor Abil ities: See natu ral abi l it ies. 
Attacks Per Melee: Three (3) i n  its natural form. Five 

when it occupies a host body. 
Bonuses: All bonuses are in addition to attribute bonuses. 

+1 strike, +2 parry, +2 dodge, +3 rol l  with punch or fal l .  
Appearance: Amorphous bu lb  o f  flesh with pseudopods. 
Originating Alien Environment: High G ravity 
Education Level :  General Studies 
Scholastic Bonus: +5% 
Skil ls: Vary from one Lotha to another. 
Weapons: None in natural form other than acid secretion 

( 1 06 damage) . In host bodies, they wi l l  use any weap
ons they have proficiencies in or are at thei r disposal . 
However, they usual ly try to avoid violence and have 
other fou l  characters do thei r d irty work for them. 

Vehicles & Armor: Appl icable only for thei r host body. 

Mendoline ----------

The Mendol ine are a race of frightening looking beings. 
The head is rounded and crowned by several short tenta
cles. The mouth is large and fu l l  of sharp teeth .  The eyes 
glow a fiery orange and their long bodies are basically hu
manoid, with powerfu l bu i lds. Long , sharp claws t ip each 
digit and a pair of long tentacles are anchored at the 
shoulders and rib cage. 

Oespite their appearance, Mendol ine are not true de
mons. They are an al ien race that evolved on the twi l ight 
planet of Thear. Thei r society is a nightmarish p lace of 
evi l .  The bu i ld ings are old, looming, and frightfu l .  The 
streets are f i l led with constant antagonism and chaos. 
Brawls often flare into open warfare or riots. The only 
other races on Thear are those acqu i red as slaves. The 
only comfort to other races in the galaxy is that the 
Mendol ine do not yet possess space technology, don't 
have a tech level h igh enough to even try, and show no in
terest i n  acqu i ring it . However, they have been contacted 
by a few other worlds (usual ly evil or selfish beings and or
ganizations) who occasionally trade with them and some
times take them off-world as employees for unwholesome 
pu rposes. Mendol ine are another of the many creatu res 
favored as guards and powerful muscle by shady organi
zations, the underworld, p i rates and demons. Their psionic 
abi l it ies make them ideal guards, assassins, enforcers ,  
and terrorists . They can detect other psion ics and poten
tial danger in addition to being able to start fi res and move 
objects with mental strength alone. Not to mention their 
natu ral attributes and abi l it ies. 



Mendol ine (pronounced men-doe-l ine) 
Alignment: Selfish or evi l  only. 
Attributes : La. 206+3, M .E .  506, MA 1 06,  P.S. 406+3, 
P .E .  306, P.B. 1 06 ,  Spd. 406. 
Size: 6 to 8 feet ( 1 .8 to 2.3 m) .  
Weight: 1 90 to 380 pounds (86 to 1 72 kg) .  
Hit Points: 204x1 0 ;  Average Life Span: 200+ years 
S.D.C.:  50 plus 204x1 0 for the main body, 25 points per 

each tentacle (4) . 
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Horror Factor: 1 5  
Average Life Span : 80 years; P.P.E. :  1 06x1 0 
Disposition : Arrogant, bel l igerent, aggressive, bu l lying 

power-mongers. Most enjoy work as mercenaries and 
assassins regard less of the employer, job, or money; 
they just l ike to f ight and cause mayhem. The more in
tel l igent and self-control led mendol ine can acqu i re posi
t ions of authority and leadership (usually second in 
command) among p i rates, criminals, monsters and cut
throats. 

Experience Level :  Effectively sixth or  higher (Rol l 
1 06+5). Use the al ien experience table. 

Natural Abil ities: Nightvision 600 feet, keen hearing 20 
decibels beyond normal human ranges, c l imb 
(85%n5%) , prehensi le tentacles, and severed tenta
cles wi l l  grow back to fu l l  length after 206x1 0 days. 

Power Category: Psion ics 
Major Psionic Abil ities: Pyrokinesis and telekinesis. 
Minor Psionic Abil ities: Oetect psionics, sixth sense, 

summon inner strength and mind block. 
I .S.P. :  M.E .  x2+204 and an add itional 1 0  I .S .P .  per level 

of experience. 
Attacks Per Melee: Seven physical or four  psionic at sixth 

level and higher (four  and two at 1 st or 2nd level) .  Ten
tacles can reach 1 2  feet (3.6 m) .  

Bonuses: All bonuses are in  addition to attr ibute bonuses. 
+4 on initiative, +2 strike, +5 parry, +3 dodge, +2 to pu l l  
punch, +4 rol l  with punch or  fal l ,  kick attack, leap kick, 
jump kick, paired weapons, critical damage on a natu ral 
1 9  or  20, +4 to save vs d isease, and +5 to save vs hor
ror factor. 

Orig inating Al ien Environment: Twi l ight World 
Education Level :  Nearly any, but most are General 

Studies 
Scholastic Bonus: +5% usual ly. 
Skills: Can study any area (select 1 0  p rimary ski l ls and 

six secondary) , but most focus on combat/physical (ex
cluding hand to hand) , espionage, mi l itary, p i loting and 
domestic. 

Weapons: Any, but most rely primari ly on their psion ics 
and physical abi l it ies. Bite does 206 damage, their 
claws do 306+P .S.  damage bonus, kick 406 damage 
+P.S.  bonus and tentacles do 206+P.S.  bonus or en
tangles on a natu ral 1 9  or 20 and squeezes each round 
for 306 damage. 

Vehicles:  Any, varies with pi loting ski l ls and personal 
taste. 

Armor: Mendol ine rarely ever wear armor because it re
stricts their tentacles and movement, but those who can 
afford it may have a suit of custom l ight body armor or 
hard suit made at three times l ist cost. 

Morphos--------------------

These horrific creatu res are boneless globs of gelati
nous flesh.  Most are about the equ ivalent of 55 gallons 
(208 l iters) in size, but size does noth ing to change their 
deadl iness. Morphos can grow to enormous proportions, 
although most do not get bigger than a 20 foot blob 
( roughly cube shaped , 20x20x20 feet/6 . 1  x6. 1  x6. 1  m) ,  un-



less they l ive on a planet. These jel ly- l ike creatu res nor
mally f loat through space in a semi-dormant state. To help 
them resist decompression and easi ly snag passing 
spacecraft, they flatten themselves and drift as large 
sheets or  ribbons. They are most commonly found near 
gateway structures , d imensional syphons, or gravity wel ls. 
Craft emerging from these types of travel rarely detect the 
drift ing Morphos and often strike them with their speed ing 
craft . The impact normally r ips the creature i nto several 
smaller pieces that stick to the vessel . Each of those 
p ieces becomes a new creature! They never reform with 
each other, they just turn i nto new ones. Many will sl ide 
along the vessel in search of a way in. They are able to 
eat through rubber and soft plastics ( l ike gaskets and 
seals) at a rate of 1 D4 S .D.C.  per melee round. But most 
just wait unti l a vessel docks with a space station or lands 
in a su itable envi ronment (most burn up when a sh ip en
ters an atmosphere unless they can f ind a safe place to 
hide). Those Morphos that somehow make it to the sur
face of a planet are not broken into p ieces as regularly as 
those in space , and they can grow to enormous sizes; as 
big as a house, with 2 ,000 S .D .C .  

Once a Morphos gets inside a sh ip ,  i t  begins hunting 
and feeding. Its ent i re outer body adheres to the th ings it 
touches, particularly flesh and cloth . The flesh of its vic
t ims stuck to it is eaten by an acid- l ike enzyme and is in
stantly absorbed into the monster's body. A 1 0  foot (3 m) 
Morphos can ki l l  its prey in four  melee rounds (60 sec
onds), inf l ict ing 2D4x1 0 S.D .C.  of acid damage per melee 
to any organic substance that touches/is adhered to it. 
The corpse is d igested with in another minute and wil l in-
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stantly insti l l  the monster with 6D6 S.D .C .  points. Thus, 
the more it eats the more powerful it becomes! This is also 
how it i ncrease its size. Each human-sized body increases 
its size by 1 0%. 

Parrying o r  striking at the creature with a bare l imb 
means automatic adhesion/attachment and d igestion of 
the l imb. The more that is d issolved the more of the l imb is 
pul led in. Space travelers have been known to amputate 
their own l imbs in order to escape this monster. Touch ing 
it even with a hand, adheres the person to it, requ i ring a 
combined P.S. of 40 to pu l l  f ree and even then the charac
ter suffers 1 D4x1 0 damage (the hand wi l l  be half eaten 
away and may requ i re a bionic or clone replacement) . 
Creatu res with a natu ral armor rating above seven have 
some measu re of protection, suffering one-quarter of the 
acid 's damage, can be pul led off with a P.S. of 30 and 
takes 1 0  times longer to d igest. Characters clad in metal 
or ceramic body armor and mineral beings have the most 
protection. They can be pul led off of the fiend with a P.S. 
of 20 and the armor suffers only 1 0% the normal acid 
damage. However, if the armor is breached and the mon
ster can find and reach bare flesh ,  the fighter is in serious 
danger. M ineral beings cannot be devoured , but can be 
slowly damaged by the acid . 

The creatu re moves in  a slow, undu lating kind of way. 
Although it is a huge glob, it can ooze under doors, 
through vents and small openings as narrow as an inch 
tal l  (must be several i nches long/wide) . It can also form 
part of its body into a wide, flat appendage that resembles 
a tongue or short tentacle; only one such tentacle can be 
made. This appendage is used to feel around for prey. 
Otherwise, the morphos must trap its prey in a corner to 
captu re, touch and devour it. 

Morphos (pronounced more-foes) 
Alignment: M iscreant evil predator. 
Attributes: 1 .0.  1 D4+3, equal to a predatory animal .  M .E .  
and M .A. not appl icable, P .S .  4D6+4 pe r  every 10  feet (3 
m) in size, P .E .  3D6+1 0 ,  P .B .  1 D4, Spd. 3D6 
Size: Averages 1 0  to 20 feet across (3 to 6 m). 
Weight: Varies 
Hit Points:  2D4x1 0. Average Life Span: Unknown 
S.D.C. : 1 D4x1 0 plus an additional 6D6 per human-sized 

vict im it devours .  It can eat humanoids, animals and 
any organic substance, i ncluding plant al iens. These 
additional points are permanent as long as a steady 
food supply is avai lable, otherwise it loses 6D6 S.D .C .  
and 1 0% of its size and mass for  every week of  starva
t ion. However, at 1 0  feet it wi l l  go i nto suspended ani
mation unt i l  it senses food with in 1 000 feet (305 m). 
This creature is strictly an S .D .C.  monster even in the 
Rifts sett ing. I ts acid has no effect on M .D.C.  armor or 
l iv ing beings. 

Horror Factor: 1 5 . P.P.E. :  3D4x1 0 
Disposition : Continuously hungry predator. 
Natural Abil ities: A cold l ife form, it does not register on 

heat sensors or as al ive in the human or an imal sense. 
Its soft body d iffuses impact attacks, including punches, 
c lubbing, stabbing,  shootings and so on - they do only 
25% their normal damage. Sonic, v ibration and electri-



cal attacks also only inf l ict 25% damage. Cold attacks 
do no damage! Most forms of magic and psion ics also 
i nf l ict no or l ittle damage unless f ire based . 

Explosions wi l l  severely hurt it but not ki l l  it . I nstead 
the explosion wi l l  blast it i nto 1 06 additional small 
pieces, with 1 06 S.D.C.  and 1 04 hit points, that wi l l  in
stantly begin to hunt, feed and grow! 

F i re ,  plasma, microwave and particle beam attacks 
do fu l l  damage! 

Other abi l it ies: Prowl 50%, swim 50%, c l imb 50%, it 
does not breathe, impervious to mind contro l ,  empathy 
and horror factor, is immune to gases, acids, d isease , 
poisons and drugs , and bio- regenerates by eat ing. The 
only way to be certain it is destroyed is to burn it unt i l  
noth ing is left but vapor. 

Natural Psionics :  Presence sense ( 1 000 feetl305 m),  
empathy (only to sense the presence of prey via fear, 
horror and other emotions 1 000 feetl305 m), see aura 
(see its prey as glowing energy) and death trance. Al l  
are automatic powers that can be used without restric
tion or a counting of I .S .P .  The creature is so al ien that 
it cannot communicate or be control led in any way. A 
telepathic or empathic p robe wi l l  only show hunger. 

Power Category: SpeCia l ,  see previous description and 
detai ls . 

Attacks Per Melee: Three 
Bonuses: +2 strike and +6 rol l  with impact or fal l .  
Appearance: Amorphous. A large, clear, gelatinous 

mound. 
Originating Al ien Environment: Unknown 

Note: Does not use weapons or technology. 

Riathenors 
Very l itt le is known about these other-d imensional be

i ngs. Thousands of them poured in from the Rifts that de
stroyed Assin (see the lassin ike entry in the Mineral Alien 
Section) , and now they wander the galaxy as ruth less and 
murderous assassins ,  terrorists , p i rates ,  crime lords, en
forcers , bounty hunters and mercenaries. Ki l l ing and de
stroying is what they do best. In appearance, they seem to 
be humanoids clad in  advanced armor or possibly fu l l  
b ionic conversions, but their use of magic wou ld seem to 
discount both possib i l it ies. Ful l  cybernetic conversion and 
the use of power armor normally negates magic. 

The styl ing of various armors seems to indicate both 
male and female members of the species . Either sex is as 
deadly as the other in both ranged and melee combat. 
Their strength and reflexes are superhuman, and spell 
casting abi l it ies are as formidable as any mystic. Al l 
Riathenors have the same spells and may ind icate innate 
natu ral abi l it ies or a supernatu ral orig in .  As they progress 
in levels, add itional spells are just known to them/manifest 
themselves. 

The Riathenors are a race of natu ral mystics from an
other d imension. They are humanoids, but thei r exact fea
tu res are unknown, concealed as they are under thei r 
al ien armor. The armor itself is actual ly a l iving symbiotic 
organism with a super strong exoskeleton .  Al l Riathenors 
have these symbiotic su its of organic armor bonded to 
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them. To surgically remove the armor is to ki l l  the 
riathenor. Specu lation has suggested that it is highly l ike ly 
that only warriors came through the Rifts on Assin and 
other Riathenors back on thei r homeworld are not armored , 
but nobody knows. I n  fact , very l itt le is known about these 



vicious marauders .  They tend to keep to themselves and 
those who associate with other races refuse to speak 
about themselves, their people or thei r homeworld . Even 
the information presented in this paragraph is not known 
to most people. 

Al l of the weaponry bui lt into their armor is either a 
vibro-blade or  heatlplasma based , except for the 
short-range particle beam gun on the left forearm (606 
damage, 500 ftl1 53 m range). A mu ltitude of razor sharp 
blades and spikes cover the armor, making it d ifficult to 
hold on to the creatu re without getting stabbed or cut. 
They are also used for cutt ing and slashing opponents 
and parrying weapons. The material is comparable to 
Kisentite metal and is nearly indestructible. 

The Riathenors '  plasma and blade weapons cannot be 
removed from the dead alien. They are a part of the ar
mor, not simply attached or  integrated into it. The p lasma 
weapons draw on mystic (P .P .E)  and organic energy 
with in the host body and cannot be attached to an alter
nate source of power. When the l iving armor and its host 
are slain ,  the weapons "d ie" with it. Note: A spark of the 
symbiote's l ife essence l ingers from 48 hours after the ap
parent death of the body. Any character with magic abi l i
t ies (or large amounts of P .P .E . ;  40 points or greater) who 
wants the armor will be sensed by the symbiote and it wi l l  
magically ooze onto that person .  However, once the armor 
is attached it can never be removed without ki l l ing the host 
body. Its revealed , original host body is a mass of rotting 
flesh ,  goo and protoplasm that smells terrible (nothing can 
be learned by examining it) . The new wearer of the suit 
has al l  of the same powers and abi l it ies as the riathenors, 
inc luding the same spel l  casting abi l it ies. 

Riathenors (pronounced rye-ath-en-nors) 
Alignment: All Riathenors are evi l  or anarchist. 
Attributes: 1 .0 .  306, M .E .  306, M .A. 206 ,  P .S .  35, P .P .  
24 ,  P .E .  30, P .B .  7 ,  Spd. 58 ;  ALL Riathenors have identi
cal physical attr ibutes due to augmentation by the armor. 
Physical attributes are considered to be supernatural .  
Size: 7 feet p lus 1 06 inches (2. 1 to 2 .3 m) . 
Weight: 300 pounds ( 1 36 kg) ;  includes the armor. 
Hit Points: P.E .  x3 , plus 206 per level of experience. 
Natural Armor Rating: 1 5  

S.D.C.:  200+206x1 0 ( includes armor; M .O .C .  i n  Rifts) .  
Horror Factor: 1 2 . Average Life Span : 250 years. 
Disposition : Riathenors are usual ly arrogant, cocky, cold, 

cruel ,  and as heartless as humanoids get. They have 
no respect for anyone or anything that is not 
riathenorean .  These beings (some bel ieve they are de
mons) feed on the flesh and blood of those they ki l l ,  in
cluding other Riathenors !  Thus, they frequently view 
and treat all other races as food. They do not bluff , wi l l  
not waste thei r t ime with torture or questioning, and 
show no mercy. 

Experience Level:  4+1 04 for the average warrior. The 
high level is because the troops sent through the Rifts 
were ski l led warriors ,  not run of the mi l l  foot soldiers .  
Those with the highest rank are cal led Oagotte (pro
nounced O-got) and are usually 1 0th level or h igher. 

Natural Abil ities: Ultraviolet and infrared vision and 
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heightened sense of  hearing equal to the minor  super 
abi l it ies. The armor can bio-regenerate 1 04x1 0 points 
of damage every 30 minutes and makes its wearer im
pervious to disease, poison ,  drugs, gases and other 
toxins, as wel l  as impervious to f i re and heat (even 
mega-damage) . Can leap 20 feet (6 m) and b reathe 
any atmosphere, as well as breathe without a i r. 

Power Category: Special :  Empowered by symbiotic or
ganism. 

Spells: All spel ls function normal ly as regards to range, 
duration, damage, and area of effect. Riathenors begin 
with seven spel ls to start, but at higher levels they gain 
other, more powerful spel ls . I n it ial spel ls include: 
Tongues, see the invisible, teleport (self) , mystic shield, 
breathe without a i r, eyes of the wolf , and f i rebal l .  

Riathenors gain spel ls automatical ly as they grow in  
experience, bu t  they are l imited as fol lows: 2nd level :  
chameleon,  3rd level :  f ly as the eagle, 4th :  wal l  of 
f lame, 5th :  dispel magic barrier (2) ,  7th :  invisib i l ity (self) , 
9th :  magic net , 1 1  th :  mystic portal (3), 1 3th: negate 
magic, and at 1 5th: d imensional teleport (a 1 5th level 
Oagotte will be able to travel to his own dimension and 
take or  retu rn with 1 3  fellow riathenors at a time) . 

Combat Ski l ls:  Equal to Hand to hand: expert 
Attacks Per Melee: 7 plus one additional attack for 8th 

level Riathenors. 
Bonuses: +4 on i n itiative, +2 to strike, +3 to strike with 

swords, +3 to parry, +2 to dodge, +2 to rol l  with punch, 
fal l ,  or impact, +3 to pu l l  punch, +6 to save vs horror 
factor. 

P.P.E. :  306x1 0+1 0 per level of experience . 
Orig inating Al ien Environment: Unknown . 
Education Level :  These are al l  mi l itary special ists. 
Typical Skil ls: Concealment, detect ambush, detect con-

cealment, tracking, wilderness survival ,  acrobatics, 
c l imbing , prowl ,  W.P .  sword , W.P .  heavy, W.P .  energy 
pisto l ,  and W.P.  energy rifle .  Secondary Ski l ls : Com
puter operation, navigation ,  read sensory i nstruments, 
basic and advanced math.  

Weapons: All of the fol lowing are part of the symbiotic ar
mor. If one is torn off or destroyed it wi l l  grow back in  
30 days . 
1 .  The right arm: A pai r of retractable blades (symbiote 

bone equal to magic b lades) :  306 damage from one 
blade, 1 04x1 0 for two blades plus P .S. bonus. 

The wrist, forearm and elbow also have hooks and 
blades for parrying and hooking an opponent's melee 
weapon and can be used to rake, slash or stab a foe, add
ing 1 06 to the normal punch damage. 

2 .  Right Shou lder: Fi res small p lasma bolts : 506 dam
age per single blast or 1 06x1 0 per s imultaneous blast, 
3000 ft (91 0 m) range, payload: 24 ( 1 2  per each shoulder 
gun), regenerates after 1 2  hou rs .  

3. Left Shou lder: A heat b last: 406 damage, 1 200 ft 
(366 m) range, and effectively un l imited payload. Can be 
fi red at a rate equal to the warrior's hand to hand at
tacks/actions per melee. 

Shoulder System Note: Each shoulder has a separate 
weapon system, but both are l inked to the helmetlvision of 



the wearer and moves to aim where the character is look
ing. The shoulder mounted systems are +2 to strike and 
can be made to f ire simu ltaneously at the same target 
(combine damage form both shoulder weapons, but 
counts as one melee attack) . 

4. The left forearm weapon package: Pop-out crescent 
blades on the sides for slashing foes: 204+2 damage plus 
P.S.  bonus. 

Short-range particle beam gun on the forearm (the nar
row barrel ) :  606 damage, 500 ft ( 1 53 m) range, payload :  4 
blasts per melee round, each counts as a melee action. 

Plasma ejector (the wide, square opening) : 1 04x1 0 
damage, 1 200 ft (366 m) range, payload: 2 blasts per me
lee round, but effectively un l imited . Each blast counts as a 
melee action. 

5. Toe and knee blades: Add 1 06 damage to kick at
tacks. 

6. Body b lades: Al l the other smaller blades and spikes 
cause 1 06 damage to foes who try to grab, hold, f l ip or 
tackle the warrior. Backhand slaps, tackles and body 
fl ips/Judo th rows by the riathenors add 1 06 damage. 

7. Optional : Additional weapons: The warriors can also 
use other swords, clubs, rifles and weapons. These add i
tional weapons are usually long-range rif les and/or exotic 
weapons l ike lasers ,  cold or sonic b lasters. 
Special Vehicles: Whatever they can acqu i re through 

employment, pu rchase or theft . 
Armor: None, other than their natu ral symbiotic armor. 
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Vacuum Ghouls 
Vacuum ghouls are so named because most are appar

ently from space related deaths. Beh ind the ghou l 's  exis
tence is an evi l  entity/energy being that th rives on strong 
emotions. These creatu res inhabit the bodies of the dead 
and forge a connection with the body's former essence. 
Their  usual choices are people who were murdered, be
cause the dead essence and strong emotions related to 
violent death (fear, hate , sorrow, etc.) wi l l  d raw them l ike a 
magnet. After inhabiting the corpse, the entity wi l l  feed on 
remnant emotions of rage and despair. Using a variation 
of empathic transfer, the energy being fuels and ampl ifies 
these emotions unti l  it has a murderous creature that is a 
deadly shadow of its former self. 

The tortured ghoul now goes out and performs acts of 
violence in anger, hatred and revenge. Acts that also 
cause p lenty of turmoil and en totions for it to feed on. Ev
ery creature the vacuum ghoul inj u res, maims, or kil ls 
spi l ls emotion to nourish the monster. The ghoul is not an 
insane resurrection of the dead person .  I nstead, it is a tor
tu red, maddened wraith that only resembles its former 
self, even though it may hold a few of the memories and 
desi res of the deceased. With these fragments of memory 
it may recognize old friends and enemies and even seek 
them out, but the monster is not the deceased and its u lt i-



mate goal is to feed . The only way to put it to rest is by 
lead ing it to its ki l ler . Once avenged , the vacuum ghou l 's 
ties to the memories of the deceased is gone and it f l ies 
away to find a new body. Destroying the animated corpse 
will also release the entity and send it away. Mages and 
psych ics with the power of exorcism may have some suc
cess at dispel l ing the thing as wel l .  

Vacuum Ghoul 
Alignment: Diabol ic and chaotic; noth ing matters to the 
suffering sou l .  
Size: Varies with the race o f  the deceased. The energy 

being is about the size of a basketbal l .  
Weight: By race of  deceased. The energy being has no 

weight. 
Hit Points:  The energy being has 406. 
S.D.C.:  The animated corpse of the vacuum ghoul has 

200 S .D .C .  The energy being has none. 
Attributes: Mental attributes do not apply in the ghou l 's  

crazed state, and the energy being is l i tt le more than a 
predator. The corpse is a zombie bent on causing de
struction and chaos. P .S .  506,  P .P .  1 06 ,  P .E .  does not 
apply, P .B .  1 06 ,  Spd .  206 

Average Life Span: An animated body can be kept al ive 
i ndef in itely, but the energy being itself l ives approxi
mately 300 years. P.P.E. :  2D4x1 0 

Disposition : Total ly chaotic.The energy being only wants 
emotions and the ghoul lashes out at anyth ing in range 
in a vain attempt to end its pain and to feed on the 
emotions of others .  
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Natural Abil ities : Immune to mind control and psionics ,  
pOisons and toxins, and heat and cold because it is 
undead. Does not show up on thermal sensors .  

Power Category: The energy being is psionic. 
Major Psionic Abil ities: Empathy and empathiC transfer 
Minor Psionic Abil ities: None 
Attacks Per Melee: Four  by the corpse, or  three via 

psionics .  
Bonuses: None 
Weapons, Vehicles, and Equipment: None, but it can 

open doors and operate simple things l ike l ight 
switches and can try to imitate others l i ke by picking up 
a gun and shooting, but  i t  doesn't know how i t  works 
and cannot reload , operate computers ,  drive, etc . 

Vampyres 
There are a number of races in the galaxy that fal l  into 

the broad def in it ion of "vampire," creatu res who feed on 
the blood of other l iving creatu res. Thei r appearances vary 
and most are not supernatural demons. Thus, whi le they 
often hunt in the dark, they are not necessari ly harmed or 
repu lsed by the l ight of day. 

Lilliamok Vampires 
These are horrible creatu res that resemble the trad i

t ional supernatural vampi res and are often referred to as 
nosferata. They have most of the weaknesses tradit ionally 
attributed to vampires, including sun l ight and water as wel l  
as many of thei r powers , l ike supernatu ral strength,  speed 
and mind contro l .  They appear as giants, eight to ten feet 
(3.0 m) tal l ,  with a monstrous head ,  terrible fangs, blank 
eyes and powerful ,  clawed hands. A pai r of spines pro
trude from their backs l ike the armatures for wings, but no 
feathers or membrane hang from them. Perhaps the most 
frightening aspect of the Li l l iamok are a pai r  of serpent- l ike 
tentacles with fanged mouths, that emerge from each 
palm.  With these , the vampire can attach itself to his vic
t ims and drink their b lood . In fact, using its mouth and 
hands it can drain three victims dry at the same time. The 
Li l l iamok have voracious appetites and tend to be glut
tons, gorging themselves whenever possible. 

L i l l iamok may be supernatu ral beings formed of o r  con
nected with the element of earth. They are highly suscepti
ble to the effects of water and can be hurt by grounding 
them back to the earth . The latter is done by holding the 
monster on the ground/d irt and pounding a large wooden 
or metal stake into its heart. The stake must penetrate the 
body al l  the way through and into the ground. When this 
happens the L i l l iamok lapses into unconsciousness and its 
l ife essence slowly drifts away (into the ground?) .  After be
ing staked to the ground for more than 48 hours, the crea
tu re is dead . The stake can be removed and the body 
bu ried or cremated . However, if the stake is removed be
fore the 48 hour period , the hel l ish creature wi l l  instantly 
awaken and attack. 



The Li l l iamok are noctu rnal hunters and may originate 
from a twi l ight world . Consequently, their eyes are sensi
tive to al l  l ight ,  but especial ly sun l ight (bl inding, -8 to 
strike, parry and dodge) . 

Ordinary water (H20) is l i ke acid to these beings. An 
eight ounce glass wi l l  infl ict 3D6 damage. Tu rning a hose 
on one will do 2D6x1 0 damage per melee round ( 1 5 sec
ond) and l iteral ly melts them away. Disgusting but true. 

These vampi res also possess the strength of the earth 
and are powerfu l ,  formidable opponents. They heal as 
qu ickly as the parted soi l ,  and are as strong as the rocks, 
but their speed rivals the wind. For every 1 00 years the 
Li l l iamok has existed , add +1 to all attributes and +1 0 to 
both h it points and S .D .C .  They also gain one point of A .A .  
for each 200 years .  

There are bounties on them across the galaxy. Most 
start at 5 ,000 credits and go up from there. An old or pow
erful L i l l iamok can be worth as much as 50,000 credits. 

Li l l iamok (pronounced 1 i I-l ie-mok) 
Alignment: Any evi l ,  but most wi l l  be diabol ic. 
Attributes: La. 3D6, M .E .  4D6, M .A. 2D6, P.S. 4D6+1 2 ,  
P .P .  3D6,  P .E .  2D6x1 2 ,  P .B .  1 D4, Spd . 6D6+20 (super
natu ral being in Rifts) .  
Size: 8 to 1 0  feet (2.4 to 3.0 m) .  
Weight: 200 to 400 pounds (91 to 1 81 kg) .  
Hit Points: 1 D6x1 0 
S.D.C.:  1 20+2D6x1 0 .  Each hand tentacle has a 1 5  foot 

(4.6 m) reach and 30 S .D .C .  each (this is an M .D .C .  
creatu re in Rifts) .  

Natural A.R. :  1 4  
Horror Factor: 1 6  P.P .E. :  1 D6x1 0 
Average Life Span: 5,000 years or more. 
Disposition : All are cold, calculating hunters with no re

gard for the l ives of others.  They only respect other 
powerful ,  long-l ived races l ike demons and dragons. 
Many of them have the greedy, sol itary, egomaniac 

1 74 

personal ities of myth ical dragons and others l ike to be 
worsh iped as gods or dominate others .  

Experience Level :  Not appl icable. 
Natural Abil ities: Nightvision 1 000 feet (305 m),  fly (90 

mph 1 44 km) , bio-regeneration 1 D4x1 0 per melee 
round, impervious to f i re and heat (wh i le al ive) , impervi
ous to cold, cold weapons, drugs, poisons, disease, 
mind contro l ,  and rad iation ,  and energy weapons do 
half damage! Bul lets , explosions and mag ic do fu l l  
damage. The th ing doesn' t  breathe air ,  can leap 30 feet 
(9 m) ,  can use wing armatures to strike l ike clubbing 
arms, and has tentacles that emerge out of its hands! 

Psionic Powers: Presence sense, hypnotic suggestion, 
hypnosis/mesmerism, death trance, and mind block. 
I .S .P . :  M .E .x 5. 

Power Category: Supernatural 
Attacks Per Melee: Seven (8 in  f l ight) .  
Bonuses: A l l  bonuses are i n  addition to  attribute bonuses. 

+3 in itiative, +6 to strike (+8 in  f l ight) , +7 to parry (+9 in 
f l ight) , +4 to dodge (+2 in  f l ight) , + 1  rol l  with punch or 
fal l ,  +3 to pul l punch, +8 to save vs horror factor. Claws 
do 3D6 damage plus P .S .  bonuses, a wing armatu re in
fl icts 2D6 damage, mouth bite 4D6, and tentacles do 
3D6 damage. The I i l l iamok feeds exclusively on the 
blood of humanoids. 

Appearance: Demonic, skeletal humanoid that is white or 
pale grey in color. 

Originating Al ien Environment: Unknown 
Education Level :  Knows six secondary ski l ls su itable for 

the modern world , l ike driving a vehicle, plus automati
cally knows tracking 65%, land navigation 70%, prowl 
50%, and cl imb 80/70%) . 

Weapons and Vehicles: Can use them but rarely does, 
usually relying on its natu ral powers and abi l it ies. 

Armor: None 



Weapons and Eq u i pment 
Weapons are l isted by "general type" rather than pre

senting a specific version of the same weapon or item for 
each of the 1 00+ alien races presented in this book. 
Game Masters may sl ightly adjust damage, range, design 
and other features for the various races or aliens of h is/her 
own design. Likewise, some of the specific races wi l l  
make note of such things as enhanced range or damage 
and may even l ist a specific item in an al ien's description . 

Ancient and Melee Weapons 
The ancient and oriental weapon descriptions found in 

Heroes Unl imited are unchanged. For a selection of over 
700 different melee weapons and ancient styles of armor, 
see Palladium's Compendium of Weapons, Armor, and 
Castles. Below are some additional ancienVmelee weap
ons that have been upgraded with advanced technology,  
as wel l  as those made of advanced al loys. 

Kisentite Weaponry 
Kisentite metal was fi rst d iscovered and successful ly 

forged by the Kisent al iens. It is a very hard , dense metal 
usually found on asteroids, p lanetoids, and high gravity 
and thermal planets. The metal is close to indestructible 
and can withstand incredible amounts of damage and heat 
without any i l l  effect. When forged into a b lade, it main
tains amazing sharpness. However, they are nearly im
possible to create without special laser or particle beam 
forges. 

A Kisentite weapon can stop bul lets and energy beams, 
but trying to parry such project i les is nearly impossible; 
use a straight, unmodified dice rol l  at minus six (-6) . Only 
single bu l lets or blasts can be parried, not bursts, 
rapid-fi re pu lses or mult iple attacks. 

A Kisentite weapon general ly adds a damage bonus of 
1 06 to conventional weapons of that same type. If a nor
mal weapon is used to parry one made of Kisentite, the 
conventional weapon wil l suffer some damage (25% of the 
normal damage infl icted by such a weapon) . If there is a 
disadvantage to Kisentite weapons it is thei r  weight (due 
to thei r dense molecular structure) . G iant-sized weapons 
weigh five times more than those l isted but also infl ict 
1 06+3 additional points of damage. 

Vibro-Blade Weapons 
These melee weapons have their damaging surface 

covered by a high frequency vibrating field. This field acts 
to both strengthen the weapon and increase its damage. 
They general ly weigh sl ightly more than normal weapons 
of their type because of the vibration field generating mo
tors . 

A Vibro-weapon can stop bu llets and energy beams, 
but parrying them is just as difficult as with a Kisentite 
weapon ;  use an unmodified d ice rol l  at minus six (-6) . 
Only single bu l lets or b lasts can be parried , not bursts , 
rapid-fi re pu lses or mult iple attacks. A vibro-weapon gen
erally adds a damage bonus of 1 06+3 to the conventional 
weapon of the same general type. If a normal weapon is 
used to parry a vibro-b lade, the conventional weapon wil l 
suffer some damage (30% of the normal damage infl icted 
by such a weapon) .  

Avg 

Weapon Type Length 
Vibro-Battle Axe 2.25 ft 
Vibro -Polearms 7.0 ft 
Vibro-Spear 6.0 ft 
Vibro-Kni ves 1 .0 ft 
Vibro-Swo rd 3.0 ft 
Vibro-2-H Sword 4.8 ft 
Vibro-Clu bs 2.3 ft 
Vibro-Kat ana 3.0 ft 
Vibro-Kusari-Gama 1 .5 ft 

Avg Weight Damage 
4.6 Ibs 306+3 
5.8 1b 506+3 
4.75 1bs 208+1 
1 .0 Ibs 206+3 
4.2 Ibs 306+3 
7.75 1bs 406+3 
3.0 Ibs 208+2 
2.8 1bs 506 
2.6 1bs 306 

Energy Melee Weapons 

Avg Cost 
4,000 CR 
9,000 CR 
4,000 CR 
2 ,800 CR 
6,500 CR 
9,000 CR 
4,000 CR 
1 2 ,000 CR 
5,000 CR 

These weapons have no blades or heads in  the stan
dard sense. When they are activated,  a magnetically 
shaped energy blade will appear in p lace of the b lade or 
around the blade (depending on the style of the weapon) .  
The pure energy these weapons use to inf l ict damage 
makes them the most powerful melee weapons in the 
known galaxy in the Heroes Unl imited sett ing, but P.S.  
bonuses do not apply to damage. 

An energy weapon can stop bul lets and energy beams, 
but parrying them is just as diff icult as with a Kisentite 
weapon ;  same conditions and restrictions. An energy 
weapon general ly adds a damage bonus of 206+3 to con-
ventional weapon ,  of that general type. General 

Weapon Type Avg Length Avg Weight Damage Average Cost 
Kisentite Battle Axe 
Kisentite Polearms 
Kisentite Spear 
Kisentite Knives 
Kisentite Sword 
2-H Sword 
Kisentite Clubs 
Kisentite Arrows 
Kisentite Katana 
Kisentite Kusari-Gama 

2 .75 ft 
7 .5 ft 
6 .0 ft 
1 .5 ft 
3.0 ft 
5.0 ft 
2 .5 ft 
3.0 ft 
3.0 ft 
1 .5 ft 

5 .5 1bs 
1 0 lbs 
6.0 1bs 
1 .6 1bs 
5.0 1bs 
9.0 1bs 
5.0 1bs 
0 . 1 1bs 
4.2 1bs 
6.0 1bs 

306 2 ,500 CR 
406 4,000 CR 
206 2 ,500 CR 
206 1 ,500 CR 
206+3 4,000 CR 
306+3 5,500 CR 
206+2 2 ,000 CR 
206 2 ,000 CRldz 
406+3 8 ,000 CR 
206+3 2 ,500 CR 
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If a normal weapon is used to parry a energy-blade , 
the conventional weapon wi l l  suffer serious damage (50% 
of the normal damage inf l icted by such a weapon) . They 
have been known to sl ice conventional swords in half. 

Wea�on Type *Avg Length Avg Weight 
Energy Axe 2 .5 ft 2 .3 1bs 
Energy Polearms 6.5 ft 3.0 1bs 
Energy Spear 5.2 ft 2 .2 1bs 
Energy Knives 0.75 ft 0 .5 1bs 
Energy Sword 1 . 1 ft 1 .5 1bs 
Energy 2-H Sword 1 .5 ft 3.0 1bs 
Energy Stun Clubs 2 .5 ft 3.0 1bs 
Energy Arrows 2.75 ft 0.2 1bs 
Energy Katana LO ft 1 . 1 Ibs 
Energy Kusari-Gama 1 .3 ft 0 .8 1bs 
Energy Shur iken 0. 3ft 0 . 1 1bs 

Damage Avg Cost 
406+1 8,500 CR 
606 1 8 ,000 CR 
306+3 1 0 ,000 CR 
404+3 6,000 CR 
406+3 1 2 ,000 CR 
506+1  1 8 ,000 CR 
** 8 ,500 CR 
306+3 6,000 CR/dz 
506+3 20,000 CR 
306+2 1 0,000 CR 
206+3 3,000 CR 

* This is the inactivated haft or h i lt only. When activated , energy weapons are the same length as their normal counter
parts. 

** Energy clubs either do 306+3 damage or stun damage, not both. Stun damage is 1 04 plus the victim must save vs 
non-lethal poison. A failed rol l  means the character is stunned, loses in itiative and is -5 to strike, parry,  and dodge and 
ski l l  performance is - 1 0% for 1 06 melee rounds. 

Other Notable Melee Weapons 

Particle Whip: Th is weapon appears to be the h i lt of 
an energy sword , but when activated ,  a long, th in ,  flowing 
stream of energy trai ls out. The whip is an energy weapon 
that uses a modified particle beam in a magnetic shaping 
field. It is qu ite d ifficult to use, but does impressive dam
age due to its tendency to coi l  about a target. To strike 
with a particle whip, the character must make a called shot 
and does NOT get any bonuses to strike, not even attrib
ute bonuses. A 1 2  or higher is needed to make a success
ful h it .  If the rol l  is a natural 1 8  or 1 9 , the whip does double 
damage, and on a natural 20 it does triple damage . 
Length: Varies with sett ing, from 6 to 1 4  feet ( 1 .8 to 4.3 
m) .  Damage: 406+3 (no strength bonuses are appl ied) , 
Cost: 1 5 ,000 credits. 

Clippers: Cl ippers are laser bolas. Many bounty hunt
ers of evi l al ignment use them to "hamstring" fleeing tar
gets. The actual result is frequently d ismemberment. 
Good al igned characters can use cl ippers as weapons, 
but rarely do and do not intentional ly remove l imbs, which 
is evi l and prohibited . Length : 4.5 foot ( 1 .4 m) diameter. 
Damage: 506, Cost: 6,000 credits. Note: Bonuses from 
P.P .  and throwing ski l ls are appl icable. 

Cestus: The Cestus is a weapon nearly identical to 
those from the gladiatorial arenas of Earth , but in  space 
they are often elements of street l ife and survival .  They 
are made by l in ing a heavy glove or gauntlet with various 
blades and spikes. It can be made at home easi ly and in
fl icts the same damage as a professionally crafted cestus. 
The only d ifference is professionals use higher qual ity ma
terials. Length: Overal l  length depends on the glove , but 
blades are rarely longer than three inches (8 cm) each . 
Damage: 1 06 standard or homemade versions, 206 for 
vibro ,  crystal , or Kisentite models, which may be bu i lt into 
armored gauntlets. 306 damage for energy models. Cost: 
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60 to 1 00 credits for conventional , 1 000 for Kisentite or 
Vibro-Blade and 4000 for energy blades. 

Razars: Another variety of glove weapon with long 
claw-l ike blades that are fitted on each finger and rein
forced along the length of the hand. Length : Blades are 
normally 4 to 6 inches ( 1 0 to 1 5  cm) long. Damage: 1 06 
normal ,  206 Vibro ,  Crystal ,  or Kisentite , and 206+3 for 
energy. Cost: Same as the Cestus. 

Conventional Fi rearms 
I n  many of the most advanced areas of the galaxy, f ire

arms are considered primitive, and even barbaric. These 
al iens would use energy weapons exclusively, but a bu l let, 
especial ly armor piercing, explosive and other special 
rounds, may infl ict the same damage and even puncture 
armor designed to reflect energy beams. So despite the 
higher tech weapons presented here, do not underesti
mate the effectiveness of old-fashioned p istols, rifles and 
mach ineguns, especially at close range or in close quar
ters on board spacecraft . They may also be used for hunt
ing, duels, target practice and sport. 

Oespite the h igh-tech weapons given on the special 
weapons table and the variety of equ ipment avai lable in a 
galactic campaign ,  it should be understood that many 
aliens sti l l  use project i le type weapons. Although consid
ered "antiquated" or viewed as low-tech, project i le weap
ons can often match energy weapons in damage, 
especial ly with advancements in ammun it ion. The im
proved damage of some al ien weapons over their Earth 
equivalents is not necessari ly due to bigger bul lets. More 
l ikely they are due to advancements in propel lants , veloc
ity, explosives, h igh-tech materials and better bu l let de
sign .  Most project i le weapons are also incredib ly less 
expensive to make and maintain .  



The down side to projecti le weapons compared to 
most energy weapons is their weight, noise, comparatively 
shorter range and the mess they make. Firearms produce 
large amounts of noise and smoke (compared to lasers) , 
and the bul lets do not cauterize wounds the way many en
ergy blasts do. Consequently, b lood and gore is every
where and a wounded individual may bleed to death , 
which many races consider inhumane (as if war can be 
humane) . Projecti le weapons wi l l  work f ine with or without 
an atmosphere .  There is a danger, however, in  punctur
ing a protective enviromental suit or structure by accident. 
The recoi l  from a projecti le weapon discharge can send 
the shooter spinning wi ldly if he is not anchored in  place. 

Note: See Pallad ium's Compendium of Contempo
rary Weapons for over 400 Twentieth Century weapons 
from around the world , p lus special types of ammunition , 
riot control items, hand grenades, mortars, EOO equip
ment, body armor, tanks ,  and more! 

Prices reflect the galactic market, not Earth. 
Average Galactic Revolver 

Feed: 6 round cyl inder, Weight: 2 . 1  pounds (1 kg) , 
Length : 8.5 inches (22 cm) , Range: 200 feet (61 m) ,  
Damage: 506, Rate of Fire: sing le shot, Cost: 800 cred
its (CR) .  

(34td.i( 
Earth-Type Revolver 

.38 Luigi Franchi Revolver 

Feed: 6 round cyl inder, Weight: 2.5 pounds ( 1 . 1  kg) , 
Length : 8.5 inches (22 cm) , Range: 1 65 feet (50 m) ,  
Damage: 306, Rate of Fire :  sing le shot, Cost: 200 CR. 

Average Galactic Automatic Pistol 

Feed: 1 5  round magazine, Weight: 2.8 pounds ( 1 .3 
kg) , Length : 8 inches (20 cm) ,  Range: 20 feet (61 m) , 
Damage: 506, Rate of Fire: Aimed or short burst , Cost: 
1 ,000 to 1 ,500 CR. 

Earth-Type Automatic Pistol 

Feed: 8 to 1 2  round magazine, Weight: 3.5 pounds 
( 1 .6 kg) ,  Length : 8 inches (20 cm) , Range: 1 70 feet (52 
m) ,  Damage: 406, Rate of Fire: Aimed or short burst, 
Cost: 300 CR. 

Average Galactic Sub-Machinegun 

Feed: 50 round box magazine or 1 00 round drum, 
Weight: 5 pounds (2 .3 kg) ,  Length : 20 inches (0 .5 m) , 
Range: 700 feet (2 1 0 m) ,  Damage: 506 per round, Rate 
of Fire: Aimed , burst, or spray, Cost: 1 ,800 CR. 

1 77 

Earth-Type Submachine Gun 

Feed: 40 round box magazine, Weight: 5.5 pounds 
(2.5 kg) ,  Length: 22 inches (0.6 m), Range: 600 feet ( 1 83 
m) , Damage: 306 pre round,  Rate of Fire: Aimed, burst, 
or spray, Cost: 600 CR. 

Average Galactic Assault R ifle 

Feed: 60 round box magazine or 1 20 round drum, 
Weight: 7.5 pounds (3 .4 kg) ,  Length: 30 inches (0 .8 m) , 
Range: 2000 feet (61 0 m) ,  Damage: 606, Rate of Fire: 
Aimed, burst, or spray, Cost: 2,000 CR. 

Earth-Type Assault Rifle 

Feed: 20 to 40 round box magazine, Weight: 1 0  
pounds (4.5 kg) ,  Length : 34 inches (0.9 m) , Range: 1 ,600 
feet (490 m) ,  Damage: 406, Rate of Fire: Aimed, burst, 
or spray, Cost: 800 CR. 

Average Galactic Shotgun 

Feed: 32 round box magazine (Can f ire 8 short bursts , 
each uses four rounds) . Weight: 6 pounds (2 .7 kg) , 
Length : 38 inches ( 1 .0 m) ,  Range: 1 30 feet (36 m) for 
shot and 300 feet (91 .5 m) for slugs, Damage: 506 for 
shot and 606+6 for slugs, Rate of Fire: Aimed or short 
burst, Cost: 750 CR. 

Earth-Type Shotgun 

Feed: 6 round tubu lar magazine, Weight: 5 pounds 
(2.2 kg) , Length : 42 inches ( 1 . 1  m), Range: 1 00 feet (30 
m) for shot or 200 feet (6 1 m) for slugs, Damage: 406 for 
shot and 506+4 for slugs, Rate of Fire: Single shot or two 
barre ls (double damage) , Cost: 200 CR. 

Average Galactic Light Machinegun 

Feed : 1 20 round box magazine or 300 round belt, 
Weight: 30 pounds ( 1 3.6 kg) , Length: 50 inches ( 1 .25 m) ,  
Range: 4000 feet ( 1 200 m) , Damage: 1 06x1 0, Rate of 
Fire: Aimed, burst , or spray, Cost: 5,000 CR. 

Gimmick Weapons 
These are unique or special appl ication weapons that 

did not qu ite fall into any of the previous categories. 

Bracelet Gun:  This is a wide, ornamental armband 
made of decorative metal or f ine ceramics ,  but bounty 
hunters and Mercenaries prefer more functional matte 
gray versions. With the touch of a recessed button , a hid
den barrel assembly pops up,  and another touch of the 
button f ires it. Oue to the unconventional deSign ,  this 
weapon is -2 to strike , even with an aimed shot. It comes 
in  three models: bul let f iring ,  laser, and ion. It is typically 
used as a backup or concealed weapon and is a favorite 
of spies and th ieves. Range: 60 feet ( 1 8 m) .  Length : 6 to 
8 inches ( 1 5 to 20 cm) .  Weight: 1 pound ( .45 kg) .  Dam
age: 406 with armor piercing bul lets, 406 for laser ver-



sions, and 506 for ion models. Payload: Two bul lets or 
four  laser or ion blasts. Rate of Fire: Single shot; each 
blast counts as one melee action. Cost: 1 000 credits for 
bu l let model ,  200 for either energy models. 

Multi-Comp Annihi lator: This weapon offers the ver
sat i l ity of a f irearm and energy weapon in a single pack
age. Bui lt in an over/under configuration ,  the Annih i lator 
resembles a large sub-machinegun with an under-barrel 
grenade launcher. However, the lower barre l  is an ion 
blaster. The two cannot be separated , but they can f ire si
multaneously for i ncredible damage. The only drawback is 
that the ion beam tends to overheat and detonate the 
microjet or other explosive rounds if it is used constantly 
for more than four melee rounds. There is only a 1 5% 
chance per twin f i ring of this happening (45% after 8 me
lee rounds) . Range: 1 ,200 feet (366 m) for both. Length : 
26 inches (0.7 m) , Weight: 1 2  pounds (5.4 kg) ,  Damage: 
606 per microjet round or 1 04x1 0 per ion blast, or 
204x 10  for s imultaneous shots from both. Payload: 30 
microjets and 20 shot energy Cl ip. Rate of Fire: Single or 
double barrel shots (counts as one melee action) , but the 
microjets can be f ired in  bursts. Cost: 1 6 ,500 credits 

Turbulence Generator: This is an eight inch (20 cm) 
diameter, vented cyl inder with handles. When activated , it 
spins at great speeds, creating concentrated blasts of 
wind at nearly 60 mph (96 km) .  It is used as a non-lethal 
anti-personneVriot control weapon,  designed to incapaci
tate rather than ki l l .  Range: 40 feet ( 1 2 .2 m) , Length : 25 
inches (0 .6 m) ,  Weight: 1 0  pounds (4.5 kg) , Damage: 
1 04 from impact , and knocks the character off his feet and 
sends him 1 04x1 0 feet backwards. The character loses 
in itiative and two melee attacks. Characters weighing 
more than 300 pounds ( 1 36 kg) may not be knocked down 
(only 01 -45% chance) ; no effect if someone weighs over 
600 pounds (1 72 kg) .  

A iming the blast at a person's hand wi l l  infl ict 1 04 dam
age and knock whatever he is holding out of his grasp and 
send it flying 206x1 0 feet away. If the character has a 
P.S. 24 to 30, the chance of losing the object is only 
01 -50%, 31 or h igher 01 -25% chance, 46 or h igher: no 
way. 

Rate of Fire: Single shot; each blast counts as one me
lee attack/action. Payload : Effectively un l imited . Cost: 
7500 credits . 
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Special Large Cal iber Firearms 

There are three ways to increase the damage and/or 
effectiveness of f irearms: make bigger guns, make better 
guns, and/or make better ammunit ion. The following sec
tions provide examples of each , from large cal iber weap
ons to high-tech weapons and special ammunit ion. All of 
the f irearms presented in this section can be used as spe
cial weapons for the Hardware weapons character in a 
standard Heroes Unl imited campaign .  

The bigger something i s ,  and the faster you can make it 
move, the more damage it wi l l  do to whatever it runs into . 
Like many sporting enthusiasts on Earth , the galactic com
munity has had its share of inventors that have come up 
with the biggest guns that are reasonably manageable , 
especial ly for those with greater strength and/or size than 
humans. They use alternate sources of propel lants, explo
sives, electromagnetism and other h igh-tech modifica-
tions. Bounty hunters and Mercenaries are especial ly fond 
of the knockdown power of the large bore weapons. 

Ridelly .560: The Ridelly is actually a short shotgun. A 
special mercury bead recoi l  system had to be developed 
to offset the recoi l  of its 1 2  inch (0.3 m) barrels. The 
weapon is arranged in an over/under barrel assembly, 
with each barrel fed by a separate tubu lar magazine 
mounted beside it. A selector switch al lows both barrels to 
be f ired simu ltaneously, or one at a t ime. The magazines 
must be pumped manual ly and both cycle in  tandem. Be
cause of th is, when a single barrel is f ired , the selector au
tomatically switches to the other barrel .  Feed: 6 round 
tubular magazine, Range: 40 feet ( 1 2 m) with stunbal ls, 
1 00 feet (30.5 m) normal cartridges or explosive, 1 30 feet 
(36 m) with microjets. Weight: 4 pounds ( 1 .8 kg) ,  Length : 
1 5  inches (0.4 m) , Damage: 606 conventional , 1 06x1 0 
microjets or explosives, Rate of Fire :  Single shot or both 
barre ls (double damage) , Cost: 1 000 cred its . 

Korimyr: This is a single shot handgun that makes ex
tensive use of gas venting to offset recoi l .  Instead of a bolt 
action, it ejects spent shells at the touch of a button and 
closes the same way. Feed: One round and requires an 
action to eject and load another round, Range: 61 0 feet 
( 1 86 m) , Weight: 5 pounds (2.2 kg) , Length : 1 1  inches 
(0.3 m), Damage: 1 04x1 0 normal ,  1 06x1 0 microjets or 
explosive, Rate of Fire: Single shot, Cost: 900 credits. 

Stomper: This is a large handgun that resembles the 
auto pistols or sub-mach ineguns of Earth. It has a pair of 
ammo-cl ips that feed alternately from each side of the 
gun.  Feed: Two clip system for a total of 1 2  rounds, 
Range: 6 1 0  feet ( 1 86 m) .  Weight: 6 pounds (2 .7 kg) ,  
Length : 1 0  inches (0.25 m) , Damage: 506 normal ,  



1 06x1  0 microjets or explosive rounds, Rate of Fire: Sin
gle shot/semi-automatic, Cost: 2500 credits. 

Simpyr Takedown: Possibly the most powerful f irearm 
a normal human can carry and use, the Takedown is a 
single shot, large bore rifle that is often used for big game 
hunting and snip ing. Although it can be f ired l ike a normal 
rifle with no additional support , the recoi l  wi l l  cause char
acters with Physical Strength scores of 20 or lower to lose 
their next melee attack. Proper bracing of the weapon with 
its "gravity boot" anchors it in place and will al low any 
character to f i re it normally without a loss of attacks. The 
anchors will hold the Takedown steady when resting on 
any solid surface. Feed: Six rounds per cl ip ,  Range: 
4,000 feet ( 1 200 m) , Weight: 1 6  pounds (7.6 kg) ,  Length : 
54 inches ( 1 .4 m) , Damage: 1 06x1 0 standard rounds, 
204x1 0 from large bore microjets or explosive rounds, 
Rate of Fire: Single shot, Cost: 1 6 ,500 credits. 

Rapid Fire/Small  Cal iber (RFSC) 

Rapid Fire/Small Caliber weapons are small or compact 
weapons that resemble automatic pistols or 
sub-machineguns but often have mult iple barrels (typical ly 
2 to 5) that f ire a simultaneous burst (2 to 5 rounds at the 
same time; one from each barrel) , enabling the shooter to 
f i re a more accurate and larger burst than conventional 
weapons. The individual rounds are often so small that 
they have to be coated with teflon or made of Kisentite to 
assure penetration and damage. A single round does l itt le 
damage, but the idea is to f i re a short or medium burst , 
typically five to ten rounds/bu l lets at a single target ( 1 0 is 
often the entire magazine of a conventional pistol but may 
be less than that for 1 0% for these weapons) . The com
bined number of rounds and impact of a burst from these 
weapons makes the damage from small ammunition com
parable to larger cal iber weapons. The small size of these 
rounds prohib its the use of conventional and special types 
of ammunit ion. Typical ly the entire clip cannot be emptied 
in one long spray, so only single shots, short and long 
bursts are possible and must be aimed at a single target. 

Spitfire: A smal l ,  automatic weapon about the size of 
most large Earth automatic pistols. Its small size l im its am
munit ion capacity, and the rapid rate-of-fi re depletes it 
qu ickly. Feed: 1 4  rounds, which is enough for one long or 
2 short bursts (the long burst empties the magazine) , 
Range: 1 35 feet (41 m) ,  Weight: 3 .8 pounds ( 1 .7 kg) , 

1 79 

Length : 8 .75 inches (0.2 m),  Damage: 1 04 points per 
round/bu l let, or short burst of seven rounds which does 
one round x4 damage or a long burst ( 1 4 rounds) which 
does one round x8 damage. Rate of Fire: Aimed , burst, or 
spray, Cost: 1 ,200 credits. 

Stinger Brae: This weapon is named after the assassin 
who designed i t .  It is a fu l ly automatic pistol with a top 
mounted , rear sl id ing c l ip .  The clip uses a un ique "U" 
spring feed system that doubles the p istol 's ammunition 
capacity. Feed : 1 20 rounds, Range: 1 60 feet (49 m). 
Weight: 4 pounds ( 1 .8  kg) ,  Length : 9 i nches (0 .2 m) , 
Damage: 1 04 pOints per round/bu l let, or short burst of ten 
rounds which infl icts one round x6 damage or a long burst 
(20 rounds) which does one round x1 2 damage. Rate of 
Fire: Aimed, burst , or spray, Cost: 5 ,000 credits. 

Cerator SMG: This is a small but deadly member of the 
sub-machinegun family. Its damage and easy conceal
ment makes it a favorite among terrorists. Feed: 1 20 
rounds, Range: 250 feet (76 m), Weight: 5 pounds (2 .3 
kg) ,  Length : 12 inches (0.3 m) , Damage: 1 06 points per 
round, or short burst of ten rounds which infl icts one round 
x6 damage or a long burst (20 rounds) which does one 
round x1 2 damage, Rate of Fire: Aimed, burst , or spray, 
which g ives it the standard number and types of bursts per 
cl ip of ammunit ion . Cost: 7 ,500 credits. 

TGC Riproar: As the only production line rapid-f ire as
sault rifle, the Riproar is popular with many combat per
sonnel across the galaxy. It is especially coveted in  dense 
jungle or foliage environments because of the amount of 
saturation it can spray. Feed : 2 1 0 rounds, Range: 600 
feet ( 1 83 m) ,  Weight: 5.5 pounds (2 .5 kg) , Length : 1 8  
i nches (0 .5 m) , Damage: 1 06 pOints per round, or short 
burst of 1 2  rounds which infl icts one round x8 damage or 



a long burst (30 rounds) which does one round/bul let x1 4 
damage, or spray (long burst) one round x6, Rate of Fire: 
Aimed, burst, or spray. Cost: 1 1  ,000 credits. 

TGC Riproar Mini-gun (TGC-RMG): This is an eight 
barrel version of the three barreled Riproar. The RMG has 
an unbel ievable rate of fire that is only successful because 
of the small size and design of its ammunition . It is nearly 
identical to the Riproar, except for design and styl istic 
changes. Because of its amazing rate of f ire ,  the 
TGC-RMG uses the mach inegun rules for al l  aspects of 
combat, including damage. Feed: 1 ,000 round belt, 
Range: 1 000 feet (305 m), Weight: 1 5  pounds (6.8 kg) , 
must be tripod or veh icle mounted , Length : 1 8  inches (0.5 
m) ,  Damage: 206 pOints per round, or short burst of 1 6  
rounds wi l l  infl ict one round x1 0 damage or a long burst 
(32 rounds) which does one round x20 damage, Rate of 
Fire: Aimed, burst , or spray, Cost: 25,000 credits. 

Special Ammunition 
Another way to increase the effectiveness (damage) of 

a firearm is by using special ized ammunit ion. Below is a 
l ist of damages, comments, and prices for some special 
ammunition by weapon type. All prices are for 1 00 rounds. 
Arrows for bows and crossbows can be outfitted with 
heads to dupl icate any of these special ammunitions. Use 
the pistol damage l isted but double the cost for arrows. 

Exploding/Mercury Tipped Ammunition : Ex-
ploding/mercury t ipped rounds have a channel dr i l led in 
them that is fi l led with mercury ,  then capped. When the 
bul let h its a target, the round l iteral ly explodes as the mer
cury is compressed and ruptures the lead. 

Pistols & Sub-Mach ineguns: add 1 06 damage per 
round, Cost: 500 credits. 

Shotguns (slugs) : add 306 damage per round, Cost: 
800 credits. 

Semi- and Ful ly Automatic Rifles: add 206 per round, 
30% chance of jamming when burst f i r ing, Cost: 700 cred
its. 

Exploding/Plastique Tipped Ammunition : Ex-
ploding/plastique rounds are l ike min iature rockets that ex
plode on contact. 

Pistols & Sub-Machineguns: add 206 per round, 1 foot 
(0.3 m) blast radius, Cost: 750 credits. 

Shotguns (slugs) : add 406 per round, Cost :  1 000 cred
its. 

Semi- and Ful ly Automatic Rifles: add 306 per round; 
35% chance of detonating when burst f iring,  Cost: 900 
credits. 

Hollow Point Ammunition :Hol iow pOints have a hol
low cavity in  their nose that al lows the round to expand on 
impact for greater damage. 

Pistols, Sub-Mach ineguns and Rifles: add 1 06 per 
round, Cost: 350 credits. 

Shotguns (slugs) : add 206 per round, Cost: 600 cred
its. 

Glaser Ammunition : Glaser rounds have a th in outer 
shel l  f i l led with small beads of shot. I t  ruptures on impact, 
and the shot is driven into the wound, but the small beads 
have l itt le penetration value and tend to bounce off sol id, 
non-fleshy objects. They cannot be used i n  weapons other 
than pistols and revolvers. 

Pisto l :  add 206 damage per bu l let; on ly does 1 06 dam
age to body armor and other hard targets , Cost: 450 cred
its. 

Armor Piercing Ammunition : Armor piercing rounds 
are constructed of teflon , Kisentite or some other materials 
that are strong enough to penetrate hard substances eas
i ly. 

Adds 1 06 to the damage capacity of the average round 
and is +2 to penetrate armor (th is means an A.A. of 1 5  is 
an A.A. of 1 3  in regard to this bul let) ; usually reserved for 
larger cal ibers. Bul lets made of Kisentite are considered 
AP rounds and are +3 to penetrate armor. Half the bul let's 
damage is expended on the armor and half str ikes the 
person inside the armor. 

Microjet Ammunition : Unl ike the exploding bu l lets , 
these are true rockets with m icrojet engines that dramati
cal ly increase range and damage. These rounds cannot 
be si lenced and they cannot be safely f ired in bursts. 
There is a 75% chance that burst shooting wil l cook the 
entire cl ip, explode the gun and infl ict 204x1 0 damage to 
the shooter. 

Pistols & Sub-Mach ineguns: 606 per round, b last ra
dius of 1 8  inches (0.5 m) ,  doubles the normal range of the 
weapon ,  Cost :  3,000 credits. 

Shotguns (slugs) : 204x1 0 per round, b last radius of 1 8  
inches (0.5 m) , doubles the normal range of the weapon,  
Cost: 5 ,500 credits. 

Semi- and Ful ly Automatic Rifles: 1 06x1 0 per round, 
blast radius of 1 8  inches (0.5 m) , doubles the normal 
range of the weapon ,  Cost: 8 ,000 cred its . 

Advanced Bows & Arrows 

Advanced technology has not only improved f i rearms, 
but many of its predecessors. Bow weapons have had 
their share of improvements from the advance of technol
ogy. Snap Cord is a type of stretchable cord that returns to 
its original unstretched state many times faster than con
ventional elastic materials. Instead of the bow flexing to 
provide motion, the "string" is now solely responsible for 
propulSion, and velocity increases, which in  turn extends 
range and raises damage. Other innovations include 
spring loaded or pneumatic launchers that either increase 
range and damage or rate of f i re. 

SC Penetrator: This is a standard short bow outfitted 
with the snap cord string. The bow itself is made of l ight 
metal al loys and can be used as a clubbing weapon ( 1 06 
damage) . Range: 550 feet ( 1 68 m) , Weight: 1 pound ( .45 
kg) , Length : 3 feet (0.9 m) , Damage: 206, Rate of Fire: 
Standard , see the archery ski l l .  Cost: 500 credits. 
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SC Penetrator I I :  This is a long bow version of the 
Penetrator. It does 1 08 damage as a clubbing weapon. 
Range: 900 feet (274 m) ,  Weight: 2 pounds (0 .9 kg) , 
Length : 4.5 feet ( 1 .4 m) ,  Damage: 306, Rate of Fire: 
Standard , see the archery ski l l .  Cost: 750 credits. 

SC Penetrator I I I :  A large compound bow. It also does 
1 08 damage as a clubbing weapon .  Range: 1 ,000 feet 
(305 m) , Weight: 3.75 pounds ( 1 .7 kg) , Length : 3.5 feet 
( 1 . 1  m) , Damage: 406, Rate of Fire: Standard, see the 
archery ski l l .  Cost: 975 cred its. 

SC Mark I I  Penetrator: This is a crossbow version of 
the Penetrator. It does 206 damage as a clubbing 
weapon .  Range: 900 feet (274 m) .  Weight: 5 pounds (2 .3 
kg) , Length: 30 inches (0 .8 m) ,  Damage: 506, Rate of 
Fire: Standard , see the archery ski l l .  Cost: 975 credits. 

Compound Snap-Bow: The "snap-arms" on this 
weapon are arranged in a double pivot structure to give 
easier pu l l  but more snapping power. It can also be loaded 
and locked into firing position and carried until needed . 
Range: 800 feet (244 m) .  Weight: 6 pounds (2.7 kg) , 
Length : 34 inches (0 .9 m) ,  Damage: 208, Rate of Fire: 
Standard , see the archery ski l l .  Cost: 875 credits. 

Livian Crossbow: This weapon is mounted on a rifle 
stock and is capable of loading and locking two bolts. The 
bolts can be f ired individually or at the same time. It can 
also be loaded and locked into firing position and carried 
until needed. Range: 700 feet (2 1 3  m). Weight: 6.6 
pounds (3 kg) ,  Length: 30 inches (0 .8 m) ,  Damage: 306 
or 606 with two arrows, Rate of Fire: Standard , see the 
archery ski l l .  Cost: 1 ,000 credits. 

SAR Crossbow: Nearly identical to the Livian above , 
this version has a large , box-type, forward section that is 
actually an oversized cl ip of bolts. The SAR can rapid f ire 
two bolts, one after the other. Range: 850 feet (260 m) .  
Weight: 8 pounds (3 .6 kg) ,  Length: 30 inches (0.8 m) ,  
Damage: 306 per bolt or 606 for a rapid twin shot, Rate 
of Fire: Standard , see the archery ski l l ,  Payload: 1 4  bolts , 
Cost: 1 ,000 credits. 

Explosive Strap Gun:  This is a unique projecti le 
weapon that fi res a large project i le with compressed 
straps/cords. When the bundle impacts on a target , a 
charge inside of it goes off and the straps extend. Weights 
on the ends of the cords force them around the target, 
where they impact and adhere to each other with a molec
ular resin . The final result is the effective cocooning of the 
target. It wil l even restrain someone with a P.S. of 30! 
Range: 60 feet ( 1 8.3 m) .  Weight: 6 pounds (2.7 kg) , 
Length : 20 inches (0.5 m) ,  Damage: 1 06 from impact 
plus immobi l ization of the target. A successful dodge 
means the target is not struck. If the dodge fai ls ,  the victim 
is coiled and must be cut loose . Each of the 20 cords has 
two S.O .C.  points when cut. The straps are very hard to 
break, requ i ring a P.S.  of 31 or h igher, but burn very easi ly 
because of the molecular res in .  The straps burn up i n  one 
round, but the character inside takes f ire damage. Note: 
One explosive strap arrow is twice the size of a normal ar
row. Cost: 600 credits for the gun , 300 credits per bundle 
of 1 2  arrows. I t takes two melee attacks/actions to reload 
the strap gun.  Each bundle does come with an aerosol 
agent to counteract the res in .  

Advanced Weapon Features 

Advanced design f irearms are created using comput
ers, laser tools, and some al ien sciences to improve the 
general capabi l it ies of a weapon. These modifications, un
less specifical ly noted , cannot be appl ied to shotguns, 
mach ineguns, mini-guns, rai l  guns or plasma ejectors. 

Weapon Balancing : Adds +1 to strike with aimed 
· --;·�-=-=�=-.,--=--=tr===r=--=-:---==ft=::--::-:==j """ . shots. Can be combined with other modifications and 

v: 
E=,,=�=J added to the above high-tech weapons, but can only be 

CAL Bow: This weapon resembles a crossbow without 
the bow arms. Arrows are placed into a round launch tube 
and f ired by highly compressed air . Range: 500 feet ( 1 52 
m) . Weight: 4.75 pounds (2 . 1 5  kg) ,  Length : 26 inches 
(0.6 m) , Damage: 306, Rate of Fire: Standard , see the 
archery ski l l .  Cost: 850 credits . 

CAL Repeating Bow: This is another air compression 
launch system, but it has an oversized cl ip of bolts and an 
automatic reloading mechanism for rapid fires. Range: 
600 feet ( 1 83 m). Weight: 6 pounds (2 .7 kg) , Length : 30 
inches (0.8 m), Damage: 306 per bolt, or 606 for a rapid 
twin shot, 1 06x1 0 for a burst of six. Rate of Fire: Same 
as an automatic weapon ,  Payload : 20 bolts, Cost: 1 ,200 
credits. 
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appl ied once per weapon.  Cost: 350 credits . 
Mercury Bead Recoil Diminishers : Work to counter 

both recoi l  and effects of reco i l .  Can be combined with 
other modifications but can only be appl ied once per 
weapon .  Adds +1 to strike with any burst. Cost: 600 cred
its. 

Ammunition Cal iber Expansion (ACE): The weapon 
is bored out so that it f i res larger bul lets. The weapon wi l l ,  
however, be off balance , and -2 to strike. If the Weapon 
Balancing modification from above is taken,  the penalties 
are negated , but no extra bonuses are gained. The other 
problem with ACE modification is that there is a 20% 
chance of jamming if f ir ing a burst. Not appl icable to en
ergy weapons. Cost: 1 ,000 credits. 

Additional Ammunition Capacity: By customizing the 
design of a weapon's ammo cl ip ,  lengthening the cl ip ,  or 
adding additional c l ip ports , a weapon's ammunition ca
pacity can be expanded. An additional short burst (or 20% 



of capacity) can be squeezed into an existing cl ip size by 
replacing the feed mechanism with a more compact vari
ety at a cost of 500 credits. Adding a long burst (or 50% 
capacity) requ i res the lengthening of the clip (wh ich wi l l  
make it harder to h ide) and costs 475 credits. An entire 
extra magazine can be added by creating a side port to 
feed it into the weapon . Once one cl ip is empty, the fl ick of 
a switch al lows ammunit ion from the second cl ip to feed 
into the f irearm without costing an attack. This extensive 
procedure adds 25% to the weight of the weapon and 
costs 1 ,500 credits. Another alternative for sub-mach ine 
guns or larger weapons is a conversion to belt-fed ammo 
(typical ly 300 to 500 rounds) . Any length of ammo belt can 
be employed. The cost of belt feed conversion is 2 ,000 
credits. This modification can be appl ied to energy weap
ons for 5000 credits. 

Heat and Motion Targeting Microcomputers (H&M 
Microcomps): These sensors and basic tracking pro
grams lock onto warm or moving targets and notify the 
shooter when he is  on target with a soft chime, beep or 
other sound. +2 to strike for aimed shots or + 1 for short 
bursts. Maximum effective range: 500 feet ( 1 53 m) , Cost: 
7,500 credits. Th is system takes up so much of the 
weapon's surface that no other modifications except for 
ACE can be used with it. This modification can be applied 
to energy weapons. 

HUD Feed: Gyroscopic, laser and sonar targeting sen
sor systems measure the f irearm's exact angle of eleva
tion and distance to target and send the information to a 
Heads-Up Display on a helmet or pair of goggles in the 
form of a targeting box or cross hairs that indicate the ex
act spot where the weapon is pointing, target distance , tar
get speed ( if moving) , and the success percentage to get 
off a clean shot. Wherever the target icon is, that is where 
the bul lets wi l l  h it ;  give or take a few inches or sudden 
movement. With this system,  the shooter can look around 
corners , over a wall or other obstacles/cover and get a 
reading as to h is target's position and whether or not he 
has a clean shot. By moving h is gun hand or wrist he can 
adjust h is aim to str ike with deadly accuracy without actu
al ly seeing his target ! Of course , the chance of shooting 
the wrong person is increased dramatically as this system 
cannot identify specific targets. No other modifications 
other than ACE can be placed on the weapon with this 
system and the shooter must wear a HUD helmet, goggles 
or glasses. It confers a +3 bonus to strike for aimed shots, 
+2 for short burst and + 1 for long bursts and sprays. Maxi
mum effective range: 1 600 feet (488 m) Cost: 1 6 ,000 
credits. 

Incendiary Weapons 

Fire has always been used in  combat with varying ef
fectiveness. With h igh technology it is more devastating 
than ever. Fire and heat do more damage to al iens from 
frozen worlds, so they are prized , powerful weapons to 
al iens in those environments. 

Advanced incendiary weapons have considerably 
better range and precision than their ancient predeces-
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sors.The fol lowing examples of incendiary weaponry are 
general representations from each class and type. The 
classes include pistols, rifles, and field weapons. The 
three types are flame emitting, exploding gel-pel lets, and 
plasma ejectors. Flame emitt ing weapons f ire a concen
trated jet of flame simi lar to that of common Earth flame
throwers. Rupturing gel-pel lets are f ired by a low powder 
charge or compressed air. They are made of a durable but 
impact-breakable pel let conta in ing a flammable gel l ike 
napalm.  When the pel let impacts , it ruptures and ign ites 
upon exposure to atmosphere .  Plasma ejectors and rifles 
f ire a bolt of intense l iqu id heat that burns ten times hotter 
than normal napalm. 

High-Tech Flamethrower: This is an advanced ver
sion of the flamethrower. It is a rifle- l ike weapon , with a 
long barre l .  Feed tubes connect it to a large backpack with 
twin  fuel Canisters . The appl ication of advanced technol
ogy has increased the range and upgraded the burning 
temperature of the fuel for better damage. The stream of 
f lame can be adjusted and th ickened. The thinner f lame 
has reduced range and greater accuracy, striking the in
tended target only. The thick f i re stream wi l l  h it the target 
and 1 D4 others. The flamethrower can f ire a continuous 
stream with effects simi lar to the bursts and sprays of au
tomatic weapons. Use the machinegun rules for determi
nation of how many targets are hit by a spray, but the 
damage mult iples are not used. Furthermore, any flamma
ble material wil l catch f i re and burn unti l  the flames are 
smothered (against people, the continu ing damage is 
equal to a single blast damage every melee round unti l the 
flames are smothered) .  The f i re is l ikely to spread to other 
combustibles. It is not wise to use such weapons inside a 
bu i ld ing unless the shooter is trying to burn it down. 

Range: Thin  stream: 85 feet (26 m) ,  thick stream: 200 
feet (61 m) , Weight: 40 pounds ( 1 8 kg) ,  Length: 36 
inches (0.9  m) ,  Damage: Thin stream 1 D6x1 0 
( 1  D6x1 0+ 1 5  to most frozen world al iens) or 2D4x1 0 thick 
stream.  A ful l  melee burst (equal to six thick b lasts or 1 2  
thin) does double damage (x2) and wi l l  set the enti re area 
ablaze ! Payload: 40 shots (each thick blasts counts as 
two). Cost: 1 900 credits. 

Dragon P istol:  This is a large handgun with four noz
zle- l ike barrels. It f i res a jet of flame, much l ike a 
min i -flamethrower. Reloading the weapon with a new gel 
Canister takes three melee actions/attacks. Changing the 
fuel can of the larger backpack Canisters takes six melee 
actions. Range: 60 feet ( 1 8 m), Weight: 5 pounds (2 .3 



kg) ,  Length: 1 0  inches (0.3 m) ,  Damage: 506 (706 to 
most frozen world al iens) , Rate of Fire: Single shot, Pay
load: 6 shots. Cost: 750 credits ( 1 20 credits to refi l l  the 
payload) .  An optional backpack un it offers a payload of 20 
shots and costs an additional 800 credits (400 to ref i l l ) .  

Dragon Rifle: The dragon rifle is a larger version of the 
pisto l ,  but it is not a ful l -size flamethrower. The compact ri
fle design l imits the amount of propellant and fue l ,  and the 
optional backpack only adds to payload, not range. Fur
thermore ,  the dragon rifle on ly f ires a single blast of flame , 
un l ike the cont inuous stream possible with a true flame
thrower. Changing fuel Can isters requ i res the same 
amount of time as the dragon pisto l .  Range: 1 20 feet (36 
m) . Weight: 1 0  pounds (4.5 kg) ,  Length : 28 inches (0.7 
m) , Damage: 606 (806 to most frozen world al iens) , Rate 
of Fire: Single shot, Payload: 1 0  shots. Cost: 1 ,200 cred
its. An optional backpack un it adds 1 4  shots to the pay
load and an additional 500 credits to the cost. 

Incendiary Pistol :  This pistol has an oversized barrel 
that makes it look l ike a large bore weapon .  It f i res 
gel-pel lets that explode and ign ite on impact. The pel lets 
are loaded i nto a min i-cl ip  that holds n ine pel lets. It takes 
one action to replace a cl ip .  Range: 1 00 feet (30.5 m) .  
Weight: 4 pounds ( 1 .8 kg) ,  Length : 12 inches (0 .3 m) , 
Damage: 406 (606 to frozen world al iens) , Rate of Fire: 
Single shot, Payload: 9 shots. Cost: 1 1 00 credits . 

Incendiary Rifle: The incendiary rifle looks very much 
l ike a shotgun  with an integrated under-barrel mount. The 
under-barrel assembly is actually a large pel let c l ip .  It on ly 
takes one melee action (about 3 seconds) to change the 
clip. Range: 400 feet ( 1 22 m). Weight: 8.8 pounds (4 kg) ,  
Length: 32  inches (0.8 m) , Damage: 606  (806 to  most 
frozen world al iens) , Rate of Fire: Single shot, each blast 
counts as one melee action .  Payload: 1 8  shots. Cost: 
3,400 credits. 

Atorian Incendiary Gun:  Look very much l ike a gre
nade launcher, th is weapon f i res flaming,  grenade-sized 
gel pel lets ! On impact, they rupture to spread a flaming gel 
that covers over a 1 0  foot (3.0 m) area. It sticks to most 
surfaces and burns at incredibly hot temperatures for 204 
melees. Range: 200 feet (61 m) .  Weight: 8 pounds (3.6 
kg) , Length : 24 i nches (0.6 m) , Damage: 606 for impact 
and in it ial rupture (806 to most frozen world al iens) plus 
1 06x1 0 damage per each round thereafter unti l it burns 
out! Rate of Fire: Single shot, Payload: 1 2  pel lets . Cost: 
9,500 credits . 
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Incendiary Field Gun:  This is a three-man, tripod 
mounted un it used as a battlefield weapon or mounted on 
a vehicle. I t  is a large gun that resembles a repeating gre
nade launcher with a longer barre l .  On impact, the round 
ruptures to spread a flaming gel covering over a 1 0  foot 
(3.0 m) area. It sticks to most surfaces and burns at in
credibly hot temperatures for 204 melees, same as the 
previous Atorian weapon . Note: Any weapon classed as a 
"field" weapon requ i res a two or three man crew to be ful ly 
uti l ized , but a character with a 24 P.S. and a 20 P .E .  (or 
bion ics) could carry and use them as over-sized rifles. 
Range: 600 feet ( 1 83 m). Weight: 80 pounds (36 kg) , 
Length : 6 feet ( 1 .8 m) .  Damage: 1 06x1 0 ( 1 06x1 0+1 2  to 
frozen world al iens) , Payload : 50 shot drum. Cost: 9,000 
credits. 

Atorian Field Artil lery Plasma Ejection Cannon: This 
large plasma ejector is normally vehicle mounted. On im
pact , the round ruptures to spread a flaming gel covering 
over a 20 foot (6.0 m) area. It sticks to most surfaces and 
burns at incredibly hot temperatures for 204 melees, 
same as the previous Atorian weapon.  Range: 3000 feet 
(91 4 m) . Weight: 1 00 pounds (45 kg) , Length : 4 feet ( 1 .2 
m) . Damage: 206x1 0 (306x1 0 to most frozen world 
al iens) , Payload: 25 shot fuel drum.  Cost: 55,000 credits. 

Plasma Pistol :  The smallest of the p lasma ejectors, 
this weapon has heavy h itting power, but a l imited pay
load . The range, however, is impressive for such a small 
weapon .  Range: 350 feet ( 1 07 m). Weight: 4 pounds ( 1 .8 
kg) , Length : 9 inches (0 .2 m) ,  Damage: 606 (806 to 
frozen world al iens) , Rate of Fire: Single shot, Payload: 5 
shots. Cost: 4,000 credits. 

Plasma Ejector: The ful l -sized, rifle version of the dev
astating p lasma pistol .  Range: 1 ,200 feet (366 m).  
Weight: 1 2 .5 pounds (5.7 kg) , Length : 24 i nches (0.6 m) , 
Damage: 606+20 (806+30 to frozen world al iens) , Rate 
of Fire: Single shot, Payload: 1 0  shots. Cost: 1 5 ,000 
credits. 

Gel Pel let Ammunition and Fuel Packs for Flame 
Emitters: This is  the ammunit ion used by flame producing 
weapons. It is the same cost for fuel or gel pel lets. The 
cost is for a ful l  payload for the weapon it is purchased for. 
Backpack reloads cost double the l isted price un less 
stated otherwise in the previous weapon descriptions . .  
Pistol : 1 75 credits. 
Rifles: 250 credits. 

Plasma Ejector Fuel Canisters: The special ized heat 
generated by plasma ejectors is d ifferent and more expen
s ive than for normal heat-based weapons. 
Pisto l :  425 credits. 
Rifles: 750 credits. 



Incendiary Shells for Use in Shotguns: These spe
cial shel ls reproduce the effects of incendiary weapons us
ing the large bore of the shotgun barre l .  Al l  costs are for 
25 rounds. Flame rounds produce a burst of f ire l ike the 
dragon weapons above, and gel-pel lets work identical to 
their namesakes. 

Flame rounds: Damage: 4D6 for standard mix, 6D6 for 
th ickened gel ,  Range: 1 00 feet (30.5 m). Cost: 200 cred
its. 

Cold Weapons 

I n  the h igh-tech world of al iens and interstel lar travel ,  
there are a variety of unusual and innovative weapons. 
The Atorian Empire and others have their own col lection 
of specialty weapons, including cold inducing weapons. 

poison. A failed save means one of h is l imbs temporari ly 
goes numb from the cold (compassionate G .M .s  can make 
it the character's leg or the arm that isn't the character's 
normal shooting arm) . Of course , combat bonuses and/or 
speed may be reduced 1 0% to 60% depending on the 
amount of impairment. A character that loses al l  S .D .C.  
from freezing weapon damage or has al l l imbs,  including 
head and chest, frozen ,  lapses into a frozen state , even if 
he has plenty of h it pOints left. He can often be revived in 
a cryo-stasis faci l ity or with even heat with in 3D4 minutes 
and with l ittle or no side effects. Those who lose S.D.C.  
and h it points are +25% to save vs coma and get 3D4 h it 
pOints back when revived . 

Dense Ice Pistol :  The large D IP  cryo-cl ip  is mounted 
under the front of the pisto l .  This makes the weapon 
nose-heavy and -1 to strike un less two hands are used to 
f ire it. Range: 1 75 feet (53 m) ,  Weight: 6 pounds (2 .7 kg) ,  
Length : 1 0  inches (0.3 m) , Damage: 3D6 (5D6 to thermal 
world al iens) , Rate of Fire: single shot, Payload: 1 0  
shots. Cost: 3,000 credits . 

Dense Ice Rifle : The rifle version of the D IP  pistol has 
none of the balance problems of the pisto l ,  despite its own 
large cryo-cl ip. Range: 550 feet ( 1 68 m) , Weight: 1 1 .5 
pounds (5.2 kg) , Length : 32 inches (0.8 m) ,  Damage: 
5D6 (7D6 to thermal world al iens) , Rate of Fire: Aimed or 
Short Burst, Payload : 20 shot cryo-cl ip .  Cost: 8,500 cred
its. 

Freezing Pistol :  This weapon fi res a projecti le that 
erupts on impact to re lease either a qu ick freezing gas or 
gel . See the general description for complete damage and 
side effects. Range: 1 00 feet (30.5 m). Weight: 6 pounds 
(2.7 kg) ,  Length : 1 2  inches (0.3 m), Damage: 4D6 plus 
numbing (6D6 plus numbing to thermal world al iens) , Rate 
of Fire: Single shot, Clip Payload: Five shots. Cost: 
6,200 credits . 

There are two types of cold weaponry, those that fi re 
Dense Ice Projecti les (a.k.a. D I Ps) and freeze damage 
weapons. D IPs use air or powder charges to propel a 
super-dense fragment of ice or frozen metal .  When the 
projecti le enters its target, its frozen temperature does ad
ditional damage. I n  game terms, each bu l let lodged in  a 
character's body wi l l  do one point of cold damage per me
lee round (2 pOints for each bu l let for thermal al iens) . After 
2D4 rounds, the D IP  will warm to a point where it does no 
further damage. They will melt total ly in  6+4D6 hours so 
surgical removal may not be necessary unless internal or
gans are damaged or bleeding cannot be stopped (it also 
hurts l ike the dickens to have anything stuck in  one's body 
for hours ,  and heal ing can't really begin unti l it is gone) . 
Recently, D IP  weapon designers have been experiment
ing with freezing toxic/poisonous l iqu ids into frozen projec
ti les. As they melt, the poison seeps into the body or blood 
of the injured person ,  infl icting additional damage. Some 
D IPs are designed to fragment, making a larger impact 
wound. Do not underestimate the strength of ice. D IPs are l .... ��d�=-;bv-=====:;=-===d 
almost as strong as conventional bul lets. 

Note: A heat patch has been marketed to melt D IPs 
qu ickly in the wound. They cost 250 credits each and do 
1 D4 points of damage when appl ied, but they melt the av
erage D IP  round in five minutes. 

Freezing damage weapons work much l ike the dragon 
incendiary weapons, but use super cold l iqu ids instead of 
f ire ,  heat and gels. Liquid gases are commonly used as 
freezing ammunition .  These weapons are larger than most 
because of the refrigeration un its needed to keep their 
ammunition frozen .  Even D IP  rounds need special 
cryo-cl ips to keep the bul lets from melting , as wel l  as spe
cial g loves when handl ing the round. Even touch ing a D IP  
or freezing chemical gel wi l l  cause 2D4 damage! 

Freezing damage weapons requ i re the use of pack 
un its to g ive them adequate payloads. H ip-pack un its 
weigh 8 pounds and triple the l isted payload of most 
freeze cl ips. A backpack un it weighs 20 pounds and in
creases the payload by ten times. 

Freezing Damage Note: Each time a character takes 
damage from a freeze b last, he must save vs non-lethal 
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Freezing Rifle: The rifle is a large weapon simi lar to 
the pisto l ,  with greater range and increased damage. Most 
of them use the h ip  or backpack for increased payload . 
Range: 600 feet ( 1 83 m). Weight: 1 5 .5 pounds (7 kg) , 
Length : 34 inches (0.9 m) ,  Damage: 6D6 plus numbing 
(8D6 plus numbing to thermal world al iens) , Rate of Fire: 
Single shot, Clip Payload: 7 shots. Cost: 1 3,500 credits. 

DIP Fragmenting Grenade: This is a cryo-case about 
the size of a baseball fi l led with explosives and fragments 
of dense ice. The concussive force of the blast does dam
age and sends deadly fragments flying l ike bul lets in a 
sphere of destruction . Range: Thrown to about 90 feet (27 
m). Weight: One pound ( .45 kg) , Blast Radius:  20 feet 
(6. 1 m) .  Damage: 1 D4x1 0 (double to thermal al iens) , 



Rate of Fire: Equal to hand to hand attacks per melee; 
each toss counts as one melee action . Cost: 1 75 credits 
each . 

Energy Weapons 

I n  the standard Heroes Unl imited campaign , energy 
weapons are rare and expensive experimental items, but 
to the al ien races who have mastered space travel and 
high technology, such weapons are as common as hand
guns and rifles on Earth. There are five categories of en
ergy weapons: laser, m icrowave , particle beam, ion , and 
stun .  

Laser weapons f ire a coherent, damaging beam of 
l ight. Particle beams and ion blasters use accelerated, 
charged particles in a tight, destructive beam. These are 
the two most powerful kinds of energy weapons. Stun 
weapons include tasers and other e lectrical-based de
vices, as well as specialty weapons that disrupt or over
ride the nervous or muscular system to stun ,  incapacitate 
or d isorient a victim .  

Microwave weapons f i re streams o f  radiated particles 
that travel at amazing speeds, passing through anyth ing 
not metal l ic ! These particles generate great amounts of 
heat as they pass through and cause damage. These 
streams of particles will pass through wal ls , wood, g lass, 
plastic, ceramics, Kevlar and other materials. Metal of any 
kind, including aluminum and tin foi l ,  will stop them. 

Backpack power units are available for each type of en
ergy weapon.  They typical ly provide 1 0  times the payload 
of a standard energy cl ip and weigh 1 5  pounds (6.8 kg) . 
Typical cost for a backpack is 28,000 credits. 

Ion Weapons 
Because of their great damage, good payloads, and 

moderate costs, ion weapons are commonly the heavy 
weapons of choice for sidearms and personal weapons. 
Al l Atorian ion b lasters are + 1 to strike and +2 on damage 
per blast .  

Mini-Ion Blaster: A smal l  pistol about the size of an 
Earth auto-pisto l .  Range: 200 feet (6 1 m) , Length : 8 
inches (0.2 m) ,  Weight: 2 pounds (0.9  kg) , Damage: 306, 
Payload: 6 shot energy cl ip, Rate of Fire: Single shot; 
each blast counts as one melee attack. Cost: 2000 cred
its. 

Ion Blaster: This is a fu l l -size pisto l ,  s l ightly larger than 
the mini-blaster. Range: 400 feet ( 1 22 m), Length : 8.75 
inches (22 cm) , Weight: 2.2 pounds ( 1  kg) , Damage: 
506, Payload: 1 0  shot energy cl ip , Rate of Fire: Single 
shot, Cost: 5000 credits . 

Heavy Ion Blaster: A large, sl ightly oversized pisto l .  
Range: 300 feet (91 m) ,  Length : 1 0  inches (25 cm) , 
Weight: 3.5 pounds ( 1 .6 kg) , Damage: 606, Payload: 8 
shot energy cl ip ,  Rate of Fire:  Single shot, Cost: 6,750 
credits. 

Ion Blaster Rifle: The standard energy rifle version of 
the ion weapon .  Range: 3,000 feet (91 4 m) ,  Length : 24 
inches (.6 m), Weight: 7 pounds (3.2 kg) , Damage: 506, 
Payload: 1 8  shot energy cl ip ,  Rate of Fire:  Single shot, 
Cost: 1 6 ,000 credits. 

Heavy Ion Rifle: A heavy, oversized rifle . Range: 
2,000 feet (6 1 0  m). Length: 30 inches (.8 m) , Weight: 1 0  
pounds (4.5 kg) ,  Damage: 1 04x1 0 ,  Payload: 1 2  shot en
ergy cl ip, Rate of Fire: Single shot, Cost: 1 8 ,000 credits. 

Ion Field Cannon: A heavy infantry weapon normally 
used for anti-vehicle purposes. Range: 4,000 feet ( 1 200 
m) . Length : 45 inches (1 .2 m) .  Weight: 78 pounds (35 
kg) . Damage: 208x1 0. Payload: 30 shot energy battery 
(weighs 1 8  pounds/8.2 kg . ) .  Rate of Fire: Single shot, 
Cost: 62,000 credits. 

Laser Weapons 
Lasers are the most common energy weapons. They 

have good damage, large payloads, and a superior range. 
They can be considered the preferred sidearms of space 
travelers. Lasers are the only weapons that are currently 
produced with pu lse capabi l it ies. 

Mini-Laser: Either a small pistol or a flashl ight- l ike 
rod. These are common emergency weapons or tools. 
Most of the rod types have a low sett ing that al lows them 
to be used as a cutt ing or soldering tool .  Range: 50 feet 
( 1 5 .2 m) ,  Length : 4 to 6 i nches (0. 1  to 0. 1 5  m) ,  Weight: 
0.5 to one pound (0.2 to 0.45 kg) . Damage (3 settings): 
1 04, 1 06 and 206. Payload: 8 shot energy clip. Rate of 
Fire: Single shot, Cost: 1 800 credits. 

Laser Pistol :  The standard ,  pisto l-size sidearm . 
Range: 800 feet (244 m).  Length : 9 inches ( .23 cm) . 
Weight: 2 pounds ( .9 kg) .  Damage: 406. Payload : 20 
shot energy Clip. Rate of Fire:  Single shot, Cost: 3,800 
credits. 
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Laser Pulse Pistol :  A large p istol about the size of an 
Earth machine pisto l .  Range: 1 000 feet (305 m), Length : 
9 inches (23 cm) , Weight: 2 .5 pounds ( 1 . 1  kg) , Damage: 
206 single shot or 606 for a tr iple pulse, Payload: 24 shot 
energy cl ip (a triple pu lse uses 3 shots) . Rate of Fire: Sin
gle shot or a three beam pulse (counts as one melee ac
tion) . Cost: 5,500 credits. 

Heavy Laser Pistol :  A large, sl ightly oversized pistol .  
Range: 1 000 feet (305 m) , Length: 1 0  inches (25 cm) , 
Weight: 3 pounds ( 1 .4 kg) , Damage: 506 ,  Payload : 1 0  
shot energy cl ip ,  Rate of Fire:  Single shot, Cost: 7,500 
credits. 

Laser R ifle: The standard energy rifle version of the la
ser pisto l .  Range: 4,000 feet ( 1 2 1 9 m) , Length : 26 inches 
(0.6 m) , Weight: 6 pounds (2.7 kg) , Damage: 506, Pay
load: 24 shot energy cl ip , Rate of Fire: Single shot, Cost: 
1 5 ,000 credits. 

Laser Pulse Rifle: The rifle version of the pulse p isto l .  
Range: 4,000 feet ( 1 200 m) , Length : 1 9  inches (0 .5 m) , 
Weight: 5 pounds (2 .3 kg) , Damage: 306 single shot or 
1 04x1 0+ 1 0  per tr ip le pulse, Payload : 24 shot energy cl ip 
(a tr ip le pu lse uses 3 shots) . Rate of Fire: Single shot or a 
three beam pulse, Cost: 2 1 ,500 credits. 



Heavy Laser Rifle: A heavy assault rifle-styled laser 
weapon .  Range: 6,000 feet ( 1 829 m) , Length: 28 i nches 
(0.7 m), Weight: 8 pounds (3.6 kg) , Damage: 1 04x1 0 ,  
Payload: 15 shot energy c l ip ,  Rate of  Fire: Single shot, 
Cost: 24,000 credits. 

Laser Field Cannon: A heavy,  infantry weapon nor
mally used for anti-veh icle purposes. Range: 8,000 feet 
(2438 m) ,  Length : 60 inches ( 1 .5 m) ,  Weight: 65 pounds 
(29 kg) ,  Damage: 204x1 0,  Payload: 40 shot energy bat
tery (weighs 1 6  pounds/7.2 kg) ,  Rate of Fire: Single shot, 
Cost: 75,000 credits . 

Microwave Weapons 
Their  h igh cost and low damage make microwave 

weapons less popular than the other kinds of energy 
weapons, but their abi l ity to bypass body armor makes 
them very attractive to certain  types of warriors. The over
all lack of huge markets l im its the production of these 
weapons and only standard pistol and rifle versions are 
avai lable, but the Atorian Empire does have experimental 
field models of microwave weapons. Remember, micro
wave weapons fire streams of radiated particles that travel 
at amazing speeds,  passing through most anyth ing not 
metal l ic ! These particles generate great amounts of heat 
as they pass through l iv ing things and cause damage. 
These streams of particles wi l l  pass through wal ls ,  wood , 
glass, plastic, ceramics, Kevlar and other materials. Metal 
of any kind, including aluminum and tin foi l  wi l l  stop them. 

Microwave Pistol :  The standard pistol-size sidearm. 
Range: 800 feet (244 m) ,  Length : 1 0  inches (0.25 cm) , 
Weight: 3 pounds ( 1 .4 kg) ,  Damage: 206, Payload: 1 5  
shot energy cl ip ,  Rate of Fire: Single shot, Cost: 6 ,000 
credits. 

Microwave Rifle:  The standard energy rifle version of 
the microwave pisto l .  Range: 1 , 1 00 feet (335 m) ,  Length : 
20 inches (0.5 m) , Weight: 6 pounds (2.7 kg) ,  Damage: 
306, Payload: 20 shot energy cl ip ,  Rate of Fire: Single 
shot, Cost: 26,0000 credits. 

Particle Beam Weapons 
These are the most devastating of the energy weapons. 

These have a low payloads due to the incredible energy 
needed to power them , and high costs, l im it ing their popu
larity, but their damage cannot be equaled in  hand-held 
weaponry. 

Particle Beam Pistol :  This is a large , oversized side
arm . Range: 900 feet (274 m) , Length : 1 0  inches (0.3 m) ,  
Weight: 5 pounds (2 .3 kg) , Damage: 606,  Payload: 6 
shot energy cl ip ,  Rate of Fire: Single shot, Cost: 7 ,000 
credits. 

Light Particle Beam R ifle: The standard energy rifle 
version of the P-beam weapon.  Range: 2 ,000 feet (61 0 
m) ,  Length: 25 inches (0.6 m) ,  Weight: 9 pounds (4 kg) , 
Damage: 1 04x1 0, Payload: 1 0  shot energy cl ip ,  Rate of 
Fire: Single shot, Cost: 20,000 credits. 

Heavy Particle Beam Rifle: This is a heavier version 
of the energy rifle . Range: 3,000 feet (91 4  m) ,  Length : 
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36 inches (0.9  m) ,  Weight: 1 2  pounds (5.4 kg) ,  Damage: 
1 06x1 0, Payload: 1 0  shot energy cl ip ,  Rate of Fire: Sin
gle shot, Cost: 24,000 credits. 

Particle Beam Cannon : A heavy infantry field weapon 
normally used for anti-veh icle purposes . Range: 4,000 
feet ( 1 2 1 9 m), Length: 75 inches ( 1 .9  m), Weight: 1 05 
pounds (48 kg) ,  Damage: 1 06x20, Payload: 20 shot en
ergy battery (weighs 20 pounds/9 . 1  kg) ,  Rate of Fire: Sin
gle shot, Cost: 1 20,000 credits . 

Stun Weapons 
I n  the context of Heroes Unl imited , stun weapons do 

l ittle or no physical damage, but they do infl ict penalties 
that daze and incapacitate. Particu larly t iny or frai l  crea
tures and chi ldren may suffer 206 damage and the dura
tion for penalties may be doubled. Psionic characters wi l l  
have a headache that lasts 406 minutes per each stun 
blast. 

A typical saving throw is 1 6  or better; P .E .  bonuses to 
save vs poison are applicable. A successful save means 
the character has shaken the effects of the b last and on ly 
loses in itiative for that one melee round ( in itiat ive and one 
melee action from heavy stun b lasts) . 

Light Stunner: A weapon commonly used in riot , 
crowd and animal control situations. It has a short range 
and del ivers a l ight jolt that stuns the nervous system and 
incapacitates one's opponent. Range: 40 feet ( 1 2 m) .  
Length : 7 inches ( 1 8  cm ) .  Weight: 2 pounds (0.9 kg) . 
Damage: Victims must save vs non-lethal poison or suffer 
-4 on in itiative , and -3 to strike, parry, and dodge. Dura
tion : 1 06 melee rounds. Payload: 1 2  shot energy cl ip . 
Rate of Fire: Single shot. Each blast counts as one melee 
attack/action .  Cost: 3000 credits. Note: Light stunner ri
fles are identica l ,  except they are 1 5  inches long (0.4 m) , 
weigh 4 pounds ( 1 .8 kg) , have double the pistol range, 20 
shot cl ips, and cost 2 ,500 credits. 

Normal or Medium Stunners: Range: 85 feet (26 m) .  
Length : 8 inches (20 cm) .  Weight: 3 pounds ( 1 .4 kg) . 
Damage: Victims must save vs non-lethal poison or suffer 
-6 to strike, parry, and dodge, lose in itiative and one me
lee action . Duration : 1 06 melee rounds. Payload: 8 shot 
energy Cl ip .  Rate of Fire: Single shot, Cost: 5500 credits. 
Note: Stunner rifles are identica l ,  except they are 1 6  
inches (0.4 m) long, weigh 4 pounds ( 1 .8 kg) ,  have double 
the pistol range, 1 6  shot cl ips, and cost 1 850 credits. 

Heavy Stunners : Range: 1 35 feet (41 m). Length : 9 
inches (23 cm) . Weight: 4 pounds ( 1 .8 kg) .  Damage: Vic-



t ims must save vs non-lethal poison or suffer -8 to strike ,  
parry, and dodge, reduce speed by half, and attacks per 
melee round by two. Duration : 2D4 melee rounds. Pay
load: 8 shot energy cl ip . Rate of Fire: Single shot, Cost: 
7000 credits. Note: Heavy stunner rifles are identica l ,  ex
cept they are 24 inches long (0.6 m) , weigh 5 pounds (2 .3 
kg) , have double the pistol range, 1 6  shot energy cl ips, 
and cost 1 0 ,000 credits. 

Sonic Weapons 
Sonic weapons use high-pitched sound waves to pro

duce damaging or d isorienting effects. There are three 
types of sonic weapons: sonic blasters, sonic stunners, 
and sonic disrupters.  Sonic blasters use powerfu l ,  com
pressed sound waves that impact on a target and cause 
damage. These attacks wi l l  partial ly pass through armor, 
causing half damage to the target. Rifts Note: In the Rifts 
sett ing, sonic weapons wi l l  have no effect against 
Mega-Damage armor or  structures. They are S .D .C .  
weapons. However, half the S .D .C .  damage wi l l  penetrate 
M .D.C.  body armor and M .D .C .  veh icles, and h it and hurt 
the person inside. One-th i rd of the S .D .C .  damage wi l l  
penetrate and hit Operators of power armor and 
one-quarter of the S .D .C .  damage wi l l  penetrate and hit p i
lots of smal l  robots and M .D .C .  veh icles. They have no ef
fect against the pi lots of g iant robots larger than 1 8  feet 
(5.4 m) .  

Sonic stunners use sound frequencies to upset the 
inner ear and cause dizziness and loss of balance. Sonic 
disrupters work much the same way as sonic stunners ,  
but  their effects reach to the brain and cause sensory 
overload that can result in unconsciousness. 

Sonic stunners and disrupters requ i re a save vs 
non-lethal poison . A successful save means no effect. A 
fai led save means penalties and side effects . Rol l for each 
attack that successful ly strikes. Helmets add +4 to saving 
throws. Helmets with son ic insulation (costs 200 credits) 
and fu l l  environmental body armor (with the helmet on) , 
make the wearer immune to the effects of son ic stunners 
and disrupters unti l  the helmet is destroyed or removed. 

Notes : 1 .  Al l  son ic weapons do + 1 0  damage when 
used underwater. 2 .  Mu lt ip le blasts increase the duration 
that penalties last, but the penalties themselves are not 
cumulative. 

Sonic Blaster Pistol :  Range: 65 feet (23 m). Length : 
9 inches (20 cm) ,  Weight: 3.2 pounds ( 1 .4 kg) , Damage: 
2D6; half will carry through the armor and infl ict S .D .C '/hit 
point damage, Payload: 1 0  shot energy cl ip .  Rate of Fire: 
Single shot, Cost: 3500 credits. 

Sonic Blaster R ifle: Range:  1 00 feet (30 m) , Length : 
24 inches ( .6 m) ,  Weight: 7.6 pounds (3.4 kg) , Damage: 
3D6+2; half wi l l  carry through armor. Payload: 20 shot en
ergy cl ip ,  Rate of Fire: Single shot, Cost: 6,500 credits. 

Sonic Stunner Pistol :  Range: 1 50 feet (46 m) ,  
Length : 9 inches (23 cm) ,  Weight: 3.5 pounds (1 .6 kg) ,  
Damage: 1 point p lus save or suffer - 5  on  i n itiative, - 4  to 
strike, parry, and dodge for 1 D4 melee rounds, Payload: 
1 5  shot energy cl ip ,  Rate of Fire: Single shot ,  Cost: 4,000 
credits. 
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Sonic Stunner Rifle: Range: 1 75 feet (53 m) , Length : 
20 inches ( .5 m) , Weight: 7 pounds (3.2 kg) , Damage: 1 
point plus save or suffer -7 on i n itiative and -6 to strike , 
parry, and dodge for 1 D6 melee rounds. Also reduce Spd. 
by 20%, Payload : 1 8  shot energy cl ip ,  Rate of Fire:  Sin
gle shot , Cost: 1 4,900 credits. 

Sonic Disrupter Pistol :  Range: 85 feet (26 m) ,  
Length: 8 inches (20 cm) , Weight: 4.5 pounds (2 kg) , 
Damage: 2 pOints plus save or be rendered unconscious 
for 1 D4 melee rounds. If the character makes a successful 
saving throw, he remains conscious but is -2 on in itiative , 
and to strike, parry, and dodge for 1 D6 melee rounds. 
Mu lt ip le blasts increase the duration that penalties last, 
but the penalties themselves are not cumulative. Payload: 
1 0  shot energy cl ip ,  Rate of Fire: Single shot, Cost: 1 800 
credits. 

Sonic Disrupter Rifle: Range: 200 feet (6 1 m) , 
Length : 21  inches ( .5 m) ,  Weight: 6.8 pounds (3. 1 kg) ,  
Damage: 3 pOints plus save or be  rendered unconscious 
for 1 D4 melee rounds. If the character makes a successful 
saving throw, he remains conscious but is -2 on in itiative 
and to str ike ,  parry, and dodge for 1 D6 melee rounds. 
Payload: 1 2  shot energy cl ip, Rate of Fire: Single shot, 
Cost: 5,500 credits. 

Sonic Blaster: Range: 1 00 feet (30 m) , Damage: 
3D6, half wi l l  carry through armor. Sonic Stunner: 
Range: 1 75 feet (53 m).  Damage: 1 point plus save or 
suffer -6 to strike, parry, and dodge for 1 D6 melees. Sonic 
Disrupter: Range: 1 50 feet (46 m) .  Damage: 1 point p lus 
save or be rendered unconscious for 1 D4 melee attacks 
and -2 to strike, parry, and dodge for 1 D4 additional at
tacks whi le shaking the effects off (the -2 penalty here is 
cumulative with the -6 above if it was not saved against, 
for a total penalty of -8) . Rate of Fire: for al l  sett ings: sin
gle shot, Length: 30 inches ( .8 m) .  Weight: 1 3  pounds 
(5.8 kg) .  Payload : 30 shot energy Cl ip. Cost: 1 2 ,000 cred
its. Rarely avai lable. 

Atorian Variable Sonic Rifle : This is a large sonic rifle 
with various generators in it , and a selector switch . It can 
be set to function as any of the three kinds of sonic weap
ons. With the f l ip of a switch a soldier can disorient oppo
nents with a sonic stunner effect , then switch to a 
disrupter attack on h is next action and render them uncon
scious. The damage and range statistics vary with the 
weapon's sett ing, but are al l  equ ivalent to rifle range and 
damage. Cost: 25,000 credits . 

Atorian Sonic Cannon : This field weapon takes al l 
three aspects of son ic weapons and combines them into 
one devastating attack. When the son ic cannon h its a tar
get without son ic insu lation ,  the vict im must save vs 
non- lethal poison twice; once to resist disorientation pen
alties (as per stunners) and again to fight off unconscious
ness (as per d isrupter) . In addit ion , the hapless target 
suffers damage from the impact of the b last. Half of the 
damage done is to the structu re of the body armor, veh icle 
or protective cover, and the other half h its ALL the occu
pants of a veh icle's cockpiVp i lot's compartment inside, or 
everybody in  a ten foot (3.0 m) radius .  This makes it an in
credib ly effective field weapon against power armor and 



vehicles, because not only does it damage the vehicle but 
there is an excel lent chance that one to th ree blasts wil l in
capacitate or knockout the pi lot and h is crew! 

Range: 800 feet (244 m; double underwater) . Blast 
Area: 1 0  foot rad ius (3.0 m ;  roughly a 20 footl6 . 1  m diam
eter of effect - double underwater) . Length: 48 inches 
( 1 .2 m). Weight: 98 pounds (44 kg) .  Damage: 2D4x 10 ,  
half o f  which carries through armor and may infl ict uncon
sciousness and d isorientat ion. Penalties From Stun Ef
fect: No in itiative, reduce number of attacks per melee by 
half, speed by half, ski l l  proficiency by half, -7 to strike ,  
parry, and dodge for  2D4 melee rounds. Halve penalties 
on a successful save. Payload: 30 shot energy battery 
(weighs 25 pounds/7.6 kg) or 1 00 shot field generator. 
Rate of Fire :  Two times per melee round ( 1 5 seconds) . 
Note: Not effective against robots larger than 35 feet ( 1 0.7 
m) and aircraft, spacecraft or veh icles larger than 60 feet 
( 1 8 .3 m) .  Cost: None have ever been avai lable, even on 
the b lack market. The Empire protects these weapons wel l  
and no other major weapon manufacturer has yet per
fected a production l ine model .  Estimated cost: 3D4 mi l 
l ion credits. 

Body Armor 
Note: All armors on page 342-343 of Heroes Unl im

ited are available at the prices l isted. Also see Palladium's 
Compendium of Contemporary Weapons for additional 
conventional body armor, riot gear and other weapons and 
equ ipment. 

Kisentite Armor: Any of the ancient styles of armor 
from chain mai l to ful l plate armor can be fashioned out of 
Kisentite , but the metal is not plentifu l ,  is too heavy for 
most beings and the cost is h igh.  Thus, this armor is really 
only su itable for cyborgs and beings with incredible P .S .  
and P .E .  Th is  is the main reason only weapons are forged 
from the substance. Here are some common types of 
Kisentite Armor: 
K-Mail & Ceramics: AR. 1 5 , 1 00 S .D .  C . ,  weight: 60 Ibs 

(27 kg) ,  Cost :  4 ,000 CR, penalties : - 1 0% prowl , acro
batics and gymnastics. 

K-Chain Mail (l ight) : AR.  1 4, 85 S .D .C . ,  weight: 70 Ibs (31 
kg) , Cost: 2 ,600 CR, penalties: - 1 5% prowl , acrobatics 
and gymnastics. 

K-Double Mai l :  AR.  1 6 , 1 20 S .D .C . , weight: 90 Ibs (40.8 
kg) , Cost: 4 ,000 CR, penalties: -20% prowl , acrobatics 
and gymnastics. 

K-Scale Mai l :  AR.  1 7 , 1 60 S .D .C . ,  weight: 1 00 Ibs (45 kg) ,  
Cost: 6 ,500 CR ,  penalties: -25% prowl , acrobatics and 
gymnastics . 

K-Plate Mai l :  AR.  1 8 , 300 S .D .C . ,  weight: 1 40 Ibs (63 kg) , 
Cost: 1 0 ,000 CR, penalties : -40% prowl , acrobatics and 
gymnastics, reduce speed by 20% and increase the fa
tigue factor by 50%. 

Crystal Armor: Coming in either a transparent or 
translucent form of any color, th is armor is grown in  molds 
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and reaches a resistance level equal to that of Hard Ar
mor. However, it is much l ighter. As can be expected,  cost 
is h igh ,  but avai lab i l ity is good. Many Imperial Lords, 
Dukes, and Duchesses outfit the i r  guards and bodyguards 
with this attractive but functional armor. Movement penal
ties are also sl ight: -5% to prowl ,  - 1 0% on acrobatics, 
gymnastics and simi lar ski l ls .  
Armor A.R. S.D.C. Weight Cost 
Crystal Vest 

( 1 /2 su it) 1 2  1 20 1 0  Ibs/4.5 kg 2 ,800 CR 
Crystal Armor 

(3/4 su it) 1 6  260 1 2  Ibs/5 .4 kg 4,000 CR 
Crystal Armor 

(Ful l  su it) 1 7  280 1 3  Ibs/6 kg 4,500 CR 

Atorian Diamond Armor: The Atorian Empire has de
veloped a process that chemical ly strengthens crystal ar
mor. Combin ing this technology with advanced designs, 
they have developed a hardened body armor which func
tions l ike robotic armor in  terms of armor rat ing rules. If a 
rol l  to strike is less than the armor's A .R . ,  the attack simply 
bounces off ! Attack rol ls equal to or greater than the A.R.  
do ful l  damage to the armor. The Empresses keep heavy 
security over the secret process, and only the most loyal 
Atorian commanders and personal guards have the armor. 
Many governments have rewards out for i nformation on 
this process, but no one has managed to get a copy of it 
yet. Rewards can total as much as a mi l l ion credits . 
Armor A.R. S.D.C. Weight Cost* 
Diamond Vest 

( 1 /2 su it) 9 1 1 0  1 3  Ibs/6 kg N/A 
Diamond 
Armor (Ful l) 1 2  220 1 7  Ibs/7.7kg N/A 

* If any suit were to f ind its way to the market, prices 
would begin  at 70,000 credits. If the process was ever 
copied and the su its were to be mass produced, they 
would be l imited to mi l itary personnel for qu ite a whi le , and 
the price wou ld remain h igh ,  about 50 ,000 credits. 

Flexible Armored Suits (FAS): Very s imi lar to the 
Flexi-Steel armor developed by Fabricators Inc. on Earth 
(see Vil lains Unl imited) ,  FAS armor f its l ike an ath lete's 
body su it. It is made of an advanced al loy that sh ifts to ac
commodate movement, yet provides unrivaled protection 
for the amount of flexib i l ity it al lows. FAS armor is practi
cally undetectable under clothes and is perfect for body
guards, undercover pol ice, sp ies and anyone in a low 
profi le but dangerous profession. They can also be worn 
under other armor, for additional S .D .C .  protection . FAS 
armor is the only non-rigid armor that can have special ar
mor options added to it or be worn with other types of ar
mor. No movement penalties! 

Armor A.R. S.D.C. Weight Cost 
FAS Torso 
Armor ( 1 /2 su it) 1 0  80 1 0 lbs 2 ,000 CR 

F AS Body Armor 
(3/4 su it) 1 4  1 75 1 4  Ibs 4 ,500 CR 

FAS Ful l  
Body Armor 1 6  200 1 6 1bs 5 ,000 CR 
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Kinetic Suits: These suits are not protective S.D.C.  ar
mor in themselves, but serve to augment the capabi l it ies 
of armor. They appear to be l ightly padded, wire-mesh 
suits that are worn beneath standard armors , even FAS 
armor. Kinetic su its use a un ique compound that distrib
utes the force appl ied to it across its entire surface. I n  
game terms, this means that the impact o f  projecti les, ar
rows, explosives, punches, fal ls and sonic blasts that hit 
and pass through the top armor wi l l  do only half damage! 
This does not include energy beams (they have no im
pact). 

Kinetic su its have no A.R. rat ing or protective S.D.C.  
Th is technology is sti l l  new and prices are h igh.  Cost: 
20,000 credits. Repairs cost 1 00 credits per square foot. 

Thermolate: Another armor augmenting and survival 
item, thermolate is also new technology and expensive. It 
resembles FAS armor in that it is a close fitt ing body suit 
of dul l  grey color. Enhanced material properties al lows the 
suit to counteract the environmental temperature when it 
greatly d iffers from the body inside it. A character can 
function in temperatures as much as 40 degrees Fahren
heit above or below (+/-22 C) his normal level of tolerance 
before suffering from exposure. Human exposure temper
atures are roughly 35 degrees Fahrenheit (2 C) from the 
cold and 1 00 degrees Fahrenheit (38 C) from heat. Cost: 
1 0 ,000 credits. 

Power Armor 

Exoskeletons are basically wire frame constructs or 
simple, l ightly armored shel ls or braces designed to aug
ment a character's physical attributes by increasing 
speed, strength ,  agi l ity or endurance.  Many provide l itt le 
or no armored protection . Power armors are ful l su its of 
robotic armor that use the robot A.R. rules and are de
signed to both protect and enhance the wearer. Al l robot
ics sold to the general publ ic are powered by a 
micro-generator and recharger that have a f ive year l ife . 
Any color or style is avai lable. 

Un l ike Earth with its new and experimental robotics pro
grams, the galaxy is f i l led with races that have ach ieved 
much h igher levels of success in that area . Some are 
even marketing their successes. In the interest of preserv
ing their technical superiority, these races wi l l  on ly sell in
expensive, low capabi l i ty exoskeletons and robots. Few 
offer upgrades, and most mass market power armors 
come with no bu i lt- in weapon systems. 

Characters who feel they need to have upgrades or 
weapons installed have l itt le recourse other than to turn to 
the b lack market ,  organized cr ime or hardware/robot spe
cial ists. In such arenas they wi l l  be able to find what they 
want, but it wi l l  be expensive (25% to 75% higher than 
book prices) . Furthermore, avai labi l ity of particular weap
ons, g immicks, features and improvements may not be 
avai lable (G.M. 's  d iscretion) . 

Even a character with the robot electronics and me
chanics ski l ls will find it expensive to do the work h imself. 
Before he can even make a rol l  (-40%), he will have to buy 



parts and may need to rent expensive equipment. Rare ,  
uncommon parts w i l l  cost h im 50% to 1 50% above book 
price. G.M. Note: If the Game Master feels uncomfortable 
with exoskeletons or upgrades outside of the Robotics 
class, he or she can rule that such equ ipment is not avai l
able . For a vast variety of d ifferent types of power armor, 
take a look at Rifts, Rifts Sourcebook One, and Rifts 
Triax; of course, the Mega-Damage stats wi l l  have to be 
converted and modified (reduced) for use in Heroes or 
Al iens Unl imited. 

Light Power Armor 

tern (typically multi-optics) , and basic communications 
system. The l ight exoskeleton has no armor rating and 
only 1 5  S .D .C.  protection for the wearer. If bu i lt into a suit 
of Hard Armor it wi l l  have A.A. 1 6 , S .D.C.  200. Normal 
A.A.  rules are used for this suit ,  not the veh icle/robot
ics/natural A .A .  rules. Cost: 1 70,000 cred its. 

Util ity Exoskeleton: A wire frame, strength augment
ing system that is designed for heavy work (not combat) . 
+6 to P.S. (equ ivalent to the extraordinary P.S. minor 
power, without the bonuses) , can l ift and carry weight 1 0  
times normal , reduce fatigue by 60%, increase speed by 
1 0%, and has a basic communications system. The 
exoskeleton offers an A.A.  of 8 and 25 S.D.C.  protection 
for the wearer. Cost: 200,000 credits. 

Combat Exoskeleton: A wire frame, strength aug
menting system that is designed for combat. +6 to P.S. 
(equ ivalent to the extraordinary P.S. minor power, without 
the bonuses) , +2 to P .P . ,  i ncrease speed by 20%, add one 
attack per melee round, and + 1 on in itiative , plus reduce 
fatigue by 50%, and it has an advanced optic system (typi
cal ly mult i-optics) , and basic communications system.  The 
exoskeleton has an A.A. 1 0  and 50 S.D .C.  Cost: 270,000 
credits. 

Light Power Armor: Provides the following stats and 
systems: A.A.  1 2 , S .D .C .  200, P .S . :  22 (superhuman) , 
Spd . :  45 (30 mph/48 km) , advanced robotics optic system ,  
advanced audio and communications system,  targeting 
sight (+ 1 to strike) , and can leap 1 2  feet (3.6 m) .  Cost: 
450,000 credits. A jet pack can be added for fl ight capabi l
i t ies. Jet Pack: Speed: 250 mph (400 km) . Range: Fuel 
for 350 mi les (560 km) .  Bonuses: +2 to dodge whi le in 
fl ight. Cost: adds 1 00,000 to the cost of armor. 

Heavy Power Armor: Provides the fol lowing stats and 
systems: A.A. 1 5 , S .D .C .  400, P .S . :  27 (superhuman) , 
Spd . :  88 (60 mphl96 km) ,  advanced robotics optic system ,  
advanced audio and communications system ,  targeting 
sight (+1 to strike) , short-range radar (8 mi les or 1 3km, 24 
target tracking) , and can leap 20 feet (6 m). Cost: 650,000 
credits. A jet pack can be added for f l ight capabi l ities. 

Jet Pack: Speed: 200 mph (320 km) .  Range: Fuel for 
275 mi les (440 km) .  Bonuses: +1 to dodge whi le in fl ight. 
Cost: adds 1 00,000 to the cost of armor. 

Environmental Suits 
To make it easier on p layers buying equ ipment, a few 

specific environmental survival su its are presented here .  
Some of the specific a l ien descriptions may also offer ad
ditional types of spacesuits and Environmental Batt le Ar
mor (EBA) . The temperature contro l  systems and 
insu lation protects from heat and cold (reduce damage by 
1 /2 from heat and cold attacks and environments) . 

The fol lowing are some qu ickie stats for various basic Hostile Environment Survival Suits (H.E.S.S.): An 
types of mass market exoskeletons and powered suits. unarmored survival su it that protects the character from 

Light Exoskeleton: Provides the fo llowing bonuses hosti le environments. These can be used as standard 
and systems: +4 to P.S. , reduce fatigue by 50%, i ncrease space su its . Light suits have A.A.  6, 1 5  to 20 S.D .C.  and 
speed by 1 0%, leap six feet ( 1 .8 m) , advanced optic sys- l ight insulation. They have no movement penalties. Heavy 
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models protect against extreme temperature ranges and 
have an AA. 8,  S.D.C.  25 to 30, but are - 1 0% to prowl , 
perform gymnastics, acrobatics , cl imb or swim. Cost: 
1 1 ,000 credits for l ight models and 1 6 ,000 credits for 
heavy models. 

Hostile Environment Survival Armor (H.E.S.A.): This 
ful l  environmental suit is combined with p lastic, ceramic 
and metal armor for addit ional protection . I ncludes ful l  in
sulation , environmental a ir purification system,  radiation 
shielding, and bui lt- in 5 mi le (8 km) radio. Light: A .A .  1 0  or 
1 1 ,  S.D.C.  55 to 85, but prowl and simi lar ski l ls are -5% 
and reduce speed by 1 0%. 

Heavy: A.A. 12 or 1 3  and 90 to 1 50 S.D .C . ,  but is - 1 5% 
to prowl, perform gymnastics , acrobatics, c l imb or swim .  

Also reduce speed by 20%. Cost: 1 8 ,000 credits for l ight 
insulation ,  25,000 credits for heavy. 

Ful l  Environmental Battle Armor: This is a heavily in
sulated hard suit with ful l  environmental systems l ike the 
H .E .SA Typical ly, they have an A.A.  of 1 5  to 1 7 , S.D.C.  
1 80 to 250. Cost: 38,000 credits. 

Shields 
All shields are small and l ight. Shields have no A. A. 

weapons. A shield suffers damage only on a "cal led" shot 
that is directed at the shield itself. 

Costs: Typical metal and ceramic shields cost about 5 
credits per S .D .C .  to a maximum of 80 S.D.C.  (400 cred
its) . Kisentite shields cost 20 credits per S.D.C.  point to a 
maximum of 1 00 (2000 credits) .  

Special Features for Armor 
The fol lowing special options can be appl ied to any 

rigid armor, be it metal ,  ceramic, plastiC, crystal ,  diamond , 
or a survival suit (the latter cou ld be rigid or not) . Robot 
and bionic characters are also welcome to add these op
tions to their armors. Up to five features can be added to a 
suit of armor. 

Cold or Heat Insulation: Special insu lation is added to 
reduce the effects of cold or heat on the armor wearer. 
Characters wearing insulated armor only suffer half dam
age from cold or heat attacks and environments which it is 
insulated against. Thermal and frozen world aliens would 
only suffer normal damages instead of increased ratings. 
Cost: 5 ,500 credits for each kind of insulation ,  or 8,500 for 
both. 

rating because they are used to directly counter an attack. Environmental System: The armor must include a he 1-
They either block it or they don't. Shields give thei r user met. The helmet is sealed to the torso armor by a neck ad-
+2 to parry in melee combat. Projecti les and energy blasts dition , and an independent air supply with an air 
can also be parried, but at -6 due to their h igh speeds of purification and circu lation system is incorporated in a por-
travel .  Laser resistant coatings can be appl ied to shields table backpack (AA. 1 0 , 50 S. D.C. ) .  Al l this provides is an 
to reflect them without damage to the shield. Kisentite airtight environment with a breathable atmosphere that 
shields are very expensive. A Kisentite shield only suffers can be cleaned and breathed without gett ing stale for 1 D4 
damage when parrying energy weapons or other Kisentite days. Cost: 5 ,000 credits. 
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Force Field Generators: Sti l l  a new technology, porta
ble force field generators are very expensive. They cover 
the body with a close fitt ing force field for protection . Pis
tols and other small weapons cannot be used whi le the 
field is engaged , but rif les and large melee weapons are 
not contained with in  the field and can be used. The small 
rechargeable batteries that power a compact field genera
tor have a l i fe of about 24 hours before needing to be re
charged. Recharging costs 500 credits. The S .D .C .  of the 
force field is 1 00 but it regenerates 1 0  points per hour. 
Cost: The force field generator and system costs: 60 ,000 
credits. 

Laser Resistant Coating : This reflective ceramic coat
ing partially deflects the damage of lasers. As a result , la
sers and Energy Expu lsion: Light powers only do half 
damage to the character and the armor. Can be appl ied to 
ancient and modern styles of armor. Th is cannot be com
bined with any other type of exterior coating. Cost: 50 
credits per A.R .  point of the armor. 
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Magnetic Particle Coating: A layer of ceramics 
formed of magnetic particles coats the armor and breaks 
up the coherent beams of charged particles from ion and 
particle beam weapons. The armor and wearer of this 
coating only suffer half damage from such weapons. Th is 
cannot be combined with any other type of exterior coat
ing. Cost: 500 credits per A .R .  point of the armor. 

Stealth Coating : A chemical ly treated , non-reflective 
coating is appl ied to the armor. The character is invisible 
to radar and sends confusing signals to thermal sensors 
and infrared systems. The dark coating also helps the 
character to prowl (+1 0%) at n ight and in dark settings. 
This cannot be combined with any other type of exterior 
coating. Cost: 30,000 credits. 

Radiation Shielding: The armor is treated and de
Signed to prevent the penetration of harmfu l  radiation .  A 
radiation detecting gauge is also installed with this option . 
Cost: 2 ,000 credits. 

Magnetic Boots: These boots have powerful magnets 
to anchor them to sol id metal surfaces. They add +1 5% to 
a cl imbing ski l l  if the structure being cl imbed is metal .  
They are especially useful i n  space to hold a space walker 
to the hu l l  of a spacecraft. Cost: 2 ,000 credits . 

Other Equipment 
Any of the fol lowing items can be portable, hand-held 

equ ipment or bu i lt i nto body and power armor. Game Mas
ters can also use other features and equipment found in  
any of  Palladium's other RPGs (check our Rifts titles and 
the other game books) .  

Micro-Translator: A smal l  computer pack, about the 
size of most Earth laptops, with a headset or transmit
ter/receiver that sl ips into the ear and a min iature micro
phone to speak into. Al ien languages (if known by the 
computer) wi l l  be translated and sent to the ear speaker. 
The computer must fi rst hear a language to determine if it 
knows it. This technology is sti l l  relatively new and is often 
used by diplomats, pOl itical dign itaries, space merchants, 
wealthy mercenaries and explorers. It knows approxi
mately 322 languages, inc luding al l known members of 
FAR, The Atorian Empire ,  Earth and others. Weight: 3 
pounds ( 1 .4 kg) .  Size: About 1 2  inches (0 .3 m) long , eight 
i nches wide (20 cm), and two i nches (5 cm) . Cost: 45,000 
credits. 

Atmosphere Analyzer:  A hand-held min i -computer 
about the size of a large pocket calculator. It has two sen
sory antennas, each about 3 inches long (8 cm ), which 
analyze air/gas composition ,  temperature ,  corrosive or 
toxic elements, and l ight and radiation levels. It is used to 
determine the general compat ib i l ity of an atmosphere for a 
specified race . A different program wi l l  be needed for each 
race. Cost: 8000 credits. 

Chemical Analyzer: This device looks l ike a 4.5 i nch 
( 1 1 .4 cm) metal cyl inder with a small readout screen on its 
top face , along with several buttons. A small portion 
(about 1 /2 teaspoon) of any sol id or l iquid is placed into 
the analyzer. About two minutes after being activated , a 
readout of the substance's chemical composition is 
scrol led slowly over the screen.  Cost: 50,000 credits. 



Portable Medical Computer: This computer un it is 
about the size of a large three-ring binder. I t  has a fu l l  key
pad and a f l ip-up screen . Characters unski l led in medical 
emergencies can ask the computer for help. They type in  
the injuries or symptoms, and the medical programs ask 
further questions to clarify the problem, using graphics 
and text to effect greater precision in diagnosis. It then 
suggests treatment with step by step instructions, dia
grams and photographic references. More expensive 
models are g iven vocal capabi l it ies. Ski l l  level :  55% diag
nose/65% treatment. This reflects the computer's base 
level of expertise in the hands of a completely inexperi
enced character. Add 20% when in the hands of a para
medic or nurse and 30% in the hands of a doctor. Cost: 
20 ,000 for text models; add 2 ,000 for voice system .  

Radiation Detector: A wristwatch size and styled sen
sor that comes in  many d ifferent models. It gauges the 
type and danger level of radiation that is dangerous to a 
particular race. A simple audio alarm beeps or buzzes and 
a warning flashes on the face of the watch. It activates au
tomatical ly. Cost: 600 credits. 

Navigation Mini-Computer: This is a hand-held un it 
about the size of a paperback nove l ,  with a small screen 
and keypad . It wi l l  g ive compass d i rections, always indi
cating north , as wel l  as show wind d i rection and speed . If 
there is a satel l ite or orbit ing spacecraft to feed it i nforma
t ion, the NMC wi l l  show a general aerial map of the area 
with in  a three mi le (4.8 km) radius. Adds +20% to naviga
tion rol ls with full satel l ite support, or +5% for just the un it . 
Cost: 750 credits. 

Aberrant B io-Signature Detector (a.k.a. ABS detec
tor) : This device is sti l l  experimental and, as a result , does 
not have a great percentage for success: 71 % for the 
ful l -size models and 55% for the portable compact mod
els. In basic game terms, it is a super abi l ity detector! The 
mach ine does not identify what the specific super or 
psionic abi l it ies are, only that the bio-signature indicates 
the potential for (active or latent) super abi l it ies. Note that 
the ABS detector has a tendency (80%) to register attrib
utes above 20 as non-standard energies (be it mental or 
physical) . The machine wi l l  g ive the fol lowing resu lts after 
a 1 5  second (one melee round) scan: 

1 .  Genetic class (mutant, genetic man ipulation/recon
struction , chemical ly altered, radiation or al ien) . 

2.  The presence of non-standard energies (super abi l i 
ties) . 

3. The presence of non-standard mental energies 
(psion ics) . 

The scanner works by having a sensor pad touched to 
or laid on the head or chest of the test subject. Ful l-sized 
models are the size of a briefcase and have a computer 
keyboard and monitor. Compact models are the size of a 
small portable computer. Cost: Ful l  s ized : 700,000 cred
its. Compact: 780,000 credits. 

Aberrant Biological Energy Dampers (ABE Damp
ers): Normally used by law enforcement personnel ,  these 
items are also popular in slave markets and arenas. They 
are over-sized boots and gauntlets that generate a field to 
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suppress aberrant energies, i .e . super abi l it ies and 
pSionics! In game terms, they function exactly l i ke the ma
jor super abi l ity Negate Super Powers, but it wi l l  also im
pair bion ics (al l sensors and bio-systems are slow to 
respond: no-combat bonuses, speed is reduced by 75%, 
and weapons are deactivated). I n  addition ,  it interferes 
with magic (half the normal duration and damage) .  Cost: 
One mi l l ion credits per ABE system.  

Artificial Augmentation 

Cloned Parts & Augmentation 

The h igh level of medical advancement in  the galaxy 
makes cloned replacements for lost l imbs or organs (ex
cept the brain and spinal cord) possible. The character 
has tissue samples taken ,  and the parts wi l l  be grown for 
h im (takes 6 months) . If he should ever need that replace
ment, it is taken out of stasis and attached . The new l imb 
or internal organ wi l l  match the character's un ique 
bio-signature exactly. Advancements in  the creation of 
synthetic skin and internal organs al low easy operations 
and replacement of internal organs, skin and l imbs without 
benefit of cloning. Also see bion ics. 
Cost of artificial bio-systems: 
Vital Organs: 1 5 ,000 credits each . 
Other Organs (Eyes, Ears ,  Throat, etc . ) :  5,000 credits 
each . 
Arms: 8,000 credits each . 
Legs: 1 2 ,000 credits each. 
Skin :  1 ,000 credits per square foot ( 1 0 ,760 credits per 
square meter) . 

Al ien Bionics 
Most advanced races have developed the science of 

cybernetic augmentat ion. Th is means they can create par
tial or ful l  cyborgs , as well as replace damaged organs 
and l imbs with mechanical ones. They can also implant 
small devices to boost the senses or provide mechanical 
assistance l ike monitoring radio transmissions, etc. A par
tial or fu l l  alien cyborg should be created with the rules in  
Heroes Unl imited, Second Edition,  pages 1 03-1 1 3. Also 
see Ninjas & Superspies for additional g immicks and 
bionic implants, and the Rifts RPG and Rifts Triax for ad
ditional ideas for cybernetic implants and bio-systems. Of 
course, weapons and armor from the latter must be 
changed from Mega-Damage to S .D .C .  for the Heroes Un
limited sett ing. 

The cost of bionic replacements in  a galactic campaign 
wi l l  be one-quarter the prices l isted for Earthl ings i n  
Heroes Unl imited (The prices in Rifts are doubled) . Dur
ing character generation , al ien bionic characters use the 
same budgets and the ful l prices given in the bionic sec
tion of Heroes Unl imited. It is only during gameplay when 
someone wants new or additional implants that the re
duced costs apply. This is not only to reflect the market 
avai labi l ity of bion ics in such an advanced sett ing, but it 
also serves to keep th ings simple and prevent us from re
calcu lating and reprinting the bionic system prices. 

Bionic implants and cybernetics used as prosthetics to 
replace miSSing l imbs and organs can be used on 



super-powered beings as wel l ,  but even partial reconstruc
tion wi l l  e l iminate al l or most of a character's super pow
ers, magic or pSionic abi l it ies. 

A good rule is that three small implants or replacement 
organs and one limb wil l not adversely affect a character's 
abi l ity . Each and every implant or l imb/large cybernetic ad
dit ion beyond the fi rst four wi l l  have drastic effects. Mys
tics wil l  have thei r spell effects, damage, duration and 
range cut in half for each new bionic item . Psionics wil l  
lose half of thei r I .S .P .  and the range, duration and dam
age of psionic abi l it ies will be reduced by half per each ad
ditional implant. Superbeings lose one melee attack and 
the duration , damage, and range of their abi l it ies are re
duced by half for each additional bionic item. The penalty 
is cumulative for each implant beyond the 3 small and one 
large l imit .  In ALL cases, the character loses al l  special 
abi l it ies if half of his body is bionic (partial reconstruction) , 
but effectively switches h is original character class from 
superbeing, magic user or psioniC to cyborg/bionic. 

Humanoid Robots & Androids 

Another entire book could be written on robots and an
droids, so this section wi l l  only present a few specific, spe
cial ized robots and androids. Some are surprisingly 
affordable. Th is is because there is a great demand for 
that type of robot, so they can be produced in large quanti
ties and their prices are reduced. 

Androids are designed to appear as human (human
oid) as possible. This means most wi l l  have natural sound
ing voices and response patterns, and artificial skin 
covering at least their face , neck and hands. The rest of its 
body may be mechan ical or armor covered but can be 
concealed with cloth ing. Robots are often humanoid or 
bipedal in construction , but are obviously machines. 
These robots have no personal it ies, voices are digitized 
(except for some translators) and they may be larger or 
smal ler than the beings who make them. They methodi
cally go about thei r jobs unti l told to do otherwise, or unti l 
a pause is requ i red, in which case they simply stop mov
ing and rest. They are mach ines and equipment, not inter
active NPCs, un less the Game Master wishes to animate 
them (their logic, programming and structured perceptions 
can make for great comic rel ief) . 

Al l robots and androids have both the basic l isten ing 
system and the basic optic systems. Al l combat robots wi l l  
have targeting sights and combat computers; additional ly, 
battlefield and assault robots wi l l  also have micro-radar 
and maxi - radar respectively. The special coatings l isted 
under the armor section can be appl ied to robots. Remem
ber, avai labi l i ty and prices are not equal to Earth prices 
but reflect advanced alien technology and markets. 

Communication & Translator Android: They are a 
common sight at the sides of pol itical ambassadors , digni
taries and important people of state. They are a fu l l -sized 
version of the portable language translator with arms, legs 
and a humanoid appearance. CT androids are pro
grammed with over 600 languages from across the gal-
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axy. Their vocal capabi l it ies are top of the l ine and thei r  
hearing is commonly ampl ified to  pick up each and every 
inflection and variation in d ialects . 

Typical CT Android statistics: A .R .  6,  S.D .C .  1 50 . All at
tributes are 1 0 , except for La. 1 3  and M .E .  1 3. P.S.  is nor
mal (not superhuman) . Height: 6 feet ( 1 .8  m). They have 



no weapons and are not programmed to use any type, not 
even a knife or c lub. Furthermore ,  their programming pre
vents them from taking any hosti le action even in 
self-defense, other than dodge and parry (both +4) and to 
run away to get help. Th is has been done to assure the 
safety of the pol itical and business leaders they assist. 
Their  programming includes the fo l lowing ski l ls ,  each at 
92%: Computer operation ,  radio: basic, radio: scrambler, 
radio: sate l l ite , cryptography, laser communications, read 
sensory instruments, T.V./video, navigation ,  pi lot hover 
car, languages: 600 of them. Cost: 1 .2 mi l l ion credits . 

Navigation & Pi lot Android: Commonly employed as 
chauffeurs and co-pi lots, these robots are h ighly ski l led pi
lots , but they lack imagination and in itiat ive, and fol low or
ders to the letter. Maneuvers and procedures wi l l  be 
textbook perfect, but special maneuvers or i l legal activity 
wi l l  tend to confuse them. They are not trained in weapon 
combat ,  except for veh icle mounted defense systems. 

Mini-Combat Robot 

Humanoid Combat Robot 
with Atorian Incendiary Gun 
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Common NP Android statistics: A .R .  1 0 , S.D.C .  1 60.  All 
attributes are the equivalent of 1 1 .  P.S.  is normal (not su
perhuman) . Height: Varies; general ly compatible with the 
purchaser's racial characteristics or preferences. Pro
gramming includes the fol lowing ski l ls at 90%: Basic and 
advanced mathematics, navigation, navigation : space , 
land navigation , read sensory instruments, weapon sys
tems, radio: basic, 48 different languages, and select 9 pi
lot ing ski l ls (any) . Cost: 1 .5 mi l l ion credits. 

Medical Robots: These can be androids or mechan ical 
looking robots. Their common uses are as paramedics, 
nurses, chemists and assistants to flesh and blood doc
tors .  Mobi le un its can have either legs or wheels, and 



many resemble robotic spiders with four  to six spider- l ike 
legs for greater speed and balance. Many of the robots 
wi l l  have a second pair of smal ler arms and hands de
signed for del icate surg ical uses and complex tasks. 

Common Medical Robot statistics: A.A.  1 0 , S .D .C .  1 60 
to 200. Al l  attributes are 1 0 , except La. 1 6 , P .P .  1 6 , and 
Spd. 33. P.S. is normal (not superhuman) .  Height: varies. 
Programming includes the fol lowing ski l ls at 94%: Biology, 
pathology, paramedics ,  read sensory instruments, com
puter operation ,  radio: basic, chemistry, chemistry: analyti
cal , 48 different languages , basic and advanced 
mathematics and W.P .  kn ife . Cost: 2 .7 mi l l ion credits for 
robots, 3 mi l l ion credits for androids. 

Mini-Reconnaissance Robot: At less than four  feet 
( 1 .2 m) tal l ,  these machines are used for stealth and l ight 
support purposes. They hardly ever have humanoid ap
pearances. More than l ikely, they wi l l  be bulbous or cyl in
drical in shape , with retractable b lades and/or protruding 
weapon barrels. They may move via a hover system , 
antigravity (add 5 mi l l ion to cost) or legs, and may or may 
not have arms. Common weapons include large retract
able b lades (used for raking fly-bys, damage is 6D6) , a 
pair of small rifle-class weapons (projecti le or energy; 4D6 
damage per single blast or shot) or a small m issi le rack 
(1 D4x1 0 damage each; payload of 4) .  

Common M in i -Reconnaissance Robot Statistics: A .A .  
1 3 , S .D .C .  200. Al l attr ibutes are 1 0. P .S .  is normal (not 
superhuman). Height: Varies, but rarely larger than 3 or 4 
feet (0 .9  to 1 .2 m) .  Programming includes the fol lowing 
ski l ls at 90%: W.P.  knife ,  W. P. energy rifle , W.P.  semi  and 
ful ly automatic rifles, land navigation ,  intel l igence (recog
n izes 1 200 d ifferent enemies, including insign ias, un i 
forms, weapons, and veh icles) and knows 72 different 
languages. It can also prowl , detect ambush , and detect 
concealment at 60%. Combat Statistics: Five attacks per 
melee round: +2 to in itiative ; +8 to strike with modern 
weapons (+6 with bursts and +7 to strike with blades) ; +7 
to dodge; +4 to parry (+6 to parry with knives) ; +3 to rol l  
with punch, fal l ,  or impact. Cost: 6 mi l l ion credits. 

Standard Humanoid Combat Robot: These are pow
erfu l ,  6 to 8 foot ( 1 .8 to 2 .4 m) tal l h umanoid robots used 
for security, general combat duties, support, and front- l ine 
combat. They can carry and f ire any of the oversized field 
weapons described previously, except for cannons and 
other arti l lery. Some pi rates and mercenary forces use 
them as in it ial assault un its to soften up enemy defenses. 
The robot's lack of ingenu ity and adaptabi l ity l im its its abil
it ies compared to flesh and blood troops. A small m issi le 
pod is normally bu i lt into the center of the chest ( 1  D6x1 0 
damage each ; payload of 4) , and a l ight energy weapon is 
integrated into the right or left forearm (typically ion or la
ser) . 

Common Combat Robot Statistics: A .A .  1 5 , S .D .C .  400. 
Al l attributes are 1 0  except P .P .  20, P .S.  of 25 (superhu
man) , Spd. 44. Height: Varies from 6 to 8 feet ( 1 .8 to 2.4 
m) .  Programming includes the fo l lowing ski l ls at 90%: 
W.P. knife, W.P. energy rifle ,  W.P. semi and ful ly auto
matic rifles, W.P .  heavy, weapon systems, radio: basic, 
and robotics combat program. Combat Statistics: 6 attacks 
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per melee round, +2 on in it iative, +7 to strike with bu i lt-in 
weapons, +7 to strike with hand-held modern weapons 
(aimed) ,  +6 to strike with b lades; +5 to parry and dodge, 
+3 to pu l l  punch, +3 to rol l  with punch, fal l ,  or impact. 
Cost: 8 mi l l ion credits . 

Standard Battlefield Robot: A larger version of the 
combat robot , these war mach ines are 1 2  to 1 5  feet (3.6 
to 4.6 m) tal l .  They are main support un its for foot soldiers, 
or heavy security for h igh ly restricted areas. Weapons 
commonly include heavy energy rifles and large 
mach ineguns. Typical bu i lt- in weapons include a .50 cal i 
ber mach inegun ,  rai l  gun or microjet rifle in one arm and a 
heavy or long-range energy weapon in the other. 

Common Battlefield Robot Statistics: A.A.  1 7 , S .D .C .  
700. A l l  attributes are 15 except P .P .  22 ,  P .S.  28+2D4 (su
perhuman) , and Spd. 40+4D6. Height: Varies from 1 2  to 
1 5  feet (3.7 to 4.6 m). Programming includes the following 
ski l ls at 90%: W.P.  sword , W.P .  energy rif le, W.P .  heavy, 
weapon systems, demolit ions, demolit ions d isposal , radio: 
basic, land naVigation , and robotics combat program. 
Combat Statistics: Six attacks per melee round, +2 to in i 
t iative , +9 to strike with al l  bu i lt- in weapons, +7 to strike 
with hand-held modern weapons (aimed) , +6 to strike with 
blades , +5 to dodge, +5 to parry, +7 to parry with swords 
( large blades) , +3 to pu l l  punch, +3 to rol l  with punch , fal l ,  
o r  impact. Cost: 10  mi l l ion credits. 

Standard Assault Robot: These are the equivalents of 
walking tanks. They are heavily armored as well as 
armed. The rarest among the combat model robots, they 
are more often pi loted by a humanoid operator, but a sig
n if icant number are truly automated. Common integrated 
weapons include a fu l l  missi le system (2D6x1 0 damage 
fragmentation missi les, payload 8) , twin microjet .50 cal i 
bers (2D6x1 0 damage from twin  shot) , and a heavy parti
cle beam rif le ( 1 D6x1 0 or 2D8x1 0 damage) . Atorian 
assault robots carry son ic cannons, most of the t ime as 
gun pods . 

Typical Assault Robot Statistics: A .A .  1 7 , S .D .C.  1 ,300. 
Al l attributes are 1 5, except P .P .  22, P .S .  38+2D6 (super
human) , and Spd 40+4D6. Height: Varies from 22 to 28 
feet (6.7 to 8.5 m) .  Programming includes the fol lowing 
ski l ls at 90%: W.P. b lunt ,  W.P. energy pisto l ,  W.P. energy 
rifle, W.P .  heavy, W.P .  automatic rifle, weapon systems, 
radio: basic, and robotics combat program. Combat Statis
tics: 7 attacks per melee round, +3 to in itiative, + 1 0  to 
strike with al l bu i lt- in weapons; +7 to stri ke with hand-held 
modern weapons (aimed) ; +5 to dodge; +5 to parry; +3 to 
rol l  with punch, fal l ,  or impact. If a human pi lot is operating 
an assault robot, the programming and combat bonuses 
are replaced by his own ski l ls and bonuses. Cost: 1 2  mi l 
l ion credits. 

Robot Vehicles : See Heroes Unl imited and/or Rifts 
Sourcebook One (with modifications) for other types of 
robots and robot veh icles. 
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Battlefield Robot with Ion Field Cannon 
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Vehicles 

A l ist of conventional veh icles can be found on page 
349 of Heroes Unl imited . The advanced technologies 
of other worlds make hover cars more common and often 
more practical than wheeled veh icles , but the lower tech 
vehicles do have their uses and advantages and are gen
eral ly less expensive to produce and maintain .  Hover vehi
c les either use smal l  jets or cushions of air to support 
them. It is up to the Game Master whether they can tra
verse water or not (if so, maximum speed wi l l  be 
one-quarter normal) . Antigravity travel uses a shaped field 
of energy to warp gravity around the item and hold it aloft , 
as wel l  as move it along. Such devices can be used to 
travel through the air ,  over water, underwater and in  
space, but  they are incredib ly expensive (cost mi l l ions) 
and are comparatively rare - the majority of people do 
not possess antigravity technology. 

All hover vehicles and aircraft that have enclosed cab
ins can be made space-worthy. This involves seal ing the 
cabin ,  instal l ing an oxygen/atmosphere supply, purification 
and circu lation system ,  radiation shielding, adding small 
maneuvering rockets and other features necessary for use 
in  space. The main jets are also adjusted to provide thrust 
instead of l ift at the f l ip of a switch. Th is makes the vehicle 
capable of short trips through space, most l ikely to travel 
from one spacecraft to the other. 

Note: Remember, avai labi l ity and prices are not equal 
to Earth prices but reflect advanced al ien technology and 
markets. 

Terrain Rover 4x4: This is a fu l l -sized truck with a 
closed-in bed and large, oversized , al l-terrain t i res. Popu
lar in swampy, rough, rocky or dry condit ions. Covered 
bed can hold two to four bunks or 6x8x6 feet ( 1 .8x2.4x1 .8  
m) of  cargo , up to 2 .5 tons (2300 kg) .  A.R. : 8, S.D.C. : 
450, Speed: 1 20 mph ( 1 92 km) ,  Range: 400 mi les (640 
km) before needing to refue l ,  Cost: 24,000 credits and up. 

Survivor 4x4: This is a fu l l -sized van version of the ter
rain  rover. I t  can comfortably sleep six people in three sets 
of over/under bunks, plus stow all of their survival gear for 
extended outings. The survivor is popular for use in al l ter
rains. A.R. :  1 0 , S.D.C. : 475, Speed: 1 00 mph ( 1 60 km) , 
Range: 300 mi les (480 km) ,  Cost: 28,000 credits and up.  

One-Man Hover Cycle: The hover version of an Earth 
motorcycle. A.R. :  7, S.D.C. :  1 30 ,  Speed : 200 mph (320 
km) ,  Hovers 3 to 20 feet (0.9 to 6 . 1  m) above the ground , 
Bonuses: +2 to dodge, +5% to handle stunt moves, 
Range: 600 mi les (960 km) , Cost: 1 0 ,000 credits and up.  

Two-Man Hover Cycle: The hover version of Earth's 
street b ikes. A.A. :  8,  S.D.C. : 1 50 ,  Speed : 1 80 mph (288 
km) , Hovers 3 to 20 feet (0 .9 to 6 . 1  m) above the ground, 
Bonuses: +2 to dodge, Range: 600 mi les (960 km) , 
Cost: 1 5 ,000 credits and up. 

Four-Man Hover Cycle: These are larger b ikes, s imi lar 
to the "Hogs" of Earth . They are two seaters with a sidecar 
that can hold another two people. A.R. : 9,  S.D.C. : 1 90,  
Speed: 1 30 mph (208 km) ,  Hovers 3 to 20 feet (0 .9 to 6. 1 
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m) above the ground, Cost: 26,000 credits and up,  Bo
nuses: +1 to dodge, Range: 550 mi les (880 km) . 

Two-Man Hover-Jet Cycle: This is a very fast , jet as
sisted hover cycle. They are often used for racing, but f ind 
a lot of popularity with characters who l ike to cut loose . 
These are a favorite of the Swip who often style them to 
look l ike mechanical animals. A.R. : 1 0 , S.D.C. : 1 50,  
Speed : 500 mph (800 km) ,  cru ising speed is around 1 50 
mph (240 km) .  Hovers 3 to 600 feet (0.9 to 1 83 m) above 
the ground, Bonus: +3 to dodge, Range: 1 000 mi les 
( 1 600 km) , Cost: 90,000 credits and up.  

One-Man Hover Car: A smal l ,  economical vehicle pop
ular for travel at space stations, large spacecraft , and 
other enclosed structures. Their  decent range and h igh 
speeds also make them popular for commuters. A.R.:  9,  
S.D.C. : 1 80,  Speed: 1 60 mph (256 km) .  Hovers 3 to 1 2  
feet (0.9 to 3.7 m) above the ground, Bonus: +2 to dodge, 
Range: 500 mi les (800 km) ,  Cost: 1 5 ,000 credits and up. 

Two-Man Hover Car: A sl ightly larger version of the 
single occupant model above , these veh icles enjoy some 
of the same popu larity as their smal ler cousins. A.R. :  8, 
S.D.C. : 240, Speed : 1 60 mph (256 km) ,  Hovers 3 to 1 2  
feet (0.9 to 3.7 m) above the ground, Bonus: +2 to 
dodge, Range: 450 mi les (720 km) , Cost: 25,000 credits 
and up. 

Ful l-Sized Hover Car: This is the average, fu l l -sized 
hover car. It seats a driver and four passengers, with lots 
of elbow room, or up to six passengers with no loss of 



comfort. Comes in  either sedan or wagon styles. A.R.:  1 0 , 
S.D.C. : 450, Speed: 1 40 mph (224 km) ,  Hovers 3 to 1 2  
feet (0.9  to 3.7 m) above the ground, Range: 600 mi les 
(960 km) , Cost: 30,000 credits and up.  

A.T.V. Hover Vehicle: This is a rugged veh icle with a 
small truck bed taking up its rear section. It can only hold 
three passengers comfortably in the cabin ,  but up to six 
more cou ld easi ly f it i n  the back. It has a h igher hover 
range to aid in negotiating rough terra in .  An optional hard 
cover for the bed is also avai lable. Bed holds 6x8x4 feet 
( 1 .8x2 .4x1 .2 m) of cargo. A.R. :  1 2 , S.D.C. : 550, Speed: 
1 20 mph ( 1 92 km) , Hovers 3 to 20 feet (0 .9  to 3.7 m) 
above the ground, Range: 850 mi les ( 1 360 km) ,  Cost: 
50,000 credits and up. 

Sporty Hover Car (One-Man Model): Features sports 
car styl ing in a hover vehicle. A.R. : 7, S.D.C.:  1 50,  
Speed: 220 mph (352 km) ,  Hovers 3 to 1 2  feet (0 .9 to 3 .7 
m) above the ground, Bonus: +3 to dodge, Range: 500 
mi les (800 km) ,  Cost: 40,000 credits and up. 

Sporty Hover Car (Two-Man Model) : The standard 
sports car for those who can afford the truly exotic auto
mobi le. A.R. :  1 0 , S.D.C. : 300, Speed : 200 mph (320 km) , 
Hovers 3 to 1 2  feet (0.9 to 3.7 m) above the ground, Bo
nus: +1 to dodge, Range: 400 mi les (640 km) , Cost: 
55,000 credits and up. 

Exotic Two-Man Hover Car: These are the high-class, 
high-performance, lUxury speed machines of the hover 
type. They are the Ferrari , Lamborgh in i ,  or Porsche of 
hover vehicles. A.R. :  7, S.D.C. : 300, Speed: 360 mph 
(576 km) ,  Hovers 3 to 1 2  feet (0.9 to 3.7 m) above the 
ground, Bonus: +4 to dodge and +5% to handle special 
maneuvers, sharp turns and jumps, Range: 350 mi les 
(560 km) , Cost: 1 20,000 credits and up.  

Two-Man Hover-Jet Car: This is a jet assisted hover 
car used in racing or for law enforcement. A.R. :  8, S.D.C.:  
400, Speed: 575 mph (920 km) , Hovers 3 to 1 ,000 feet 
(0.9 to 305 m) above the ground , +3 to dodge, Range: 
1 ,200 mi les ( 1 920 km) ,  Cost: 200 ,000 credits and up.  
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The armored police version is A.R. :  1 4, S.D.C.:  750, 
Speed: 475 mph (760 km) ,  and Costs: 350,000 credits, 
but also includes short-range radar, laser targeting/track
ing, long and short-range radio communication system , 
crash bar, spotl ight, s i ren ,  and towl ine and winch . 

Hover Platforms: Hover platforms are open-air hover 
veh icles that come in nearly any shape, including round, 
square ,  pentagonal and rectangular. They can reach rea
sonably high speeds but passengers must be careful not 
to be thrown from them during h igh speed pursuits. Most 
have a rai l ing and/or l ife l ine for passengers to steady 
themselves with . The most common are 2 to 4 person 
models, but larger versions are avai lable. 

Hover p latforms have many uses. Some cultures use 
them for mass transit (simi lar to monorai l systems) or 
freight haul ing over short distances. They are also used by 
traffic pol ice to monitor and di rect traffic patterns, rescue 
teams to reach rooftops and to fly over traffic, and by con
struction people and explorers to survey an area or mon i
tor work in progress. Hover platforms come in ten sizes, 
each one holding ten more than its smal ler cous in ,  up to 
1 00 people (roughly the size of a train car) . Repair faci l i 
t ies can be bui lt onto the larger ones so they can be used 
to repair robots, power armor, and veh icles. 

General Stats: A.R. :  7 ,  S.D.C.:  1 20 for 2 to 4 man 
types, while larger models have an additional 1 00 S .D .C .  
per every ten passengers i t  can ho ld .  Speed : 90 mph ( 1 44 
km) ,  Hovers 3 to 300 feet (0 .9  to 91  m) above the ground, 
Bonus: +1  to dodge for smaller, 2-4 passenger models, 
Range: 500 mi les (800 km) , Cost: 1 2 ,000 credits for the 
two to four  passenger models, 20,000 for six to 1 0  pas
sengers, 40,000 for 1 1  to 40 passengers and 80 ,000 and 
up for larger models. 

Detachable Jet Pack: This is a smal l ,  strap-on jet pack 
that g ives the user l im ited f l ight capabi l it ies. For 1 000 
credits it can be bu i lt into a suit of armor. Typically A.R. :  
1 0 , S.D.C. :  50, Speed : Standard: 90 mph ( 1 44 km) , me
dium fast: 1 00 to 1 40 mph ( 1 60 to 224 km) ,  or fast: 1 50 to 
220 mph (240 to 352 km) . Hovers 3 to 600 feet (0 .9  to 1 83 
m) above the ground, +2 to dodge, Range: 800 mi les 
( 1 280 km) , Cost: 28,000, 40 ,000 and 60 ,000 respectively. 

Micro-Jet Boots: Several small propulsion jets are in
corporated at exact angles into a set of hard armor boots. 
The resu lt is a very compact , inexpensive form of hover 
transportat ion. The only drawback is ful l  exposure to the 
elements. Most come with an EBA suit . Boots alone: 
A.R. :  6, S.D.C. : 40, Speed: 65 mph ( 1 04 km) ,  Hovers 3 to 
500 feet (0 .9  to 1 53 m) above the ground, +3 to dodge, 
Range: 200 mi les (320 km) , Cost: 45,000 cred its and up. 

Antigravity Disks:  The un its themselves can be of any 
geometric shape, but are typically the same size , 1 0  
inches (0.27 m) across. They can be worn on the chest, 
back or on the feet . Most use simple hand controls, but 
voice-activated models are avai lable (cost an extra 1 000 
credits) . Maximum weight al lowance is about 1 ,000 
pounds. A.R. :  5, S.D.C. : 40, Typical Speed: 90 to 1 60 
mph ( 1 44 to 256 km) , Altitude/hover: Unl im ited , can even 
break the bonds of gravity around planets and fly in outer 
space, Bonus: +3 to dodge, Range: Unl imited , Cost: 50 
mi l l ion credits and up.  



Mi l itary Vehicles 

Mil itary Hover APC: These armored personnel carri
ers are common in many armed forces and mi l itaries 
across the galaxy. They are normally armed with a field 
version of the pulse laser (damage 1 D4x1 0 per blast or 
2D8x1 0 for a pulse) .  Short-range fragmentation missi les 
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Antigravity Jewelry: This is an antigravity disk worked 
into some from of jewelry, usual ly a bracelet, belt buckle 
or necklace. Same stats as the disk. Cost is also the 
same, plus the cost of the jewelry which can range from a 
few thousand to mi l l ions of credits depending on the pre
cious materials and gems used to make it. 

Antigravity Suit: Simi lar in appearance to the FAS ar
mor, this body suit is interwoven with antigravity ci rcu its 
that generate the field that propels and holds the character 
aloft . It can be worn under armor comfortably and affords 
some basic protection itself. A.R. :  8, S.D.C. : 30, 
Speed/Altitude: Same as the disk. Cost: 55 mi l l ion cred
its and up. 

One-Man Fan Jet (VTOL): This small ai rcraft uses a 
large , rear mounted , fan type propel ler and small jet 
thrusters to fly. The cockpit is designed for the p i lot only, 
but a passenger can ride in  h is lap. This wil l ,  however, in
terfere with h is p i lot ing rol ls (-1 0%) . A.R. :  9,  S.D.C. : 275, 
Speed: 300 mph (480 km) ,  can fly as low as 20 feet (6. 1 
m) above the ground , Bonuses: +2 to dodge at speeds 
less than 200 mph (320 km) and +3 when going faster. 
Range: 900 mi les ( 1 440 km) ,  Cost: 1 50,000 credits and 
up. A two-man model is avai lable with identical stats for 
200,000 credits. 

One-Man Gyrocopter (VTOL) : Resembl ing l itt le more 
than a seat with a motor and stabi l iz ing tai l ,  this small hel i 
copter is used for patro l ,  observation , and transportation . 
Its fu l l  f l ight capabi l ities combined with the abi l ity to hover 
make it a favorite in dense fol iage or swampy settings 
where sol id or open ground is l imited . A.R. :  6, S.D.C.:  
1 40,  Speed : 1 80 mph (288 km) ,  Bonus: +1  to dodge, 
Range: 750 mi les ( 1 200 km) , Cost: 90,000 credits and 
up.  
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are also commonly mounted on the wings (2D6x1 0 dam
age) . A.R. :  1 6 , S.D.C. : 900, Speed : 1 20 mph ( 1 92 km) , 
Hovers 3 to 1 2  feet (0.9 to 3.7 m) above the ground, Can 
hold 1 2- 1 8 troops , Range: 850 mi les ( 1 360 km) . Cost: 
450,000 credits . 



Assault Rotor-Jet: This ful l -sized combat aircraft com
bines the aspects of both f ighter jet and assau lt hel icopter. 
With the rotors extended, it has full hover and vertical 
take-off and landing (VTOL) capabi l it ies, and can fly at low 
speeds. A.R. :  1 4, S.D.C. : 700, Speed: When the chopper 
accelerates to 200 mph (320 km) , the jets can be engaged 
and the vehicle can accelerate up to a maximum speed of 
Mach 2 ( 1 ,340 mph/2 1 44 km) .  Whi le in jet configuration , 
the rotors fold backwards and retract against the body of 
the veh icle. Weapons: Common weapons include 
min i -missi les (up to 1 0) and/or conventional missiles (4) . 
The nose is also fitted with an energy blaster, usual ly la
ser, ion or plasma. Bonuses: +2 to dodge in chopper 
mode and +3 in jet ,  Range: 2,500 mi les (4000 km) . Cost: 
750,000 credits and up. 

Atorian Sonic Hover Tank: Perhaps one of the most 
feared vehicles on the battlef ield, this heavi ly armored 
hover tank carries a veh icle-sized version of the Atorian 
sonic cannon. Weapon: The sonic cannon has its normal 
effects (see weapon description) , but it does 2D6x1 0 dam
age. Anyone with in 45 feet ( 1 3.7 m) of the sonic impact 
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Typical Energy Weapon Tanks: These are battlefield 
tanks that f ire energy cannons and 6 to 1 2  min i -missi les. 
Weapons (one cannon and mini-missiles): Laser can
non damage is 2D6x1 0,  ion cannon damage is 1 D4x1 00, 
particle beam cannon damage is 1 D6x1 00 , and 
min i -missiles typical ly do 1 D4x1 0 each. A.R.:  1 7, S.D.C. : 
1 ,700 , Speed: 60 mph (96 km; increase by 50% if a hover 
tank) , Bonuses: +1 to dodge and +1 to strike, Cannon 
Range: One mi le ( 1 .6 km) ,  Tank Travel Range: 300 
mi les (480 km) , Average Cost: 20 mi l l ion ,  but not usual ly 
avai lable on the open market. 
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takes 4D6 damage from shock waves. A.R.:  1 8 , S.D.C. : 
2,000, Speed: 1 00 mph ( 1 60 km) ,  Hovers 3 to 1 2  feet (0 .9  
to 3.7 m) above the ground, Bonuses: +1 to dodge and 
+2 to strike, Cannon Range: One mile ( 1 .6 km) , Tank 
Travel Range: 400 mi les (640 km) ,  Cost: 50 mi l l ion ,  but 
has NEVER been available on the open market. 
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Spacecraft 
Due to space l im itations, the rules for spacecraft con

struction will be omitted , but look for them in the upcoming 
Galaxy Guide. Here are some general ru les and sample 
spacecraft. 

The packages for mi l itary craft , those with weapons and 
armor, are for reference for Game Master use. In a cam
paign ,  they would only be sold to government authorized 
cl ients and mi l itary al l ies. They can ,  however, be pur
chased on the black market for 25% to 50% more than the 
prices l isted . 

Combat: Craft larger than 500 tons (450 metric tons) 
cannot dodge in the normal sense. They maneuver to min
imize damage and wi l l  take half damage on a successful 
dodge. 

Speed FTL: Factor ratings are mult ipl iers of the speed 
of l ight . Factor 2 is equal to twice the speed of l ight. 

Weapons: These are some real ly general damage rat
ings for spacecraft weapons. 
Light Weapons: 1 D4x1 0 ,  Range: 5 ,000 feet ( 1 .5 km) . 
Medium Weapons: 2D6x1 0 ,  Range: 1 2 ,000 feet (3.7 km) .  
Heavy Weapons: 6D6x1 0,  Range: 25,000 feet (7.6 km) . 
Anti-Ship Weapons: 1 D6x1 00, Range: 1 0  mi les ( 1 6 km). 
Battleship Weapons: 2D6x1 00, Range: 20 mi les (32 km) . 
Nuclear M issi les: 1 D4x300, Range: 1 ,000 mi les ( 1 600 

km) .  
Great Cannons: 1 D6x1 000, Range: 75  mi les ( 1 20 km) ,  

can only f ire once per melee round. 
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Shuttle - Production Line Package 
Length: 1 20 feet (37 m) 
Mass: 1 1 0 tons (99 metric tons) 
Crew: Two; plus up to 8 reserve crew members, support 

personnel or passengers. 
Drive Type: Photon/Fission 
Maximum Speed : Factor 0 .5 (half the speed of l ight) 
Transatmospheric Capabi l ities: Yes; speed in atmo-

sphere is Mach 1 .  
Advanced Travel Systems: Two sleep modules 
S.D.C. : 1 ,650 
A.R. :  1 0  
Weapons: None 

Cargo Space: 6,000 cubic feet ( 1 70 cubic meters) or 
1 Ox1 Ox60 foot (3x3x1 8 m) area. 

Cost: One mi l l ion CR 

Cargo Shuttle - Production Line Package 
Length : 700 feet (2 1 3  m) 
Mass: 650 tons (585 metric tons) 
Crew: Four; plus a support crew of eight is common. 
Drive Type: Metal l ic Hydrogen 
Maximum Speed: Factor 1 (speed of l ight) 
Transatmospheric Capabil ities: None 
Advanced Travel Systems: Four  sleep modules, 

point-to-point generators, and gateway codes and bea
cons . 

A.R. :  1 0  



S.D.C. : 5000 
Armor: None 
Weapons: None 
Cargo Space: 1 00,000 tons (90 ,000 metric tons) ; 25 ,000 

(22 ,500) per bay. 
Cost: 27 mi l l ion CR 

Space Fighter Craft - Production Line Package 
Length : 20 feet (6 m) 
Mass: 1 6  tons ( 1 4,400 kg) 
Crew: One 
Drive Type: lon/Fission 
Maximum FTL Speed: Factor 2 
Transatmospheric Capabil ities: None 
Advanced Travel Systems: None 
S.D.C. : 480 
A.R. :  1 5  
Weapons: 2 l ight laser weapons. Each i n  a l ight armored 

tu rret (A.R. 1 2 , S .D .C.  1 00) . 
Cargo Space: 24 cubic feet (0.68 cubic meters) ; 4x2x3 

foot ( 1 .2xO .6xO.9 meter) area. 
Cost: One mi l l ion CR 

Medium Assault Craft - Mi l itary 
Length: 360 feet ( 1 1 0 m) 
Mass: 380 tons ( 1 7 1  metric tons) 
Crew: Five command personnel and 1 0  gunners ,  p lus 72 

additional troops or personnel can be accommodated. 
Drive Type: Nuclear Fusion 
Maximum FTL Speed Factor: 4 
Transatmospheric Capabil ities: None 
Advanced Travel Systems: Stasis for 24, gateway codes 

and beacons, point-to-point generators. 
S.D.C. : 1 0 ,440 
A.R. :  1 7  
Weapons: All are i n  l ight armored turrets (A.R .  1 2 , S .D.C.  

1 00) . 4 nuclear missi le racks (24 missi les) , 4 anti-sh ip 
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weapons, 2 long-range missi le launchers (20 missi les) , 
3 battleship weapons, 1 2  heavy weapons, 4 
short-range missi le racks (40 missi les) , 6 mini-missi le 
racks (72 missi les) . 

Cost: 65 mi l l ion CR 

Heavy Assau lt Craft - Mi l itary 

Length: 625 feet ( 1 9 1  m) 
Mass: 700 tons (630 metric tons) 
Crew: 1 7  command personnel ,  80 combat personnel ,  and 

1 28 others. 
Drive Type: Nuclear Fusion 
Maximum FTL Speed: Factor 6 
Transatmospheric Capabil ities: None 
Advanced Travel Systems: Sio-Chem stasis for 200, 

gateway codes and beacon , point-to-point generators. 
S.D.C. : 1 8 ,500 
A.R : 1 5  
Weapons: All are in  medium armored tu rrets (A.R .  1 3 , 

S .D .C.  200) .  4 battlesh ip weapons, 2 nuclear missi le 
racks ( 1 6 missi les) , 2 long-range missile racks (20 mis
si les) , 3 anti-ship weapons, 1 2  heavy weapons, 4 me
dium-range missile racks, 1 2  medium weapons, 4 
short-range missi le racks (40 missi les) , 1 2  l ight weap
ons, 4 min i-missi le racks (56 missi les) . Plus 1 0  fighters 
(use production l ine package) and 4 satel l ites (un
manned fighters with 4 l ight weapons and an anti-ship 
weapon) .  

Cost: 90 mi l l ion CR 

Battleship - Production Line Package 
Length : 1 ,000 feet (305 m) 
Mass: 1 ,200 tons ( 1 ,080 metric tons) 
Crew: 30 command personnel , 275 combat personnel , 

and 1 00 others. 
Drive Type: Nuclear Fusion 
Maximum Speed : Factor 1 2  
Transatmospheric Capabil ities: None. 
Advanced Travel Systems: Stasis for 300, gateway 

codes and beacon ,  point-to-point generators. 
S.D.C.: 42,000 
A.R. :  1 7  
Weapons: All are i n  heavy armored turrets (A.R. 1 5 , 

S .D .C.  300). One fixed forward great cannon (can 
shoot once per melee round) , 5 nuclear missi le racks 
(50 m issiles) , 9 battlesh ip weapons, 6 long-range mis
si le racks (60 missi les) , 1 2  anti-ship weapons, 1 2  heavy 
weapons, 4 medium-range m issi le racks (48 missi les) , 
p lus 50 fighters (use production l ine package) and 6 
satel l ites (unmanned fighters but add one anti-ship 
weapon and a rack of 12 short-range missi les. 

Cargo Space: Personal belongings of the crew, ammo, 
suppl ies, and parts, p lus 20,000 cubic feet (566 cubic 
meters) of space in  hangars that can accommodate two 
small shuttles, 3D4 fighters, and up to 72 human-sized 
power armor un its , or 24 giant robots. 

Cost: 200 mi l l ion CR 





I ndex of Al iens 
Alphabetical List of Aliens 
Altaicans (fe l ine) · . . 94 
Aluta (human- l ike) · . . 1 03 
Anubios (ape) . . . . 68 
Arerri (human- l ike) · . 1 05 
Arismal (human- l ike) · 1 06 
Atorians (human) . 1 08 
Atorian Empire · . . 47 
Aurovax (repti le) · . 1 4 1 
Axolotl (amphibian) 52 
Baccarus (rept i le) . 1 42 
Basanite (mineral) . 1 32 
Brakkana (monster) . 1 58 
Caeci l  (amphibian) · . 53 
Cameroon (amphibian) 54 
Cam leans (Plant) 1 50 
Canis (canine) · . 84 
Cebus (ape) . . . . 69 
Cebus (ape) . . . . 70 
Cherion (aquatic) . 60 
Chianas (plant) . 1 5 1 
Concol (fe l ine) · . 95 
Cyklops-Serpentmen (monster) . 1 59 
Danaus ( insect) . . . . . . . . . 1 24 
Darakans (human- l ike) . . . . . 1 09 
Darclons (amph ibian) . . . . . . 38 
Dark Breeze (monster) . . . . . . . . . . . . . . . . . . . .  49 & 1 6 1 
Darkith ,  The (amphibian) . 55 
Dergins (canine) · . . . 86 
Deurycans (amphibian) . . 56 
Devourer Mound · . . . . . 1 62 
Diatome Pi rates · . . . . 49 
Doppleganger: Dop-elpoep (monster) . 1 62 
Doppleganger: Erish ik (monster) 1 64 
Doppleganger: Reipoc (monster) 1 64 
Dragonoid . . . 1 65 
Dyteens (ape) . . 72 
Elecians (b i rd) · . . 76 
Eritt ima (repti le) . . 1 43 
Errasa (aquatic) . 61  
ERythros (plant) . . 1 52 
Feh rans (aka Atorians) . 1 08 
Felias (fe l ine) . . . . . 96 
Fredu l ians (mineral) . . 1 34 
Gal lopas (b i rd) · . . . 77 
Giants (see Titons) . . 1 2 1 
Gi ris (fe l ine) . . . . . 97 
Gymoy (b i rd) · . . . . . 78 
Hathas (human- l ike) . . 1 1 0 
I nennsi (aquatic) · . 62 
Jenjorans ( repti le) . . 1 44 
Kassans (human) . . 1 1 2 
Kisent (plant) . . . . 1 53 
Weapons (see Kisent) 1 53 
Kisentite Weaponry (stats) 1 75 
Kl ikita (human- l ike) 1 1 3  
Lach inel ians (plant) . . . . 1 54 
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Latrans (canine) . . . . . . .  . 
Lassin ikes (mineral) . . . . . . 
Liconians (mineral) . . . . . . 
L i l l iamok Vampires (monster) . 
L inx (fel ine) . . .  
Lixi las ( insect) . . 
Lotha (monster) . 
Lupis (canine) . .  
Maeus (ape) · . .  
Manarr (human- l ike) . 
Mantel la (amphibian) 
Manteze ( insect) · . . 
Mendol ine (monster) · 
M iceans (mineral) . 
Morphos (monster) 
Naidens (human) . 
Nattereri (aquatic) . 
N ithians ( rept i le) · . 
Pantherans (fe l ine) 
Photins ( insect) . . 
Pume (fel ine) . . .  
Pyral is ( insect) · . . 
Qua-Trau ( repti le) . 
Raldemeans (mineral) . 
Relogians ( insect) . . 
Riathenors (monster) 
Rotharr (human-l ike) · 
Salar (aquatic) · . . .  
Salvel inus (aquatic) . 
Shissans (human- l ike) · 
S i l isons (human- l ike) 
Sorinam (amph ibian) 
Sprekal ians (plant) · 
Stoans (mineral) · . 
Struth ios (b i rd) · . . 
Swips (human-l ike) 
Tagonicans (bi rd) . 
Tedeschians (plant) . 
Thisseras ( repti le) . 
Threskians (b ird) · 
Thropo (ape) · . . .  
Timneh (b i rd) . . . 
Tinal is (aquatic) . .  
Titons (human-l ike) 
Toyoc (canine) · . .  
Trogolo (ape) . . .  
Vacuum Ghouls (monster) · 
Vampire :  L i l l iamok (monster) 
Vulpese (canine) · . .  
Wulf (canine) . . . .  
Xenopus (amphibian) 
Xippus ( insect) · . . 

Organizations 
Atorian Empire (al ien) . . . . . . . . . . 
Diatome P i rates (al ien) . . . . . . . . . 
Federation of Al l ied Races (FAR; al ien) . 
N iamese Coalit ion (al ien) . . . . . . .  . 
Project Tyche (government) · . . . . . . 

88 
1 35 
1 36 
1 73 
99 
1 25 
1 66 
89 

· 73 
· 1 1 4 

57 
1 26 
1 67 
1 37 
1 68 
1 1 6 
63 
1 46 
1 00 
1 27 
1 0 1 
1 28 
1 47 
1 39 
1 29 
1 70 
1 1 7 

· 65 
66 

· 1 1 8  
· 1 1 9  

58 
· 1 55 

1 40 
· 80 

1 20 
81  
1 57 
1 48 

· 82 
· 74 
· 83 
· 67 
· 1 2 1 
· 90 

75 
1 72 
1 73 
91  
93 
59 
1 30 

· 47 
· 49 
· 47 

48 
· 24 



Project Secure (government) 
Reach Up . . . . . . .  . 
S .H .O.C.K. · . . . . . . . .  . 
Tagoniglomerate (al ien) . .  . 

Thissera-M icean Cooperative (TMC) 
Triton I ndustries · . . . . . . . . .  . 

26 
41 
42 
48 
48 
34 

Also from Palladium Books® 

Dead Reign® RPG 

The Zombie Apocalypse 

You are on your own. The army is MIA. There is no govemment. No 

television, radio or Internet. No media, cell phones or communications of 

any kind. Cities and towns have gone dark, and zombies fill the streets. 

The dead have risen and it would seem to be the end of the world. 

Death cults promise protection from the walking dead. Retro-Sav

ages have forsaken technology and sacrifice the living to the zombies 

in hopes of bringing an end to the nightmare. 

Brave human survivors refuse to lie down and die ! They struggle 

to forge safe havens away from the cities, rescue other survivors and 

battle the walking dead without respite. And the risen dead? The zom

bies? For now, at least, the planet is theirs. The dead reign. 

• Apocalyptic Character Classes & Ordinary People O.c.c. 

• Seven types of zombies plus the Half-Living. 
• Secrets of the Dead: Everything you need to know about zom-

bies and need to ask. 

• Death Cults, their Priests, power over zombies and goals. 

• Strong setting, world overview and many adventure ideas. 

• Written by Kevin Siembieda, Josh Hilden & Joshua Sanford. 

• 224 pages - $24.95 retail - Cat. No. 230. A complete RPG. 

Dead Reign® Sourcebook 1 :  Civilization GoneTM 

New types of zombies, bandits, raiders, street gang protectors, mad

men, insanity, world information, random encounter tables, random 

search tables, building a survivors camp and more. 

• E.M. Gist cover. Interior art by Nick Bradshaw and others. 

• By Kevin Siembieda, additional text by Hilden and Sanford. 

• 64 pages - $12.95 retail - Cat. No. 231.  

Dead Reign® Sourcebook 2: Dark Places™ 

This sourcebook presents four new, gruesome zombies that will 

make your skin crawl, plus more survivor secrets, using railroad tracks 

and the urban underground - sewers, storm drains, steam tunnels and 

other subterranean labyrinths - to travel unseen and undetected by the 

walking dead. Of course, these "secret highways" of the human survi

vors have their own dangers and problems. 

• E.M. Gist cover, interior art by Ashbaugh, Bradshaw and others. 

• Written by Kevin Siembieda. 

• 64 pages - $12.95 retail - Cat. No. 232. 
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Robotech® 

The Shadow Chronicles® RPG 
The RPG picks up where the DVD movie begins, with the return of 

the United Earth Expeditionary Force (UEEF), the separation of the 

SDF-3 from the rest of the fleet, the battle of Reflex Point, space com

bat, treachery and everything else that is part of Robotech® The 

Shadow Chronicles®. 

• Human mecha include Alphas, Betas, Cyclones (various), 

Bioroid Interceptor, the Condor, and more. 

• Quick roll character tables and M.O.S. skill sets make character 

creation possible in 1 5-20 minutes. 

• O.c.c.s include the Battloid Ace, Veri tech Fighter Pilot, Mili

tary Specialist, and others. 

• Areas of Military Specialty - M.O.S. packages provide each 

O.C.C. with areas of special training. 

• Key Robotech® mecha statted out and illustrated. 

• Invid enemy statted out and illustrated. 

• The Haydonites, their mecha and more. 

• Fast playing RPG rules. Mega-Damage setting. 

• Cover by Apollo Okamura. Great art throughout. 

• Written by Kevin Siembieda and Jason Marker. 

• Manga size for easy portability (5x7Yz inches). 

• 336 pages - $ 16.95 retail - Cat. No. 550. 

Robotech® Macross® Saga Sourcebook 

The Macross® sourcebook is a toy chest packed with the mecha, ve

hicles, weapons and characters that made Robotech® famous. Valkyries, 

Destroids, ground vehicles, aircraft, spacecraft, weapons, Zentraedi sol

diers, Zentraedi mecha, alien invaders, heroes, villains and more. 

• Veritech Fighters, Destroids, aircraft & aerospace vehicles. 

• 13 ground vehicles, plus weapons and equipment. 

• Zentraedi mecha, spacecraft, warriors & their culture. 

• 128 pages - $ 16.95 retail - Cat. No. 551 - 8Yz x 11 inches. 

Robotech® The Masters Saga™ Sourcebook 

Never before revealed mecha designs, stats and information about 

Earth's  fighting forces and the invading Robotech Masters. 

• The Armies of the Southern Cross™ - Earth's  defenders. 

• Veritech Hover Tank, AJAX, Logan and Myrmidon, plus 

battloids, power armor, weapons and gear of the ASC. 

• The Robotech Masters, Bioroids, spaceships and weapons. 

• 256 pages - $ 16.95 retail - Cat. No. 552 - Manga size. 
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Explore the Palladium Megaverse® 
The Palladium "Fantasy" 
Role-Playing Game® 

A world of epic fantasy, incredible magic and amazing beings including 
the shape-changing Changeling, ferocious Wolf en, monstrous Melech, 
dragons, giants, trolls, dragons and creatures that defy description. Players 
can create scores of human and inhuman characters. 

Combat is fast and fun. 
Magic is different! There is spell casting wizardry, the wards of the 

Diabolist, the circles of the Summoner, and the powers of Druidism. Plus 
the mind-powers of the Mind Mage, elemental magic, the enchantments of 
the Alchemists, the blessings of the priest, the dark magic of the witch and 
magic items and creatures galore. 

Sourcebooks define the world, offer new types of player characters, dif
ferent player races and monsters, adventures and/or adventure ideas. This 
line is currently Palladium's second best seller (behind RiftS® and just 
edging out Heroes UnlimitedfM). • $26.95 - 336 pages. 

Rifts® 

Dimensional Rifts are tears in the very fabric of space and time. Portals 
to other worlds. Doorways that allow the incredible, monstrous and magi
cal to invade our world. Reshaping it into an alien landscape that is both 
frightening and wondrous, alien and yet strangely familiar. 

Super-science, bionics, power armor and robots collide with the forces 
of magic, Techno-Wizardry, dragons and demons from the Rifts. Human
kind struggles on the brink of extinction, and the possibilities are endless. 

Discover a world where anything is possible and you are limited only 
by your imagination . • $39.95 - 376 page hardcover RPG. 

Heroes Unlimited™ RPG, 2nd Ed. 
Create any type o f  superhuman hero you can imagine. 
Aliens, mutants, robots, cyborgs, super-soldiers, psychics, 

super-sleuths, martial arts masters, gun-toting vigilantes, super-geniuses, 
masters of magic, demigods, Mega-Heroes and more! 

Over 100 super abilities, plus scores of sub-powers and 40+ psionic 
powers. Over 100 magic spells, plus enchanted weapons and objects. 

Everything one needs to play other than dice and friends are in this 
complete role-playing game. Cover by Jim Steranko. Written by Kevin 
Siembieda • $26.95 - 352 pages. 

After the Bomb® RPG 
Discover the world of mutant animals. Play it as a stand-alone game en

vironment or combine it with Heroes UnlimitedfM, but check it out. 

Mutant anirnal creation rules that make building your mutant characters 
fast, fun and challenging. Over 1 00 mutant animals presented. More than 
40 animal powers and psionics; many more if you include weird abilities 
exclusive to certain animal species. • $24.95 - 224 pages. 

Ninj as & Superspies™ RPG 
Over 40 different types of martial arts, oriental mysticism, and superhu

man abilities combined with spies, gizmos, super-vehicles, cybernetic im
plants and disguises, and more to create the ultimate spy and combat 
game. A complete role-playing game with everything you need to play. A 
complete game in itself as well as completely interchangeable with 
Heroes Unlimited™. Written by Erick Wujcik . •  $20.95 - 1 76 pages. 

Nightbane® RPG 
The world has never been the same since Dark Day. Some say the world 

governments have been supplanted, taken over by .. .  god only knows 
what. That dopplegangers can steal one's identity and life, and that de
mons and monsters lurk in the shadows. Creatures of evil who serve the 
Nightlords. 

But the lords of shadow are not unopposed. There are creatures of light 
as well as creatures born from darkness but champion the light. These are 
the Nightbane. Ordinary people, many teenagers, able to shed their human 
facade and assume a supernatura1 alter ego. A monstrous, inhuman visage 
imbued with superhuman power and the stuff of magic. Written by C.J. 
Carella. • $24.95 - 240 pages. 

Beyond the SupernaturarM RPG 
A game of horror, mystery, & dark secrets 

BTS-2TM is a stark, plausible reality where ghosts, demons, psychics, 
and magic are real, yet remain unknown to the world at large. Player char
acters are part of the secrets, part of the problems, and humanity's only 
true hope of dealing with the unexplained. Truly unique characters that 
will challenge and excite those who play them. New P.C.C.s include the 
Psychic Medium (and Spirit Guide), the Diviner and Autistic Psychic Sa
vant, all with new and unique abilities. Characters like the Psychic Sensi
tive, Nega-Psychic and other original P.C.C.s get a face lift, new powers, 
and more details. The secrets of the supernatural, ESP, and magic re
vealed . • $24.95 - 256 pages. Written by Kevin Siembieda and Randy 
McCall. 

Splicers® RPG 
Splicers® is a new science fiction RPG set on a devastated world 

where machines rule, and human beings are vermin who are hunted and 
exterminated. The human struggle is complicated by a nano-virus that in
stantly turns metal objects touched by human flesh into killing machines. 
Consequently, humans have been forced to turn to organic technology to 
battle the world-dominating machines if they hope to reclaim any portion 
of their planet for themselves. Mega-Damage System - compatible with 
RiftS®, Phase Wor/dID, Chaos Earth™ and Mechanoid Space™ . • $23 .95 
- 224 pages. Written by Carmen Bellaire. 

Palladium Books Inc. 
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Westland, MI 48185 
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The Rifter® Subscription 
The Rifter® is your doorway to unlimited imagination and 

numerous Palladium role-playing worlds . It offers new heroes, 

powers, weapons, magic and adventure for your games .  It pres

ents new villains, monsters and dangers to battle, and new ideas 

to consider. 

It helps you unlock your imagination by showing you what 

garners, just like you, have created. That ' s  right, many of the ar

ticles and source material are written by ordinary garners and 

fans like you.  Other articles are by freelance writers and staff. 

The Rifter® is made for you, our fans. Each issue presents 

unofficial (and sometimes official) source material, adventures, 

characters, monsters, villains, powers, weapons, equipment, 

ideas and fiction for Rifts®, Chaos Earth®, Splicers®, Be

yond the Supernatural™, Heroes Unlimited™, Ninj as & 
Superspies™, Palladium Fantasy RPG®, Nightbane®, 

and/or any variety of other Palladium games and world settings .  

It ' s  also a place where we test new ideas, and showcase new 

games,  like Dead Reign®and the upcoming Mechanoids® Space. 

It is also a way to get the latest news, coming attractions, and 

sneak previews of upcoming Palladium products, events and se

cret proj ects . 

Sourcebook 
As a sourcebook, each issue of The Rifter® presents op

tional and/or official source material for a variety of Palladium' s  

role-playing settings - Rifts®, Phase World®, Palladium Fan

tasy RPG®, Heroes Unlimited™, Nightbane®, Beyond the 

Supernatural™, and other titles such as After the Bomb®, 

Ninj as & Superspies™, Rifts® Chaos Earth ® ,  Splicers®, 

and others. Every issue includes material for 3-6 different Palla

dium RPG lines .  

Magazine 
As a magazine, each issue includes the latest news and 

goings on at Palladium Books, information on new product, our 

schedule of releases, convention appearances, special offers, and 

even sneak previews and extra "official" material for new Palla

dium games or sourcebooks . 

Talent Show 
The Rifter is unlike anything on the market because it is a 

way for you, the fan, the unpublished writer and hopeful young 

artist to get published and break into the industry. 

No other game company does that, so take advantage of the 

opportunity to see your work and your name in print! You'll get 

a small payment (about $ 1 0  per printed page of text), four free 

copies of the issue your work appears in, and bragging rights to 

all your friends . Best of all, you get to share your ideas with 

thousands of other Palladium garners. 
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Think it can't  happen to you? Think again. Many of Palla

dium' s  artists and writers got started in The Rifter®, including 

Apollo Okamura, Brian Manning, Mike Mumah, Carl Gleba, 

Todd Yoho, Brandon Aten, Taylor White, Jason Richards, and 

many others. 

Palladium is always looking for written material for Rifts®, 

Chaos Earth®, Beyond the Supernatural™, Nightbane®, 

Palladium Fantasy RPG®, Heroes Unlimited™, Ninj as & 
Superspies™, After the Bomb®, and all our game lines .  We ' d  

also like t o  see cartoons and comic strips .  

Send your "article/source material" (5-30 pages) or  art sam

ples (photocopies, never original art), to The Rifter® Submis

sions Dept, 390 74 Webb Court, Westland, MI 481 85. 

Subscribe Today 
Lock in the current price and discount 

The price of The Rifter® is $ 1 3 .95 retail (a steal for 96 
pages of RPG source material and adventures), but a subscrip

tion saves you even more money, and you have the convenience 

of delivery right to your door. All prices are in U . S .  dollars. 

• $39.80 - that's only $9.95 each, a savings of $ 1 6 , and Pal
ladium picks up the shipping cost. Note : This rate is limited 
to subscribers in the USA only. 

• $61.80 - Canada. Our apologies, but Palladium Books can 
no longer cover the increased cost of postage to other coun
tries . We hope you understand. 

• $75.80 - Overseas : Overseas subscriptions are charged an 
additional fee for overseas shipping costs . Sorry. We are only 
passing along the additional postage costs, but it is hefty. Our 
apologies . 

• Free Shipping anywhere in the USA. 

• Great Savings. 

• A Megaverse® of adventure and fun. 

• How to order. Send mail orders with a check or money order 
payable to Palladium Books (for $39. 80 in the USA) to : 

The Rifter® Subscription Dept. 

39074 Webb Court 

Westland, MI 48 1 85 
Credit Card Orders : Can be made on our web site 

(www.palladiumbooks. com) or by telephone 734-271 -2903 (this 

is an order line only) . 

Check or Money Orders : Send them to the address above 

with a note indicating which issue number you want your sub

scription to start. 

Please indicate what issue number you'd like your sub

scription to start (i .e . ,  last issue, current issue, next issue, or 

when your current subscription ends).  

This offer is good till December 3 1 , 20 1 8 .  
© Copyright 2012 Palladium Books ]nc. www.palladiumbooks.com 



● Imagine Earth transformed into an alien landscape.
● Humans exist – barely. And we are not alone.
● Aliens and monsters emerge from the Ris – holes torn in the fabric of 
space and me, connected to countless worlds and realies.

● Ancient gods, demons and magic have returned.
● Magic and technology clash.
● Hund● Hundreds of character classes, many inhuman.
● Ris® Ulmate Edion is the core RPG rule book.
● Expansive world se ng with 90+ sourcebooks to draw upon.
● Ris®, your portal to endless adventure.
● Limited only by your imaginaon.

Other RPG Worlds from Palladium Books®:
● Ris® – the ulmate role-playing experience.
● Ris® Chaos Earth® – Play the apocalypse as it happens.
● Splicers® – Weird science. Bio-tech bales insane robot legions.
● Robotech® RPG – All eras of the TV show brought to life.
● Dead Reign® RPG – Can you survive the Zombie Apocalypse?
●● Palladium Fantasy RPG® – Unique world, monsters as player characters, 
magic and more.

● Heroes Unlimited™ RPG – Play any hero; mutants, aliens, cyborgs, superhu-
mans, mages, immortals and more.

● Nightbane® RPG – Conspiracy, magic, horror and monsters.
● Beyond the Supernatural™ RPG – Modern horror and suspense.
● Ninjas and Superspies™, and more.

www.palladiumbooks.com
© 2014 Palladium Books. Ris®, Megaverse®, Nightbane® and other tles, slogans and likenesses are trademarks of Palladium Books, Inc.    
Palladium Books - 39074 Webb Court, Westland, MI 48185 USA – 734-271-2903 order line.

®
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marks of Harmony Gold USA, Inc. Palladium Books - 39074 Webb Court, Westland, MI 48185 USA – 734-271-2903 order line.
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Role-Playing Game and Sourcebooks
● Four generations of heroes and mecha ● Giant transformable robots ● Alien 
invaders ● Battle for control of the Earth ● Combat takes to the stars ● All pre-
sented in a core rule book and dynamic set of epic sourcebooks ● Easy to learn 
● Fun to play ● Quick character generation ● Fast combat ● Captures the action 
and adventure of the anime TV series ● Isn’t it time you joined the adventure?
Robotech® “Core Rules” – Shadow Chronicles® RPG Hardcover
All the rules and informaon a player needs to start a Robotech® 

role-playing campaign with Admiral Rick Hunter and the United Earth 
Expedionary Force trekking across the galaxy.
● Human mecha: Alphas, Betas, Cyclones & much more.
● Five character classes. 25 different Military Speciales.
● I● Invid mecha, Haydonites, and alien enemies.
● Quick roll character tables. Make a character in 15 minutes.
● A complete, stand-alone RPG.
● 224 pages. Cat. No. 550HC. 8½ x 11 size, hardcover.

Robotech®: The Macross® Saga Sourcebook – Cat. No. 551
AA treasure chest packed with the iconic mecha, vehicles, weapons and 

characters that made Robotech® famous. Valkyries, Destroids, ground 
vehicles, aircra, spacecra, weapons, Zentraedi soldiers, Zentraedi 
mecha, alien invaders, heroes, villains, and more.
● All the iconic Macross mecha, vehicles, weapons & characters.

Robotech®: The Masters Saga™ Sourcebook – Cat. No. 552
Tons of never before seen stats and descripons for the many 

weapons, armor, mecha and robots of the Army of the Southern Cross.
● The Army of the Southern Cross™ – all 15 branches and their mecha!

Robotech®: New Generaon™ Sourcebook – Cat. No. 554
The bale for the liberaon of Earth starts here.

● Ki● Kit-bashed mecha combining parts from different mecha.
● Invid Hives, world overview, key characters and adventure ideas.

Robotech®: Genesis Pits™ Sourcebook – Cat. No. 555
The Invid Genesis Pits, their purpose, funcon.

● Inorganics and other war machines of the Invid Regent.
● Genesis Pit mutaons and monsters.

Robotech®: Expedionary Marines Sourcebook – Cat. No. 553
  Join the UEEF (United Earth Expedionary Force) led by Admiral Rick 
Hunter as they travel across the galaxy liberang planets from the 
bondage of the Invid Regent, the Robotech Masters and other tyrants.
● New mecha, weapons, and character classes of the UEEF Marines.
● New alien species and allies. Planet hopping and more.



© Palladium Books Inc. Robotech® is a Registered Trademark of Harmony Gold USA, Inc.
Palladium Books, 39074 Webb Court, Westland, MI 48185-7606. Order line: 734-721-2903.
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Zentraedi Glaug Command™ – Cat. No. 55403
This diverse pack provides your Zentraedi forces with greater taccal 

capabilies; three game pieces total. $36.95 retail.
● 1 Glaug Officer’s Balepod – the fast and deadly mecha of Zentraedi 
field leaders.

●● 1 Quel-Regult Scout Balepod – the stealthy eyes and ears of your 
Zentraedi bale force; electronic warfare capabilies.

● 1 Quel-Gulnau Recovery Pod – enhances the Glaug’s ability to bring 
in Balepod reinforcements. Note: This figure has NEVER before 
been offered by any company.

Zentraedi Arllery Balepods™ – Cat. No. 55402
Give your Zentraedi legion greater firepower with these arllery and 

support Balepods; four game pieces total. $36.95 retail.
● 4 Zentraedi Support Balepods, each of which can be made into:

Gluuhaug-Regult – Light Arllery Balepod
Serauhaug-Regult – Heavy Arllery Balepod
TTelnesta-Regult – Experimental Parcle Beam Balepod
Four game pieces total.

Zentraedi Regult Balepods™ – Cat. No. 55401
Expand your Zentraedi forces with their main infantry bale mecha; 

six game pieces total. $36.95 retail.
● 6 Regult Taccal Balepods – the lightning quick Regults, armed with a 
pair of parcle cannons and auto-cannons, aack in wave aer wave.

UEDF Spartan/Phalanx Destroids™ – Cat. No. 55203
Add some long-range power and up-close punch to your army with 

these valuable Destroids; four game pieces total. $32.95 retail.
● 2 Spartan Destroids – civil defense, riot control and deadly in hand to 
hand combat.

● 2 Phalanx Destroids – a walking, long-range missile arllery unit.

UEDF Tomahawk/Defender Destroids™ – Cat. No. 55202
Expand your Destroid squad with these formidable walking tanks; 

four game pieces total. $32.95 retail.
● 2 Tomahawk Destroids – the main bale tank of Destroids, brimming 
with powerful parcle beam cannons for arms, and wielding a 
baery of missiles and an array of other weapons.

●● 2 Defender Destroids – a long-range, an-aircra juggernaut capable 
of shoong down incoming Zentraedi Balepods and Gnerl Fighters.

UEDF Valkyrie Wing™
– Cat. No. 55201
Build your fleet of Earth defenders with the Valkyrie Veritech 

Fighter; six game pieces total. $36.95 retail.
● 2 Valkyries in Fighter mode.
● 2 Valkyries in Guardian mode.
● ● 2 Valkyries in Baloid mode.
● Mulple heads for making the VF-1A, VF-1J, VF-1R & VF-1S.

Note: Each product contains plasc game pieces requiring assembly and painng. Glue not included. This is not a toy. Small parts, not suitable for children under the 
age of 13. Adult supervision advised. Images shown here are not to scale.

A fast-paced, strategy bale game that captures the speed and acon of Robotech®. 
Play Earth defenders or Zentraedi invaders.
● Scalable from small squad skirmishes to mass bales.
● Turn-based system of play and uses D6. Two or more players.
● 34 highly detailed game pieces. 6mm scale.
● 112 page color rule book with paint guide and index.
● 53 laminated, color game cards.
● 24 cu● 24 custom dice, two decal sheets and more.
● Assembly and painng required. Glue not included.
● $99.95 retail – Cat. No. 55100 – shipping now!
● Available in North and South America, the EU, Australia & New Zealand.

Main Boxed Game – Cat. No. 55100 – Available Now!
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Beyond the Supernatural™ RPG        Nightbane® RPG
Other horror titles from Palladium Books®

Fear the Reaper™ Sourcebook
 Heroes who, like knights of old, travel the highways fighting zombies 
and helping survivors.
● Comprehensive background on the Road Reapers.
● Their code, missions, weapons, strategies and tactics.
● The Terror Zombie and more.
● $12.95 ● $12.95 retail – 48 pages – Cat. No. 234. Available now.

Graveyard Earth™ Sourcebook
 The Zombie Apocalypse across the globe; provides a world overview 
and many adventure ideas.
● Many tables for settings, encounters and adventure hooks.
● Random Safe Havens by region, and Survivor Leaders.
● How to get home from abroad, zombie threat levels & more.
● $12.95 ● $12.95 retail – 64 pages – Cat. No. 235. Available now.

Hell Followed™ Sourcebook
 This big, 160 page sourcebook begins to redefine the zombie genre. It 
broadens the field of possibilities and expands upon the modern zombie 
mythos. It is full of twists and surprises you will not expect.
● 11 new types of terrifying zombies.
● 7 player characters, plus Masked Lunatics – heroes or madmen?
● 21 disasters to complicate survival, and urban survival.● 21 disasters to complicate survival, and urban survival.
● Government enclaves, conspiracy theories and more.
● $20.95 retail – 160 pages – Cat. No. 236. Available now.

The Dead Reign® RPG series
Dead Reign® RPG – “Core Rules.” It is the aftermath of the zombie 

apocalypse. The dead reign and the living fight against impossible odds. 
Can you survive? Find out with this fast-paced horror game. Easy to 
learn. Fast character creation and combat.
● Zombie combat and survival rules, vehicles and equipment.
● ● 6 iconic Character Classes plus Ordinary People (40+ occupations).
● 7 types of zombies, plus the Half-Living.
● 101 Random Scenarios, Encounters, Settings and other tables.
● $22.95 retail – 224 pages – Cat. No. 230. Available now.

Civilization Gone™ Sourcebook
Civilization has crumbled to nothing. There is no army. No govern-

ment. No help coming. What now?
● Madmen, Psychopaths, villains, heroes and protectors.
● House, home and survivor camp tables, resources & encounters.
● $12.92 retail – 64 pages – Cat. No. 231. Available now.

Dark Places™ Sourcebook
Travel the rails and urban underground to move about undetected by 

zombies.
● Worm Meat, Bug Boy, Sewer Crawler & Impersonator Zombies.
●● Traveling the rails, sewers and other dark places.
● Random encounter tables, boxcar content tables, and much more.
● $12.92 retail – 64 pages – Cat. No. 232. Available now.

Endless Dead™ Sourcebook
The zombies grow in number and strangeness. Can humankind 

survive?
● Zombie amalgamations, tables and encounters.
● New playe● New player characters & timetables for your campaign.
● Weaponizing vehicles, vehicle combat rules, and military bases.
● Creating survivor caravans, hideouts, Safe Havens & more.
● $16.95 retail – 96 pages – Cat. No. 233. Available now.

Can YOU survive the Zombie Apocalypse?
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The Rifter® Series
       175 The Rifter® #75 – $13.95
       176 The Rifter® #76 – $13.95
       177 The Rifter® #77 – $13.95
       178 The Rifter® #78 – $13.95
       179 The Rifter® #79 – $13.95

Splicers®      Note: Sourcebooks coming soon.
       200 Splicers® RPG – $23.95

Dead Reign®

       230 Dead Reign® RPG – $22.95
       231 SB 1: Civilization Gone™ – $12.95
       232 SB 2: Dark Places™ – $12.95
       233 SB 3: Endless Dead™ – $16.95
       234 SB 4: Fear the Reaper™ – $12.95
       235 SB 5: Graveyard Earth™ – $12.95
       236 SB 6: Hell Followed™ – $20.95
       237 SB 7: In the Face of Death™ (coming)

Rifts® Novels
       301 Sonic Boom™ – $9.95
       302 Deception’s Web™ – $9.95
       303 Treacherous Awakenings™ – $9.95
       304 Tales of the Chi-Town ‘Burbs™ – $12.95
       305 Rifts® Path of the Storm™ – $12.95

Weapons Books
       401 Weapons and Armor™ – $8.95
       402 Weapons and Castles™ – $8.95
       403 Weapons and Assassins™ – $9.95
       404 Weapons & Castles of the Orient™ – $9.95
       409 Exotic Weapons™ – $9.95
       410 European Castles™ – $9.95

Palladium Fantasy RPG®

       450 The Palladium Fantasy RPG® – $26.95
       4500HC Palladium Fantasy RPG® 30th 

Anniversary Hardcover – $50.00
       451 Dragons & Gods™ – $24.95
       453 Old Ones™ 2nd Ed. – $24.95
       454 Monsters & Animals™ 2nd Ed. – $24.95
       455 Adventures on the High Seas™ – $24.95
       458 Island at the Edge of the World™ – $20.95
       459 Yin-Sloth Jungles™ – $20.95
       462 Western Empire™ – $24.95
       463 Baalgor Wastelands™ – $24.95
       464 Mount Nimro™ – $20.95
       465 Eastern Territory™ – $24.95
       466 Library of Bletherad™ – $20.95
       467 Northern Hinterlands™ – $24.95
       468 Land/Damned 1: Chaos Lands™ – $24.95
       469 LoD 2: Eternal Torment™ – $24.95
       470 LoD 3: The Citadel – $24.95 (coming)
       471 Wolfen Empire™ – $20.95
       472 Mysteries of Magic™ One: Heart of 

Magic – $16.95
       474 Bizantium/Northern Islands™ – $20.95
       475 Garden of the Gods™ – $16.95 (coming)

Heroes Unlimited™ / After the Bomb®

       500-2 Heroes Unlimited™, 2nd Ed. – $26.95
       5000HC Heroes Unlimited™ 30th Anniver-

sary Hardcover – $50.00
       501 Villains Unlimited™ Revised – $24.95
       503 After the Bomb® RPG – $24.95
       505 Road Hogs™ (After the Bomb® II) – 

$9.95
       507 Mutants Down Under™ (AB III) – $9.95
       511 Mutants of the Yucatan™ (AB IV) – $9.95
       513 Mutants in Avalon™ (AB V) – $16.95
       514 Mutants in Orbit™ (AB VI) – $16.95
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$24.95
       517 Century Station™ – $24.95
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       519 Aliens Unlimited Galaxy Guide™ – 

$24.95
       520 Mutant Underground™ – $16.95
       521 Powers Unlimited® One – $16.95
       522 Powers Unlimited® Two – $16.95
       523 Powers Unlimited® Three – $16.95
       525 Revised Ninjas & Superspies™ – $20.95
       526 Mystic China™ – $24.95
       527 Armageddon Unlimited™ – $20.95

Robotech® RPG
       550 Robotech® The Shadow Chronicles® 

RPG (manga size) – $16.95
       550HC Robotech® The Shadow Chroni-

cles® Deluxe Hardcover RPG – $30.95
       5500HC Robotech® The Shadow Chroni-

cles® Gold Ed. Hardcover RPG – $70.00
       551 Robotech® Macross® Saga Source-

book – $16.95
       552 Robotech® The Masters Saga™ 

Sourcebook (NEW in 8½ x 11) – $20.95
       553 Robotech®: Expeditionary Force 

Marines Sourcebook – $20.95
       554 Robotech® The New Generation™ 

Sourcebook – $16.95
       555 Robotech® Genesis Pits Sourcebook – 

$16.95

Robotech® RPG Tactics™  (New!)
       55100 Robotech® RPG Tactics™ – $99.95
       55105 Robotech® RPG Tactics™ Rule-

book – $20.00
       55101 UEDF Dice Pack – $12.00
       55102 Zentraedi Dice Pack – $12.00
       55201 UEDF Valkyrie Wing – $36.95
       55202 UEDF Destroid Pack – $32.95
       55203 UEDF Spartan Pack – $32.95
       55401 Zentraedi Regult Battlepods – $36.95
       55402 Zentraedi Artillery Battlepods – $36.95
       55403 Zentraedi Glaug Command – $36.95

Rifts® Chaos Earth®

       660 Rifts® Chaos Earth® RPG – $20.95
       661 Rifts® CE Creatures of Chaos™ – $12.95
       662 Rifts® CE The Rise of Magic™ – $12.95
       665 Rifts® Chaos Earth® First Responders™ 

– $16.95 (coming)
       666 Rifts® Chaos Earth® Resurrection™ 

– $20.95

Beyond the Supernatural™
       700 Beyond the Supernatural™, 2nd Ed. 

– $24.95
       702 Tome Grotesque™ – $20.95 (coming)
       703 Beyond Arcanum™ – $24.95 (coming)

Nightbane®

       730 Nightbane® RPG – $24.95
       731 Nightbane®: Between the Shadows™ 

– $20.95
       732 Nightbane®: Nightlands™ – $20.95
       733 Nightbane®: Through the Glass 

Darkly™ – $20.95
       735 Nightbane® Survival Guide™ – $20.95
       736 Nightbane® Dark Designs™ – $20.95

Rifts®

       800HC Rifts® RPG Ultimate Edition – $39.95
       801 Rifts® Sourcebook One Revised – $20.95
       802-E Rifts® World Book 1: Vampire King-

doms™, Revised – $24.95
       803 Rifts® Conversion Book One™ – $24.95
       804 Rifts® WB 2: Atlantis™ – $20.95
       805 Rifts® Sourcebook 2: Mechanoids™ 

– $16.95
       807 Rifts® WB 3: England™ – $20.95
       808 Rifts® WB 4: Africa™ – $20.95
       809 Rifts® Dimension Book 1: Worm-

wood™ – $20.95
       810 Rifts® WB 5: Triax™ – $24.95
       811 Rifts® Pantheons of the Megaverse® 

– $24.95
       812 Rifts® Sourcebook 3: Mindwerks™ 

– $16.95
       813 Rifts® Mercenaries™ – $20.95
       814 Rifts® WB 6: South America – $20.95
       815 Rifts® WB 7: Underseas™ – $24.95
       816 Rifts® DB 2: Phase World® – $24.95
       817 Rifts® DB 3: Phase World® Source-

book – $16.95
       818 Rifts® WB 8: Rifts® Japan™ – $24.95
       819 Rifts® WB 9: South America Two™ 

– $24.95
       820 Rifts® WB 10: Juicer Uprising™ – 

$20.95
       821 Rifts® WB 11: Coalition War Cam-

paign™ – $24.95
       822 Rifts® WB 12: Psyscape™ – $20.95
       825 Rifts® WB 13: Lone Star™ – $20.95



       826 Rifts® WB 14: New West™ – $24.95
       827 Rifts® WB 15: Spirit West™ – $24.95
       828 Rifts® Sourcebook 4: Coalition 

Navy™ – $16.95
       829 Rifts® WB 16: Federation of Magic™ 

– $20.95
       830 Rifts® DB 4: Skraypers™ – $20.95
       831 Rifts® Index Volume Two™ – $16.95
       832 Rifts® WB 17: Warlords of Russia™ 

– $24.95
       833 Rifts® WB 18: Mystic Russia™ – $20.95
       834 Rifts® WB 19: Australia – $24.95
       835 Rifts® WB 20: Canada™ – $24.95
       836 Rifts® WB 21: Splynn Dimensional 

Market™ – $24.95
       837 Rifts® WB 22: Free Quebec™ – $24.95
       838 Rifts® WB 23: Xiticix Invasion™ – 

$20.95
       839 Rifts® Coalition Wars®: Sedition™ 

– $20.95
       840 Rifts® Coalition Wars®: Coalition 

Overkill™ – $16.95
       841 Rifts® Coalition Wars®: Sorcerers’ 

Revenge™ – $16.95
       842 Rifts® Coalition Wars®: Cyber-

Knights™ – $16.95
       843 Rifts® Coalition Wars®: Shadows of 

Evil™ – $16.95
       844 Rifts® Coalition Wars®: Final 

Siege™ – $24.95
       845 Rifts® Game Master Guide™ – $26.95
       846 Rifts® Aftermath™ – $24.95
       847 Rifts® DB5: Anvil Galaxy™ – $20.95
       848 Rifts® Book of Magic™ – $26.95
       849 Rifts® Adventure Guide™ – $24.95
       850 Rifts® Bionics Sourcebook™ – $16.95
       851 Rifts® DB 6: Three Galaxies™ – $20.95
       852 Rifts® Dark Conversions™ – $24.95
       853 Rifts® Chi-Town ‘Burbs™ – $9.95
       854 Rifts® The Tolkeen Crisis™ – $12.95
       855 Rifts® The Black Vault™ – $9.95
       856 Rifts® The Vanguard™ – $9.95
       857 Rifts® WB 24: China One™ – $20.95
       858 Rifts® WB 25: China Two™ – $20.95
       859 Rifts® DB 7: Megaverse Builder™ – 

$16.95
       860 Rifts® DB 8: Naruni Wave 2™ – $16.95
       862 Rifts® WB 26: Dinosaur Swamp™ – 

$20.95
       863 Rifts® MercTown™ – $20.95
       865 Rifts® Merc Ops™ – $20.95
       866 Rifts® WB 27: Adventures in Dino-

saur Swamp™ – $20.95
       867 Rifts® Mercenary Adventure Source-

book – $12.95
       868 Rifts® WB 28: Arzno™ – $20.95
       869 Rifts® WB 29: Madhaven™ – $16.95
       870 Rifts® John Zeleznik Coloring Book 

– $5.95
       871 Rifts® Machinations of Doom™ – 

$18.95
       872 Rifts® DB 10: Hades™ – $24.95
       873 Rifts® DB 11: Dyval™ – $24.95
       874 Rifts® WB 30: D-Bees of North 

America™ – $24.95
       875 Rifts® DB12: Dimensional Outbreak 

– $24.95

       MI8006 Cyborgs Pack #1 – $18.00
       MI8007 Simvan & Ostrosaurus Pack – 

$18.00
       MI8008 Coalition Skelebots Pack #1 – $18.00
       MI8009 Coalition SAMAS Pack #1 – $22.00
       MI8010 Coalition Sky Cycle Pack – $22.00
       MI8011 Coalition Dog Pack #2 – $18.00
       MI8015 Damaged Skelebots Pack #1 – 

$12.00
       MI8016 Cyber-Adventurers Pack – $18.00
       MI8017 Rogues & Scout Pack #1 – $18.00
       MI8018 Brodkil & Witchling Pack – $18.00
       MI8019 Damaged Skelebots Pack #2 – 

$18.00
       MI8020 Psi-Stalkers & Scouts Pack #1 – 

$18.00
       MI8021 Shadow Beast – $12.00
       MI8022 Mystic Knight – $6.00
       MI8023 Lord Magus – $6.00
       MI8024 High Magus – $6.00
       MI8025 Coalition Psi-Stalker – $6.00
       MI8026 Coalition Dog Boy in DPM-D1 

Armor – $6.00
       MI8027 Coalition Dog Boy #2 – $6.00
       MI8028 Coalition Dog Boy #3 – $6.00
       MI8029 Coalition Dog Boy #4 – $6.00
       MI8030 Coalition Dog Boy #5 – $6.00
       MI8031 Glitter Boy – $20.00
       MI8032 Glitter Boy Pilot – $6.00
       MI8033 Kydian Overlord – $20.00
       MI8034 Dragonsaurus – $10.00
       MI8035 Slaver and Slave (Atlantis) Set – 

$10.00
       MI8036 Crazy – $6.00
       MI8037 Juicer #1 – $6.00
       MI8038 Juicer #2 – $6.00
       MI8039 Cyborg #1 – $12.00
       MI8040 Cyborg #2 – $12.00
       MI8041 Cyborg #3 – $6.00
       MI8042 Coalition Officer – $6.00
       MI8043 Coalition Grunt #1 – $6.00
       MI8044 Coalition Grunt #2 – $6.00
       MI8045 Coalition Grunt #3 – $6.00

When placing an order by mail, please 
add money for shipping and handling. Add 
$5.00 for orders totaling $1-$50, $10.00 for or-
ders totaling $51-$95, and for orders totaling 
$96-$200 please add $15.00 US. Double the 
amount for Canada, and quadruple it for over-
seas orders. For more shipping options, order 
online at www.palladiumbooks.com.

Allow 2-4 weeks for delivery.

Make checks and money orders payable to: 
Palladium Books

Check release dates for new products. If 
the book you order has not been released yet, 
your order will be held as a backorder until the 
product is available. Please note that prices are 
subject to change without notice.

Orders can also be placed by phone, at 
(734) 721-2903 (order line only). Please have 
your credit card information when you call.
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       876 Rifts® Megaverse® in Flames™ – 
$24.95

       876HC Rifts® Megaverse® in Flames™ 
Gold Hardcover Edition – $50.00

       877 Rifts® Heroes of the Megaverse® – 
$16.95

       878 Rifts® Sourcebook: Shemarrian Na-
tion™ – $16.95

       880 Phase World®: Fleets of the Three 
Galaxies™ – $16.95

       881 Rifts® WB 31: Triax™ Two – $24.95
       883 Rifts® DB 14: Thundercloud Galaxy™ 

– $20.95
       884 Rifts® Vampires Sourcebook™ – $20.95
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Charles Walton II – $13.95
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Villains Unlimited™
! 80+ villains, plus villainous teams and organizations.
! The Jury, heroes or villains? A self-appointed group 
who polices superheroes and takes down those who 
become evil, reckless or crazy.
!! S.C.R.E.T. – Superbeing Control, Retrieval, and 
Elimination Teams, a multi-national organization to 
handle “superhuman” problems.
! Fabricators, Inc., an evil organization that supplies 
evildoers; their weapons and gizmos.
! Magic tattoos, weapons, cyborgs, a crazed world 
conqueror, monsters, madmen and adventure ideas.
!! 224 pages, written by Kevin Siembieda & Kevin Long.

Aliens Unlimited™ Galaxy Guide™
! An overview of the Milky Way Galaxy’s most notable 
alien civilizations.
! Alien worlds described and adventure ideas.
! Space combat rules & spaceship creation rules.
! Space travel systems and rules.
!! Random planet creation tables.
! New alien races and spacefaring monsters.
! More on the mysterious Riathenors.
! Tension between the Atorian Empire and Federation 
of Allied Races.
! New Skills and Skill Programs, including various 
space skills.
!! Spacecraft, super-gadgets, gizmos, power armor 
and robots.
! 224 pages, written by Wayne Breaux, Jr.

Available
at stores
everywhere

Palladium Books® Presents:

Aliens Unlimited™ Revised
Aliens Unlimited™ brings alien beings to your Earth-based Heroes Unlimited™ setting and 
enables you to take your Earth heroes to alien worlds. This sourcebook has everything you need to 
launch an alien based campaign or galactic adventures, or introduce alien invaders, villains, heroes 
and campaign ideas.
● 85 alien races/R.C.C.s.● 85 alien races/R.C.C.s.
● 15 alien monster races, plus NPC villains.
● Galactic Organizations (Atorian Empire and more).
● Rules and tables for Creating Alien Characters.
● 90+ weapons, as well some vehicles, body armor and equipment.
● UFO watch groups, secret organizations, NPCs and more.
● Suggestions, rules and information galore for your galactic campaigns.
● Plus some super abilities, spell magic and psionics.● Plus some super abilities, spell magic and psionics.
● Adaptable to Rifts®, Phase World® and Rifts® Dimension Books™.
● Rifts® conversion notes are scattered throughout the sourcebook.
● 208 pages of fun by Wayne Breaux Jr.

$24.95
Cat. No. 515
ISBN-10: 0-916211-76-2
ISBN-13: 978-0-9162ISBN-13: 978-0-916211-76-9
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